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Maya - ShotGrid - Loading
publishes
You can load published files by clicking Shotgrid -> Load. There you can browse over to the right
asset or shot and then see all the published files that you can import. When you click the action
button you'll often see multiple options:

Try to use references as much as possible, as those can be easily updated using the Version
Control tool.
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Maya - ShotGrid - Scale
This one's easy! Everything in Maya should be done 100x smaller when working in ShotGrid. This
will make the scale of the USD publishes have the correct scaling in Houdini. Houdini is more
important here, we all know that.



Maya - ShotGrid - Uploading
playblasts for review
Once you've done some animating you'll probably want to upload a video of it to the ShotGrid
website for review. We have a tool for this which makes this easy, open it by clicking ShotGrid ->
Playblast...

 This will open a new menu:
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Here you can configure some settings, most of them are pretty straight-forward. Make sure to
enable Publish to ShotGrid if you want a video to be uploaded to the ShotGrid website. After that
you can press Start Render. This will render out your currently opened viewport and turn it into a
video for review.
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Maya - ShotGrid - Publishing
Our Maya publisher has quite a few options available. Let's go through them so you know what to
publish! To start, open the publisher interface by clicking on ShotGrid -> Publish...

You'll notice there are a couple of options available that you won't find in other software:

There are three different publishers you can configure: Animation publishing, camera publishing
and model publishing. You can tweak their settings by clicking on the exporter tab, which you can
see pointed out by the arrows in the screenshot above. This will show the following menu on the
right side of the screen (you might have to resize your window a bit to see everything): 
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Different publishers have different file types available and publish your Maya geometry in different
ways. They all generally work the same way. First you should select what you want to export in
your scene, then you can press the + button to add a publish for your selection. Your publish will
show up in the list:

You can select your publish in the list to tweak its settings, like the publish file type. You can
change your selection by selecting something else in the viewport (or outliner) and pressing the
Update button. You can add as many publishes as you want. The options are automatically saved in
your Maya file so you only have to set your publishes up once! Here's some more information about
the specific publishers and their options.

Animation publishing
By default the animation publishers write out your animated geometry to a .USD file for
sublayering in Houdini. Animated geometry will be in the Animation layer. Alternatively an Alembic
publisher is also available.

The USD animation publisher automatically hides the rig controllers so they don't show up in
your render. The Alembic publisher does not have this feature, so you should make a
selection that doesn't include the rig if you want to publish clean Alembic files.
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Camera publishing
By default the camera publisher writes out your camera to a .USD file for sublayering in Houdini.
Your camera will be in the Cameras layer. Make sure your Maya camera Fit Resolution Gate setting
is set to Horizontal and your camera's horizontal aperture is set to 60mm, otherwise the cameras
won't match up!

Alternatively an Alembic publisher is available, but try to use the USD one if you can.

Model publishing
By default the model publisher writes out your selected geometry as an Alembic file for use in the
rest of our shading workflow. You can also publish as an .FBX file, but that's only recommended for
use in Unreal.

Once you're done with your export settings you can press Publish!

Original Alembic and USD publishers by Bo Kamphues and Gilles Vink, publishers fully rewritten
and expanded by Mervin van Brakel.

https://docs.vfxim.nl/uploads/images/gallery/2024-11/maya-wvrxb4zk7a.png
https://docs.vfxim.nl/books/houdini-in-our-shotgrid-pipeline/page/houdini-shotgrid-shading-workflow

