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MAYA-13850 Playblast in Quicktime doesn't open in viewer if name contains ‘.’ (period)
MAYA-15314 cMuscleSaveWeights MEL error when switching the "load by" options
MAYA-16179 Rotate Order set to incorrect value when added to animation layer
MAYA-17210 Skin cluster max influences breaks tools (weight hammer)

MAYA-18066 Playblast player not launched automatically on Linux

MAYA-18418 Playblast player cannot open file because the filename is missing an extension
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MAYA-12163 File is dirty after saving it (possibly due to temporary reference namespace)
MAYA-16547 Loading reference instability
MAYA-17133 Locked DAG container allows parenting
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MAYA-14958 Add warning when MFnMesh.generateSmoothMesh() produces NANs
MAYA-16267 UV set editor not displaying all UV when there are intermediate mesh objects
MAYA-18018 Display of high surface precision NURBS geometry is incorrect
MAYA-18495 Poly normals 'locked’ when re-opening scene
MAYA-18753 Add Global Poly Normal Method preference

2alb—iaéx Tk

NITES | IEEEShBRI5E
MAYA-9865 Objects created using Maya Bullet shelf/menu do not work as expected
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Materials render on parts of the mesh differently than they appear assigned to
MAYA-1859 (per face shading) with mental ray
Disabling "Filtering" in Camera Depth render pass with mental ray causes
MAYA-12578 instability
MAYA-13789 Painting on textured object leads to instability
MAYA-14414 Substance Attribute Editor broken when loading scene
MAYA-16275 Maya file with particular line crashes with locknode (mental ray)
MAYA-16631 Texture mode with CGFX shaders in Viewport 2.0 is not displayed properly
MAYA-17081 Wireframe object is always drawn in the back of image plane
MAYA-17877 Instability with 2k stereo panel off-screen playblast
MAYA-17888 GPU memory issues
MAYA-18660 Image plane stays hidden with show menu
MAYA-18671 Setting camera image plane changes visibility of camera hierarchy
MAYA-18702 Clipping planes ignored by mental ray
MAYA-18706 Error when renaming image planes or disconnecting image planes
Textures don’t display in Viewport 2.0 when files exchanged between Maya and
MAYA-18933 Mudbox
MAYA-18977 Mia_MatX Roughness breaks render pass and contribution maps
MAYA-19218 Material information lost after Hypershade Delete Unused Nodes
MAYA-19578 EXR textures used in the DX11shader corruption
MAYA-19371 Maya CER reports too much info
MAYA-16156 Snapping/framing in UV Editor is incorrect if Use Image Ratio is on
RO)TTF42T
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MAYA-15718

PyQt instability issues
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MAYA-7971
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Composite instability on CentOS 6 with ATI Radeon 5870
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