MAYA IN-DEPTH: Extracting Wire-frames

Mark Collins

Starting with an example NURBS surface, we
must first enter ‘component’ mode to gain
access to the wireframe of the object. First
click the component mode button. Secondly,
toggle off the components you dont need
(points, faces, etc) and toggle on ‘lines’
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Once we have entered component mode, we
can drag-select a whole series of ISOparms.
After selecting the isoparms, open the model-
ing tab.
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Modeling > Edit Curves >
Duplicate Surface Curves

This command will produce a series of curves
as distinct geometry. However, they will be
historically linked with their origin surface. To
break this historic connection, you can select
the lines and ...

Edit > Delete by Type > History
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Now that the lines are independent, we can
select them and move them away from the
origin surface. You can manipulate (or
animate) the primary surface and see the
changes effect the duplicated lines.




MAYA IN-DEPTH: Projecting Lines

Mark Collins

View >Predefined Booksmarks >
Top

To project a simple grid onto a complex object,
we need to first orient the camera to the
proper ‘axis of projection’ - in this case we will
move to our ‘top’ camera.
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Now viewing the object from above (with an
orthographic view), we can draw a simple line.
You can find the curve command under the
‘curves’ tab. Double click this icon and make
sure that ‘1 degree’ is selected. This should
draw curves with sharp angles.

Click once in the view to start the line. Subse-
quent clicks will add more points to the line. By
holding down ‘shift’ while clicking, we can
make straight lines. Press ‘enter’ to complete
the lines.
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Modeling > Edit NURBS > Project
Curve on Surface

First select the line that was just drawn, then
select our target surface. Execute the ‘Project
Curve on Surface’ command. You must still be
in the top view at this time!
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At this point we may move back into our
perspective view (by again accessing the
‘predefined bookmarks’ in the view settings).
Now we should be able to see the projected
line on the surface of our object.

We can move the original straight line to the
left and right, which should force the projected
line to update dynamically.

+ Window EditCurves Sufaces Edit NURBS Polypons Edit Polypons Polygon Uvs  Subdiv Su

2w e fz[e[e[e R/ 0T A

Polygons | Subdivs | Deformation | Arimation | Dynamics | Rendering | PaintEffects | Toon | Cloth

rEESRAUNRS

Select Camers

Previous View
Rlext Yiew 1
Default Home

Lok at Selection
Frame Al
Frame Selection

3
Front

Camera Settings > Top
Camera Attribute Editor. . Right Side
Camera Tools b LeftSide
S Bk
Bottom

Image Flane




{tiMaya 7.0.1: Juntitled --- nurbsPlaneShapel->projectionCurvel_1 {ifMaya 7.0.1: \untitled --- curveFromSurfaceCoS1...

MOdellng > Edlt Curves > File Edit Modify Create Display  Window | Edit Curves Surfaces  Edit WURES  Polygons  Ec File Edt Modify Create Display Window Edit Curves Surfaces  Edit MURES  Polygons  Er
. [ odeing ‘*--}im"“ﬂ [2 T [Modeing vl--liDb\ecls |3ﬂ’¥l|§‘+‘ 2
Duplicate Surface Curves Jres 4B - cm oft &2 e I ! R e
General  Cuves | Suitaces | Polygons | actach curves amics | Rer Genersl  Curves | Surtaces | Polygons | Subdivs | Defomation | Arimation | Dynamics | Rer
: Detach Curves A —~ ] &
LIOONR 2 S A FloOmrir RES AR

We can ‘promote’ our surface curve to actual , RS

;
[ | Display Show Panels Move Seam ting_Show Display _Show _Panels View Shading _Lighting_Show

geometry through using the ‘duplicate surface [ 0
curves’ command. The curve-on-surface L P i : § o

top

(maya’s terminology for a curve that is resident fort

side Extend 3

on a surface) must be selected before running F rasetenen offst > & rutstaren

waveTHande Reverse Curve Direction waveTHandie

this command. - Rebuld Curee _ ) ot
@ defeuitLighset " Fepepine |
@ defauiiDbjectset Smooth Curve @ defauitlighiset

CH Hardness @ defaulDbiectset

front

side

The curve will become selectable in the

Add Paints Tacl

Project Tangenk

outliner, and can be moved away from the urve Edtng oo
surface. It will continue to dynamically update =
itself based on how the original surface is ‘ socton
manipulated.

Wodfy Curves




