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Select By Hierarchy And Combinations

Changes the selection mode to select items at the top level
of their node hierarchy or some other combination by
using a selection mask.




Select By Object Type

Changes the selection mode to select objects.

Select By Component Type (F2)

Changes the selection mode to select components of an
object.
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print x
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import maya.cmds as cmds

selection = cmds . Is(sl-true)
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Set Start Position

Add Output Curves to Hair
Assign Paint Effects Brush to Hair
Add Paint Effects Output to Hair
Randomize Follicles
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