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FERLTiEss B (Per-particle rotations) (k)
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ik /1 (Surface Tension) (%)
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FRRLT-TH B ME (Output mesh per-vertex shading) (%)
RIS KIS SRR (Velocity Per Vertex for motion blur) (%)
UV & T A (Uvw Per Vertex) (%)
fE#EFEEE (Collide Strength) (%)
nParticle #4114 (%)
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WARE B 3hiER. (Dynamically resize a fluid container)
FIhiERC
H 3i&E i
P B B IE R )4 5t
il B B3 A R B LA
M2z TR SuRA R T
AR J 1 DR AT
450 71 R ) 2 B A AR AF G AT A
A5 JUART AR ) il
AR RERL T R G307

+—. Maya Paint Effects [2 4] (1 &)

11.1 Paint Effects &R

46

Y ARE X

KR S ORAE . 4T0T
I 28 5E X

2R AR

=Y
TEYA b 24
EfhixE
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o RAFEMIKE (Jk)
o MM 51E45)mYE (New Leaf and Flower attributes) (%)
H-FTH [ ABH (Leaf Face Sun)
TeZeifiFAPH (Flower Face Sun)
FHS%77 ] (Sun Direction)
o ERFTHZEMONEIYIR (Transfer All Strokes To New Object) (%)

+Z. MayaDMM &% (1 &) [247]
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* DMM I TI{EHFE (k)
o nfaf Bz DMM E B RIA S 3 sh R4 (k)

o DMM RI4H4 5 i) 8 5 & ek (k)
s RESRER ek

+=. Maya &Iz [6 7]
48

13.1 FTEAREMAMEARBSHN (1) (k)
VAR ST A 42 ) S AR 3G
RIBAEARF G
FEVAS (R 22 AR 5 5 RN
AR R )
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13.2 R¥ (13D (k)
Sin() sind() cos() cosd() asin() acos()
abs() pow() min() max() rand()
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13.3 PyMEL (1 81) (%)

Y F% Python 5421 = 4% fF: Nuke, Houdini, Softimage XSI, Maya

5N MEL #i8e i JLF 773 Import maya.cmds as  mc/from maya.cmds import *
pYMEL #ifiT #1047 MEL #54

OS L) i B {5l FH 2 0 5 ) i
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