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13000000000
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2.1.10file(D O )O

2.1.1.10 import(0J O )

2.1.1.200 export selected network(D 0 0 O O O OO 0O)O
2.1.20 edit(C O )T

2.1.2.10 delete(d O )OI

2.1.2.200 delete unused nodes(U 0 O O O O 0O 0O)O
2.1.2.300 delete duplicate shading

networks(C OO DO OO DO OODO)2.1.240 delete all by type(U D D O 0O 0O O)O
2.1.2.50 revert selected swatches(U 0 0 0 O 0O O )0
2.1.2.600 selectall by type(D O O O O O)O

2.1.2.700 select objects with materials(C0 O O 0 O 0O 0 O )d
2.1.2.801 select materials from objects(C0 O O O O O O)O
2.1.2.900 duplicate(C 00 )OI

2.1.2.1000 convert to file texture(maya software)] [0 [0 00 O O O O (maya
O0)yad

2.1.2.1100 convert psd to layered texture(O O psd O O O0)O
2.1.2.1201 convert psd to file texture(J O psd] OO0 OO0 O O )X
2.1.2.1300 create psd network(O O psdd [0 )

2.1.2.1407 edit psd network(C] O psd O )T

2.1.2.1500 update psd network (] 0 psd] [0 )OI

2.1.2.1600 create asset( O OO 0 )

2.1.2.170 transfer attribute values(C0 O O O 00 )J

2.1.2.1800 publish connections(C) O O O )T

2.1.2.190 set currentasset(C D O O 0O 0O 0O)O

2.1.2.2000 remove asset(C) O O O )T

2.1.2.210 collapse asset(0J O O 0 )OI

2.1.2.220 expand asset(CJ O O 0 )OI

2.1.2.2300 edit texture(CD 0O O O )X

2.1.2.2400 test texture(D O 0O O )X

2.1.2.2500 render texture range(0 O O O O O)O

2.1.30 view(O O)O

213 10frameall(0 00000 DOOO)O

2.1.3.2[0 frame selected(C0 O O O )

2.1.3.30asicons(0 0 00O 0O)O

21340aslist(C O OO0 DO OO)O

2.1.3.500 as small swatches(OJ OO 00 [0 [0 ) [
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2.1.3.60 as medium swatches(CJ O O OO0 [0 )OI

2.1.3.70 as large swatches(O U 0 0 O)O

2.1.3.8[1 as extra large swatches(C0 0 O 0O O 0 )

2.1.3.900 by name([D1 OO0 O )

2.1.3.1000 by type(O O O )OI

2.1.3.110 by time(0 O O )0

2.1.3.12[0 reverse order(CJ O O O) O

2.1.40 bookmarks(O O )

2.1.4.100 create bookmark(C 0O 0O 0 )O

2.1.4.200 bookmark editor(0 O O 0O [0 )

2.1.500 create(d O )

2.1.5.100 materials(CJ O )O

2.1.5.2[0 volumetric materials(C) O 00 O )

2.1.5.300 2d textures(2dJ 0O )OI

2.1.5.40 3d textures(3dJ [0 )T

2.1.5.50 environment textures(C) 0 O O )J

2.1.5.60 layered textures(C) U O )

2157000000

2.1.5.800 glow(O O )

2.1.5.900 lights(O O ) O

2.1.5.1000 camera(J O O )

2.1.5.1100 image plane(0 O O O ) O

2.1.5.12[1 create render node(J 0 O 0O 0O O )OI

2.1.60 tabs(D O )T

2.1.6.100 create new tabs(O O O O O ) O

2.1.6.20 move tab up(C0 O O O)O

2.1.6.300 move tab down(d O O O )

2.1.6.400 move tab left(CJ O O O )OI

2.1.6.500 move tab right(CJ O O O )X

2.1.6.600 rename tab(CJ O O 0O 0O )d

2.1.6.70 remove tab(CJ O O O )0

2.1.6.800 revert to default tabs(C0 O O 0 0O O )OI

2.1.6.90 show top tabsonly(D O O O O O O )T

2.1.6.1000 show bottom tabsonly(D O O O O O 0O )T
2.1.6.1100 show top and bottom tabs(C O O D O O 0O 0O O)O
2.1.6.1200 currenttab(0J O O O )O

2.1.70 graph(0 O)O

2.1.7.10 graph materials on selected objects(C O O 0 O O O 0O O )0
2.1.7.20 clear graph(O0 O O O )OI

2.1.7.300 input and output connections(CJ OO 0 0O 0O 0O 0O )O
2.1.7.400 input connections([] 0 00 O )0

2.1.7.500 output connections(C1 O O O )

2.1.7.60show previousgraph(O O O OO OO OOOOOO)O
21.770shownextgraph(0 0 0 00O OOOOOO0O)O
2.1.7.800 add selected tograph(C O O 0O O 0O O)O

2.1.7.90 remove selected fromgraph(C 0 0 0 0 OO O OO O 0O)O
2.1.7.100 rearrange graph(0J O 0O O0) O
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2.1.80 window( 0 )

2.1.8.100 attribute editor(CJ 0 0 O O )0

2.1.8.2[1 attribute spread sheet(C] OO OO [0 O 0O )
2.1.8.300 connection editor(C0 O O O O )

2.1.8.401 connection selected(J O O 0O )

2.1.90 options(O O )OI

2.1.9.100 create bar(C0 O O O )OI

2.1.9.200 bins sort shading nodeonly(C O O O OO0 OO0 0O 0O)O
2.1.9.30 display(work areaonly) D O O (0D O O O O)O O
2.1.9.400 keep swatches at current resolution(0 O D 0D OO0 0 OO0 0O 0O)O
2.1.9.50 clear before graphing(CD O O 0 O 0O )0
2.1.9.600 show relationship connections(J O O O 00 0O )0
2.1.9.700 merge connections(C) O O O )T

2.1.9.800 opaque assets(L 0 O O 0O 0 )T
2200000

2.30 create( O )

2.3.100 favorites(U O O )T

2.3.200 mayalJ

240 bins(U O 0O)O

2410000

24200000000

25000000

2.600 work area(] [0 [0 [0)[O

270 tabtoolbar(C O O O0O)

O

O3000o0oooo

3.10 surface shader(0 O O O O)O

0 o00ooooooooo

3.1.1.10 common material attributes(C) 0 0 O O O )0
3.1.1.200 special effects(0J O )OI

3.1.1.30 matte opacity(C O O O O )0

3.1.1.40 raytrace options( 0 O O 0O 0O )T

3.1.1.500 node behavior(C O O O )OI

3.1.1.600 hardware shading( O 00 O )OI

3.1.1.700 hardware texturing(0 O O 00 )J

3.1.1.80 extra attributes(U [0 00 O )

3.1.1.900 shading groups(O O [0 )
3120000000000000

3.1.2.100 anisotropic(C] O O O )

3.1.2.20 blinnO

3.1.2.300 hairtube shader(D O O O O 0O O)O
3.1.2.40 lambert[]

3.1.2.500 layered shader(0 O O O O )

3.1.2.600 ocean shader(0 0 O O O)O

3.1.2.70 phong

3.1.2.800 phong eld

3.1.2.90 rampshader(0 O 0 O 0O)O
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3.1.2.1000 shading map(C1 OO0 O 0O )OO
3.1.2.1100 surface shader(0 O O O O )
3.1.2.1200 use background(O O OO O )
3.200 volumetric shader(C0 O O O O )OI
3.2.10envfog(D O O)O

3.2.200 fluid shape(C] OO0 O O )

3.2.30 light fog(O O O )T

3.2.40 particle cloud(O O O)O

3.2.500 volume fog(C O O0)O

3.2.600 volume shader(0 O O O O )0
3.30 displacement(] 00 )

3.3.10 ¢ muscle shader(cO O O O )
3.3.2[0 displacement shader(CJ O O OO0 O )T
040 Otexture 0 O OO

4.10 2d texture(2d] O )OI

41102d0 0000000

4.1.1.10 place2dtexture(U O 2d0 O)O 0O O
4.1.1.20 color balance(C) O O O )0 effects(CJ O )T uv coordinates(uvl [0 )O
41202d00000000O00O0
41210 bulge(D O O O)T

4.1.2.20 checker(OO O O )

4.1.2.30 cloth(O ) O

4.1.2.40 file(O O)O

4.1.2.50 fluid textures 2d(2d0 O O O )
4.1.2.60 fractal(0 O O O O)O

4.1.2.70 gird(C O )O

4.1.2.800 mountain(C] 0 )

4.1.2.90 movie(O O )O

4.1.2.100 noise(C] O )

4.1.2.1100 ocean(J O )

4.1.2.120 psd(psd] O )OI

4.1.2.130 ramp(0 O)O

4.1.2.140 water(O )OI

4130 2dtexture(2d O0)O OO O OO
4.2[1 3d textures(3dJ 00 )OI

4.2.10 brownian(J O )0

42110 brownian(0 0O OO DOODOOODODO
42120 brownian(CD 0O O D DOOOODOODO
4.2.20 cloud(O )

4.2.300 crater(0 O )OI

4.2.40 fluid texture 3d(3d0 O O O )
4.2.500 granite(C0 O O )O

4.2.600 leather(CD 0 )OI

4.2.70 marble(C O O)O

4.2.80 rock(D O)O

4.2.90 snow(d )Od

4.2.100 solid fractal(D O O 0 )
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4.2.110 stucco(J 0O )OI

4.2.1200 volum noise( O O O )
4.2.1300 wood(OJ O )

4.30 env textures(O O O O )O

4.3.10 env ball(CD O O)O

4.3.20 env chrome(CO O O O)O
4.3.30 envcube(d OO O)O
4.3.40envsky(0 0O 0O 0O)d

4.3.500 env sphere(0d0 O O 0O)O

4.40 other textures(C O 0O 0 )0

O

00 50 O utilitiesT O 0 O O 2090

5.100 general utilites(C O O 0O 0O 0O)O
5.1.100 add double linear(Cl O O O )0
5.1.200 add matrix( O O O )OI

5.1.300 angle between(C) O O O )OJ
5.1.400 array mapper(CJ O O O)O
5.1.50 blendtwo attr(D 0 O O O 0O )T
5.1.600 bump 2d(2d0 O )OI

5.1.70 bump 3d(3d O )OI

5.1.800 choice(O )

5.1.900 chooser(C1 0O O )

5.1.1000 condition(J O )

5.1.1100 curve info(C0 O O 0O )0
5.1.1200 decompose matrix((J O OO0 00 )
5.1.130 distance between(CJ O 00 O )0
5.1.140 frame cache(C O O )1
5.1.1500 height field(O O O O )O
5.1.1600 light info(0 O O 0O )

5.1.1700 mult double linear(C0 O O O )0
5.1.1800 multiply divide(O OO0 0 )T
5.1.1900 2d placement(2d] [0 )T
5.1.2000 3d placement(3dC] [0 )T
5.1.2100 +/-average(U O O O O)O
5.1.22[1 projection(] O )

5.1.230 reverse(U O )0

5.1.2400 sampler info(C0 O O O )0
5.1.250 setrange(] 0 O O )OI

5.1.2600 stencil(C0 0 )

5.1.2700 studio clear coat(C] 0 O O O 0O O)O
5.1.2800 surface info(CJ 0 O O )
5.1.2900 unit conversion(d O O O ) 2360
5.1.3000 uv chooser(uv O [0)O
5.1.310 vector product(CJ O O O )0
5.200 color utilities(O O O O )

5.2.10 blend colors(0d O O O )
5.2.20 clamp(C O )
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5.2.300 color profile( O O O )
5.2.400 contrast(J O O )

5.2.500 gamma correct(C] O 0O O )1
5.2.600 hsv to rgb(hsvd [0 [ rgh) ]
5.2.700 luminance(I 00 )0

5.2.800 remap color(00 OO0 O O O)O
5.2.900 remap hsv(0 O O hsv) O
5.2.1000 remap value(CD O O O )3
5.2.110 rgb to hsv(rgbd 00 O hsv)
5.2.1200 smear(CJ O )

5.2.130 surf.luminance(d O O O )0
5.30 switch utilities(C) O O 0 )T
5.3.100 double switch(C O O OO O )T
5.3.20 quad switch(C O O O O )T
5.3.30 single switch(O O O 0O O )O
5.3.40 triple switch(D O O 0O O )O
5.40 particle sampler(C O O 0O )0
060 O mayall O O

6.10mayall 0 O OO

6.1.100 ambient light(C O O )OI
6.1.200 directional light(CO O O )
6.1.300 point light(CO O 0O )OO
6.1.40 spot light(CD O O )

6.1.50 area light(O O O )

6.1.600 volume light(CJ OO0 00 )
6.20 mayall 0 O OO0 O
6.30mayadl DO OO OO0
6.3.100 ambient light(C O 0O )O
6.3.200 directional light(CO O O )0
6.3.300 point light(CO O 0O )
6.3.40 spot light(Od O O )O

6.3.500 area light(C O O )OI

6.3.60] volume light(O O O )T
6.40mayadl DO OO0

0 70 O rendering(C O )0

7.10 render view(J O 0O O )0
71100000
7.1.1.10fle(C0)D OO
7.1.1.20view(D 0)O O O
7.1.1.30 render(00 O)O O O
71.14010pr(0O00O0O0DO)Y)YO0ODO
7.1.1.50 options(CJ )OO O O
7.1.1.60 display(0 O0)O O O
71200000

2000000

7.2.10 software renderer(CJ O 0O O 0 )0
7.2.20 vector renderer(C0 O O O O)O
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7.2.300 hardware renderer(CJ 0 O O O )O
t3000ooa

A0000000000

S000000000D0

7.5.10 software render(C0 O O O )OI

7.5.200 hardware render(CJ 00 00 O )0

7.5.300 maya vector(C1 0O 0 O )1

600000

76100000000

76200000000

7.6.2.100 layers([1 )

7.6.2.2[0 contribution(t O )OI

7.6.2.30 options(J O )

76240 00000000

76250 00000000000
Osooooooooa

8.10 lighting/shading(C O /0 0 )OO O

8.1.100 material attributes(C) O [0 00 )J

8.1.2[1 assign new material(CJ O O 0 O )0

8.1.301 assign favorite material(J O O O O O )0

8.1.401 assign existing material(CJ [0 00 O 0O 0O )

8.1.500 assign new bake set(C O O O 0O O O)O

8.1.601 transfer maps(CJ 00 OO0 00 )0

8.1.700 make shadow links(CI OO 0 [0 O [0 )/break shadow links(CJ 0 0O 0O 0O 0 )O
8.200 texturing(C) 0O )OO O O 35801

8.2.100 3d paint tool(3dJ 0 O O )OI

8.2.201 create psd network([J 0 psdd [0 )

8.2.30 edit psd network ([ I psd] [0 )

8.2.400 update psd network (] [ psdd O )OI

8.2.501 create texture reference object(CJ 0 O 00 0O 0O 0O O )T
8.2.60J delete texture reference object(CJ 0 0 0O 0O 0 0O O)0
8.2.701 select texture reference object(C 0 O O 0O O O O )T
8.2.8010 nurbs texture placement tool(nurbst O 00 O O 0 )T
8.30render(U )OO O

8.3.101 render current frame(0J O O 0O O )OI

8.3.20 redo previousrender(0 0 D O O 00O O)O

8.3.300 ipr render current frame(iprJ O O 0O O )0

8.3.400 redo previous iprrender(J O O O O O ipr O )0
8.3.50 test resolution(0 O O O O )

8.3.60J run render diagnostics(0 O O O 0O O )O

8.3.70 set nurbs tessellation(J O nurbst O O [0 )

8.3.80 batch render(C0 00 0O )

8.3.900 cancel batch render(0 O O O O )

8.3.1000 show batch render(CD O O O 0O )

8.3.1100 render using(CD O O O )0

8.4[1 toon(] 00 )

8.4.100 assign fill shader(CD O O O O O [O0)O
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8.4.200 assign outline(0 O O O O)O

8.4.2.10 add newtoonoutline( O D DO OO O O)O

8.4.2.2[10 remove currenttoon outlines(C O O O OO 0O 0O O)O
8.4.30 create modifier(C0 O 00 00 O )

8.4.400 set camera background color(U 0 O OO OO 0O O)O
8.4.500 get toon example(C O 0O 0O O O)O

8.4.601 reverse surfaces(J O OO 00 )O

8.4.70 assign paint effects brush to toon

ines(C O OO00DOOOOODODOO)O

8.4.801 convert toon to polygons( O O O O O 0O O O)O

8.4.900 paint line attributes(C0 O O O 0O 0O O) O

8.500 stereo(] O )

8.5.100 editors(0J I )

8.5.1.100 custom stereo rig(C 0 O 00 O 0O O )T

8.5.1.20 custommultirigt D O O 00O O)O

8.5.2[0 create(J U )OI

8.5.2.10 stereo camera(] 0 O O O )T

8.5.2.20 multistereorig(C D O O O O)

8.5.300 make links(C O O O )0

8.5.400 break links( O O 0O )OI

8.601 paint effects(C] O O O )OI

8.6.100 paint effectstool(0 O O O O O)O

8.6.2[0 make paintable(C0 O O OO0 O O)O

8.6.300 get brush(CD 0 O O )OI

8.6.400 template brush settings(0 O O O O O0)O

8.6.500 reset template brush(O O O OO0 0O 0O O)O

8.6.601 flip tube direction(0 O O O O O )O

8.6.7L1 paint on paintable objects/view

pane(C 00 00D0O0O0/O0000000O0O)O

8.6.801 apply setting to laststroke(U D 0 O OO O OO OOO)O
8.6.901 get settings from selected stroke(C O O O 0 0 0 0O 0O O)O
8.6.1001 apply settings to selected strokes(U O O O O O O 0O 0O O )T
8.6.11[1 shareone brush( O O O 0O O )0

8.6.12[1 remove brush sharing(U O O 0 O O)OJ

8.6.1301 select brush/stroke names containing(D O 0 OO0 O OO 0OO/00O)O
8.6.14[1 create modifier(CJ O O O O )T

8.6.1501 brush animation(C) O O [0 )T

8.6.15.10J loop brush animation(0) 0 O O 0O 0 )

8.6.15.2[10 make brush spring(C] O 00 0O 0O O )X

8.6.15.3[1 bake spring animation((J 00 00 OO0 00 0 )O

8.6.1601 curve utilities(CI O OO0 [0 )OI

8.6.16.101 simplify stroke path curves(C0 O O OO0 0O 0O O O )0
8.6.16.2[1 set stroke control curves(C O O O O 0 0O O)O
8.6.16.3[1 attach brushtocurves(C O O O O 0O O O)O

8.6.16.4[1 transfer all strokestonewobject(C D O OO OO0 OO0 00O O)O
8.6.16.501 make pressure curve(CD O O O O O )X

8.6.1701 auto paint(C] 00 0 [0 ) 45901
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8.6.17.100 paint grid(00 O O O )OI

8.6.17.2[1 paint random(CJ OO0 00 00 )OI

8.6.18[1 paint effects globals(00 O O O 0 O O O)O
8.6.1900 mesh quality attributes(C0 OO OO 0 O [0 )
8.6.2001 preset blending(C0 00 00 00 )

8.6.2100 save brush preset(0 O O 0O O O)O

g70fur(C OO ODO

8.7.10 attach fur description(CJ 0 0O O 0O O )O

8.7.200 edit fur description(0 O O O O O)O

8.7.30 paint fur attributes tool(O O O O 0 O 0O O)O
8.7.400 update furmaps(0 O O O 0O O)O

8.7.50 fur description(more)(J O OO0 O )0

8.7.5.10 create unattached(C 0 O O 00 O )0

8.7.5.200 detach(O O )OI

8.7.5.30 duplicate(d O )OI

8.7.5.400 delete(d O )OI

8.7.5.50 select surfaces atached to(U O 0 O O O 0O O)O
8.7.600 reverse furnormals(C) 0 O O 0O O )0

8.7.700 offset fur direction by( O O O OO O )

8.7.80 fur shadowing attributes(C] O 00 00 00 O )
8.7.8.10 add to selected light(CU O O 0 O O 0O O )d
8.7.8.20 remove from selected light(OU O O O O 0O O O O)O
8.7.901 fur render settings(CJ (0 00 OO0 0O 0O )

8.7.1000 attach hairsystemtofur(C O O OO0 O O OO O)O
8.7.110 detach hairsystemfromfur(C 0 0 00O O OO OO O)O
8.7.120 edit curve attactorset(0 O O O 0 0O 0O O)O
8.7.130 set start position to(C0 0 O O 0 O)O

8.7.1400 delete curve attractorset(C O O O O O O O)O
8.800 paint effects panel(C O O 0O O O)O

8.8.10 paint(0J O )OO O O

8.8.20 canvas(C O ) O O

8.8.30 brush(C O)O OO

8.8.40 camera(U U O)O OO

8.8.500 resolution(D O )OO O O

8.8.601J objectshading(U O O O )OI O O

8.8.70 display(C O )OO O O

8.8.801 stroke refresh(0 O 0 )0 O O

g8/ pnuoooDO
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