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This series of tutorials will cover the basics of 3D modelling, texturing and 
animation in Autodesk Maya 2008. However, many of the core concepts will be 
applicable to other versions of Maya and other 3D packages. 
 
1. Introduction 
 
This tutorial introduces the UV Texture Editor in Maya. It is highly recommended 
that you first read the tutorials Interface, Navigation and Transformation Tools, 
Creating and Manipulating Polygon Primitives and Basic Polygon Modelling. 
 
Before you begin this tutorial, make sure that you have Polygons selected in the 
Menu Selector on the status line. In older versions of Maya, this menu set is called 
Modelling.  
 
Note that UV mapping is a complex and (at times) difficult process. It is not 
uncommon for the process of UV mapping to take longer that the process of 
modelling a 3D object! This tutorial only skims the surface of UV mapping in Maya, 
but should offer you a good starting point if you are new to UV mapping in Maya. 
 
2. What is UV Mapping? 
 
UV mapping is the process of ‘unwrapping’ a 3D object in order to make a 2D map 
of the object surface. Think of a cereal box… in it’s 3D form, the box has 6 sides 
and you cannot view all sides at the same time. However, you can pull the box 
apart and flatten it out, so that you can view all six sides at once on a flat surface. 
Similarly, you could take a tin of beans and identify three main surfaces that can be 
flattened – you can cut off the top and bottom to create 2 flat circular shapes, and 
then peel off and flatten the label to create a long rectangular shape. Possible UV 
maps for a cereal box and a tin of beans are shown below. 
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But why would we want to do this!? 
 
Essentially, we create UV maps of 3D objects so that we have flat blueprints 
highlighting the various faces on the object. We can then use these blueprints to 
paint on a texture using a 2D art package (e.g. Photoshop) and then apply our 
texture to the object. Below is an example of a 3D head, with the UV map and 
painted face texture. 
 

 

 
 
When thinking about UVs, remember that 3D objects exist in XYZ space, where X is 
width, Y is height and Z is depth. U and V are the two dimensions that are used to 
define the coordinates of a texture on the surface of a 3D object. A UV in Maya is a 
UV point, which corresponds to a vertex in XYZ space. 
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This may all sounds ridiculously complicated. The best way to understand how UV 
mapping works is to give it a go… 

 
3. The UV Texture Editor 
 
First of all, create a polygon cube and apply a chequered texture to it. Go to Create 

 Polygon Primitives  Cube to create the cube, then go to Window  Rendering 
Editors  Hypershade to create the chequered material. In the Hypershade window, 
create a new material by clicking Lambert under Create Maya Nodes. Double click 
the new lambert2 material that appears on the right of the Hypershade to open up 
the Attribute Editor on the main Maya interface, as in the image below. 
 

 
 
Under Common Material Attributes in the Attribute Editor, click on the black and 
white chequered icon next to Colour and select Checker from the window that 
opens up. Now select the cube, and in the Hypershade hold the right mouse button 
over lambert2. From the pop up menus select Assign Material to Selection. You 
should now have a chequered cube as in the image below. If the material does not 
display in the viewport, press the ‘6’ key. 
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With the cube selected, go to Window  UV Texture Editor. This will bring up a new 
window with a range of drop down menus and buttons. You use the UV Texture 
Editor to unwrap, edit and manipulate the UVs for the selected object. Remember 
that UVs are the 2-dimensional coordinates for the surface of your 3D object, and 
that each ‘UV’ in Maya corresponds to a vertex on the 3D mesh. You cannot 
manipulate the 3D object (i.e. vertices, edges and faces) in the UV Texture Editor, 
only the UV coordinates.  
 
If you see the checker texture in the UV Texture Editor, click on the Display Image 
On/Off button, which looks like a human face. You should see the UV map for your 
selected object, which resembles the net of a cube by default. 
 

 
 
You are now going to move individual UVs around in the UV Texture Editor to see 
what effect this has on the UV Mapping for your 3D object. First of all, go to Select 

 UV. Now make sure that you can see both the 3D viewport and the UV Texture 
Editor at the same time, as in the image below. 
 

4 

 



 

3D Tutorials 
An Introduction to UV Mapping 
 
Tutor: Robin Sloan  r.sloan@abertay.ac.uk  
 

 
In the UV Texture Editor, left click and drag over just one of the squares. You 
should see 4 green UVs selected at each corner of the square. You should also see 
that 4 of the vertices on the 3D object turn green. The UVs you have selected 
correspond to those vertices. 
 

 
 
Pick the move tool, and with the UVs selected trying moving them in the UV 
Texture Editor. You should see the texture on the 3D object changes as you move 
the UVs around. That is because you are changing the mapping coordinates for 
those UVs. 
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Now select the Scale tool and try scaling the selected vertices up and down in the 
UV Texture Editor. You should see that the resolution of the texture on the 3D 
object changes. The bigger the square in the UV Texture Editor, the more texture 
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coverage it gets, thus the texture resolution increases. You might want to try 
turning Display Image back on in the UV Texture Editor (the button that looks like a 
human face) to see the checker texture.  
 

 
 
You can also select faces and UVs on the 3D object and then proceed to manipulate 
them in the UV Texture Editor. Enter Face mode by going to Select  Face, and try 
picking faces on the 3D object. You should see these faces highlight in the UV 
Texture Editor as in the image below. This is a good way to see where specific faces 
are located on the UV map. 
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You cannot directly edit Faces in the UV Texture Editor, only UVs. But you can 
convert your face selection into the corresponding UVs by going to Select  Convert 
Selection  To UVs.  
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4. Basic UV Editing  
 
You will have noticed that, in the default mapping for the cube, all of the UV points 
are joined. You cannot select just one square (which corresponds to a face) and 
move it independently from the rest of the UV map. 
 
Return to a default cube UV map as shown below. 
 

 
 
You are now going to try some basic UV editing to exercise greater control over the 
UVs in the UV Texture Editor. Firstly, let’s try cutting UVs so that we can break up 
the UV map. Select a face in the 3D view and convert the selection to UVs as shown 
below. 
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From the UV Texture Editor menus go to Polygons  Cut UV Edges. Once again, 
select the same face on the 3D object and convert the selection to UVs. Now, when 
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you move the UVs in the UV Texture Editor, you will notice that the UVs are no 
longer joined to the rest of the cube map.  
 

 
 
Move the detached square of UVs back so that it is roughly in its original position, 
as shown below. You are now going to join the UVs back together to make one 
continuous map.  
 

 
 
Once your UVs are roughly back in position, drag a selection over the top two UVs 
that you want to join, as shown below left, and go to Polygons  Merge UVs. The 
UVs should merge in the middle to create one UV point, as shown below right. If 
this doesn’t happen, go to Polygons  Merge UVs  and increase the Threshold. 
Now merge the two bottom UVs as well. 
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When you merged the UVs, you may have noticed that this created a distorted line 
of edges in the UV Texture Editor, as highlighted below. You want this to be a 
straight line. 
 

 
 
To fix this, select all the UVs in the distorted line and go to Polygons  Align  and 
make sure that Minimum U value is selected, then click apply. This should line up 
the UVs.  
 

 
TASK 
 
Play with the UV Texture Editor and the basic chequered cube until you are 
comfortable with how basic UV editing affects the textured surface of the 3D object. 
Try moving, rotating and scaling groups of UVs. Also try cutting, merging and 
aligning groups of UV points. 
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4. Automatic Mapping, Exporting UVs, and Importing a Custom Texture 
 
When you begin UV mapping, your goal is to lay out a UV map of a 3D object in an 
organized and logical manner, so that you can paint a 2D texture on to the map 
using a program such as Photoshop. Essentially, you are taking a 3D object and 
trying to make the surface of the object into a 2D map. 
 
For simple 3D objects, particular angular objects like cubes, you might find that the 
Automatic Mapping tool does a decent job of mapping the UVs for you. 
 
Select a 3D cube, make sure that you are in Object mode by going to Select  
Object/Component, and use Create UVs  Automatic Mapping. In the UV Texture 
Editor, you should see that your cube has been unwrapped so that each face is 
distinct, as shown below. 
 

 
 
In practice, Automatic Mapping rarely works perfectly (if at all). For instance, you 
may wish to tweak the UVs so that you use more of the allocated texture space 
(the upper right quadrant on the UV Texture Editor grid).  
 
However, for now all we want to do is export an image of our current UV map so 
that we can paint a simple texture on to our object. Insure that you are in Object 
mode and have the cube selected. Now go to Polygons  UV Snapshot. 
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In the window that pops up, set the texture sixe to 512x512, the file type to Jpeg, 
and set the File name to something appropriate. Hit Ok to create the snapshot. 
 

 
 
Find the newly created Jpeg and open it in Photoshop. You should see an image of 
the UV map. What you want to do is create a new layer and begin painting what 
you want to appear on the surface of the 3D object. For instance, you can try 
painting each face a different colour and adding some detail, as shown below. Save 
your new texture as a Jpeg. 
 

 
 

To bring the new texture into Maya, return to the Hypershade by going to Window 
 Rendering Editors  Hypershade. Create a new Lambert material, and double 

click on the new material when it appears in the Hypershade palette. In the 
Attribute Editor, click on the checker icon next to Colour, and this time select File. 
Click on the folder next to Image Name and search for your new texture.  
 
Now assign the new material to your cube (select the cube, then hold right mouse 
button on the new material in the Hypershade and select Assign Material to 
Selection). You should see your custom texture appear on the 3D object. 
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4. Planar Mapping 
 
Let’s try and create a UV map for a cereal box using the Planar Mapping tool. This 
tool gives you greater control over how the UV map is created that the Automatic 
Mapping Tool, but it will also take more time to use. 
 
Firstly, create a cube that looks like a cereal box, as shown below. 
 

 
 
Now open up the UV Texture Editor, select all the UVs by dragging a selection over 
every point, and move it off to the side as shown below. 
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Now, on the 3D object, select the large face on the front of the cereal box. Go to 
Create UVs   Planar Mapping . In here you will see the options for projecting a 
planar map. 
 
Essentially what we are doing here is finding the best angle from which to view the 
currently selected face. For instance, we can choose to project from the X, Y, or Z 
dimensions, or from the camera angle. You can try each of these later to see how 
this works. But for now, select Best Plane. This option does the work for you by 
finding the most appropriate angle from which to view the face. Also turn Keep 
Image Width/Height Ratio on, then click Project. You should see the face appear in 
the UV Texture Editor, as below. 
 

 
 
You will also see controls for the Planar Map appear on both the UV texture Editor 
and 3D object. Manipulating these controls will change the shape of the projected 
face. You want to keep the shape as it is, so just move the currently selected face 
off to the side for now, as shown below.  
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You will also see that the selected face has been removed from the default UV map 
on the right. What we want to do is go through each of the faces on the 3D object 
and apply the Planar Map to each one, until we eventually replace the whole default 
UV Map. Once you have done this, your UV Texture Editor might look like the image 
below. 
 

 
 
What we want to do now is move and scale the UV shells (the areas bounded by 
UVs, which correspond to faces on the 3D object) in the UV texture Editor so that 
they are all neatly arranged in the top right quadrant. But we also want to make 
sure that each shell is the right size relative to all other shells, otherwise certain 
faces on the 3D object will be given more or less texture space.  
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To get an idea of how much texture space each face has, we can apply a checker 
texture to the object and check the sizes of the squares on the faces. The checked 
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squares on all of the faces should be roughly the same size. We can correct this by 
scaling the relevant UV shells in the UV texture Editor. You can see below that the 
top UV Shell is too large in the UV Texture Editor, because it has greater texture 
resolution that the other faces on the 3D object.  
 

 
 
Move, rotate and scale the UVs until you have a UV map like the one below. 
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4. Cylindrical Mapping 
 
Now let’s try to UV map a cylinder, which we can imagine is a tin of beans! Firstly, 
create a cylinder like the one below in a new scene. 
 

 
 
Open up the UV Texture Editor and move all of the UVs off to one side. First of all, 
we want to map the top and bottom circular shapes using the Planar Mapping tool. 
To do this, follow the same technique you used in the previous section, until you 
have a map that looks like the one below. 
 

 
 
Now select all of the faces around the 3D cylinder and go to Create UVs  
Cylindrical Mapping. This will unwrap the ‘label’ area of the tin into a flat 
rectangular shell. Your final UV map could look something like the image below. 
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TASK 
 
Try modelling more complex objects using the tools described in the Basic Polygon 
Modelling tutorial (for instance Extrude, Bevel etc). Once you have a few complex 
objects, attempt to create effective UV maps for them using the UV Texture Editor 
and Planar/Cylindrical Mapping tools. 
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