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DOWNLOAD MAYA PLE

Maya personal learning editiopredstavlja posebno verzijo programske opreme Maya, ki ima sicer polno funkcionalnost,
vendare S y I YSy2Syl dzSyedAafyegFSIRBKERDERE /AKX HzBIF RT RRO6AGS
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registracijo in povezavo za prenos, katero kliknemo in prenesemo program. Prav takoaepimA f a {(f 2dz6SY ®

Autodesk Maya Personal Learning Edition Trial
Download
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Slikal - obrazec za pridobitev programa
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Thank you for registering!

Here is your Software Key for Autodesk € Maya € Personal
Learnina Edition:

20617691

eed this Software Key to install Autodesk Maya Personal
clition.

Download Maya Personal Learning Edition

Winiows 20800
1. Download now (~ 273 MEytes)

2. Double-click an the fils myp_maya701ple_en_win.exe to

install
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@) Maya Personal Learning Edition 7.0.1: Auntitled
File Edit Modify Create Display Window Lighting/Shading Texturing Render Toon Paint Effects Help

[Fonteis | N W R BBE|Z+&2@H 0?2 2|V B O|0HE

General | Curves | Suraces | Polygons | Subdivs | Deformation | Animation | Dynamics | Rendering | PaintEffects | Toon  Custom |

List Selected Focus Attributes Help

Make a selection to view attributes.

Notes:
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Slika3 - prvi pogled programa

Ustvarimo kocko da najprej spoznamo nekaj osnovnih funkeijnaredimo s pritiskom na zavihffkolygons]v odseku
»shelf«in nato pritisnemo gumb s kocko. S tiplkg fokusiramo kamero na izbrani predmet, stipfg LJ- 2 Y2326 A Y
seld SYA ylI6AY 6&aKFIRSR Y2RSu®

@Maya Personal Learning Edition 7.0.1: .Muntitled --- pCubel

File Edit Modify Create Display Window Lighting/Shading Texturing Render Toon Paint Effects Help

nw ‘&Iaom Jova WO B olanlsgEEE
|

List Selected Focus Attributes Help

pCubel  PCubeShapeT | polyCubel | itialShadi | tembert |

3 Fe
mesh: [pCubeShapel L L"il
==

Tessellation Attributes
Mesh Component Display
Mesh Controls

Displacement Map
Render Stats
mental ray

Object Display
Node Behavior
Extra Attributes

Notes: pCubeShapel

Select I Load Attiibutes I Caopy Tab |
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HelpLine: Displays short help tips for tools and selections
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premikamo gor, dol, levo, desnp desnirr@ pa jopremikamo naprej in nazaj.

S pritiskom na tipkdspace] in s kazalcenv 3D oknyd Sy I Y »foig YidwO Srtografski pogled od zgor&[ OP)
spredaj(FRONT)s strani(SIDE)n perspektivni pogledPERSPECTIVE)

View Shading Lighting Show Panels View Shading Lighting Show Panel:

#0T FOR COMMERCIAL USE

View Shading Lighting Show Panels View Shading Lighting Show Panel

#0T FOR COMMERCIAL USE HOT FOR COJIMERCIAL USE

Slika5-O BASNINI T £ A6y A L3t SRA

Y2 LINBAGLl @A Yeha eriégddd fely podldddv pohoSno pritisnemo tipkdspace] seli | LI2v@Sografskin
pogledih (top, front, side) lahko premikamo kamero in predmete le po dveh (ads) ki so vidne v levem spodnjem
kotu.

View Shading Lighting Show Panels

NOT FOR COMMERCIAL USE

Slika6 - osi za orientacijo
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View Shading Lighting Show Renderer Panels
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E‘ vesswans i N@ levi strani je okno z orodjotlbox). Prve2 ikone¢ o f Ac€) 56 2a izbiranje predmetov in element®od
| VE2AYA &2 0o Al12yS 1+ LINBYAL Y2 SLI20YY 2/eUS0 | KA Sa/6230 | d
moye. yl2ao2tea dal2Nrofala2 1T Y2RStARNg28R2bloi2y0dz @ (5

e Premikanje (MOVE) [W]
e Vrtenje (ROTATE) [E]
e t20S6&BRYEF20OSBLy2S 6{/!'[90 w8

CEL

View Shading Lighting Show Renderer Panels

PREMIKANJBOVE)
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predstavlja.Sredinskkvadratek pa nang2 Y 2 3 grénlikanje po vseh oseh hkrati.

View Shading Lighting Show Renderer Panels
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Tukaj so h YS & (2 kackizG6kat@imi oblikujemo velikost predesta po
R2E268YAK 24y {YNBRYFARNIT YSNY 2 LR2GS
predmeta, po vseh oseh hkrati.

View Shading Lighting Show Renderer Panels
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Slika8 - letalo ME 262 A
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se bodo shanjevale scene, ki jih bomo naredili in za textuedi pa uporabimo funkcijfluse Defaults]in nato kliknemo

[Accept].

(!;?‘,,};A@ya Personal Learning Edition 7.0.1: untitled

G dit Modfy Create Display Window Lighting/SHGD oA (o

New Scene Ctrl+n =] h k
Open Scene... Ctrl+o O boons ISul Location JCAD and Settng
— = .
Save Scene Ctrl+s [= l B rmml
Save Scene As... 0| " s »
Save Preferences v |Project Data Locations
—— Panels Images |

Optimize Scene Size o Source Images [
Import... o Clez |
Export All... ] Sound |
Export Selection... o Paticles |

: — Render Scenes |
:!ew Ismage... Degth ]

iew Sequence... o T
Create Reference... Ctrl+r [n} m]

Reference Fditar, L Textures |md J
Project e — Mel
Recent Files WPaintTestures |
Recent Increments meniakey |
Recent Projects » _~|Data Transfer Locations

DXF v
Exit Chrl+
A Accept UseDefouts | Cancel |
Notes:

Slika9 - ustvarjanje projekta
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Potem ponovno kliknemo zavin€kA £ S B t NiBye §/G i 25 LP2SAi€kD o YravkaY usthazlsbin kifknemo
»vredu. Tako se bodo vse datoteke shranjevale v to mapo

Ll gl Y2 RS ¢ tSGl I AY I ha pdvéz@Esﬁoda@terféﬁé&g’@lﬁn jshrBrintD dziapa 1 f A
»teksture«.

e Side
e Top

Lahko paustvarimo tudipoljuben model. Tatorimo tako, da goljubnim programom za risanje naredimo obris letala v
pogledu od zgorajin s stragiLJ2 OSf BINB RHR M yB FeRIE 2L320N) By | Y232 RIE &dF ud A&l
razdelimo invsako posebeghranimo v velikostipr. 512x512v mapo »teksture, ki se je ustvarila, ko smo ustvarili nov
projekt.
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& Adobe Photoshop

File Edit Image Layer Select Filter View Window Help
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http://shrani.si/o.php?side1110955.jpg
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PRIPRAVA SCENE

V programu Maya Pl _Estvarimo novo scenFile > New Scenefpod zavihkonfiPolygons]ustvarimo nowobjekt »plane«
in v »Channel Box« atribudi LINBS Y Sy A Ydovrad S OA f 2

R Autodesk Maya 8.0: Auntitled - pPlaned...
File Edt Modify Create Display Window Select Mesh EditMesh Proxy Normals Color CreateUVs EditUvs Help

e @Ml ReB|z+2eH*07? am|B.20|aE

Anclin | Deformation | Cloth ~ Polygons  animation | Curves | Dynamlcs] Flids | Fur | General | Hair | PaintEffects | Rendering | Subdivs | Sutaces| ¢ "

B Charnels Object

pPlanel
TranslateX 0
TranslateY 0
TranslateZ 0
RotateX 0
RotateY 0
RotateZ 0
ScaleX 1
ScaleY 1
ScaleZ 1
Visibility_on

SHAPES
pPlaneShapel

INPITS
polyPlanel

Width 1
Heioht 1

Subdivisions Width
Subdivisions Height [l |

LieateU ¥s Wone

_ <« | >>
Izz Iu 7.0 ves | 1| | | | | | per
[24.00 [48.00 w [NoCharacter Set w0 &
=]

7| Goto end of playback range

Slikall-dza (4 @ NESy2S NBFSNBYGSYyAK 202851020

Sedaj lahko ustvarimo nov matergteksturo letala od zgora] (f )\ 1ySyz ‘5\ iyberBnbldatelads > Assig new

material > Lamberda F G SNAF £ = LINBAYSydz2SY2s Ay 1fA1YSY2Tudadnnémoa
gumbFile

R Autodesk Maya 8.0: .untitled - pPlanel

Fle Edt Modfy Create Display Window Select Mesh EditMesh Proxy Normals Color CreateUvs EditUVs Help

Transparency

B ;
antierscoio [
)

= [Pobgons = @ *0? aR|BRN%0|0E
Ancli = - = Fu | General| Hair | PainiEffects | Rendering | Subdivs | Surfaces| 41>
4 Options  Help ~
Materials  Textures ] Lights | Utiities | p ‘“" ’ ‘ s‘ ‘
2 r i e 8 - -
X [~2D Textures Selected Focus  Attributes Help
e ((: Hond i net | pPlaneShape1 | polyPlanel Pogled_od_zgorai |
S As projection |
s stencil
ks F
Q’ ‘ lambert: |Pogled_od_zgorai £ | Foos |
Buige Checker B | _Presets |
e
Q m Cloth . File Material Sample
— | tang
‘ T Fluid Texture 20 Fvaclal
= | SR Type |Lamben &
‘-‘L | 8
4
Pl

‘ Common Material Attibutes
|

b v
v P— &
Close | otes: Pogled_od_zgoral
=S |
. Select | Load Attibutes | CopyTab |
'§ o 2 4 6 8 10 12 14 16 18 20 22 24 o0 yas| | ! | |
| A N S T I O (N Y ol [l Ll
= [100 1.00 3 |24 00 |4s 00 v INo Character Set w0

]

| Copy the contents of the curient tab into a new floating window
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morali na objektu videti risbo letala.

A Autodesk Maya 8.0: Muntitled - pPlanel
File Edit Modify Create Display Window Select Mesh Edit Mesh Proxy Mormals Color Create U¥s EditUvs Help

fravors R EEHERRB|Z+EL20H *»0? aR|BVRN® 0| E-ﬁ;;

Anclm] Defarmation | Cloth ~ Polygons lAmmanon[ Cuvves] Dynamlcsl Fluids ] Fur [ Geneval] Hair ] PamtE"ecks] Rendeung' Subdws' Suvfaces

nnst.o.a@&hb@‘lﬁaaa$§tiﬂ

View Shading Lighting Show Renderer Panels

List Selected Focus Attributes Help

top_view |

w] | F
file: [lop_view— %] ocus
Presets

(3

Testure Sample

| +| File Attributes

Filter Type | Quadratic v

I Pre Filter

]| pre— | Sy

Image Name [C:\Documents and Settings\Administiate =
L] 1 L

Notes: top_view

|

A Select | Load Attributes | Copy Tab I
. 2 4 6 8 10 12 14 16 18 20 22 24
1.00 LEERN b Nl | L
R ol Ll oo o
1.00 |

'|z4.uu |4s.00 v INo Character St w0

Slikal3- nalaganje slike v texturo

Izbran objekt podvojimo @ f Ac@]@t®+D]in ga zavrtimo po ogl, za-90°. Tako kot smo to nauili za prvo ploskev, tudi
sedaj ustvarimo nov material, le da ga tokrat preimenujemo kot »Pogled s strani«, in mu dodelimo teksturo »side«.

Pa0GFENRAY2 OS y2@02 LXIFadg o[ @SN Ayt Bv\y‘-.}érméleﬁswimmmm I LING
hoa2aS0laod 5NHAA 1QGFRNIGS]T 1T £S@S LINARGAallFY2 (12 R2f32
predmetov, ki so dodeljerii S2 LJX | 80A X yS Y2NBY2 AT ONIGAD { 1EA12Y VI
izklopimoAklopimo vidljivost predmetov, ki so dodeljeni tej plasti.

A Autodesk Maya 8.0: Auntitled --- pPlane2...
File Edit Modify Create Display Window Select Mesh Edit Mesh Proxy Mormals Color Create Uvs EditUvs Help

v CjR@@sSR|Z+ L2 0? aR|NVC. 0|0 BEHE
: Anclin | Deformation | Cloth ~ Polygans ]Anlmatlon] Curves | Dynamics | Fluids | Fur | Geneval] Hair | PainiEffects | Rendering | Subdivs | Sufaces| <] » Sed aJ I ahko sceno Shranlmﬁlle >

I.' . " *06d @ kh@‘“‘ﬂ"‘&“ Save) z imenom #riprava

== 4 ®© 7| strani 01«. Pot kamor se bo scena

" Lﬁli”'?m;feﬂii AKNI YAt S avz R2f2
smo ustvarili nov projekt in je ne

IEIE] Spreminjamo po nepotrebnem_

<« | >
A ves 1| || | ]| PR e

'|24.uo [+8.00 w [NoCharacter Set )

I.§ Go to end of playback range
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premikamo posameznevertexe«. Paziti moramo, da je ne premikamo po &dn da ne spreminjamo simetrije.

(@) Maya Personal Learning Edition 7.0.1: C:\Documents and Settings\idministrator\Desktopiletalo Me 262 AlscenelPriprava_sce... [= | : X
File Edit Modify Create Display Window Lighting/Shading Texturing Render Toon Paint Effects Help

e | D@B | RRR[Z+L20H 0?7 AR[B2 20| acUBRE

8= oFe a—
Generall Cuwesl 5u|[aces| F‘ulygonsl Subdlvsl De!ormatlonl Anlmalmnl Dynamlcsl Rendelmgl PalnlEffectsI Toon  Custom | ﬂ
thltq.c.i@&b&i;&ﬁt.atts;
= Yiew Shading nghtnng Show Panels - _!_ ‘& 0‘
Channels Object
pCubel |
Translate X 0
Translate Y 0
Translate Z -0.03
Rotate X 0
Rotate'Y 0
RotateZ 0
Scale X 0.151
ScaleY 0111
ScaleZ 0111 =
Visibilty_on il
SHAPES
pCubeShapel
INPUTS
polyCubel
Width 1
\ Height 1
e - Z = Depth 1
‘ Subdivisions Width 2 L4
\lm FOR @mcm USE MAT FOR COMMERCIAL USE Subdrisions Depth: 1 vl

IM IB 13 zn 22 24 |m—j—l U—_I»J,Uﬂ».‘
— [2400 [4800 W [N Character Set 0|
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Slikal4 - dodajanje poligonov

Da bomo lahko izvajali funkcijo »extrude« tako kot jo potrebujemo v tem primeru, moramo najprej nastaviti naskednje:
zgornjem levem kotu, je okvikjer lahko izberete »Modelirgkar spremeni meni, prirejen funkcijam za modeljea Nato
nastavimo Polygons > Tool Options > Keep Faces Together

Sedaj izberimo sprednje 4 poligoimrekliknemo ikono za »Face Extrude« t NA 1+ OS &S YI y A Lddz | 2 N
7,inL32 Y I y 2p0Vsahdseh (kliknemo enega izmed kvadratkowato kliknemosredinskegh kot je razvidno s slike



ya Personal Learning Edition 7.
Edit Modify Create Display Window
8} % —

General | Cuves | Sufaces Polygons | Subdivs | Defomation | Animation | i APPend to Polygon Tool
B | NT—~F Z = Combine
‘ ' ' ‘ .‘.‘ Separate
P—— Transfer
Wiew Shading Lighting Show Panels View Shading Lightin  Booleans »
Mirror Geometry
Mirror Cut

ocuments and Settingsi
Curves Surfaces Edit NURBS.

trator\Desktop\Letalo Me 262 A\scene\Priprava_s
dit Polygons  Polygon Uvs  Subdiv Surfaces  Help
|®olacs

tom |

E=

Q0

Smooth

Smooth Proxy ctrl+
Unmirror Smoath Proxy
Poly Crease Tool

Average Vertices
Triangulate
Quadrangulate
Cleanup

top

View Shading Lightin ~ Reduce
Paint Reduce Weights Tool

/@0 00 O‘DODO‘OD Q

v Convert Selection
Smart Command Settings
Reset to Default Settings

g4 [rj_[J_lJ_”’Jﬂ

|
_ 400 [sa00 Jro Character Set
Keep Faces Together: Check for Extrude/E stract/Duplicate to move the faces as a whole instead of separately

Slikal5 - opcija "keep faces together"

To ponovimovseod konice letala ddkoncarepa.2Y I y 20l Y2 y2@2 yladaltS LRtAI2yS G ]

() Maya Personal Learning Edition 7.0.1: C:\Documents and Settings\dministrator\Desktop\Letalo Me 262 A\scene\Modeliranje__..
File Edt Modfy Create Display Window Edit Curves Surfaces EditNURBS Polygons EditPolygons PolygonUvs Subdiv Surfaces Help

Jieeis R @R REB|Z[+L2eHx0? ak|{BS0|arHE

General | Curves | Sufaces Polygons | Subdivs | Deformation | Animation | Dynamics | Rendering | PaintEffects | Toon | Custom |

View Shading Lighting Show Panels View Shading Lighting Show Panels

.4333

/ -
‘iﬂn COMMERCIAL USE

i i s 10 1z 14 I1E Iﬂ Izn Izz 24 ,——jJJJJJﬂﬂ

Select Tool select an object

Slikal6 - urejanje trupa

w o62f 202 @kdopirhoRinkaigsXil 8¢ K1 @l 12 GARAY2 &al121 A 206281468z 11
Ray).

' Shading

High Quality Rendering o
Wireframe 4
v Smooth Shade Al
Smooth Shade Selected Items
Flat Shade All
C Flat Shade Selected Items
Bounding Box

Points I

Use default material

;ighting Show Panels Yiew Shadi
3

&

View Shadi

Interactive Shading

Slikal7 - funkcija "XRay"



V naslednjem koraku bomo prebovali nekaj novih orodij, zato bomo najprej ustvarili lasten zavihek v polici (Shelf Tab)

bl £S@A aldGNIyA LRtAOS 2S5 6Ny GNR{12GyA1Z 1A YIY 2RLINBE Y
ime novega zavihka na polinpr. »Modelianje_Anclin« (POZOR: presledki niso dovoljeSi¢daj se nama policiLJ2 { | O S
nov zavihek s tem imenom, kamor lahko dodajamo poljubrie Ac€oybdij, ki jih najbolj uporabljamdlo naredimo tako,

da v menijski vrstici kliknemo enega izmed orodij, m¥dte| 2  RINIDA Ofr

(" Maya Personal Learning Edition Z:0-4% S\untitied
File Edit Modify Create Display Window Edit Curves Surfaces Edit NURBS Polygons  Edit Polygons  Polygon Uvs  Subdiv Surfaces Help

uoseirs [N EHSRB(Z+&2eH *»0? 8RR (VRSSO0

Generall Cuwes] Surfacesl Polygonsl Subdivs] Defotma!ionl Anima!ionl Dynamics] Henderingl PainlEﬂectsI Toon I Custom

-

21 Shelf Tabs L— ’ =
g Show Panels ZE 8= == & ol’

Shelf Editor... 0 0
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Tako dodajmo naslednja orodja:

e Edit Polygons >
0 Extrude Face
o Split Polygon Tool
o Merge To Center
o Split Edge Ring Toll

e Polygons
0 Smooth
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