Polygon Hair Tutorial 

by Tammy

1. We are going to make a polygon hair mesh (not Maya hair, which isn’t good for the poly count in games.) So open Maya, and open a finished character model.

2. Create a CV curve or EP curve in the front view, and switch to the side view to move the curve in front of the forehead of the model’s face.
3. Duplicate the first curve, or make a new curve over the head. 

4. Make another curve, and place it behind the second curve, going towards the back of the head.
5. If you want longer hair, make another two curves: one behind the neck, and the other down the back.
6. Place 2 curves on both sides of the head (left side and right side). There should be 4 curves altogether if you do this for hair on the side of the head. Place the first curve above the other curve on both sides of the head.
7. Select the first two curves, and loft them. Select the second curve and the third curve, and loft them. Select the curve going down the neck and the one going down the back and loft them. Select the two curves for one side of the hair and loft them. Select the other pair of curves on the other side and loft them.
8. In the ‘Modify’ menu, there should be something about converting a selection. Click the conversion menu item in the modify menu, and click ‘Nurbs to Sub Divisions’. Next do the same, but this time, click ‘Sub Divisions to Polygons’.
9. You can now modify your hair by selecting the vertices, and moving them around if you would like to. Click and shift click all the parts of the hair that we made, and click Mesh ( Combine.
Texturing the hair:

1. Click ‘create UVs’ in the polygons menu set, and click the options box next to planar mapping. Reset the option’s settings, and select ‘Y axis’ in ‘project from’. Click project.
2. Open the UV editor, and scale the UVs so the fit into the texture space. Click Polygons ( UV snapshot. Give the file a name and location, and save it as a ‘.bmp’. Use the default settings for the other options. Click Okay.
3. Minimize Maya, and open Paint Shop Pro 8. Click File ( open, and open the UV map we made for the hair. 
4. Use the paint brush tool to paint any color you want onto the hair UVs.

5. Use the magic wand tool to select only the colored portion.

6. Choose Adjust ( Add/Remove Noise ( Add Noise. Use these settings: Random, Monochrome (checked), Noise = 75%. Click okay.

7. Choose Effects ( Texture effects ( Fur. Use these settings: Blur = 100, Density = 100, Length = 20, Transparency = 0. Click okay.
8. Click Selections ( Select none. Save the file.
9. Go back to Maya, and Create a lambert material in hypershade. For the color attribute, click the checker board icon, and choose file. Locate your texture and open it. Right mouse click the material in hypershade, and select Apply Material to selection while the hair is still selected. 
10. Press the 6 key to view the textures on your model.

My rendered images:

[image: image1.png]


[image: image2.png]



