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File>Project=> Set

untitled.mb
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4.1 Edit

Edit

Edit Undo Redo
Group Ungroup

Edit

Uridla
Fedn

Fepeat “Save Seone A5

Eews

Delete
Delete hii Type
Delete ALL ki Tipe

Select Al

Select &1L by Txpe
Guick Select Set
Lerers

Diplicate

Grots
Ungr miap
Create Empty Group

Parent
Urparent

Bets

4.2 Undo

Undo

Undo

Undo
Ctrl+z

Ctrl+Z

Edit

4-1-1

Edit

S

“Edit (§R15)" HEEH A

&
Lo “Undo "grd B MS
AL MRE IR,
2 “Redo g% HEdHT
EFTITREARGE T HERtE.
3 “Repeat "ot EEER
—{RATE R
4. “Keys Yapdc, HRTEein
a8,
5. “Delete "FEad. Mifzts
TERRT .
6. “Select *HEgd, RAHETE
e
7. “Duplicata " &4, ESH5
TERTER T
5 8 “Group Y “Ungroup ¥
&
¢ Edit”
Wps
Undo

Photoshop

Keys

Undo
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MAYA 10
Options—> General Preferences Generd Undo Undo

4-2-1 Genera Preference

[ 4-2-2
—
4-2-3

[ Edit->Undo Ctrl+Z

4-2-2
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4.3 Redo

Undo

44 Repest
Repeat

45 Keys

4-5-1 Keys
® Cut Keys

® Copy Keys
® Paste Keys
® DedeteKeys

Scade Keys
® Bake Smulation

4.6 Delete

Delete
Shift

4-2-3
Redo
Redo Redo Undo
Undo Redo
Repeat
4-5-1 Keys
Field Inverse Kinematics
Bake Simulation
Edit>Delete

Dd
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4.7 Delete By Type

History
Chanriels

atatic Chamnels
Notion Paths
Expressiﬂns
Constraints

Rigid Bodies

4-7-1 Delete By Type

Delete By Type 4-7-1
Delete By Type
o History
° Channels
L Static Channels
[ Motion Paths
o Expressions
° Congtraints
() Rigid Bodies
Channels Static Channels Expressions Options Edit>Delete
By Type—>Channels
SITEY
Help
Hisrarchy & Selected " Below
Channels & All Kepable " From Chaninel Box
Caritral Paints v
Shapes v
Delete Save Reset Close
4-7-2  Channels
4-7-2 Channels
® Hierarchy Selected Below
Dag
® Channels All Keyable
From Channel Box
® Control Points NURBS All Keyable
Channels From Channel Box
® Shape All Keyable From Channel
Box
Del
4.8 Delete All By Type
Delete By Type 4-8-1
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>
>

Delete By Type
Unused Transforms
Joints Joint 3D
IK Handles “
Lattices
Clusters
Sculpt Objects
Wires
Lights
Cameras
Image Planes
Shading Groups and Materials
Particles
Rigid Constraints

Hiskairy

Channels

Static Channels
[Mokion Paths
Expressians
Constraints

Unused Transforms
Joinks
1K Handles

Lattices
Clusters
Sculpt Objects
Wires

Lights

Cameras

Image Planes

shading Groups and Materials

Particles
Rigid Bodies
Rigid Constraints

4-8-1 Delete All By Type

Joints Delete All By Type

Delete All By Type—> Joints

4-8-2

IK Handle

4-8-3
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Select All

All

Select All

4-8-3

Select Au

Edit

Edit->Select All

4-9-1
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410 Select All By Type

Delete All By Type
4-10-1 Select All By Type

Transforms
Geometry
NURBS Geometry
Polygon Geomotry
Delete All By Type

411 Quick Select Set

Quick Select Set

4-9-1

4-9-2

4-9-2

Delete All By Type

NURBS  Polygon

4-10-1
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412 Layers
Layers 4-12-1 ' Mew Layer. .. -
Rename Layer...
Remove Current Laver
Layer Editor...
Transfer to Layer
Layers 'Selea:ti All on La;lm'.
Hide Layer
® New Layer Hide 411 Layers
Show Layer
Show All Layers
[ ] Rename Layer Template Layer
. | Untemplate Layer
Edit->Layers>Rename Layer % Toeibve L
® Remove Current Layer Template Inactive Layers
® | ayer Editor 4-12-2 Layers 4-12-1 Layers
® Transfer to Layer
®  Select All on Layer
® HidelLayer
® HideAll Layers
®  Show Layer
® Show All Layers =—
® Template Layer Untempiate
® Untemplate Layer Select
® Hide Interactive Layers s
q Update J Close J
® Teplate Interactie Layers
. 4-12-2
4.13 Duplicate
Edit->Duplicate
4-13-1
Help
Translals !u. onon| |1:|. 1000 |n, 0000
Fietats [rJ. 0000 |u.rmn-? |U, 0000
Eh:gjaI!.D?UIJ ||.nnnt |-|.rmuo
Mumber of Coples |l ]}
Seomemry Type = Copy ' Inslance
™ Group
I'_ St Transiom
™ Duplicate Upstream Graph
™ Duplicate Input Connections
< | | ]
Cuplicata ] Sava | Resat Close i
4-13-1 Duplicate
® Trandate
® Rotate
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® Scde
® Number of Copies 1 1 1000
® Geometry Type Type Instance
Instance MAYA
Instance Instance
Instance
® Group
® Smart Transform
® Duplicate Upstream Graph A B CD
Duplicate Upstream Graph A B CD Al Bl C1 D1
® Duplicate Input Connections
A B C C A B C A B Cl
4.14 Group
MAYA Group
Help L
Group Under ® Parent r~ \orld .
Giroup Preot T Cenler & Ongint
[+ Precorse Podiion
‘ [
Ginoup J Save Fes=t | Close J
4-14-1 Group
Group Edit Group
Group 4-14-1
® Group Under Parent
World
® Group Pivot Center Origin
® Preserve Position MAYA
4.15 Ungroup
Group ungroup
Ungroup
® Ungroup Under Parent
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World
® Preserve Position Group

3 4-15-2
Edit-> Group Window->Qutliner 4-15-3
Outliner Edit->Ungroup 3

4-15-1

=

& op
*fr:lrrl
I * side
- GO
.'nurhsSphar&]
A nubsSphes?
*};—é & nurbespreres

4-152 3

4.16 Create Empty Group

4.17 Parent

Parent
4-17-1
® Move Object
® Add Instance Instance
® Preserve Position

Instance
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Ssrgnt Mathod & oue Objects  Add Instance
¥ Presamva Postion

Forant | Sevi | Pt Clase |

4-17-1 Parent

4.18 Unparent
4-18-1

Help
Unpasant Mathod & Pareniio Word  Remava nstance
¥ Presars Posttion

Urspeiireit I =) | Feset I Cinzs |

4-18-1 Unparent

® Parent to World

® Remove Instance Instance
419 Sets
3 4-19-1
Windows—> General 2 Set
Editor
Create Set m
Create Partition o
Create Quick Selmct Swet, ..
4-19-1 Sets
® Creae Set setl
® Create Partition
® Create Quick Select Set cv
Set Editor Create Quick

Select Set Edit->Quick Select Set
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51 Modify
3D
Modify

5-1-1 Modify

Modify

Transformation Tools
Eeset Transformations.
Freeze Transformations
Enable Nodes

Disable Modes

Make Live

Center Pivot

Prefiz Hierarchy Mames...

Add Attribute...
Neasure

hrimated Snapshot
fmimated Sweep

3

@

“Modify (B )" ZBEFHwS
1, Transformantion Tools, T H.,
2. Reszet Transformation, EE?{%O
3. Freeze Transformation. (RESTRL
4. Enable Modes g5, &4,
5 Disahle Modes g2y, BUIH A5 SzhE.
6. Mldke Live gdr, Enddnis.
7. Center Pivot f5S: HEHEREETEH

’E.‘o
8. Prefix Herarchy Names. o EZFNIET
%go

9. Add Atribute. FFIMEH.

10. Measure, JE:,

11, Animated Snapshot, FFEHETIIETES
A,

12, Animated Sweep . METE B ARE
T

F

5.2 Transformation Tools

Transformation Tools

5-2-1

5-1-1  Modify

Maowe Tool
Rotate Tool
Scale Tool

oo

Move/Rotate/Scals Tool
Shiow Manipulator Toal
Default Chiject Manipulstor [

Proportional Modification Tocol fm |

Mo Lirnik: Tool
Roktate Limit Tool
Scale Limit Tool

5-2-1
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1 Move Tool Move Tool
5-2-2

5-2-2

Move Tool 5-2-3

5-2-3
® Object
® Loca
® World
2 Rotate Tool Move Tool
5-2-4 Rotate Tool 5-2-5 Loca
Globa  World Gimba RotaeX RotateY

5-2-4 Rotate Toal
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5-2-5 Rotate Toal

3 Scade Tool

3
4 Move/Rotate/Scale Tool / / 3 5-2-6
3

®  Show Manipulator

®  Show Manipulator

® Default Object Manipulator
None Move

5-2-6 / /
5 Proportional Modification Tool
cv cv
6 Proportional Modification Tool 5-2-7 Modification Falloff

® Linear 3D
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Distance Cutoff
® Power Linear Linear Degree Degree 1 Power Linear
Degree Degree
® Script MEL User defined script
® Curve User defined anim curve
Mame iF:u‘Purtlml Bedifrcatian Tool
Madiflestion Falal &= Linsar = Power " Bennt r Cues
Ciigence St L0, 000D i
Hinssd on'distance 0 F = ¥ 2
'l | _r|
Fimeat Tool | Cioom |
5-2-7 Proportional Modification Tool
7 ovelLimit Tool
8 Rotate Limit Tool ScaleLimit Tool  Move Limit Tool
5.3 Reset Transformations
5.4 Freeze Transformations
Freeze Transformations
Modify-> Freeze Transformations
5.5 Enable Nodes
Enable Nodes
IK Solver Constraints Expression Particles Rigid Bodies  Snapshots
5.6 Disable Nodes
Enable Nodes Disable Nodes IK Solver
5.7 Makelive
Make Live
NURBS
Make Live Modify->Make Live
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5.8 Center Pivot

Move Rotate Scae Rotate  Scale

Center Pivot

Center Pivot

5-8-1

[ Modiify=> Center Pivot 5-8-2
Insert Move Insert
583

5-8-2

5-8-3

5.9 Prefix Hierarchy Names
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Modify->Prefix Hierarchy Names 5-9-1
OK
Prefix Hierarchy
Enter Prefic
lprefix_
ok | Cancal |
5-9-1
5.10 Add Attribute
MAY A Lo, el A __ : x|
New |Part|clel Contrtlll
. Attribute Mame i
Add Attri bute v Make Attibute Keyable
Data Type-
i ] " ectar T Integer
Modify->Add Attribute & Flost T ooh
5‘10‘1 Attribute Type — —
£+ Scalar T sy
| = dddinlial Stared
[ New Min/Max Values————
Py Partlcle Piminaum |
° I Mawimumn I
Control il —
New Attribute Name Data Type S|
ancel
Vector Integer Float Boolean Min/Max Values
Minimum Maximum Default >10-1
OK Add
511 Measure
Measure 3 Distance Tool Parameter Tool
Arc Length Tool 5-11-1

Distance Tool
Parameter Toal
&rc Length Toal

5-11-1 Measure

1 Distance Tool
Modify->Mesure~> Distance Tool ©oo
5-11-2
2 Parameter Tool
Parameter Tool
Modify->Measure—> Parameter Tool
5-11-3
U

3 ArcLength Tool

Modify->Measure>Arc Length Tool
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5-11-4

5-11-3

5-11-4

5.12 Animated Snapshot

Modelling Animated Snapshot  Animated
Sweep Animated Snapshot
IK  Expressions
Animated Snapshot 5-12-1



MAYA 71
Time Fange  Tims Sidey * Star/Ersd
Steart Time | . 0000
Engd Time | 10. 0000
By Time 1 oo
< | 2f
Smie J Hesat J Cless j
5-12-1 Animated Snapshot
® Time Range Time Slider “ " Start/End
® SatTime Start/End “ "
® EndTime
® ByTime “ ”
5.13 Animated Sweep
Animated Sweep Animated Snapshot
Animated Sweep
Animated Sweep 5-13-1 Animated Snapshot
Animated Sweep
® TimeRange Animated Snapshot
® Degree
® Knot Spacing Uniform
® Surface Open Close
® Output Geometry NURBS NURBS Polygon
Animated Sweep
Time Penge ¢ Tire Siider = I'E_Lan.r’gnﬁ
Siait Time |1, 0000
End"nmg 10, Dooo
By Tifna |1.:unun
Dggm'a.'" Lineat & b
Jingt Spagng: & Linitarm " Chord
Sureca + Cipen ~ Close
Chutpit Geamsing = NURES ™ Polvgons
¢ |
Sava Fissat Cloze i

5-13-1 Animated Sweep
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Animated Sweep
Sections 6 F8

5-13-2
Y

Modify->Animated Sweep

5-13-2

5-13-3
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(14 A 1
6 Display
6.1 Display
MAYA
Display 6-1-1
“Display (877)” FBEH
e
L Grd, HFEETEIERIHE.
2 hwes, HUFHIWRIEEN, NEFO4E
itz apailsi®
3. Hide. [SRISERIHNE.
4 Show, WE Hide TR,
5 Object Components, Fr=aifam
TR
. NURES Components, F-ehifamh
MUREBS TTF.
Tt 7. NURBS Smoothness: {F NURBS
Grid =] g
hxes » R GRE.,
Hide . % Polyzon Components. Femohfsmh
oo ’ SEHTE
Object Components v °
NURBS Components . 9 Customn Polygon Display; Heah
NURBS Scothmess : TR S T
Polyzon Components Yo 10, Fast Interaction, Saagsd Ak,
& Pol Displ ; ! v
il G 11, Cameraflight Manipulator, FTEMAT
Fast Interaction 2
Camera/Light Nanipulator * jt%u%g"
Sound ’ 12 5ound, HRREHE
.I!D:'Lnt Size r
IE Handle Size ; o
6-1-1 Display
6.2 Grid
Grid
Grid

6-2-1

NURBS

Grid
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MAYA XY Z

e |5 00B0)
Subilhizions |7 =
Esent | 12, 0000
Bt T Oiling 1 Awed O Giid Al
J| | 3
Al Sme Fiesst I Chise |
6-2-1 Grid
® Grid
® Subdivisions
® Extent 12 +X =X
® Syle
® Outline
® AXxes XYZ
® Grid XYZ
e All XYZ
6.3 AXes
Axes View Origin
6.4 Hide
Hide
1 Hide 6-4-1
® Hide Selection
® Hide Unsdlected
e All
2 Hide Geometry
All
NURBS Surfaces NURBS
NURBS Curves NURBS
Polygon Surfaces

e W o 6 6 06 O

Deforming Geometry
Hide Kinematics
All

Hide Selection
Hide Unselested
ALl

Hide Gepmetry
Hide Finemntics
Ride Deformers
Lights

Cameras

Texture Placements
Flanea

Harkers

Light Mamipulators
Capers Hemipulators

6-4-1 Hide
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Joints
IK Handles IK

Hide Deformer 6-4-2
All

Lattice

Clusters
Lights
Cameras
Texture Placements

Planes

°
o

4

°

°

® Sculpt Objects
o

5

6

7

8

9

Markers 6-4-2 Hide Deformer

10 Light Manipulators
11 CameraManipulators
Hide

Hide

— 6-4-3
— Display > Hide>Hide Selection
Display—> Hide~> Hide Geometry-> Polygon Surfaces 6-4-4

6-4-3

6-4-4
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6.5 Show

Show Hide

6.6 Object Component

Template

Geometry
Backfaces”

L attice Points

L attice Shape

Loca Rotation Axes
Rotate Pivots

Scale Pivots
Selection Handles

6.7 NURBS Components NURBS

Hide Show
6-6-1
Templates
GEometry
Backfaces

Lattice Points
Lattice Shape

Local Rotation &xes
Rotate Pivoks

Scale Pivots
Selection Handles

NURBS 6-7-1 6-6-1 Object Component
® CVs Ccv
® FEdit Points s
° Hulls Edit F‘cﬂnts
Hulls
® Custom 6-7-2 st =]
6-7-1 NURBS
Components
Ly, NURBS Smoothness (Custom) Options |0 x|
Help
Objects Affscled © Active Al
Geometry & Full " Hall
j Wireframe:
Surface Diy pef Sparll |[I ',i'
Surfane Div per Span Y [[I 1§
Curae Div per Span |4 rf
~| Shaded
Surace Div per-Span |1 ']
| Hull
Hull Singliicatior U | '
Hull S mplfication ¥ |1 I
Apoly | Save | Reset | Cloze
6-7-2 Custom

6.8 NURBS Smoothness NURBS

NURBS Smoothness

4 Hull
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Rough Medium Fine 6-8-1
® Hull
® Rough 1
® Medium 2
® Fine 3
® Custom
6-8-1
6-8-2

&, |Pisplay Control Options
F

Hels

6-8-2 Custom
NURBS Smoothness

NURBS Smoothness

[ Huil
6-8-3 Hull
[C=>  Display>NURBS Smoothness>Medium 2
6-8-4 Medium Hull
I:> Display->NURBS Smoothness> Fine 3
6-8-5 Fine Medium Medium

Fine
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6-8-5 Fine

6.9 Polygon Components
6-9-1

6-9-1 Polygon Components

6.10 Custom Polygon Display

41 Custom Polygon Display Dplions

ﬂm—ﬂnﬁh | el
Mrmnt&amt e

posh | sae | Awe !. e |

6-10-1 Custom Polygon Display
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Vertices
Display
Normals
Backculling
Edges
Standard
Soft/Hard
Only Hard
Highlight
Border Edger
Texture Border
Border Width
Facets

Centers
Normals
Triangles
Normals Size
Backface Culling Backface Culling
Off Backface Culling

On Backface Culling
Keep Wire

Keep Hard Edges

Soft
Hard

Backface Culling

6.11 Fast Interaction

MAYA

6.12 Camera/Light Manipulator /

Camera/Light Manipulator

1 Camera

2 Lignht

6-12-1
Center of Interest

Pivot

Clipping Planes

Cycling Index

6-12-2
4 Light 4

Center of Interest  Pivot
Center of Interest
Pivot
Cycling Index
spotLight
Cone Angle
Penumbera
Look Through Barn Doors

Decay Region

Cycling Index3

Hard

Backface Culling

spotLight

1~10

1~10

cameral

Center of Interest
Pivot

Clipping Planes
Cycling Index

6-12-1 camera

spotlightl

Center of Interest
Fivet

Cone Angle

Perumbra

Look Through Barn Doors
Decay Regions

Cycling Index

6-12-2 spotLight
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6.13 Sound
MAYA

6.14 Joint Size
Joint Size

25% 50% 75% 100%
Custom 6-14-2

6.15 IK HandleSize IK

Joint Size IK

25% 50% 75% 100% Custom

6-14-1

6-14-1 Joint Size

25%
S50%
5%
1005

Custom. ..

6-14-2 Custom
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7 * Window "’

7.1 Window
Window MAYA
Window 7-1-1
“Window (B )" ZBEFEHGS

1, Cenerd Editors, 18 FBHHiESE.

2. Rendering Editors, JE4eR3gss.

3, Animation Editors, ZHEZRiEES.
. 4. pAttrbute Editor, [SEbiRiEss,
General Bditors H . RER
Reoiloring Bditors » 5 Outliner, .
Arimation Bditors F 6. Hypergraph, iB:REE.
Attribute Bditor. .. 7. Multilister, SETFE,
Outliner... 8 Ezpression Editor, ZFEhThiRiEss.
Hypergraph. .. it e
Hliilister. . . 9 Recent Cumminds, Rirf .
Frpression Editor... 10, Flayblast, ZHETIHEL.

; Eﬁcen‘t Ci:urmands - _n 1. View Arrangement, FhERE{E
Playblast. .. 12, Saved Layouts, B AR,
View drrenzement * 13. Frame Selected in All Viwes, FERFE
Saved Layouts h BT,
Frame Belected im A1l Views 14, Frame All in &1l Views, 7EETEWET
Frame A1l in A1l Views //—I B erae
Minimize Aoplicaticn //' /
Raise fprplication Windows
7-1-1 Window

7.2 Genera Editors

General Editors
Channel Box
Attribute Editor

Attribute Spread Sheet
General Editors Generd Editors

7-2-1  Genera Editors
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Set Editor..,

Attribute Spread Sheet...
Tool Settings...

Filter Action Fditor...
Channel Control...
Contiection Fditor. ..
Performance Settings. ..

Seript Editor...
Commiand Shell...

Plug—in Eanager...

7-2-1 Genera Editors

1 Set Editor
cv
Set Editor 7-2-2
Edit Sets
2 Attribute Spread Sheet Attribute Spread
Shest 7-2-3
iy, Set Editor o] x|
Mode Edit List Bookmarks Options.
Y Q&Y wmi=E+ -]e%
initialShadingGiroup finialS hadingGroup) -
initialParticleSE [intialParticleSE]
3 Tool Settings
Window-> General Editor->Tool 1.000 & Wbl € Seale € Sl
Settings 7-2-2  Set Editor
4 Filter Action Editor
Filter Types Name Filters Object Filters Classification
Listed Selected
ig Attribute Spread Sheet il o el B

Mames Lavouks Key
Kevable. | Shape-_lqte_r,lahlel T[ans[nlm'l Tranzlate I *!

Ti=ibility | Tran=1
murbeESpherel or ]

s [, il
7-2-3 Attribute Spread Sheet

5 Channel Control
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MAYA Channel
Control 7-2-5 Object
Channel Control
Move Locked
Move
S=E
. . Filter Trpes. Listed: Sel=cted
6 Connection Editor MAYA o Do
i 1 EGLId S hapa: iniialshadnabroun
Connection Editor SHLightShapesTadun | [iniiaParicleSE
g B zllRenderClzzification shadeeGlow!
Connection Editor 7-2-6 i
bemcRend=Mod
Output rmE9|al‘=5-rllaT::esD o
canersshapes magek
| nput encilighiShapes:
ignarsLightShapes
imagetanes st
lighiShapes z
Out Color Out Color R Out Color G Out Color B3 e )
inh!Shape:Texlaes
linked ightShepes
riahsriss
mabzridsT estueslight o
Select | Cige |
‘T - - x. a q .
Uy Channel Contrat e =0ix] 7-2-4  Filter Action Editor
“Obiet |
Kevable | ankedl
Keyzhle Mon Kepable
rakabe caching -
rotatey’ dizgplayHande
rotates dizplapLocalfiz
scalex digplayRotateFivot =
eralg digplays caleFivot
arales itherits Tranzform
tranzlates intermediatel bject
tranzlate’r’ nodeState
translates objectColor
wizihility rotatediwizs -
[ Change all zelectad objects of the zame ype--
T Eflnsa =T

7-2-5 Channel Control

Opkicms  LeFt Side Filkeps
Right Side Filters

Dutpurs Frawm-» 1o | IPipits

Dltpnats ﬂz! |mpits

St Al Removd B | 1o | Dlese |

7-2-6 Connection Editor
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7 Performance Settings

Performance Settings 7-2-7
8 Script Editor Script Editor
MEL Edit->Exectte
1 Performiance Settings ' =10l
~Surlace:
Stéch Surtares & [n 0O " Irteraciive
Trim Display £ O = o £ Irteraciive
-Detoimers
Flegers 4% Dn (el [ Irteracive
Eird Skingdnd Flasors  On e} ™ Irkeracive
Siups 7 On 0 " Irteraclive
Lettices ™ On i ' [keraciive
‘wires 0 On o [ Irkeraciive.
Blend Shapas &% On A I Irkeraciive
Clizferz @ On O [ |rteractive
Chister Rasohtion % PerMode ¢ Glba ™ Irkeracive
Latice Rerduion & PerMode © Ghba I Irkeraciive
[ bzl Clister Baealibion | Mediin ﬂ
Glaobal Latics Resaltion [i [1=%] o

Cloze

7-2-7 Performance Settings

i
Eil= Edit

1:-| I ﬂ
7-2-8 Script Editor

9 Command Shell Command Shell 7-2-9 MEL
Options  Change Prompt  Clear

L command shell SR T=E|

Options

mel:

7-2-9 Command Shell

10 Plug-in Manager 7-2-10
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File

4

MAYA
¢ Plug-in Manager E |E| | x|
Help
triasyalive.l [ loaded [ suolond 1| =]
animimpontExportmill™ loaded T autoload i
decomposeMatrocmil loaded I auto load s 0
ge?Export.mll [ loaded T auto load: %l
ikZBsalvermil [T loaded 1™ auto load i
mayal_SWarning:mll” loaded T auto load: il
MawvaTolgesDuimll [ loaded I autoload i
ohjExportmi| [ loaded T auto load. i
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7.3 Rendering Editors

- . . Rendering Flags. .
Rendering Editors 7-3-1 Mar drare Bandor BUFERE
Render Wi ..
1 Rendering Flags Shading Groups Editr..,

Tesxture Yiew, .

s Snow g Gous Ak,
(Obj eCtS) (LightS) (Dynami CS) (Camera) 7-3-1 RenderingEditors
(Texture) (Materid) (Genera)
=IOl

Shh""" | Objects. 7[
9 S| nurbs SphereShapel
Wisibility on

2 Hardware Render Buffer

7-3-3
Render

Cameras

Flipbooks

iz Hardware Render Buffer

B
I_ﬂJﬂﬂﬂJlm_

7-3-3 Hardware Render Buffer

3 Render View

4 Shading Groups Editor
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Shading Groups Editor

Shading Groups Editor

>

iy, shading Groups Editor :

Mods: Edit Yiew Bookmarks: Opkions

b ivitislShadinalGroup (iniialS hadinglro up)
b initizParticleSE (ivitialParticleSE]

_I1 B (GRS el

7-3-4  Shading Groups Editor

Multilister

Set Editor

initial shading group

I:> Select Components By Type Facets
7-3-5 pCubeShapel

Shading Group Editor

Shding Group
5 TextureView
Texture View

Shading Group Editor
7-3-6

7-3-7

10| X

4y, Shading Groups Editor

HMode Edit View Bookmatks. Oplions

w | initials hadingG roup (imitialShadingGroug]

plubeShapel
b initialParticleSE (inibalParticleSE)

N

7-3-5 Shading Group Editor

initial shading group

Facets

Edit-> Create

Projection
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iy Shading Groups Editor
Mode Edit Wiew Bockmarks Cptions.

b initialShadinaGEoup (initialShadinoGroup)

w* | jnitialParticleSE [intialParticleSE)

b shadingGrioup [shadngGroup]

_I1 00 {® nbieoiite €7 Sisle

7-3-6 Shading Group Editor

Wiew Display Images

7-3-7 Texture View

View Display
Red Plane Luminance Mask Plane Grid
Single Buffer Image Keep It
Remove It Load from Disk Save to Disk

6 Shading Group Attribute
Shading Group Attribute

Window->Rendering Editors> Shading Group Attribute

Multilister 7-3-8
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Ly Attribute Editor: nurhsSpherel
Lisk Selected  Copy Focus #dd

ratsspteeshapet | makeMutSoheet oot | «| 2]

ambet: Ilcmbcrt'l

haterial Sample

| ~| Common Material Attibutes -
co [
Trersperersy _ \r
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B et | 4
Liffuse: {13000 —
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Bt B CF - = = .
ekt | Chre. |

7-3-8 Shading Group Attrbute

Animation Editors

General Editors Rendering Editors Animation Editors | |

a1 o Bl

1 Graph Editor

7-4-1 Animation Editors

7-4-2  Graph Editor

Outliner
I Oraph Editor
Ed:seh:tﬁ.rmhcmﬁngmiswt'mmh
fllls=- T [ A=[ZzVNNNor (el |
[T
7-4-2  Graph Editor
Edit View Select Keys Tangents
Option Panels 7

Edit Curve 7-4-3 Bake Channel
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Simplify Curve
Edit>Simplify Curve Spreadsheet
e View Select Peke Dhomre] B
Eimp3ify Cures o
® Keys fipteadatest ..
7-4-3 Curves
® Tangents
Keys—> Settings
® Options 7-4-4 * hurtd Load
® Move Nearest Picked Key Tool Bealmarkn -
7-4-4  Options

® |nsert KeysTool
® AddKeysTool
e . Key StasFields
® . Time Snap Tool
® . Vaue Snap Tool
® . Bread Tangents Tool

Keys>Break Tangents “
® . Unify Tangents Tool

Keys>Unify Tangents “ oo ”
® . | ock Tangents Weight Tool

Keys>Lock Tangents Weight
® . Free Tangents Weight Tool

Keys—>Free Tangents Weight
® . Spline Tangents Tool

Tangents> Spline
® . |inear Tangents Tool

Tangents> Linear
® Flat Tangents Tool

Tangents>Flat “ "
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MAYA Dope Sheet Dope Sheet 7-4-5
Graph Editor 4 Outliner Dope Sheet
Graph Editor
Edit View Select keys Tangents Options
RER
(X rurbisSpherel
44 | )
7-4-5 Dope Sheet
Dope Sheet
Outliner
aitzchinent | Mepping | Fiters | Opbens] Conircts |
Dieyies ]— Aiis
Chileh m
Meode I— i ik
7 SlEcln & OEad
Edd I Wpdate I LA
| | |
7-4-6 Device Editor
Dope Shest Graph Editor
Dope Sheet Outliner
°
° “ Outlingr”
° “ Outlingr”
°
°
Blend Shape
3 Device Editor 7-4-6

4 Dynamics Relationships
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7.5

7.6

Animation

7-4-7 Outliner

Attribute Editor

Outliner

Outliner

=10l =]

O Fields ) Callisinre (O Effitten
@tﬂp % Show Connectable © Show Cr

% front + | nurbsSpheret

W s ﬂ MODES

e snapst
1 e

7-4-7 Dynamics Relationships

MAYA
7-5-1

iy Attribute Editor: nurbsSpherel j -IEI!__!'_C_I
Ler Selecked Copy  Focus  Add

nurES phaiel l rirbaSphares hapal | rraketurbSphans]  Embert] |

=sE]l
larbst ||amha-rt1 T

Maleria Sarrple
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cor I —————
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st o [
Ircad=scence - i P—
Burp Mapgiria |

-
=

Dilfuse {08000  —

Tranzlicence !EI o00a [ —

ﬂ
e

Salect | Cloze

7-5-1 Attibute Editor

Ctrl+A

Dynamics
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Outliner
Outliner 7-6-1 Show DAG
. Show | Cplionis
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& frant
&2 side
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@.mapéhn_ﬂ Giroup
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nurbezS pherel
7-6-1 Outliner
Outliner Panels
7.7 Hypergraph
Hypergraph Scene Hierarchy
Dependency Graph
Scene Hierarchy Outliner Outliner
Dependency Graph
Hypergraph
7-7-1 Hypergraph

7.8 Multilister

Multilister ~ MAYA

7-8-1  Multilister

i Hyperaraph |

Edt_View Bookmarks Graph

EEERE <

7-7-1 Hypergraph
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Multilister - O] x|

File Edit Select Display Window Filter

Gereral

M,atprialgl Lights I Eqrne.r,a&!

initialShading iFitiaParticles shadiioGol  shadeGiosn

Tiestines l

7-8-1 Multilister

7.9 Expression Editor

Expression Editor
Trandate X RotateZ Visbility

7-9-1 Expression Name
Feleck Fileer Objeci Filtar Attribote Filter
Craaliri Expiszmon
EaureﬂinnN.ane‘l e
= | Selection
Obyects Al
Selacied Obj& it |
HEPT =i
Fo Az By
Corwet Uiz & all T hlare e ork
Palick ™ Furime " Caesdtion
Edior Evprasaicen Ediem vl
Expuexsiore
Craaie | b I HErad Clai Clae
7-9-1

7.10 Recent Command

711 Playblast

Playblast Scale 05
V4
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7-11-1  Playblast Playblast
is, Playblast Options - (ol x]
Help |

Wieny T =
Show Ommanmaris: I+
Dutpt Forrmat & s owieplapsr O focheck
Cornpression..
Display Size. |me Swfird o :I
= [

Geale (0RO r jl
Save to Fie T -]
”Prayb{astl Save | Fasal | Cleus |

7-11-1 Playblast

7.12 View Arrangement

7.13 Saved Layouts

7.14 Frame Selected in All Views
Frame Selected in All Views
7.15 FrameAll in All Views
Frame Selected in All Views
Minimize Application
MAYA
7.16 Raise Application Windows
Raise

Application Windows
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Options "’

8.1 Options
Option MAYA Options
8-1-1 Options
5 ™
{ } I
“Options (IEID "EEBHGS
1. General Preferences, 5888,
2. UlPreferences, FAIFRHEREE.
General Preferences... 3. Costomize Ul, B3EYFHFRE.
]_JI PI'EfE_rE:ll”ilCES'- i 4, Save Preferences, 195988,
Customizs UT ' 5 Status Line, fFEFSS,
Save Preferences 6. shelf, THAR
: 7 Feedback Line, FiBf=,
v :
I EE:;J;S Line & Channel Box, J@iE.
¥ Fus dhucle s B Time Slider, FTHEEHE.
i T 10. Range Slider, BiRIEEEH.
i T'llIl'-IE‘ Sll?dtr 11, Command Line, e,
ViHange Sl idne 12. Help Line, #EADE.
s 13. Show Only Viewing Fanes, HETAT
W HE]-'-P' LII'.T'J:!,". &=,
_ 14, Show All Panes, [F-ARasHit,
Show Unly ¥iewing Panes /;
Show 411 Panes b s
8-1-1 Options
8.2 General Preferences
General Preferences 8-2-1

General Preferences
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iy General Preferences . _,_l_D_I_K_!
General |5i3[iéct| Dizplay | M,aniﬁyl-atu;url Mu:,\g:lel'rhgl A'himal;'rn'nl K_ﬂﬁ
; £
Startup State " Saveon Guit
—Undo
Undo: 1 On o
Ouete T Infirite = Firite
Oueue Size ﬁ'ﬁ—
—&zcii File Compression Mode
Of FileSave: T Compressed  Unicar
—wlorld Coordinate Sy;_tem R
Uphsis & % iz b
Fefrezh Sawe Rewvertto Saw edl Cloze: |
8-2-1 General Preferences
1 Genera 8-2-1
Startup States Save on Quit MAYA
Save Explicitly Save Preferences Startup State
Undo
Undo On
Queue Infinite Finite
Queue Size 10
Ascii File Compresson Mode ASCI|
On File Save Compressed Uncompressed Asis
World Coordinate System
Up Axis Y 4 4
2 Sdect 8-2-2
Modifiers
Single Marquee Select
AffectsActive
Ignore Selection Priority
Click Drag Select
Allow Highlight Select
Priority PreSets Custom
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iy General Preferences _ . = 0] %]
General Select |Disp|a}_l| Marigulator | Modeling | Animatian | k.4 *]
: . 7 2]
Skartiup Shate 1% Save on Gt i Save Explicitly
— Modifiers
[~ Single Marquee 5 elect ™ Cliet
IV fffects Ative ¥ o
I lghore Selection Priority.
— Pricrikty
handle -
ikHandle =
ikEndE frector ==
jift
light 0
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Eggz[ FreSets |Animatim I
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nurbsCurye X :!
Fefresh Save | Rewert to Saved Cloze: |
8-2-2 Sdect
3 Display 8-2-3
o
Geneial i Select Diﬁp'i‘r"l Maripulatar I Modeling I Arrvation I B
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—Yiew
Fasit Interaction: 7 On = o
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8-2-3 Display
View
Fast Interaction
Axes View Axes Origin Axes
Grid Plane
Active Object Pivots

Affected Highlighting
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Wireframe on Shaded
None

Nurbs

New Curves

New Surface

Surface Divisions

Curve Divisions

Shaded Divisions

Polygons

Vertices Display

Edges  Standard

Highlight

Border Width
Facets Center
Triangles
Normal Sizel
Backface Culling
4 Manipulators

Manipulator Sizes

Global Scae

Handle Size

Line Size

Line Pick Size

Previous State Size
5 Modeling

Tolerance

Positional

Borde Edges

Full

Edit Point Hull

New Curves

0O 64
Surface Divisions
Surface Divisions

Normals Backculling

Soft/Hard

Texture Border

Normals

8-2-4
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'y
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Tangentia NURBS
Polygons
Center
Whole Facet
L Generalpreferences _lolx
Gerisial| Sekect | Disglay | Maripulater Modeling | animarion | Kine_¢ | *|
Staitup State 4 Save on Gl O Save Explicitly
— Tolerance
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— Polygons
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8-2-5 Modeling
6 Animation 8-2-6
Animation Controls
Time Slider
Range Slider
Height
Key Ticks None Active
Options Timecode Shapping
Playback
Update View
Looping Once Oscilate Continuous
Playback Speed
Performance Options
Model Updates Delayed

Channels

Repeat Sound
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iy General Preferences i =0 x|
Genaall Sele,n,:_tl ﬁf&pla}ll Hanipu]ah:nrl Miodeling Arimaticr ||{jnen]ali 1 I "I

e

Starup State = Save onQuit " Save Explicitly
—Animation Controls
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Fange Slider [1.00 J46.00
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Optinhs [~ Timecode ¥ Srappifg
—Plapback
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Loopitig T Once " Oscillare

Plapback Speed !Free 'rl g

Flanb ack b I'I Lo
— Performance Oplions
Model Updates  Hore  [Delayed P

7 Kinematics

Fiefreahy | Cave | Favert ba Saved Clage

8-2-6 Animation
8-2-7

g General preferences S

Setect | Display | Manipulator | Modeling | Animation  Kirematice | Uris 4 [ #]

Statup State & SaveonOult © Save Explcitly

Inverse Kinematics

Jaint Size |1 a0 r |
IK, Handle Size |1 .an T i

Refresh | Save | Revertta Saved | Cloze

8-2-7 Kinematics

Inverse Kinematics

Joint Size

IK Handle Size IK
8 Units 8-2-8

001 5
001 5
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iy, General Preferences i - O] x|
Mljl:leil'rngl f-".mimatiani Kinematics  Units iPacRage'sI I:IpanMayaI 1 I }!
Al

Startup State " Save or Quit * Saye Explicitly
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9 Package 8-2-9
I
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Load on Startup
W Dunamies:
I Faya fbisan
~ Fendering
i | ¥
Refiesh Save Revert ko Saved Cloze |
8-2-9 Package
Load on Startup
Dynamics
MAYA Artisan Artisan
Rendering
MAYA
10 OpenMaya 8-2-10

Laze Binding Resolution
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Uy eneral Preferences

~lojx|

Mﬂd&hl“lgl .ﬂ-.hlrnatrl;lh! Klnﬁ!m-ﬂtm&! Uitz | F‘ack.agﬁ UF'EHME#'E' l LI_’:

Loading ¢ Lazy Binding = Rind Mow

Refesh Save Revertto Saved

8-2-10 OpenMaya

8.3 Ul Preferences Ul

Ul User Interface
ul
Ul Preferences 8-3-1

i, UL Preferences

‘w’v"lnd-:-w£ I Shalt I La}luutl F"anelsl Miz; |

| »

Skarhyp State 4= : i Bave Explicitly
— Main Window
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E
|

8-3-1 Ul Preferences

Windows Script Editor
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Layout
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84 Customize Ul Ul

Ul Preferences

Customize Ul
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8-4-1
Hotkews,
Colars...,
Marking Menus. ..,
Shelves.,,
Panels,,,
8-4-1 Customize Ul
1 Hotkeys 8-4-2 Hotkeys
=10] %]
==== File Mehu ===s=s====—cc—cccccccooooo-]
crrl n Fress File-=>Netw 3
Crr 0 Fre File—>men Sot
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8-4-4
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Il

Qhe_l'y'es Shielf Eontants | Edit'Commands\I

LI 1
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Extuide

Stitch Surface

Mowve Up | Mwi_a[lu:lt-uhl Delete e

Label: !Euwes with Chis
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F,\D;' Chatgeimage. |

Cawe Al 5 h?lve;: | Cloze |

8-4-3 Shelves

8.5 Save Preferences

=k

Faneks | Mew Fansl | Layouwl Edit Lapouts | Histon

Side Wigw =
Front %igw
Fersp Wiew
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Graph Editar
Dope Sheet
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M Lkt
Render Yiew
Shading Groups Editor s
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Dielets |

Cloge _l
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8.6 StatusLine

Status Line
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Time Slider
Range Slider
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Help Line



106 MAYA

8.7 Show Only Viewing Panes
Show Only Viewing Panes

8.8 Show All Panes
8.6
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9 “ Help”

9.1 Hep
MAYA Alias’'Wavefront 60M
MAYA
MAYA MAYA
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MAYA
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MAYA
9-2-1
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10 “ Primitive”

101 Primitives

Workspace

(@ )

Primitives 38 Z— “Hli&
M gz, FEAE:
1.Create NURBS : NURBS

ﬂodify Dizplay, Window Optiens Primitives Cur{

A
Creste NEHS 4 2 .Create Polygons : £ 14 %
Creste Polygeme P et =0
a) 3. Create Text : JLAREEME

Creste Text 4. Create Locator : 37 FE 88

3. Construction Plans : 2 4%
o FH.
6. Create Camera = #2237 JE {84,

Create Locator

Construction Flane

a
Creats Camera
/\i - ot
10-1-1 Primitive
10.2 Create NURBS B
NURBS NON-UNIFORM RATIONAL BASIC—SPLINE B
Create NURBS
6 Sphere Cube Cylinder Cone Plane Circle 10-2-1
- Sphers a
Cube )
. )
E_';'l];:nder. A
Fl : 9
g o
Circle
10-2-1 Create NURBS
Sphere
I MAYA NURBS Sphere
[C=>  Primitives>Create E®NURBS>Sphere> 10-2-2

10-2-3
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1

Pivot

® Object
® User Defined

2
3
Free

4
5
6
7
8

9

Pivot Point User Defined

AXis

Axis Definition
Start Sweep Angle
End Sweep Angle
Radius

Surface Degree

® Liner
® Cubic

User Tolerance

® None
® Globd
® | ocd

10 Number of Sections
11  Number of Spans

® Position Tolerance

E—

] T on
fosare
 —
[T — |

10-2-3 Sphere

Pivot Point

XY Z3

0 360
0 360

Number of Sections Number of Spans

Position Tolerance
4 50
2 50
0.0001 1.0000
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Radius=1

Start Sweep Angle=60
End Sweep Angle=300
Number of Sections=4
Number of Spans=4
Pivot Point=0 0 O

10-2-4

10-2-4

E—

[C—>  Shading>Smooth Shade All
Number of Section  Number of Spans

10.2.2 Cube

Primitives> Create NBRBS—-> Cube
10-2-5

10-2-5 Cube
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Width

Ratio of Height to Width

Ratio of Length to Width

Surface of Degree Liner Cubic 7

U Patches 1 100
V Patches 1 100

10.2.3 Cylinder

Primitives> Create NBRBS~> Cylinder
10-2-6
Ratio of Height to Radius

10-2-6 Cylinder

10.2.4 Cone

Primitives> Create NURBS~> Cylinder
10-2-7

10-2-7 Cone

Ratio of Height to Radius

Number of Sections 4 50

Number of Spans 1 50

Number of Sections Number of Spans
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10.25 Plane
Primitives> Create NURBS~> Plane
10-2-8

® Ratio of Length to Width: 0 5
® Width 1 100

10-2-8 Plane

10.2.6 Circle

Primitives> Create NURBS~>Circle
10-2-9

10-2-9 Circle

Radius 0 1

[C=>  Primitives Creste NURBS Cylinder Pivot Point=0 2 0 Radius=2
10-2-10
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10-2-10
[C—>  Primitives Create NBRBS-> Cone> % Pivot Point=0 2 0
Radius=2 Ratio of Height to Radius=1 10-2-11

10-2-12

10-2-12
[ Panles—> Panle>Outliner nurbs
Cylinder  nurbs Cone
Persp Shading—> Smooth Shade All
113 5"
- Display->NURBS Smoothness->Fine

10-2-13
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10-12-13
113 3"
113 4"
3D

Primitives Create NBRBS-> Cylinder> &%
Pivot Point=0 2 5
Radius=2

10-2-15
10-2-15
[ Number of Sections  Number of Spans
Pivat Point

Pivot Point 0 2 -5 10-2-16
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10-2-16

— Primitives Create NURBS->Cylinder > ¥
Pivot Point=0 1 O

Radius=0

Ratio of Height toRadius=14 14 “ "
AXis z

B

“ 511 “ 311

E—
10-2-18
E—

Windows—>Outliner... Outliner( ) 10-2-19

[ nurbs Cylinderl

Persp
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10-2-18

l CVs

44l

10-2-20
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[ “ ’ 10-2-21

¢:\mayawork\Administrator\maya\proj ects\started\scenes

10-2-21
Create NURBS NURBS
10.3 Create Polygons ( )
Primitives Primitives—> Create Polygons
10-3-1
10-3-1 Primitives
NURBS NURBS
Create Polygons o
10.3.1 Sphere
Primitives-> Create Polygons—> Sphere%ﬁ 10-3-2
10-3-2 Sphere
® Subdivisionsin X X
® SubdivisonsinY Y

3 50
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® Texture
10-3-2 Subdvisions in X 20 “ ” 10-3-3
10-3-3
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