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The Problem: Changing requirements and the need for fast implementation

Clean & Tidy Slight Change Extension of Extend and Bin and
of Focus Functionality re-purpose rewrite
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# — Collate a list of meshes to export
exportable meshes = liat{)

$# — Only export skeletons 1f we find meshes with skin
$# —— clusters
found skins = False

$ — Find our exportable meshes
for mesh in pm.ls(type="mesh"):
# — Dont export meshes if they are not tagged as exportable

if mesh.hashAttr("exportable’) and mesh.exportable.get():
exportable meshes.append (mesh)

$ — Check if this has a skin cluster attached
if pm.mel.findBelatedSkinCluster (mesh.name () ) =
found skins = True

# —— Write them out
write fbhx({exportable meshes)

4 —— How find our export roots
if found skins:
for joint in pm.ls{type="joint"):
# ——- Skip any non-root jolints
if isinstance(joint.getParent(), pm.nt.Joint):
continue
$¢ —— Check if this exportable

if joint.hashAttr("exportable’) and joint.exportable.get():
write fbx({joint)
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$¢ — Collate a list of meshes to export
exportable meshes = list({)

found sking = Talm

$ —— Find our exportable meshes
for mesh in pm.ls{tvoe="mesh'):

# —— Dont export meshes if they are not tagged as exportable
if mesh.hasAttr('exportable') and mesh.exportable.get():
exportable meshes.append (mesh)

# —— Check 1f this has a skin cluster attached
if pm.mel.findRelatedSkinCluster(mesh.name()):
found_skins = True

¢ —— Write them cut
write_fbx(exportable_ meshes)

- L 3 -y
o i -
.
: 3 . )
int . getiarent pe. Nt int
-
-
At . hasittr ("exportable’) and Joliat.exportable . get

yrite fhxijoint
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exportable peahes =

#¢ —— Only export skeletons 1if we find meshes with skin

$ —— clusters
found skins = False

2 . B'E Wt 2

peah Basitir ("expoztabie”) and meah . exportable.get |

exportable seahes . append (meah)

pa. el findielatediinCloster (neah . nane () )

found sking = Tre

wiite fhxiexportable meahes

# —— Now find our export roots

if found skins:
for joint in pm.ls(tyvpe="joint'):

¢ —— Skip anyv non-rcot joints

if isinstance(joint.getParent(), pm.nt.Joint):
continue

# —— Check if this exportabls

if joint.hasAttr('exportable') and joint.exportable.get():
write fbx(joint)



The Problem > The Pattern > An Implementation > Abstracting Abstraction > Plugin Powered Pipelines

exportable meshes = liat()

# — Find our exportable meshes
for mesh in pm.ls(type="mesh"):

found akina = False .
== $ — S5kip any non—exportable meshes
§ == Find our exporcable msahes if not mesh.hashttr("exportable') or not mesh.exportable.get():
[or el in pE. 12 (cyrew"maaln ) c'.n::rnt:i_nue
# == Skip any non=eNpoEcAable mashes
if not =sash.RASAEEE("exportable®) orf not mh-!mlﬁﬂhl!-qeﬂ{:: # —— :Cllate thE mesh fcr Eapcrtlﬂg o fb&

tin
e exportable meshes.append (mesh)

# == Collate che mash for AFPOTTIng O fhor
EEPOLTARIETMCSies sppendnear] $# —— Check if this has a skin cluster attached
if pm.mel.findBelatedSkinCluster (mesh.name ()] =

found skins = True

# —— Check 1f this has 5 skin cluster aceached
if pe.mal . findRelacredSkinClusear (sash . name () )=
fnund"sh:!_ﬁs m True

# -- Check if the mesh has cloth applied to it $# — Check if the mesh has cloth applied to it
if mesh. inputs (cypem'customCilothSolver®) = ) §
; if mesh.inputs(type="customClothSolver') :
write_cloth| puts (L] }
z=ash, write_cloth(
} ficd affecting bones(mesh) mesh,
find affecting bones (mesh)
)
'..'r::f_h_:t::-: {exp _'\-!:ﬂ'h:.-}_:.'} aheal
:”'.':*.'i_:'-: nas
T JOR0T . la| ="Joinc") !
CE (Joinc.gecPaArenc(), Pa.AC ANRE) =
e
if joinc. hASAEEE ("a¥porcable] and Jolnt.a¥poErable  ger() :

o
£
wrice fRu{joinc)
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# — Store a list of meshes that have vertex data
§ — relating to runtime rigging
runtime meshes = list()

§ == Ftoxe a list of meobae that Bave werisx data
¥ — meisting to resciss rigrisg
[ 38 T R

$# — Write our runtime rig data if we're a skinned mesh
R e if mesh.hasAttr('runtimeVertexData'):
e runtime meshes.append (mesh)

$§ — Store list of runtime bones
runtime bones = 1list{)

if joint.hasAttr{"'runtimeData") :
runtime bones.append(joint)

il §eiak.Baalftr " rest Laelete" 2

rentime bomes. appendi e # — Export any runtime data

§ == EEpOET any rEMTLNe dav 1f runtime meshes and runtime bones:
ir :nl:rl.!..-__-lbl:l wrwl r-&l::l.-Jmﬁ": — —_—

wrlbe_wecten_aiteckmest_datai wWrite wvertex attachment data(

TURTLES EEISAE 4 FENCims Dona s
I

runtime meshes + runtime bones
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SOURCE MAKING

https://sourcemaking.com/design_patterns
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An abstract class...

Can never be instanced directly
Contains no functionality

Must have all methods re-implemented by
subclasses
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Run i scratch_27
b ¢ C:\Python27\python.exe C:/Users/mikem/.PyCharm2017
.1/config/scratches/scratch 27.py

Py
(=

Process finished with exit code 0
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¢ -- Cycle the available plugins
for plugin name in factory.available({):

§-—=-=-Ger the plugin~
‘plugin = factory.get(plugin name)

$¢ —- Instance the plugin and do something with
$ - it |
plugin() .do_something()

root, ; Tiles an 3‘§c1»{a:15:tcr3\
1tem i Gy 9o é;dule}:
; «:fem we*p%c:ej-tasel
register (item)
| MARCH 19-23, 2018 | EXPO: MARCH 21-23, 2018 #GDCI18 UBM
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M

File Edit History Command Help
R BN DOFBH 2 E »»

5n  Python  Python  Python  Python  Python  Python  Python  Python 4 P

Il § - Instance the 2XpoOrter

2| exporter = export demo.Exporter()

3

41 ¢ — Cycle all the registered plugins

5| for plugin name in exporter.factory.available():
&

7 i - 8T the plugin LSS

] plugin = exporter.factory.get(plugin name)
S

10 $ — Check 1f it is viable..

11 if plugin.viable():

12 plugin.export()
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T (o e |

File View Logging Help

o -

Options
Wase Options
unsc, weapon
A oo biensasie 1 mimer resource/animationjmotionjdragon01 ... Fit=x
o operative_beacon_rig.ma B sitncis
¥ o ounamen : > : B combat_idles

;o B deaths
‘ [T B defends

e:operative_tablet01_rig.ma |
baties estchain B face
* .
B oo sngu

B hit_reactions
L

B oo vt conton rocket_launcher01_rig.ma

- e
- '

® Name:silenced_smg01_rig.ma B stend
i

B transitions

o oo Name:siphon_backpack_rig.ma

W orentestmene: sta sz rigging lums hmar st emansaz SEhan s
B oo scene

Ay o et mesnes

B cescene ' siphon_gun_rig.ma

B 1ocomotion
B movement
B pesistent
B porthole

sniper_rifie01_rig.ma =
Ba

sniperrifie_new_rig.ma

spartan_laser01_rig.ma

maya_rig
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Growiling lilst of o1g redillremenis

Phdandard 1K
Collnne 1TK
Upbional Anklle Gonprol 1or =0 bone 1k
Standard or Reversed Pole Vector
cpility o vebinld conzisrent ly (backward comoa b )
Dbeelah
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Growiling lilst of o1g redillremenis

Phdandard 1K
Collnne 1TK
Upbional Anklle Gonprol 1or =0 bone 1k
Standard or Reversed Pole Vector
cpility o vebinld conzisrent ly (backward comoa b )
Dbeelah
boly e
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File Edit Create Select Modify Display Windows Skeleton Skin Deform Constrain Control Cache TWTools
Rigging i hmEoc) | b @ C Q@ O Notive Surface
=  Curves /Surfaces Polygons Sculpting Rigging Animation Rendering FX FX Caching

@, N £-3
o BWE L PV =

Bonus Tools Help

@
&
h

e
oy

) =-= am
==

XGen TW_Toolbox

<. e-0-o (e Coom— FS
RS HllME N Pee e BEsx

v
‘| View Shading Lighting Show Renderer Panels Channe! Box / Layer Editor g | X
iman poziBoE BEEIoHeé 2RFEEI el | @@ E) @ oo J 1.0 SRGB gamms v

P

Channels Edit Objecd Show

10}Ip3 2INqUINY

10}Ip3 Jake] fxog Puueyy

DBP‘B!‘ Render Anim
Layers Options Help

« ¢ & &

NS | BRA | LR raptor03_0:lzd_cold_one_geo_lyr
R raptor03_0:def_cold_one_geo_lyr
vV P [ raptor03_O:rig_lyr

v P . raptor03_0:secondary_rig_lyr
Y | raptor03_0:fixer_rig_lyr =
.\ cameral 4 »
|1 | | | | | , | 1 1 E [« 14 4 < P Pi P M
-20 1 [} 300 @ 300 324 ¥ BaseAnimation ¥ No Character Set  \ly Qj'
MEL

Select Toot select 2n object

= o O M’ $ O 2 § 5 B & g B &

18:05

AT NG gy
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bosirachr Menmhods:

Apply
Remove (bake)

Euilla Nl

Runtime Ui



An Implementation

New Applied Help

"
v Applies Soft Ik to = fim
—,,%asoftlk bpsE Sofy 1% 0 8 S
Please select 3 control in either an arm or a leg within a Craative Assembly Rig

—-‘h'a.\— Noise

Note: IK/FK matching will continue to work whenever the Emb i hyper extended. or not
stretched. However, when in the Zone where the “softness” & active. IKFK matching will not
Reduce tretc cAD However, whe the zone where the “softness™ & active, IKFK matching o
AR be 100% accurate

# Ribbon Options
Ce.

2%) Simple Soft Ik

A\ Sine

"\ Spline Sine

I\M Spring
i Tail (n)Dynamics

—vJ,'f)\ Transform Noise

Apply
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o [l e
tail

This & designed to give you the sbiity So simulste tail dynemics in 8 e manor. Youl be sbie to
seg the results in the viewpart ard comtinue b animats hene your mation before chagaing o
ks

Cptions

Presets
default

You can add or remove collders to your smulation o bels tailor the: effect

3¢

'
You can add or remove ooliders T YO TN 0 - -]
TR TG STET
Objects
rapeai3_Ortail O FK_0_col, rapeord3_Ortail_1_FK_0_cir, raptod03_(tail_ 2 FK O ctrl,
rapeal3 Szl 3 FE 0 o, raptonld_ Ortail 4 FE_0_ctr, raptoddd_{tail_5_FK,_OLctr
Plugin
firter...

Bake & Aemowve Remove
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Mew Applied Help
"‘""llllk Noise [Chest Noise) [vd] Adds a spring between the control and the parent which allows for nice secondarny mation
MOTE: This i a demonstration plugin only and will be removed before being released
(V] sering (Head_Spring [v1]
Cptions
i Tail (n)Dynamics (Tail_Rig) [wa]
Cbjects

Bake & Remove Remove raptord3_Ohead_FK_0_crr
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Rig & Tools in Sync Refactored Tools & old rig instance
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Rig & Tools in Sync Refactored Tools & old rig instance
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Actual Rig Hieraxchy

~r
AL
w
F ¥
o d
&
~ Network Based Metadata
-~
AL
i ——e e et v ;: e
- -
Kol & N and
-— | Se—
- ™
et . e
e ——
. e
.
| —
Actual Rig Hieraxchy
o
-y
Ly
-
g
-~
22
Ll
~ ) :
AL
¥e 4 String Attribute Metadata
: & NodeType caControlParentGroup

7 A NodeType caSpaceSwitchGrp_parent
o4 MW calKEndCtrl :
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defl get_opposing spaceswitch (control):

nn

Beturns the space svitch node for bhe cpposing. conbrol

sparam. conbrol:  p=.nt.Daglods

" " I
e e e Network Based Metadata :“:'itum' ol b
=1 &Y upperarm_right_moduleGrp § == Rs for permission rather than. forgiveness...
—iH ¥ upperarm_right_parentSpaceGrp - — try:
=] & upperarm_right_IK_ctriGrp LV L] :_ # == et the meta node for the selected cbject
== ﬂuppﬂllﬂ_ﬁﬂhl_lﬁ_tnﬂ_ﬂ_ﬂﬂ_irﬂ — — math_moce. S :nntrnl'uaawhm;m:”
gt types'CRMataControl"
¥ upperarm_right_IK_end_0_ctrl_axisCtrl_grp =" L, —— 0] B
A& upperarm_right_IK_end_0_ctrl_spaceSwitch_grp . — — n
& upperarm_right_IK_end_0_ctrl_offset_grp # — Look for the opposing. (left <-> right)
S, upperarm_right_IK_end_0_ctrl P e I opposing meta = meta_node.opposing.inputs() [0]
fupperarmilight_l[_en:I__ﬂ‘_ctrl__spaceSwit:h — -
= fuppemm_' ht IX_end_ 0 ctrlom_parentConstralnt] # == How. get the space switch attribute
spaceswitch meta = opposing meta.message.outpucs(
. ¥ >y _ types'ChMetaSpaceSwitch"
il’ S 5 : ) [0]
4 3 £ "h'r-i'-_i--..;

return spaceswitch_meta

' w except ;

return Hone
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defl get_opposing spaceswitch (control):

nn

Beturns the space svitch node for bhe cpposing. conbrol

sparam. conbrol:  p=.nt.Daglods

" " I
e e e Network Based Metadata :“:'itum' ol b
=1 &Y upperarm_right_moduleGrp § == Rs for permission rather than. forgiveness...
—iH ¥ upperarm_right_parentSpaceGrp - — try:
=] & upperarm_right_IK_ctriGrp LV L] :_ # == et the meta node for the selected cbject
== ﬂuppﬂllﬂ_ﬁﬂhl_lﬁ_tnﬂ_ﬂ_ﬂﬂ_irﬂ — — math_moce. S :nntrnl'uaawhm;m:”
gt types'CRMataControl"
¥ upperarm_right_IK_end_0_ctrl_axisCtrl_grp =" L, —— 0] B
A& upperarm_right_IK_end_0_ctrl_spaceSwitch_grp . — — n
& upperarm_right_IK_end_0_ctrl_offset_grp # — Look for the opposing. (left <-> right)
S, upperarm_right_IK_end_0_ctrl P e I opposing meta = meta_node.opposing.inputs() [0]
fupperarmilight_l[_en:I__ﬂ‘_ctrl__spaceSwit:h — -
= fuppemm_' ht IX_end_ 0 ctrlom_parentConstralnt] # == How. get the space switch attribute
spaceswitch meta = opposing meta.message.outpucs(
. ¥ >y _ types'ChMetaSpaceSwitch"
il’ S 5 : ) [0]
4 3 £ "h'r-i'-_i--..;

return spaceswitch_meta

' w except ;

return Hone
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Actual Rig Hierarchy

) & upperarm_right_moduleGrp

-8 &Y upperarm_right_parentSpaceGrp
5 & upperarm_right_IK_ctriGrp
5 & upperarm_right_IX_end_0_ctrl_grp
& upperarm_right_IK_end_0_ctri_axisCtri_grp
& upperarm_right_IK_end_0_ctrl_spaceSwitch_grp
A upperarm_right_IK_end_0_ctrl_offset_grp
S upperarm_right_IK_end_0_ctrl
E’wbm_noht,lx.eod_o,m,spuesmm
— ﬁWmnm_tbght_lx,end_o.du,gtp,puent@nmahu

Actual Rig Hierarchy

3 & upperarm_right_moduleGrp
~# & upperarm_right_parentSpaceGrp
~ & upperarm_right_IK_ctriGrp
-3 & upperarm_right_IX_end_0_ctrl_grp
& upperarm_right_IK_end_0_ctrl_axisCtrl_grp
& upperarm_right_IK_end_0_ctrl_spaceSwitch_grp
& upperarm_right_IK_end_0_ctrl_offset_grp
S upperarm_right_IK_end_0_ctr!
=7 upperarm_right_IK_end_0_ctri_spaceSwitch

~» 1=/ upperam.right JK_end_0_dir_grp_parentConstraint?

v
y,
™

(5 .' ';“:‘

evie

1
v

-
N,

&

"Based Metadata

w
. e b N
s m € ol -'.
L -
et ababandidand -
P =1 U
I~ i ="
————t & e ) ey ey N
ey = ¢ !
= . y
T —

pe caControfParentGroup

l

—

._._‘; aSpaceMd\Grme]

© calKEndCtrl

]

P -

def get_opposing spaceswitch(control):

neem

Raturns the space svitch nods for the opposing control
sparam control: Variable Data Type

sreturn: pm.nt.Daglods

wrm
§ — Do some form of CAsT TO.ger the matadata object
meta = MetaSystem.get (control)

$§ -—— Use a simple APl ©o get what you need
return meta.opposing.spaceswitch.get('pymel’)
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Actual Rig Hierarchy » <
& & upperarm_right_moduleGrp e A
-5 & upperarm_right_parentSpaceGrp M LS
-5 & upperarm_right_IK_ctriGrp [) ' - . =
) & upperarm_right_IX_end_0_atrl_grp \ o !*
& upperarm_right_IK_end_0_ctrl_axisCtrl_grp Nﬂ:"‘b ased Me tadata
& upperarm_right_IK_end_0_ctrl_spaceSwitch_grp
&L upperarm_right_IK_end_0_ctrl_offset_grp E N <G 2
S upperarm_right_IK_end_0_ctrl i ._. -
ﬁ' upperarm_right_IK_end_0_ctrl_spaceSwitch e A
=9 ﬂ'upperam_dght_lt_end_o_ml_qtp _parentConstraintl v e 7', e
' .- | m—
-
——_ 0 L . .. e
-4 "
e g h
def get opposing spaceswitch(control):
g. control

Returns Che. space sviblh node for the opposzin
sparam control: Variable Data Typ#

:return: pm.nt.DagNods

wan

$§ ~—— Do som= form of Cast ©O gev the metadata object

meta = MetaSystem.get(control)

§ -- Use a simple RPI to get what you neead
return meta.opposing.spaceswitch.ger('pizel’)

ey

Actual Rig Hiera-_f
~£ L upperarm_right_moduleGrp
- & upperarm_right_parentSpaceGrp
-ﬁ’i A7 upperarm_right_IK_ctriGrp
=) & upperarm_right_IK_end_0_ctri_grp
& upperarm_right_IK_end_0_ctrl_axisCtrl_grp
&7 upperarm_right_IX_end_0_ctrl_spaceSwitch_grp
& upperarm_right_IK_end_0_ctri_offset_grp
S upperarm_right_IK_end_0_ctrl
g’ upperarm_right_IK_end_0_ctri_spaceSwitch
. g’uppeum_rlght_lK_md_o_dﬂ_otp,patentConstnlnﬂ
Node e caSpaceSwitchGrp_parent

& NodeType calKenaCtr
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class StringMetaPlugin (GripObjectBase):

Eclassmethod
def viable(cls, candidate):
if maya.cmds.hashttr{candidate, 'ca node type'):
return True

return False

class MetaNodePlugin (GripObjectBase) :

@classmethod
def viable([cls, candidate]:
for node in candidate.getParent({-1).message.outputs(]):
if isinstance (node, CAMetaRig):
return True

return False
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File Edit Create Select Modify Display Windows Mesh EditMesh MeshTools Mesh Display Curves Surfaces Deform UV Generate Cache BonusTools Arnold Help Warkspace : -&ﬁh ;

FinmEoc ) (HER) | GCCTOC - e | | GREBEOE LN | O :

= Curves /Surfaces Polygons Sculpting Rigging Animation Rendering FX FX Caching Custom Amold Bifrast MASH Motion Graphics XGen Infinity AYZ
™ ORed )
% LI

View Shading Lighting Show Renderer Panels File Edit History Command Help

(=]

jman LS I BROE BE0|oMe ®E ¢ |®O@E | dSE| ¢ oo I o [B)sRe BB e O 2 E » S, St =

o
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\\‘3 Eﬁ
. g
«H &
c :
o

L g
i = : =
.,.J n:‘
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Z

| g
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B[E 5
B
Bl A M T oSS e e n Gl | ——— b’
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1 g

g




-
g g ke g L L]
LF-3 L
s i
S iy
ol g
- L L - Ee
e - i
rpreeery
Spacwimnt
& . L I
i
]

= Mode Type caRoot
= Mode Type caControlParentGroup
> Mode Type caspaceswitchGrp_parent

A7 MNodeType calKEndCtrl
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class MetaNodePlugin (GripCbiectBase):
defl query(selZ, flags, api=API TYFES.GRIF):

if RigFlags.Control in flags:
return [
HetalodePlugin (node)
for node in self.rig.findChildren(
cypem "CAMetaNodeControl™,
}e

raturn lisc()

class StringMetaPluogin(GriplbjectBase) :
del guery(sclf, flags, apl=ARI TYRES.GRIF):

iF RigFlaga.Commsel inm flags:
BATA_ATETS = cmds. 1a(
Yi.ca node_type’,
TEST I,
¥

for ATEE in DeCA_ATCDS:
if mAys.cnds.gecAter(ater) == seli.ComerolType: I

yield MetalodePluging
maya .cmds attribateQuery(atir; =Trus)
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File Edit Create Seledt Modify Display Windows Mesh EditMesh MeshTools MeshDisplay Curves Surfaces Deform UV Generate Cache Help Workspace: Mz 2 C
: 2 ' E ""f” * Objects ' :mlrk } ' G OGO @ C No Live Surface } . (SN Ko B RN | . i

= Curves /Surfaces Polygons Sculpting Rigging Animation Rendering FX FX Caching Custom Arnold Bifrost MASH Motion Graphics XGen Infinity AYZ

¥ 00® 79

SSIC

FrETe

View Shading Lighting Show Renderer Panels File Edit History Command Help o
impon s 2 |EOoROEEE|o@e eEEe o] |G dfEIS o0 d1w & pifmm R fire O D E » > St =
m
=
o
>
T
i
=3
g
=
o
(=2
2
a
=t
=t
o
i
— g
o
2o a
g
B UASEENERETSEERMIE B
Bython  Python  Python  Python  Python  Python  Python  Python  Python  Python  Python  Python  Python 4 P =
]l 1| from mygrip.api import * S
it 224
z m
— 3| for rig in grip.grab_rigs(): %,
= 4 =
E-- 5 print('=' * 100)
print('Rig : %3' % rig)
7
28 print ('\tDeformer Count : %$s3' % len(rig.query(RigFlags.Deformer | RigFlags.Exportable)))
9 print('\tMesh Count : %$s' % len(rig.query(RigFlags.Mesh | RigFlags.Exportable)))
10
‘ - 11 print('\tSockets:')
;5'_(,7::--.~_‘ ; Q 312 for socket in rig.guerv(RigFlags.Sockst):
T 13
4 14 print ('\t\t%s' § socket.name())
y
M
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Insight 0.1

Yy SR

Options

rig

bird01b_rig.ma Have Latest
L pwarfamner) mesounce) rggindg Hirdd 1 bhndd1h_mguma

bird02_rig.ma

L pwarhammer mesounce rggind indlAhirdl2_rigma

pirdd3_rig.ma Have Latest

varharnrnes s ounsay rigging Erd G hnd0E_rigana

bladkark01_rig.ma
L Mararfiannerines ounce rigind fengine ekl 1 lackarkill rigma

bloodcauldron01_rig.ma Have Latest
L hwarfEmnnes) nes ount e rggindendgine, oo idnon L boodcaulidnond]_rigms

boar01_rig.ma Have Latest
L pwarfammer mesounce riggingboan]boandl_rigma

boltthrowerd1_rig.ma Hawve Latest

L pwarfammer) nesoune) rggindendginehall throsen] ] bolthrosendl_rigama

boltthrowerd 1b_rig.ma Have Latest

L pwarfEmmer) nesount e rggind/engineboll throrsen] 1 b botthnowenl . rigma

boltthrower02_rig.ma Have Latest

L hwarfEmnnes) nes ounte) rggindendginehall thnsen T ol thnosenl?_rigama

class InsightAssetPlugin{InsightPluginBa

= abc.ABCHeta

requirement = re.compile("",
def dependencies {s=15):

return list()
def metadata{z=1I):

return dict()
def hash{z=1f):

return 0
def auto generated tags({s=1%):

def

def

return list()

thumbnail {s=15) =
return NHone

context (s=17) =
return dict()

def viable{cl=s, filepath):

return False

re.I]
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Cptions

clasz AnimationAssetPlugin{InsightPluginBase):

rig
requirement = re.compile('.*{animacions).*({%.mas%)", re.I
birdd1b_rig.ma Have Latest q e y-* A 3 )
L hwarhanmer, resaureerggng irdd 1iykind1h_rigaa

fclasamethod
bird02_rig.ma def viable(cla, filepath):
L warannes, res o iogng Rirdl2tndd?_hgma return cls.requirement.search(filepath]

bird03 rig.ma Have Latest
I e e res cunc e riogngtindS i3 _rigma

bladarkl1_rig.ma
I e e e s ooy rigaincyendiness il kark01 ar karki_rie sma

hﬂ.l class RigAssetPlugin{InsightPluginBase):

bloodcauldrond1_rig.ma Hawve Latest
I 4 o (e o e e riooir ey e Eloocke s ldronD ook auldeandd ] =
. : R . R ' 0% requirement = re.compile('.*(rigging}.*(_rig\.ma$)", re.I)
boar01_rig.ma Have Latest
PR — . fclasamethod

def viable({cls, filepath):
boltthrower01_rig.ma Have Latest return cls.requirement.search{filepath)
I i i ress oo e Fic e engines ol e Lot e _rin ita

boltthrower01b_rig.ma Have Latest
L e i P reeriagingengings MalLrawer I Bl Urower1h_rigma

boltthrower02_rig.ma Hawve Latest

dF P Fa\

L eiertianinines, = I?|| class MeshAssetPlugin(InsightPluginBase):
requirement = re.compile{’.*{art).*{%.max5)", re.I)
o o iclasamethod
Insight 0.1.1 def wviable(cls, filepath):

return cls.requirement.search{filepath)
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Add functionality without adding complexity

Applicable to many frameworks and toolsets

Promotes code consistency

Quicker implementation times for functionality

Encourage creativity and experimentation
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