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This document is designed to go over my process for assignment 1. I start with the description
of the project (1) and my take on it, move to a listing of all of my primary files and directories
(2), and then finish it off with my narrative of the project (3), including what I worked on and
a capture of the final results.

1 Project Description
The goal of this project is to become familiar with the May interface and basic Maya commands. My plan for this project is to work through the 1-4 tutorials on the Autodesk website
to compliment the videos and familiarization that I have already done in Maya. After this is
complete I plan to create at least four (4) different assets for this project, and then will use
those assets in the creation of a simple house and yard for the supplied Lego person.

2 Directory Hierarchy
The directory hierarchy is listed below. Braces indicate folders. Sublists represent subfolders.
The file to open is indicated below:
• Kress 1
– {assets}
– {autosave}
∗ Many Many autosaves, making a HUGE file size for the project
– {cache}
– {clips}
– {data}
– {images}
– {movies}
∗
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– {renderData}
– {scenes}
∗ blockFactory (Main scene file)
– {scripts}
– {sound}
– {sourceimages}
– workspace

3 Project Narrative
I began this project by working through lessons 1-4 on the Autodesk website. This all followed
my initial exploration and setup of the settings in Maya. Due to my preference for working
on the majority of homework over the weekends, in order to ensure that as much research as
possible is accomplished, I was not able to complete much of the project by the work-in-progress
submission time.
I decided to start off the project by playing with 3D text. This seemed like an interesting
thing to work with, and took a few more minutes to get done that I had thought it would. After
getting the text made, I went ahead and applied a new material, and tried to make it look a
little plastic like. I then went and looked up the official LEGO color palette, and decided that
my first set of bricks would be LEGO Bright Blue.
After working on the dimensions for my blocks, I decided that I would not be adding the
recess in the bottom of the block as in real blocks. It would not be a major amount of work,
but for now it will not be critical. I decided to start by making a plate for which to build my
world on. The plate will use the customary green color, and is just a special case of a block at
1/3 the height, and without the .1 mm shortening for spacing.
The completion of the plate took a little longer than I had predicted, as it took me a little
bit to figure out how to get the individual nodes of the plate to group correctly, but once I got
that it looked great. I then decided to take a few minutes and get my rendering settings made,
and this took a long time. I was having a lot of problems with the scene being overexposed, so
I took some time and put in a new camera with lens filter, as well as a different light source,
and the problem still persisted. I ended up having to adjust the exposure and gamma after the
image was rendered to make it look right. Not sure why that was the case.
Next I moved on to creating all of the different brick assets I would need for creating my
scene. I created a total of six different brick types, of four different colors, and a single flower
type of one color. The brick sizes were:
• 1x1
• 1x2
• 1x4
• 1x6
• 1x8
• 2x4
I used the PhongE shading for all of the objects, and gave each different properties. So some
of the colors are more reflective or ambient than others. Overall, this took a bit of time to get
the sizes right, but once they were created they seemed to fit together well. The creation of
the final scene of the house and yard took much longer. Getting things moved and aligned was
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not easy considering the number of bricks that had to be put in place. I started first with the
fence, moved on to the house, and then added the flowers. One thing that I enjoy about the
base plate I made, is that I gave the LEGO words a higher emitting property, so in the shadows
of other objects the words shine through.
The flower is made out of flattened spheres and a cylinder for the stem, and I think they
turned out looking pretty good for the actual amount of work that they took to create.
The final product of all of the brick creating and constructing was a LEGO house and yard.
The yard and house are fenced in, with a garden of flowers in the front for the LEGO person
to enjoy.
After all of the construction, I used the render settings that I had previously constructed, and
created the series of images below. These images demonstrate the reflective properties of the
materials that I created, the LEGO text, the fun LEGO flowers, the large LEGO base plate,
and all of the different LEGO bricks.
Overall, I think that the project went well, and it was a good learning process to get the
basics of Maya and the interface figured out.

Figure 1: View of the baseplate I created
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Figure 2: Close View of the baseplate I created

Figure 3: Snapshot of the final model from the front
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Figure 4: Snapshot of the final model from the top

Figure 5: Close-up view of the front of the house
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Figure 6: Close-up view of the garden, bricks, and baseplate

Assignment 1

Kress-6

