Week 1: Lab

1. Introduction (10 minutes)
(To Start: Wheel into the middle of the room and then stand up)
Who am I?
What we’ll be doing?

2. Maya Workshop: (1 hour)
- incremental save and auto save (window > settings/prefs > prefs > files/projects)
- poly modeling: A Bust

     (option box next to “save-as”)

Basics + Snapping




Split, Bridge, Fill



>> Make Sense?

Mirroring    (duplicate special)   
>> Questions?

Triangulating/Quads/Conventions




culling: shift+RMB
+


Sculpting




>> Let them play
- file referencing: add-in a podium




- visor: add shit in from these menus. Not good for portfolio but great for reference.
3. Interactive Activity

Introductions: each person says

1. Name

2. An Idea (If you can think of one on the spot that’s a good quality to have!)
4. Choosing a team: (20 minutes)
Be clear on your goals when you are choosing people to work with. If you don’t have your own learning goals (at least vague ones) then you should find some soon! Be as specific as possible.

I say this because there is SO MUCH openness in this class that you won’t be able to learn everything.  

- I wanted to learn about the 3d game pipeline

- I wanted to do sound for that game (so many games put sound as a minor thing I didn’t want that)

- I wanted to improve my modeling speed.




How do you set your learning goals?


Know your strengths

Know your weaknesses: consider…are these areas I want to improve?


Know your interests
>> Any questions about making teams right now?
Write names on the back of these notes



DONT FORGET CHALLENGE!!
