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Helga pipeline documentation

Welcome to the Helga pipeline documentation. Here you can find almost all answers to questions about how we do things within the Helga pipeline. It is the first place to look for answers if you have a questions. The second option is to ask me (Timm Wagener), you are very welcome to do that as often as possible, or write me an email.


Note

Please keep one thing in mind:
A pipeline, or at least our pipeline, is not at first place a bunch of scripts that a TD hacks together that will automate this and that.
A pipeline really is an agreement between all project workers, to meet certain standards that make life easier for everybody.
All scripting and automatization comes after that and just builds on top of that!
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	Naming Convention
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	Fur workflow
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Quick Guide


Note

Here is a quick cheat sheet of how we be rollin. In 95% of all cases you do the right thing when you follow these simple rules.






	
	Communicate!

	If you are unsure, dont do it. Talk to the person that knows!!!







	If you dont know, and nobody is there to tell you: Use your rnd folder.



	
	Use the naming convention

	To let people will know who is responsible, what is the latest version etc.
Read about it here







	
	Your work is not done when your work is done!

	Your work is done when you correctly gave it to the coworker who uses it next (Publishing/Copying/Overwriting).







	
	Workspace and Publishing

	This is the system that builds upon the former rule. Work in your workspace and give it to your coworkers when its ready (publish). Read more about it here.
Much of the work your coworkers do depends on you being clean and organized (rig references for animators, texture references for shading artists, matte painting references for comp artists).







	Work clean and dont rush! If you dont work clean, you cause somebody else more work.



	Never reference/use something from a work directory
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Naming Convention

Here you can find a quick reference for the naming convention we use.


Note

This naming convention holds true for most of our pipeline.
Please try to match it as close as possible. Small errors count!
Think of it as right not if a human can understand your versioning
but if an algorythm could successfully parse your
files and do something meaningfull without errors.





For work files it usually goes like :

ulfbert_model_a_0001_mh.mb
ulfbert_sculpt_d_0012_mh.ztl
helga_rig_base_c_0023_tw.mb
snorri_concept_f_0012_ms.psd






Quick explanation


	
	ulfbert_model:

	Name that explains what file we are dealing with. Could also be snorri_base_model or king_larry_the_third_model_from_hell, just make sure people know the item that is versioned here.







	
	a:

	Wide iteration letter that is for large changes and is a landmark for you.
You usually know (at least when you open a file) why you upversioned the
letter







	
	0001:

	Version number. Always has four digits.







	
	mh:

	Modifier initials of the person that saved this file.









Chain them all together and you have a beautifully explanatory naming convention that helps everybody understand what he is dealing with.






Published files

Published files are a little bit different in that they just omit the versioning suffixes.
This makes sense when you think about them as the current state of your work you made available to everybody.

Here is an example for the ulfbert rig :


Work folder

Here is the file how the rigger names and versiones it up

ulfbert_rig_body_c_0023_ah.mb
ulfbert_rig_body_c_0024_ah.mb
ulfbert_rig_body_d_0025_ah.mb
ulfbert_rig_body_e_0026_ah.mb








Publish folder

Here is the published file. This file is used by all animators
as a reference to do the animation so by overriding it, the rigger
automatically updates the whole production.

ulfbert.mb





Read more about our work and publish system here
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Work and Publish

Our system of work and publish explained. It is really as simple as copying and overwriting your work at the right locations, so dont be afraid ;)




Separate work and publish locations

This is just the simple principle that you manage what you give to production.
Fellow coworkers never see your messy  workspaces and only grab the content that you have
published for them to use.


Important

If the object you want to use is not published, then dont just use a version from
the responsible persons workspace. Instead ask the person for the content.



In many locations you will find a work folder which might contain the same folderstructure where itself is in for example :

3d/maya/scenes/assets/ <-- This is where people USE your work
        chars
        props
        cameras
        ...
        **work**

3d/maya/scenes/assets/work <-- This is where people work
        chars
        props
        cameras
        ...





Here is an example for concept artists, to show that this principle is not limited to 3d :

2d/concept_art <-- This is where people watch work
        chars/
                ulfbert/
                        ulfbert_concept_hair <-- People go here to WATCH the latest ulfbert hair concept
        props
        ...
        **work**

2d/concept_art/work <-- This is where people work
        chars
                ulfbert/
                        ulfbert_concept_hair_a_0001_mh.psd <-- People go here to CREATE the latest ulfbert hair concept
                        ulfbert_concept_hair_b_0002_mh.psd
                        ...
        props
        ...
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Pipeline

Here you can find some infographics to explain our pipeline visually.




Assets and shots pipeline


[image: Assets and shots pipeline chart]







Photoscan pipeline


[image: Photoscan pipeline chart]
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Fur workflow


Caching


	Load Alembic from animation or simulation (both are identical) and use the character_fur HDA to create, simulate and tweak the fur.

	Cache the complete fur to a seperate file. This is the distilled and only output for fur. (All of the creative part of the fur process happens in a separate fur hip file, analog to the cloth or other effects files).






Rendering


	Load the character_fur_render HDA and point it to the cache. (Or to the cache directory if several caches are needed for several hair systems). If not all needed caches exist, the fur rendering will fail. In render files will be NO tweaking on the fur or artistry on simulation/animation, only shaders will be tweakied there.

	Load character_fur_shading HDA and plug it in material slot of character_fur_render HDA.








Required Digital Assets


	character_fur HDA



Provides all the functionality to create/simulate/tweak and cache the fur. This is the motor.


Note

Needed functionality:



	Read standardized Alembic from Animation/Simulation and create fur on it.

	Ability to art direct the fur based on directors oppinion

	Simulate fur in order to account for intersection with cloth

	Cache the fur.








All of this happens in a seperate fur file for each shot done by the fur artist.


	character_fur_shading HDA



Analog to usual shading assets. An HDA that just contains one or more materials to be plugged in the material slot(s) of the character_fur_render HDA.


	character_fur_render HDA



HDA that wraps the character_fur HDA, hides all the complexity of the fur itself and exposes all the attributes needed for rendering.


Note

Needed functionality:



	Material slots which allow to pick the materials from the character_fur_shading HDA or any other hair materials

	Pick the cache done by the fur artist

	Enable visibility for rendering and viewport








The character_fur_render HDA wraps the character_fur HDA for DRY reasons and to provide a stripped interface that hides the complexity for shading artists.
If there is no cache, the fur cannot be rendered.
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Formats and Standards


Note

Here you can find a list of formats and standards that we use in our production.






Textures







	Painted textures (color, specular, reflection, fur maps etc..... almost everything)
	.tga


	Photoscan textures (easier because .jpg doesnt have an alpha channel)
	.jpg


	Data maps, 32bit textures (displacement, etc.)
	.exr


	Textures for rendering (32bit and 8bit.....basically all)
	.rat










Rendering







	.exr
	Half-float (16bit), zip-scanline, multichannel, Auto-data window, linear (Gamma 1.0)










3d







	Maya
	.mb










Cache







	Geometry (Rigs, props etc.)
	.abc


	Cameras (Shotcam....)
	.abc


	Locator
	.abc


	Fur (Guide curves are always cached before rendering).
	.bgeo
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Houdini Variables


Note

Here is a quick overview of all the specific variables that can be used in Houdini.
They should always be used instead of a hard wired path. They will expand before an .ifd is generated
so they should be working with the farm properly.

All helga variables are prefixed with HELGA, if they arent, they are not specific to
the helga project.




Note

This list is subject to constant updates.






How To?

Here’s how its used in Houdini. Its simple and comfortable.


[image: Houdini env. Variables expand example.]







Shots








	$HELGA_SHOT_NAME
	Name of the current shot
	030_establishertavern, 240_kick, etc.





This variable is added by the pipeline on startup if it doesnt exist. However it is NOT given a value.
The correct value for the current shot has to be set by the user. Please see below for examples.


Warning


When importing Alembics (characters, shots, cameras) please always have your path starting with:

$HELGA_ALEMBIC_PATH/$HELGA_SHOT_NAME/

For example:

$HELGA_ALEMBIC_PATH/$HELGA_SHOT_NAME/props/

$HELGA_ALEMBIC_PATH/$HELGA_SHOT_NAME/cameras/shot_cam.abc

$HELGA_ALEMBIC_PATH/$HELGA_SHOT_NAME/chars/ulfbert_rendergeo.abc










Applications








	$HELGA_HOUDINI_EXE
	Path to pipeline Houdini
	C:/symlinks/houdini/13.0.260/hfs/bin/houdinifx.exe


	$HELGA_MAYA_EXE
	Path to pipeline Maya
	C:/symlinks/maya/maya2014x64/bin/maya.exe


	$HELGA_NUKE_EXE
	Path to pipeline Nuke
	D:/tools/Nuke8.0v1/Nuke8.0.exe










Pipeline








	$HELGA_PIPELINE_BASE_PATH
	Root path of server
	//bigfoot/grimmhelga


	$HELGA_PIPELINE_FLAVOUR
	Currently active pipeline flavour.
Could be deploy or sandbox etc.
	deploy, sandbox etc.










Houdini








	$HELGA_SCRIPTS_BASE_PATH
	Python package base path.
From here you can import helga.
	//bigfoot/grimmhelga/Production/scripts/deploy/helga


	$HELGA_HDRI_PATH
	Path for all HDRIs
	$HELGA_PIPELINE_BASE_PATH + /Production/2d/hdri


	$HELGA_OTL_PATH
	Default path for helga otls
	$HELGA_PIPELINE_BASE_PATH + /Production/3d/maya/scenes/assets/otls


	$HELGA_FUR_PATH
	Path for fur caches
	$HELGA_PIPELINE_BASE_PATH + /Production/3d/maya/cache/fur


	$HELGA_ALEMBIC_PATH
	Path for all abc caches
used in lighting, fur and sim.
	$HELGA_PIPELINE_BASE_PATH + /Production/3d/maya/cache/alembic


	$HELGA_TEXTURES_PATH
	Path for all textures
used in the helga project.
	$HELGA_PIPELINE_BASE_PATH + /Production/3d/maya/scenes/assets/textures


	$HELGA_RENDER_PATH
	Root Path where all images are
rendered to from 3d.
	$HELGA_PIPELINE_BASE_PATH + /Production/3d/maya/images
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Mesh checklist


Note

Don’t let Marco H. trick you.... here’s what to look out for ;)






	
	Normals facing correct ?

	Probably by default do Normals>Conform and Normals>Set to Face on all geo in Maya.







	
	Is the geo frozen (Translate, Rotate, Scale) and the pivots of all objects are at (0,0,0) in worldspace?

	This ensures all Alembics will be at the right position under the world later on and its also
cleaner when rigging. In Maya you can run this:

import pymel.core as pm

selected_nodes = pm.ls(sl = True, fl = True)

for selected_node in selected_nodes:

    #freeze
    pm.makeIdentity(selected_node, a = True)
    #reset pivot
    pm.xform(selected_node, piv = (0,0,0))











	
	Doublesided and Opposite turned off?

	This ensures that all faces point to the desired direction for all renderers without custom correction.
In Maya you can do this in the Attribute Spreadsheet under the Render tab. (The first two tabs)


[image: Double Sided and Opposite attributes on the shape]








	
	No empty UV Sets floating around and all primary UV Sets are enabled?

	In case there are empty UV sets it makes sense to delete them. Also for some reason Maya likes to have
its primary UV set named map1. While this is not always necessary, its good to follow this convention
if possible.


[image: Primary UV set called map1]








	
	No overlapping UVs on all the primary UV sets?

	Maybe sometimes there might be reasons to do otherwise but in general its a good idea to have UV sets not overlapping,
so that follicles or other rigging nodes that are placed on the surface based on UVs work correct.







	
	UVs have the correct winding order? (Are the UV shells blue instead of red?)

	This happens through flipping and freezing of geometry for example. Can be fixed with Edit UVs>Flip


[image: UV winding order]








	
	Do objects have the right scale?

	Default units in Maya are cm.







	
	Only geo nodes in scene?

	No history, random materials (for example from .obj import) or other nodes should pollute the scene.
All geo should have the default Lambert material assigned.







	
	Geometry usefully grouped?

	
	grp_geo

	
	grp_body

	grp_left_leg...















	
	All geometry that is actively simulated (cloth etc.) needs to be all quads and tris!

	Collision geometry is fine with NGons. When in doubt ask Johannes.
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Animation checklist


Note

Here are some important things for the animators amongst us.
Since your output is used in simulation, lighting, shading etc. please
pay attention to these points, to ensure everything is running smoothly
through the pipe.

If you have questions just ask Johannes, Manuel or Timm.






Simulation Preroll

In order for the extensive cloth sim, that we want to put on top of the helga characters,
there is some pre-roll time necessary. Trust me, it’s not rocket science, here’s how we wanna do it.

There are 2 steps that come before the character animation that are needed for the sim dudes.


	
	Frame: 901 - 951

	Character is in T-Pose. The cloth settles on the T-Pose character.







	
	Frame: 951 - 1001

	On frame 951 there is a keyframe of the T-Pose. From here the character morphs linearly into the start pose. Here the cloth gets ready for the real action.







	
	Frame: 1001

	This is the first keyframe of the character animation.









We choose frame 1001 as the first keyframe of animation because it’s a round 1000 frames offset from the usual frame 1.
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Photogrammetry checklist


Note

Here i note the settings which seem to provide a good quality/time ratio. (For final solves).
They are based on the first days of testing and finding out what works/doesnt work.

If you have questions ask Johannes or Timm.






Solve settings (final)

Set the settings in the batch process dialog to the following.
Before the aligning of chunks (second step) it makes sense to check
the solved chunks and disable those that dont work before aligning and merging chunks.


Note


	Import as multiple chunks



	Align Photos: High



	
	Align Chunks:

	
	chunks count < 10: High

	chunks count > 10: Medium









	
	Build dense cloud:

	
	chunks count < 10: High

	chunks count > 10: Medium









	
	Mesh:

	
	Face count: Custom (2.000.000 polies).









	
	Texture:

	
	Size: 8192²

	Format: .jpg


















Folders to chunks

How folders in the prop_x/photoscan/photos dir. map to chunks in photoscan.


[image: Photogrammetry assets folders and import]







Machine list

The following machines have a Photoscan license:


	Pegasus (Manuel)

	Gnocchi (Timm)

	Maccheroni (Timm)

	Adonis (Johannes)

	Fusilli (Silke)

	Gemelli (Nicole)
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Asset checklist


Note

In order for the smooth, customized export of assets from animation to lighting/shading, sim and
everybody else, the assets need a little treatment before going in production.
Here’s a little list of things to take care of.
It is advisable (although not needed) to use the AssetManager to automate a lot of
these steps in Maya.






	
	Asset has blank prop or char metadata node ?

	This tells the asset manager which categories you want to export.
The node options are left blank, because they need to be filled in the scene as a local reference edit.


[image: Prop metadata node]


(Shot metadata nodes are embedded in the shot files, and never belong into an asset).







	
	Export Attributes attached (proxy, rendergeo, locator...)?

	This tells the asset manager what the content of the categories is.
Do all the export objects have the correct attributes assigned.
The following attributes are typical:



	helga_proxy

	helga_rendergeo

	helga_locator

	helga_highpoly_rendergeo <– Points to the highpoly render version of the asset.






These attributes are always assigned on the transform nodes of the objects in Maya.
No attributes are put on shape nodes by default. (Although its perfectly fine by artists to do so).

The asset manager tool provides an interface to add or remove those attributes on selected nodes:


[image: Add or remove attributes with the asset manager.]


Only objects with export attributes will be considered for the export







	
	helga_highpoly_rendergeo attribute on locator set?

	The helga_highpoly_rendergeo attr. is filled out on the asset before referencing.
It points to the highpoly render replacement geometry, usually an alembic file located
in cache/alembic/highpoly_rendergeo.







	
	Does the asset have a material?

	Make sure the textures are lightweight and published in the textures/props/prop_xy directory.







	Does the asset have a rig, and are the joints and locator hidden?



	
	Did you check the asset with the AssetManager after publishing?

	Always be the first to reference in your newly published asset and check
if it performs with the AssetManager.


[image: Check a prop after publishing to see if it performs with AssetManager.]
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I am a ...

Here you can quickly find the important ins & outs sorted for your specific task.



	I am a texture painter

	I am a rigger

	I am a modeler

	I am a pipeline programmer

	I am a concept artist

	I am a animator
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I am a texture painter


Note


Hi Marco, you radical machine!

Here is a quick summary of the important things for you...








Where to put your Mari, Mudbox projects or PS files?



Please work on your textures in this folder

Y:/Production/3d/maya/scenes/assets/work/chars/CHARACTERNAME/textures

Y:/Production/3d/maya/scenes/assets/work/props/PROPNAME/textures




Please version up like this:

ulfbert_textures_a_0001_mh.mra

ulfbert_textures_a_0002_mh.mra

ulfbert_textures_b_0003_mh.mra

...

chimney_textures_e_0005_mh.mud

chimney_textures_f_0006_mh.mud











Where to put the textures for the shading artist to use?


Please put the textures you want Manuel (or me) to use in

Y:/Production/3d/maya/scenes/assets/textures/CHARACTERNAME




Please name them without version (this is called publishing in fancy TD speech):

bump.1001.tga

bump.1002.tga

...

color.1001.tga

color.1002.tga

...

etc.




It is just important, that you overwrite your older files and dont version here, so that the

textures that are used in the shaders update themselves.








What formats for textures?



Simply put: Everything is .tga except displacement maps which are .exr

and maps from photoscan which are .jpg

Here is a link to our formats and standards








Should you have any questions, you are totaly welcome to email Manuel or me ;)
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I am a rigger

Rigging artist information
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I am a modeler

Modeler information
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I am a pipeline programmer

Please look at this and that .
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I am a concept artist

Concept Artist information
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[image: I am a animator header]





I am a animator

Hey animation crew, here is a quick overview of the what, where and how within
the *helga* animation pipeline. Dont be scared, we try to make life for you as easy as
possible!
Please risk a quick look at these points, and in a spin you should be ready to animate :D




Who can help if there are problems?


Direction: Marco

Animation: Cindy

Rigs: Hanna  and Arash

Pipeline: Timm






Dont be afraid to ask as often as possible! Remember: Some TDs look more grim than they really are ;D






Where do i get those rigs?



You can find them here:

Y:/Production/3d/maya/scenes/assets/chars




Important: If the rigs are not there or do not behave as expected please

dont fix this yourself or grab them from another location.

Instead please ask our riggers Hanna  and

Arash, since its their responsibility

to supply you with correct working material (and also they are sick experts in the biz of rigging...much more than u and me)











Where are the shots?



Y:/Production/3d/maya/scenes/shots











Why is everything an asset and not just a model or rig?



Assets are nothing special, they are just models and rigs that meet special

criteria. An asset has metadata for example to guarantee that it will

export correctly for the lighting dudes.

The general idea is, that everything you animate (Set, Characters and Props)

is an asset so a smooth functioning is guaranteed.











I want an additional asset in my shot. How?



You need another beer bottle or an empty glass to get the perfect framing?

Its totally fine to reference another asset in your shot, as long as you

grab them from here:

Y:/Production/3d/maya/scenes/assets/props




Those assets have been messed with by a TD and are guaranteed to export

correctly to lighting, simulation etc.

If the asset you need isnt there, just ask me and i will try to add it.











Preroll?



After animation is approved, the simulation department (Johannes)

will do its thing.

In order for them to do a good job, you need to supply them with a so called

Resting Pose. The resting pose basically is a T-Pose that blends linear into

your first frame of animation. You can read more about it here.
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API Overview


Foreword

First let me say that API is probably a little misleading since the helga package is mostly a collection of custom tools written in Python, which are independent of each other (like helga.nuke.reconstruction.renderReconstructVRay). But there might be modules in the future that are ment to
be exclusively building blocks for programmers.






Organization

Our pipeline is split up into several kinds of packages that import from a logical hierarchy.
We can add packages at any depth in the hierarchy at any time.


DCC packages



	helga.houdini

	helga.maya

	helga.nuke









Category packages



	helga.maya.rendering

	helga.maya.arash

	helga.maya.hanna

	helga.nuke.reconstruction

	...



Please note the packages named after contributors. Packages without a name are assumed
to be completely written by me (Timm Wagener). If you want to contribute just ask and you will get your own
category package.


Warning

Please never contribute outside of your own category package!









Tool packages



	helga.maya.rendering.createUpdateRenderElements

	helga.maya.arash.clean_save

	helga.nuke.reconstruction.renderReconstructVRay

	...













Work and Deploy

There are two Helga packages located under:



	production/scripts/work:


Here is where we work and edit our scripts. You are expected to always work here and copy your stuff over to deploy when ready. If you work and edit in deploy to save the copy
step, you will sooner or later loose work, since i will often delete and recopy the
whole helga package.






	production/scripts/deploy:


Here is where the DCCs use our scripts and their compilers do the byte compilation
(create .pyc files)











This is basically source control for the poor man, but since the helga package was initially ment to be exclusively my own sandbox we have to deal with that inconvenience.
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Coding Convention

If you want to contribute to our pipeline, please let me know.
There is a place for these efforts and i will try to support you with that.
In return you are expected to follow our coding standards in order for your
code to integrate consistently with the codebase and make it easier for
everybody.

Our coding convention in one sentence:


Do it as in PEP 8 [http://www.python.org/dev/peps/pep-0008] or PEP 257 [http://www.python.org/dev/peps/pep-0257] and name your objects as in the Google Python Convention [http://google-styleguide.googlecode.com/svn/trunk/pyguide.html#Naming].





Warning

The current codebase contains large portions of legacy code. While still functional
it was created before the coding conventions where active. This will be refactored
over time.






Important PEPs

There are a lot of PEPs. Some are more important than others. You are expected to read and use them. Often times in this document, i will just refer to the appropiate place in some PEP.



	Python Coding Style: PEP 8 [http://www.python.org/dev/peps/pep-0008]

	Docstring Conventions: PEP 257 [http://www.python.org/dev/peps/pep-0257]











Variables, Classes, Modules, Packages etc.

For naming of objects in Python we use the Google naming convention.
(PEP 8 [http://www.python.org/dev/peps/pep-0008] does not recommend any naming).

module_name, package_name, ClassName, method_name, ExceptionName, function_name,
GLOBAL_CONSTANT_NAME, global_var_name, instance_var_name, function_parameter_name,
local_var_name.





You can find the full documentation here [http://google-styleguide.googlecode.com/svn/trunk/pyguide.html#Naming].






Tabs or spaces

PEP 8 [http://www.python.org/dev/peps/pep-0008#tabs-or-spaces]
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Running on a different OS


Note

The helga pipeline is developed/maintained foremost on the windows platform. However there might be the need
sometimes to switch to a different operating system like Linux. For these cases you can find a quick
guide here how to start the DCCs in the correct environment, but keep in mind, that support for operating systems
other than windows at the moment is very experimental.




Warning

This guide and method are considered temporary and might become deprecated once there is time for a refactoring
of the HelgaLauncher tool that is used under windows.






Tested on


	
	CentOS7

	
	Houdini: Yes

	Nuke: No

	Maya: Untested
















Step by step guide

Please note that this guide is geared towards TDs or people that are a little familiar with git or Python, since there is.
a little effort involved in making it run outside of how it is ment to be run.
6 little steps to take on your own risk :D


	
	Temporary clone the helga git repo

	Clone the helga repo to a temporary location. Just navigate to some temp folder and execute this snippet in your git enabled shell:

git clone https://github.com/timmwagener/helga.git helga





This should create a folder named helga at your current path and clone the helga repository in it.







	
	Helga folder structure

	Now in your temporary helga repo navigate to helga/general/setup/direct_access/supplementary_material/folder_structure.
There you will find a zip file called helga.zip, that contains the helga folder structure.
Extract this zip to where you want the helga pipeline and project to be located.
PS: The helga folder structure is based on the Maya project structure which might be unfamiliar to non Maya users.







	
	The real clone - work repository

	Now its time to do the real clone of the helga repo and fit it into the new folder structure.
Navigate to your_root/Production/scripts/work and execute

git clone https://github.com/timmwagener/helga.git helga





there again. This is the repo you will keep up-to-date and maintain and always copy into sandbox or deploy
when you want to publish changes to production.







	
	Start procedure for Houdini, Maya & Nuke

	Now its time to adjust the startup module for your dccs (Supported are Maya 2014, Nuke 8.x and Houdini 13.0.xxx).
Please go to Production/scripts/sandbox/helga/helga/general/setup/direct_access/yaml where you will find a file
called pipeline_base_data.yaml.
Open it with a text editor, for example sublime text or notepad and adjust the following values:


	PIPELINE_BASE_PATH: “path/to/where/Production/and/Organization/folders/are/under”

	PIPELINE_FLAVOUR: “deploy” <– Pick either sandbox or deploy. This is the folder name where the script environment you want to use is under.

	MAYA_EXE: “path/to/maya.exe”

	NUKE_EXE: “path/to/Nuke8.0.exe”

	HOUDINI_EXE: “path/to/houdinifx.exe” (or houdini.exe)



Save and you are good.







	
	Pipeline repo production copies - sandbox and deploy

	Those two fellas could also be named experimental and stable, beta or gold......you get the idea.
Just go and copy the whole helga folder, in which you just did modifications, and __init__.py file from work into sandbox and deploy.







	
	Finally

	Test if the application runs correctly. Navigate to deploy|sandbox/helga/helga/general/setup/direct_access and type the following
in a python enabled shell:

#Houdini:
python -c 'import direct_access;reload(direct_access);direct_access.run("houdini")'
#Maya:
python -c 'import direct_access;reload(direct_access);direct_access.run("maya")'
#Nuke:
python -c 'import direct_access;reload(direct_access);direct_access.run("nuke")'





If everything went well, your DCC should start within the helga pipeline environment (either sandbox or deploy)











Hopefully that was not too confusing ;) Please remember that you now have the pathes and setup in place, the structure if you will,
but you still need a lot of content like .otls for example. In your own production you would of course populate the pipeline
with your own scripts, plugins, digital assets, gizmos etc.

Good luck :D
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helga.houdini package

Helga script environment for Houdini. Here you can find scripts, tools and plugins
used with Houdini.




Packages







	helga.houdini.arash
	


	helga.houdini.hanna
	


	helga.houdini.johannes
	


	helga.houdini.manuel
	


	helga.houdini.setup
	helga.houdini.setup package
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helga.houdini.setup package


Module contents


helga.houdini.setup package

This package is not neccessarily a traditional package.
In here is stuff like the central pipeline third party scripts and plugins
folders. Also in here are scripts and icons used to setup our pipeline houdini.

Author: Timm Wagener
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helga.maya package

Helga script environment for Maya. Here you can find scripts, tools and plugins
used with Maya.




Packages







	helga.maya.animation
	helga.maya.animation package


	helga.maya.arash
	helga.maya.arash package


	helga.maya.hanna
	helga.maya.hanna package


	helga.maya.johannes
	helga.maya.johannes package


	helga.maya.manuel
	helga.maya.manuel package


	helga.maya.rendering
	helga.maya.rendering package


	helga.maya.rigging
	helga.maya.rigging package


	helga.maya.setup
	helga.maya.setup package
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helga.maya.animation package

All packages and modules belonging to animation in Maya can be found here.

Author: Timm Wagener




Packages







	helga.maya.animation.bakeAnimation
	Bake animation tools Package
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Bake animation tools Package

Bake animation for objects in Maya.



Author: Timm Wagener
Version: 0.1




Submodules



	bakeAnimation
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bakeAnimation

Module with methods to bake the movement/channels of one object
to another. Transform baking can be either in local or world space.
This can be usefull to bake camera movement resulting from hierarchies
into camera movement without hierarchies etc.




Usage

from helga.maya.animation.bakeAnimation import bakeAnimation
reload(bakeAnimation)

#Create instance
bakeAnimationInstance = bakeAnimation.BakeAnimation()
#Select object_a and object_b and execute bakeAnimationTransformOnly
#to bake the animation from object_a to object_b for the frames 1 - 100
bakeAnimationInstance.bakeAnimationTransformOnly(1, 100)








	
class helga.maya.animation.bakeAnimation.bakeAnimation.BakeAnimation[source]

	
	
bakeAnimation(animationStartTime=0, animationEndTime=0)[source]

	Bake animation of two objects (or master - slave pairs). Bakes animation of all
channels that are keyable and not locked. Also the channels need to be presents
in both objects. The selection order is the same as with constraints:


	Master: Source of Movement

	Slave: Gets baked to movement of master







	Parameters:	
	animationStartTime (int [http://docs.python.org/library/functions.html#int]) – Beginning of sequence to bake

	animationEndTime (int [http://docs.python.org/library/functions.html#int]) – End of sequence to bake














	
bakeAnimationTransformOnly(animationStartTime=0, animationEndTime=0, localSpace=False)[source]

	Bake animation of two objects but only bake channels that contribute
to the transformation matrix (translate, rotate, scale). Shear is omitted
since it has never been used in the history of animation. The selection order
is the same as with constraints:


	Master: Source of Movement

	Slave: Gets baked to movement of master







	Parameters:	
	animationStartTime (int [http://docs.python.org/library/functions.html#int]) – Beginning of sequence to bake

	animationEndTime (int [http://docs.python.org/library/functions.html#int]) – End of sequence to bake

	localSpace (bool [http://docs.python.org/library/functions.html#bool]) – If True, only the immediate values of the object are baked. If False bake complete transformation hierarchy (WorldSpace).














	
getSelection()[source]

	




	
setAnimationRange(startTime, endTime, startRange, endRange)[source]
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helga.maya.arash package

All packages and modules created by Arash Hosseini can be found here.
For bugs, questions or help please ask :

Author: Arash Hosseini
Pipeline Lead: Timm Wagener




Packages







	helga.maya.arash.clean_save
	Clean save Package


	helga.maya.arash.helga_login
	Helga login Package
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Clean save Package

Path checking and saving convenience for objects in Maya.



Author: Arash Hosseini
Version: 0.1




Submodules



	clean_save
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clean_save

Tool to support our naming convention by checking and convenience saving
functionality.




Usage

from helga.maya.arash.clean_save import clean_save
reload(clean_save)

#run
clean_save.run()





Author: Arash Hosseini




	
class helga.maya.arash.clean_save.clean_save.cleanSave_UI(windowsWidth=360, windowsHeight=400)[source]

	
	
artistField(*args)[source]

	




	
changeArtistColor(*args)[source]

	




	
changeColors(*args)[source]

	




	
changeDepartmentColor(*args)[source]

	




	
changeFaktorColor(*args)[source]

	




	
changeNameColor(*args)[source]

	




	
changeVersionColor(*args)[source]

	




	
cleanTextFields(*args)[source]

	




	
debug(*args)[source]

	




	
deletewindow(*args)[source]

	




	
depField(*args)[source]

	




	
dontSave(*args)[source]

	




	
faktorField(*args)[source]

	




	
file_path(fileName, fileType)[source]

	




	
login_file(*args)[source]

	




	
mainUI(windowsWidth=355, windowsHeight=400)[source]

	




	
nameField(*args)[source]

	




	
overWriteFile()[source]

	




	
saveLogFile(*args)[source]

	




	
saveScene(*args)[source]

	




	
saveSceneOverwrite(*args)[source]

	




	
sceneCheck(*args)[source]

	




	
sendDebug(*args)[source]

	




	
upversion(*args)[source]

	




	
versionField(*args)[source]

	




	
wrongChangeArtistColor(*args)[source]

	




	
wrongChangeDepartmentColor(*args)[source]

	




	
wrongChangeFaktorColor(*args)[source]

	




	
wrongChangeNameColor(*args)[source]

	




	
wrongChangeSaveColor(*args)[source]

	




	
wrongChangeVersionColor(*args)[source]

	








	
helga.maya.arash.clean_save.clean_save.run()[source]

	Default method for script execution.
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Helga login Package

GUI for the auto-rigger for the Helga characters.



Author: Arash Hosseini
Version: 0.1




Submodules



	helga_login
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helga_login

GUI for the auto-rigger for the Helga characters.




Usage

from helga.maya.arash.helga_login import helga_login
reload(helga_login)

#run
helga_login.run()





Author: Arash Hosseini




	
class helga.maya.arash.helga_login.helga_login.Base[source]

	Bases: object [http://docs.python.org/library/functions.html#object]


	
delete_dock_control(name)[source]

	




	
delete_window(name)[source]

	




	
fk2ik_ulfbert_character(name, *args)[source]

	




	
ik2fk_ulfbert_character(name, *args)[source]

	




	
quit_UI_window(name)[source]

	




	
saveValue(nodeName, attrName, object_node)[source]

	




	
select_ulfbert_character_controller(name, *args)[source]

	




	
select_ulfbert_hand_controller(name, *args)[source]

	




	
setValue(nodeName, attrName, node)[source]

	




	
set_name_save_pose(*args)[source]

	








	
class helga.maya.arash.helga_login.helga_login.Color[source]

	Bases: object [http://docs.python.org/library/functions.html#object]


	
blue_a = (0.3764705882352941, 0.7254901960784313, 0.8117647058823529)

	




	
colorConstant = 255.0

	




	
gray_a = (0.5411764705882353, 0.47058823529411764, 0.5019607843137255)

	




	
green_a = (0.3764705882352941, 0.8117647058823529, 0.6431372549019608)

	




	
orange_a = (1.0, 0.7490196078431373, 0.25098039215686274)

	




	
red = (1.0, 0.0, 0.0)

	








	
class helga.maya.arash.helga_login.helga_login.Helga_cms_anim_UI[source]

	Bases: helga.maya.arash.helga_login.helga_login.Base


	
character_body_button(*args)[source]

	




	
character_choice(*args)[source]

	




	
character_hand_button(*args)[source]

	




	
delete_ulfbert_character_UIs(*args)[source]

	




	
delete_ulfbert_hand_UI(*args)[source]

	




	
set_image_sequenz(path)[source]

	




	
startSubThread()[source]

	








	
class helga.maya.arash.helga_login.helga_login.Helga_cms_login_UI(windows_width=350, windows_height=200)[source]

	Bases: helga.maya.arash.helga_login.helga_login.Base


	
login_UI(*args)[source]

	




	
login_file(*args)[source]

	




	
run_helga_cms_anim_UI(*args)[source]

	




	
run_helga_cms_td_UI(*args)[source]

	








	
class helga.maya.arash.helga_login.helga_login.Helga_cms_td_UI[source]

	Bases: helga.maya.arash.helga_login.helga_login.Base


	
check_scene_jnt(scene_joints)[source]

	




	
check_scene_polygone(scene_polygone)[source]

	




	
color_Editor(name)[source]

	




	
create_check_module_arm(*args)[source]

	




	
create_check_module_biped(*args)[source]

	




	
create_check_module_head(*args)[source]

	




	
create_check_module_leg(*args)[source]

	




	
create_check_module_spine(*args)[source]

	




	
delete_dock_td_control(name)[source]

	




	
delete_module(*args)[source]

	




	
helga_cms_td_main_UI(child_width=295, parent_width=300)[source]

	




	
job_reload_UI(*args)[source]

	




	
populate_cms_jnt(*args)[source]

	




	
populate_polygone(*args)[source]

	




	
populate_scene_jnt(*args)[source]

	




	
select_module(name)[source]

	




	
show_helper(message)[source]

	




	
skinning(*args)[source]

	




	
tool_jelly(*args)[source]

	








	
class helga.maya.arash.helga_login.helga_login.Helja_body_UI(helja_parent_width=500, helja_parent_height=500, helja_child_width=480, helja_child_height=480)[source]

	Bases: helga.maya.arash.helga_login.helga_login.Base


	
delete_helja_character_body_UI(*args)[source]

	




	
helja_body_main_UI(*args)[source]

	








	
class helga.maya.arash.helga_login.helga_login.Load_character_pose_UI(character_load_parent_width=320, character_load_parent_height=660, character_load_child_width=315, character_load_child_height=465)[source]

	Bases: helga.maya.arash.helga_login.helga_login.Base


	
change_saved_image(*args)[source]

	




	
character_load_pose_main_UI(*args)[source]

	




	
character_load_pose_namespace(*args)[source]

	




	
laod_pose_open_directory(*args)[source]

	




	
load_pose(*args)[source]

	




	
load_saved_poses(*args)[source]

	




	
refresh_load_pose_namespace(*args)[source]

	




	
replace_current_image(*args)[source]

	








	
class helga.maya.arash.helga_login.helga_login.Ritter_body_UI(ritter_parent_width=500, ritter_parent_height=500, ritter_child_width=480, ritter_child_height=480)[source]

	Bases: helga.maya.arash.helga_login.helga_login.Base


	
delete_ritter_character_body_UI(*args)[source]

	




	
ritter_body_main_UI(*args)[source]

	








	
class helga.maya.arash.helga_login.helga_login.Save_character_pose_UI(character_parent_width=320, character_parent_height=700, character_child_width=505, character_child_height=295)[source]

	Bases: helga.maya.arash.helga_login.helga_login.Base


	
change_pose_animation_status(*args)[source]

	




	
change_pose_time_value_status(*args)[source]

	




	
character_save_pose_main_UI(*args)[source]

	




	
check_perspective(*args)[source]

	




	
refresh_save_pose_namespace(*args)[source]

	




	
save_pose(*args)[source]

	




	
save_pose_action(*args)[source]

	




	
save_pose_action_b(*args)[source]

	




	
save_pose_clean_list(*args)[source]

	




	
save_pose_export_animation(*args)[source]

	




	
save_pose_export_animation_action(*args)[source]

	




	
save_pose_image_action(*args)[source]

	




	
save_pose_image_sub_action(*args)[source]

	




	
save_pose_radioButton_Current_namespace(*args)[source]

	




	
save_pose_radioButton_custom_namespace(*args)[source]

	




	
save_pose_screen_animation(*args)[source]

	




	
save_pose_screen_save(*args)[source]

	




	
select_character_L_arm(*args)[source]

	




	
select_character_L_fingers(*args)[source]

	




	
select_character_L_leg(*args)[source]

	




	
select_character_R_arm(*args)[source]

	




	
select_character_R_fingers(*args)[source]

	




	
select_character_R_leg(*args)[source]

	




	
select_character_main_body(*args)[source]

	




	
select_character_selected_member(*args)[source]

	








	
class helga.maya.arash.helga_login.helga_login.Ulfbert_body_UI(ulfbert_parent_width=500, ulfbert_parent_height=620, ulfbert_child_width=495, ulfbert_child_height=495)[source]

	Bases: helga.maya.arash.helga_login.helga_login.Base


	
call_load_pose(*args)[source]

	




	
call_save_pose(*args)[source]

	




	
delete_ulfbert_character_body_UI(*args)[source]

	




	
display_all_member_lists(*args)[source]

	




	
hide_all_bends(*args)[source]

	




	
hide_all_controls(*args)[source]

	




	
hide_left_arm(*args)[source]

	




	
hide_left_fingers(*args)[source]

	




	
hide_left_leg(*args)[source]

	




	
hide_left_side(*args)[source]

	




	
hide_right_arm(*args)[source]

	




	
hide_right_fingers(*args)[source]

	




	
hide_right_leg(*args)[source]

	




	
hide_right_side(*args)[source]

	




	
show_all_bends(*args)[source]

	




	
show_all_controls(*args)[source]

	




	
ulfbert_L2R_rotate(*args)[source]

	




	
ulfbert_L2R_scale(*args)[source]

	




	
ulfbert_L2R_translate(*args)[source]

	




	
ulfbert_L_Leg_fkik(*args)[source]

	




	
ulfbert_L_arm_fkik(*args)[source]

	




	
ulfbert_R2L_rotate(*args)[source]

	




	
ulfbert_R2L_scale(*args)[source]

	




	
ulfbert_R2L_translate(*args)[source]

	




	
ulfbert_R_Leg_fkik(*args)[source]

	




	
ulfbert_R_arm_fkik(*args)[source]

	




	
ulfbert_about(*args)[source]

	




	
ulfbert_body_graph_editor(*args)[source]

	




	
ulfbert_body_main_UI(*args)[source]

	




	
ulfbert_change_namespace_text_color_green(*args)[source]

	




	
ulfbert_change_namespace_text_color_red(*args)[source]

	




	
ulfbert_create_reference(*args)[source]

	




	
ulfbert_debug(*args)[source]

	




	
ulfbert_get_rotate_data(name)[source]

	




	
ulfbert_get_scale_data(name)[source]

	




	
ulfbert_get_trans_data(name)[source]

	




	
ulfbert_key_selected(*args)[source]

	




	
ulfbert_mirror_L2R_action(*args)[source]

	




	
ulfbert_mirror_R2L_action(*args)[source]

	




	
ulfbert_namespace(*args)[source]

	




	
ulfbert_reference_editor(*args)[source]

	




	
ulfbert_reset_body_controller(*args)[source]

	




	
ulfbert_reset_pose(*args)[source]

	ulfbert_reset_ui






	
ulfbert_reset_rotate(*args)[source]

	




	
ulfbert_reset_scale(*args)[source]

	




	
ulfbert_reset_translate(*args)[source]

	




	
ulfbert_select_spine(*args)[source]

	




	
ulfbert_sendDebug(*args)[source]

	




	
ulfbert_set_rotateX_data(name)[source]

	




	
ulfbert_set_rotateY_data(name)[source]

	




	
ulfbert_set_rotateZ_data(name)[source]

	




	
ulfbert_set_scaleX_data(name)[source]

	




	
ulfbert_set_scaleY_data(name)[source]

	




	
ulfbert_set_scaleZ_data(name)[source]

	




	
ulfbert_set_transX_data(name)[source]

	




	
ulfbert_set_transY_data(name)[source]

	




	
ulfbert_set_transZ_data(name)[source]

	








	
class helga.maya.arash.helga_login.helga_login.Ulfbert_hand_UI(ulfbert_hand_parent_width=455, ulfbert_hand_parent_height=320, ulfbert_hand_child_width=450, ulfbert_hand_child_height=300)[source]

	Bases: helga.maya.arash.helga_login.helga_login.Base


	
call_hand_load_pose(*args)[source]

	




	
call_hand_save_pose(*args)[source]

	




	
refresh_hand_pose_namespace(*args)[source]

	




	
ulfbert_hand_body_main_UI(*args)[source]

	




	
ulfbert_hand_graph_editor(*args)[source]

	




	
ulfbert_hand_set_namespace(*args)[source]

	




	
ulfbert_select_L_index(*args)[source]

	




	
ulfbert_select_L_middle(*args)[source]

	




	
ulfbert_select_L_pink(*args)[source]

	




	
ulfbert_select_L_ring(*args)[source]

	




	
ulfbert_select_L_thumb(*args)[source]

	




	
ulfbert_select_R_index(*args)[source]

	




	
ulfbert_select_R_middle(*args)[source]

	




	
ulfbert_select_R_pink(*args)[source]

	




	
ulfbert_select_R_ring(*args)[source]

	




	
ulfbert_select_R_thumb(*args)[source]

	




	
ulfbert_select_all_L_fingers(*args)[source]

	




	
ulfbert_select_all_R_fingers(*args)[source]

	








	
helga.maya.arash.helga_login.helga_login.run()[source]

	Standardized run() method. Used to call modules functionality
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helga.maya.hanna package


Module contents


helga.maya.hanna package

All packages and modules created by Hanna Binswanger can be found here.
For bugs, questions or help please ask :

Author: Hanna Binswanger
Pipeline Lead: Timm Wagener
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helga.maya.johannes package


Module contents


helga.maya.johannes package

All packages and modules created by Johannes Franz can be found here.
For bugs, questions or help please ask :

Author: Johannes Franz
Pipeline Lead: Timm Wagener
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helga.maya.manuel package


Module contents


helga.maya.manuel package

All packages and modules created by Manuel Seifert can be found here.
For bugs, questions or help please ask :

Author: Manuel Seifert
Pipeline Lead: Timm Wagener
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helga.maya.rendering package

All packages and modules belonging to rendering in Maya can be found here.

Author: Timm Wagener




Packages







	helga.maya.rendering.createUpdateRenderElements
	Create/Update Render Elements Package


	helga.maya.rendering.renderPathes
	Set Render Pathes Package


	helga.maya.rendering.setExrMetadata
	Set Exr Metadata Package


	helga.maya.rendering.setVrayRenderGlobals
	Set VRay Render Globals Package
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Create/Update Render Elements Package

Automatic setup of VRay Render Elements in Maya.
Modules of this package set up light, framebuffer, data and shadow passes automatically.
Light is split into light select render elements.
This is the initial automatic setup which sets up multichannel .exrs
that should automatically rebuild in comp using helga.nuke.reconstruction.renderReconstructVRay



Author: Timm Wagener
Version: 0.1




Submodules



	createDataPasses

	createFrameBufferContributions

	createShadowPass

	createUpdateLightRenderElements

	createUpdateMmRenderElements

	vrayGlobals









          

      

      

    


    
         Copyright 2014, TimmWagener.
      Created using Sphinx 1.2.2.
    

  

    
      Navigation

      
        	
          index

        	
          modules |

        	
          next |

        	
          previous |

        	helga_pipeline_documentation 0.1.5 documentation 

          	helga.maya package 

          	helga.maya.rendering package 

          	Create/Update Render Elements Package 
 
      

    


    
      
          
            
  
createDataPasses

Automatic setup of the following VRay Render Elements in Maya.
They are also the names of the channels in the multichannel exr.
You can call this function as often as you want. It will not duplicate 
existing elements, only add missing ones.

The following elements are created:



	Normals

	BumpNormals

	VelocityFiltered

	VelocityUnfiltered

	ZDepth.filtered

	ZDepth.unfiltered

	EtAmbOcc (Ambient Occlusion from extra tex)

	EtWorldPos (World Position from extra tex)

	EtSTMap

	EtFresnelLarge

	EtFresnelSmall

	RenderId.index









Usage

from helga.maya.rendering.createUpdateRenderElements import createDataPasses
reload(createDataPasses)

#Create instance
createDataPassesInstance = createDataPasses.CreateDataPasses()
#Create/Update data passes
createDataPassesInstance.createDataPasses()








	
class helga.maya.rendering.createUpdateRenderElements.createDataPasses.CreateDataPasses[source]

	
	
REWithAttrAndValueExists(attrName, attrValue)[source]

	




	
createBumpNormalsRE()[source]

	




	
createDataPasses()[source]

	Function to create/update data passes.






	
createEtAmbOccRE()[source]

	




	
createEtFresnelLargeRE()[source]

	




	
createEtFresnelSmallRE()[source]

	




	
createEtSTMapRE()[source]

	




	
createEtWorldPosRE()[source]

	




	
createNormalsRE()[source]

	




	
createRamp(rampDirection=1)[source]

	




	
createRenderElement(renderElementName)[source]

	




	
createRenderIdRE()[source]

	




	
createVelocityREFiltered()[source]

	




	
createVelocityREUnfiltered()[source]

	




	
createZDepthREFiltered()[source]

	




	
createZDepthREUnfiltered()[source]

	




	
vrayLoaded()[source]
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createFrameBufferContributions

Automatic setup of the following VRay Render Elements in Maya.
They are also the names of the channels in the multichannel exr.
You can call this function as often as you want. It will not duplicate 
existing elements, only add missing ones.

The following elements are created:



	Diffuse

	Reflection

	Refraction

	Specular

	Subsurface









Usage

from helga.maya.rendering.createUpdateRenderElements import createFrameBufferContributions
reload(createFrameBufferContributions)

#Create instance
createFrameBufferContributionsInstance = createFrameBufferContributions.CreateFrameBufferContributions()
#Create/Update framebuffer passes
createFrameBufferContributionsInstance.createFrameBufferContributions()








	
class helga.maya.rendering.createUpdateRenderElements.createFrameBufferContributions.CreateFrameBufferContributions[source]

	
	
REWithAttrAndValueExists(attrName, attrValue)[source]

	




	
createDiffuseRE()[source]

	




	
createFrameBufferContributions()[source]

	Function to create/update framebuffer passes (see above for AOV types).






	
createReflectionRE()[source]

	




	
createRefractionRE()[source]

	




	
createRenderElement(renderElementName)[source]

	




	
createSpecularRE()[source]

	




	
createSubsurfaceRE()[source]

	




	
vrayLoaded()[source]
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createShadowPass

Automatic setup of the following VRay Render Elements in Maya.
They are also the names of the channels in the multichannel exr.
You can call this function as often as you want. It will not duplicate 
existing elements, only add missing ones.

The following elements are created:



	RawShadow

	Shadow









Usage

from helga.maya.rendering.createUpdateRenderElements import createShadowPass
reload(createShadowPass)

#Create instance
createShadowPassInstance = createShadowPass.CreateShadowPass()
#Create/Update shadow passes
createShadowPassInstance.createShadowPass()








	
class helga.maya.rendering.createUpdateRenderElements.createShadowPass.CreateShadowPass[source]

	
	
REWithAttrAndValueExists(attrName, attrValue)[source]

	




	
createRawShadowRE()[source]

	




	
createRenderElement(renderElementName)[source]

	




	
createShadowPass()[source]

	Function to create/update shadow passes (see above for AOV types).






	
createShadowRE()[source]

	




	
vrayLoaded()[source]
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createUpdateLightRenderElements

Automatic setup of the following VRay Render Elements in Maya.
They are also the names of the channels in the multichannel exr.
You can call this function as often as you want. It will not duplicate 
existing elements, only add missing ones.
The light is split into light select elements and GI. To use these passes in
Nuke with the helga.nuke.reconstruction.renderReconstruct module you
need a diffuse pass from helga.maya.rendering.createUpdateRenderElements.createFrameBufferContributions.

The following elements are created:



	Gi

	Lighting

	SelfIllum

	Light Selects for each light where possible









Usage

from helga.maya.rendering.createUpdateRenderElements import createUpdateLightRenderElements
reload(createUpdateLightRenderElements)

#Create instance
createUpdateLightRenderElementsInstance = createUpdateLightRenderElements.CreateUpdateLightRenderElements()
#Create/Update shadow passes
createUpdateLightRenderElementsInstance.createUpdateLightRenderElements()








	
class helga.maya.rendering.createUpdateRenderElements.createUpdateLightRenderElements.CreateUpdateLightRenderElements[source]

	
	
REWithAttrAndValueExists(attrName, attrValue)[source]

	




	
createGiRE()[source]

	




	
createLSREForEachLight(lightsList)[source]

	




	
createLightingRE()[source]

	




	
createRenderElement(renderElementName)[source]

	




	
createSelfIllumRE()[source]

	




	
createUpdateLSREs()[source]

	




	
createUpdateLightRenderElements()[source]

	Function to create/update light render elements (see above for AOV types).






	
deleteAllLsRElementSets()[source]

	




	
getAllSceneLights()[source]

	




	
getRenderElementSetsByPrefix(prefix)[source]

	




	
vrayLoaded()[source]
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createUpdateMmRenderElements

Automatic setup of multimatte VRay Render Elements in Maya.
The script parses the scene for object ids on objects and creates
multi matte render elements from them. The object ids are sorted
numerically.
You can call this function as often as you want. It will not duplicate 
existing elements, only add missing ones.




Usage

from helga.maya.rendering.createUpdateRenderElements import createUpdateMmRenderElements
reload(createUpdateMmRenderElements)

#Create instance
createUpdateMmRenderElementsInstance = createUpdateMmRenderElements.CreateUpdateMmRenderElements()
#Create/Update shadow passes
createUpdateMmRenderElementsInstance.createUpdateMmRenderElements()








	
class helga.maya.rendering.createUpdateRenderElements.createUpdateMmRenderElements.CreateUpdateMmRenderElements[source]

	
	
REWithAttrAndValueExists(attrName, attrValue)[source]

	




	
createMultiMattes(objectIdList)[source]

	




	
createRenderElement(renderElementName)[source]

	




	
createUpdateMultiMatteElements()[source]

	Function to create/update multi matte render elements.






	
deleteCurrentMultiMatteElements()[source]

	




	
getRenderElementsByPrefix(prefix)[source]

	




	
getSceneObjectIdList()[source]

	




	
renameMultiMatteRE(mMRE)[source]

	




	
vrayLoaded()[source]
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vrayGlobals

Globals module to hosts constants for the helga.maya.rendering.createUpdateRenderElements package.




Usage

from helga.maya.rendering.createUpdateRenderElements import vrayGlobals
reload(vrayGlobals)

#my_fancy_prefix
my_fancy_prefix = vrayGlobals.PREFIX








	
helga.maya.rendering.createUpdateRenderElements.vrayGlobals.PREFIX = 'gh'

	Prefix for the channels in multichannel exrs.
For example: ghDiffuse, ghReflection
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Set Render Pathes Package

Automatic setup of the correct rendering pathes for images according
to Pipeline standards. It is ment to work with VRay for Maya exclusively.



Author: Timm Wagener
Version: 0.1




Submodules



	renderPathes
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renderPathes

Automatic setup of the correct rendering pathes for images according
to Pipeline standards. It is ment to work with VRay for Maya exclusively.
This is a very simple module, it basically only determines where renderings
will go to.




Usage

from helga.maya.rendering.renderPathes import renderPathes
reload(renderPathes)

#Create instance
renderPathesInstance = renderPathes.RenderPathes()
#set render pathes for final lighting
renderPathesInstance.setPathLighting()
#set render pathes for testing
renderPathesInstance.setPathTesting()








	
class helga.maya.rendering.renderPathes.renderPathes.RenderPathes[source]

	
	
setPathLighting()[source]

	Render path for images. The output here should be copied and used by compositing.






	
setPathTesting()[source]

	Render path for testing images. The output here is purely for your own testing
and could be deleted anytime. If you want to keep it, then copy it to your rnd folder.






	
vrayLoaded()[source]

	Check if the VRay for Maya Plugin is loaded.






	
vrayRenderSettingsNode()[source]

	Get Vray rendersettings node
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Set Exr Metadata Package

Package that holds functionality to parse the scene and set exr metadata.
It is ment to work with VRay for Maya exclusively.



Author: Timm Wagener
Version: 0.1




Submodules



	setExrMetadata
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setExrMetadata

Module that will parse the scene and add exr metadata to the rendersettings node.
The module is designed to work with VRay for Maya exclusively.
You can import and run it as a Pre-Frame script while batch rendering (on the farm).




Usage

from helga.maya.rendering.setExrMetadata import setExrMetadata
reload(setExrMetadata)

#run
setExrMetadata.run()






Warning

Module is known to cause crashes when rendering.
Use with caution






	
helga.maya.rendering.setExrMetadata.setExrMetadata.run()[source]

	General and only method to invoke to start adding metadata
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Set VRay Render Globals Package

Package that holds functionality to set the VRay Render Globals
according to pipeline standards.



Author: Timm Wagener
Version: 0.1




Submodules



	setVrayRenderGlobals
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setVrayRenderGlobals

Set the VRay Render Globals according to pipeline standards.




Usage

from helga.maya.rendering.setVrayRenderGlobals import setVrayRenderGlobals
reload(setVrayRenderGlobals)

#Create instance
setVrayRenderGlobalsInstance = setVrayRenderGlobals.SetVrayRenderGlobals()

#set render globals completely
setVrayRenderGlobalsInstance.setVrayRenderSettings()
#set render globals linear light settings only
setVrayRenderGlobalsInstance.setVrayRenderSettingsLinear()








	
class helga.maya.rendering.setVrayRenderGlobals.setVrayRenderGlobals.SetVrayRenderGlobals[source]

	
	
setVrayRenderSettings(set_pre_render_mel_script=False)[source]

	Set Vray Rendersettings





	Parameters:	set_pre_render_mel_script (bool [http://docs.python.org/library/functions.html#bool]) – Set the pre render MEL script. Default is False.










	
setVrayRenderSettingsLinear()[source]

	Set Vray Rendersettings, linear light settings only






	
setVrayRenderSettingsParameter(linearOnly=False, set_pre_render_mel_script=False)[source]

	Set Vray Rendersettings. Never use this method directly.






	
vrayLoaded()[source]

	Return true or false wether or not Vray is loaded






	
vrayRenderSettingsNode()[source]

	Get Vray rendersettings node
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helga.maya.rigging package


Module contents


helga.maya.rigging package

All packages and modules belonging to rigging in Maya can be found here.

Author: Timm Wagener
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helga.maya.setup package

This package is not neccessarily a traditional package.
In here is stuff like the central pipeline third party scripts and plugins
folders. Also in here is the userSetup.py as well as shelves and icon folders.

Author: Timm Wagener
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helga.nuke package

Helga script environment for Nuke. Here you can find scripts, tools and plugins
used with Nuke.




Packages







	helga.nuke.arash
	


	helga.nuke.hanna
	


	helga.nuke.johannes
	


	helga.nuke.manuel
	


	helga.nuke.photoscan
	helga.nuke.photoscan package


	helga.nuke.reconstruction
	helga.nuke.reconstruction package


	helga.nuke.setup
	helga.nuke.setup package
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helga.nuke.photoscan package

All packages and modules related to Photoscan action and Nuke can be found here.

Author: Timm Wagener




Packages







	helga.nuke.photoscan.auto_key
	Auto Key Package
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Auto Key Package

Automatic live key for photoscan sessions.



Author: Timm Wagener
Version: 0.1




Submodules



	auto_key
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auto_key

Live key in Nuke for photoscan sessions.




Usage

Copy this script in the Nuke script editor and execute it.
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helga.nuke.reconstruction package

All packages and modules belonging to render or scene reconstruction in Nuke can be found here.

Author: Timm Wagener




Packages







	helga.nuke.reconstruction.renderReconstructVRay
	Render Reconstruct VRay Package


	helga.nuke.reconstruction.sceneReconstructVRay
	Scene Reconstruct VRay Package
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Render Reconstruct VRay Package

Automatic render reconstruction of multi channel exrs in Nuke.
The Multichannel exrs need to be set up with this helga.maya.rendering.createUpdateRenderElements
package in VRay for Maya in order to function properly.



Author: Timm Wagener
Version: 0.1




Submodules



	renderReconstruct

	lib Package
	reconstruct_globals

	shuffleDataRE

	shuffleFramebufferRE

	shuffleLightRE

	shuffleMmRE

	shuffleShadowRE
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renderReconstruct

Automatic reconstruction of multichannel exrs that have been created according
to our pipeline standards. This has happened most probably with a module from 
helga.maya.rendering.createUpdateRenderElements.

The following elements can be reconstructed separately:



	Light

	Data

	Framebuffer

	Multi Mattes

	Shadow






Of course it is also possible to recreate them alltogether.


Note

The final result of the reconstruction might differ a little from the
original rendering, since Ambient Occlusion is rendered as an Extra Tex
pass and multiplied with the GI on reconstruction.





Usage

from helga.nuke.reconstruction.renderReconstructVRay import renderReconstruct
reload(renderReconstruct)

#Create instance
renderReconstructInstance = renderReconstruct.RenderReconstruct()

#------------------------------
#Select some Nuke Read nodes
#------------------------------

#Reconstruct all elements
renderReconstructInstance.reconstructAll()

#Reconstruct light only
renderReconstructInstance.reconstructLightREs()

#Reconstruct data only
renderReconstructInstance.reconstructDataREs()

#Reconstruct framebuffer only
renderReconstructInstance.reconstructFramebufferREs()

#Reconstruct multi mattes only
renderReconstructInstance.reconstructMultiMatteREs()

#Reconstruct shadow only
renderReconstructInstance.reconstructShadowREs()








	
class helga.nuke.reconstruction.renderReconstructVRay.renderReconstruct.RenderReconstruct[source]

	
	
nodetypeMatches(node, nodetype)[source]

	




	
reconstructAll()[source]

	Reconstruct all render elements (AOVs) for the selected Read nodes.
The elements are added together to reconstruct the final render.
The rendering might differ a little from the original since Ambient
Occlusion is multiplied with the GI.






	
reconstructDataREs()[source]

	Reconstruct data render elements (AOVs) for the selected Read nodes.






	
reconstructFramebufferREs()[source]

	Reconstruct framebuffer render elements (AOVs) for the selected Read nodes.






	
reconstructLightREs()[source]

	Reconstruct light render elements (AOVs) for the selected Read nodes.






	
reconstructMultiMatteREs()[source]

	Reconstruct multi matte render elements (AOVs) for the selected Read nodes.






	
reconstructShadowREs()[source]

	Reconstruct shadow render elements (AOVs) for the selected Read nodes.
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lib Package

Contains internal library modules for the renderReconstruct tool.



Author: Timm Wagener
Version: 0.1



	reconstruct_globals

	shuffleDataRE

	shuffleFramebufferRE

	shuffleLightRE

	shuffleMmRE

	shuffleShadowRE
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reconstruct_globals

Globals module to hosts constants for the helga.nuke.reconstruction.renderReconstructVRay package.




Usage

from helga.nuke.reconstruction.renderReconstructVRay import reconstruct_globals
reload(reconstruct_globals)

#my_fancy_prefix
my_fancy_prefix = reconstruct_globals.PREFIX








	
helga.nuke.reconstruction.renderReconstructVRay.lib.reconstruct_globals.PREFIX = 'gh'

	Prefix for the channels in multichannel exrs.
For example: ghDiffuse, ghReflection
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shuffleDataRE

Internal module that reconstructs data render elements.


Important

This module is internal. Access its functionality from helga.nuke.reconstruction.renderReconstructVRay.renderReconstruct






	
class helga.nuke.reconstruction.renderReconstructVRay.lib.shuffleDataRE.ShuffleDataRE[source]

	
	
createBackdrop(nodesList, hexColor)[source]

	




	
deselectAll()[source]

	




	
getLayers(node, prefix=False)[source]

	




	
nodetypeMatches(node, nodetype)[source]

	




	
reconstructDataRenderElements(node)[source]

	




	
rgbToHexString(colorList=[0, 0, 0])[source]

	




	
shuffleDepthRE(node, layer)[source]

	




	
shuffleRE(node, layer)[source]
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shuffleFramebufferRE

Internal module that reconstructs framebuffer render elements.


Important

This module is internal. Access its functionality from helga.nuke.reconstruction.renderReconstructVRay.renderReconstruct






	
class helga.nuke.reconstruction.renderReconstructVRay.lib.shuffleFramebufferRE.ShuffleFramebufferRE[source]

	
	
createBackdrop(nodesList, hexColor)[source]

	




	
deselectAll()[source]

	




	
getLayers(node, prefix=False)[source]

	




	
nodetypeMatches(node, nodetype)[source]

	




	
reconstructFramebufferRenderElements(node)[source]

	




	
rgbToHexString(colorList=[0, 0, 0])[source]

	




	
shuffleRE(node, layer, frameBuffer=False)[source]
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shuffleLightRE

Internal module that reconstructs light render elements.


Important

This module is internal. Access its functionality from helga.nuke.reconstruction.renderReconstructVRay.renderReconstruct






	
class helga.nuke.reconstruction.renderReconstructVRay.lib.shuffleLightRE.ShuffleLightRE[source]

	
	
createBackdrop(nodesList, hexColor)[source]

	




	
deselectAll()[source]

	




	
getLayers(node, prefix=False)[source]

	




	
nodetypeMatches(node, nodetype)[source]

	




	
reconstructLightRE(node, layer, gi=False)[source]

	




	
reconstructLightRenderElements(node)[source]

	




	
rgbToHexString(colorList=[0, 0, 0])[source]

	




	
shuffleRE(node, layer, frameBuffer=False)[source]
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shuffleMmRE

Internal module that reconstructs multi matte render elements.


Important

This module is internal. Access its functionality from helga.nuke.reconstruction.renderReconstructVRay.renderReconstruct






	
class helga.nuke.reconstruction.renderReconstructVRay.lib.shuffleMmRE.ShuffleMmRE[source]

	
	
createBackdrop(nodesList, hexColor)[source]

	




	
deselectAll()[source]

	




	
getLayers(node, prefix=False)[source]

	




	
nodetypeMatches(node, nodetype)[source]

	




	
reconstructMultiMatteRenderElements(node)[source]

	




	
rgbToHexString(colorList=[0, 0, 0])[source]

	




	
shuffleRE(node, layer)[source]
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shuffleShadowRE

Internal module that reconstructs shadow render elements.


Important

This module is internal. Access its functionality from helga.nuke.reconstruction.renderReconstructVRay.renderReconstruct






	
class helga.nuke.reconstruction.renderReconstructVRay.lib.shuffleShadowRE.ShuffleShadowRE[source]

	
	
createBackdrop(nodesList, hexColor)[source]

	




	
deselectAll()[source]

	




	
getLayers(node, prefix=False)[source]

	




	
nodetypeMatches(node, nodetype)[source]

	




	
reconstructShadowRenderElements(node)[source]

	




	
rgbToHexString(colorList=[0, 0, 0])[source]

	




	
shuffleRE(node, layer)[source]
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Scene Reconstruct VRay Package

Automatic scene reconstruction of from exr metadata in Nuke.
The exr metadata needs to be set up with this helga.maya.rendering.setExrMetadata
package in VRay for Maya in order to function properly.



Author: Timm Wagener
Version: 0.1




Submodules



	sceneReconstruct

	lib Package
	reconstruct_alembic

	reconstruct_camera_from_vray_exr

	reconstruct_globals

	reconstruct_light
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sceneReconstruct

Automatic reconstruction of 3d scenes in Nuke from exr metadata.
It works together with helga.maya.rendering.setExrMetadata
and can recreate:



	Camera animation

	Alembics with textures

	Light setups







Note

The light reconstruction will try to find the best match for lights it doesnt know.
For example a Vray Sunlight might translate to a directional light in Nuke.
The mapping is far from complete and far from perfect though.



Please remember that this module only works, when exr metadata is set.



Usage

from helga.nuke.reconstruction.sceneReconstructVRay import sceneReconstruct
reload(sceneReconstruct)

#Create instance
sceneReconstructInstance = sceneReconstruct.SceneReconstruct()

#------------------------------
#Select some Nuke Read nodes
#------------------------------

#Reconstruct alembics
sceneReconstructInstance.reconstruct_alembic()

#Reconstruct exr cam
sceneReconstructInstance.create_exr_cam_vray()

#Reconstruct light
sceneReconstructInstance.reconstruct_light()








	
class helga.nuke.reconstruction.sceneReconstructVRay.sceneReconstruct.SceneReconstruct[source]

	
	
create_exr_cam_vray()[source]

	Reconstruct a cam from a vray exr. ONLY works with vray exrs






	
nodetypeMatches(node, nodetype)[source]

	




	
reconstruct_alembic()[source]

	Reconstruct Alembic nodes from read nodes with exr input file






	
reconstruct_light()[source]

	Reconstruct Light nodes from read nodes with exr input file
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lib Package

Contains internal library modules for the sceneReconstruct tool.



Author: Timm Wagener
Version: 0.1



	reconstruct_alembic

	reconstruct_camera_from_vray_exr

	reconstruct_globals

	reconstruct_light
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reconstruct_alembic

Internal module that reconstructs nuke 3d scenes from metadata in exrs according to our pipeline standards


Important

This module is internal. Access its functionality from helga.nuke.reconstruction.sceneReconstructVRay.sceneReconstruct






	
helga.nuke.reconstruction.sceneReconstructVRay.lib.reconstruct_alembic.create_alembic_parts(alembic_path, texture_path, recreate_textures=False)[source]

	Create alembic node with given path






	
helga.nuke.reconstruction.sceneReconstructVRay.lib.reconstruct_alembic.create_alembic_read_nodes(alembic_details_list=, []verbose=True)[source]

	Create Geo read nodes for alembic pathes in node and return list of them






	
helga.nuke.reconstruction.sceneReconstructVRay.lib.reconstruct_alembic.create_backdrop(nodesList, hexColor)[source]

	Create backdrop for nodesList with hexColor






	
helga.nuke.reconstruction.sceneReconstructVRay.lib.reconstruct_alembic.deselect_all()[source]

	Deselect All






	
helga.nuke.reconstruction.sceneReconstructVRay.lib.reconstruct_alembic.nodetypeMatches(node, nodetype)[source]

	Check if the nodetype matches






	
helga.nuke.reconstruction.sceneReconstructVRay.lib.reconstruct_alembic.reconstruct_alembic(node=None, verbose=True)[source]

	Reconstruct alembic from exr metada in read node






	
helga.nuke.reconstruction.sceneReconstructVRay.lib.reconstruct_alembic.rgb_to_hex_string(colorList=[0, 0, 0])[source]

	Convert RGB List to hex color
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reconstruct_camera_from_vray_exr

Internal module that reconstructs nuke 3d camera from vray exrs according to our pipeline standards.


Important

This module is internal. Access its functionality from helga.nuke.reconstruction.sceneReconstructVRay.sceneReconstruct






	
helga.nuke.reconstruction.sceneReconstructVRay.lib.reconstruct_camera_from_vray_exr.create_exr_cam_vray(node)[source]

	Create a camera node based on VRay metadata.
This works specifically on VRay data coming from maya.









          

      

      

    


    
         Copyright 2014, TimmWagener.
      Created using Sphinx 1.2.2.
    

  

    
      Navigation

      
        	
          index

        	
          modules |

        	
          next |

        	
          previous |

        	helga_pipeline_documentation 0.1.5 documentation 

          	helga.nuke package 

          	helga.nuke.reconstruction package 

          	Scene Reconstruct VRay Package 

          	lib Package 
 
      

    


    
      
          
            
  
reconstruct_globals

Globals module to host constants for the helga.nuke.reconstruction.sceneReconstructVRay package.




	
helga.nuke.reconstruction.sceneReconstructVRay.lib.reconstruct_globals.ALEMBIC_DICTIONARY_KEY = 'alembic_details'

	Key for alembic data






	
helga.nuke.reconstruction.sceneReconstructVRay.lib.reconstruct_globals.ALEMBIC_READ_NODE_BACKDROP_COLOR = [128, 255, 0]

	Color of Alembic backdrop nodes






	
helga.nuke.reconstruction.sceneReconstructVRay.lib.reconstruct_globals.LIGHT_DICTIONARY_KEY = 'light_details'

	Key for light data






	
helga.nuke.reconstruction.sceneReconstructVRay.lib.reconstruct_globals.LIGHT_NODE_BACKDROP_COLOR = [255, 255, 0]

	Color of light backdrop nodes






	
helga.nuke.reconstruction.sceneReconstructVRay.lib.reconstruct_globals.NUKE_EXR_METADATA_PREFIX = 'exr/'

	Default exr metadata prefix. (Set by Nuke)






	
helga.nuke.reconstruction.sceneReconstructVRay.lib.reconstruct_globals.PREFIX = 'gh'

	Prefix for channels






	
helga.nuke.reconstruction.sceneReconstructVRay.lib.reconstruct_globals.align_nodes(nodes, direction='x')[source]

	Align nodes either horizontally or vertically.
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reconstruct_light

Internal module that reconstructs nuke light from metadata in exrs according to our pipeline standards.


Important

This module is internal. Access its functionality from helga.nuke.reconstruction.sceneReconstructVRay.sceneReconstruct






	
helga.nuke.reconstruction.sceneReconstructVRay.lib.reconstruct_light.create_backdrop(nodesList, hexColor)[source]

	Create backdrop for nodesList with hexColor






	
helga.nuke.reconstruction.sceneReconstructVRay.lib.reconstruct_light.deselect_all()[source]

	Deselect All






	
helga.nuke.reconstruction.sceneReconstructVRay.lib.reconstruct_light.nodetypeMatches(node, nodetype)[source]

	Check if the nodetype matches






	
helga.nuke.reconstruction.sceneReconstructVRay.lib.reconstruct_light.reconstruct_VRayLightDomeShape(light_detail_dict)[source]

	




	
helga.nuke.reconstruction.sceneReconstructVRay.lib.reconstruct_light.reconstruct_VRaySunShape(light_detail_dict)[source]

	




	
helga.nuke.reconstruction.sceneReconstructVRay.lib.reconstruct_light.reconstruct_light(node=None, verbose=True)[source]

	Reconstruct light from exr metada in read node






	
helga.nuke.reconstruction.sceneReconstructVRay.lib.reconstruct_light.reconstruct_light_by_type(light_detail_dict)[source]

	Reconstruct light by type






	
helga.nuke.reconstruction.sceneReconstructVRay.lib.reconstruct_light.rgb_to_hex_string(colorList=[0, 0, 0])[source]

	Convert RGB List to hex color
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helga.nuke.setup package

This package is not neccessarily a traditional package.
In here is stuff like the central pipeline third party scripts and plugins
folders. Also in here are scripts and icons used to setup our pipeline nuke.

Author: Timm Wagener
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helga.general package

Helga general script environment. Here you can find scripts, tools and plugins
that are not specific for any DCC.




Packages







	helga.general.directory_wizard
	Directory Wizard Package


	helga.general.setup
	helga.general.setup package









          

      

      

    


    
         Copyright 2014, TimmWagener.
      Created using Sphinx 1.2.2.
    

  

    
      Navigation

      
        	
          index

        	
          modules |

        	
          next |

        	
          previous |

        	helga_pipeline_documentation 0.1.5 documentation 

          	helga.general package 
 
      

    


    
      
          
            
  
Directory Wizard Package

Simple GUI for creating directories.


[image: Directory Wizard]




Author: Timm Wagener
Version: 0.1




Submodules



	directory_wizard

	lib Package
	directory_creator

	directory_wizard_logging_handler
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directory_wizard

Simple but hopefully helpful module to automatically generate
folderstructures for assets, comps etc.
It uses PySide and is ment to run from Mayas, Nukes and Houdinis
Python interpreters.



Usage

from helga.general.directory_wizard import directory_wizard
reload(directory_wizard)

#run
directory_wizard.run()








	
helga.general.directory_wizard.directory_wizard.run()[source]

	Standardized run() method
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lib Package

Contains internal library modules for the directory_wizard tool.



Author: Timm Wagener
Version: 0.1



	directory_creator

	directory_wizard_logging_handler
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directory_creator

Module to create directories.




	
helga.general.directory_wizard.lib.directory_creator.CHARACTER_DIRECTORY_LIST = ['model', ['export'], 'rig', ['last_published'], 'sculpt', ['export'], 'textures', 'temp']

	Helga character directory structure






	
helga.general.directory_wizard.lib.directory_creator.COMP_DIRECTORY_LIST = ['2d_render', '3d_render', 'nuke', 'ae', 'mattepainting', 'footage', 'temp']

	Helga comp directory structure






	
class helga.general.directory_wizard.lib.directory_creator.CharacterDirectoryCreator(asset_name, root_directory, logging_level=10)[source]

	Bases: helga.general.directory_wizard.lib.directory_creator.DirectoryCreator






	
class helga.general.directory_wizard.lib.directory_creator.CompDirectoryCreator(asset_name, root_directory, logging_level=10)[source]

	Bases: helga.general.directory_wizard.lib.directory_creator.DirectoryCreator






	
class helga.general.directory_wizard.lib.directory_creator.DirectoryCreator(asset_name, root_directory, logging_level=10)[source]

	Bases: object [http://docs.python.org/library/functions.html#object]


	
create_directories(name_list=None, parent_directory=None)[source]

	Recurse self.directory_list and create directories.






	
get_asset_directory()[source]

	Return self.asset_directory






	
get_directories_string(name_list=None, tabs='')[source]

	Return string representation of directory_list






	
get_directory_type()[source]

	Return self.directory_type










	
helga.general.directory_wizard.lib.directory_creator.PHOTOSCAN_DIRECTORY_LIST = ['photos', 'masks', 'nuke', 'photoscan', ['out'], 'temp']

	Helga photoscan directory structure






	
helga.general.directory_wizard.lib.directory_creator.PROP_DIRECTORY_LIST = ['model', ['export'], 'photoscan', ['masks', 'out', 'photos', 'nuke'], 'rig', ['last_published'], 'sculpt', ['export'], 'textures', 'temp']

	Helga prop directory structure






	
class helga.general.directory_wizard.lib.directory_creator.PhotoscanDirectoryCreator(asset_name, root_directory, logging_level=10)[source]

	Bases: helga.general.directory_wizard.lib.directory_creator.DirectoryCreator






	
class helga.general.directory_wizard.lib.directory_creator.PropDirectoryCreator(asset_name, root_directory, logging_level=10)[source]

	Bases: helga.general.directory_wizard.lib.directory_creator.DirectoryCreator






	
helga.general.directory_wizard.lib.directory_creator.SHOT_DIRECTORY_LIST = ['animation', 'lighting', 'fx', ['cloth']]

	Helga shot directory structure






	
class helga.general.directory_wizard.lib.directory_creator.ShotDirectoryCreator(asset_name, root_directory, logging_level=10)[source]

	Bases: helga.general.directory_wizard.lib.directory_creator.DirectoryCreator
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directory_wizard_logging_handler

Automaticaly log to le_status from given widget.


	
class helga.general.directory_wizard.lib.directory_wizard_logging_handler.StatusStreamHandler(wdgt_status=None, logging_level=10)[source]

	Bases: logging.StreamHandler [http://docs.python.org/library/logging.handlers.html#logging.StreamHandler]

Stream handler subclass that calls the set_status() method of
the wdgt_status object used for initialization.

Normally the set_status() method would set a QLineEdit or
similiar to display the log message.


	
emit(record)[source]

	Custom emit for StreamHandler subclass
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helga.general.setup package

All packages and modules doing general setup stuff or providing setup
ressources can be found here.

Author: Timm Wagener




Packages







	helga.general.setup.doc_link
	Open the Pipeline Documentation Package


	helga.general.setup.global_functions
	Helga global_functions Package


	helga.general.setup.global_variables
	Helga global_variables Package


	helga.general.setup.quick_setup
	Quick Setup Package
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Open the Pipeline Documentation Package

Open a browser to display our pipeline documentation.
Simple but (hopefully) helpfull.



Author: Timm Wagener
Version: 0.1




Submodules



	doc_link
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doc_link

Simple but hopefully helpful module to open up a browser to our
pipeline documentation.




Usage

from helga.general.setup.doc_link import doc_link
reload(doc_link)

#run
doc_link.run()








	
helga.general.setup.doc_link.doc_link.run(url=None)[source]

	Open web browser with pipeline documentation
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Helga global_functions Package

This package contains all modules that hold all relevant general functions
to be used in the Helga pipeline.



Author: Timm Wagener
Version: 0.1




Submodules



	global_functions
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global_functions

Simple but hopefully helpful module to that bundles all
functions in a central place.




Usage

from helga.general.setup.global_functions import global_functions
reload(global_functions)

#some example here
global_functions.example_function()








	
helga.general.setup.global_functions.global_functions.check_interpreter(keyword)[source]

	Check if the current interpreter matches keyword






	
helga.general.setup.global_functions.global_functions.copy_file(source_file, source_dir, destination_dir)[source]

	




	
helga.general.setup.global_functions.global_functions.create_widget_from_ui_file(ui_file_path, parent=None)[source]

	Create widget that remains stylesheets from .ui file.
This method is crashy at least in Maya. Probably because of stylesheet
issues with Maya QApp custom style.
Use with caution.






	
helga.general.setup.global_functions.global_functions.divider()[source]

	Print divider line to __stdout__






	
helga.general.setup.global_functions.global_functions.get_helga_header_widget(title, icon_path)[source]

	Return QWidget that represents a helga header.
The returned widget needs to be added to a layout.






	
helga.general.setup.global_functions.global_functions.get_main_window()[source]

	Determine current application and return main window for parenting of own windows.






	
helga.general.setup.global_functions.global_functions.get_maya_main_window()[source]

	Return the Maya main window.






	
helga.general.setup.global_functions.global_functions.get_maya_toplevel_shelf_widget(shelf_object)[source]

	Convert ptr to shelf object to Qt instance.






	
helga.general.setup.global_functions.global_functions.get_nuke_main_window()[source]

	Return the Maya main window.






	
helga.general.setup.global_functions.global_functions.get_user()[source]

	




	
helga.general.setup.global_functions.global_functions.get_user_setup_destination_dir(dcc)[source]

	




	
helga.general.setup.global_functions.global_functions.get_user_setup_destination_dir_houdini()[source]

	




	
helga.general.setup.global_functions.global_functions.get_user_setup_destination_dir_maya()[source]

	




	
helga.general.setup.global_functions.global_functions.get_user_setup_destination_dir_nuke()[source]

	




	
helga.general.setup.global_functions.global_functions.load_ui_type(ui_file)[source]

	Pyside lacks the “loadUiType” command, so we have to convert the ui file to py code in-memory first
and then execute it in a special frame to retrieve the form_class.
This function return the form and base classes for the given qtdesigner ui file.






	
helga.general.setup.global_functions.global_functions.style_maya_shelves()[source]

	Style Maya shelves.
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Helga global_variables Package

This package contains all modules that hold all relevant constants
to be used in the Helga pipeline.



Author: Timm Wagener
Version: 0.1




Submodules



	global_variables
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global_variables

Simple but hopefully helpful module to that bundles all
constants and pipeline variables in a central place.




Usage

from helga.general.setup.global_variables import global_variables
reload(global_variables)

# pipeline_base_path
pipeline_base_path = global_variables.PIPELINE_BASE_PATH








	
helga.general.setup.global_variables.global_variables.PIPELINE_BASE_PATH = False

	Helga pipeline base path
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Quick Setup Package

Simple GUI for putting/removing the helga pipeline applications (Houdini, Maya, Nuke)
into/from deployment. The tool is not ment to run within a DCC but is compiled and bundled
with py2exe. It is published under /bin/QuickSetup.


[image: Quick Setup]




Dependecies


	PyQt4

	py2exe

	qdarkstyle





Author: Timm Wagener
Version: 0.1




Submodules



	quick_setup_loader

	quick_setup

	lib Package
	quick_setup_functionality

	quick_setup_logging_handler
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quick_setup_loader

Helper module to enable import of quick_setup.
This module makes sure the __file__ attribute of the quick_setup module delivers
a path.




	
helga.general.setup.quick_setup.quick_setup_loader.load_quick_setup()[source]

	Start an QApp loop and load an instance of QuickSetup in it.
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quick_setup

Simple but hopefully helpful module to automatically put the helga pipeline DCCs
into deployment or remove them from it.



The tool is available as precompiled binary under $PIPELINE_SCRIPTS_BASE_PATH/bin



Author: Timm Wagener


	
helga.general.setup.quick_setup.quick_setup.clean_path_for_favorites(path)[source]

	Modify path to match favorite neccessities.
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lib Package



	quick_setup_functionality

	quick_setup_logging_handler
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quick_setup_functionality

Module that holds the functionality for quick_setup.


	
helga.general.setup.quick_setup.lib.quick_setup_functionality.add_favorite(shortcut_name, target_path, description='')[source]

	Add favorite shortcut. If shortcut already exists in Links, the
shortcut will be updated with the given path.






	
helga.general.setup.quick_setup.lib.quick_setup_functionality.copy_file(source_file, source_dir, destination_dir)[source]

	Copy file.






	
helga.general.setup.quick_setup.lib.quick_setup_functionality.get_favorite_directory()[source]

	Return favorite directory






	
helga.general.setup.quick_setup.lib.quick_setup_functionality.get_links_directory()[source]

	Return user Links directory






	
helga.general.setup.quick_setup.lib.quick_setup_functionality.get_nuke_menu_source_dir()[source]

	




	
helga.general.setup.quick_setup.lib.quick_setup_functionality.get_pipeline_base_path()[source]

	Get pipeline base path. Hardcoded or from environment variable.
The environment variable has preference.






	
helga.general.setup.quick_setup.lib.quick_setup_functionality.get_pipeline_scripts_base_path()[source]

	Get pipeline scripts base path.






	
helga.general.setup.quick_setup.lib.quick_setup_functionality.get_time_string()[source]

	Return time string.






	
helga.general.setup.quick_setup.lib.quick_setup_functionality.get_user()[source]

	Get the currently logged on user or Unknown if False.






	
helga.general.setup.quick_setup.lib.quick_setup_functionality.get_user_setup_destination_dir(dcc, version=None)[source]

	




	
helga.general.setup.quick_setup.lib.quick_setup_functionality.get_user_setup_destination_dir_houdini(version)[source]

	




	
helga.general.setup.quick_setup.lib.quick_setup_functionality.get_user_setup_destination_dir_maya(version)[source]

	




	
helga.general.setup.quick_setup.lib.quick_setup_functionality.get_user_setup_destination_dir_nuke()[source]

	




	
helga.general.setup.quick_setup.lib.quick_setup_functionality.get_user_setup_source_dir(dcc)[source]

	




	
helga.general.setup.quick_setup.lib.quick_setup_functionality.get_user_setup_source_dir_houdini()[source]

	




	
helga.general.setup.quick_setup.lib.quick_setup_functionality.get_user_setup_source_dir_maya()[source]

	




	
helga.general.setup.quick_setup.lib.quick_setup_functionality.get_user_setup_source_dir_nuke()[source]
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quick_setup_logging_handler

Automaticaly log to le_status from given widget.


	
class helga.general.setup.quick_setup.lib.quick_setup_logging_handler.StatusStreamHandler(wdgt_status=None, logging_level=10)[source]

	Bases: logging.StreamHandler [http://docs.python.org/library/logging.handlers.html#logging.StreamHandler]

Stream handler subclass that calls the set_status() method of
the wdgt_status object used for initialization.

Normally the set_status() method would set a QLineEdit or
similiar to display the log message.


	
emit(record)[source]

	Custom emit for StreamHandler subclass
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setup


Helper module for py2exe to build a distribution.




Author: Timm Wagener








          

      

      

    


    
        © Copyright 2014, TimmWagener.
      Created using Sphinx 1.2.2.
    

  

apidoc/helga.general.setup.helga_launcher.lib.helga_launcher_nuke_functionality.html


    
      Navigation


      
        		
          index


        		
          modules |


        		helga_pipeline_documentation 0.1.5 documentation »

 
      


    


    
      
          
            
  
helga.general.setup.helga_launcher.lib.helga_launcher_nuke_functionality module



helga_launcher_nuke_functionality


Methods to set nuke env. variables and launch nuke.





		
helga.general.setup.helga_launcher.lib.helga_launcher_nuke_functionality.get_app_name()[source]


		Return string with app name









		
helga.general.setup.helga_launcher.lib.helga_launcher_nuke_functionality.get_env_vars()[source]


		Set complete pipeline env. vars. from global_variables module.
This function depends on the correctly set base env. vars.









		
helga.general.setup.helga_launcher.lib.helga_launcher_nuke_functionality.run(file_path=None, nuke_flavour='--nukex')[source]


		Start Nuke from subprocess
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Helper module for py2exe to build a distribution.




Author: Timm Wagener








          

      

      

    


    
        © Copyright 2014, TimmWagener.
      Created using Sphinx 1.2.2.
    

  

apidoc/helga.general.setup.helga_launcher.helga_launcher.html


    
      Navigation


      
        		
          index


        		
          modules |


        		helga_pipeline_documentation 0.1.5 documentation »

 
      


    


    
      
          
            
  
helga.general.setup.helga_launcher.helga_launcher module



helga_launcher


GUI to start our pipeline DCCs.




The tool is available as precompiled binary under $PIPELINE_SCRIPTS_BASE_PATH/bin




Author: Timm Wagener
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helga_launcher_ocio_functionality


Methods to set ocio env. variables.





		
helga.general.setup.helga_launcher.lib.helga_launcher_ocio_functionality.get_app_name()[source]


		Return string with app name









		
helga.general.setup.helga_launcher.lib.helga_launcher_ocio_functionality.get_env_vars()[source]


		Get dict. with all neccessary maya environment variables.
The dict has the form {‘variable_name:[variable_content, variable_content]’}.
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helga_launcher_houdini_functionality


Methods to set Houdini env. variables and launch Houdini.





		
helga.general.setup.helga_launcher.lib.helga_launcher_houdini_functionality.get_app_name()[source]


		Return string with app name









		
helga.general.setup.helga_launcher.lib.helga_launcher_houdini_functionality.get_env_vars()[source]


		Set complete pipeline env. vars. from global_variables module.
This function depends on the correctly set base env. vars.









		
helga.general.setup.helga_launcher.lib.helga_launcher_houdini_functionality.run(file_path=None)[source]


		Start Maya from subprocess
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Module contents
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helga.maya.arash.dynamo.dynamo.RenameMesh(*args)[source]
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helga.maya.arash.dynamo.dynamo.UI()[source]


		






		
helga.maya.arash.dynamo.dynamo.buildwithMesh(*args)[source]


		






		
helga.maya.arash.dynamo.dynamo.buildwitoutMesh(*args)[source]


		






		
helga.maya.arash.dynamo.dynamo.createLocator(*args)[source]


		






		
helga.maya.arash.dynamo.dynamo.createLocatorOnCenter(*args)[source]


		






		
helga.maya.arash.dynamo.dynamo.createVertexOnPoint(*args)[source]


		






		
helga.maya.arash.dynamo.dynamo.duplicateSpecial(*args)[source]


		






		
helga.maya.arash.dynamo.dynamo.duplicateSpecialX(*args)[source]


		






		
helga.maya.arash.dynamo.dynamo.duplicateSpecialY(*args)[source]


		






		
helga.maya.arash.dynamo.dynamo.duplicateSpecialZ(*args)[source]


		






		
helga.maya.arash.dynamo.dynamo.interaktivPlayback(*args)[source]


		






		
helga.maya.arash.dynamo.dynamo.loadLoc(*args)[source]


		






		
helga.maya.arash.dynamo.dynamo.mayaInterface(*args)[source]


		






		
helga.maya.arash.dynamo.dynamo.outliner(*args)[source]


		






		
helga.maya.arash.dynamo.dynamo.queryMesh(*args)[source]


		






		
helga.maya.arash.dynamo.dynamo.selectLocator(*args)[source]


		






		
helga.maya.arash.dynamo.dynamo.setEndNumber(*args)[source]


		






		
helga.maya.arash.dynamo.dynamo.setStartNumber(*args)[source]


		






		
helga.maya.arash.dynamo.dynamo.skining(*args)[source]


		






		
helga.maya.arash.dynamo.dynamo.snapLocatorToTarget(*args)[source]


		






		
helga.maya.arash.dynamo.dynamo.translateXpermanent(*args)[source]


		






		
helga.maya.arash.dynamo.dynamo.translateYpermanent(*args)[source]


		






		
helga.maya.arash.dynamo.dynamo.translateZpermanent(*args)[source]


		






		
helga.maya.arash.dynamo.dynamo.trasnlateXincreasing(*args)[source]


		






		
helga.maya.arash.dynamo.dynamo.trasnlateYincreasing(*args)[source]


		






		
helga.maya.arash.dynamo.dynamo.trasnlateZincreasing(*args)[source]


		









          

      

      

    


    
        © Copyright 2014, TimmWagener.
      Created using Sphinx 1.2.2.
    

  

_static/up-pressed.png





_static/down.png





_static/plus.png





apidoc/helga.html


    
      Navigation


      
        		
          index


        		
          modules |


        		helga_pipeline_documentation 0.1.5 documentation »

 
      


    


    
      
          
            
  
helga package
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		helga.houdini package


		Packages
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		Module contents
		helga.houdini.setup package
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		Helga login Package
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		helga.maya.manuel package
		Module contents
		helga.maya.manuel package














		helga.maya.rendering package


		Packages
		Create/Update Render Elements Package


		Submodules
		createDataPasses
		Usage








		createFrameBufferContributions
		Usage








		createShadowPass
		Usage








		createUpdateLightRenderElements
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		Set Render Pathes Package


		Submodules
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		Set Exr Metadata Package


		Submodules
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		Set VRay Render Globals Package


		Submodules
		setVrayRenderGlobals
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		helga.nuke package


		Packages
		helga.nuke.photoscan package


		Packages
		Auto Key Package


		Submodules
		auto_key
		Usage




















		helga.nuke.reconstruction package


		Packages
		Render Reconstruct VRay Package


		Submodules
		renderReconstruct


		lib Package
		reconstruct_globals
		Usage








		shuffleDataRE
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		Scene Reconstruct VRay Package


		Submodules
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		lib Package
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Module contents



Helga Pipeline


Complete script environment for the Helga project. Encompasses all DCCs we use.
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Submodules




		helga.nuke.vincent.face_palm.face_palm module










Module contents








          

      

      

    


    
        © Copyright 2014, TimmWagener.
      Created using Sphinx 1.2.2.
    

  

apidoc/helga.general.setup.helga_launcher.lib.helga_launcher_favorites_functionality.html


    
      Navigation


      
        		
          index


        		
          modules |


        		helga_pipeline_documentation 0.1.5 documentation »

 
      


    


    
      
          
            
  
helga.general.setup.helga_launcher.lib.helga_launcher_favorites_functionality module



helga_launcher_favorites_functionality


Methods to set/remove favorites.





		
helga.general.setup.helga_launcher.lib.helga_launcher_favorites_functionality.add_favorites()[source]


		Add favorites.









		
helga.general.setup.helga_launcher.lib.helga_launcher_favorites_functionality.clean_path_for_favorites(path)[source]


		Modify path to match favorite neccessities.









		
helga.general.setup.helga_launcher.lib.helga_launcher_favorites_functionality.create_desktop_shortcuts()[source]


		Create shortcuts to the helga_launcher on the desktop









		
helga.general.setup.helga_launcher.lib.helga_launcher_favorites_functionality.create_shortcut(shortcut_dir, shortcut_name, target_path, description='', icon_path='')[source]


		Add shortcut









		
helga.general.setup.helga_launcher.lib.helga_launcher_favorites_functionality.get_desktop_directory()[source]


		Return desktop directory









		
helga.general.setup.helga_launcher.lib.helga_launcher_favorites_functionality.get_desktop_shortcuts_dict()[source]


		Return desktop shortcuts dict









		
helga.general.setup.helga_launcher.lib.helga_launcher_favorites_functionality.get_favorite_directory()[source]


		Return favorite directory









		
helga.general.setup.helga_launcher.lib.helga_launcher_favorites_functionality.get_favorites_dict()[source]


		Return favorites dict









		
helga.general.setup.helga_launcher.lib.helga_launcher_favorites_functionality.get_links_directory()[source]


		Return user Links directory. Despite its name, this method is used in add_favorites()









		
helga.general.setup.helga_launcher.lib.helga_launcher_favorites_functionality.get_pipeline_icon_path()[source]


		Return pipeline icon path









		
helga.general.setup.helga_launcher.lib.helga_launcher_favorites_functionality.remove_desktop_shortcuts()[source]


		Remove desktop shortcuts









		
helga.general.setup.helga_launcher.lib.helga_launcher_favorites_functionality.remove_favorites()[source]


		Remove favorites.
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helga.general.setup.helga_launcher.media package
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helga.general.setup.helga_launcher.helga_launcher_loader module



helga_launcher_loader


Helper module to enable import of helga_launcher.
This module makes sure the __file__ attribute of the helga_launcher module delivers
a path.





		
helga.general.setup.helga_launcher.helga_launcher_loader.load_helga_launcher()[source]


		Start an QApp loop and load an instance of HelgaLauncher in it.









		
helga.general.setup.helga_launcher.helga_launcher_loader.run_houdini()[source]


		Run houdini









		
helga.general.setup.helga_launcher.helga_launcher_loader.run_maya()[source]


		Run maya









		
helga.general.setup.helga_launcher.helga_launcher_loader.run_nuke()[source]


		Run nuke
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helga.general.setup.helga_launcher.lib package



Submodules




		helga.general.setup.helga_launcher.lib.environment_variables_item_delegate module
		environment_variables_item_delegate








		helga.general.setup.helga_launcher.lib.environment_variables_model module
		environment_variables_model








		helga.general.setup.helga_launcher.lib.environment_variables_view module
		environment_variables_view








		helga.general.setup.helga_launcher.lib.helga_launcher_dcc_button module
		helga_launcher_dcc_button








		helga.general.setup.helga_launcher.lib.helga_launcher_favorites_functionality module
		helga_launcher_favorites_functionality








		helga.general.setup.helga_launcher.lib.helga_launcher_houdini_functionality module
		helga_launcher_houdini_functionality








		helga.general.setup.helga_launcher.lib.helga_launcher_logging_handler module
		helga_launcher_logging_handler








		helga.general.setup.helga_launcher.lib.helga_launcher_maya_functionality module
		helga_launcher_maya_functionality








		helga.general.setup.helga_launcher.lib.helga_launcher_nuke_functionality module
		helga_launcher_nuke_functionality








		helga.general.setup.helga_launcher.lib.helga_launcher_ocio_functionality module
		helga_launcher_ocio_functionality
















Module contents
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Subpackages












Module contents



helga.maya.metadata package


All packages and modules belonging to metadata in Maya can be found here.


Author: Timm Wagener
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helga.general.setup.helga_launcher.lib.helga_launcher_dcc_button module



helga_launcher_dcc_button


Subclass of QPushButton to allow for customized drag&drop behaviour
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  Source code for helga.general.setup.helga_launcher.lib.helga_launcher_logging_handler

"""
helga_launcher_logging_handler
==========================================

Automaticaly log to le_status from given widget.
"""




#Import
#------------------------------------------------------------------
#python
import logging
#PyQt4
from PyQt4 import QtGui
from PyQt4 import QtCore







#StatusStreamHandler class
#------------------------------------------------------------------
class StatusStreamHandler(logging.StreamHandler):
    """
[docs]    Stream handler subclass that calls the set_status() method of
    the wdgt_status object used for initialization.

    Normally the set_status() method would set a QLineEdit or
    similiar to display the log message.
    """
    
    def __init__(self,
                    wdgt_status = None,
                    logging_level = logging.DEBUG):
        """
            Initialize StatusStreamHandler
        """

        #super class init
        super(StatusStreamHandler, self).__init__()

        #logger
        #------------------------------------------------------------------
        self.logger = logging.getLogger(self.__class__.__name__)
        self.logging_level = logging_level
        self.logger.setLevel(self.logging_level)

        #wdgt_status
        #------------------------------------------------------------------
        self.wdgt_status = wdgt_status

    
    def emit(self, record):
        """
[docs]            Custom emit for StreamHandler subclass
        """
        
        try:
            #message
            message = self.format(record)
            #stream
            stream = self.stream
            
            #display message
            self.wdgt_status.set_status(message)
            
            #flush
            self.flush()
        
        except (KeyboardInterrupt, SystemExit):
            raise
        
        except:
            self.handleError(record)
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helga.nuke.vincent.face_palm.face_palm module



		
helga.nuke.vincent.face_palm.face_palm.create_face()[source]


		Create face palm out of dots.









		
helga.nuke.vincent.face_palm.face_palm.create_line(line, color)[source]


		Create a line.









		
helga.nuke.vincent.face_palm.face_palm.rgb_2_dec(r, g, b, a=1.0)[source]


		Floating point to 8bit conversion









		
helga.nuke.vincent.face_palm.face_palm.run()[source]


		Standardized run() method.
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helga.nuke.vincent package



Subpackages




		helga.nuke.vincent.face_palm package
		Submodules
		helga.nuke.vincent.face_palm.face_palm module








		Module contents
















Module contents
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helga.general.setup.helga_launcher package



Subpackages




		helga.general.setup.helga_launcher.lib package
		Submodules
		helga.general.setup.helga_launcher.lib.environment_variables_item_delegate module
		environment_variables_item_delegate








		helga.general.setup.helga_launcher.lib.environment_variables_model module
		environment_variables_model








		helga.general.setup.helga_launcher.lib.environment_variables_view module
		environment_variables_view








		helga.general.setup.helga_launcher.lib.helga_launcher_dcc_button module
		helga_launcher_dcc_button








		helga.general.setup.helga_launcher.lib.helga_launcher_favorites_functionality module
		helga_launcher_favorites_functionality








		helga.general.setup.helga_launcher.lib.helga_launcher_houdini_functionality module
		helga_launcher_houdini_functionality








		helga.general.setup.helga_launcher.lib.helga_launcher_logging_handler module
		helga_launcher_logging_handler








		helga.general.setup.helga_launcher.lib.helga_launcher_maya_functionality module
		helga_launcher_maya_functionality








		helga.general.setup.helga_launcher.lib.helga_launcher_nuke_functionality module
		helga_launcher_nuke_functionality








		helga.general.setup.helga_launcher.lib.helga_launcher_ocio_functionality module
		helga_launcher_ocio_functionality














		Module contents








		helga.general.setup.helga_launcher.media package
		Module contents
















Submodules




		helga.general.setup.helga_launcher.helga_launcher module
		helga_launcher








		helga.general.setup.helga_launcher.helga_launcher_loader module
		helga_launcher_loader








		helga.general.setup.helga_launcher.setup module
		setup
















Module contents



Quick Setup Package


Simple GUI for putting/removing the helga pipeline applications (Houdini, Maya, Nuke)
into/from deployment. The tool is not ment to run within a DCC but is compiled and bundled
with py2exe. It is published under /bin/QuickSetup.



[image: Quick Setup]




Dependecies



		PyQt4


		py2exe


		qdarkstyle







Author: Timm Wagener
Version: 0.1










          

      

      

    


    
        © Copyright 2014, TimmWagener.
      Created using Sphinx 1.2.2.
    

  

_modules/index.html


    
      Navigation


      
        		
          index


        		
          modules |


        		helga_pipeline_documentation 0.1.5 documentation »

 
      


    


    
      
          
            
  All modules for which code is available


		helga.general.directory_wizard.directory_wizard


		helga.general.directory_wizard.lib.directory_creator


		helga.general.directory_wizard.lib.directory_wizard_logging_handler


		helga.general.setup.doc_link.doc_link


		helga.general.setup.global_functions.global_functions


		helga.general.setup.global_variables.global_variables


		helga.general.setup.helga_launcher.helga_launcher_loader


		helga.general.setup.helga_launcher.lib.helga_launcher_favorites_functionality


		helga.general.setup.helga_launcher.lib.helga_launcher_houdini_functionality


		helga.general.setup.helga_launcher.lib.helga_launcher_logging_handler


		helga.general.setup.helga_launcher.lib.helga_launcher_maya_functionality


		helga.general.setup.helga_launcher.lib.helga_launcher_nuke_functionality


		helga.general.setup.helga_launcher.lib.helga_launcher_ocio_functionality


		helga.general.setup.quick_setup.lib.quick_setup_functionality


		helga.general.setup.quick_setup.lib.quick_setup_logging_handler


		helga.general.setup.quick_setup.quick_setup


		helga.general.setup.quick_setup.quick_setup_loader


		helga.maya.animation.bakeAnimation.bakeAnimation


		helga.maya.arash.clean_save.clean_save


		helga.maya.arash.dynamo.dynamo


		helga.maya.arash.helga_login.helga_login


		helga.maya.rendering.createUpdateRenderElements.createDataPasses


		helga.maya.rendering.createUpdateRenderElements.createFrameBufferContributions


		helga.maya.rendering.createUpdateRenderElements.createShadowPass


		helga.maya.rendering.createUpdateRenderElements.createUpdateLightRenderElements


		helga.maya.rendering.createUpdateRenderElements.createUpdateMmRenderElements


		helga.maya.rendering.createUpdateRenderElements.vrayGlobals


		helga.maya.rendering.renderPathes.renderPathes


		helga.maya.rendering.setExrMetadata.setExrMetadata


		helga.maya.rendering.setVrayRenderGlobals.setVrayRenderGlobals


		helga.nuke.reconstruction.renderReconstructVRay.lib.reconstruct_globals


		helga.nuke.reconstruction.renderReconstructVRay.lib.shuffleDataRE


		helga.nuke.reconstruction.renderReconstructVRay.lib.shuffleFramebufferRE


		helga.nuke.reconstruction.renderReconstructVRay.lib.shuffleLightRE


		helga.nuke.reconstruction.renderReconstructVRay.lib.shuffleMmRE


		helga.nuke.reconstruction.renderReconstructVRay.lib.shuffleShadowRE


		helga.nuke.reconstruction.renderReconstructVRay.renderReconstruct


		helga.nuke.reconstruction.sceneReconstructVRay.lib.reconstruct_alembic


		helga.nuke.reconstruction.sceneReconstructVRay.lib.reconstruct_camera_from_vray_exr


		helga.nuke.reconstruction.sceneReconstructVRay.lib.reconstruct_globals


		helga.nuke.reconstruction.sceneReconstructVRay.lib.reconstruct_light


		helga.nuke.reconstruction.sceneReconstructVRay.sceneReconstruct


		helga.nuke.vincent.face_palm.face_palm
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  Source code for helga.nuke.vincent.face_palm.face_palm

#Globals
#------------------------------------------------------------------

SCALE = 500
COLOR_SKIN = [0.87, 0.69, 0.63]
COLOR_RED = [0.45, 0.17, 0.21]

curve_outline_a = [
    (-1.335319346, -0.4996147416),
    (-1.173402948, -0.3858356509),
    (-0.93271641, -0.2370476093),
    (-0.7795522495, -0.1626535884),
    (-0.6642668405, -0.06942731885),
    (-0.501094087, 0.140983477),
    (-0.3215303772, 0.1497000058),
    (0.06308469148, 0.05737712019),
    ]

curve_outline_b = [
    (0.06975887043, 0.0717439481),
    (0.02793797677, 0.2793344176),
    (0.1089052892, 0.394818166),
    (0.1143536194, 0.5390192733),
    (0.1896090361, 0.7026403292),
    (0.3763937131, 0.8622014895),
    (0.6815444151, 0.8960328214),
    (0.8928630137, 0.7203556202),
    (0.8956398827, 0.386945458),
    (0.7919860928, 0.277805909),
    (0.8197713147, 0.2792048776),
    (0.8689686437, 0.2424946979),
    (0.8187911602, 0.1180959137),
    ]

curve_outline_c = [
    (0.6988548549, 0.03180627774),
    (0.6864907527, -0.006050283457),
    (0.7727349143, -0.100671209),
    (0.90078599, -0.1249304675),
    (1.169043348, -0.335021491),
    (1.326706381, -0.4797795071),
    (1.382590234, -0.5880544731),
    (1.441966828, -0.6474310674),
    (1.438474088, -0.7452278109)
    ]

curve_hand_a = [
    (0.389209898, -0.583393285),
    (0.389209898, -0.6377162322),
    (0.3977872055, -0.6920391794),
    (0.4178009229, -0.7320666142),
    (0.4292373328, -0.7863895615),
    (0.4406737428, -0.8321352012),
    (0.4606874602, -0.883599046),
    (0.4635465626, -0.8807399435),
    (0.4521101527, -0.8292760988),
    (0.4435328452, -0.7921077664),
    (0.4492510502, -0.7320666142),
    (0.4435328452, -0.6806027695),
    (0.4292373328, -0.6119843098),
    (0.4149418204, -0.57767508),
    (0.4749829726, -0.5548022601),
    (0.5121513049, -0.5405067477),
    (0.5550378422, -0.5233521328),
    (0.583628867, -0.5004793129),
    (0.6322336093, -0.471888288),
    (0.6722610441, -0.4518745706),
    (0.7151475814, -0.4290017507),
    (0.7351612988, -0.4089880333),
    (0.7809069386, -0.4861838004),
    (0.8180752709, -0.6062661048),
    (0.8666800132, -0.7320666142),
    (0.9295802678, -0.8607262261),
    ]

curve_hand_b = [
    (0.7265839913, -0.3889743159),
    (0.6470422696, -0.2613557155),
    (0.6465291217, -0.1230777847),
    (0.6179380969, -0.002995480313),
    (0.6065016869, 0.09135490172),
    (0.6236563019, 0.1599733614),
    (0.6667483853, 0.1971416937),
    (0.6293745068, 0.2314509235),
    (0.5521787397, 0.1942825912),
    (0.5311906495, 0.1280917497),
    (0.5264468173, 0.1228050291),
    (0.4692647676, 0.1799870788),
    (0.3722307033, 0.2818289912),
    (0.3062959259, 0.3229422031),
    (0.2354892843, 0.360052062),
    (0.1852392487, 0.3870033361),
    (0.163399275, 0.3349270442),
    (0.1984963722, 0.2882070316),
    (0.2813518709, 0.214354782),
    (0.3484475266, 0.1578381103),
    (0.3879320729, 0.128459218),
    (0.3256387227, 0.1473175997),
    (0.263467862, 0.2087590665),
    (0.1969791109, 0.2757962488),
    (0.1347497768, 0.3286604081),
    (0.07379272512, 0.3612073977),
    (0.05980066497, 0.3079172967),
    (0.1318906743, 0.2257327186),
    (0.1742232378, 0.1711647925),
    (0.2239833157, 0.1314408099),
    (0.2655335545, 0.09622122329),
    (0.2862822085, 0.06848208184),
    (0.2283122914, 0.1058369196),
    (0.1786106869, 0.1346089073),
    (0.1349947556, 0.1700734728),
    (0.08608101847, 0.220930413),
    (0.07184952207, 0.1885643862),
    (0.07756772704, 0.1485369514),
    (0.1233133668, 0.08849579924),
    (0.1484968581, 0.07535562248),
    (0.1757515844, 0.04974618954),
    (0.216753392, 0.01543695971),
    (0.2491138762, -0.0258683002),
    (0.2429752721, -0.03633033731),
    (0.2061688655, -0.00992749437),
    (0.1728924819, 0.01623036971),
    (0.1220474111, 0.05932458477),
    (0.07630177129, 0.1137426471),
    (0.1101468494, 0.0023641495),
    (0.1475472576, -0.05321429209),
    (0.183354519, -0.1202186822),
    (0.2376774663, -0.1545279121),
    (0.2519729787, -0.1802598344),
    (0.2748457986, -0.2288645767),
    (0.2920004135, -0.277469319),
    (0.3549006682, -0.3289331637),
    (0.3777734881, -0.3575241886),
    (0.4035054104, -0.3889743159),
    (0.4178009229, -0.4232835457),
    (0.4235191278, -0.466170083),
    (0.4178009229, -0.4947611079),
    (0.4092236154, -0.5090566203),
    (0.4063645129, -0.5233521328),
    (0.394928103, -0.5462249526),
    ]

curve_wrinkle_01 = [
    (0.1959581268,  0.4716105518),
    (0.2522725577,  0.4422291096),
    (0.3061385352,  0.4152961209),
    (0.342865338,  0.3834662251),
    (0.3942828619,  0.3589816899),
    (0.4530457463,  0.3540847829),
    ]

curve_wrinkle = [
    (0.1739220451, 0.4373322026),
    (0.2302364761, 0.4079507603),
    (0.2841024535, 0.3810177716),
    (0.3208292563, 0.3491878759),
    (0.3735866519, 0.333412507),
    ]

curve_arm_pit = [
    (-0.4373792379, -0.1336460255),
    (-0.4485532459, -0.1839290614),
    (-0.4839376044, -0.2304874279),
    (-0.5118726243, -0.273321125),
    (-0.5323583056, -0.3068431489),
    (-0.5416699789, -0.3515391808),
    (-0.5547063215, -0.4167208939),
    (-0.5733296681, -0.465141595),
    (-0.5938153493, -0.5228739695),
    (-0.6105763613, -0.5824686786),
    (-0.6310620425, -0.6811724156),
    (-0.6440983852, -0.7221437781),
    (-0.6757580744, -0.8059488378),
    (-0.6906567517, -0.8357461924),
    (-0.7036930943, -0.848782535),
    (-0.7092800983, -0.8767175549),
    (-0.7074177636, -0.8823045589),
    (-0.6981060903, -0.8450578657),
    (-0.6701710704, -0.7817384872),
    (-0.6496853891, -0.7426294594),
    (-0.6403737158, -0.7016580969),
    (-0.6403737158, -0.6848970849),
    (-0.6558372655, -0.7153051325),
    (-0.6697451031, -0.7264314026),
    (-0.6982561703, -0.7403392403),
    (-0.7260718457, -0.7528562942),
    (-0.7636230074, -0.7632871724),
    (-0.7900478989, -0.7667641318),
    (-0.8234267093, -0.7751088344),
    (-0.8540239522, -0.7931890234),
    (-0.8818396275, -0.8057060773),
    (-0.8922705058, -0.8210046987),
    (-0.9096553029, -0.8446480228),
    (-0.9263447081, -0.843257239),
    (-0.9638958698, -0.8363033202),
    (-0.9826714506, -0.8439526309),
    (-1.016050261, -0.8585558604),
    (-1.020222612, -0.8773314413),
    (-1.023699572, -0.8835899682)
    ]

curve_cheek = [
    (0.07159408111, 0.06681951528),
    (0.07287667938, 0.01551558443),
    (0.08185486728, -0.06913590148),
    (0.09981124308, -0.1563525839),
    (0.1331587981, -0.2358736768),
    (0.1665063532, -0.2769168214),
    (0.2190928823, -0.2820472145),
    (0.2768098045, -0.279482018),
    (0.2922009838, -0.2717864284),
    ]

curve_chin = [
    (0.1254632085, -0.1268528237),
    (0.1575281653, -0.1371136099),
    (0.1870279255, -0.1550699857),
    (0.2101146944, -0.1678959684),
    (0.231918865, -0.1832871476),
    (0.2434622495, -0.1973957286),
    ]

curve_ear = [
    (0.7118801941, 0.07903843382),
    (0.7053122309, 0.09053236941),
    (0.7151641757, 0.1135202406),
    (0.7283001021, 0.118446213),
    (0.7463620009, 0.134866121),
    (0.7447200101, 0.1578539922),
    (0.7332260745, 0.1709899186),
    (0.7299420929, 0.1906938081),
    (0.7447200101, 0.2103976977),
    (0.7644238997, 0.2235336241),
    (0.7989057064, 0.2284595965),
    (0.8235355684, 0.2301015873),
    (0.8038316788, 0.2021877437),
    (0.7890537616, 0.184125845),
    (0.7808438076, 0.1447180658),
    (0.7644238997, 0.126656167),
    (0.7397940377, 0.1168042222),
    ]












#Import
#------------------------------------------------------------------
import nuke









#Functions
#------------------------------------------------------------------

def rgb_2_dec(r, g, b, a=1.0):
    """
    Floating point to 8bit conversion
[docs]    """

    r = int(r * 255)
    g = int(g * 255)
    b = int(b * 255)
    a = int(a * 255)

    return (r << 24) + (g << 16) + (b << 8) + (a)


def create_line(line, color):
    """
    Create a line.

[docs]    """

    first = True
    for p in line:
        xPos = p[0] * SCALE
        yPos = p[1] * -SCALE

        if first:
            prevDot = nuke.nodes.Dot( xpos=xPos, ypos=yPos, hide_input=True)
            first = False
        else:
            newDot = nuke.nodes.Dot( xpos=xPos, ypos=yPos)
            newDot.setInput(0, prevDot)
            prevDot = newDot
        prevDot.knob("tile_color").setValue(rgb_2_dec(color[0], color[1], color[2]))


def create_face():
    """
    Create face palm out of dots.

[docs]    """
    
    lines = [
    (curve_outline_a, COLOR_RED),
    (curve_outline_b, COLOR_SKIN),
    (curve_outline_c, COLOR_RED),
    (curve_hand_a, COLOR_RED),
    (curve_hand_b, COLOR_SKIN),
    (curve_wrinkle_01, COLOR_SKIN),
    (curve_wrinkle, COLOR_SKIN),
    (curve_arm_pit, COLOR_RED),
    (curve_cheek, COLOR_SKIN),
    (curve_chin, COLOR_SKIN),
    (curve_ear, COLOR_SKIN),
    ]
    
    for line, color in lines:
        create_line(line, color)


def run():
    """
    Standardized run() method.

[docs]    """

    #create face
    create_face()



#Test
#------------------------------------------------------------------

if (__name__ == '__main__'):
    
    #create face

    create_face()
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  Source code for helga.nuke.reconstruction.renderReconstructVRay.renderReconstruct

"""
renderReconstruct
==========================================

Automatic reconstruction of multichannel exrs that have been created according
to our pipeline standards. This has happened most probably with a module from 
:mod:`helga.maya.rendering.createUpdateRenderElements`.


The following elements can be reconstructed separately:
	
	* Light
	* Data
	* Framebuffer
	* Multi Mattes
	* Shadow

Of course it is also possible to recreate them alltogether.

.. note::
	
	The final result of the reconstruction might differ a little from the
	original rendering, since Ambient Occlusion is rendered as an Extra Tex
	pass and multiplied with the GI on reconstruction.

-----------------------

.. Rubric:: Usage

::
	
	from helga.nuke.reconstruction.renderReconstructVRay import renderReconstruct
	reload(renderReconstruct)

	#Create instance
	renderReconstructInstance = renderReconstruct.RenderReconstruct()
	
	#------------------------------
	#Select some Nuke Read nodes
	#------------------------------

	#Reconstruct all elements
	renderReconstructInstance.reconstructAll()

	#Reconstruct light only
	renderReconstructInstance.reconstructLightREs()

	#Reconstruct data only
	renderReconstructInstance.reconstructDataREs()

	#Reconstruct framebuffer only
	renderReconstructInstance.reconstructFramebufferREs()

	#Reconstruct multi mattes only
	renderReconstructInstance.reconstructMultiMatteREs()

	#Reconstruct shadow only
	renderReconstructInstance.reconstructShadowREs()

-----------------------
"""


#Imports
#------------------------------------------------------------------
import sys
import os
import nuke



doReload = True

#shuffleLightRE
import lib.shuffleLightRE as shuffleLightRE
if(doReload): reload(shuffleLightRE)

#shuffleDataRE
import lib.shuffleDataRE as shuffleDataRE
if(doReload): reload(shuffleDataRE)

#shuffleFramebufferRE
import lib.shuffleFramebufferRE as shuffleFramebufferRE
if(doReload): reload(shuffleFramebufferRE)

#shuffleMmRE
import lib.shuffleMmRE as shuffleMmRE
if(doReload): reload(shuffleMmRE)

#shuffleShadowRE
import lib.shuffleShadowRE as shuffleShadowRE
if(doReload): reload(shuffleShadowRE)




#RenderReconstruct class
#------------------------------------------------------------------

class RenderReconstruct():
	
[docs]	
	#Constructor
	def __init__(self):
		
		#Instance Vars
		#------------------------------------------------------------------
		self.verbose = True
		
	
	
	
	
	#Methods
	#------------------------------------------------------------------
	
	
	
	
	#reconstructLightREs
	def reconstructLightREs(self):
		"""
[docs]		Reconstruct light render elements (AOVs) for the selected Read nodes.
		"""
		
		try:
		
			#get selected nodes
			nodesList = nuke.selectedNodes()
			
			#check if node selected
			if not(len(nodesList)):
				print('No nodes selected')
				return False
			
			#iterate selected nodes and rebuild all passes
			for node in nodesList:
				#reconstruct
				shuffleLightRE.ShuffleLightRE().reconstructLightRenderElements(node)
				
			#status
			print('Light Elements successfully rebuilt')
		
		except:
			#status
			print('Error rebuilding Light Elements')
		
	
	
	
	
	#reconstructDataREs
	def reconstructDataREs(self):
		"""

[docs]		Reconstruct data render elements (AOVs) for the selected Read nodes.
		"""
		
		try:
			#get selected nodes
			nodesList = nuke.selectedNodes()
			
			#check if node selected
			if not(len(nodesList)):
				print('No nodes selected')
				return False
			
			#iterate selected nodes and rebuild all passes
			for node in nodesList:
				#reconstruct
				shuffleDataRE.ShuffleDataRE().reconstructDataRenderElements(node)
				
			#status
			print('Data Elements successfully rebuilt')
		
		except:
			#status
			print('Error rebuilding Data Elements')
	
	
	
	#reconstructFramebufferREs
	def reconstructFramebufferREs(self):
		"""

[docs]		Reconstruct framebuffer render elements (AOVs) for the selected Read nodes.
		"""
		
		try:
			#get selected nodes
			nodesList = nuke.selectedNodes()
			
			#check if node selected
			if not(len(nodesList)):
				print('No nodes selected')
				return False
			
			#iterate selected nodes and rebuild all passes
			for node in nodesList:
				#reconstruct
				shuffleFramebufferRE.ShuffleFramebufferRE().reconstructFramebufferRenderElements(node)
			
			#status
			print('Framebuffer Elements successfully rebuilt')
		
		except:
			#status
			print('Error rebuilding Framebuffer Elements')
	
	
	
	
	#reconstructMultiMatteREs
	def reconstructMultiMatteREs(self):
		"""

[docs]		Reconstruct multi matte render elements (AOVs) for the selected Read nodes.
		"""
		
		try:
			#get selected nodes
			nodesList = nuke.selectedNodes()
			
			#check if node selected
			if not(len(nodesList)):
				print('No nodes selected')
				return False
			
			#iterate selected nodes and rebuild all passes
			for node in nodesList:
				#reconstruct
				shuffleMmRE.ShuffleMmRE().reconstructMultiMatteRenderElements(node)
				
			#status
			print('Multi Mattes successfully rebuilt')
		
		except:
			#status
			print('Error rebuilding Multi Matte Elements')
			
			
			
	
	#reconstructShadowREs
	def reconstructShadowREs(self):
		"""

[docs]		Reconstruct shadow render elements (AOVs) for the selected Read nodes.
		"""
		
		try:
			#get selected nodes
			nodesList = nuke.selectedNodes()
			
			#check if node selected
			if not(len(nodesList)):
				print('No nodes selected')
				return False
			
			#iterate selected nodes and rebuild all passes
			for node in nodesList:
				#reconstruct
				shuffleShadowRE.ShuffleShadowRE().reconstructShadowRenderElements(node)
				
			#status
			print('Shadow Elements successfully rebuilt')
		
		except:
			#status
			print('Error rebuilding Shadow Elements')
		
	
	
	
	
	#reconstructAll
	def reconstructAll(self):
		"""

[docs]		Reconstruct all render elements (AOVs) for the selected Read nodes.
		The elements are added together to reconstruct the final render.
		The rendering might differ a little from the original since Ambient
		Occlusion is multiplied with the GI.
		"""
		
		#get selected nodes
		nodesList = nuke.selectedNodes()
		
		#check if node selected
		if not(len(nodesList)):
			print('No nodes selected')
			return False
		
		
		#outputDotList
		outputDotList = []
		
		#iterate selected nodes and rebuild all passes
		for node in nodesList:
		
			
			#check if node is read node
			if not(self.nodetypeMatches(node, 'Read')):
				print('%s is not of type Read' %(node.name()))
				continue
			
			
			#mergeList
			mergeNodeList = []
			
			
			#recreateLightREs
			mergeNodeList.append(shuffleLightRE.ShuffleLightRE().reconstructLightRenderElements(node))
			
			#recreateFramebufferREs
			mergeNodeList.append(shuffleFramebufferRE.ShuffleFramebufferRE().reconstructFramebufferRenderElements(node))
			
			#recreateDataREs
			shuffleDataRE.ShuffleDataRE().reconstructDataRenderElements(node)
			
			#recreateMultiMattes
			shuffleMmRE.ShuffleMmRE().reconstructMultiMatteRenderElements(node)
			
			#recreateShadowREs
			shuffleShadowRE.ShuffleShadowRE().reconstructShadowRenderElements(node)
			
			
			#trim mergeNodeList from None entries
			mergeNodeListTemp = []
			for item in mergeNodeList:
				if(item):mergeNodeListTemp.append(item)
				
			mergeNodeList = mergeNodeListTemp
			
		
			#Add all Passes of single layer (except data)
			#------------------------------------------------------------------
			
			#check if node contains different contributions to merge (light or framebuffer)
			if(len(mergeNodeList) > 0):
			
				#addFramebufferContributions
				addFramebufferContributionsSingleLayer =  nuke.nodes.Merge2()
				addFramebufferContributionsSingleLayer.knob('operation').setValue('plus')
				addFramebufferContributionsSingleLayer.knob('Achannels').setValue('rgb')
				
				#position add node under last reconstructed element merge node
				posX = mergeNodeList[-1].xpos()
				posY = mergeNodeList[-1].ypos()
				offsetY = 60
				posY = posY + offsetY
				addFramebufferContributionsSingleLayer.setXYpos(posX, posY)
				
				#iterate through mergeList and connect to addFramebufferContributionsSingleLayer
				for index in range(0,len(mergeNodeList)):
					#if index is not 0 or 1 increment index for input pipe
					if(index == 0 or index == 1):addFramebufferContributionsSingleLayer.setInput(index, mergeNodeList[index])
					else:addFramebufferContributionsSingleLayer.setInput(index+1, mergeNodeList[index])
				
				
				#premultCompleteLayer
				premultCompleteLayer = nuke.nodes.Premult()
				premultCompleteLayer.setInput(0,addFramebufferContributionsSingleLayer)
				
				
				
				#outputDot
				outputDot = nuke.nodes.Dot(label = node.name() +'_rgb_OUT')
				outputDot.setInput(0, premultCompleteLayer)
				outputDotList.append(outputDot)
			
			
		
		
		#Add all Layers if more than on read was selected
		#------------------------------------------------------------------
		
		#check if outputDotList contains more than 1
		if(len(outputDotList) > 1):
			
			#addFramebufferContributionsAllLayer
			addFramebufferContributionsAllLayer =  nuke.nodes.Merge2()
			addFramebufferContributionsAllLayer.knob('operation').setValue('plus')
			addFramebufferContributionsAllLayer.knob('Achannels').setValue('rgb')
			
			#position add node under last reconstructed element merge node
			posX = outputDotList[-1].xpos()
			posY = outputDotList[-1].ypos()
			offsetY = 60
			posY = posY + offsetY
			addFramebufferContributionsAllLayer.setXYpos(posX, posY)
			
			#iterate through mergeList and connect to addFramebufferContributionsSingleLayer
			for index in range(0,len(outputDotList)):
				#if index is not 0 or 1 increment index for input pipe
				if(index == 0 or index == 1):addFramebufferContributionsAllLayer.setInput(index, outputDotList[index])
				else:addFramebufferContributionsAllLayer.setInput(index+1, outputDotList[index])
			
			
			#status
			print('Successfully Reconstructed RenderElements')
			
				
			return addFramebufferContributionsAllLayer
		
		#status
		print('Successfully Reconstructed RenderElements')
		
		return outputDotList
		
	
	
	
	
	#Shared Methods
	#------------------------------------------------------------------
	
	#nodetypeMatches
	def nodetypeMatches(self, node, nodetype):
		

[docs]		if(node.Class() == nodetype): return True
		return False
		

		


#Test execute
#------------------------------------------------------------------
#------------------------------------------------------------------

if(__name__ == '__main__'):



	from rugbyBugs.nuke.rbRenderReconstruct import rbRenderReconstruct
	reload(rbRenderReconstruct)
	rbRenderReconstructInstance = rbRenderReconstruct.RbRenderReconstruct()

	#shuffle light passes for selected Nodes

	#rbRenderReconstructInstance.reconstructLightREs()
	#rbRenderReconstructInstance.reconstructFramebufferREs()
	#rbRenderReconstructInstance.reconstructDataREs()


	rbRenderReconstructInstance.reconstructAll()
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helga.general.setup.helga_launcher.lib.environment_variables_model module



environment_variables_model


Subclass of QAbstractTableModel to display env. vars.
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helga.general.setup.helga_launcher.lib.helga_launcher_logging_handler module



helga_launcher_logging_handler


Automaticaly log to le_status from given widget.



		
class helga.general.setup.helga_launcher.lib.helga_launcher_logging_handler.StatusStreamHandler(wdgt_status=None, logging_level=10)[source]


		Bases: logging.StreamHandler [http://docs.python.org/library/logging.handlers.html#logging.StreamHandler]


Stream handler subclass that calls the set_status() method of
the wdgt_status object used for initialization.


Normally the set_status() method would set a QLineEdit or
similiar to display the log message.



		
emit(record)[source]


		Custom emit for StreamHandler subclass
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helga.general.setup.helga_launcher.lib.helga_launcher_maya_functionality module



helga_launcher_maya_functionality


Methods to set maya env. variables and launch maya.





		
helga.general.setup.helga_launcher.lib.helga_launcher_maya_functionality.get_app_name()[source]


		Return string with app name









		
helga.general.setup.helga_launcher.lib.helga_launcher_maya_functionality.get_env_vars()[source]


		Get dict. with all neccessary maya environment variables.
The dict has the form {‘variable_name:[variable_content, variable_content]’}.









		
helga.general.setup.helga_launcher.lib.helga_launcher_maya_functionality.run(file_path=None)[source]


		Start Maya from subprocess
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helga.general.setup.quick_setup.media package



Module contents








          

      

      

    


    
        © Copyright 2014, TimmWagener.
      Created using Sphinx 1.2.2.
    

  

apidoc/helga.maya.arash.video_ref_player.html


    
      Navigation


      
        		
          index


        		
          modules |


        		helga_pipeline_documentation 0.1.5 documentation »

 
      


    


    
      
          
            
  
helga.maya.arash.video_ref_player package



Submodules




		helga.maya.arash.video_ref_player.video_ref_player module










Module contents



Helga login Package


GUI for the auto-rigger for the Helga characters.




Author: Arash Hosseini
Version: 0.1
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helga.maya.arash.dynamo package



Submodules




		helga.maya.arash.dynamo.dynamo module










Module contents



Helga login Package


GUI for the auto-rigger for the Helga characters.




Author: Arash Hosseini
Version: 0.1
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helga.general.setup.helga_launcher.lib.environment_variables_view module



environment_variables_view


Subclass of QTableView to display env. vars.
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  Source code for helga.nuke.reconstruction.renderReconstructVRay.lib.shuffleMmRE

"""
shuffleMmRE
==========================================

Internal module that reconstructs multi matte render elements.

.. important::
	
	This module is internal. Access its functionality from :mod:`helga.nuke.reconstruction.renderReconstructVRay.renderReconstruct`

-----------------------
"""



#Imports
#------------------------------------------------------------------
import nuke
import nukescripts




doReload = True

#reconstruct_globals
import reconstruct_globals
if(doReload): reload(reconstruct_globals)






#ShuffleMmRE class
#------------------------------------------------------------------

class ShuffleMmRE():
	
[docs]	#Constructor
	def __init__(self):
		
		
		#Instance Vars
		#------------------------------------------------------------------
		self.verbose = True
		self.backdropColorData = [0.7,0.19,0.19]
	

	
	
	
	#Toplevel Methods
	#------------------------------------------------------------------
	
	#reconstructMultiMatteRenderElements
	def reconstructMultiMatteRenderElements(self, node):
		
[docs]		#check if node is read node
		if not(self.nodetypeMatches(node, 'Read')):
			print('%s is not of type Read' %(node.name()))
			return False
				
			
		#Reconstruct MultiMatte elements
		#------------------------------------------------------------------
			
		multiMatteShuffleNodesList = []
			
		#check if multi matte layers exist
		if(self.getLayers(node, '{0}Mm'.format(reconstruct_globals.PREFIX))):
			
			#get multi Matte layerList
			multiMatteLayerList = self.getLayers(node, '{0}Mm'.format(reconstruct_globals.PREFIX))
			
			#iterate multimatte layerList and shuffle each layer
			for multiMatteLayer in multiMatteLayerList:
				#shuffle mm layer
				mMLayerShuffle = self.shuffleRE(node, multiMatteLayer)
				#add mm layer to multiMatteShuffleNodesList
				multiMatteShuffleNodesList.append(mMLayerShuffle)
			
		
		#If no mm Layers print msg and return
		if not(self.getLayers(node, '{0}Mm'.format(reconstruct_globals.PREFIX))):
			print('No Multi Mattes in %s' %(node.name()))
			return False
		
			
		
		
		#check if multiMatteShuffleNodesList has content to add backdrop
		if(len(multiMatteShuffleNodesList) > 0):		
			#create backdrop
			backdrop = self.createBackdrop(multiMatteShuffleNodesList, self.rgbToHexString(self.backdropColorData))
			backdrop.knob('label').setValue(node.name() +'_MultiMattes')
			backdrop.knob('note_font_size').setValue(20)
			
		
		
	
	
	
	#Methods
	#------------------------------------------------------------------
	
	#shuffleRE
	def shuffleRE(self, node, layer):
		

[docs]		#shuffleRE
		shuffleRE = nuke.nodes.Shuffle(label = layer +'_rbg', inputs = [node])
		shuffleRE['in'].setValue( layer )
		shuffleRE['in2'].setValue( 'rgba' )
		#shuffleRE['alpha'].setValue( 'alpha2' )
		shuffleRE['postage_stamp'].setValue( True )
		shuffleRE['hide_input'].setValue(True)
		
		return shuffleRE
		
		
	
	
	#Shared Methods
	#------------------------------------------------------------------
	
	
	
	#nodetypeMatches
	def nodetypeMatches(self, node, nodetype):
		

[docs]		if(node.Class() == nodetype): return True
		return False
		
	
	
	#getLayers
	def getLayers(self, node, prefix = False):
		

[docs]		#Get channelsList
		channelsList = node.channels()
		
		#iterate over channelslist, split name and append layer
		layerList = []
		for channel in channelsList:
			layer = channel.split('.')[0]
			layerList.append(layer)
			
		#remove duplicates
		layerList = list(set(layerList))
		
		
		#If prefix is set, iterate again to return all layers starting with prefix
		if(prefix):
			layerListPrefix = []
			prefixLength = len(prefix)
			for layer in layerList:
				if(layer[0:prefixLength] == prefix): layerListPrefix.append(layer)
				
			return layerListPrefix
		
		return layerList
		
	
	
	#createBackdrop
	def createBackdrop(self, nodesList, hexColor):
		

[docs]		#deselect all
		self.deselectAll()
		
		#Select nodesList in viewport
		for node in nodesList:
			node.setSelected(True)
		
		
		#nukescripts autobackdrop
		backdrop = nukescripts.autoBackdrop()
		backdrop['tile_color'].setValue(hexColor)
		
		return backdrop
		
		
	
	#deselectAll
	def deselectAll(self):
		#Select All to invert the selection XD

[docs]		nuke.selectAll()
		nuke.invertSelection() 
		
		

	#rgbToHexString
	def rgbToHexString(self, colorList = [0,0,0]):
		

[docs]		#getColors
		r = colorList[0]
		g = colorList[1]
		b = colorList[2]
		
		#get hexColor
		hexColor = int('%02x%02x%02x%02x' % (r*255,g*255,b*255,1),16)
		
		return hexColor	
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  Source code for helga.nuke.reconstruction.renderReconstructVRay.lib.shuffleShadowRE

"""
shuffleShadowRE
==========================================

Internal module that reconstructs shadow render elements.

.. important::
	
	This module is internal. Access its functionality from :mod:`helga.nuke.reconstruction.renderReconstructVRay.renderReconstruct`

-----------------------
"""



#Imports
#------------------------------------------------------------------
import nuke
import nukescripts





doReload = True

#reconstruct_globals
import reconstruct_globals
if(doReload): reload(reconstruct_globals)





#ShuffleShadowRE class
#------------------------------------------------------------------

class ShuffleShadowRE():
	
[docs]	#Constructor
	def __init__(self):
		
		
		#Instance Vars
		#------------------------------------------------------------------
		self.verbose = True
		self.backdropColorData = [0.0,0,0.0]
	

	
	
	
	#Toplevel Methods
	#------------------------------------------------------------------
	
	#reconstructShadowRenderElements
	def reconstructShadowRenderElements(self, node):
		
[docs]		#check if node is read node
		if not(self.nodetypeMatches(node, 'Read')):
			print('%s is not of type Read' %(node.name()))
			return False
				
			
		#Reconstruct shadow elements
		#------------------------------------------------------------------
			
		shadowShuffleNodesList = []
			
		#check if rbRawShadow channel exists and if so, shuffle it
		if(self.getLayers(node, '{0}RawShadow'.format(reconstruct_globals.PREFIX))):
			shadowShuffleNodesList.append(self.shuffleRE(node, '{0}RawShadow'.format(reconstruct_globals.PREFIX)))
		
		#check if rbShadow channel exists and if so, shuffle it
		if(self.getLayers(node, '{0}Shadow'.format(reconstruct_globals.PREFIX))):
			shadowShuffleNodesList.append(self.shuffleRE(node, '{0}Shadow'.format(reconstruct_globals.PREFIX)))
		
			
			
			
		#check if shadowShuffleNodesList has content to add backdrop
		if(len(shadowShuffleNodesList) > 0):		
			#create backdrop
			backdrop = self.createBackdrop(shadowShuffleNodesList, self.rgbToHexString(self.backdropColorData))
			backdrop.knob('label').setValue(node.name() +'_shadowPasses')
			backdrop.knob('note_font_size').setValue(20)
			
		
		
	
	
	
	#Methods
	#------------------------------------------------------------------
	
	#shuffleRE
	def shuffleRE(self, node, layer):
		

[docs]		#shuffleRE
		shuffleRE = nuke.nodes.Shuffle(label = layer +'_rbg', inputs = [node])
		shuffleRE['in'].setValue( layer )
		shuffleRE['in2'].setValue( 'rgba' )
		shuffleRE['alpha'].setValue( 'alpha2' )
		shuffleRE['postage_stamp'].setValue( True )
		shuffleRE['hide_input'].setValue(True)
		
		return shuffleRE
		
		
	
	
	#Shared Methods
	#------------------------------------------------------------------
	
	
	
	#nodetypeMatches
	def nodetypeMatches(self, node, nodetype):
		

[docs]		if(node.Class() == nodetype): return True
		return False
		
	
	
	#getLayers
	def getLayers(self, node, prefix = False):
		

[docs]		#Get channelsList
		channelsList = node.channels()
		
		#iterate over channelslist, split name and append layer
		layerList = []
		for channel in channelsList:
			layer = channel.split('.')[0]
			layerList.append(layer)
			
		#remove duplicates
		layerList = list(set(layerList))
		
		
		#If prefix is set, iterate again to return all layers starting with prefix
		if(prefix):
			layerListPrefix = []
			prefixLength = len(prefix)
			for layer in layerList:
				if(layer[0:prefixLength] == prefix): layerListPrefix.append(layer)
				
			return layerListPrefix
		
		return layerList
		
	
	
	#createBackdrop
	def createBackdrop(self, nodesList, hexColor):
		

[docs]		#deselect all
		self.deselectAll()
		
		#Select nodesList in viewport
		for node in nodesList:
			node.setSelected(True)
		
		
		#nukescripts autobackdrop
		backdrop = nukescripts.autoBackdrop()
		backdrop['tile_color'].setValue(hexColor)
		
		return backdrop
		
		
	
	#deselectAll
	def deselectAll(self):
		#Select All to invert the selection XD

[docs]		nuke.selectAll()
		nuke.invertSelection() 
		
		

	#rgbToHexString
	def rgbToHexString(self, colorList = [0,0,0]):
		

[docs]		#getColors
		r = colorList[0]
		g = colorList[1]
		b = colorList[2]
		
		#get hexColor
		hexColor = int('%02x%02x%02x%02x' % (r*255,g*255,b*255,1),16)
		
		return hexColor	
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  Source code for helga.nuke.reconstruction.renderReconstructVRay.lib.shuffleLightRE

"""
shuffleLightRE
==========================================

Internal module that reconstructs light render elements.

.. important::
	
	This module is internal. Access its functionality from :mod:`helga.nuke.reconstruction.renderReconstructVRay.renderReconstruct`

-----------------------
"""



#Imports
#------------------------------------------------------------------
import nuke
import nukescripts


doReload = True

#reconstruct_globals
import reconstruct_globals
if(doReload): reload(reconstruct_globals)





#ShuffleLightRE class
#------------------------------------------------------------------

class ShuffleLightRE():
	
[docs]	#Constructor
	def __init__(self):
		
		
		#Instance Vars
		#------------------------------------------------------------------
		self.verbose = True
		self.backdropColorDirectLight = [1,0.86,0.14]
		self.backdropColorGi = [1,0.91,0.44]
		self.backdropColorSelfIllum = [1,0.93,0.61]
	

	
	
	
	#Methods
	#------------------------------------------------------------------
	
	#reconstructLightRenderElements (return final light merge node)
	def reconstructLightRenderElements(self, node):
		
[docs]		#check if node is read node
		if not(self.nodetypeMatches(node, 'Read')):
			print('%s is not of type Read' %(node.name()))
			return None
				
		#check if rbDiffuse channel exists
		if not(self.getLayers(node, '{0}Diffuse'.format(reconstruct_globals.PREFIX))):
			print('No diffuse channel in %s nodes file' %(node.name()))
			return None
			
			
			
		#get layerList for rbLs
		layerListLs = self.getLayers(node, '{0}Ls'.format(reconstruct_globals.PREFIX))
			
		#get rbGi
		layerListGi = self.getLayers(node, '{0}Gi'.format(reconstruct_globals.PREFIX))
			
		#Merge GI and LightSelects
		layerListLight = layerListLs + layerListGi
			
			
		#check if lightLayers exist
		if(len(layerListLight) > 0):
		
			#iterate lightLayers and reconstruct each
			outputDotList = []
			for layer in layerListLight:
				#if layer == rbGi reconstruct with gi flag = True
				if(layer == '{0}Gi'.format(reconstruct_globals.PREFIX)):
					outputDotList.append(self.reconstructLightRE(node, layer, gi = True))
				#else start normal (gi flag = False)
				else: outputDotList.append(self.reconstructLightRE(node, layer))
					
					
				
				
			#Check if rbSelfIllum RE exists and if so create nodes
			if(self.getLayers(node, '{0}SelfIllum'.format(reconstruct_globals.PREFIX))):
				outputDotList.append(self.shuffleRE(node, '{0}SelfIllum'.format(reconstruct_globals.PREFIX), frameBuffer = True))
				
				
				
			#addLightContributions
			addLightContributions =  nuke.nodes.Merge2()
			addLightContributions.knob('operation').setValue('plus')
			addLightContributions.knob('Achannels').setValue('rgb')
				
			#position add node under last reconstructed element
			posX = outputDotList[-1].xpos()
			posY = outputDotList[-1].ypos()
			offsetY = 60
			posY = posY + offsetY
			addLightContributions.setXYpos(posX, posY)
				
				
			#for length of outputDotList connect to merge
			for index in range(0,len(outputDotList)):
				#if index is not 0 or 1 increment index for input pipe
				if(index == 0 or index == 1):addLightContributions.setInput(index, outputDotList[index])
				else:addLightContributions.setInput(index+1, outputDotList[index])
				
				
			
			return addLightContributions
			
		#return None if no layer found
		return None
	
	
	
	#reconstructLightRE (return outputDot node)
	def reconstructLightRE(self, node, layer, gi = False):
		

[docs]		#Create, set and connect nodes
		
		#create nodesList for backdrop bbox computation
		nodesList = []
		
		#shuffleLight
		shuffleLight = nuke.nodes.Shuffle(label = layer +'_rbg', inputs = [node])
		shuffleLight['in'].setValue( layer )
		shuffleLight['in2'].setValue( 'rgba' )
		shuffleLight['alpha'].setValue( 'alpha2' )
		shuffleLight['postage_stamp'].setValue( True )
		shuffleLight['hide_input'].setValue(True)
		nodesList.append(shuffleLight)
		
		#unpremultShuffleLight
		unpremultShuffleLight = nuke.nodes.Unpremult()
		unpremultShuffleLight.setInput(0,shuffleLight)
		nodesList.append(unpremultShuffleLight)
		
		
		#shuffleDiffuse
		shuffleDiffuse = nuke.nodes.Shuffle(label = '{0}Diffuse_rgb'.format(reconstruct_globals.PREFIX), inputs = [node])
		shuffleDiffuse['in'].setValue( '{0}Diffuse'.format(reconstruct_globals.PREFIX) )
		shuffleDiffuse['in2'].setValue( 'rgba' )
		shuffleDiffuse['alpha'].setValue( 'alpha2' )
		shuffleDiffuse['postage_stamp'].setValue( True )
		shuffleDiffuse['hide_input'].setValue(True)
		nodesList.append(shuffleDiffuse)
		
		#unpremultShuffleDiffuse
		unpremultShuffleDiffuse = nuke.nodes.Unpremult()
		unpremultShuffleDiffuse.setInput(0,shuffleDiffuse)
		nodesList.append(unpremultShuffleDiffuse)
		
		
		
		#divideLightByDiffuse
		divideLightByDiffuse = nuke.nodes.Merge2()
		divideLightByDiffuse.knob('operation').setValue('divide')
		divideLightByDiffuse.setInput(0, unpremultShuffleDiffuse)
		divideLightByDiffuse.setInput(1, unpremultShuffleLight)
		nodesList.append(divideLightByDiffuse)
		
		
		
		#gradeRawLight
		gradeRawLight = nuke.nodes.Grade()
		gradeRawLight.setInput(0,divideLightByDiffuse)
		nodesList.append(gradeRawLight)
		
		
		#colorcorrectRawLight
		colorcorrectRawLight = nuke.nodes.ColorCorrect()
		colorcorrectRawLight.setInput(0,gradeRawLight)
		nodesList.append(colorcorrectRawLight)
		
		
		#multiplyRawLightWithDiffuse
		multiplyRawLightWithDiffuse = nuke.nodes.Merge2()
		multiplyRawLightWithDiffuse.knob('operation').setValue('multiply')
		multiplyRawLightWithDiffuse.setInput(0, colorcorrectRawLight)
		multiplyRawLightWithDiffuse.setInput(1, unpremultShuffleDiffuse)
		nodesList.append(multiplyRawLightWithDiffuse)
		
		
		
		
		
		#ambOcc (if gi flag is True)
		#------------------------------------------------------------------
		
		#set bool for outputDot connection test = False
		connectAmbOcc = False
		
		if(gi == True):
			
			#get rbEtAmbOcc
			layerListAmbOcc = self.getLayers(node, '{0}EtAmbOcc'.format(reconstruct_globals.PREFIX))
			
			#only execute if amb occ layer exists
			if(layerListAmbOcc):
				
				#get ambocc layer
				layerAmbOcc = layerListAmbOcc[0]
				
				
				#shuffleAmbOcc
				shuffleAmbOcc = nuke.nodes.Shuffle(label = layerAmbOcc +'_rbg', inputs = [node])
				shuffleAmbOcc['in'].setValue( layerAmbOcc )
				shuffleAmbOcc['in2'].setValue( 'rgba' )
				shuffleAmbOcc['alpha'].setValue( 'alpha2' )
				shuffleAmbOcc['postage_stamp'].setValue( True )
				shuffleAmbOcc['hide_input'].setValue(True)
				nodesList.append(shuffleAmbOcc)
				
				
				#unpremultShuffleAmbOcc
				unpremultShuffleAmbOcc = nuke.nodes.Unpremult()
				unpremultShuffleAmbOcc.setInput(0,shuffleAmbOcc)
				nodesList.append(unpremultShuffleAmbOcc)
				
				
				#gradeAmbOcc
				gradeAmbOcc = nuke.nodes.Grade()
				gradeAmbOcc.setInput(0,unpremultShuffleAmbOcc)
				nodesList.append(gradeAmbOcc)
				
				
				#colorcorrectAmbOcc
				colorcorrectAmbOcc = nuke.nodes.ColorCorrect()
				colorcorrectAmbOcc.setInput(0,gradeAmbOcc)
				nodesList.append(colorcorrectAmbOcc)
				
				
				#clampAmbOcc
				clampAmbOcc = nuke.nodes.Clamp()
				clampAmbOcc.setInput(0,colorcorrectAmbOcc)
				nodesList.append(clampAmbOcc)
				
				
				#multiplyGiWithAmbOcc
				multiplyGiWithAmbOcc = nuke.nodes.Merge2()
				multiplyGiWithAmbOcc.knob('operation').setValue('multiply')
				multiplyGiWithAmbOcc.setInput(0, multiplyRawLightWithDiffuse)
				multiplyGiWithAmbOcc.setInput(1, clampAmbOcc)
				nodesList.append(multiplyGiWithAmbOcc)
				
				#set bool for outputDot connection test = True
				connectAmbOcc = True
			
			#else, no ambOcc layer exists
			else: print('No {0}EtAmbOcc layer exists'.format(reconstruct_globals.PREFIX))
				
		
		
		
		
		#outputDot
		outputDot = nuke.nodes.Dot(label = layer +'_rgb_OUT')
		#check if multiplyGiWithAmbOcc exists and based on that connect outputDot
		if(connectAmbOcc):
			outputDot.setInput(0, multiplyGiWithAmbOcc)
		else:
			outputDot.setInput(0, multiplyRawLightWithDiffuse)
		nodesList.append(outputDot)
		
		
		#create backdrop
		backdrop = self.createBackdrop(nodesList, self.rgbToHexString(self.backdropColorDirectLight))
		#recolor if ambOcc = True
		if(connectAmbOcc):backdrop.knob('tile_color').setValue(self.rgbToHexString(self.backdropColorGi))
		backdrop.knob('label').setValue(node.name() +'_' +layer +'RE')
		backdrop.knob('note_font_size').setValue(20)
		
		
		return outputDot
		
		
		
	
	
	#Shared Methods
	#------------------------------------------------------------------
	
	
	#shuffleRE
	def shuffleRE(self, node, layer, frameBuffer = False):
		

[docs]		nodesList = []
		
		#shuffleRE
		shuffleRE = nuke.nodes.Shuffle(label = layer +'_rbg', inputs = [node])
		shuffleRE['in'].setValue( layer )
		shuffleRE['in2'].setValue( 'rgba' )
		shuffleRE['alpha'].setValue( 'alpha2' )
		shuffleRE['postage_stamp'].setValue( True )
		shuffleRE['hide_input'].setValue(True)
		nodesList.append(shuffleRE)
		
		#If layer is framebuffer contribution, append unpremult, grade, colorcorrect and 
		if(frameBuffer):
			
			#unpremultShuffleRE
			unpremultShuffleRE = nuke.nodes.Unpremult()
			unpremultShuffleRE.setInput(0,shuffleRE)
			nodesList.append(unpremultShuffleRE)
			
			
			#gradeRE
			gradeRE = nuke.nodes.Grade()
			gradeRE.setInput(0,unpremultShuffleRE)
			nodesList.append(gradeRE)
		
		
			#colorcorrectRE
			colorcorrectRE = nuke.nodes.ColorCorrect()
			colorcorrectRE.setInput(0,gradeRE)
			nodesList.append(colorcorrectRE)
			
			#outputDot
			outputDot = nuke.nodes.Dot(label = layer +'_rgb_OUT')
			outputDot.setInput(0, colorcorrectRE)
			nodesList.append(colorcorrectRE)
			
			
			#create backdrop
			backdrop = self.createBackdrop(nodesList, self.rgbToHexString(self.backdropColorSelfIllum))
			backdrop.knob('label').setValue(node.name() +'_' +layer +'RE')
			backdrop.knob('note_font_size').setValue(20)
			
			return outputDot
			
		
		return shuffleRE
		
	
	
	
	#nodetypeMatches
	def nodetypeMatches(self, node, nodetype):
		

[docs]		if(node.Class() == nodetype): return True
		return False
		
	
	
	#getLayers
	def getLayers(self, node, prefix = False):
		

[docs]		#Get channelsList
		channelsList = node.channels()
		
		#iterate over channelslist, split name and append layer
		layerList = []
		for channel in channelsList:
			layer = channel.split('.')[0]
			layerList.append(layer)
			
		#remove duplicates
		layerList = list(set(layerList))
		
		
		#If prefix is set, iterate again to return all layers starting with prefix
		if(prefix):
			layerListPrefix = []
			prefixLength = len(prefix)
			for layer in layerList:
				if(layer[0:prefixLength] == prefix): layerListPrefix.append(layer)
				
			return layerListPrefix
		
		return layerList
		
	
	
	#createBackdrop
	def createBackdrop(self, nodesList, hexColor):
		

[docs]		#deselect all
		self.deselectAll()
		
		#Select nodesList in viewport
		for node in nodesList:
			node.setSelected(True)
		
		
		#nukescripts autobackdrop
		backdrop = nukescripts.autoBackdrop()
		backdrop['tile_color'].setValue(hexColor)
		
		return backdrop
		
		
	
	#deselectAll
	def deselectAll(self):
		#Select All to invert the selection XD

[docs]		nuke.selectAll()
		nuke.invertSelection()

	
	
	#rgbToHexString
	def rgbToHexString(self, colorList = [0,0,0]):
		

[docs]		#getColors
		r = colorList[0]
		g = colorList[1]
		b = colorList[2]
		
		#get hexColor
		hexColor = int('%02x%02x%02x%02x' % (r*255,g*255,b*255,1),16)
		
		return hexColor	
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  Source code for helga.nuke.reconstruction.renderReconstructVRay.lib.shuffleFramebufferRE

"""
shuffleFramebufferRE
==========================================

Internal module that reconstructs framebuffer render elements.

.. important::
	
	This module is internal. Access its functionality from :mod:`helga.nuke.reconstruction.renderReconstructVRay.renderReconstruct`

-----------------------
"""



#Imports
#------------------------------------------------------------------
import nuke
import nukescripts


doReload = True

#reconstruct_globals
import reconstruct_globals
if(doReload): reload(reconstruct_globals)



#ShuffleFramebufferRE class
#------------------------------------------------------------------

class ShuffleFramebufferRE():
	
[docs]	#Constructor
	def __init__(self):
		
		
		#Instance Vars
		#------------------------------------------------------------------
		self.verbose = True
		self.backdropColorFramebuffer = [0.26,0.54,0.74]
	

	
	
	
	#Toplevel Methods
	#------------------------------------------------------------------
	
	#reconstructFramebufferRenderElements
	def reconstructFramebufferRenderElements(self, node):
		
[docs]		
		#check if node is read node
		if not(self.nodetypeMatches(node, 'Read')):
			print('%s is not of type Read' %(node.name()))
			return False
			
			
			
			
		#Shuffle FramebufferContributions
		#------------------------------------------------------------------
			
		outputDotList = []
			
		#rbReflection
		if(self.getLayers(node, '{0}Reflection'.format(reconstruct_globals.PREFIX))):
			outputDotList.append(self.shuffleRE(node, '{0}Reflection'.format(reconstruct_globals.PREFIX), frameBuffer = True))
			
		#rbRefraction
		if(self.getLayers(node, '{0}Refraction'.format(reconstruct_globals.PREFIX))):
			outputDotList.append(self.shuffleRE(node, '{0}Refraction'.format(reconstruct_globals.PREFIX), frameBuffer = True))
			
		#rbSpecular
		if(self.getLayers(node, '{0}Specular'.format(reconstruct_globals.PREFIX))):
			outputDotList.append(self.shuffleRE(node, '{0}Specular'.format(reconstruct_globals.PREFIX), frameBuffer = True))
		
		#rbSubsurface
		if(self.getLayers(node, '{0}Subsurface'.format(reconstruct_globals.PREFIX))):
			outputDotList.append(self.shuffleRE(node, '{0}Subsurface'.format(reconstruct_globals.PREFIX), frameBuffer = True))
			
			
			
			
			
		#Add all Shuffle FramebufferContributions
		#------------------------------------------------------------------
		
		#check if outputDotList contains more than 0
		if(len(outputDotList) > 0):
		
			#addFramebufferContributions
			addFramebufferContributions =  nuke.nodes.Merge2()
			addFramebufferContributions.knob('operation').setValue('plus')
			addFramebufferContributions.knob('Achannels').setValue('rgb')
				
			#position add node under last reconstructed element
			posX = outputDotList[-1].xpos()
			posY = outputDotList[-1].ypos()
			offsetY = 60
			posY = posY + offsetY
			addFramebufferContributions.setXYpos(posX, posY)
				
				
			#for length of outputDotList connect to merge
			for index in range(0,len(outputDotList)):
				#if index is not 0 or 1 increment index for input pipe
				if(index == 0 or index == 1):addFramebufferContributions.setInput(index, outputDotList[index])
				else:addFramebufferContributions.setInput(index+1, outputDotList[index])
				
			
			#retun final merge node
			return addFramebufferContributions
			
		#return None if no layers found
		return None
	
	
	
	
	#Methods
	#------------------------------------------------------------------
	
	#shuffleRE
	def shuffleRE(self, node, layer, frameBuffer = False):
		

[docs]		nodesList = []
		
		#shuffleRE
		shuffleRE = nuke.nodes.Shuffle(label = layer +'_rbg', inputs = [node])
		shuffleRE['in'].setValue( layer )
		shuffleRE['in2'].setValue( 'rgba' )
		shuffleRE['alpha'].setValue( 'alpha2' )
		shuffleRE['postage_stamp'].setValue( True )
		shuffleRE['hide_input'].setValue(True)
		nodesList.append(shuffleRE)
		
		#If layer is framebuffer contribution, append unpremult, grade, colorcorrect and 
		if(frameBuffer):
			
			#unpremultShuffleRE
			unpremultShuffleRE = nuke.nodes.Unpremult()
			unpremultShuffleRE.setInput(0,shuffleRE)
			nodesList.append(unpremultShuffleRE)
			
			
			#gradeRE
			gradeRE = nuke.nodes.Grade()
			gradeRE.setInput(0,unpremultShuffleRE)
			nodesList.append(gradeRE)
		
		
			#colorcorrectRE
			colorcorrectRE = nuke.nodes.ColorCorrect()
			colorcorrectRE.setInput(0,gradeRE)
			nodesList.append(colorcorrectRE)
			
			#outputDot
			outputDot = nuke.nodes.Dot(label = layer +'_rgb_OUT')
			outputDot.setInput(0, colorcorrectRE)
			nodesList.append(colorcorrectRE)
			
			
			#create backdrop
			backdrop = self.createBackdrop(nodesList, self.rgbToHexString(self.backdropColorFramebuffer))
			backdrop.knob('label').setValue(node.name() +'_' +layer +'RE')
			backdrop.knob('note_font_size').setValue(20)
			
			return outputDot
			
		
		return shuffleRE
		
		
		
	
	
	#Shared Methods
	#------------------------------------------------------------------
	
	
	
	#nodetypeMatches
	def nodetypeMatches(self, node, nodetype):
		

[docs]		if(node.Class() == nodetype): return True
		return False
		
	
	
	#getLayers
	def getLayers(self, node, prefix = False):
		

[docs]		#Get channelsList
		channelsList = node.channels()
		
		#iterate over channelslist, split name and append layer
		layerList = []
		for channel in channelsList:
			layer = channel.split('.')[0]
			layerList.append(layer)
			
		#remove duplicates
		layerList = list(set(layerList))
		
		
		#If prefix is set, iterate again to return all layers starting with prefix
		if(prefix):
			layerListPrefix = []
			prefixLength = len(prefix)
			for layer in layerList:
				if(layer[0:prefixLength] == prefix): layerListPrefix.append(layer)
				
			return layerListPrefix
		
		return layerList
		
	
	
	#createBackdrop
	def createBackdrop(self, nodesList, hexColor):
		

[docs]		#deselect all
		self.deselectAll()
		
		#Select nodesList in viewport
		for node in nodesList:
			node.setSelected(True)
		
		
		#nukescripts autobackdrop
		backdrop = nukescripts.autoBackdrop()
		backdrop['tile_color'].setValue(hexColor)
		
		return backdrop
		
		
	
	#deselectAll
	def deselectAll(self):
		#Select All to invert the selection XD

[docs]		nuke.selectAll()
		nuke.invertSelection() 
		
	
	#rgbToHexString
	def rgbToHexString(self, colorList = [0,0,0]):
		

[docs]		#getColors
		r = colorList[0]
		g = colorList[1]
		b = colorList[2]
		
		#get hexColor
		hexColor = int('%02x%02x%02x%02x' % (r*255,g*255,b*255,1),16)
		
		return hexColor
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  Source code for helga.nuke.reconstruction.sceneReconstructVRay.sceneReconstruct

"""
sceneReconstruct
==========================================

Automatic reconstruction of 3d scenes in Nuke from exr metadata.
It works together with :mod:`helga.maya.rendering.setExrMetadata`
and can recreate:

	* Camera animation
	* Alembics with textures
	* Light setups

.. note::
	
	The light reconstruction will try to find the best match for lights it doesnt know.
	For example a Vray Sunlight might translate to a directional light in Nuke.
	The mapping is far from complete and far from perfect though.

Please remember that this module only works, when exr metadata is set.

-----------------------

.. Rubric:: Usage

::
	
	from helga.nuke.reconstruction.sceneReconstructVRay import sceneReconstruct
	reload(sceneReconstruct)

	#Create instance
	sceneReconstructInstance = sceneReconstruct.SceneReconstruct()
	
	#------------------------------
	#Select some Nuke Read nodes
	#------------------------------

	#Reconstruct alembics
	sceneReconstructInstance.reconstruct_alembic()

	#Reconstruct exr cam
	sceneReconstructInstance.create_exr_cam_vray()

	#Reconstruct light
	sceneReconstructInstance.reconstruct_light()

	

-----------------------
"""


#Imports
#------------------------------------------------------------------
import sys
import os
import nuke



do_reload = True

#reconstruct_alembic
import lib.reconstruct_alembic as reconstruct_alembic
if(do_reload): reload(reconstruct_alembic)
#reconstruct_camera_from_vray_exr
import lib.reconstruct_camera_from_vray_exr as reconstruct_camera_from_vray_exr
if(do_reload): reload(reconstruct_camera_from_vray_exr)
#reconstruct_light
import lib.reconstruct_light as reconstruct_light
if(do_reload): reload(reconstruct_light)







#SceneReconstruct class
#------------------------------------------------------------------

class SceneReconstruct():
	
	
	#Constructor
	def __init__(self):
		
[docs]		#Instance Vars
		#------------------------------------------------------------------
		self.verbose = True
		
	
	
	
	
	#Methods
	#------------------------------------------------------------------
	
	
	
	
	#reconstruct_alembic
	def reconstruct_alembic(self):
		"""
		Reconstruct Alembic nodes from read nodes with exr input file
		"""

		try:
[docs]		
			#get selected nodes
			nodes_list = nuke.selectedNodes()
			
			#check if node selected
			if not(len(nodes_list)):
				print('No nodes selected')
				return False
			
			#iterate selected nodes and rebuild all passes
			for node in nodes_list:
				#reconstruct
				reconstruct_alembic.reconstruct_alembic(node)
		
		except:
			#status
			print('Error reconstructing Alembic files')


	#create_exr_cam_vray
	def create_exr_cam_vray(self):
		"""
		Reconstruct a cam from a vray exr. ONLY works with vray exrs
		"""

		try:

[docs]		
			#get selected nodes
			nodes_list = nuke.selectedNodes()
			
			#check if node selected
			if not(len(nodes_list)):
				print('No nodes selected')
				return False
			
			#iterate selected nodes and rebuild all passes
			for node in nodes_list:
				#reconstruct
				reconstruct_camera_from_vray_exr.create_exr_cam_vray(node)
		
		except:
			#status
			print('Error reconstructing camera from vray exr files. This method only works with vray exrs')


	#reconstruct_light
	def reconstruct_light(self):
		"""
		Reconstruct Light nodes from read nodes with exr input file
		"""

		try:

[docs]		
			#get selected nodes
			nodes_list = nuke.selectedNodes()
			
			#check if node selected
			if not(len(nodes_list)):
				print('No nodes selected')
				return False
			
			#iterate selected nodes and rebuild all passes
			for node in nodes_list:
				#reconstruct
				reconstruct_light.reconstruct_light(node)
		
		except:
			#status
			print('Error reconstructing light details')
	
	
	
	
	
		
	
	
	
	
	#Shared Methods
	#------------------------------------------------------------------
	
	#nodetypeMatches
	def nodetypeMatches(self, node, nodetype):
		
		if(node.Class() == nodetype):
			return True
		return False
		

[docs]
		


#TMP Execute in script editor
#------------------------------------------------------------------
'''
from kugeltiere.nuke.sceneReconstruct import sceneReconstruct
reload(sceneReconstruct)
sceneReconstructInstance = sceneReconstruct.SceneReconstruct()

#reconstruct alembics


sceneReconstructInstance.reconstruct_alembic()
sceneReconstructInstance.create_exr_cam_vray()
sceneReconstructInstance.reconstruct_light()
'''
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  Source code for helga.nuke.reconstruction.sceneReconstructVRay.lib.reconstruct_light

"""
reconstruct_light
==========================================

Internal module that reconstructs nuke light from metadata in exrs according to our pipeline standards.

.. important::
	
	This module is internal. Access its functionality from :mod:`helga.nuke.reconstruction.sceneReconstructVRay.sceneReconstruct`

-----------------------
"""






#Imports
#------------------------------------------------------------------
#python
import sys
import os
import cPickle as pickle
import logging
import math
#nuke
import nuke
import nukescripts


#do_reload
do_reload = True

#own
import reconstruct_globals as reconstruct_globals
if(do_reload): reload(reconstruct_globals)





#Methods
#------------------------------------------------------------------

def reconstruct_light(node = None, verbose = True):
	"""Reconstruct light from exr metada in read node"""
[docs]
	try:
		#node = None
		if not(node):
			if(verbose):
				print('Node = None. Returning...')
			return

		#node != type Read
		if not(nodetypeMatches(node, 'Read')):
			if(verbose):
				print('Node {0} is not of type Read. Returning...'.format(node.name()))
			return


		#metadata_dict
		metadata_dict = node.metadata()


		#light_dict_key
		light_dict_key = reconstruct_globals.NUKE_EXR_METADATA_PREFIX + reconstruct_globals.LIGHT_DICTIONARY_KEY
		
		#metadata_dict has no key light
		if not(light_dict_key in metadata_dict):
			if(verbose):
				print('Key {0} not in metadata of node {1}. Returning...'.format(light_dict_key, node.name()))
			return


		#light_details_list [{details}, {details}, {details}]
		light_details_list = pickle.loads(metadata_dict[light_dict_key])

		for light_detail_dict in light_details_list:
			print(light_detail_dict)
			print('----------------------------------------------------------------')

		#light_details_list empty
		if not(light_details_list):
			if(verbose):
				print('Light details list for node {0} empty. Returning...'.format(node.name()))
			return


		#lights_list
		lights_list = []

		#recreate_lights
		for light_detail_dict in light_details_list:
			light_node = reconstruct_light_by_type(light_detail_dict)
			#append
			if(light_node):
				lights_list.append(light_node)



		#lights_list empty
		if not(lights_list):
			if(verbose):
				print('Lights list for node {0} empty. No lights reconstructed. Returning...'.format(node.name()))
			return

		#backdrop
		backdrop = create_backdrop(lights_list, rgb_to_hex_string(reconstruct_globals.LIGHT_NODE_BACKDROP_COLOR))
		backdrop.knob('label').setValue(node.name() +'_lights')
		backdrop.knob('note_font_size').setValue(20)


		#lights_scene_node
		lights_scene_node = nuke.nodes.Scene(inputs = lights_list)
		
		

	except:
		#status
		if(node.name()):
			print('Error reconstructing light for node {0}'.format(node.name()))
		else:
			print('Error reconstructing light detail')


def reconstruct_light_by_type(light_detail_dict):
	"""Reconstruct light by type"""

[docs]
	#light_type_key
	light_type_key = 'light_type'

	#VRayLightDomeShape
	if(light_detail_dict[light_type_key] == 'VRayLightDomeShape'):
		light_node = reconstruct_VRayLightDomeShape(light_detail_dict)
		return light_node
	#VRaySunShape
	elif(light_detail_dict[light_type_key] == 'VRaySunShape'):
		light_node = reconstruct_VRaySunShape(light_detail_dict)
		return light_node
	else:
		print('Light type: {0} is not known. Light not recreated'.format(light_detail_dict[light_type_key]))
		return None


#reconstruct_VRayLightDomeShape
def reconstruct_VRayLightDomeShape(light_detail_dict):
	"""reconstruct_VRayLightDomeShape"""

[docs]
	#env_light_node
	env_light_node = nuke.nodes.Environment()
	#label
	env_light_node['label'].setValue(light_detail_dict['light_transform_name'])
	#color
	env_light_node['color'].setValue(light_detail_dict['lightColor'])
	#intensity
	env_light_node['intensity'].setValue(light_detail_dict['intensityMult'])

	return env_light_node


#reconstruct_VRaySunShape
def reconstruct_VRaySunShape(light_detail_dict):
	"""reconstruct_VRaySunShape"""

[docs]
	#direct_light_node
	direct_light_node = nuke.nodes.DirectLight()
	#label
	direct_light_node['label'].setValue(light_detail_dict['light_transform_name'])
	#color
	direct_light_node['color'].setValue(1,1,1)
	#intensity
	direct_light_node['intensity'].setValue(light_detail_dict['intensityMult'])
	#cast_shadows
	direct_light_node['cast_shadows'].setValue(light_detail_dict['shadows'])


	
	#list_matrix
	list_matrix = light_detail_dict['matrix']

	#nuke_matrix
	nuke_matrix = nuke.math.Matrix4()
	nuke_matrix.makeIdentity()

	#iterate and fill
	for k,v in enumerate(list_matrix):
		nuke_matrix[k] = v
	

	#translate
	translate = nuke_matrix.transform(nuke.math.Vector3(0, 0, 0))  # Get a vector that represents the camera translation   
	#rotate
	rotate = nuke_matrix.rotationsZXY() # give us xyz rotations from cam matrix (must be converted to degrees)

	#translate
	direct_light_node['translate'].setValue((float(translate.x), float(translate.y), float(translate.z)))
	#rotate
	direct_light_node['rotate'].setValue((float(math.degrees(rotate[0])), float(math.degrees(rotate[1])), float(math.degrees(rotate[2]))))


	return direct_light_node




def nodetypeMatches(node, nodetype):
	"""Check if the nodetype matches"""

[docs]	
	if(node.Class() == nodetype):
		return True
	return False


def create_backdrop(nodesList, hexColor):
	"""Create backdrop for nodesList with hexColor"""

[docs]
	#deselect all
	deselect_all()

	#Select nodesList in viewport
	for node in nodesList:
		node.setSelected(True)
	
	
	#nukescripts autobackdrop
	backdrop = nukescripts.autoBackdrop()
	backdrop['tile_color'].setValue(hexColor)

	return backdrop


def deselect_all():
	"""Deselect All"""

[docs]
	#Select All to invert the selection XD
	nuke.selectAll()
	nuke.invertSelection() 


def rgb_to_hex_string(colorList = [0,0,0]):
	"""Convert RGB List to hex color"""

[docs]
	#getColors
	r = colorList[0]
	g = colorList[1]
	b = colorList[2]
	
	#get hexColor
	hexColor = int('%02x%02x%02x%02x' % (r*255,g*255,b*255,1),16)
	
	return hexColor






#Temp
#------------------------------------------------------------------

"""
#alembic_path

alembic_path = r'P:\23_NEUE_CLIPS\01_Erdmaennchen\150_rnd\rnd_timm\alembic_reconstruct_test\cache\cam_vertex_and_trans_matrix_animation.abc'
#alembic_read_node
#alembic_read_node = nuke.nodes.ReadGeo2()
#set path
#alembic_read_node['file'].fromUserText(alembic_path)

#alembic_read_node
alembic_read_node_temp = nuke.createNode('ReadGeo2', 'file {' +alembic_path +'}') 
sceneView = alembic_read_node_temp['scene_view']
all_items = sceneView.getAllItems()            # get a list of all nodes stored in the abc file
print(all_items)
nuke.delete(alembic_read_node_temp)

#alembic_read_node_list
alembic_read_node_list = []

#iterate and create node
for item in all_items:
    alembic_read_node = nuke.createNode('ReadGeo2', 'file {' +alembic_path +'}')
    alembic_read_node.knob('label').setValue(item)
    sceneView = alembic_read_node['scene_view']
    sceneView.setImportedItems([item])    # import all items into the ReadGeo node
    sceneView.setSelectedItems([item])      # set everything to selected (i.e. visible)
    alembic_read_node_list.append(alembic_read_node)

#align nodes
alignNodes(alembic_read_node_list, direction = 'y')
#hide control panel
for alembic_read_node in alembic_read_node_list:
    alembic_read_node.hideControlPanel()
"""
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  Source code for helga.nuke.reconstruction.renderReconstructVRay.lib.shuffleDataRE

"""
shuffleDataRE
==========================================

Internal module that reconstructs data render elements.

.. important::
	
	This module is internal. Access its functionality from :mod:`helga.nuke.reconstruction.renderReconstructVRay.renderReconstruct`

-----------------------
"""



#Imports
#------------------------------------------------------------------
import nuke
import nukescripts



doReload = True

#reconstruct_globals
import reconstruct_globals
if(doReload): reload(reconstruct_globals)




#ShuffleDataRE class
#------------------------------------------------------------------

class ShuffleDataRE():
	
[docs]	#Constructor
	def __init__(self):
		
		
		#Instance Vars
		#------------------------------------------------------------------
		self.verbose = True
		self.backdropColorData = [0.68,1,0.36]
	

	
	
	
	#Toplevel Methods
	#------------------------------------------------------------------
	
	#reconstructDataRenderElements
	def reconstructDataRenderElements(self, node):
		
[docs]		#check if node is read node
		if not(self.nodetypeMatches(node, 'Read')):
			print('%s is not of type Read' %(node.name()))
			return False
				
			
		#Reconstruct data elements
		#------------------------------------------------------------------
			
		dataShuffleNodesList = []
			
		#check if rbNormals channel exists and if so, shuffle it
		if(self.getLayers(node, '{0}Normals'.format(reconstruct_globals.PREFIX))):
			dataShuffleNodesList.append(self.shuffleRE(node, '{0}Normals'.format(reconstruct_globals.PREFIX)))
		
		#check if rbBumpNormals channel exists and if so, shuffle it
		if(self.getLayers(node, '{0}BumpNormals'.format(reconstruct_globals.PREFIX))):
			dataShuffleNodesList.append(self.shuffleRE(node, '{0}BumpNormals'.format(reconstruct_globals.PREFIX)))
			
		#check if rbEtSTMap channel exists and if so, shuffle it
		if(self.getLayers(node, '{0}EtSTMap'.format(reconstruct_globals.PREFIX))):
			dataShuffleNodesList.append(self.shuffleRE(node, '{0}EtSTMap'.format(reconstruct_globals.PREFIX)))
			
		#check if rbEtWorldPos channel exists and if so, shuffle it
		if(self.getLayers(node, '{0}EtWorldPos'.format(reconstruct_globals.PREFIX))):
			dataShuffleNodesList.append(self.shuffleRE(node, '{0}EtWorldPos'.format(reconstruct_globals.PREFIX)))

		#check if rbEtFresnelLarge channel exists and if so, shuffle it
		if(self.getLayers(node, '{0}EtFresnelLarge'.format(reconstruct_globals.PREFIX))):
			dataShuffleNodesList.append(self.shuffleRE(node, '{0}EtFresnelLarge'.format(reconstruct_globals.PREFIX)))

		#check if rbEtFresnelSmall channel exists and if so, shuffle it
		if(self.getLayers(node, '{0}EtFresnelSmall'.format(reconstruct_globals.PREFIX))):
			dataShuffleNodesList.append(self.shuffleRE(node, '{0}EtFresnelSmall'.format(reconstruct_globals.PREFIX)))
			
		#check if rbVelocityFiltered channel exists and if so, shuffle it
		if(self.getLayers(node, '{0}VelocityFiltered'.format(reconstruct_globals.PREFIX))):
			dataShuffleNodesList.append(self.shuffleRE(node, '{0}VelocityFiltered'.format(reconstruct_globals.PREFIX)))
		
		#check if rbVelocityUnfiltered channel exists and if so, shuffle it
		if(self.getLayers(node, '{0}VelocityUnfiltered'.format(reconstruct_globals.PREFIX))):
			dataShuffleNodesList.append(self.shuffleRE(node, '{0}VelocityUnfiltered'.format(reconstruct_globals.PREFIX)))
		
		#check if depth channel exists and if so, shuffle it
		if(self.getLayers(node, '{0}ZDepth'.format(reconstruct_globals.PREFIX))):
			dataShuffleNodesList.append(self.shuffleDepthRE(node, '{0}ZDepthFiltered'.format(reconstruct_globals.PREFIX)))
		if(self.getLayers(node, '{0}ZDepth'.format(reconstruct_globals.PREFIX))):
			dataShuffleNodesList.append(self.shuffleDepthRE(node, '{0}ZDepthUnfiltered'.format(reconstruct_globals.PREFIX)))
		
		#check if rbRenderId channel exists and if so, shuffle it
		if(self.getLayers(node, '{0}RenderId'.format(reconstruct_globals.PREFIX))):
			dataShuffleNodesList.append(self.shuffleRE(node, '{0}RenderId'.format(reconstruct_globals.PREFIX)))
			
			
			
		#check if dataShuffleNodeList has content to add backdrop
		if(len(dataShuffleNodesList) > 0):		
			#create backdrop
			backdrop = self.createBackdrop(dataShuffleNodesList, self.rgbToHexString(self.backdropColorData))
			backdrop.knob('label').setValue(node.name() +'_dataPasses')
			backdrop.knob('note_font_size').setValue(20)
			
		
		
	
	
	
	#Methods
	#------------------------------------------------------------------
	
	#shuffleRE
	def shuffleRE(self, node, layer):
		

[docs]		#shuffleRE
		shuffleRE = nuke.nodes.Shuffle(label = layer +'_rbg', inputs = [node])
		shuffleRE['in'].setValue( layer )
		shuffleRE['in2'].setValue( 'rgba' )
		shuffleRE['alpha'].setValue( 'alpha2' )
		shuffleRE['postage_stamp'].setValue( True )
		shuffleRE['hide_input'].setValue(True)
		
		return shuffleRE
		
		
	#shuffleDepthRE
	def shuffleDepthRE(self, node, layer):
		

[docs]		#rbZDepthFiltered
		if(layer == '{0}ZDepthFiltered'.format(reconstruct_globals.PREFIX)):
		#shuffleDepthRE
			shuffleDepthRE = nuke.nodes.Shuffle(label = '{0}ZDepthFiltered_rbg'.format(reconstruct_globals.PREFIX), inputs = [node])
			shuffleDepthRE['in'].setValue( '{0}ZDepth'.format(reconstruct_globals.PREFIX) )
			
			shuffleDepthRE['red'].setValue( 'red' )
			shuffleDepthRE['green'].setValue( 'red' )
			shuffleDepthRE['blue'].setValue( 'red' )
			shuffleDepthRE['alpha'].setValue( 'black' )
			
			shuffleDepthRE['postage_stamp'].setValue( True )
			shuffleDepthRE['hide_input'].setValue(True)
			
			
			
			
		#rbZDepthUnfiltered
		elif(layer == '{0}ZDepthUnfiltered'.format(reconstruct_globals.PREFIX)):
			#shuffleDepthRE
			shuffleDepthRE = nuke.nodes.Shuffle(label = '{0}ZDepthUnfiltered_rbg'.format(reconstruct_globals.PREFIX), inputs = [node])
			shuffleDepthRE['in'].setValue( '{0}ZDepth'.format(reconstruct_globals.PREFIX) )
			
			shuffleDepthRE['red'].setValue( 'green' )
			shuffleDepthRE['green'].setValue( 'green' )
			shuffleDepthRE['blue'].setValue( 'green' )
			shuffleDepthRE['alpha'].setValue( 'black' )
			
			shuffleDepthRE['postage_stamp'].setValue( True )
			shuffleDepthRE['hide_input'].setValue(True)
			
		
		return shuffleDepthRE
		
		

		
		
	
	
	#Shared Methods
	#------------------------------------------------------------------
	
	
	
	#nodetypeMatches
	def nodetypeMatches(self, node, nodetype):
		

[docs]		if(node.Class() == nodetype): return True
		return False
		
	
	
	#getLayers
	def getLayers(self, node, prefix = False):
		

[docs]		#Get channelsList
		channelsList = node.channels()
		
		#iterate over channelslist, split name and append layer
		layerList = []
		for channel in channelsList:
			layer = channel.split('.')[0]
			layerList.append(layer)
			
		#remove duplicates
		layerList = list(set(layerList))
		
		
		#If prefix is set, iterate again to return all layers starting with prefix
		if(prefix):
			layerListPrefix = []
			prefixLength = len(prefix)
			for layer in layerList:
				if(layer[0:prefixLength] == prefix): layerListPrefix.append(layer)
				
			return layerListPrefix
		
		return layerList
		
	
	
	#createBackdrop
	def createBackdrop(self, nodesList, hexColor):
		

[docs]		#deselect all
		self.deselectAll()
		
		#Select nodesList in viewport
		for node in nodesList:
			node.setSelected(True)
		
		
		#nukescripts autobackdrop
		backdrop = nukescripts.autoBackdrop()
		backdrop['tile_color'].setValue(hexColor)
		
		return backdrop
		
		
	
	#deselectAll
	def deselectAll(self):
		#Select All to invert the selection XD

[docs]		nuke.selectAll()
		nuke.invertSelection() 
		
		

	#rgbToHexString
	def rgbToHexString(self, colorList = [0,0,0]):
		

[docs]		#getColors
		r = colorList[0]
		g = colorList[1]
		b = colorList[2]
		
		#get hexColor
		hexColor = int('%02x%02x%02x%02x' % (r*255,g*255,b*255,1),16)
		
		return hexColor	
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  Source code for helga.nuke.reconstruction.renderReconstructVRay.lib.reconstruct_globals

"""
reconstruct_globals
==========================================

Globals module to hosts constants for the :mod:`helga.nuke.reconstruction.renderReconstructVRay` package.

-----------------------

Usage
-----

::
	
	from helga.nuke.reconstruction.renderReconstructVRay import reconstruct_globals
	reload(reconstruct_globals)

	#my_fancy_prefix
	my_fancy_prefix = reconstruct_globals.PREFIX

-----------------------
"""



#Globals
#------------------------------------------------------------------

PREFIX = 'gh'
"""
Prefix for the channels in multichannel exrs. 
For example: ghDiffuse, ghReflection
"""
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  Source code for helga.nuke.reconstruction.sceneReconstructVRay.lib.reconstruct_camera_from_vray_exr

"""
reconstruct_camera_from_vray_exr
==========================================

Internal module that reconstructs nuke 3d camera from vray exrs according to our pipeline standards.

.. important::
	
	This module is internal. Access its functionality from :mod:`helga.nuke.reconstruction.sceneReconstructVRay.sceneReconstruct`

-----------------------
"""





#Imports
#------------------------------------------------------------------
#python
import sys
import os
import cPickle as pickle
import logging
import math
#nuke
import nuke
import nukescripts


#do_reload
do_reload = True

#own
import reconstruct_globals as reconstruct_globals
if(do_reload): reload(reconstruct_globals)





#Methods
#------------------------------------------------------------------

def create_exr_cam_vray(node):
	"""
[docs]	Create a camera node based on VRay metadata.
	This works specifically on VRay data coming from maya.
	"""
	
	#Big thanks to Ivan Busquets who helped me put this together!
	#(ok, ok, he really helped me a lot)
	#Also thanks to Nathan Dunsworth for giving me solid ideas and some code to get me started.
	
	### TODO : add progress bar (even though it's really not needed here) that works
	
	mDat = node.metadata()
	reqFields = ['exr/camera%s' % i for i in ('FocalLength', 'Aperture', 'Transform')]
	if not set( reqFields ).issubset( mDat ):
		print 'no metdata for camera found'
		return
	
	first = node.firstFrame()
	last = node.lastFrame()
	ret = nuke.getFramesAndViews( 'Create Camera from Metadata', '%s-%s' %( first, last )  )
	fRange = nuke.FrameRange( ret[0] )
	
	cam = nuke.createNode( 'Camera2' )
	cam['useMatrix'].setValue( False )
	
	for k in ( 'focal', 'haperture', 'translate', 'rotate'):
		cam[k].setAnimated()
	
	#task = nuke.ProgressTask( 'Baking camera from meta data in %s' % node.name() )
	
	for curTask, frame in enumerate( fRange ):
		#if task.isCancelled():
			#nuke.executeInMainThread( nuke.message, args=( "Phew!" ) )
			#break;
		#task.setMessage( 'processing frame %s' % frame )
		
	
		# IB. If you get both focal and aperture as they are in the metadata, there's no guarantee
		# your Nuke camera will have the same FOV as the one that rendered the scene (because the render could have been fit to horizontal, to vertical, etc)
		# Nuke always fits to the horizontal aperture. If you set the horizontal aperture as it is in the metadata,
		# then you should use the FOV in the metadata to figure out the correct focal length for Nuke's camera
		# Or, you could keep the focal as is in the metadata, and change the horizontal_aperture instead.
		# I'll go with the former here. Set the haperture knob as per the metadata, and derive the focal length from the FOV

		val = node.metadata( 'exr/cameraAperture', frame) # get horizontal aperture
		fov = node.metadata( 'exr/cameraFov', frame) # get camera FOV
	
		focal = val / (2 * math.tan(math.radians(fov)/2.0)) # convert the fov and aperture into focal length

		cam['focal'].setValueAt(float(focal),frame)
		cam['haperture'].setValueAt(float(val),frame)

		matrixCamera = node.metadata( 'exr/cameraTransform', frame) # get camera transform data

		#Create a matrix to shove the original data into 
		matrixCreated = nuke.math.Matrix4()
		
		for k,v in enumerate(matrixCamera):
			matrixCreated[k] = v
		
		matrixCreated.rotateX(math.radians(-90)) # this is needed for VRay.  It's a counter clockwise rotation
		translate = matrixCreated.transform(nuke.math.Vector3(0,0,0))  # Get a vector that represents the camera translation   
		rotate = matrixCreated.rotationsZXY() # give us xyz rotations from cam matrix (must be converted to degrees)

		cam['translate'].setValueAt(float(translate.x),frame,0)
		cam['translate'].setValueAt(float(translate.y),frame,1)
		cam['translate'].setValueAt(float(translate.z),frame,2)
		cam['rotate'].setValueAt(float(math.degrees(rotate[0])),frame,0)
		cam['rotate'].setValueAt(float(math.degrees(rotate[1])),frame,1) 
		cam['rotate'].setValueAt(float(math.degrees(rotate[2])),frame,2) 

		# task.setProgress( int( float(curTask) / fRange.frames() *100) )



#Temp
#------------------------------------------------------------------
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  Source code for helga.nuke.reconstruction.sceneReconstructVRay.lib.reconstruct_alembic

"""
reconstruct_alembic
==========================================

Internal module that reconstructs nuke 3d scenes from metadata in exrs according to our pipeline standards

.. important::
	
	This module is internal. Access its functionality from :mod:`helga.nuke.reconstruction.sceneReconstructVRay.sceneReconstruct`

-----------------------
"""




#Imports
#------------------------------------------------------------------
#python
import sys
import os
import cPickle as pickle
import logging
#nuke
import nuke
import nukescripts


#do_reload
do_reload = True

#own
import reconstruct_globals as reconstruct_globals
if(do_reload): reload(reconstruct_globals)





#Methods
#------------------------------------------------------------------

def reconstruct_alembic(node = None, verbose = True):
	"""Reconstruct alembic from exr metada in read node"""

[docs]	try:
		#node = None
		if not(node):
			if(verbose):
				print('Node = None. Returning...')
			return

		#node != type Read
		if not(nodetypeMatches(node, 'Read')):
			if(verbose):
				print('Node {0} is not of type Read. Returning...'.format(node.name()))
			return


		#metadata_dict
		metadata_dict = node.metadata()


		#alembic_dict_key
		alembic_dict_key = reconstruct_globals.NUKE_EXR_METADATA_PREFIX + reconstruct_globals.ALEMBIC_DICTIONARY_KEY
		
		#metadata_dict has no key alembic
		if not(alembic_dict_key in metadata_dict):
			if(verbose):
				print('Key {0} not in metadata of node {1}. Returning...'.format(alembic_dict_key, node.name()))
			return


		#alembic_details_list [{details}, {details}, {details}]
		alembic_details_list = pickle.loads(metadata_dict[alembic_dict_key])

		for item in alembic_details_list:
			print(item)
			print('----------------------------------------------------------------')

		#alembic_details_list empty
		if not(alembic_details_list):
			if(verbose):
				print('Alembic details list for node {0} empty. Returning...'.format(node.name()))
			return


		
		#read_node_list
		read_node_list = create_alembic_read_nodes(alembic_details_list = alembic_details_list, verbose = verbose)

		#read_node_list empty
		if not(read_node_list):
			if(verbose):
				print('Read node list for node {0} empty. No alembics reconstructed. Returning...'.format(node.name()))
			return


		#backdrop
		for alembic_parts_list in read_node_list:
			backdrop = create_backdrop(alembic_parts_list, rgb_to_hex_string(reconstruct_globals.ALEMBIC_READ_NODE_BACKDROP_COLOR))
			backdrop.knob('label').setValue(node.name() +'_alembic')
			backdrop.knob('note_font_size').setValue(20)


		#complete_read_nodes_list
		complete_read_nodes_list = []
		for alembic_parts_list in read_node_list:
			complete_read_nodes_list += alembic_parts_list
		#scene_node
		scene_node = nuke.nodes.Scene(inputs = complete_read_nodes_list)
		

	except:
		#status
		if(node.name()):
			print('Error reconstructing Alembic files for node {0}'.format(node.name()))
		else:
			print('Error reconstructing Alembic files')


def create_alembic_read_nodes(alembic_details_list = [], verbose = True):
	"""Create Geo read nodes for alembic pathes in node and return list of them"""


[docs]	#alembic_pathes_list
	alembic_pathes_list = [alembic_dict.get('alembic_path', '') for 
							alembic_dict in 
							alembic_details_list if
							alembic_dict.get('alembic_path', '')]

	#alembic_textures_list
	alembic_textures_list = [alembic_dict.get('alembic_textures', '') for 
							alembic_dict in 
							alembic_details_list if
							alembic_dict.get('alembic_path', '')]

	

	#alembic_pathes_list empty
	if not(alembic_pathes_list):
		if(verbose):
			print('Alembic pathes list empty. Returning empty list...')
		return []

	

	#alembic_parts_list / [[readGeo, readGeo], [readGeo, readGeo,readGeo]]
	alembic_parts_list = []

	#iterate and create
	for index, alembic_path in enumerate(alembic_pathes_list):
		#append
		alembic_parts_list.append(create_alembic_parts(alembic_path, 
														alembic_textures_list[index],
														recreate_textures = True))


	return alembic_parts_list


def nodetypeMatches(node, nodetype):
	"""Check if the nodetype matches"""
	

[docs]	if(node.Class() == nodetype):
		return True
	return False


def create_backdrop(nodesList, hexColor):
	"""Create backdrop for nodesList with hexColor"""


[docs]	#deselect all
	deselect_all()

	#Select nodesList in viewport
	for node in nodesList:
		node.setSelected(True)
	
	
	#nukescripts autobackdrop
	backdrop = nukescripts.autoBackdrop()
	backdrop['tile_color'].setValue(hexColor)

	return backdrop


def deselect_all():
	"""Deselect All"""


[docs]	#Select All to invert the selection XD
	nuke.selectAll()
	nuke.invertSelection() 


def rgb_to_hex_string(colorList = [0,0,0]):
	"""Convert RGB List to hex color"""


[docs]	#getColors
	r = colorList[0]
	g = colorList[1]
	b = colorList[2]
	
	#get hexColor
	hexColor = int('%02x%02x%02x%02x' % (r*255,g*255,b*255,1),16)
	
	return hexColor


def create_alembic_parts(alembic_path, texture_path, recreate_textures = False):
	"""Create alembic node with given path"""


[docs]	#alembic_read_node
	alembic_read_node_temp = nuke.createNode('ReadGeo2', 'file {' +alembic_path +'}') 
	#scene_view
	scene_view = alembic_read_node_temp['scene_view']
	#all_items
	all_items = scene_view.getAllItems() # get a list of all nodes stored in the abc file
	#delete temp node
	nuke.delete(alembic_read_node_temp)

	#alembic_read_node_list
	alembic_read_node_list = []

	#iterate and create node
	for item in all_items:
		#alembic_read_node
		alembic_read_node = nuke.createNode('ReadGeo2', 'file {' +alembic_path +'}')
		alembic_read_node.knob('label').setValue(item)
		#scene_view
		scene_view = alembic_read_node['scene_view']
		scene_view.setImportedItems([item]) #import all items into the ReadGeo node
		scene_view.setSelectedItems([item]) #set everything to selected (i.e. visible)

		#append to list
		alembic_read_node_list.append(alembic_read_node)

	#align nodes
	reconstruct_globals.align_nodes(alembic_read_node_list, direction = 'y')

	#hide control panel
	for alembic_read_node in alembic_read_node_list:
		alembic_read_node.hideControlPanel()



	#if recreate_textures
	if(recreate_textures):
		
		#if texture path
		if(texture_path):

			#material_node
			material_node = nuke.nodes.BasicMaterial()

			#set position
			offset = -30
			pos_x = alembic_read_node_list[0]['xpos'].value()
			pos_y = alembic_read_node_list[0]['ypos'].value() + offset
			material_node['xpos'].setValue(pos_x)
			material_node['ypos'].setValue(pos_y)
			material_node['specular'].setValue(0.1)
			

			#texture_node
			texture_node = nuke.nodes.Read()
			texture_node['file'].fromUserText(texture_path)

			#set position
			offset = -150
			pos_x = alembic_read_node_list[0]['xpos'].value()
			pos_y = alembic_read_node_list[0]['ypos'].value() + offset
			texture_node['xpos'].setValue(pos_x)
			texture_node['ypos'].setValue(pos_y)

			#connect to material
			material_node.setInput(1, texture_node)




			#connect alembic parts
			for alembic_read_node in alembic_read_node_list:
				alembic_read_node.setInput(0, material_node)

			#append texture node
			alembic_read_node_list.append(texture_node)





	return alembic_read_node_list



#Temp
#------------------------------------------------------------------

"""
#alembic_path
alembic_path = r'P:\23_NEUE_CLIPS\01_Erdmaennchen\150_rnd\rnd_timm\alembic_reconstruct_test\cache\cam_vertex_and_trans_matrix_animation.abc'

#alembic_read_node
#alembic_read_node = nuke.nodes.ReadGeo2()
#set path
#alembic_read_node['file'].fromUserText(alembic_path)

#alembic_read_node
alembic_read_node_temp = nuke.createNode('ReadGeo2', 'file {' +alembic_path +'}') 
sceneView = alembic_read_node_temp['scene_view']
all_items = sceneView.getAllItems()            # get a list of all nodes stored in the abc file
print(all_items)
nuke.delete(alembic_read_node_temp)

#alembic_read_node_list
alembic_read_node_list = []

#iterate and create node
for item in all_items:
    alembic_read_node = nuke.createNode('ReadGeo2', 'file {' +alembic_path +'}')
    alembic_read_node.knob('label').setValue(item)
    sceneView = alembic_read_node['scene_view']
    sceneView.setImportedItems([item])    # import all items into the ReadGeo node
    sceneView.setSelectedItems([item])      # set everything to selected (i.e. visible)
    alembic_read_node_list.append(alembic_read_node)

#align nodes
alignNodes(alembic_read_node_list, direction = 'y')
#hide control panel
for alembic_read_node in alembic_read_node_list:
    alembic_read_node.hideControlPanel()
"""
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  Source code for helga.nuke.reconstruction.sceneReconstructVRay.lib.reconstruct_globals

"""
reconstruct_globals
==========================================

Globals module to host constants for the :mod:`helga.nuke.reconstruction.sceneReconstructVRay` package.

-----------------------
"""






#Globals
#------------------------------------------------------------------

PREFIX = 'gh'
"""Prefix for channels"""
ALEMBIC_DICTIONARY_KEY = 'alembic_details'
"""Key for alembic data"""
NUKE_EXR_METADATA_PREFIX = 'exr/'
"""Default exr metadata prefix. (Set by Nuke)"""
ALEMBIC_READ_NODE_BACKDROP_COLOR = [128, 255, 0]
"""Color of Alembic backdrop nodes"""
LIGHT_DICTIONARY_KEY = 'light_details'
"""Key for light data"""
LIGHT_NODE_BACKDROP_COLOR = [255, 255, 0]
"""Color of light backdrop nodes"""







#Methods
#------------------------------------------------------------------
def align_nodes(nodes, direction = 'x'):
	"""Align nodes either horizontally or vertically."""
[docs]	
	if len( nodes ) < 2:
		return
	if direction.lower() not in ('x', 'y'):
		raise ValueError, 'direction argument must be x or y'

	positions = [ float( n[ direction.lower()+'pos' ].value() ) for n in nodes]
	avrg = sum( positions ) / len( positions )
	for n in nodes:
		if direction == 'x':
			for n in nodes:
				n.setXpos( int(avrg) )
		else:
			for n in nodes:
				n.setYpos( int(avrg) )

	return avrg
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  Source code for helga.maya.rendering.setVrayRenderGlobals.setVrayRenderGlobals

"""
setVrayRenderGlobals
==========================================

Set the VRay Render Globals according to pipeline standards.

-----------------------

Usage
-----

::
	
	from helga.maya.rendering.setVrayRenderGlobals import setVrayRenderGlobals
	reload(setVrayRenderGlobals)

	#Create instance
	setVrayRenderGlobalsInstance = setVrayRenderGlobals.SetVrayRenderGlobals()
	
	#set render globals completely
	setVrayRenderGlobalsInstance.setVrayRenderSettings()
	#set render globals linear light settings only
	setVrayRenderGlobalsInstance.setVrayRenderSettingsLinear()

-----------------------
"""




#Imports
#------------------------------------------------------------------
import maya.OpenMaya as openMaya
import pymel.core as pm






#Globals
#------------------------------------------------------------------

PRE_RENDER_MEL_SCRIPT = "python \"import sys; sys.path.append(\'\/\/whiterider\/kugeltiere\/23_NEUE_CLIPS\/01_Erdmaennchen\/140_scripts\/deploy\');from kugeltiere.maya.setExrMetadata import setExrMetadata;reload(setExrMetadata);setExrMetadata.run()\""





#SetVrayRenderGlobals class
#------------------------------------------------------------------

class SetVrayRenderGlobals():
	
[docs]	#Constructor
	def __init__(self):
		
		#Instance Vars
		#------------------------------------------------------------------
		
		pass
		
		
	
	#Methods
	#------------------------------------------------------------------
	
	#setVrayRenderSettings
	def setVrayRenderSettings(self, set_pre_render_mel_script = False):
		"""
[docs]		Set Vray Rendersettings

		:param set_pre_render_mel_script: Set the pre render MEL script. Default is False.
		:type set_pre_render_mel_script: bool
		"""
		
		
		#exit if vray for maya plugin is not loaded
		if not(self.vrayLoaded()):
			openMaya.MGlobal.displayWarning('Vray for Maya Plugin not loaded')
			return None
			
		#exit if vray rendersettings node doesnt exist
		vray_rendersettings_node = self.vrayRenderSettingsNode()
		if not(vray_rendersettings_node):
			openMaya.MGlobal.displayWarning('Vray Rendersettings node not found')
			return None
			
			
		#setVrayRenderSettings
		self.setVrayRenderSettingsParameter(linearOnly = False, set_pre_render_mel_script = set_pre_render_mel_script)
			
			
		#printStatus
		openMaya.MGlobal.displayInfo('Successfully set Vray Rendersettings')
		
	
	
	#setVrayRenderSettingsLinear
	def setVrayRenderSettingsLinear(self):
		"""Set Vray Rendersettings, linear light settings only"""

[docs]
		#exit if vray for maya plugin is not loaded
		if not(self.vrayLoaded()):
			openMaya.MGlobal.displayWarning('Vray for Maya Plugin not loaded')
			return None
			
		#exit if vray rendersettings node doesnt exist
		vray_rendersettings_node = self.vrayRenderSettingsNode()
		if not(vray_rendersettings_node):
			openMaya.MGlobal.displayWarning('Vray Rendersettings node not found')
			return None
		
		
		#setVrayRenderSettings
		self.setVrayRenderSettingsParameter(linearOnly = True)
		
		#printStatus
		openMaya.MGlobal.displayInfo('Successfully set Vray Rendersettings. Linear Light parameters only')
	
	
	
	
	#Shared Methods
	#------------------------------------------------------------------
	
	
	#setVrayRenderSettings
	def setVrayRenderSettingsParameter(self, linearOnly = False, set_pre_render_mel_script = False):
		"""Set Vray Rendersettings. Never use this method directly."""

[docs]		
		#methodVars
		verbose = True
		vraySettingsNode = self.vrayRenderSettingsNode()
		
		
		#set Vray Rendersettings
		#------------------------------------------------------------------
		#------------------------------------------------------------------
		
		#Vray Common
		#------------------------------------------------------------------
		if not (linearOnly):
			
			#Image File Output
			pm.setAttr(vraySettingsNode.imageFormatStr, 'exr (multichannel)')
			pm.setAttr(vraySettingsNode.imgOpt_exr_compression, 3)
			pm.setAttr(vraySettingsNode.imgOpt_exr_autoDataWindow, 1)
			pm.setAttr(vraySettingsNode.imgOpt_exr_bitsPerChannel, 16)
			
			#Resolution
			pm.setAttr(vraySettingsNode.width, 1280)
			pm.setAttr(vraySettingsNode.height, 720)
			pm.setAttr(vraySettingsNode.aspectRatio, 1.777)
			pm.setAttr(vraySettingsNode.pixelAspect, 1)
			pm.setAttr(vraySettingsNode.sRGBOn, 1)
			pm.setAttr(vraySettingsNode.vfbOn, 1)
			if(set_pre_render_mel_script):
				pm.setAttr("defaultRenderGlobals.preRenderMel", PRE_RENDER_MEL_SCRIPT)
			
			if(verbose): print('Vray Common Parms set')
			
		
		#Vray
		#------------------------------------------------------------------
		if not (linearOnly):
			
			#Global options
			pm.setAttr(vraySettingsNode.globopt_render_viewport_subdivision, 1)
			pm.setAttr(vraySettingsNode.globopt_geom_displacement, 1)
			pm.setAttr(vraySettingsNode.globopt_light_doDefaultLights, 0)
			
			#Image Sampler
			pm.setAttr(vraySettingsNode.samplerType, 1)
			pm.setAttr(vraySettingsNode.aaFilterOn, 1)
			pm.setAttr(vraySettingsNode.aaFilterType, 1)
			pm.setAttr(vraySettingsNode.aaFilterSize, 1.5)
			pm.setAttr(vraySettingsNode.dmcMinSubdivs, 1)
			pm.setAttr(vraySettingsNode.dmcMaxSubdivs, 4)
			pm.setAttr(vraySettingsNode.dmcThreshold, 0.01)
			
			#Environment
			pm.setAttr(vraySettingsNode.cam_overrideEnvtex, 0)
			pm.setAttr(vraySettingsNode.cam_envtexGi, (0,0,0), type = 'double3')
			
		#Color mapping
		pm.setAttr(vraySettingsNode.cmap_type, 0)
		pm.setAttr(vraySettingsNode.cmap_gamma, 2.2)
		pm.setAttr(vraySettingsNode.cmap_affectBackground, 1)
		pm.setAttr(vraySettingsNode.cmap_subpixelMapping, 1)
		pm.setAttr(vraySettingsNode.cmap_adaptationOnly, 1)
		pm.setAttr(vraySettingsNode.cmap_linearworkflow, 1)
		pm.setAttr(vraySettingsNode.cmap_clampOutput, 1)
		pm.setAttr(vraySettingsNode.cmap_clampLevel, 5)
		pm.setAttr(vraySettingsNode.cmap_affectSwatches, 1)
		if(verbose): print('Vray Linear Light Parms set')
		
		if not (linearOnly):
			
			#Misc
			pm.setAttr(vraySettingsNode.bumpMultiplier, 1)
			pm.setAttr(vraySettingsNode.texFilterScaleMultiplier, 1)
			pm.setAttr(vraySettingsNode.photometricScale, 20)
			pm.setAttr(vraySettingsNode.allowNegativeShaderColors, 1)
			
			#Vray UI
			pm.setAttr(vraySettingsNode.ui_render_swatches, 1)
			
			if(verbose): print('Vray Parms set')
		
		
		#Indirect Illumination
		#------------------------------------------------------------------
		if not (linearOnly):
			
			#GI
			pm.setAttr(vraySettingsNode.giOn, 1)
			pm.setAttr(vraySettingsNode.saturation, 1)
			pm.setAttr(vraySettingsNode.contrast, 1)
			pm.setAttr(vraySettingsNode.contrastBase, 0.5)
			
			pm.setAttr(vraySettingsNode.primaryEngine, 2)
			pm.setAttr(vraySettingsNode.primaryMultiplier, 1)
			pm.setAttr(vraySettingsNode.giRayDistOn, 1)
			pm.setAttr(vraySettingsNode.dmc_subdivs, 32)
			pm.setAttr(vraySettingsNode.dmc_depth, 2)

			pm.setAttr(vraySettingsNode.secondaryEngine, 0)
			pm.setAttr(vraySettingsNode.secondaryMultiplier, 1)
			pm.setAttr(vraySettingsNode.aoOn, 0)
			
			#(Engine Specific Options) Irradiance Map
			pm.setAttr(vraySettingsNode.imap_currentPreset, 5)
			
			
			if(verbose): print('Global Illumination Parms set')
			
		
		#Settings
		#------------------------------------------------------------------
		if not (linearOnly):
			
			#DMC Sampler
			pm.setAttr(vraySettingsNode.dmcs_timeDependent, 0)
			pm.setAttr(vraySettingsNode.dmcs_adaptiveAmount, 0.85)
			pm.setAttr(vraySettingsNode.dmcs_adaptiveThreshold, 0.01)
			pm.setAttr(vraySettingsNode.dmcs_adaptiveMinSamples, 8)
			pm.setAttr(vraySettingsNode.dmcs_subdivsMult, 1)
			
			#Default Displacement and Subdivision
			pm.setAttr(vraySettingsNode.ddisplac_edgeLength, 2)
			pm.setAttr(vraySettingsNode.ddisplac_viewDependent, 1)
			pm.setAttr(vraySettingsNode.ddisplac_maxSubdivs, 6)
			pm.setAttr(vraySettingsNode.ddisplac_tightBounds, 1)
			pm.setAttr(vraySettingsNode.ddisplac_amount, 1)
			
			#System
			pm.setAttr(vraySettingsNode.sys_rayc_dynMemLimit, 40000)
			pm.setAttr(vraySettingsNode.sys_regsgen_xylocked, 1)
			pm.setAttr(vraySettingsNode.sys_regsgen_xc, 32)
			pm.setAttr(vraySettingsNode.sys_progress_increment, 1)
			pm.setAttr(vraySettingsNode.stamp_on, 1)
			
			if(verbose): print('Settings Parms set')
	
	
	
	#vrayLoaded
	def vrayLoaded(self):
		'''Return true or false wether or not Vray is loaded'''

[docs]
		#Get list of all loaded plugIns
		plugInList = pm.pluginInfo( query=True, listPlugins=True )
		
		#Return true if loaded else setStatus and return false
		if('vrayformaya' in plugInList): 
			return True
		
		return False
		
	
	
	
	#vrayRenderSettingsNode
	def vrayRenderSettingsNode(self):
		'''Get Vray rendersettings node'''

[docs]		
		#deselct all
		pm.select(cl = True)
		#select all nodes of type vraysettingsNode
		selList = pm.ls(fl = True, typ = 'VRaySettingsNode')
		
		#If selList < 1 return false and set status
		if not(selList):
			return None
		
		return selList[0]
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  Source code for helga.maya.rendering.setExrMetadata.setExrMetadata

"""
setExrMetadata
==========================================

Module that will parse the scene and add exr metadata to the rendersettings node.
The module is designed to work with VRay for Maya exclusively.
You can import and run it as a Pre-Frame script while batch rendering (on the farm).

-----------------------

Usage
-----

::
	
	from helga.maya.rendering.setExrMetadata import setExrMetadata
	reload(setExrMetadata)

	#run
	setExrMetadata.run()

.. warning::
	
	Module is known to cause crashes when rendering.
	Use with caution

-----------------------
"""




#Imports
#------------------------------------------------------------------
#python
import sys
import os
from functools import wraps
import cPickle as pickle
import platform
import datetime
import multiprocessing
#maya
import maya.OpenMaya as open_maya
import maya.api.OpenMaya as open_maya_2
import maya.cmds as cmds
import pymel.core as pm




#Globals
#------------------------------------------------------------------
VRAY_LIGHT_PARAMETERS_LIST = ['intensityMult', 'subdivs', 'lightColor', 'shadows', 'invisible', 'rayDistanceOn', 
								'domeSpherical', 'affectDiffuse', 'affectSpecular', 'affectReflections']
MAYA_LIGHT_PARAMETERS_LIST = ['color', 'intensity', 'emitDiffuse', 'emitDiffuse', 'shadowColor', 'useRayTraceShadows', 
								'lightAngle', 'shadowRays', 'rayDepthLimit']

VRAY_CAMERA_PARAMETERS_LIST = []
MAYA_CAMERA_PARAMETERS_LIST = ['focalLength', 'nearClipPlane', 'farClipPlane', 'horizontalFilmAperture', 'verticalFilmAperture'
								'depthOfField', 'focusDistance', 'fStop', 'focusRegionScale', 'backgroundColor', 'shutterAngle'
								'panZoomEnabled', 'horizontalPan', 'verticalPan', 'zoom', 'renderPanZoom', 'orthographic'
								'orthographicWidth']




#General Methods
#------------------------------------------------------------------

#vrayRenderSettingsNode
def vrayRenderSettingsNode():
	"""Get Vray rendersettings node"""
	
	#deselct all
	pm.select(cl = True)
	#select all nodes of type vraysettingsNode
	selList = pm.ls(fl = True, typ = 'VRaySettingsNode')
	
	#If selList < 1 return false and set status
	if not(selList):
		return None
	
	return selList[0]


#vray_settings_test
def vray_settings_test(func):
	"""Decorate adding of metadata with vray settings node existence test"""

	@wraps(func)
	def new_func():
		
		#log_progress
		log_progress = True

		try:
			#vray_settings_node
			vray_settings_node = vrayRenderSettingsNode()
			if not(vray_settings_node):
				print("Could not aquire vray settings node. Not added metadata for function: \n{0}".format(func.__doc__))
				return None

			#execute func
			attr, value = func(vray_settings_node)

			#cut value if larger than 20
			#if(len(str(value)) > 20):
			#	value = str(value)[:20] + '...'

			#log
			if(log_progress):
				print("Successfully added metadata: {0}={1}".format(attr, value))


		except:
			#if(log_progress):
			print("Error executing:\n{0}".format(func.__doc__))

	return new_func


#clear_metadata
def clear_metadata():
	"""Set metadata empty"""

	#log_progress
	log_progress = False

	try:
		#vray_settings_node
		vray_settings_node = vrayRenderSettingsNode()
		if not(vray_settings_node):
			print("Could not aquire vray settings node. Not cleared metadata")
			return None

		#clear
		vray_settings_node.imgOpt_exr_attributes.set("")

		#log
		if(log_progress):
			print("Successfully cleared metadata")


	except:
		#log
		if(log_progress):
			print("Error clearing metadata")


#get_inclusive_matrix
def get_inclusive_matrix(node_name):
	"""Get fn dag path from node name"""

	sel_list = open_maya.MSelectionList()
	try:
		sel_list.add(node_name)
	except:
		return None
	dag_path = open_maya.MDagPath()
	sel_list.getDagPath( 0, dag_path )
	return dag_path.inclusiveMatrix()


#mmatrix_to_list
def mmatrix_to_list(mmatrix):
	"""Convert Maya API 1 Matrix to flat python list"""

	if not(mmatrix):
		return []

	#list_matrix
	list_matrix = []

	#iterate and fill
	for row in range(4):
		for column in range(4):
			list_matrix.append(mmatrix(row, column))

	return list_matrix


#get_alembic_details_list
def get_alembic_details_list(include_search_from_alembic_node_type = False):
	"""Parse the scene for alembic nodes and return list with information"""

	#log_progress
	log_progress = False
	
	

	#alembic_details_list
	alembic_details_list = []



	#if include_search_from_alembic_node_type
	if(include_search_from_alembic_node_type):
		
		#iterate and gather from AlembicNodes
		#------------------------------------------------------------------

		#alembic_nodes_list
		alembic_nodes_list = cmds.ls(type = 'AlembicNode')

		#iterate
		for alembic_node_name in alembic_nodes_list:

			#alembic_details_dict
			alembic_details_dict = {}

			#add maya_node_name
			alembic_details_dict['maya_node_name'] = alembic_node_name

			#add maya_node_type
			alembic_details_dict['maya_node_type'] = cmds.nodeType(alembic_node_name)

			#alembic_path
			alembic_details_dict['alembic_path'] = cmds.getAttr(alembic_node_name +'.abc_File')

			#alembic_textures
			alembic_details_dict['alembic_textures'] = ''
			
			#append dict to list
			alembic_details_list.append(alembic_details_dict)


	


	#iterate and gather from metadata nodes
	#------------------------------------------------------------------
	
	#metadata_nodes_list
	metadata_nodes_list = pm.ls(type = 'metadata')

	for metadata_node in metadata_nodes_list:

		#alembic_details_dict
		alembic_details_dict = {}

		#add maya_node_name
		alembic_details_dict['maya_node_name'] = metadata_node.name()

		#add maya_node_type
		alembic_details_dict['maya_node_type'] = pm.nodeType(metadata_node)

		#alembic_path
		alembic_details_dict['alembic_path'] = cmds.getAttr(metadata_node.name() +'.alembic_path')

		#alembic_textures
		alembic_details_dict['alembic_textures'] = cmds.getAttr(metadata_node.name() +'.alembic_textures')
		
		#append dict to list
		alembic_details_list.append(alembic_details_dict)

	




	return alembic_details_list


#get_all_scene_lights
def get_all_scene_lights():
	"""get_all_scene_lights"""
	
	#clear selection
	pm.select(cl = True)
	
	#get standard maya lightslist
	mayaLightsList = pm.ls(fl = True, type = 'light')
	
	#get VRay Sphere Lights List
	vraySphereLightsList = pm.ls(fl = True, type = 'VRayLightSphereShape')
	
	#get VRay Dome Lights List
	vrayDomeLightsList = pm.ls(fl = True, type = 'VRayLightDomeShape')
	
	#get VRay Rect Lights List
	vrayRectLightsList = pm.ls(fl = True, type = 'VRayLightRectShape')
	
	#get VRay IES Lights List
	vrayIESLightsList = pm.ls(fl = True, type = 'VRayLightIESShape')

	#get VRay sun light List
	vraySunLightsList = pm.ls(fl = True, type = 'VRaySunShape')
	
	
	#return combined Lists
	return mayaLightsList + vraySphereLightsList + vrayDomeLightsList + vrayRectLightsList + vrayIESLightsList + vraySunLightsList


#get_light_details_list
def get_light_details_list():
	"""Parse the scene for light nodes and return list with information"""

	#log_progress
	log_progress = False

	#scene_lights_list
	scene_lights_list = get_all_scene_lights()
	#empty
	if not(scene_lights_list):
		print('No light nodes in the scene.')
		return []

	#scene_light_details_list
	scene_light_details_list = []

	#iterate and add details
	for light_node in scene_lights_list:

		#light_details_dict
		light_details_dict = {}

		#light_shape_name
		light_details_dict['light_shape_name'] = light_node.name()
		#light_transform_name
		light_details_dict['light_transform_name'] = light_node.getParent().name()
		#light_type
		light_details_dict['light_type'] = pm.nodeType(light_node)

		
		#inclusive_matrix
		inclusive_matrix = get_inclusive_matrix(light_node.name())
		#list_matrix
		list_matrix = mmatrix_to_list(inclusive_matrix)
		#add to dict
		light_details_dict['matrix'] = list_matrix




		#iterate LIGHT_PARAMETERS_LIST and add values if existing
		LIGHT_PARAMETERS_LIST = VRAY_LIGHT_PARAMETERS_LIST + MAYA_LIGHT_PARAMETERS_LIST
		for attr in LIGHT_PARAMETERS_LIST:
			if(light_node.hasAttr(attr)):
				#attr_value
				attr_value = pm.getAttr(light_node.name() +'.' +attr)
				#append to dict
				light_details_dict[attr] = attr_value

		

		#append dict to list
		scene_light_details_list.append(light_details_dict)


	return scene_light_details_list


#get_camera_details_list
def get_camera_details_list():
	"""Parse the scene for camera nodes and return list with information"""

	#log_progress
	log_progress = False

	#scene_cameras_list
	scene_cameras_list = pm.ls(ca = True)
	#empty
	if not(scene_cameras_list):
		print('No camera nodes in the scene.')
		return []

	#camera_details_list
	camera_details_list = []

	#iterate and add details
	for camera_node in scene_cameras_list:

		#camera_details_dict
		camera_details_dict = {}

		#camera_shape_name
		camera_details_dict['camera_shape_name'] = camera_node.name()
		#camera_transform_name
		camera_details_dict['camera_transform_name'] = camera_node.getParent().name()
		#camera_type
		camera_details_dict['camera_type'] = pm.nodeType(camera_node)

		
		#inclusive_matrix
		inclusive_matrix = get_inclusive_matrix(camera_node.name())
		#list_matrix
		list_matrix = mmatrix_to_list(inclusive_matrix)
		#add to dict
		camera_details_dict['matrix'] = list_matrix




		#iterate LIGHT_PARAMETERS_LIST and add values if existing
		CAMERA_PARAMETERS_LIST = VRAY_CAMERA_PARAMETERS_LIST + MAYA_CAMERA_PARAMETERS_LIST
		for attr in CAMERA_PARAMETERS_LIST:
			if(camera_node.hasAttr(attr)):
				#attr_value
				attr_value = pm.getAttr(camera_node.name() +'.' +attr)
				#append to dict
				camera_details_dict[attr] = attr_value

		

		#append dict to list
		camera_details_list.append(camera_details_dict)


	return camera_details_list


#get_rendersettings_dict
def get_rendersettings_dict():
	"""Parse the vray rendersettings node and return dict with information"""

	#log_progress
	log_progress = False

	#vray_settings_node
	vray_settings_node = vrayRenderSettingsNode()
	#empty
	if not(vray_settings_node):
		print('No vray rendersettings node in the scene.')
		return {}

	#rendersettings_details_dict
	rendersettings_details_dict = {}

	#iterate attrs
	for attr in vray_settings_node.listAttr():
		try:
			if(vray_settings_node.fileNamePrefix.name() != attr.name()):
				rendersettings_details_dict[pm.attributeName(attr)] = attr.get()
		except:
			#log
			if(log_process):
				print("Error getting value from attr. {0} from vray settings node {1}".format(pm.attributeName(attr), vray_settings_node.name()))


	return rendersettings_details_dict




#Add Data Methods
#------------------------------------------------------------------

@vray_settings_test
def add_render_settings_attr(vray_settings_node = None):
	"""render_settings"""

	#render_settings_dict
	render_settings_dict = get_rendersettings_dict()

	#attr
	attr = 'render_settings'
	#value
	value = pickle.dumps(render_settings_dict)
	#add
	vray_settings_node.imgOpt_exr_attributes.set("{0}{1}={2};".format(vray_settings_node.imgOpt_exr_attributes.get(), attr, value))

	return [attr, value]


@vray_settings_test
def add_test_attr(vray_settings_node = None):
	"""myTestAttr"""

	#attr
	attr = 'test_attr'
	#value
	value = 'test_value'
	#add
	vray_settings_node.imgOpt_exr_attributes.set("{0}{1}={2};".format(vray_settings_node.imgOpt_exr_attributes.get(), attr, value))

	return [attr, value]


@vray_settings_test
def add_pickle_list_attr(vray_settings_node = None):
	"""pickle_list"""

	#attr
	attr = 'pickle_list'
	#value
	value = 'render_settings, alembic_details, light_details, camera_details, scene_geometry_objects, scene_light_objects, scene_material_objects, scene_reference_pathes, scene_objects'
	#add
	vray_settings_node.imgOpt_exr_attributes.set("{0}{1}={2};".format(vray_settings_node.imgOpt_exr_attributes.get(), attr, value))

	return [attr, value]


@vray_settings_test
def add_username_attr(vray_settings_node = None):
	"""username"""

	#attr
	attr = 'username'
	#value
	value = os.environ.get('USERNAME')
	#add
	vray_settings_node.imgOpt_exr_attributes.set("{0}{1}={2};".format(vray_settings_node.imgOpt_exr_attributes.get(), attr, value))

	return [attr, value]


@vray_settings_test
def add_machine_name_attr(vray_settings_node = None):
	"""machine_name"""

	#attr
	attr = 'machine_name'
	#value
	value = platform.node()
	#add
	vray_settings_node.imgOpt_exr_attributes.set("{0}{1}={2};".format(vray_settings_node.imgOpt_exr_attributes.get(), attr, value))

	return [attr, value]


@vray_settings_test
def add_render_start_time_attr(vray_settings_node = None):
	"""render_start_time"""

	#attr
	attr = 'render_start_time'
	#value
	value = repr(datetime.datetime.now())
	#add
	vray_settings_node.imgOpt_exr_attributes.set("{0}{1}={2};".format(vray_settings_node.imgOpt_exr_attributes.get(), attr, value))

	return [attr, value]


@vray_settings_test
def add_render_cores_attr(vray_settings_node = None):
	"""render_cores"""

	#attr
	attr = 'render_cores'
	#value
	value = multiprocessing.cpu_count()
	#add
	vray_settings_node.imgOpt_exr_attributes.set("{0}{1}={2};".format(vray_settings_node.imgOpt_exr_attributes.get(), attr, value))

	return [attr, value]


@vray_settings_test
def add_alembic_details_attr(vray_settings_node = None):
	"""alembic_details"""

	#alembic_details_list
	alembic_details_list = get_alembic_details_list()
	

	#attr
	attr = 'alembic_details'
	#value
	value = pickle.dumps(alembic_details_list)
	#add
	vray_settings_node.imgOpt_exr_attributes.set("{0}{1}={2};".format(vray_settings_node.imgOpt_exr_attributes.get(), attr, value))

	return [attr, value]


@vray_settings_test
def add_light_details_attr(vray_settings_node = None):
	"""light_details"""

	#light_details_list
	light_details_list = get_light_details_list()
	

	#attr
	attr = 'light_details'
	#value
	value = pickle.dumps(light_details_list)
	#add
	vray_settings_node.imgOpt_exr_attributes.set("{0}{1}={2};".format(vray_settings_node.imgOpt_exr_attributes.get(), attr, value))

	return [attr, value]


@vray_settings_test
def add_camera_details_attr(vray_settings_node = None):
	"""camera_details"""

	#camera_details_list
	camera_details_list = get_camera_details_list()
	

	#attr
	attr = 'camera_details'
	#value
	value = pickle.dumps(camera_details_list)
	#add
	vray_settings_node.imgOpt_exr_attributes.set("{0}{1}={2};".format(vray_settings_node.imgOpt_exr_attributes.get(), attr, value))

	return [attr, value]


@vray_settings_test
def add_scene_geometry_objects_attr(vray_settings_node = None):
	"""scene_geometry_objects"""

	#scene_objects_list
	scene_objects_list = pm.ls(g = True)
	#scene_objects_name_list
	scene_objects_name_list = [node.name() for node in scene_objects_list]

	print("{0}-{1}".format('Scene objects list', scene_objects_list))
	print("{0}-{1}".format('Scene objects name list', scene_objects_name_list))

	#attr
	attr = 'scene_geometry_objects'
	#value
	value = pickle.dumps(scene_objects_name_list)

	#temp
	print('Add pickled list to vray options')

	#add
	vray_settings_node.imgOpt_exr_attributes.set("{0}{1}={2};".format(vray_settings_node.imgOpt_exr_attributes.get(), attr, value))

	return [attr, value]


@vray_settings_test
def add_scene_light_objects_attr(vray_settings_node = None):
	"""scene_light_objects"""

	#scene_objects_list
	scene_objects_list = pm.ls(lt = True)
	#scene_objects_name_list
	scene_objects_name_list = [node.name() for node in scene_objects_list]

	print("{0}-{1}".format('Scene lights list', scene_objects_list))
	print("{0}-{1}".format('Scene lights name list', scene_objects_name_list))

	#attr
	attr = 'scene_light_objects'
	#value
	value = pickle.dumps(scene_objects_name_list)

	#temp
	print('Add pickled list to vray options')

	#add
	vray_settings_node.imgOpt_exr_attributes.set("{0}{1}={2};".format(vray_settings_node.imgOpt_exr_attributes.get(), attr, value))

	return [attr, value]


@vray_settings_test
def add_scene_material_objects_attr(vray_settings_node = None):
	"""scene_material_objects"""

	#scene_objects_list
	scene_objects_list = pm.ls(mat = True)
	#scene_objects_name_list
	scene_objects_name_list = [node.name() for node in scene_objects_list]

	#attr
	attr = 'scene_material_objects'
	#value
	value = pickle.dumps(scene_objects_name_list)

	#temp
	print('Add pickled list to vray options')

	#add
	vray_settings_node.imgOpt_exr_attributes.set("{0}{1}={2};".format(vray_settings_node.imgOpt_exr_attributes.get(), attr, value))

	return [attr, value]


@vray_settings_test
def add_scene_reference_pathes_attr(vray_settings_node = None):
	"""scene_reference_pathes"""

	#scene_objects_list
	scene_objects_list = pm.ls(rf = True)
	#scene_objects_name_list
	scene_objects_name_list = [node.referenceFile() for node in scene_objects_list]

	#attr
	attr = 'scene_reference_pathes'
	#value
	value = pickle.dumps(scene_objects_name_list)

	#temp
	print('Add pickled list to vray options')

	#add
	vray_settings_node.imgOpt_exr_attributes.set("{0}{1}={2};".format(vray_settings_node.imgOpt_exr_attributes.get(), attr, value))

	return [attr, value]


@vray_settings_test
def add_scene_objects_attr(vray_settings_node = None):
	"""scene_objects"""

	#scene_objects_list
	scene_objects_list = pm.ls()
	#scene_objects_name_type_list
	scene_objects_name_type_list = [[node.name(), node.type()] for node in scene_objects_list]

	#attr
	attr = 'scene_objects'
	#value
	value = pickle.dumps(scene_objects_name_type_list)

	#temp
	print('Add pickled list to vray options')
	
	#add
	vray_settings_node.imgOpt_exr_attributes.set("{0}{1}={2};".format(vray_settings_node.imgOpt_exr_attributes.get(), attr, value))

	return [attr, value]



#Run
#------------------------------------------------------------------
def run():
[docs]	"""General and only method to invoke to start adding metadata"""

	#clear metadata
	clear_metadata()
	
	#add_render_settings_attr
	add_render_settings_attr()
	#test_attr
	add_test_attr()
	#add_pickle_list_attr
	add_pickle_list_attr()
	#add_username_attr
	add_username_attr()
	#add_machine_name_attr
	add_machine_name_attr()
	#add_render_start_time_attr
	add_render_start_time_attr()
	#add_render_cores_attr
	add_render_cores_attr()
	#add_alembic_details_attr
	add_alembic_details_attr()
	#add_light_details_attr
	add_light_details_attr()
	#add_camera_details_attr
	add_camera_details_attr()
	#add_scene_geometry_objects_attr
	add_scene_geometry_objects_attr()
	#add_scene_light_objects_attr
	add_scene_light_objects_attr()
	#add_scene_material_objects_attr
	add_scene_material_objects_attr()
	#add_scene_reference_pathes_attr
	add_scene_reference_pathes_attr()
	#add_scene_objects_attr
	add_scene_objects_attr()
	
	
	

#Execute
#------------------------------------------------------------------
if(__name__ == '__main__'):

	
	#run
	run()
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  Source code for helga.maya.animation.bakeAnimation.bakeAnimation

"""
bakeAnimation
==========================================

Module with methods to bake the movement/channels of one object
to another. Transform baking can be either in local or world space.
This can be usefull to bake camera movement resulting from hierarchies
into camera movement without hierarchies etc.

-----------------------

Usage
-----

::
	
	from helga.maya.animation.bakeAnimation import bakeAnimation
	reload(bakeAnimation)

	#Create instance
	bakeAnimationInstance = bakeAnimation.BakeAnimation()
	#Select object_a and object_b and execute bakeAnimationTransformOnly
	#to bake the animation from object_a to object_b for the frames 1 - 100
	bakeAnimationInstance.bakeAnimationTransformOnly(1, 100)

-----------------------
"""




#Imports
#------------------------------------------------------------------
import pymel.core as pm







#BakeAnimation class
#------------------------------------------------------------------

class BakeAnimation():
[docs]	
	#Constructor
	def __init__(self):
		
		#Instance Vars
		#------------------------------------------------------------------
		self.verbose = True
		
		


	
	
	#TopLevel Methods
	#------------------------------------------------------------------
	
	
	#bakeAnimationTransformOnly
	def bakeAnimationTransformOnly(self, animationStartTime = 0, animationEndTime = 0, localSpace = False):
[docs]		"""
		Bake animation of two objects but only bake channels that contribute
		to the transformation matrix (translate, rotate, scale). Shear is omitted
		since it has never been used in the history of animation. The selection order
		is the same as with constraints:
		
		1. Master: Source of Movement
		2. Slave: Gets baked to movement of master

		:param animationStartTime: Beginning of sequence to bake
		:type animationStartTime: int
		:param animationEndTime: End of sequence to bake
		:type animationEndTime: int
		:param localSpace: If True, only the immediate values of the object are baked. If False bake complete transformation hierarchy (WorldSpace).
		:type localSpace: bool
		"""

		#getSelection
		selectedObjectsList = self.getSelection()
		pm.select(cl = True)
		
		
		#Check if len(selection) == 2, if false print msg and return
		if not(len(selectedObjectsList) == 2):
			if(self.verbose): print('Please select two objects to bake')
			return None
		
		#else continue execution
		else:
			
			try:
				
				#getMasterObject
				masterObject = selectedObjectsList[0]
				
				#getTargetObject
				targetObject = selectedObjectsList[1]
				
				
				#check if both objects are of type transform
				if not(pm.nodeType(masterObject) == 'transform'):
					if(self.verbose): print('Master object is not of type transform')
					return None
					
					
				if not(pm.nodeType(targetObject) == 'transform'):
					if(self.verbose): print('Target object is not of type transform')
					return None
					
				#check if start and end time are equal
				if(animationStartTime == animationEndTime):
					if(self.verbose): print('Start time should not be end time. Please enter a valid range')
					return None
				
				
				
				
				
				#getCurrentAnimationRange
				currentAnimationTime = pm.currentTime(q = True)
				
				currentAnimationStart = pm.playbackOptions(ast = True, q = True)
				currentAnimationEnd = pm.playbackOptions(aet = True, q = True)
				
				currentAnimationRangeStart = pm.playbackOptions(minTime = True, q = True)
				currentAnimationRangeEnd = pm.playbackOptions(maxTime = True, q = True)
				
				
				
				
				#setTempNewAnimationRange
				self.setAnimationRange(animationStartTime, animationEndTime, animationStartTime, animationEndTime)
				
				
				
				
				#Bake animation for given range
				for index in range(animationStartTime, animationEndTime + 1):
					
					#set current time
					pm.currentTime(index)
					
					#get transform matrix of master in local or worldSpace
					if(localSpace): masterTransformMatrix = pm.xform(masterObject, matrix = True, q = True, ws = False)
					else: masterTransformMatrix = pm.xform(masterObject, matrix = True, q = True, ws = True)
					
					#setMasterTransformMatrixOnTarget
					pm.xform(targetObject, matrix = masterTransformMatrix)
					
					#Set keyframe
					pm.setKeyframe(targetObject)
				
				
				
				#setAnimationRange back to old
				self.setAnimationRange(currentAnimationStart, currentAnimationEnd, currentAnimationRangeStart, currentAnimationRangeEnd)
				
				#set Current time back to old
				pm.currentTime(currentAnimationTime)
				
			
			
			except:
				if(self.verbose): print('Error baking animation')
				return None
			
			
		
		#Print Success Msg
		if(self.verbose): print('Successfully baked animation')
		return None
		
		
		
	
	
	
	
	
	#bakeAnimation
	def bakeAnimation(self, animationStartTime = 0, animationEndTime = 0):

[docs]		"""
		Bake animation of two objects (or master - slave pairs). Bakes animation of all
		channels that are *keyable* and *not locked*. Also the channels need to be presents
		in both objects. The selection order is the same as with constraints:
		
		1. Master: Source of Movement
		2. Slave: Gets baked to movement of master

		:param animationStartTime: Beginning of sequence to bake
		:type animationStartTime: int
		:param animationEndTime: End of sequence to bake
		:type animationEndTime: int
		"""
		
		#check if start and end time are equal
		if(animationStartTime == animationEndTime):
			if(self.verbose): print('Start time should not be end time. Please enter a valid range')
			return None
		
		
		#getSelection
		selectedObjectsList = self.getSelection()
		pm.select(cl = True)
		
		
		#Check if there is any selection
		if not(len(selectedObjectsList) > 1):
			if(self.verbose): print('You have no or not enough objects selected')
			return None
			
		#Uneven number of objects selected
		if not(len(selectedObjectsList) % 2 == 0):
			if(self.verbose): print('You have an uneven number of objects selected, please select pairs of objects to bake (Order: 1.master 2.slave)')
			return None
			
			
		
		#get Masterlist
		masterList = []
		for master in selectedObjectsList[::2]:
			masterList.append(master)
			
		#get Slavelist
		slaveList = []
		for slave in selectedObjectsList[1::2]:
			slaveList.append(slave)
			
		pm.select(cl = True)
		
		
		#get masterAttributeLists
		masterAttributeLists = []
		
		#iterate all masters and get a list of all attributes that are keyable and unlocked
		#append this list to masterAttributeLists
		for master in masterList:
			masterAttributeLists.append(pm.listAttr(master, keyable = True, unlocked = True))
			
		
		#get bakeAttributeLists
		bakeAttributeLists = []
		
		#iterate slaveList and get attributeList for each 
		for index in range(len(slaveList)):
			
			#get slaveAttributeList
			slaveAttributeList = pm.listAttr(slaveList[index], keyable = True, unlocked = True)
			
			#bakeAttributeList
			bakeAttributeList = []
			
			#iterate masterAttributeList at index
			for masterAttribute in masterAttributeLists[index]:
				
				#if attribute in slaveAttributeList append to bakeAttributeList
				if(masterAttribute in slaveAttributeList): bakeAttributeList.append(masterAttribute)
			
			
			#append bakeAttributeList to bakeAttributeLists
			bakeAttributeLists.append(bakeAttributeList)
			
			
			
		
		
		#getCurrentAnimationRange
		currentAnimationTime = pm.currentTime(q = True)
				
		currentAnimationStart = pm.playbackOptions(ast = True, q = True)
		currentAnimationEnd = pm.playbackOptions(aet = True, q = True)
				
		currentAnimationRangeStart = pm.playbackOptions(minTime = True, q = True)
		currentAnimationRangeEnd = pm.playbackOptions(maxTime = True, q = True)
				
				
				
				
		#setTempNewAnimationRange
		self.setAnimationRange(animationStartTime, animationEndTime, animationStartTime, animationEndTime)	
		
		
		
		#Bake animation for given range
		for index in range(animationStartTime, animationEndTime + 1):
					
			#set current time
			pm.currentTime(index)
			
			#iterate bakeAttributeLists
			for indexBakeAttributeList in range(len(bakeAttributeLists)):
				
				#iterate bakeAttributeList
				for bakeAttribute in bakeAttributeLists[indexBakeAttributeList]:
					
					#set attr
					pm.setAttr(slaveList[indexBakeAttributeList] +'.' +bakeAttribute, pm.getAttr(masterList[indexBakeAttributeList] +'.' +bakeAttribute))
					
				
				
				#keyframe
				pm.setKeyframe(slaveList[indexBakeAttributeList])
		
	
		
		#setAnimationRange back to old
		self.setAnimationRange(currentAnimationStart, currentAnimationEnd, currentAnimationRangeStart, currentAnimationRangeEnd)
				
		#set Current time back to old
		pm.currentTime(currentAnimationTime)
		
		
		#Print Success Msg
		if(self.verbose): print('Successfully baked animation')
		return None
		
		
		
	
	
	
	#Methods
	#------------------------------------------------------------------
	
	
	
	
	
	#Shared Methods
	#------------------------------------------------------------------
	
	
	#getSelection
	def getSelection(self):

[docs]		
		return pm.ls(sl = True, fl = True)
		
		
	
	#setAnimationRange
	def setAnimationRange(self, startTime, endTime, startRange, endRange):

[docs]		
		#setStartTime
		pm.playbackOptions(ast = startTime, e = True)
		pm.playbackOptions(minTime = startRange, e = True)
		
		#setEndTime
		pm.playbackOptions(aet = endTime, e = True)
		pm.playbackOptions(maxTime = endRange, e = True)
		
		
		
		

		
		
		
#Test Execution
#------------------------------------------------------------------
'''


from kugeltiere.maya.bakeAnimation import bakeAnimation

doReload = True
if(doReload): reload(bakeAnimation)

#Create Instance
bakeAnimationInstance = bakeAnimation.BakeAnimation()

#Execute
bakeAnimationInstance.bakeAnimation(animationStartTime = 0, animationEndTime = 40)

'''
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  Source code for helga.maya.rendering.renderPathes.renderPathes

"""
renderPathes
==========================================

Automatic setup of the correct rendering pathes for images according
to Pipeline standards. It is ment to work with VRay for Maya exclusively.
This is a very simple module, it basically only determines where renderings
will go to.

-----------------------

Usage
-----

::
	
	from helga.maya.rendering.renderPathes import renderPathes
	reload(renderPathes)

	#Create instance
	renderPathesInstance = renderPathes.RenderPathes()
	#set render pathes for final lighting
	renderPathesInstance.setPathLighting()
	#set render pathes for testing
	renderPathesInstance.setPathTesting()

-----------------------
"""



#Import
#----------------------------------------------------
import os
import sys
#maya
import pymel.core as pm
import maya.cmds as cmds







#Globals
#----------------------------------------------------




#RenderPathes Class
#----------------------------------------------------

class RenderPathes():
[docs]	
	
	
	#Constructor
	def __init__(self):
		
		#Instance Vars
		#----------------------------------------------------
		
		#Debug
		self.verbose = True
		
			
	
	
	
	
	
	
	
	
	
	#Toplevel Methods
	#----------------------------------------------------
	
	
	
	#setPathLighting
	def setPathLighting(self):
[docs]		"""
		Render path for images. The output here should be copied and used by compositing.
		"""
		
		
		#Check if vray is loaded
		
		#exit if vray for maya plugin is not loaded
		if not(self.vrayLoaded()):
			if(self.verbose): print('Vray Plugin not loaded')
			return None
			
		#exit if vray rendersettings node doesnt exist
		if not(self.vrayRenderSettingsNode()): 
			if(self.verbose): print('Vray Rendersettings node not found')
			return None
			
		
		
		
		#Build Path
		#----------------------------------------------------
		
		
		#Assemble Render Path
		renderPath = r'lighting/<Scene>/<Layer>/<Scene>_<Layer>_'
				
		
		
		
		#Set Path
		#----------------------------------------------------
		
		#Get Vray rendersettings node
		vrayRenderSettingsNode = self.vrayRenderSettingsNode()
		
		pm.setAttr(vrayRenderSettingsNode.fileNamePrefix, renderPath)
	
	
		#success msg
		if(self.verbose): print('Successfully set lighting renderpath')
	
	
	
	
	
	
	
	#setPathTesting
	def setPathTesting(self):

[docs]		"""
		Render path for testing images. The output here is purely for your own testing
		and could be deleted anytime. If you want to keep it, then copy it to your rnd folder.
		"""
		
		
		#Check if vray is loaded
		
		#exit if vray for maya plugin is not loaded
		if not(self.vrayLoaded()):
			if(self.verbose): print('Vray Plugin not loaded')
			return None
			
		#exit if vray rendersettings node doesnt exist
		if not(self.vrayRenderSettingsNode()): 
			if(self.verbose): print('Vray Rendersettings node not found')
			return None
			
		
		
		
		#Build Path
		#----------------------------------------------------
		
		#get Current user
		currentUser = os.environ.get('USERNAME')
		
		#Assemble Render Path
		renderPath = r'testing/' +currentUser +r'/<Scene>/<Layer>/<Scene>_<Layer>_'
		
		
		#Set Path
		#----------------------------------------------------
		
		#Get Vray rendersettings node
		vrayRenderSettingsNode = self.vrayRenderSettingsNode()
		
		pm.setAttr(vrayRenderSettingsNode.fileNamePrefix, renderPath)
	
	
		#success msg
		if(self.verbose): print('Successfully set testing renderpath')
		
		
	
	
	
	
	
	#Methods
	#----------------------------------------------------
	
	
	
	
	
	
	
	
	
	#Shared Methods
	#----------------------------------------------------
	
	
	
	#vrayLoaded
	def vrayLoaded(self):

[docs]		"""
		Check if the VRay for Maya Plugin is loaded.
		"""

		#Get list of all loaded plugIns
		plugInList = pm.pluginInfo( query=True, listPlugins=True )
		
		#Return true if loaded else setStatus and return false
		if('vrayformaya' in plugInList):
			return True
		
		return False
		
	
	
	
	#vrayRenderSettingsNode
	def vrayRenderSettingsNode(self):

[docs]		'''Get Vray rendersettings node'''
		
		#deselct all
		pm.select(cl = True)
		#select all nodes of type vraysettingsNode
		selList = pm.ls(fl = True, typ = 'VRaySettingsNode')
		
		#If selList < 1 return false and set status
		if not(selList):
			return None
		
		return selList[0]
	
	
	
	
	
	
	
	
#Testing
#----------------------------------------------------
#----------------------------------------------------

if (__name__ is '__main__'):


	from rugbyBugs.maya.rbRenderPathes import rbRenderPathes

	#Reload if true
	doReload = True
	if(doReload): reload(rbRenderPathes)

	#Create Instance
	rbRenderPathesInstance = rbRenderPathes.RbRenderPathes()

	#set final path
	#rbRenderPathesInstance.setPathLighting()
	rbRenderPathesInstance.setPathTesting()
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  Source code for helga.maya.rendering.createUpdateRenderElements.createFrameBufferContributions

"""
createFrameBufferContributions
==========================================

Automatic setup of the following VRay Render Elements in Maya.
They are also the names of the channels in the multichannel exr.
You can call this function as often as you want. It will not duplicate 
existing elements, only add missing ones.

The following elements are created:
	
	* Diffuse
	* Reflection
	* Refraction
	* Specular
	* Subsurface

-----------------------

Usage
-----

::
	
	from helga.maya.rendering.createUpdateRenderElements import createFrameBufferContributions
	reload(createFrameBufferContributions)

	#Create instance
	createFrameBufferContributionsInstance = createFrameBufferContributions.CreateFrameBufferContributions()
	#Create/Update framebuffer passes
	createFrameBufferContributionsInstance.createFrameBufferContributions()

-----------------------
"""




#Imports
#------------------------------------------------------------------
import pymel.core as pm
import maya.OpenMaya as openMaya




#reload?
doReload = True

#own
import vrayGlobals as vrayGlobals
if(doReload): reload(vrayGlobals)








#CreateFrameBufferContributions class
#------------------------------------------------------------------

class CreateFrameBufferContributions():
[docs]	
	#Constructor / Main Procedure
	def __init__(self):
		
		#Instance Vars
		#------------------------------------------------------------------
		self.verbose = True
		
		
	
	#Top Level Methods
	#------------------------------------------------------------------
	
	#createFrameBufferContributions
	def createFrameBufferContributions(self):
[docs]		"""
		Function to create/update framebuffer passes (see above for AOV types).
		"""
		
		
		#Check if Vray Loaded, else set Status and return
		if not(self.vrayLoaded()):
			openMaya.MGlobal.displayWarning('Vray for Maya Plugin not loaded')
			return None
		
		
		
		try:
			#diffuseRE
			attrName = 'vray_name_rawdiffuse'
			attrValue = '{0}Diffuse'.format(vrayGlobals.PREFIX)
			if not(self.REWithAttrAndValueExists(attrName, attrValue)): self.createDiffuseRE()
			
			
			#reflectionRE
			attrName = 'vray_name_reflect'
			attrValue = '{0}Reflection'.format(vrayGlobals.PREFIX)
			if not(self.REWithAttrAndValueExists(attrName, attrValue)): self.createReflectionRE()
			
			
			#refractionRE
			attrName = 'vray_name_refract'
			attrValue = '{0}Refraction'.format(vrayGlobals.PREFIX)
			if not(self.REWithAttrAndValueExists(attrName, attrValue)): self.createRefractionRE()
			
			
			#specularRE
			attrName = 'vray_name_specular'
			attrValue = '{0}Specular'.format(vrayGlobals.PREFIX)
			if not(self.REWithAttrAndValueExists(attrName, attrValue)): self.createSpecularRE()
			
			
			#SubsurfaceRE
			attrName = 'vray_name_sss'
			attrValue = '{0}Subsurface'.format(vrayGlobals.PREFIX)
			if not(self.REWithAttrAndValueExists(attrName, attrValue)): self.createSubsurfaceRE()
			
			
			
			#msg
			openMaya.MGlobal.displayInfo('Frame Buffer Passes created succesfully')

		except:
			#msg
			openMaya.MGlobal.displayWarning('Error creating Frame Buffer passes')
	
	
	
	
	
	
	
	#Methods
	#------------------------------------------------------------------
	
	
	
	#Frame Buffer Contribution REs
	#------------------------------------------------------------------
	
	#createDiffuseRE
	def createDiffuseRE(self):

[docs]		
		#create diffuse RE
		diffuseRE = self.createRenderElement('diffuseChannel')
		pm.rename(diffuseRE, '{0}Diffuse'.format(vrayGlobals.PREFIX))
		
		#SetAttrs on diffuseRE
		pm.setAttr(diffuseRE.vray_name_rawdiffuse, '{0}Diffuse'.format(vrayGlobals.PREFIX))
		
		#verbose
		if(self.verbose): print('Diffuse RE created')
		
		
	
	#createReflectionRE
	def createReflectionRE(self):

[docs]		
		#create reflection RE
		reflectionRE = self.createRenderElement('reflectChannel')
		pm.rename(reflectionRE, '{0}Reflection'.format(vrayGlobals.PREFIX))
		
		#SetAttrs on reflectionRE
		pm.setAttr(reflectionRE.vray_name_reflect, '{0}Reflection'.format(vrayGlobals.PREFIX))
		
		#verbose
		if(self.verbose): print('Reflection RE created')
		
		
	
	#createRefractionRE
	def createRefractionRE(self):

[docs]		
		#create refractionRE
		refractionRE = self.createRenderElement('refractChannel')
		pm.rename(refractionRE, '{0}Refraction'.format(vrayGlobals.PREFIX))
		
		#SetAttrs on refractionRE
		pm.setAttr(refractionRE.vray_name_refract, '{0}Refraction'.format(vrayGlobals.PREFIX))
		
		#verbose
		if(self.verbose): print('Refraction RE created')
		
		
	
	#createSpecularRE
	def createSpecularRE(self):

[docs]		
		#create specularRE
		specularRE = self.createRenderElement('specularChannel')
		pm.rename(specularRE, '{0}Specular'.format(vrayGlobals.PREFIX))
		
		#SetAttrs on specularRE
		pm.setAttr(specularRE.vray_name_specular, '{0}Specular'.format(vrayGlobals.PREFIX))
		
		#verbose
		if(self.verbose): print('Specular RE created')
		
		
	
	#createSubsurfaceRE
	def createSubsurfaceRE(self):

[docs]		
		#create subsurfaceRE
		subsurfaceRE = self.createRenderElement('FastSSS2Channel')
		pm.rename(subsurfaceRE, '{0}Subsurface'.format(vrayGlobals.PREFIX))
		
		#SetAttrs on subsurfaceRE
		pm.setAttr(subsurfaceRE.vray_name_sss, '{0}Subsurface'.format(vrayGlobals.PREFIX))
		
		#verbose
		if(self.verbose): print('SSS RE created')
		
		
		
	
	
	
	
	
	
	#Shared Methods
	#------------------------------------------------------------------
	
	
	#REWithAttrAndValueExists
	def REWithAttrAndValueExists(self, attrName, attrValue):

[docs]		
		#List all nodes of Type VRayRenderElement
		REList = pm.ls(fl = True, typ = 'VRayRenderElement')
		
		#if list < 1 return False (no RE in scene, ready to create)
		if not(REList): return False
		
		#if list larger check if REName in list of RElements
		for RE in REList:
			#check if RE has attr of attrName and if return True
			try:
				if(pm.getAttr(RE.name() +'.' +attrName) == attrValue): return True
			except:
				pass
		
		#Else False (ready to create)
		return False
	
	
	
	#createRenderElement
	def createRenderElement(self, renderElementName):

[docs]		
		#clear Selection
		pm.select(cl = True)
		
		#build MEL Cmd
		createRElementMELCmd = 'vrayAddRenderElement ' +renderElementName +';'
		
		#Execute
		pm.mel.eval(createRElementMELCmd)
		
		#return created RenderElementNode
		renderElement = pm.ls(sl = True, fl = True)[0]
		pm.select(cl = True)
		
		return renderElement
		
	
	
	#vrayLoaded
	def vrayLoaded(self):

[docs]		#Get list of all loaded plugIns
		plugInList = pm.pluginInfo( query=True, listPlugins=True )
		
		#Return true if loaded else setStatus and return false
		if('vrayformaya' in plugInList):
			return True
		
		return False
	
	
	
	
	









          

      
      

    

    
        © Copyright 2014, TimmWagener.
      Created using Sphinx 1.2.2.
    

  

_modules/helga/maya/rendering/createUpdateRenderElements/vrayGlobals.html


    
      Navigation


      
        		
          index


        		
          modules |


        		helga_pipeline_documentation 0.1.5 documentation »


          		Module code »

 
      


    


    
      
          
            
  Source code for helga.maya.rendering.createUpdateRenderElements.vrayGlobals

"""
vrayGlobals
==========================================

Globals module to hosts constants for the :mod:`helga.maya.rendering.createUpdateRenderElements` package.

-----------------------

Usage
-----

::
	
	from helga.maya.rendering.createUpdateRenderElements import vrayGlobals
	reload(vrayGlobals)

	#my_fancy_prefix
	my_fancy_prefix = vrayGlobals.PREFIX

-----------------------
"""






#Globals
#------------------------------------------------------------------
PREFIX = 'gh'
"""
Prefix for the channels in multichannel exrs. 
For example: ghDiffuse, ghReflection
"""
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  Source code for helga.maya.rendering.createUpdateRenderElements.createShadowPass

"""
createShadowPass
==========================================

Automatic setup of the following VRay Render Elements in Maya.
They are also the names of the channels in the multichannel exr.
You can call this function as often as you want. It will not duplicate 
existing elements, only add missing ones.

The following elements are created:
	
	* RawShadow
	* Shadow

-----------------------

Usage
-----

::
	
	from helga.maya.rendering.createUpdateRenderElements import createShadowPass
	reload(createShadowPass)

	#Create instance
	createShadowPassInstance = createShadowPass.CreateShadowPass()
	#Create/Update shadow passes
	createShadowPassInstance.createShadowPass()

-----------------------
"""




#Imports
#------------------------------------------------------------------
import pymel.core as pm
import maya.OpenMaya as openMaya



#reload?
doReload = True

#own
import vrayGlobals as vrayGlobals
if(doReload): reload(vrayGlobals)





#CreateShadowPass class
#------------------------------------------------------------------

class CreateShadowPass():
[docs]	
	#Constructor / Main Procedure
	def __init__(self):
		
		#Instance Vars
		#------------------------------------------------------------------
		self.verbose = True
		
		
	
	#Top Level Methods
	#------------------------------------------------------------------
	
	#createShadowPass
	def createShadowPass(self):
[docs]		"""
		Function to create/update shadow passes (see above for AOV types).
		"""
		
		
		#Check if Vray Loaded, else set Status and return
		if not(self.vrayLoaded()):
			openMaya.MGlobal.displayWarning('Vray for Maya Plugin not loaded')
			return None
		
		
		try:
			
			#rawShadowRE
			attrName = 'vray_name_rawshadow'
			attrValue = '{0}RawShadow'.format(vrayGlobals.PREFIX)
			if not(self.REWithAttrAndValueExists(attrName, attrValue)): self.createRawShadowRE()
			
			#shadowRE
			attrName = 'vray_name_shadow'
			attrValue = '{0}Shadow'.format(vrayGlobals.PREFIX)
			if not(self.REWithAttrAndValueExists(attrName, attrValue)): self.createShadowRE()
			
			
			#msg
			openMaya.MGlobal.displayInfo('Shadow Passes created succesfully')

		except:
			#msg
			openMaya.MGlobal.displayWarning('Error creating shadow passes')
	
	
	
	
	
	
	
	#Methods
	#------------------------------------------------------------------
	
	
	#createRawShadowRE
	def createRawShadowRE(self):

[docs]		
		#create raw shadow RE
		rawShadowRE = self.createRenderElement('rawShadowChannel')
		pm.rename(rawShadowRE, '{0}RawShadow'.format(vrayGlobals.PREFIX))
		
		#SetAttrs on rawShadowRE
		pm.setAttr(rawShadowRE.vray_name_rawshadow, '{0}RawShadow'.format(vrayGlobals.PREFIX))
		
		#verbose
		if(self.verbose): print('Raw Shadow RE created')
		
		
		
	#createShadowRE
	def createShadowRE(self):

[docs]		
		#create shadow RE
		shadowRE = self.createRenderElement('shadowChannel')
		pm.rename(shadowRE, '{0}Shadow'.format(vrayGlobals.PREFIX))
		
		#SetAttrs on shadowRE
		pm.setAttr(shadowRE.vray_name_shadow, '{0}Shadow'.format(vrayGlobals.PREFIX))
		
		#verbose
		if(self.verbose): print('Shadow RE created')
		
		
	
	
	
	
	
	
	#Shared Methods
	#------------------------------------------------------------------
	
	
	#REWithAttrAndValueExists
	def REWithAttrAndValueExists(self, attrName, attrValue):

[docs]		
		#List all nodes of Type VRayRenderElement
		REList = pm.ls(fl = True, typ = 'VRayRenderElement')
		
		#if list < 1 return False (no RE in scene, ready to create)
		if not(REList): return False
		
		#if list larger check if REName in list of RElements
		for RE in REList:
			#check if RE has attr of attrName and if return True
			try:
				if(pm.getAttr(RE.name() +'.' +attrName) == attrValue): return True
			except:
				pass
		
		#Else False (ready to create)
		return False
	
	
	
	#createRenderElement
	def createRenderElement(self, renderElementName):

[docs]		
		#clear Selection
		pm.select(cl = True)
		
		#build MEL Cmd
		createRElementMELCmd = 'vrayAddRenderElement ' +renderElementName +';'
		
		#Execute
		pm.mel.eval(createRElementMELCmd)
		
		#return created RenderElementNode
		renderElement = pm.ls(sl = True, fl = True)[0]
		pm.select(cl = True)
		
		return renderElement
		
		
	#vrayLoaded
	def vrayLoaded(self):

[docs]		#Get list of all loaded plugIns
		plugInList = pm.pluginInfo( query=True, listPlugins=True )
		
		#Return true if loaded else setStatus and return false
		if('vrayformaya' in plugInList):
			return True
		
		return False
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  Source code for helga.maya.rendering.createUpdateRenderElements.createUpdateMmRenderElements

"""
createUpdateMmRenderElements
==========================================

Automatic setup of multimatte VRay Render Elements in Maya.
The script parses the scene for object ids on objects and creates
multi matte render elements from them. The object ids are sorted
numerically.
You can call this function as often as you want. It will not duplicate 
existing elements, only add missing ones.

-----------------------

Usage
-----

::
	
	from helga.maya.rendering.createUpdateRenderElements import createUpdateMmRenderElements
	reload(createUpdateMmRenderElements)

	#Create instance
	createUpdateMmRenderElementsInstance = createUpdateMmRenderElements.CreateUpdateMmRenderElements()
	#Create/Update shadow passes
	createUpdateMmRenderElementsInstance.createUpdateMmRenderElements()

-----------------------
"""




#Imports
#------------------------------------------------------------------
import pymel.core as pm
import maya.OpenMaya as openMaya


#reload?
doReload = True

#own
import vrayGlobals as vrayGlobals
if(doReload): reload(vrayGlobals)







#CreateUpdateMmRenderElements class
#------------------------------------------------------------------

class CreateUpdateMmRenderElements():
[docs]	
	#Constructor / Main Procedure
	def __init__(self):
		
		#Instance Vars
		#------------------------------------------------------------------
		self.verbose = True
		
		
	
	#Top Level Methods
	#------------------------------------------------------------------
	
	#createUpdateMultiMatteElements
	def createUpdateMultiMatteElements(self):
[docs]		"""
		Function to create/update multi matte render elements.
		"""
		
		
		#Check if Vray Loaded, else set Status and return
		if not(self.vrayLoaded()):
			openMaya.MGlobal.displayWarning('Vray for Maya Plugin not loaded')
			return None
		
		


		#deleteCurrentMultiMatteElements
		self.deleteCurrentMultiMatteElements()
		
		#getSceneObjectIDList
		objectIdList = self.getSceneObjectIdList()
		
		#createMultiMattes if objectIdList not empty
		if(objectIdList):
			
			try:
				
				#createMMs
				self.createMultiMattes(objectIdList)
				
				#msg
				openMaya.MGlobal.displayInfo('Multi Mattes created succesfully')

			except:
				#msg
				openMaya.MGlobal.displayWarning('Error creating Multi mattes')
			
		else:
			#msg
			openMaya.MGlobal.displayWarning('No object ids found. No MultiMatte render elements created.')
		
	
	
	
	
	
	
	
	#Methods
	#------------------------------------------------------------------
	
	
	#createMultiMattes
	def createMultiMattes(self, objectIdList):

[docs]		
		#create mMRE
		mMRE = self.createRenderElement('MultiMatteElement')
		self.renameMultiMatteRE(mMRE)
		#iterate through objectIdList
		indexId = 1
		index = 0
		for id in objectIdList:
			
			#check if %3 of indexId is not 0
			if(indexId % 3 != 0): 
				
				#set vray mm attr based on indexId
				if(indexId == 1): pm.setAttr(mMRE.vray_redid_multimatte, id)
				if(indexId == 2): pm.setAttr(mMRE.vray_greenid_multimatte, id)
				
				#increment indexId
				indexId = indexId + 1
			
			#else (meaning indexId % 3 == 0), create new renderelement and set indexId back to 1
			else:
				
				#set blue id attr for multimatte
				if(indexId == 3): pm.setAttr(mMRE.vray_blueid_multimatte, id)
				
				try:
					#try to access index+1 element from list to make sure current element has not been the last
					testId = objectIdList[index+1]
					#Create new renderelement
					mMRE = self.createRenderElement('MultiMatteElement')
					self.renameMultiMatteRE(mMRE)
					#set indexId back to one
					indexId = 1
				except:
					pass
			
			
			#increment list index
			index = index + 1
	
	
	#deleteCurrentMultiMatteElements
	def deleteCurrentMultiMatteElements(self):

[docs]		
		#get all Mm REs
		multiMatteREList = self.getRenderElementsByPrefix('{0}Mm'.format(vrayGlobals.PREFIX))
		#delete if list != empty
		if(multiMatteREList): pm.delete(multiMatteREList)
		
	
	
	#getSceneObjectIdList
	def getSceneObjectIdList(self):

[docs]		
		#deselect all
		pm.select(cl = True)
	
		#list all scene objects
		sceneObjList = pm.ls(fl = True)
		
		#Iterate through scene objects list and if obj has vrayObjId attr then add to objIdList
		objIdList = []
		
		for obj in sceneObjList:
			#attrs added on geometry
			if(pm.hasAttr(obj, 'vrayObjectID', checkShape = True)):
				objIdList.append(pm.getAttr(obj.vrayObjectID))
			#cover vrops
			elif((pm.hasAttr(obj, 'objectIDEnabled')) and (pm.hasAttr(obj, 'objectID'))):
				if(obj.objectIDEnabled.get()):
					objIdList.append(pm.getAttr(obj.objectID))
			
				
		#return duplicate free list
		return sorted(list(set(objIdList)))
		
		
	#renameMultiMatteRE
	def renameMultiMatteRE(self, mMRE):

[docs]		
		#rename
		pm.rename(mMRE, '{0}MmRenderElement'.format(vrayGlobals.PREFIX))
		
		#SetAttrs on mMRE
		pm.setAttr(mMRE.vray_name_multimatte, mMRE.name())
	
	
	
	




	#Shared Methods
	#------------------------------------------------------------------
	
	
	#REWithAttrAndValueExists
	def REWithAttrAndValueExists(self, attrName, attrValue):

[docs]		
		#List all nodes of Type VRayRenderElement
		REList = pm.ls(fl = True, typ = 'VRayRenderElement')
		
		#if list < 1 return False (no RE in scene, ready to create)
		if not(REList): return False
		
		#if list larger check if REName in list of RElements
		for RE in REList:
			#check if RE has attr of attrName and if return True
			try:
				if(pm.getAttr(RE.name() +'.' +attrName) == attrValue): return True
			except:
				pass
		
		#Else False (ready to create)
		return False
		
		
		
	
	
	#getRenderElementsByPrefix
	def getRenderElementsByPrefix(self, prefix):

[docs]		
		#clear selection
		pm.select(cl = True)
		
		#get list of all REs
		renderElementsList = pm.ls(fl = True, typ = 'VRayRenderElement')
		
		#if renderElementList < 1 return renderElementList
		if not(renderElementsList): return renderElementsList
		
		#iterate through renderElementList and append to lsList when name beginning matches prefix
		lsResList = []
		prefixLength = len(prefix)
		for RE in renderElementsList:
			if(RE.name()[0:prefixLength] == prefix): lsResList.append(RE)
			
		return lsResList
	
	
	
	
	#createRenderElement
	def createRenderElement(self, renderElementName):

[docs]		
		#clear Selection
		pm.select(cl = True)
		
		#build MEL Cmd
		createRElementMELCmd = 'vrayAddRenderElement ' +renderElementName +';'
		
		#Execute
		pm.mel.eval(createRElementMELCmd)
		
		#return created RenderElementNode
		renderElement = pm.ls(sl = True, fl = True)[0]
		pm.select(cl = True)
		
		return renderElement
		
	
		
		
	#vrayLoaded
	def vrayLoaded(self):

[docs]		#Get list of all loaded plugIns
		plugInList = pm.pluginInfo( query=True, listPlugins=True )
		
		#Return true if loaded else setStatus and return false
		if('vrayformaya' in plugInList):
			return True
		
		return False
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  Source code for helga.maya.rendering.createUpdateRenderElements.createDataPasses

"""
createDataPasses
==========================================

Automatic setup of the following VRay Render Elements in Maya.
They are also the names of the channels in the multichannel exr.
You can call this function as often as you want. It will not duplicate 
existing elements, only add missing ones.

The following elements are created:
	
	* Normals
	* BumpNormals
	* VelocityFiltered
	* VelocityUnfiltered
	* ZDepth.filtered
	* ZDepth.unfiltered
	* EtAmbOcc (Ambient Occlusion from extra tex)
	* EtWorldPos (World Position from extra tex)
	* EtSTMap
	* EtFresnelLarge
	* EtFresnelSmall
	* RenderId.index

-----------------------

Usage
-----

::
	
	from helga.maya.rendering.createUpdateRenderElements import createDataPasses
	reload(createDataPasses)

	#Create instance
	createDataPassesInstance = createDataPasses.CreateDataPasses()
	#Create/Update data passes
	createDataPassesInstance.createDataPasses()

-----------------------
"""





#Imports
#------------------------------------------------------------------
import pymel.core as pm
import maya.OpenMaya as openMaya


#reload?
doReload = True

#own
import vrayGlobals as vrayGlobals
if(doReload): reload(vrayGlobals)









#CreateDataPasses class
#------------------------------------------------------------------

class CreateDataPasses():
[docs]	
	#Constructor / Main Procedure
	def __init__(self):
		
		#Instance Vars
		#------------------------------------------------------------------
		self.verbose = True
		
		
	
	#Top Level Methods
	#------------------------------------------------------------------
	
	#createDataPasses
	def createDataPasses(self):
[docs]		"""
		Function to create/update data passes.
		"""
		
		
		
		#Check if Vray Loaded, else set Status and return
		if not(self.vrayLoaded()):
			openMaya.MGlobal.displayWarning('Vray for Maya Plugin not loaded')
			return None
		
		
		try:
			#NormalsRE
			attrName = 'vray_name_normals'
			attrValue = '{0}Normals'.format(vrayGlobals.PREFIX)
			if not(self.REWithAttrAndValueExists(attrName, attrValue)): self.createNormalsRE()
			
			#BumpNormalsRE
			attrName = 'vray_name_bumpnormals'
			attrValue = '{0}BumpNormals'.format(vrayGlobals.PREFIX)
			if not(self.REWithAttrAndValueExists(attrName, attrValue)): self.createBumpNormalsRE()
			
			#VelocityREFiltered
			attrName = 'vray_filename_velocity'
			attrValue = '{0}VelocityFiltered'.format(vrayGlobals.PREFIX)
			if not(self.REWithAttrAndValueExists(attrName, attrValue)): self.createVelocityREFiltered()
			
			#VelocityREUnfiltered
			attrName = 'vray_filename_velocity'
			attrValue = '{0}VelocityUnfiltered'.format(vrayGlobals.PREFIX)
			if not(self.REWithAttrAndValueExists(attrName, attrValue)): self.createVelocityREUnfiltered()
			
			#zDepthREFiltered
			attrName = 'vray_name_zdepth'
			attrValue = '{0}ZDepth.filtered'.format(vrayGlobals.PREFIX)
			if not(self.REWithAttrAndValueExists(attrName, attrValue)): self.createZDepthREFiltered()
			
			#zDepthREUnfiltered
			attrName = 'vray_name_zdepth'
			attrValue = '{0}ZDepth.unfiltered'.format(vrayGlobals.PREFIX)
			if not(self.REWithAttrAndValueExists(attrName, attrValue)): self.createZDepthREUnfiltered()
			
			#etAmbOccRE
			attrName = 'vray_explicit_name_extratex'
			attrValue = '{0}EtAmbOcc'.format(vrayGlobals.PREFIX)
			if not(self.REWithAttrAndValueExists(attrName, attrValue)): self.createEtAmbOccRE()
			
			#etWorldPosRE
			attrName = 'vray_explicit_name_extratex'
			attrValue = '{0}EtWorldPos'.format(vrayGlobals.PREFIX)
			if not(self.REWithAttrAndValueExists(attrName, attrValue)): self.createEtWorldPosRE()
			
			#etSTMapRE
			attrName = 'vray_explicit_name_extratex'
			attrValue = '{0}EtSTMap'.format(vrayGlobals.PREFIX)
			if not(self.REWithAttrAndValueExists(attrName, attrValue)): self.createEtSTMapRE()

			#etFresnelLarge
			attrName = 'vray_explicit_name_extratex'
			attrValue = '{0}EtFresnelLarge'.format(vrayGlobals.PREFIX)
			if not(self.REWithAttrAndValueExists(attrName, attrValue)): self.createEtFresnelLargeRE()

			#etFresnelSmall
			attrName = 'vray_explicit_name_extratex'
			attrValue = '{0}EtFresnelSmall'.format(vrayGlobals.PREFIX)
			if not(self.REWithAttrAndValueExists(attrName, attrValue)): self.createEtFresnelSmallRE()
			
			#RenderIdRE
			attrName = 'vray_name_renderid'
			attrValue = '{0}RenderId.index'.format(vrayGlobals.PREFIX)
			if not(self.REWithAttrAndValueExists(attrName, attrValue)): self.createRenderIdRE()
			
			#msg
			openMaya.MGlobal.displayInfo('Data Passes created succesfully')

		except:
			#msg
			openMaya.MGlobal.displayWarning('Error creating Data Passes')
	
	
	
	
	
	
	#Methods
	#------------------------------------------------------------------
	
	
	
	#Data Pases
	#------------------------------------------------------------------
	
	#createNormalsRE
	def createNormalsRE(self):

[docs]		
		#create normals RE
		normalsRE = self.createRenderElement('normalsChannel')
		pm.rename(normalsRE, '{0}Normals'.format(vrayGlobals.PREFIX))
		
		#SetAttrs on normalsRE
		pm.setAttr(normalsRE.vray_filtering_normals, 0)
		pm.setAttr(normalsRE.vray_name_normals, '{0}Normals'.format(vrayGlobals.PREFIX))
		
		#verbose
		if(self.verbose): print('Normals RE created')
		
		
	
	#createBumpNormalsRE
	def createBumpNormalsRE(self):

[docs]		
		#create bump normals RE
		bumpNormalsRE = self.createRenderElement('bumpNormalsChannel')
		pm.rename(bumpNormalsRE, '{0}BumpNormals'.format(vrayGlobals.PREFIX))
		
		#SetAttrs on bumpNormalsRE
		pm.setAttr(bumpNormalsRE.vray_filtering_bumpnormals, 0)
		pm.setAttr(bumpNormalsRE.vray_name_bumpnormals, '{0}BumpNormals'.format(vrayGlobals.PREFIX))
		
		#verbose
		if(self.verbose): print('Bump Normals RE created')
	
		
	
	#createVelocityREFiltered
	def createVelocityREFiltered(self):

[docs]		
		#create velocity RE Filtered
		velocityREFiltered = self.createRenderElement('velocityChannel')
		pm.rename(velocityREFiltered, '{0}VelocityFiltered'.format(vrayGlobals.PREFIX))
		
		#SetAttrs on velocityREFiltered
		pm.setAttr(velocityREFiltered.vray_filtering_velocity, 1)
		pm.setAttr(velocityREFiltered.vray_filename_velocity, '{0}VelocityFiltered'.format(vrayGlobals.PREFIX))
		pm.setAttr(velocityREFiltered.vray_clamp_velocity, 0)
		pm.setAttr(velocityREFiltered.vray_ignorez_velocity, 0)
		
		#verbose
		if(self.verbose): print('Velocity RE Filtered created')
		
	
	#createVelocityREUnfiltered
	def createVelocityREUnfiltered(self):

[docs]		
		#create velocity RE Unfiltered
		velocityREUnfiltered = self.createRenderElement('velocityChannel')
		pm.rename(velocityREUnfiltered, '{0}VelocityUnfiltered'.format(vrayGlobals.PREFIX))
		
		#SetAttrs on velocityREUnfiltered
		pm.setAttr(velocityREUnfiltered.vray_filtering_velocity, 0)
		pm.setAttr(velocityREUnfiltered.vray_filename_velocity, '{0}VelocityUnfiltered'.format(vrayGlobals.PREFIX))
		pm.setAttr(velocityREUnfiltered.vray_clamp_velocity, 0)
		pm.setAttr(velocityREUnfiltered.vray_ignorez_velocity, 0)
		
		#verbose
		if(self.verbose): print('Velocity RE Unfiltered created')
		
	
	#createZDepthREFiltered
	def createZDepthREFiltered(self):

[docs]		
		#create zDepthREFiltered
		zDepthREFiltered = self.createRenderElement('zdepthChannel')
		pm.rename(zDepthREFiltered, '{0}ZDepthFiltered'.format(vrayGlobals.PREFIX))
		
		#SetAttrs on zDepthREFiltered
		pm.setAttr(zDepthREFiltered.vray_depthFromCamera_zdepth, 0)
		pm.setAttr(zDepthREFiltered.vray_name_zdepth, '{0}ZDepth.filtered'.format(vrayGlobals.PREFIX))
		pm.setAttr(zDepthREFiltered.vray_depthClamp, 0)
		pm.setAttr(zDepthREFiltered.vray_depthWhite, 1)
		pm.setAttr(zDepthREFiltered.vray_filtering_zdepth, 1)
		
		#verbose
		if(self.verbose): print('ZDepth RE Filtered created')
		
		
		
	#createZDepthREUnfiltered
	def createZDepthREUnfiltered(self):

[docs]		
		#create zDepthREUnfiltered
		zDepthREUnfiltered = self.createRenderElement('zdepthChannel')
		pm.rename(zDepthREUnfiltered, '{0}ZDepthUnfiltered'.format(vrayGlobals.PREFIX))
		
		#SetAttrs on zDepthREUnfiltered
		pm.setAttr(zDepthREUnfiltered.vray_depthFromCamera_zdepth, 0)
		pm.setAttr(zDepthREUnfiltered.vray_name_zdepth, '{0}ZDepth.unfiltered'.format(vrayGlobals.PREFIX))
		pm.setAttr(zDepthREUnfiltered.vray_depthClamp, 0)
		pm.setAttr(zDepthREUnfiltered.vray_depthWhite, 1)
		pm.setAttr(zDepthREUnfiltered.vray_filtering_zdepth, 0)
		
		#verbose
		if(self.verbose): print('ZDepth RE Unfiltered created')
		
		
		
		
	#createEtAmbOccRE
	def createEtAmbOccRE(self):

[docs]		
		#create etAmbOccRE
		etAmbOccRE = self.createRenderElement('ExtraTexElement')
		pm.rename(etAmbOccRE, '{0}EtAmbOcc'.format(vrayGlobals.PREFIX))
		
		#SetAttrs on etAmbOccRE
		pm.setAttr(etAmbOccRE.vray_name_extratex, '{0}EtAmbOcc'.format(vrayGlobals.PREFIX))
		pm.setAttr(etAmbOccRE.vray_explicit_name_extratex, '{0}EtAmbOcc'.format(vrayGlobals.PREFIX))
		pm.setAttr(etAmbOccRE.vray_affectmattes_extratex, 0)
		
		
		#Create vraydirt tex and setAttrs
		pm.select(cl = True)
		
		vrayDirtTex = pm.createNode('VRayDirt')
		pm.rename(vrayDirtTex, '{0}VRayDirt'.format(vrayGlobals.PREFIX))
		pm.setAttr(vrayDirtTex.workWithTransparency, 1)
		
		#connect vraydirt tex
		vrayDirtTex.outColor >> etAmbOccRE.vray_texture_extratex
		pm.select(cl = True)
		
		
		#verbose
		if(self.verbose): print('Extra Tex AmbOcc RE created')
		
		
	
	#createEtWorldPosRE
	def createEtWorldPosRE(self):

[docs]		
		#create etWorldPosRE
		etWorldPosRE = self.createRenderElement('ExtraTexElement')
		pm.rename(etWorldPosRE, '{0}EtWorldPos'.format(vrayGlobals.PREFIX))
		
		#SetAttrs on etWorldPosRE
		pm.setAttr(etWorldPosRE.vray_name_extratex, '{0}EtWorldPos'.format(vrayGlobals.PREFIX))
		pm.setAttr(etWorldPosRE.vray_explicit_name_extratex, '{0}EtWorldPos'.format(vrayGlobals.PREFIX))
		pm.setAttr(etWorldPosRE.vray_affectmattes_extratex, 0)
		pm.setAttr(etWorldPosRE.vray_filtering_extratex, 0)
		
		
		#Create vrayfresnel tex and setAttrs
		pm.select(cl = True)
		
		vrayFresnelTex = pm.createNode('VRayFresnel')
		pm.rename(vrayFresnelTex, '{0}VRayFresnelWorldPos'.format(vrayGlobals.PREFIX))
		pm.setAttr(vrayFresnelTex.IOR, 1)
		
		pm.select(cl = True)
		
		#Create sampler Info Node
		samplerInfoWorldPos = pm.createNode('samplerInfo')
		pm.rename(samplerInfoWorldPos, '{0}SamplerInfoWorldPos'.format(vrayGlobals.PREFIX))
		
		#connections
		samplerInfoWorldPos.pointWorld >> vrayFresnelTex.frontColor
		samplerInfoWorldPos.pointWorld >> vrayFresnelTex.sideColor
		vrayFresnelTex.outColor >> etWorldPosRE.vray_texture_extratex
		pm.select(cl = True)
		
		
		#verbose
		if(self.verbose): print('Extra Tex World Pos RE created')
		
	
	
	#createEtSTMapRE
	def createEtSTMapRE(self):

[docs]		
		#create etSTMapRE
		etSTMapRE = self.createRenderElement('ExtraTexElement')
		pm.rename(etSTMapRE, '{0}EtSTMap'.format(vrayGlobals.PREFIX))
		
		#SetAttrs on etSTMapRE
		pm.setAttr(etSTMapRE.vray_name_extratex, '{0}EtSTMap'.format(vrayGlobals.PREFIX))
		pm.setAttr(etSTMapRE.vray_explicit_name_extratex, '{0}EtSTMap'.format(vrayGlobals.PREFIX))
		pm.setAttr(etSTMapRE.vray_affectmattes_extratex, 0)
		pm.setAttr(etSTMapRE.vray_filtering_extratex, 0)
		
		
		#Create Red Ramp
		redRamp = self.createRamp(rampDirection = 0)
		pm.rename(redRamp, '{0}STMapRedRamp'.format(vrayGlobals.PREFIX))
		#remove middle colorValue
		pm.removeMultiInstance (redRamp.colorEntryList[1], b=True)
		#set upper pos color to red
		redRamp.colorEntryList[2].color.set([1,0,0])
		redRamp.colorEntryList[2].position.set(1)
		#set lower pos color to black
		redRamp.colorEntryList[0].color.set([0,0,0])
		redRamp.colorEntryList[0].position.set(0)
		
		#Create Green Ramp
		greenRamp = self.createRamp(rampDirection = 1)
		pm.rename(greenRamp, '{0}STMapGreenRamp'.format(vrayGlobals.PREFIX))
		#remove middle colorValue
		pm.removeMultiInstance (greenRamp.colorEntryList[1], b=True)
		#set upper pos color to green
		greenRamp.colorEntryList[2].color.set([0,1,0])
		greenRamp.colorEntryList[2].position.set(1)
		#set lower pos color to black
		greenRamp.colorEntryList[0].color.set([0,0,0])
		greenRamp.colorEntryList[0].position.set(0)
		
		pm.select(cl = True)
		
		#Connect ramps
		redRamp.outColor >> greenRamp.colorOffset
		
		#connect to extratex
		greenRamp.outColor >> etSTMapRE.vray_texture_extratex
		
		#verbose
		if(self.verbose): print('Extra Tex World Pos RE created')
	
	
	#createEtFresnelLargeRE
	def createEtFresnelLargeRE(self):

[docs]		
		#create etFresnelLargeRE
		etFresnelLargeRE = self.createRenderElement('ExtraTexElement')
		pm.rename(etFresnelLargeRE, '{0}EtFresnelLarge'.format(vrayGlobals.PREFIX))
		
		#SetAttrs on etFresnelLargeRE
		pm.setAttr(etFresnelLargeRE.vray_name_extratex, '{0}EtFresnelLarge'.format(vrayGlobals.PREFIX))
		pm.setAttr(etFresnelLargeRE.vray_explicit_name_extratex, '{0}EtFresnelLarge'.format(vrayGlobals.PREFIX))
		pm.setAttr(etFresnelLargeRE.vray_affectmattes_extratex, 0)
		pm.setAttr(etFresnelLargeRE.vray_filtering_extratex, 1)
		
		
		#vray_fresnel_node
		vray_fresnel_node = pm.createNode('VRayFresnel')
		vray_fresnel_node.IOR.set(2)
		pm.select(cl = True)
		
		#connect to extratex
		vray_fresnel_node.outColor >> etFresnelLargeRE.vray_texture_extratex
		
		#verbose
		if(self.verbose): print('Extra Tex Fresnel Large RE created')


	#createEtFresnelSmallRE
	def createEtFresnelSmallRE(self):

[docs]		
		#create etFresnelSmallRE
		etFresnelSmallRE = self.createRenderElement('ExtraTexElement')
		pm.rename(etFresnelSmallRE, '{0}EtFresnelSmall'.format(vrayGlobals.PREFIX))
		
		#SetAttrs on etFresnelSmallRE
		pm.setAttr(etFresnelSmallRE.vray_name_extratex, '{0}EtFresnelSmall'.format(vrayGlobals.PREFIX))
		pm.setAttr(etFresnelSmallRE.vray_explicit_name_extratex, '{0}EtFresnelSmall'.format(vrayGlobals.PREFIX))
		pm.setAttr(etFresnelSmallRE.vray_affectmattes_extratex, 0)
		pm.setAttr(etFresnelSmallRE.vray_filtering_extratex, 1)
		
		
		#vray_fresnel_node
		vray_fresnel_node = pm.createNode('VRayFresnel')
		vray_fresnel_node.IOR.set(1.1)
		pm.select(cl = True)
		
		#connect to extratex
		vray_fresnel_node.outColor >> etFresnelSmallRE.vray_texture_extratex
		
		#verbose
		if(self.verbose): print('Extra Tex Fresnel Small RE created')
	
	
	#createRenderIdRE
	def createRenderIdRE(self):

[docs]		
		#create render id RE
		renderIdRE = self.createRenderElement('renderIDChannel')
		pm.rename(renderIdRE, '{0}RenderId'.format(vrayGlobals.PREFIX))
		
		#SetAttrs on renderIdRE
		pm.setAttr(renderIdRE.vray_name_renderid, '{0}RenderId.index'.format(vrayGlobals.PREFIX))
		
		#verbose
		if(self.verbose): print('RenderID RE created')
		
	
	
	
	
	
	
	
	#Shared Methods
	#------------------------------------------------------------------
	
	
	#REWithAttrAndValueExists
	def REWithAttrAndValueExists(self, attrName, attrValue):

[docs]		
		#List all nodes of Type VRayRenderElement
		REList = pm.ls(fl = True, typ = 'VRayRenderElement')
		
		#if list < 1 return False (no RE in scene, ready to create)
		if not(REList): return False
		
		#if list larger check if REName in list of RElements
		for RE in REList:
			#check if RE has attr of attrName and if return True
			try:
				if(pm.getAttr(RE.name() +'.' +attrName) == attrValue): return True
			except:
				pass
		
		#Else False (ready to create)
		return False
	
	
	
	#createRenderElement
	def createRenderElement(self, renderElementName):

[docs]		
		#clear Selection
		pm.select(cl = True)
		
		#build MEL Cmd
		createRElementMELCmd = 'vrayAddRenderElement ' +renderElementName +';'
		
		#Execute
		pm.mel.eval(createRElementMELCmd)
		
		#return created RenderElementNode
		renderElement = pm.ls(sl = True, fl = True)[0]
		pm.select(cl = True)
		
		return renderElement
		
	
	#createRamp
	def createRamp(self, rampDirection = 1):

[docs]		
		#rampDirection 1 = u, 0 = v
		
		#clear selection
		pm.select(cl = True)
		#createRamp
		ramp = pm.createNode('ramp')
		pm.setAttr(ramp.name() +'.type' , rampDirection)
		pm.select(cl = True)
		#createUVCoords
		place2dTexture = pm.createNode('place2dTexture')
		pm.rename(place2dTexture, '{0}STMapPlace2dTextureNode'.format(vrayGlobals.PREFIX))
		pm.select(cl = True)
		#connections
		place2dTexture.outUV >> ramp.uvCoord
		place2dTexture.outUvFilterSize >> ramp.uvFilterSize
		pm.select(cl = True)
		
		return ramp
		
		
	#vrayLoaded
	def vrayLoaded(self):

[docs]		#Get list of all loaded plugIns
		plugInList = pm.pluginInfo( query=True, listPlugins=True )
		
		#Return true if loaded else setStatus and return false
		if('vrayformaya' in plugInList):
			return True
		
		return False
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  Source code for helga.maya.rendering.createUpdateRenderElements.createUpdateLightRenderElements

"""
createUpdateLightRenderElements
==========================================

Automatic setup of the following VRay Render Elements in Maya.
They are also the names of the channels in the multichannel exr.
You can call this function as often as you want. It will not duplicate 
existing elements, only add missing ones.
The light is split into light select elements and GI. To use these passes in
Nuke with the :mod:`helga.nuke.reconstruction.renderReconstruct` module you
need a diffuse pass from :mod:`helga.maya.rendering.createUpdateRenderElements.createFrameBufferContributions`.

The following elements are created:
	
	* Gi
	* Lighting
	* SelfIllum
	* Light Selects for each light where possible

-----------------------

Usage
-----

::
	
	from helga.maya.rendering.createUpdateRenderElements import createUpdateLightRenderElements
	reload(createUpdateLightRenderElements)

	#Create instance
	createUpdateLightRenderElementsInstance = createUpdateLightRenderElements.CreateUpdateLightRenderElements()
	#Create/Update shadow passes
	createUpdateLightRenderElementsInstance.createUpdateLightRenderElements()

-----------------------
"""




#Imports
#------------------------------------------------------------------
import pymel.core as pm
import maya.OpenMaya as openMaya



#reload?
doReload = True

#own
import vrayGlobals as vrayGlobals
if(doReload): reload(vrayGlobals)





#CreateUpdateLightRenderElements class
#------------------------------------------------------------------

class CreateUpdateLightRenderElements():
[docs]	
	#Constructor / Main Procedure
	def __init__(self):
		
		#Instance Vars
		#------------------------------------------------------------------
		self.verbose = True
		
		
	
	#Top Level Methods
	#------------------------------------------------------------------
	
	
	#createUpdateLightRenderElements
	def createUpdateLightRenderElements(self):
[docs]		"""
		Function to create/update light render elements (see above for AOV types).
		"""
		
		
		
		#Check if Vray Loaded, else set Status and return
		if not(self.vrayLoaded()):
			openMaya.MGlobal.displayWarning('Vray for Maya Plugin not loaded')
			return None
		
		
		
		try:
			#GiRE
			attrName = 'vray_name_gi'
			attrValue = '{0}Gi'.format(vrayGlobals.PREFIX)
			if not(self.REWithAttrAndValueExists(attrName, attrValue)): self.createGiRE()
			
			
			#lightingRE
			attrName = 'vray_name_lighting'
			attrValue = '{0}Lighting'.format(vrayGlobals.PREFIX)
			if not(self.REWithAttrAndValueExists(attrName, attrValue)): self.createLightingRE()
			
			
			#selfIllumRE
			attrName = 'vray_name_selfIllum'
			attrValue = '{0}SelfIllum'.format(vrayGlobals.PREFIX)
			if not(self.REWithAttrAndValueExists(attrName, attrValue)): self.createSelfIllumRE()
			
			
			
			#createUpdateLSREs
			self.createUpdateLSREs()
			
			
			#msg
			openMaya.MGlobal.displayInfo('Light Passes created succesfully')

		except:
			#msg
			openMaya.MGlobal.displayWarning('Error creating light passes')
	
	
	
	
	
	
	
	#Methods
	#------------------------------------------------------------------
	
	
	#createGiRE
	def createGiRE(self):

[docs]		
		#create gi RE
		giRE = self.createRenderElement('giChannel')
		pm.rename(giRE, '{0}Gi'.format(vrayGlobals.PREFIX))
		
		#SetAttrs on giRE
		pm.setAttr(giRE.vray_name_gi, '{0}Gi'.format(vrayGlobals.PREFIX))
		
		#verbose
		if(self.verbose): print('Gi RE created')
		
		
		
	#createLightingRE
	def createLightingRE(self):

[docs]		
		#create lightingRE
		lightingRE = self.createRenderElement('lightingChannel')
		pm.rename(lightingRE, '{0}Lighting'.format(vrayGlobals.PREFIX))
		
		#SetAttrs on lightingRE
		pm.setAttr(lightingRE.vray_name_lighting, '{0}Lighting'.format(vrayGlobals.PREFIX))
		
		#verbose
		if(self.verbose): print('Lighting RE created')
		
		
		
	#createSelfIllumRE
	def createSelfIllumRE(self):

[docs]		
		#create selfIllumRE
		selfIllumRE = self.createRenderElement('selfIllumChannel')
		pm.rename(selfIllumRE, '{0}SelfIllum'.format(vrayGlobals.PREFIX))
		
		#SetAttrs on selfIllumRE
		pm.setAttr(selfIllumRE.vray_name_selfIllum, '{0}SelfIllum'.format(vrayGlobals.PREFIX))
		
		#verbose
		if(self.verbose): print('SelfIllum RE created')
		
	
	
	
	#createUpdateLSREs
	def createUpdateLSREs(self):

[docs]		
		#delete all existing LS RElements whose name begins with 'rbLs'
		self.deleteAllLsRElementSets()
		if(self.verbose): print('Scene LightSelect RE Sets deleted')
		
		#get list of all lights in the scene
		lightsList = self.getAllSceneLights()
		if(self.verbose): print('Scene Lights List aquired')
		
		#create a Light Select RE for each light
		self.createLSREForEachLight(lightsList)
		if(self.verbose): print('Successfully created Light Select RE for each light')
		
	
	
	
	#deleteAllLsRElements
	def deleteAllLsRElementSets(self):

[docs]		
		#Get all LS RE from Scene
		lsReSetsList = self.getRenderElementSetsByPrefix('{0}Ls'.format(vrayGlobals.PREFIX))
		#Delete all LS REs
		if(lsReSetsList): pm.delete(lsReSetsList)
		
	
	
	#getAllSceneLights
	def getAllSceneLights(self):

[docs]		
		#clear selection
		pm.select(cl = True)
		
		#get standard maya lightslist
		mayaLightsList = pm.ls(fl = True, type = 'light')
		
		#get VRay Sphere Lights List
		vraySphereLightsList = pm.ls(fl = True, type = 'VRayLightSphereShape')
		
		#get VRay Dome Lights List
		vrayDomeLightsList = pm.ls(fl = True, type = 'VRayLightDomeShape')
		
		#get VRay Rect Lights List
		vrayRectLightsList = pm.ls(fl = True, type = 'VRayLightRectShape')
		
		#get VRay IES Lights List
		vrayIESLightsList = pm.ls(fl = True, type = 'VRayLightIESShape')

		#get VRay sun light List
		vraySunLightsList = pm.ls(fl = True, type = 'VRaySunShape')
		
		
		#return combined Lists
		return mayaLightsList + vraySphereLightsList + vrayDomeLightsList + vrayRectLightsList + vrayIESLightsList + vraySunLightsList
		
	
	
	
	#createLSREForEachLight
	def createLSREForEachLight(self, lightsList):

[docs]		
		#create lsRESet for each light in lightList and set + connect it
		for lightShape in lightsList:
			
			#get Light Transform
			lightTrans = lightShape.getParent()
			#Create lsRESet
			lsRESet = self.createRenderElement('LightSelectElement')
			#rename lsRESet
			pm.rename(lsRESet, '{0}Ls'.format(vrayGlobals.PREFIX) +lightTrans.name())
			#setChannelName
			pm.setAttr(lsRESet.vray_name_lightselect, '{0}Ls'.format(vrayGlobals.PREFIX) +lightTrans.name())
			#set light type to diffuse
			pm.setAttr(lsRESet.vray_type_lightselect, 2)
			
			
			#connect light with lsRESet
			pm.connectAttr(lightTrans.instObjGroups[0], lsRESet.dagSetMembers[0], f = True)
	
	
	
	
	#Shared Methods
	#------------------------------------------------------------------
	
	
	#REWithAttrAndValueExists
	def REWithAttrAndValueExists(self, attrName, attrValue):

[docs]		
		#List all nodes of Type VRayRenderElement
		REList = pm.ls(fl = True, typ = 'VRayRenderElement')
		
		#if list < 1 return False (no RE in scene, ready to create)
		if not(REList): return False
		
		#if list larger check if REName in list of RElements
		for RE in REList:
			#check if RE has attr of attrName and if return True
			try:
				if(pm.getAttr(RE.name() +'.' +attrName) == attrValue): return True
			except:
				pass
		
		#Else False (ready to create)
		return False
		
	
	#getRenderElementsByPrefix
	def getRenderElementSetsByPrefix(self, prefix):

[docs]		
		#clear selection
		pm.select(cl = True)
		
		#get list of all REs
		renderElementSetsList = pm.ls(fl = True, typ = 'VRayRenderElementSet')
		
		#if renderElementList < 1 return renderElementList
		if not(renderElementSetsList): return renderElementSetsList
		
		#iterate through renderElementList and append to lsList when name beginning matches prefix
		lsReSetsList = []
		prefixLength = len(prefix)
		for RESet in renderElementSetsList:
			if(RESet.name()[0:prefixLength] == prefix): lsReSetsList.append(RESet)
			
		return lsReSetsList
	
	
	#createRenderElement
	def createRenderElement(self, renderElementName):

[docs]		
		#clear Selection
		pm.select(cl = True)
		
		#build MEL Cmd
		createRElementMELCmd = 'vrayAddRenderElement ' +renderElementName +';'
		
		#Execute
		pm.mel.eval(createRElementMELCmd)
		
		#return created RenderElementNode
		renderElement = pm.ls(sl = True, fl = True)[0]
		pm.select(cl = True)
		
		return renderElement
		
		
	#vrayLoaded
	def vrayLoaded(self):

[docs]		#Get list of all loaded plugIns
		plugInList = pm.pluginInfo( query=True, listPlugins=True )
		
		#Return true if loaded else setStatus and return false
		if('vrayformaya' in plugInList):
			return True
		
		return False
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  Source code for helga.maya.arash.dynamo.dynamo

#"Newton"
#arash Hosseini 19.03.2014

import maya.cmds as cmds
import pymel.core as pm
import maya.mel as mel



#/check window exist/
if cmds.window("dynamo", exists = True):
    cmds.deleteUI("dynamo")

if cmds.window("dynamo_locators", exists=True):
    cmds.deleteUI("dynamo_locators")

if cmds.window("dupSpecialX", exists=True):
    cmds.deleteUI("dupSpecialX")

if cmds.window("dupSpecialY", exists=True):
    cmds.deleteUI("dupSpecialY")

if cmds.window("dupSpecialZ", exists=True):
    cmds.deleteUI("dupSpecialZ")

#/main window/
[docs]def UI():
    cmds.warning("Welcome to Newton. For more Information press the Help Button.")
    window = cmds.window("dynamo", title = "Jelly_0.1", w =330, h=400, mnb=True, mxb=False, menuBar=True,sizeable=False)
    cmds.scrollLayout( 'scrollLayout' )
    #/menu/
    cmds.columnLayout( columnAttach=('both', 0), rowSpacing=1, columnWidth=300)
    cmds.menu( label='Duplicate Special', tearOff=True )
    cmds.menuItem(subMenu=True,label='X Axis')
    cmds.menuItem(label='X Translate',command=duplicateSpecialX)
    cmds.setParent( '..', menu=True )
    cmds.menuItem(subMenu=True,label='Y Axis')
    cmds.menuItem( label='Y Translate',command=duplicateSpecialY)
    cmds.setParent( '..', menu=True )
    cmds.menuItem(subMenu=True,label='Z Axis')
    cmds.menuItem( label='Z Translate',command=duplicateSpecialZ)
    cmds.setParent('..',menu=True)
    cmds.menuItem(label='Maya Interface', command=mayaInterface)
    cmds.menu( label='Help', tearOff=True )
    cmds.menuItem(label='Help')
    cmds.menuItem(label='Info')


    cmds.columnLayout( columnAttach=('both', 3), rowSpacing=1, columnWidth=300)
    #/image/
    imagePath = cmds.internalVar(upd = True) + "icons/newton.jpg"
    #cmds.image(w = 200, h = 120, image = imagePath)


    cmds.columnLayout( adjustableColumn=True )
    cmds.frameLayout( label='Locators', bgc=(0.7,0.2,0.2),w=250,cll=True,borderStyle='out' )
    cmds.columnLayout( columnAttach=('both', 0), rowSpacing=1, columnWidth=285)
    cmds.button(label="Create Locator on Vertex",command=createVertexOnPoint)
    cmds.button(label="Create Locator on Space",command=createLocator)
    cmds.button(label="Snap Object to Target",command=snapLocatorToTarget)
    cmds.button(label="Create Locator based on Target Matrix",command=createLocatorOnCenter)
    cmds.setParent( '..' )
    cmds.setParent( '..' )
    cmds.frameLayout( label='Data', bgc=(0.7,0.2,0.2),cll=True,borderStyle='in' )
    cmds.columnLayout( columnAttach=('both', 0), rowSpacing=1, columnWidth=285)
    locatorsNumberOptionMenu = cmds.textScrollList("locatorsNumberOptionMenu",w=100, h = 100)
    cmds.button(label="Show Locators",h=50,command=loadLoc)
    cmds.rowColumnLayout( numberOfColumns=3, columnAttach=(1, 'left', 0), columnWidth=[(1,100),(2,100),(3,80)])
    cmds.text(label="Set Start Number",align='left')
    cmds.textField('startLoc')
    cmds.button(label="Set",command=setStartNumber)
    cmds.text(label="Set End Number",align='left')
    cmds.textField('endLoc')
    cmds.button(label="Set",command=setEndNumber)
    cmds.text(label="Set Mesh", align='left')
    cmds.textField('SMesh')
    cmds.button(label="Set",command=queryMesh)
    cmds.text(label='Point Lock', align='left')
    pointLockOptionMenu = cmds.optionMenu("pointLockOptionMenu",w=180)
    cmds.menuItem(label='1.Base')
    cmds.menuItem(label='2.Tip')
    cmds.menuItem(label='3.BothEnds')
    cmds.text(label="")
    cmds.setParent( '..' )
    cmds.setParent( '..' )
    cmds.setParent( '..' )
    cmds.frameLayout( label='Build',bgc=(0.7,0.2,0.2),cll=True, borderStyle='in' )
    cmds.columnLayout( columnAttach=('both', 3), rowSpacing=1, columnWidth=290)
    cmds.button(label="Build without Mesh",bgc=(0.5,0.7,0.5),h=40,command=buildwitoutMesh)
    cmds.button(label="Build with Mesh",bgc=(0.5,0.7,0.5),h=40,command=buildwithMesh)
    cmds.button(label="manuell Skining",command=skining)
    cmds.setParent( '..' )
    cmds.setParent( '..' )
    cmds.frameLayout( label='tools',bgc=(0.7,0.2,0.2),cll=True, borderStyle='in' )
    cmds.rowColumnLayout( numberOfColumns=2, columnAttach=(1, 'left', 0), columnWidth=[(1,185),(2,100)])
    cmds.button(label="PB",w=150,command=interaktivPlayback)
    cmds.button(label="Out",command=outliner)
    Rename=cmds.textField('Rename',w=150)
    cmds.button(label="Rename",command=RenameMesh)
    Suffix=cmds.textField('Suffix',w=150)
    cmds.button(label="Suffix",command=SuffixMesh)
    cmds.setParent( '..' )
    cmds.setParent( '..' )
    cmds.showWindow()


#Locator Area
#Loc On Vertex

[docs]def createVertexOnPoint(*args):

    selectedVertices =[]
    selectedVertices = pm.ls( selection=True )
    print("Selected objects " + str(len(selectedVertices)))

    selectedVerticesLen=len(selectedVertices)
    if selectedVerticesLen==1:
        for vertex in selectedVertices:
            vertexLocator=pm.spaceLocator( p=vertex.getPosition(space='world'), name='locator1')
            pm.xform(vertexLocator,cp=1)
            #print(vertex.getPosition())
        del selectedVertices
    else:
        cmds.warning("Bitte eine Vertex auswaehlen")
#Loc On Space

[docs]def createLocator(*args):
    createLocator=cmds.spaceLocator(name="locator1")

#Loc to Target

[docs]def snapLocatorToTarget(*args):
    sel = cmds.ls( selection=True )
    sellen=len(sel)
    if sellen==2:
        E = sel[1]
        F = sel[0]
        Fmatrix = cmds.xform( F, query=True, worldSpace=True, matrix=True )
        cmds.xform( E, worldSpace=True, matrix=Fmatrix )

    else:
        cmds.warning("Bitte zuerst Driver dann Target auswaehlen")


[docs]def duplicateSpecial(*args):
    sel=cmds.ls(selection=True)
    sellen=len(sel)
    if sellen==1:
        x=null
    else:
        cmds.warning("Bitte Object auswahlen")



#Loc On Center of Object

[docs]def createLocatorOnCenter(*args):
    objectsList=cmds.ls(selection=True)
    sellen=len(objectsList)
    if sellen==1:
        ziel=objectsList[0]
        queryObjectPos=cmds.xform(ziel,query=True, worldSpace=True, matrix=True )
        print queryObjectPos
        for i in objectsList:
            createLocator=cmds.spaceLocator(p=(0,0,0),r=True,name="locator1")
            centerPivot=cmds.xform(createLocator,cp=1,worldSpace=True, matrix=queryObjectPos)

    else:
        cmds.warning("Select Object")




#load locators

[docs]def loadLoc(*args):
    if cmds.window("dynamo_locators", exists=True):
        cmds.deleteUI("dynamo_locators")
    lsloc=cmds.ls(selection=True)
    lenlsloc=len(lsloc)
    locatorsNumbermenuItem=cmds.textScrollList("locatorsNumberOptionMenu",e=True,ra=True)
    if lenlsloc>0:
        #/windows Jelly Locatorslist/
        cmds.window("dynamo_locators",title="Jelly_Locatorslist",mnb=True, mxb=False,w=80,h=50,sizeable=False)
        cmds.columnLayout( columnAttach=('both', 0), rowSpacing=1,columnWidth=30,h=200)
        locatorOptionMenu = cmds.textScrollList("locatorOptionMenu",w=100, h = 200,dcc=selectLocator)
        cmds.showWindow()
        for locs, objects in enumerate(lsloc):
            cmds.textScrollList("locatorsNumberOptionMenu", e=True, append=locs)
            cmds.textScrollList("locatorOptionMenu", e=True, append=objects)
    else:
        cmds.warning("Select Locators")


[docs]def selectLocator(*args):
    queryLocOpMenu=cmds.textScrollList("locatorOptionMenu", q=True, si=True)[0]
    cmds.select(queryLocOpMenu)


[docs]def setStartNumber(*args):
    queryLocOpMenu=cmds.textScrollList("locatorsNumberOptionMenu", q=True, si=True)[0]
    setStart = cmds.textField('startLoc', edit=True, text=queryLocOpMenu)


[docs]def setEndNumber(*args):
    queryLocOpMenu=cmds.textScrollList("locatorsNumberOptionMenu", q=True, si=True)[0]
    setEnd = cmds.textField('endLoc', edit=True, text=queryLocOpMenu)

#/duplicate Special area/

[docs]def translateXpermanent(*args):
    sel=cmds.ls(selection=True)
    lensel=len(sel)
    if lensel ==1:
        queryCopiesX=cmds.textField('copiesXper', v=True, q=True)
        queryTransX=cmds.textField('translateXper', v=True, q=True)
        range=int(queryCopiesX)
        abstand=float(queryTransX)
        for i in xrange(range):
            j=cmds.duplicate(rr=True)
            cmds.move(abstand,j,x=True,r=True,objectSpace=True)
    else:
        cmds.warning("select Object")


[docs]def trasnlateXincreasing(*args):
    sel=cmds.ls(selection=True)
    lensel=len(sel)
    if lensel ==1:
        queryCopiesX=cmds.textField('copiesXinc', text=True, q=True)
        queryTransX=cmds.textField('translateXinc', text=True, q=True)
        range=int(queryCopiesX)
        abstand=float(queryTransX)
        for i in xrange(range):
            j=cmds.duplicate(rr=True,st=True)
            cmds.move(abstand,j,x=True,r=True,objectSpace=True)
    else:
        cmds.warning("select Object")



[docs]def duplicateSpecialX(*args):
    if cmds.window("dupSpecialX", exists=True):
        cmds.deleteUI("dupSpecialX")

    cmds.window("dupSpecialX",title="Jelly Special X",mnb=True, mxb=False,w=250,h=130,sizeable=False)
    form = cmds.formLayout()
    tabs = cmds.tabLayout(w=250, h=100, bgc = (0.3,0.3,0.3), innerMarginWidth=10, innerMarginHeight=5)
    cmds.formLayout( form, edit=True, attachForm=((tabs, 'top', 0), (tabs, 'left', 0), (tabs, 'bottom', 0), (tabs, 'right', 0)) )
    child1=cmds.columnLayout( columnAttach=('both', 0), rowSpacing=1,columnWidth=250,h=110)
    cmds.text(label="Permanent Distance", bgc=(0.5,0.7,0.5))
    cmds.text(label="Number of copies", align='left')
    cmds.textField('copiesXper',w=200)
    cmds.text(label="Translate", align='left')
    cmds.textField('translateXper',w=200)
    cmds.button(label="Duplicate", bgc=(0.5,0.7,0.5),command=translateXpermanent)
    cmds.setParent( '..' )

    child2=cmds.columnLayout( columnAttach=('both', 0), rowSpacing=1,columnWidth=250,h=110)
    cmds.text(label="Increasing Distance", bgc=(0.5,0.3,0.5))
    cmds.text(label="Number of copies", align='left')
    cmds.textField('copiesXinc',w=200)
    cmds.text(label="Translate", align='left')
    cmds.textField('translateXinc',w=200)
    cmds.button(label="Duplicate",bgc=(0.5,0.3,0.5),command=trasnlateXincreasing)
    cmds.setParent( '..' )

    cmds.tabLayout( tabs, edit=True, tabLabel=((child1, 'Permanent Distance'),(child2,'Increasing Distance')))
    cmds.setParent( '..' )
    cmds.showWindow()


[docs]def translateYpermanent(*args):
    sel=cmds.ls(selection=True)
    lensel=len(sel)
    if lensel ==1:
        queryCopiesY=cmds.textField('copiesYper', text=True, q=True)
        queryTransY=cmds.textField('translateYper', text=True, q=True)
        range=int(queryCopiesY)
        abstand=float(queryTransY)
        for i in xrange(range):
            j=cmds.duplicate(rr=True)
            cmds.move(abstand,j,y=True,r=True,objectSpace=True)
    else:
        cmds.warning("select Object")


[docs]def trasnlateYincreasing(*args):
    sel=cmds.ls(selection=True)
    lensel=len(sel)
    if lensel ==1:
        queryCopiesY=cmds.textField('copiesYinc', text=True, q=True)
        queryTransY=cmds.textField('translateYinc', text=True, q=True)
        range=int(queryCopiesY)
        abstand=float(queryTransY)
        for i in xrange(range):
            j=cmds.duplicate(rr=True,st=True)
            cmds.move(abstand,j,y=True,r=True,objectSpace=True)
    else:
        cmds.warning("select Object")


[docs]def duplicateSpecialY(*args):
    if cmds.window("dupSpecialY", exists=True):
        cmds.deleteUI("dupSpecialY")

    cmds.window("dupSpecialY",title="Jelly Special Y",mnb=True, mxb=False,w=250,h=130,sizeable=False)
    form = cmds.formLayout()
    tabs = cmds.tabLayout(w=250, h=100, bgc = (0.3,0.3,0.3), innerMarginWidth=10, innerMarginHeight=5)
    cmds.formLayout( form, edit=True, attachForm=((tabs, 'top', 0), (tabs, 'left', 0), (tabs, 'bottom', 0), (tabs, 'right', 0)) )
    child1=cmds.columnLayout( columnAttach=('both', 0), rowSpacing=1,columnWidth=250,h=110)
    cmds.text(label="Permanent Distance", bgc=(0.5,0.7,0.5))
    cmds.text(label="Number of copies", align='left')
    cmds.textField('copiesYper',w=200)
    cmds.text(label="Translate", align='left')
    cmds.textField('translateYper',w=200)
    cmds.button(label="Duplicate", bgc=(0.5,0.7,0.5),command=translateYpermanent)
    cmds.setParent( '..' )

    child2=cmds.columnLayout( columnAttach=('both', 0), rowSpacing=1,columnWidth=250,h=110)
    cmds.text(label="Increasing Distance", bgc=(0.5,0.3,0.5))
    cmds.text(label="Number of copies", align='left')
    cmds.textField('copiesYinc',w=200)
    cmds.text(label="Translate", align='left')
    cmds.textField('translateYinc',w=200)
    cmds.button(label="Duplicate",bgc=(0.5,0.3,0.5),command=trasnlateYincreasing)
    cmds.setParent( '..' )

    cmds.tabLayout( tabs, edit=True, tabLabel=((child1, 'Permanent Distance'),(child2,'Increasing Distance')))
    cmds.setParent( '..' )
    cmds.showWindow()



[docs]def translateZpermanent(*args):
    sel=cmds.ls(selection=True)
    lensel=len(sel)
    if lensel ==1:
        queryCopiesZ=cmds.textField('copiesZper', text=True, q=True)
        queryTransZ=cmds.textField('translateZper', text=True, q=True)
        range=int(queryCopiesZ)
        abstand=float(queryTransZ)
        for i in xrange(range):
            j=cmds.duplicate(rr=True)
            cmds.move(abstand,j,z=True,r=True,objectSpace=True)
    else:
        cmds.warning("select Object")


[docs]def trasnlateZincreasing(*args):
    sel=cmds.ls(selection=True)
    lensel=len(sel)
    if lensel ==1:
        queryCopiesZ=cmds.textField('copiesZinc', text=True, q=True)
        queryTransZ=cmds.textField('translateZinc', text=True, q=True)
        range=int(queryCopiesZ)
        abstand=float(queryTransZ)
        for i in xrange(range):
            j=cmds.duplicate(rr=True,st=True)
            cmds.move(abstand,j,z=True,r=True,objectSpace=True)
    else:
        cmds.warning("select Object")


[docs]def duplicateSpecialZ(*args):
    if cmds.window("dupSpecialZ", exists=True):
        cmds.deleteUI("dupSpecialZ")

    cmds.window("dupSpecialZ",title="Jelly Special Z",mnb=True, mxb=False,w=250,h=130,sizeable=False)
    form = cmds.formLayout()
    tabs = cmds.tabLayout(w=250, h=100, bgc = (0.3,0.3,0.3), innerMarginWidth=10, innerMarginHeight=5)
    cmds.formLayout( form, edit=True, attachForm=((tabs, 'top', 0), (tabs, 'left', 0), (tabs, 'bottom', 0), (tabs, 'right', 0)) )
    child1=cmds.columnLayout( columnAttach=('both', 0), rowSpacing=1,columnWidth=250,h=110)
    cmds.text(label="Permanent Distance", bgc=(0.5,0.7,0.5))
    cmds.text(label="Number of copies", align='left')
    cmds.textField('copiesZper',w=200)
    cmds.text(label="Translate", align='left')
    cmds.textField('translateZper',w=200)
    cmds.button(label="Duplicate", bgc=(0.5,0.7,0.5),command=translateZpermanent)
    cmds.setParent( '..' )

    child2=cmds.columnLayout( columnAttach=('both', 0), rowSpacing=1,columnWidth=250,h=110)
    cmds.text(label="Increasing Distance", bgc=(0.5,0.3,0.5))
    cmds.text(label="Number of copies", align='left')
    cmds.textField('copiesZinc',w=200)
    cmds.text(label="Translate", align='left')
    cmds.textField('translateZinc',w=200)
    cmds.button(label="Duplicate",bgc=(0.5,0.3,0.5),command=trasnlateZincreasing)
    cmds.setParent( '..' )

    cmds.tabLayout( tabs, edit=True, tabLabel=((child1, 'Permanent Distance'),(child2,'Increasing Distance')))
    cmds.setParent( '..' )
    cmds.showWindow()



[docs]def mayaInterface(*args):
    mel.eval('DuplicateSpecialOptions')



[docs]def RenameMesh(*args):
    queryRenameMesh=cmds.textField("Rename", text=True, q=True)
    selected_objects = cmds.ls(selection=True, long=True)
    selected_objects.reverse()
    totalObjects = len(selected_objects)
    print totalObjects

    cmds.text(label=totalObjects)

    # We are doing this in reverse, last object renamed first

    for number, object in enumerate(selected_objects):
        #print 'Old Name:', object
        #print 'New Name:', '%s%02d' % (newname, totalObjects-number)
        cmds.rename(object, ('%s%02d' % (queryRenameMesh, totalObjects-number)))


[docs]def SuffixMesh(*args):
    selected_objects = cmds.ls(selection=True, long=True)
    selected_objects_short = cmds.ls(selection=True, long=False)
    querySuffixMesh=cmds.textField("Suffix", text=True, q=True)
    selected_objects.reverse()
    selected_objects_short.reverse()
    totalObjects = len(selected_objects)
    for number, object in enumerate(selected_objects):
        #print 'Old Name:', object
        #print 'New Name:', selected_objects_short[number]+suffix
        cmds.rename(object, selected_objects_short[number]+querySuffixMesh)


[docs]def interaktivPlayback(*args):
    mel.eval('InteractivePlayback')


[docs]def outliner(*args):
    mel.eval('OutlinerWindow')


[docs]def skining(*args):
    mel.eval('SmoothBindSkinOptions')


[docs]def queryMesh(*args):
    selectBodyMesh=cmds.ls(selection=True)[0]
    addBodyMesh = cmds.textField('SMesh', edit=True, text=selectBodyMesh)






#/BUild/

[docs]def buildwitoutMesh(*args):

    if cmds.window("dynamo_locators", exists=True):
        cmds.deleteUI("dynamo_locators")

    if cmds.window("dupSpecialX", exists=True):
        cmds.deleteUI("dupSpecialX")

    if cmds.window("dupSpecialY", exists=True):
        cmds.deleteUI("dupSpecialY")

    if cmds.window("dupSpecialZ", exists=True):
        cmds.deleteUI("dupSpecialZ")


    #/joints herstellen/
    locatorListe=cmds.ls(selection=True)
    listLaenge=len(locatorListe)

    if listLaenge>4:
        firstLocator=locatorListe[0]
        queryFirstLocatorPos=cmds.xform(firstLocator,translation=True,q=True)
        createController=cmds.circle( nr=(0, 1, 0), c=(queryFirstLocatorPos),r=10,d=1,s=6,n="root_Controller")
        centerPivotController=cmds.xform(createController,cp=True)
        cmds.makeIdentity(createController,apply=True, t=1, r=1, s=1, n=0)
        jointList=[]
        for i in locatorListe:
            queryLocPos=cmds.xform(i,translation=True,q=True)
            cmds.select(clear=True)
            createJoint=cmds.joint(p=(queryLocPos))
            jointList.append(createJoint)
            cmds.select(clear=True)
        print jointList


        #parenting root_Joint to root_Controller
        mainController=createController
        #listJoint=cmds.ls(type="joint")
        firstJoint=jointList[0]
        pointConstraint=cmds.pointConstraint(mainController,firstJoint,mo=True)
        orientConstraint=cmds.orientConstraint(mainController,firstJoint,mo=True)
        cmds.select(clear=True)

        #/joints parenting/
        #jointListe = cmds.ls(type = "joint",v=True)
        for i, inhalt in enumerate(jointList):
            # Break Loop
            if i == 0:
                continue
            vorheriges = jointList[i-1]
            aktuelles = inhalt
            cmds.parent(aktuelles, vorheriges)
            cmds.select(clear=True)

        #/Query Start-End-Number/
        queryStartNumber=cmds.textField('startLoc', text=True, q=True)
        print queryStartNumber
        queryEndNumber=cmds.textField('endLoc', text=True, q=True)
        print queryEndNumber
        start=int(queryStartNumber)
        end=int(queryEndNumber)

        #/create Curve/
        #jointListe = cmds.ls(type = "joint",v=True)
        endJoint=len(jointList)
        jointListwitoutfirst=jointList[start:end]
        jnListlaenge=len(jointListwitoutfirst)
        if jnListlaenge>0:
            curve_degree = 3
            jointPos=[]
            for i in jointListwitoutfirst:
                queryJnPos=cmds.xform(i, ws=True,translation=True,query=True)
                jointPos.append(queryJnPos)
            #print jointPos
            cvCurve=cmds.curve(d=curve_degree,p=jointPos,ws=True,n="Curve1")
            epCurve=cmds.fitBspline( ch=1, tol=0.0,n="Original_Curve")
            cmds.rename("Original_Curve","DynamoOrgCurve")
            cmds.delete(cvCurve)


        #/make dynamic curve/
        mel.eval('makeCurvesDynamicHairs %d %d %d' % (True, False, True))


        #/iksplineHAndle/
        sel=cmds.ls(type="joint",v=True)
        startjoint=jointList[start]
        endeffector=jointList[end]
        #print startjoint, endeffector
        ikSplineHandle=cmds.ikHandle( n="dynamoIkHandle",sj=startjoint, ee=endeffector,solver='ikSplineSolver', p=2, c="curve1",tws="linear",pcv=True,ccv=False,snc=False)
        renameiKHandleCurve=cmds.rename("curve1","NewDynamoCurve")
        NewDyCurve=renameiKHandleCurve


        #/change follicle point lock/
        querypointLockOptionMenu=cmds.optionMenu("pointLockOptionMenu",q=True,value=True)[0]
        print querypointLockOptionMenu
        pointLock=int(querypointLockOptionMenu)
        follicleList=cmds.ls("follicle1")
        for o in follicleList:
            setPointLockBase=cmds.setAttr(o+".pointLock", pointLock)
        cmds.rename("follicle1","DynamoFollicle")

        #/hide/
        #cmds.hide( cmds.ls( type="joint" ) )

        #/renaming Joints/
        jointListe = cmds.ls(type = "joint",v=True)
        rootJoint=jointList[0]
        endJoint=jointList [0-1]
        #print endJoint
        endNewName="end_Joint"
        rootNewName="root_Joint"
        cmds.rename(rootJoint,rootNewName)
        cmds.rename(endJoint,endNewName)


        #/cleaning and parenting/
        cmds.parent("hairSystem1Follicles","root_Joint")
        cmds.hide("DynamoOrgCurve")
        cmds.select(clear=True)
        Data=cmds.group(NewDyCurve,ikSplineHandle,"hairSystem1","hairSystem1OutputCurves",w=True,n="Data")
        cmds.parent("effector1","end_Joint")
        cmds.select(clear=True)
        hideIkHandle=cmds.hide("dynamoIkHandle")
        cmds.select(clear=True)
        cmds.hide(cmds.ls(type="locator"))
        cmds.select(clear=True)



    else:
        cmds.warning("Select Locators")




[docs]def buildwithMesh(*args):

    if cmds.window("dynamo_locators", exists=True):
        cmds.deleteUI("dynamo_locators")

    if cmds.window("dupSpecialX", exists=True):
        cmds.deleteUI("dupSpecialX")

    if cmds.window("dupSpecialY", exists=True):
        cmds.deleteUI("dupSpecialY")

    if cmds.window("dupSpecialZ", exists=True):
        cmds.deleteUI("dupSpecialZ")


    #/joints herstellen/
    locatorListe=cmds.ls(selection=True)
    listLaenge=len(locatorListe)

    if listLaenge>4:
        firstLocator=locatorListe[0]
        queryFirstLocatorPos=cmds.xform(firstLocator,translation=True,q=True)
        createController=cmds.circle( nr=(0, 1, 0), c=(queryFirstLocatorPos),r=10,d=1,s=6,n="root_Controller")
        centerPivotController=cmds.xform(createController,cp=True)
        cmds.makeIdentity(createController,apply=True, t=1, r=1, s=1, n=0)
        jointList=[]
        for i in locatorListe:
            queryLocPos=cmds.xform(i,translation=True,q=True)
            cmds.select(clear=True)
            createJoint=cmds.joint(p=(queryLocPos))
            jointList.append(createJoint)
            cmds.select(clear=True)
        print jointList


        #parenting root_Joint to root_Controller
        mainController=createController
        #listJoint=cmds.ls(type="joint")
        firstJoint=jointList[0]
        pointConstraint=cmds.pointConstraint(mainController,firstJoint,mo=True)
        orientConstraint=cmds.orientConstraint(mainController,firstJoint,mo=True)
        cmds.select(clear=True)

        #/joints parenting/
        #jointListe = cmds.ls(type = "joint",v=True)
        for i, inhalt in enumerate(jointList):
            # Break Loop
            if i == 0:
                continue
            vorheriges = jointList[i-1]
            aktuelles = inhalt
            cmds.parent(aktuelles, vorheriges)
            cmds.select(clear=True)

        #/Query Start-End-Number/
        queryStartNumber=cmds.textField('startLoc', text=True, q=True)
        print queryStartNumber
        queryEndNumber=cmds.textField('endLoc', text=True, q=True)
        print queryEndNumber
        start=int(queryStartNumber)
        end=int(queryEndNumber)

        #/create Curve/
        #jointListe = cmds.ls(type = "joint",v=True)
        endJoint=len(jointList)
        jointListwitoutfirst=jointList[start:end]
        jnListlaenge=len(jointListwitoutfirst)
        if jnListlaenge>0:
            curve_degree = 3
            jointPos=[]
            for i in jointListwitoutfirst:
                queryJnPos=cmds.xform(i, ws=True,translation=True,query=True)
                jointPos.append(queryJnPos)
            #print jointPos
            cvCurve=cmds.curve(d=curve_degree,p=jointPos,ws=True,n="Curve1")
            epCurve=cmds.fitBspline( ch=1, tol=0.0,n="Original_Curve")
            cmds.rename("Original_Curve","DynamoOrgCurve")
            cmds.delete(cvCurve)


        #/make dynamic curve/
        mel.eval('makeCurvesDynamicHairs %d %d %d' % (True, False, True))


        #/iksplineHAndle/
        sel=cmds.ls(type="joint",v=True)
        startjoint=jointList[start]
        endeffector=jointList[end]
        #print startjoint, endeffector
        ikSplineHandle=cmds.ikHandle( n="dynamoIkHandle",sj=startjoint, ee=endeffector,solver='ikSplineSolver', p=2, c="curve1",tws="linear",pcv=True,ccv=False,snc=False)
        renameiKHandleCurve=cmds.rename("curve1","NewDynamoCurve")
        NewDyCurve=renameiKHandleCurve


        #/change follicle point lock/
        querypointLockOptionMenu=cmds.optionMenu("pointLockOptionMenu",q=True,value=True)[0]
        print querypointLockOptionMenu
        pointLock=int(querypointLockOptionMenu)
        follicleList=cmds.ls("follicle1")
        for o in follicleList:
            setPointLockBase=cmds.setAttr(o+".pointLock", pointLock)
        cmds.rename("follicle1","DynamoFollicle")

        #/hide/
        #cmds.hide( cmds.ls( type="joint" ) )

        #/skin/
        addBodyMesh = cmds.textField('SMesh', text=True, query=True)
        cmds.skinCluster( addBodyMesh, jointList[start:end],tsb=True,nw=3,mi=7,dr=10.0,ih=True )

        #/renaming Joints/
        jointListe = cmds.ls(type = "joint",v=True)
        rootJoint=jointList[0]
        endJoint=jointList [0-1]
        #print endJoint
        endNewName="end_Joint"
        rootNewName="root_Joint"
        cmds.rename(rootJoint,rootNewName)
        cmds.rename(endJoint,endNewName)






        count = 1
        #/cleaning and parenting/
        cmds.parent("hairSystem"+count+"Follicles","root_Joint")
        count +=1
        cmds.hide("DynamoOrgCurve")
        cmds.select(clear=True)
        Data=cmds.group(NewDyCurve,ikSplineHandle,"hairSystem1","hairSystem1OutputCurves",w=True,n="Data")
        cmds.parent("effector1","end_Joint")
        cmds.select(clear=True)
        hideIkHandle=cmds.hide("dynamoIkHandle")
        cmds.select(clear=True)
        cmds.hide(cmds.ls(type="locator"))
        cmds.select(clear=True)



    else:
        cmds.warning("Select Locators")
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  Source code for helga.general.directory_wizard.directory_wizard

"""
directory_wizard
==========================================

Simple but hopefully helpful module to automatically generate
folderstructures for assets, comps etc.
It uses PySide and is ment to run from Mayas, Nukes and Houdinis
Python interpreters.

-----------------------

.. rubric:: Usage

::
    
    from helga.general.directory_wizard import directory_wizard
    reload(directory_wizard)

    #run
    directory_wizard.run()

-----------------------
"""




#Add relative pathes
#------------------------------------------------------------------

#import
import sys
import os

#tool_root_path
tool_root_path = os.path.dirname(__file__)
sys.path.append(tool_root_path)

#media_path
media_path = os.path.join(os.path.dirname(__file__), 'media')
sys.path.append(media_path)

#icons_path
icons_path = os.path.join(media_path, 'icons')
sys.path.append(icons_path)




#Import
#------------------------------------------------------------------
#python
import functools
import logging
import subprocess
#PySide
from PySide import QtGui
from PySide import QtCore
from PySide import QtUiTools


#Import variable
do_reload = True

#directory_wizard_logging_handler
from lib import directory_wizard_logging_handler
if(do_reload):reload(directory_wizard_logging_handler)

#prop_directory
from lib import directory_creator
if(do_reload):reload(directory_creator)

#global_variables
from helga.general.setup.global_variables import global_variables
if(do_reload):reload(global_variables)

#global_functions
from helga.general.setup.global_functions import global_functions
if(do_reload):reload(global_functions)







#DirectoryWizard class
#------------------------------------------------------------------

class DirectoryWizard(QtGui.QWidget):
    
    #Constructor
    def __init__(self, 
                logging_level = logging.DEBUG, 
                parent = global_functions.get_main_window()):
        super(DirectoryWizard, self).__init__(parent)


        #instance variables
        #------------------------------------------------------------------
        self.title_name = self.__class__.__name__
        self.version = 0.1
        self.title = self.title_name +' ' + str(self.version)

        self.icon_path = os.path.join(icons_path, 'icon_directory_wizard.png')

        
        #logger
        #------------------------------------------------------------------
        #status_handler
        self.status_handler = directory_wizard_logging_handler.StatusStreamHandler(self)
        #logger
        self.logger = logging.getLogger(self.__class__.__name__)
        self.logging_level = logging_level
        self.logger.setLevel(self.logging_level)
        self.logger.addHandler(self.status_handler)



        #ui setup variables
        #------------------------------------------------------------------
        self.ui_file_extension = 'ui'
        self.ui_file_name = __name__.split('.')[-1] +'.' +self.ui_file_extension
        #ui_file_path
        self.ui_file_path = os.path.join(media_path, self.ui_file_name)
        #ui_file_widget
        self.ui_file_widget = self.create_widget_from_ui_file(self.ui_file_path)
        

        

        
        #Init procedure
        #------------------------------------------------------------------
        
        #set_ui_instance_variables
        self.set_ui_instance_variables()
        
        #connect_ui
        self.connect_ui()
        
        #Configure Instance and show
        self.configure_instance()

        #show
        self.show()
        
        
        
        
    
    
    
    #UI setup methods
    #------------------------------------------------------------------
    #------------------------------------------------------------------
    
    #create_widget_from_ui_file
    def create_widget_from_ui_file(self, ui_file_path):
        #Create widget from ui file
        loader_instance = QtUiTools.QUiLoader()
        #file to load in as unicode obj
        ui_file = QtCore.QFile(ui_file_path)
        ui_file.open(QtCore.QFile.ReadOnly)
        #Create Widget
        ui_file_widget = loader_instance.load(ui_file, self)
        #close ui_File
        ui_file.close()

        return ui_file_widget
    
    
    
    
    #set_ui_instance_variables
    def set_ui_instance_variables(self):
        
        #wdgt_header_icon
        self.wdgt_header_icon = self.ui_file_widget.findChild(QtGui.QWidget, 'wdgt_header_icon')

        #lbl_header_text
        self.lbl_header_text = self.ui_file_widget.findChild(QtGui.QLabel, 'lbl_header_text')

        #le_root_directory
        self.le_root_directory = self.ui_file_widget.findChild(QtGui.QLineEdit, 'le_root_directory')
        #le_asset_name
        self.le_asset_name = self.ui_file_widget.findChild(QtGui.QLineEdit, 'le_asset_name')
        #le_status
        self.le_status = self.ui_file_widget.findChild(QtGui.QLineEdit, 'le_status')
        
        #btn_set_root_directory
        self.btn_set_root_directory = self.ui_file_widget.findChild(QtGui.QPushButton, 'btn_set_root_directory')
        
        #btn_create_character_directories
        self.btn_create_character_directories = self.ui_file_widget.findChild(QtGui.QPushButton, 'btn_create_character_directories')
        #btn_create_prop_directories
        self.btn_create_prop_directories = self.ui_file_widget.findChild(QtGui.QPushButton, 'btn_create_prop_directories')
        #btn_create_shot_directories
        self.btn_create_shot_directories = self.ui_file_widget.findChild(QtGui.QPushButton, 'btn_create_shot_directories')
        #btn_create_comp_directories
        self.btn_create_comp_directories = self.ui_file_widget.findChild(QtGui.QPushButton, 'btn_create_comp_directories')
        #btn_create_photoscan_directories
        self.btn_create_photoscan_directories = self.ui_file_widget.findChild(QtGui.QPushButton, 'btn_create_photoscan_directories')

        #btn_reveal_in_explorer
        self.btn_reveal_in_explorer = self.ui_file_widget.findChild(QtGui.QPushButton, 'btn_reveal_in_explorer')
        
    
    
    
    
    #connect_ui
    def connect_ui(self):
        
        #btn_set_root_directory
        self.btn_set_root_directory.clicked.connect(functools.partial(self.set_root_directory))
        
        #btn_create_character_directories
        self.btn_create_character_directories.clicked.connect(functools.partial(self.create_directories, 'character'))
        #btn_create_prop_directories
        self.btn_create_prop_directories.clicked.connect(functools.partial(self.create_directories, 'prop'))
        #btn_create_shot_directories
        self.btn_create_shot_directories.clicked.connect(functools.partial(self.create_directories, 'shot'))
        #btn_create_comp_directories
        self.btn_create_comp_directories.clicked.connect(functools.partial(self.create_directories, 'comp'))
        #btn_create_photoscan_directories
        self.btn_create_photoscan_directories.clicked.connect(functools.partial(self.create_directories, 'photoscan'))

        #btn_reveal_in_explorer
        self.btn_reveal_in_explorer.clicked.connect(functools.partial(self.reveal_in_explorer))
        
        
    
    
    
    
    #configure_instance
    def configure_instance(self):
        
        #Embed created ui file in Layout
        lyt = QtGui.QVBoxLayout()
        lyt.addWidget(self.ui_file_widget)
        self.setLayout(lyt)
        
        #Configure instance size Policies
        self.setSizePolicy(QtGui.QSizePolicy(QtGui.QSizePolicy.Expanding, QtGui.QSizePolicy.Expanding))

        #set self size
        self.resize(self.ui_file_widget.width(), self.ui_file_widget.height())

        #make sure its floating intead of embedded
        self.setWindowFlags(QtCore.Qt.Window)

        #set title
        self.setWindowTitle(self.title)

        #set icon
        #window_icon = QtGui.QIcon(self.icon_path)
        #self.setWindowIcon(window_icon)

        #set header icon
        self.wdgt_header_icon.setStyleSheet("border-image: url({0});".format(self.icon_path.replace('\\', '/')))

        #set header label
        self.lbl_header_text.setText(self.title)



        #Button tooltips
        #------------------------------------------------------------------
        
        #btn_create_character_directories
        self.btn_create_character_directories.setToolTip(directory_creator.CharacterDirectoryCreator('character', '').get_directories_string())
        #btn_create_prop_directories
        self.btn_create_prop_directories.setToolTip(directory_creator.PropDirectoryCreator('prop', '').get_directories_string())
        #btn_create_shot_directories
        self.btn_create_shot_directories.setToolTip(directory_creator.ShotDirectoryCreator('shot', '').get_directories_string())
        #btn_create_comp_directories
        self.btn_create_comp_directories.setToolTip(directory_creator.CompDirectoryCreator('comp', '').get_directories_string())
        #btn_create_photoscan_directories
        self.btn_create_photoscan_directories.setToolTip(directory_creator.PhotoscanDirectoryCreator('photoscan', '').get_directories_string())
        

        
        
        



    #Methods
    #------------------------------------------------------------------
    #------------------------------------------------------------------

    #create_directories
    def create_directories(self, directory_type = None):
        """
            Create Prop directories.
        """

        #directory_type is None
        if (directory_type is None):
            
            #log
            self.logger.debug('directory_type is None. Not creating directories, returning None')
            return None


        #asset_name
        asset_name = self.get_asset_name()

        #root_directory
        root_directory = self.get_root_directory()

        
        #check directory and asset
        if(self.check_directory_and_asset_names(asset_name, root_directory)):
            
            
            #creator_instance
            #------------------------------------------------------------------

            #creator_instance
            creator_instance = None

            #character
            if(directory_type == 'character'):
                #creator_instance
                creator_instance = directory_creator.CharacterDirectoryCreator(asset_name, root_directory)

            #prop
            elif(directory_type == 'prop'):
                #creator_instance
                creator_instance = directory_creator.PropDirectoryCreator(asset_name, root_directory)

            #shot
            elif(directory_type == 'shot'):
                #creator_instance
                creator_instance = directory_creator.ShotDirectoryCreator(asset_name, root_directory)

            #comp
            elif(directory_type == 'comp'):
                #creator_instance
                creator_instance = directory_creator.CompDirectoryCreator(asset_name, root_directory)

            #photoscan
            elif(directory_type == 'photoscan'):
                #creator_instance
                creator_instance = directory_creator.PhotoscanDirectoryCreator(asset_name, root_directory)


           




            #create directories
            #------------------------------------------------------------------
            
            #creator_instance is None
            if (creator_instance is None):

                #log
                self.logger.debug('creator_instance is None. Not creating directories, returning None')
                return None


            #asset_directory
            asset_directory = os.path.join(root_directory, asset_name)

            #create_directories
            try:

                #create_directories
                creator_instance.create_directories()

                #log
                self.logger.debug('Successfully created {0} directories in {1}'.format(creator_instance.get_directory_type(), 
                                                                                        asset_directory))

            except:

                #log
                self.logger.debug('Error creating directories for: {0}'.format())
            


    #reveal_in_explorer
    def reveal_in_explorer(self):
        """
            Reveal current root_directory asset_name combination in explorer if
            the directory exists.
        """

        #asset_name
        asset_name = self.get_asset_name()

        #root_directory
        root_directory = self.get_root_directory()

        
        #check directory and asset
        if(self.check_directory_and_asset_names(asset_name, root_directory, False)):

            #open folder
            subprocess.Popen(r'explorer /select,"{0}"'.format(os.path.join(root_directory, asset_name)))
            




    #Check Methods
    #------------------------------------------------------------------
    #------------------------------------------------------------------

    #check_directory_and_asset_names
    def check_directory_and_asset_names(self, asset_name, root_directory, asset_directory_exists_is_false = True):
        """
            Test suite for asset_name and root_directory
        """

        #asset_directory
        asset_directory = os.path.join(root_directory, asset_name)

        #asset_name empty
        if not(asset_name):
            #log
            self.logger.debug('Asset name empty. Not creating directories, returning False')
            return False

        #root_directory empty
        if not(root_directory):
            #log
            self.logger.debug('Root directory empty. Not creating directories, returning False')
            return False

        #root_directory doesnt exist
        if not(os.path.isdir(root_directory)):
            #log
            self.logger.debug('Root directory {0} does not exist. Not creating directories, returning False'.format(root_directory))
            return False

        
        #asset_directory_exists_is_false
        if(asset_directory_exists_is_false):
            #asset_directory exists
            if (os.path.isdir(asset_directory)):
                #log
                self.logger.debug('Asset directory {0} already exists. Not creating directories, returning False'.format(asset_directory))
                return False

        #asset_directory_exists_is_false = False
        if not (asset_directory_exists_is_false):
            #asset_directory exists
            if not (os.path.isdir(asset_directory)):
                #log
                self.logger.debug('Asset directory {0} does not exist. Returning False'.format(asset_directory))
                return False


        #checks successful
        return True



    
    
    
    #Getter & Setter
    #------------------------------------------------------------------
    #------------------------------------------------------------------
        
    #get_root_directory
    def get_root_directory(self):
        """
            Return content of le_root_directory
        """

        return str(self.le_root_directory.text())


    #set_root_directory
    def set_root_directory(self):
        """
            Set content of le_root_directory
        """

        #new_directory
        new_directory = QtGui.QFileDialog.getExistingDirectory()
        
        #if new_directory set it
        if(new_directory):
            #set text
            self.le_root_directory.setText(new_directory)

            #log
            self.logger.debug('Set root dir. to: {0}'.format(new_directory))

        #else
        else:
            #set text
            self.le_root_directory.setText('')
            #log
            self.logger.debug('Selected directory empty. New directory not set.')


    #get_asset_name
    def get_asset_name(self):
        """
            Return content of le_asset_name
        """

        return str(self.le_asset_name.text())


    #set_status
    def set_status(self, new_value):
        """
            Set le_status text
        """

        #clear
        self.le_status.clear()
        #set text
        self.le_status.setText(new_value)

    
    #get_status
    def get_status(self):
        """
            Return content of le_status
        """

        return str(self.le_status.text())



#Run
#------------------------------------------------------------------

def run():
    """
[docs]        Standardized run() method
    """

    #directory_wizard_instance
    directory_wizard_instance = DirectoryWizard()






#Test
#------------------------------------------------------------------

if (__name__ == '__main__'):


    #run
    run()
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  Source code for helga.general.directory_wizard.lib.directory_creator

"""
directory_creator
==========================================

Module to create directories.

-----------------------
"""







#Import
#------------------------------------------------------------------
#python
import sys
import os
import functools
import logging
#PySide
from PySide import QtGui
from PySide import QtCore
from PySide import QtUiTools


#Import variable
do_reload = True

#global_variables
from helga.general.setup.global_variables import global_variables
if(do_reload):reload(global_variables)

#global_functions
from helga.general.setup.global_functions import global_functions
if(do_reload):reload(global_functions)











#Globals
#------------------------------------------------------------------

CHARACTER_DIRECTORY_LIST = ['model', ['export'], 'rig', ['last_published'], 'sculpt', ['export'], 'textures', 'temp']
"""Helga character directory structure"""

PROP_DIRECTORY_LIST = ['model', ['export'], 'photoscan', ['masks', 'out', 'photos', 'nuke'], 'rig', ['last_published'], 'sculpt', ['export'], 'textures', 'temp']
"""Helga prop directory structure"""

SHOT_DIRECTORY_LIST = ['animation', 'lighting', 'fx', ['cloth']]
"""Helga shot directory structure"""

COMP_DIRECTORY_LIST = ['2d_render', '3d_render', 'nuke', 'ae', 'mattepainting', 'footage', 'temp']
"""Helga comp directory structure"""

PHOTOSCAN_DIRECTORY_LIST = ['photos', 'masks', 'nuke', 'photoscan', ['out'], 'temp']
"""Helga photoscan directory structure"""















#DirectoryCreator class
#------------------------------------------------------------------

class DirectoryCreator(object):
    
    #Constructor
    def __init__(self,
[docs]                asset_name, 
                root_directory,
                logging_level = logging.DEBUG):
        
        #super class init
        super(DirectoryCreator, self).__init__()

        #asset_name
        self.asset_name = asset_name
        #root_directory
        self.root_directory = root_directory
        #asset_directory
        self.asset_directory = os.path.join(self.root_directory, 
                                            self.asset_name)
        #directory_list
        self.directory_list = []
        #directory_type
        self.directory_type = 'base'

        
        #logger
        #------------------------------------------------------------------
        self.logger = logging.getLogger(self.__class__.__name__)
        self.logging_level = logging_level
        self.logger.setLevel(self.logging_level)
        

    

    #Create Methods
    #------------------------------------------------------------------
    #------------------------------------------------------------------
    
    #create_directories
    def create_directories(self, name_list = None, parent_directory = None):
        """
            Recurse self.directory_list and create directories.
        """
[docs]
        #name_list None
        if (name_list is None):
            name_list = self.directory_list

        #parent_directory None
        if (parent_directory is None):
            parent_directory = self.asset_directory




        #create parent_directory if non existant
        if not(os.path.isdir(parent_directory)):
            
            #create directory
            os.makedirs(parent_directory)

        #iterate name_list
        for index, name_entry in enumerate(name_list):

            #if directory_entry is string
            if(isinstance(name_entry, str)):

                #target_directory
                target_directory = os.path.join(parent_directory, name_entry)

                #create directory
                os.makedirs(target_directory)

                #log
                self.logger.debug(target_directory)
        
            #if directory_entry is list recurse
            elif(isinstance(name_entry, list)):

                #new_parent_directory
                new_parent_directory = os.path.join(parent_directory, name_list[index-1])

                #create_directories
                self.create_directories(name_entry, new_parent_directory)






    #Getter & Setter
    #------------------------------------------------------------------
    #------------------------------------------------------------------

    #get_asset_directory
    def get_asset_directory(self):
        """
            Return self.asset_directory
        """

[docs]
        return self.asset_directory


    #get_directory_type
    def get_directory_type(self):
        """
            Return self.directory_type
        """

[docs]
        return self.directory_type


    #get_directories_string
    def get_directories_string(self, name_list = None, tabs = ''):
        """
            Return string representation of directory_list
        """

[docs]
        #name_list None
        if (name_list is None):
            name_list = [self.asset_name, self.directory_list]


        #directories_string
        directories_string = ''

        
        #iterate name_list
        for index, name_entry in enumerate(name_list):

            #if directory_entry is string
            if(isinstance(name_entry, str)):
                
                #name_entry_string
                if(tabs):
                    name_entry_string = '\n' +tabs +'/' + name_entry
                else:
                    #first entry
                    if(name_entry == self.asset_name):
                        
                        #name_entry_header
                        name_entry_header = '-----------------------------------------------'
                        name_entry_header += '\nDirectories: {0}'.format(self.get_directory_type())
                        name_entry_header += '\n-----------------------------------------------\n\n'
                        
                        #name_entry_string
                        name_entry_string = name_entry_header +'/' + name_entry
                    
                
                #add
                directories_string += name_entry_string
        
            #if directory_entry is list recurse
            elif(isinstance(name_entry, list)):

                #get_directories_string
                directories_string += self.get_directories_string(name_entry, tabs + '    ')


        return directories_string




#CharacterDirectoryCreator class
#------------------------------------------------------------------

class CharacterDirectoryCreator(DirectoryCreator):
    
    #Constructor
    def __init__(self,


[docs]                asset_name,
                root_directory,
                logging_level = logging.DEBUG):
        
        #super class init
        super(CharacterDirectoryCreator, self).__init__(asset_name, root_directory)


        #directory_list
        #------------------------------------------------------------------
        self.directory_list = CHARACTER_DIRECTORY_LIST
        self.directory_type = 'character'


        #logger
        #------------------------------------------------------------------
        self.logger = logging.getLogger(self.__class__.__name__)
        self.logging_level = logging_level
        self.logger.setLevel(self.logging_level)




#PropDirectoryCreator class
#------------------------------------------------------------------

class PropDirectoryCreator(DirectoryCreator):
    
    #Constructor
    def __init__(self,

[docs]                asset_name,
                root_directory,
                logging_level = logging.DEBUG):
        
        #super class init
        super(PropDirectoryCreator, self).__init__(asset_name, root_directory)


        #directory_list
        #------------------------------------------------------------------
        self.directory_list = PROP_DIRECTORY_LIST
        self.directory_type = 'prop'


        #logger
        #------------------------------------------------------------------
        self.logger = logging.getLogger(self.__class__.__name__)
        self.logging_level = logging_level
        self.logger.setLevel(self.logging_level)



#ShotDirectoryCreator class
#------------------------------------------------------------------

class ShotDirectoryCreator(DirectoryCreator):
    
    #Constructor
    def __init__(self,

[docs]                asset_name,
                root_directory,
                logging_level = logging.DEBUG):
        
        #super class init
        super(ShotDirectoryCreator, self).__init__(asset_name, root_directory)


        #directory_list
        #------------------------------------------------------------------
        self.directory_list = SHOT_DIRECTORY_LIST
        self.directory_type = 'shot'


        #logger
        #------------------------------------------------------------------
        self.logger = logging.getLogger(self.__class__.__name__)
        self.logging_level = logging_level
        self.logger.setLevel(self.logging_level)



#CompDirectoryCreator class
#------------------------------------------------------------------

class CompDirectoryCreator(DirectoryCreator):
    
    #Constructor
    def __init__(self,

[docs]                asset_name,
                root_directory,
                logging_level = logging.DEBUG):
        
        #super class init
        super(CompDirectoryCreator, self).__init__(asset_name, root_directory)


        #directory_list
        #------------------------------------------------------------------
        self.directory_list = COMP_DIRECTORY_LIST
        self.directory_type = 'comp'


        #logger
        #------------------------------------------------------------------
        self.logger = logging.getLogger(self.__class__.__name__)
        self.logging_level = logging_level
        self.logger.setLevel(self.logging_level)
    


#PhotoscanDirectoryCreator class
#------------------------------------------------------------------

class PhotoscanDirectoryCreator(DirectoryCreator):
    
    #Constructor
    def __init__(self,

[docs]                asset_name,
                root_directory,
                logging_level = logging.DEBUG):
        
        #super class init
        super(PhotoscanDirectoryCreator, self).__init__(asset_name, root_directory)


        #directory_list
        #------------------------------------------------------------------
        self.directory_list = PHOTOSCAN_DIRECTORY_LIST
        self.directory_type = 'photoscan'


        #logger
        #------------------------------------------------------------------
        self.logger = logging.getLogger(self.__class__.__name__)
        self.logging_level = logging_level
        self.logger.setLevel(self.logging_level)    
    
    
    






#Test
#------------------------------------------------------------------

if (__name__ == '__main__'):

    
    #test_root_dir

    test_root_dir = 'c:/symlinks/temp/directory_creator_test'
    #test_prop_asset_name
    test_prop_asset_name = 'table'
    #test_photoscan_asset_name
    test_photoscan_asset_name = 'stairs_horizontal'

    '''
    #divider
    global_functions.divider()

    #prop_directory_creator
    prop_directory_creator = PropDirectoryCreator(test_prop_asset_name, test_root_dir)
    prop_directory_creator.create_directories()
    print('Asset directory: {0}'.format(prop_directory_creator.get_asset_directory()))
    
    '''

    #divider
    global_functions.divider()

    #photoscan_directory_creator
    photoscan_directory_creator = PropDirectoryCreator(test_photoscan_asset_name, test_root_dir)
    print('Asset directory: {0}'.format(photoscan_directory_creator.get_asset_directory()))
    #print directories string
    print(photoscan_directory_creator.get_directories_string())
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  Source code for helga.maya.arash.clean_save.clean_save

"""
clean_save
==========================================

Tool to support our naming convention by checking and convenience saving
functionality.

-----------------------

Usage
-----

::
    
    from helga.maya.arash.clean_save import clean_save
    reload(clean_save)

    #run
    clean_save.run()

**Author:** `Arash Hosseini <mailto:s.arashhosseini@gmail.com>`_

-----------------------
"""

#clean_save by arash hosseini

import maya.cmds as cmds
import os
import time
import getpass

Version= '0.6'
#zu_eigene_pfad_wechseln!!!

projects_scene_dir = "Y:/Production/3d/"



class cleanSave_UI:
[docs]
    #mainwindow
    def __init__(self, windowsWidth=360,windowsHeight=400 ):

        welcome_massage=cmds.warning("Welcome, your Main Path is: "+projects_scene_dir)

        self.query_username = getpass.getuser()
        self.allUIs={}
        self.deletewindow()
        self.windowsWidth=windowsWidth
        self.windowsHeight=windowsHeight

        #window
        self.allUIs ["clean_save"]=cmds.window('clean_save', title='clean save  v '+str(Version)+' - UI ', widthHeight=(self.windowsWidth,self.windowsHeight),sizeable=False,menuBar=True, minimizeButton=True, maximizeButton=False)

        cmds.menu(label="Debug", tearOff = True)
        cmds.menuItem(label = "Debug", command=self.debug)
        cmds.setParent('..', menu=True)


        # Vars
        self.fileName = ""


        #call_mainUI//call_listFiles
        self.mainUI()
        self.login_file()

    def login_file(self, *args):
[docs]        now = time.localtime(time.time())
        current_time = time.strftime("  %y/%m/%d %H:%M", now)
        file = open("Y:/Production/rnd/ahosseini/helga_clean_save_login_file/helga_clean_save_login_file.txt", "a")
        file.write("open: "+current_time+" by "+self.query_username+"\n")
        file.close()



    def mainUI(self,windowsWidth=355,windowsHeight=400):

[docs]
        self.windowsWidth=windowsWidth
        self.windowsHeight=windowsHeight

        #mainLayout__rowColumn
        self.allUIs["rowColumn_mainLayout"] = cmds.columnLayout( 'mainLayout',columnAttach=('both', 0), rowSpacing=1,adjustableColumn=True,w=(self.windowsWidth),h=(self.windowsHeight))


        #text info line
        self.allUIs["name_info_text"]=cmds.text(label="Character Name", align='left')
        self.allUIs["name_text_field"]=cmds.textField('nameField',bgc=(0.7,0.6,0.6),cc=(self.nameField))
        self.allUIs["department_info_text"]=cmds.text(label="Department", align='left')
        self.allUIs["department_option_box"]=cmds.optionMenu('depField',cc=(self.depField))

        self.allUIs["option_box_sculpt"]=cmds.menuItem( label='0. Off' )
        self.allUIs["option_box_sculpt"]=cmds.menuItem( label='1. Sculpt' )
        self.allUIs["option_box_sculpt"]=cmds.menuItem( label='2. Shading' )
        self.allUIs["option_box_sculpt"]=cmds.menuItem( label='3. Rigging' )
        self.allUIs["option_box_sculpt"]=cmds.menuItem( label='4. Animation' )

        self.allUIs["faktor_info_text"]=cmds.text(label="Faktor", align='left')
        self.allUIs["faktor_text_field"]=cmds.textField("faktorField",bgc=(0.6,0.6,0.7), cc=(self.faktorField))
        self.allUIs["version_info_text"]=cmds.text(label="Version", align='left')
        self.allUIs["version_text_field"]=cmds.textField("versionField",bgc=(0.7,0.7,0.6), cc=(self.versionField))
        self.allUIs["artist_info_text"]=cmds.text(label="Artist", align='left')
        self.allUIs["artist_text_field"]=cmds.textField("artistField",bgc=(0.6,0.7,0.7), cc=(self.artistField))

        #space
        self.allUIs["space"]=cmds.separator(h=10, vis=True)

        #result_layout
        self.allUIs["rowColumn_result_mainLayout"] = cmds.rowColumnLayout( 'rowColumn_result_mainLayout',numberOfColumns=5,columnWidth=[(1,70),(2,70),(3,70),(4,70),(5,70)])

        #result_text_lines
        self.allUIs["text_name_result"]=cmds.text('resultName',label="",bgc=(0.7,0.6,0.6),h=20)
        self.allUIs["text_department_result"]=cmds.text('resultDepartment',label="",bgc=(0.6,0.7,0.6),h=20)
        self.allUIs["text_faktor_result"]=cmds.text('resultFaktor',label="",bgc=(0.6,0.6,0.7),h=20)
        self.allUIs["text_version_result"]=cmds.text('resultVersion',label="",bgc=(0.7,0.7,0.6),h=20)
        self.allUIs["text_artist_result"]=cmds.text('resultArtist',label="",bgc=(0.6,0.7,0.7),h=20)


        #subLayout__Column
        self.allUIs["column_sub_mainLayout"] = cmds.columnLayout( 'column_sub_mainLayout',columnAttach=('both', 0), rowSpacing=2,adjustableColumn=True,w=(self.windowsWidth),h=(self.windowsHeight))

        #space
        self.allUIs["spaces"]=cmds.separator(h=5, vis=True, st='none')

        #save_button
        self.allUIs["save_button"] = cmds.button('save',label="Save", h=50,w=300,bgc=(0.6,0.3,0.3), command=self.saveScene)

        #Saved_file
        self.allUIs["saved_file_text"]=cmds.text(label="last Saved File", align='left')
        self.allUIs["saved_file"]=cmds.text('savedFile', label="",bgc=(0.4,0.4,0.4),h=20 )


        #Folder_item
        self.allUIs["saved_path_text"]=cmds.text(label="saved Path", align ='left')

        self.allUIs["saved_path"]=cmds.text('savedPath', label="",bgc=(0.4,0.4,0.4),h=20 )

        #upversion button
        self.allUIs["ipversion_button"] = cmds.button('upversion', label="Upversion", h=35, w=300, bgc=(0.6,0.3,0.3),command=self.sceneCheck)
        #show_window
        cmds.showWindow(self.allUIs ["clean_save"])



    def deletewindow(self,*args):

[docs]        if cmds.window('clean_save', query=True, exists=True):
            cmds.deleteUI('clean_save', window=True)
        if cmds.window("saveQuestion", exists=True):
            cmds.deleteUI("saveQuestion")
        if cmds.window("Debug", exists=True):
            cmds.deleteUI("Debug")


    def nameField(self, *args):

[docs]
        #query_color_value
        queryColorDepartmentField = cmds.text('resultDepartment', bgc=True,q = True)
        queryColorFaktorField = cmds.text('resultFaktor', bgc=True,q = True)
        queryColorVersionField = cmds.text('resultVersion', bgc=True,q = True)
        queryColorArtistField = cmds.text('resultArtist', bgc=True,q = True)

        queryNameField=cmds.textField('nameField', text=True, q=True)
        len_queryNameField=len(queryNameField)

        if len_queryNameField==0:
            cmds.warning("No Character Name selected")
            self.wrongChangeSaveColor()
            self.wrongChangeNameColor()
        else:
            lowerQueryNameField=queryNameField.lower()
            cleanNameField = cmds.text('resultName', e = True)
            for name in queryNameField:
                cmds.text('resultName', e = True, label=lowerQueryNameField)
                self.changeNameColor()

            if queryColorFaktorField[0]<0.4:
                if queryColorDepartmentField[0]<0.4:
                    if queryColorVersionField[0]<0.4:
                        if queryColorArtistField[0]<0.4:
                            self.changeColors()


    def depField(self, *args):

[docs]        cmds.select(clear=True)
        #query_color_value
        queryColorNameField = cmds.text('resultName', bgc=True,q = True)
        queryColorFaktorField = cmds.text('resultFaktor', bgc=True,q = True)
        queryColorVersionField = cmds.text('resultVersion', bgc=True,q = True)
        queryColorArtistField = cmds.text('resultArtist', bgc=True,q = True)

        cleanDepField = cmds.text('resultDepartment', e = True)
        queryDepField=cmds.optionMenu('depField',q=True,value=True)[0]

        if queryDepField=="0":
            for Dep in queryDepField:
                cmds.text('resultDepartment', e=True, label="")
                self.changeDepartmentColor()
        if queryDepField=="1":
            for Dep in queryDepField:
                cmds.text('resultDepartment', e = True, label="sculpt")
                self.changeDepartmentColor()
        if queryDepField=="2":
            for Dep in queryDepField:
                cmds.text('resultDepartment', e = True, label="shader")
                self.changeDepartmentColor()
        if queryDepField=="3":
            for Dep in queryDepField:
                cmds.text('resultDepartment', e = True, label="rig")
                self.changeDepartmentColor()
        if queryDepField=="4":
            for Dep in queryDepField:
                cmds.text('resultDepartment', e = True, label="animation")
                self.changeDepartmentColor()

        if queryColorNameField[0]<0.4:
            if queryColorFaktorField[0]<0.4:
                if queryColorVersionField[0]<0.4:
                    if queryColorArtistField[0]<0.4:
                        self.changeColors()


    def faktorField(self, *args):

[docs]        #query_color_value
        queryColorNameField = cmds.text('resultName', bgc=True,q = True)
        queryColorDepartmentField = cmds.text('resultDepartment', bgc=True,q = True)
        queryColorVersionField = cmds.text('resultVersion', bgc=True,q = True)
        queryColorArtistField = cmds.text('resultArtist', bgc=True,q = True)

        queryFaktorField=cmds.textField('faktorField', text=True, q=True)
        len_queryFaktorField=len(queryFaktorField)
        if len_queryFaktorField==0:
            cmds.warning("No Faktor selected or more as One selected")
            self.wrongChangeSaveColor()
            self.wrongChangeFaktorColor()

        else:
            lowerQueryFaktorField=queryFaktorField.lower()
            cleanFaktorField = cmds.text('resultFaktor', e = True)

            result_list=["a","b","c","d","e","f","g",
                         "h","j","i","k","l","m","n",
                         "o","p","q","r","s","t",
                         "u","v","w","x","y","z"]

            if queryColorNameField[0]<0.4:
                if queryColorDepartmentField[0]<0.4:
                    if queryColorVersionField[0]<0.4:
                        if queryColorArtistField[0]<0.4:
                            self.changeColors()

            if lowerQueryFaktorField in result_list:
                for faktor in queryFaktorField:
                    cmds.text('resultFaktor', e = True, label=lowerQueryFaktorField)
                    self.changeFaktorColor()
                    cmds.select(clear=True)
            else:
                cmds.warning("only string or more as One string selected")
                self.wrongChangeSaveColor()
                self.wrongChangeFaktorColor()




    def versionField(self, *args):

[docs]
        #query_color_value
        queryColorNameField = cmds.text('resultName', bgc=True,q = True)
        queryColorDepartmentField = cmds.text('resultDepartment', bgc=True,q = True)
        queryColorFaktorField = cmds.text('resultFaktor', bgc=True,q = True)
        queryColorArtistField = cmds.text('resultArtist', bgc=True,q = True)


        queryVersionField=cmds.textField('versionField', text=True, q=True)

        query_version_prefix=cmds.textField('versionField', text=True, q=True)
        query_version_member_a=cmds.textField('versionField', text=True, q=True)
        query_version_member_b=cmds.textField('versionField', text=True, q=True)
        query_version_member_c=cmds.textField('versionField', text=True, q=True)
        query_version_member_d=cmds.textField('versionField', text=True, q=True)

        cleanVersionField = cmds.text('resultVersion', e = True)

        resultNumberList=["0","1","2","3","4","5","6","7","8","9"]
        resultversionList=["v"]

        len_queryVersionField=len(queryVersionField)

        if queryColorNameField[0]<0.4:
            if queryColorDepartmentField[0]<0.4:
                if queryColorFaktorField[0]<0.4:
                    if queryColorArtistField[0]<0.4:
                        self.changeColors()
                        cmds.select(clear=True)

        if len_queryVersionField==4:
            if query_version_member_a[0] in resultNumberList:
                if query_version_member_b[1] in resultNumberList:
                    if query_version_member_c[2] in resultNumberList:
                        if query_version_member_d[3] in resultNumberList:
                            for version in queryVersionField:
                                cmds.text('resultVersion', e = True, label=queryVersionField)
                                self.changeVersionColor()
                                cmds.select(clear=True)

                        else:
                            cmds.warning("after v only int, example:v0005")
                            self.wrongChangeSaveColor()
                            self.wrongChangeVersionColor()

                    else:
                        cmds.warning("after v only int, example:v0003")
                        self.wrongChangeSaveColor()
                        self.wrongChangeVersionColor()

                else:
                    cmds.warning("after v only int, example:v0002")
                    self.wrongChangeSaveColor()
                    self.wrongChangeVersionColor()

            else:
                cmds.warning("after v only int, example:v0004")
                self.wrongChangeSaveColor()
                self.wrongChangeVersionColor()

        else:
            cmds.warning("only 4 Members , example:0001")
            self.wrongChangeSaveColor()
            self.wrongChangeVersionColor()


    def artistField(self, *args):

[docs]        queryTextArtistField=cmds.textField('artistField', text=True, q=True)
        cleanArtistField = cmds.text('resultArtist', e = True)

        #query_color_value
        queryColorNameField = cmds.text('resultName', bgc=True,q = True)
        queryColorDepartmentField = cmds.text('resultDepartment', bgc=True,q = True)
        queryColorFaktorField = cmds.text('resultFaktor', bgc=True,q = True)
        queryColorVersionField = cmds.text('resultVersion', bgc=True,q = True)

        len_queryArtistField=len(queryTextArtistField)
        lowerqueryTextArtistField = queryTextArtistField.lower()
        if len_queryArtistField==2:
            for artist in queryTextArtistField:
                cmds.text('resultArtist', e = True, label=lowerqueryTextArtistField)
                self.changeArtistColor()
                if queryColorNameField[0]<0.4:
                    if queryColorDepartmentField[0]<0.4:
                        if queryColorFaktorField[0]<0.4:
                            if queryColorVersionField[0]<0.4:
                                self.changeColors()
                                cmds.select(clear=True)
        else:
            cmds.warning("only the first member of your nick and surname, example: Max Muster= mm")
            self.wrongChangeSaveColor()
            self.wrongChangeArtistColor()



    def upversion(self, *args):

        querySceneName=cmds.file(sceneName=True, q=True)



    def changeColors(self, *args):
[docs]        changeColor=cmds.button('save', e=True,bgc=(0.3,0.7,0.3))

    def changeNameColor(self, *args):

[docs]        changeNamecolor=cmds.text('resultName', e = True, bgc=(0.3,0.6,0.3))

    def changeDepartmentColor(self, *args):

[docs]        changeNamecolor=cmds.text('resultDepartment', e = True, bgc=(0.3,0.6,0.3))

    def changeFaktorColor(self, *args):

[docs]        changeFaktorColor=cmds.text('resultFaktor', e = True, bgc=(0.3,0.6,0.3))

    def changeVersionColor(self, *args):

[docs]        changeVersionColor=cmds.text('resultVersion', e = True, bgc=(0.3,0.6,0.3))

    def changeArtistColor(self, *args):

[docs]        changeArtistColor=cmds.text('resultArtist', e = True, bgc=(0.3,0.6,0.3))

    def wrongChangeVersionColor(self, *args):

[docs]        wrongChangeVersionColor=cmds.text('resultVersion', e = True, bgc=(0.6,0.3,0.3))


    def wrongChangeArtistColor(self, *args):

[docs]        wrongChangeVersionColor=cmds.text('resultArtist', e = True, bgc=(0.6,0.3,0.3))


    def wrongChangeFaktorColor(self, *args):

[docs]        wrongChangeFaktorColor=cmds.text('resultFaktor', e = True, bgc=(0.6,0.3,0.3))


    def wrongChangeNameColor(self, *args):

[docs]        wrongChangeNameColor=cmds.text('resultName', e = True, bgc=(0.6,0.3,0.3))

    def wrongChangeDepartmentColor(self, *args):

[docs]        wrongChangeDepartmentColor=cmds.text('resultDepartment', e = True, bgc=(0.6,0.3,0.3))

    def wrongChangeSaveColor(self, *args):

[docs]        changeColorAfterSave=cmds.button('save', e=True,bgc=(0.6,0.3,0.3))


    def dontSave(self, *args):

[docs]        cmds.warning("Dont Save!")
        if cmds.window("saveQuestion", exists=True):
            cmds.deleteUI("saveQuestion")

    def debug(self, *args):

[docs]        if cmds.window("Debug", exists=True):
            cmds.deleteUI("Debug")
        debug_windows = cmds.window("Debug",title="Debug Info",mnb=True, mxb=False,w=400,h=130,sizeable=False)
        debug_layout = cmds.columnLayout(w = 250, h=160, columnAttach=('both', 0), rowSpacing=5, columnWidth=250)
        cmds.separator(h=5,vis=True, st='none')
        debug_text = cmds.text(label="Please describe your problem or suggestion.")
        debug_text_field = cmds.textField('debugTextField',h=20,text = "")
        debug_button = cmds.button(label="Send to Admin",bgc=(0.7,0.2,0.3),command=self.sendDebug)
        cmds.showWindow()

    def sendDebug(self, *args):

[docs]        query_debug_text = cmds.textField('debugTextField', text=True, query=True)
        file = open("Y:/Production/rnd/ahosseini/helga_debug_clean_save/helga_debug_file.txt", "a")
        file.write("//New Bug:"+query_debug_text+"//\n")
        file.close()
        warning = cmds.warning("successful sending to Arash")
        if cmds.window("Debug", exists=True):
            cmds.deleteUI("Debug")

    def saveLogFile(self, *args):

[docs]        query_last_save_info = cmds.text('savedFile', label= True, query = True)
        query_last_save_path = cmds.text('savedPath', label =True, query = True)
        file = open("Y:/Production/rnd/ahosseini/helga_save_log_file/helga_save_file.txt", "a")
        file.write("[saved_file: "+ query_last_save_info +""+ query_last_save_path +"]\n")
        file.close()

    def overWriteFile(self):

[docs]        if cmds.window("saveQuestion", exists=True):
            cmds.deleteUI("saveQuestion")

        save_question=cmds.window("saveQuestion",title="are you sure?",mnb=True, mxb=False,w=250,h=130,sizeable=False)
        overwrite_layout=cmds.columnLayout(w = 100, h=160, columnAttach=('both', 0), rowSpacing=5, columnWidth=200)
        cmds.separator(h=5,vis=True, st='none')
        overwrite_text=cmds.text(label="Overwrite File?", align="center")
        cmds.separator(h=5, vis=True, st='none')
        button_overwrite_no=cmds.button(label="Dont Save",bgc=(0.3,0.5,0.3), h=30, command=self.dontSave)
        button_overwrite_yes=cmds.button(label="Yes, Overw rite exists File",bgc=(0.7,0.2,0.3),h=30, command=self.saveSceneOverwrite)
        cmds.showWindow()

    def cleanTextFields(self, *args):

[docs]        cleanNameField=cmds.textField('nameField', e = True, text="")
        cleanFaktorField=cmds.textField('faktorField', e = True, text="")
        cleanVersionField=cmds.textField('versionField', e = True, text="")
        cleanArtistField=cmds.textField('artistField', e = True, text="")

    def sceneCheck(self, *args):

[docs]        scene_full_name = cmds.file(sceneName = True, q=True)
        scene_name = scene_full_name.split("/")[-1]
        if scene_full_name == "":
            cmds.warning("save the File!")
        else:
            if ('_') in scene_name:
                if scene_full_name.startswith("//bigfoot/grimmhelga/Production/3d/maya/scenes/") or ("//bigfoot/grimmhelga/Production/rnd/"):
                    self.scene_full_path = os.path.dirname(scene_full_name)
                    #print self.scene_full_path
                    #scene name
                    self.scene_name = scene_full_name.split("/")[-1]

                    #check the artist name
                    artist_name = self.scene_name.split("_")[-1]
                    #print len(artist_name)
                    #print artist_name

                    #version check
                    self.version_check = self.scene_name.split("_")[-2]

                    #path check
                    #self.path_check = scene_full_name.split("/")[7]


                    #faktor check
                    faktor_check = self.scene_name.split("_")[-3]

                    #debug
                    #print self.path_check
                    #print self.scene_name
                    #print self.version_check

                    upversion_version_number = ["0","1","2","3","4","5","6","7","8","9"]
                    upversion_faktor=["a","b","c","d","e","f","g",
                                        "h","j","i","k","l","m","n",
                                        "o","p","q","r","s","t",
                                        "u","v","w","x","y","z"]

                    if len(self.version_check) == 4:                                        #version len check
                        if self.version_check[0] in upversion_version_number:               #version member check
                            if self.version_check[1] in upversion_version_number:
                                if self.version_check[2] in upversion_version_number:
                                    if self.version_check[3] in upversion_version_number:
                                        if len(faktor_check) == 1:
                                            if faktor_check[0] in upversion_faktor:
                                                if len(artist_name) == 5:
                                                    len_version_check = len(self.version_check)
                                                    while self.version_check.startswith("0"):
                                                        self.version_check = self.version_check[1:]
                                                    version = eval(self.version_check)
                                                    version += 1
                                                    self.version_check = str(version)
                                                    self.version_check = "0"*len_version_check + self.version_check
                                                    self.version_check = self.version_check[-len_version_check:]
                                                    #print self.version_check
                                                    self.upversion()
                                                    warning_text = str("File is clean and saved on: ") + str(self.scene_full_path) +str("/")+ str(self.new_file_name)
                                                    cmds.warning(warning_text)
                                                else:
                                                    cmds.warning("more as two Members for Artist name")
                                            else:
                                                cmds.warning("only alphabet member, a,b,c...")
                                        else:
                                            cmds.warning("more as one Member for Faktor name")
                                    else:
                                        cmds.warning("only numbers for Version  1,2,3...")
                                else:
                                    cmds.warning("only numbers for Version  1,2,3... ")
                            else:
                                cmds.warning("only numbers for Version  1,2,3...")
                        else:
                            cmds.warning("only numbers for Version 1,2,3...")
                    else:
                        cmds.warning("Version have to be four Members")
                else:
                    cmds.warning("Path not clean")
            else:
                cmds.warning("Scene Name not clean")


    def upversion(self, *args):

[docs]        split_scene_name = self.scene_name.split("_")
        split_scene_name[-2] = self.version_check
        self.new_file_name = "_".join(split_scene_name)
        #print ("new File name: ") + new_file_name
        #print self.fileName
        save_scene=cmds.file(rename=(self.scene_full_path+'/'+self.new_file_name))
        cmds.file( save=True, type='mayaBinary')
        #showSavedFile
        cleanartistField = cmds.text('savedFile', e = True)
        now = time.localtime(time.time())
        for save in self.new_file_name:
            cmds.text('savedFile', e=True, label=self.new_file_name + time.strftime("  %y/%m/%d %H:%M", now), bgc=(0.3,0.5,0.3))

        cmds.text('savedPath', e=True, label=self.scene_full_path)
        self.saveLogFile()

    def saveSceneOverwrite(self, *args):

[docs]        queryNameField=cmds.text('resultName', label=True, q=True)
        queryDepartmentField=cmds.text('resultDepartment', label=True, q=True)
        queryFaktorField=cmds.text('resultFaktor', label=True, q=True)
        queryVersionField=cmds.text('resultVersion', label=True, q=True)
        queryArtistField=cmds.text('resultArtist', label=True, q=True)

        #save_query_action
        queryColorSave=cmds.button('save', bgc=True, q=True)
        queryDepField=cmds.optionMenu('depField',q=True,value=True)[0]

        if queryDepField =="0":
            savedFileResult=str(queryNameField)+"_"+str(queryFaktorField)+"_"+str(queryVersionField)+"_"+str(queryArtistField)+".mb"
            if queryColorSave[0]<0.4:
                if cmds.window("saveQuestion", exists=True):
                    cmds.deleteUI("saveQuestion")

                # DEBUG
                #print self.fileName
                #print savedFileResult
                # DEBUG ENDE

                save_scene=cmds.file(rename=(self.fileName+'/'+savedFileResult))
                cmds.file( save=True, type='mayaBinary')

                #showSavedFile
                cleanartistField = cmds.text('savedFile', e = True)
                now = time.localtime(time.time())
                for save in savedFileResult:
                    cmds.text('savedFile', e=True, label=savedFileResult + time.strftime("  %y/%m/%d %H:%M", now), bgc=(0.3,0.5,0.3))

                #show_saved_path
                cmds.text('savedPath', e=True, label=self.fileName)

                self.wrongChangeArtistColor()
                self.wrongChangeFaktorColor()
                self.wrongChangeDepartmentColor()
                self.wrongChangeNameColor()
                self.wrongChangeVersionColor()
                self.wrongChangeSaveColor()
                self.cleanTextFields()
                self.saveLogFile()
                cmds.warning("Successful Saving on "+self.fileName)

            else:
                cmds.warning("Dont Save!!! need more info")


        else:
            #savedFile_as maya_binary
            savedFileResult=str(queryNameField)+"_"+str(queryDepartmentField)+"_"+str(queryFaktorField)+"_"+str(queryVersionField)+"_"+str(queryArtistField)+".mb"
            if queryColorSave[0]<0.4:
                if cmds.window("saveQuestion", exists=True):
                    cmds.deleteUI("saveQuestion")

                # DEBUG
                #print self.fileName
                #print savedFileResult
                # DEBUG ENDE

                save_scene=cmds.file(rename=(self.fileName+'/'+savedFileResult))
                cmds.file( save=True, type='mayaBinary')

                #showSavedFile
                cleanartistField = cmds.text('savedFile', e = True)
                now = time.localtime(time.time())
                for save in savedFileResult:
                    cmds.text('savedFile', e=True, label=savedFileResult + time.strftime("  %y/%m/%d %H:%M", now), bgc=(0.3,0.5,0.3))

                #show_saved_path
                cmds.text('savedPath', e=True, label=self.fileName)

                self.wrongChangeArtistColor()
                self.wrongChangeFaktorColor()
                self.wrongChangeDepartmentColor()
                self.wrongChangeNameColor()
                self.wrongChangeVersionColor()
                self.wrongChangeSaveColor()
                self.cleanTextFields()
                self.saveLogFile()
                cmds.warning("Successful Saving on "+self.fileName)

            else:
                cmds.warning("Dont Save!!! need more info")

    def file_path(self, fileName, fileType):

[docs]

        queryNameField=cmds.text('resultName', label=True, q=True)
        queryDepartmentField=cmds.text('resultDepartment', label=True, q=True)
        queryFaktorField=cmds.text('resultFaktor', label=True, q=True)
        queryVersionField=cmds.text('resultVersion', label=True, q=True)
        queryArtistField=cmds.text('resultArtist', label=True, q=True)

        self.fileName = fileName

        #savedFile_as maya_binary
        queryDepField=cmds.optionMenu('depField',q=True,value=True)[0]
        if queryDepField=="0":
            savedFileResult=str(queryNameField)+"_"+str(queryFaktorField)+"_"+str(queryVersionField)+"_"+str(queryArtistField)+".mb"

            #print "selected Folder : " + self.fileName
            if ((os.path.exists(self.fileName+'/'+savedFileResult)==True)):
                cmds.warning(savedFileResult+" alredy exists")
                self.overWriteFile()
            else:
                self.saveSceneOverwrite()

        else:
            savedFileResult=str(queryNameField)+"_"+str(queryDepartmentField)+"_"+str(queryFaktorField)+"_"+str(queryVersionField)+"_"+str(queryArtistField)+".mb"

            #print "selected Folder : " + self.fileName
            if ((os.path.exists(self.fileName+'/'+savedFileResult)==True)):
                cmds.warning(savedFileResult+" alredy exists")
                self.overWriteFile()
            else:
                self.saveSceneOverwrite()


    def saveScene(self, *args):

[docs]
        #save_query_action
        queryColorSave=cmds.button('save', bgc=True, q=True)

        #save_action_function
        if queryColorSave[0]<0.4:
            cmds.fileBrowserDialog( m=4, fc=self.file_path, an='Choose folder to Save', om="Nein" )
        else:
            cmds.warning("Please set a new File-Data")

#run
#----------------------------------------------------------
#----------------------------------------------------------
def run():


[docs]    """
        Default method for script execution.
    """
    cleanSave_UI()







#test
#----------------------------------------------------------
#----------------------------------------------------------

if(__name__ == '__main__'):

    cleanSave_UI()
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  Source code for helga.maya.arash.helga_login.helga_login

"""
helga_login
==========================================

GUI for the auto-rigger for the Helga characters.

-----------------------

Usage
-----

::

    from helga.maya.arash.helga_login import helga_login
    reload(helga_login)

    #run
    helga_login.run()

**Author:** `Arash Hosseini <mailto:s.arashhosseini@gmail.com>`_

-----------------------
"""

###################################################################
#
#    "Helga" Character Manangment System
#            -Helga_AutoRigger_System
#            -Helga_Character_UI
#
#
#    author:  Arash Hosseini
#
#    contact: s.arashhosseini@gmail.com
#
#
#    date:
#        v 1.0 _ 2014-05-25 - start working on '"Helga".CMS'.
#
###################################################################

#importing Libaries
try:
    #python
    import os
    import sys
    import time
    import getpass
    import subprocess
    #maya
    import maya.utils
    import threading
    import maya.OpenMaya as openMaya
    import maya.OpenMayaUI as openMayaUi
    import maya.cmds as cmds
    import pymel.core as pm
    import maya.mel as mel
    from functools import partial
    from xml.dom.minidom import parse, Document
except Exception as e:
    print "Error: importing python modules!!!\n",
    print e

# Global Helpstrings
HELGA_VERSION = "0.1"
helper_td_main_module = "Hallo Welcome to Helga CMS"
helper_arm_module = "arm________________"
helper_leg_module = "leg________________"
helper_spine_module = "spine________________"
helper_head_module = "head________________"
helper_biped_module = "biped________________"
about="Author: Arash Hosseini"+"\n"+     "Contact: s.arashhosseini@gmail.com     Tel.: 0178 6100 674 "


#Changed image_path to be relative to your tool. If you dont want that,
#uncomment your original below. / Timm
relative_image_path = 'media/images'
image_path = os.path.join(os.path.dirname(__file__), relative_image_path)

relative_image_sequenz_path = 'media/sequenz_images'
image_sequenz_path = os.path.join(os.path.dirname(__file__), relative_image_sequenz_path)
#image_path="Y:/Production/scripts/deploy/helga/maya/arash/helga_login/media/images"


#################################################################################
#
#
#base_UI
#
#
#################################################################################

class Base(object):

[docs]    def __init__(self):

        #instance variables
        #--------------------------------
        self.color = [255, 255, 0]

    # helper
    def setValue(self, nodeName, attrName, node):
        try:
[docs]            cmds.setAttr((nodeName + '.' + attrName), float(node.getAttribute(attrName)))
        except Exception, e:
            print nodeName + "." + attrName + " was locked"


    def saveValue(self, nodeName, attrName, object_node):
        attrValue = cmds.getAttr(nodeName + "." + attrName)

[docs]        object_node.setAttribute(attrName, str(attrValue))


    def delete_window(self, name):
        if cmds.window(name, query = True, exists =True):

[docs]            cmds.deleteUI(name, window = True)

    def delete_dock_control(self, name):
        if cmds.dockControl(name, query = True, exists=True):

[docs]            cmds.deleteUI(name, control=True)


    def quit_UI_window(self, name):
        if cmds.window(name, query = True, exists =True):

[docs]            cmds.deleteUI(name, window = True)

    def select_ulfbert_character_controller(self, name, *args):
        ulfbert_select_namespace_list = pm.system.listNamespaces()

[docs]        if len(ulfbert_select_namespace_list)==0:
            cmds.warning('No Character in Scene')
        else:
            query_ulfbert_selected_namespace_controller=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)
            cmds.select(str(query_ulfbert_selected_namespace_controller)+":"+str(name))


    def select_ulfbert_hand_controller(self, name, *args):
        ulfbert_hand_namespace_list = pm.system.listNamespaces()

[docs]        if len(ulfbert_hand_namespace_list)==0:
            cmds.warning('No Character in Scene')
        else:
            #cmds.select(clear=True)
            query_ulfbert_hand_namespace_controller=cmds.optionMenu('ulfbert_namespace_hand_optionmenu_a', q=True, v=True)
            cmds.select(str(query_ulfbert_hand_namespace_controller)+":"+str(name))


    def fk2ik_ulfbert_character(self, name, *args):
        ulfbert_fk2ik_change_list = pm.system.listNamespaces()

[docs]        if len(ulfbert_fk2ik_change_list)==0:
            cmds.warning('No Character in Scene')
        else:
            ulfbert_fk2ik_change_query=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)
            ulfbert_fk2ik_change_current_name=(str(ulfbert_fk2ik_change_query)+":"+("Option_Ctrl"))
            cmds.setAttr(ulfbert_fk2ik_change_current_name+name, 0)

    def ik2fk_ulfbert_character(self, name, *args):
        ulfbert_ik2fk_change_list = pm.system.listNamespaces()

[docs]        if len(ulfbert_ik2fk_change_list)==0:
            cmds.warning('No Character in Scene')
        else:
            ulfbert_ik2fk_change_query=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)
            ulfbert_ik2fk_change_current_name=(str(ulfbert_ik2fk_change_query)+":"+("Option_Ctrl"))
            cmds.setAttr(ulfbert_ik2fk_change_current_name+name, 1)

    def set_name_save_pose(self, *args):
        if cmds.window('ulfbert_body_window',exists=True):

[docs]            query_main_body_UI_set_name=cmds.text('ulfbert_namespace_select_a',q=True, label=True)
        else:
            pass
        if cmds.window('ulfbert_hand_body_window', exists=True):
            query_main_body_UI_set_name=cmds.text('ulfbert_namespace_hand_select_a',q=True, label=True)
            split_query_main_body_UI_set_name=query_main_body_UI_set_name.replace(":", "")
            cmds.textField('character_save_pose_scroll_c', e=True, text=split_query_main_body_UI_set_name)
        else:
            pass
        if cmds.window('ulfbert_body_window', exists=True):
            query_main_body_UI_set_name=cmds.text('ulfbert_namespace_select_a',q=True, label=True)
            split_query_main_body_UI_set_name=query_main_body_UI_set_name.replace(":", "")
            cmds.textField('character_save_pose_scroll_c', e=True, text=split_query_main_body_UI_set_name)
    # def ik2fk_ulfbert_character(self, name, *args):


#################################################################################
#
#
#login_UI
#
#
#################################################################################

class Helga_cms_login_UI(Base):



[docs]    def __init__(self, windows_width = 350, windows_height = 200):
        """Clear legacy  windows if existing and reraise Helga UI"""

        super(Helga_cms_login_UI, self).__init__()

        self.query_username = getpass.getuser()
        self.loginUIs = {}

        self.delete_window('helga_cms_login')
        self.delete_window('helga_td_window')
        self.delete_window('helper')
        self.delete_dock_control('HelgaAutoRiggerSystem')

        self.windows_height = windows_height
        self.windows_width = windows_width
        self.loginUIs["helga_login_window"] = cmds.window('helga_cms_login', title = 'Welcome '+str(self.query_username),
                                                            widthHeight = (self.windows_width, self.windows_height),
                                                            sizeable = False, menuBar = False, minimizeButton = True,
                                                            maximizeButton = False)
        self.login_UI()


    def login_UI(self, *args):
        self.loginUIs["row_column_a"] = cmds.columnLayout ('main_login_layput', columnAttach = ('both', 0),
[docs]                                                            rowSpacing = 1, adjustableColumn = True , bgc = (1.0,1.0,1.0))
        self.loginUIs["separator_a"] = cmds.separator(h=10, vis=True, st='none')
        self.loginUIs["image_path"] = cmds.internalVar(upd = True)
        self.loginUIs["image"] =cmds.image(w = 300, h = 100, image = image_path + "/icon_helgaCMS_login.png")
        self.loginUIs["separator_b"] = cmds.separator(h=10, vis=True, st='none')
        self.loginUIs["rowColumnLayout_a"] = cmds.rowColumnLayout( numberOfColumns=5, columnSpacing=(1,1),
                                                                    columnWidth=[(1,50), (2,100), (3,50),(4,100), (5,50)])
        self.loginUIs["color_a"] = cmds.symbolButton(h=100, vis=False)
        self.loginUIs["color_b"] = cmds.symbolButton(image=image_path + "/icon_helgaCMS_TD.png", h=100, vis=True, command = self.run_helga_cms_td_UI)
        self.loginUIs["color_c"] = cmds.symbolButton(image=image_path + "/icon_helgaCMS_login_design.png",h=100, vis=True)
        self.loginUIs["color_d"] = cmds.symbolButton(image=image_path + "/icon_helgaCMS_Animation.png", h=100, vis=True, command = self.run_helga_cms_anim_UI)
        self.loginUIs["separator_c"] = cmds.separator(h=10, vis=True, st='none')
        cmds.showWindow(self.loginUIs ["helga_login_window"])

    def login_file(self, *args):
        #query_debug_text = cmds.textField('debugTextField', text=True, query=True)

[docs]        now = time.localtime(time.time())
        current_time = time.strftime("  %y/%m/%d %H:%M", now)
        file = open("Y:/Production/rnd/ahosseini/helga_td_login_file/helga_login_file.txt", "a")
        file.write("open: "+current_time+" by "+self.query_username+"\n")
        file.close()
        #warning = cmds.warning("successful sending to Arash")


    def run_helga_cms_td_UI(self, *args):
        Helga_cms_td_UI()

[docs]        self.login_file()
        self.delete_window('helga_cms_login')

    def run_helga_cms_anim_UI(self, *args):
        Helga_cms_anim_UI()

[docs]        self.login_file()
        self.delete_window('helga_cms_login')


#########################################################################################
#TD_UI
#
'''color>init//'''
'''helga_cms_td_UI>init//helga_cms_td_main_UI//show_helper//delete_dock_td_control//job_reload_UI//check_scene_jnt'''


#
#
#
#
#########################################################################################
class Color(object):
    def __init__(self):
[docs]        pass

    colorConstant = 255.0
    red = (255 / colorConstant , 0.0, 0.0)
    blue_a = (96 / colorConstant, 185 / colorConstant, 207 / colorConstant)
    green_a = (96 / colorConstant, 207 / colorConstant, 164 / colorConstant)
    orange_a = (255 / colorConstant, 191 / colorConstant, 64 / colorConstant)
    gray_a = (138 / colorConstant, 120/ colorConstant, 128 / colorConstant)



class Helga_cms_td_UI(Base):


[docs]    def __init__(self):
        # myHelper = Helper()
        # myHelper.load_helper_UI()


        #call superclass constructor for inheritance in Python . This is neccessary
        super(Helga_cms_td_UI, self).__init__()

        self.tdUIs = {}
        self.delete_window('helga_td_window')
        self.delete_dock_control('HelgaAutoRiggerSystem')
        helga_td_win_width = 330
        helga_td_win_height = 880
        self.tdUIs["helga_td_win"] = cmds.window('helga_td_window', title = 'Helga AutoRig System - v '+str(HELGA_VERSION)+' - UI',
                                                widthHeight = (helga_td_win_width,helga_td_win_height), menuBar = True, sizeable = False,
                                                minimizeButton=True, maximizeButton=False)
        cmds.menu('optionMenu_window', label= 'Window',tearOff = True)
        cmds.menuItem ('reloadUI_td', label='Reload UI', command=self.job_reload_UI)
        cmds.menuItem ('quitUI_td', label='Quit', command=self.delete_dock_td_control)
        cmds.setParent('..', menu=True)
        cmds.menu('optionMenu_Helper', label = 'Helper', tearOff = True)
        cmds.menuItem ('HelperUI', label='Helper', command = (lambda message: self.show_helper(helper_td_main_module)))
        self.tdUIs["td_mainLayout_scroll"] = cmds.scrollLayout('td_mainLayout_scroll',w=300 , h=880)
        self.tdUIs["td_mainLayout"] = cmds.formLayout('td_mainLayout',w=305 , h=880)

        self.helga_cms_td_main_UI()
        cmds.dockControl('HelgaAutoRiggerSystem', area = "left", content = self.tdUIs["helga_td_win"])


    def helga_cms_td_main_UI(self, child_width=295, parent_width=300):

[docs]        self.child_width = child_width
        self.parent_width = parent_width

        self.tdUIs["td_modules_layout_a"] = cmds.columnLayout('td_modules_layout_a',columnAttach = ('both',0), rowSpacing = 1,  adjustableColumn=True)
        self.tdUIs["td_modules_frame_a"] = cmds.frameLayout('td_modules_frame_a',cl=True,label='Modules', bgc=Color.gray_a ,cll = True, borderStyle ='in', w=self.parent_width)
        self.tdUIs["td_modules_rowColumn_a"] = cmds.rowColumnLayout( numberOfColumns=3, columnWidth=[(1, 20), (2, 150), (3, 120)])
        self.tdUIs["td_modules_button_a"] = cmds.button(h=30, label = '?',  vis=True, command = (lambda message: self.show_helper(helper_arm_module)))
        self.tdUIs["td_modules_image_a"] = cmds.image(h=30, image = image_path+"/icon_helgaCMS_armModule.png")
        self.tdUIs["td_modules_button_b"] = cmds.button(h=30, label = "create arm Module",  vis=True, command =self.create_check_module_arm)
        self.tdUIs["td_modules_button_c"] = cmds.button(h=30, label = '?',  vis=True, command = (lambda message: self.show_helper(helper_leg_module)))
        self.tdUIs["td_modules_image_b"] = cmds.image(h=30, image = image_path+"/icon_helgaCMS_legModule.png")
        self.tdUIs["td_modules_button_d"] = cmds.button(h=30, label = "create leg Module",  vis=True, command =self.create_check_module_leg)
        self.tdUIs["td_modules_button_e"] = cmds.button(h=30, label = '?',  vis=True, command = (lambda message: self.show_helper(helper_spine_module)))
        self.tdUIs["td_modules_image_c"] = cmds.image(h=30, image = image_path+"/icon_helgaCMS_spineModule.png")
        self.tdUIs["td_modules_button_f"] = cmds.button(h=30, label = "create spine Module",  vis=True, command =self.create_check_module_spine)
        self.tdUIs["td_modules_button_g"] = cmds.button(h=30, label = '?',  vis=True, command = (lambda message: self.show_helper(helper_head_module)))
        self.tdUIs["td_modules_image_d"] = cmds.image(h=30, image = image_path+"/icon_helgaCMS_headModule.png")
        self.tdUIs["td_modules_button_h"] = cmds.button(h=30, label = "create head Module",  vis=True, command =self.create_check_module_head)
        self.tdUIs["td_modules_button_i"] = cmds.button(h=30, label = '?',  vis=True, command = (lambda message: self.show_helper(helper_biped_module)))
        self.tdUIs["td_modules_image_e"] = cmds.image(h=30, image = image_path+"/icon_helgaCMS_bipedModule.png")
        self.tdUIs["td_modules_button_j"] = cmds.button(h=30, label = "create biped Module",  vis=True, command =self.create_check_module_biped)
        cmds.setParent('..')
        cmds.setParent('..')
        self.tdUIs["td_modules_frame_b"] = cmds.frameLayout('td_modules_frame_b',cl=True,label='Check Modules',bgc=Color.gray_a , cll = True, borderStyle ='in', w=self.parent_width)
        self.tdUIs["td_modules_button_delete_module_a"] = cmds.button('td_modules_button_delete_module_a',label="Delete selected Module", command=self.delete_module)
        self.tdUIs["td_check_modules_rowColumn_a"] = cmds.rowColumnLayout( numberOfColumns=3, columnWidth=[(1, 180), (2,50), (3, 50)])
        cmds.setParent('..')
        cmds.setParent('..')
        self.tdUIs["td_modules_frame_c"] = cmds.frameLayout('td_modules_frame_c',cl=True,label='Options',bgc=Color.gray_a ,  cll = True, borderStyle ='in', w=self.parent_width)
        self.tdUIs["td_modules_rowColumn_b"] = cmds.rowColumnLayout( numberOfColumns=2, columnWidth=[(1, 150), (2, 150)])
        self.tdUIs["td_modules_checkBox_a"] = cmds.checkBox('td_modules_checkBox_a', label = "Show Joint after Rigging" )
        cmds.setParent('..')
        cmds.setParent('..')
        self.tdUIs["td_modules_frame_d"] = cmds.frameLayout('td_modules_frame_d',cl=True,label='Rig Modules',bgc=Color.gray_a ,  cll = True, borderStyle ='in', w=self.parent_width)
        self.tdUIs["td_modules_layout_e"] = cmds.columnLayout('td_modules_layout_e', columnAttach = ('both', 0), rowSpacing = 1)
        self.tdUIs["space_a"]=cmds.separator(h=5, vis=True, st='none',w=self.child_width)
        self.tdUIs["td_rig_modules_button_a"] = cmds.button('td_rig_modules_button_a', bgc = Color.blue_a,label='Rig all Modules', h=30, w=self.child_width)
        self.tdUIs["space_b"]=cmds.separator(h=5, vis=True, st='none',w=self.child_width)
        self.tdUIs["td_rig_modules_button_b"] = cmds.button('td_rig_modules_button_b', bgc = Color.green_a, label='Rig selected Modules', h=30, w=self.child_width)
        self.tdUIs["space_c"]=cmds.separator(h=5, vis=True, st='none',w=self.child_width)
        cmds.setParent('..')
        cmds.setParent('..')
        self.tdUIs["td_modules_frame_e"] = cmds.frameLayout('td_modules_frame_e',cl=True,label='Skinning',bgc=Color.gray_a ,  cll = True, borderStyle ='in', w=self.parent_width)
        self.tdUIs["td_modules_rowColumn_c"] = cmds.rowColumnLayout( numberOfColumns=2, columnWidth=[(1, 150), (2, 130)])
        self.tdUIs["td_modules_checkBox_b"] = cmds.checkBox('td_modules_checkBox_b', label = "Helga CMS Joints")
        self.tdUIs["td_modules_checkBox_c"] = cmds.checkBox('td_modules_checkBox_c', label = "Scene Joints")
        self.tdUIs["td_modules_pop_joint_text"] = cmds.text('td_modules_pop_joint_text', label = "Populate Joints: ")
        self.tdUIs["td_modules_pop_joints_button"] = cmds.button('td_modules_pop_joints_button', label = "Populate Joints", command=self.check_scene_jnt)
        self.tdUIs["td_modules_pop_polygone_text"] = cmds.text('td_modules_pop_polygone_text', label = "Populate Polygone: ")
        self.tdUIs["td_modules_pop_polygone_button"] = cmds.button('td_modules_pop_polygone_button', label ="Populate Polygone", command=self.check_scene_polygone)
        self.tdUIs["td_modules_layout_f"] = cmds.columnLayout('td_modules_layout_f', columnAttach = ('both', 0), rowSpacing = 1, w=self.child_width)
        self.tdUIs["td_modules_skinning_joint_text"] = cmds.text('td_modules_skinning_joint_text', label="Joints Area",w=self.child_width)
        self.tdUIs["td_modules_skinning_joint_area"] = cmds.textScrollList('td_modules_skinning_joint_area', ams =True,w = self.child_width, h = 150)
        self.tdUIs["td_modules_skinning_polygine_text"] = cmds.text('td_modules_skinning_polygone_text', label="Polygone Area",w=self.child_width)
        self.tdUIs["td_modules_skinning_polygone_area"] = cmds.textScrollList('td_modules_skinning_polygone_area', ams =True, w = self.child_width, h=150)
        self.tdUIs["space_d"]=cmds.separator(h=10, vis=True, st='none',w=self.child_width)
        self.tdUIs["td_modules_button_c"] = cmds.button('td_modules_button_c', bgc = Color.blue_a, h=30, label = 'Skinning', w=self.child_width, command=self.skinning)
        self.tdUIs["space_e"]=cmds.separator(h=10, vis=True, st='none',w=self.child_width)
        cmds.setParent('..')
        cmds.setParent('..')
        cmds.setParent('..')
        self.tdUIs["td_modules_frame_f"] = cmds.frameLayout('td_modules_frame_f',cl=True,label='Tools',bgc=Color.gray_a ,  cll = True, borderStyle ='in', w=self.parent_width)
        self.tdUIs["td_modules_layout_g"] = cmds.columnLayout('td_modules_layout_g', columnAttach = ('both', 0), rowSpacing = 1)
        self.tdUIs["color_a"] = cmds.symbolButton(image=image_path+"/icon_helgaCMS_jelly_tool_Module.png", h=50, vis=True, w=self.child_width , command =self.tool_jelly)
        self.tdUIs["color_a"] = cmds.symbolButton(h=50, vis=True, w=self.child_width )
        self.tdUIs["color_a"] = cmds.symbolButton(h=50, vis=True, w=self.child_width )
        self.tdUIs["color_a"] = cmds.symbolButton(h=50, vis=True, w=self.child_width )
        self.tdUIs["color_a"] = cmds.symbolButton(h=50, vis=True, w=self.child_width )
        self.tdUIs["color_a"] = cmds.symbolButton(h=50, vis=True, w=self.child_width )
        cmds.setParent('..')
        cmds.setParent('..')


        # #color_picker_temp////self.get_color()
        # self.color_picker_temp = pm.colorEditor(parent = self.tdUIs["td_modules_layout_e"])

    def show_helper(self, message):


[docs]        if cmds.window("helper", exists=True):
            cmds.deleteUI("helper")
        helper_windows = cmds.window("helper",title="Helper",mnb=True, mxb=False,w=400,h=130,sizeable=False)
        helper_form_layout = cmds.formLayout('helper_dialog_UI')
        helper_colum_layout = cmds.columnLayout(columnAttach=('both', 0), rowSpacing=5, columnWidth=250)
        cmds.separator(h=50,vis=True, st='none')
        helper_text = cmds.text('helper_text_a',label=message, align = 'center')
        cmds.showWindow()

    def delete_dock_td_control(self, name):
        if cmds.dockControl('HelgaAutoRiggerSystem', query = True, exists=True):

[docs]            cmds.deleteUI('HelgaAutoRiggerSystem', control=True)


    def job_reload_UI(self, *args):
        cmds.select(clear = True)

[docs]        Helga_cms_td_UI()
        # from helga.maya.arash.helga_login import helga_login
        # reload(helga_login)
        # helga_login_ui = helga_login.helga_cms_login_UI()

    def check_scene_jnt(self, scene_joints):
        cmds.select(clear=True)

[docs]        query_checkBox_helgaCMS_jnt = cmds.checkBox('td_modules_checkBox_b', value = True, query = True)
        query_checkBox_scene_jnt = cmds.checkBox('td_modules_checkBox_c', value =True, query = True)
        self.scene_joints = cmds.ls(type='joint')
        self.cms_joints  = cmds.ls('Helga_cms_*', type = 'joint')

        if query_checkBox_scene_jnt and query_checkBox_helgaCMS_jnt == True:
            cmds.warning('please select a type')
        else:
            if len(self.scene_joints) ==0:
                cmds.warning('No Joints in Scene')
            else:
                if query_checkBox_scene_jnt ==True:
                    print "do scene Joint func"
                    self.populate_scene_jnt()
                else:
                    if query_checkBox_helgaCMS_jnt ==True:
                        print "do CMS Joint func"
                        self.populate_cms_jnt()
                    else:
                        cmds.warning('No Joint type selected')

    def check_scene_polygone(self, scene_polygone):
        cmds.select(clear = True)

[docs]        self.scene_polygone = cmds.ls(type='mesh')
        if len(self.scene_polygone) ==0:
            cmds.warning('No meshes in Scene')
        else:
            self.populate_polygone()

    def populate_scene_jnt(self, *args):
        cmds.textScrollList('td_modules_skinning_joint_area', e =True, ra=True)

[docs]        for scene_joint in self.scene_joints:
            cmds.textScrollList('td_modules_skinning_joint_area', edit = True, append = scene_joint)

    def populate_cms_jnt(self, *args):
        cmds.textScrollList('td_modules_skinning_joint_area', e =True, ra=True)

[docs]        for scene_joint in self.cms_joints:
            cmds.textScrollList('td_modules_skinning_joint_area', edit = True, append = scene_joint)

    def populate_polygone(self, *args):
        cmds.textScrollList('td_modules_skinning_polygone_area', e =True, ra=True)

[docs]        for scene_polygone in self.scene_polygone:
            cmds.textScrollList('td_modules_skinning_polygone_area', edit = True, append = scene_polygone)

    def skinning(self, *args):
        mel.eval('SmoothBindSkinOptions')

[docs]

    def create_check_module_arm(self, *args):
        if cmds.button('td_check_modules_button_a', exists =True) and cmds.button('td_check_modules_button_b', exists = True):

[docs]            cmds.warning('Module already exists')
        else:
            self.tdUIs["td_check_modules_text_a"] = cmds.text('td_check_modules_text_a',label="Arm Module", parent = self.tdUIs["td_check_modules_rowColumn_a"])
            self.tdUIs["td_check_modules_button_a"] = cmds.button('td_check_modules_button_a', label = "", parent = self.tdUIs["td_check_modules_rowColumn_a"], bgc=Color.gray_a,command=(lambda message: self.select_module("td_check_modules_button_a")))
            self.tdUIs["td_check_modules_button_b"] = cmds.button('td_check_modules_button_b',label = "Color", parent = self.tdUIs["td_check_modules_rowColumn_a"], command=(lambda message: self.color_Editor("td_check_modules_button_b")))

    def create_check_module_leg(self, *args):
        if cmds.button('td_check_modules_button_c', exists =True) and cmds.button('td_check_modules_button_d', exists = True):

[docs]            cmds.warning('Module already exists')
        else:
            self.tdUIs["td_check_modules_text_b"] = cmds.text('td_check_modules_text_b',label="Leg Module", parent = self.tdUIs["td_check_modules_rowColumn_a"])
            self.tdUIs["td_check_modules_button_c"] = cmds.button('td_check_modules_button_c',label = "", parent = self.tdUIs["td_check_modules_rowColumn_a"], bgc=Color.gray_a,command=(lambda message: self.select_module("td_check_modules_button_c")))
            self.tdUIs["td_check_modules_button_d"] = cmds.button('td_check_modules_button_d',label = "Color", parent = self.tdUIs["td_check_modules_rowColumn_a"], command=(lambda message: self.color_Editor("td_check_modules_button_d")))

    def create_check_module_spine(self, *args):
        if cmds.button('td_check_modules_button_e', exists =True) and cmds.button('td_check_modules_button_f', exists = True):

[docs]            cmds.warning('Module already exists')
        else:
            self.tdUIs["td_check_modules_text_c"] = cmds.text('td_check_modules_text_c',label="Spine Module", parent = self.tdUIs["td_check_modules_rowColumn_a"])
            self.tdUIs["td_check_modules_button_e"] = cmds.button('td_check_modules_button_e',label = "", parent = self.tdUIs["td_check_modules_rowColumn_a"], bgc=Color.gray_a,command=(lambda message: self.select_module("td_check_modules_button_e")))
            self.tdUIs["td_check_modules_button_f"] = cmds.button('td_check_modules_button_f',label = "Color", parent = self.tdUIs["td_check_modules_rowColumn_a"], command=(lambda message: self.color_Editor("td_check_modules_button_f")))

    def create_check_module_head(self, *args):
        if cmds.button('td_check_modules_button_g', exists =True) and cmds.button('td_check_modules_button_h', exists = True):

[docs]            cmds.warning('Module already exists')
        else:
            self.tdUIs["td_check_modules_text_d"] = cmds.text('td_check_modules_text_d',label="Head Module", parent = self.tdUIs["td_check_modules_rowColumn_a"])
            self.tdUIs["td_check_modules_button_g"] = cmds.button('td_check_modules_button_g',label = "", parent = self.tdUIs["td_check_modules_rowColumn_a"], bgc=Color.gray_a,command=(lambda message: self.select_module("td_check_modules_button_g")))
            self.tdUIs["td_check_modules_button_h"] = cmds.button('td_check_modules_button_h',label = "Color", parent = self.tdUIs["td_check_modules_rowColumn_a"], command=(lambda message: self.color_Editor("td_check_modules_button_h")))

    def create_check_module_biped(self, *args):
        if cmds.button('td_check_modules_button_i', exists =True) and cmds.button('td_check_modules_button_j', exists = True):

[docs]            cmds.warning('Module already exists')
        else:
            self.tdUIs["td_check_modules_text_e"] = cmds.text('td_check_modules_text_e', label="Biped Module", parent = self.tdUIs["td_check_modules_rowColumn_a"])
            self.tdUIs["td_check_modules_button_i"] = cmds.button('td_check_modules_button_i',label = "", parent = self.tdUIs["td_check_modules_rowColumn_a"], bgc=Color.gray_a,command=(lambda message: self.select_module("td_check_modules_button_i")))
            self.tdUIs["td_check_modules_button_j"] = cmds.button('td_check_modules_button_j',label = "Color", parent = self.tdUIs["td_check_modules_rowColumn_a"], command=(lambda message: self.color_Editor("td_check_modules_button_j")))


    def color_Editor(self, name):
        cmds.colorEditor()

[docs]        self.name = name
        if cmds.colorEditor(query=True, result=True):
            value = cmds.colorEditor(q = True, rgb = True)
            cmds.button(name, edit=True, bgc=value)
        else:
            cmds.warning('Editor was dismissed')


    def select_module(self, name):
        query_button = cmds.button(name, q=True, label=True)

[docs]        if query_button=="S":
            cmds.button(name, edit = True, label="")
            cmds.button(name, edit =True, bgc=Color.gray_a)
        else:
            cmds.button(name, edit=True, label="S", bgc=Color.green_a)

    def delete_module(self, *args):
        if cmds.button('td_check_modules_button_a', exists =True):

[docs]            query_select_button_a = cmds.button('td_check_modules_button_a', q=True, label=True)
            if query_select_button_a =="S":
                cmds.deleteUI('td_check_modules_text_a','td_check_modules_button_a','td_check_modules_button_b')
        else:
            pass
        if cmds.button('td_check_modules_button_c', exists =True):
            query_select_button_c = cmds.button('td_check_modules_button_c', q=True, label=True)
            if query_select_button_c =="S":
                cmds.deleteUI('td_check_modules_text_b','td_check_modules_button_c','td_check_modules_button_d')
        else:
            pass
        if cmds.button('td_check_modules_button_e', exists =True):
            query_select_button_e = cmds.button('td_check_modules_button_e', q=True, label=True)
            if query_select_button_e =="S":
                cmds.deleteUI('td_check_modules_text_c','td_check_modules_button_e','td_check_modules_button_f' )
        else:
            pass
        if cmds.button('td_check_modules_button_g', exists =True):
            query_select_button_g = cmds.button('td_check_modules_button_g', q=True, label=True)
            if query_select_button_g =="S":
                cmds.deleteUI('td_check_modules_text_d','td_check_modules_button_g','td_check_modules_button_h' )
        else:
            pass
        if cmds.button('td_check_modules_button_i', exists =True):
            query_select_button_i = cmds.button('td_check_modules_button_i', q=True, label=True)
            if query_select_button_i =="S":
                cmds.deleteUI('td_check_modules_text_e','td_check_modules_button_i','td_check_modules_button_j' )


    def tool_jelly(self, *args):
        from helga.maya.arash.dynamo import dynamo

[docs]        reload(dynamo)
        dynamo.UI()

#################################################################################
###################################Animation#####################################
#################################################################################
#################################################################################
#################################################################################
#################################################################################
#
#
#ANIM_UI_character_choice
#
#
#################################################################################
class Helga_cms_anim_UI(Base):



[docs]    def __init__(self):
        self.image = "" # Fuer SubThread


        # myHelper = Helper()
        # myHelper.load_helper_UI()


        #call superclass constructor for inheritance in Python . This is neccessary
        super(Helga_cms_anim_UI, self).__init__()

        self.anim_choiceUIs = {}
        helga_anim_choice_win_width = 302
        helga_anim_choice_win_height = 220
        self.delete_window('helga_anim_choice_window')
        self.anim_choiceUIs["helga_anim_choice_win"] = cmds.window('helga_anim_choice_window', title = 'Helga Character Set',
                                                widthHeight = (helga_anim_choice_win_width,helga_anim_choice_win_height), menuBar = True, sizeable = False,
                                                minimizeButton=True, maximizeButton=False)
        self.character_choice()


    def character_choice(self, *args):
        self.anim_choiceUIs['helga_choice_column_a']=cmds.columnLayout('helga_choice_column_a',columnAlign = 'center', columnAttach=('both', 0), rowSpacing=0, columnWidth=300)
[docs]        #self.anim_choiceUIs['helga_choice_separator_x']=cmds.separator('helga_choice_separator_x', h=1, st='in', vis=True)
        self.anim_choiceUIs['helga_choise_image_a']=cmds.image('helga_choise_image_a', image=image_sequenz_path+"/000.jpg")
        self.anim_choiceUIs['helga_choice_separator_d']=cmds.separator('helga_choice_separator_d', h=5, st='in', vis=True)
        self.anim_choiceUIs['helga_choice_column_a']=cmds.columnLayout('helga_choice_column_b', columnAttach=('both', 20), rowSpacing=3, columnWidth=300)
        self.anim_choiceUIs['helga_choice_separator_b']=cmds.separator('helga_choice_separator_b', h=10, st='none', vis=True)
        # self.anim_choiceUIs['helga_choice_option_a'] =cmds.optionMenu('helga_choice_option_a', w=180, label ="Character Body UI")
        # self.anim_choiceUIs['helga_choice_option_b'] =cmds.optionMenu('helga_choice_option_b', w=180, label ="Character Hand UI")
        # self.anim_choiceUIs['helga_choice_menuItem_a'] =cmds.menuItem('helga_choice_menuItem_a',label="1. Ulfbert",  parent =self.anim_choiceUIs['helga_choice_option_a'])
        # self.anim_choiceUIs['helga_choice_menuItem_b'] =cmds.menuItem('helga_choice_menuItem_b',label="2. Helga",parent =self.anim_choiceUIs['helga_choice_option_a'])
        # self.anim_choiceUIs['helga_choice_menuItem_c'] =cmds.menuItem('helga_choice_menuItem_c',label="3. Ritter", parent =self.anim_choiceUIs['helga_choice_option_a'])
        # self.anim_choiceUIs['helga_choice_menuItem_d'] =cmds.menuItem('helga_choice_menuItem_d',label="1. Ulfbert",parent =self.anim_choiceUIs['helga_choice_option_b'])
        # self.anim_choiceUIs['helga_choice_menuItem_e'] =cmds.menuItem('helga_choice_menuItem_e',label="2. Helga", parent =self.anim_choiceUIs['helga_choice_option_b'])
        # self.anim_choiceUIs['helga_choice_menuItem_f'] =cmds.menuItem('helga_choice_menuItem_f',label="3. Ritter", parent =self.anim_choiceUIs['helga_choice_option_b'])
        self.anim_choiceUIs['helga_choice_separator_c']=cmds.separator('helga_choice_separator_c', h=5, st='none', vis=True)
        self.anim_choiceUIs['helga_choice_button_a'] = cmds.button('helga_choice_button_a',command= self.character_body_button, h = 30,  label="Create Character UI")
        self.anim_choiceUIs['helga_choice_button_b'] = cmds.button('helga_choice_button_b', command= self.character_hand_button,h=30, label="Create Hand UI")
        #self.anim_choiceUIs['helga_choice_column_b']=cmds.columnLayout('helga_choice_column_b', columnAttach=('both', 0), rowSpacing=3, columnWidth=300, parent = self.anim_choiceUIs["helga_anim_choice_win"])

        #self.anim_choiceUIs['helga_choice_text_b'] = cmds.text('helga_choice_text_b', bgc= (0.0,0.0,0.0),h = 20, align = 'left', label= "Hallo", parent = self.anim_choiceUIs['helga_choice_column_b'])


        cmds.showWindow(self.anim_choiceUIs ["helga_anim_choice_win"])

        sub = threading.Thread(None, self.startSubThread)
        sub.start()




##################################################
#
#
#ANIM_UI_character_choice_function
#
#
##################################################


    def character_body_button(self, *args):
        #query_character_button = cmds.optionMenu('helga_choice_option_a', query = True, value = True)[0]

[docs]
        #if query_character_button =='1':
        self.delete_ulfbert_character_UIs()
        Ulfbert_body_UI()
        # else:
        #     pass
        # if query_character_button =='2':
        #     self.delete_helja_character_UIs()
        #     Helja_body_UI()
        # else:
        #     pass
        # if query_character_button =='3':
        #     self.delete_ritter_character_UIs()
        #     Ritter_body_UI()


    def character_hand_button(self, *args):
        # query_character_hand_button = cmds.optionMenu('helga_choice_option_b', query = True, value = True)[0]

[docs]        # if query_character_hand_button =='1':
        self.delete_ulfbert_hand_UI()
        Ulfbert_hand_UI()
        # else:
        #     pass
        # if query_character_hand_button =='2':
        #     print "hand Helga"
        # else:
        #     pass
        # if query_character_hand_button =='3':
        #     print "hand Ritter"

    def delete_ulfbert_character_UIs(self, *args):
        if cmds.window('ulfbert_body_window', exists=True):

[docs]            self.delete_window('ulfbert_body_window')

    def delete_ulfbert_hand_UI(self, *args):
        if cmds.window('ulfbert_hand_body_window', exists = True):

[docs]            self.delete_window('ulfbert_hand_body_window')




    def set_image_sequenz(self, path):
        cmds.image('helga_choise_image_a', e=True, image=path)

[docs]
    # SubTread: Loop
    def startSubThread(self):
        for i in range(100):

[docs]            #print "Hallo " + str(i)
            time.sleep(0.04)

            self.image = image_sequenz_path + "/" + ("000" + str(i))[-3:] +".jpg"
            result = maya.utils.executeInMainThreadWithResult(self.set_image_sequenz, self.image)
        #self.startSubThread() # Evil Shit!


#################################################################################
#
#
#ANIM_UI_character_body_UI
#
#
#################################################################################

class Ulfbert_body_UI(Base):
    def __init__(self, ulfbert_parent_width = 500, ulfbert_parent_height = 620, ulfbert_child_width = 495, ulfbert_child_height = 495):


[docs]
        super(Ulfbert_body_UI, self).__init__()

        self.ulfbert_body_UIs = {}
        #self.delete_window('helga_anim_choice_window')
        self.ulfbert_parent_width = ulfbert_parent_width
        self.ulfbert_parent_height = ulfbert_parent_height
        self.ulfbert_child_width = ulfbert_child_width
        self.ulfbert_child_height = ulfbert_child_height
        self.ulfbert_body_UIs["ulfbert_body_win"] = cmds.window('ulfbert_body_window', title = 'Helga Character UI',
                                                widthHeight = (self.ulfbert_parent_width,self.ulfbert_parent_height),
                                                menuBar = True, sizeable = False, topEdge= 0, leftEdge= 0, minimizeButton=True, maximizeButton=False)
        cmds.menu('ulfbert_reference_window', label='Reference', tearOff=True)
        cmds.menuItem('ulfbert_reference_a', label='Create Reference', command=self.ulfbert_create_reference)
        cmds.menuItem('ulfbert_reference_b', label='Reference Editor', command=self.ulfbert_reference_editor)
        cmds.setParent('..', menu=True)
        cmds.menu('ulfbert_optionMenu_window_a', label= 'Pose',tearOff = True)
        cmds.menuItem ('ulfbert_mirror_pose', label='Mirror Left to Right', command=self.ulfbert_mirror_L2R_action)
        cmds.menuItem ('ulfbert_mirror_pose_a', label='Mirror Right to Left', command=self.ulfbert_mirror_R2L_action)
        cmds.menuItem ('ulfbert_reset_pose', label='Reset', command=self.ulfbert_reset_pose)
        cmds.setParent('..', menu=True)
        cmds.menu('ulfbert_optionMenu_window_b', label= 'Display',tearOff = True)
        cmds.menuItem ('ulfbert_show_controls', label='Show all Controls', command=self.show_all_controls)
        cmds.menuItem ('ulfbert_hide_controls', label='Hide Controls', command=self.hide_all_controls)
        cmds.menuItem ('ulfbert_hide_bends', label='Hide Bends', command=self.hide_all_bends)
        cmds.menuItem ('ulfbert_show_all_bends', label='Show Bends', command=self.show_all_bends)
        cmds.menuItem( divider=True )

        # #display layer
        cmds.menuItem ('ulfbert_side_submenu', subMenu=True, label='Side Layers')
        cmds.menuItem ('ulfbert_show_left_side', label='Hide Left Side', command=self.hide_left_side)
        cmds.menuItem ('ulfbert_show_right_side', label='Hide Right Side', command=self.hide_right_side)
        cmds.setParent('..', menu=True)


        cmds.menuItem ('ulfbert_side_submenu_a', subMenu=True, label='Left Layers')
        cmds.menuItem ('ulfbert_show_left_Arm', label='Hide Left Arm', command=self.hide_left_arm)
        cmds.menuItem ('ulfbert_show_left_fingers', label='Hide Left Fingers', command=self.hide_left_fingers)
        cmds.menuItem ('ulfbert_show_left_leg', label='Hide Left Leg', command=self.hide_left_leg)
        cmds.setParent('..', menu=True)

        cmds.menuItem ('ulfbert_side_submenu_b', subMenu=True, label='Right Layers')
        cmds.menuItem ('ulfbert_show_right_arm', label='Hide Right Arm', command=self.hide_right_arm)
        cmds.menuItem ('ulfbert_show_right_fingers', label='Hide Right Fingers', command=self.hide_right_fingers)
        cmds.menuItem ('ulfbert_show_right_leg', label='Hide Right Leg', command=self.hide_right_leg)

        cmds.setParent('..', menu=True)
        cmds.menu('ulfbert_optionMenu_window_c', label="Help", tearOff=True)
        cmds.menuItem('ulfbert_send_debug', label="Send Debug", command=self.ulfbert_debug)
        cmds.menuItem('ulfbert_about', label="About", command= self.ulfbert_about)
        self.ulfbert_body_main_UI()

    def ulfbert_body_main_UI(self, *args):
        self.ulfbert_body_UIs['ulfbert_column_a_x'] = cmds.columnLayout('ulfbert_column_a_x', columnAttach=('both', 100), rowSpacing=3,h=50, columnWidth=self.ulfbert_child_width, parent =self.ulfbert_body_UIs["ulfbert_body_win"] )
[docs]        cmds.separator(h=5, st='none')
        self.ulfbert_body_UIs['ulfbert_namespace_button_a']=cmds.button('ulfbert_namespace_button_a', label="Refresh", h=40, command=self.ulfbert_namespace)
        self.ulfbert_body_UIs['ulfbert_namespace_optionmenu_a']=cmds.optionMenu('ulfbert_namespace_optionmenu_a', w=150, label ="Set NameSpace", cc=self.ulfbert_change_namespace_text_color_green)
        self.ulfbert_body_UIs['ulfbert_namespace_select_a']=cmds.text('ulfbert_namespace_select_a', label="No Namespace selected!", h=20, bgc=Color.red)


        self.ulfbert_body_UIs['ulfbert_column_a'] = cmds.columnLayout('ulfbert_column_a', columnAttach=('both', 0), rowSpacing=3, columnWidth=self.ulfbert_child_width, parent =self.ulfbert_body_UIs["ulfbert_body_win"] )
        ########to go'''
        self.ulfbert_body_UIs['ulfbert_rowColumn_a'] = cmds.rowColumnLayout('ulfbert_rowColumn_a', w= self.ulfbert_child_width, h=self.ulfbert_child_height, numberOfColumns=11,
                                                            columnWidth=[(1,45), (2,45), (3,45),(4,45), (5,45),(6,45), (7,45), (8,45),(9,45), (10,45),(11,45)], parent= self.ulfbert_body_UIs['ulfbert_column_a'] )
        #never, have to import as module
        self.ulfbert_body_UIs['ulfbert_icon_1'] = cmds.symbolButton(h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_2'] = cmds.symbolButton(h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_3'] = cmds.symbolButton(h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_4'] = cmds.symbolButton(image=image_path+"/cms_fk2ik_R_Clavicle.png", h=45, vis=False, command=partial (self.fk2ik_ulfbert_character,'.R_clavicle3_IkFkBlend'))
        self.ulfbert_body_UIs['ulfbert_icon_5'] = cmds.symbolButton(image=image_path+"/cms_ik2fk_R_Clavicle.png", h=45, vis=False, command=partial (self.ik2fk_ulfbert_character,'.R_clavicle3_IkFkBlend'))
        self.ulfbert_body_UIs['ulfbert_icon_6'] = cmds.symbolButton(h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_7'] = cmds.symbolButton(image=image_path+"/cms_fk2ik_L_Clavicle.png", h=45, vis=False, command=partial (self.fk2ik_ulfbert_character,'.L_clavicle3_IkFkBlend'))
        self.ulfbert_body_UIs['ulfbert_icon_8'] = cmds.symbolButton(image=image_path+"/cms_ik2fk_L_Clavicle.png", h=45, vis=False, command=partial (self.ik2fk_ulfbert_character,'.L_clavicle3_IkFkBlend'))
        self.ulfbert_body_UIs['ulfbert_icon_9'] = cmds.symbolButton( h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_10'] = cmds.symbolButton( h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_11'] = cmds.symbolButton( h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_12'] = cmds.symbolButton( h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_13'] = cmds.symbolButton(image=image_path+"/cms_R_down_arm_off_ctrl.png", h=45, vis=True, command=partial (self.select_ulfbert_character_controller,"R_down_arm_off_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_14'] = cmds.symbolButton(image=image_path+"/cms_R_arm_off_ctrl.png", h=45, vis=True, command=partial (self.select_ulfbert_character_controller,"R_arm_off_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_15'] = cmds.symbolButton(image=image_path+"/cms_R_up_arm_off_ctrl.png", h=45, vis=True, command=partial (self.select_ulfbert_character_controller,"R_up_arm_off_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_16'] = cmds.symbolButton(image=image_path+"/cms_R_arm_clavicle_ik_ctrl.png", h=45, vis=False, command=partial (self.select_ulfbert_character_controller,"R_arm_clavicle_ik_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_17'] = cmds.symbolButton(image=image_path+"/cms_head_head_ctrl.png", h=45, vis=True, command=partial (self.select_ulfbert_character_controller,"head_head_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_18'] = cmds.symbolButton(image=image_path+"/cms_L_arm_clavicle_ik_ctrl.png", h=45, vis=False, command=partial (self.select_ulfbert_character_controller,"L_arm_clavicle_ik_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_20'] = cmds.symbolButton(image=image_path+"/cms_L_up_arm_off_ctrl.png", h=45, vis=True, command=partial (self.select_ulfbert_character_controller,"L_up_arm_off_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_21'] = cmds.symbolButton(image=image_path+"/cms_L_arm_off_ctrl.png", h=45, vis=True, command=partial (self.select_ulfbert_character_controller,"L_arm_off_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_22'] = cmds.symbolButton(image=image_path+"/cms_L_down_arm_off_ctrl.png", h=45, vis=True, command=partial (self.select_ulfbert_character_controller,"L_down_arm_off_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_23'] = cmds.symbolButton(h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_24'] = cmds.symbolButton(image=image_path+"/cms_fk2ik_R_Arm.png", h=45, vis=True, command=partial (self.fk2ik_ulfbert_character,'.R_arm3_IkFkBlend'))
        self.ulfbert_body_UIs['ulfbert_icon_25'] = cmds.symbolButton(image=image_path+"/cms_R_arm_wrist_fk_ctrl.png", h=45, vis=True, command=self.ulfbert_R_arm_fkik)
        self.ulfbert_body_UIs['ulfbert_icon_27'] = cmds.symbolButton(image=image_path+"/cms_R_arm_elbow_fk_ctrl.png", h=45, vis=True,command=partial (self.select_ulfbert_character_controller,"R_arm_elbow_fk_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_28'] = cmds.symbolButton(image=image_path+"/cms_R_arm_shoulder_fk_ctrl.png", h=45, vis=True,command=partial (self.select_ulfbert_character_controller,"R_arm_shoulder_fk_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_29'] = cmds.symbolButton(image=image_path+"/cms_R_arm_clavicle_fk_ctrl.png", h=45, vis=True,command=partial (self.select_ulfbert_character_controller,"R_arm_clavicle_fk_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_30'] = cmds.symbolButton(image=image_path+"/cms_head_neck_ctrl.png", h=45, vis=True,command=partial (self.select_ulfbert_character_controller,"head_neck_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_31'] = cmds.symbolButton(image=image_path+"/cms_L_arm_clavicle_fk_ctrl.png", h=45, vis=True,command=partial (self.select_ulfbert_character_controller,"L_arm_clavicle_fk_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_32'] = cmds.symbolButton(image=image_path+"/cms_L_arm_shoulder_fk_ctrl.png", h=45, vis=True,command=partial (self.select_ulfbert_character_controller,"L_arm_shoulder_fk_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_33'] = cmds.symbolButton(image=image_path+"/cms_L_arm_elbow_fk_ctrl.png", h=45, vis=True,command=partial (self.select_ulfbert_character_controller,"L_arm_elbow_fk_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_34'] = cmds.symbolButton(image=image_path+"/cms_L_arm_wrist_fk_ctrl.png", h=45, vis=True,command=self.ulfbert_L_arm_fkik)
        self.ulfbert_body_UIs['ulfbert_icon_35'] = cmds.symbolButton(image=image_path+"/cms_fk2ik_L_Arm.png", h=45, vis=True, command=partial (self.fk2ik_ulfbert_character,'.L_arm3_IkFkBlend'))
        self.ulfbert_body_UIs['ulfbert_icon_36'] = cmds.symbolButton(image=image_path+"/cms_ik2fk_R_Arm.png",h=45, vis=True, command=partial (self.ik2fk_ulfbert_character,'.R_arm3_IkFkBlend'))
        self.ulfbert_body_UIs['ulfbert_icon_37'] = cmds.symbolButton( h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_38'] = cmds.symbolButton(image=image_path+"/cms_R_arm_elbow_ik_ctrl.png", h=45, vis=True,command=partial (self.select_ulfbert_character_controller,"R_arm_elbow_ik_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_39'] = cmds.symbolButton( h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_40'] = cmds.symbolButton( h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_41'] = cmds.symbolButton(image=image_path+"/cms_spine_chestA_ctrl.png", h=45, vis=True, command=partial (self.select_ulfbert_character_controller,"spine_chestA_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_42'] = cmds.symbolButton( h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_43'] = cmds.symbolButton( h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_45'] = cmds.symbolButton(image=image_path+"/cms_L_arm_elbow_ik_ctrl.png", h=45, vis=True, command=partial (self.select_ulfbert_character_controller,"L_arm_elbow_ik_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_46'] = cmds.symbolButton(h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_47'] = cmds.symbolButton(image=image_path+"/cms_ik2fk_L_Arm.png",h=45, vis=True, command=partial (self.ik2fk_ulfbert_character,'.L_arm3_IkFkBlend'))
        self.ulfbert_body_UIs['ulfbert_icon_48'] = cmds.symbolButton(h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_49'] = cmds.symbolButton(h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_50'] = cmds.symbolButton(h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_51'] = cmds.symbolButton(h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_52'] = cmds.symbolButton(image=image_path+"/cms_select_spine_main.png",h=45, vis=True, command=self.ulfbert_select_spine)
        self.ulfbert_body_UIs['ulfbert_icon_53'] = cmds.symbolButton(image=image_path+"/cms_spine_chestB_ctrl.png", h=45, vis=True, command=partial (self.select_ulfbert_character_controller,"spine_chestB_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_54'] = cmds.symbolButton(h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_55'] = cmds.symbolButton(h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_56'] = cmds.symbolButton(h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_57'] = cmds.symbolButton(h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_58'] = cmds.symbolButton(image=image_path+"/cms_save_pose_main.png",h=45, vis=True, command=self.call_save_pose)
        self.ulfbert_body_UIs['ulfbert_icon_59'] = cmds.symbolButton(image=image_path+"/cms_key_selected_member", h=45, vis=True, command=self.ulfbert_key_selected)
        self.ulfbert_body_UIs['ulfbert_icon_61'] = cmds.symbolButton(h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_62'] = cmds.symbolButton(h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_63'] = cmds.symbolButton(h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_65'] = cmds.symbolButton( h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_64'] = cmds.symbolButton(image=image_path+"/cms_spine_middle1_ctrl.png", h=45, vis=True, command=partial (self.select_ulfbert_character_controller,"spine_middle1_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_66'] = cmds.symbolButton( h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_67'] = cmds.symbolButton( h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_68'] = cmds.symbolButton( h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_69'] = cmds.symbolButton( h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_70'] = cmds.symbolButton(image=image_path+"/cms_pose_libary_main.png",h=45, vis=True, command=self.call_load_pose)
        self.ulfbert_body_UIs['ulfbert_icon_60'] = cmds.symbolButton(image=image_path+"/cms_reset_main.png",h=45, vis=True, command=self.ulfbert_reset_body_controller)
        self.ulfbert_body_UIs['ulfbert_icon_71'] = cmds.symbolButton( h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_72'] = cmds.symbolButton( h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_73'] = cmds.symbolButton( image=image_path+"/cms_fk2ik_R_Hip.png",h=45, vis=False, command=partial (self.fk2ik_ulfbert_character,'.R_hip1_IkFkBlend'))
        self.ulfbert_body_UIs['ulfbert_icon_74'] = cmds.symbolButton( image=image_path+"/cms_ik2fk_R_Hip.png",h=45, vis=False, command=partial (self.ik2fk_ulfbert_character,'.R_hip1_IkFkBlend'))
        self.ulfbert_body_UIs['ulfbert_icon_75'] = cmds.symbolButton(image=image_path+"/cms_spine_hipsB_ctrl.png", h=45, vis=True, command=partial (self.select_ulfbert_character_controller,"spine_hipsB_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_76'] = cmds.symbolButton(image=image_path+"/cms_fk2ik_L_Hip.png", h=45, vis=False, command=partial (self.fk2ik_ulfbert_character,'.L_hip1_IkFkBlend'))
        self.ulfbert_body_UIs['ulfbert_icon_77'] = cmds.symbolButton(image=image_path+"/cms_ik2fk_L_Hip.png",h=45, vis=False, command=partial (self.ik2fk_ulfbert_character,'.L_hip1_IkFkBlend'))
        self.ulfbert_body_UIs['ulfbert_icon_78'] = cmds.symbolButton(h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_79'] = cmds.symbolButton(h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_80'] = cmds.symbolButton(h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_6'] = cmds.symbolButton(h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_7'] = cmds.symbolButton(image=image_path+"/cms_fk2ik_R_Leg.png",h=45, vis=True, command=partial (self.fk2ik_ulfbert_character,'.R_leg1_IkFkBlend'))
        self.ulfbert_body_UIs['ulfbert_icon_8'] = cmds.symbolButton(h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_9'] = cmds.symbolButton(image=image_path+"/cms_R_up_leg_off_ctrl.png",h=45, vis=True, command=partial (self.select_ulfbert_character_controller,"R_up_leg_off_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_10'] = cmds.symbolButton(image=image_path+"/cms_R_leg_hip_fk_ctrl.png",h=45, vis=True, command=partial (self.select_ulfbert_character_controller,"R_leg_hip_fk_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_11'] = cmds.symbolButton(image=image_path+"/cms_spine_hipsA_ctrl.png", h=45, vis=True,command=partial (self.select_ulfbert_character_controller,"spine_hipsA_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_12'] = cmds.symbolButton(image=image_path+"/cms_L_leg_hip_fk_ctrl.png", h=45, vis=True, command=partial (self.select_ulfbert_character_controller,"L_leg_hip_fk_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_13'] = cmds.symbolButton(image=image_path+"/cms_L_up_leg_off_ctrl.png",h=45, vis=True, command=partial (self.select_ulfbert_character_controller,"L_up_leg_off_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_14'] = cmds.symbolButton(h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_15'] = cmds.symbolButton(image=image_path+"/cms_fk2ik_L_Leg.png",h=45, vis=True, command=partial (self.fk2ik_ulfbert_character,'.L_leg1_IkFkBlend'))
        self.ulfbert_body_UIs['ulfbert_icon_16'] = cmds.symbolButton(h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_17'] = cmds.symbolButton(h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_18'] = cmds.symbolButton(image=image_path+"/cms_ik2fk_R_Leg.png", h=45, vis=True, command=partial (self.ik2fk_ulfbert_character,'.R_leg1_IkFkBlend'))
        self.ulfbert_body_UIs['ulfbert_icon_1'] = cmds.symbolButton(image=image_path+"/cms_R_leg_knee_ik_ctrl.png", h=45, vis=True, command=partial (self.select_ulfbert_character_controller,"R_leg_knee_ik_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_2'] = cmds.symbolButton(image=image_path+"/cms_R_leg_off_ctrl.png", h=45, vis=True, command=partial (self.select_ulfbert_character_controller,"R_leg_off_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_3'] = cmds.symbolButton(image=image_path+"/cms_R_leg_leg_fk_ctrl.png", h=45, vis=True, command=partial (self.select_ulfbert_character_controller,"R_leg_leg_fk_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_4'] = cmds.symbolButton(image=image_path+"/cms_root_ctrl.png", h=45, vis=True, command=partial (self.select_ulfbert_character_controller,"root_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_5'] = cmds.symbolButton(image=image_path+"/cms_L_leg_leg_fk_ctrl.png", h=45, vis=True, command=partial (self.select_ulfbert_character_controller,"L_leg_leg_fk_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_6'] = cmds.symbolButton(image=image_path+"/cms_L_leg_off_ctrl.png", h=45, vis=True, command=partial (self.select_ulfbert_character_controller,"L_leg_off_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_7'] = cmds.symbolButton(image=image_path+"/cms_L_leg_knee_ik_ctrl.png", h=45, vis=True, command=partial (self.select_ulfbert_character_controller,"L_leg_knee_ik_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_8'] = cmds.symbolButton(image=image_path+"/cms_ik2fk_L_Leg.png", h=45, vis=True, command=partial (self.ik2fk_ulfbert_character,'.L_leg1_IkFkBlend'))
        self.ulfbert_body_UIs['ulfbert_icon_9'] = cmds.symbolButton( h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_10'] = cmds.symbolButton( h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_11'] = cmds.symbolButton( h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_12'] = cmds.symbolButton( h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_13'] = cmds.symbolButton(image=image_path+"/cms_R_down_leg_off_ctrl.png", h=45, vis=True, command=partial (self.select_ulfbert_character_controller,"R_down_leg_off_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_14'] = cmds.symbolButton(image=image_path+"/cms_R_leg_knee_fk_ctrl.png", h=45, vis=True, command=partial (self.select_ulfbert_character_controller,"R_leg_knee_fk_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_15'] = cmds.symbolButton(h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_16'] = cmds.symbolButton(image=image_path+"/cms_L_leg_knee_fk_ctrl.png", h=45, vis=True, command=partial (self.select_ulfbert_character_controller,"L_leg_knee_fk_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_17'] = cmds.symbolButton(image=image_path+"/cms_L_down_leg_off_ctrl.png", h=45, vis=True, command=partial (self.select_ulfbert_character_controller,"L_down_leg_off_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_18'] = cmds.symbolButton(h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_1'] = cmds.symbolButton(h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_2'] = cmds.symbolButton(h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_3'] = cmds.symbolButton(h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_4'] = cmds.symbolButton(h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_5'] = cmds.symbolButton(h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_6'] = cmds.symbolButton(image=image_path+"/cms_R_foot_middle_ctrl.png", h=45, vis=True, command=partial (self.select_ulfbert_character_controller,"R_foot_middle_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_7'] = cmds.symbolButton(image=image_path+"/cms_R_leg_ankle_fk_ctrl.png", h=45, vis=True, command=self.ulfbert_R_Leg_fkik)
        self.ulfbert_body_UIs['ulfbert_icon_8'] = cmds.symbolButton(image=image_path+"/cms_master_ctrl.png", h=45, vis=True, command=partial (self.select_ulfbert_character_controller,"master_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_9'] = cmds.symbolButton(image=image_path+"/cms_L_leg_ankle_fk_ctrl.png", h=45, vis=True, command=self.ulfbert_L_Leg_fkik)
        self.ulfbert_body_UIs['ulfbert_icon_10'] = cmds.symbolButton(image=image_path+"/cms_L_foot_middle_ctrl.png", h=45, vis=True, command=partial (self.select_ulfbert_character_controller,"L_foot_middle_ctrl"))
        self.ulfbert_body_UIs['ulfbert_icon_11'] = cmds.symbolButton(h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_12'] = cmds.symbolButton(h=45, vis=False)
        self.ulfbert_body_UIs['ulfbert_icon_13'] = cmds.symbolButton(image=image_path + "/cms_graph_editor_45",h=45, vis=True, command=self.ulfbert_body_graph_editor)
        cmds.setParent('..')


        cmds.showWindow(self.ulfbert_body_UIs["ulfbert_body_win"])

##################################################################################################################################################
#
#
#ANIM_UI_character_body_function//ulfbert
#
#
##################################################################################################################################################

    def ulfbert_debug(self, *args):
        if cmds.window("Ulfbert_Debug", exists=True):

[docs]            cmds.deleteUI("Ulfbert_Debug")
        ulfbert_debug_windows = cmds.window('Ulfbert_Debug',title="Debug Info",mnb=True, mxb=False,w=400,h=130,sizeable=False)
        ulfbert_debug_layout = cmds.columnLayout(w = 250, h=180, columnAttach=('both', 10), rowSpacing=5, columnWidth=250)
        cmds.separator(h=5,vis=True, st='none')
        ulfbert_debug_text = cmds.text(label="Please describe your problem or suggestion.")
        ulfbert_debug_text_field = cmds.textField('ulfbert_debugTextField',h=20,text = "")
        ulfbert_debug_button = cmds.button(label="Send to Admin",bgc=(0.6,0.2,0.3),command=self.ulfbert_sendDebug)
        cmds.separator(h=10, st='none')
        cmds.showWindow()

    def ulfbert_sendDebug(self, *args):
        ulfbert_query_debug_text = cmds.textField('ulfbert_debugTextField', text=True, query=True)

[docs]        file = open("Y:/Production/rnd/ahosseini/helga_debug_cms/debug_file.txt", "a")
        file.write("//New Bug:"+ulfbert_query_debug_text+"//\n")
        file.close()
        cmds.warning("successful sending to Arash")
        if cmds.window("Ulfbert_Debug", exists=True):
            cmds.deleteUI("Ulfbert_Debug")

    def ulfbert_about(self, *args):
        if cmds.window("ulfbert_about", exists=True):

[docs]            cmds.deleteUI("ulfbert_about")
        ulfbert_about_windows = cmds.window("ulfbert_about",title="About",mnb=True, mxb=False,w=400,h=130,sizeable=False)
        ulfbert_about_form_layout = cmds.formLayout('ulfbert_about_dialog_UI')
        ulfbert_about_colum_layout = cmds.columnLayout(columnAttach=('both', 10), rowSpacing=5, columnWidth=400)
        cmds.separator(h=50,vis=True, st='none')
        ulfbert_about_text = cmds.text('ulfbert_about_text_a',label=about, align = 'center')
        cmds.showWindow()

    def ulfbert_namespace(self, *args):
        ulfbert_namespace_list = pm.system.listNamespaces()

[docs]        ulfbert_namespace_menuItem=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, itemListLong=True)
        if ulfbert_namespace_menuItem:
            cmds.deleteUI(ulfbert_namespace_menuItem)
        for self.namespace_name in ulfbert_namespace_list:
            cmds.menuItem(label=self.namespace_name, parent=self.ulfbert_body_UIs['ulfbert_namespace_optionmenu_a'])
        if len(ulfbert_namespace_list)==0:
            self.ulfbert_change_namespace_text_color_red()
        else:
            self.ulfbert_change_namespace_text_color_green()

    def ulfbert_change_namespace_text_color_green(self, *args):
        self.query_ulfbert_selected_namespace=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)

[docs]        cmds.text('ulfbert_namespace_select_a', e=True, label=self.query_ulfbert_selected_namespace)
        cmds.text('ulfbert_namespace_select_a', e=True, bgc=Color.green_a)

        if cmds.window('ulfbert_hand_body_window', exists = True):
            cmds.text('ulfbert_namespace_hand_select_a', e=True, label=self.query_ulfbert_selected_namespace)
            cmds.text('ulfbert_namespace_hand_select_a', e=True, bgc=Color.green_a)

        if cmds.window('character_save_pose_window', exists=True):
            cmds.text('character_namespace_message_a', e=True, label=self.query_ulfbert_selected_namespace)
            cmds.text('character_namespace_message_a', e=True, bgc=Color.green_a)
            self.set_name_save_pose()

        if cmds.window('character_load_pose_window', exists=True):
            cmds.text('character_save_pose_a_x', e=True, label=self.query_ulfbert_selected_namespace)
            cmds.text('character_save_pose_a_x', e=True, bgc=Color.green_a)

    def ulfbert_change_namespace_text_color_red(self, *args):
        cmds.text('ulfbert_namespace_select_a', e=True, label="No Namespaces in Scene!")

[docs]        cmds.text('ulfbert_namespace_select_a',e=True, bgc=Color.red)

        if cmds.window('ulfbert_hand_body_window', exists = True):
            cmds.text('ulfbert_namespace_hand_select_a', e=True, label="No Namespaces in Scene!")
            cmds.text('ulfbert_namespace_hand_select_a', e=True, bgc=Color.red)

        if cmds.window('character_save_pose_window', exists=True):
            cmds.text('character_namespace_message_a', e=True, label="No Namespaces in Scene!")
            cmds.text('character_namespace_message_a', e=True, bgc=Color.red)

        if cmds.window('character_load_pose_window', exists=True):
            cmds.text('character_save_pose_a_x', e=True, label="No Namespaces in Scene!")
            cmds.text('character_save_pose_a_x', e=True, bgc=Color.red)

    def ulfbert_create_reference(self, *args):
        mel.eval('CreateReference')

[docs]
    def ulfbert_reference_editor(self, *args):
        mel.eval('ReferenceEditor')

[docs]
    def ulfbert_L_arm_fkik(self, *args):
        ulfbert_L_arm_fkik_namespace_list = pm.system.listNamespaces()

[docs]        if len(ulfbert_L_arm_fkik_namespace_list)==0:
            cmds.warning('No Character in Scene')
        else:
            query_ulfbert_L_arm_fkik_controller=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)
            ulfbert_L_arm_fkik_current_name=(str(query_ulfbert_L_arm_fkik_controller)+":"+("Option_Ctrl"))
            query_ulfbert_L_arm_fkik_value=cmds.getAttr(ulfbert_L_arm_fkik_current_name+'.L_arm3_IkFkBlend')
            if query_ulfbert_L_arm_fkik_value==0.0:
                cmds.select(str(query_ulfbert_L_arm_fkik_controller)+":"+str("L_arm_wrist_ik_ctrl"))
            else:
                cmds.select(str(query_ulfbert_L_arm_fkik_controller)+":"+str("L_arm_wrist_fk_ctrl"))

    def ulfbert_R_arm_fkik(self, *args):
        ulfbert_R_arm_fkik_namespace_list = pm.system.listNamespaces()

[docs]        if len(ulfbert_R_arm_fkik_namespace_list)==0:
            cmds.warning('No Character in Scene')
        else:
            query_ulfbert_R_arm_fkik_controller=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)
            ulfbert_R_arm_fkik_current_name=(str(query_ulfbert_R_arm_fkik_controller)+":"+("Option_Ctrl"))
            query_ulfbert_R_arm_fkik_value=cmds.getAttr(ulfbert_R_arm_fkik_current_name+'.R_arm3_IkFkBlend')
            if query_ulfbert_R_arm_fkik_value==0.0:
                cmds.select(str(query_ulfbert_R_arm_fkik_controller)+":"+str("R_arm_wrist_ik_ctrl"))
            else:
                cmds.select(str(query_ulfbert_R_arm_fkik_controller)+":"+str("R_arm_wrist_fk_ctrl"))


    def ulfbert_L_Leg_fkik(self, *args):
        ulfbert_L_leg_fkik_namespace_list = pm.system.listNamespaces()

[docs]        if len(ulfbert_L_leg_fkik_namespace_list)==0:
            cmds.warning('No Character in Scene')
        else:
            query_ulfbert_L_leg_fkik_controller=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)
            ulfbert_L_leg_fkik_current_name=(str(query_ulfbert_L_leg_fkik_controller)+":"+("Option_Ctrl"))
            query_ulfbert_L_leg_fkik_value=cmds.getAttr(ulfbert_L_leg_fkik_current_name+'.L_leg1_IkFkBlend')
            if query_ulfbert_L_leg_fkik_value==0.0:
                cmds.select(str(query_ulfbert_L_leg_fkik_controller)+":"+str("L_leg_ankle_ik_ctrl"))
            else:
                cmds.select(str(query_ulfbert_L_leg_fkik_controller)+":"+str("L_leg_ankle_fk_ctrl"))

    def ulfbert_R_Leg_fkik(self, *args):
        ulfbert_R_leg_fkik_namespace_list = pm.system.listNamespaces()

[docs]        if len(ulfbert_R_leg_fkik_namespace_list)==0:
            cmds.warning('No Character in Scene')
        else:
            query_ulfbert_R_leg_fkik_controller=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)
            ulfbert_R_leg_fkik_current_name=(str(query_ulfbert_R_leg_fkik_controller)+":"+("Option_Ctrl"))
            query_ulfbert_R_leg_fkik_value=cmds.getAttr(ulfbert_R_leg_fkik_current_name+'.R_leg1_IkFkBlend')
            if query_ulfbert_R_leg_fkik_value==0.0:
                cmds.select(str(query_ulfbert_R_leg_fkik_controller)+":"+str("R_leg_ankle_ik_ctrl"))
            else:
                cmds.select(str(query_ulfbert_R_leg_fkik_controller)+":"+str("R_leg_ankle_fk_ctrl"))

    def delete_ulfbert_character_body_UI(self, *args):
        self.quit_UI_window('ulfbert_body_window')

[docs]
    def call_save_pose(self, *args):
        Save_character_pose_UI()

[docs]
    def call_load_pose(self, *args):
        Load_character_pose_UI()

[docs]
    def ulfbert_select_spine(self, *args):
        ulfbert_select_spine_namespace_list = pm.system.listNamespaces()

[docs]        if len(ulfbert_select_spine_namespace_list)==0:
            cmds.warning('No Character in Scene')
        else:
            query_ulfbert_select_spien_namespace=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)
            ulfbert_spine_controller=["spine_hipsB_ctrl", "spine_chestB_ctrl"]
            for s in ulfbert_spine_controller:
                cmds.select(str(query_ulfbert_select_spien_namespace)+":"+str(s), add=True)
##################################################
#
#
#ANIM_UI_ulfbert_display_layer
#
#
##################################################


    def display_all_member_lists(self, *args):
        

[docs]        #all member
        self.character_main_body_list=[str('head_head_ctrl'), str('head_jaw_ctrl'), str('head_chin_ctrl'), str('spine_hipsA_ctrl'), str('spine_hipsB_ctrl'),
                        str('L_leg_hip_fk_ctrl'), str('L_leg_leg_fk_ctrl'), str('L_leg_ankle_fk_ctrl'), str('L_leg_knee_fk_ctrl'),
                        str('L_foot_middle_ctrl'), str('L_up_leg_off_ctrl'), str('L_down_leg_off_ctrl'),
                        str('L_leg_off_ctrl'), str('R_leg_hip_fk_ctrl'), str('R_leg_leg_fk_ctrl'), str('R_leg_ankle_fk_ctrl'),
                        str('R_leg_knee_fk_ctrl'), str('R_foot_middle_ctrl'), str('R_up_leg_off_ctrl'),
                        str('R_down_leg_off_ctrl'), str('R_leg_off_ctrl'), str('spine_chestA_ctrl'), str('spine_chestB_ctrl'),
                        str('head_neck_ctrl'), str('L_arm_clavicle_fk_ctrl'), str('L_arm_shoulder_fk_ctrl'), str('L_arm_wrist_fk_ctrl'),
                        str('L_arm_elbow_fk_ctrl'), str('L_arm_elbow_ik_ctrl'), str('L_index_0_ctrl'),
                        str('L_index_1_ctrl'), str('L_index_2_ctrl'), str('L_index_3_ctrl'), str('L_middle_0_ctrl'), str('L_middle_1_ctrl'),
                        str('L_middle_2_ctrl'), str('L_middle_3_ctrl'), str('L_ring_0_ctrl'), str('L_ring_1_ctrl'), str('L_ring_2_ctrl'),
                        str('L_ring_3_ctrl'), str('L_pink_0_ctrl'), str('L_pink_1_ctrl'), str('L_pink_2_ctrl'), str('L_pink_3_ctrl'),
                        str('L_thumb_0_ctrl'), str('L_thumb_1_ctrl'), str('L_thumb_2_ctrl'), str('L_up_arm_off_ctrl'), str('L_down_arm_off_ctrl'),
                        str('L_arm_off_ctrl'), str('R_arm_clavicle_fk_ctrl'), str('R_arm_shoulder_fk_ctrl'), str('R_arm_wrist_fk_ctrl'),
                        str('R_arm_elbow_fk_ctrl'), str('R_arm_elbow_ik_ctrl'), str('R_index_0_ctrl'),
                        str('R_index_1_ctrl'), str('R_index_2_ctrl'), str('R_index_3_ctrl'), str('R_middle_0_ctrl'), str('R_middle_1_ctrl'),
                        str('R_middle_2_ctrl'), str('R_middle_3_ctrl'), str('R_ring_0_ctrl'), str('R_ring_1_ctrl'), str('R_ring_2_ctrl'),
                        str('R_ring_3_ctrl'), str('R_pink_0_ctrl'), str('R_pink_1_ctrl'), str('R_pink_2_ctrl'), str('R_pink_3_ctrl'),
                        str('R_thumb_0_ctrl'), str('R_thumb_1_ctrl'), str('R_thumb_2_ctrl'), str('R_up_arm_off_ctrl'), str('R_down_arm_off_ctrl'),
                        str('R_arm_off_ctrl'), str('L_arm_wrist_ik_ctrl'), str('R_arm_wrist_ik_ctrl'), str('spine_middle1_ctrl'),
                        str('L_leg_ankle_ik_ctrl'), str('L_leg_knee_ik_ctrl'), str('R_leg_ankle_ik_ctrl'), str('R_leg_knee_ik_ctrl'),
                        str('L_Leg_Ankle_ToParent_Ctrl'), str('L_Arm_Wrist_ToParent_Ctrl'), str('R_Arm_Wrist_ToParent_Ctrl'), str('R_Leg_Ankle_ToParent_Ctrl'),
                        str('sword_Main_Ctrl'), str('sword_main_mounting_Ctrl'), str('sword_main_Ctrl'), str('belt_Ctrl_1'), str('belt_Ctrl_2'), str('belt_Ctrl_3'),
                        str('belt_Ctrl_4'), str('belt_Ctrl_5'), str('belt_Ctrl_6'), str('belt_Ctrl_7'), str('belt_Ctrl_8'), str('belt_Ctrl_9'), str('belt_Ctrl_10'),
                        str('belt_Ctrl_11'), str('belt_Ctrl_12'), str('belt_Ctrl_13'), str('belt_EndPart_Ctrl_2'), str('belt_EndPart_Ctrl_3'), str('belt_EndPart_Ctrl_end'),
                        str('belt_EndPart_Ctrl_1'), str('Belt_buckle_SubMain_Ctrl'), str('Belt_buckle_main_Ctrl'), str('belt_Ctrl_14'), str('button_main_Ctrl')]



        self.all_bends_list = [str('L_leg_off_ctrl'), str('L_down_leg_off_ctrl'), str('L_up_leg_off_ctrl'), str('R_leg_off_ctrl'), str('R_up_leg_off_ctrl'),
                        str('R_down_leg_off_ctrl'), str('L_arm_off_ctrl'), str('L_up_arm_off_ctrl'), str('L_down_arm_off_ctrl'), str('R_arm_off_ctrl'), str('R_down_arm_off_ctrl'),
                        str('R_up_arm_off_ctrl')]

        #right_arm
        self.character_R_arm_list=[str('R_arm_wrist_fk_ctrl'),str('R_arm_elbow_fk_ctrl'),
                       str('R_arm_elbow_ik_ctrl'),str('R_index_0_ctrl'),str('R_index_1_ctrl'),
                       str('R_index_2_ctrl'),str('R_index_3_ctrl'),str('R_middle_0_ctrl'),
                       str('R_middle_1_ctrl'),str('R_middle_2_ctrl'),str('R_middle_3_ctrl'),
                       str('R_ring_0_ctrl'),str('R_ring_1_ctrl'),str('R_ring_2_ctrl'),
                       str('R_ring_3_ctrl'),str('R_pink_0_ctrl'),str('R_pink_1_ctrl'),
                       str('R_pink_2_ctrl'),str('R_pink_3_ctrl'),str('R_thumb_0_ctrl'),
                       str('R_thumb_1_ctrl'),str('R_thumb_2_ctrl'),str('R_up_arm_off_ctrl'),
                       str('R_down_arm_off_ctrl'),str('R_arm_off_ctrl'),str('R_arm_wrist_ik_ctrl'),
                        str('R_arm_shoulder_fk_ctrl'), str('R_Arm_Wrist_ToParent_Ctrl')]

        self.character_L_arm_list=[str('L_arm_shoulder_fk_ctrl'), str('L_arm_wrist_fk_ctrl'),
                     str('L_arm_elbow_fk_ctrl'), str('L_arm_elbow_ik_ctrl'), str('L_index_0_ctrl'),
                      str('L_index_1_ctrl'), str('L_index_2_ctrl'), str('L_index_3_ctrl'),
                      str('L_middle_0_ctrl'), str('L_middle_1_ctrl'), str('L_middle_2_ctrl'),
                       str('L_middle_3_ctrl'), str('L_ring_0_ctrl'), str('L_ring_1_ctrl'),
                       str('L_ring_2_ctrl'), str('L_ring_3_ctrl'), str('L_pink_0_ctrl'),
                       str('L_pink_1_ctrl'), str('L_pink_2_ctrl'), str('L_pink_3_ctrl'),
                       str('L_thumb_0_ctrl'), str('L_thumb_1_ctrl'), str('L_thumb_2_ctrl'),
                       str('L_up_arm_off_ctrl'), str('L_down_arm_off_ctrl'), str('L_arm_off_ctrl'),
                       str('L_arm_wrist_ik_ctrl'),str('L_Arm_Wrist_ToParent_Ctrl')]

        self.character_R_leg_list=[str('R_leg_ankle_fk_ctrl'), str('R_leg_knee_fk_ctrl'), str('R_foot_middle_ctrl'), str('R_up_leg_off_ctrl'),
                        str('R_down_leg_off_ctrl'), str('R_leg_off_ctrl'), str('R_leg_ankle_ik_ctrl'), str('R_leg_knee_ik_ctrl'),
                        str('R_leg_leg_fk_ctrl'), str('R_leg_hip_fk_ctrl'),str('R_Leg_Ankle_ToParent_Ctrl')]

        self.character_L_leg_list=[str('L_leg_ankle_fk_ctrl'), str('L_foot_middle_ctrl'), str('L_leg_ankle_ik_ctrl'), str('L_leg_knee_ik_ctrl'),
                        str('L_down_leg_off_ctrl'), str('L_leg_knee_fk_ctrl'), str('L_leg_off_ctrl'), str('L_up_leg_off_ctrl'),
                        str('L_leg_leg_fk_ctrl'), str('L_leg_hip_fk_ctrl'),str('L_Leg_Ankle_ToParent_Ctrl')]


        self.character_R_fingers_list=[str('R_thumb_0_ctrl'), str('R_index_0_ctrl'), str('R_middle_0_ctrl'), str('R_ring_0_ctrl'), str('R_pink_0_ctrl'),
                        str('R_thumb_1_ctrl'), str('R_index_1_ctrl'), str('R_index_2_ctrl'), str('R_index_3_ctrl'), str('R_middle_1_ctrl'),
                        str('R_middle_2_ctrl'), str('R_middle_3_ctrl'), str('R_ring_1_ctrl'), str('R_ring_2_ctrl'), str('R_ring_3_ctrl'),
                        str('R_pink_1_ctrl'), str('R_pink_2_ctrl'), str('R_pink_3_ctrl'), str('R_thumb_2_ctrl')]


        self.character_L_fingers_list=[str('L_thumb_0_ctrl'),str('L_index_0_ctrl'),str('L_middle_0_ctrl'),str('L_ring_0_ctrl'),str('L_pink_0_ctrl'),
                       str('L_thumb_1_ctrl'),str('L_index_1_ctrl'),str('L_index_2_ctrl'),str('L_index_3_ctrl'),str('L_middle_1_ctrl'),
                       str('L_middle_2_ctrl'),str('L_middle_3_ctrl'),str('L_ring_1_ctrl'),str('L_ring_2_ctrl'),str('L_ring_3_ctrl'),
                       str('L_pink_1_ctrl'),str('L_pink_2_ctrl'),str('L_pink_3_ctrl'),str('L_thumb_2_ctrl')]

        self.character_center_list=[str('head_neck_ctrl'),str('spine_chestA_ctrl'),str('spine_chestB_ctrl'),str('spine_middle1_ctrl'), str('spine_hipsB_ctrl'), str('spine_hipsA_ctrl'),
                        str('sword_Main_Ctrl'), str('sword_main_mounting_Ctrl'), str('sword_main_Ctrl'), str('belt_Ctrl_1'), str('belt_Ctrl_2'), str('belt_Ctrl_3'),
                        str('belt_Ctrl_4'), str('belt_Ctrl_5'), str('belt_Ctrl_6'), str('belt_Ctrl_7'), str('belt_Ctrl_8'), str('belt_Ctrl_9'), str('belt_Ctrl_10'),
                        str('belt_Ctrl_11'), str('belt_Ctrl_12'), str('belt_Ctrl_13'), str('belt_EndPart_Ctrl_2'), str('belt_EndPart_Ctrl_3'), str('belt_EndPart_Ctrl_end'),
                        str('belt_EndPart_Ctrl_1'), str('Belt_buckle_SubMain_Ctrl'), str('Belt_buckle_main_Ctrl'), str('belt_Ctrl_14'), str('button_main_Ctrl')]

    def show_all_controls(self, *args):
        self.display_all_member_lists()

[docs]        self.query_current_namespace=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)
        for m in self.character_main_body_list:
            cmds.showHidden(str(self.query_current_namespace) + str(":") + str(m))

    def hide_all_controls(self, *args):
        self.display_all_member_lists()

[docs]        self.query_current_namespace=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)
        for m in self.character_main_body_list:
            cmds.hide(str(self.query_current_namespace) + str(":") + str(m))


    def hide_all_bends(self, *args):
        self.display_all_member_lists()

[docs]        self.query_current_namespace=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)
        for m in self.all_bends_list:
            cmds.hide(str(self.query_current_namespace)+ str(":") + str(m))

    def show_all_bends(self, *args):
        self.display_all_member_lists()

[docs]        self.query_current_namespace=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)
        for m in self.all_bends_list:
            cmds.showHidden(str(self.query_current_namespace)+ str(":") + str(m))

    def hide_right_arm(self, *args):
        self.display_all_member_lists()

[docs]        self.query_current_namespace=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)
        for m in self.character_R_arm_list:
            cmds.hide(str(self.query_current_namespace) + str(":") + str(m))


    # def show_right_arm(self, *args):
    #     self.display_all_member_lists()
    #     self.query_current_namespace=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)
    #     for m in self.character_R_arm_list:
    #         cmds.showHidden(str(self.query_current_namespace) + str(":") + str(m))


    def hide_left_arm(self, *args):
        self.display_all_member_lists()

[docs]        self.query_current_namespace=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)
        for m in self.character_L_arm_list:
            cmds.hide(str(self.query_current_namespace) + str(":") + str(m))

    # def show_left_arm(self, *args):
    #     self.display_all_member_lists()
    #     self.query_current_namespace=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)
    #     for m in self.character_L_arm_list:
    #         cmds.showHidden(str(self.query_current_namespace) + str(":") + str(m))


    def hide_right_fingers(self, *args):
        self.display_all_member_lists()

[docs]        self.query_current_namespace=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)
        for m in self.character_R_fingers_list:
            cmds.hide(str(self.query_current_namespace) + str(":") + str(m))

    def hide_left_fingers(self, *args):
        self.display_all_member_lists()

[docs]        self.query_current_namespace=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)
        for m in self.character_L_fingers_list:
            cmds.hide(str(self.query_current_namespace) + str(":") + str(m))

    def hide_right_leg(self, *args):
        self.display_all_member_lists()

[docs]        self.query_current_namespace=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)
        for m in self.character_R_leg_list:
            cmds.hide(str(self.query_current_namespace) + str(":") + str(m))

    # def show_right_leg(self, *args):
    #     print "right_leg"
    #     self.display_all_member_lists()
    #     self.query_current_namespace=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)
    #     for m in self.character_R_leg_list:
    #         cmds.showHidden(str(self.query_current_namespace) + str(":") + str(m))

    def hide_left_leg(self, *args):
        self.display_all_member_lists()

[docs]        self.query_current_namespace=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)
        for m in self.character_L_leg_list:
            cmds.hide(str(self.query_current_namespace) + str(":") + str(m))


    # def show_left_leg(self, *args):
    #     print "left_leg"
    #     self.display_all_member_lists()
    #     self.query_current_namespace=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)
    #     for m in self.character_L_leg_list:
    #         cmds.showHidden(str(self.query_current_namespace) + str(":") + str(m))


    def hide_left_side(self, *args):
        self.display_all_member_lists()

[docs]        self.query_current_namespace=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)
        for m in self.character_L_arm_list + self.character_L_leg_list + self.character_L_fingers_list:
            cmds.hide(str(self.query_current_namespace) + str(":") + str(m))

    def hide_right_side(self, *args):
        self.display_all_member_lists()

[docs]        self.query_current_namespace=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)
        for m in self.character_R_arm_list + self.character_R_leg_list + self.character_R_fingers_list:
            cmds.hide(str(self.query_current_namespace) + str(":") + str(m))


##################################################
#
#
#ANIM_UI_ulfbert_reset
#
#
##################################################



    def ulfbert_reset_pose(self, *args):
        '''ulfbert_reset_ui'''

[docs]        if cmds.window("ulfbert_reset", exists=True):
            cmds.deleteUI("ulfbert_reset")
        cmds.window("ulfbert_reset",title="Reset",mnb=True, mxb=False,w=135,h=50,sizeable=False)
        cmds.columnLayout('ulfbert_reset_column_a', columnAttach=('both', 0), rowSpacing=3, columnWidth=135)
        cmds.rowColumnLayout('ulfbert_reset_layout',columnAttach=(20,'both',20), numberOfColumns=3, columnWidth=[(1,45), (2,45),(3,45)])
        cmds.symbolButton(image=image_path+ "/cms_reset_t_main.png",h=45,vis=True,parent='ulfbert_reset_layout', command=self.ulfbert_reset_translate)
        cmds.symbolButton(image=image_path+ "/cms_reset_r_main.png",h=45,vis=True,parent='ulfbert_reset_layout', command=self.ulfbert_reset_rotate)
        cmds.symbolButton(image=image_path+ "/cms_reset_s_main.png",h=45,vis=True,parent='ulfbert_reset_layout', command=self.ulfbert_reset_scale)

        cmds.setParent('..')
        cmds.showWindow()

    def ulfbert_reset_translate(self, *args):
        ulfbert_reset_t_object=cmds.ls(sl=True)

[docs]        cmds.xform(a=True, t=(0,0,0))

    def ulfbert_reset_rotate(self, *args):
        ulfbert_reset_ro_object=cmds.ls(sl=True)

[docs]        cmds.xform(a=True, ro=(0,0,0))

    def ulfbert_reset_scale(self, *args):
        ulfbert_reset_s_object=cmds.ls(sl=True)

[docs]        cmds.xform(a=True, s=(1,1,1))


    def ulfbert_body_graph_editor(self, *args):
        mel.eval('GraphEditor')

[docs]

    def ulfbert_reset_body_controller(self, *args):
        ulfbert_reset_object=cmds.ls(sl=True)

[docs]        cmds.xform(a=True, t=(0,0,0))
        cmds.xform(a=True, ro=(0,0,0))
        cmds.xform(a=True, s=(1,1,1))

##################################################
#
#
#ANIM_UI_ulfbert_mirror
#
#
##################################################



    # def ulfbert_mirror_pose(self, *args):
    #     '''ulfbert_mirror_ui'''
    #     if cmds.window("ulfbert_mirror", exists=True):
    #         cmds.deleteUI("ulfbert_mirror")
    #     cmds.window("ulfbert_mirror",title="Mirror Pose",mnb=True, mxb=False,w=300,h=300,sizeable=False)
    #     cmds.columnLayout('ulfbert_mirror_column_a', columnAttach=('both', 20), rowSpacing=3, columnWidth=300)
    #     cmds.rowColumnLayout('ulfbert_mirror_layout',columnAttach=(20,'both',20), numberOfColumns=2, columnWidth=[(1,150), (2,100)])
    #     #cmds.separator(h=5,vis=True, st='none')
    #     cmds.radioCollection()
    #     cmds.radioButton('ulfbert_mirror_R2L', h=50, label='Right2Left',align='center', parent='ulfbert_mirror_layout')
    #     cmds.radioButton( 'ulfbert_mirror_L2R', h=50, label='Left2Right', align='center' ,parent='ulfbert_mirror_layout')
    #     cmds.symbolButton(vis=False,parent='ulfbert_mirror_layout')
    #     cmds.button(label="Mirror",parent='ulfbert_mirror_layout', w=30, command=self.ulfbert_mirror_ui_action)
    #     cmds.setParent('..')
    #     cmds.showWindow()


    # def ulfbert_mirror_ui_action(self, *args):
    #     '''ulfbert_mirror_ui_function'''
    #     ulfbert_query_R2L=cmds.radioButton( 'ulfbert_mirror_R2L',sl=True, q=True)
    #     ulfbert_query_L2R=cmds.radioButton( 'ulfbert_mirror_L2R',sl=True, q=True)

    #     if ulfbert_query_L2R==True:
    #         self.ulfbert_mirror_L2R_action()
    #     else:
    #         pass
    #     if ulfbert_query_R2L==True:
    #         self.ulfbert_mirror_R2L_action()

    def ulfbert_mirror_L2R_action(self, *args):
        ulfbert_L2R_list = cmds.ls(sl=True)

[docs]        ulfbert_mirror_L2R_namespace = pm.system.listNamespaces()
        if len(ulfbert_mirror_L2R_namespace)==0:
            cmds.warning('No Character in Scene')
        else:
            query_ulfbert_L_mirror_L2R=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)
            #print query_ulfbert_L_mirror_L2R
            if len(ulfbert_L2R_list) == 1:
                self.ulfbert_L2R_object=pm.ls(sl = True, fl = True)[0]
                #print self.ulfbert_L2R_object
                split_l_namespace=self.ulfbert_L2R_object.split(":")[1]
                final_side_result=split_l_namespace.replace("L", "R")
                self.final_side_name_result=query_ulfbert_L_mirror_L2R+":"+final_side_result
                #print final_side_name_result

                self.ulfbert_get_trans_data(self.ulfbert_L2R_object)
                self.ulfbert_get_rotate_data(self.ulfbert_L2R_object)
                self.ulfbert_get_scale_data(self.ulfbert_L2R_object)

                self.ulfbert_L2R_translate()
                self.ulfbert_L2R_rotate()
                self.ulfbert_L2R_scale()

            else:
                cmds.warning('Select Control!')

    def ulfbert_L2R_translate(self, *args):
            if self.ulfbert_L2R_object.translateX.isLocked() == False:

[docs]                self.ulfbert_set_transX_data(self.final_side_name_result)
            if self.ulfbert_L2R_object.translateY.isLocked() == False:
                self.ulfbert_set_transY_data(self.final_side_name_result)
            if self.ulfbert_L2R_object.translateZ.isLocked() == False:
                self.ulfbert_set_transZ_data(self.final_side_name_result)
                pass
    def ulfbert_L2R_rotate(self, *args):
            if self.ulfbert_L2R_object.rotateX.isLocked() == False:

[docs]                self.ulfbert_set_rotateX_data(self.final_side_name_result)
            if self.ulfbert_L2R_object.rotateY.isLocked() == False:
                self.ulfbert_set_rotateY_data(self.final_side_name_result)
            if self.ulfbert_L2R_object.rotateZ.isLocked() == False:
                self.ulfbert_set_rotateZ_data(self.final_side_name_result)
                pass
    def ulfbert_L2R_scale(self, *args):
            if self.ulfbert_L2R_object.scaleX.isLocked() == False:

[docs]                self.ulfbert_set_scaleX_data(self.final_side_name_result)
            if self.ulfbert_L2R_object.scaleY.isLocked() == False:
                self.ulfbert_set_scaleY_data(self.final_side_name_result)
            if self.ulfbert_L2R_object.scaleZ.isLocked() == False:
                self.ulfbert_set_scaleZ_data(self.final_side_name_result)

    def ulfbert_mirror_R2L_action(self, *args):
        ulfbert_R2L_list = cmds.ls(sl=True)

[docs]        ulfbert_mirror_R2L_namespace = pm.system.listNamespaces()
        if len(ulfbert_mirror_R2L_namespace)==0:
            cmds.warning('No Character in Scene')
        else:
            query_ulfbert_L_mirror_R2L=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)
            if len(ulfbert_R2L_list) == 1:
                self.ulfbert_R2L_object=pm.ls(sl = True, fl = True)[0]

                split_r_namespace=self.ulfbert_R2L_object.split(":")[1]
                final_r_side_result=split_r_namespace.replace("R","L")
                self.final_r_side_name_result=query_ulfbert_L_mirror_R2L+":"+final_r_side_result

                self.ulfbert_get_trans_data(self.ulfbert_R2L_object)
                self.ulfbert_get_rotate_data(self.ulfbert_R2L_object)
                self.ulfbert_get_scale_data(self.ulfbert_R2L_object)

                self.ulfbert_R2L_translate()
                self.ulfbert_R2L_rotate()
                self.ulfbert_R2L_scale()

            else:
                cmds.warning('Select Control!')

    def ulfbert_R2L_translate(self, *args):
            if self.ulfbert_R2L_object.translateX.isLocked() == False:

[docs]                self.ulfbert_set_transX_data(self.final_r_side_name_result)
            if self.ulfbert_R2L_object.translateY.isLocked() == False:
                self.ulfbert_set_transY_data(self.final_r_side_name_result)
            if self.ulfbert_R2L_object.translateZ.isLocked() == False:
                self.ulfbert_set_transZ_data(self.final_r_side_name_result)
                pass
    def ulfbert_R2L_rotate(self, *args):
            if self.ulfbert_R2L_object.rotateX.isLocked() == False:

[docs]                self.ulfbert_set_rotateX_data(self.final_r_side_name_result)
            if self.ulfbert_R2L_object.rotateY.isLocked() == False:
                self.ulfbert_set_rotateY_data(self.final_r_side_name_result)
            if self.ulfbert_R2L_object.rotateZ.isLocked() == False:
                self.ulfbert_set_rotateZ_data(self.final_r_side_name_result)
                pass
    def ulfbert_R2L_scale(self, *args):
            if self.ulfbert_R2L_object.scaleX.isLocked() == False:

[docs]                self.ulfbert_set_scaleX_data(self.final_r_side_name_result)
            if self.ulfbert_R2L_object.scaleY.isLocked() == False:
                self.ulfbert_set_scaleY_data(self.final_r_side_name_result)
            if self.ulfbert_R2L_object.scaleZ.isLocked() == False:
                self.ulfbert_set_scaleZ_data(self.final_r_side_name_result)

    def ulfbert_get_trans_data(self, name):
        self.ulfbert_val_trans_x = cmds.getAttr(name+'.translateX')

[docs]        self.ulfbert_val_trans_y = cmds.getAttr(name+'.translateY')
        self.ulfbert_val_trans_z = cmds.getAttr(name+'.translateZ')

    def ulfbert_get_rotate_data(self, name):
        self.ulfbert_val_rotate_x = cmds.getAttr(name+'.rotateX')

[docs]        self.ulfbert_val_rotate_y = cmds.getAttr(name+'.rotateY')
        self.ulfbert_val_rotate_z = cmds.getAttr(name+'.rotateZ')

    def ulfbert_get_scale_data(self, name):
        self.ulfbert_val_scale_x = cmds.getAttr(name+'.scaleX')

[docs]        self.ulfbert_val_scale_y = cmds.getAttr(name+'.scaleY')
        self.ulfbert_val_scale_z = cmds.getAttr(name+'.scaleZ')

    def ulfbert_set_transX_data(self, name):
        cmds.setAttr(name+'.translateX', self.ulfbert_val_trans_x)

[docs]
    def ulfbert_set_transY_data(self, name):
        cmds.setAttr(name+'.translateY', self.ulfbert_val_trans_y)

[docs]
    def ulfbert_set_transZ_data(self, name):
        cmds.setAttr(name+'.translateZ', self.ulfbert_val_trans_z)

[docs]
    def ulfbert_set_rotateX_data(self, name):
        cmds.setAttr(name+'.rotateX', self.ulfbert_val_rotate_x)

[docs]
    def ulfbert_set_rotateY_data(self, name):
        cmds.setAttr(name+'.rotateY', self.ulfbert_val_rotate_y)

[docs]
    def ulfbert_set_rotateZ_data(self, name):
        cmds.setAttr(name+'.rotateZ', self.ulfbert_val_rotate_z)

[docs]
    def ulfbert_set_scaleX_data(self, name):
        cmds.setAttr(name+'.scaleX', self.ulfbert_val_scale_x)

[docs]
    def ulfbert_set_scaleY_data(self, name):
        cmds.setAttr(name+'.scaleY', self.ulfbert_val_scale_y)

[docs]
    def ulfbert_set_scaleZ_data(self, name):
        cmds.setAttr(name+'.scaleZ', self.ulfbert_val_scale_z)

[docs]


    def ulfbert_key_selected(self, *args):
        key_list=cmds.ls(sl=True)

[docs]        if len(key_list)==0:
            cmds.warning('No Character in Scene')
        else:
            cmds.setKeyframe(key_list)
########################################################################################################################










#########################################################################################################################
#
#
#ANIM_UI_character_hand_UI
#
#
#########################################################################################################################
class Ulfbert_hand_UI(Base):
    def __init__(self, ulfbert_hand_parent_width = 455, ulfbert_hand_parent_height =320, ulfbert_hand_child_width = 450, ulfbert_hand_child_height = 300):


[docs]
        super(Ulfbert_hand_UI, self).__init__()

        self.ulfbert_hand_body_UIs = {}
        #self.delete_window('helga_anim_choice_window')
        self.ulfbert_hand_parent_width = ulfbert_hand_parent_width
        self.ulfbert_hand_parent_height = ulfbert_hand_parent_height
        self.ulfbert_hand_child_width = ulfbert_hand_child_width
        self.ulfbert_hand_child_height = ulfbert_hand_child_height
        self.ulfbert_hand_body_UIs["ulfbert_hand_body_win"] = cmds.window('ulfbert_hand_body_window', title = 'Main Hand UI',
                                                widthHeight = (self.ulfbert_hand_parent_width,self.ulfbert_hand_parent_height),
                                                menuBar = True, sizeable = False, topEdge= 0, leftEdge= 0, minimizeButton=True, maximizeButton=False)

        self.ulfbert_hand_body_main_UI()

    def ulfbert_hand_body_main_UI(self, *args):
        self.ulfbert_hand_body_UIs['ulfbert_hand_column_a_x'] = cmds.columnLayout('ulfbert_hand_column_a_x', columnAttach=('both', 100), rowSpacing=3,h=70, columnWidth=self.ulfbert_hand_child_width, parent =self.ulfbert_hand_body_UIs["ulfbert_hand_body_win"])
[docs]        self.ulfbert_hand_body_UIs['ulfbert_namespace_hand_select_a']=cmds.text('ulfbert_namespace_hand_select_a', label="No Namespace selected!", h=20, bgc=Color.red)
        self.ulfbert_hand_body_UIs['ulfbert_namespace_hand_optionmenu_a']=cmds.optionMenu('ulfbert_namespace_hand_optionmenu_a', w=150, label ="Set NameSpace", cc=self.refresh_hand_pose_namespace)
        self.ulfbert_hand_body_UIs['ulfbert_namspace_hand_refresh_button']=cmds.button('ulfbert_namspace_hand_refresh_button', label='Refresh',command=self.ulfbert_hand_set_namespace,  parent=self.ulfbert_hand_body_UIs['ulfbert_hand_column_a_x'])



        self.ulfbert_hand_body_UIs['ulfbert_hand_column_a'] = cmds.columnLayout('ulfbert_hand_column_a', columnAttach=('both', 0), rowSpacing=3, h=self.ulfbert_hand_child_height,columnWidth=self.ulfbert_hand_child_width, parent =self.ulfbert_hand_body_UIs["ulfbert_hand_body_win"] )
        ########to go'''
        self.ulfbert_hand_body_UIs['ulfbert_hand_rowColumn_a'] = cmds.rowColumnLayout('ulfbert_hand_rowColumn_a', w= self.ulfbert_hand_child_width, h=self.ulfbert_hand_child_height, numberOfColumns=15,
                                                            columnWidth=[(1,30), (2,30), (3,30),(4,30), (5,30),(6,30), (7,30), (8,30),(9,30), (10,30),(11,30),(12,30),(13,30),(14,30),(15,30)], parent= self.ulfbert_hand_body_UIs['ulfbert_hand_column_a'] )

        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_1'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_2'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_1'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_2'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_1'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_2'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_1'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_2'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_1'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_2'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_1'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_1'] = cmds.symbolButton(image=image_path+"/cms_R_thumb_all.png",h=30, vis=True, command=self.ulfbert_select_R_thumb)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_2'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_2'] = cmds.symbolButton(image=image_path+"/cms_R_fingers_all.png",h=30, vis=True, command=self.ulfbert_select_all_R_fingers)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_1'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_2'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_1'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_1'] = cmds.symbolButton(image=image_path+"/cms_L_fingers_all.png",h=30, vis=True, command=self.ulfbert_select_all_L_fingers)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_2'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+"/cms_L_thumb_all.png",h=30, vis=True, command=self.ulfbert_select_L_thumb)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_2'] = cmds.symbolButton(h=30, vis=False)

        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_2'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(h=30, vis=False)

        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_2'] = cmds.symbolButton(image=image_path+"/cms_R_thumb_0_ctrl.png",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"R_thumb_0_ctrl"))

        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+"/cms_R_index_all.png",h=30, vis=True, command=self.ulfbert_select_R_index)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_1'] = cmds.symbolButton(image=image_path+"/cms_R_middle_all.png",h=30, vis=True, command=self.ulfbert_select_R_middle)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_2'] = cmds.symbolButton(image=image_path+"/cms_R_ring_all.png",h=30, vis=True, command=self.ulfbert_select_R_ring)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+"/cms_R_pink_all.png",h=30, vis=True, command=self.ulfbert_select_R_pink)

        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_1'] = cmds.symbolButton(h=30, vis=False)

        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_2'] = cmds.symbolButton(image=image_path+"/cms_L_pink_all.png",h=30, vis=True, command=self.ulfbert_select_L_pink)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+"/cms_L_ring_all.png",h=30, vis=True, command=self.ulfbert_select_L_ring)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_1'] = cmds.symbolButton(image=image_path+"/cms_L_middle_all.png",h=30, vis=True, command=self.ulfbert_select_L_middle)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_2'] = cmds.symbolButton(image=image_path+"/cms_L_index_all.png",h=30, vis=True, command=self.ulfbert_select_L_index)

        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+"/cms_L_thumb_0_ctrl.png",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"L_thumb_0_ctrl"))

        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_2'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(h=30, vis=False)

        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+ "/cms_R_thumb_1_ctrl",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"R_thumb_1_ctrl"))

        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(h=30, vis=False)

        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+ "/cms_R_index_0_ctrl",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"R_index_0_ctrl"))
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+ "/cms_R_middle_0_ctrl",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"R_middle_0_ctrl"))
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+ "/cms_R_ring_0_ctrl",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"R_ring_0_ctrl"))
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+ "/cms_R_pink_0_ctrl",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"R_pink_0_ctrl"))

        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(h=30, vis=False)

        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+ "/cms_L_pink_0_ctrl",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"L_pink_0_ctrl"))
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+ "/cms_L_ring_0_ctrl",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"L_ring_0_ctrl"))
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+ "/cms_L_middle_0_ctrl",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"L_middle_0_ctrl"))
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+ "/cms_L_index_0_ctrl",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"L_index_0_ctrl"))

        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(h=30, vis=False)

        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+"/cms_L_thumb_1_ctrl.png",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"L_thumb_1_ctrl"))

        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(h=30, vis=False)

        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+"/cms_R_thumb_2_ctrl",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"R_thumb_2_ctrl"))

        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(h=30, vis=False)

        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+"/cms_R_index_1_ctrl",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"R_index_1_ctrl"))
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+"/cms_R_middle_1_ctrl",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"R_middle_1_ctrl"))
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+"/cms_R_ring_1_ctrl",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"R_ring_1_ctrl"))
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+"/cms_R_pink_1_ctrl",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"R_pink_1_ctrl"))

        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(h=30, vis=False)

        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+"/cms_L_pink_1_ctrl",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"L_pink_1_ctrl"))
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+"/cms_L_ring_1_ctrl",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"L_ring_1_ctrl"))
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+"/cms_L_middle_1_ctrl",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"L_middle_1_ctrl"))
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+"/cms_L_index_1_ctrl",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"L_index_1_ctrl"))

        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(h=30, vis=False)

        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+"/cms_L_thumb_2_ctrl.png",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"L_thumb_2_ctrl"))

        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_1'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_2'] = cmds.symbolButton(h=30, vis=False)

        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+"/cms_R_index_2_ctrl", h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"R_index_2_ctrl"))
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+"/cms_R_middle_2_ctrl",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"R_middle_2_ctrl"))
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+"/cms_R_ring_2_ctrl",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"R_ring_2_ctrl"))
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+"/cms_R_pink_2_ctrl",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"R_pink_2_ctrl"))

        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(h=30, vis=False)

        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+"/cms_L_pink_2_ctrl",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"L_pink_2_ctrl"))
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+"/cms_L_ring_2_ctrl",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"L_ring_2_ctrl"))
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+"/cms_L_middle_2_ctrl",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"L_middle_2_ctrl"))
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+"/cms_L_index_2_ctrl",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"L_index_2_ctrl"))

        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_1'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_2'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_1'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_2'] = cmds.symbolButton(h=30, vis=False)

        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+"/cms_R_index_3_ctrl", h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"R_index_3_ctrl"))
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+"/cms_R_middle_3_ctrl",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"R_middle_3_ctrl"))
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+"/cms_R_ring_3_ctrl",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"R_ring_3_ctrl"))
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+"/cms_R_pink_3_ctrl",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"R_pink_3_ctrl"))

        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(h=30, vis=False)

        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+"/cms_L_pink_3_ctrl",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"L_pink_3_ctrl"))
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+"/cms_L_ring_3_ctrl",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"L_ring_3_ctrl"))
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+"/cms_L_middle_3_ctrl",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"L_middle_3_ctrl"))
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image=image_path+"/cms_L_index_3_ctrl",h=30, vis=True, command=partial (self.select_ulfbert_hand_controller,"L_index_3_ctrl"))

        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_1'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_2'] = cmds.symbolButton(h=30, vis=False)

        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(image =image_path+"/cms_hand_save_pose" , h=30, vis=True, command=self.call_hand_save_pose)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_1'] = cmds.symbolButton(image =image_path+"/cms_hand_laod_pose" ,h=30, vis=True, command=self.call_hand_load_pose)

        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_2'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_1'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_2'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_1'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_2'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_1'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_2'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_3'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_1'] = cmds.symbolButton(h=30, vis=False)
        self.ulfbert_hand_body_UIs['ulfbert_hand_icon_2'] = cmds.symbolButton(image=image_path+"/cms_graph_editor_30",h=30, vis=True, command=self.ulfbert_hand_graph_editor)
        cmds.setParent('..')

        self.ulfbert_hand_set_namespace()
        self.refresh_hand_pose_namespace()
        cmds.showWindow(self.ulfbert_hand_body_UIs["ulfbert_hand_body_win"])


    def call_hand_save_pose(self, *args):
        Save_character_pose_UI()

[docs]
    def call_hand_load_pose(self, *args):
        Load_character_pose_UI()

[docs]
    def ulfbert_hand_set_namespace(self, *args):
        ulfbert_hand_namespace_list = pm.system.listNamespaces()

[docs]        ulfbert_hand_namespace_menuItem=cmds.optionMenu('ulfbert_namespace_hand_optionmenu_a', q=True, itemListLong=True)
        if ulfbert_hand_namespace_menuItem:
            cmds.deleteUI(ulfbert_hand_namespace_menuItem)
        for self.hand_namespace_name in ulfbert_hand_namespace_list:
            cmds.menuItem(label=self.hand_namespace_name, parent=self.ulfbert_hand_body_UIs['ulfbert_namespace_hand_optionmenu_a'])
        # if len(ulfbert_hand_namespace_list)==0:
        #     self.ulfbert_change_namespace_text_color_red()
        # else:
        #     self.ulfbert_change_namespace_text_color_green()



    def refresh_hand_pose_namespace(self, *args):
        ulfbert_hand_namespace_list = pm.system.listNamespaces()

[docs]        if len(ulfbert_hand_namespace_list)==0:
            cmds.text('ulfbert_namespace_hand_select_a', e=True, bgc=Color.red)
            cmds.text('ulfbert_namespace_hand_select_a', e=True, label="No Namespace selected or in Scene!")
            cmds.warning("No Namespace selected or in Scene!")
            #self.set_name_save_pose()
        else:
            ulfbert_hand_namespace_menuItem=cmds.optionMenu('ulfbert_namespace_hand_optionmenu_a' , q=True, v=True)
            cmds.text('ulfbert_namespace_hand_select_a', e=True, bgc=Color.green_a)
            cmds.text('ulfbert_namespace_hand_select_a', e=True, label=str(ulfbert_hand_namespace_menuItem))



    def ulfbert_hand_graph_editor(self, *args):
        mel.eval('GraphEditor')

[docs]

    def ulfbert_select_all_R_fingers(self, *args):
        ulfbert_hand_all_R_fingers_namespace_list = pm.system.listNamespaces()

[docs]        if len(ulfbert_hand_all_R_fingers_namespace_list)==0:
            cmds.warning('No Character in Scene')
        else:
            #cmds.select(clear=True)
            query_ulfbert_hand_R_fingers_controller=cmds.optionMenu('ulfbert_namespace_hand_optionmenu_a', q=True, v=True)
            ulfbert_all_R_fingers=["R_index_1_ctrl", "R_index_2_ctrl", "R_index_3_ctrl", "R_middle_1_ctrl", "R_middle_2_ctrl", "R_middle_3_ctrl", "R_ring_1_ctrl",
                                    "R_ring_2_ctrl", "R_ring_3_ctrl", "R_pink_1_ctrl", "R_pink_2_ctrl", "R_pink_3_ctrl", "R_thumb_2_ctrl", "R_thumb_1_ctrl"]
            for f in ulfbert_all_R_fingers:
                cmds.select(str(query_ulfbert_hand_R_fingers_controller)+":"+str(f), add=True)

    def ulfbert_select_all_L_fingers(self, *args):
        ulfbert_hand_all_L_fingers_namespace_list = pm.system.listNamespaces()

[docs]        if len(ulfbert_hand_all_L_fingers_namespace_list)==0:
            cmds.warning('No Character in Scene')
        else:
            #cmds.select(clear=True)
            query_ulfbert_hand_L_fingers_controller=cmds.optionMenu('ulfbert_namespace_hand_optionmenu_a', q=True, v=True)
            ulfbert_all_L_fingers=["L_index_1_ctrl", "L_index_2_ctrl", "L_index_3_ctrl", "L_middle_1_ctrl", "L_middle_2_ctrl", "L_middle_3_ctrl", "L_ring_1_ctrl",
                                    "L_ring_2_ctrl", "L_ring_3_ctrl", "L_pink_1_ctrl", "L_pink_2_ctrl", "L_pink_3_ctrl", "L_thumb_2_ctrl", "L_thumb_1_ctrl"]
            for f in ulfbert_all_L_fingers:
                cmds.select(str(query_ulfbert_hand_L_fingers_controller)+":"+str(f), add=True)


    def ulfbert_select_R_thumb(self, *args):
        ulfbert_all_r_thumb=["R_thumb_1_ctrl", "R_thumb_2_ctrl"]

[docs]        query_ulfbert_R_thumb_namespace=cmds.optionMenu('ulfbert_namespace_hand_optionmenu_a', q=True, v=True)
        for f in ulfbert_all_r_thumb:
            cmds.select(str(query_ulfbert_R_thumb_namespace)+":"+str(f), add=True)


    def ulfbert_select_R_index(self, *args):
        ulfbert_all_r_index=["R_index_1_ctrl", "R_index_2_ctrl", "R_index_3_ctrl"]

[docs]        query_ulfbert_R_index_namespace=cmds.optionMenu('ulfbert_namespace_hand_optionmenu_a', q=True, v=True)
        for f in ulfbert_all_r_index:
            cmds.select(str(query_ulfbert_R_index_namespace)+":"+str(f), add=True)

    def ulfbert_select_R_middle(self, *args):
        ulfbert_all_r_middle=["R_middle_1_ctrl", "R_middle_2_ctrl", "R_middle_3_ctrl"]

[docs]        query_ulfbert_R_middle_namespace=cmds.optionMenu('ulfbert_namespace_hand_optionmenu_a', q=True, v=True)
        for f in ulfbert_all_r_middle:
            cmds.select(str(query_ulfbert_R_middle_namespace)+":"+str(f), add=True)

    def ulfbert_select_R_ring(self, *args):
        ulfbert_all_r_ring=["R_ring_1_ctrl", "R_ring_2_ctrl", "R_ring_3_ctrl"]

[docs]        query_ulfbert_R_ring_namespace=cmds.optionMenu('ulfbert_namespace_hand_optionmenu_a', q=True, v=True)
        for f in ulfbert_all_r_ring:
            cmds.select(str(query_ulfbert_R_ring_namespace)+":"+str(f), add=True)

    def ulfbert_select_R_pink(self, *args):
        ulfbert_all_r_pink=["R_pink_1_ctrl", "R_pink_2_ctrl", "R_pink_3_ctrl"]

[docs]        query_ulfbert_R_pink_namespace=cmds.optionMenu('ulfbert_namespace_hand_optionmenu_a', q=True, v=True)
        for f in ulfbert_all_r_pink:
            cmds.select(str(query_ulfbert_R_pink_namespace)+":"+str(f), add=True)

    def ulfbert_select_L_thumb(self, *args):
        ulfbert_all_l_thumb=["L_thumb_1_ctrl", "L_thumb_2_ctrl"]

[docs]        query_ulfbert_L_thumb_namespace=cmds.optionMenu('ulfbert_namespace_hand_optionmenu_a', q=True, v=True)
        for f in ulfbert_all_l_thumb:
            cmds.select(str(query_ulfbert_L_thumb_namespace)+":"+str(f), add=True)

    def ulfbert_select_L_index(self, *args):
        ulfbert_all_l_index=["L_index_1_ctrl", "L_index_2_ctrl","L_index_3_ctrl"]

[docs]        query_ulfbert_L_index_namespace=cmds.optionMenu('ulfbert_namespace_hand_optionmenu_a', q=True, v=True)
        for f in ulfbert_all_l_index:
            cmds.select(str(query_ulfbert_L_index_namespace)+":"+str(f), add=True)

    def ulfbert_select_L_middle(self, *args):
        ulfbert_all_l_middle=["L_middle_1_ctrl", "L_middle_2_ctrl", "L_middle_3_ctrl"]

[docs]        query_ulfbert_L_middle_namespace=cmds.optionMenu('ulfbert_namespace_hand_optionmenu_a', q=True, v=True)
        for f in ulfbert_all_l_middle:
            cmds.select(str(query_ulfbert_L_middle_namespace)+":"+str(f), add=True)

    def ulfbert_select_L_ring(self, *args):
        ulfbert_all_l_ring=["L_ring_1_ctrl", "L_ring_2_ctrl", "L_ring_3_ctrl"]

[docs]        query_ulfbert_L_ring_namespace=cmds.optionMenu('ulfbert_namespace_hand_optionmenu_a', q=True, v=True)
        for f in ulfbert_all_l_ring:
            cmds.select(str(query_ulfbert_L_ring_namespace)+":"+str(f), add=True)

    def ulfbert_select_L_pink(self, *args):
        ulfbert_all_l_pink=["L_pink_1_ctrl", "L_pink_2_ctrl", "L_pink_3_ctrl"]

[docs]        query_ulfbert_L_pink_namespace=cmds.optionMenu('ulfbert_namespace_hand_optionmenu_a', q=True, v=True)
        for f in ulfbert_all_l_pink:
            cmds.select(str(query_ulfbert_L_pink_namespace)+":"+str(f), add=True)


class Save_character_pose_UI(Base):
    def __init__(self, character_parent_width = 320, character_parent_height = 700, character_child_width = 505, character_child_height = 295):


[docs]
        super(Save_character_pose_UI, self).__init__()
        self.delete_window('character_save_pose_window')


        self.character_save_pose = {}
        self.character_parent_width = character_parent_width
        self.character_parent_height = character_parent_height
        self.character_child_width = character_child_width
        self.character_child_height = character_child_height
        self.character_save_pose['character_save_pose_win'] = cmds.window('character_save_pose_window', title = 'Character Save Pose',
                                                widthHeight = (self.character_parent_width,self.character_parent_height),menuBar = True, sizeable = False, topEdge= 0, leftEdge= 0, minimizeButton=True, maximizeButton=False)

        self.character_save_pose_main_UI()

    def character_save_pose_main_UI(self, *args):
        self.character_save_pose['character_save_pose_column_a_x'] = cmds.columnLayout('character_save_pose_column_a_x', columnAttach=('both',5), rowSpacing=3, parent=self.character_save_pose['character_save_pose_win'])
[docs]        self.character_save_pose['character_namespace_message_a']=cmds.text('character_namespace_message_a', label="No Namespace selected!",align='center',  w=305, h=20, bgc=Color.red, parent=self.character_save_pose['character_save_pose_column_a_x'])
        self.character_save_pose['character_save_pose_button_x']=cmds.button('character_save_pose_button_x', label="Refresh Namespace", w=305, command=self.refresh_save_pose_namespace)
        self.character_save_pose['character_save_pose_column_c'] = cmds.columnLayout('character_save_pose_column_c', columnAttach=('both', 5), rowSpacing=1, columnWidth=self.character_child_width, parent=self.character_save_pose['character_save_pose_win'] )
        self.character_save_pose['character_save_pose_text_a_x']=cmds.text('character_save_pose_text_a_x', label="Select Body Part:", align="left")
        self.character_save_pose['character_save_pose_separator_a_x']=cmds.separator('character_save_pose_separator_a_x',h=7, st='none', parent=self.character_save_pose['character_save_pose_column_c'])

        self.character_save_pose['character_save_pose_column_x'] = cmds.rowColumnLayout('character_save_pose_column_x', cat=(1,'both',5),numberOfColumns=2,rowSpacing=(1, 2),
                                                             columnWidth=[(1,150), (2,150)], parent=self.character_save_pose['character_save_pose_column_c'])
        self.character_save_pose['character_save_pose_radioCollection_a']=cmds.radioCollection('character_save_pose_radioCollection_a', parent=self.character_save_pose['character_save_pose_column_x'] )
        self.character_save_pose['character_save_pose_single']=cmds.radioButton('character_save_pose_single',sl=True, label="Single Mode")
        self.character_save_pose['character_save_pose_multi']=cmds.radioButton('character_save_pose_multi',label="Multi Mode")

        self.character_save_pose['character_save_pose_column_a'] = cmds.rowColumnLayout('character_save_pose_column_a', numberOfColumns=4,rowSpacing=(1, 2),
                                                             columnWidth=[(1,30), (2,120),(3,120), (4,30)], parent=self.character_save_pose['character_save_pose_column_c'])


        self.character_save_pose['character_save_pose_r_arm_action_image']=cmds.image('character_save_pose_r_arm_action_image',image=image_path+"/cms_r_arm_action_image_e", parent=self.character_save_pose['character_save_pose_column_a'])
        self.character_save_pose['character_save_pose_button_R_arm_controller']=cmds.button('character_save_pose_button_R_arm_controller',h=22, label='R arm', parent=self.character_save_pose['character_save_pose_column_a'], command=self.select_character_R_arm)

        self.character_save_pose['character_save_pose_button_L_arm_controller']=cmds.button('character_save_pose_button_L_arm_controller',h=22, label='L arm', parent=self.character_save_pose['character_save_pose_column_a'], command=self.select_character_L_arm)
        self.character_save_pose['character_save_pose_l_arm_action_image']=cmds.image('character_save_pose_l_arm_action_image',image=image_path+"/cms_l_arm_action_image_e", parent=self.character_save_pose['character_save_pose_column_a'])

        self.character_save_pose['character_save_pose_r_fingers_action_image']=cmds.image('character_save_pose_r_fingers_action_image',image=image_path+"/cms_r_fingers_action_image_e", parent=self.character_save_pose['character_save_pose_column_a'])
        self.character_save_pose['character_save_pose_button_R_fingers_controller']=cmds.button('character_save_pose_button_R_fingers_controller',h=22, label='R Fingers', parent=self.character_save_pose['character_save_pose_column_a'], command=self.select_character_R_fingers)

        self.character_save_pose['character_save_pose_button_L_fingers_controller']=cmds.button('character_save_pose_button_L_fingers_controller',h=22, label='L Fingers', parent=self.character_save_pose['character_save_pose_column_a'], command=self.select_character_L_fingers)
        self.character_save_pose['character_save_pose_l_fingers_action_image']=cmds.image('character_save_pose_l_fingers_action_image',image=image_path+"/cms_l_fingers_action_image_e", parent=self.character_save_pose['character_save_pose_column_a'])

        self.character_save_pose['character_save_pose_r_leg_action_image']=cmds.image('character_save_pose_r_leg_action_image',image=image_path+"/cms_r_leg_action_image_e", parent=self.character_save_pose['character_save_pose_column_a'])
        self.character_save_pose['character_save_pose_button_R_Leg_controller']=cmds.button('character_save_pose_button_R_Leg_controller',h=22, label='R Leg', parent=self.character_save_pose['character_save_pose_column_a'], command=self.select_character_R_leg)

        self.character_save_pose['character_save_pose_button_L_Leg_controller']=cmds.button('character_save_pose_button_L_Leg_controller',h=22, label='L Leg', parent=self.character_save_pose['character_save_pose_column_a'], command=self.select_character_L_leg)
        self.character_save_pose['character_save_pose_l_leg_action_image']=cmds.image('character_save_pose_l_leg_action_image',image=image_path+"/cms_l_leg_action_image_e", parent=self.character_save_pose['character_save_pose_column_a'])

        self.character_save_pose['character_save_pose_body_action_image']=cmds.image('character_save_pose_body_action_image',image=image_path+"/cms_body_action_image_e", parent=self.character_save_pose['character_save_pose_column_a'])
        self.character_save_pose['character_save_pose_button_Body_controller']=cmds.button('character_save_pose_button_body_controller',h=22, label='Body', parent=self.character_save_pose['character_save_pose_column_a'], command=self.select_character_main_body)

        self.character_save_pose['character_save_pose_button_selected_controller']=cmds.button('character_save_pose_button_selected_controller',h=22, label='Selected', parent=self.character_save_pose['character_save_pose_column_a'], command=self.select_character_selected_member)
        self.character_save_pose['character_save_pose_selected_action_image']=cmds.image('character_save_pose_selected_action_image',image=image_path+"/cms_selected_action_image_e", parent=self.character_save_pose['character_save_pose_column_a'])

        cmds.setParent('..')
        self.character_save_pose['character_save_pose_column_b'] = cmds.columnLayout('character_save_pose_column_b', rowSpacing=1,  columnWidth=self.character_child_width, parent=self.character_save_pose['character_save_pose_column_c'] )
        self.character_save_pose['character_save_pose_selected_controller']=cmds.textScrollList('character_save_pose_selected_controller',w=300, h=100, parent=self.character_save_pose['character_save_pose_column_b'])
        self.character_save_pose['character_save_pose_clean_list_button']=cmds.button('character_save_pose_clean_list_button', label="Clean list", w=300, command=self.save_pose_clean_list, parent=self.character_save_pose['character_save_pose_column_b'])
        self.character_save_pose['charcater_save_pose_separator_d_a'] =cmds.separator('charcater_save_pose_separator_d_a', h=10,st='in', vis=True, parent=self.character_save_pose['character_save_pose_column_b'])
        self.character_save_pose['character_save_pose_text_b']=cmds.text('character_save_pose_text_b',label='Character Name',w=300, align='left', parent=self.character_save_pose['character_save_pose_column_b'])
        self.character_save_pose['character_save_pose_scroll_c']=cmds.textField('character_save_pose_scroll_c',w=300, h=30,ed=False,  parent=self.character_save_pose['character_save_pose_column_b'])
        self.character_save_pose['character_save_pose_checkbox_formlayout']=cmds.formLayout('character_save_pose_checkbox_formlayout', h=50,w=300,parent= self.character_save_pose['character_save_pose_column_b'])
        self.character_save_pose['character_save_pose_checkbox_panLayout']=cmds.paneLayout('character_save_pose_checkbox_panLayout', configuration='quad',w=300,parent= self.character_save_pose['character_save_pose_checkbox_formlayout'])
        self.character_save_pose['character_save_pose_radioCollection']=cmds.radioCollection('character_save_pose_radioCollection')
        self.character_save_pose['character_save_pose_checkbox_current_namespace']=cmds.radioButton('character_save_pose_checkbox_current_namespace', sl=True, label="Current Namespace",bgc=(0.27,0.27,0.27) ,onc=self.save_pose_radioButton_Current_namespace)
        self.character_save_pose['character_save_pose_checkbox_custom_name']=cmds.radioButton('character_save_pose_checkbox_custom_name',label="Custom Name",bgc=(0.27,0.27,0.27) , onc=self.save_pose_radioButton_custom_namespace)

        self.character_save_pose['character_save_pose_radioCollection_x']=cmds.radioCollection('character_save_pose_radioCollection_x')
        self.character_save_pose['character_save_pose_checkbox_current_animation']=cmds.radioButton('character_save_pose_checkbox_current_animation', label="Animation",bgc=(0.27,0.27,0.27) , onc=self.change_pose_animation_status)
        self.character_save_pose['character_save_pose_checkbox_current_pose']=cmds.radioButton('character_save_pose_checkbox_current_pose',sl=True,  label="Pose",bgc=(0.27,0.27,0.27) , onc=self.change_pose_animation_status)


        self.character_save_pose['character_save_pose_checkbox_formlayout_a']=cmds.formLayout('character_save_pose_checkbox_formlayout_a', h=50,w=300,parent= self.character_save_pose['character_save_pose_column_b'])
        self.character_save_pose['character_save_pose_checkbox_panLayout_a']=cmds.paneLayout('character_save_pose_checkbox_panLayout_a', configuration='quad',w=300,parent= self.character_save_pose['character_save_pose_checkbox_formlayout_a'])


        self.character_save_pose['character_save_pose_radioCollection_b']=cmds.radioCollection('character_save_pose_radioCollection_b')
        self.character_save_pose['character_save_pose_checkbox_radio_Timeslider']=cmds.radioButton('character_save_pose_checkbox_radio_Timeslider', label="Time Slider",bgc=(0.27,0.27,0.27) , sl=True, en=False, onc=self.change_pose_time_value_status)
        self.character_save_pose['character_save_pose_checkbox_radio_strtEnd']=cmds.radioButton('character_save_pose_checkbox_radio_strtEnd',label="Start/End",bgc=(0.27,0.27,0.27) , en=False, onc=self.change_pose_time_value_status)

        self.character_save_pose['character_save_pose_endtime']=cmds.textFieldGrp('character_save_pose_endtime',w=100, label="End Time",cw=(1,50),cw2=(2,70),text="10.000", editable=False)
        self.character_save_pose['character_save_pose_starttime']=cmds.textFieldGrp('character_save_pose_starttime', w=100,cw=(1,50),cw2=(2,70),  label="Start Time",text="1.000", editable=False)


        self.character_save_pose['charcater_save_pose_separator_d'] =cmds.separator(h=10,st='in', vis=True, parent=self.character_save_pose['character_save_pose_column_b'])
        self.character_save_pose['character_save_pose_text_c']=cmds.text('character_save_pose_text_c',label='Describe the Pose',w=300, align='left', parent=self.character_save_pose['character_save_pose_column_b'])
        self.character_save_pose['character_save_pose_scroll_b']=cmds.scrollField('character_save_pose_scroll_b',w=300, wordWrap=True,ed=True,h=100, parent=self.character_save_pose['character_save_pose_column_b'])
        self.character_save_pose['charcater_save_pose_separator_b'] =cmds.separator(h=5,st='none')
        self.character_save_pose['charcater_save_pose_separator_x'] =cmds.separator(h=2,st='none', parent=self.character_save_pose['character_save_pose_column_b'])
        self.character_save_pose['character_save_pose_button_a']=cmds.button('character_save_pose_button_a',w=300, h=40, label='Save Pose', command=self.check_perspective, parent=self.character_save_pose['character_save_pose_column_b'])
        self.character_save_pose['character_save_pose_button_b']=cmds.button('character_save_pose_button_b',w=300, h=40, label='Export Animation', command=self.save_pose_export_animation ,parent=self.character_save_pose['character_save_pose_column_b'])

        self.character_save_pose['charcater_save_pose_separator_x_x'] =cmds.separator(h=10,st='none', parent=self.character_save_pose['character_save_pose_column_b'])

        cmds.showWindow(self.character_save_pose['character_save_pose_win'])
        self.refresh_save_pose_namespace()
        self.set_name_save_pose()

    def change_pose_animation_status(self, *args):
        query_radioButton_value=cmds.radioButton('character_save_pose_checkbox_current_animation', q=True, sl=True)

[docs]
        if query_radioButton_value==True:
            cmds.radioButton('character_save_pose_checkbox_current_animation', e=True, bgc=(0.27,0.27,0.27))
            cmds.radioButton('character_save_pose_checkbox_radio_Timeslider', e=True, en=True)
            cmds.radioButton('character_save_pose_checkbox_radio_strtEnd', e=True , en=True)
        else:
            cmds.radioButton('character_save_pose_checkbox_radio_Timeslider', e=True, en=False)
            cmds.radioButton('character_save_pose_checkbox_radio_strtEnd', e=True , en=False)


    def change_pose_time_value_status(self, *args):
        query_radioButton_time_value=cmds.radioButton('character_save_pose_checkbox_radio_Timeslider', q=True, sl=True)

[docs]        if query_radioButton_time_value==True:
            cmds.textFieldGrp('character_save_pose_starttime',e=True, ed=False)
            cmds.textFieldGrp('character_save_pose_endtime', e=True, ed=False)
        else:
            cmds.textFieldGrp('character_save_pose_starttime',e=True, ed=True)
            cmds.textFieldGrp('character_save_pose_endtime', e=True, ed=True)



    def save_pose_export_animation(self, *args):
        query_animation_status=cmds.radioButton('character_save_pose_checkbox_current_pose', q=True, sl=True)

[docs]        self.query_memebr_list=cmds.textScrollList('character_save_pose_selected_controller', q=True, numberOfItems=True)
        self.query_character_describe=cmds.scrollField('character_save_pose_scroll_b', q=True, text=True)

        if not self.query_memebr_list or not len(self.query_character_describe):
            cmds.warning("Please select a Bodypart and Describe the Pose!")
        else:
            if query_animation_status==True:
                cmds.warning("Your are in the Pose Mode, you have to activate the Animation Mode")
                cmds.radioButton('character_save_pose_checkbox_current_animation', e=True, bgc=Color.red)
            else:
                self.save_pose_export_animation_action()


    def save_pose_export_animation_action(self, *args):
        query_save_pose_export_namespace=cmds.text('character_namespace_message_a', q=True, label=True)

[docs]        query_list_item=cmds.textScrollList('character_save_pose_selected_controller', q=True, ai=True)
        query_radioButton_Timeslider=cmds.radioButton('character_save_pose_checkbox_radio_Timeslider', q=True, sl=True)
        #name
        query_character_name_export = cmds.textField('character_save_pose_scroll_c', q=True, text=True)
        #describe
        query_character_describe_export = cmds.scrollField('character_save_pose_scroll_b', q=True , text=True)
        #start
        query_starttime = cmds.textFieldGrp('character_save_pose_starttime', q=True , text=True)
        #end
        query_endtime= cmds.textFieldGrp('character_save_pose_endtime', q=True , text=True)
        #framerange
        range_in=cmds.playbackOptions(q=True, min=True)
        range_out=cmds.playbackOptions(q=True, max=True)
        #time and user
        now_character_save_pose_export = time.localtime(time.time())
        current_time_character_save_pose = time.strftime("%a, %d %m %y", now_character_save_pose_export)
        character_save_pose_get_user=getpass.getuser()
        #export data
        self.export_name=query_character_name_export + "_" + query_character_describe_export  +"_"+ character_save_pose_get_user +"_"+ current_time_character_save_pose

        export_string_timeslider='file -force -options "precision=8;exportEdits=Y:/Production/rnd/ahosseini/helga_save_pose/'+ str(self.export_name)+'.editMA;statics=1;baked=1;sdk=1;constraint=1;animLayers=0;selected=selectedOnly;whichRange=2;range='+ str(range_in) +":"+ str(range_out) + ';hierarchy=none;controlPoints=0;useChannelBox=1;options=keys;copyKeyCmd=-animation objects -time >' + str(range_in) +":"+ str(range_out) + '> -float >' + str(range_in) +":"+ str(range_out) + '> -option keys -hierarchy none -controlPoints 0 " -typ "atomExport" -es "Y:/Production/rnd/ahosseini/helga_save_pose/'+ str(self.export_name)+'.atom";'
        export_string_start_end='file -force -options "precision=8;exportEdits=Y:/Production/rnd/ahosseini/helga_save_pose/'+ str(self.export_name)+'.editMA;statics=1;baked=1;sdk=1;constraint=1;animLayers=0;selected=selectedOnly;whichRange=2;range='+ str(query_starttime) +":"+ str(query_endtime) + ';hierarchy=none;controlPoints=0;useChannelBox=1;options=keys;copyKeyCmd=-animation objects -time >' + str(query_starttime) +":"+ str(query_endtime) + '> -float >' + str(query_starttime) +":"+ str(query_endtime) + '> -option keys -hierarchy none -controlPoints 0 " -typ "atomExport" -es "Y:/Production/rnd/ahosseini/helga_save_pose/'+ str(self.export_name)+'.atom";'

        for o in query_list_item:
            cmds.select(query_save_pose_export_namespace + ":" + o, add=True)

        if query_radioButton_Timeslider==True:
            mel.eval(export_string_timeslider)
            cmds.warning("Animation exported successfuly!")
            cmds.select(clear=True)
            self.save_pose_screen_animation()
        else:
            mel.eval(export_string_start_end)
            cmds.warning("Animation exported successfuly!")
            cmds.select(clear=True)
            self.save_pose_screen_animation()

    def save_pose_screen_animation(self, *args):
        screen_image_path_animation = ("Y:/Production/rnd/ahosseini/helga_save_pose/helga_save_pose_image/")+ self.export_name+ '.jpg'

[docs]        screen_view= openMayaUi.M3dView.active3dView()
        screen_image = openMaya.MImage()
        screen_view.readColorBuffer(screen_image, True)
        screen_image.resize(300, 300, True)
        screen_image=screen_image.writeToFile(screen_image_path_animation, 'jpg')


    def save_pose_radioButton_Current_namespace(self, *args):
        cmds.textField('character_save_pose_scroll_c', e=True, ed=False)

[docs]

    def save_pose_radioButton_custom_namespace(self, *args):
        cmds.textField('character_save_pose_scroll_c', e=True, ed=True)

[docs]

    def refresh_save_pose_namespace(self, *args):
        if cmds.window('ulfbert_body_window', exists=True):

[docs]            query_main_body_UI_namespace=cmds.text('ulfbert_namespace_select_a',q=True, label=True)
        else:
            pass
        if cmds.window('ulfbert_hand_body_window', exists=True):
            query_main_body_UI_namespace=cmds.text('ulfbert_namespace_hand_select_a',q=True, label=True)

        #print query_main_body_UI_namespace
        if query_main_body_UI_namespace.startswith(":"):
            cmds.text('character_namespace_message_a', e=True, bgc=Color.green_a)
            cmds.text('character_namespace_message_a', e=True, label=query_main_body_UI_namespace)
            self.set_name_save_pose()
        else:
            cmds.text('character_namespace_message_a', e=True, bgc=Color.red)
            cmds.text('character_namespace_message_a', e=True, label="No Namespace selected or in Scene!")
            cmds.warning("No Namespace selected or in Scene!")


    def check_perspective(self, *args):
        path = "Y:/Production/rnd/ahosseini/helga_dont_show_again/helga_dont_show_again.txt"

[docs]        self.query_memebr_list=cmds.textScrollList('character_save_pose_selected_controller', q=True, numberOfItems=True)
        self.query_character_describe=cmds.scrollField('character_save_pose_scroll_b', q=True, text=True)

        if not self.query_memebr_list or not len(self.query_character_describe):
            cmds.warning("Please select a Bodypart and Describe the Pose!")

            return

        if os.path.isfile(path):
            file = open(path, "r")
            content = file.read()
            file.close()
            print content
            if content=="dont show again":
                self.save_pose_action_b()

        else:
            # Info Popup
            if cmds.window("check_perspective", exists=True):
                cmds.deleteUI("check_perspective")
            cmds.window("check_perspective",title="Check Perspektive",mnb=True, mxb=False,w=300,h=150,sizeable=False)
            cmds.columnLayout(w = 250, h=160, columnAttach=('both', 20), rowSpacing=5, columnWidth=250)
            cmds.separator(h=5,vis=True, st='none')
            cmds.text(label="Dont forget to choice the ", align='center')
            cmds.text(label="right Perspektive in the Viewer!!!", align='center')
            cmds.separator(h=5, vis=True, st='none')
            cmds.button(h=30, label='Save Pose', command=self.save_pose_action)
            cmds.separator(h=3, vis=True, st='none')
            cmds.checkBox('check_perspective_checkBox', label='Dont Show this message again!')
            cmds.separator(h=3, vis=True, st='none')
            cmds.showWindow()

    def save_pose_clean_list(self, *args):
        clean_list_member_len=cmds.textScrollList('character_save_pose_selected_controller',q=True, ni=True)

[docs]        if clean_list_member_len>0:
            cmds.textScrollList('character_save_pose_selected_controller',e=True,ra=True)
            self.save_pose_image_sub_action()
        else:
            cmds.warning("List is already Clean!")

    def save_pose_image_action(self, *args):
        self.value_selection_mode=cmds.radioButton('character_save_pose_multi',q=True,sl=True)

[docs]        if self.value_selection_mode==False:
            self.save_pose_image_sub_action()
        else:
            pass


    def save_pose_image_sub_action(self, *args):
        cmds.textScrollList('character_save_pose_selected_controller',e=True,ra=True)

[docs]        cmds.image('character_save_pose_r_arm_action_image',e=True, image=image_path+"/cms_r_arm_action_image_e")
        cmds.image('character_save_pose_l_arm_action_image',e=True, image=image_path+"/cms_l_arm_action_image_e")
        cmds.image('character_save_pose_r_fingers_action_image',e=True, image=image_path+"/cms_r_fingers_action_image_e")
        cmds.image('character_save_pose_l_fingers_action_image',e=True, image=image_path+"/cms_l_fingers_action_image_e")
        cmds.image('character_save_pose_r_leg_action_image',e=True, image=image_path+"/cms_r_leg_action_image_e")
        cmds.image('character_save_pose_l_leg_action_image',e=True, image=image_path+"/cms_l_leg_action_image_e")
        cmds.image('character_save_pose_body_action_image',e=True, image=image_path+"/cms_body_action_image_e")
        cmds.image('character_save_pose_selected_action_image',e=True, image=image_path+"/cms_selected_action_image_e")


    def select_character_R_arm(self, *args):
        self.save_pose_image_action()

[docs]        self.character_R_arm_list=[str('R_arm_wrist_fk_ctrl'),str('R_arm_elbow_fk_ctrl'),
                               str('R_arm_elbow_ik_ctrl'),str('R_index_0_ctrl'),str('R_index_1_ctrl'),
                               str('R_index_2_ctrl'),str('R_index_3_ctrl'),str('R_middle_0_ctrl'),
                               str('R_middle_1_ctrl'),str('R_middle_2_ctrl'),str('R_middle_3_ctrl'),
                               str('R_ring_0_ctrl'),str('R_ring_1_ctrl'),str('R_ring_2_ctrl'),
                               str('R_ring_3_ctrl'),str('R_pink_0_ctrl'),str('R_pink_1_ctrl'),
                               str('R_pink_2_ctrl'),str('R_pink_3_ctrl'),str('R_thumb_0_ctrl'),
                               str('R_thumb_1_ctrl'),str('R_thumb_2_ctrl'),str('R_up_arm_off_ctrl'),
                               str('R_down_arm_off_ctrl'),str('R_arm_off_ctrl'),str('R_arm_wrist_ik_ctrl'),
                                 str('R_arm_shoulder_fk_ctrl')]
        self.value_selection_mode=cmds.radioButton('character_save_pose_multi',q=True,sl=True)
        #print self.value_selection_mode
        if self.value_selection_mode==False:
            select_character_R_arm_namespace = pm.system.listNamespaces()
            if len(select_character_R_arm_namespace)==0:
                cmds.warning('No Character in Scene')
            else:
                query_select_character_R_arm_namespace=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)
                cmds.textScrollList('character_save_pose_selected_controller',e=True,ra=True)
                for a in self.character_R_arm_list:
                    cmds.textScrollList('character_save_pose_selected_controller', e=True, append=a)
                cmds.image('character_save_pose_r_arm_action_image',e=True, image=image_path+"/cms_r_arm_action_image_a")
        else:
            if cmds.image('character_save_pose_r_arm_action_image',q=True, image=True)==image_path+"/cms_r_arm_action_image_a":
                cmds.warning("Member already in the List")
            else:
                for a in self.character_R_arm_list:
                    cmds.textScrollList('character_save_pose_selected_controller', e=True, append=a)
                cmds.image('character_save_pose_r_arm_action_image',e=True, image=image_path+"/cms_r_arm_action_image_a")

    def select_character_L_arm(self, *args):
        self.save_pose_image_action()

[docs]        self.character_L_arm_list=[str('L_arm_shoulder_fk_ctrl'), str('L_arm_wrist_fk_ctrl'),
                             str('L_arm_elbow_fk_ctrl'), str('L_arm_elbow_ik_ctrl'), str('L_index_0_ctrl'),
                              str('L_index_1_ctrl'), str('L_index_2_ctrl'), str('L_index_3_ctrl'),
                              str('L_middle_0_ctrl'), str('L_middle_1_ctrl'), str('L_middle_2_ctrl'),
                               str('L_middle_3_ctrl'), str('L_ring_0_ctrl'), str('L_ring_1_ctrl'),
                               str('L_ring_2_ctrl'), str('L_ring_3_ctrl'), str('L_pink_0_ctrl'),
                               str('L_pink_1_ctrl'), str('L_pink_2_ctrl'), str('L_pink_3_ctrl'),
                               str('L_thumb_0_ctrl'), str('L_thumb_1_ctrl'), str('L_thumb_2_ctrl'),
                               str('L_up_arm_off_ctrl'), str('L_down_arm_off_ctrl'), str('L_arm_off_ctrl'),
                               str('L_arm_wrist_ik_ctrl')]
        self.value_selection_mode=cmds.radioButton('character_save_pose_multi',q=True,sl=True)
        #print self.value_selection_mode
        if self.value_selection_mode==False:
            select_character_L_arm_namespace = pm.system.listNamespaces()
            if len(select_character_L_arm_namespace)==0:
                cmds.warning('No Character in Scene')
            else:
                query_select_character_L_arm_namespace=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)
                cmds.textScrollList('character_save_pose_selected_controller',e=True,ra=True)
                for a in self.character_L_arm_list:
                    cmds.textScrollList('character_save_pose_selected_controller', e=True, append=a)
                cmds.image('character_save_pose_l_arm_action_image',e=True, image=image_path+"/cms_l_arm_action_image_a")
        else:
            if cmds.image('character_save_pose_l_arm_action_image',q=True, image=True)==image_path+"/cms_l_arm_action_image_a":
                cmds.warning("Member already in the List")
            else:
                for a in self.character_L_arm_list:
                    cmds.textScrollList('character_save_pose_selected_controller', e=True, append=a)
                cmds.image('character_save_pose_l_arm_action_image',e=True, image=image_path+"/cms_l_arm_action_image_a")


    def select_character_R_leg(self, *args):
        self.save_pose_image_action()

[docs]        self.character_R_leg_list=[str('R_leg_ankle_fk_ctrl'), str('R_leg_knee_fk_ctrl'), str('R_foot_middle_ctrl'), str('R_up_leg_off_ctrl'),
                                str('R_down_leg_off_ctrl'), str('R_leg_off_ctrl'), str('R_leg_ankle_ik_ctrl'), str('R_leg_knee_ik_ctrl'),
                                str('R_leg_leg_fk_ctrl'), str('R_leg_hip_ik_ctrl'), str('R_leg_hip_fk_ctrl')]
        self.value_selection_mode=cmds.radioButton('character_save_pose_multi',q=True,sl=True)
        #print self.value_selection_mode
        if self.value_selection_mode==False:
            select_character_R_leg_namespace = pm.system.listNamespaces()
            if len(select_character_R_leg_namespace)==0:
                cmds.warning('No Character in Scene')
            else:
                query_select_character_R_leg_namespace=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)
                cmds.textScrollList('character_save_pose_selected_controller',e=True,ra=True)
                for a in self.character_R_leg_list:
                    cmds.textScrollList('character_save_pose_selected_controller', e=True, append=a)
                cmds.image('character_save_pose_r_leg_action_image',e=True, image=image_path+"/cms_r_leg_action_image_a")
        else:
            if cmds.image('character_save_pose_r_leg_action_image',q=True, image=True)==image_path+"/cms_r_leg_action_image_a":
                cmds.warning("Member already in the List")
            else:
                for a in self.character_R_leg_list:
                    cmds.textScrollList('character_save_pose_selected_controller', e=True, append=a)
                cmds.image('character_save_pose_r_leg_action_image',e=True, image=image_path+"/cms_r_leg_action_image_a")



    def select_character_L_leg(self, *args):
        self.save_pose_image_action()

[docs]        self.character_L_leg_list=[str('L_leg_ankle_fk_ctrl'), str('L_foot_middle_ctrl'), str('L_leg_ankle_ik_ctrl'), str('L_leg_knee_ik_ctrl'),
                                str('L_down_leg_off_ctrl'), str('L_leg_knee_fk_ctrl'), str('L_leg_off_ctrl'), str('L_up_leg_off_ctrl'),
                                str('L_leg_leg_fk_ctrl'), str('L_leg_hip_ik_ctrl'), str('L_leg_hip_fk_ctrl')]
        self.value_selection_mode=cmds.radioButton('character_save_pose_multi',q=True,sl=True)
        #print self.value_selection_mode
        if self.value_selection_mode==False:
            select_character_L_leg_namespace = pm.system.listNamespaces()
            if len(select_character_L_leg_namespace)==0:
                cmds.warning('No Character in Scene')
            else:
                query_select_character_L_leg_namespace=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)
                cmds.textScrollList('character_save_pose_selected_controller',e=True,ra=True)
                for a in self.character_L_leg_list:
                    cmds.textScrollList('character_save_pose_selected_controller', e=True, append=a)
                cmds.image('character_save_pose_l_leg_action_image',e=True, image=image_path+"/cms_l_leg_action_image_a")
        else:
            if cmds.image('character_save_pose_l_leg_action_image',q=True, image=True)==image_path+"/cms_l_leg_action_image_a":
                cmds.warning("Member already in the List")
            else:
                for a in self.character_L_leg_list:
                    cmds.textScrollList('character_save_pose_selected_controller', e=True, append=a)
                cmds.image('character_save_pose_l_leg_action_image',e=True, image=image_path+"/cms_l_leg_action_image_a")



    def select_character_R_fingers(self, *args):
        self.save_pose_image_action()

[docs]        self.character_R_fingers_list=[str('R_thumb_0_ctrl'), str('R_index_0_ctrl'), str('R_middle_0_ctrl'), str('R_ring_0_ctrl'), str('R_pink_0_ctrl'),
                                    str('R_thumb_1_ctrl'), str('R_index_1_ctrl'), str('R_index_2_ctrl'), str('R_index_3_ctrl'), str('R_middle_1_ctrl'),
                                    str('R_middle_2_ctrl'), str('R_middle_3_ctrl'), str('R_ring_1_ctrl'), str('R_ring_2_ctrl'), str('R_ring_3_ctrl'),
                                    str('R_pink_1_ctrl'), str('R_pink_2_ctrl'), str('R_pink_3_ctrl'), str('R_thumb_2_ctrl')]
        self.value_selection_mode=cmds.radioButton('character_save_pose_multi',q=True,sl=True)
        #print self.value_selection_mode
        if self.value_selection_mode==False:
            select_character_R_fingers_namespace = pm.system.listNamespaces()
            if len(select_character_R_fingers_namespace)==0:
                cmds.warning('No Character in Scene')
            else:
                query_select_character_R_fingers_namespace=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)
                cmds.textScrollList('character_save_pose_selected_controller',e=True,ra=True)
                for a in self.character_R_fingers_list:
                    cmds.textScrollList('character_save_pose_selected_controller', e=True, append=a)
                cmds.image('character_save_pose_r_fingers_action_image',e=True, image=image_path+"/cms_r_fingers_action_image_a")
        else:
            if cmds.image('character_save_pose_r_fingers_action_image',q=True, image=True)==image_path+"/cms_r_fingers_action_image_a":
                cmds.warning("Member already in the List")
            else:
                for a in self.character_R_fingers_list:
                    cmds.textScrollList('character_save_pose_selected_controller', e=True, append=a)
                cmds.image('character_save_pose_r_fingers_action_image',e=True, image=image_path+"/cms_r_fingers_action_image_a")


    def select_character_L_fingers(self, *args):
        self.save_pose_image_action()

[docs]        self.character_L_fingers_list=[str('L_thumb_0_ctrl'),str('L_index_0_ctrl'),str('L_middle_0_ctrl'),str('L_ring_0_ctrl'),str('L_pink_0_ctrl'),
                                   str('L_thumb_1_ctrl'),str('L_index_1_ctrl'),str('L_index_2_ctrl'),str('L_index_3_ctrl'),str('L_middle_1_ctrl'),
                                   str('L_middle_2_ctrl'),str('L_middle_3_ctrl'),str('L_ring_1_ctrl'),str('L_ring_2_ctrl'),str('L_ring_3_ctrl'),
                                   str('L_pink_1_ctrl'),str('L_pink_2_ctrl'),str('L_pink_3_ctrl'),str('L_thumb_2_ctrl')]
        self.value_selection_mode=cmds.radioButton('character_save_pose_multi',q=True,sl=True)
        #print self.value_selection_mode
        if self.value_selection_mode==False:
            select_character_L_fingers_namespace = pm.system.listNamespaces()
            if len(select_character_L_fingers_namespace)==0:
                cmds.warning('No Character in Scene')
            else:
                query_select_character_L_fingers_namespace=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)
                cmds.textScrollList('character_save_pose_selected_controller',e=True,ra=True)
                for a in self.character_L_fingers_list:
                    cmds.textScrollList('character_save_pose_selected_controller', e=True, append=a)
                cmds.image('character_save_pose_l_fingers_action_image',e=True, image=image_path+"/cms_l_fingers_action_image_a")
        else:
            if cmds.image('character_save_pose_l_fingers_action_image',q=True, image=True)==image_path+"/cms_l_fingers_action_image_a":
                cmds.warning("Member already in the List")
            else:
                for a in self.character_L_fingers_list:
                    cmds.textScrollList('character_save_pose_selected_controller', e=True, append=a)
                cmds.image('character_save_pose_l_fingers_action_image',e=True, image=image_path+"/cms_l_fingers_action_image_a")


    def select_character_main_body(self, *args):
        self.save_pose_image_action()

[docs]        self.character_main_body_list=[str('head_head_ctrl'), str('head_jaw_ctrl'), str('head_chin_ctrl'), str('spine_hipsA_ctrl'), str('spine_hipsB_ctrl'),
        str('L_leg_hip_fk_ctrl'), str('L_leg_leg_fk_ctrl'), str('L_leg_ankle_fk_ctrl'), str('L_leg_knee_fk_ctrl'),
        str('L_leg_hip_ik_ctrl'), str('L_foot_middle_ctrl'), str('L_up_leg_off_ctrl'), str('L_down_leg_off_ctrl'),
        str('L_leg_off_ctrl'), str('R_leg_hip_fk_ctrl'), str('R_leg_leg_fk_ctrl'), str('R_leg_ankle_fk_ctrl'),
        str('R_leg_knee_fk_ctrl'), str('R_leg_hip_ik_ctrl'), str('R_foot_middle_ctrl'), str('R_up_leg_off_ctrl'),
        str('R_down_leg_off_ctrl'), str('R_leg_off_ctrl'), str('spine_chestA_ctrl'), str('spine_chestB_ctrl'),
        str('head_neck_ctrl'), str('L_arm_clavicle_fk_ctrl'), str('L_arm_shoulder_fk_ctrl'), str('L_arm_wrist_fk_ctrl'),
        str('L_arm_elbow_fk_ctrl'), str('L_arm_elbow_ik_ctrl'), str('L_arm_clavicle_ik_ctrl'), str('L_index_0_ctrl'),
        str('L_index_1_ctrl'), str('L_index_2_ctrl'), str('L_index_3_ctrl'), str('L_middle_0_ctrl'), str('L_middle_1_ctrl'),
        str('L_middle_2_ctrl'), str('L_middle_3_ctrl'), str('L_ring_0_ctrl'), str('L_ring_1_ctrl'), str('L_ring_2_ctrl'),
        str('L_ring_3_ctrl'), str('L_pink_0_ctrl'), str('L_pink_1_ctrl'), str('L_pink_2_ctrl'), str('L_pink_3_ctrl'),
        str('L_thumb_0_ctrl'), str('L_thumb_1_ctrl'), str('L_thumb_2_ctrl'), str('L_up_arm_off_ctrl'), str('L_down_arm_off_ctrl'),
        str('L_arm_off_ctrl'), str('R_arm_clavicle_fk_ctrl'), str('R_arm_shoulder_fk_ctrl'), str('R_arm_wrist_fk_ctrl'),
        str('R_arm_elbow_fk_ctrl'), str('R_arm_elbow_ik_ctrl'), str('R_arm_clavicle_ik_ctrl'), str('R_index_0_ctrl'),
        str('R_index_1_ctrl'), str('R_index_2_ctrl'), str('R_index_3_ctrl'), str('R_middle_0_ctrl'), str('R_middle_1_ctrl'),
        str('R_middle_2_ctrl'), str('R_middle_3_ctrl'), str('R_ring_0_ctrl'), str('R_ring_1_ctrl'), str('R_ring_2_ctrl'),
        str('R_ring_3_ctrl'), str('R_pink_0_ctrl'), str('R_pink_1_ctrl'), str('R_pink_2_ctrl'), str('R_pink_3_ctrl'),
        str('R_thumb_0_ctrl'), str('R_thumb_1_ctrl'), str('R_thumb_2_ctrl'), str('R_up_arm_off_ctrl'), str('R_down_arm_off_ctrl'),
        str('R_arm_off_ctrl'), str('L_arm_wrist_ik_ctrl'), str('R_arm_wrist_ik_ctrl'), str('spine_middle1_ctrl'),
        str('L_leg_ankle_ik_ctrl'), str('L_leg_knee_ik_ctrl'), str('R_leg_ankle_ik_ctrl'), str('R_leg_knee_ik_ctrl')]
        self.value_selection_mode=cmds.radioButton('character_save_pose_multi',q=True,sl=True)
        #print self.value_selection_mode
        if self.value_selection_mode==False:
            select_character_main_body_namespace = pm.system.listNamespaces()
            if len(select_character_main_body_namespace)==0:
                cmds.warning('No Character in Scene')
            else:
                self.query_select_character_main_body_namespace=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)

                cmds.textScrollList('character_save_pose_selected_controller',e=True,ra=True)
                for a in self.character_main_body_list:
                    cmds.textScrollList('character_save_pose_selected_controller', e=True, append=a)
                cmds.image('character_save_pose_body_action_image',e=True, image=image_path+"/cms_body_action_image_a")
        else:
            if cmds.image('character_save_pose_body_action_image',q=True, image=True)==image_path+"/cms_body_action_image_a":
                cmds.warning("Member already in the List")
            else:
                for a in self.character_main_body_list:
                    cmds.textScrollList('character_save_pose_selected_controller', e=True, append=a)
                cmds.image('character_save_pose_body_action_image',e=True, image=image_path+"/cms_body_action_image_a")


    def select_character_selected_member(self, *args):
        self.save_pose_image_action()

[docs]        body_memeber_list = cmds.ls(sl=True)
        self.value_selection_mode=cmds.radioButton('character_save_pose_multi',q=True,sl=True)
        #print self.value_selection_mode
        if self.value_selection_mode==False:
            if len(body_memeber_list)==0:
                cmds.warning("Select a Bodypart!")
            else:
                new_body_memeber_list = []
                for o in body_memeber_list:
                    member_without_namespace = o.split(":")[1]
                    new_body_memeber_list.append(member_without_namespace)

                cmds.textScrollList('character_save_pose_selected_controller',e=True,ra=True)
                for a in new_body_memeber_list:
                    cmds.textScrollList('character_save_pose_selected_controller', e=True, append=a)
                cmds.image('character_save_pose_selected_action_image',e=True, image=image_path+"/cms_selected_action_image_a")
        else:
            new_body_memeber_list = []
            for o in body_memeber_list:
                member_without_namespace = o.split(":")[1]
                new_body_memeber_list.append(member_without_namespace)

            if cmds.image('character_save_pose_selected_action_image',q=True, image=True)==image_path+"/cms_selected_action_image_a":
                cmds.warning("Member already in the List")
            else:
                for a in new_body_memeber_list:
                    cmds.textScrollList('character_save_pose_selected_controller', e=True, append=a)
                cmds.image('character_save_pose_selected_action_image',e=True, image=image_path+"/cms_selected_action_image_a")


    def save_pose_action(self, *args):
        if cmds.window("check_perspective", exists=True):

[docs]            query_check_perspective_checkBox = cmds.checkBox('check_perspective_checkBox', value=True, q=True)
        if query_check_perspective_checkBox == True:
            file = open("Y:/Production/rnd/ahosseini/helga_dont_show_again/helga_dont_show_again.txt", "a")
            file.write("dont show again")
            file.close()
            self.save_pose_action_b()
        else:
            self.save_pose_action_b()


    def save_pose_action_b(self, *args):
        #len memebr list and describe

[docs]        self.delete_window('check_perspective')
        self.query_character_name = cmds.textField('character_save_pose_scroll_c', text=True, query=True)
        self.query_pose_describe = cmds.scrollField('character_save_pose_scroll_b', text=True, query=True)
        if "_" in self.query_pose_describe:
            cmds.warning("Dont Save, No UnderScores in the Describe!")
        else:
            self.query_selected_body_part = cmds.textScrollList('character_save_pose_selected_controller', q=True, ai=True)
            self.save_pose()
            self.save_pose_screen_save()
            self.delete_window('character_save_pose_window')


    def save_pose(self, *args):
        self.query_select_character_main_body_namespace=cmds.optionMenu('ulfbert_namespace_optionmenu_a', q=True, v=True)

[docs]        doc = Document()

        root_node = doc.createElement("Pose")
        doc.appendChild(root_node)

        # grab all visible objects, which type is transform
        selection = self.query_selected_body_part
        selection_b=[]
        for member_b in selection:
            new_member=str(self.query_select_character_main_body_namespace)+str(":")+str(member_b)
            selection_b.append(new_member)
        print selection_b

        for member in selection_b:
            nodeName = member #    Fix Later

            # XML create object element
            object_node = doc.createElement("Ctrl")
            root_node.appendChild(object_node)

            # Save Name
            object_node.setAttribute("name", str(nodeName))

            # set attributes
            for attrName in cmds.listAttr(nodeName, k=True):
                self.saveValue(nodeName, attrName, object_node)
        cmds.warning('Pose successful saved')

        now_character_save_pose = time.localtime(time.time())
        self.current_time_character_save_pose = time.strftime("%a, %d %m %y", now_character_save_pose)
        self.character_save_pose_get_user=getpass.getuser()
        xml_file = open("Y:/Production/rnd/ahosseini/helga_save_pose/"+self.query_character_name+"_"+self.query_pose_describe+"_"+self.character_save_pose_get_user+"_"+self.current_time_character_save_pose+".xml" , "w")
        xml_file.write(doc.toprettyxml())
        xml_file.close()



    def save_pose_screen_save(self, *args):
        screen_image_path = ("Y:/Production/rnd/ahosseini/helga_save_pose/helga_save_pose_image/")+ self.query_character_name+"_"+self.query_pose_describe+"_"+self.character_save_pose_get_user+"_"+self.current_time_character_save_pose+'.jpg'

[docs]        screen_view= openMayaUi.M3dView.active3dView()
        screen_image = openMaya.MImage()
        screen_view.readColorBuffer(screen_image, True)
        screen_image.resize(300, 300, True)
        screen_image=screen_image.writeToFile(screen_image_path, 'jpg')






class Load_character_pose_UI(Base):
    def __init__(self, character_load_parent_width = 320, character_load_parent_height =660, character_load_child_width = 315, character_load_child_height = 465):


[docs]
        super(Load_character_pose_UI, self).__init__()
        self.delete_window('character_load_pose_window')


        self.character_load_pose = {}
        self.character_load_parent_width = character_load_parent_width
        self.character_load_parent_height = character_load_parent_height
        self.character_load_child_width = character_load_child_width
        self.character_load_child_height = character_load_child_height
        self.character_load_pose['character_load_pose_win'] = cmds.window('character_load_pose_window', title = 'Character Load Pose',
                                                widthHeight = (self.character_load_parent_width,self.character_load_parent_height),menuBar = True, sizeable = False, topEdge= 0, leftEdge= 0, minimizeButton=True, maximizeButton=False)

        self.character_load_pose_main_UI()

    def character_load_pose_main_UI(self, *args):
        self.character_load_pose['character_load_pose_column_a'] = cmds.columnLayout('character_load_pose_column_a', columnAttach=('both', 5), rowSpacing=1, columnWidth=self.character_load_child_width )
[docs]        self.character_load_pose['character_save_pose_a_x']=cmds.text('character_save_pose_a_x', label="No Namespace selected!", h=20, bgc=Color.red)
        self.character_load_pose['separator_d'] = cmds.separator(h=15, vis=True, st='none')
        self.character_load_pose['character_load_text_a'] = cmds.text('character_load_text_a', label="Saved Pose", align ='left')
        self.character_load_pose['separator_e'] = cmds.separator(h=7, vis=True, st='none')
        self.character_load_pose['character_load_saved_pose']=cmds.textScrollList('character_load_saved_pose',w=300, h=200, sc=self.change_saved_image, parent=self.character_load_pose['character_load_pose_column_a'] )
        self.character_load_pose['character_load_pose_button_x']=cmds.button('character_load_pose_button_x', label="Refresh List", command=self.load_saved_poses)
        self.character_load_pose['character_load_pose_separator_k']=cmds.separator(h=5, vis=True, st='in')
        self.character_load_pose['character_save_separator_g'] = cmds.separator(h=5, st='none')
        self.character_load_pose['character_load_text_b'] = cmds.text('character_load_text_b', label="Pose Image", align='left')
        self.character_load_pose['character_save_separator_g'] = cmds.separator(h=5, st='none')
        load_image_path= cmds.internalVar(upd=False)+ "Y:/Production/rnd/ahosseini/helga_save_pose/helga_save_pose_image/" + "main_image_load_dont_delete.jpg"
        self.character_load_pose['laod_image_area_a'] = cmds.image('laod_image_area_a', w=300, h=180, image=load_image_path, parent=self.character_load_pose['character_load_pose_column_a'] )
        self.character_load_pose['load_pose_popUpMenu']=cmds.popupMenu('load_pose_popUpMenu', parent=self.character_load_pose['laod_image_area_a'], button=3)
        self.character_load_pose['load_pose_popUpMenu_item_a']=cmds.menuItem('load_pose_popUpMenu_item_a', l="Replace Image", command=self.replace_current_image)
        self.character_load_pose['load_pose_popUpMenu_item_b']=cmds.menuItem('load_pose_popUpMenu_item_b', l="Open Directory", command=self.laod_pose_open_directory)
        self.character_load_pose['character_load_pose_describe']=cmds.text('character_load_pose_describe', h=20, align='left', label="Describe:")
        self.character_load_pose['character_load_pose_separator_h']=cmds.separator(h=3, vis=True, st='in')
        self.character_load_pose['character_save_pose_paneLayout']=cmds.paneLayout( 'character_save_pose_paneLayout', configuration='quad' , h=50)
        self.character_load_pose['character_load_text_g']=cmds.text('character_load_text_g', h=20, label="Artist", align='center')
        self.character_load_pose['character_load_text_f']=cmds.text('character_load_text_f', h=20, label="Date", align='center')
        self.character_load_pose['character_select_optionMenu']=cmds.optionMenu('character_select_optionMenu', label="", bgc=Color.red, parent=self.character_load_pose['character_save_pose_paneLayout'])
        self.character_load_pose['character_load_text_c']=cmds.text('character_load_text_c', h=20, label="Select Character", align='center')
        self.character_load_pose['character_load_pose_separator_j'] = cmds.separator(h=7, vis=True, st='in')

        self.character_load_pose['character_load_pose_button_a'] = cmds.button('character_load_pose_button_a', label="Select Pose from the Libary", h=50, command=self.load_pose, bgc=Color.red, parent=self.character_load_pose['character_load_pose_column_a'])
        self.character_load_pose['character_load_pose_separator_k'] = cmds.separator(h=5, vis=True, st='in')
        self.character_load_pose['character_load_pose_progressbar'] = cmds.progressBar('character_load_pose_progressbar', maxValue=100, w=300, parent=self.character_load_pose['character_load_pose_column_a'])

        self.load_saved_poses()
        self.refresh_load_pose_namespace()
        self.character_load_pose_namespace()
        cmds.showWindow(self.character_load_pose['character_load_pose_win'])


    def laod_pose_open_directory(self, *args):
        subprocess.Popen(r'explorer /select,"Y:\Production\rnd\ahosseini\helga_save_pose\helga_save_pose_image"')

[docs]


    def replace_current_image(self, *args):
        print "refresh image"

[docs]        query_selected_pose_replace = cmds.textScrollList('character_load_saved_pose', si=True, q=True)[0]
        split_replace_image_point = query_selected_pose_replace.split(".")[0]
        screen_image_path = ("Y:/Production/rnd/ahosseini/helga_save_pose/helga_save_pose_image/")+ split_replace_image_point +".jpg"
        screen_view= openMayaUi.M3dView.active3dView()
        screen_image = openMaya.MImage()
        screen_view.readColorBuffer(screen_image, True)
        screen_image.resize(300, 300, True)
        screen_image=screen_image.writeToFile(screen_image_path, 'jpg')
        cmds.warning("Image replaced!")


    def character_load_pose_namespace(self, *args):
        character_namespace_list = pm.system.listNamespaces()

[docs]        character_namespace_menuItem=cmds.optionMenu('character_select_optionMenu', q=True, itemListLong=True)
        # if ulfbert_namespace_menuItem:
        #     cmds.deleteUI(ulfbert_namespace_menuItem)
        for self.namespace_laod in character_namespace_list:
            cmds.menuItem(label=self.namespace_laod, parent=self.character_load_pose['character_select_optionMenu'])


    def change_saved_image(self, *args):
        cmds.progressBar('character_load_pose_progressbar', edit=True, progress=0)

[docs]        query_selected_pose = cmds.textScrollList('character_load_saved_pose', si=True, q=True)
        self.set_first_member=query_selected_pose[0]
        split_first_member = self.set_first_member.split(".")[0]
        cmds.image('laod_image_area_a', e=True, image="Y:/Production/rnd/ahosseini/helga_save_pose/helga_save_pose_image/"+split_first_member+ ".jpg")
        split_date_data=split_first_member.split("_")[-1]
        split_artist_data=split_first_member.split("_")[-2]
        split_describe_data=split_first_member.split("_")[-3]
        cmds.text('character_load_pose_describe', e=True, label=str("Describe: ")+ str(split_describe_data))
        cmds.text('character_load_text_f', e=True, label=split_date_data)
        cmds.text('character_load_text_g', e=True, label=split_artist_data)
        cmds.optionMenu('character_select_optionMenu',e=True, bgc=Color.orange_a)
        cmds.button('character_load_pose_button_a', e=True, label="Load Selected Pose", bgc=Color.green_a)



    def refresh_load_pose_namespace(self, *args):
        if cmds.window('ulfbert_body_window',exists=True):

[docs]            query_main_body_UI_namespace=cmds.text('ulfbert_namespace_select_a',q=True, label=True)
        else:
            pass
        if cmds.window('ulfbert_hand_body_window', exists=True):
            query_main_body_UI_namespace=cmds.text('ulfbert_namespace_hand_select_a',q=True, label=True)
        if query_main_body_UI_namespace.startswith(":"):
            cmds.text('character_save_pose_a_x', e=True, bgc=Color.green_a)
            cmds.text('character_save_pose_a_x', e=True, label=query_main_body_UI_namespace)
        else:
            cmds.text('character_save_pose_a_x', e=True, bgc=Color.red)
            cmds.text('character_save_pose_a_x', e=True, label="No Namespace selected or in Scene!")
            cmds.warning("No Namespace selected or in Scene!")



    def load_saved_poses(self, *args):
        cmds.textScrollList('character_load_saved_pose', e=True, ra=True)

[docs]        pose_libary_path = ("Y:/Production/rnd/ahosseini/helga_save_pose/")
        load_file_path = os.listdir(pose_libary_path)
        # print load_file_path
        for pose in load_file_path:
            if pose.rpartition(".")[2]=="xml":
                cmds.textScrollList('character_load_saved_pose', e=True, append=pose)
            if pose.rpartition(".")[2]=="atom":
                cmds.textScrollList('character_load_saved_pose', e=True, append=pose)





    def load_pose(self, *args):
        self.query_load_pose_name=cmds.optionMenu('character_select_optionMenu', q=True, v=True)

[docs]
        dom = parse("Y:/Production/rnd/ahosseini/helga_save_pose/"+self.set_first_member)
         # visit every object node
        for node in dom.getElementsByTagName('Ctrl'):

            nodeName = str(node.getAttribute("name"))
            split_nodeName=nodeName.split(":")[1]
            split_nodeName_Ctrl=nodeName.split(":")[2]
            split_nodeName=self.query_load_pose_name
            nodeName=split_nodeName+":"+split_nodeName_Ctrl
            for attrName in cmds.listAttr(nodeName, k=True):
                self.setValue(nodeName, attrName, node)
        cmds.progressBar('character_load_pose_progressbar', edit=True, progress=100)

        cmds.warning('Pose load successfuly')





class Helja_body_UI(Base):
    def __init__(self, helja_parent_width = 500, helja_parent_height = 500, helja_child_width = 480, helja_child_height = 480):


[docs]
        super(Helja_body_UI, self).__init__()

        self.helja_body_UIs = {}
        #self.delete_window('helga_anim_choice_window')
        self.helja_parent_width = helja_parent_width
        self.helja_parent_height = helja_parent_height
        self.helja_child_width = helja_child_width
        self.helja_child_height = helja_child_height
        self.helja_body_UIs["helja_body_win"] = cmds.window('helja_body_window', title = 'Helga Character UI',
                                                widthHeight = (self.helja_parent_width,self.helja_parent_height),
                                                menuBar = True, sizeable = True, minimizeButton=True, maximizeButton=False)
        self.helja_body_main_UI()

    def helja_body_main_UI(self, *args):
        self.helja_body_UIs['helja_column_a'] = cmds.columnLayout('helja_column_a', columnAttach=('both', 20), rowSpacing=3, columnWidth=self.helja_parent_width)
[docs]        cmds.showWindow(self.helja_body_UIs["helja_body_win"])
    def delete_helja_character_body_UI(self, *args):
        self.quit_UI_window('helja_body_window')

[docs]

class Ritter_body_UI(Base):
    def __init__(self, ritter_parent_width = 500, ritter_parent_height = 500, ritter_child_width = 480, ritter_child_height = 480):


[docs]
        super(Ritter_body_UI, self).__init__()

        self.ritter_body_UIs = {}
        #self.delete_window('helga_anim_choice_window')
        self.ritter_parent_width = ritter_parent_width
        self.ritter_parent_height = ritter_parent_height
        self.ritter_child_width = ritter_child_width
        self.ritter_child_height = ritter_child_height
        self.ritter_body_UIs["ritter_body_win"] = cmds.window('ritter_body_window', title = 'Ritter Character UI',
                                                widthHeight = (self.ritter_parent_width,self.ritter_parent_height),
                                                menuBar = True, sizeable = True, minimizeButton=True, maximizeButton=False)
        self.ritter_body_main_UI()

    def ritter_body_main_UI(self, *args):
        self.ritter_body_UIs['ritter_column_a'] = cmds.columnLayout('ritter_column_a', columnAttach=('both', 20), rowSpacing=3, columnWidth=self.ritter_parent_width)
[docs]        cmds.showWindow(self.ritter_body_UIs["ritter_body_win"])
    def delete_ritter_character_body_UI(self, *args):
        self.quit_UI_window('ritter_body_window')

[docs]




#################################################################################
#
#
#Standardized run() method. Used to call modules functionality
#
#
#################################################################################
def run():
    """Standardized run() method. Used to call modules functionality"""


[docs]
    Helga_cms_login_UI()







#################################################################################
#
#
#Test when run without importing (Running in main namespace)
#
#
#################################################################################
if(__name__ == '__main__'):
    Helga_cms_login_UI()
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  Source code for helga.general.setup.quick_setup.quick_setup_loader

"""
quick_setup_loader
==========================================

Helper module to enable import of quick_setup.
This module makes sure the __file__ attribute of the quick_setup module delivers
a path.

-----------------------
"""





#Import
#------------------------------------------------------------------
#python
import sys
import os
import functools
import logging
import subprocess
#PyQt4
from PyQt4 import QtGui
from PyQt4 import QtCore
from PyQt4 import uic
#qdarkstyle
import qdarkstyle


#Import variable
do_reload = True

#quick_setup
import quick_setup
if(do_reload):reload(quick_setup)











#load_quick_setup
#------------------------------------------------------------------

#load_quick_setup
def load_quick_setup():
    """
[docs]    Start an QApp loop and load an instance of QuickSetup in it.
    """

    #app_quick_setup
    app_quick_setup = QtGui.QApplication(sys.argv)

    #load darkstyle
    app_quick_setup.setStyleSheet(qdarkstyle.load_stylesheet(pyside=False))

    #quick_setup_instance
    quick_setup_instance = quick_setup.QuickSetup()

    #exit
    sys.exit(app_quick_setup.exec_())







#Run if not imported
#------------------------------------------------------------------
if (__name__ == '__main__'):


    #load_quick_setup
    load_quick_setup()
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  Source code for helga.general.setup.quick_setup.lib.quick_setup_logging_handler

"""
quick_setup_logging_handler
==========================================

Automaticaly log to le_status from given widget.
"""




#Import
#------------------------------------------------------------------
#python
import logging
#PyQt4
from PyQt4 import QtGui
from PyQt4 import QtCore







#StatusStreamHandler class
#------------------------------------------------------------------
class StatusStreamHandler(logging.StreamHandler):
    """
[docs]    Stream handler subclass that calls the set_status() method of
    the wdgt_status object used for initialization.

    Normally the set_status() method would set a QLineEdit or
    similiar to display the log message.
    """
    
    def __init__(self,
                    wdgt_status = None,
                    logging_level = logging.DEBUG):
        """
            Initialize StatusStreamHandler
        """

        #super class init
        super(StatusStreamHandler, self).__init__()

        #logger
        #------------------------------------------------------------------
        self.logger = logging.getLogger(self.__class__.__name__)
        self.logging_level = logging_level
        self.logger.setLevel(self.logging_level)

        #wdgt_status
        #------------------------------------------------------------------
        self.wdgt_status = wdgt_status

    
    def emit(self, record):
        """
[docs]            Custom emit for StreamHandler subclass
        """
        
        try:
            #message
            message = self.format(record)
            #stream
            stream = self.stream
            
            #display message
            self.wdgt_status.set_status(message)
            
            #flush
            self.flush()
        
        except (KeyboardInterrupt, SystemExit):
            raise
        
        except:
            self.handleError(record)
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  Source code for helga.general.directory_wizard.lib.directory_wizard_logging_handler

"""
directory_wizard_logging_handler
==========================================

Automaticaly log to le_status from given widget.
"""




#Import
#------------------------------------------------------------------
#python
import logging
#PySide
from PySide import QtGui
from PySide import QtCore
from PySide import QtUiTools






#StatusStreamHandler class
#------------------------------------------------------------------
class StatusStreamHandler(logging.StreamHandler):
    """
[docs]    Stream handler subclass that calls the set_status() method of
    the wdgt_status object used for initialization.

    Normally the set_status() method would set a QLineEdit or
    similiar to display the log message.
    """
    
    def __init__(self,
                    wdgt_status = None,
                    logging_level = logging.DEBUG):
        """
            Initialize StatusStreamHandler
        """

        #super class init
        super(StatusStreamHandler, self).__init__()

        #logger
        #------------------------------------------------------------------
        self.logger = logging.getLogger(self.__class__.__name__)
        self.logging_level = logging_level
        self.logger.setLevel(self.logging_level)

        #wdgt_status
        #------------------------------------------------------------------
        self.wdgt_status = wdgt_status

    
    def emit(self, record):
        """
[docs]            Custom emit for StreamHandler subclass
        """
        
        try:
            #message
            message = self.format(record)
            #stream
            stream = self.stream
            
            #display message
            self.wdgt_status.set_status(message)
            
            #flush
            self.flush()
        
        except (KeyboardInterrupt, SystemExit):
            raise
        
        except:
            self.handleError(record)
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  Source code for helga.general.setup.quick_setup.quick_setup

"""
quick_setup
==========================================

Simple but hopefully helpful module to automatically put the helga pipeline DCCs
into deployment or remove them from it.

-----------------------

The tool is available as precompiled binary under $PIPELINE_SCRIPTS_BASE_PATH/bin

-----------------------

**Author:** `Timm Wagener <mailto:wagenertimm@gmail.com>`_
"""





#FAVORITES_DICT
#------------------------------------------------------------------

import os


#clean_path_for_favorites (upfront definition)
def clean_path_for_favorites(path):
    """
[docs]    Modify path to match favorite neccessities.
    """

    #remove forward slashes
    path = path.replace('/', '\\')

    return path




#PIPELINE_BASE_PATH
PIPELINE_BASE_PATH = r'//bigfoot/grimmhelga'


#if env. var. exists, replace
if (os.getenv('HELGA_PIPELINE_BASE_PATH', False)):
    PIPELINE_BASE_PATH = os.getenv('HELGA_PIPELINE_BASE_PATH', False)


#clean base path
PIPELINE_BASE_PATH = clean_path_for_favorites(PIPELINE_BASE_PATH)


#FAVORITES_DICT
FAVORITES_DICT = dict(
helga_rnd = '{0}\\Production\\rnd'.format(PIPELINE_BASE_PATH),
helga_scripts = '{0}\\Production\\scripts'.format(PIPELINE_BASE_PATH),
helga_2d = '{0}\\Production\\2d'.format(PIPELINE_BASE_PATH),
helga_3d = '{0}\\Production\\3d'.format(PIPELINE_BASE_PATH),
helga_assets = '{0}\\Production\\3d\\maya\\scenes\\assets'.format(PIPELINE_BASE_PATH),
helga_assets_work = '{0}\\Production\\3d\\maya\\scenes\\assets\\work'.format(PIPELINE_BASE_PATH),
helga_shots = '{0}\\Production\\3d\\maya\\scenes\\shots'.format(PIPELINE_BASE_PATH),
helga_tools = '{0}\\Production\\scripts\\deploy\\helga\\bin'.format(PIPELINE_BASE_PATH)
)





#Add relative pathes
#------------------------------------------------------------------

#import
import sys


#tool_root_path
tool_root_path = os.path.dirname(__file__)
sys.path.append(tool_root_path)

#media_path
media_path = os.path.join(os.path.dirname(__file__), 'media')
media_path_py2exe = os.path.abspath(os.path.join(os.path.dirname( __file__ ), '..', 'media'))
sys.path.append(media_path)
sys.path.append(media_path_py2exe)

#icons_path
icons_path = os.path.join(media_path, 'icons')
icons_path_py2exe = os.path.join(media_path_py2exe, 'icons')
sys.path.append(icons_path)
sys.path.append(icons_path_py2exe)







#Import
#------------------------------------------------------------------
#python
import functools
import logging
import subprocess
import time
#PyQt4
from PyQt4 import QtGui
from PyQt4 import QtCore
from PyQt4 import uic


#Import variable
do_reload = True

#quick_setup_logging_handler
from lib import quick_setup_logging_handler
if(do_reload):reload(quick_setup_logging_handler)

#quick_setup_functionality
from lib import quick_setup_functionality
if(do_reload):reload(quick_setup_functionality)





#UI classes
#------------------------------------------------------------------

#ui_file_path when run from interpreter
try:
    
    #ui_file_path
    ui_file_path = os.path.join(media_path, 'quick_setup.ui')
    classes_list = uic.loadUiType(ui_file_path)


#ui_file_path when run from distribution
except:
    
    #ui_file_path
    ui_file_path = os.path.join(media_path_py2exe, 'quick_setup.ui')
    classes_list = uic.loadUiType(ui_file_path)








#QuickSetup class
#------------------------------------------------------------------

class QuickSetup(classes_list[0], classes_list[1]):
    
    #Constructor
    def __init__(self, 
                logging_level = logging.DEBUG, 
                parent = None):
        
        #super class init
        super(QuickSetup, self).__init__(parent)


        #instance variables
        #------------------------------------------------------------------
        self.title_name = self.__class__.__name__
        self.version = 0.2
        self.title = self.title_name +' ' + str(self.version)

        #logger
        #------------------------------------------------------------------
        #status_handler
        self.status_handler = quick_setup_logging_handler.StatusStreamHandler(self)
        #logger
        self.logger = logging.getLogger(self.__class__.__name__)
        self.logging_level = logging_level
        self.logger.setLevel(self.logging_level)
        self.logger.addHandler(self.status_handler)



        #Init procedure
        #------------------------------------------------------------------
        
        #setupUi
        self.setupUi(self)

        #setup_additional_ui
        self.setup_additional_ui()
        
        #connect_ui
        self.connect_ui()

        #show
        self.show()
        



    #UI Methods
    #------------------------------------------------------------------
    
    #setup_additional_ui
    def setup_additional_ui(self):
        """
        Setup additional ui elements.
        """

        #set header icon
        header_icon_path = ''
        header_icon_name = 'icon_quick_setup.png'
        #executed from python
        if (os.path.isdir(icons_path)):
            header_icon_path = os.path.join(icons_path, header_icon_name)
        #executed from distribution
        elif (os.path.isdir(icons_path_py2exe)):
            header_icon_path = os.path.join(icons_path_py2exe, header_icon_name)
        
        #set stylesheet header
        self.wdgt_header_icon.setStyleSheet("border-image: url({0});".format(header_icon_path.replace('\\', '/')))
        
        
        #set title
        self.setWindowTitle(self.title)
        #set header label
        self.lbl_header_text.setText(self.title)


        #set lbl_user
        self.lbl_user.setText(quick_setup_functionality.get_user())
        #set lbl_pipeline_base_path
        self.lbl_pipeline_base_path.setText(quick_setup_functionality.get_pipeline_base_path())


    #connect_ui
    def connect_ui(self):
        """
        Connect ui elements.
        """

        #btn_quick_setup
        self.btn_quick_setup.clicked.connect(functools.partial(self.quick_setup_pipeline))
        #btn_quick_remove
        self.btn_quick_remove.clicked.connect(functools.partial(self.quick_remove_pipeline))

        #btn_create_favorites
        self.btn_create_favorites.clicked.connect(functools.partial(self.add_favorites))
        #btn_remove_favorites
        self.btn_remove_favorites.clicked.connect(functools.partial(self.remove_favorites))






    #Pipeline Setup Methods
    #------------------------------------------------------------------

    #quick_setup_pipeline
    def quick_setup_pipeline(self):
        """
        Quick setup the pipeline (Copy DCC startup scripts).
        If startup scripts already exist, rename them in order to keep them.
        """

        #clear status
        self.clear_setup_status()

        
        #setup_maya_pipeline
        self.setup_maya_pipeline()
        #append status
        self.append_setup_status('---------------------------------')

        #setup_nuke_pipeline
        self.setup_nuke_pipeline()
        #append status
        self.append_setup_status('---------------------------------')

        #setup_houdini_pipeline
        self.setup_houdini_pipeline()
        #append status
        self.append_setup_status('---------------------------------')

        
        #append status
        self.append_setup_status('Quick setup of helga pipeline finished')
        #log
        self.logger.debug('Quick setup of helga pipeline finished')


    #setup_maya_pipeline
    def setup_maya_pipeline(self):
        """
        Setup maya pipeline.
        """

        #append status
        self.append_setup_status('Maya:')

        
        #user_setup_destination_dir
        user_setup_destination_dir = quick_setup_functionality.get_user_setup_destination_dir('maya', '2014-x64')

        #user setup dir non existent
        if not(os.path.isdir(user_setup_destination_dir)):
            #append status
            self.append_setup_status('User setup destination dir: {0} not found. Maybe you have never started Maya so far'.format(user_setup_destination_dir))
            self.append_setup_status('Aborting...')
            return None
        #append status
        self.append_setup_status('User setup destination dir: {0}.'.format(user_setup_destination_dir))


        #userSetup already exists at user destination
        if('userSetup.py' in os.listdir(user_setup_destination_dir)):
            
            #current_file_name
            current_file_name = os.path.join(user_setup_destination_dir, 'userSetup.py')
            #target_file_name
            target_file_name = os.path.join(user_setup_destination_dir, 'backup_helga_{0}_userSetup.py'.format(quick_setup_functionality.get_time_string()))

            #rename
            os.rename(current_file_name, target_file_name)
            
            #append status
            self.append_setup_status('Backuped existing userSetup: {0}.'.format(target_file_name))


        #pipeline_user_setup_source_dir
        pipeline_user_setup_source_dir = quick_setup_functionality.get_user_setup_source_dir('maya')

        #user setup dir non existent
        if not(os.path.isdir(pipeline_user_setup_source_dir)):
            #append status
            self.append_setup_status('Pipeline user setup source dir: {0} not found. Maybe you have not mounted the network path.'.format(pipeline_user_setup_source_dir))
            self.append_setup_status('Aborting...')
            return None
        #append status
        self.append_setup_status('Pipeline user setup source dir: {0}.'.format(pipeline_user_setup_source_dir))


        
        #pipeline_user_setup_source_file
        pipeline_user_setup_source_file = 'userSetup.py'
        #pipeline_user_setup_source_file_path
        pipeline_user_setup_source_file_path = os.path.join(pipeline_user_setup_source_dir, pipeline_user_setup_source_file)

        #user setup file non existent
        if not(os.path.isfile(pipeline_user_setup_source_file_path)):
            #append status
            self.append_setup_status('Pipeline user setup source file: {0} not found. Maybe you have not mounted the network path.'.format(pipeline_user_setup_source_file_path))
            self.append_setup_status('Aborting...')
            return None
        #append status
        self.append_setup_status('Pipeline user setup source file: {0}.'.format(pipeline_user_setup_source_file_path))


        
        #copy
        quick_setup_functionality.copy_file(pipeline_user_setup_source_file,
                                            pipeline_user_setup_source_dir,
                                            user_setup_destination_dir)
        #append status
        self.append_setup_status('{0} copied'.format(pipeline_user_setup_source_file))

        
        #append status
        self.append_setup_status('Maya setup successfull')


    #setup_nuke_pipeline
    def setup_nuke_pipeline(self):
        """
        Setup nuke pipeline.
        """

        #append status
        self.append_setup_status('Nuke:')

        
        #user_setup_destination_dir
        user_setup_destination_dir = quick_setup_functionality.get_user_setup_destination_dir('nuke')

        #user setup dir non existent
        if not(os.path.isdir(user_setup_destination_dir)):
            #append status
            self.append_setup_status('User setup destination dir: {0} not found. Maybe you have never started Maya so far'.format(user_setup_destination_dir))
            self.append_setup_status('Aborting...')
            return None
        #append status
        self.append_setup_status('User setup destination dir: {0}.'.format(user_setup_destination_dir))


        #init already exists at user destination
        if('init.py' in os.listdir(user_setup_destination_dir)):
            
            #current_file_name
            current_file_name = os.path.join(user_setup_destination_dir, 'init.py')
            #target_file_name
            target_file_name = os.path.join(user_setup_destination_dir, 'backup_helga_{0}_init.py'.format(quick_setup_functionality.get_time_string()))

            #rename
            os.rename(current_file_name, target_file_name)
            
            #append status
            self.append_setup_status('Backuped existing init.py: {0}.'.format(target_file_name))


        #menu already exists at user destination
        if('menu.py' in os.listdir(user_setup_destination_dir)):
            
            #current_file_name
            current_file_name = os.path.join(user_setup_destination_dir, 'menu.py')
            #target_file_name
            target_file_name = os.path.join(user_setup_destination_dir, 'backup_helga_{0}_menu.py'.format(quick_setup_functionality.get_time_string()))

            #rename
            os.rename(current_file_name, target_file_name)
            
            #append status
            self.append_setup_status('Backuped existing menu.py: {0}.'.format(target_file_name))


        
        #pipeline_user_setup_source_dir
        pipeline_user_setup_source_dir = quick_setup_functionality.get_user_setup_source_dir('nuke')

        #user setup dir non existent
        if not(os.path.isdir(pipeline_user_setup_source_dir)):
            #append status
            self.append_setup_status('Pipeline user setup source dir: {0} not found. Maybe you have not mounted the network path.'.format(pipeline_user_setup_source_dir))
            self.append_setup_status('Aborting...')
            return None
        #append status
        self.append_setup_status('Pipeline user setup source dir: {0}.'.format(pipeline_user_setup_source_dir))



        #pipeline_menu_source_dir
        pipeline_menu_source_dir = quick_setup_functionality.get_nuke_menu_source_dir()

        #user setup dir non existent
        if not(os.path.isdir(pipeline_menu_source_dir)):
            #append status
            self.append_setup_status('Pipeline menu source dir: {0} not found. Maybe you have not mounted the network path.'.format(pipeline_menu_source_dir))
            self.append_setup_status('Aborting...')
            return None
        #append status
        self.append_setup_status('Pipeline menu source dir: {0}.'.format(pipeline_menu_source_dir))


        
        #pipeline_user_setup_source_file
        pipeline_user_setup_source_file = 'init.py'
        #pipeline_user_setup_source_file_path
        pipeline_user_setup_source_file_path = os.path.join(pipeline_user_setup_source_dir, pipeline_user_setup_source_file)

        #user setup file non existent
        if not(os.path.isfile(pipeline_user_setup_source_file_path)):
            #append status
            self.append_setup_status('Pipeline user setup source file: {0} not found. Maybe you have not mounted the network path.'.format(pipeline_user_setup_source_file_path))
            self.append_setup_status('Aborting...')
            return None
        #append status
        self.append_setup_status('Pipeline user setup source file: {0}.'.format(pipeline_user_setup_source_file_path))




        #pipeline_menu_source_file
        pipeline_menu_source_file = 'menu.py'
        #pipeline_menu_source_file_path
        pipeline_menu_source_file_path = os.path.join(pipeline_menu_source_dir, pipeline_menu_source_file)

        #user setup file non existent
        if not(os.path.isfile(pipeline_menu_source_file_path)):
            #append status
            self.append_setup_status('Pipeline menu source file: {0} not found. Maybe you have not mounted the network path.'.format(pipeline_menu_source_file_path))
            self.append_setup_status('Aborting...')
            return None
        #append status
        self.append_setup_status('Pipeline menu source file: {0}.'.format(pipeline_menu_source_file_path))



        
        #copy init.py
        quick_setup_functionality.copy_file(pipeline_user_setup_source_file,
                                            pipeline_user_setup_source_dir,
                                            user_setup_destination_dir)
        #append status
        self.append_setup_status('{0} copied'.format(pipeline_user_setup_source_file))

        #copy menu.py
        quick_setup_functionality.copy_file(pipeline_menu_source_file,
                                            pipeline_menu_source_dir,
                                            user_setup_destination_dir)
        #append status
        self.append_setup_status('{0} copied'.format(pipeline_menu_source_file))

        
        

        #append status
        self.append_setup_status('Nuke setup successfull')


    #setup_houdini_pipeline
    def setup_houdini_pipeline(self):
        """
        Setup houdini pipeline.
        """

        #append status
        self.append_setup_status('Houdini:')

        
        #user_setup_destination_dir
        user_setup_destination_dir = quick_setup_functionality.get_user_setup_destination_dir('houdini', '13.0')

        #user setup dir non existent
        if not(os.path.isdir(user_setup_destination_dir)):
            #append status
            self.append_setup_status('User setup destination dir: {0} not found. Maybe you have never started Maya so far'.format(user_setup_destination_dir))
            self.append_setup_status('Aborting...')
            return None
        #append status
        self.append_setup_status('User setup destination dir: {0}.'.format(user_setup_destination_dir))


        #houdini already exists at user destination
        if('houdini.env' in os.listdir(user_setup_destination_dir)):
            
            #current_file_name
            current_file_name = os.path.join(user_setup_destination_dir, 'houdini.env')
            #target_file_name
            target_file_name = os.path.join(user_setup_destination_dir, 'backup_helga_{0}_houdini.env'.format(quick_setup_functionality.get_time_string()))

            #rename
            os.rename(current_file_name, target_file_name)
            
            #append status
            self.append_setup_status('Backuped existing houdini.env: {0}.'.format(target_file_name))


        #pipeline_user_setup_source_dir
        pipeline_user_setup_source_dir = quick_setup_functionality.get_user_setup_source_dir('houdini')

        #user setup dir non existent
        if not(os.path.isdir(pipeline_user_setup_source_dir)):
            #append status
            self.append_setup_status('Pipeline user setup source dir: {0} not found. Maybe you have not mounted the network path.'.format(pipeline_user_setup_source_dir))
            self.append_setup_status('Aborting...')
            return None
        #append status
        self.append_setup_status('Pipeline user setup source dir: {0}.'.format(pipeline_user_setup_source_dir))


        
        #pipeline_user_setup_source_file
        pipeline_user_setup_source_file = 'houdini.env'
        #pipeline_user_setup_source_file_path
        pipeline_user_setup_source_file_path = os.path.join(pipeline_user_setup_source_dir, pipeline_user_setup_source_file)

        #user setup file non existent
        if not(os.path.isfile(pipeline_user_setup_source_file_path)):
            #append status
            self.append_setup_status('Pipeline user setup source file: {0} not found. Maybe you have not mounted the network path.'.format(pipeline_user_setup_source_file_path))
            self.append_setup_status('Aborting...')
            return None
        #append status
        self.append_setup_status('Pipeline user setup source file: {0}.'.format(pipeline_user_setup_source_file_path))


        
        #copy
        quick_setup_functionality.copy_file(pipeline_user_setup_source_file,
                                            pipeline_user_setup_source_dir,
                                            user_setup_destination_dir)
        #append status
        self.append_setup_status('{0} copied'.format(pipeline_user_setup_source_file))

        
        #append status
        self.append_setup_status('Houdini setup successfull')





    #Pipeline Remove Methods
    #------------------------------------------------------------------

    #quick_remove_pipeline
    def quick_remove_pipeline(self):
        """
        Quick remove the pipeline (Remove DCC startup scripts).
        """

        #clear status
        self.clear_setup_status()

        
        #remove_maya_pipeline
        self.remove_maya_pipeline()
        #append status
        self.append_setup_status('---------------------------------')

        #remove_nuke_pipeline
        self.remove_nuke_pipeline()
        #append status
        self.append_setup_status('---------------------------------')

        #remove_houdini_pipeline
        self.remove_houdini_pipeline()
        #append status
        self.append_setup_status('---------------------------------')


        #append status
        self.append_setup_status('Quick removal of helga pipeline finished')
        #log
        self.logger.debug('Quick removal of helga pipeline finished')


    #remove_maya_pipeline
    def remove_maya_pipeline(self):
        """
        Remove maya pipeline.
        """

        try:
            #user_setup_destination_dir
            user_setup_destination_dir = quick_setup_functionality.get_user_setup_destination_dir('maya', '2014-x64')
            #user_setup_file
            user_setup_file = os.path.join(user_setup_destination_dir, 'userSetup.py')

            #delete
            os.remove(user_setup_file)
        
        except:
            #append status
            self.append_setup_status('Error removing Maya userSetup file. Maybe no userSetup file or directory existed.')
            return None

        #append status
        self.append_setup_status('Removed local helga maya pipeline files')


    #remove_nuke_pipeline
    def remove_nuke_pipeline(self):
        """
        Remove nuke pipeline.
        """

        try:
            #user_setup_destination_dir
            user_setup_destination_dir = quick_setup_functionality.get_user_setup_destination_dir('nuke')
            #user_setup_file
            user_setup_file = os.path.join(user_setup_destination_dir, 'init.py')
            #menu_file
            menu_file = os.path.join(user_setup_destination_dir, 'menu.py')

            #delete
            os.remove(user_setup_file)
            os.remove(menu_file)
        
        except:
            #append status
            self.append_setup_status('Error removing Nuke init.py and menu.py files. Maybe none of these files or the .nuke directory existed.')
            return None

        #append status
        self.append_setup_status('Removed local helga nuke pipeline files')


    #remove_houdini_pipeline
    def remove_houdini_pipeline(self):
        """
        Remove houdini pipeline.
        """

        try:
            #user_setup_destination_dir
            user_setup_destination_dir = quick_setup_functionality.get_user_setup_destination_dir('houdini', '13.0')
            #user_setup_file
            user_setup_file = os.path.join(user_setup_destination_dir, 'houdini.env')

            #delete
            os.remove(user_setup_file)
        
        except:
            #append status
            self.append_setup_status('Error removing hoduini.env file. Maybe no houdini.env file or Houdini directory existed.')
            return None

        #append status
        self.append_setup_status('Removed local helga hoduini pipeline files')








    #Favorites
    #------------------------------------------------------------------

    #add_favorites
    def add_favorites(self):
        """
        Add favorites.
        """

        #clear status
        self.clear_setup_status()

        
        #iterate and set favorites
        for shortcut_name in sorted(FAVORITES_DICT.keys()):
            
            #target_path
            target_path = FAVORITES_DICT[shortcut_name]

            try:
                
                #add
                quick_setup_functionality.add_favorite(shortcut_name, target_path)

                #append status
                self.append_setup_status('Added favorite: {0} --> {1}'.format(shortcut_name, target_path))

            except:
                
                #append status
                self.append_setup_status('Error adding favorite: {0} --> {1}'.format(shortcut_name, target_path))

        
        
        #append status
        self.append_setup_status('---------------------------------')
        #append status
        self.append_setup_status('Setting favorites finished')
        #log
        self.logger.debug('Setting favorites finished')

    
    #remove_favorites
    def remove_favorites(self):
        """
        Remove favorites.
        """

        #clear status
        self.clear_setup_status()

        

        #iterate and set favorites
        for shortcut_name, target_path in FAVORITES_DICT.iteritems():
            
            try:
                
                #shortcut_path
                shortcut_path = os.path.join(quick_setup_functionality.get_links_directory(), '{0}.lnk'.format(shortcut_name))

                #if isfile delete
                if(os.path.isfile(shortcut_path)):
                    
                    #delete
                    os.remove(shortcut_path)

                #append status
                self.append_setup_status('Deleted favorite: {0}'.format(shortcut_name))

            except:

                #append status
                self.append_setup_status('Error deleting favorite: {0}'.format(shortcut_name))


        #append status
        self.append_setup_status('---------------------------------')
        #append status
        self.append_setup_status('Removing favorites finished')
        #log
        self.logger.debug('Removing favorites finished')

        



    #Getter & Setter
    #------------------------------------------------------------------

    #set_status
    def set_status(self, new_value):
        """
        Set le_status text
        """

        #clear
        self.le_status.clear()
        #set text
        self.le_status.setText(new_value)

    
    #get_status
    def get_status(self):
        """
        Return content of le_status
        """

        return str(self.le_status.text())


    #append_setup_status
    def append_setup_status(self, message):
        """
        Append to self.te_setup_status
        """

        #append
        self.te_setup_status.append(message)


    #clear_setup_status
    def clear_setup_status(self):
        """
        Clear self.te_setup_status
        """

        #clear
        self.te_setup_status.clear()
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  Source code for helga.general.setup.doc_link.doc_link

"""
doc_link
==========================================

Simple but hopefully helpful module to open up a browser to our
pipeline documentation.

-----------------------

Usage
-----

::
	
	from helga.general.setup.doc_link import doc_link
	reload(doc_link)

	#run
	doc_link.run()

-----------------------
"""



#Import
#----------------------------------------------------
#python
import os
import sys
import webbrowser



#Import variable
do_reload = True

#helga
from helga.general.setup.global_variables import global_variables
if(do_reload):reload(global_variables)





#run
#----------------------------------------------------

def run(url = None):
[docs]	"""
	Open web browser with pipeline documentation
	"""

	#if url is None and global variables url is available
	if not (url):
		
		#variable might not be available if base path 
		#env. var. is not available
		try:
			
			#set url to pipeline base
			url = global_variables.PIPELINE_DOCUMENTATION_URL
		
		except:

			#set url to google
			url = 'google.com'

	#open
	webbrowser.open(url, new=2)
	
	
	
	
	
#Testing
#----------------------------------------------------
#----------------------------------------------------

if (__name__ == '__main__'):

	
	#run
	run()
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"""
global_functions
==========================================

Simple but hopefully helpful module to that bundles all
functions in a central place.

-----------------------

Usage
-----

::
    
    from helga.general.setup.global_functions import global_functions
    reload(global_functions)

    #some example here
    global_functions.example_function()

-----------------------
"""



#Import
#----------------------------------------------------
#python
import os
import sys
import logging
import re
import shutil
from cStringIO import StringIO
import xml.etree.ElementTree as xml
import types



#Import variable
do_reload = True

#global_variables
from helga.general.setup.global_variables import global_variables
if(do_reload):reload(global_variables)













#Functions
#----------------------------------------------------


#OS
#----------------------------------------------------

#check_interpreter
def check_interpreter(keyword):
[docs]    """
        Check if the current interpreter matches keyword
    """

    #current_interpreter_path
    current_interpreter_path = sys.executable

    #session is mayapy
    if(keyword in current_interpreter_path): 
        return True

    return False


#get_user
def get_user():

[docs]    
    return os.environ.get('USERNAME')


#copy_file
def copy_file(source_file, source_dir, destination_dir):

[docs]    
    source = source_dir + '/' +source_file
    
    shutil.copy(source, destination_dir)





















#DCC
#----------------------------------------------------

#get_user_setup_destination_dir
def get_user_setup_destination_dir(dcc):

[docs]    
    if (dcc == 'maya'):
        return get_user_setup_destination_dir_maya()
    elif (dcc == 'nuke'):
        return get_user_setup_destination_dir_nuke()
    elif (dcc == 'houdini'):
        return get_user_setup_destination_dir_houdini()


#get_user_setup_destination_dir_maya
def get_user_setup_destination_dir_maya():

[docs]
    path_start = 'C:/Users/'
    username = get_user()
    path_end = '/Documents/maya/{0}/scripts'.format(global_variables.MAYA_VERSION)
    
    return path_start + username + path_end


#get_user_setup_destination_dir_nuke
def get_user_setup_destination_dir_nuke():

[docs]
    path_start = 'C:/Users/'
    username = get_user()
    path_end = '/.nuke'
    
    return path_start + username + path_end


#get_user_setup_destination_dir_houdini
def get_user_setup_destination_dir_houdini():

[docs]
    path_start = 'C:/Users/'
    username = get_user()
    path_end = '/Documents/houdini{0}'.format(global_variables.HOUDINI_VERSION)
    
    return path_start + username + path_end


#get_main_window
def get_main_window():

[docs]    """
        Determine current application and return main window for parenting of own windows.
    """

    #maya
    if(check_interpreter('maya')):
        return get_maya_main_window()
    #Nuke
    elif(check_interpreter('Nuke')):
        return get_nuke_main_window()

    #Application unknown
    return None



#get_maya_main_window
def get_maya_main_window():

[docs]    """
        Return the Maya main window.
    """

    try:
        #PySide
        from PySide import QtGui
        from PySide import QtCore
        import shiboken
        #maya
        import maya.OpenMayaUI as open_maya_ui

    except Exception as exception_instance:

        #log
        print('Import failed: {0}'.format(exception_instance))
        #return None
        return None

    

    #ptr_main_window
    ptr_main_window = open_maya_ui.MQtUtil.mainWindow()
    
    #if True
    if (ptr_main_window):
        return shiboken.wrapInstance(long(ptr_main_window), QtGui.QMainWindow)

    return None


#get_nuke_main_window
def get_nuke_main_window():

[docs]    """
        Return the Maya main window.
    """

    try:
        #PySide
        from PySide import QtGui
        from PySide import QtCore
        

    except Exception as exception_instance:

        #log
        print('Import failed: {0}'.format(exception_instance))
        #return None
        return None

    

    #ptr_main_window
    ptr_main_window = QtGui.QApplication.activeWindow()
    
    #if True
    if (ptr_main_window):
        return ptr_main_window

    return None


#divider
def divider():

[docs]    """
        Print divider line to __stdout__
    """

    print('----------------------------------------------------')



















#GUI
#----------------------------------------------------

def create_widget_from_ui_file(ui_file_path, parent =None):

[docs]    """
    Create widget that remains stylesheets from .ui file.
    This method is crashy at least in Maya. Probably because of stylesheet
    issues with Maya QApp custom style.
    Use with caution.
    """

    #lazy import

    try:
        
        #PySide
        from PySide import QtGui
        from PySide import QtCore
        from PySide import QtUiTools
        import shiboken
        import pysideuic

    except Exception as exception_instance:
        #log
        print('Import failed: {0}'.format(exception_instance))
        #return None
        return None


    #create widget

    #Create widget from ui file
    loader_instance = QtUiTools.QUiLoader()
    #file to load in as unicode obj
    ui_file = QtCore.QFile(ui_file_path)
    ui_file.open(QtCore.QFile.ReadOnly)
    #Create Widget
    ui_file_widget = loader_instance.load(ui_file, parent)
    #close ui_File
    ui_file.close()

    return ui_file_widget
     

def load_ui_type(ui_file):

[docs]    """
    Pyside lacks the "loadUiType" command, so we have to convert the ui file to py code in-memory first
    and then execute it in a special frame to retrieve the form_class.
    This function return the form and base classes for the given qtdesigner ui file.
    """

    #lazy import

    try:
        
        #PySide
        from PySide import QtGui
        from PySide import QtCore
        from PySide import QtUiTools
        import shiboken
        import pysideuic

    except Exception as exception_instance:
        #log
        print('Import failed: {0}'.format(exception_instance))
        #return None
        return None
    
    
    #compile ui

    parsed = xml.parse(ui_file)
    widget_class = parsed.find('widget').get('class')
    form_class = parsed.find('class').text

    with open(ui_file, 'r') as f:
        o = StringIO()
        frame = {}

        pysideuic.compileUi(f, o, indent=0)
        pyc = compile(o.getvalue(), '<string>', 'exec')
        exec pyc in frame

        #Fetch the base_class and form class based on their type in the xml from designer
        form_class = frame['Ui_%s'%form_class]
        base_class = eval('QtGui.%s'%widget_class)
    
    return form_class, base_class


def get_helga_header_widget(title, icon_path):

[docs]    """
    Return QWidget that represents a helga header.
    The returned widget needs to be added to a layout.
    """

    #lazy import

    try:
        #PySide
        from PySide import QtGui
        from PySide import QtCore
        from PySide import QtUiTools
        import shiboken
        import pysideuic

    except Exception as exception_instance:
        #log
        print('Import failed: {0}'.format(exception_instance))
        #return None
        return None
    

    
    class GradientWidget(QtGui.QWidget):
        """
        Widget that draws a gradient in the background.
        """

        def __init__(self, parent = None):
            """
            init
            """

            #superclass init
            super(GradientWidget, self).__init__(parent)

        
        def paintEvent(self, event):
            """
            Subclassed paintEvent
            """

            #painter
            painter = QtGui.QPainter(self)

            #gradient
            gradient = QtGui.QLinearGradient(QtCore.QPointF(self.rect().x(), self.rect().y()), 
                                                QtCore.QPointF(self.rect().width(), self.rect().height()))
            gradient.setColorAt(0, QtCore.Qt.white)
            gradient.setColorAt(1, QtCore.Qt.transparent)

            #brush
            brush = QtGui.QBrush(gradient)

            #paint
            painter.fillRect(self.rect(), brush)
    

    

    #wdgt_helga_header
    wdgt_helga_header = QtGui.QWidget()
    wdgt_helga_header.setObjectName("wdgt_helga_header")
    wdgt_helga_header.resize(439, 52)

    #lyt_helga_header
    lyt_helga_header = QtGui.QHBoxLayout(wdgt_helga_header)
    lyt_helga_header.setSpacing(0)
    lyt_helga_header.setContentsMargins(0, 0, 0, 0)
    lyt_helga_header.setObjectName("lyt_helga_header")

    #icn_helga_header_image
    icn_helga_header_image = QtGui.QPixmap(icon_path)
    icn_helga_header_image = icn_helga_header_image.scaled(32, 32)
    
    #lbl_helga_header_image
    lbl_helga_header_image = QtGui.QLabel(wdgt_helga_header)
    lbl_helga_header_image.setPixmap(icn_helga_header_image)
    sizePolicy = QtGui.QSizePolicy(QtGui.QSizePolicy.Fixed, QtGui.QSizePolicy.Preferred)
    sizePolicy.setHorizontalStretch(0)
    sizePolicy.setVerticalStretch(0)
    sizePolicy.setHeightForWidth(lbl_helga_header_image.sizePolicy().hasHeightForWidth())
    lbl_helga_header_image.setSizePolicy(sizePolicy)
    lbl_helga_header_image.setBaseSize(QtCore.QSize(32, 0))
    lbl_helga_header_image.setObjectName("lbl_helga_header_image")
    lyt_helga_header.addWidget(lbl_helga_header_image)
    
    
    #wdgt_header_text
    wdgt_header_text = GradientWidget(wdgt_helga_header)
    wdgt_header_text.setObjectName("wdgt_header_text")
    lyt_helga_header.addWidget(wdgt_header_text)

    #lyt_header_text
    lyt_header_text = QtGui.QHBoxLayout(wdgt_header_text)
    lyt_header_text.setContentsMargins(0, 0, 0, 0)
    lyt_header_text.setObjectName("lyt_header_text")
    
    #wdgt_header_spacer_left
    wdgt_header_spacer_left = QtGui.QWidget(wdgt_header_text)
    sizePolicy = QtGui.QSizePolicy(QtGui.QSizePolicy.Expanding, QtGui.QSizePolicy.Preferred)
    sizePolicy.setHorizontalStretch(0)
    sizePolicy.setVerticalStretch(0)
    sizePolicy.setHeightForWidth(wdgt_header_spacer_left.sizePolicy().hasHeightForWidth())
    wdgt_header_spacer_left.setSizePolicy(sizePolicy)
    wdgt_header_spacer_left.setObjectName("wdgt_header_spacer_left")
    lyt_header_text.addWidget(wdgt_header_spacer_left)
    
    #lbl_header_text
    lbl_header_text = QtGui.QLabel(wdgt_header_text)
    lbl_header_text.setText(title)
    lbl_header_text.setStyleSheet("background-color: rgba(255, 255, 255, 0);\n"+"color: rgb(241, 113, 37);\n"+"font: 75 12pt \"MS Shell Dlg 2\";")
    lbl_header_text.setObjectName("lbl_header_text")
    lyt_header_text.addWidget(lbl_header_text)
    
    #wdgt_header_spacer_right
    wdgt_header_spacer_right = QtGui.QWidget(wdgt_header_text)
    sizePolicy = QtGui.QSizePolicy(QtGui.QSizePolicy.Expanding, QtGui.QSizePolicy.Preferred)
    sizePolicy.setHorizontalStretch(0)
    sizePolicy.setVerticalStretch(0)
    sizePolicy.setHeightForWidth(wdgt_header_spacer_right.sizePolicy().hasHeightForWidth())
    wdgt_header_spacer_right.setSizePolicy(sizePolicy)
    wdgt_header_spacer_right.setMinimumSize(QtCore.QSize(0, 0))
    wdgt_header_spacer_right.setMaximumSize(QtCore.QSize(32, 16777215))
    wdgt_header_spacer_right.setObjectName("wdgt_header_spacer_right")
    lyt_header_text.addWidget(wdgt_header_spacer_right)
    
    

    #return
    return wdgt_helga_header


def get_maya_toplevel_shelf_widget(shelf_object):

[docs]    """
    Convert ptr to shelf object to Qt instance.
    """

    #Lazy Import
    #----------------------------------------------------
    #PySide
    from PySide import QtGui
    from PySide import QtCore
    from PySide import QtUiTools
    import shiboken
    import pysideuic
    #maya
    import maya.OpenMayaUI as open_maya_ui
    import pymel.core as pm
    #----------------------------------------------------

    
    #ptr_shelf_object
    ptr_shelf_object = open_maya_ui.MQtUtil.findLayout(shelf_object)
    #ptr exists
    if (ptr_shelf_object is not None):
        return shiboken.wrapInstance(long(ptr_shelf_object), QtGui.QWidget)
    #else
    return None


def style_maya_shelves():

[docs]    """
    Style Maya shelves.
    """

    #Lazy Import
    #----------------------------------------------------
    #PySide
    from PySide import QtGui
    from PySide import QtCore
    from PySide import QtUiTools
    import shiboken
    import pysideuic
    #maya
    import pymel.core as pm
    #----------------------------------------------------


        
    #Tabwidgets (Shelves)
    #----------------------------------------------------

    #wdgt_toplevel_shelf_name
    wdgt_toplevel_shelf_name = pm.MelGlobals()['gShelfTopLevel']

    #wdgt_toplevel_shelf
    wdgt_toplevel_shelf = get_maya_toplevel_shelf_widget(wdgt_toplevel_shelf_name)

    #shelf not found
    if not(wdgt_toplevel_shelf):
        print('Shelf {0} not found. Not customizing, returning.'.format(wdgt_toplevel_shelf_name))
        return None


    #tab_wdgt_list
    tab_wdgt_list = [tab_wdgt for tab_wdgt in wdgt_toplevel_shelf.findChildren(QtGui.QTabWidget)]
    
    
    


    #Stylesheets
    #----------------------------------------------------

    #ss_shelf
    ss_shelf = " \
\
\
QWidget#%s { background-color: qlineargradient(spread:pad, x1:0, y1:0, x2:1, y2:0, stop:0.5 rgba(0, 0, 0, 0), stop:1 rgba(255, 255, 255, 255)); }\
\
\
"
    
    #----------------------------------------------------




    #Style
    #----------------------------------------------------
    
    #iterate and style
    for tab_wdgt in tab_wdgt_list:

        #index
        index = tab_wdgt.count()

        #setDocumentMode
        tab_wdgt.setDocumentMode(True)

        #iterate and style page
        for index in range(index):
            
            #wdgt_page
            wdgt_page = tab_wdgt.widget(index)

            #iterate scrollareas
            for wdgt_scrollarea in wdgt_page.findChildren(QtGui.QScrollArea):

                #wdgt_scrollarea_child
                wdgt_scrollarea_child = wdgt_scrollarea.widget()
                
                try:

                    #set_stylesheet
                    wdgt_scrollarea_child.setStyleSheet(ss_shelf%(wdgt_scrollarea_child.objectName()))

                except:
                    pass













#Test
#----------------------------------------------------

if(__name__ == '__main__'):


    #style_maya_shelves
    #style_maya_shelves()
    pass
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  Source code for helga.general.setup.quick_setup.lib.quick_setup_functionality

"""
quick_setup_functionality
==========================================

Module that holds the functionality for quick_setup.
"""










#Import
#------------------------------------------------------------------
#python
import sys
import os
import logging
import re
import shutil
import winshell
import time






#Functions
#------------------------------------------------------------------

#get_user
def get_user():
    """
[docs]    Get the currently logged on user or Unknown if False.
    """
    
    return os.getenv('USERNAME', 'Unknown')


#get_pipeline_base_path
def get_pipeline_base_path():
    """

[docs]    Get pipeline base path. Hardcoded or from environment variable.
    The environment variable has preference.
    """
    
    #PIPELINE_BASE_PATH
    PIPELINE_BASE_PATH = r'//bigfoot/grimmhelga'

    #if env. var. exists, replace
    if (os.getenv('HELGA_PIPELINE_BASE_PATH', False)):
        PIPELINE_BASE_PATH = os.getenv('HELGA_PIPELINE_BASE_PATH', False)

    return PIPELINE_BASE_PATH


#get_pipeline_scripts_base_path
def get_pipeline_scripts_base_path():
    """

[docs]    Get pipeline scripts base path.
    """
    
    #PIPELINE_BASE_PATH
    PIPELINE_BASE_PATH = get_pipeline_base_path()
    
    #PIPELINE_SCRIPTS_BASE_PATH
    PIPELINE_SCRIPTS_BASE_PATH = PIPELINE_BASE_PATH + r'/Production/scripts/deploy/helga'

    return PIPELINE_SCRIPTS_BASE_PATH


#copy_file
def copy_file(source_file, source_dir, destination_dir):
    """

[docs]    Copy file.
    """
    
    source = source_dir + '/' +source_file
    
    shutil.copy(source, destination_dir)


#get_time_string
def get_time_string():
    """

[docs]    Return time string.
    """

    #time_string
    time_string = ''
    
    try:
        
        #localtime
        localtime   = time.localtime()
        #assign time_string
        time_string  = time.strftime("%Y%m%d%H%M%S", localtime)
    
    except:

        print('Aquiring time string failed')
        return ''
    
    return time_string






#User Destination
#----------------------------------------------------

#get_user_setup_destination_dir
def get_user_setup_destination_dir(dcc, version = None):
    

[docs]    if (dcc == 'maya'):
        return get_user_setup_destination_dir_maya(version)
    elif (dcc == 'nuke'):
        return get_user_setup_destination_dir_nuke()
    elif (dcc == 'houdini'):
        return get_user_setup_destination_dir_houdini(version)


#get_user_setup_destination_dir_maya
def get_user_setup_destination_dir_maya(version):


[docs]    if (version == None):
        print('Could not aquire user setup directory for maya. Please supply a version')
        return None

    path_start = 'C:/Users/'
    username = get_user()
    path_end = '/Documents/maya/{0}/scripts'.format(version)
    
    return path_start + username + path_end


#get_user_setup_destination_dir_nuke
def get_user_setup_destination_dir_nuke():


[docs]    path_start = 'C:/Users/'
    username = get_user()
    path_end = '/.nuke'
    
    return path_start + username + path_end


#get_user_setup_destination_dir_houdini
def get_user_setup_destination_dir_houdini(version):


[docs]    if (version == None):
        print('Could not aquire user setup directory for maya. Please supply a version')
        return None

    path_start = 'C:/Users/'
    username = get_user()
    path_end = '/Documents/houdini{0}'.format(version)
    
    return path_start + username + path_end







#Pipeline Source
#----------------------------------------------------

#get_user_setup_source_dir
def get_user_setup_source_dir(dcc):
    

[docs]    if (dcc == 'maya'):
        return get_user_setup_source_dir_maya()
    elif (dcc == 'nuke'):
        return get_user_setup_source_dir_nuke()
    elif (dcc == 'houdini'):
        return get_user_setup_source_dir_houdini()


#get_user_setup_source_dir_maya
def get_user_setup_source_dir_maya():


[docs]    #maya_user_setup_source_dir
    maya_user_setup_source_dir = get_pipeline_scripts_base_path() + r'/helga/maya/setup/userSetup'

    return maya_user_setup_source_dir


#get_user_setup_source_dir_nuke
def get_user_setup_source_dir_nuke():


[docs]    #nuke_user_setup_source_dir
    nuke_user_setup_source_dir = get_pipeline_scripts_base_path() + r'/helga/nuke/setup/init'

    return nuke_user_setup_source_dir


#get_user_setup_source_dir_houdini
def get_user_setup_source_dir_houdini():


[docs]    #houdini_user_setup_source_dir
    houdini_user_setup_source_dir = get_pipeline_scripts_base_path() + r'/helga/houdini/setup/env'

    return houdini_user_setup_source_dir


#get_nuke_menu_source_dir
def get_nuke_menu_source_dir():


[docs]    #nuke_menu_source_dir
    nuke_menu_source_dir = get_pipeline_scripts_base_path() + r'/helga/nuke/setup/menu'

    return nuke_menu_source_dir







#Favorites
#----------------------------------------------------

#get_favorite_directory
def get_favorite_directory():
    """

[docs]    Return favorite directory
    """
    
    return winshell.folder("Favorites")


#get_links_directory
def get_links_directory():
    """

[docs]    Return user Links directory
    """
    
    return os.path.join(winshell.folder("profile"), 'Links')



#add_favorite
def add_favorite(shortcut_name, target_path, description = ''):
    """

[docs]    Add favorite shortcut. If shortcut already exists in Links, the
    shortcut will be updated with the given path.
    """

    #shortcut_path
    shortcut_path = os.path.join(get_links_directory(), '{0}.lnk'.format(shortcut_name))
    
    
    #create shortcut
    with winshell.shortcut(shortcut_path) as shortcut:
        shortcut.path = target_path
        shortcut.description = description

    #log
    print('Sucessfully created/updated favorite: {0}'.format(shortcut_path))
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  Source code for helga.general.setup.helga_launcher.lib.helga_launcher_maya_functionality

"""
helga_launcher_maya_functionality
==========================================

Methods to set maya env. variables and launch maya.

-----------------------
"""





#Import
#------------------------------------------------------------------
#python
import sys
import os
import functools
import logging
import subprocess










#Functions
#------------------------------------------------------------------

def get_app_name():
    """
[docs]    Return string with app name
    """

    return 'maya'

def get_env_vars():
    """

[docs]    Get dict. with all neccessary maya environment variables.
    The dict has the form {'variable_name:[variable_content, variable_content]'}.
    """

    #import global_variables
    #------------------------------------------------------------------
    
    
    #Import variable
    do_reload = True

    #global_variables
    from helga.general.setup.global_variables import global_variables
    if(do_reload):reload(global_variables)

    #set maya env. vars.
    #------------------------------------------------------------------

    #environment_pathes_dict
    environment_pathes_dict = {'MAYA_SCRIPT_PATH':global_variables.MAYA_SCRIPTS_PATH_LIST,
                                    'PYTHONPATH':global_variables.MAYA_PYTHONPATH_LIST,
                                    'XBMLANGPATH':global_variables.MAYA_ICONS_PATH_LIST,
                                    'MAYA_PLUG_IN_PATH':global_variables.MAYA_PLUGIN_PATH_LIST,
                                    'MAYA_SHELF_PATH':global_variables.MAYA_SHELF_PATH_LIST,
                                    'RLM_LICENSE':global_variables.RLM_LICENSE}

    return environment_pathes_dict


def run(file_path = None):
    """

[docs]    Start Maya from subprocess
    """

    #Maya exe
    #------------------------------------------------------------------

    #MAYA_EXE
    MAYA_EXE = os.getenv('HELGA_MAYA_EXE', False)


    #Assemble command line
    #------------------------------------------------------------------
    
    #command
    command = r'"{0}"'.format(MAYA_EXE)
    #file path
    if(file_path):
        command += r' -file "{0}"'.format(file_path)

    print('Command: {0}'.format(command))
    
    #Execute
    #------------------------------------------------------------------
    
    #DETACHED_PROCESS
    DETACHED_PROCESS = 0x00000008
    #start
    subprocess.Popen(r'{0}'.format(command), shell = True, creationflags = DETACHED_PROCESS)







#Run if not imported
#------------------------------------------------------------------
if (__name__ == '__main__'):


    pass
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  Source code for helga.general.setup.helga_launcher.lib.helga_launcher_favorites_functionality

"""
helga_launcher_favorites_functionality
==========================================

Methods to set/remove favorites.

-----------------------
"""





#Import
#------------------------------------------------------------------
#python
import sys
import os
import functools
import logging
import subprocess
import winshell
import time
import re
import shutil






#Globals
#------------------------------------------------------------------

def get_pipeline_icon_path():
    """
[docs]    Return pipeline icon path
    """

    #Import variable
    do_reload = True

    #global_variables
    from helga.general.setup.global_variables import global_variables
    if(do_reload):reload(global_variables)

    #pipeline_icon_path
    pipeline_icon_path = global_variables.PIPELINE_ICON_PATH

    #replace // at beginning with \\
    if (pipeline_icon_path.startswith('//')):

        #fix icon path
        pipeline_icon_path = '\\\\' + pipeline_icon_path[2:]


    return pipeline_icon_path


def clean_path_for_favorites(path):
    """

[docs]    Modify path to match favorite neccessities.
    """

    #remove forward slashes
    path = path.replace('/', '\\')

    return path


def get_favorites_dict():
    """

[docs]    Return favorites dict
    """
    
    #Import variable
    do_reload = True

    #global_variables
    from helga.general.setup.global_variables import global_variables
    if(do_reload):reload(global_variables)

    #pipeline_base_path_clean
    pipeline_base_path_clean = clean_path_for_favorites(global_variables.PIPELINE_BASE_PATH)


    #favorites_dict
    favorites_dict = dict(
    helga_rnd = '{0}\\Production\\rnd'.format(pipeline_base_path_clean),
    helga_scripts = '{0}\\Production\\scripts'.format(pipeline_base_path_clean),
    helga_2d = '{0}\\Production\\2d'.format(pipeline_base_path_clean),
    helga_3d = '{0}\\Production\\3d'.format(pipeline_base_path_clean),
    helga_assets = '{0}\\Production\\3d\\maya\\scenes\\assets'.format(pipeline_base_path_clean),
    helga_assets_work = '{0}\\Production\\3d\\maya\\scenes\\assets\\work'.format(pipeline_base_path_clean),
    helga_shots = '{0}\\Production\\3d\\maya\\scenes\\shots'.format(pipeline_base_path_clean),
    helga_tools = '{0}\\Production\\scripts\\deploy\\helga\\bin'.format(pipeline_base_path_clean)
    )


    return favorites_dict


def get_desktop_shortcuts_dict():
    """

[docs]    Return desktop shortcuts dict
    """
    
    #Import variable
    do_reload = True

    #global_variables
    from helga.general.setup.global_variables import global_variables
    if(do_reload):reload(global_variables)

    #pipeline_base_path_clean
    pipeline_base_path_clean = clean_path_for_favorites(global_variables.PIPELINE_BASE_PATH)


    #desktop_shortcuts_dict
    desktop_shortcuts_dict = dict(
    helga_launcher = '{0}\\Production\\scripts\\deploy\\helga\\bin\\HelgaLauncher\\batch\\helga_launcher.bat'.format(pipeline_base_path_clean),
    helga_launcher_maya = '{0}\\Production\\scripts\\deploy\\helga\\bin\\HelgaLauncher\\batch\\helga_launcher_maya.bat'.format(pipeline_base_path_clean),
    helga_launcher_nuke = '{0}\\Production\\scripts\\deploy\\helga\\bin\\HelgaLauncher\\batch\\helga_launcher_nuke.bat'.format(pipeline_base_path_clean),
    helga_launcher_houdini = '{0}\\Production\\scripts\\deploy\\helga\\bin\\HelgaLauncher\\batch\\helga_launcher_houdini.bat'.format(pipeline_base_path_clean)
    )


    return desktop_shortcuts_dict




#Favorites
#------------------------------------------------------------------

def get_favorite_directory():
    """

[docs]    Return favorite directory
    """
    
    return winshell.folder("Favorites")


def get_links_directory():
    """

[docs]    Return user Links directory. Despite its name, this method is used in add_favorites()
    """
    
    return os.path.join(winshell.folder("profile"), 'Links')


def add_favorites():
    """

[docs]    Add favorites.
    """

    #favorites_dict
    favorites_dict = get_favorites_dict()

    #favorites_dir
    favorites_dir = get_links_directory()

    #icons_dir
    icons_dir = get_pipeline_icon_path()

    #icon_path
    icon_path = os.path.join(icons_dir, 'iconhelgabright.ico')
    
    
    #iterate and set favorites
    for shortcut_name in sorted(favorites_dict.keys()):
        
        #target_path
        target_path = favorites_dict[shortcut_name]

        try:
            
            #create
            create_shortcut(favorites_dir, shortcut_name, target_path, '', icon_path)

            #append status
            print('Added favorite: {0} --> {1}'.format(shortcut_name, target_path))

        except:
            
            #append status
            print('Error adding favorite: {0} --> {1}'.format(shortcut_name, target_path))


#remove_favorites
def remove_favorites():
    """

[docs]    Remove favorites.
    """

    #favorites_dict
    favorites_dict = get_favorites_dict()
    

    #iterate and set favorites
    for shortcut_name, target_path in favorites_dict.iteritems():
        
        try:
            
            #shortcut_path
            shortcut_path = os.path.join(get_links_directory(), '{0}.lnk'.format(shortcut_name))

            #if isfile delete
            if(os.path.isfile(shortcut_path)):
                
                #delete
                os.remove(shortcut_path)

            #append status
            print('Deleted favorite: {0}'.format(shortcut_name))

        except:

            #append status
            print('Error deleting favorite: {0}'.format(shortcut_name))







#Desktop shortcuts
#------------------------------------------------------------------


#get_desktop_directory
def get_desktop_directory():
    """

[docs]    Return desktop directory
    """
    
    return winshell.desktop()


def create_desktop_shortcuts():
    """

[docs]    Create shortcuts to the helga_launcher on the desktop
    """

    #desktop_dir
    desktop_dir = get_desktop_directory()

    #desktop_shortcuts_dict
    desktop_shortcuts_dict = get_desktop_shortcuts_dict()

    #icons_dir
    icons_dir = get_pipeline_icon_path()

    #icon_path
    icon_path = os.path.join(icons_dir, 'iconhelgabright.ico')


    #iterate and set favorites
    for shortcut_name in sorted(desktop_shortcuts_dict.keys()):
        
        #target_path
        target_path = desktop_shortcuts_dict[shortcut_name]

        
        #icons matching GUI
        #maya
        if ('maya' in shortcut_name):
            icon_path = os.path.join(icons_dir, 'iconhelgaorange.ico')
        #maya
        if ('houdini' in shortcut_name):
            icon_path = os.path.join(icons_dir, 'iconhelgablue.ico')
        #nuke
        if ('nuke' in shortcut_name):
            icon_path = os.path.join(icons_dir, 'iconhelgayellow.ico')




        try:
            
            #create
            create_shortcut(desktop_dir, shortcut_name, target_path, '', icon_path)

            #append status
            print('Added desktop shortcut: {0} --> {1}'.format(shortcut_name, target_path))

        except:
            
            #append status
            print('Error adding desktop shortcut: {0} --> {1}'.format(shortcut_name, target_path))


def remove_desktop_shortcuts():
    """

[docs]    Remove desktop shortcuts
    """

    #desktop_shortcuts_dict
    desktop_shortcuts_dict = get_desktop_shortcuts_dict()
    

    #iterate and set favorites
    for shortcut_name, target_path in desktop_shortcuts_dict.iteritems():
        
        try:
            
            #shortcut_path
            shortcut_path = os.path.join(get_desktop_directory(), '{0}.lnk'.format(shortcut_name))

            #if isfile delete
            if(os.path.isfile(shortcut_path)):
                
                #delete
                os.remove(shortcut_path)

            #append status
            print('Deleted favorite: {0}'.format(shortcut_name))

        except:

            #append status
            print('Error deleting favorite: {0}'.format(shortcut_name))






#Create Shortcut
#------------------------------------------------------------------

#create_shortcut
def create_shortcut(shortcut_dir, shortcut_name, target_path, description = '', icon_path = ''):
    """

[docs]    Add shortcut
    """

    #shortcut_path
    shortcut_path = os.path.join(shortcut_dir, '{0}.lnk'.format(shortcut_name))


    #CreateShortcut
    winshell.CreateShortcut(Path = shortcut_path,
                            Target = target_path,
                            Icon = (icon_path, 0),
                            Description = description)

    #log
    print('Sucessfully created/updated shortcut: {0}'.format(shortcut_path))





#Run if not imported
#------------------------------------------------------------------
if (__name__ == '__main__'):


    pass
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  Source code for helga.general.setup.global_variables.global_variables

"""
global_variables
==========================================

Simple but hopefully helpful module to that bundles all
constants and pipeline variables in a central place.

-----------------------

Usage
-----

::
    
    from helga.general.setup.global_variables import global_variables
    reload(global_variables)

    # pipeline_base_path
    pipeline_base_path = global_variables.PIPELINE_BASE_PATH

-----------------------
"""



# Import
# ----------------------------------------------------
# python
import os
import sys




# Globals
# ----------------------------------------------------


# Licenses
# ----------------------------------------------------
RLM_LICENSE = [r'2764@red']  # LBrush for Maya


# General
# ----------------------------------------------------



PIPELINE_BASE_PATH = os.getenv('HELGA_PIPELINE_BASE_PATH', False)
"""Helga pipeline base path"""

# import protection
# everything from here on will fail if the ancor PIPELINE_BASE_PATH fails
if (PIPELINE_BASE_PATH):

    HELGA_PIPELINE_FLAVOUR = os.getenv('HELGA_PIPELINE_FLAVOUR', False)
    """Pipeline flavour. Can be sandbox or deploy."""

    PIPELINE_SCRIPTS_BASE_PATH = PIPELINE_BASE_PATH + r'/Production/scripts/' + HELGA_PIPELINE_FLAVOUR + r'/helga'
    """Pipeline scripts base path. You can import helga from here."""

    PIPELINE_LIBRARIES_PATH_GENERAL = PIPELINE_BASE_PATH + r'/Production/scripts/libraries/general/python2.7libs'
    PIPELINE_LIBRARIES_PATH_GENERAL_FOR_HOUDINI = PIPELINE_BASE_PATH + r'/Production/scripts/libraries/general'  # HOUDINI_PATH searches for python2.7libs folder automatically
    """General libraries to be used with all our DCCs. All DCCs have a Python 2.7.x interpreter."""

    PIPELINE_LIBRARIES_PATH_HOUDINI = PIPELINE_BASE_PATH + r'/Production/scripts/libraries/houdini'
    """Specific third party libraries to be used with Houdini."""

    PIPELINE_LIBRARIES_PATH_MAYA = PIPELINE_BASE_PATH + r'/Production/scripts/libraries/maya'
    """Specific third party libraries to be used with Maya."""

    PIPELINE_LIBRARIES_PATH_NUKE = PIPELINE_BASE_PATH + r'/Production/scripts/libraries/nuke'
    """Specific third party libraries to be used with Nuke."""


    
    OCIO_PATH = PIPELINE_SCRIPTS_BASE_PATH + r'/helga/general/setup/ocio/nuke_modified/config.ocio'
    """Helga pipeline OCIO path"""

    OCIO_LIN_TO_SRGB_SPI_LUT_HOUDINI = PIPELINE_SCRIPTS_BASE_PATH + r'/helga/general/setup/ocio/nuke_modified/luts/srgb_s_curve.lut'
    """Lin to srgb_spi lut in Houdinis LUT format .lut"""



    PIPELINE_ICON_PATH = PIPELINE_SCRIPTS_BASE_PATH + r'/helga/general/setup/icons'
    """Helga pipeline icon path"""

    PIPELINE_ASSETS_PATH = PIPELINE_BASE_PATH + r'/Production/3d/maya/scenes/assets'
    """Pipeline Assets path. Below this directory you find all assets for the show."""

    PIPELINE_ALEMBIC_PATH = PIPELINE_BASE_PATH + r'/Production/3d/maya/cache/alembic'
    """Pipeline Alembic path. Below this directory you find all alembic caches for the show."""

    PIPELINE_FUR_PATH = PIPELINE_BASE_PATH + r'/Production/3d/maya/cache/fur'
    """Pipeline fur path. Below this directory you find all fur caches for the show."""

    PIPELINE_TEXTURES_PATH = PIPELINE_ASSETS_PATH + r'/textures'
    """Pipeline textures path. Below this directory you find all published textures for the show."""

    PIPELINE_SHOTS_PATH = PIPELINE_BASE_PATH + r'/Production/3d/maya/scenes/shots'
    """Pipeline Shots path. Below this directory you find all shots for the show."""

    PIPELINE_RENDER_PATH = PIPELINE_BASE_PATH + r'/Production/3d/maya/images'
    """Pipeline render path. Below this directory you find all renders for the show that come from 3d."""


    PIPELINE_WORK_PROPS_PATH = PIPELINE_BASE_PATH + r'/Production/3d/maya/scenes/assets/work/props'
    """Pipeline work/props path. Below this directory you find all workfiles of props for the show."""


    PIPELINE_RND_PATH = PIPELINE_BASE_PATH + r'/Production/rnd'
    """Pipeline rnd path. Personal RnD folders for all team members."""


    

    PIPELINE_2D_PATH = PIPELINE_BASE_PATH + r'/Production/2d'
    """Pipeline 2d path. Everything related to 2d is under here"""

    PIPELINE_COMP_PATH = PIPELINE_2D_PATH + r'/comp'
    """Pipeline comp path. All shot comps are located here."""

    PIPELINE_HDRI_PATH = PIPELINE_2D_PATH + r'/hdri'
    """Pipeline HDRI path. Below here are all HDRIs for helga."""


    PIPELINE_DOCUMENTATION_URL = r'http://helga-docs.readthedocs.org/'
    """Default URL constant. Points to pipeline documentation"""


    












    # Maya
    # ----------------------------------------------------

    MAYA_EXE = os.getenv('HELGA_MAYA_EXE', False)
    """Helga pipeline Maya exe"""

    # maya_exe guard (for nuke farm rendering)
    if not (MAYA_EXE):

        # log
        print('MAYE_EXE env. var. not found. Skipping MAYA_PY assignment')

    else:

        MAYA_PY = os.path.abspath(os.path.join(os.path.dirname(MAYA_EXE), 'mayapy.exe')).replace('\\', '/')
        """Helga pipeline Maya Python interpreter path"""


    MAYA_PROJECT_PATH = PIPELINE_BASE_PATH + r'/Production/3d/maya'
    """Helga pipeline Maya project path"""


    MAYA_VERSION = r'2014-x64'
    """Helga pipeline Maya version"""

    MAYA_USERSETUP_PATH = PIPELINE_SCRIPTS_BASE_PATH + r'/helga/maya/setup/userSetup'
    """Path to userSetup.py and userSetup.mel"""


    MAYA_SCRIPTS_PATH_LIST = [PIPELINE_SCRIPTS_BASE_PATH + r'/helga/maya/setup/scripts',
                                PIPELINE_SCRIPTS_BASE_PATH + r'/helga/maya/setup/scripts/cometScripts',
                                PIPELINE_SCRIPTS_BASE_PATH + r'/helga/maya/setup/scripts/ae_templates',
                                PIPELINE_LIBRARIES_PATH_GENERAL,
                                PIPELINE_LIBRARIES_PATH_MAYA,
                                MAYA_USERSETUP_PATH]
    """Helga pipeline Maya scripts pathes"""


    MAYA_PYTHONPATH_LIST = [PIPELINE_SCRIPTS_BASE_PATH]
    """Helga pipeline Maya python pathes"""


    MAYA_ICONS_PATH_LIST = [PIPELINE_SCRIPTS_BASE_PATH + r'/helga/maya/setup/icons',
                            PIPELINE_SCRIPTS_BASE_PATH + r'/helga/maya/setup/icons/plugin_images']
    """Helga pipeline Maya icons pathes"""


    MAYA_PLUGIN_PATH_LIST = [PIPELINE_SCRIPTS_BASE_PATH + r'/bin/plugins/maya']
    """Helga pipeline Maya plugins pathes"""


    MAYA_SHELF_PATH_LIST = [PIPELINE_SCRIPTS_BASE_PATH + r'/helga/maya/setup/shelf']
    """Helga pipeline Maya shelf pathes"""






    # Nuke
    # ----------------------------------------------------

    NUKE_EXE = os.getenv('HELGA_NUKE_EXE', False)
    """Helga pipeline Nuke exe"""

    
    NUKE_INIT_PATH = PIPELINE_SCRIPTS_BASE_PATH + r'/helga/nuke/setup/init'
    """Default nuke init path"""


    NUKE_MENU_PATH = PIPELINE_SCRIPTS_BASE_PATH + r'/helga/nuke/setup/menu'
    """Default nuke menu path"""


    NUKE_ICONS_PATH = PIPELINE_SCRIPTS_BASE_PATH + r'/helga/nuke/setup/icons'
    """Default nuke icons path"""


    NUKE_PLUGIN_PATH = PIPELINE_SCRIPTS_BASE_PATH + r'/bin/plugins/nuke'
    """Default nuke plugin path"""

    NUKE_PATH = [PIPELINE_LIBRARIES_PATH_GENERAL,
                    PIPELINE_LIBRARIES_PATH_NUKE,
                    NUKE_INIT_PATH]
    """Helga Nuke path"""






    # Houdini
    # ----------------------------------------------------

    HOUDINI_EXE = os.getenv('HELGA_HOUDINI_EXE', False)
    """Helga pipeline Houdini exe"""


    HOUDINI_VERSION = r'13.0'
    """Helga pipeline HOUDINI version"""


    HOUDINI_SETUP_PATH = PIPELINE_SCRIPTS_BASE_PATH + r'/helga/houdini/setup'
    """Helga pipeline HOUDINI setup path"""

    HOUDINI_PLUGIN_PATH = PIPELINE_SCRIPTS_BASE_PATH + r'/bin/plugins/houdini'
    """Helga pipeline HOUDINI binary plugins path"""


    HOUDINI_DIGITAL_ASSETS_PATH = MAYA_PROJECT_PATH + r'/scenes/assets'
    """Helga pipeline HOUDINI digital assets path"""

    HOUDINI_OTL_PATH = HOUDINI_DIGITAL_ASSETS_PATH + r'/otls'
    """Helga pipeline HOUDINI otl path"""

    
    HOUDINI_QLIB_PATH = HOUDINI_SETUP_PATH + r'/otls/qLib/otls'
    """Path to qLib otl base directory"""

    HOUDINI_QLIB_BASE_PATH = HOUDINI_QLIB_PATH + r'/base'
    """Path to qLib base otls"""

    HOUDINI_QLIB_EXPERIMENTAL_PATH = HOUDINI_QLIB_PATH + r'/experimental'
    """Path to qLib experimental otls"""

    HOUDINI_QLIB_FUTURE_PATH = HOUDINI_QLIB_PATH + r'/future'
    """Path to qLib future otls"""

    
    HOUDINI_PATH = [HOUDINI_SETUP_PATH,
                    HOUDINI_PLUGIN_PATH,
                    HOUDINI_DIGITAL_ASSETS_PATH,
                    PIPELINE_LIBRARIES_PATH_GENERAL_FOR_HOUDINI,
                    PIPELINE_LIBRARIES_PATH_HOUDINI,
                    '&']
    """Helga Houdini path"""

    HOUDINI_OTLSCAN_PATH = [HOUDINI_QLIB_BASE_PATH,
                            HOUDINI_QLIB_EXPERIMENTAL_PATH,
                            HOUDINI_QLIB_FUTURE_PATH,
                            '&']
    """Explicit Helga houdini otl scan path. Use this if otls have own directories, like qLib."""

    HOUDINI_BUFFEREDSAVE = '1'
    """Avoid slow saving for Houdini files when saving over the network. This stores the file temporarily on disk and then copies to the network."""








    # Stylesheets
    # ----------------------------------------------------


    # Maya
    # ----------------------------------------------------

    MAYA_STYLESHEET_DICT = {'tab_selected_background_color' : '#b13b00' if(HELGA_PIPELINE_FLAVOUR == 'deploy') else '#006cbf',
                            'tab_hover_background_color' : '#f9661e' if(HELGA_PIPELINE_FLAVOUR == 'deploy') else '#008df9'}
    """Dictionary to format Maya stylesheet string"""

    MAYA_STYLESHEET = "\
\
\
/* QLineEdit# A3FGXfield */\
QLineEdit#A3FGXfield { border-radius: 0; background-color: #222222; color: #ffbbbb } \
QLineEdit#A3FGYfield { border-radius: 0; background-color: #222222; color: #bbffbb } \
QLineEdit#A3FGZfield { border-radius: 0; background-color: #222222; color: #bbbbff } \
\
\
/* QTabBar */\
QTabBar::tab { background-color: rgba(255, 255, 255, 0); color: #dbdce0; alignment: center; }\
QTabBar::tab:selected { background-color: %(tab_selected_background_color)s; }\
QTabBar::tab:hover { background-color: %(tab_hover_background_color)s; }\
\
\
\
" % MAYA_STYLESHEET_DICT
    # ----------------------------------------------------

    


    # Nuke
    # ----------------------------------------------------

    NUKE_STYLESHEET_DICT = {'tab_selected_background_color' : '#b13b00' if(HELGA_PIPELINE_FLAVOUR == 'deploy') else '#006cbf',
                            'tab_hover_background_color' : '#f9661e' if(HELGA_PIPELINE_FLAVOUR == 'deploy') else '#008df9'}
    """Dictionary to format Nuke stylesheet string"""

    NUKE_STYLESHEET = "\
\
\
/* QTabBar */\
QTabBar::tab { background-color: rgba(255, 255, 255, 0); color: #dbdce0; alignment: center; }\
QTabBar::tab:selected { background-color: %(tab_selected_background_color)s; }\
QTabBar::tab:hover { background-color: %(tab_hover_background_color)s; }\
\
\
\
" % NUKE_STYLESHEET_DICT
    # ----------------------------------------------------
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"""
helga_launcher_loader
==========================================

Helper module to enable import of helga_launcher.
This module makes sure the __file__ attribute of the helga_launcher module delivers
a path.

-----------------------
"""





#Import
#------------------------------------------------------------------
#python
import sys
import os
import functools
import logging
import subprocess
import argparse
#PyQt4
from PyQt4 import QtGui
from PyQt4 import QtCore
from PyQt4 import uic
#qdarkstyle
import qdarkstyle


#Import variable
do_reload = True

#helga_launcher
import helga_launcher
if(do_reload):reload(helga_launcher)








#load_helga_launcher
#------------------------------------------------------------------

#load_helga_launcher
def load_helga_launcher():
    """
[docs]    Start an QApp loop and load an instance of HelgaLauncher in it.
    """

    #Command line args
    #------------------------------------------------------------------

    #parser
    parser = argparse.ArgumentParser(description = 'Parse the command line for helga_launcher variables.')
    
    #custom_yaml_path
    parser.add_argument('-cyp','--custom_yaml_path', help='Path to custom yaml file. This file holds the base pipeline data.', required=False)
    #sandbox
    parser.add_argument('-sbx','--sandbox', help='Use builtin sandbox yaml file.', required=False, type=int, default=0)
    #runmaya
    parser.add_argument('-rma','--runmaya', help='Immediately start Maya.', required=False, type=int, default=0)
    #runnuke
    parser.add_argument('-rnk','--runnuke', help='Immediately start Nuke.', required=False, type=int, default=0)
    #runhoudini
    parser.add_argument('-rho','--runhoudini', help='Immediately start Houdini.', required=False, type=int, default=0)
    #rundoc
    parser.add_argument('-rdo','--rundoc', help='Immediately start documentation.', required=False, type=int, default=0)

    
    #command_line_args_dict
    command_line_args_dict = vars(parser.parse_args())
    
    #print command line args
    print('\n\nCommand Line Arguments\n------------------------------------------------')
    for argument_name, argument_value in command_line_args_dict.iteritems():
        print('{0} - {1}'.format(argument_name, argument_value))


    #Start helga launcher
    #------------------------------------------------------------------
    
    #app_helga_launcher
    app_helga_launcher = QtGui.QApplication(sys.argv)

    #load darkstyle
    app_helga_launcher.setStyleSheet(qdarkstyle.load_stylesheet(pyside=False))

    #helga_launcher_instance (instanciation sets up env. vars.)
    helga_launcher_instance = helga_launcher.HelgaLauncher(command_line_args_dict = command_line_args_dict)

    

    #directly run application / no GUI
    if(command_line_args_dict.get('runmaya') or
        command_line_args_dict.get('runnuke') or
        command_line_args_dict.get('runhoudini') or
        command_line_args_dict.get('rundoc')):

        

        #launch maya
        if (command_line_args_dict.get('runmaya')):
            #run
            run_maya()
            

        #launch nuke
        if (command_line_args_dict.get('runnuke')):
            #run
            run_nuke()

        #launch houdini
        if (command_line_args_dict.get('runhoudini')):
            #run
            run_houdini()

        #launch doc
        if (command_line_args_dict.get('rundoc')):
            helga_launcher_instance.open_doc()

        #exit helga launcher
        sys.exit(0)

    #else show ui
    else:

        #show
        helga_launcher_instance.show()

    #exit
    sys.exit(app_helga_launcher.exec_())






#Run methods
#------------------------------------------------------------------

def run_maya():
    """

[docs]    Run maya
    """
    
    #do_reload
    do_reload = True

    #helga_launcher_maya_functionality
    from lib import helga_launcher_maya_functionality
    if(do_reload):reload(helga_launcher_maya_functionality)

    #run
    helga_launcher_maya_functionality.run()


def run_nuke():
    """

[docs]    Run nuke
    """
    
    #do_reload
    do_reload = True

    #helga_launcher_maya_functionality
    from lib import helga_launcher_nuke_functionality
    if(do_reload):reload(helga_launcher_nuke_functionality)

    #run
    helga_launcher_nuke_functionality.run()


def run_houdini():
    """

[docs]    Run houdini
    """
    
    #do_reload
    do_reload = True

    #helga_launcher_maya_functionality
    from lib import helga_launcher_houdini_functionality
    if(do_reload):reload(helga_launcher_houdini_functionality)

    #run
    helga_launcher_houdini_functionality.run()




#Run if not imported
#------------------------------------------------------------------
if (__name__ == '__main__'):


    #load_helga_launcher
    load_helga_launcher()
    
    
    
    
        

        





          

      

      

    


    
        © Copyright 2014, TimmWagener.
      Created using Sphinx 1.2.2.
    

  

_modules/helga/general/setup/helga_launcher/lib/helga_launcher_nuke_functionality.html


    
      Navigation


      
        		
          index


        		
          modules |


        		helga_pipeline_documentation 0.1.5 documentation »


          		Module code »

 
      


    


    
      
          
            
  Source code for helga.general.setup.helga_launcher.lib.helga_launcher_nuke_functionality

"""
helga_launcher_nuke_functionality
==========================================

Methods to set nuke env. variables and launch nuke.

-----------------------
"""





#Import
#------------------------------------------------------------------
#python
import sys
import os
import functools
import logging
import subprocess










#Functions
#------------------------------------------------------------------

def get_app_name():
    """
[docs]    Return string with app name
    """

    return 'nuke'

def get_env_vars():
    """

[docs]    Set complete pipeline env. vars. from global_variables module.
    This function depends on the correctly set base env. vars.
    """


    #import global_variables
    #------------------------------------------------------------------
    
    
    #Import variable
    do_reload = True

    #global_variables
    from helga.general.setup.global_variables import global_variables
    if(do_reload):reload(global_variables)



    #Environment variables
    #------------------------------------------------------------------

    #environment_pathes_dict
    environment_pathes_dict = {'NUKE_PATH': global_variables.NUKE_PATH}

    return environment_pathes_dict


def run(file_path = None, nuke_flavour = '--nukex'):
    """

[docs]    Start Nuke from subprocess
    """


    #Nuke exe
    #------------------------------------------------------------------

    #NUKE_EXE
    NUKE_EXE = os.getenv('HELGA_NUKE_EXE', False)
    


    #Assemble command line
    #------------------------------------------------------------------
    
    #command
    command = r'"{0}"'.format(NUKE_EXE)
    #file_path
    if(file_path):
        command += r' "{0}"'.format(file_path)
    #nuke_flavour
    if(nuke_flavour):
        command += r' {0}'.format(nuke_flavour)

    print('Command: {0}'.format(command))

    #Maya exe
    #------------------------------------------------------------------
    
    #DETACHED_PROCESS
    DETACHED_PROCESS = 0x00000008

    try:
        #start
        subprocess.Popen(r'{0}'.format(command), shell = True, creationflags = DETACHED_PROCESS)

    except:

        #log
        print('Detached process not supported on current operating system.')

        #start
        subprocess.Popen(r'{0}'.format(command), shell = True)







#Run if not imported
#------------------------------------------------------------------
if (__name__ == '__main__'):


    pass
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"""
helga_launcher_houdini_functionality
==========================================

Methods to set Houdini env. variables and launch Houdini.

-----------------------
"""





#Import
#------------------------------------------------------------------
#python
import sys
import os
import functools
import logging
import subprocess










#Functions
#------------------------------------------------------------------

def get_app_name():
    """
[docs]    Return string with app name
    """

    return 'houdini'


def get_env_vars():
    """

[docs]    Set complete pipeline env. vars. from global_variables module.
    This function depends on the correctly set base env. vars.
    """

    #import global_variables
    #------------------------------------------------------------------
    
    #Import variable
    do_reload = True

    #global_variables
    from helga.general.setup.global_variables import global_variables
    if(do_reload):reload(global_variables)



    #Environment variables
    #------------------------------------------------------------------

    #environment_pathes_dict
    environment_pathes_dict = {'HOUDINI_PATH': global_variables.HOUDINI_PATH,
                                'HOUDINI_OTLSCAN_PATH': global_variables.HOUDINI_OTLSCAN_PATH,
                                'HOUDINI_BUFFEREDSAVE': global_variables.HOUDINI_BUFFEREDSAVE}

    return environment_pathes_dict


def run(file_path = None):
    """

[docs]    Start Maya from subprocess
    """

    #Houdini exe
    #------------------------------------------------------------------

    #HOUDINI_EXE
    HOUDINI_EXE = os.getenv('HELGA_HOUDINI_EXE', False)

    #Assemble command line
    #------------------------------------------------------------------
    
    #command
    command = r'"{0}"'.format(HOUDINI_EXE)
    #file_path
    if(file_path):
        command += r' "{0}"'.format(file_path)

    print('Command: {0}'.format(command))


    #Launch
    #------------------------------------------------------------------
    
    #DETACHED_PROCESS
    DETACHED_PROCESS = 0x00000008
    
    try:

        #start
        subprocess.Popen(r'{0}'.format(command), shell = True, creationflags = DETACHED_PROCESS)

    except:

        #log
        print('Detached process not supported on current operating system. Running without it.')

        #start
        subprocess.Popen(r'{0}'.format(command), shell = True)
    


    







#Run if not imported
#------------------------------------------------------------------
if (__name__ == '__main__'):


    pass
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"""
helga_launcher_ocio_functionality
==========================================

Methods to set ocio env. variables.

-----------------------
"""





#Import
#------------------------------------------------------------------
#python
import sys
import os
import functools
import logging
import subprocess










#Functions
#------------------------------------------------------------------

def get_app_name():
    """
[docs]    Return string with app name
    """

    return 'ocio'


def get_env_vars():
    """

[docs]    Get dict. with all neccessary maya environment variables.
    The dict has the form {'variable_name:[variable_content, variable_content]'}.
    """

    #import global_variables
    #------------------------------------------------------------------
    
    
    #Import variable
    do_reload = True

    #global_variables
    from helga.general.setup.global_variables import global_variables
    if(do_reload):reload(global_variables)



    #Environment variables
    #------------------------------------------------------------------

    #environment_pathes_dict
    environment_pathes_dict = {'OCIO': global_variables.OCIO_PATH}

    return environment_pathes_dict


#Run if not imported
#------------------------------------------------------------------
if (__name__ == '__main__'):


    pass
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environment_variables_item_delegate


Subclass of QStyledItemDelegate to format view
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MagicMock is a subclass of Mock with default implementations
of most of the magic methods. You can use MagicMock without having to
configure the magic methods yourself.


If you use the spec or spec_set arguments then only magic
methods that exist in the spec will be created.


Attributes and the return value of a MagicMock will also be MagicMocks.
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