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ABSTRACT

This study considers the development of plug-in, which enables backup save using Maya SDK, API and MEL
technologies. It also considers its realization in Maya program and the other various application programs.

The various ways of backup save have been found by analyzing the difficulties of file management and
storage when using many kinds of plug-in of Maya. An objective has been set as to increase the
efficiency of the developer preventing the unintentional modification of the existing and overlapping file by
using backup save plug-in. Based on a such objective, this study considers if a backup save is helpful to
a graphic developer to use Maya program in more efficient way and if it improves the data maintenance.
Currently, it can function as a backup save only within the Maya Program, but such plug-ins to be applied
within various application programs are developed for giving more freedom to computer graphic designers.
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