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[bookmark: _Toc393450048]Hands-on Exercises

[bookmark: _Toc393450049]Lessons

2. [bookmark: _Toc393450050]Getting to Know Maya – Interface
3. [bookmark: _Toc393450051]Create and Edit Objects
4. [bookmark: _Toc393450052]Create and Apply Materials
5. [bookmark: _Toc393450053]Create and Control Lights and Cameras
6. [bookmark: _Toc393450054]Create and Save a Rendering


[bookmark: _Toc393450055]Lesson 2: Getting to Know Maya – Interface
[bookmark: _Toc393450056]Objectives:
· Configure Maya Project
· List the different parts of the Maya interface
· Setup viewport display
· Navigate a scene (Zoom, Pan, Rotate 3D view)
[bookmark: _Toc393450057]Exercise 2.a
1. Open Maya
2. Configure the Project Folder
1. Select the File drop down menu
2. Select the Set Project… command
3. Set the User Path to the Project folder (Maya Workshop in a Box\Step by Step\Navigating the Maya Interface and Workspace)
3. Open the blastoff.mb file
[image: ]

[bookmark: _Toc393450058]Exercise 2.b

1. Review the Maya interface and different areas for commands
2. Change the views settings to view wireframe, shaded, lights and shadows
3. Change the Rendered to High Quality and then Viewport 2.0
4. Notice the differences
5. Tumble (3D Rotate) the view (ALT + Left Mouse)
6. Track (PAN) the view (ALT + Wheel Mouse)
7. Dolly (ZOOM) the view (ALT + Right Mouse) or press and hold wheel mouse
8. Press F to view the entire scene
9. Select the rocket and press F to zoom to the rocket

[image: ]
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[bookmark: _Toc393450059]Exercise 2.c

1. Remain in the prior file
2. Click on the Three View button to activate all Three views
3. Activate (click in) each view and zoom and pan
4. Press the Spacebar to maximize a view
5. Press the spacebar again to minimize the view
[image: ]
[bookmark: _Toc393450060]Review:
· Configure Maya Project
· List the different parts of the Maya interface
· Setup viewport display
· Navigate a scene (Zoom, Pan, Rotate 3D view)


[bookmark: _Toc393450061]Lesson 3: Create Objects
[bookmark: _Toc393450062]Objectives:
· List several object types that can be created
· Create simple objects in a scene
· Edit objects
· Select objects
· Move, Rotate, Scale and Duplicate objects in a scene
[bookmark: _Toc393450063] Exercise 3.a:
1. Create a new Scene, do not save the current scene
2. Activate Four Viewports
3. Practice creating the different 3D shapes (Don’t forget the Create pull down)
4. Practice setting the names for each object
5. Try changing the parameters of the objects immediately after you create the object
[image: ]



[bookmark: _Toc393450064]Exercise 3.b:
1. Reset Maya, do not save the current scene
2. Create a Polygon Cube
3. Modify the box to add additional HEIGHT segments (try 10 or more)
4. Add a Non-Linear TWIST modifier to the Cube
[image: ]
5. Adjust the TWIST1 parameters
1. Select the End Angle parameter
2. Use the slider to the right of the End Angle parameter to increase the twist angle
3. Select the PolyCube1 in the tabs above and add or remove Height Segments


[bookmark: _Toc393450065]Exercise 3.c:
1. Remain in the prior scene
2. Ensure that the box is selected
3. Add a Non-Linear Flare deformation to the object
[image: ]
4. Adjust the Flare:
· Low Bound and High Bound
· Start and End
· Curve
[image: ]


[bookmark: _Toc393450066]Exercise 3.d:
1. Remain in the prior scene
2. Create a Polygon Pipe – Name it VASE
3. Increase the number of Height segments
4. Apply Non-linear Bend and Flare deformations and adjust the values
1. Increase the number of segments on the tube if necessary
2. Drag the modifiers to different locations in the stack to see how it effects the vase
5. Use Undo if necessary
[image: ]


[bookmark: _Toc393450067]Exercise 3.e:
[image: ]
1. Remain in the prior scene or open the Vase file
2. Ensure that you have Three viewports open
3. Create a box for a table top – Name it TABLE TOP
4. Create a box for a table leg – Name it LEG 1
5. Use the Move transform to place the leg beneath the table top
6. Adjust the heights of the boxes if necessary
7. Duplicate (CTRL+D) the leg & place three more
8. Move the table objects to rest below the vase

[bookmark: _Toc393450068]Review:
· List several object types that can be created
· Create simple objects in a scene
· Edit objects
· Select objects
· Move, Rotate, Scale and Duplicate objects in a scene
[bookmark: _Toc393450069]Lesson 4: Materials
[bookmark: _Toc393450070]Objectives:
· Describe how materials are created
· Place materials onto objects
[bookmark: _Toc393450071]Exercise 4.a:
[image: ]
1. Open the Vase and Table.mb file
2. Maximize the perspective view (select view and press spacebar)
3. Select the Vase on the table
4. Select the New Blinn material from the Rendering tray
[image: ]
5. Notice that the blinn1 material is applied in the Attribute Editor
6. Rename the blinn1 material “VASE GLASS” (2)
7. Adjust the material’s Color, Transparency to create the glass (3)
[image: ]


[bookmark: _Toc393450072]Exercise 4.b: 
[image: ]
1. Select the table
2. Select the New Blinn material from the Rendering tray
[image: ]
3. Notice that the blinn2 material is applied in the Attribute Editor
4. Rename the blinn1 material “TABLE RED” (2)
5. Adjust the material’s Color (RED) (3)
[image: ]

[bookmark: _Toc393450073]Review:
· Describe how materials are created
· Place materials onto objects


[bookmark: _Toc393450074]Lesson 5: Create and Control Lights and Cameras
[bookmark: _Toc393450075]Objectives:
· Create lights in a scene
· Create cameras in a scene
· Control Light properties
· Control camera properties
· Display a camera in a viewport
[bookmark: _Toc393450076] Exercise 5.a: Lights – Create Directional

 [image: ]

1. Open the scene file named Lights.mb (Rendering folder)
2. Select Renderer > Viewport 2.0 to switch to the Maya Hardware 2.0 renderer in the scene view
3. To create a directional light
a. Select Create > Lights > Directional light >
b. Turn off Interactive Placement, then click Create. A directional light is created at the center of the scene. 
c. Select Lighting > Use All Lights (Hotkey: 7). This lights up the scene view only with lights you’ve created, not with default lighting. If you later want to see the scene view with default lighting again, select Lighting > Use Default Lighting (Hotkey: 6). 
[image: ]


[bookmark: _Toc393450077]Exercise 5.b: Lights – Edit Directional
1. With the directional light selected, rotate the light in various directions to see the effect
2. Rotate the light as follows: 
· Rotate X:  -40 
· Rotate Y:   25 
· Rotate Z:  -20
3. With the light still selected, open the Attribute Editor (under the Window menu). Drag the Intensity slider to various values to see the effects of intensity
4. In the Attribute Editor, click the white Color box above the Intensity box. This displays the Color Chooser
5. Click inside the color wheel (hexagon) and drag the pointer to a red color
6. Change the color back to white and set the Intensity to 1.2 or so
[image: ]


[bookmark: _Toc393450078]Exercise 5.c: Lights – Create Spotlight
1. Select Create > Lights > Spot Light >
2. Turn off Interactive Placement, then click Create
[image: ]
[image: ]
[image: ]
3. Move the spotlight above the lamp. (Move the light up along its local Y-axis.)
4. Select Modify > Transformation Tools > Show Manipulator Tool
5. Move the look-at point to the top of the table, and move the eye point roughly to the center of the lamp housing
[image: ]


[bookmark: _Toc393450079]Exercise 5.d: Lights – Edit Spotlight
1. With the light selected, display the Attribute Editor. Open its Shadows section and then the Depth Map Shadow Attributes section, then turn on Use Depth Map Shadows. Select Lighting > Shadows in the panel menus to see shadows in the scene view
[image: ]
2. The spotlight’s default Cone Angle is 40 degrees. In the Attribute Editor, open the Spotlight Attributes section and set Cone Angle to 20
3. Set Cone Angle to 60
4. Set Dropoff to 10
5. Set the Penumbra Angle to 10
[image: ]
6. In the Light Effects section of the Attribute Editor, click the map button to the right of the Light Fog box
[image: ]
7. Render the scene
[bookmark: _Toc393450080]Exercise 5.e: Lights – Camera
1. Select Create > Cameras > Camera
2. In the Channel Box, change the name of
3. Use the Show Manipulator Tool (Modify > Transformation Tools > Show Manipulator Tool) to position myCamera roughly in this position the camera to myCamera
· You can select the current camera by selecting View > Select Camera
[image: http://download.autodesk.com/us/maya/Maya_2014_GettingStarted/images/GUID-2A96311A-CC3B-476C-9116-F7A8CF3D6A5A-low.png]
4. Select Panels > Perspective > myCamera to view the scene from myCamera
5. To see the border of the render region, select View > Camera Attribute Editor. In the Attribute Editor, open the Display Options section and turn on Display Resolution. A rectangular border shows the region that will be rendered
[image: http://download.autodesk.com/us/maya/Maya_2014_GettingStarted/images/GUID-18BAFDE0-6EB3-4BFF-B911-2DD06CF7907E-low.png]

[bookmark: _Toc393450081]Review:
· Create lights in a scene
· Create cameras in a scene
· Control light properties
· Control camera properties
· Display a camera in a viewport


[bookmark: _Toc393450082]Lesson 6: Rendering
[bookmark: _Toc393450083]Objectives:
· Render a viewport
· Save a rendered image
· List different renderers that can be used
· Calculate the time to render a 30 second animation where each image takes 5 minutes
[bookmark: _Toc393450084] Exercise 6.a: Rendering
1. Open the blastoff.mb file
2. In the upper right viewport activate the Perspective Camera
3. In the Rendering Tray select the Render Current Frame button
[image: ]
4. Select the File pull-down menu and Save Image… command
5. Save the image to your class folder as a .PNG file


[bookmark: _Toc393450085]Exercise 6.b: Rendering
1. Remain in the prior file
2. In the render view window change the rendering engine
3. In the render window select the Render Current Frame button
[image: ]
4. Review the image for differences
5. Select the File pull-down menu and Save Image… command
6. Save the image to your class folder as a .PNG file

[bookmark: _Toc393450086]Review:
· Render a viewport
· Save a rendered image
· List different renderers that can be used
· Calculate the time to render a 30 second animation where each image takes 5 minutes


[bookmark: _Toc271293548][bookmark: _Toc336810788][bookmark: _Toc393450087]Appendix A: Additional Resources

Available resources include (each topic is a hyperlink):
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