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Rigging / Setup | Activity

Topic Sub-Topic Recommendation Reference Level
Kinematics Forward Kinematics Create an FK rig for a simple Luxo lamp, mechanical toy crane, or 

similar non-deforming model that is made of multiple moving parts.
Fundamental

Inverse Kinematics Use inverse kinematics to animate an arm and hand placing a ball 
on a solid surface.

Fundamental

Animal Motion Human Locomotion Using reference video, analyze and communicate the structural 
motion of the human walk cycle with reference to the transformation 
required by each body component.

Human 
Locomotion

Fundamental

Quadruped 
Locomotion

Using reference video, analyze and communicate the structural 
motion of a quadruped walk cycle with reference to the 
transformation required by each body component.

Quadruped 
Locomotion

Fundamental

Human Anatomical 
Variation

Compare the skeletal structure and discuss the resulting motion 
characteristics of a child, middle-aged, and elderly person.

Fundamental

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

WARNING:	 �This document contains several instances where URL’s of the same or similar name may link to different website addresses 
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Rigging / Setup | Tools

Topic Sub-Topic Recommendation Reference Level
Predefined 
Characters

Basic Skeleton Overview of the Primitive Model > 
Basic Skeleton

Using Ready-made Characters Fundamental

Complex Skeleton Overview of the Primitive Model > 
Complex Skeleton

Fundamental

Biped Overview of the Primitive Character> 
Biped

Fundamental

Rigging Overview Basic Rig Components Overview of Chains, Nulls, Controllers Overview of Creating Your Own Rig Fundamental
Connecting 
Components

Overview of Parenting and Constrains Fundamental

Chains Creating Chains Creating and Elements of Chains Creating Chains Fundamental
2D vs. 3D Chains Difference between 2D and 3D chains Fundamental
Chain properties Editing Chain Properties What Makes Up a Skeleton Fundamental
Chain and Bone 
Display

Using Display options, Shadow 
Display and more

Changing the Chain Element Display Fundamental

Duplicating Chains 
with Symmetry

Creating half a skeleton and using 
symmetry to create other side

Duplicating Chains in Symmetry Fundamental

Bone Length Adjusting Bone Length Resizing (Scaling) Chains Fundamental
IK/FK Blending chain IK/FK blending properties Blending Between FK and IK Animation Fundamental

Nulls Creating Nulls Creating and Using Nulls for Rigs Primitives Fundamental
Null Display Options Setting Null Display Options Changing the Chain Element Display Fundamental

Controllers Creating Controller 
Objects

Creating a controller objects with 
Polygons, Curves, Implicit or Nulls

Primitives Fundamental

Parenting Parenting Elements Connecting Chains and Chain 
Elements using Parenting

Creating Hierarchies Fundamental

Unparenting Elements Unparenting Chains and Chain 
Elements

Fundamental

Skeletons Setting up a Skeleton Setting up a basic Skeleton Setting Up a Basic Skeleton Fundamental
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Rigging / Setup | Tools

Topic Sub-Topic Recommendation Reference Level
Envelopes Envelope Overview Overview of Envelopes About Envelopes Fundamental

Set Envelope Using Set Envelope to connect 
skeleton elements to a object

Assigning Envelopes to Deformers Fundamental

Selecting Elements for 
Envelope

Creating or using Envelope groups to 
allow easy enveloping

Grouping Objects Fundamental

Automatic Envelope 
Assignment Options

Overview of Options when  
setting Envelope

Assigning Envelopes to Deformers Fundamental

Editing Weights Using Edit Weights or Paint Weights Modifying Envelope Weights Fundamental
Reassign Locally Editing weights using  

Reassign Locally
Changing Deformer Assignment 
Manually

Fundamental

Mirror Weights Using Mirror Weights Modifying Envelope Weights Fundamental
Reset Actor Resetting Skeleton back to Envelope 

assignment stance
Before You Envelope Fundamental

Rigging Creating a custom Rig Overview of Creating a Rig Overview of Creating Your Own Rig Fundamental
Using Rig Guides Using Biped or Quadruped Guide Setting up the Biped or Biped Dog  

Leg Guides
Fundamental

Custom UI Custom Toolbars Creating custom toolbars and  
toolbar buttons

All-Purpose Tools for Increasing 
Productivity

Fundamental

Constraints Constraint Overview Overview of Constraints Overview of Working with Constraints Fundamental
Position Constrain Position Position Constraints Fundamental
Orientation Constrain Orientation Orientation (Rotation) Constraints Fundamental
Scale Constraint Scale Scale Constraints Fundamental
Direction Constrain Direction Direction Constraints Fundamental
Pose Constrain Position, Orientation  

and Scale
Pose Constraints Fundamental

Constraint 
Compensation

Constraint Compensation and 
Constrains offsets

Animating with Constraints Fundamental

UI Schematic View Viewing Rigs and Skeletons in the 
Schematic View

The Schematic View Fundamental

Spring Operators Spring Operators Spring Operators for jiggle effects Spring Operators for Tail, Ear, and Belly 
Rig Controls

Intermediate

Envelopes Set Reference Pose Setting a new initial Envelope 
assignment stance

Changing Reference Poses Intermediate



83

M
EI

S 
| S

of
ti

m
ag

e

83

Rigging / Setup | Tools

Topic Sub-Topic Recommendation Reference Level
Rigging Creating Tail Using the Skeleton Tail Creating a Tail Intermediate

Creating Spine Using the Skeleton  Spine Creating a Spine Intermediate
Control Splines Creating Control Spines that can be 

used for facial setup
Creating Control Splines for Facial Rigs Intermediate

Constraints Using Constrains with Controllers Constraints and Rigs Intermediate
Expressions Using Expressions for Rigs Linking Parameters Intermediate
Linked parameters Using Linked Parameters for Rigs Animating with Expressions Intermediate

MOTOR Overview of MOTOR Overview of Retargeting motion using 
MOTOR

Overview of Retargeting Animation with 
MOTOR

Intermediate

Tagging Rig Elements Tagging rigs for use with MOTOR Tagging a Rig’s Elements Intermediate
Retargeting Rig to Rig Retargeting Rig to Rig Retargeting Animation from Rig to Rig Intermediate
Retargeting Mocap  
to Rig

Retargeting Mocap to Rig Retargeting Mocap Data from C3D or 
BVH Files to a Rig

Intermediate

Custom UI Synoptic Views Creating a Synoptic View for  
rig control

All-Purpose Tools for Increasing 
Productivity

Intermediate

Custom Parameters Creating custom Property windows 
and custom sliders

Intermediate

Constraints Soft vs. Rigid 
Constraints

Difference between Soft and  
Rigid Constraints

Creating Offsets between Constrained 
and Constraining Objects

Intermediate

N Points Constrain to a number of Objects Constraints between Points Intermediate
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Scene Assembly / Pipeline Integration | Theory

Topic Sub-Topic Recommendation Reference Level
Production 101 Production Workflow Explain and demonstrate the process of analyzing a typical 

animation and/or visual effects workflow by breaking down the 
activity into discrete and identifiable phases or stages.

Flowchart Fundamental

Assignment Checklist Explain the critical importance of collecting and itemizing all of 
the information and instructions an employee should request 
and receive in order to carry out a specific assignment.

Organizational 
Structure

Fundamental

Review Cycles Review the importance of including regular progress review 
of assigned tasks stressing the critical need for immediate 
feedback, rapid iteration, revision control, quality assessment 
(critique) and continuous improvement.

Dailies Fundamental

Teamwork and Group 
Dynamics

Review how successful techniques are required to achieve 
continuous improvement and flexible pipeline integration 
through individual contribution, superior teamwork, agile 
methods, skillful coordination and effective communications.

Group Dynamics Fundamental

Agile Software 
Development

Fundamental

Productive Pipeline 
integration

Explore how sharing the personal knowledge and collective 
skill sets of all personnel involved in the production pipeline is 
a critical asset for organizational productivity and governs its 
effectiveness, flexibility and continuous improvement..

Skill Fundamental

Mentorship Fundamental

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
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Scene Assembly / Pipeline Integration | Applied

Topic Sub-Topic Recommendation Reference Level
Production 101 Production 

Workflow 
Demonstrate the creation of a production workflow analysis using 
a step-by-step breakdown of each individual activity and create a 
flowchart that shows the relationships among them.

Flowchart Fundamental

Assignment 
Checklist

Select a typical animation or visual effects task or shot and explore 
and list the detailed information and instructions required by the 
employee to successfully undertake the work to completion.

Organizational 
Structure

Fundamental

Review Cycles Select a representative production activity and describe the value of 
regular feedback and critique in the form of checkpoints (sweatbox, 
dailies) that evaluate the quality and timelines of the work to be 
completed.

Dailies Fundamental

Teamwork and 
Group Dynamics

Demonstrate and describe a range of practical and constructive 
techniques for organizing and facilitating production teams, 
supporting group dynamics and communicating business, technical 
and creative information across the production pipeline.

Group Dynamics Fundamental

Agile Software 
Development

Fundamental

Productive 
Pipeline integration

Review the importance of acquiring personal skills, experience 
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.

Skill Fundamental

Mentorship Fundamental

WARNING:	 �This document contains several instances where URL’s of the same or similar name may link to different website addresses 

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
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Scene Assembly / Pipeline Integration | Activity

Topic Sub-Topic Recommendation Reference Level
Production 101 Production Workflow Create a personal workflow of a typical production task 

or process 
in the form of a simple flowchart.

Flowchart Fundamental

Assignment Checklist Create a detailed specification checklist of a typical 
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.

Organizational Structure Fundamental

Review Cycles Create a thorough checklist of performance criteria for a 
representative assignment that includes the evaluation 
of technical, aesthetic, and creative components.

Dailies Fundamental

Teamwork and Group 
Dynamics

Develop an inventory of personal and corporate 
roadblocks to team effectiveness. Create a list of 
methods that communicate ways to improve and sustain 
personal contributions and improved collaborative 
teamwork that will result in enhanced quality as well as 
saving time and reducing costs.

Group Dynamics Fundamental

Agile Software 
Development

Fundamental

Productive Pipeline 
integration

Develop a plan for acquiring new knowledge and 
skills from a wide variety of personal and professional 
sources and for sharing and contributing it for the 
purpose of improving the integration of expertise across 
the production pipeline.

Skill Fundamental

Mentorship Fundamental

WARNING:	 �This document contains several instances where URL’s of the same or similar name may link to different website addresses 

http://en.wikipedia.org/wiki/Flowchart
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
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Scene Assembly / Pipeline Integration | Tools

Topic Sub-Topic Recommendation Reference Level
Data Management Workgroups Creating and Using Workgroups Creating and Using Workgroups Fundamental
Importing and 
Exporting

Supported File types Softimage supported file types Supported File Formats for Data 
Transfer

Fundamental

Softimage Models Softimage Models Import and Export Importing and Exporting Softimage 
Models

Fundamental

DotXSI Files DotXSI Import and Export Importing and Exporting dotXSI Files Fundamental
OBJ OBJ Import and Export Importing and Exporting Wavefront  

OBJ Files
Fundamental

Models Overview of Models Using and Creating Softimage Models What are Models Fundamental
Local Models Local models Creating Local Models Fundamental

Referenced 
Models

Referenced Models 
Overview

Referenced models Using Referenced Models Fundamental

Creating Referenced 
Models

Creating Referenced Models Fundamental

Multiple Resolutions Using Multiple Resolutions Fundamental
External Files External File Overview Working with External Files Managing External Files Fundamental

Using External File 
Manager

Using the External File Manager External File Manager Overview Fundamental

Cleaning Unused Files Finding and Removing unused files Clearing Unused Image Sources/Clips 
and Materials

Intermediate

Importing and 
Exporting

Softimage|3D Softimage3D Import and Export Importing SOFTIMAGE|3D Files Intermediate
IGES IGES Import and Export Importing and Exporting IGES Files Intermediate
DirectX DirectX Import and Export Importing and Exporting DirectX Files Intermediate
Point Oven Point Oven Import and Export Importing and Exporting with Point 

Oven
Intermediate

Crosswalk DotXSI Files Crosswalk with DotXSI files Importing and Exporting dotXSI Files Intermediate
COLLADA Crosswalk with COLLADA files Importing and Exporting COLLADA 

Files
Intermediate

FBX Crosswalk with FBX Importing and Exporting FBX Files Intermediate
Maya Crosswalk with Maya Importing and Exporting with Crosswalk 

for Maya
Intermediate

Max Crosswalk with Max Importing and Exporting with Crosswalk 
for Max

Intermediate
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Scene Assembly / Pipeline Integration | Tools

Topic Sub-Topic Recommendation Reference Level
Referenced 
Models

Modifying and 
Animating Referenced 
Models

What you can and can’t modify with 
Referenced Models

Using Referenced Models Intermediate

Working with Deltas Using Delta Intermediate
Updating Referenced 
Models

Updating Referenced Model Intermediate

Locking Overview of Locks Using Locks Overview About Locks Intermediate
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Scripting | Theory

Topic Sub-Topic Recommendation Reference Level
Task / Process 
Analysis

Production Workflow Explain and demonstrate the process of analyzing a typical 
animation and/or visual effects workflow by breaking down the 
activity into discrete and identifiable phases or stages.

Flowchart Fundamental

Automation of 
Repetitive or 
Complex Tasks

Using a step-by-step analysis in the form of a flowchart, identify 
individual tasks or procedures that are either repetitive or complex 
and that would benefit (the user) from being automated through the 
use of a script. 

Procedural 
Analysis

Fundamental

Scripting Benefits Scripting Applications Identify (find existing sources) and describe a range of useful 
tasks, tools, user interfaces and procedures that have been 
created using scripting methods for a specific application software. 

Fundamental

Scripting for  
Personal Productivity

Identify the primary benefits of using scripts to enhance personal 
workflow, productivity and skills set.

Fundamental

Scripting Impact on 
Team Collaboration

Identify the importance of collaboration among production 
animators, technical directors and script developers in identifying, 
developing and using scripting procedures to improve workflow, 
accelerate production, share expertise and enhance teamwork.

Computer 
Programming

Fundamental

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
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Scripting | Applied

Topic Sub-Topic Recommendation Reference Level
Task / Process 
Analysis

Production Workflow Demonstrate the creation of a production workflow analysis 
using a step-by-step breakdown of each individual activity and 
create a flowchart that shows the relationships among them.

Flowchart Fundamental

Automation of 
Repetitive or Complex 
Tasks

Identify a typical repetitive task, procedure or potential custom 
interface that would benefit from being scripted - emphasizing 
the advantages in terms of accumulated time saved and 
improved production efficiency.

Analysis 
Techniques

Fundamental

Scripting Benefits Scripting Applications Demonstrate the result of creating scripts for a range of 
applications and tools in the production process that will 
increase efficiency, save time and improve productivity.

Fundamental

Scripting for Personal 
Productivity

Demonstrate how application of a sample script can improve an 
individual’s productivity through automatic repetitive tasks and 
release more time for creative and innovative activities.

Fundamental

Scripting Impact on 
Team Collaboration

Use practical production examples to demonstrate the critical 
importance of identifying key tools and tasks that can be 
automated through scripting and communicated among 
the production team to develop better workflow, speed up 
production, improve quality and enhance the collective skill set.

Computer 
Programming

Fundamental

WARNING:	 �This document contains several instances where URL’s of the same or similar name may link to different website addresses 

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
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Scripting | Activity

Topic Sub-Topic Recommendation Reference Level
Task / Process 
Analysis

Production Workflow Create a personal workflow of a typical production task or process 
in the form of a simple flowchart.

Flowchart Fundamental

Automation of Repetitive 
or Complex Tasks

Select and break down a typical repetitive or complex production 
task and identify specific procedures that could be automated with 
a simple script.

Procedural 
Analysis

Fundamental

Scripting 
Benefits

Scripting Applications Research and collect from the Internet or other sources, several 
scripts that may be applied directly to the animator’s workflow to 
automate repetitive animation production tasks.

Fundamental

Scripting for Personal 
Productivity

Using a sample script to automate a key task, evaluate its 
implementation in terms of the impact on (your) individual workflow, 
production time, personal productivity and job satisfaction.

Fundamental

Scripting Impact on 
Team Collaboration

Working in small teams (3 or 4 people), brainstorm and select 
an example of a key task that needs to be scripted to improve 
production. Write brief specification for how it should function 
in terms that can be shared among production staff, computer 
programmers and technical directors.

Computer 
Programming

Fundamental

WARNING:	 �This document contains several instances where URL’s of the same or similar name may link to different website addresses 

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
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Scripting | Tools

Topic Sub-Topic Recommendation Reference Level
Scripting 
Overview

Softimage 
Scripting APIs

Object Model and Command Model Fundamentals of Scripts Fundamental

Softimage 
Supported 
Languages

Overview of Softimage supported scripting Languages Scripting Languages Fundamental

Setting Scripting 
Language

Setting the scripting Language Fundamental

Running Scripts Running Scripts Running Scripts Fundamental
Command Box Entering scripts in Command Box Using the Command Box Fundamental

Script Editor Using the Script 
Editor

Overview of the Script Editor Editing Scripts Fundamental

F5 = Run Script Run Script F5 hotkey Running Scripts Fundamental
Log  Messages Using and Setting Log Messages Scripting Preferences Fundamental

Custom 
Commands

Creating Script 
Based Commands

Creating Custom Commands with Scripting Creating Script-based Custom 
Commands

Fundamental

Custom Toolbar 
Commands

Adding custom commands to custom Toolbars Custom Toolbars Fundamental

Sharing Scripts Add-ons Packaging and Installing  scripts using Add-ons Working with the Plug-in 
Manager

Intermediate

Plug-in Manager Packaging and Installing scripts using Plug-in Manager Working with Add-ons Intermediate
Scripting 
Overview

Batch Scripts Creating Batch Scripts Batch Scripts Intermediate

Custom 
Commands

Adding Hotkeys 
to Custom 
Commands

Adding hotkeys to custom Commands Running Custom Commands Intermediate
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UI / Scene Setup | Theory

Topic Sub-Topic Recommendation Reference Level
UI Workflow UI Task Analysis Explain the importance of analyzing user workflow, focusing on a 

productive arrangement of the user interface (UI) to perform specific 
tasks. Compare software UI interaction to the human/UI interaction 
associated with other task-based products around us (mobile phones, 
automobile dashboards, television remotes, musical instruments, etc...).

Workflow Fundamental

Reflective Practice 
(Identifying Roadblocks)

Review the benefits gained by evaluating UI interaction and explain 
why well-organized use of the UI can best support and sustain efficient 
workflow. 

Reflective 
Practice

Fundamental

Reviewing UI Tools Explore how the effective use of a well-organized and simplified UI 
reduces CPU overhead, streamlines workflow, ensures easily accessible 
tools, and processes and results in enhanced productivity.

User Interface Fundamental

Improving UI Application Explore and illustrate how comparing UI strategies and workflow among 
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.

Mentorship Fundamental

Multiple Competing UI’s 
(Digital Distractions)

Illustrate the positive and/or negative effects on specialized tasks and 
workplace productivity of adding additional UI’s that involve “continuous 
partial attention” and explain the importance of reducing digital 
distractions.

Continuous 
Partial 
Attention

Fundamental

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
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UI / Scene Setup | Applied

Topic Sub-Topic Recommendation Reference Level
UI Workflow UI Task Analysis Demonstrate the process of analyzing a production task by 

capturing and recording a user’s workflow and associated UI 
organization using peer or mentor evaluation.

Workflow Fundamental

Reflective Practice 
(Identifying Roadblocks)

Select a suitable production task and demonstrate how a 
disorganized application of the UI can hinder workflow and how 
inefficient arrangements can dramatically reduce productivity.

Reflective 
Practice

Fundamental

Reviewing UI Tools Demonstrate the application of a well-organized and efficient UI for 
two or three selected core tasks and show how application workflow 
is enhanced and system response is improved.

User Interface Fundamental

Improving UI Application Demonstrate the positive effects of peer and mentor feedback on 
the accessibility, organization, sequencing, simplicity, consistency, 
workflow and efficient use of UI tools and techniques.

Mentorship Fundamental

Multiple Competing UI’s 
(Digital Distractions)

Demonstrate the effect of multitasking on a single task compared to 
using a single, user-defined UI.

Continuous 
Partial 
Attention

Fundamental

WARNING:	 �This document contains several instances where URL’s of the same or similar name may link to different website addresses 

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
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UI / Scene Setup | Activity

Topic Sub-Topic Recommendation Reference Level
UI Workflow UI Task Analysis Carry out a typical production task engaging the services of a peer 

or mentor to observe and record your use of the UI in an annotated 
timeline.

Workflow Fundamental

Reflective Practice 
(Identifying 
Roadblocks)

Deconstruct and examine the results of your task analysis with 
feedback from your peer or mentor. Discuss and analyze your use 
of the UI, identifying organizational arrangements that obstruct 
productivity.

Reflective 
Practice

Fundamental

Reviewing UI Tools As a result of your task analysis, reconstruct the user interface 
to accommodate the best use of UI 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 UI system attributes.

User Interface Fundamental

Improving UI 
Application

Test and evaluate the revised UI, assess the resulting changes 
in productivity and progress, and document the result of peer 
and mentor feedback on personal productivity, continuous 
improvement, and corporate effectiveness.

Mentorship Fundamental

Multiple Competing UI’s 
(Digital Distractions)

Evaluate and compare personal productivity under two conditions; 
working solely on a single application with user defined UI, 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.

Continuous 
Partial Attention

Fundamental

WARNING:	 �This document contains several instances where URL’s of the same or similar name may link to different website addresses 

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
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UI / Scene Setup | Tools

Topic Sub-Topic Recommendation Reference  Level
Getting Started Starting Softimage Starting Softimage from Icon, Start 

menu or command
Starting Autodesk Softimage Fundamental

Exiting Softimage Exiting Softimage Exiting Softimage Fundamental
Setting Interaction Model Setting the Interaction Model The First Time You Start Softimage Fundamental

Interface Overview Interface Overview TitleBar, Viewports, Main Menu Bar, 
Main Toolbar Icons and MCP

The Autodesk Softimage Interface Fundamental

Menus Repeat Last menu 
command

Repeat last menu with MMB Accessing Commands and Tools Fundamental

Tearing Off Menus Tearing off menus Fundamental
Context Menus Using Context and ALT context 

menus
Fundamental

Menu Hotkeys Using Hotkeys to navigate menus Fundamental
Hotkeys Sticky vs. Supra Mode Sticky and Supra Mode Fundamental

Repeat Last Command 
= .

Fundamental

Interface Hotkeys Model Toolbar = 1 The Autodesk Softimage Interface Fundamental
Animate Toolbar = 2 Fundamental
Render Toolbar = 3 Fundamental
Simulate Toolbar = 4 Fundamental
Hair Toolbar = CTRL+2 Fundamental
Main Toolbar = CTRL+1 Fundamental
Paint Panel = CTRL+3 Fundamental
Palette = CTRL+4 Fundamental
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UI / Scene Setup | Tools

Topic Sub-Topic Recommendation Reference Level
Properties Editors Title Bar Icons Overview of Properties Editors Title 

bar icons
Modifying Property in  
Property Editors

Fundamental

Key frame Icons Overview of Properties Editor Key 
frame icons

Fundamental

Navigation Icons Overview of Properties Editor 
Navigation icons

Fundamental

Setting Values Setting values in Property editors Fundamental
Sliders Using Sliders in Property editors Fundamental

Properties Hotkeys increase value = [  Fundamental
decrease value = ] Fundamental
0.1 increment  = SHIFT Fundamental
10 increment = CTRL Fundamental
virtual slider marked = F4 Fundamental
drag multiple colors = 
CTRL

Fundamental

open Property Editor = 
ENTER

Fundamental

Views Browser = 5 Overview of Browser The Browser Fundamental
Scene Layer Manager 
= 6

Overview of Scene Layer manager About Scene Layers Fundamental

Render Tree = 7 Rendertree hotkey The Render Tree Fundamental
Explorer = 8 Overview of Explorer The Explorer Fundamental
Schematic View = 9 Overview of Schematic The Schematic View Fundamental
Animation Editor = 0 Animation Editor hotkey The Animation Editor Fundamental
Netview = ALT+5 Overview of Netview Netview Fundamental
XSI Explorer = ALT+8 Overview of XSI Explorer The XSI Explorer Fundamental

Viewports Viewport Overview Viewport Overview Viewports Fundamental
Memo Cams Using Memo Cams Navigating in 3D Views Fundamental
Visibility Options Setting Visibility Options Setting Camera Visibility Fundamental

Layouts Switching Layouts Switching Layouts Overview of Layout and  
Relation Views

Fundamental
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UI / Scene Setup | Tools

Topic Sub-Topic Recommendation Reference Level
Scene Management File Operations Open, Save, Merge and other  

file Ops
Scenes Fundamental

Backup/Recovery Backing up and Recovering files Backing Up and Recovering  
Your Work

Fundamental

Projects Projects Setting and Creating Projects The Project Manager Fundamental
Preferences Keyboard Mapping Editing and creating Keyboard Maps The Keyboard Mapping Editor Fundamental

Preferences Setting Preferences Preferences Reference Fundamental
Layouts Custom Layouts Creating custom Layouts Creating and Editing Layout and 

Relation Views
Intermediate
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