YevapLo Movtelomoilnonc

Xpiotoc KupAttolag



[TpoeTolpoola tou Project

e Avolyoupe 1o Maya.
* Opiloupe veo project
* File = Set Project...

* Anuovpyoupe ta file locations
* File 2 Project Window = Accept



Modelling

* ANULOUPYOUNE Eva KUALVOPO LIE:
* Radius: 0.5
* Height: 1.5
e Subdivisions Axis: 40
* Subdivisions Height: 5
* Subdivision Caps: 1

* Alvoupe tnv ovopaoia
“Barrel_high _poly”




Modelling

* EnttAeyoupe ta dUo peoaia
edges otov kKUAWSpO
o Ae&l KAK TaTNUEVO =2 edge

e AUTAO KALK oTO edge yLa va
eTiAEEeL oAOKANpoO TO loop.

* Edit mesh - Bevel

* Fraction: 0.2
* Segments: 2




Modelling

e EmtAeyoupe Eava ta oLa edges
(ta evolapeoa) Kol KAVOU LLE
scale (r) otouc afovec x Kol z
OTIWC PALVETOL OTNV ELKOVAL.

Lo va KAVOULE opolopopdo scale
(1 move) og U0 Afovec, MATWVTOLC
1o Ctrl tpaBape tov atova mou dev
B<Aovpe va emnpeaoTEL.




Modelling

e Kavoupue Eava bevel, avtn T
dopa E:
* Fraction: ~1.4
* Segments: 4
* Roundness: 0.5




Modelling

* Me tov iblo Tpomo
SNULOUPYOULLE TPELC ECOXEC.

e ApxLKd dnuLoupyou e Tpla edge
loops.
* Mesh Tools = Insert Edge Loop

* Xta Tool Settings emAeyoupe
“Multiple edge tools” kot Number
of edge loops: 3.

e Kavoupe kAika oto kaBeto edge
Kol dnuLoupyouvtal avtopata 3
edge loops.

.



Modelling

* ANULOUPYOUE TLC EOOXEC OTIWC
dalveTal oTnNV €LKOVA.

* EmavalapBavoupe kat yla to
KATW HEPOC.




Modelling

« KANOYME SAVE!!!
* Kavoupe save as o€ Eexwploto apyeio. (M.x. Barrel _001.mb)

e Elvoll TOAU ONUAVTLIKO VO KAVOULE CUXVA Save O€ EEXWPLOTO apYELO,
£TOL WOTE VO UTTOPOULLE VO EMLOTPEYPOUE TILIOW OE TEPLTTWON TTOV
KAVOUME KatL AaBoc.



Modelling

e Kavoupe bevel otic mpoe€oyec
OTWC OLVETAL OTNV ELKOVA YLOL
VQl TLC KAVOULLE TTILO OMOAECG.




Modelling

* TommoBetou e eva edge loop oto
MOVW UEPOC XPNOLULOTIOLWVTOLG
To insert edge loop tool.

e Autn tn dopa ota Tool Settings
ETUAEYOUE:
* Relative distance from edge.




Modelling

* EmtAeyoupe ta faces onwg
doailveTal otnVv €KOVAL.
* Ae&l KAK OTO QvTIKELpEVO =2 Face
* EmAéyw To £va face.

 Shift + AutAo KAk oto deUtepO
face. Me auto tov Tpomo
eTIAEYou e oAOKANpoO TO loop.




Modelling

* Kavoupue extrude mpoc ta e€w.
* Edit Mesh = Extrude

* Ctrl + drag to scale (tetpaywvaxt)
Tou afova y yla va yivel scale
opoLOpopda 0TOUC AEOVEC X KL Z.




Modelling

* EmttAeyoupe ta faces oto mavw

LEPOC.

* low¢ o TILo EUKOAOC TPOTIOC Elvarl
e to Paint Selection Tool.

e MmopoUpue va aAAAEOUE TO
HnEyeboc tou brush matwvtog to
NMANKTPO “b”, aplotepo KALK Kall
drug aplotepa — He€La.




Modelling

* Kavoupe Atyo scale down.

» Kavoupue extrude kau
LLETOKIVOUE TIPOC T KATW, UE
OTTOTEAEOOL TTOLPOHOLO PE AUTO
TNC ELKOVOLC.

* Edit Mesh = Extrude




Modelling

* TN CUVEXELA KAVOUUE TILO
OUOAEC TLC YWVLEC, OTIWC
doailveTal oTnVv €KOVA.

* MmopoUue va KAVOUE bevel i
KoL va tpocBgoou e edge loops
KoL KAVOULE move-scale.




Modelling

e EnavaAappavoupe tnv wdLa
Stadlkaoio Kol yLa To KATw
LEPOC Tou BapeALo.




Modelling

* TNV OUVEXELO SNULOUPYOUE
TNV OTN-KOtakL Tou BoapeALo.
e AnHULOUPYOURE Eva KUALVOPO Kall

TOV KQVOULE scale onwc ¢aivetal
oTnV EKOVAL.

* 2TNV CUVEXELO XPNOLLOTIOLOUE TOL
modelling tools yia va dwooupe
AETITOUEPELQL.




Modelling

* Emtheyoupe ta Vo Meshes, To
BapeAL Kal TO KOTTAKL KLl Tol
KAVOUE combine

* Mesh 2 Combine
e Ovoualoupe to mesh

High_Poly

“Barrel_High Poly”. e

polyBevell3

polySplitRing6

 Exovtac emiAeypevo to mesh,

polyBevell0

polyExtrudeFaced

oto channel box emAéyoupe:

 Layers —> create layer from
Selected Layers Options Help




Modelling

* Mmopoupe va SoU e ta
Sladbopa OTATLOTLKA
OVTIKELMEVWV OTIWE O apLOUOC
TovV vertices, edges, faces KTA.

* Display = Heads Up Display =2
Poly Count




Modelling

* 2Tn ouvexela optlloupe to layer
ue to high poly povtéAo wg
reference. Me auto tov TpOTo
Ba prmopoupe va To PAETTOUE
aAAd OxL va To eTUAEEOUE N va
TO TPOTIOTIOLIOOULUE.




Modelling

* TN ouvexeLla Ba
dnuLloupynocoupe To OLo BapEAd,
aAAd autn TN $opa UE TTOAU
AlyoTtepa ToAUYywvAL.

e AnULOUPYOUHE Eva KUALVOPO
(OLwV SLAOTACEWV LLE TOV OPYLKO,
aAAd avtn TN dopa pE 3
subdivisions oto vy oc.




Modelling

* Q0 POOBECOULE KATIOLEC
AemttopEpeLlec oto low poly
BapeAL.

* Metakwvoupue ta edge loops tou
Uouc tou BapeAlov oto onNUELD
nov Bplokovtal ol TpoeEO)EC.

* MmopoUuE VoL OITOLLOVWOOUUE( TO
QVTIKELWLEVO TIOU EXOUME
ETULAEYUEVQ, ETOL WOTE Va
BAETTOUE HOVO AUTA TTATWVTOC TO
isolate select.




Modelling

* Kavoupe bevel pe dvo
segments, Kal scale €Tol wote va
OHOLALEL LE TNV VEWLLETPLO TOU
high poly povteAlov.

e Alvou
AETITO
KOTW

1E ETILONC KATTOLL
LEPELOL OTO TTAVW KOIL TO

1EPOC.




Modelling

* TortoBetou e to low poly BapeAl
o€ veo layer.

e ErttAeyoupe to low poly mesh
KOLL TTOLTOLLE::
* Mesh Display = Soften Edge.

* H emdoyn avutn aAlaleL Ta vertex
normals €10l wote ta edges va
eudavilovral o poAaka.




UV Mapping

* TN ocuveExeLa Ba pemEeL va
KAvoupe map ta UVs tou
LLOVTEAOU £TOL WOTE val
LLTTOPECOUUE VAL EHAPUOCOUE
Ta textures.

e Avolyoupe to UV Editor.
* Windows = UV Editor




UV Mapping

e >to UV Editor emiAeyoupe OAa Ta
UVs.

 Agfl KAk TaTnUéEVO = UV \H\:'\"\"\""\\__Himj\

e

Kol TOl LETALKIVOULE EKTOC TOU L
UV texture space.




UV Mapping

* ErttAeyoupe ta faces tov vpouc
Tou BapeAlol onwc paivovtol
OTNV ELKOVO. KOLL KAVOULE
cylindrical mapping.

* UV - Cylindrical Mapping

e >t0o UV Editor petakiwvoupe ta
UVs tou kavape map Kol to
KAVOUE scale €toL wote va
xwpeoouv oto UV texture space.




UV Mapping

e Kavoupe to 1610 e To TMavw
LEPOC ToU BapeAlol OTIWC
doailveTal oTnVv €KOVA.

e Kall ylo. To E0WTEPLKO.

e EmavaAapfAavoupe ylo To KATw
LEPOC Tou BapeALo.

—r— T T o T T T T T T T



UV Mapping

* EmttAeyoupe ta faces oto mavw
LEPOC Tou BapeAlou Kal
KAvou e planar mapping.

e UV = Planar mapping =2 Settings
* Project from:y.

210 to UV Editor kavoupe scale
KoL move ta UVs €TolL woTe va
XWPECOUV OTO texture space.




UV Mapping

* EnavaAappavoupe yia ta faces
nou ¢aivovtol oTnNV ELKOVA.

* Kall ylo To KATW HEPOC




UV Mapping

 >1o to UV Editor evepyomoloupe
to shades UV display.

e To xypwpa twv UV shells
KatadELKVUEL TNV KatevBuvon
(be&lootpoda 1 aplotepootpoda)
OTNV OTol0l Ol CUVTETOYLLEVEC TWV
UV avtiotoyouv oto face.

* EmtAeyoupue ta shells mou eival
apLoTEPOOTPOPA KL TOL KAVOUUE
detlootpoda:

o Ag&l KAk tatnuévo =2 Shell
* Flip selected UVs in U direction




Normal Map Baking

* TN ouvexela Ba petadEpouE

tnv mAnpodopia amnd thv s Aweoc) (AHR) o
veEwMETpla amod tou high poly o #0330 Ve 0] G & 4

rovtelou oto low poly peocw
normal map.

e Ertth\éyoupe to Rendering Menu
set.

* Lighting/Shading = Transfer Maps E

Output Maps
Connect Qutput Maps

Maya Common Qutput

Advanced Options

]
(M N 0




™ Transfer Map
Edit Help

¥ Target Meshes

Normal Map Baking

Barrel_Low_PolyShape mapl

Add Selected
¥ Source Meshes

Name

* EmuAeyou e to low poly povtero

Kol oto Target Meshes matape —
Add Selected &, 2=

* ErttAeyoupe to high poly povtého
Kol oto Source Meshes matape
Add Selected.

* Natape otnv ertthoyn Normal
adou BENoupe va
dnuloupynooupe normal map.

Connect Qutput Maps

4
[ ] aya Common Output
»  Advanced Options




Normal Map Baking

Earrel_High_PolyShape

Add Selected Add Unselected Remove Selecte

Output Maps

* >to Normal map emtAeyoupe:

* To ovopa Kal tnv tonoBeoia mou
B<Aoupe va amoBnkeuTel To ot v aautmages sameavmas a
apxelo. '

* File format: Targa(tga)

* 210 Maya Common Output
ETUAEYOUE:
e Width-height : 512px
* Sampling Quality: High

* Natape Bake and Close




fiew Shading Lighting Show Renderer Panels

Normal Map Baking

* O normal map
6nuoupyndnke,
arnoBOnkevTNKeE Ko
evwOnke KatevBeilav Ue TO
low poly povtého.

 [La va bov e to
QTIOTEAEC O TIPETIEL VOL
EVEPYOTIOLNOOULLE TO
textured view.




Texturing

e ErttAeyoupe to low poly mesh.

e >1to UV Editor:

* Polygons = UV Snapshot
* 512 x512px
* Image Format: Targa




Texturing

e AVOlYyOUUE TNV ELKOVA UE TO
Photoshop.

* Atvoupe oto layer tnv ovouaotia

o ”

uv .

* AVOlyOUUE TNV ELKOVQ
metalTexture.jpg

* EmAEYyouE OAN TNV ElKOVA
(Ctrl+A), kavoupe copy (Ctrl+C).

e Paste otnv OutUv (Ctrl+V)



Texturing

* Kavoupe scale to texture kat otn
OUVEXELOL cOpy-paste yLa va
KAV OUE TNV TTEPLOXH TIOU
BeAoue.

* 3TN CUVEXELOL KAVOUUE merge ta
layers. (OxL to uv)

* [NpooBETOVLE AETTTOUEPELEC.

e AtoOnKevOVE YE TNV ovopaoio



Texturing

e >to Maya, em\EyouE TO
BapeAt, amo to material. Moatape
oTo €lkovidlo SimAa amo to
colour kat emAeyou e file.

* MNatApe oto UKPO PAKeAO Kol
€TUAEYOUE TO texture pac.

e MmtopoULLE va TIAUE TILOW OTO
Photoshop kol va Katvou e
aAAayEc.




Exporting

* TPLYWVOTIOLOULE TO HOVTEAO.

* EMULAEYOULLE TO HOVTEAOD
* Mesh = Triangulate

* Delete history
* Edit 2 Delete by Type = History




Filter Help

Exporting

¥ D:/Program Files/Autodesk/Maya2016/plug-ins/bifrost/plug-ins

* Windows - Settings/Preferences
- Plug-in Manager

» fboxmaya.mll - Loaded + Auto Load
* Export og FBX
e EMLAEYOUE TO HOVTEAO

OWse Refresh

Other\Modeling

* File > Export Selection = [ :::;i:::;;

* Alvoupe 6vopa (r.x. Barrel) ‘ ——
* Files of type: FBX export ’

[ ]

File Type Specific Options = =

Embed Media

Embed Media = enabled

P Advanced Options

Help on
Set Project...

File name: b,

Export Selection
Files of type: |Fi

Cancel



Import to Unity

* ANULOUPYOUE VEO project oTo
Unity
e Kavoupe import to povtelo
e Assets =2 Import New Asset

n
* Drag & drop oto Project tab

e Baloupe to povteAo otnv oknvn.

* Mmopoupe av BEAoupe va
npocBecoupe collider, kot va to
anoBnkevooupe we prefab.

3 Project
| Create T| (a

IEIRY

¥ 55 barrel_low_poly.fbm
n barrel_Texture

. SampledMormal
¥ 55 Materials

) barrel_Texture
[ aharrnl_luw_puly




Using the model with different textures.

* Mmopoupe va SNULOUPYNOOULLE
Sladpopetika textures oto
Photoshop kot va ta
epapuoooupe oto OLo HovTEAD
OTO unity.

e Eloayoupe to texture oto unity.

* Anuloupyoupe véo material,
avaOETOUIE TO VEO texture kol
KPOATAUE To normal map.

e AvaB<toupe to véo Material og
gva avtiypado tou apytkou
LLOVTEAOU.




More Modelling

* ANULOUPYOUUE VEQ OKNVN OTO
Maya.

* ANULOUPYOUUE Eva KUBO LE
Sdlaotaoelc 2x1x1.

e Kavoupe Bevel (fraction: 0.1,
segments: 2)

* Automatic Mapping.
e UV Snapshot.




More Modelling

 >1t0 Photoshop xpnotpomnolovpe
v ewkova “wall.jpg” yua va
dnuLloupyrnooupe texture yla To
ToUPBAO KoL KAvoupe Save As.

* AnpLoupyoUpe VEo material, to
avaBetoupe oto ToUBAO Kall
TomoBetou e To texture.




More Modelling

* Kavoupe duplicate (Ctrl+D) to
ToUBAO 4 dOopEG, Kal PTLOXVOUUE
LLLOL OELpA ATTO 5.

e KOt TN METAKLVNON KAVOULE snap
to gridrzx button).
e Kavoupe group ta TouBAa

e Emtiloyn oAwv
e Ctrl+G

* [l va avthapBavopaote
KaAUTEPQ TNV LEPAPXLO TWV
QVTLKELLEVWYV XPNOLUOTIOLOU LUE TOV
outliner:

 Windows = Outliner

0l [ E @

-




More Modelling

e Kavoupue duplicate to group ko
TOL LETAKIVOULE TIPOC TA TIAVW
yla vo. TLAEOUE Eva TOLXo
OTIWC PALVETOL OTNV ELKOVAL.




More Modelling

* Avtlypadoupe To eva ToUBAo
KOlL TO LLETOKLVOUUE OTIWC
doailveTal oTnVv €KOVA.

e Ao to front view emAEyoUE T
vertices TNG pLog MAEUPAC Kol TaL
LLETOKIVOULE yLa VAL
gvOuypaAUULOTOUV.




More Modelling

e AvtlypadOoUE TO KUBLKO
TOUPBAAKL KOl yEUL{OU LE TA KEVAL.

* EmtAeyoupe oAa ta TouBAa Kot
KAVOUWE ungroup.
* Edit 2 Ungroup

* EmttAeyoupe oAa ta touBAa Kot
TO KAvoupe combine:

* Mesh =2 Combine




More Modelling

* lowc YpeLAOTEL VO KAVOULLE
delete to history.

* Ovopaloupe Tov Tolyo
“wall_high_poly”.

* TortoBeTOUE TOV TOLXO O€ VEOD
layer.




More Modelling

* ANULOUPYOUUE Eva VEO KUPBO, LE
TIC SLOOTAOELC TOU TOLXOU.
* 11x7x1

* Ovopaloupe “wall_low_poly”
* TonoBetovupue o€ veo layer.




More Modelling

e Kavoupe automatic mapping.

* lowc YpeLAOTEL VO KAVOU LLE
KQTIOLEC TPOTIOTIOLNOELC YLO vVl
KAAUPTEL LEYOAUTEPO HEPOC TOU
UV texture space.




More Modelling

* Kavoupe Transfer Normal map
ko Diffuse Map.

* Me to diffuse map, evvooupue oTL
Oa rapel To texture amod tTo source
mesh kot Ba SNLoUPYNOELC
texture yia to target mesh.

* TPLYWVOTIOLOULE.
* Kavoupe delete history.
* Export og FBX.




More Modelling

e Kavoupe Import oto Unity.

* Mmopoupe av BEAoupe va
npocBecoupe collider, kot va to
arnoBnkevooupe we prefab.



Backface Culling

* Otav 6NULOUPYNOOUUE EVAL LOVTEAO
uropet ta faces (N kamola amno
auta) va BAEMOUV TIpoC TNV
avtiBetn katevBOuvon (o normal va
BAEMEL TPOC TOL LECQL).

* Y10 Unity ta faces yivovtal render
LLOVO QIO TNV UMPOoOoTIv TTAEUPQA, UE
amoteEAeopa va unv epdaviletal
OWOTA TO HOVTEAO.

* Nava svepé/onouﬁoou e oto Maya
outn tn peboodo:
e EmAéyoupe TO aVTLKELLEVO
 Display = Polygons = Backface Culling




Backface Culling

e [La va “6oupue” Ta normals:
* EMULAEYOUE TO AVTLKE(MEVO

* Display = Polygons > Face
Normals

 [La va avtiotpePou e Ta
normals:

e EMLAEYOUE TO QVTLKELUEVO N T
ouykekpLueva faces

* Mesh Display = Reverse




Unity Asset Store

www.assetstore.unity3d.com



Autodesk Character Generator

www.autodesk.com/products/character-generator/overview



Adobe Mixamo

WWW.Mmixamo.com



