Maya: Bonpoc-oTBet

Martepuan u3 xrWiki

Ha aTo0it cTpaHuyke cobpaHbl pa3IMyHEIe BOIIPOCH 0 Malie, He UMeole YETKO BIpaKeHHOU
TeMaTuku. Mcnonb3yiite nouck no Ctrl+F

CopepxkaHue

« 1 YcTaHOBKa ¥ UCNOJIb30BaHUE
« 2 BeronopT

3 Pa3noe

« 4 CKpUNITOBLIE pPellleHUs

YcTaHOBKA U UCIIO/Ib30BaHHEe

Bompoc: r{ie MOXKHO MTOIYYUTh CTyIeHYeCKYI0 INLeH3uI0 Ay Mariu?
OTBeT: 30ecCh.

Bomnpoc: rue ckauaTh 00HOBIEHUS (CepBUC-TIaKK) Oyt Manu?
OTBerT: 371eCh, @ 3aMETKU K BBHIIYCKY — 30ech. HaunHasa ¢ 2017 Bepcuu BKIIOUYUTENIBHO, A1
3arpy3ku 0OHOBJIEHUI IPUAETCS BXOOUTH B CBOM JTUYHHIM KabruHeT Ha caliTe Autodesk.

Bomnpoc: roe ckauate Maya SDK (devkit)?
OtBeT: HaunHasa ¢ 2016-11 BepCcuu BKIIIOYUTENBHO IEBKUT UIET OTOEIbHEIM ITAaKETOM, CKadaTh
KOTOPHIM MOXKHO 37iech. B mpenbimymux Bepcusx SDK sgBiseTcs 4acThio AucTpubyTrBa Malu.

Bompoc: HYKHO 1 yCTaHaBNIKMBaTh OPUTHHAIbHLINM JUCTPUOYTHB Maya mepeq yCTaHOBKOMN
00HOBIEHUS?

OTBeT: TPUMEHUTENILHO K BepcusiM cTapire 2015-i BKITIOYHUTENBHO [TaKeT 00HOBIIEHUS SIBIISIETCS
TIOJIHOLIEHHOM cOopKoit Matiu. Bonee Toro, Hy>KHO yOaauTh IPENbIOYIIYIO BEPCHUIO ITeper
00HOBJIEHUEM.

A HauwvHag ¢ Bepcuu 2016 u mnapgme (o kparHed Mepe nog Windows) Autodesk Beimyckaet
KyMYJIATUBHEIE [IaTYU BMECTO IIOJIHOLIEHHBIX UHCTAJUIATOPOB. T.e. BBl yCTaHABIUBAETe PEJIU3 U
3aTeM, IIpu He0OXOOUMOCTH, IIOCJIENHUYN MTaTy.

Bomnpoc: kyna Maya coxpaHseT ¢aiibl Iocye mageHus?
OTtBeT: BO BpeMeHHy!0 nanky tuna C:\Users\Bacs\AppData\Local\Temp
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Beromopr

Bonpoc: xak BkmounuTh Default Viewport 8 Maya 2018 u HoBee?

OTBeT: OTKPHITh TEKCTOBLIM PEIAaKTOPOM (aiin
C:\Users\<ums_noav3oe8amensn>\Documents\maya\<eepcus>\Maya.env (00bIYHO OH IIyCTO),
u BcTaBuTh B Hero nepemenHyio MAYA ENABLE LEGACY VIEWPORT=1

Bonpoc: Kkak HaCTPOUTh YyBCTBUTEIHHOCTE IIePEMEIeHNUST KaMephl, HallpUMep, Hae3/0TKaT?
OTBeT: 4YyBCTBUTEIBLHOCTD peTyaupyeTcs B HacTporikax Camera Tools, HanpuMmep, View -> Camera
Tools -> Dolly Tool [] -> Scale Ecnu npo6ema Bo3HKKIIa ITOCJIE CMEeHB €IUHUL] U3MEPEHHUS, TO
MMeeT CMHICI TpoBepuTh Conversion factor B aTpubyTax KaMepH.

Bomnpoc: npo6iemMa ¢ COpTHPOBKOM MPo3payHocTy Bo Viewport 2.0, anbha-KaHaJbl CJIUBAIOTCS, YTO
oenarTn?

OTBeT: U3MEHUTE METOH COPTUPOBKY Ipo3pauHocTu: Renderer -> Viewport 2.0 -> Performance
-> Transparency Algorithm, ckopee Bcero nomoxet Depth Peeling

Pa3Hoe

Bomnpoc: Kak BEIPOBHSTH BCE BhI€IEHHBIE BEPIINHE OTHOCUTEIBHO IJIOCKOCTU?

OTBeT: eCTh HECKOJIBKO CI10c000B. CaMblil IPOCTOM — OTKII04YUTh Retain component spacing B
HacTporKax Move tool, u ¢ BKTI0OYeHHOY NPUBSA3KOM (K BepIIMHAM UK K ceTKe) KnauHyTs CKM Bo
BBIOTIOPTE.

Bomnpoc: B HOBBIX Bepcusax Mauu co BctpoeHHEIM Modeling Toolkit'om (or ke NEX plugin)
OTCYTCTBYIOT 3JIEMEHTHI UHTep(delica, T03BOIABIINE BEI3BaTh CTaphle IpoBepeHHEIe Split Polygon,
Poly Cut, Sculpt Geometry tool'sl. B T0 xe BpeMs 0HU He BbIpe3aHBl U3 (PyHKLIMOHATIA IPOTrPaMMEI.
Kaxk ux Tenepsb BEI3BaTh?

OTBeT: HYXXKHO BBECTH CJIEAYIOIIMe KOMaHIbl B KOMaHIHYI0 CTPOKY U II€PeTAIlUTh UX OTTYa IPSIMO
Ha TIOJIKY.

ISplitPolygonTool; |
performPolyCut 1; |
|SculptGeometryTool; |

B 2017 Bepcuu ouu He paboraioT. B 2019 - paboTaiorT.

Bomnpoc: kaK u3MeHUTh pabouyne eqUHUIIE, UCIOIb3yeMble MaliKoy 110 YMOT4aHKI0, YTOOBI OHU He
cOpachIBaIUCh MTPY CO3[IaHUK HOBOM CIIEHHI?
OTBeT: IOMEHATh 3HaUeHUS B maya\<Bepcusi>\prefs\userPrefs.mel:

|-sv "workingUnitLinearDefault" "cm"
|-sv "workingUnitTimeDefault" "film"
|
|
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3mech MOKa3aHbl TapaMeTPhl 10 YMOJTYaHUI0O — eOUHUIEI U3MEePEHUST CAaHTUMETPHI, YaCTOTa KaJpoB
paBHa 24 (¢punsm). B XRay ucnonb3yoTcsa METpHL U aHUMalus C 4aCTOTOU Kaapos, paBHOU 30
(ctangapt NTSC):

I-sv "workingUnitLinearDefault" "m"
I-sv "workingUnitTimeDefault" "ntsc"

|-fv "defaultCameraFarClipValue" 1000
|-fv "defaultCameraNearClipValue" 0.01

Bompoc: oii, s 9TO-TO HAKPYTUJI B HACTPOUKAX U BCE CJIOMAJIOCh...

OTBeT: N0/Ib30BaTeIbCKIE HACTPOMKHU Maliu XpaHsaTcs B maya\<Bepcusi>\prefs\. Eciu ymanuts
3Ty MamnKy, To Maiisl co3[acT CTaHfapTHEIE HACTPOUKY IIPH creayomieM 3anycke. He 3abynbre
3abexkanuTts shelf'sl.

CKpHIITOBBIE PelIeHUus

B GonbUIMHCTBE CIy4YaeB HeOObIINE CKPUIITH YO00HO CKOIIUIIACTUTEL B PEOAKTOP CKPHUIITOB U
IepeTaluTh UX OTTyHa NPsIMO Ha MojKy (shelf).

Kak BbigenuTs initialShadingGroup:

limport maya.cmds as mc

|

|selected = mc.ls( selection=True )

|mc.move( 0, 0, 0, selected, rotatePivotRelative=True)

Kak OTIeHTPHPOBAThH OMOPHLIE TOYKH (Pivot'sl) 10 MEeHTPY radapuTHOI 0 KOHTEHHepa
oobekTa (bounding box'a):




Kak MMIOpPTHPOBATH MHOT'0 (paiijioB B ClieHy (HallpuMep, IpH padoTe CO CIeHOH IMoCjIe
OEeKOMIHJISIIUHN YPOBHsS B pexkume -mode le:

limport maya.cmds as mc
|
def multiple_import():
multiple filters = "X-Ray object (*.object);;X-Ray game object(*.ogf);;X-Ray skeletal motion
|(*.skl);;A11 Files (*.*)"
files = mc.fileDialog2(fileFilter = multiple filters,
dialogStyle = 2,

caption = 'Import',
okCaption = 'Import',
fileMode = 4)

for f in files:
names list = f.split('/")

object name = names list[-1].replace('.object', '")
i = True,

type = "X-Ray object",
returnNewNodes = True,
ignoreVersion = True,

options = "mo=0",
loadReferenceDepth = "all" )

|
|
|
|
|
|
|
| returned nodes = mc.file('%s' % f,
|
|
|
|
|
: mc.rename(returned nodes[0], object name)

Bompoc: KakK co3maTh UUTUHAPUYECKYI0 pe3b0y A BUHTOB, GOJITOB, LIYPYIIOB, ITHEKOB U TOMY
omOOHKBIX Belllel CO CTPOTo 3aJaHHON CIIMPAIbHOM HAape3KOH?

OTBeT: K coxkaleHuio, B Maya HeT Takoro GyHKIMOHaMa 13 KOpoOKu. ITpolre Bcero BOCIOIb30BaThCS
atuM crapeiM MEL-cKpumntToM, ¥ fopaboTaTh MOJTy4eHHYI0 IOJIUTOHAIbHYI0 3aTOTOBKY
BbIJABNIMBaHUEM pEOGep, 3aaBasi TOUHbIE CMEIIEHNS B peJaKTOpe CKPUIITOB.

Hcrounuk — «https://xray-engine.org/index.php?title=Maya: Bompoc-otBeT&oldid=1195»
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