BSc(Hons) CGD / CGV
       
                        Maya Scripting - Level 4

EXERCISES 

Lecture 4
if( rocket.translateY > 0.0 )

{

setAttr "rocket_shader.color" 1 0 0 ; 

}

else

{

setAttr "rocket_shader.color" 0 1 0 ;

}
· Load the rocket.mb scene

· Paste the script (above) into the expressions editor

· Set up a simple animation – using start and end key frames to animate the movement of the rocket along the y-axis

· Set the starting xyz position of the rocket to 0 0 0

· Set the end xyz position of the rocket to 0 20 0

· Check your expression script is performing as expected

· What happens?

· Modify the expression above, to change the colour of the object when the rocket gets moved along the x axis

· Do the same for the z axis

· Re-write expression to smoothly ramp the colour of the rocket based on object’s precise y-position

· Extend this expression to adjust the colour of the rocket as a function of its xyz position as follows:
· Use the x coordinate to control the Red component of rocket_shader
· Use the y coordinate to control the Green component of rocket_shader
· Use the z coordinate to control the Blue component of rocket_shader
· Add some basic error checking to ensure the xyz values being used to set the colour are always within the range 0 – 1 before being used
· Load the ball.mb scene file

· Write an expression to control the movement of the ball (without using key frames) as follows:

· Add a small (0.01) velocity to the objects y translation using the Extra Attribute - Velocity 
· Stop the object if it reaches an upper limit of 10.0 units in the y axis

· Modify your script to bounce the ball back in the opposite direction when it reaches this upper limit.

· TIP> you can do this by changing the sign of the Velocity attribute (found under Extra attributes tab ) to control the direction your object travels
· Use the geometry of the cube object to contain your bouncing ball, i.e. bounce the ball off the inside walls of the cube object
· TIP> Query the dimensions of your cube and use these values to limit the movement of the bouncing ball

· Resize the cube and then re-run your animation

· Add basic containments checking to your code to ensure the ball remains inside the cube at all times
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