GOTOP

8/

-

o ERST +

oS>



Maya 4 3D ZfjiH & 5} 7

MR TIE=E %

TR F R mAL

4



(R)FEF 158 5
EEHESEERSRERIZS: 01-2002-3070

RERE
AFELHIE—DRE “BR” RS EERUADRIBEOR RS, 8T Maya 4 %
s EEE o BA, AR A B E R B R RN A A, BE UL 5 AR RS
BHLERIERETFANE.
ARHBREREERE TR EEES, WIUHARI. W, S, %IFE#E Maya I
ReMERAMREAL, REEERESELREIE R REDBANE.
A FIEE Maya VI¥EEFHHH— D IE Maya ) ESIER P RIEE 2 S FH.

IR 1 A= BR

F 450 6% GOTOP ¥ R4 R4 SR AL UM RIRA . A 64 KRR
ERFHR SR ENEEN RO . EREE AP FIR LR EFA B AR 1 B
i, ETRAMNARGE AR . ERABH—BORETNAE, LHEAER (LERER
HIRYD HATIEE.

AFFERRUS T GOTOP H it 47 R A

MR, HARLTR.
AR HEMMEHEEAE IR BB IEE, TREETEHE.

+ #4: Maya 43D ZEEB R

f£o&: BMRTHE

AR #F: EERFHEY GERBERFEF AR, 4% 100084)
Bl Rl & JLRTEEERIERAT

RAT & FEPE SIS RITR

®16 EN3K: 19.875 ¥ 445 FF
20029 A IR 200249 B 1 REVR

ISBN 7-900643-41-9

0001~5000

36.00 7t (1CD)

¥ ox

BT B R M
TE



F

Maya R —ESMRBETEBINRFBCEHTUSEHRERY, mELIRNEHEY
Hit R mSEBMER. BRFHREANBEANEIREHENEBERNIIEE.

ABUMBEEE (Character Animation) JNE, FMMEWAERBENER, Maya
RESRSBENREMHANS BENSEMH SRR, BERUENPFEIISEMREA
BRI AR,

—MNEHINE, BARABRELBVHNES, BEEBRERBKRHFERIAR D, 318,
UREETREDNIMENET, MEZBUOETNZNE. NTEREINE, 9
DIZEME, TWEZHHON; XTFRESMAHNE, MEAFRECHERDT. 5
ARETUZZNEAANFER, HFEIUMPRRAEOEE.

R TIE=




IZ MayaliD ... 1
L1 BRI N o oot e 2
L1 1 TTE (PTOJECT) vvreter ettt e e m e e s 2

L1.2 ERGIEL (Title Bar) oot 3

113 FEEEL (MenU Bar) . .voeeeeeeti it 3

114 HRZSAZ (Status Bar) ...o.oininii e 3

1.5 TEE (Mini Bar) . oovn it ettt 7

L1.6 TEZBE (Shelf) ittt i 11

1.1.7 BBEHREIE (Layers FEditor) ...t 11

1.1.8 JEBEIE (Channel BOX) «..oiiiui e 12

L1.9 MBEERAEER (Attribute EAiTOr) «.orirerirae e 14
1110 BIFGRIER (Seript Editor) ...ooiivniii e 14

L1 11 3FE%E (Scene Menu bar) ..o oo 15
1.1.12 i8R (Time Slider) FDBEMIR (Range Slider) ................... 15
1.1.13 ©§S# (Command Line) FOEEM= (Help Line) ..oovvvvnnvnniilennnnn. 16
1.1.14 Outliner FdHypergraph &I . ..ot 16

L 1,15 THEDX (WOrKSDACE) .o ivee ettt it ens 16

1.2 B E BRI .. e 17
1.2.1 FRCHE Marking Menu) . ...ooooiii i 17

1.2, 2 BRI RR .. i i 17

1.2.3 BHIMET (PivoL) oot e e 18

1.2.4 YOS BRI RO RGS - o oo e 18

1.2.5 FARBRRY OB . 20

1.2.6 NUBESHEOUBED . oo veeae i iimea e e 20

L 2 T T R o ettt e e e 21

L. 2.8 TR S o ottt e e e 21

1 2.9 BT R . et 21

1.2 10 BB . .. e 22
EoE BIEBAEERIE ... 25
2.1 BT IIEEE o oot e e e e 26
2.1.1 - -HE-GE- R HE~EBRS . ... 26



EI3E
3.1

3.2

L8l PR <« v oo s g5 000 559 58 e e ma oo 5 s » oo o o S £ 8 g 28
2.2.2 WHETH Birail Tool) ... 29
223 QEBBZBE ... 29
2.2.4 BIBREORED .. 30
2.2.5 ARIEREISRERS .. 39
2.2.6 QRRTEBACSRBUFONES o 41
2.2.7 QUBREEORER ... 42
228 BRI T ..o 45
229 BHIEEERREF ... 47
2.2.10 BMEBRER . ..o 48
22200 BHEFRER o 52
2202 BWMERMERS ... 53
22,13 BERRT - 55
22,14 MBRIASPESH ... 57
B 59
BROIBERIC . .o 60
SLL BRAMERY. ... 60
312 QIRERINNERONEER .o 60
SL3 R BBIBER 62
3L BIRRR v 64
315 BREZ (Natural Pose) ... 65
SKERBIE 66
321 BRBIDEAR ... 66
32,2 BIBXTS .o 67
BB B R . s e 5 B B e i S S E 5 0 B s et 70
ETL I S 71
325 FBARBERER™ ... 73
326 BUBFERT. ... 74
3.2.7 RFHNBEORTEBRE ..o 75
B.2.8 BB 78
3.2.9 QUIBABRBOBIRT ... 79
3.2.10 QIBIREBIOEORT .o 81
3211 BEREEBEE 82




—_

4.2

4.3

$5E
5.1

5.2

3.2.12 EIBRFET (Root Joint) «.vninniiii i 83
1 =050 0 =) oy B RRE: 85
e R EEEIRIE . «vce v vr cmvim s 555 585 ammamums SH s s mommomime o oo 86
4.1.]1 TERIRSINGE]] - oo e e veeeme e e ot e e 86
4.1.2 IKBOGAHIETIINE 87
4. 1,3 IKBU=ADE T, ot e 88
A 0. % OIS . . o von s v i s 5 O B3 8§ BT S B BB 65 o & w5 e o4 0 e x e e e a4 e 90
I ) 255 93
4.0 1 R . L. i 93
4.2.2 Enable IK SOLveTr ..ottt i e e e e e e e e 93
4.2.3 BB IK/FK Key .ottt e e 94
4, 2.4 TKADFKBUEEH T, oot e ettt e e e 95
4.2.5 Graph Editor. .. . oo i 97
BT T oottt e 98
B.8.1 SUBTIRUE e musncasmasmersmes@osmmesmiafss saoam s s o e amsamiosmnenm 98
4.8, 2 BB I . ot e e 100
547, PP U P T P TOT T 103
FIRRIBIE wonve covimor cme cmmemmmeme S50 BHGREEEEE IREHEE SRS T 078 104
5. 1. 1 BB R R oo it s 104
L A - o VIR 105
T B T ¢ S S e e T T T 11T 105
5.1.4 G0 10 BiNd POSE ..ttt e e e e s 107
5.1.5 ZYBISBOMEIRR v cmesmrommssms amassmss@ssem s e s s om s s e s s wne 108
5. 1.8 ATEMRIO . oysnmiesmms o s 5w s 5 5 b 6 5 S0 S 0w § S0 S e e N e e e e e s e i et 109
Rigid Bind ..o e e e 110
3 N -3 = 110
5.2.2 Animation#R>Skin>Bind SkindRigid Bind ....... .. ... il 110
T TN s - U 111
5.2.4 Edit Rigid SKIN .onniitt it e et e e e 113
5. 2.5 EHABB T . - o ie e 120
B.2.6 [N . . oot e et i s e s s R e e e s s s 121
5.2.7 1K Spline Handle . ... .. oo e 126
R I U 128
5.2.9 Create FleXor ...ttt e e ettt 130
SmMooth Bind . .ooert i e e e e 132




6. 2

6.3

6. 4

5. 3.l BB . e 132
5.3.2 AnimationiEHR>Skin>Bind Skin>Smooth Bind..........coovivnin. ... 132
5.3.3 S Rigid Bind BB R . ittt 133
5. 3.4 S IR E . o 134
5.3.5 Edit Smooth Skin .. ... ..o s 135
9. 300 Paint Skin Welghts smos e oms amsom s 50 005 80 5B 5550 e e e e mon o o o sonmrs 136
B.3.T BBIREIEMD. ..o 138
5.3.8 Mirror Smooth Skin Weights ........ ... e, 142
5.3.9 EHMUBTTT . 143
5.3.10 Normalization ...........cc.euiuiiioiiiii i 144
BHDEONGBERFBEBBETER ... 145
BB o 146
T T L U 146
6. L 2 KRBT . o 146
6.1.3 IRBRBMAITTTN - 148
6.1.4 B BRI 155
6.1.5 BEWRIE. ..o, T T 156
6. 1.6 B . oo 158
6.1.7 FI82 (GhoSTING) ... ..ottt e 158
6.1.8 Motion Trail.......ooiiiii e 161
BB TR . 163
B. 2. L B . 163
6.2.2 BRMEIS (Graph Editor) ... 168
6.2.3 KEMUBE (Dope Sheet) .ottt 168
6. 2.4 REBKCY .ot 170
6.2.5 TR (Playblast) ..o 171
N R 1 O 172
Sy 2~ 172
6.3. 1 BRI T KRB - . . e 172
6.3. 2 TERBBUGE LMo ..o 174
B.3.3 BBRBU R . oo 175
B.3.4 BRI . .. e 179
L R T = 7. X (115 v 2 184
BRI (Jiggle Deformer) ... ..o 185
6.4.1 Jiggle Deformer [RTE . ... it 185




PN

6.5

12

7.3

E8E
8.1

8.2

6.4.2 IBRIE
6.4.3 FAERITEIBE Jiggle Deformer BIAE . .. ... 188
6.4.4 BEMEEE (Disk Cache) ..o 189
FUARSES (Blend Shape) .ot i 190
6.5.1 Blend Shape BRI ... ittt e e 190
B. 5. 2 BB . e e 192
R BR e e e v s b e BB S EE S G I FEE e 201
NJERRTMEERS | ... s S FE EHAES SEEE SMIE M SR e 202
7.1 1 BB ERIIEIRRT G oot e 202
1. 1.2 HOE N RBU IR ... et iiei e e e i 202
T.1.3 18I0, PERPLUTRIIBE .. ocssevsmessmesmessmes smesmas s smisumsgns wmas i e 203
e 117 Y |-~ AU 205
T 21 PUTOHORIE . vvn oo mosme s moswrenmosm oo iins s o s s S0 ¥ P 5 5 EE 990§ 6998 $ 0 4 205
7.2.2 Point COnSTLIraints ... iuue ettt et et e e e i e e 205
7.2.3  Aim Constraints oo vr ittt et et e e e e 206
7.2.4 Orient ConsStraints ...ueeeerior it iie it iaaa e aaanns 207
7.2.5 Scale Constraints .. ..uein e e et te et et a et n e 208
7.2.6 Geometry COnStralnts . .ou.ieene it ce e neneneinans 209
7.2.7 Normal Constraints s:smssomssmssms: peemaimss meis o8 oo P8 inissme 209
7:2:8 Tangent Constraints iswe:umsmsipme: po: smnmus eaismes swagmgesmsamss s 210
7.2.9 Pole Vector Constraints ..uve i i i i inrinraeeeeieannnn 211
BB S e e e e e b e E SRR S E RS FE S SR EE S SRS 212
FE R RAE . ... . 217
O 0¥ 2 o 1 1 ol A A 218
TR T W =0 V01T 7 - 1oL -3 o A 219
8. 1.2 Current Character .. ... ... oottt e e e e et aa e 221
8. 1.3 UBR Character ..o ittt it e 221
Trax Editor ...t e e e e e e e e e et e e e 222
8.9 1 Trax Editor O0T08E cocmussmeemusmmsn me auss was o5 e s 5o s 5% £ 5 (990 4 003 g g s oo o 222
8.2.2 Window>Animation Editors>dTrax Editor .......... ... oot 222
B2 TENCLTI s o amos s s i oo 8o s 50 55 aM o 60 5§ A 5§ W s Hma 5 5 et & 01 & st o5 R 5 R 6 223
8.2.4 Current Character SCLIpBUE R .. i e 224
8.2.5 SoUICE CliP. .ttt sttt a e e e s 224
8.2.6 Instance Clip MDuplicate Clip. ..o 228




8.3

FoE
9.1

9.2

9.3

9.4

9.5

8.2.7 Cut, Copy, Paste Clip ...t e 229
8.2 8 R CLID v v vttt e e 229
Bi 200 TR CT LD 5 c im0 65 505 505 5 5l £ 5 58 0 s 0 5 04810 50« 1o et o e = e o e 2 o < 236
A Y = o 1 O 237
B2 Il BB CLiD ¢ ov et et ettt e 238
8.2 12 RIEB CIIPBIKEY it e 240
S e ) o 241
2 242
BHIDBERNLREIER . o o 247
2 248
9 L L SRR E e e 249
B Tl o 269
9. 2. 1 IR E .. oo 269
RN S 286
9. 3.1 RRIBIE . o 286
ey (=72 291
9.4.1 Blend Shape FoTh, o vttt e 291
9.4.2 R REBIE . .o 291
9.4.3 POSE TTTN oo 296
9.4.4 SR RIE. o 297
E =] ) 303
R B . 303




%1 = Maya it

ASTBENRIRE TRIEM Maya NEASE: XHNE
1B, SMERER, ARRSNEH. RENNTBRER. B
RiER, Maya 4 PRARFPREEFSHSBRTO0H, AIOET
BLNGSZTHESTIMNINEE, MERBEFOPR T —THEMIU
So



PRERAZ (Title bar ) —— ] L8]
e (Main menu bar)ﬁﬁﬂﬁmﬁ_ m+ﬂﬂqf§‘ﬁ}|“ BEE
RGE (Status bar) Snel | shetayout? i}

I8 (Shelr)—-rl?éNﬁmﬂil.k‘ixo" e
HRHEP (Scene Menu bar) D -

TE# (Tool Box)—

T¥EX (Workspace) ——I

NEBIR (Time Slider )—
BEBR (Range Slider)m——r>B2 @ [0

4 " l'Fm——n--gy- |« < p
o e o

iy Deplyt shor help i o bk s seections
HSE (Command Line)//.ﬁ’v

e (lelp Line)

IBE4E (Channel Box y—
BEMER (Layer Editor)

Mayva NFEFPRE

|Fle Edit Modify Cwse Digly Window Light
NewSwn  Cuin LY ]

° Qpenscens..  Ctbo O Tuen
- Seve Scene Cus o)
oo 1.1.1 INH (Project) g al
<> FiledProject>New (Edit Current, Set) o .

Optimize Scene Size
ERANENBNETHE LIENIS TS .
Eo ExportAll..

SETH— XM, RARONBEETIH o tetemme.
AR BRGNS KD, SREHREY ST
#ERENMTE. o

ROV —PIIHEES— TS, IURS o
TXHEREA—TAE, XBRTEREME.

BRNBENHBETOGRE T
BE




Ma,aﬁ

B EESHEARXRIF IR, @m %?E%ﬂﬂﬂ%@ﬁmﬂﬁiﬁj
TR, TENEATEEGRRFERB RN

o 1.1.2 FREEE (Title Bar)
TR Maya BHEA. XM, BEHES.

=l2]x
bRERA=

curent asd SettingsAdmusstrstor R dTpath mb

oe 1.1.3 38 (Menu Bar)

TN, REASHELHFBERNANIMER RS, BIELERER
SIS EHEEMN, W: File. Edit, Modify, Create, Display, Window, Help,

Qii 1.1.4 JR7S% (Status Bar)

THER, RSB AHE RGN BRI RYEETIAE,

IR IR A

Maya {24t 4 DX EEIR, BIFEHNB (Animation), B
(Modeling), ®/J5 (Dynamics) FLEH (Rendering)o I8, Mayad® [Animation
SR TR (Cloth) A0Live FNMIIIEER. TORTSIOOSHRMER Ty | Modeng

Dynami
ATlIED. SRR I L BEROSH, TOURERT AN
BiR, EBIRU)IRS

wer T DUSARE FRIRBRIVEIREIFIRIER: F2 &R
7R Animation iR, F3 RRModeling #3R, F4 2R Dynamics R, F53&KM Rendering

EiR,




PRIRCIBR— MRS, $TTFIB SRR Sl ST * -
TR
RIRIEE
REREDORERFTERA, SRR eirs e
THEE, EAINIR T EEAEER. e :
 Animation
Polygons
NURBS
Deform
Dymamics
Rendering
! Initial Default &
g 0 ATy |

ﬁE—TFREIiﬁEREﬂ%Z& NRRBBTRFTIIIR, DNRBR TN ARG =
R EORREBDHRIORT. BEXA, TS HH TR,

KRR BRI+ & 2lem @7
LB WNSGANE 307

° B TRENEERNSRARSHNTA, HEBIREREPRNS, XA
IRt T AFREN RIS RN S, 0 Template,

ESLYEHOCEYN
"Eelect by hierarchy and -:ombinatiog,

RRER




o XISAH TEHEMSHHLRUNNR, TUSEBIFTRITHIRIR,
TUSTHFEARTUEMANG, ETURBIFE BIEMNTRPEIRTR.

| B miz[+&2(eHE 0?7

l Select by object type 8

XRREY

o THFAA TEENMAEVINRNSIPTREL.
TJUSTHITARTREL, (HTURERATIUEMBITRER. EIUERR
aRERPIRTRELNRIR,

ER L VEHOER R o
I_ k 1§elect by component ty;el

TCRER

IR
SRR T SIE RGNS, UEXITI BHTH— R, HEft. % a
BESIRE, GGG, BEee, T UNEERIR R TRERS e
X, LUERDERISTIEN, BESF— FYREMINUT. A5
BRH% TR ”
RETHEIRGTER. XA ERATETR L, FEAETNRE, 3
P ASE IR SAETREDATS., ARG 7 B E BT R B AIIAS 2L




SITEBRIRNRE (TUUB—TREZD), UHRITRERER, SEUTRBHT
WIDRE, ETMUBARMMOTHIRERBELKT. FRIEXTIEN, REBRT
XTMEZHMILLT

W Bt TR K& Eahixd
o BMTHR XISBINEOIEINNRMITIH.,

o Sl EXNRRBEHIREBEOVRT.

RIER

AT T HEHRTRRXT R EUR ERI TR,

Wil £ 4RI

IRRRANSEDSHLICR, BIENRHSHK

B#. IPR X¥TH Render Global B[O
BihERER.

XN

R TR

%] &
RIERH



225 1.1.5 THE# (Mini Bar)

EEERRIX N IDARR], WY SE—HFB. EMayad
B3 T2, DRI XH. YAET02H, SMEEBXI% (O
R) FEMRBUIR. IRETRANEN LN, R (5
TR) NEESHI 3 MEEE (RGB) BURHMR, 3R
RNSNTERERME T B AAMISB L, BLBH
KILXRXH, REOARYH, BEAXRZH. EFB% T,
FHXEIDFEPRIEEW. FEYHE D TEPRT
BEH, FHZEDTGPRTREM, 3 MLirihn
RYFSMRRR, BURER2EREO— M aE TR
tE. eI T R, BERBENREEMIGBE, T
EIERE PR Ctr] BNON2EZLIR, XEET
EXRARAM 2 ME 8. SR, EHOUS TR
S PENEBEAKR, XTHBEENE=THG_HIRE.
ff Maya B, UIREREIRDREBI. [EF. BN,
Maya ZEEERB —REBNIBE, EIUTHEPEQ
—MESERSIRD RIETRB. IER. B

{fMaya 4ch, TREDHIETMENEERE, 7
BN PIEERED TP, IBRIENRERENBICE,

W A
BV|[+e ¢

e
N0

B=T:

=g
L



