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Workshop Workflow

Compare/introduce CAD programs and purposes
Maya Interface review
Creating/Experimenting with Polygonal Models
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Digital Product Design
(DPD)
Concept Design
Marketing
Engineering y_

Manufacturing

CAD Programs

Other
Visualization
Format

Exchange/Conversion
Post Processing

Maya Interface

Polygonal Models
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Freeform Design & Modeling CAL

D FreeForm Modeling CAD
Design and Modeling (only)
Scene Rendering and Animation
Examples:
Cinema 4D
3DS Max
Blender

Rhinoceros 3D

CAD Programs
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D Conceptual DesignPASDSSpaceClainfrusion 360
D Visualization:OpenSceneGrapbnity

D Sculpting:MudBoxzBrushForm Z

D Mesh Edit/RepairMaterialisélagics, Rhino 3D

Db Data TranslationSAP Visual Enterprise
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MAYA
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Autodesk Maya Interface: Component Map

/\ M Autodesk Maya 2019 - Student Version: untitled*
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MEL // Warning: file: C:/Program Files/Autodesk/Maya2019/scripts/others/supportRenderers.mel line 67: The renderer "arnold” us m
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Project File / Menu Bar

D Saving projectstake sure to creatn empty folder to save your stuff in your
desktop (we want to make sure to keep everything from that project together)

D On the top:The items such as: File, edit, create, select, modify, display, window.
NEVER CHANGE.

These menus stay the same... ..ahd these menus change

File Edit Create Select Modify Display Windows Mesh Edit Mesh  Mesh Tools Mesh Display  Curves  Surfaces  Deform UV Generate Cache Help

modeting v | BEE S ) | ik ® b | G C GG O NoLive surface

D Everything else in that line will change according to the menu set (under file/edit,
dropdown box)
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Menu Sets

D Menu sets includeModeling, rigging, animation, FX, rendering, customize
bUse MODELI NG menu set for all of todayds wor

b Next to it we also have icons that allow us to: create new scene, undo, redo, file, save

File Edit Create Select Modify Display Windows Mesh Edit Mesh  MesnTools Mesh Display  Curves Surfaces Deform UV Generate  Cache Help

hodeling b H h H - :.: ok =l.: |:- 1:'\ I:'\- 1:'\- 1:"" {-.. Mo Live Surface FEXl EXII EEED :::=+:

Modeling T - L.
— Select the menu set you

Animation want to work with.
FX

Rendering

Customize ...
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Moving around In Maya

D In the Perspective Viewpontve cantumble/rotate around the scene by pressaitgjcmd +
left mouse button.

D Alt + left mouse clickerbit around scene

D Alt + middle mouse buttonpan/dolly scene

D Alt + right mouse clicRlt + scroll wheet camera truck: move away or towards
D Press F frames selected object in scene

D Press A frames all objects in scene
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Polygon Models: Primitive Types

D Polygon Primitives includeSphere, cube, cylinder, cone, plane
torus(donut), prism, pyramid, pipe, helix, soccer ball, platonic

Sphere

D To create primitivesgyjo to Create > select desired primitive.

b Automatically dropped in the origin (X =0, Y =0, Z= 0)

b Can be also dragged and created

b Check outnteractive Creationat the bottom of primitive creatiol

—
menur step by step visual creation
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Difference between NURBS & Polygons

b NURBS (Notuniform Rational BSpline Surface)

bHas a | ot | ess details for t {asedsnadeliagsgstem u n t

File Edit | Create Select Modify Display Windows

blt s Composed of cur ves

Modeling Obiects

NURBS Primitives

Polygon Primitives

D Less flexible when it comes to modeling

D POLYGONS
D Can create objects much quicker and easier

D Larger tool availability in Maya

Db Used more frequent than NURBS

Polygonal Models
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The Toolbar & Fynctions

pbSelect (Q)

PMove (W)

Select

L asso

PDRotate (E)
Paint Selection

PDScale (R) Move

Rotate

Tool Box

Scale

Last used

PDelete Key or Edit < Delete

Polygonal Models
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Selecting Objects

D Select = Hotkey @r Left click

D Left click outside the objecto de-
select

b Select multipleobjects

D left click + shift

D left click and drag (marquee box)

D Lasso sele

Db De-select: click object again

D Last object is a different selection color

Polygonal Models
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Moving Objects

Db Move = Hotkey W

b Manipulator/Handleswill appear, these let you
translate on a single axis (X,Y,Z)

D The different boxes will move 2 axis it is
standing between.

..........

D We can movevarious objectsat the same time

~ CADPrograms | Mayalnterface | Ll s



Polygon Primitives: Progress
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Scaling Objects

D Scale = Hotkey R

Drag to scale in
the Y direction

DOnlyworksar ound t he ob]

Db Manipulator/Handleswill appear, these let yo l

: : rag to scale
translate on a single axis (X,Y,Z) B /ropomonany

D The different boxes will scale 2 axis it is ste
between. Dre:g {gesgale !. ‘I Draig ttg esg(ale

direction direction

s
’,
v'
’,

D We can scalearious objectsat the same time

D Specific proportions can be specified in the
channel box, where the objectus propert |
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Scaling Objects
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Rotating Objects

D Rotate = Hotkey E

DOnlyworksar ound the objectds pi Vvot
point

b Manipulator/Handleswill appear, these let
you translate/scale on a single axis (X,Y,Z)

D The different boxes will scale 2 axis it is

standing between.

D We canrotatevarious objectsat the same
time
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