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getAttr ("pSphere) . translate Z");
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setAttr ("pSpherel .rotate Y" , ¥);
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setAttr ("pSpherel . visibility" , 0);

ST Job 25 e Gllae Wil 5 o B K S gl 4l ki 0313 i 61
setAttr ("pSpherel . scale", 1.5,2,-0.5);
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el 25 O s 4 el gy C i (o s
global proc return_type procedure_name (arguments) {
MEL_statments
}
L s 25 A e Yl s SLIST IS s
g raii g gy 039 6l s gl :Global e
bl Jly) &K a8 US o e 4adST ol b L iprOC o
SVJtn gl 55 g0 5 1355 ol 13 ls, o (slosls § 5 PIOC (s4alS 31 Any TetUIN_tYPE @
Ll 8 o 5L 1 soltie Jlay 85558 b INE Caad ol 53 Lok Sl s 3o &S5 Ul ol (55
sh g sl J Cad
255 b dls) pb e pl o :procedure_name e
Lsh or 9,58 4 Lgh o aih g Caad opl 55 by e la0L]) arguments e
sl op ol Caand 9l 53 358 |l gy cpl bl 13 S 1, s2ws IMEL_statments o
Wl 0s Ol Jlgy L 1 oladla 5 55
yh g 0303 Liuled e 53 YO e Jlg,y onl o
global proc float square(float $x) {
return $x * $x;

}

gm0y il 5 o Hello gaadS ol glazsy Jisy &K oS 05 Iy o
global proc string sayHi() {
return ("Hello\n");

}

o S19s
ab g dd & Jaiys owe oy g lay 05 4l (6l sladlsy ) sws slil i global gadds” S
Lo 4ol 3 (SladlS” 0557 gisee (61 ol Ll ol sl pr (SaST sladlgy il 55 o Wadl sy ) 31 3linl L
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square (*);
\\ Result: a\\
s dal g enls il s & s Hello gauls"sayHi iy, i1 5L
sayHi O
\\ result: hello! \\
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153l 5 51 okt 03 bl oo O gl s Blanil sl 5 AT 58 o 0L 1 OL S ol 0k o8l 3 3
Blender 01, 55k oo 5dle 5 Jn sl 3,8 on 513 o3l 350 55 Ko &S 87 5 8,5 SIS
el O b 5 S BB 55 s ol auld a5 05 L JalS sb s Sl JlST ity s Bl 5 S S
Lsh o aiiiy B BB 53 PY g b S dized (losle sl Sl gs O gub s Sl
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S eslizwl Paython «b; 5 Script Editor (e ooy 53 5 55w Ll 4alsS” Sl b S

import maya . cmds as mc

Maya ;5 Paython Ofygiws Jeol csbd A-Y -
anliy 1y b jite b ol g 0l (SLa0LS 5 oy Sl pled e el S s2ms c2b 5 )
Variables & o
23 9 S o3y laesls U s e Ol ol b ba paze L dSb e Wesls (o 53 (6l Ls'&" s e
MEL |5 s pize dile 5 dieas wlom 68550 5 6K 557 Cog o 0 s ke .S 3Lzl 0T 1 (guday Ol g
5 W juite Js (6l sl ST s b il 5 sad La e 5 AL (L) 55 Lo g sldel (o o Julds Sl 5 o0
il ine B
« finger.nail
«4vertexEdgeld
o Cluster-handle
3 S SIS 1 (Slosls ¢35 &S bl s il 5 gn ite &S5 4T gme s Dol Ly 0L S 0L
e SIMEL 3 Jlte 61 i1 1 0l B0 31 (6 )kems il 422l (5 503 ¢ 55 W15 on 35 otn
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‘Laol{;@s&jwfxf‘_g,!.\&bc_@pg.u&J;\jda.ué,guoﬂg;{qf:lnteger g5 30
Ay S bl (slaol 5
by Slos g olus!
s Floats.Octal/hex .Long Integers dntegers .s,ls 545 sldel i, losls g5 0 Ol o
3 ke dimes Oyl 0b3 3 op 53,08 51 4T glesls g 55 (Lakises slae)Complex Numbers
.(Floats) s ,Lzs! 5 (Integers) e Sls!
25053 33 Jn 6l ol LOLS sl dile LOT Sl 5 S o ozt 1y ol sl Khos alod 05
ls B o 15 (G slize ol

print (d+¥)sY

print o+YsY
T oo oo

& oL Ol sy Lt MEL M 5 Ognl 5o LSl adls 4 g
£S5 L) o § 55 65 & Gl il o5 o sSan 1 eslinal
..sﬁ.\.aljﬁ-Lsﬂ&dc,}j\»;.:ﬁcu\iﬁf@)&gé)u&l

Strings L4l
S g il 4 dishes 8 4" 5 GeMe L Uil e a5 des e olie baazs
'this is a string’
“this is a string"
A 5\ LS dzen b SIS cbails a5 OT 4 Ll lazdy olie 1 eslizul 5550 53 &S (51aSS
L ne 4\D' 5 e ool K 23008 e 4\ Jle (g1 il o gaden Sl 5 0T e (6 SIS
3 G 4 G5 o gt 4y s o s Glas 4 Wl gn SISl Dl 5 Lol el
S 5 s 8 3l oSy s g 5 sladbe 4 g gs se nl S5 55 (ST S e T Sk s
print "C:\tools\new"
#Result: C ools
ew
2 St ol 85 sl Eelots w8 Ly dde b Olge 4 \N g alol oS$ Olse 4\t YL e s
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o lad oslatal (glazdy Hldde 51 ST Oo o 5L 5 S eslimal Oople 05150 (s, \\ Cadle 5L ol
print r"C:\tools\new" L print "C:\\tools\\new"
# Result: C:\tools\new

A5l S Lol K uS wt Cadle bl atdy 53 e LSl g e 051k )3
x="Tam"
y="25 years old"
print x+y
Result: I am 25 years old
Cadle (23108 Sl an Y ekie 3 0058 andldS dlole ¢S Y0 saM S o s A s Al e S11aS

S b YO 3de s 5 23108 5wyl alsls &S (")

up-dt,u,\f@sdmgx‘,\;@?@}:ws@.@ﬂw&l{\)gwum&iuot{;xuau

)

x=Tam'
y=Yo
print x+y

.Aéfa:l.&h\xj)}m:jJ:J\}S'GAY\{A;M)JU@}%&&)LQJJ.
x='Tam'
y=Yo
print x+str(y)

ﬁ‘ob;‘_}iué‘ﬁ.&‘)tym‘)yﬂﬂ)‘@)"&»:w|)b

LOT 596 9 WFlag b S L&TA-1Y

g A b bl s 8 S e )3 Mayacmds sulS s bl Ol ges Lb <l oS shiles
2 Sl B Ol D s

5308 s G MEL 31y 15 5 s Js gl 5o Jis Flag i Y yams MEL S s

S
polySphere -r 1 -sx 20 -sy 20 -ax 0 1 0 -cuv 2;
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S (galdel 5 ol aalSTOT 05 5 Flag e 448 5505 515 (2) Cadhe Cog o 3o 8 o gltnl YU s o
oslizel L. el 1 5lis LFlag b o oK 71" i 6l .t Flag Oles lutie 5,8 o 50T 3l aw
S ol Ol s 1y LOT Uslas Ll s WFlag -1 5
Olse b1, Cmds bl w p 500 gl 53 Oz 5 550 03lial Sl gws 53 bl 510 L Sl sws )3
S (o 03lizl MC slemds lestizal gl 4w ool (35 Sl p me
S 53 O gl 53 1) 5 oS ask
x =mc . polySphere()
print x
[u'pSpherel’, u'polySpherel’]
J,m"Sg;,ﬂ\afdoftupgdmumt{@sacufm‘;g,m,:.@nbdqum,p‘ﬁjﬁ,;
iy 339 B gme 4 aS 0yl L1 30 O OT (glnl (S a5 azdy s 4.3yl edge 1, 0T Sl
35 g 03liul Jpeme Sy g0 4 Ko lAOLS 3 axdy ol 5 Sl
5 Do szt Ll 5 o OT & (22 Mae L 55 O gl 53 o ias e S5 WFlag L MEL Jesle oy 2y
AT a3)lais Yo LI, radius L Flagr b Yo plas Lo S o) sl e sl s o5 1y
x =mc. polySphere(radius=¥8) L x=mc.polySphere(r=s)
print x
0T sl 5 o MEL &l grans (gl 6lwlsS 5 ns 231081 35150 31 (6 )l 3 LBl a2l e 5 5
ST el Ol 5o )

MEL g Python :y bl Sbw! Jgo! sl A-1Y
Sy s bl Lleds | > Maya.cmds abets” ;5 (MEL o) zws) Maya &l gws 51 65k
S 5 Sty b Oy ot ol 558 Ll 1Bl 15 53 sl MEL 55 iz L S0 15 5 9
Maya. ;i estizal L MEL Oy s 00 ;K S8 4 052k 53 1, MEL Oy g2 ol b ool 515 nl b
Lpd 03 ldeo Osml y>mel
import maya.cmds as cmds
selection = cmds Is(sl=true)

import maya.mel as mel
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selection=mel.eval("ls-sl")
S oolatuwl ) Olygrwd 31 ablgi e Ggky 18 99298 MEL slates Swl gzl b mon Slesld Cam
import maya.mel as mel
mel.eval(source "myScript.mel"’)
mel.eval(source "myotherScript.mel" ')

mel.eval(‘(mySourcedFunction(1)')
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Paint Effects syl 51 e o &S 4 .45’ o L1 Corel Painter aste Jios 1K,
S S 3 l,yr.ls‘afu;ljw S ol g5 Sl ol ! S (5T, o5 &3 2 WIS
AL A S5 4 G

Paint Effects (g0 yoxis 3l oolaiw! b9,
@iPaint Effects o b 15" Clsst 1, Paint Effects s« ;§ Window s 5
LIS 035 L ST eslial A ST 51 5 e Grmenen 5551 e o ey 5o
sl g 3L w1 5555 e esls Jiuled ki 3 5> Paint Effects o e

Paint Effects

e 3 gl o 03l> J.g‘Lw o ol 0 o (5YL Coand y3 )l 3l

w0 py sl 4 Paint Effects oy 55 51
Paint kgg;,fPaint S Sl 255 o odss (Gman

\_ ‘Ju‘ﬁbﬂ-’;i@fws;;.-\:Sgl&cs\bCanvas
BSyhs 0Ll o (695 2 e ol Loz ¢S5 (i S

P lF e rsle Sy SIS 5 Alt s 22l
S S S 55 50




<
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255 s

(Snapshot) ¢, ¢ ,.Se ¢ :Save a snapshot of what is currently displayed to a file
S gm0 1y ol e s

bl Sl geels Slekas (o ey 4y 5 ol st L :Edit template brush

w5l iy Sl aedd £l ol o7 555 oo 5 VSO (g0 ety 4y 8l 65,5 2 <SS L :Get brush n
Sl
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