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_lUsing Maya
General
__IWhat's New in Maya
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Main window
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' Shelves
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_I Tools
I Menus
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This section is a brief
summary of Maya's
main interface. As
you read, keep in
mind the following:

* You can show or
hide any of the UI
elements in the
main window
using the Display
> Ul Elements
menu.

You can also hide
a Ul element by
clicking the hide
button to the left

of or above
s the UI
element. To show

mi-4

__|Learning Resources

_|Using Maya
Home Previous
Page | Next Page Bi|Developer Resources |
9313 i Maya Help Preferences
] s _1 API Guide
N Maln 4 API Classes
windoy || Environment variables

__File Formats
¥ MEL Commands
¥ Nodes and Attributes
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Animation, Character Setup, and
Deformers

__| Animation

I Character Setup

|| Deformers

Dynamics and Simulation

Yﬁ Dynamics
‘_J About Dynamics

¥ Introduction to dynamics

i What you can do with Maya
Dynamics

| Particles

I Fields

L Soft and Rigid Bodies

L1 Effects

1 Solvers and caching

] Dynamic Animation

I Dynamic Relationships Editor
|1 A PDC File Format

|| Fluid Effects

I Hair and Dynamic Curves
I Cloth

[ Fur

L Live

Rendering and Render Setup
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Fireworks (%Hk)

. REZF AR FREHERR. BER
. gOFire (J@) . Smoke (MEFE)

_ Lightning (34K 8) . Shatter

(BRI FERIREZR) . Curve Flow (A&
fu7) . Surface Flow (AHIEABIAKT) Z.

EBPHABRNE FREE HFFF R, Hith
BOERBREMERZ . RTEBMAHTARRYZE
EE. NMEFENBIFFITE. BNERIEETIR
APFJEMaya Helpth 48K 85> AU BRFIREG] (ANME1-5
FrR) .

"" Home

Home Previous Page | Next Page

Introduction to dynamics

Dynamics is a branch of physics that describes how
objects move. Dynamic animation uses rules of physics
to simulate natural forces. You specify the actions you
want the object to take, then let the software figure
out how to animate the object.

Dynamic animation lets you create realistic motion that's
hard to achieve with traditional keyframe animation. For
instance, you can make effects such as tumbling dice,
waving flags, and exploding fireworks.

To get started quickly using Maya Dynamics, see the
Dynamics lessons in the Getting Started with Maya
tutorials.

Click the image below to play an animation showing a
software-rendered particle cloud.

& Reactor.mov

Hame Previous Page | Next Page
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E—1rE%AA. TRLERF. FBAMELRT XL MEL, LB FRUBRARE, IFAENFNA
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Bif, iRtk AMELG S A eI TE, B
£ Ri—a)CreatePolygonSphere 2 i ft AMIHE? AR, E
B—BRMELEFEXHGS, BETTRRIENS
BEREREVRESH, RAEEREAET —RIISH
H9polySpheredn & H #1.17.

HAT LA#EMaya HelpgyCommands T 3k B ¥ H %&
MELGF IR, TURFHBHFAEFNRESXE
H. XEMELG S EMayabF MIERGS . TTERE
FEFIR. polySphere@ Kz —, FATiE T X BMEL
REEXFNWTUAEL, HOEERRESEN
CreatePolygonSphere

W FATHFR—F A A, fEScript Editor REA T E
FIMELEF <

createNode transform —-n polyBall;

createNode mesh —n polyBallShape —p polyBall;
createNode polySphere —-n polyBallCtrl;
connectAttr —-f polyBallCtrl.output
polyBallShape. inMesh;

sets —e —fe initialShadingGroup polyBall;

LTEHRBETNERMZANERIETE—#. 8§
AR TELBRAOT.
1. BIE—"%ApolyBallggTransform Node .

CHAPTER 1 #HFH 5453 5Maya

2. flZ—&ApolyBallShapefy % 2 £ Shape
Node, FigpolyBallig AEMRER, XHEEHMME T —1
FEEFIDAGH R ;

3. flE—EBpolySphere . 2 AhpolyBallCtrlf
Ta, BTREFEHNNERESE, JR6HZihk
KEER,

4. FpolyBalICirlgy Z A 15 B % B Eoutput
#%ZE|polyBallShape Z ih A BB ARIE INMesh, 1t BT
RACT NI, BERALE.

5. Jf&polyBallZEnAinitialShadingGroup (&R& 44
H) X—PEEFR. P EFpolyBalliR B HTRE

=

HATTAZEScript Editor R BiX LR AR, A
ERRAAPRERE TRREIMIENEMLLE (WE
1—6fT7~fyCustom Shelf) | DUEELTET I S 73X 37 6
ENEIRNREZTRIBT . mirERERSettings/
Preferences 3£ 8 T #Shelves, T IAZEFITHMAE O H
MBEMEHXTER EE— DI EARZShelfZ THIE
il REBERE., MRETREBREN KN FAR
. ERRAR N RAMELG S,

AL T DUSMELR BB (R 7F A . mel B B AR 2 57 3T
FiScript Editor® 0 File RHYSource Script#E A .

pa|

N
7

R

—. MELIEFZEHEE

MELEiE A Fc/c++8 S4B L. F3dc/c++.
Java, JavaScript Ui E T URIRBABE, HEF
HHMOFRIESNACISREGREE. EXEHS
BB TMLESHANIEE.

MELR—TSREENES . hBiRE— 1 RBER
BRHBEEXNTHXE. RBZHA—SFHAXL.
FEERNLIAR—NEXFEHETYE, BN
TREXTE. BFHTUENERES. H1W.

float $x; // (HFEEARETF)

int $f32ab = 323; // (%&#EHNTF)

float $_init = 73.41; // (5T EmiL)

int Sabc_321 = 0xA0; // (%% T Fanstib, 1

009



Maya #5201

16089+ it &)

string $talk = "This is GREAT!"; // (Fi#r&%
AT FAndsiL)

vector $position = <<1.5, 2, 3.5>>; //
AR T Fmebib, d ZAF SHMAR)

(%%

MHFFHRP-LERERENFTT, FEXHRBEAK

;éi
\" (5]15); \n (F47); \t (TABEFZ)
\r (&%) \\ (R#t) .

FERrNGB LT N TEE.
BREAAPGER. WATHE T

TRNEMHEE

int $a = 5;

$a +=3; // (SafLAEHY)

print $a; // (RT4EXH8)

print (8a + 22.3); // (RT4£4%430.3)

aE: 42 TEHARKLRE, AAETHERL
ik XAEAL,

/* THRFEHFREK, THE\FHRE, #7
g5 x/

]

string $str = "This is a long string. \

Let’s print the new \"$a\":\n";

print $str + $a + "\n"); // (FHF ST AmTik
ALK )

Mayadh ) ¥ Harray B o] B EH). BEATRLAN
REHNXE ¥F FHEFHT. EFEREA
(B R RA/F—HEE. FREENT.

int $iss[l; // (RlE—A=aysspdem)
Siss = {1, 3, 2}); // (GREk=A4u4aadE, &t
AR AT

$iss[5] = 15; // (&3 ASHEATHSIMHAT

010

F. shET 4 KAE H6)
print "First of $iss[] is: ";

print $iss[0]; // (R3AMEAFTE—AHAL

%)

print "\nSize of $iss[] is: ";

print (size ($iss)+"\n"); // (RTFHLKEH6)
clear ($iss); // (H#BFT)

KEvecla B=MEREOEX. v. 2. BIRER.

vector $a

vector $b = <<2, 3, 4>>;

<<0.5, 2, 1>

print ("$a. x is "+ $a.x + "\n"); // (2T0.5)
print ("$b.z is "+ $b.z + "\n"); // (BT4)
print("$a * 4 = " + (3a * 4) + "\n"); //
(272, 8. 4)

print ("$a + $b = " + ($a + $b) + "\n"); //
(®52.5. 5. 5)

print("$a * $b = " + ($a * $b) + "\n"); //

(2T RFTE4, BP0, 5%2+2%3+1%4=11)

FINERAXETENSEME. Blsa x =
BERERN. B

$a = <<23, 8Ba.y, $a.z>>;

TRTITERKE. —4faray, FEREmatrix@—1
BERNZHFABER, FHRRIER.

Matrix $abc[3] [4] = <<1, 2, 3, 4

10, 1, 1, I;

0, 0, 0.1, =37>> //
(47— Z 4709 5) 6 46 14 K AA )
Sabc[11[0] = 3; // (RFH=ATH—Fe9THEMAE10
HA3)

KflciEE . MELRIBARL. ERM. WRIEG
HK, IREHT. RTEBEX. BE. AEESHE



