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= File

= Geometry Cache
= ASS

= XGen

= Yeti

= other



MAYA BEFEWIBITITEHTR

= File Path Editor

filePathEditor -registerType "ailmage.filename" -typelLabel "Image" ;



MAYA BEFEWIBITITEHTR

= Archive Scene - New Scene Ctri=N
Open Scene.., Ctrl=0
Save Scene Ctrl=5
Save Scen Ctrl+5hift+5
Increment and Save Ctrl+Alt=5
Archive Scene

Save Preferences
Optimize Scene Size
Import...

Export All..

Export Selection...

Game Exporter
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FILE

getAttr file.fileTextureName
Image Sequence

UDIM

userdata

= layer overrides

= ext

= tx .rstexbin .tex



FILE

Filter Type Quadratic .

Pre Filter

Image Name D:\maya_p \seq_imageitree.<f>.png

Reload View

UV Tiling Mode Off

v Lse Image Sequence

name.#.ext
name.##HH.ext
name.ext.#
name_##H#.ext(ZEH)
nametttttt.ext(Z2H)



FILE

¥ File Attributes
Filter Type Quadratic =

Pre Filter

Image Mame D:\maya_project\sourceimages\udim_image'test <UDIM=.jpg

Reload Edit View

LIDHRA (Mari) 3 tiles found

High Quality 4k 25

<udim>
u<u>_v<v>/u<U>_v<V>/<uvtile>
mtoa: <attr:>. <shapeName>. <tile>
renderman: <MAPID>



¥ File Attributes
Filter Quadratic

Pre Filter

Add Explicit Tile




FILE

Filter Type Quadratic b

Pre Filter

Image Name D:\maya_project\sourceimages\seq_udimitree.u<Us> v<V>

Reload Edit View

de  1-based (Mudbox) 2 tiles found

ality High Quality 4k s

v Lse Image Sequence

filename.u<U>_v<V>_ <f> ext
<f>=199 155
<f>AFEA 001, 0100



sourceimages\se

Reload di Set Driven Key..,
Lock Attribute

lgnore when Rendering

Create Absolute Override for Visible Layer




List Selected Focus Afributes Display Show Help

pSphereShapel

file:  file1
mesh:  pSphereshapei
| [standardsu..
Kender Stats Samule
Object Display
RenderMan

Amold ¥ File Attributes
Filter Type Quadratic

Pre Filter

Node Behavior
uuin

Component Tags

{4 v vy v v v v~

Extra Attributes Image Name
Ai Subdiv Frustum Ignare
ibility 1 { |

Data

Reload

Ai Use Frame Extension
Al Use Sub Frame
aiStandard Surfsce ] erride Dauble Sided
aiUserDataString1 aiStandard1S Ai Override Self Shadows

® A o= @ ' erride Opague

1 e Ai Override Matte
Out Value 7 Message Surface Sha

i \me She Ai Color Temperature
Qut Alpha Out Colort Erklene
Qut Color: 1Base Color
b Cnor Load Tiled Textur

Displaceme Displacement Type Scalar

Display Map Borders
Reuse Triangles

Mtoa Constant Nana | D:\maya_projec
place2dTexture1

e 3 o=9~ Notes: pSphereShape1

Out UV




Geometry Cache

Focus
cacheFile: pSphereShapelCachel E . Presets

= Show Hide
nCache geo_cache_rig_01

- e AR sem ¥ CacheFile

| Base Directory  cache'nCache\geo_cache_rig_ 01

B ssphereshapet xml 202148725 0:38 KWL 38y
B csphereshapel Framel.mex 2021/5/25 0:38 MACK Erf Base Name  pSphereShapel
B cSphereshapel Frame2imes 202148725 0:38 MCX 244 v Enable

B o:phereshapel Framed.mes 202148725 0:38 MCK S Start Frame 1

B iphereshapel Framed.mex 202178725 0138 MCX 30 Seale 1,000

‘ pEphereShapelFrameS.mex 2021,/8/25 0:38 MACK T4 Hold o

B o:phereShapel Framefmeos 20213725 0:38 MCK E Pre Cycle

B sphereshapelFrame7.mex 2021/8/25 0:38 MO S
B csphereshapel Framesmex 2021/8/25 0:38 MCH Erid
B o:phereShapel FrameS.mes 2021/58725 0:38 MCK E
B p:phereshapetFramelOumcs 20215725 0:38 MO S
B ccphereshapelFramellmex 20218725 0:38 MO Er
B piphereShapelFramel2umas 20218725 0:38 MCx F 4%
B piphereShapel Framed Sumcx 202148725 0:38 MCK B
B csphereshapelFrameldmes 202178725 0:38 MCK Z 44
B cSphereShapelFramel5.mes 20218725 0:38 MCX 4%
B p:iphereshapelFramelfumcs 202145725 0:38 MCK S Fatie:
B sphereShapelFramel7.mex 20218725 0:38 MG Z A%
B cSphereShapelFramel8mex 202178725 0:38 MCH Erid

Post Cycle
Source Start

Source End

Reverse Oscillate
Muiti Thread
Queue Size (frames}

v Display Load Progress

¥  (Cache Description

Cache Description Info

= cachePath\cacheName*.ext




Geometry Cache

= getAttr cacheFile.cachePath
= getAttr cacheFile.cacheName
= ext:"xml", "mcc", "mcx",

= other ext : "bin", "mc", "rpc"

= cachePath\cacheName*.ext



’ Focus
3|

aistandin:  aiStandinShape ' Presets
»

pSphereShapel
Show Hide

Tessellation Atiributes
: ¥ File/Frame
Mesh Component Display
Mesh Controls Path D:/maya_project/scenes/test.ass.gz -
Tangent Space Viewport Override  Use Global Settings w
smooth Mesh ort Draw Mode  Bounding Box
Displacement Map
Render Stats Frame
Object Display Frame Offset

RenderMan verride Nodes

4
>
| 4
>
4
L4
| 4
>
»
w

Arnold
Arnold Translator  procedural
¥ File/Frame

D:/maya_project/scenes/test.a

lgnore Group Nodes
Frame Offset
¥ standin Overrides P Arnold Procedural Settings
ide Standln Light Linking P Alembic Setfings
werride Standin Shaders ¥ File Contents

look default




ASS

= mesh
getAttr mesh.ai_translator="procedural" getAttr mesh.dso

= aiStandIn
getAttr aiStandIn.dso

= ext:
= ASS ASStoc .ASS.gz



ASS

= arnold api
« SRR

= VER:

= ASSHA I Fr 41 ]

= ASSWA ) )44 (i 0k
= ASSIA RIAH T BRA 1 55 7
= =T AE R IASS



XGen

= XGen &=
= XGen collectionfiDescription J& 43k B

= XGen XA{EZEL
= XGen Archive

= Renderer dso



Yeti

= pgYetiMAYA

= imageSearchPath
= groomFileName
= cacheFileName

= pgYetiGraph

= fursCfEN B
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