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38 > BMANiEE” (Edit > Live Connection)&l, “3{&
> & i%% MotionBuilder > B¥HiZE#&” (File > Send
to MotionBuilder > Live Connection)) H 1%
/& Maya 2012 H15| A/ “&iZZE]” (Send to)di <4
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I TR AR, AT AR B 12 3 e B i B A el
B SCHEIRC, AT PAYE R B 25 318 A MotionBuilder
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FBOEIE .

8 HIE, B3 (Absolute) 23 H BAFl S A BRI ERIA

“URE5” (Offset)iLIn.

HL{th 58 Hh
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(Create > Blend) > [ ) 1({jje4: B4 (Rotation
Blend) % & O E & $E 1 Euler F1MU5TEL
(Quaternion) £ T T EH. HirE, M
(Quaternion)/E7E 3 H B 2 [ (| &R & I ERIARESE
iES (Rotation Blend) X E. HXEHELE, BES
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7 ¢k El4R4E 28 (Graph Editor), B EERTA

(Retime Tool) KB | 77 D\ Er 5842y mirf s 2)
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R T PRSI L AN Ex s AL R
LB LB e N

WFEEAZ A Autodesk B FFEF RAEH TAEM 3 mE
Ui, SRR B B E I TR AT 7E 3ds Max. Softimage #l
MotionBuilder H{#F .

WL Maya Fll 3ds Max i) “&iXE]” (Send
to)in %, W LAY CAT Wi B3 ek Maya AN
HumanlK fitt. @il b EEEE, T AEaSEN. &
M AHBHEM 3ds Max {£i#%] Maya * HumanIK &% -
i) FK 3278« 7E Maya o6 AT 58 e alRT 3 | <= 7E R
i CAT ffa R, [FIn] PAGRSE 3ds Max i b
I E .
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s
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(Enable Stepped Preview)i%Jiji.
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i '- i |
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BENF 5123 (Camera Sequencer) i

BUFE, SR DA I At 2 1% B OGBS ML PR IR G118 ubercam. 1AL, BLFEIRIEARALTE T
AR Z [ B A RRE A 152 00— MR h H A PR
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“MEaisEl]” (Character Controls) “KikZ” (Bake)3Z 8 i eI al Bl T shmE 4t 3

HumanIK &2, EH3RAEEE AL, “HHHE" (Bake) 3 A] ) &S HT PUR R RIS AT M &
ARSI o
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Bi7E, Maya £ Windows 64 i 3£ H.264 QuickTime fiith. AN, BZEFMAL 55
i o
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HECHETRE

MAEBIRETRANERR

%— “FAaIEH]” (Character Controls)

BiEEH) “fMEfEH]” (Character Controls), #A] DAZEH
T & OHHITES A EIREES.

REMAAKN, &RTHMT HumanlK TEKESHR “A
fi=#]” (Character Controls)d &R Ak, M
fRifb Ik BT R
M “FFIR” (Start)EiE. “JB” (Source)FEHH “fAf
$=4l” (Character Controls)3Z 8 iR ik 2L I
BER “B3” (Skeleton). “EX” (Definition).
“Z%” (Controls)fll “BHEXHEER” (Custom Rig)ik
i

“FFIR” (Start)EtE

i “fatis#l” (Character Controls) 7 [ “IF
UR” (Start) WAR PG A IR BT . NEREMLOIEHT
(" HumanIK &2, & A B &K R R s E E
SCREFLBREHAR BRI (4, ZE R B E5] TSk
Bt

REE
HH R (Source)= R A KK BN M CLH IR R AL [
. Joit HumanIK THEE G TEIIRE,

“B” (Source)¥:H7E “FAIEFl” (Character
Controls) & [ HFHEIGZLAT .
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HEMESE

24| HEeE EEIIGH

SRR G LRSS, DA RS

. LA DU TR St T 9 e R TR S £ (5 0
ES
B S et

Wi HECERY (Custom Rig) TECA BB T —ANa
WA, AHTFEETE HumanIK 2.

% LR SERCMEEE Hind e, EETUE/EE
7 SCREC A E B B E R Y 379 HumanIK f (5]
1o FE AT DA A B Bl R 2 AR E MR

A I A ] CRAF NI BRI A, IR T S ST
M CHE T Z [ H RS -

AEEXHABHE

BiE, ®uPAE “AEIESH]” (Character Controls)t
B & SO A B R UG & R A .

“Z%1” (Controls)fll “BENX A" (Custom Rig)
IR AR R DA AT gwdE ) XML U AR, XLt
Xﬁ:{ﬁﬂ:?ﬁﬁq CharacterControls E%EF‘O g X
PRI DABIEE e AT . I, fm] DU s S R el
TN E . B BIEFIR/N.

7E “EBHEEI” (Smooth Bind Options) & [0+,
“GRETFTE” (Bind Method) £ FE & —1 “HE
N5E” (Heat Map)/7i%.

T R EY R R 7y R AE, 0 R L st
£ “BIEEX” (Closest Hierarchy)fl “SifiE
B” (Closest Distance) & 7 iEFFREE R,

“HENE" (Heat Map) i 5T W 1% rh 9 £ M2 i
SORENIIGRUEE, IZRS PRI, o A ] Rl B
PR, Km (R REERBI S, e 51
TR B SRR (%) HIfE.



PR M ET B ATHINE

1SR R B BRIT I HIFE ]

158 12 ) ZEC RN

ME, BRIk “ISHh” Bend). “Pik” (Flare). “IE
3% (Sine). “f¥/E" (Squash). “HHEh” (Twist)Fl “ik
IR” (Wave)BSSHIMNE. EFHN “RETHE >
HEIIELMNETR” (Edit Deformer > Paint
Nonlinear Weights Tool)=Z 7 f] {7/ Maya Artisan
Eh, HIEZFRD R g SAE .

ME, “BMHY%wiEE" (Attribute Editor) izt
HumanIK ‘B2 & INEH “ME" (Rol)F¢iE, &
DATETESG F AR IN B A iz MR B 81T . 1ESILE
MR EREITH

BAERNIHIIRE S

BT, AT DAKE% E BRI REH] PG R (> “Ua
38 > 1%l > ¥ItAEHE” (Edit > Controls > Stance
Pose)) . FEZRAFZANAAIHEILELRES, (NFE
B ERE SR AT LA, IR EEE R

KECHTHSIE | 25



BRI 77

£ “2€8” (Full Body)d “B&Z3Mi” (Body Part)ix
A TR A O, IESRE RN A RSN IK Al
FK 2R 88, BN, IK Rl FK fRHR T R E WM&
PLE R B BRI B R L

HINEER T “BRERENFRE” (Align Rig After
Time Change)i%i.

oI E R i

PELHHANE (/] “AFSEENETR” (Paint Skin Weights Tool)&, “S[ > figF
BERE > BINEMBHEIFMm” (Skin > Edit Smooth Skin > Move Weights To Influences)
HiEh “BEE" (Move Weights) 24 Bl )N, 55— ks S FE VR RSEN , T A
A 108 5E HISEIRRE F R EAR o

WRE “GEEENEIR” (Paint Skin Weights Tool) 4l 750, THZEIA 242X
AR SZ MR RS B AL E .
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EARFTR T

i TREGE

EXTHH THBT TRt 154 “GmIBMIAS > $1H” (Edit Mesh > Extrude)f] 15 (ii% T
A,

>~ o

m jAid “EE” (Thickness). “IRi” (Offset)fl “HER” (Divisions)E X EZREE.
m {5 “EBESR” (Channel Box)H[F[EEI%E. EREILEN “HRiE > iRE > EX
f&E” (Edit > Settings > Change Precision).

w CRPRIEER, RGN SZ R T ok ([ E ME.
m T HESEG, DAt
m A PAA Ctrl Al Shift Bk 18 5 B I s

2 L fRIA T R e et

EXTHEZD LA TR ( “4wiE NURBS > fiZl/LAATR” (Edit NURBS > Sculpt Geometry

Tool) > (1 = “F#& > BEXI/LIAXTE” (Mesh > Sculpt Geometry Tool) > L1 ) #77

WG

m EEHH “ERIGREE” (Brush strength)iFik, ] PAERMEZ] NURBS F128 0 i i i 55 (2 5%
AT -

m X “URGE” (Pinch)ERIGTEET T H0E, FIERCREHE.
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N 1% 0 nDynamics #i
¥t

nHair

U nHair k& 4258 R 28N E] Nucleus 2 /712 1EHE

Z8. 14 Nucleus RGHIHMER 5>, 31775 nHair fh£kn]

DA B Rilf 4 DA B2 5 Efth Nucleus M58 H, EHd g

nParticle. nCloth FI#shlifE % .

S5PARTHISL A 24iMH L, nHair 205, HPaE:

m HEMEE, FHIRNTEEREEENLERSK.

= FTREEFBEENET Nucleus RS, 1R T BIFHGLE
FERREMES

m  FTFE Nucleus IR EAH 2 @) BIEL KA nConstrainto

m AT FRENBRL KL nCachingo

APAMI TnDynamics 358 9 () nHair 2R A
&R nHair £%¢.

Hiroki Kawasaki &Yk 501k
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MayaBullet ¥)IEtR i HE G

Maya L7 G045 MayaBullet Y7BUSHINEE. %IRRT
TR B, W T R BRGSO AR

B S ER B IS B 5L . MayaBullet BAT DA
GRS B ZRARFINIAN 5, AR Z L RIREN 5, Al
HX X G ETE Maya NI B ) # 2500 .

MayaBullet 27 Windows 64 {iZ. Mac OS #l Linux %
%t L ff Maya H 314%¢%% . MayaBullet A 7] il T Windows
32 &%,

5% MayaBullet (308, 15201
http://www.autodesk.com/mayabullet-docs .

AR nCaching 253

B R IAETFiET(Create Fluid Cache Options) % [ B EWIE SN UAEA— N X (One
file per geometry)i&lil, EiLi%EW, v]PAEGRPERS NMRIATS, HAEG TG00
FUMRATRIA nCache X

nParticle

HIHH “BREEHZRE" (Post Cache Ramp Evaluation)/@ i, 7] DARH @ #7488 14 4L
WEHATREN T BHR, BERZEENRABYE (MIEEEREEE) 28 H =5 R
BRINE W N ZEM AR

HFEFA BRI

WHH “PFE” (Particle Count) FHER(GEI, 7T LA kT B EUR % & kL1 % H
(35 nParticle M HFIT)

HEEMH “NFH” (Particle Count), H5iL#F “BR > TRERN > WFHK” (Display >
Heads Up Display > Particle Count).
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BEHRAER

Viewport 2.0 ¥4t

MR TIERERE

1 d

KA

BT

B7E Viewport 2.0 ZFEZEFIFERLTIEE, %1 HumanlK.
K. BHER. BRGSO E G S
DABCHT IR B ) BB B B B o A, IR TRIN T 0t EoAth
JINECBRATE. £, NURBS PAKRE) 22 IhEEE
o

LAk, Viewport 2.0 B4t T R AL 5t A BIR MEREA
KRB 2 e = B P RE -

P T LEERSRE: UV R R E R

UV #8245 UV E#AL A R/GE, FEEIE e LA UV
ZIE. UV idf2, TR 3D ERH S0 ih Ja
HAALBE 170 T SR AR SO

AN E L RERRALE (x,y,2) LA R G, BfH. f£S
R Rt R B R T R R LA

ER ER UV IR RO E SRR, SRR
OpenEXR 3.
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Mandelbrot 2D 1 3D £38

$8Y Substance SUIBFITHEE

Y Mandelbrot 5 51, R PAfEA Mandelbrot &7
PRI RSP . ] DAL S 2D hAS
(Mandelbrot). 3D A (Mandelbrot 3D) =l {i Fi A & /Y
Mandelbrot ZEEX AR AT HE &

Mandelbrot 228 24 RN —HE S, HiIAR—
NMEBRE. B S, &A% Mandelbrot
=R Juha £, Mandelbox AR EMIBEERE. [FHHLL
W, #A] PAZE Mandelbrot 543 R BRI,
ilﬂﬁ/\ . s HEAEEIZER Pickover 2.
EARRPECTEPHITER, HEEXHTER
Mandelbrot 5 & i e (ETEH

BLZET] LAY Substance SUFE [ s B ERE, DA
mental ray for Maya. IPR s fthe8 =77 {5 Qe e xt Hik 17

T,
BT AR Substance £ :
m  Clouds_2_Animated

m  Impact_01

m  Make_It_Tile

m  metal_plate_009

m  Plasma_Animated

m  Space_Ship

m  Sunshine

m  Water_Drips

m Waves

m  Windscreen_Glass_01

JTHRE, R Make_It_Tile Substance Z(#, A
FTEFEGEMS S ST R

32| FoE BRNMERZEMEMY



B TEAMRS

W RS, AT MER G E R4 Maya UL 8% a4 U B R EIE T
HNEFRfE Maya £, 1fiJc7EE s Maya MEL XX/, 417, 4 “Hypershade” . “BiEE%
=" (Create Render Node) 1 iEHEF] “Blt4miEsE" (Attribute Editor)EiRIEH T Maya
.

ARZMLIFAEE, 1S I G2 SO,
BHHEE&T@E

WE, @A PAalE e mEG . BHEG TR NEEETNE G m, & AEDR
EBEHARIZE G TFH. EFCIE > AT ANERTH(Create > Free Image Plane) DA fil|#—
™ H HEG -

mental ray ;& 7§ GPU ££77#) Alembic X4

WMRTEANE Alembic UHNEEAT GPU 4%, Wl mental ray S #FEH: GPU 217 Alembic
S, AR RO B EE R

¥ mental ray BSDF & 233

BTE, Maya i3 H NVDIA Mental Images I E BSDF (IAIEET A 5L & EE.
DR ERE O > BRRIEES > Hypershade > mental ray > # & (Window >
Rendering Editors > Hypershade > mental ray > Materials){{ ;X LEE @2, HX
XEEEAIRIIEAEE, 1520 mental ray & EES0E.

mental ray hR 74 3.10

Maya BL7E(# ] mental ray iZA 3.10.

SERFBI BB | 33
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MASFETRE

Maya FEEN AR U2 R INRE

Maya B h FHE R REILE T 7 o, W PALDARTE
ERCRERRKER.

BRI E R E Maya # B SCRIFIE R 2E (40
Autodesk YouTube #HiEFitiz) HIVCECIN. &1>DSHCI
PIEAE SO R . IREFR K E B ERTH A, PMEERTA
PE N Y R AL R

ER WERTEAMZER AR I P TR, WAZ MR
RS RAR .

B SR E

R “HE" (Share)iZHl AIEALE Y ATES THIN R . A% TR 3 G0 B IA HL -
RN FIRER? , FRRFBER RN R T FL - lE AR R IE S
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MEL #0 Python Fr4F M

e

WY AR a 4

applyAttrPattern
baseTemplate
baseView

callbacks
clipMatching
createAttrPatterns
deleteAttrPattern
getModulePath
imagePlane
listAttrPatterns
maxfloat

maxint

minfloat

minint

nodeEditor
retimeKeyCtx
saveViewportSettings
stringArrayRemove
suitePrefs

timeWarp
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EEFNGS
fBR T AN a4

m projFileViewer

EERNGS

HNTAF @Y

we BEX

about RINEIFRE: installedVersion
WRINEIARE: liveUpdate
WRINEIIRE: preferences

animDisplay RIEIFRE: refAnimCurvesEditable

artPuttyCtx ARINEFRES: brushStrength

attrCompatibility {II#RE: pluginNode

attributeQuery IR affectsAppearance
RINMFR: affectsWorldspace
RINMORRS: attributeType
ARINEOFRE: cachedinternally
WRINEIAFE: categories
WRINEIARE: channelBox
ARINEFRE: indeterminant
ARINEFRE: renderSource
ARINEIFFE: usedAsFilename
ARINEOFFE: usesMultiBuilder
WRINEARE: worldspace

bakeResults minimizeRotation IS HKEIM “string” FRA “boolean”
bakeSimulation minimizeRotation FISEHAM “string” BXH “boolean”

bufferCurve RINMOFRE: query

38| 55 11E MEL ] Python #iid 1%



5
b

character

clip

cmdScrollFieldEx-
ecuter

confirmDialog

containerTemplate

convertSolidTx

copyKey

curve

dginfo

editorTemplate

exportEdits

file

BX

ARINBIARE :

ARINEIARE :
ARINEIRRE :

ARINBIRRE :
ARINAORRE -

ARINEIARE :

ARINEIRRE :

ARINBIFRE :
ARINBORRE -
ARINBIRRE
RINEIRE :

ARINEIRRE :

ARINBIRRE :

ARINEIARE :

ARINBIRRE :

RINEIARE
RN :

ARINEIRRE :
ARINEIRRE :

ARINBIRRE :
ARINBIRE :
IRINEIRE :

useReferencedCurve

addOffsetObject
removeOffsetObject

rotationOffset
translationOffset

autoCloseBraces

annotation

allKeyable
attribute
fromSelection
useHierarchy

pixelFormat

animLayer

bezier

size

queryName
removeControl

includeConstraints
includeSetDrivenKeys

add
loadReferencePreview
mergeNamespaceWithParent

MEL # Python ¥r#514 | 39



CEkg B
ARINEFRE: mergeNamespaceWithRoot
WRINAIAFE: preview
floatFieldGrp RINBIFRE: step
keyingGroup RINEARZE: minimizeRotation
Is ARINEIARZ: absoluteName
IR excludeType
WRINEIARE: modified
ARINEFRE: showNamespace
menultem ARINEARTE: optionBoxlcon
modelEditor ARINEFRES: clipGhosts
WRINAIARE: imagePlane
WRINEIARE: motionTrails
movielnfo ARINEIFEE: counter
WRINEARE: dropFrame
ARINEFRE: frameDuration
ARINMARZE: movieTexture
WRINMARE: negTimesOK
ARINEARE: numFrames
ARIMEIARE: quickTime
WRINAIAFE: timeCode
RINEIARZE: timeCodeTrack
WRINEIAFE: timeScale
RINMFRE: twentyFourHourMax
namespace WRINEARE: deleteNamespaceContent
ARINEFFE: mergeNamespaceWithParent
ARINEFRE: mergeNamespaceWithRoot
namespacelnfo WINFIRE: baseName

AINEIFRE: fullName
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AN
AP~

ogs

outlinerEditor

pasteKey

playbackOptions

polyListCompon-
entConversion

radioButtonGrp

referenceQuery

relationship

scriptTable

BX

ARINBIARE -

ARINEIARE :
ARINEIRRE :

ARINBIRRE :
ARINBOFRE :

ARINEIARE :

ARINBIRRE :

ARINBORRE :
ARINBIRRE :
ARINBIARE :
RINEIRE :
ARINEIRE :

ARINBIRRE :
ARINBIRRE :

ARINBIRRE -

ARINEIARE :
ARINEIARE :
ARINEIRRE :
ARINEIRRE :
ARINEIRRE :
ARINBIRRE :
ARINBIRRE :
ARINBIRRE :
ARINBIFRE :
ARINBIRRE :
ARINBIARE
IRINEIRE :

rebakeTextures

showReferenceMembers
showReferenceNodes

animLayer
matchByName

blockingAnim

vertexFaceAllEdges

annotation1
annotation2
annotation3
annotation4
labelAnnotation

isPreviewOnly
namespace

relationshipData

cellBackgroundColorCommand
cellForegroundColorCommand
cellindex

cellValue

editable

excludingHeaders
multiEditEnabled

rowHeight

selectedCells

selectedColumns

selectedRows
selectionBehavior

MEL #0 Python Fr4ME | 41
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b

selectPriority

selectType

setAttr

shot

skinCluster

stereoCameraView

BX

ARINBIARE :
RINEIRE :

ARINEIRRE :

ARINBIRRE :

ARINEIARE :

ARINBIRRE :
ARINBIRRE :
ARINBIFRE :
ARINBIRRE :
ARINBIRRE -
ARINBIRRE :
ARINBIRE
IRINEIRE :
IRINEIRE :
ARINEIARE :
ARINEIRRE :
ARINEIARE :
ARINEIARE :
ARINEIRRE :
ARINEIRRE :
ARINEIRRE :
ARINBIRRE :
ARINBIRRE :
ARINBIRRE :
ARINBIRRE :
ARINBIRRE :

ARINEIARE :
ARINEIARE :

ARINBIRRE :
ARINBIRRE :

selectionMode
useDoubleClickEdit

byName

byName

capacityHint

createCustomAnim
customAnim
deleteCustomAnim
flag10

flag11

flag12

flag1

flag2

flag3

flag4

flag5

flagé

flag7

flag8

flag9
hasCameraSet
hasStereoCamera
transitioninLength
transitionInType
transitionOutLength
transitionOutType

bindMethod
heatmapFalloff

cameraSet
imagePlane
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5
¥

textFieldButton-
Grp

textFieldGrp

treeView

BX

ARINBIARE :

ARINEIARE :

ARINBIARE :

ARINBIRRE :
ARINBIRE

motionTrails

textChangedCommand

textChangedCommand

buttonErase
ignoreButtonClick
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APl #4514

imagePlane Ty A & ¥
imagePlane ¥ s AR — MERFFE R T, MIER— DR S (A&, &—1 DAG ¥
M) o IXATRETR BN ARG (R T PR

WIS (# F MFnDependencyNode % imagePlane i s, /0% S LA MFnDagNode.
FRE, IR Z AT A MDGModifier 0@ 5 #Fk imagePlane %7 51, M4 H MDagModifier.

il B imagePlane %7 s FIBAIAS R (- BLE AT RET ZE P TN AR PATH B AQ 28 ko
BESh, it —LEbRifE DAG i@ R AR, X PAT imagePlane EYE#HT T H A :

Z AR TR B

center (c) imageCenter (ic)
centerX (cx) imageCenterX (icx)
centerY (cy) imageCenterY (icy)
centerZ (cz) imageCenterZ (icz)

i Z AT ARG R R RA T A AR .

it Z HTH# A (center) 51 HIAQ @ MERIBAIASAIE PSSR AT ALAE, (ER2BUER Y nGA FAER
ruly, MAZEGFEAFRL, XWEBEREAR.

BRERRR T Fr

B, G DO R RAN QIR 0 R A RTT . Bh BB A AT DARE R R IR B 28 R SCibe, ibf
— MBI A SR BAH P TSN @ MAYA_ MODULE_PATH HBi48 BHA5 s buiif S
o XK, EZEEMZ S Maya AT G & ] B4 E I
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B SCRAEF 2 AR, HrP IR AT E R 8. Maya iRAFITES 8 (KIixE)
HIEHERE o TR ERSI R TER RIS B N 1 B3R o) it
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