Maya II

Teacher: Zee Myers

Time: Thursdays, 6-10pm September 20 – December 13
COURSE OBJECTIVE:
To further your understanding of Maya by creating a short animation by way of the standard pipeline of a 3D project: modeling, rigging, animation, texturing, lighting, and rendering, with a brief foray into other areas of Maya such as dynamics and paint effects.

Required Reading: MAYA 8 AT A GLANCE George Maestri
CLASS 1: INTRO, REVIEW, PAINT FX


REVIEW: menu sets, interface, QWERTY, Hotbox, 

commonly used windows (Channel Box, Attribute Editor, Hypergraph, Hypershade, Outliner, Graph Editor)



PAINT FX: Paint FX overview

Reading:
Ch. 01 Introduction to Maya (suggested)



Ch. 02 NURBS Modeling



Ch. 03 Polygonal Modeling



Ch. 07 Paint Effects (suggested)

Homework: 
Character Model Sheet

CLASS 2: MODELING 1 *focus on polygons


NURBS MODELING  - using curves to model, surface tools 

(Revolve, Loft, etc.), components



POLYGONAL MODELING – modeling a character
CLASS 3: MODELING 2 *focus on polygons
SUBDIVISION MODELING 

POLYGONAL MODELING – modeling a character

Reading: 
Ch. 08 Deformations and Rigging

CLASS 4: RIGGING 1: Building a skeleton, Leg Rig


Building skeletons

IK vs. FK
Standard IK Leg Rig for Bipeds

Reading:
reread Ch. 08!

CLASS 5: RIGGING 2: Controlling your character


Creating curve controllers



Adding Attributes



Constraints

Set Driven Keys
CLASS 6: RIGGING 3: Controlling your character, Skinning
Review of last week
Skinning/Binding a Character

Rigid vs. Soft

Reading:
Ch. 09 Animation

CLASS 7: ANIMATION 1


Motion paths


Setting keyframes – autokey, Graph Editor 



Start walk cycles



Playblasting

CLASS 8: ANIMATION 2


Animation methods - Straight ahead vs. blocking 



Continue walk cycles



Concepts of animation – giving weight and life to characters, overlapping curves
Reading:
Ch. 05 Lighting


Ch. 06 Rendering
CLASS 9: LIGHTING, RENDERING


LIGHTING - Types of lights, 3 point lighting, HDR lighting



RENDERING – rendering concepts, mental ray, render layers



ANIMATION - use remainder of time to work on your project
Reading:
Ch. 04 Creating Textures
CLASS 10: TEXTURING, RENDERING


TEXTURING - procedural vs. file, UV mapping, Hypershade



ANIMATION - use remainder of time to work on your project

Playblast your project to show for next class.

CLASS 11: COMPOSITING
COMPOSITING – bringing a rendered sequence(s) into AfterEffects and rendering it out as a single movie file

Finish your project! If your project renders quickly, you can wait to render on the final day and spend this time on animating/texturing/lighting.
CLASS 12: FINAL CLASS
We will use this last class to finish projects, and if there is time, expand on a topic that everyone is interested in.

FINAL PROJECT IS DUE! No excuses, mi amigos! By the end of the class, I will need a completed project in quicktime format from all of you. You can turn this in to me on a network folder, however, be sure to bring a CD or some other media to take a copy home for yourself.
