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Wb s gh moesls Gl (

"MEL is Fun!"
"abcdef012345"
"ABC%A&()<>:"
S eoliul 55 5 ST Al g e (glaniy Dol s o
Ao b w3y gl \n
Tab -zl o\t
S gl 4 o, \r
Sl 5 05,5 b \\
L5 Je a3l 5 gs oS RS L1 sy g3 Khae Sl oslial L Ol o oo
"MEL" + "is Fun!"

\\This is the same as "MEL is Fun!"

(Variables)W yxio
LU 3 Sgline 5lie Al g o bs yite S o o3litl p3lae (sl S e (glapl O gt 4 Lo ke 51 Lk
Joloedil 5 oa uite £l 5 55 gn 0305 0L § LDl b atiren iite slapls )5 &5, SCIPE o 5 &slize
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float $param;
int $counter;
string $name;

vector $position;
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int $bar;
$bar = o;
3 g0 e 015 n 55 T Gy 5 Ol 53 1) ba e ol ionn
int $counter = \+;

string $name = "Alice";
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.:zjfu;e G slas s, ol editor
500+5
S Jor 25 s llae b Sle 6 Ol g
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print("Hello world'\n");
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sphere -radius 27.5 -name "ball";
S e S 53423 YD i B pl il e ball pU Lo ST 0as a1 ey
rotate -relative . ¥o - "ball;
3,8 4 s 534 015 o 1y MEL ol
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attributeExists("visibility", "mySphere");
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setAttr ("pSpherel . scale", 1.5,2,-0.5);
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global proc return_type procedure_name (arguments) {
MEL_statments
}
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global proc float square(float $x) {
return $x * $x;

}
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global proc string sayHi() {
return ("Hello\n");

}
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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

b o kg - -



Autodesk Maya ,,,5 ay

ol £ 5 ol & 45 A8 MK |y e s &S Ll oo el e OT iS” i 5 Integer ¢ 5 11,
Ay S bl (slaol 5
by Slos g olus!
s FloatsOctal/hex Long Integers dntegers .>,ls g5 slisl gl slosls 50 05k 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
Als 8 gap ) (S olie b

print (d+¥)sY

print o+YsY
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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



-

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)
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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
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5 Do szt Ll 5 o OT & (22 Mae L 55 O gl 53 o ias e S5 WFlag L MEL Jesle oy 2y
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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 3 Python s L5l sbm! Jgo! el A-)Y
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S g Sty ) 0l Sl ool 5 Ll i3l 315 53 sl MEL 53 s L 87 615 5 525
Maya. ;i eslizal U MEL &) s 00 85 ) 4 0554 53 1 MEL O s ol b ol 515 ol
o gd e 03 o O sul 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 eolil 5 Dl es 1l 0 3 3 s MEL (clacyy Sl el 21U me G151 5 g
import maya . mel as mel
mel . eval(source "myScript . mel" ')
mel . eval( source "myotherScript.mel” ‘)

mel . eval('mySourcedFunction(1)")
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