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1.1 Maya {4
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FEA Animation(3hHEEBL) ,Polygons(Z 1 A H) , Surfaces (Bl I &L k) , Dynamics (Bh 5
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New Scene Ctrl+n
|  Open Scene... Ctri+o

Save Scene Ctrl+s
Save Scene As...
Save Preferences
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Import...
Export All...
Export Selectionm

il Edit Help : :
il X [~ Ensble default scenel

Default scene: | &)

| Default Yorking Unmits

Linesr: ' centimeter |

‘o900 o

View Image...
View Sequence...

Angular: |desrees
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Reference Editor

{ -

Time:

Default Timeline Settings
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Animation start/end: [1.00
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| Save Scene ces o BEU e
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| Save Preferences i 2: 1
‘ . | Save Preferences
Optimize Scene Size o HXE |
] R §l Optimize Scene Size
Import... o Il
Export All... [« ] ‘ { | lmport_‘_
Export Selection... [« :1 Export All..
View Image... | Export Selection...
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| Project ¥4 ll Create Reference..
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ll Recent Projects

B 1-4 SrEgHiskes

| ThEEEUR YHER GERERETE % PR

miEsR BABHSY Z2EE @z
HMAPIEF

B 1-5 RAER
2. PR
EEEE T AL REMFEEAFBEEFENXT R, AEFEESE LR ERIFAER
AH SRR PN AR ER., mE 16 i, MRERBETEMEBNTE . KR
REXTIZ KR PR EAT 1 . B AN #E T " Polygons” J5 , HRE7E 3% & h % ¥ 3] Polygons 4
&, A IRER AR Y4k,
3. PR
N SEH =R B R K FERE L (Hierarchy) . 9 4 1% £ 42 X (Object) Fl i 4> 1k £ 44
J— 3 R



7 (Components) , THHE 1-7 iR,

[Obects L/Fﬁﬁ%ﬁi

All objects S
Animatron S
Polygons 4«—

NURBS «— NURBS i
Deform e Qﬂﬁga
Dynamics o )
Rendermg HNFER
B TR 2

__Initial default -
BRIA A 5

B 1-6 kR E A
ERIEFERR

Tw W B 8 @&

/ NG /

g T N A T
PR

IN +&2leH v»@©? aW
mam NS
g e
PR AR BT BEE B% R A

| it ﬂ.,‘.. i +?ﬂ@i
/ \ L WE mE &8
s s BLEEE sRE L0 T S

17 mEEX

(D HEERZREFEAXT A = iE#E X B (Root) .M (Leal) A (Template) ,
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() TEYEREFEHEXT A 8 Fi I A Y % £ X 5 . F 4 (Handles) . ‘& # (Joints) | i £&
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Object Mode
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4. FERITR

(1) Snap to girds(MAEH D) KRR BIMBZ LA L. RERE X,

(2) Snap to curves(H &) XN R W FICFAEMME L. REEE C,

(3) Snap to points i) K X RAWRBI S L, RERE V.,

(4) Snap to view planes (R B ¥ HEI 4 ) « K5 X 52 4 412 31 24 5 90 B B 76 09 F 1l L

(5) Make the selected object live (B{IGE#IEFEMN W) : ¥ FH THEREIE VIR E O &
.

(R R X4 7T LLif i [ Modify ][ Make Live iy 4 3 8% ¥ 44 .
5. B/ S8R g %

WMAMBE SR EEHTLHEENZHWMAMGE NS, EPPEERHZA. 2HET
PP LIME B FT#4E . Construction history (J5 8818 5%) FF XA AR E R B R FRIET £ .

L3R Y0 SR R T SRR 1 s, QU I A0l vk #E 471 2k . AT LU it [Edit]—>[Delete by
All Type]—[History ]fir 4 3 M B ff & B E 89 7 218 5% .
6. THZE IR

ZIEH A EIE T Open Render View (F] JFiH % X1 #& € ) , Render the current frame(J& %t °
L HiM) ,IPR Render the current frame(IPR 7§ #%) ,Display Render Settings window (i /= J&
RSB E XN ERE) XL EHMERGS . BN HREEE mHEEEY PR,
7. EAREE X

Z IR A A B A KK E Show or hide the Attribute Editor (JB #4835 28) , Show or hide
the Tool Settings(T. E.44%§2%) , Show or hide the Channel Box/Layer Editor G it &/ 2 %
B . BEYERE ., RER Cul-ATRIERMRE S TRAESANEEE/ K ZE %80
HHE T,

1.2.4 Shelf( THEZ2)

Maya B THEEME 1-9 fin,. TRARPHRET ¥ HaLWER. BHETAEELE
HER PR %, AT AU T R 280 R 48

Hd T B4 2 A9 Change which shelf tab is displayed ﬁﬁer ,A[ B 5 T B4 FHE
PREXMBIM FHRH, THEHZEFH Custom(HE OWREATUILHFP BEX — T H2, ¥
HEAWTERARP. ERAPACH—ETHEIR,
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B1-9 THEZE

Hd T B2 Al Menu of items to modify the shelf W 40, # & & 1-10 FrR 3E
MO XMERTERN T ARHITRERE.

Options Help

| Shelves Shelf Contents l!dit Commands |

E Shelf Tabs =— T AR

Three Point "uculu Arc

) Msh;%éal;;r-.‘___—-———-j Iﬁ%ﬁﬁiﬁ Attach Curves
. .| - Move Up | Move Down |  Delete Item
New She'f "——’—— HELRAR Label & tooltips: |NURBS Circle
Delete Shelf ‘———;——MI%IﬁBE Tcon name: |
Load Shelf... <——{——— #ATHE £ Somminly

Save All Shelves<—4?- BREMAETRESE

Save All Shelves

F1-10 T HZEgEmE3Es B 1-11 T EZE4mEH

1. B Shelf Tabs #4H , 7] DA% T B 2R b 77 A5 45 B 2 S , DA 1T 38 K — 38 40 W0 1 =5 ]

2. B Sheld Editor %4 , A LA¥TJF Shelves XJ iH4E , tn &l 1-11 Fis

(1) #£ Shelves ¥k #1, Move Up fil Move Down # 41 Fi F & % T B 2245 4 i HE 31 it
¥, New Shelf %40 Fi F ¥ T B 28454 , Delete Shelf #41 F F M & T E 2 $7% , Name LA
ERATFERIREN LK.

(2) 7£ Shelf Contents W R, AT IR R —-FF TGS BFRMER. Move Up Al
Move Down #%4H F T 3 % & 5 #9 HE 5 I ¥ , Delete Item 3% 40 F T M B B #% , Label & tooltips
XA A FREEFR AR , Icon name SUAHE A F 48 & B 4R 19 & R , Change Image & 41
Al LA 3 A i B s AR

(3) 7£ Edit Commads #£I K+, B~ T BfR R FEK MEL 474,

3. B New Shelf #Z8 , EHEM N FETHAZTEN TEENREZKRIFEHE, B
AUETAEEMEREI - IMHNW TERERE.

4. B Delete Shelf #4H , 2 M BR M ATHEREA T HEE,

5. B Load Shelf 24l , & NRE & E#ABTRFFA9 T HEE,

6. B Save All Shelves &4l , ¥ T A X B T R RFERSE L,

[ R IMaya ot A FH A — 26 75 SOk B # 4 B br . W% 4E Crerl+ Shift 8, 8383
B EREANGS, AT LU XA A RN B S 5T T R E B A B AR LA B ER
T o K L HE 3 B 5 A 2 64 b7 AR B A b, BT DK 2 B A A B 5 A OB P R Bh IR A L T LA ke AR R
b B HEZU B FF s #5AE Cerl B0 B 8, o] LUK il 3% A9 B4 .



1.2.5 Tool Box(TE#)

TEFMN TRENLT M, b T2 5 A8 T H LK AR R F L AR e s 4
. WA 1-12 fiR.

1. Select Tool (¥E# T E) . sk BYIK, H AP HEHTES, HEFENYERLSUBRERE
BR. REER Q.

2. Lasso Tool(BER T H) :FELH — M EEREFEYIE LK.

3. Paint Selection Tool (il % ¥ £ T B . {# F £ il i) 7 ok E HE WK Lo .

4. Move Tool(#zh T H) . S HEWIAJG , 7T AXF k4T X, Y, Z #he a9 3h, i sk 22
WIRRALE ., REERE WoEd @& EM[ ]S 1SRBEHBH TRBESKKAD.

5. Rotate Tool (iE¥s T H) : XYk E X,Y,Z Rt 7 e e, N st =Wk i /.
RiEREE. BdEA LW HISM— ]SS EREE TRARESHKAD.

6. Scale Tool (4 T H) WA E X, Y, Z Bk AT B FNLE /1N T 2028 B 1 ) K /DN .
PREERE R, EdEA [+ 15— ]SS EH %N T REBRERB KN,

7. Universal Manipulator GE F#4E T B W& ST iess gaimesh. REERRE Cul+T.

8. Soft Modification Tool RHEBER T A) . AEBME L& FR, S HA -1 SHE
FOREEFELANB I FRHETHER . RTLUEIHE. FAFEBRTATUEENES
— AL U RE . RSO FE G S T A6 RESOR W DL T mE AR #RAE
FRSe 4, o] LUE B 40 6 1 (B B, T AR R 48 148 17 46 30 3R BB o 28 3 0 19 K/ .

9. Show Manipulator Tool ($8. 75 #:4E T H) : i 578 1 8 ¥ 44 i iR B4 F AR A BoR
KoATUAABRBEFIH TR, RERE T,

10. BOEEA TR : Bsid®HP E—RERM TR, FERFREER. RERER G.

Wi TEEG. 2REZTREMNSERERR. E 1-13ARESRTENSHERE
MR .

HHTETHFREAEEEEMHA, B bR, BT RE TR B AN R E AR . 0TS
M AL R AU A Z B AT O ETAETOREER EAS, SREREYT RS,

[(RRVEEERE PR ESREAN, B R mE B[ Maya |E4R B HE 4 S E
(Perspective, Top, Front, Side) & & 7~ B 45 , 1% 8 A0 N7 B A5 BI 7T U0 #e 2= 45 5 90 A
A= %R TH
- EBXTH

| v| Scale Settings
ULEES] Discrete scale: F

Relative

B VU /KA O f R T

- Component use object pivet

_] Scaln l;ﬂ.ﬁ:tum Sethngs
Reflection: [V

AR /A4 T G 2%

ﬁi‘-——lﬁmﬁﬂ?lﬁ Center: (@ Origin { BoundingBox
e % Reflection axis: @ X Y Cz
V%ﬁ{gakj:ﬁ- E: : - | Tolerance: IU |__
[PPSR |
BORERM TR

E1-12 T E% Bl 1-13 g TEMSHRE @R
—— 7 —_—



1.2.6 IT/EXFMAE®ER

1. THEKX
1-14 FIRE— AN BWE T K Maya THEKX. H A8 KES TEBSETEX

R SE L, BT A AR A B | TE e S AR B A TR KORWAER .

View Shading Lighting, Show Renderer Panels

A 1-14 THEK

Sfigs R BB A, 5 550 M R T AT LA D) 3 B AH R B R VLA, B R
IEF & LAY BB bR HE R 45° B RAE .
2. THER R

(1) View(RLED 3 H

@ Select Camera GEFEHBRYL)  EHF L FTHE N BEZRL.

@ Previous View (Bf — L ED & T — MR ERE . hRERE(L.

@ Next View(F—#E) : 5 Previous View fEfIH R .. REREE].

@ Default Home(BRIAVLED : 4 X417 4 B 49 AR AL 1 B 37 & Maya B BRI E

@ Look at Selection(GRFES) L EBFENYHE B RET/EXKWIEF R,

@ Frame AlICBRIEYR LG RPN HEYRAFE AR R R, REER A,

@ Frame Selection( @R EFEY ) G R HERODEAHAE DR, RIERLF.,

@ Predefined Bookmarks (Fi g X #5485 B BT E VI BB RE T E LHWAE. R
E X B E A Perspective, Front, Top, Right Side, Left Side,Back #1 Bottom, X 15 i #% Fr
R R —HEM .
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@ Bookmarks($45) . fi it HEREXMFEHAC K EMMRE. EHF Edit Book-
marks €54, #T 7 Bookmark Editor(F& 4848 . WA HE XM E K Z F MR, B Ap-
ply ¥4l 52 M BRVE . B Add to Shelf #% 4 K& VIFM R ERAFET AR L BHTAR
BR) 37 148 e T A BR DD S A I . P 1-15 B

Cur\'es! Cemnl} Surfnces} Po‘:::gonsf Subdivsl Defc:satiwl Anintion‘ Dmnics] Render

¥View Compass

re ) 2 : VPerspec‘tive

Undoable Movement

| ¥ No Gate
Film Gate
Resolution Gate

| caseraviewy ‘
o |

Field Chart
Safe Action
Safe Title

Film Origin
Film Pivot

Naze: |cameraViewl
Description: [

Fill

¥ Horizontal
Vertical
Overscan

spplr | Add to Shelf | New Bockmark |  Detete |

Close

B 1-15 F 4 B 1-16 HEBEYLILE

@ Camera Settings(RBHLRE) . HEBEIO B REME. WE 1-16 fix.

@ Camera Attribute Editor GREHLIE MR 3E 2R  FTFF M AT L R BB VLA B HERIEB RS .

@ Camera ToolsREHL T B) BT —RIIX R EH#HTEEN T A,

@ Image plane(EI#R) : % F Import Image(FAEB 4, A LUK E F S AZRE F .,

(2) Shading(BARE )3

@ Wireframe(KRHE) : UKEREAX B ROE, XERABRFR. REREEFH® 4.

@ Smooth Shade AIGER B/RIAXNZ) : UABLEFRBE Yk, RERERKTF
5,

@ Smooth Shade Selected Items (¥ B /R BTt ¥4  HAth R kWi AKAHE T R B .

@ Flat Shade ALLCEHESEE B R) : LIFHE L X BRI,

@ Flat Shade Selected Items (3 T 55 {4 % 7R Fr & 9 440 « At oK 2% 9 4 05 LA 4R 4E 7 R
BR.

@ Bounding Box(MEE) : U T ELXKERERX BRIG R PRI,

@ Points() : 8 BR355 K 1% 05 X3 5 00 il 37 ok B |t v«

@ Use default material ({8 FHBRIA A BT - (355 5 th B9 904K B8 BRIA B9 Lambert #1 & .

@ Wireframe on Shaded (SERLRAE B /R  7E PR LK B 7R Y[R B B 7R HY RAE

@ X-Ray(X J6) fH¥A L X TR BHRES BA ¥ T WEBREE L.

@ Object Transparency Sorting (4142 B HEF) - (i 175 B 4 44 DA 5% 375 3 B 3T 43 B 42 36 .
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@ Polygon Transparency Sorting (5 i1 JE #4435 B HEFI)) . (i £ 31 T8 W 14 D B ok B ¢ 30T 43
B .

@ Interactive Shading(XH BB T AXEERBESHE I EERTLRELE R
AR

@ Backface Culling (35 1 5 %) : 2 2635 1) 8RR AL A4 T 4 A 7T 0L .

@ Smooth Wireframe (FEIF&HE) : R HE BRI T LR LTI G 31, HF %
T L 2 0 R R 5 14 A i B

@ Hardware Texturing(BE 2038 X WK F 7 4 B - ELA7 A 03 9 Y044, mT LUKy H 8e
R k. FTHFZ 4 0B S BT TEE . BT 5% B 45 6 b R SOE R B .

@ Hardware Fog(l#4%E) A RATFERRP . ERLMERBNRTEN 4. FTHZ
W RS HBERE, TR EF N BRBR.

@ Apply Current to AWK I 2450 2] 4 F8) FF 41735 7 BN HBI A N .

(3) Lighting(4T ) K 8

@ Use Default Lighting (ff FHERIAAT ) - # F Maya 3RIABIAT IR 8,

@ Use All Lights(fE BT A0 AP ESSHRENFAITBES R,

@ Usc Selected Lights(ff F Fr 4T 6 - FH I P E SRS BT R B RS 5®

@ Use No Lights CRE AT ) « A 7255 5 ob B %86 BRUSCR B RS e vE 428008 .

@ Use Previously Specified Lights (fiff Fi 46 7T #8 & B9 4T 98D . £ JH #£ Specify Selected
Lights fig & HP 8 E ATk B2 8 . XM Use Selected Lights 4 i) A Al Z 4b 7E F . i
Use Selected Lights iy 4 J5 H-E 8 AT 6 . B 5 5 00 AT Ye S B R P A4 25 £ 1 oig 28 5 i 43 A
Specify Selected Lights Ay 435 2 kT 6 f5 B % H b kT )%, Use Previously Specified Lights #
SRR YET R RAT L,

@ Two Sided Lighting (XUE kT ) - B 5 47 0 i I 11 A1 S T

@ Shadows(BA#) . o] il Ya BHSL 2R .

@ Specify Selected Lights(38§ 8 £ B9 4T 6D - AT LAHE 2 A8 B A 5T 6 3 700 %0 AT e R,

(4) Show (i 7R) 3 H

@ Isolate Select(PRE ) - A TR ERB R HERN , Y EAETSRXER,EARFE
BRI R, R BR T EAXER .

AR T 7530 T 355 BB A ST 2 28 AU, 58 1 ) 35 A1 BT /20 3 15 4H 0L 2 B 49 B 1K 438 B

(5) Render(J&H 44) 3z 5

@ Default Quality Rendering (ERIA S FRIE S - FHBRA B S R e e i 5,

€ High Quality Rendering(F @ mES FAEMRERG R B FERER.

(6) Panels(TAI#7) 38

@ Perspective GEMALED : F F U188 0000 B A i S L A .

@ Orthographic(IEAZRE) : F FUI# & Fh IE AL B Al 8 & FP IE S WL,

@ Look Through Selected GE #F if #E W& ) - F Pl st Bk B AWK O M/ = M F
Y5t

@ Panel (A K TAERWE BR K46 EMMEER . 3£ 17 FhRl,

@ Hypergraph Panel GBI E AR : Al T EHEMBE MR . 5% 3T 778 8 @ Ak . BoR9ikn
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