
Textures 

In visual arts, a texture is any kind of surface detail, both visual and tactile. In Maya, you create surface detail with 

textures connected to the material of objects as texture maps. Materials define the basic substance of an object 

(see Shading), and textures add detail. 

Factors beyond basic color, transparency, and shine (see below) that determine the appearance of an object’s surface 

include: 

 Surface relief 

 Whether or not the surface casts or catches reflections. See True reflections for more information. 

(Objects typically reflect backgrounds or environments; see About backgrounds for more information.) 

 Atmosphere. See Fog, smoke, dust, and silt. 

You can also bake illumination and color to a texture that you can later apply to objects in a scene. See Baking 

illumination and color. 

Color 

You can work with color in Maya in so many different ways. Here are some of the most common: 

 Change the basic color of an object by adjusting the color attribute of a material applied to the object. To find out 

more about material node attributes, see Render node attributes. 

 Apply a texture as a color map to the material’s color attribute. 

 Use a Ramp Shader for extra control over the way color changes with light and view angle. You can simulate a 

variety of exotic materials and tweak traditional shading in subtle ways. 

 Expand, enhance, or manipulate colors in applied textures using utilities such as Blend Colors, Clamp, Gamma 

Correct, and so forth. For example, you can blend colors, adjust contrast, and convert HSV to RGB. For a 

description of each of the utilities and what you can use them for, see About Utilities. 

Transparency 

You can work with the transparency of an object in the following ways: 

 Change the transparency level of an object adjusting the transparency attribute of a material applied to the object. 

To find out more about material node attributes, see Render node attributes. 

 Apply a texture as a transparency map to the material’s transparency attribute to designate which areas of an 

object are opaque, transparent or semi-transparent. 

Specular highlight (shine) 

You can work with the shininess of objects in your scene in the following ways: 

 Change the intensity and size of the specular highlights of an object by adjusting the Specular Shading attributes of 

a material applied to the object. To find out more about material node attributes, see Render node 

attributes and Common surface material Specular Shading attributes. 

 Apply a texture as a specularity map to the material’s Specular Color attribute to designate which areas of an 

object shine (and the color of the highlights). 

NOTE: 

Only materials with specular attributes (Anisotropic, Blinn, Phong, and PhongE) have surface highlights. The specular 

highlight is the white shiny glow on the material. 

 

What are specular highlights? 

Some surfaces are shinier than others (for example a wet fish has a shinier surface than a dry leaf). Depending on how 

shiny a surface is, it reflects light in different ways. 

Shiny objects reflect light directly; matte objects diffuse light. Specular highlights show the places on the object where 

the light sources are reflected at consistent angles; reflections on an object show, among other things, light bounced 

from surrounding objects. 

Specular highlights depend directly on the view (camera), not the position of the light, like diffuse shading does. 
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TIP: 

The Blinn material is recommended for shiny surfaces in animations. Highlights on other specular materials, 

like Phong and PhongE, may flicker when animated. 

Highlights 

 

The size of a specular highlight on a surface makes the surface look either flat or shiny. 

Highlight color 

 

You can control the color of highlights on surfaces. 

Reflections 

 

You can control the degree of reflectivity as well as other surface properties like refracted color. 

Texture nodes are a type of render node that, when mapped to the material of an object, let you define how the object’s 

surface appears when rendered.  

Texture node(s) (with the material node(s)) feed into the Shading Group node, which tells the renderer how to shade the 

surface. 

Texture nodes are procedural textures generated by Maya or bitmap images imported into Maya  that you can use as 

texture maps for material attributes. Texture maps on various attributes such as color, bump, and specularity affect the 

appearance of the material. 

 

2D textures 

2D textures wrap around an object, like gift wrapping, or stick to a flat surface, like wallpaper. 

3D textures 

3D textures project through objects, like veins in marble or wood. 

With a 3D texture, objects appear to be carved out of a substance, such as rock or wood. You can scale, rotate and 

move 3D textures interactively in a scene view to achieve the desired results. 

Environment textures 

Environment textures are commonly used either as backgrounds for objects in your scene or as reflection maps. 

Layered textures 

There are two ways to layer textures in Maya: using the Layered Shader with the texture compositing flag or with 

the Layered Texture Node. 

Though the workflow for using the Layered Texture node is similar to the Layered Shader, using the Layered 

Texture node is recommended because you can set many blend modes. 
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Mapping methods 

Mapping methods determine the relationship between the texture and the surface.  

Normal mapping (default) 

When you map a 2D texture, you can choose the mapping technique Maya uses to apply the texture to the object: 

normal, projection, or stencil. By default, textures are mapped as a normal map. 

 

The texture is mapped to the UV space of the surface and is sized and positioned depending on the UV 

parameterization of each surface. 

The shading network for a Normal 2D texture map is made up of the file texture node and the place2DTexture node that 

defines the texture’s placement. 

 

Projection mapping 

This mapping technique projects the texture through 3D space like a slide projector. 

When you create a projected 2D texture, it behaves like a 3d texture (it has height, width, and depth). 

The shading network for a Projection 2D texture map is made up of the file texture node and a Projection node that 

defines the texture’s placement. 

Stencil mapping 

This technique lets you use either a mask file or a color key to remove part of the texture. If your label is not square, 

project the texture as a stencil to knock out the label using either a mask file or by color keying the texture. Then use the 

texture's Color Balance > Default Color to set or map the color behind the label. 

The shading network for a Stencil 2D texture map is made up of the texture and a Stencil node that defines the 

masking, and two place2DTexture nodes: one for the texture, and one for the stencil. 

 

Map a 2D or 3D texture to a material 

When you map a 2D or 3D texture to an object, you connect it to an attribute of the object’s material. Textures map to 

geometry based on the object’s UV texture coordinates.  

To connect a texture to a material using the Attribute Editor 

1. Select your material in the Hypershade. In the material Attribute Editor, click the  map button beside the 

attribute that you want to connect a texture to. The Create Render Node window appears. 

2. Select a texture from the Create Render Node. 
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If you are selecting a 2D texture, right-click the texture and select a mapping method (Create texture (create 

normally), Create as projection, Create as stencil). If you do not select a mapping method, the default method 

(Create texture) is used. 

To connect a texture to a material in the Hypershade work area 

1. Press Tab and enter the type of your node. If you are creating a 2D texture, the mapping method for the texture is 

indicated beside its name (for example, file [Stencil]). 

Alternatively, you can drag and drop the texture from the Create tab into the work area. 

2. Middle mouse or left mouse-drag to create connection lines between your texture node and your material node. 

 

File textures 

File textures are bitmaps scanned from photographs, taken with a digital camera, or painted in a 2D or 3D paint 

package. File textures filter better than most procedural textures and can result in better image quality. 

NOTE:You can render an entire branch of a shading network to use the illumination, shadow, shading, and textures as 

a file texture (texture map) for the following reasons: 

 To reduce rendering time of particularly complex networks or if global illumination features are involved. 

 To obtain lighting effects that would be difficult to achieve in other ways. 

Animated file textures 

To use a sequence of image files to create an animated file texture, the file extensions must be separated from the 

basename and, or the extension by periods.  

Tileable file texture images 

Like any other texture, you map a file texture to an attribute of a material (shader). You can map file textures as a 

tileable (repeating) image where the opposing edges of the texture line up. 

Procedural textures are tileable by default, but if you want to tile (repeat) file textures, you must make sure edges match 

properly to prevent seams. To make sure edges match properly, you can use an image editing package to offset the 

image, then touch up light or dark areas in the offset tile. 

A tileable bitmap image is one that can be broken down into smaller pieces. Tileable images load faster and easier by 

the renderer, saving valuable rendering time.  

Square vs. non-square bitmap images 

You want your texture to fit your model perfectly, as though the texture has been painted on. You could measure the 

surface to which the texture is attached. However, because Maya is more efficient if it scales any non-square texture 

into a square texture, using a square image to begin with is recommended. If the object you are texturing is not square, 

for example, a lamp pole, place your texture in a black square. 

 

Procedural textures 

Procedural textures are generated by Maya. In fact, all of Maya’s 2D textures (except for file and movie) and 3D 

textures are procedural textures. 

Procedural textures are 2D or 3D plots of mathematical functions (called procedures) that have no limitation in 

resolution (size). You can adjust attributes for different aspects of a procedural texture to create different looks. 2D 

procedural textures operate much like 2D file textures in that they attach themselves to the UV coordinates of the 

geometry. 3D procedural textures ignore UV coordinates. 
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Adobe Photoshop texture networks 

 

Adobe®Photoshop®files (version 6.0+) are supported, facilitating simple painting workflows in the following ways: 

 You can use any existing Adobe Photoshop file as a texture in Maya, anywhere you would normally apply a 

texture. 

 You can convert a PSD file with layer sets to a Layered Texture in Maya to help visualize and work with the 

individual layer sets. 

 You can create a layered PSD file from within Maya in order to paint multiple channels (color, bump, specular, and 

so on) separately on an object, in Adobe Photoshop. 

 You can use Maya’s 3D Paint Tool to sketch out (“lipstick”) an object to act as guidelines for the areas on the 

Adobe Photoshop image that should be painted, useful when UVs are inappropriate or unavailable to be used as a 

guideline. 

 At anytime, you can modify a PSD file in Adobe Photoshop, then update the image in Maya to see the 

modifications immediately 

Texture mapping 

Maya has a number of textures that you can map onto objects. For more information on these textures, see 2D and 3D 

textures. 

To apply a texture to an object you map (connect) it to the attributes of an object’s material. (Textures and materials are 

render nodes. Render node attributes describe how the node appears and behaves; for more information, see Render 

nodes.) The attributes to which the texture is connected determines how the texture is used and therefore how it affects 

the final results. 

For example, if you connect Maya’s 2D black and white Checker texture to the color attribute of an object’s material, you 

have applied a color map; the checkered pattern determines which parts of the object appear black and which appear 

white (or other colors if you adjust the texture’s color attributes). 

To map a texture, see Map a 2D or 3D texture. 
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If you connect the black and white Checker texture to the transparency attribute, you have applied a transparency map; 

the checkered pattern determines which parts of the object are opaque and which are transparent. 

 

Color maps 

By mapping a texture to the Color attribute of an object’s material, you create a color map which describes the color of 

the object. 

To learn more about how you can work with color in Maya, see Color . 

Transparency maps 

By mapping a texture to the Transparency attribute of an object’s material, you create a transparency map which lets 

you make parts of an object opaque, semi-transparent, or entirely transparent. 

To learn more about how you can work with transparency in Maya, see Transparency. 

Specular maps 

By mapping a texture to the Specular attribute of an object’s material, you create a specular map which lets you 

describe how shine appears on objects (by controlling highlight). 

To learn more about how you can work with highlight in Maya, see Specular highlight (shine). 

Reflection maps 

By mapping a texture to the Reflected Color attribute of an object’s material, you create a reflection map which lets you 

describe how an object reflects its surroundings. 

To learn more about how you can work with reflection in Maya, see True reflections. 

Bump maps 

By mapping a texture to the Bump attribute of an object’s material, you create a bump map which lets you add the 

illusion of surface bump detail to a surface. 

To learn more about bump maps in Maya, see Bump maps. 

Displacement maps 

Displacement maps let you add true dimension to a surface at render time, a process which may reduce or eliminate the 

need for you to create complex models. 

To learn more about how you can work with displacement maps, see Displacement maps. 
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UV Mapping: 

In Maya, UV texture coordinates (UVs) can be created for polygon surface meshes 

using the following UV mapping techniques: 

 Automatic UV mapping 

 Planar UV mapping 

 Cylindrical UV mapping 

 Spherical UV mapping 

 User-defined UV mapping 

 Camera UV mapping - see Planar UV mapping 

Each UV mapping technique produces UV texture coordinates for the surface mesh 

by projecting them onto the surface mesh based on its inherent projection method. 

As a result, the UV texture coordinates have an initial 2D spatial correlation to the 

vertex information in the 3D world space coordinate system. It is this correlation 

between the texture map and the surface mesh via the UVs that positions the 

texture on the surface. 

The initial mapping produced via the above UV mapping techniques does not 

usually produce the final UV arrangement that is required for a texture. As a result, 

you will often need to perform further editing operations on the UVs using the UV 

Editor. 

The polygon and subdivision surface primitive types in Maya have default UV 

texture coordinates that can be used for texture mapping. However, if you modify 

the default primitives in any way (that is, scale, extrude faces, insert or delete 

edges) you will need to map a new set of UV texture coordinates onto the modified 

object to suit your texture mapping requirements. 

The best workflow is to map UVs onto a model only when it is complete. 

Once you have mapped UVs onto a model you view and edit the resulting UV 

texture coordinates using the UV Editor. The UV Editor lets you view the two-

dimensional UV mesh on its own or in relation to the image texture. The UV 

Editorlets you manipulate the components of the UV mesh in the 2D view much 

like you work with other polygon components in Maya. 

In some instances the default UV projection may not appear in a manner you 

expect or require. In these situations you must visually evaluate, then manually edit 

the UV layout to rearrange the position of the UVs within the UV Editor to better 

suit the requirements of the texture. 

In terms of production workflow, you typically map and edit (rearrange) the UVs 

once you have completed your modeling and before you assign textures to the 
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model. How you edit the UVs for a particular polygon mesh depends on the texture 

mapping requirements you have. 

The following are some examples of situations where UVs need to be edited to 

meet specific texturing requirements. 

 When the image for a texture map already exists, the UV mesh (and 

possibly the surface mesh) will need to be modified to conform to the 

requirements of the image. One example of this is when texture mapping a 

games character and the artwork for the texture maps already exist for a 

known film actor, athlete, or comic book character. In addition, the image 

for the character's textures may be comprised of many smaller separate 

images for the various components of the character on the same image (For 

example, sub-images of the face or head, torso, legs etc.). This method of 

laying out many images on a single image is commonly referred to as 

a decal sheet and is very efficient in terms of texture and memory usage for 

an interactive game application. When using a decal sheet approach the UVs 

must be arranged so they match up with the corresponding images on 

texture map as it appears in the UV Editor. 

 When you want to reference the same image multiple times for a texture 

map you will want the UVs to lay directly on top of each other when viewed 

in the UV Editor. This approach is useful and efficient in situations when 

the UVs can share the same region of a texture image. For example, if you 

had a brick texture that you wanted repeated on several buildings in a scene 

you could lay each separate UV mesh in exactly the same position within 

the UV Editor. Otherwise overlapping UVs are generally not desirable and 

will produce unexpected texture mapping results. When UVs overlap you 

can lay them out to not overlap using UV > Layout. 

 When you need to manually reassemble a UV mesh after using Automatic 

mapping to create UVs for a surface mesh. Automatic mapping invariably 

produces multiple projections for a surface mesh based on the shape of the 

surface mesh. As a result, the UV projections appear as many separate UV 

components in the UV Editor. This can be problematic when you need to 

have a UV mesh that is one contiguous piece to allow a texture artist to paint 

directly on the 3D object. You can reposition and attach the individual UV 

components using features in the UV Editor such as Polygons > Move and 

Sew UV Edges. 

 When the shape of the projected UVs are badly distorted compared to the 

3D surface mesh the resulting texture map will be compressed, stretched or 

otherwise distorted on the surface mesh in an undesirable fashion. There are 

many options for correcting these situations using features in the UV 

Editor such features as Unfold and Relax. 
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UV editor 
Windows > UV Editor 

UV > UV Editor 

The UV Editor lets you view and interactively edit the UV texture coordinates for polygon, NURBS, 

and subdivision surfaces within a 2D view. 

You can select, move, scale, and generally modify the UV topology for a surface very much like you 

work with other modeling tools within Maya. You can also view the image associated with the 

assigned texture map as a backdrop within the UV Editor and modify the UV layout to match as 

required. 

 
Maya lets you easily compare what you view in the 3D scene view and in the UV Editor’s 2D texture 

coordinate view by displaying the perspective view and the UV Editor simultaneously. For example, 

you can select a UV within the 3D scene view and simultaneously see the same selected UV 

coordinate in the 2D view of the UV Editor and vice versa. 
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This is useful when you’re editing UVs and need to understand how an item in the 2D view relates to 

the 3D model in the scene view. For this reason, many Maya users find it invaluable to have the Maya 

perspective view and the UV Editor displayed side-by-side when performing UV texture and layout 

work. You select this layout from the layout shortcuts section of the Toolbox. 

The UV Editor contains tools that allow you to modify the UV texture coordinates. For example, you 

can perform such actions as rotating and flipping UVs as well as cutting and sewing UVs in order to 

achieve the UV layout you require. You can also output a bitmap image of the final UV layout so it 

can be used as a background for texture creation work. 

There are separate menus for polygons and subdivision surfaces UV tasks. Many of the items within 

the UV Editor are also accessible from the UV Editor’s toolbar as icons. As well, some of the items 

that are contained within the UV Editor are also available in the UV menu from the Modeling menu 

set. 

 

Planar UV mapping 

Planar mapping projects UVs onto a mesh through a plane. This projection is best for objects that are relatively flat, or 

at least are completely visible from one camera angle. 
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Planar mapping typically gives overlapping UV shells. The UV shells may be perfectly superimposed and look like a 

single UV shell. You should use UV > Layout after mapping to separate overlapping UVs. 

The Best Plane Texturing Tool assigns UVs to the faces you select based on a plane computed from vertices you 

specify. 

You can select the faces you want to map before you choose the Best Plane Texturing tool, or you can choose the tool 

and then click each face you want to map. 

To map based on the best fit plane of the selection 

1. Select the faces you want to map UVs onto. 

2. Select UV > Best Plane Texturing Tool. 

3. You click faces to add them to the selection. 

4. Select one or more faces on which you want to map the texture. You cannot marquee-select the faces—you must 

select the faces one by one, or select the faces before using the operation. 

5. Press . 

6. Select one or more vertices (press  on the mesh and choose Vertex to switch to selecting vertices). 

7. Press . 

8. Use the UV Editor to view and edit the resulting UVs. 

 

To project from a plane defined by the view 

1. Select the faces you want to project UVs onto. 

2. Tumble the perspective view, or track an orthographic view to look at the faces. 

3. Select UV > Camera-Based. 

 

To map based on a planar projection 

1. Select the faces you want to project UVs onto. 

2. Select UV > Planar > . 

The Planar Mapping Options window appears. 

3. Set the following options as required: 
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 Click Best Plane to position the manipulator based on the faces you selected. 

 Click Bounding Box to position the manipulator based on the bounding box of the mesh. 

4. Click Project. 

5. Use the projection manipulator to control how the plane distributes UVs. 

6. Use the UV Editor to view and edit the resulting UVs. 

 

You can also rotate the manipulator by clicking the red crossed lines, which reveals the Show Manipulator tool. 

Click the light blue circle around the Show Manipulator handle to activate the rotate handles. 
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 Spherical UV mapping 

Spherical mapping create UVs using a projection that is based on a spherical shape 
wrapped around the mesh. This projection is best for shapes which can be completely 
enclosed and visible within a sphere, without projecting or hollow parts. 

 

To create UVs using a spherical mapping technique 

1. Select the faces you want to project UVs onto. 
2. Select UV > Spherical Mapping. 

3. Use the manipulator to change the position and size of the projection shape. 
4. Use the UV Editor to view and edit the resulting UVs. 

 

NOTE: 
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Projection mapping only works properly on a single object at a time. If you need to apply 
a projection to multiple polygonal objects in a single step, combine the objects into one, 
apply the projection, and then separate the parts back out. Otherwise, perform a 
projection on each object separately. 

Automatic UV mapping 

Automatic mapping creates UVs for a polygon mesh by attempting to find the best UV 
placement by simultaneously projecting from multiple planes. This method of UV mapping is 
useful on more complex shapes where the basic planar, cylindrical, or spherical projections 
do not produce UVs that are useful, especially on components that project outwards or are 
hollow in nature. 

 

Automatic mapping creates several UV map pieces or shells in texture space. This is fine if 
you are using tools that deal with UVs automatically for you, such as standard (not combed) 
fur and the 3D Paint tool in projection mode. If you need to work with the UVs manually, you 
will need to stitch the UV shells back together in the UV Editor using the Move and Sew UV 
Edges feature. 
You can also specify user-defined planes for the projection of UV texture coordinates. 
The Load Projection option uses a polygon object you specify from the current scene. 
To facilitate more accurate UV projections a projection manipulator is displayed when using 
the Automatic Mapping feature. The projection manipulator lets you correlate the multiple 
planar UV projections that occur in the scene view with how the resulting UVs appear in 
the UV Editor. 
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The projection manipulator appears centered about the selected object in the scene view 
with blue planes that correspond to the number of planes set by the Automatic 
Mapping’sPlanes option. A light blue color indicates that the projection plane is oriented 
facing away from the selected object, while a dark blue plane indicates the side of the 
projection plane that is oriented facing towards the selected object. 
The manipulator’s planes are displayed semi-transparent at a scale of 50% of the actual 
projection plane so they don’t fully occlude the object when using the manipulator. Red and 
green lines appear along the edge of each plane to indicate the corresponding U and V axes 
within the UV Editor. 
You can move, rotate, and scale the UV projection manipulator just like other manipulators in 
Maya. Scaling the manipulator affects the resulting scale of the projected UVs in theUV 
Editor. 
You can reset any transformations for the projection manipulator using the Channel Box. 
When a custom projection object is specified using the Load Projection option, the projection 
manipulator gets updated to reflect the planes specified by the custom projection. 
To map UVs for a polygon object using Automatic Mapping 

1. Select a polygon object in the scene view that you want to project UVs texture 
coordinates. 

2. Select UV > UV Editor to display the UV Editor or select the Persp/UV Texture 
Editor layout shortcut from the Toolbar to view the perspective view and the UV 
Editor side by side. 
When you project the UVs they will appear in the UV Editor’s 2D view. 

3. From the Polygons menu set, select UV > Automatic > . 
The Polygon Automatic Mapping Options window appears. 

4. Set the following options depending on your requirements: 
 Set the Planes setting to the desired number of projections you require and 

click Project. (The more planes you use, the less distortion in the UV layout but the 
more shells are created). 

The automatic mapping projection manipulator appears centered about the object in the 
scene view with blue projection planes that correspond to the Planes setting you 
specified. That is, if the Planes option was set to 4, then 4 planes appear on the 
manipulator. 

5. To move, rotate, or scale the projection manipulator do the following: 

 To move the projection manipulator in X, Y, Z, drag any of the three colored arrow 
handles while moving your mouse. 

 To rotate the projection manipulator, click the light blue circular rotate handle to make 
the X, Y, Z rotate handles appear. Dragging any of the three circles rotates the 
manipulator about X, Y, or Z. 

 To non-proportionally scale the projection manipulator, drag any of the three colored 
box handles on the manipulator. 

 To uniformly scale the projection manipulator, click any of the three box handles on 
the tip of the manipulator so a 3D box appears. Drag the box to scale the manipulator 
uniformly. 

6. Use the UV Editor to view and edit the resulting UVs. 
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Contour Stretch UV mapping 

 

Contour Stretch UV mapping lets you project a texture image onto a selection of an object's polygons. Rather than 

projecting according to a specific form, a contour stretch mapping analyzes a four-cornered selection to determine how 

best to stretch the polygons' UV coordinates over the image. 

Contour stretch mappings do not have the same alignment and positioning options as other mapping methods. Instead, 

you select a stretching method that is appropriate to the selection's topology and complexity. 

Contour stretch mappings are useful for a number of different texturing tasks, particularly for applying textures to tracks 

and roads on irregular, terrain-like meshes. They are also useful for fitting regular-shaped textures onto curved meshes. 

For example, they would be useful to place a label texture on a beer bottle, right at the junction of the bottle's neck and 

body. 

Although the easiest geometry to contour stretch is a rectangular grid of quads, it's more likely that you'll want to use 

contour stretch projections on less regular shapes. For best results, ensure your selection fulfills the following 

requirements: 

 The selection cannot be a whole object, it must be a selection of polygon faces with an identifiable contour. 

 Although the selection doesn't have to be perfectly rectangular, the contour stretch projection must be able to 

derive four corners from its contour. 

 If the selection has holes in it, it is more likely to produce undesirable results. 

 If the selection consists of two or more discontiguous shells, their UV coordinates do not remain separated in 

the UV Editor once the projection is applied. Instead, they are treated as a single, one-piece selection. 

 

Transfer UVs between meshes 

You can map your UVs to a smoothed version of your polygon model, where it may be easier to get good UVs (for 

example, you can smooth out wrinkles which cause overlapping UVs). Then you can use the Transfer operation to copy 

the mapped UVs back onto the complex original model. 

To transfer smoothed UVs between polygon meshes 

1. Duplicate your polygon mesh. 

2. On the duplicate, select the vertices you want to smooth. 

3. Select Edit Mesh > Average Vertices > . 

4. In the Average Vertices Options that appear, set the Smoothing amount then click Apply. 

NOTE:Increase the Smoothing amount value to smooth the selection quickly. You can also click Apply repeatedly 

to smooth repeatedly. 

5. Project UVs onto the smoothed duplicate model using any of the mapping options in the Create UVs menu. 

6. Use Mesh > Transfer Attributes to copy the UVs from the smoothed duplicated back to the original mesh. 

 

www.a2zpapers.com
Download free old Question papers gndu, ptu hp board, punjab board

w
w
w
.
a
2
z
p
a
p
e
r
s
.
c
o
m

www.a2zpapers.com

a2zpapers.com

file:///F:\MayaHelp2016_enu\index.html%23!\url=.\files\GUID-5E9D3489-6CFF-41E8-99A2-D364C7BF2422.htm
http://a2zpapers.com/
www.a2zpapers.com
http://a2zpapers.com/

