Maya Foundations: How to use transparencies, to animate a camera

with a target and to render an animation
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Part 1- This tutorial shows how to remove the background of a picture, for
example a character shot in front of a monochrome background. The scene is
created using the following pictures. Please note that this tutorial presents simple
texturing methods for students taking their first 3D class. Other types of texturing
workflows will be covered in later classes.



In Photoshop, select and remove the background from the picture of a standing
man. Create a mask or a black and white version of the standing man.

Select the black color as a foreground color. Select the background with the
magic wand. Go to Select > Inverse.

Go to Edit > Foreground color, in this case black color.

Keep in mind that
- black areas will be rendered opaque in Mayaan d
- white areas will be rendered transparent in Maya.
Save the Black and White file as man-alpha.jpg

At this point, create a new folder, for example “street scene” for all the assets
created for your new scene. You will save in this folder pictures as jpegs and
and later your Maya scene

You can also save psd, png and other formats. If you use TARGA files: you can
create the same Photoshop process saving a targa fi  le with an alpha
channel

In Photoshop, select and remove the background. Create a new empty layer
called by default “Layer 1”. Rename “Layer O” the layer for the character’s color
image. Move “Layer 1” to the bottom of the stack. Save as TARGA file



Let's open Maya, Go to Create > Polygons primitives > Plane. Check the square next
to Plane in order to access the plane parameters.
The billboard is created from a plane has the following parameters
- The size should be a multiple of the Photoshop image
for example if the image is 200 by 400 pixels the plane can be width = 2 and
height =4
- the resolution - subdivisions = 40 by 40 in order to insure enough geometry to
catch lighting effects. Go to the attribute window on the right, select the
polyPlanel tab, select subdivisions = 40 width by 40 height.
- Important check the axis X=0 Y=0 Z=1

You can also access the plane parameters after creating the plane under polyPlanel in
the Attribute Editor.

Let's add materials and textures to the plane,



Go to Windows > Rendering Editors > Hypershade.
Go to the Materials Tab, select a Lambert Shader icon. Middle mouse click and
drag the Lambert Shader icon in the Work Area.

Go to the “Create All Nodes ( Left Side of Hypershade window) > 2D Texture >
As Projection > LMB on File. A shader network is added to the Work Area ( Right
Side of Hypershade window). Select Projection (the icon turns yellow), MMB +
drag on top of Lambertl. In the drop down menu select Default.



Step 1 LMC on Filel icon. Go to the Attribute Editor.
Step 2, load the texture, for example man.jpg. The thumbnail image confirms that
the texture is loaded inside Maya.

Let's check what we have inside the 3D window. Make sure that your settings
can display the textures



Go to the 3D window. Select Shading > Smooth Shade All > Hardware Texturing
> High Quality Rendering. You can see the texture but position and scale don’t
match the size of the billboard.

Go to Hypershade > Work Area, LMB on projection icon
In the Attribute Editor, LMB on Interactive placement and Fit to Bbox buttons



Go to the 3D window.

Select Shading > Smooth Shade All > Hardware Texturing > High Quality
Rendering. You can see that the texture matches the size of the billboard.

We will repeat the same steps to create a transparency using the BW image or
man-alpha.jpeg.

At this point you may want to rearrange the icons in Hypershade > Work Area in
order to keep the shading network will organized and easy to visualize.

If the Graph Network is not visible go to Hypershade > Materials > RMB on
Lambert 1 and select Graph Network



Let's add a second 2D texture for the transparency channel.

Rearrange the icons of the second graph
Connect Projection 2 and Lambert 1 MMB + drag on to Lambertl icon
select the Transparency channel.



Now we repeat the same steps used for the previous graph,

LMB on File2. Go to the attribute Editor > File2 tab > Image name, open the file
Man-alpha.jpeg

Once the shader network is connected, you can see the transparency inside the
3D window. (For best results: Select Shading > Smooth Shade All > Hardware

Texturing > High Quality Rendering)



Top view, the projection for transparency and default projection -original image-
do not match. Let’s correct this.



Matching transparency and original image
IMPORTANT NOTE. If you plan to animate the billboard with the character Move

Rotate Scale etc...

You need to parent the Texture nodes with the 3D plane used as a billboard
Go to Windows > Outliner, select the texture node, red cube icon. Select the
pplane of the billboard, blue icon > press P for parenting

Repeat for each texture node.

In Outliner,before parenting.... After parenting
Now you are ready to animate the billboard + picture

In the following illustration a blue sphere is placed behind the character in order
to reveal the transparency.



The first step is to bring the wall with windows from the previous exercise. Open
your wall + window project file. Go to Window > Outliner. Middle mouse click on
an object’s name and drag the name on top of the parent object. For example
pCube 1 — the window — is the parent object. Other elements of the scene
become children of pCubel. You can group the elements, if you have a more
complex scene with several parents. Save your file as WallWindow-grouped

Open the people file. Go to File > Import > select a model of a wall created in the
previous tutorial..

Go to Create > Cameras, Camera and Aim. Go to Window > Oultliner, select the
camera’s aim. Middle mouse + drag and make it the child of one of the people.



Please note that the camera will always follow the target or aim which is attached
to the Lady billboard.

Let's animate Lady billboard walking around the corner. The Camera can turn
around the corner while using the billboard as a target.



Go to frame Zero, select the Lady Billboard, press the “s” key to create a
keyframe.

Move the needle of the timeline to 500 — if 500 is not visible change the following
setting to extend the timeline. You can repeat the same steps and keyframe
camera movements, light color changes ....



Move the Lady billboard to the right of the window, press “s” again to create
another keyframe.

Frame Zero...move the needle in the timeline render a frame.... render one
frame every second...... until the last Frame.

Let's render the whole animation, Step 2 go to Window > Rendering Editors >
Render Globals - or from the rendering window, open the Render Global Settings
window. Image format is very important since it formats your final work. For this
assignment | suggest to render a sequence of jpeg images . This is better than



rendering a movie because you avoid image compression second in case of a
computer crash you don’t loose the whole movie.

If you want to change the directory where the sequence will be saved - for
example | strongly suggest to create a folder on the Desktop for your renderings
which is faster than saving each frame on a server - go to Edit > Change Project

Directory.

Go to Render > Batch Render to start the rendering .
-or go to Cancel Batch Render in or order to stop the rendering.



Open the folder where you saved the frames. Edit the frames as a Quick Time
Movie. This will be covered in the next assignment.



