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_Part 1I* General Operation Commands )

Work in pairs. Match each of the following Chinese terms with its English

equivalent.

A BA
D. KY4w T

B. B
E. $8EXTFRAR

C. ZHEZIf
F. R
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2. [ ]
Import
T T
;Genaralmtlons——— 11
? Remove duplicate shading networks ;
File type: | Best Guess -
R!'W'I:.’ n’q,’ Vtui > NS — rE | &
¥ Preserve references
Load Settings | Load al references =~
Name Clash Options 8
¥ Use namespaces
Resohve: [alnodes v " [the e name v 2
3 | ]
QOutliner
4. [ ]
Wireframe Color
Sa [ ] .
Parent




6.

[ ]

Freeze Transformations
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 Freeze: [V Transiate) R T
¥ Rotate T
¥ Scale =
™ Joink orient
™ Normals -
~ r ¥
Freeze Transform Apply l Close |

Read the terms in the box and pick out those that match with the Chinese
terms below.

15,
17.
19.

:—‘\O\IUIWn—A

T 2. PR BRI

TSI BT 4. WiH

MR R Xk 5 X 5 6. WS E—kERAE

At 8. Fajst

W/ SR 10. ‘@7R

SENLES 12. (REFBHES
. MEER 14. ZHGEE

FEAH P 5 16. BLHR

WG 18. SKHRZwfH &%

IS e 20. JEHHK G
Undo Convert Setting / Preferences
General Editors Redo New Scene
Delete by Type Reference Editor Hide
Rendering Editors Relationship Editors Show
Locator View lmage Recent Increments
Center Pivot Ul Elements Save Preferences
Heads Up Display Lasso Select Tool Duplicate Special
Optimize Scene Size Snap Align Objects Project
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Group work. Read the following terms and try to translate them into

Chinese.

1. Recent Commands List 2. Paint Selection Tool
3. Invert Selection 4. Level of Detail

5. Make Live 6. NURBS Primitives
7. Polygon Primitives 8. CV Curve Tool

9. EP Curve Tool 10. Export All

_Part #+ Technical and Practical Reading )

Read Passage A and then try to speak out in groups the common expressions

given in the brackets.

1.
2,

10.

The Maya (H P 54H) includes a number of tools, editors and controls.

To work with objects, you can enter values using coordinate entry or you can use more

(GEHA3DERFELR).

. These dimensions are defined by the (FE% ) which are labeled as X, Y

and Z.
As you CENL. 4a/EETER) your objects, these three axes will serve

as your main points of reference.

You can make surface live in order to work directly in the (UVAsbRZS[a])).

In Maya, you visualize your scenes using (BRH) that let you see into the
3D world.

(ZERLE) let you see your scene as if you were looking at it with your

own eyes or through the lens of a camera.

(IEZZ#% 5240 E) are parallel to the scene and offer a more objective view.

They focus on two axes at a time and are referred to as the (TR 3%

LB AIRTHLA).

(FHE{%) can be placed onto the camera so that, as the camera moves,

the plane stays aligned.
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The Maya user interface includes a number of tools, editors and controls. You can access
these using the main menus or using special context-sensitive marking menus. You can also
use shelves to store important icons or hotkeys to speed up workflow. Maya is designed to let
you configure the user interface as you see fit.

To work with objects, you can enter values using coordinate entry or you can use more
interactive 3D manipulators. Manipulator handles let you edit your objects with a simple
click-drag.

Maya’s user interface supports multiple levels of undo and redo and includes a drag-and-
drop paradigm for accessing many parts of the workspace.

In Maya, you will build and animate objects in three dimensions. These dimensions are
defined by the cardinal axes which are labeled as X, Y and Z. These represent the length (X),
height (Y) and depth (Z) of your scene. These axes are represented by colors — red for X,
green for Y and blue for Z.

As you position, scale and rotate your objects, these three axes will serve as your main
points of reference. The center of this coordinate system is called the origin and has a value of

0,0, 0.

Fig. 1 The cardinals axes

As you build surfaces in Maya, they are created with their own coordinate space that is
defined by U in one direction and V in another. You can use these coordinates when you are
working with curves on surface objects or when you are positioning textures on a surface. One
corner of the surface acts as the origin of the system and all coordinates lie directly on the
surface.

You can make a surface live in order to work directly in the UV coordinate space. You
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will also encounter U and V attributes when you place textures onto surfaces.

Fig. 2 UV coordinates on a live surface

In Maya, you visualize your scenes using view panels that let you see into the 3D world.
Perspective views let you see your scene as if you were looking at it with your own eyes or
through the lens of a camera. Orthographic views are parallel to the scene and offer a more
objective view. They focus on two axes at a time and are referred to as the top, side and front
views. In many cases, you will require several views to help you define the proper location of
your objects. An object’s position that looks good in the top view may not make sense in a side

view. Maya lets you view multiple views at one time to help coordinate what you see.

Perspective view

Pile Edit Sedify Creste Dismpley Vindew Awsets Bdit X . Ao
e ]-"oa--fo&'tluu. LR IRCE

Lighting Show Render -.ly
SNE BED oW ¢ & i = Dl

Lightisg Shew Renderwr P Taals
ISRE BENigves /i W S D@EE | LARLT LR TR 1 |

| S ol Y Y o Y Y o oo i o o o
Y . T

- |
> Orthographic views

N (e L e W W)
0

% wlerein  wltoeain oG

Fig. 3 Orthographic views and Perspective view
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To achieve a particular view, you look through a digital camera. An orthographic camera
defines the view using a parallel plane and a direction while a perspective camera uses an eye
point, a look-at point and a focal length. When you work with cameras, it is possible to place
special backdrop objects called image planes onto the camera. An image plane can be placed

onto the camera so that as the camera moves, the plane stays aligned.

Fig. 4 Image plane attached to a camera
The image plane has several attributes that allow you to track and scale the image. These

attributes can be animated to give the appearance that the plane is moving.

Fig. 5 Image plane seen through the camera
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Read the passage again and then work in pairs to fill in the blanks with the
missing words or expressions to complete the following statements.

1.
2

You can use to store important icons or hotkeys to speed up workflow.

To work with objects, you can enter values using or you can use more

interactive 3D manipulators.

. In Maya, you will build and animate objects in three dimensions, which are defined by the

cardinal axes labeled as

As you build surfaces in Maya, they are created with their own that is

defined by U in one direction and V in another.

. Perspective views let you see as if you were looking at it with your own
eyes or through of a camera.
Orthographic views focus on at a time and are referred to as the top, side
and views.

. An orthographic camera defines the view using a and a direction while

a perspective camera uses an eye point, a look-at point and a

. The attributes that allow you to track and the image can be animated

to give the that the plane is moving.

n Work in groups and discuss the following questions.

wvi AW N =

How can you access the tools, editors and controls of Maya user interface?

What is the special function the manipulator handles offer to help you edit?

What do X, Y and Z stand for in building and animating objects in three dimensions?
What coordinates should be used when you are working with curves on surface objects?

What tools can help you visualize your scenes in Maya?

Complete the following sentences with the words in the box. Change the form

where necessary.

. Youth crime overall is on a slow but steady downward

align curve dimension attribute perspective
animate value texture axis visualize
. The desks were neatly in rows.




Unit1 Understanding Maya 7/#25% NG

3. The temperature does not reach its maximum for some time.

4. What he needs is a drawing, not just a plan.

5. These are characteristic of synthetic products.

6. When we think of a spectrum, we usually bands of colors.

7. In Maya, there are several different ways in which you can your scenes.

8. The of the earth is an imaginary line through the North Pole and the
South Pole.

9. A line has one dimension, a plane has two dimensions, and a cube has three

10. Matured over 18 months, this cheese has an open, crumbly with a

strong flavor.

u Read Passage B and then work in groups to complete the statements with the
information from the passage.

The Dependency graph is a node-based architecture, which gives Maya its

A single node or a series of connected nodes describe in Maya.

Nodes define all object types in Maya including geometry,

SO VS R o I

Each node is defined by that relate to what the node is designed to

accomplish.

5. One of Maya’s important features is that you can animate virtually every attribute on

6. A finished animation results when you begin making between attributes

on different

7. When working with transform nodes or joint nodes, you can also build

which create a different kind of between your objects.

8. When you are building characters, you use

9. These hierarchies work just like object hierarchies by
10. In Maya, every time you use a tool or open a window, you are using MEL, which stands

for




