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LLlar 1. OTKpbiBaeM 3agadvy 4epes
Ftrack

OTkpbiBaeM Ftrack n nepexognm B HY>XHbI LLOT.



LLiar 2. NMpoBepsem cOOpKY CUEHbI

1. MNMepeknovyaemcs Ha KaMmepy woTa (shot camera).
2. lMpoBepseM Haan4me n KOPPEKTHOCTb (OHM Y HAC OO/KHbI BbITh B Kelle) Bcex
rnepcoHa)kem n OKpy>KeHus.
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Ecnv oonH MM HEeCKONIbKO NepcoHa)kKel OTCYTCTBYIOT, UCMOJIb3yeM CKPUMT:

from inhouse.usd.assets.asset factory import AssetFactory
from inhouse.usd.changes import UsdChanges

from pxr import Usd

from pxr import Sdf, Usd

from inhouse.usd.tools.maya utils import getSceneStage
from inhouse.ftrack.publishing import publish asset
import time

from pxr import Ar

def iter root prims(stage, rigged = True):
for prim in stage.TraverseAll():
vset = prim.GetVariantSet('representation')
if not vset.IsValid():
continue
if rigged:

vname = vset.GetVariantSelection()

if vname != 'rig':
continue
yield prim

af = AssetFactory()

context = af. app.context

asset = context.asset

alink = af.getAssetLink(asset)

lo link = alink.link('Layout Layer')
changes = UsdChanges(asset)

changes.load()

project path = Ar.GetResolver().Resolve(lo link)

changes.checkIn(lo link)

changes.apply(update=False)

local path = changes.path(lo_1link)

lo stage = Usd.Stage.Open(local path)



layer = lo_stage.GetEditTarget()

for rp in iter root prims(lo_stage, rigged=False):
prim path = str(rp.GetPath())
prim_spec = layer.GetPrimSpecForScenePath(prim path)
if prim_spec is None:
continue
prim spec.variantSelections.clear()
if len(prim_spec.variantSets)>0:
variants = prim spec.variantSets[0].variants
if 'rig' in variants:
prim_spec.variantSets[0].RemoveVariant(variants['rig'])
lo_stage.RemovePrim(prim path+'/rig')
print(prim_spec.GetAsText())
print(lo stage.GetRootLayer().ExportToString())
lo _stage.Save()
product = alink.getProductByLink('Layout Layer')
print(product['name'])
asst name = product['name']
version id = publish asset( asset['id'], asset name=asst name,
asset type='bsc',
components=[
dict(name='usd', path=local path)
1,

version_ id=None

changes.checkOut(lo link)
changes.apply(update=False)
counter = 0
while Ar.GetResolver().Resolve(lo link) == project path:
time.sleep(3)
counter+=1
if counter>10:
break
scene_stage = getSceneStage()

scene_stage.Reload()



Lllar 3. [oarotoBka CuUeHbl K
CUMYIAUNN

1. OTKpbiBaeM MHCTpyMeHT DSA (Dynamic Scene Assembling).
e HaxoounTca B BepxHeM MeHI0 Maya, pa3gen Animation.
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LLlar 4. Beibop nepcoHa>ka u
OVUHaMWNYeCcKoro pura
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1. B nHTepderice DSA BbIbBMpaeM HYy>KHOro NepcoHa)ka A4 CUMYNALNN.
2. Onpepensem coCcTossHMe nepcoHaxka (Dinocostume, bag, Dirty)
3. NMNopbupaem AMHaAMUYECKNIN pUr, COOTBETCTBYIOLWMIA 3TOMY COCTOAHMIO.

Create Preview Camera

Dynamics Scene Assembling

Name Preroll Dynamic Rig Reference

Granddad_001 Preroll 9 ‘charadt anddad,/sim_rig/Granddad_SimR .ma Reference

Phi 1 Preroll pm_fi MN_PHILIP.ma Reference

2. MpoBepsieM KOPPEKTHOCTb Npepossla: aHUMMaLUns 4oJ>KHa UMEeTb MNJaBHbIA 3axon, 6es3
pPe3KNX OBUXXEHNI B Havase.

3. Ecaum Hy>KHO, pefakTupyem napameTpsbl npeposnna (mobasngem nnm ybupaem Kagpsl,
MeHSAEeM KJI0UYM aHUMaunm).

4. Ecnu BCE KOPpPeKTHO, Haxxnmaem Cache.
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noaokKs4deHme
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LLlar 7. TecToBbIN NpocyeT
CUMYyNALNn

1. HacTpanBaem 6a3oBble NnapamMmeTpbl cuMmynaumm (o HeobxoanmocTn).
2. 3anyckaeM TecToBbI (lowres) npocyeT, 4Tobbl MPOBEPUTL NOBEAEHME CUMYNALN B

Lesom.
3. CMOTpPUM Ha pe3ysibTaT — oueHnBaeM paboTy AMHAMUKK Nepel PUHaNbHbLIM MPOCYETOM.

ar 8. Beibop npocynTbiBaEMON
LLennbl
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2. Bkntodaem otobpaxeHue B display layers
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1. Haxumaem Ha Create nCache
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2. Nocne npocyeTa cCHMMaeM naenbnact, CMOTPUM Ha pe3ysibTaT CUMYNALUN
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3. Mocne npocyeTa BCEX AMHAMUYECKUX D/IEMEHTOB, BK/oYaeM rpynny output B display
layer, BCe OCTajibHble OTKJIIO4YaeEM
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