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import bpy

from bpy import *
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UVpath = bpy.path.abspath(“//”) + “UV-LAYOUT---"

UVsize = (2048, 2048)
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for o in bpy.data.objects:
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if(o.type=="MESH"):
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bpy.context.view _layer.objects.active = 0

bpy.ops.uv.export_layout(filepath = UVpath + 0.name, size = UVsize)
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