ARTG 3601    
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Overiew of Day 2
I apologize that I couldn't get the projector working today, hopefully this will help you all.
Setting up your New Project
Click File -> Project -> New      Give your project a name, then hit Use Defaults which will create all default folder names.  You can edit these if you like.  Then hit Create.  (On windows these will be located under My Documents -> maya -> projects)   Will be the same on the Mac OS, just not sure where they are located.    Save your models in the Scenes folder. (And remember to save often, don't just save over your file, make numbered saves.  ex.   Monster_1,  Monster_2...)                                    
When switching from one project to another go to File -> Project -> Set   then select the project you wish to work on.  This will set up your directories to match that project.
Hotkeys

Click Space in the viewport - brings up all 4 perspectives, clicking space while mousing over any of these will fullscreen that perspective.

Holding Space in Viewport - Brings up all of the options available to you at the top of the screen along the toolbar.  Fast way to create Polygon primitives (located under Create)

F - This will move the camera to auto focus on whatever object (mesh) you have selected
Modes
F8 - Object mode (Selects whole object(mesh))

F9 - Vertex mode, allows you to select and manipulate verts

F10 - Edge mode, allows you to select and manipulate edges

F11 - Face mode, allows you to select faces to manipulate and extrude

Manipulator Tools

W -  Move tool  (When moving verts you can hold V and it will snap the vert to other verts, or hold X and it will snap along the grid)  
E - Rotate Tool

R - Scale Tool

Other tools  (pressing G will do the last operation again(such as extruding))
Merge - If you have two verts near or on top of each other, select them both then hit Merge (Under Edit Mesh).    You must do this if you want two verts to become one.
Extrude - Select a face and select extrude to bring up the move/scale manipulator that allows you to move and scale your new faces.

Split Polygon Tool - Right click along and edge and you can drag to place the initial vert.  If you drag it all the way to the end of the edge where the vert is, it will merge with that vert.  Then click and drag your next vert.  To finalize your Split, right click.

(Remember when deleting Edges to delete the Vert(s) that it leaves)

(Remember to watch out of Duplicate Faces (Faces that are overlapping each other))

View Cube (default location top right) - To turn on the viewcube if it is not there, go to Display, Heads up Display, View Cube.

Email me if you have any other questions.   tylerfluharty@yahoo.com

