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Autodesk Maya Introduction

= Creating primitive polygon objects

= Setting the correct Axis for Modelling (‘Z-Up’ OR ‘Y-Up’)
= Changing viewports

= Switching between and modes

= Translation, Rotation and Scale tools

= 3D Camera View Movement

= The Maya Outliner / Focusing on Objects

= Renaming your Objects
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Create > Polygon Primitives >

When creohng K1D) models for
games
ALWAYS use Polygon.
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Create > Polygon Primitives >

You will start with a basic
(primitive) shape and modi y
It using the tools co ere

these early tutorials. ..I
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XY 1 Axis: Typical 3D Orientation (‘Y-Up’) / For ANIMATION Students

This is the typical orientation
(Y-up) of the  three-
dimensional axis in Maya

(and  most  other 3D
programs/engines). -
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XY 1 Axis: Switched for use with Unreal Engine / GAMES Students

4

We need to change this Z-Axis
when preparing to make (Vertical)
models for the Unreal Game

Engine. .
L axis = Vertica -H-
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XY 1 Axis: Switched for use with Unreal Engine

|
Z-AXxis

(Vertical)
The Unreal Game | ng|
recognises ’rhe axis as t

Verhccl axis (du mﬁﬂ
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XY 1 Axis: Check your Orientation!

Z-Axis+ GAMES
S (For UNREAL)
. L-Up
It is VERY |mpor’ron’r yu

check / change this before
you start your ork .
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XY 1 Axis: Switched for use with Unreal Engine

To change the Axis, go to Windows > Settings/Preferences > Preferences

Tt |
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Y Check your Orientation!

M Preferences

Edit Help

In the Preferences window . e

that pops up, select Tuteners 1 | O —
'Settings’ from the 0 2
Categories list, and then lnear centimeter
change the World e /e, —
Coordinate System  from . oam—
'Y'to ‘7.

Files/Projects
File References
Modeling
Node Editor
Rendering
Selection
Snapping

Don't forget to save once Sound
you've done this!

Undo v

Save Cancel
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Autodes a Introduction:
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Changing Viewports T~

To switch views of your ok ject,

click on a viewport, and press
the space bar.
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Changing Viewports

This will foggle between the
current and last used window
arrangement.

File Edit Create Selet Modify Display Windows

Modeling

MEL

Poly Modeling Sculpting Rigging Animation Rendering FX
S & v A L €
A0S @ 4TE|6%E

Renderer Panels

View Shading
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Lighting Show

top-Z

Mesh Edit Mesh MeshTools Mesh Display Curves Surfaces
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View Shading Lighting Show Renderer Panels
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Maya Viewport

persp

View Shading Lighting Show Renderer Panels
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= Toggle viewport view

Zgil

List Selected Fy

pCubel

pCut

Tessellation |

Mesh Contre
Tangent Spa
Smooth Mes

Render Stats
Node Behav
uuiD

Extra Attribu
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Notes: pCubeSha

Select

‘[iﬂ‘ ¥ No Character Set ¥ No
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Changing Viewports

~ Preset window
configurations can

+][+] | 1Orthographic Views ~ be found at the left
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Object and Component Modes

When selecting an object in your scene it should have either a GREEN
or BLUE wireframe.

kil Autodesk Maya 2013 x64 - Educational Ver : g Autodesk Maya 2013 x64 - Educational Ver ]
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Object and Component Modes

Animation

To switch between OBJ ECT —EER 4 £ |BOE DE0| oRe 0
and COMPONENT mode

keyboard. -.l

o . J::ﬂ
R R




ENVIRONMENT DESIGN

Autodesk Maya Infroduction

Object Mode (GREEN Wireframe)

§ Autodesk May 164 - Educatio
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If your wireframe is GREEN, F
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Component Mode

It your wireframe Is , YOU
are in mode.

This allows you fo move,
rotate, scale or duplicate
single elements of your object.

ﬂ Autodesk Maya 2013 x64 - Educational Version:

File Edit Modify Create Display Window Assets Select Mesh EditMesh Proxy Mormals Color  Create UVs EditUvs Musde
Polygons B M, MWBRITE 0 NEBEFOF?2 8 m gL

General ! Curves Surfaces Polygons Subdivs Deformation Animation Dynamics Rendering PaintEffects Toon
- —

) ) ©9. (99.@0, @0, |\ Yo T2z - 7= = 0 = .
tg' = LA S &

View Shading Lightng Show Renderer Panels

F8 | = Switch between

and
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Component Mode Options
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Component Mode Options
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Editing Verticies (Use COMPONENT Mode!)

Verficies are represented
by pink dofs on your model
that fturn  vyellow when
selec’red

) 8 9 COC |HIPHE|R 00 10 [@

I\/\CI |pul’r|ng a  single

.w“ ’ change the
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Editing Verticies (Use COMPONENT Mode!)
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Edlhng Edges (Use COMPONENT Model)

Edges are represented by
highlighted edges on your
model fthat turn orange
when selected.

Iv\o |pul’r|ng a single edge

O e th h i
IWW om that poin
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Editing Edges (Use COMPONENT Model)
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Editing Faces (Use COMPONENT Mode!)

Faces are represented by
highlighted polygons on
your model that turn
oronge when selected.

I \Yle |pul’r|ng a single face

ange the shape of
.mm»- om that poin
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Editing Faces (Use COMPONENT Mode!)
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Translation, Rotation and Scale

Using selections, you can edit and adapt simple
polygon primitives using Translation, Rotation and Scaling tools.

You can also use these tools in

These, alongside a few other tools we will cover later, form the majority
of your actions when making simple 3D models.
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Translation, Rotation and Scale

W = Translate selected object

= Rotate ‘|.0=‘
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| 30 Camerp View Movement |
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3D Camera Movement

Alongside various manipulation tools, you will also have to use camera
movement 1ools To move the view of your object in virtual space.

Learning to move around is as important as modelling techniques.

Camera movement is mouse confrolled.
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3D Camera View Movement

ALl Rotate camera
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3D Camera View Movement

@’..D Viewport Note that the viewport you are
= = -‘ g determines how the

amera on be moved.

e |ewpor’r cameras

.mmmm and zoom.
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The Maya Outliner / Focusing On Objects

Sometimes you may ‘lose’ an object in your viewport, or want to focus
on a different object in your scene.

You can snap the camera to a selected object by pressing the ‘F' key
on your keyboard.

o = Focus on selected object
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The Maya Outliner / Focusing On Objects s T
If you have multiple objects in your scene, or =
have accidentally de-selected your object & cone
and can't find it, you can use Maya's Outliner. o

<3 pCube3
oo pCubed
% pCubes

defaultLightSet
This is a list of all elements in a scene, iIncluding i

cameras and lights.
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The Maya Outliner / Focusing On Objects

|

g

To open the Outliner, sele .

Pcmels > Pq eI Ouﬂ

'V INSs N1 T ““_,7
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The Maya Outliner / Focusing On Objects

Alternatively, the
Outliner can be
found in one of the
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The Maya Outliner / Focusing On Objects =
&34
c o . . ) : N I <3 pCubel
Clicking on any object in the Outliner’s list will
. - «3> pCube2
make It the current selection. From here you
can press ‘F' to focus the object in your e
. «3* pCube5
VIeWpOI’TS (@) defaultLightSet

(@) defaultObjectSet

Please note that if you do not rename your
objects they will all have similar, nondescript
names such as ‘pCube?’.

Try to get info the habit of renaming your
objects while working in a Maya scenel
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Renaming Your Objects

This is an often-overlooked task that can help you make sense of your
scenes and models as they become more complex.

It is also good practice in general — colleagues will thank you for being
organized if they have to work alongside you in the modelling process!
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Renaming Your Objects (Channel Box / Layer Editor)

File Edit Create Seled Modify Display Windows Mesh EditMesh MeshTools MeshDisplay Curves Surfaces Deform UV  Generate Cache Help Workspace : Maya Classic* v ﬁ
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window.
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Translate X
Translate Y
Translate Z

Renaming Your Objects (Channel Box / Layer Editor)

° o iteY
I‘ ate Z

s.ale X

Clicking on the name of your object in the Herex::

visibility

Channel Box will allow you to rename the objects L0

. Channels Edit Object Show
| n YO U r S C e n e . Jvl,av,a,T,U,t,or,i,a,l, session examolel
Translate X
Translate Y
Translate Z
Rotate X

Q = = =000 000

b}

Note that Maya will not allow duplicate names to

be used - it will automatically number any objects s
with identical names. L0

Channels Edit Object Show

Q0 = = -4 000000

3

Maya_Tutorial_session_example

By renaming your objects you will find using the Roate
Outliner much easier. Zi:i:i
Visibility

0 = = 000000

|
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This has everything to do wi
with the BA Gomes Prog

rename their scer ﬂ

half. -

E E '
(e

Vifela

ctice and nothing at all to do
E continuing to forget to

ﬂﬂn decade and ¢
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Renaming Your Objects

This has everything to do with good practice and nothing at all to do
with the BA Games Programme Manager confinuing fo forget to

rename their scene objects even after using Maya for a decade and a
half.

Do as | say, not as | do.
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| ummody / ChefrtSheet |
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Basic Maya Summary / Cheat Sheet

W | E R : W = Translation E = Rotation R = Scale

F = Focus on selected object

F8 | = Switch between and

SPACE = Switch viewport view

a0 0 b

' or = Move, Rotate, Zoom camera view
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Remember:

SAVE YOUR WORK
AND SAVE IT OFTEN!
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