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

EXERCISES 

Lecture 5 - Loops

EXERCISE 1:

· Using a for loop, create 4 spheres stacked on top of one another

· Using a while loop create and name individual cubes to make the following patterns:
· Rename the cubes as follows:



myCube_1, 
myCube_2, 
myCube_3,  etc, etc




· Modify your previous implementations to modify each objects colour values as follows:


· Create 36 cubes and arrange them in a circle about the origin
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· Modify your implementation to remove the jagged edges – i.e. align the cubes up to form a smooth curve
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EXERCISE 2:

· Using a nested for loop, evenly distribute 100 cubes in a grid formation (i.e. 10x10) across the ground plane.

· Modify your script to facilitate the even distribution of 1000 cubes across all three dimensions ( i.e. 10x10x10)

· Modify your previous script to include the MEL rand() command – to randomly distribute 10 cubes across the ground plane

· Use the MEL command sphrand()  to randomly distribute 50 cubes inside a sphere or radius 100

EXERCISE 3:
· Create a number of different primitives, and select them all

· Using a for-in statement rename all objects contained in the selection list to ‘selectedObjects_#’, where # is a unique number that starts counting from 100
EXERCISE 4:
Use a switch statement to check which type of primitive has been selected. Use the following primitive types:

· Nurbs cube

· Poly cube

· Nurbs sphere

· Poly sphere

· Nurbs cone

· Poly cone

Include error checking to warn the user that an unspecified primitive type has been selected
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