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¥ Importing Texture maps infto Maya
Importing texture maps into Maya

Intfroduction

Creating New Materials
The Hypershade window
Linking texture files to Materials

Apply Materials to objects

Exporting objects as .FBX Files
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Importing Texture maps into Maya

ENVIRONMENT DESIGN
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Infroduction: Importing texture maps infto Maya

In order to see If your texture is working, you should ‘test’ it in Maya
before exporting to a game engine.

In order for your texture to be applied to a 3D model, a Material needs
to be created, which will contain a link to your texture file.

A similar process will have 1o be followed when setting up textures in
game engines.
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Imorln Texture Maps:

lmmmmm
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Importing Texture maps into Maya

1a. The Hypershade Window

In any of your main viewports,

select:

J‘\

Panels > Panel > H pershae

This will open up the H gl

Wlndow

é@@@ﬁ ypershade
in sihere
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1b. The Hypershade Window

An alternative approach is to use the following:

Windows > Rendering Editc
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1c. The Hypershade Window

The Hypershade looks infimidating but we'll only be using a small part
of it!

File Edit View Create Tabs Graph Window Options Help

Browser & X Viewer & X
I@ijEl=|elEle @ |G o ~ | show | Hardware ¥ shader Ball ¥ nteriort Color ¥ Z4I1 | & ¢
Materials  Textures  Utiities  Rendering  Lights  Cameras  Shading Groups  BakeSets  Projects  Asset Nodes
-
particleClo... Jsha standardsu...
B

Creste

|08 3| &E

Untitied_1~ +

I
m

E=am|:S

e # Shaderfx Game Hair
¥ Maya
M # Shaderfx Shader
Surface
Volumetric # Stingray PES
Displacement
2D Textures = Anisotropic
3D Textures Property Editor =%
Env Textures # Blinn —
Other Textures ambe
i # Hair Physical Shader
Lights -
Utilities . lambert: lambert1 Presets CIL |
Image Planes Z Hair Tube Shader
Glow Lambert View: Lookdev Template: lambert
Rendering - - -
# Layerad Shader Common Material Properties
Col
Ocean Shader e — L 5
Transparency { | M
* Ph
) Ambient Color (] =
* Phong E Incandescence (] ~
Ramp Shader Diffuse  0.300 [ ] "]
@ shading Map ¥ Bump/Normal Mapping
# Standard Surface Map "}
Surface Shader ¥ Advanced Material Properties
® Use Background ¥ Ray Trading
W Env Fog Refractions
Refractive Index  1.000 1 "]
! Fluid Shape
E Refraction Limit & | "]
« Light Fog

Create  BGins

- Particle Cloud
& Volume Fog

Wolume Shader v
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1d. The Hypershade Window

If your Hypershade window is missing options/looks different — these are

the seffings you need to switch on:

Window > Browser...

File Edit WView Create Tabs Graph |Window Options Help

*@'Q='@@E@'% :::::y_fditur...

Materials Taxtures Ltilitias Rend Material Viewer...
Create...

Bins...

Viewport...

Render View...
Cutliner...

U Editor...

Graph Editor...

Attribute Spread Sheet...

particle Jda...

PRREE R CrEEtE‘ SIIIIIIiii Cl}nneﬂll}n Edi‘tﬂ-l... |.
Connect Selected... I

IImtitlad 4

File Edit View Creste Tabs Graph Window Options Help

QiEl-icEle = EIz e o

Materials  Textures

Utilities  Rendering

~ Favorites
¥ Maya

- Maya
Surface
Volumetric
Displacement
2D Textures
3D Textures
Env Textures
Other Textures
Lights
Utilities
Image Planes
Glow
Rendering

Create  Bins

# Shaderfx Game Hair

# Shaderfx Shader

# Stingray PBS

= Anisotropic

* Binn

# Hair Physical Shader

Z Hair Tube Shader
Lambert

# Layered Shader

" Ocean Shader

* Phong

* Phong E

& Ramp Shader

@ Shading Map

# Standard Surface
Surface Shader

® Use Background

% Env Fog

) Fluid Shape

« Light Fog

.+ Particle Cloud

& Volume Fog

Valume Shader

~  Show
Bake Sets Projects Asset Nodes
EanC|EEEEQ 8| HF S|l

Material Views: & %
. Hardware  ~  Shader Ball ~  Interior1 Color Al ‘ Qo
X

lambert1
lambert:  lambertt
View: Lookdev

¥ Common Material Properties

Color NN [ |

Transparency
Ambient Color
Incandescence

Diffuse | 0.800
¥ Bump/Normal Mapping
Map
¥ Advanced Material Properties
¥ Ray Tracing
Refractions
Refractive Index 1,000
Refraction Limit &

Presets W W

Template: lambert

MW

=]
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Importing Texture maps into Maya

1d. The Hypershade Window

If your Hypershade window is missing options/looks different — these are
the seffings you need to switch on:

Window > Property Editor...

File Edit WView Create Tabs Graph |Window Options Help

Browser...
Property Editor...

Materials Taxtures Ltilitias Rend Material Viewer...
Create...
’ .
\ '.I Bins...
Viewport...

Render View...
Cutliner...

U Editor...

Graph Editor...

Attribute Spread Sheet...

particle Jda...

Connection Editor... y
Connect Selected...

IImtitlad 4

File Edit View Create Tabs Graph Window Options Help

X

&

Brom o X Material Viswer
Qi -i=jzlm @ |EHE © 0| ~ | show | Hardware = shader Bal > Interiar1 Color haleall LN
Materials  Textures  Utilities  Rendering  Lights  Cameras  Shading Groups  BakeSets  Projects  Asset Nodes
a
shader Glowi
-
Creme Bl _ e B B g 2 N ] ] (=
IO R|lEF-~C|BEEBEEQa|#S |3
|
Untitled 1~ +

= # Shaderfx Game Hair =

¥ Maya
- # Shaderfx Shader

Surface

Volumetric & Stingray PBS

Displacement

2D Textures = Anisotropic

3D Textures Propeny Esitor

Env Textures * Blinn

Other Textures lambert1

Lights # Hair Physical Shader

Utilit lambert: lamberti Presets T I

e Z Hair Tube Shader

Image Planes

Glow — View: Lookdev Tempiate: lambert

Rendering

# Layered Shader
Ocean Shader

* Phong

* Phong E

& Ramp Shader

@ Shading Map

# Standard Surface
Surface Shader

® Use Background

% Env Fog

) Fluid Shape

« Light Fog

.+ Particle Cloud

& Volume Fog
Volume Shader

Create  Bins

¥ Common Material Properties

Color NN
Transparency [ ]
Ambient Color L}
Incandeseence [ ]

Diffuse | 0.800
¥ Bump/Normal Mapping
Map
¥ Advanced Material Properties

¥ Ray Tracing

:Property :

Editor

MW

=]
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1d. The Hypershade Window

If your Hypershade window is missing options/looks different — these are

the seffings you need to switch on:

Window > Material Viewer...

M Hypershade

File Edit View Create Tabs Graph Window Options Help

Qi -i=jele @ (BYC: e )

Materials  Textures  Utilties  Rendering  Lights

4 Hypershade

File Edit WView Create Tabs Graph |Window Options Help

Render View...
Cutliner...

U Editor...

Graph Editor...

Attribute Spread Sheet...

PRREE R CrEEtE‘ SIIIIIIiii Cﬂl"lr‘lectlﬂl"l Edi‘tor... |.
Connect Selected... I

IImtitlad 4

Create  Bins

IQiIEl-icf@le @i 5™ T
=] . ~ Maya g
Property Editar.., Surface =Ll HLE
Volumetric # Stingray PBS
. Displacement
Materials  Textures Utilities Rend Material Viewer... D Ly
Env Textures * Blinn
Create... S;‘t;“mm # Hair Physical Shader
. | Lili Z Hair Tube Shader
Image Planes
Bins... == et
Rendering
- ¥ Layered Shader
Viewport...

Ocean Shader

* Phong

* Phong E

& Ramp Shader

@ Shading Map

# Standard Surface
Surface Shader

® Use Background

% Env Fog

) Fluid Shape

« Light Fog

.+ Particle Cloud

& Volume Fog

Valume Shader

~ show

Bake Sets  Projects

VO3 OB 2 o

Material Viswer 7

. Hardware  ~  Shader Ball ~  Interior1 Color Al ‘ o
lambert1

lambert:  lambertt Presets W W

View: Lookdev Template: lambert

¥ Common Material Properties
Color NN [ |
Transparency [ ]
Ambient Color L}
Incandeseence [ ]

Diffuse  0.800 ]

MW

¥ Bump/Normal Mapping

=]

Map
¥ Advanced Material Properties
~  RayTracing
Refractions
Refractive Index 1,000 1 =
Refraction Limit & [ ] Bl
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Importing Texture maps into Maya

1d. The Hypershade Window

If your Hypershade window is missing options/looks different — these are
the seffings you need to switch on:

File Edit View Create Tabs Graph Window Options Help
X

Qi -i=jzlm @ |EHE © 0| ~ | Show | Haraware ¥ shader Bal ™ Interior1 Color T

o
In ow > req e Materials  Textures  Utilities  Rendering  Lights  Cameras  Shading Groups  Bake Sets  Projects  Asset Nodes
[ A J -
v

M Hypershade

)

File Edit WView Create Window Options Help
C losolags sl sEEanite
|
Untitled_1 -
& Browser... - Favorites = R e
@ — = = E @ oTEE Shaderfx Game Hair
- * Maya .
Property Editor... . Shagerti snader
Volumetric # Stingray PBS
. . Displacement
Materials Textures Material Viewer... 2D Testures * Anisotropic
extures y
Env Textures * JBlinn lambert1
Create... S;‘t;“mm # Hair Physical Shader
Bins“. ‘L"';:g‘:;‘ams o T —— lambert:  lambert1 Presets
Glow Lambert View: Lookdev Template: lambert
Rendering
U_ rt v Layerad Shader ¥ Common Material Properties
IEWPOrL... cean Shader Color NN [ | "
. Transparency | "]
Render View... Srono Amblent Color (] 1
. * Phong E Incandeseence [ | "]
Cutliner... & Ramp Shader Diffuse | 0.800 "]
. @ shading Map ¥ Bump/Normal Mapping
UV Editor... # Standard Surface Map "]
Graph Editar... .Surfa(eihader ¥ Advanced Material Properties
@ Use Background ¥ Ray Tracing
Attribute Spread Sheet... & EnvFog Refiactions
B Refractive Index 1,000 L}
. ) i oIone Refraction Limit & [ ]
Connection Editor... : Crerate
1 E
Connedt Selected... - w
= T Volume Shader M
ntitla
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2b. Leave the Lamberi1 Alone!

Notice there is a material called ‘lambert1’ in the Hypershade Browser.

NEVER modify or delete this. This is Maya’s default shader — the grey
effect on models we always see.

M atE.ri a I 5 TE :':t LI IE 5 I_I‘t i I It I l: File Edit WView Create Tabs Graph Window Options Help

L

lambert1 (lambert]

T e e e e e e e e R e e e P P Pt Pl |

| ® . =@ OO . EL el | Search... + show | Hardware ¥ Shader Ba

Materials Textures Utilities Rendering Lights Cameras Shading Groups Bake Sets Projects Asset Modes

“=® Do NOT modify the'
default material!

e e e e f e e e e s

shade

Displacement
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2b. Leave the Lamberi1 Alone!

Changing this will modify the default for all models in Maya from this
point onwards!

. oror.o File Edit View Create Tabs Graph Window Options Help
M atErI a I 5 TE :':t LI I.E 5 I_It I I It I IE e e e e e e e s e e e e e e s e e e R o e e e e e e e e e e e e s e (o) | O | W e e

(Non] . == = @ . Eoe 0 Search... ~  Show | Hardware ¥ Shader Ba
. 11

Materials Textures Utilities Rendering Lights Cameras Shading Groups Bake Sets Projects Asset Modes
lambert1 (lambert]

| “=® Do NOT modify the'
default material!

shade

Displacement
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Once again:
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3. Create New Material

In the ‘Create’ section of the
Hypershade, find ‘Lambert’ in
the list and click on it fo create
a new Lambert Material.

It is this new material that we
will  modify to Ilink our UV
Snapshot / Texture map to.

e S e S s S S sl el s s S e s

iIQiEl-icfEle @ (AT e @ -

Materials Textures Utilities Rendering Lights Cameras Shading Groups Bake Sets Projects Asset Modes

S0

emmmmmm i Create S s [

[ S ===

[
m
o
]

|
Untitled_1 +

"Favorltes * Shaderfx Game Hair =

Maya
v Maya # Shaderfx Shader

Surface

Vaolumetric # Stingray PBS

Displacemen t

20 Textures = Anisotropic

3D Textures

Enw Textures * Blinn

Other Textures A . .

Lights Hair Physical Shader

Utilities -

Image Pl

Glow

Rendering Lambeh

: Phong E
& Ramp Shader lambert2
'. Shading Map ‘ 9 % g
# standard Surface Out Colo rII-II
: Surface Shader 1 El Color

E|Amb nt Color

Ellncandescence
. Matte Opacity

C|ICk here to create

" Particle Cloud
EIT ansparency

a new:ltambert material
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3. Create New Material

A new Lambert (with the
default name Lambert2) will
appear in the Browser.

Select this in the Browser before
we go any further.

M Hypershade

I Qe ==

Materials Textures

File Edit Wiew Create Tabs Graph Window Options Help
2 s s s L S SR ST SR S ek S s skl s s sl Py o i Stk ke S s S s e s Ty s SR s s
= e gl "y
O] @ 178 EL ) v  Show
Utilities Rendering Lights Cameras Shading Groups Bake Sets Projects Asset Modes

Displacement
2D Textures
3D Textures
Env Textures
Other Textures
Lights

Utilities

Image Planes

Glow
Rendering

Create Bins

LI

693 [TTEATiD) S993988992988909909999995R9800309500000000000000000 |
. o= B B} E

Untitled_1
Shaderfx Game Hair

‘haderfx Shader
stingray PBES

= Anisotropic

Fambernt2 created

— Hair Tube Shader

useithis: material!)

Ocean Shader

* Phong
* PhongE
! ® Ramp Shader lambert2
‘ ’ .
g '. Shading Map @ 9 §
: I
- #® standard Surface Out ColorH
Surface Shader - B Color
[ Ambient Color
. Use Background 1
FlIncandescence
i EnvFog 1 )
: ? Matte Opacity
&) Fluid Shape @ Diffuse
« Light Fog lfEl Mormal Camera
. @ Translucence
.= Particle Cloud 1
ElTransparency
& Volume Fog |

Volume Shader b
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4a. Link a texture file to Material

With Lamberi?2 selected, find the Common Material Properties in the

Property Editor, and the ‘Color’ value |n5|de This is where we add our
texture.

Lights Cameras Shading Groups Bake Sets Projects  Asset Nodes

—| - |
= @'omnporn Material Properties

lities

Tl - (In Property Editor)
;:: A

mmmmmmm
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4b. Link a texture file to Material |© @ &' ¢

Click on the checkerbox of the

Color value. T et e
imbert3sG | o g Fresets | U B

In a similar fashion fo the white @ =e E

square representing ‘extras’ on | pimre m_mpaf;'?;_:

various  Maya  tools, the | rorsene

checkerbox allows you to go info T —

certain functions and add more wCIle onColour:

nodes. "~

checkerbox - :
to link to a file
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¥ Importing Texture maps infto Maya

4c. Link a texture file to Material

Click on the checkerbox of the
Color value.

This will bring up the Create
Render Node box.

There are many opftions for files
here but we only ever readlly
deal with File or Checker.

We want fo create a texture
node from an existing file.

.........

eeeeeee

MMMMMMMMMMMM

CCCCC

hal| BR-AP

u """

i

_l
=7
»
O
L.
D
5
0,
ci
o
l'-ll
=5
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4d. Link a texture file to Material

M Create Render Node

i |
° = ’_;I * Favorites Ej
Select File in the Create Render | ZiEt o
Surface
N d b glslplacetmen -CI &
O e OX. 2D Textures I File elect FIIe
3D Textures
Env Textures
8;;:_:1-““'“ 'F — e R Rt et e M oy e ] |
E:gleelsi‘lanes @G T . =
. . ow Mandelbrot lambert:  lambert2 Presets L
T h IS WI | | C re G -I-e G n O d e fo r O U r renasng ; ﬁ Mountain View: Lookdev Template: lambert
. Mavie ¥  Common Material Properties
texture - we will have fto o L commmm 1w
° . [ E ::I:Ie Ambient Color . E;
provide a source file for this to | e 3 —
| - iffuse  0.800
S h OW U p - iSimplex Noise S R —
Water M ~
’ ::: :::‘::ia” : h:a:a::: “:atelialal’ploperlis
= W crater Refractions
. . lat P Refractive Index 1,000 | =
The source file will be your UV ¢ T
an: Leath
Snapshot / texture file =
.
o5 Marbl
| R:crk e
Ar Snow - L] ¥ O Lrdracier et U AT Layer FZRTE —

Close
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4e. Link a texture file to Material

In the Property Editor, you should now see ‘File Atiributes’. Next to
Image Name there is a blank field and a directory.

Click on the directory and navigate to where your texture file is located
on your hard drive.

TIIIIIIIIIIIIIIIIII I I I Dnl'l}'E:-tO B ﬂ-j X
file3
file: file3 Preset L
View: Lookdev Template: file
"  File Attributes
- Filter Type Quadratic S
Pre Filter
L I n k to yo u r Pre Filter Radius 2,000 | "
h U\U......H...-_.._.cn,_,.”—
ex u re e re Color Space  sRGE -

Ignore C5 File Rules
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4e. Link a texture file to Material

Note: It is a good idea to put finished texture files in ‘Sourceimages’ in
your Maya project setup.

By doing this you can move your project around and it will be self
contained - transferring the project will not break any texture links.

....................................................... perty Bditor  ::onnnninoonse |96
file3
file: file3 Preset oo
View: Lookdev Template: file
"  File Attributes
u Filter Type Quadratic -
Pre Filter
L I n k to yo u r Pre Filter Radius 2,000 | "
h U'gmmwum:m'—
ex u re e re Color Space  sRGE -

Ignore C5 File Rules
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4f. Link a texture file to Material

Locate your fexture.

Select ‘Open’.

Look in: l CHM\ELD 2021 Prep\ELD_03_UV_Unwrapping'\Rich_UV_test_201%images

M Open

Folder Bookmarks: HName

¥ My Computer

M Desktop [ | -m_ayaswatchgs
B Documents B brick_texture.jpg
& Rich A dooriog

B House_Test.png

L Size Type

Date Modified

File..lder 22/02/2021 10:54

180...KiBjpg File
73.95 KiBjpg File
32.46 KiBpng File

B House_Test_ TEXjpg

- 2.61 MiBjpg File

Fs|H Test TEX.psd
Current Project: D T B

B roof_texture jpg
Bwindow.png
window.psd

C:/Users/Rich/Doce ™

™ Workspace Root
M scenes

M gssets

™ images

W sourceimages
™ renderData

™ clips

& sound

W scripts

& data

= movies

M Time Editor

M jutosave

M scenedssembly

Set Project...

File name: House_Test TEX.jpg

Files of type: Image Files

15....MiB psd File
9.37 KiBjpg File
224..KiBpng File
434, KiB psd File

27/02/2019 17:24
27/02/201917:33
27/02/2019 17.22
27/02/2019 1737
27/02/2019 17:37
27/02/201917:24
27/02/2019 17:31
27/02/2019 17:35

Open

Cancel
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4f. Link a texture file to Material

Your texture file will appear on the
Texture Preview In the Material
Viewer.

You can update the texture link by
selecting the Image Name field af
any point.

The texture preview won’t look right —
but it Is an indicator that the texture is
applied to the material.

Texture !

‘ Hardware ¥ Shader Ball ¥ Interior1 Color v 241 ‘ [+

preview .‘

Q@|H# Ll s

]
1]

file3

file: file3 Presets o

]

View: Lookdev Template: file
¥ File Attributes

Filter Type Quadratic ¥
Pre Filter
Pre Fifter Radius  2.000 | =
Image Name ich_UV_test_2019\images\House_Test TF¥.jpg -
UV Tiling Mode Off

Color Space sRGB
Ignore CS File Rules

¥ Color Balance
Exposure 0.000

Default Color |G

Texture linked 'here;

(this can be changed anytime)

[
" " e e e
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R T — —
Imoriin Texture Maps:

\ ’nmmm ts
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1. Apply the Material  BBEA0 OB K TT A% CANEFOF|beOPSPs |71 |E
° :
. o E . !:%/..:EI .@.1@.@ @ oo o 6 OEE - O . SSSS = - List Selected Focus Attributes

ooooooooooooooooooooo

2 Selectiyourymodel
«inlObjectiMode

your model (make sure you |«
are in ). \

Middle-mouse click on

mesh: HOUS|

In the main viewport, select

P Tessellation Attributes

e G 3
AN ¢ QEY ¢

lambert2 and select ‘Assign

Mafterial fo Selecfion’ omm e o e o S

L@L .......... e ‘ )

This should apply the = &= \ ‘

mOTeriOl TO The SeleCTed 3 Mmm::ﬂ"“ [ FEEEHCIEEEESEQAIH S 2D s @
R I nra m mmmmmm Mlddle fouse click and select
) EE e ‘ASS|gn Material to selection™
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Presst6ionyy / ///

2. Preview the Material keyboard for / !

' /

// / /x
f/ ,/l / /

7.

Pl

!,’,51

If nothing happens, don't panicl

il
[H]

¥
i

]

H ]

T

i
1]

il

il
{2 HH]

It is likely that you need fo
enable the texture preview Iin
your viewport.

il

il
1

'
i

n the main Maya window, press
the ‘6’ key on the keyboard —

this should show you an E E—— el
) (S R S = G el B

unshaded preview of you . ' e

texture applied to the model. =

Env Textures * Blinn
eeeeeeeeeeee
ngngngng
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Successful UV Unwrap - Textiure View

View Shading Lighting Show Renderer Panels
| m - 4 R s M Rl o M M e = A AN 3 N A ) 25 i YR 1.00 @} sRGB gamma Y.

Edit Create Select Cut/Sew Modify Tools View Image Textures UV Sets Help

B & B Ee [ # ~ Housetesttexips @M B |}

Mayalviewport

(press 5 to'see textured view)

(0/11) UV shells, (0/0) ing UVs, (0/0) uvs
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1|

Imoriin Te xt re

E pof O jec

aps:
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Importing Texture maps into Maya

Exporting objects from Maya as .FBX files

After previewing textures in Maya successfully you will need to export
your models so they can be imported into a game engine.

The .FBX file format is currently commonly used for most game assets.
FBX files retain UV texture and animation data (though materials will
have to be recreated and reapplied in a game engine).

This is a simple process, but totally necessary if you are to transfer your
models into a game environment.



b . UV e comen [ - Oblects ERAEEE la_-l a8
Importing Texture maps into Maya e M u re

ENVIRONMENT DESIGN liEdi‘t Create Select Modify Display Windows Mesh EditMesh MeshTools Mesh Display Curves Surfac
‘ .

Open Scene... Cr+0 O pting  Rigai

Save Scene ctri+=s [ | = () =l oo G
Save Scene As... Ctrisshiftss (] | w | ‘l "?}" = I | 1‘1‘2) Ll “'ﬁ ==
o Increment and Save Ctri=Alt=5
1derer
1. Export Selection S ¢ ) jeCt 1S <.
Save Preferences
Optimize Scene Size O

Make sure you have the model you | e : selected

wish to export selected in Object e pere

M o d e . AdobelR) After Effects(R) Live Lin,

Export to Offline File...
Assign Offline File...

ATOM
References

Maya will export everything you have
selected as a single FBX file — make | e
sure you only export what you | ‘mwe
actually want! e

File > Export Selection

Eprrt as
EBX here
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Importing Texture maps into Maya

2. Choose File Type

The Export Selection box will
then appear.

No settings need to be
changed here aside from the
name (remember the need for
good naming conventions)
and the file format.

Before exporting, select the file
format fo FBX Export.

’!'Objct
Sculpting Rigging Animation
o | @4 T @

YT LN

STl b R ) SN LSS S8 7| No Live Surface | = Symmetry: Off } | & E
ring FX FX¥ Caching Custo XGen MASH Maotion Graphic
oz - P—n g mOm aw
®). °§< ;%ﬁ, /_\1 .. ﬁﬁ l:::: ::ll [é):[l&):“ ﬁ} - ﬁ =Ii‘- @% Bq £5 8 |_| “"." / .l,..lj..l, /

Renderer Panels

List Selected Focus Atir

B O @6Ee @Ese | ® ¢ )@@ &I @ 00 100 [D)sR6Egamma

Look in:

Folder Bookmarks:

M Desktop

Current Project:
C:/Users/Rich/Doc. ¥

™ Workspace Root

- renderData
M clips

™ sound

M scripts

™ data

& movies

M= Time Editor

Set Project...

File name:

Files of type:  Maya Binary

SAT_ATF Export
STEP_ATF Export
WIRE_ATF Export
CATIAVS_ATF Exporf
DWG_ATF Export
DXF_ATF Export
MX_ATF Export

FBX export

DAE_FBX export
OBlexport

HOUSE_MoUWV1 HOUSE_|

Select FBX export

Hfrom Eile Type

. Ch\Users\Rich\Documents\maya\FBX

Mame
¥ My Computer lLogs

- K + o B E

2 Size Type Date

v Default file extensions

¥ Reference Options

v Preserve references
Export unloaded referem
Keep only a reference

-

¥ Incude Options

v Include these inputs:
v History
¥ Channels
+ Expressions
v Constraints
v Include texture info

¥ File Type Specific Options

Use full names for attri::nv

Set = Mo Anim Layer

-
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::-x_
2. Choose File Type

You can export the FBX
anywhere you want, though
you may wish o create a new
Folder in your Maya Project
called 'FBX Exports’ or similar,
so that you keep dall related
assets together in a single
Maya project.

This iIs common sense, so of
course it Is recommended to
follow this advicel

FOERETDI WG BE el @G Sl w R & 000

Loo

Fol

" ||~ ReEE | avEE " | - ERENESErEE N 6 % ) S < | v b1 i
Sculpting en FX 4 Custom

.=:=|m|¢ i l| @ °— O '=-“- [CDIOHII,;.“&% W@ W [ || 7 111 1 |
Renderer Panels

] 1.00 |3 sRGBg

Select FBX export
LT from/Eilerllypes

Options...

kin:

der Bookmarks:

y Comp ) -
MDesktop | Mt File.der 28 ¥ General Options
B Documents
& Rich v D 2
¥ Reference Options
- mje ..... v
. Export unloaded referen:
C:/Users/Rich/D hd " §
eep
™ Workspac
M ccenes
K]
™ images
M sgurceimages ¥ Ind Options
M renderDat
™ clips + Include these inputs:
™ sound v Hist
:Z e v Channel
- v Expressions
M= Time Editor v Con
b= a v Include text
M scenefssembly
v ype Specific Options
Use full names for attri::nv
File
Files of type: Maya Binary 7 Cancel
SAT_ATF Export -
STEP_ATF Export Select
WIRE_ATF Export
CATIAVS_ATF Export
DWG_ATF Export
DXF_ATF Export
N)_ATF Export
nnnn -
DAE_FBX expo
OBlexport -7
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2. Choose File Type
FBX export — closer view

This is the file format that we will
be using throughout your studies.

Note that you will sfill have to
save your Maya scenes! The FBX is
just an exported version of your
model ready for game engines.

Keep your Maya scenes — these
can often be useful in futurel

Set Project...

File name:

Files of type:

Maya Binary

SAT_ATF Export
STEP_ATF Export
WIRE_ATF Export
CATIAVS _ATF Export
DWG_ATF Export
DXF_ATF Export
MX_ATF Export

FEX export

DAE_FEX export
OBlexport



3D Model Cleanup Exercise
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Troubleshooting FBX Exports: Plug-In Manager (FBX)

Try loading foxmaya.mill
If you cannot find FBX as
An opftion.

This can be found here;

Settings/Preferences >
Plug-in Manager

M)dow Assets Se!ect Mesh EdtMesh MeshTools Normals Color CreateUVs EditUVs Musde XGen Pipeline Cache Bifrost Help

General Editors
Rendering Editors
Animation Editors
Relationship Editors

Attribute Editor
Outliner

Node Editor

Create Node
Hypergraph: Hierarchy
Hypergraph: Connections
Paint Effects

UV Texture Editor
Playblast

View Arrangement
Saved Layouts

Save Current Layout...
Frame All in All Views

Frame Selection in All Views Shift+F

Minimize Application
Raise Main Window
Raise Application Windows

HEEZ 8 BRSO e | B [l| B & i 26| -
Dynamics Rendering PaintEffects  Toon Musde Fluids Fur nHair nCloth Custom XGen

e- WvAIJJ‘A e T NH P S ‘-""-:’"ix
Preferences
Tool Settings

Performance Settings -

Hotkey Editor

Color Settings

Marking Menu Editor

Shelf Editor

Panel Editor

Filter Help
¥ C:/Program Files/Autodesk/Maya2015/plug-ins/fbx/plug-ins
fbxmaya.mil v loaded V Autoload |

oy . | ;::" ey e
~ yrrogram Files/Autodesk/mentairayrorrayasuis piug-ins I

Mayatomr.mll

v loaded V Autoload | |

' ClProgram Fies]Autodesk/aya2015/phu-ts substance/phg-ins =
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Exporting objects from Maya as .FBX files

Don’'t forget to also ‘clean up’ your models before exporting — tasks
such as the following are part of the process for good workflow:

» Translate to centre of Maya scene
Centre pivofts

Check for Tris and Nsided polys
Freeze Transforms

Delete Object History

More information on how to perform the above tasks are in the notes
for the Model Cleanup (Gun exercise) from this module.
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Remember:

SAVE YOUR WORK
AND SAVE IT OFTEN!
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