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MSA: T&P-1.4 Basics of 3p designing
Upit T~ The \N"m'f\:r.‘mwc—lJ:;L’;r Interfyee l*'!mnm!r:-.f\uhr;'lu Sets, menus, status bar, shell) view
compass, tool boy, channel box, layers, quick Layoul buttons, (ime sliders, range slider, help line,
command line, characiers, playback controls, .Fn'impli!_-ving the User Interface, Hotkeys, Comman
Menus, Pancl Menus, i\I:U'!\mg F\-Icnnrs, Recent ("umn::nlnl:;, Meny Sefs, Hotbox (_’un!r:»[.\‘, Mouse
Buttons

Unit-11
Creating Primitive objects, Moving Objects in the 3D Space, Maya View l'ools, Layouts, Saveq
Layouts, Channel Boy and "\'l:mi;mlu!um, Grouping ang Parenting, Spline Modeling, About
Nurbs (Non-uniform rational J’i*splfuu)‘("rcurmg, Curve ang Surfaces, Attaching ap closing
Surlaces, Dup!ic;lliﬂg curves, Lofting ang revolving surfaces, [ag work of impur!ing Adobe
Hustrator fijeg o Maya for textand Logo lreatments,

Unit-111

Type of lights - usage of eacl, techniques for cach, Liph Linking, New linking 1o Objects (angd.
sets) work flow, Reason for light linking — matching Jiyve [botape lighting, Light attribytes — Whai
you're adjusting ang why — show manipulators, Ligh Fog, Intensity Cupyes

'

Unit-1v
I{vndcring Overviey, Maya renders; Shader Networks. Shading Groups, Malcrials, Lights, N laya
architecture, Nodes  and Altributes, Hyper Graph, [pR (Interactive Photo  realigfje
Rumicring)J\lurion Blur-Opiirx Techniques ang Tips-Occlusion - a5 applics to lip)y glow, Auto
~ CXposure — g applics to Shadey Glow

Lah:

Chapter [-2 hrs
Chapter 2-10 e
Chapter 3-19 hrs
Chapter 4-2hpg
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Master ing Autodesk Maya 2010, Todd Palamay 2015
Jnirmil:tfr}g Autodesk Maya 2016, Dariug)y Dcr';;!\lmhuni, 2016.
Autodesk Maya 2016, Basics euide.

4. Autodesk Maya 2015 4 Comprehensive ( side, ePyl cBook Kindle pj F, 2015,
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