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Autodesk:

Topic Sub-Topic Recommendation Reference Level
Anatomy Basic Anatomy Review the basic components of the human body, including Human Anatomy Fundamental
bones, muscles, and major organs.
Bipedal Anatomy Review the basic bone structure (name, location, size of primary | Biped Skeleton Fundamental
bones) of the human skeleton.
Review the primary muscles (name and location) in the human | Biped Muscles Fundamental
body.
Kinematics | Forward Kinematics Introduce how the concept of forward kinematics and how it Forward Kinematics Fundamental
relates to animation controls.
Inverse Kinematics Introduce how the concept of inverse kinematics and how it Inverse Kinematics Fundamental
relates to animation controls.
Anatomy Quadruped Anatomy | Review the basic structure of a typical quadruped skeleton. Quadruped Skeleton Fundamental
Human Anatomical lllustrate and distinguish the major differences among male, Fundamental

Variation

female, old and young, quadruped and creature anatomy.

Natural Biped Joint
Rotation

Review the natural joint rotation limits (articulation) and root of
motion (hips) of the biped anatomy.

Intermediate

Natural Quadruped
Joint Rotation

Review the natural rotation limits (the articulation) and root of
motion (hips and shoulders) of a typical quadruped anatomy.

Intermediate

Skin Deformation

Review how muscles deform skin and change the appearance
of a character’s body.

Intermediate



http://en.wikipedia.org/wiki/Human_anatomy
http://en.wikipedia.org/wiki/Human_skeleton
http://en.wikipedia.org/wiki/Muscle
http://en.wikipedia.org/wiki/Forward_kinematic_animation
http://en.wikipedia.org/wiki/Inverse_kinematics
http://www.infovisual.info/02/067_en.html

Autodesk:

Topic Sub-Topic | Recommendation Reference Level
Anatomy Bipedal Using a structural diagram of human anatomy, illustrate skeletal Fundamental
Anatomy construction with an emphasis on joint position, rotation, the resulting
limitations of movement and the root of motion (hips).
Quadruped Using a structural diagram of quadruped anatomy, illustrate the skeletal Fundamental
Anatomy construction with an emphasis on joint position, rotation, the resulting
limitations of movement and the roots of motion (hips and shoulders).
Human Using reference video, 2D and 3D sample sequences, illustrate the Fundamental
Anatomical differences in human motion due to body size, shape, age, gender and
Variation emotional state.
Kinematics Forward Demonstrate and explain (through visual examples) the application of FK Fundamental
Kinematics in the setup of a simple rig, such as a Luxo lamp or mechanical toy crane.
Inverse Demonstrate and explain (through visual examples) the use of inverse Fundamental
Kinematics kinematics to control a simple action such as a foot being raised and
placed on a box or staircase.
Animal Motion | Human Using reference video, illustrate and analyze the dynamics of the human Human Intermediate
Locomotion walk cycle with reference to each body component undergoing different Locomotion
types of forward movement (e.g. walk, run, sneak).
Quadruped Using reference video, illustrate the specific characteristics of variations in | Quadruped Intermediate
Locomotion basic quadruped motion such as walk, trot, or gallop. Locomotion
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http://en.wikipedia.org/wiki/Gait_(human)
http://en.wikipedia.org/wiki/Gait_(human)
http://en.wikipedia.org/wiki/Walk_cycle
http://en.wikipedia.org/wiki/Walk_cycle

Autodesk:

Topic Sub-Topic Recommendation Reference Level
Kinematics Forward Kinematics | Create an FK rig for a simple Luxo lamp, mechanical toy crane, or Fundamental
similar non-deforming model that is made of multiple moving parts.
Inverse Kinematics | Use inverse kinematics to animate an arm and hand placing a ball Fundamental
on a solid surface.
Animal Motion | Human Locomotion | Using reference video, analyze and communicate the structural Human Fundamental
motion of the human walk cycle with reference to the transformation | Locomotion
required by each body component.
Quadruped Using reference video, analyze and communicate the structural Quadruped Fundamental
Locomotion motion of a quadruped walk cycle with reference to the Locomotion
transformation required by each body component.
Human Anatomical | Compare the skeletal structure and discuss the resulting motion Fundamental

Variation

characteristics of a child, middle-aged, and elderly person.

Bipedal Motion

Using a simple humanoid character rig, create a series of realistic
poses to illustrate a simple action such as jumping over a box. This
should be achieved without tearing the model geometry.

Intermediate

Quadruped Motion

Using a simple quadruped character rig (e.g. cat or dog), create a
series of realistic poses for a simple motion (e.g. a pounce). This
should be achieved without tearing the model geometry.

Intermediate
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http://en.wikipedia.org/wiki/Gait_(human)
http://en.wikipedia.org/wiki/Gait_(human)
http://en.wikipedia.org/wiki/Walk_cycle
http://en.wikipedia.org/wiki/Walk_cycle

Autodesk:

Topic Sub-Topic Recommendation Reference Level
Joint Chain Joint Tool Demonstrate how to create a joint structure and discuss the Joint Tool Fundamental
Creation importance of joint orientation
IK Solvers IK Handle Tool Demonstrate how to create an RP and SC IK handle and explain | IK Handles Fundamental
the differences between the two setups
Joint Chain Orient Joint Demonstrate how to reorient a joint and explain the importance | Orient Joint Fundamental
Editing of correct orientation as it relates to gimbal lock
Mirror Joint Demonstrate how to speed up workflow by using the mirror Mirror Joint Fundamental
joint tool to duplicate joint structures and discuss the difference
between behavior and orientation mirror functions.
Constraints Point Constraint Demonstrate how to have one objects transform follow another | Constraining Fundamental
object using a point constraint Objects
Orient Constraint Demonstrate how to have one objects rotation follow another Fundamental
object using an orient constraint
Aim Constraint Demonstrate how to have an objects axis point at another object Fundamental
using an aim constraint
Parent Constraint Demonstrate how to setup a dynamic parent child relationship Fundamental
between objects using a parent constraint
Scale Constraint Demonstrate how to have one objects scale controlled by Fundamental
another objects scale using a scale constraint
Pole Vector Demonstrate how to control the pole vector of an ik handle using Fundamental
Constraint an object in your scene
Skinning Rigid Bind Demonstrate the effect of creating a rigid bind between surfaces | Rigid Bind Fundamental
and joints, comparing this to parenting.
Smooth Bind Demonstrate how to bind geometry to joints using a smooth bind | Smooth Bind Fundamental
paying attention to the different smooth bind options
Skinning: Editing | Paint Skin Weights | Demonstrate how to effectively paint weights, focusing on the Paint Skin Weights | Fundamental

Tool

different paint operations and the importance of holding weights
on selected joints

Tool

Blendshapes:
Creation

Create Blend
Shapes

Demonstrate how to create blend shapes and discuss the
importance of point order and deformation order

Create Deformers
Blend Shape

Intermediate

Blendshapes:
Editing

In-between targets

Discuss how blendshapes work and demonstrate how to add in-
between targets to create arcs in the path of the vertices

Blendshape Add

Intermediate




Autodesk:

Topic

Sub-Topic

Recommendation

Reference

Level

IK Solvers

IK Spline Handle
Tool

Demonstrate how to control multiple joints in a chain using the
IK Spline Handle Tool

IK Spline Handle
Tool

Intermediate

Animation Control
Setup

Set Driven Key

Demonstrate how to setup connections between different
attributes using set driven key

Driven Keys

Intermediate

ul Hypergraph Demonstrate how to use the hypergraph to track the flow of data | Hypergraph Intermediate
and trouble shoot problems at a more technical level
Deformers Deformation Order | Demonstrate how a surface is effected by the order of deformers | Deformation Order | Intermediate

and what is considered correct deformation order
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Autodesk:

Topic Sub-Topic Recommendation Reference Level
Production 101 | Production Workflow Explain and demonstrate the process of analyzing a typical Flowchart Fundamental
animation and/or visual effects workflow by breaking down the
activity into discrete and identifiable phases or stages.
Assignment Checklist Explain the critical importance of collecting and itemizing all of | Organizational Fundamental
the information and instructions an employee should request Structure
and receive in order to carry out a specific assignment.
Review Cycles Review the importance of including regular progress review Dailies Fundamental
of assigned tasks stressing the critical need for immediate
feedback, rapid iteration, revision control, quality assessment
(critique) and continuous improvement.
Teamwork and Group Review how successful techniques are required to achieve Group Dynamics | Fundamental
Dynamics continuous improvement and flexible pipeline integration
through individual contribution, superior teamwork, agile Agile Software Fundamental
methods, skillful coordination and effective communications. Development
Productive Pipeline Explore how sharing the personal knowledge and collective Skill Fundamental
integration skill sets of all personnel involved in the production pipeline is
a critical asset for organizational productivity and governs its Mentorship Fundamental

effectiveness, flexibility and continuous improvement.



http://en.wikipedia.org/wiki/Flowchart
http://en.wikipedia.org/wiki/Organizational_structure
http://en.wikipedia.org/wiki/Organizational_structure
http://en.wikipedia.org/wiki/Dailies
http://en.wikipedia.org/wiki/Group_dynamics
http://en.wikipedia.org/wiki/Agile_software_development
http://en.wikipedia.org/wiki/Agile_software_development
http://en.wikipedia.org/wiki/Skill
http://en.wikipedia.org/wiki/Mentorship

Autodesk:

Topic Sub-Topic Recommendation Reference Level
Production 101 Production Demonstrate the creation of a production workflow analysis using Flowchart Fundamental
Workflow a step-by-step breakdown of each individual activity and create a
flowchart that shows the relationships among them.
Assignment Select a typical animation or visual effects task or shot and explore | Organizational Fundamental
Checklist and list the detailed information and instructions required by the Structure
employee to successfully undertake the work to completion.
Review Cycles Select a representative production activity and describe the value of | Dailies Fundamental
regular feedback and critique in the form of checkpoints (sweatbox,
dailies) that evaluate the quality and timelines of the work to be
completed.
Teamwork and Demonstrate and describe a range of practical and constructive Group Dynamics | Fundamental
Group Dynamics techniques for organizing and facilitating production teams,
supporting group dynamics and communicating business, technical
and creative information across the production pipeline. Adile Software Fundamental
Development
Productive Review the importance of acquiring personal skills, experience Skill Fundamental
Pipeline integration | and new knowledge from a wide variety of sources such as
peer exchange, mentorship, communities of interest, social and
professional organizations, conferences and personal networking. [ p»o 4o Fundamental
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http://en.wikipedia.org/wiki/Flowchart
http://en.wikipedia.org/wiki/Organizational_structure
http://en.wikipedia.org/wiki/Organizational_structure
http://en.wikipedia.org/wiki/Dailies
http://en.wikipedia.org/wiki/Group_dynamics
http://en.wikipedia.org/wiki/Agile_software_development
http://en.wikipedia.org/wiki/Agile_software_development
http://en.wikipedia.org/wiki/Skill
http://en.wikipedia.org/wiki/Mentorship

Autodesk:

Topic Sub-Topic Recommendation Reference Level
Production 101 Production Workflow Create a personal workflow of a typical production task | Flowchart Fundamental
or processin the form of a simple flowchart.
Assignment Checklist Create a detailed specification checklist of a typical Organizational Structure | Fundamental
animation task that addresses its technical, aesthetic,
creative and time requirements as well as the tools,
methods, instructions and assets needed to complete
the assignment.
Review Cycles Create a thorough checklist of performance criteria for a | Dailies Fundamental
representative assignment that includes the evaluation
of technical, aesthetic, and creative components.
Teamwork and Group Develop an inventory of personal and corporate Group Dynamics Fundamental
Dynamics roadblocks to team effectiveness. Create a list of
methods that communicate ways to improve and sustain
personal contributions and improved collaborative Adile Software Fundamental
: : : g
teamwork that will result in enhanced quality as well as Develooment
L Y p
saving time and reducing costs.
Productive Pipeline Develop a plan for acquiring new knowledge and Skill Fundamental
integration skills from a wide variety of personal and professional
sources and for sharing and contributing it for the Mentorship Fundamental

purpose of improving the integration of expertise across
the production pipeline.
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Autodesk:

Topic Sub-Topic Recommendation Reference Level
Project Organization New Project Demonstrate how to setup a new project and discuss how
this fits into a production pipeline File Project New Fundamental
Project Organization Edit Current Demonstrate how to change where Maya looks for files File Project Edit
within a project and how to add custom locations Current Fundamental
Project Organization Set Project Discuss why it's important to set the project when first Organize Files
starting up a Maya session and demonstrate how to do this. | Projects Fundamental
File Input/Output Save Scene Discuss why it's important to save frequently and briefly
discuss the save options File Save Scene Fundamental
File Input/Output Recent Files Demonstrate how to access the most recently opened files | Recently Saved
Files Fundamental
File Input/Output Import Demonstrate how to import files into the existing scene file | File Import Fundamental
File Input/Output Export Demonstrate the difference between exporting all and
exporting a selection Export Fundamental
File Referencing Create Reference | Give a brief introduction to file referencing and how it differs .
from importing files File Create
Reference Fundamental
File Referencing: Ul Reference Editor | Demonstrate how to view and manage references through
the reference editor Reference Editor Fundamental

File Input/Output

Optimize Scene
Size

Give a brief overview of the importance of optimizing a
scene file and discuss its options

Optimize Scene

Intermediate
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Autodesk:

Topic Sub-Topic Recommendation Reference |Level
Task / Process Production Workflow | Explain and demonstrate the process of analyzing a typical Flowchart Fundamental
Analysis animation and/or visual effects workflow by breaking down the
activity into discrete and identifiable phases or stages.
Automation of Using a step-by-step analysis in the form of a flowchart, identify Procedural Fundamental
Repetitive or individual tasks or procedures that are either repetitive or complex | Analysis
Complex Tasks and that would benefit (the user) from being automated through the
use of a script.
Scripting Benefits | Scripting Applications | Identify (find existing sources) and describe a range of useful Fundamental
tasks, tools, user interfaces and procedures that have been
created using scripting methods for a specific application software.
Scripting for Identify the primary benefits of using scripts to enhance personal Fundamental
Personal Productivity | workflow, productivity and skills set.
Scripting Impact on Identify the importance of collaboration among production Computer Fundamental
Team Collaboration | animators, technical directors and script developers in identifying, Programming

developing and using scripting procedures to improve workflow,
accelerate production, share expertise and enhance teamwork.



http://en.wikipedia.org/wiki/Flowchart
http://classweb.gmu.edu/ndabbagh/Resources/Resources2/procedural_analysis.htm
http://classweb.gmu.edu/ndabbagh/Resources/Resources2/procedural_analysis.htm
http://en.wikipedia.org/wiki/Computer_programming
http://en.wikipedia.org/wiki/Computer_programming

Autodesk:

Topic Sub-Topic Recommendation Reference |Level
Task / Process Production Workflow Demonstrate the creation of a production workflow analysis Flowchart Fundamental
Analysis using a step-by-step breakdown of each individual activity and
create a flowchart that shows the relationships among them.
Automation of Identify a typical repetitive task, procedure or potential custom [ Analysis Fundamental
Repetitive or Complex | interface that would benefit from being scripted - emphasizing | Techniques
Tasks the advantages in terms of accumulated time saved and
improved production efficiency.
Scripting Benefits | Scripting Applications Demonstrate the result of creating scripts for a range of Fundamental
applications and tools in the production process that will
increase efficiency, save time and improve productivity.
Scripting for Personal Demonstrate how application of a sample script can improve an Fundamental
Productivity individual’s productivity through automatic repetitive tasks and
release more time for creative and innovative activities.
Scripting Impact on Use practical production examples to demonstrate the critical Computer Fundamental
Team Collaboration importance of identifying key tools and tasks that can be Programming

automated through scripting and communicated among
the production team to develop better workflow, speed up
production, improve quality and enhance the collective skill set.
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http://en.wikipedia.org/wiki/Flowchart
http://www.humanreliability.com/articles/Task Analysis Techniques.pdf
http://www.humanreliability.com/articles/Task Analysis Techniques.pdf
http://en.wikipedia.org/wiki/Computer_programming
http://en.wikipedia.org/wiki/Computer_programming

Autodesk:

Topic Sub-Topic Recommendation Reference |Level
Task / Process | Production Workflow Create a personal workflow of a typical production task or process | Flowchart Fundamental
Analysis in the form of a simple flowchart.
Automation of Repetitive | Select and break down a typical repetitive or complex production Procedural Fundamental
or Complex Tasks task and identify specific procedures that could be automated with | Analysis
a simple script.
Scripting Scripting Applications Research and collect from the Internet or other sources, several Fundamental
Benefits scripts that may be applied directly to the animator’s workflow to
automate repetitive animation production tasks.
Scripting for Personal Using a sample script to automate a key task, evaluate its Fundamental
Productivity implementation in terms of the impact on (your) individual workflow,
production time, personal productivity and job satisfaction.
Scripting Impact on Working in small teams (3 or 4 people), brainstorm and select Computer Fundamental
Team Collaboration an example of a key task that needs to be scripted to improve Programming

production. Write brief specification for how it should function
in terms that can be shared among production staff, computer
programmers and technical directors.
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http://en.wikipedia.org/wiki/Flowchart
http://classweb.gmu.edu/ndabbagh/Resources/Resources2/procedural_analysis.htm
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http://en.wikipedia.org/wiki/Computer_programming
http://en.wikipedia.org/wiki/Computer_programming

Autodesk:

Topic Sub-Topic Recommendation Reference Level
MEL Running Commands | Demonstrate how to run a MEL command from the Some Basic Concepts Fundamental
command line
Scripting Toggle Scripting Demonstrate how to change between MEL and python Using Python Fundamental
Language commands in the command line
MEL Basics Give a brief introduction to MEL, explaining what it means | Some Basic Concepts Fundamental
to be a procedural language and give examples
Python Basics Give a brief introduction to Python and object orientated Fundamental
programming.
Scripting Differences between | Give a brief overview of the differences between MEL and | Differences MEL Python | Fundamental
MEL and Python Python
Script Editor: Ul Source Script Demonstrate how to source a script from disk, explaining Source Script Fundamental
why it’s necessary to source a script before running it.
Save Script To Shelf | Demonstrate how to save a script to the shelf for easy Make A Shelf Button Fundamental
access For A Script
Save Script Demonstrate how to save a script to disk and discuss Script Editor Fundamental
where Maya sources scripts from at startup
Execute Selection Demonstrate how to run section of code by only executing Fundamental
a selection using Enter key on the numeric keypad
Execute All Demonstrate how to run all code in the input window. Fundamental
History Pane Discuss how to analyze code and observe commands Fundamental
used within Maya through the History Pane
Expressions Creating Expressions | Give a brief overview of where expressions can be used Creating Animation Fundamental
and how to create an expression Expressions
Editing Expressions | Demonstrate how to access expressions through the Editing Expressions Fundamental

expression editor and modify them.

Expression Editor

Select Filter

Demonstrate how to display expressions in the scene by
choosing the different filters available

Expression Editor

Intermediate

Expressions

Command Reference

Demonstrate how to browse and search through the
available functions in the help documentation

Intermediate

Script Editor: Ul

Echo All Commands | Demonstrate how enabling echo all commands can help Observing Script History | Intermediate
with debugging and learning the scripting language by
observing the commands displayed in the history.

Line Numbers In Demonstrate how turning on Line Numbers in Errors can Script Editor Intermediate

Errors

help in tracking down errors within a script

Show Stack Trace

Demonstrate how turning on Show Stack Trace can help
in tracking down errors within a script

Intermediate
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Autodesk:

Topic Sub-Topic Recommendation Reference |Level

Ul Workflow | Ul Task Analysis Explain the importance of analyzing user workflow, focusing on a Workflow Fundamental
productive arrangement of the user interface (Ul) to perform specific
tasks. Compare software Ul interaction to the human/Ul interaction
associated with other task-based products around us (mobile phones,
automobile dashboards, television remotes, musical instruments, etc...).

Reflective Practice Review the benefits gained by evaluating Ul interaction and explain Reflective Fundamental
(Identifying Roadblocks) | why well-organized use of the Ul can best support and sustain efficient | practice

workflow.
Reviewing Ul Tools Explore how the effective use of a well-organized and simplified Ul User Interface | Fundamental

reduces CPU overhead, streamlines workflow, ensures easily accessible
tools, and processes and results in enhanced productivity.

Improving Ul Application | Explore and illustrate how comparing Ul strategies and workflow among | Mentorship Fundamental
peers and mentors who do the same or similar tasks, and making
changes based on their feedback and recommendations, has a positive
effect of personal productivity, multi-user production workflow, creative
teamwork, and job satisfaction.

Multiple Competing Ul's | lllustrate the positive and/or negative effects on specialized tasks and Continuous Fundamental
(Digital Distractions) workplace productivity of adding additional Ul's that involve “continuous | partial
partial attention” and explain the importance of reducing digital Attention

distractions.



http://en.wikipedia.org/wiki/Workflow
http://en.wikipedia.org/wiki/Reflective_practice
http://en.wikipedia.org/wiki/Reflective_practice
http://en.wikipedia.org/wiki/User_interface
http://en.wikipedia.org/wiki/Mentorship
http://en.wikipedia.org/wiki/Continuous_Partial_Attention
http://en.wikipedia.org/wiki/Continuous_Partial_Attention
http://en.wikipedia.org/wiki/Continuous_Partial_Attention

Autodesk:

Topic Sub-Topic Recommendation Reference | Level
Ul Workflow | Ul Task Analysis Demonstrate the process of analyzing a production task by Workflow Fundamental
capturing and recording a user’s workflow and associated Ul
organization using peer or mentor evaluation.
Reflective Practice Select a suitable production task and demonstrate how a Reflective Fundamental
(Identifying Roadblocks) | disorganized application of the Ul can hinder workflow and how Practice
inefficient arrangements can dramatically reduce productivity.
Reviewing Ul Tools Demonstrate the application of a well-organized and efficient Ul for | User Interface | Fundamental
two or three selected core tasks and show how application workflow
is enhanced and system response is improved.
Improving Ul Application | Demonstrate the positive effects of peer and mentor feedback on Mentorship Fundamental
the accessibility, organization, sequencing, simplicity, consistency,
workflow and efficient use of Ul tools and techniques.
Multiple Competing Ul's | Demonstrate the effect of multitasking on a single task compared to | Continuous Fundamental
(Digital Distractions) using a single, user-defined Ul. Partial
Attention
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Autodesk:

Topic Sub-Topic Recommendation Reference Level
Ul Workflow | Ul Task Analysis Carry out a typical production task engaging the services of a peer | Workflow Fundamental
or mentor to observe and record your use of the Ul in an annotated
timeline.
Reflective Practice Deconstruct and examine the results of your task analysis with Reflective Fundamental
(Identifying feedback from your peer or mentor. Discuss and analyze your use | Practice
Roadblocks) of the UI, identifying organizational arrangements that obstruct
productivity.
Reviewing Ul Tools As a result of your task analysis, reconstruct the user interface User Interface Fundamental
to accommodate the best use of Ul tools include the simple
arrangement of views and windows, menus and shelves, the use of
keyboard shortcuts, scripting, readable text, color coding and other
user-defined Ul system attributes.
Improving Ul Test and evaluate the revised Ul, assess the resulting changes Mentorship Fundamental
Application in productivity and progress, and document the result of peer
and mentor feedback on personal productivity, continuous
improvement, and corporate effectiveness.
Multiple Competing Ul's | Evaluate and compare personal productivity under two conditions; | Continuous Fundamental

(Digital Distractions)

working solely on a single application with user defined Ul, and
working with multiple applications using one or more additional
inputs in the form of internet access, social networking, e-mail,
audio and/or video channels, IM, chat, conferencing and other
applications and/or services.

Partial Attention
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Autodesk:

Topic Sub-Topic Recommendation Reference Level
Common Ul Channel Box Give a brief overview of what information the channel box | Channel Box Fundamental
can hold and it's importance in quickly accessing attributes
Attribute Editor Give a brief overview of the attribute editor, and it explain Attribute Editor | Fundamental
how it differs from the channel box.
Tool Settings Demonstrate how the Tool Settings window is context Fundamental
sensitive.
Ul Navigation Menu Sets Demonstrate the ability of changing between menu sets Menu Sets Fundamental
and discuss how each menu relates to a particular task
Tool box Demonstrate how to access transformation tools from the | Toolbox Fundamental
toolbox as well as the last used tool
Marking Menus Demonstrate how to access context sensitive tools using Marking Menus | Fundamental
the right mouse button.
Ul Hotkeys Function Keys Demonstrate how to change between different menu sets | Hotkeys Fundamental
using the function keys
View Navigation | Grid Demonstrate how to turn the grid on and off and change Grid Fundamental
spacing. Discuss the importance of setting working units
correctly.
View Navigation | Perspective/Orthographic Discuss the importance of using both perspective and Fundamental

Views

orthographic view when viewing and managing objects in a

scene




Autodesk:

Topic Sub-Topic Recommendation Reference Level
Hotkeys G = Last Action Demonstrate how to repeat the last action performed using | Hotkeys Fundamental
the hotkey
Y = Last Tool Demonstrate how to activate the last used tool using the Fundamental
hotkey
Q = Select Tool Demonstrate how to activate the select tool using the Fundamental
hotkey
W = Move Tool Demonstrate how to activate the move tool using the Fundamental
hotkey
E = Rotate Tool Demonstrate how to activate the rotate tool using the Fundamental
hotkey
R = Scale Tool Demonstrate how to activate the scale tool using the Fundamental
hotkey
T = Manipulator Tool Demonstrate how the manipulator tool is context sensitive Fundamental
and how it relates to attributes in the channel box/attribute
editor.
Alt + LMB, MMB, RMB Demonstrate how to move the camera or viewing area Fundamental
using the keyboard and mouse combinations
[ = Viewport Undo Demonstrate how to undo camera movements using the Fundamental
hotkey
] = Viewport Redo Demonstrate how to redo camera movements using the Fundamental
hotkey
F = Focus on Selected Demonstrate how to centre the camera on the selected Fundamental
object/s using the hotkey
Shift + Select = Toggle Select | Demonstrate how to toggle the selection of objects or Fundamental
components using the keyboard and mouse combination
Ctrl + Select = Deselect Demonstrate how to deselect objects or components using Fundamental
the keyboard and mouse combination
Ctrl + Shift + Select = Add to | Demonstrate how to add to a selection of objects or Fundamental
Selection components using the keyboard and mouse combination
Object Selection | Quick Select Sets Demonstrate the workflow for creating quick selects sets Quick Select Fundamental
and how to manage sets after creation Set
Lasso Tool Demonstrate how to use the lasso tool to select objects or | Lasso Tool Fundamental
components
Paint Selection Tool Demonstrate how to use the paint selection tool. Paint Selection | Fundamental
Tool
Selection Order Demonstrate how one can tell which object was selected Fundamental
last by observing the wireframe color of selected objects
Selection Masks Demonstrate how to filter what can be selected in a scene | Selection Fundamental
using the selection masks Modes Masks




Autodesk:

Topic Sub-Topic Recommendation Reference Level
Object Local/Object/World Space Give a brief overview of the different spaces an object can | Object World Fundamental
Transformation exist in, giving examples of how each space effects the Space
object
Pivot Give examples of how the pivot of an object can effectit's | Pivot Fundamental
transformations and how to modify the pivot
Relative and Absolute Input Demonstrate how to modify attributes using both relative Fundamental
and absolute inputs
Object Outliner Introduce how the outliner can be used to view and Outliner Fundamental
Organization organize objects in a scene
Hypergraph Introduce the hypergraph as a more technical approach Hypergraph Fundamental
to viewing and organizing objects in a scene but with a
deeper level of control.
Layer Editor Demonstrate how to manage the visibility and selection of | Display Layer Fundamental
objects by using the layer editor Editor
Preferences: Time Discuss the importance of setting the frame rate for the Settings Fundamental
Settings scene before beginning animation Preferences
Preferences: Playback Speed Demonstrate the effect of changing playback speed and Playback Fundamental
Time Slider discuss when this should be set to real-time or play every | Speed
frame
Preferences: Queue Discuss why the undo queue is initially set to 50 and why Undo Fundamental
Undo one would change it to infinite Preferences
Object Selection | Select by Name Demonstrate how to use the select by name field to select Intermediate
specific objects or using wildcards a range of objects
Preferences Fast Interaction Demonstrate how to handle heavy scenes by turning on Optimize Your | Intermediate
the fast interaction option Scene Playback
Preferences: Tangents Demonstrate how to change the default in and out tangents | Animation Intermediate
Animation for animation curves showing examples of the effect Settings

Preferences
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Notices
Knowledge and best practice in this field are constantly changing. As new research and experience broaden our understanding, changes in research methods,
professional practices, or medical treatment may become necessary.

Practitioners and researchers must always rely on their own experience and knowledge in evaluating and using any information, methods, compounds, or
experiments described herein. In using such information or methods they should be mindful of their own safety and the safety of others, including parties for
whom they have a professional responsibility.

To the fullest extent of the law, neither the Publisher nor the authors, contributors, or editors, assume any liability for any injury and/or damage to persons or
property as a matter of products liability, negligence or otherwise, or from any use or operation of any methods, products, instructions, or ideas contained in the
material herein.
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