Week 3: Lab

1. Introduction (10 minutes)
Q: How are things going with teams?, Any questions about the class? Any questions about what we covered last week?
2. Maya Workshop: (1 hour)
Flipping normals! Polygon module > Normals > reverse
The "Render Stats" in Attribute Editor is super handy for precise rendering control (select the shape).
Particle module > Particles > Emit from Object

By default it will do omni which is gross.  Change it to surface for a bit nicer affect.

particleShape1 tab > change the Particle Type to Streak and play with settings

select the emitter and play with settings more.
1. Set emit speed to 0 

2.  Select particles 
3. Create gravity effector. (makes it much better)
Collision: Select Particle then select object > Make Collide. Select particle and go to geo connector to change friction and resilience.








Window > Relationship Editors >
Events: Particle Collision Event Editor




Dynamic Relationships Editor
3. Interactive Activity

Who does what?
Team Roles Game: Pick a role that you think will be the main one you will have in your team. Draw a picture on the whiteboard that represents that role!
4. Discussing the Individual Page and whatnot.
S: you should make your individual page this week, as soon as you can.
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.

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

- I wanted to learn sound and get better at modeling. Knowing this helped shape the project.

How do you set your learning goals?


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



Know your interests
5. Next Week we’ll be doing Unreal Development Kit. Don’t miss it!!!

