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0 20 O particles/nparticles(C O /n0 0)0 O O

2.10 particles(J 00 )

2.1.100 particle tool(D O O O )OI

2.1.1.10 general control attributes(C 0 O 0 O O )J
2.1.1.2[0 emission attributes(see also emitter

tabs) D0 00 0@ DODO0O00O0ODO)YOO
2.1.1.300 lifespan attributes(see also per-particle

tab) D00 0000 @OuoOoboooooo)ydo
2.1.1.400 time attributes(CJ OO0 O O )0

2.1.1.500 collision attributes(CJ O 0 00 )

2.1.1.600 soft body attributes(C] 0 00 O )

2.1.1.70 goal weight and objects(0 O O 0 O 0O O )O
2.1.1.800 instancer(geometry replacement) 0 O O (0D O O 0O 0O)O O
2.1.1.900 emission random stream seeds(C] O O O O 00 O )
2.1.1.1000 render attributes(CJ 0 OO [0 )

2.1.1.1100 render stats(CJ 0 OO OO )0

2.1.1.1200 mental ray(mental rayC] 00 O O )
2.1.1.1300 per particle(array)attributesT] 0 O O (D O ) O OO
2.1.1.1400 add dynamic attributes(C 0 O O O O O )0
2.1.1.150 clip effects attributes(0 O O O 0O O )
2.1.1.160 sprite attributes(0 O OO0 O )T

2.1.2[0 create emitter(0 0 O O O )OI

2.1.30 emitfromobject(U 00 0O OO )T

2.1.40 useselectedemitter(0 0D OO0 00O 00O O)O
2.1.500 per-point emission rates(C] O 0 00 0O 0O O O)O
2.1.600 make collide(C0 00 0O O )OI

2.1.700 particle collision eventeditor(C D O O O 0O 0O 0O 0O)O
2.1.80 goal(0 O0)O

2.1.900 instancer(replacement)0 O O (0 O )0 O
2.1.100 sprite wizard(CO O O O )d

2.1.11010 connect to time(OJ O 0O O O )

2.2[0 nparticles(n O )X
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2.2.100 create nparticles( O nO O )0

2.2.1.10 nparticle tool(nC) O O O )T

2.2.1.2[0 create emitter(CJ O OO0 0O O )0

2.2.1.30 emit fromobject(C O O 0O 0O 0O O)O
2.2.1.40fill object(C O O O)O

2.2.1.500 points/balls/cloud/thick cloud/water(C /O O /0 /00 O /0 )d
2.2.200 get nparticle example(D O nO O O O)O

0 30 O fluid effects(C0 O O 0O )0 O O

3.100 create 3d/2d container(0J O 3d/2d0 O )

3.2[0 add/edit contents([1 [0 /O O O O )

3.2.10 emitter(0 O 0O) O

3.2.20 emit from object(0 O O O O )

3.2.30 gradients( 0 O )

3.2.40 paint fluids tool(O O O O O O)O

3.250 withcurve(C O O O)T

3.2.600 initial states(CJ O O O 0O )T

3.30 create 3d/2d container with emitter(J U O O O O O 3d/2d00 O )T
3.40 getfluidexample(U O O 0O O 0O)O

3.50 get ocean/pond example(U O O O /000 0O)O
3.60 ocean(] O )OI

3.6.100 create ocean(J O OO 0 )

3.6.2[0 add preview plane(C] O 00 O 0 O )1

3.6.300 create wake([J [0 [0 [0 )

3.6.400 add ocean surface locator(0 0O O O OO0 0O 0O O)O
3.6.500 add dynamic locator(0 O O O 0 0O O O)O
3.6.600 add boat locator(0 O O O O O O)O

3.6.700 add dynamicbuoy(D 0 O O 0O O O)O

3.6.801 float selected objects(C] O OO O [0 1)

3.6.900 make boats(C] [ [ [0 )

3.6.1000 make motor boats([J [0 00 00 O )

3.70 pond(OJ O )T

3.80 extend fluid(D O O O )O

3.900 edit fluid resolution(U 0 O O O 0O O)O

3.1000 make collide(l O O O )T

3.1100 make motion field(C) O O O 0O )T

3.1200 setinitial state(U 0 O O O 0O )T

3.1300 clear initial state(0 O 0 O O O)O

3140 savestateas(U O O O 0O O)T

(0 40 O fluid ncache/ncache(C O nO O /O 0)0 0 O
4.100 fluid ncache(OJ O nO O )OI

4.1.10 create new cache(D O O OO0 O)O

4.1.200 delete cache(0 O O O )OI

4.1.30 attach existing cache file(C O O O O O O 0O)O
4.1.40 disable/enable all cachesonselected(D O /0 000000000 DO)O
4.1.50 replace cache(D 0O O O )

4.1.600 merge caches(J O OO 00 )

4.1.700 append to cache(Cl O OO0 O O0)O
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4.1.800 replace cache frame(D O O O O )0
4.1.900 delete cache frame(CJ O O O O )T

4.2[0 ncache(nO O )

4.2.10 create new cache(O O O OO0 O)O

4.2.200 delete cache(D O O O )OI

4.2.300 merge cache(CD 0 O O )0

4.2.40 replace cache frame(0 O O O O0)O
4.2.50 delete cache frame(0 O O O O)O

4.2.60 transfer cache to inputmesh(C O O O OO OO O)O
050 O fields(0 )OO O O

510ar(0 00O 0O)d

520drag(0 0 0O O)O

5.30 gravity(CO O O0)O

5.40 newton(O O 0O O )

550 radial(U O O O)O

5.600 turbulence() O O O )T

5.70 uniform(0 O O O )0

5.80 vortex(U O 00 O)O

5.90 volume axis(UJ O 00 0 )OI

5.1000 volume curve(D O O 0O 0O)O

5.1100 use selected as source of field(C O O O O O O 0O 0O O)O
5.1207 affect selected object(s)(0 O O O O O )
00 60 O soft/rigid bodies(C0 O /O O0)O O O
6.100 create active rigid body(C0 O O 0O 0 O )1
6.200 create passive rigid body(0 O 0 0O O O)O
6.30 create nail constraint(C] O O 0O 0O )0

6.400 create pin constraint(C0 0 O O O )0

6.501 create hinge constraint(CD O 0O 0O O [0 )
6.601 create spring constraint(C0 O 0O 0O 0O O )
6.700 create barrier constraint(C 0 0 0O 0O O )0
6.80 setactivekey(U O O OO 0O O)O

6.90 set passive key(D 0 O 0 0 0O 0O)O

6.1000 break rigid body connections(U O 00 O O O )
6.1100 create soft body(U 0 0 O )

6.1200 create springs(CJ O O 0O )OI

6.1300 paint soft body weights tool(C0 O O O 0 O O O)O
070 O effects(C 0 )OO O

7.10 create fire(U O O 0O )0

7.200 create smoke(C O O )

7.30 create fireworks(CJ O 00 00 )

7.40 create lightning(O O O O )O

7.500 create shatter(C] 00 00 00 )

7.60 create curve flow(D O O O O O)O

7.700 create surface flow(CD O O O 0O O)O

7.80 delete surface flow(00 O O O 0 O)O

(0 80 O solvers/nsolver( O O /O 0 0)O O O
8.100 solvers(OO OO OO )
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8.1.100 initial state( O O O )OI

8.1.20J rigid body solver attributes(C) 0 O 0O 0O 0O 0 )
8.1.30 current rigid body solver(D O O OO0 0O O)O
8.1.40 create rigid body solver(D O O O O O O)O
8.1.500 set rigid body interpenetration(C] O [0 OO0 00 0O )
8.1.60 set rigid body collision(0 O O O O O0)O
8.1.700 memory caching(J O O O )

8.1.801 create particle disk cache(0 O O O O 0O 0O O)O
8.1.90 edit oversampling or cache settings(0 O O OO0 OO0 O 0O O)O
8.1.1001 interactive playback(( O 00 [0 )

8.2[0 nsolvers(nJ OO 0 )

8.2.10 assign solver( O O OO )

8.2.2010 initial state(0J O 0O O )OI

8.230aedisplay(C D OO DO OO)O

8.2.400 interactive playback(CD O O O )0

090 0hair(DO)O OO

9.10 create hair( O O O )0

9.200 scale hair tool(D O O O 0O 0O)O

9.30 paint hair follicles(C 0 0 O 0O 0O )0

9.40 paint hair textures(O O O 0O O O)O

9.500 get hairexample(D O O O O O)O

9.600 display(0] 0 )

9.700 set start position(] [0 O 00 0O O )O

9.801 set rest position(] [0 O 00 0 O )3

9.90 modify curves(O O O O )

9.1000 create constraint(CD O O [0 )

9.1100 convert selection(CD O O O )0

9.12[1 assign hair system(J O O O 0O 0O0) O

9.13[0 make selected curvesdynamic(OD D O OO0 OO0 0 OO O O)O
9.1400 make collide(D O 0 O0)O

9.1501 assign hair constraint(C0 O O O 0O 0O )0

9.1601 assign paint effects brushtohair(C D D O OO0 00 0O 0O O)O
9.170 transplant hair(C O O O )0

9.1801 create cache( U 0 O )OI

9.1900 append to cache(J O O O )OI

9.200 truncate cache(CJ O O O )OI

9.210 delete cache(U O O O )

9.2207 delete entire hairsystem(0D O 0O 0 0 0 0O 0O)O
(0 1000 O nmesh(n O0)O O O

10.10 create passive collider(0 0 O O 0O O O)O
10.20 create ncloth(C O nO O )0

10.30 display input mesh(C0 O 0O O 0 O )0

10.40 display current mesh(CJ O O O 0O 0O )4

10.50 rest shape(D O O O )

10.60 get ncloth example(OD O nO O O O )3

10.700 remove ncloth(CI OO nJ O)

10.801 delete history(O O 00 [0 ) [
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10.90J convert ncloth output space(C] O nOD O O 0O 0O 0O )0
10.100J paint vertex properties(0) O O O 0O O )0

10.110 paint texture properties(C] O O 0O 0 O )X

10.1200 convert textureto vertexmap(D 0D O 0 O 0 0O 0O O)O
10.130 convert vertex to texturemap(CD 0O 0 0 O 0 0O O O)O

(0 110 O nconstraint(nC O ) O O dynamic relationships(C O O O O )X
11.10 transform(C O0)O O O

11.200 component to component(C O O 0 0)O O O

11.30 point to surface(] O 0O )0 O O

11.40 slide on surface( O O O)O O O

11.500 weld adjacent borders(CU O O O 0O O)O O O

11.60 force field( O )OO O O

11.70 attract to matchingmesh(U O O OO O O)O O O

11.80 tearable surface(’ 0 O O O )OO O O

11.900 disable collision(D O O O )O O O

11.1000 exclude collide pairs(C O O O O )O O O

11.1100 remove dynamic constraint(C0 O 0 O O O O )J

11.1200 nconstraint membership tool(n O O O O O )0

11.13[7 select members(C) O O 00 )T

11.1407 replace members(CJ O O O )OI

11.1500 add members(CJ [0 OO0 [0 )OI

11.1600 remove members(C1 00 00 O )

11.170 paint propertiesby vertex map(C O O O 0 0 0 0 0O O)O
11.180 paint properties by texturemap(D O O 0 OO0 0O O O 0O)O
11.1900 convert textureto vertexmap(0D 0O 0 0 0 0 0O 0O O)O
11.200 convert vertex to texturemap(0D O 0 0 0 0 0 0O O)O
11.210 dynamic relationships(C O O O 0O )0
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