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Game Production - Scaling and Workflow
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Use of Scale

Ensuring the correct scale is used in production of game assets is vital.

This allows all assets created to work within the game engine together
in the most painless and efficient way.

Adhering to correct scaling values will save considerable time and
effort in production!
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What you need to know:
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Setting up correct scale grid in Maya
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Setting up correct scale grid in Maya

M Autodesk Maya 2015 - Educational Version: untitled® --- polySurface6
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In this example: 1 Grid Unit = 1 Metre
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Setting up correct scale grid in Maya

= Use METRIC units of measurement (mm, cm, m) otherwise grid
scaling will not work!

= The grid Length and Width can be any size - this just changes how
much space to grid covers in the viewport.



ENVIRONMENT & LEVEL DESIGN

Setting up correct scale grid in Maya

10 Units = 10 Metres
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Setting up correct scale grid in Maya

Altering Grid Subdivisions can help with finer details:
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Setting up correct scale grid in Maya

Use Snap To Grid to get the most out of this method!

™ Autodesk Maya 2015 - Educational Version: untitled® --- polySurface218
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Use scale references

By using scale references you will be able to model assets at the
correct size.
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Use scale references (but don’t use feet like this does..!
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Use scale references
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Name Assets in Maya

B

| IG_Maxton_ScaleReference

IG_Maxton_ScaleReferenceShape

| INPUTS

Do this...

B

PASTED_PASTED_PASTED_PASTED_Cubel

| SHAPES

| INPUTS
polyNormali

PASTED_PASTED_PASTED_PASTED_Cube15)

Not this!
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Centre Pivot Points of models before exporting!
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Export as FBX

M Autodesk Maya 2015 - Educational Version: untitled® --- polySurface218
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Adhere to naming conventions at ALL TIMES

New folder New folder

§41) ASSET_LIST_v4_FEB_2014 () FINAL_doc_UPDATED

BB ASSETS_CITY_BENCHES_11_JUL_2013 6] FINAL_FINAL_DesignDoc_TUESDAY_OLD
BB ASSETS_CITY_BUILDING_01_20_APRIL_2013 651] FINAL_FINAL_FINAL_DesignDoc_v2

BB ASSETS_CITY_BUILDING_02_20_APRIL_2013 ¥ game bits and bobs

9] CITY_GAME_Assignment_Brief ] ignore this

BB CITY_GAME_BUILD_JUL_2013 B maya

f'_“l_] CITY_GAME_DesignDoc_vl_0OCT_2012 . |New Text Document 4
9] CITY_GAME_DesignDoc_v2_JAN_2013 BB rich game

i—_ﬁ_l] CITY_GAME_DesignDoc_v3_ MAR_2013 @ some level assests

| TEAM_ROLES_JUL_2013 W{] uni stuff

Do this... Not this!

Decide AS A TEAM on the naming conventions on the project - and
make sure EVERYONE sticks to them!



ENVIRONMENT & LEVEL DESIGN

Questions?
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Whiteboxing Exercise



