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New in IVIaya® Maya 5 delivers unique image creation possibilities

OF2tHI0] A2 #AstHE = Alias|Wavefront™2] Maya® 3D OfLIHIOl & & &1t AEE°JIO1“ Jl=H
Ao MEE Y2l QUCH Ol AZERN= A2Li= CIXIE 0I0IXI2 OHLIHIOIA, Al 21t
Maya AL XIS, 25 2 HICIQ OIEIAE, 2EE HY WL, CIXtC M2IHE 9 %‘5 = | e
HSol =L

SEHQI 0|01 &2t Jts 8t Maya 5!

Maya5 M E XISEHOZ2 AIEX SAQ LN =& S SOUCH Maya52 L2 222 AIZA MAaH
SAMNZS QoI 2 AMG ZEE D 2HASE UL £t = ESS MEN FTIt6t, JIE9 EH

JI=ES2 HEGHN, OI0IX X2 ME2 Isd )t = #oXol HASE M35t ALt

St Maya & &MY SC J|IHEWO XEX0 ZXEE Solf, Maya 0l 24 J|=ES EtEstD UL 0l
Maya 2t S8 I8t 412 HEXQI J2HE QHHIOIE AIAEN Het XIR23Het HIoIE 7H"DI“_J SFAL
Jelld XM Do e HelssEs &Zs S8El AJ|s0!, otE/I e 21 Hardware Renderer
£ Sl #olg = At

Maya 5 2| &5 23t Jls2 S 201 MO SEH UM &a2Z LIEFEC

CHOILH=! A Maya Fur™, Maya Fluids™ S 2| £ 00l

MAM SFAF-SHEIH OHLIBIOIE, E22l2 2 2SI,

CHSH Gt DIsSas2 MA &2ds U= ;§ Moz OtEC

JHEE OHLICIOI& O A DHE B0l AtEoteE ZFo| StLiol OHLIBIOI & HAEY Q= 23 D|s 2 &Y
SE A2 AIEXZ 502 ofiLisiol & HI }xo_l SMEAESS MEE = UATS o0, HHAIZHY
SH=Z2 JtsH sttt S M E Ol CHol, £ S 31Ul 0 E A (forward kinematics) 2t 21 &

I UI0HE A (inward kinematics)E 2HEGHA| ‘=’E“‘é Sl JIsE Soll, Al SXte MZ22 X9 &Y K041t
MAMAEE SY 4 UCH 8HH, Maya &7 HL NS S Maya API HIA 22 =R A7 SdlA classES &g
= QUCL O, =ZF =2 Zcl= HYS +8ot=class A HLNEZ 5H0H3 maya & dIH
TYI0 H2E 4= UES 6t class S0l ZEE 0 UL

SENOI 0I0|X #X2 Jisd - &l D=l &Y S SAHQ =2 o, AAt =& Al2lLi=

AL
OI0IXI MIZOILt, st HE DeHE ol |IHSclA0 OIZDIDHK, Ar2Xtel 2l e B8 Jts40| &5
SHATIRUCH Maya 2| St S0 Bl 2= XHAITH J2HE ItE2 s 28610 JIE2 AZEF 0

g S0l Hich X WHE £E= 0I0IXIE 2tS &= QA HECH Ol MZ22 JISS 016K, At Xt=
Z2|H(preview) OI0| X2t Y& =F2| 2| Z Z 0 0|01 KIS B2 A2HOH0 HEE = JALH MZ 2 HEH

gl (4 21(Vector Renderer)= 3D 12 S &M S —ﬁ‘— U= 2D JefEO 2 2HHGHH HEHAII|IM, Flash

MX LI Adobe illustrator® and Go Live®%t 22 | JefiZ HEJEH OIM AtZE == QAE £ =S MEEtCH
Maya 5 HZ 0l 0|22, 2= Maya 22 SEE0| L= BHE SN AEHHIOI A XY SECZ
SHUSEAUI| 20, AEX= TS EIHE SE AOIE IPOEHI HUsS 5= UCH
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New in IVIaya Maya 5 delivers unique image creation possibilities

o= Z‘!_J"*Ol NIASE -T2 ) MEHY 2 FItEl Maya5 2 ME2 JIsE1 JIs40l Ar2Xtel &2 H
BB S IIFAEL Maya 2 SS& BHAIN 2HE SMNESEE HS HAEN, RIIE LEE MZ2
IH &4 EPO'O MIAIGEII 0l 2=2480] 2Lt Maya Paint Effects J1=2| 24l 85 A2 2 215, AF= A= JHAI D}
=&l 20|, HHAE Helote, 3&, =28 &, 449 S, 12 2E SHE MEE = ULt &0 OtLlet, Paint
Effects £ 0/ 2ol 22122 JelHLEL 2 |4—0§ t”gk |2 2= U0, S RS2 AF=ZXS0| BelshA ol
TRE AMAEE == QUL Maya Unlimited A2 XUE2 MZ2 Fur Clumping Jls2 Sall 20HU= S22
oL Hele g %_J SIE MASHL, i & Fluid Effects £ Soll BHOF XILt2t 22 XA =0IL 2HO0l=
i 2 QUCH.

NZ &8 . Maya Complete 2t Maya Unlimited

Maya Complete™2 &35}, &5
ZEH DT M2IE0| AIBRE = U=
HCH3D MZ £24&0ICH

, OF CIXERL, A2 O, HIQ JHE, & CIXCl Sol A A0l SAtots Chast
Z/ &0 3D AE = & T=F0|Ch. Maya Complete™2 2t 5t

Feltllss 28
Fur

Maya Unlimited™ & Maya Complete 2| =]
a Cloth 2t Maya
Ch.

2
OtLlct ZEE JefiE JAHC IS AN
Maya Live, Fluid Effects S2 E&ot=, 1)

E3D 222, JHIE OHLIOIOIE Y A
QL oHLIOOIE Z OIXNE St D=2l y
AL CXNE HHEE &HE = AN HE

Maya Complete 2t Maya Unllmlted 2 SGIIRIX®, Red Hat Linux®, Windows® &% Al AEIA 1= E Ch..
Maya Complete 2 Mac® OS X 2& AlA AT S Jts0otLh.
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New in Mﬂyﬂ® Maya 5 delivers unique image creation possibilities

A ALAL SEAF

ot o oo B _

Maya 5 ZMI01 21 SMBHH HAE 422 ISSS NN NYS HS SN2 USHED
CIXIQ RS AIZHOZ Halchs XIS ShIIL, A HAEIS HLIKIOIA SHIILY, Y5t Zois
RUCIZ G XHei0f AOIM Ol2f8t MAIS B4 GIES D& £ 4 ALk

HEE OLIGI O/ &(Character Animation) 2 & &/(Set up)

Qob

FALE HAE Y CIE(Improved Constraints)

HAEAE= 28 HSH OHLIBIOI AU A JtE 20| M0l= S S StLIOICH HAEL A E = GtLt EEE 2
Ol&tSl Ef2 QERME JIEHGHY & QEMES AAXILL &R, I ZEGES 60, OHLIMIOIE MAUH 2
LEE NSSAIZII] HE0ll, 2 Al2E0] SH=ECH

OHLITIOI&E/AAEQE ST IHHE HAE QI E(Parent Constraint) S2| MZ22 JIst 224l

%= Xl(Maintain Offset) L= MEX HAEYQ [ (Selectable Constrain Axes)2 2 J|& HAEYQE
sl SaC=2 QI5H0, AIEX = S RAE HPLYACZ JHeHE M4, =8, HEAMZ &= JULH

& E HAEY 2 E Parent Constraint

O| MIls2 st QEMES Ha) NS HE QEMEQG AZ XS = AN HELE UE AAEY QUE
ORI 2, 01 Ml 8 LEME| 5t0| et Bl(hierarchy) el QEHES W X0 2ol & 4= UL

ZUNOZ QEMHELE OIX| BE2-XAI0 2HQ 22 SAHES 20|, & HEEUWA 2 HBER

NEED BCEAN SEL £ UL HE SH, SHEHIAZ 22 SX 1D = OHLIKIOIE M A, 2

I Ef= 22| Parent Constraint 0._| A0 CF.

OHLIDIOl &/AAER QI E E8llE (Animation/Constraint Biending)

Ol NMER2JISS AL AAEYQAER I ZHAE OHLIHOIAE S LENEN HEAID
NAAHN 88 = JUATE HECH 0l Jls2 268 2 L 4], Set Driven Keys S2| CHE OHLIDHOI*F1
USAZUSH EH AFEE 5= UL

QEA II(Mamtam Offset)
Maintain Offset J| S 2 Et2I0ll CHoll S E QLERME M2 &4UHHAE Hel, 8ld, 27 =3 %% 2Eot=
Ed

Jls0ICh 0l Jls2 &5 &4 & o, Point, Parent, Aim, Orient, Scale S EH?—‘?’—OI AAEHAEN M3,
2tEst & SES JtsAH S
AN SE
EXN = Axis 012 HEiglE HAEYCE HY2, Sete @BNMES (L 0| B2 QEHEN 2o &=
S=XE HEE = UH == Jl=s2l Selectable Constraint Axes € Soll, 2 & 0|0 HE X QI £=&40|
Jtsoll &L
A CtIt, Modify Constrained Axis 2 AFEXZ Gt 3 ZIIEE 0IF 0 S, HSEE QEME L 0|
B2 QEMEN Qo F&s 22 AKX Uet 282 20 et HEE = JATE TAELCH AISKe
L5t Remove Target E2 AMEGHN, HUE S EE MAGCHA Z0&E, B2 QENMES AAEYQE
QEME AO|S] HZE S AME 4= UCH



New:in Mﬂyﬂ® Maya 5 delivers unique image creation possibilities

TS IUIHE AFK)D QIS IIHIOHE A(IK)

FK2HIK = HEH s&2 50| &He &2, & HEH0 et 0l & 2 IR22 AHS2 O st e e
HES IISHASCLFKE Wl ALY ES 24 2H 222 2E JuotH ZHo=s A0 AL IKs
SILICI HEEZ Yo HEESE I &ote 20 AASECH

0l 22, UHX HZ2 22 SHLU2 AZEY NI HSH2Z HASHLH 22, IK= HEHIt £
Ool ?IZ2 Sele s& SS HLINOIE € [ ASE = ULD,FK=E EBIE ARl sHS A= W
AEE %= UL
£dld (Blending)
Maya 5 = FK 2t IK 2| & AtE0| JtsotLh.
Ol= 240l RFEHE IIS22AM,H8 220 28 HZAI2) OHLIHOI& IK MelS Soll =&t
OHLI DiIOIHo SEAZICL SdY HE S M IKA FK XSS stHEAN= SN2 ol0H3 HESEHS
20loty, RE2 OHUIOIOIE HES 0IFEE E &L

JIEF ORLIBIOIE ot IS

Ghosting

S Zele o™t I§— Il o ofLIsiolE s B0 7152, Ghosting JIs2l 422, A=
OHLIOHIOIE S HAGHH, 20 5HE S&S MAE == UL Ol Xl Ghosting 2l B2 HA= HE LEMES
EO0tllct & X && Eﬂ% oILt LA E SOl SS EE6HH S ALH, = Zell0l 21 Z& OIOIHE
ALUEJE UHEHH=E EAJIZE AMMEE == UL

Muting

Maya 5 = Graph Editor 2t Channel Box 0l A &8s == = Channel OHLI0I0I& 0l Maya 5 0ll Ol =224,
Muting Animation and Dynamics & & FII& 0l HANC UL Y& EENHAMS

42152 Muting IS HE, 0 152 HLIBI0I&S 8 QEMENA CIOIEIE HHGH 22N, Heisl
T2 Ol 28 OHLIBIOI &0l SE5HK| T2 SHZECH 0] IS CHOILHL AISI0I& 0 O3 S0 XI=

LEXHENZ HE=L

=2/=2 ZE2 2 (Polygonal Modeling)

Zcl2 O+l (polygon mesh)2l &0t HHS ?et =72 22 AIZAS 222 288 AY sE= A
WA AIZ 10ICH O SR S0z etale Sl 24 A0 vy dd @ BHE =20t Tt

Uv 84 Y mE

UV ETAY RHES A HES AL Y Qe AlI2H0]l 225 = Sl L2 e 52| L RIC

ME A 3=J1= <Isolate Select for UVs>, <Copy UVs to Another UV Set>, <Split UVs>, <Cycle UVs>, <Align
UVs> 52| = =2 <UV Texture Editor Toolbar>, <Alpha Display of Textures>, <Direct Entry of UV
Values> S, & & UV EA X EWHED| Jls St &l HHSES MeH 2 =3 =0

NZ2 Zclz2 222 &+

2o mellt IIoFé BHEW 22 =86 225 0lHe= & 2HE0HYE = AUCH M2 IHL & <Extrude Along
Curve> S0t 22|22 & XNELI HE 22 =4S et &Eot] 24

JIES MESIH BHEE £ AN D] ZO0ICt. EtH, <Extrude Polygon Vertex> &S = HES HEIAS
A0 AEE = AN MF0 D HEAS BR0ts 2 AHOIAN =IO MHOIAS 2t 4= QUCH
<Chamfer Vertex> &2 = HEIAE HASHLD 1 X2l S2 22l E HSUHEL



New in Mﬂyﬂ® Maya 5 delivers unique image creation possibilities

4

=, d2Mz s A s U
4%, Maya 52| <Extrude Graph Widget>
TTE AZBOIH & 489 HEUAN

|.

=cl2 24 (Polygon Reduction)
Maya 52 & LIZ 5, N BLS 2tE=

MESHIAH Sdl md&t JIs2 S22 2L
SAIOICH ME2 YAl

B MR E S
0l & B=E FHsE 2

St
(=)
2
o T o3&
=

4 AlI2ICH
%EI D‘A“Qeometry VvV OHE, JI=

=
==
=]
=
L,

2
U

U2 Soi HAHSHALE
HI? IA ?HIE Y THGIESE Hx‘—
XIE}HOI SeiAl QB HIOIA i =& S
N2 a2 BHAl Hel & =+ F <POIygon
Reduce> OIHI ng QE’“'E OtLIct

(o)

CHOILH B/ A (Dynamics)

COILHEI A Z A0l A, Windows 0fl A1 2 04/.: S0 2tASEO £l 1D 90%2 A5 A E MSEtCh SE&
CIOILHEY AlZ2dI01& 2 M2IE HEH S22 M AUBHEIE SHE SH4AIL HS =S 2t=s =8
JtsAl otod, 20 B2 A0l JOHE 288t 20E S0 &= 00 =L

2L E L M ZE IFZ (Learning Resources and Sample Files)

Maya 5 AFE Xt 2 M 0fl CHEH &4, S5 22t
22 IS0l oAM= 28 "ol B &= U
<Learning Tools DVD>% = 0 /ULCt.

2co =3y (Onllne Help)

SalEl <Maya 5 22t ES2>J|slls AH=X E0HE = U= FEL/AS AAZA U2 10 A=t
IS XUALCH }\HEO MR AM ANE =S 2 W2 MSoli=1, 28 241 S| 2ME
N&etlh £t S8 <=8 Z(help)> AIAE S AHESH)] 20 2SS MM 42810 SLE =52 UHES
HSetlh 8 2= <=8 2> HOoIX= & A0l 2o 2 & M3

Maya &t& DVD

=2 LHE0| ZJlot= <Maya Learning Tools>= OFE S 1 LHE0] HE SHItD UL Maya b = &5
CE7E P22 N300 AFZAIH 0 AZEANE A S = UAEE 5= =0 UL Maya E HS2=2
TGtE DM <EEXE 98 Maya i 2Dl (Learning Maya: Beginner's Guide)>E 2t & 1), Maya 0| ™

HEWMA Z020IEE St= 73”(”EI ol Dt & DWE ZBHE S MERS &5 PRXFE I8t
DVD 2l <IiX| 2L =S St I” S tE <&t Maya HI 3 Y (Maya Techniques: Patch Modeling for Visual
Effects)>= &t & C JIEFM f10 NtE = store.aliaswavefront.com OlA 2ctCI22 HE = UL

UH'

>
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New in Mﬂyﬂ® Maya 5 delivers unique image creation possibilities

2A (Documentation)

0= &4 E Mayab XA S32s S ZRE HES HS 2D SEXHCZ &= = YA HCH
<Instant Maya>, <Instant Maya Unlimited>, <Whit's New in Maya5>, <Instaiiation/Licensing> =, Maya 5 2|
WX ZSe A= UM2HNEE S &2 WHEO0| L XECH

BUA &R FIHUHE

Maya 5= ALY NJ2 2 AKX L& BEHA EFE é.‘JHI Eé Stol AtE A2 oFO:IE,‘ Aoz
MEE = U CH Maya 2l JIsE2 U= &&o6t= 018 2
Alias|Wavefront ZAIOIEZ HZTI0 AFEE 2= ACH A1 Ul= Bonus Games Tools> Soh oled
IHIIXIE MS8 bt ACEH

ZJt 22 < Documentation, Lessons and Extras> CD 0l =& &/ &4 Z #(SampleScenes)ut Gl 0l E
mS MSStC ol & E}%'Z M Ot ALZA LISTHZ S HEIES 2HE X 2L, &0l Maya
MNEYS S256HI| Fldl ASdllx

Af

Hln
oy

Import/Export S4&79/ =7/

Maya 5 °| /\H§$ ol Ol & II 2 ﬁﬁ HoF AL OIOIE IR ZO2 Maya of CHE T2 08 ALOl 2] H&tst
HOIH &2 JtsHl ol =0 Maya 8 22 S import 5H01, CIXIRI S AlZ2H o2 _‘?’_81 ot HLF Maya 2|
HOoIEHE UE A“ETJIOiEexporto}_ 2RE U200, AI2Xe JtE 2 &9 ZUE JESHH & A0l
MEA X& &= It Zo0fl= Flash, DWG, Adobe lllustrator, Encapsulated PostScript, Scalable Vector
Graphics S0| Z & & Ch DXF, IGES, OpenFlight™, StudioTools®, OBJ S0fl CH st 23tEl X2 & FIH=ICH
Maya 5 01| ShockWave® 3D Exporter )t S22 E &&= AIA2 & AHE CIXNO0IUSEMH = S5l Bt
A/\Iol[:l.

DWG 2 DXF Import/Export
CAD 1} AutoCAD® ZZ 14 0fl 2/oll XI & &= DWG 2 DXF o0l CHSt 2t & 22 sk X &2 0| Ml Mac
OS X 2 Linux € X &tz 2= Maya X & SIER/IH 2 AIAENA At JtsoHBCEH

IGES 2+ OBJ

Maya5 = IGES It 2| Import/Export IS & S = H3t3UCH IGES XIRE 0l X Maya ot S&ttl= 2 292
AMAE(Mac OS X @ Linux &) A AHE JtsotCh £8 Maya 5 & OBJ IH (B A X E&)0Il CHSH L&

X2 s &t

Studio Tool

Alias|Wavefront2] =2 AT EJNHE = Ct AtE35H0 3D AEHEE MESI= AIEHE2 MEH & E

<StudioTools> HI0IEH &5 50| S 0l € 210ICH2 0l )52 Mayall B Al2tst S22 206

5l ==
01 5t2{ 1 oh= CIKOILASOIH OFF RolE 2 ges
CIXQl Zeio) R S0 2H CIXQ ASS B FHE 4 YU I 2L
D0l & 4 UCH

=
d C}
=
OICH & ~2ZEUHE 2LF AIEE =
H

rr

HIAMBHALE Dt
, SIS IRIXUHAE AFS Jbs
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New in IVIaya Maya 5 delivers unique image creation possibilities

2/ 6+% 0/ gtAF( General Enhancements )

Al2t2 EoollF== Maya 5 2| &£ CHE M &&= <dgtimer MEL Command>0|Ct. 0] &= A& 2l Al2t
L JHE LE E2 HAGHH 2840 20U= RS ZOHHD MAE = JUA HECH LR M
SIS EetWIl, SAL 20HE0] S, 2&E ©EI|E FIE0N 2= 222 2IIt iU oiolE 2,
JZHY SN HSEES JHCH YEIHY HIHE A multi-level reference 2 & A 2HE hot swapping 2
Jlsgas o) ZH F0NE XESt= A& 2el 2X2E JHX1D A= ZHI0A Ol |SLUSHH AIEE =
US 210ICH

nio

o

St 0l £l &l & 2] Maya = <Move Along Rotation Axes> & & Z&ot=0l, 0l= =2l 2l0ILt 0t
F [Mf(dollying in and out)el &=I| 2& 2 6110, “B2 = =(lockednodes)” CIAZH 0] JlsS ot0H, A
2 HEES EXE I “=AH(copied)”Lt “JI 23t (default)’S S EHE &= U H=CH.

=

2 1R
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New in Mﬂyﬂ Maya 5 delivers unique image creation possibilities

Ol0I Xl #ZX2| =58t J}S 4 (UNIQUE IMAGE CREATION POSSIBILITIES )

Maya 5= el 210l X2 001Xl E#X Jis&2 MS&0 Z2FE iy J1=29 el el Alias|wavefront=
HI2IIE0| @Pote CHst AEIYC OI0IXIE 2S)| ISt MELD HS 228X S E IHLStI| 2l

QSO O & oll 2Lt Maya 450 M= ER0IE CHOILHY A J1&=S 203104 OHLIBIOI & I & XHs o Al

Ct2tst2D & 3D &3 S0t2 JIEt X S &S 8 5= AN HFRUCEH Ol Ml Alias|Wavefront= Maya 55

S0l M22 U Y SEY HEsle HHE &S Aol) 2E SFRS M2 JiE I2NEW 2Rt
2HESHES RS JtsotH HELCH Ol AF2Xe Mayall Dl AZERIN 242 M2 201 E

<ot=9I0f 8ld2f(Hardware Renderer)>, <# & il 2{(Vector Renderer)>, 212l 1) <mental ray for Maya &l 21>

er
S0A =S d=Hot AIEE = AL

OFER 0 W & (Hardware Rendering)

Maya 5 2| Ml & & <Hardware Renderer>= Z2|J
OlDIXI2t &&E &2 XS 0t2X 0|0IXIE Eel
Ot 2HE = UN SHECH Ol ME22 Y s&82
THAICH JJcHE JtE0AM 2atE s8 8 82822
M vertex 2 & T2 IsH S AHESH0 12
L2ZENZ = OI0IKI =& 0
k= H 2tS == UM HZFCt

Ql

O Xl

un

4ol

EO HHE 2L =10 20 BHDHX

DA SlEY HE 2, 010K A2 SFERA Ol Wet, &
WECtH AU SIS/ s 2 S8t IissH e S0 He
OHEIZ2 3 LIH Xl scene 2
g2 UEIZ2S e 2

I

g T dEol HO0BCH HE SH, ot=30
GlOICHOIE R BtAH S & 22, D8 S SH SAIN dHEE 5= UL O

0l el ot LES0ll scene Ol JHMCH 20l= SEE0 N SSXH 2 SEHOICH

A

SIERH S 2 2ot dERA 2lsA 23 AMAEHM 28 Jd® JtE= G313 2L ATI® Fire
GL™ X1, ATI Fire GL Y1, nVidia® Quadro™ 2, nVidia Quadro 4. Mac OS X = GeForce4™ Ti £ K| & &tCt.

OI=RIO LEAZ N W2, UiXl dICE 2 Maya R4 QIEIHIOI AL BE clRI0A 25 ALS
UL

o

A
o

YE{ El{ & (Vector Rendering)

Maya 5 0lAM= 3D AEHEE 2D JefE o g &G
Flash MX, Go Live, Adobe lllustrator S2| 22| I3[ X
O AHES SH SEE &= UALL Oli= Sl 2 O A
CIXtOIALE & CIXOIUH, AbSAE OTE H Ol A CIXOIH
Ol H £51 |28t J1=0lCh 02 %2 Macromedia®
Flash™, Adobe lllustrator, Scalable Vector Graphics,
Encapsulated Post Script S2 £ Jts56t0H, Maya 2

oi==0l, Ole HZLIZ LA AEY0I&E0IL
3t LIHICI2 S0l Ot== X & otLt.
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New in Mayﬂ Maya 5 delivers unique image creation possibilities

mental ray for Maya

010l Oz ¢+HHEF Maya 2 mental ray® AHO| 2]
S82 Maya50llA AZERO LEIZ, MELC
HI® MHHO0lA, Paint Effects(Z 2l 2 0il CH St Paint
Effects & X) S Soll 1= WA UL

=0k OtLI2t, Maya 5 = XtAICH mental ray =&

Jlel 3.2 HE S AJNGHD UCH mental images 2
HEE2 0 ZA HEMH =22 HA Argt = A
StE AteES EZEAIZICH 6O10ll= HI0l12! (baking)
Jls &4, UE= e, H22| 22, HDR
Import/Export, QuickTime Output S0| Z & & C}.

AL LRSS DU LM = =S

B ZEHS MY AL HEA & 22 st

g 4 U= A0l Sol 24 s 2ol

M=Z 2JiE <Bake Sets>E S5t M2 CHE Ttet0lH
E XD U= G2 QLENMEGIATL HEM S)E
Hiol3 & 4= QUCH E8H IR Z2AIAUHAM 242
QEMEZ MZ L X0 o2 #0173 & % JAA ZUCH

S8 aI6E XY

Maya &~ ZE |0, Maya ot =9 01, mental ray for Maya,

I EHE S, M2 AT AL A E Maya &I B Rende =
=48 2 Render Globals, Hypershade™, Render View Eender Current Frame_.

SE ANSote LS HHY X QEHOIAE SaHA Redo Previous Render

Maya 5 LHOI A OF= 21 LSt H S8 UL 0l st P Render Ciirhent Frame. ..
Nz2 SE Y HIUB2S AIS LAl s&52 Rids Prisvicus IPR Renger
=S =1, 8 BHUAM A2 TE HHHE

AEE Ol TS S6 AOIZ 2HEBHH HU S = ot e o >

Rindier Diags

QA GHE 2O OFLIZH OIF O AFR S HI0IZ HIERS T =
SE6IIL AR E 4 USS HECH

Earch Rindes A
Camiel Batch Benoer...

Shiow Baich Bender...

B Maya Soltware
O Maya Hardware
O maental ray

O Mava WecTar

Alia s|wawefront
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New in Maya®

JIEt #ol & 9

Maya50le ME2 Z& %(ﬂﬂk SAE HE SH EEIOH‘: AH 2 2oIA 20| 2O 6 10l= Paint
Effects, Maya Artisan™R, 3D P a . 2 EBdA A2
SAE g, M2A0| D Elﬁa gHE Sol %’JIEQ' A ofLItioldZ JtsatH S ECH

T =

Paint Effects

Maya 2| S58&t J|=2l Paint Effects. Ol CHet Xl &l St O 2 QloH R I1 & geometry Ol A JFE X2l JF & H &
geometry Ofl OIZJ|MtXI, HE 2 SEQ 80| Jtsdl [Ch.

Uﬂlf’ﬂ 1]

Maya 5 = Paint Effects € Z¢c
E2 AEXNS0| RASHH ALS

2 4 0lg 8 ofL e} Yt Z2|2

™ M=z T =2c =

o2 Je|HL eietst Oh= E0l MR CH 22l5tH, 0l == O
—’.‘— U= &L =CE O il“ W& 22 g Paint Effects £ JH)H0I A

E ANESHH HEE =5 A1, HY AXO|LL mental ray S 2| JIEt
dHeZ OIRES MEE == i’UH SUCH Ol & & & Paint Effects £ X ote MZ& 04 E(mash
tool)2 = Mesh B Al R & 3t Mesh Environment Reflections, Paint Effects to Polygons,
Displacement/Bump Mapping, Thorns On Mesh S0| UL}

= 4>
;O

&t 2 = Paint Effects Jl=0l= WA E 0elat
HE, “G0ret 20" e E &4, MZ22
“*““ HECIR" clZdlAl &5 i S0| JALCH
Select Strokes by Name, Flip Tube Direction,
Force Tube Direction Along Path S 2| & JH &
CHET M2 IS Bt EAIL SH
I CH. Paint Effects 2] 201 Z I CHAI
02101 JI1s% 21 100% HetF Lt

Paint Effects for Polygon

Maya 5 0l A = Paint Effects RS2 S HAE
SIAECIE EE5te, Ecl2 ez A
HEE = L OIE* MER2 Jtsd2ez 2l
Paint Effects £ EtA P%é* =59 |
E SoAM 20l 3= mentalray S2 2E
dHE S8 AHZ0] Jroonl Ct.

Mesh EBAl EF
Ol Ml Mesh EHAl 3F T E AMESHN JII0IA 20tE Ot & 20| L= LIRU 2
LY 2= UN CH LEIXNOI BjA| AT} Ol M2AEHOZ = ES AIE06I0
SE UYo IIIZ2R2 DM S22 CHESHE = U L.

Alia s|wawefront
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New in Mﬂyﬂ® Maya 5 delivers unique image creation possibilities

Mesh Environment Reflections

Ol Ml Maya AtEXt= M Z 2 Mesh Environment Reflections &7 £ AIE5I0 28, €, Rel, B 0l= HQE
SO 252 &AM 2SO Y & UACH B Z(ramp) J|8te] BH A E AESt= 0l &= Mesh EciAl EHY ¢t
SN AEE =5 AL

Displacement/Bump Mapping

M=Z2 =0 Displacement/Bump Mapping =75 AIEot2 RIIE Z&0| 2N =BT 0l 5=
Mesh E2Al R E2 AEGIH HEH & A2 S MAHSHCH 0 &7 E Per Pixel Shading &+ 2 &M
Aot A2E MO D &M bump Ol HEE L

Thorns on Mesh

Hdole Ot & S/AE A2 JIAILE EEl2 2
AL
T

S8 0lMl= MZ2 Thorns on Mesh E21AlE Sall, Paint
Effects 22|22 MHOIAO OFF &M 2HE £ %

UL

A

Helotst ey &

Maya 5 = Thin Line 221 Al S &, Multi Streak & 4!, QLU M EZ S, Al It X2 MZ & Paint Effects J|s&
Il Helotet 589 &5 E2 s 3N %“\U\IE‘1 Ch. @LH M E 22 Paint Effects £ 015 oH/\“:E
Fr= ko] 0HE|°“E|01’C\>'(ant|-aliasmg)E SAAIRICH QHMES O|0IXI0 RHE £2 2HE E&06t0
=2 RC2als 9 =< UL

ulti Streak A2 SAGHH A FS =20
SIS HeleEES HENN E8 884
Sotot] 2 Helaretolt 9oel & Helatet
[2USH DEO MZ2 HelJIS E8 8 4 UL
Thin Line 2 82| BHAl ABIZTE AIE0HA &1,
NM=z2 BlAl del)| s Sof, &8 HEILelHA
S M 202 M6 U2 20| HAEtAES

T T
Heote & E

O\H o &2 <

[l

9]
= 5T E SAA I9|E} Multi Streak 24! 0t &
2 J2lHME Paint B2 Al

=

ArSotH 0= RAlet s
=S ASE Z0H XD 100 BH2HX W2 O el It
HEs 248 = AL

=2
Maya 5 0l= E JtXl “& 01" ¥ “Z2 01" Z& attnibutes S 918 JcHZ =10t JUCH SAECE, 0l
J

CTE2 F A 2 MO0 st 1 IR A 4SS AF2oHA 210 AS2 FHE E2l0ANRE JUHIINX
ZEY = AN =L OlHEt M22 A2 AEES Hils S)tss 20U =2 EXNE FL
LIS & 25, It SS AAX2=2Z 58 = JASS 20|18t

Growth Attribute

Maya Paint Effects Ol Al &2f0] LIl 28 =
Stiffness S2| MZ 2 & & attnibutes &2+ OtL
JtsdiBCle 80 &2 0= 23t

2 0l Xl Bend, Curl, Twirl,
AL 2, ASHAHE ALE

Visor 0l = Ol&d 2/ &l OHECIRS MHEBEES & 20iF= ME2 Z2AME
A== AFZSH= Paint Effects of 22 &5 EHAIE A =

12



New in Mﬂyﬂ® Maya 5 delivers unique image creation possibilities

Maya Artisan

Maya o] & =7 HIEQ Artisan™0ll= HY WL XS0l Sol 20| US 26t AHES’— JlsE0l
Z=IJtRUCE. Paint Vertex Color = 7= HEIAS &0 OotL| 2t HI Ol A I:HE*'A(fac evertex)=S HICIE & &
UEE AL U= HESH M XD bsSHBCHL HE X2 Z vertex & (IS ot A L} Ol ot 0l

Jls& 0l Ml Opacity in Paint Vertex Color 22| £JI2 Soll M < Jtsoll R Ch. Paint Vertex Color &2 2t
Script Paint & & MZ 2 Artisan 2 0l XH M BT O MIAH-S2F BEAL OIOIXI0 2018 EefAl Z2 0
NURBS 0fl CH 8t projective paint S, Ct2FSH & &4 2 KIS SHCH

3D HoE

NMZ22 Bl 2 0ls 8822 2ldl
OICIMA NIA MO EXNE €3S = UALF
22 80l 28l S2 HXIE 201 Ch. M2 Fot& EdltTextures Jls2 JI&0
HIEE HAKHS 20|12 Ot EB’H% 0 —’F— ﬁ!?ﬂ fﬂ’é —"“— U o =Ct. 0l== Ol Ml IHIOJE Jtsst
attnibutes 22 A& AIEE U HAEZO EPE M) SEHEE RHE =
ULh= A= 2016HH, =42 I:H% %&9% —i—é!?_* | —‘|:— S AMOIE sAHCLE == UAS= 2/0I8t0h

IOl M 80| RCH TSl HIQE 50|
Set Erase Image HE0| xj}s”“ﬁl, S0ILE =1t

’
&
'I'I
o
o
=
>
«
1o
=
rx
o

Fluid Effects (Maya Unlimited)

S M & 3t Fluid Effects = Maya

Maya BI & 45 0lA 200 S0l H ZRE SF0I= THOIHY A lLH9II| '
S Zgolo 2R Holl= 012 81‘215" S HROIU 2= 0lK=

50l Pt E2 0 JIss
Spring Mesh 2t= MZ & £H
solver £ Soll M Z2tEHSHA BHE= O
o> QU RCH M 2 2 Fluid Effects
I 2| NI E & Set Contents Curve 2t
Make Motion Field 2F &M =Jt& Of
Fluid Effects & W& 2 &N 525
oz OtEALH.

Spring Mesh Solver

MZ &2 Spring Mesh £81= 2D Fluid & At=
ot0f 3D MHIOI A0 SHQ S22t 22 SH
SHSOIHCH [etA, 8% g0l AR
SZ0ILt HE, SX= S0l Y= U= =2

A KIIOIIZ—I(Ocean Shader)0ll 2|a 2FHSH &

LIS SO Ot MEE SH MEE ALS
IE %E HFCIE S22 & ofLItolE &
AUNHEM EMILE2 22 H=FEa 2 RE

13
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New in IVIaya Maya 5 delivers unique image creation possibilities

Set Contents from Curve

MZ S& st Set Contents from Curve &= 3D 32t0lM HICIEDI)| & =&6tD SHE 22 E et
flud HEZIRS FIIE [ Ot W& QI SF0ICH 0l EFE AF26HH Fluid 2712 (L 220 A8 =D}
FIHE oK E EFote 2SS UE = ULCL OIS Y, M2U0IES I £ E S& LHHZ &F3E

= AL

Make Motion Field

Ol MZ2 ZE=HHE QEMEN &2 MEol0d 1 LEXMEI Fluid E S20/HUL Ol 2 HE 20/
etCt Ol E Soll, JHSEI E2 HIIE =10 20t U 20| LEMED Fluid E Sicte SUHEHS
A2ZUH AMZdIolEE 2= UL,

ol

MZ & Fluid Effects Z2|NIEQ &Y =3
Maya 5 0l S0 = =% 2 Fluid Effects Z2|NIE= Jdt= 21t
86t &ts =7 &JIE SHCh

2SI A AIFEO0| &II= ot

i
uin

Set Initial State Options 2 &<, M Al(cache) 21Ell = , attnibutes 27|, M £ & Fluid Effects MEL &0 S,
A0 =201 &= JIE JIsS0| =IO

Maya Fur (Maya Unlimited)

Maya 5 Ol A= E(fur) 222 MHAAZEA MZEGH= CHekst &
CFS0l R0 220 =20 8 2= 0188 H&0| Mol 810l ==l BT

Fur Clumping

MZ& Fur Clumping 7152l F=Jt2 2ol ®Moll= 20t
S SHEAHAT SX= EZ0 B E = == 0| [
HECIRS HUESIHU IHEE2ZM ZHA= E0IL
Jtsattt

Attractors
a2le 82 s&2 Jts3H otJ1 |50 Attractor It =IHEUCH M

ya 5 0l Ali= NURBS =2t OtL| et
f

a
Zcl2 LEMES MEH L= =3 grid &0l Attractor £ Bt= == UL
T
-

o
HCHOt Eel2 2LEMEL NURBS MHIOIA 25, T2 MHIOIA ZOIE, HIOIA, E= MH Ol A
Attractor £ MAAIZ2! &= A0, 2&F Attractor 2| & & 0t XA 0| ECF 2HE ol & CH.

Alia s| wawefront
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New in Mﬂyﬂ Maya 5 delivers unique image creation possibilities

OHLIOIOI®E MY &IA X ( Animated File Textures )
OHLIDHOI & e It &AM O CHE XIR22 0Kl fur HECIRSS
UAEIALE Ol= AlHE et HECIRS B3 E = A= A
MHOIAZRH E0] Metlte &1t S8 s

gAY =A0 Tt HEE =
02

Soll, €01 MASI IH X AL,

%
mlo
10
S &
g

4
30 4
Oy

detE B Jls

Maya Fur A= & 1€ ASXI 23 &= A=, Tetd XHAE tHES 2-26HA12H 22 0]
SEotHL CIAT M2l A Fe 220t AS M OFF |26 H] Lot A RO0A Fur
Clumping )1 SE zIUie &< = AN StJ| 200 8 I MZ22 ZelMEIt —’F—JP%D JIEQ
Z2lNESE 2l AlSHCH

Maya Cloth (Maya Unlimited)

Maya 5 = =22 Maya Cloth &7 ISt it ZFHH NS B0l 2256t= &0l ols
ANEdoldE 2 HSLL HE SO, AR I} ItSE 22 /\IgEﬂOI’\4 ol Bt SHHIE Sall AIZelolE
SAS WE2H Z = AUCH E5F Cache Save Interval =20 M2 FIt=l =2+ I Al(cache)Z Clol
ANEd0lEsS &2 12 NEE = U =L Solver Attribute Editor OHC “X & (save)' HEOI FIHE A
AHMEX 9HA|% MEE 2 A §A b,
API 2 D2 Xt J| E Developer’s Kit
Maya 5 = Maya E? NLEXSHAH S0l S E2IIsH P HMEE Iﬂ%é Ct. Maya APl = =2
=R AR 2dA JHI SHOH X0 ZE2l2 S0 25 SHAU ME2 ES8)|E Sétote 2 s
IZEHEt Maya o & A 25t Z2eiAJF O Gl0ICt
O™ T Y32 e 4E (Open Rendering Framework)
e Mg Jegtez 8890 A= 402 Maya el SA2=2% 2600 SNIXIH
Alias|Wavefront 2| & =22 0{J|0IA 2HS6HA &1, E—If. 22 Maya BlHHE S&S MB8HCL
Jeldtd Maya 5 Ol d= HM 3 ALl B2 E Maya &l R M QIEIHIOI A0 Ot 2Rl S0l S50 AIEE 2
UCH et RHMIE QL L M 3 AL BIH A E JtXI 1D A= A8t Maya 2l ME2 S8 dHE

AN KRN AHIIOAS S0l 238 &= UM AL

IXE Eel2 &= ME (Exposure of High Level Polygon Operations )

API OHEZERL S8 HY LHS HLXS2 APIE Sl MZ FIOtE e A& Ed2 S SES MEE
2 JAC= A0l 2RE 210IC 018 & & =& 0= subdivideFace, subdivideEdge, collapseFace,
collapseEdge, extrudeFace, extrudeEdge, duplicateFace, extractFace, splitFace, splitEdge 0| RUCt.

Z9 HIOIE 2 O X CIOIE 3JH ( Exposure of Light Date/Exposure of Shading Date )
OlHl API E Sl 32 20 H01E IOIE & AFEE &= QL. diffuse reflectance, maximum specular
reflection, light attenuation, hemisphere coverage S0l 21 0l 0| Ct

TEI2 AMAE! GI0IE AF2 ( Exposure of Particle System Date )
IHEI2 }\I*E*'Oﬂ St API 2cHAE Soll, S& Al2Hol st X S CIOILHEAE B2 E = J20,
N Xt= THEIZ22| 0IS0ILE |IXl, HE So d2E 88 4 QUL



NEW il] Maya® Maya 5 delivers unique image creation possibilities

NZ2 Eteo HE BtED]
OIHI, NIE PHRAST 0l HES MBoHE =ES0I (18 HERSH B28 + A= MES HEH O
HESS MaAZ 4 AUCH

I attnibutes 2| 3 ( Exposure of Ramp Attributes )
B atnibutes O 8t 873 API S2ULE Sa M0 2 BES AS UHE 20, AT, BT &
—12I5td JH & KH= attnibutes 222 & AISH LIS S & 2 R28I0], &2 O ECIR g
Ol HHES AR HIOIHE BZ0 2SS I AASE == ALk Paint Effects Z2| M E
e =8 =40] & 0l0ICH

LE/HERIR E20 2 HIHLIS ( Node/Attribute Locking and Callback Mechanism )
HIAIXIOl 2248t O_EHHIOIAS CEM E26t) 232 2H A0t S HE HI A2 HEH E=2
L=t HRI2 20 S8 EX HHE MSot= SHAI M2 =OHUCH

MPxSurface Shape ¢
ORI AHS Rt & 2| 410 Z(XI 20| € 2l-geometry) & 7S Maya 2| LHZ #1012 2
HE X, =2t e FA EY 50| 1 oloICt

oo o

ro
1
A
1o
9
or
0x
o
Ay
rr
o
T
0

Mac OS X & =3 ( Mac OS X Deveiopment Tools )
Mac OS X 221 1-01 OF& A} HH = 2112 Makefiles & AlE st Z2211-01 M
IEN =IOt ACH

0x
or
Ju
S
0%
=
=
ne
>

ZLWE W = X3 ( Film Back Roll Control )

Jtolict ScHA0 Ot ME22 HAEE Sol 28 @& )| backroll £ Z2ES6t=E HE IS0

M OI22=2 H& ( Must Rename to Save )
OH YD T 10 2eHANE, A2 THUS FOIME S BB RIoH MG Holl &4 A
OlECZ MH&EGIE=E 6t= WE0] FILZ UL

© 2003 Alias|Wavefront. Maya is a registered trademark of Silicon Graphics, Inc., used exclusively by Alias|Wavefront, a division of Silicon Graphics Limited. Academy Award is a
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