Autodesk A E[AIEZE 1R AN

Autodesk Maya 7= ga & FKIAUEE i K4
TR 15 AR -
R, . B

UM PR 50 18, HIMEE 1
I fa]: 180 73

ZRAS:

[ FR=]

. (2%) Maya F:fili iy & = A C 10D

. (2%) Maya = 2% i 15 (18D

. (22%) Maya 1= 2% 8 Gt AR (11 780

. (32%) Maya = 2% 2l i 5 A (16 )

. (2%) Maya Muscle (LA &%) C 14D
. (6%) Maya Fur&Hair ¢ 38D
. (8%) Maya nMesh ik} C 48D
. (10%) Maya 5 /12 ( 5/8)

. (2%) Maya nParticles 18D
. (4%) Maya i A FIE (28
. (4%) Maya Paint Effect C 28D
. (6%) Maya ZfEHi AR ¢ 378D

1. Maya Bt S BB IRIE
—. Maya ERt&SERBIE [25] (1)

1.1 X#xsa5EM%
o stk AbFEE (Optimize Scene Size) (k)
o ZHEINRIFARAE (Fe k%)
HALAM S S
FANSHE A
B2 2% A
S AR G 2 R
e THHsEH S ¢.8. 0
W TREHE
WHE THER
A H M — R a5
o HRIEPEN R (%)
TR B (%)



IEBEITH T IRHN R
XA )7 N S E R 2
F P B E gt
whn

Bk

IS

H 7€ S i 44 A0
L E VAL T2
M T H

FRES

NURBS &/ 2%
CISIS

pllINER =Sl

{FF Wlustrator 2%
188 FA M 3 Y 1

185 F B FUN 5

PUs AR

EriEHISBHATEAE

Wiss BRoR
N SERI

Polygon ¥t &4t 1t
Subdiv 17

ERER

UTES

B4

PR il

Yyt

H € CH P 3

NURBS *f 4 21 70 5 7= /B 42 1)
Polygon i G 2H 7t i 7~/ B gk 4% il
Subdiv X} 520 70 2 7 /e |
Transform =7 s 5/ E AR il 2 7 /B g 425 1
Maya & 17 355 1 B

Maya.env /% &

Maya P32 17T P55 2 Hda il

JE I gmsE % (Attribute Editor)
Outline & 1

WU AE TS A

X AERTRES RUBEAT #RAE

& (Hypergraph)

Autodesk A E[AIEZE 1R AN

()
$. 8.8, 9
(k)

(k)
(%D

()
(k)
()
(k)
(k)

(ke k)

(k)
(k)
(k)
(k)

(hedkok)
(e kk)

(k)
(k)

ek k)



Autodesk A E[AIEZE 1R AN

MG R 2% ]

e Connection Editor 1 f €. 8.8 9
& S FH R
R A STER FR A U

2. Maya = R IR
Z. Mayam&iER [2497] (L&)

2.1 NURBS ZEf&E#AR

e X}FFFM (Align Surface) (k)
(A= pEy
DI E:

o  H#RM (Rebuild Surfaces) (k)
INIREEp i)

o ¥ NURBS Kk /i (k)
NURBS il U V J5 [0 5E £ J5 17

*  NURBS M RIELRSHIE ()

o izdhih St B (%)

484 (Stitch)

Ri4%&4 (Stitch Surface Points)
%% 4 ( Stitch Edges Tool)
4 JA4% 4 (Global Stitch)

2.2 Polygon E#&EH A

o KNG %L R Polygon X % (k)
o YRS Polygon X4 (Hk)
* ¥4 Diplacement #4 i #% ik Polygon Xf % (k)
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3.2 #MERFEHR (27m)
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e Maya TR 59 3 K. RIEMITT . ARF BRI B H 4 5t (k)

o RINMBTEEARNH €. 8.8.9)

*  JMFHME (Anisotropic) (Fkk)

e Shading map (k)

e Surface Shader 4 Oekk)

6. MR 2

e Ramp Shader ek k)

o HHEME (Use Background) (k)

* JEM (Layered Shader) (kK

o EHMR Ok

3.3 MHEL3E (2 #)
7. MEELGE 1
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o FEFpgE S fasE (k)
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8. MLEL3E 2

o kg (k)
SORFHEA TN, TR S SO B M
IS HE YA (Create Texture Reference Object)
ik 251k (Delete Texture Reference Object)
S HE YK (Select Texture Reference Object)

e Z4# (Layered Texture) (kA k)
o (AU T HRAERR F G S0 E (k)
9. Utilities TH

3.4 Utilites TH (1 81)

o f#i[f] Connection Editor 7 14/ pi ] (& 1 S Bk (ke k)
o AT JE M DRI R (k)

o RSN NG (e k)
o HOEEN ALK (e k)
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Sampler Info

Reverse

Condition

Blend Color

Set Range

Clamp

35 UV #E (2@3)

10. UV 4wig 1

THELUEE UV IR R
Normal %%k

As Projection

As Stencil

UV P[5 ) LA R0 o
NURBS [ UV > 1f

Polygon X % UV 4’

UV Texture Editor UV £0HE 4 4525 0 {5
Assign Shader to Each Projection
S (Planar Mapping)

[F 4Bt (Cylindrical Mapping)
BRIEm S (Spherical Mapping)

10. UV 448 2

E S (Automatic Mapping)

BY) UV (Cut UVs)

&3 UV (Merge UVs)

2 U1, Kl (Copy UVS. Paste UVS)

¥ UV IH—1b 4B (Normalize UVs)

FEFEN UV s ) 0~1 =3[\ (Unitize UVs)
Jiek: UV (Rotate UVs)

2 UV (Cycle UVs)

Map UV Border

FAdth UV (Relax UV)
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B G AR

RKEVEPHA
YIHATE RS HORE

mental ray JEFEAR

mental ray JERIFAR (1)

Render Setting W&

MR EiZkiE g2 (Render Pass) 4% Fd
AO Fi E {8 (Ambient Occlusion)

£ (Caustics)

BRI (Final Gather)
4 J5 M (Global lllumination)
HDR i B3 A

Maya #4 5 ) F

Maya S&ahER AR [32 53]

13 iE4EEN

4.1

=hiEEEn (1 /)

FE %)% (Ghost)

EoRghE L (Create Motion Trail)
il 2 S 4

BRI B Bl
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2y i 28 V) EAE ) 22
2y kA
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14 FELETNEYREE

4.2

E&EHmE (170
fitatk (Character)
@S it (Create Character Set)
STt (Create Subcharacter Set)
FHiEnfE

FAE

RGN AROS LS
T oz i) 1
Z ez il & 1t

ST (Create Pose)
LA B

Trax % F#H

Autodesk A E[AIEZE 1R AN

ek k)
()
(k)

()
(k)
(k)
(k)
(k)
(k)
(k)
()

()
(%)
(ko)

(kD
(k)

(ke k)

(k)
(k)
(k)

(k)
(k)
(k)



W BIE R B

HEBE B

BPARSIE A B
ESLENAE A B

Ke AR R e s 0 S B )

4.3 THEE (270)
15 4 1

ZAE K A T H (Edit Membership Tool)
CHrohRe) AT el Bit%4k (Mirror deformer weights)

BZBLE (Mirror Deformer Weights)

2| 4R 51 T H (Paint Set Membership Tool)

BALfkA A (Create Blend Shape)

AIRER AN LS

PSRN

RN

Inbetween J5

Rl A T 2 1 4 )

I AR 4% (Create Lattice)

Y dn % (Edit Lattice)

Reset Lattice

Remove Lattice Tweaks

HRAET 4% (cluster)

P i 4

FHXFIE3)

16 ik ds 2

XA 4% (Sculpt)
s s

TERTT: IR B AR 3 F
LLATEEE (Wire)
R R T

WL ] 45 42 11 52 i 9
LA T I 8
RAATEAE (Wrinkle)
YER 7750
AR X G ) PR A
BRI (Wrap)
AR
VA GEZLES
Bl Ar s Qiggle)
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LA AR
25

A A A
BERED

4.4 AR (23)

17 451
o —fREE (k)
YRR E
2 YR
SN 7]
A
e RZJH (Point) €. 8.8.9)
o HIRAH (Aim) (e k)

JrmgEdl: BAsgrm. B, R B (World up vector) ( fHEF BT (world up type)
BE T ZORPTA . R — AN

B2 (Scale) (%)

J7 % (Orient) €. 2.2 9
18 #3 2
o RXHH (Parent) (k)

Fiik: L LRI LR YIRFPIRES S L R S5 R
BT 5 RZTAANTT [ 2 D) 4

o JUZIH (Geometry) (k)
o EZRZIW (Normal) (k)
o PIZZH (Tangent)

. CHroige) SEIZUERIZIR (Point on Poly) (Hk)
. CHroige) ML) (Closest Point) (%)

45 BEZREZG Q28

19 BEE RS 1

o HrEEE €. 2.2 9
W a1 T 1)
W E R R
‘& (Bone)

Z P& (Multi-child as Box)
WIE (Circle) -

CircleXyY

CircleXz

CircleYz
#e (Stick)



Y6 (Square) :
SquareXY
SquareXZ
SquareYZ
e A (Insert Joint Tool)
o EBRHKAT (Remove Joint )
IR BRARSCTY
20 HHE ARG 2
o WiFFE# (Disconnect Joint)
o ZEAEH% (Connect Joint)
o BHEE# (Mirror Joint)
HHE T 1)

KAT. RWJENME. IK T (K Handle) Z5# #7505 2

e  HEMKT (Reroot Skeleton)

4.6 REEshiEE] (K) (31D

21 kieshiEt] (KD 1
e TMRIK5F KX

*+ SCIK &%
22 iz ahEd] (KD 2
* RPIK &%
HBEMER
A i) B 24 R

WHE IKALJH (Set Preferred Angle)

SR IK L% (Assume Preferred Angle)
23 [k JaizahfEd] (KD 3
e Spline IK

Py, dhZkrfaite

I IRA 2k

AR B 5T
A7 KBERE (3@
24 JxlaizshiEdl (KD 1
o FHAE (Smooth Bind)
e %R (Detach Skin)
o [EFIFFE%H (Goto Bind Pose)
o #3h% & T E (Move Skinned Joint Tool)
o YmiEZE S AE (Component Editor)
e HFLE (Paint Skin Weights Tool)

Wi hge:
$ DUALEE (Copy weights)
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FEMGRLE (Paste weights)

W EHEF (Weight hammer)

BB E (Move weights)

i 7R52M - (Show Influences)
25 iaiaahEfl (KD 2

o GBI ZEALE (Mirror Skin Weights) (Hk)
e “FWALE (Smooth Skin Weights)
o HHIZFEHE (Copy Skin Weights) (%)
o WEZFHIUME (Reset Weights to Default) (%)
o FRUEILALE (Normalize Weights) (%)
B Re
K (OFF)
X H. (Interactive)
K (Post)
o FRUEALBLE B34k (Set normalization mode and normalize weights) (%)
o BYRRACEIS/NEESEZIE (Prune Small Weights) (%)
o EKBRICEMIMIELIYIA (Remove Unsed Influcnces) (%)
o AUEA (%)

L RLE  (Skin Weights)
DQ JR&HE (DQ Blend Weights)

2077 R, (Influence section)

F 4475 (Alphabetically)
)24 (By Hierarchy)
“FAT (Flat)
NREELF
B ONERIA (Reset to Default)
¥ KM% (Expand Influence List)
#i /g B1ZR (Shrink Influence List)
BALLIES
ihyE (Filter)
li] 72 A% (Pin icon)
it d 4l (Influence color buttons)
i E bR (Lock icons)
Pt 5 fEBR+EH| (Hold and Un-hold buttons)
SRR (Invert Selection)
BnikF (Reveal Selected)
26 e friazhizEdl (KD 3
e X HZE (Interactive skin binding) (k)
o XU e#Z . (Dual quaternion skinning) ()
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o ARBUAMEMBhE EHTER. (Non-destructive animation retargeting) (k)

e XHMIREFRMEIL (Disable Weight Normalization) (%)

o JTIFMEIRMELL (Enable Weight Normalization) (%)
o SHIRENGE (Export Skin Weight Maps) (%)

o SABEMEK (Import Skin Weight Waps) (k)

o MmNt 4 (Add Influence) (k%)

o LBEEmIXI% (Remove Influence) (k)
27 WIS B

4.8 RIMERRE (18

o AWM (Rigid Bind) (k)
MR 52 i 3 1o 458 55 M) — JR A AT AR TR0 R s T AR I SGT5 EEEE A TR R

o ZSJEWL (Create Flexor...) (k)

o iENITESE (k)

28 ZhiEJREAR
4.9 FERFEHFAR (1)

o FEFEEARR S ¢.8. 0
o glEzEZ (k)

o EHIBEE (k)

o FHELR (%)

¢ Autodesk®HumanlK® (HIK) ()

29 Maya Muscle (JZJik %48

#. Maya Muscle (RBkEZ) [2 4]

e Capsule (%) . Bone CH3) . Muscle UL FIMES (%)

e Capsule (ix%) . Bone (‘F3k) . Muscle (JLRA) MBI E o (k)
e Capsule (%) . Bone CH3) . Muscle (LA IR EA A 7. (Fedk)

o WMNAMAILSE. (%)

o QIEXTERLA . (k)
e ¥4 Smooth Skin # i LSS K o €. 2. 8.9

o JNUAZER, BLECHNLAE T P 2 i L (ke k)

7% Maya £% (Fur&Hair) [647]
30 Fur

6.1 Fur (158%)

s WInEX (hedkok )
o MBS R (hedkok )
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HERBNZH
o MR
o BEIRERE
o WE Fur SITeMiEE:
*  JT% Fur Shading/Shadowing J&
s EBRME
Il Gl
454 hair ff ]
o BItEN
WaE”]
EXWARY)
T 713
G— 1%
HI1

6.2 Hair (2 81)

31 Hairl

o fEkK (Create Hair)

e E/x (Display)

o WEWIHAIE (Set Start Position)

o WHEFILAIE (SetRest Position)

o MBRKK (Delete Entire Hair System)

o CNIEFEHRLNEIN Hair JE1E (Make Selected Curves Dynamic)
e BX#hZ (Modify Curves)

o QMY (Make Collide)

32 Hair2

o BRME%K

o ZERIZH T H (Paint Hair Tool)

e SkkKETH (Scale Hair Tool)

o Ak RHEHN Paint Effects JEPE (Assign Paint Effects Brush to Hair)
o SLRZEAEYmHE (Create Cache\Append to Cache\Delete Cache)
o AL (Create Constraint)

o IEFEEEH (Convert Selection)

+. Maya nMesh [8 4]
33 Maya nMesh

7.1 HR—RMARLAR (1)
o AR WLk, M. 4G
o 53Rk
. YK
Transform %3
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Mesh Z)3
ik (Cloth)
ANZIH (Button)
ilf 48 24 3R

7.2 nCloth e} (2 &)

34

35

nCloth %} 1

nCloth ) AR

% nCloth fiik}

nCloth /)44 J& 1

Nucleus fif 5 #% & 1

% nCloth Aii & 1

224 nCloth Akl & ok

nCloth Ja 14: 5 ]

nCloth 77 fHilf 8

CHrZhae) RliEEEE (Collide Strength)

fib4% )& 105 (Collision Properties Maps)

& Z&5MEB (Rest Length Scale Map Type / Rest Length Scale Map)
21758 (Paint Vertex Properties)
ZE S JE M (Paint Texture Properties)

Rl & fi# 5 (Bend Solver)

nCloth #5 %} 2
221¢ (Caching)
£ & (Position)
fi B 53 (Position and Velocity)
B /1%IR4 (Dynamic State)
nCloth ikl £ 5
Transform (ZB4fe) 23
Component to Component (L cE|ZHI0) 41K
Point to Surface (5T ) LW
Slide on Surface (T b3 ZH
Weld Adjacent Borders (X 4%ifi4) £k
Force Field (zh/13%) #K
Attract to Matching Mesh  (JEAAIERD) £
Tearable Surface (W[ #iR[i) LK
Disable Collision (il 2 %)
Exclude Collision Pairs Chlff#xf HERR ) Z15R
Yt By )15 2 O SR A
e TT
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MoT
Wik
(LS8

Y -OE 5. (k)
Air (537
Drag (4E3%)
Gravity (i 7j37)
Newton (4-iiji3z)
Radial (J8UH7)
Turbulence ($£3113%)
Uniform (%—3)
Vortex (iAJiEis)
Volume Axis (f&FR%5137)

36 T FIF AR
7.2 HAFEEM (1)
I VAE = € 8.8 9
o TiRMPESEL (e %)
o FRASHIL (e Hk )
o A (hekok)
o MRMRAFERE A3 (e dk)
o AR (%)
J\\. Maya s 1% [10 4]
8.1 RKTHRL (27)
ITRFHRG 1
. BUKTRZS (kA
AR eI WAE= Y i
AR RM=E/J R
FH s B 4 b1
. ORI (SekH)
T
KT R
O P 2 L T e
. RTBR (k)
38 M FHEG 2
o R FREHESREF (k)
. BTHE Balelef
o HMERLFIE G SRR E G (k)
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o KT aMBR: A EER TR
39 H 17

8.2 mAHm (17
s BEE
TR (AID
#H/13 (Gravity)
8037 (Turbulence)
o E3N 15 SWIEFIRLF (A LK R

40 17

8.3 ZE{K Soft Body (1 &)
o TIRFARRME

o DIEEFEAE

LIIE S

o LFMINE bRk

41 MIRzn 1% Rigid Body

8.4 WI{kE111% Rigid Body (1 &)
o EFNA S BN
o WIEREME: FE. O, AL ER L REYE
o RN 713
o N

WA 55 DA P lf 4

KEENESE ARNNT 2
s AR

ETZ3 (NaiD

BZIH (Pin)

BEEZ)I (Hinge)

HELHR (Sping)

BEBELIH (Barrier)

42 Maya nParticle

7L Maya nParticle (1 1) [2 4]
e f# nParticles
f1% nParticles
Pt nParticles #i 1@
1 nParticles [l 5 3) /1% @ I
nParticles 113 55

¥4 nParticles f{TE JLIEA
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1% 5154 nParticles 2245 M 22 A7 A

FHRLT-iEs: B (Per-particle rotations)

filf 9% (Collision Ramps)

KM%k S (Surface Tension)

FHEE K/t (Viscosity Scale ramp)

FERLF TS )8 M (Output mesh per-vertex shading)

TH RIS RS SR (Velocity Per Vertex for motion blur)
UV &I 5 & (Uvw Per Vertex)

Ml (Collide Strength)

nParticle {13 H

+. Maya #mi&FEFE [4 5]

43 &%

10.1 &F (18D

o HEMEAMS SR
HERERINpaer B Vel

s EREEY S EEEY
e S5 48 € M
NIIFET
PEFERE: #1230, fE. BR

44 ik

10.2 etk (180

AR

BN

AE3h 7157 HAA

MkZE 4% (Container)

&7t (VoxeD

o TYEJiE

o ENA

o UiAREEH

o WK EZNER (Dynamically resize a fluid container)

. TR

. H 3iE R

. P B B ) At

. Pl 21 e A R A

«  HZeZETABSRIEEN
F AR & VDR A
B3 1 5K IS B AR AT G2 A7 SO
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+—. Maya Paint Effects [4 %3]
45 Paint Effects B}

11.1 Paint Effects Eif (1 &)
o TYEmIARE X
B SCHRAE . 4TTF
2 5 X
2 A
o Y2
TEP A b2
SEfh B E

46 Paint Effects SRS X EhE )

11.2 Paint Effects £ RS K R aNEHE (1 &)

o WATHIZES

o ERTRARMEEA E X

o AMEEX

o

e Paint Effects #4511

o M EMPIR & 3

o BEIMIEA

o EfihhEikE

o P E 2L

o EfhSHIt=E

. EfMSHEY

o REFEMIKE

o HiMIMF 51 B (New Leaf and Flower attributes)
¥ A A PH (Leaf Face Sun)
AEZEm F K FH (Flower Face Sun)
FHS% 771 (Sun Direction)

o BARFTEEMONEYIE (Transfer All Strokes To New Object)

47 Maya Live
+=. Maya Live (1 &%) [2 4]

e Live (W LAEE

o SEMBCKMEAMBE I
o MUIHIERER T -

o BIEEAGRE.
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s Live AR %, (hedkook )
s Tfi# Live FRUAANZY IE AT

+=. Maya wIEFHAK [6 7]
48 RKiZREHAMNERB SN

13.1 REXEMANERBEESHM (18 (k%)
JHIAS S 44 B AT X
Fak A E RN
JEVAS B A5 R
A EREE )

49 ER¥

13.2 KEy (1) (k)
Sin() sind() cos() cosd() asin() acos()
abs() pow() min() max() rand()

50 pyMEL

13.3 pyMEL (1 &) (k)

Y $% Python 164 # 1 =44 /F: Nuke, Houdini, Softimage XSI, Maya

SN MEL B JUA 5 Import maya.cmds as  mc/from maya.cmds import *
pyMEL 4nfi[$447 MEL #§4

OS A {4 iy B A FH VR ) 5 0 B
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