» 4‘#

FESENT] w0154 10D VD + 1ot 5%tk 35 2 82
CG POWER " = ;

www.CGpower.com.cn [

M A Y A A DD ¥, A N (m i S H A D E R

FSEIT] 42

K2 B B A AL AL FasRE) {5 HI4E
TEBHUEFCCH B W ITBE X MNIR 2+ O
2DVDEB A BB S HARAFIRE, IEBRAXRERE

31048 d IR, RITEANBS R, FIRBTEXRE
HEERTEIhEEAL, RMayall PAENFIMGSRE FH

L 2R 2R 2R 2 2

tERISBRFHRA
e FEARXKZFHIRFE wWww.khp.com.cn




Maya & F M- MER

M A Y A A s [7) e/ et At [N (e £ SEHEAT D EERER

GIESENT) %

www.CGpower.com.cn

@ b E AR XS H AR =R EE FHRA

www.khp.com.cn




B+ M 4R B (CIP) #i3E

Mayath % F . ¥ 55 /o€ 580 1% 5.
A5t P EARCR A kAL, 2008
ISBN  978-7-300-09029-0

[. M-
I. 58+
I =4i—ahm—E e, Maya—F-fii
IV. TP391.41-62

T ERCA P 15 IHCTIPH A% 7 (2008) 55024962

Maya@s & F#t—MRRE

HIRAAT
#f ut
B
.14
2 %
e Rl
-
B 5K
FOOH

B RO i hiAE A6 sURHEE f 1 H RS

S LIPS NP RIBE) B B 4w R

AbstiT e X - Car bR a2 SR 145 ABBIYRAD
(010) 82896442 62630320

http: //www.crup.com.cn

http: //www.khp.com.cn (EHAE B 45 Ik 45 99 38 )

Bres

ABECHT E R EN R R 22 )

185mmx*x260mm 164 o N
23.5 Ep N
572 000 TE fr

100080
100085

200844 FH 551
20084F4 H 55 1/ E[ kil
56.007G (& 2DVDUAS)

IRARFTA RARKLITT  EBPEREW AIiAB



Maya R EFTHR LB ABANES D BE. HE, FYFERAREZ—, RETHRNEBHERIER
NEFBENSM TR, ASFRYERN. FENARE. BANERIANSRINTRSE, /LTI
SRR EIMATE CC RUER, IRNBRBARRERT L, &itIl. CC #HEATMLERYE, BASK
ik, Maya B2 0 —FiR K7L SITEARAE.

(ABHESHE ©)

Maya #oie M 4, BEHKERE HRRFS—, ABRBIER LR, RitHixE T LB AR
KEHE— B, IR MEAERITHITRIZEZRCKE, BthEAML, FEHFEFERRAGE
Bz, PORARE—XBERY, FBEY¥ Maya NREEFE LR OAMRT].

(Maya L&FM—MEE) 9Kk 6 &, Lighting Shading (KTXA4) . Texturing (JUEl) . Render (78
). Toon (438). Paint Effects (4FHRER]). Fu (EXR). SENGLSSRIRHS T HANHR, HEBHTX
ok, —EEBENGSEERNRGR, MEEXSTE LT RENRANM, REENBEWMBFENER
TNSREERE NS, #GREFETHRNFES.

EBEHMGELERNER, hIENEERGNANALRSBNEERIAMERARIENER. KRXAESE
SIA B AHB RIS R EB T LUARBRMNAME, BERRERELRE,

@Eﬁ:‘cﬁxﬁﬂﬁ ® )

LEAPREN AR U T BRLAREREE, ERERMA T IEANBEMERT RN B 2 EEm
AR TELERR. FAMEREMBETAMNEEAE. B, EXRTERE T T2 HIREE)
IS AR A MUK demo 3T, ﬁLa%ﬂ%ﬁfﬂwmwﬁﬁﬁ%TUﬁ%m%ﬂﬁmMwwﬁwﬁﬁﬁm
EAMSRFEE S A REIEKEN=SsE, RIES THEKEXFRTHY, #—PRLACHED

B Y B,
(mEMR )

ABES Maya ¥). HEEAEESES, RUEAZ4HEATH=ZEFET L ARMREF, HAE

HEHESARR . BAEE. R EBRREX T WSV .

SEABRSNEEELR. TR XKk RRE. BEUSA, FEARRERHTABNNABE, &
M REA A AR BB EM HATTK, BREERS IR T LR TAEA RN A BRI A AT
R8T,

BF Maya WITHAEIR K. BIEEZ, BN LASHRECRE, BHEREHERMBR/ZL, SOA Ak=
MECHIHEIE,

e SZIpRlC R



B

(chopteror«) 881 F  Lighting Shading [XT MBI ...cooocevenenne. 1
1.1 Material Atiributes [SAFRERBME] ... 0 2
1.1.1 Common Material Attributes [FRESBEE] . 0 L, 3
1.1.2. Special Effects (4523l 0 . o LD 6
118 Ravirace Cotions [3palyny - =, 0. 0 &« . . . 1 9
1.1.4 Vertor Renderer Control [Vertor yEZgsautsl] .. ... .. . ... . ... 11
1.1.5 Memal ray IMeatal rayigsl] . 0 00 0L 0 na
116 Photon Atteibutes [YevB8! . - . . L 14
1017 Node'Behavier [#5&dra] . 00 00 0 0 16

1 1.8 Hadwere Shading [#84s8tR1 . 0 0 0 L e 16
1.1.9 Hardwae Textring (BB xwme0®} . . ... .. | 17
1.1.10 bare Aributes [EfbReEL 0 0 L L e 18
1.2 Assign New Material [RE-F#ha9#4BER] .. . ... ... ... . . .. 21
1.2 1. Anisoitepic: [Anisotrepic el . - .. . . 21
122 Blion B AWM .0 0 26

1 2.3 Hair Tobe Shinel 2L Bmapirelel . 0 0 o 0 0 31
124 lambert [lanbert pASkES®El ... .. . . . 22
1.2.5 layered Shader [Layered Sheder #1RBREBME] ... . . ... . ... .... 38
126 Ocesn Shader [S8ix#ty ... .. ... . . . | . . . 44
127 Phong [Phong'bdiRBkmMe) 0 L0 .l Bp
1.2.8 PhongE [Phong EMRBREME] ... . . 53
1.2.9 Ramp Shader [Ramp Shader#AfRBKEME] . .. . . . . . ... . 57
1.2.10 Shading Map [Shading Mep #/RERBIE] ... ... ... ........... 61
1.2.11 Surface Shader [Surface Shader Hf/RIRIEIE] ... .. ... ......... 62
1.2 12 lhse Baekigrotnd '[UBE Beckgrotnd skl 0 . 0 0 1 64
1.2.13 Env Fog [SREIBISE] . o0 0l oL 68
192 14 Flid Sece [RtBERRD 00 0 i 71
12,15 ‘Light Fog [HIe|pimBmer. . o o L 72

1 2.16 Paticle Cloud [Particle Cloud SARETE]l . . . . | 78
1.2.17 Volume Fog [REBLHRME] - . 0. 00 L 76



Maya & & FH—MRE

2
L
o
2
2
.
2
2

-4 O © ~d O O

i

12

13

14
15

4.1 Texture Bake Set [HtiEnbE4E]
4.2 Vertex Bake Set [Jtkzim &S]

18 VNolume Sheder [tARisim=RmEl . .
18 Dgs materiel \Des#glg®®l ... .

.20 Dielectric material [HEfERPme] 0
21 Mi [Mi¥a]

22 MbiMb Bel . o
23 Misss [Bspfnt . .
24 Path material &2l . ..
.25 Transmat [Mental Ray Ei’xj%ﬁ%ﬁ}ﬁﬂi] .......................
2.26  Automatic Attribute Editor [EaFTH B SRESE] ... .
Assign Existing Material [IRFEBEMEER] ... ... . .. ..
Assign New Bake Set [49ECsrp9mteEaa] ... ... .. ... . ..

Assign Existing Bake Set [spfgfbezed] ... ... ... ..
Batch Bake (mental ray) [#itEhg} . . .
Transfer Maps (8886192} ... . @
Make Light Links &~ 0T Yeelp®] . . .
Break Light Links [dTHpdT 6ele] = . . |
Select Objects llluminated by Light [EFEXHEH

E B .
Select Lights llluminating Object [#EIFEXHX DAL
eMigyerEl o 0
Light | inking Editor [kTcseleomen g @ 0

121 Light=Centric i&1yemgep®e . . .
122 Object -Ceptbie [0k} . . . 0

Make Shadow Links [EE~7fHSesElE]l 0 . . 1
Break Shadow Links [fIBiPH® eReE] . .. . .. ... . . . |
Select Objects Shadowed by Light [EFFEEHEIX KT
Bkl
Select Lihgts Shadowing Object [i&F#{#E XK
PR




(choprerces) E2F  Texturing [REET ....ooovervveereeeeireeerenn, 133.
2.1 80 Fait Jool (BDPAIIMTA] . . 134

2.2 Creaie PSD Network [glePSDZ2} . 146

2.8 FEdit PSD Network [RS8 PSDMIZ®] . o 150

2.4 Update PSD Networks [HgrPSD ey = . 1568

2.5 Create Texture Reference Object [GIEESEME] .. ... . ... 153

2.6 Delete Texture Reference Object [ XEMik] ... . ... 185

2.7 Select Texture Reference Object [E#SEWME] . ... ... .. 157

2.8 NURBS Texture Placement Tool INNRBS e @ T H] . ... . 159

xi::Chopter 03 *ﬂ; % 3 % Render [E%] ....................................... 163
3.1 Render Current Frame [Eafidegotml . ... ... .. .. . . 164

3.2 Redo Previous Render [E¥rEXZagisiE] ............ ... 165

3.3 IPR Render Current Frame [IPRSEZRMBIMA] ... . ... .. .. .. 165

3.4 Redo Previous IPR Render [IPR ARNEFELIUE] ... .. 167

3.5 Test Resoltion [MIBtERCN~I = & 167

3.6 Bender Diagnostics [222%282] 0 169

3.7 Set NURBS Tessellation [NURBS $%g2] = 5 1 171

3.8 Baich Render [ Bmey ... . o« 178

3.9 Cancel Baich Render (&1 lim2e) ... . ... 183

3.10 Show Batch Render [ @ itEELEBHE] ... ... ... . . .. 183

3.11 Render Using [f6FERe8] = . . 185

{?hopter 04:/“ % 4 E Toon [_Eié] ........................................... 187
. 4.1 Assign Fill Shader [EYFBE®ME] - .. ... | . 188

4 1.1 bSolidColor [B5-—PeaMlelel . 0 ¢ L0 188

4.1.2 Light Angle Two Tore [ATHEAGRMAmEMFEER] ... . .. . 189

4 1.3 Shaded Brightness Two Tone [TYeBES IR EMERBR] ... . 191

4.1.4 Shaded Brightness Three Tone [AXTYRERIM=TEM HRER] ... .. 193

4.1.8 Dok Brofile [REMEMEIISE] . 0 0 195

4.1 0 BRmligt [Fmeesekaimekl @ 196




Maya & FMf—MRE

MR R

:{Chopter O5@ i %

A A B B B

m = &

g1 o o1 o1 oL o Ol O Ol Ol
b O 0D N1 OO0 B 0O N e

4 1.7 Circle Highlight [Sc2mpeEXMmsk] . . L . .. ... ... 198
2 Assion Outline [BR-FEMEZE] .. ... ... .00 .0 L 200
4 21 Add New Toon Outline [Zilisemrilse]l . .. . ... .. .., 200
4 2 2 Remove Current Toon Outlines [TMiRBLRROSERE] ... ... .. . .. 202
3 Creste Modifier I@i8®e2l . ... 0 0 0L 204
4 Set Camera Background Color [#%FEBEYNE=BER] ... 205
5 Get Toon Example [HEEBFEMERHFIF] ... ... ..., 206
6 Reverse Surfaces [¥e&2ZE] @ . 0 207
7 Assign Paint Effects Brush to Toon Lines [l
Paint Effects 2kl ®-Eigse MRz .. . .. .. 0. 208
8  Convert Toon To Polygons [#54kpk Polygons] /... . .... .\ 210
9 Paint Line Atiributes [£%hze BN . 0 L 212
¥ Paint Effacts [ R9BRER] ..ini 215
Paint Effects Tool [HpZRERITE] . . .. .. .. .. 1. 216
Make Painteble (290 . . . . . 220
Get Brush [3ElUmaE] . . . L 222
Template Brush Settings [ERIS®] . ... .. ... . ... .. 224
Reset Template Brush [#REBRIAERI] ... ... ... ... ..... 270
Flip Tube Direction [®rdpmE) . . 0 0 0l 270
Paint on Paintable. Objects [ZFE#tk F22El]l .. L .. 0. 270
Paint on View Plane [2Em@E2eqt) . . . 0 0 274
Apply Settings to Last Stroke [E&HIEM—NER] ... .. 274
0 Get Settings from Selected Stroke [fREXFTEIFMH
sEge Bl s 276
.11 Apply Settings to Selected Strokes [R FHZI|FTiZER
e 277
12 Share One Buush [3t=—FeRlI] . o .00 0, 278
5.13 Remove Brush Sharing [FTMTERIsERE] ... o0 0., 280
5.14 Select Brush _Stroke Names Containing [f2&Fi%#F
pmthpneRimeEm] 0l 281



- A
ol [

5 15 Create Modifier [g&8EE891 ... . 283
5. 16 Brush Animation [Emlsge) . ... 0 285
516 1 loop Brush Animation [k Eml=E . . .. 285
5.16.2 Make Brush Spring R AEWIIRM] .. . .. .. .. 0 287
516 3 Bake Spring Animation [MtjzedeshEm) . 290

b 17 Curve Utilities [ERighze] . .« . 291
5.17.1 Simplify Stroke Path Curves [B{LBEIERRZmMZ%] ... ... ... 291

5 17.2 Set Stroke Control Curves [Feiifsdighee! . .. . .. .. .. .. .. 292
5.17.3 Attach Brush to Curves [ERHZ&AAERIBRE] .. ... . ... 293
h.171 4 Nece Pressgre Cirve [ nme]l . 0 1 ¢ 296

b 18 Auto Paint [BHeiZem] . .. . ... .. . .. 299
b.18.1 Pam Gid [REIZEE LRI ... . . . . risle
G142 Feam Recom [BElBE T] = . o0 302
5.19 Paint Effects Globals [£FIREEBENSHK] ............. 305
5.20 Mesh Quality Attributes [E£EMNIEHEE] ... ... ... ........ 309
b 21 Preset Blonding IWURGR=] . 000 el L 311
5.22 Save Brush Preset IR S™] ... ... . .. . . 314
(creprer060) SRGIE FUF[BET . 317
6.1 Attach Fur Description [EEEEER] @ . 318
6 2 Edit Fir Description [Bgr = & 8él . . 0 321
6.3 Paint Fur Attributes Tool [FIFBBERIEXELREM] ... . .. 329
6.4 Update Fur Maps [EEZRELRNEE] .. .. ... .. . .| ... 334
6 5 FPur Description (more) [ E&dd) . . 0 335
6.6.1 Create Unattached [fIl@M v ES] . 0 00 L 335
652 Detach TR0 8tll - . . . o L L 337
6,53 Duplicate [MGNRTRIVER] ... . .0 .. 0 338
654 Delete T L] = .. 0 0 339
6.5.5 Select Surfaces Attached to [ERELXFMENE] ... .. ... .. 340
6.6 Reverse Fur Normals [EERIEZLREE] . .0 0L 341
6.7 Offset Fur Direction by @i Z®wAl ... . .. . .1 ... 343



Maya & F—MRE

.8 Fur Shadowing Attributes [ & FBEBEM] ... ... . ... ... ., 344
6.8.1 Add 1o Selected Ligtt [BAI0E]l ... .. . 0 344
6.8.2 Remove from Selected Light [#THRATIESERE] .. ... ... . ... ... 346

.9 Fur Render Settings [£% 5% ®l ... . . . | 347

.10 Attach Hair System to Fur [k k& kEBHELR] ... . 352

.11 Detach Hair System from Fur [$TEfSLEZFHIER] .. ... .. 355

.12 Edit Curve Attractor Set [ZRiEL A MLFTIEFINELR] ... . 356

.13, Set Start Position To |[icREHFOSfu®] . .. .. .. | 368

.14 Delete Curve Attractor Set [MBgehZ&EXELRBI=ESI] ... ... 359



Maya & FMH—HMRE




Maya @& F fif

1.1 Material Attributes [ #1JRIkE 14 ]

‘Material Attributes (¥ BEKEM) SLOREMBLE 1-1 Bk,

A 12 FrR AR T M SR R O RUR X L.

[ThE]
I EEM BN R B R, WA 1-3 Fiow.




0 . [ * eyl i i UL LY LSRR T Ty SIP

) St et ddep 4 R

1.1.1  Common Material Attributes [ & A+ ERE M ]

BAMRBMRIEARSOMRERENEN. ERR—MRNEEN, BEXIEY
KO RS IRE FORME S EIR B G140, — Lambert #4BRERBCAL Blinn #4 5T , B3k A9 Color
(BE) FaNE.
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TranslucenceFocus [ #iERERYEE
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