Sculpted Prims with Maya — Modeling, Texturing, Exp  orting

By Leben Schnabel.
V 1.1.2 Oct. 2007
Changes:
- Set number of sections and spans in base sphere from 16 to 32

Pointed out Turtle Plugin in the texturing tutorial
V 1.1.3 June 2009
Changes:

Changed recommended spans x sections

Changed upload bitmap sizes and procedure

Zoom into the document to get a clear view of theceeenshots.

RESOURCES

Check out these links for some useful informatibow sculpted prims:
http://wiki.secondlife.com/wiki/Sculpted Prims
http://forums.secondlife.com/forumdisplay.php?f=8

SETUP
First, we install the exporter script that we’'llatkto export from Maya to Second Life. Get thepat

http://wiki.secondlife.com/wiki/LISculpt melCopy the contents of the script. Run Maya:

utodesk Maya 8.0: .\untitled --- nurbsSphere1
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SHECCTEE
1. Start the MEL (Maya script language) editor by pieg the button in the lower right corner

2. Paste the script text into the lower window
3. Save script to shelf will create a button in theyllanenu, allowing for easy access of the exporter

SETUP 2: THE BASIC SPHERE
A sculpty is sampled from a basic sphere form. fld®mmended setup is to start with a NURBS sphiere o
32x31 sections. Here’s how to create the base sythat we then can edit into nearly arbitrary farms



3.

4.

MODEL

Now you can switch to “select by component typede(sed circle on screenshot below) to edit therobpbints
of the sphere. Bring it into any form you like, yoan now use all tools that Maya offers for editihg control
points. Watch out with the “poles” of the spherehaWlooks like a single point there is a microscapig of
very close control points. Leave them together.

Click ,Surfaces”.

Click on blue sphere and drag a sphere in onesoittrkspace views.

Click on “makeNurbSpherel” (or similar) in the Albnte Editor. If it is not visible, make it visiblgith
the first icon in the upper right corner of the Mayindow.

Set “Sections” t82 and “Spans” t&1.
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EXPORT



1. Switch the selection mode back to “select by ohijgot”

2. Select your object and

3. press the button for the exporter script that shdel in you menu after you followed the first cleaph
this tutorial

4. Export in .BMP format with 64x64 pixels.

You should now have a bitmap saved that lookstlike

Import into SL: Upload this bitmap and make suretieck the "lossless" checkbox while doing so.

Then: Rez any prim, and change the object typ&tmutpted”. Assign your sculpty bitmap in the tatbjext”.
Voila!



TEXTURING

This short tutorial implies that you know the basié Maya. Please refer to the many available Maytarials
on the net on how to work with materials (texturasyl how to apply them to objects. Just one gugkMany
drag-and-drop operations in Maya are done witmtlddlle mouse button. You can apply textures/mdtetta
objects this way as well as moving materials frbm tpper window in the Hypershade Editor to theclow
window in order to edit the material (right mousgtbn -> Graph).

With the method described below you can use alhou that Maya offers to texture and light youregbjand
then export the resulting texture to SL. The reisudt straight bitmap; | haven't yet worked withrtsparencies
(alpha), but that should be perfectly possible, Tdwe process of converting all the Maya mateaald lights
into one single texture is callédking. Its big advantage is that all UV mapping coortiseaare generated
automatically and you can precisely texture evaly eemplex sculpty prims. Depending on the texigrin
method you use in Maya, the texturing in Maya igemr less work. | used 3D materials in this tibs they
“wrap” themselves around a 3D object automaticatig don’t need any manual editing of texture cotats.

TEXTURING SETUP

1.) Enter the Hypershader view

2.) ltis recommended to set your own light sourceshimsmakes for much better surface structures and
overall improves the resulting texture

3.) Create your own material/texture with the matez@hponents Maya has to offer and apply it to your
object

4.) Test-render the object. Caveat: the render wilkldifferent then the later baked texture, this \wél
explained below. For a first impression, it’s fith@ugh.



BAKING AND EXPORTING THE TEXTURE

1.) Select the object and...
2.) ... the material simultaneously (shift-left mousetbnj.
3.) Select “Convert to File Texture”. It's recommendedlick the little square to the right of this noten

entry if you're baking for the first time. It'll gie you a setup screen as this:

Select the baking features you like — the most comones are set in the example above. Set thekthe
texture according to the later in-world size of ysaulpty. 1024x1024 as seen above is only necgfsalarge
building parts. Push “Convert and Close”. Depending/our setup, the rendering process can take quit

while.



As soon as the baking process is complete, yoedlanew material in the Hypershader window -yib'gr
baked texture (it's now already applied to the ot)je

Important : The process of baking changes the way the ragutixture looks as compared to the Maya
texture/material. So you haveficst bake the textureand thenrender it in Maya to see how the sculpty will
look in SL, which effectively doubles the renderiimge for seeing the results of every change tbatmake.
Look at the render in the lower left corner and pam it to the first picture in the texturing parggh. In my
limited experience it's a good idea to drasticallish up all bump mapping / normal mapping settofghe
material to get a well defined result in the batedure. So now render your textured sculpty tackhyou
like it.

I recommend usingurtle (http://www.illuminatelabs.con)/ Turtle is a renderer specialized on baking teegu
With it, your baked textures will look exactly likehat you see in the 3D render view of Maya.

If it's fine, then click and hold with the right raee button on the part of the baked material gt file...” (1)
and drag to select “Edit Texture”. This launchesithage viewer/editor that your system has asstiatth the
texture’s picture format. Save the texture thenarrély — you're done!

Import and assign the texture to the accordingpggulf all went right, you now have a perfectly kiWapped
sculpty.



