Pokeball Tutorial by Tammy

1. Create a sphere (Create ( Polygon Primitives ( Sphere [options box].)

2. Make the radius 1.0, the axis: Y, Axis divisions: 10, Height divisions: 10, use the default settings for the other stuff in the poly sphere options box (click “Reset tool” and change the settings as needed. Click on the grid to make the sphere.

3. Click Shading ( Smooth shade all (at the top of the perspective view.) 

4. In the polygons menu set, click create UVs ( Spherical mapping while the sphere is still selected.

5. Open the UV editor (Window ( UV texture editor). Click Polygons ( UV snapshot in the UV editor. Click Browse and give the file a name, and save it in a safe place where you can find it. Be sure it’s a .bmp (windows bitmap).
6. Minimize Maya, and open something like Paint shop Pro 8 (which is what i’m using). Open the UV image. 
7. Get a red color for the top half of the UV image. Paint only the top half. 
8. Paint the bottom half white.

9. Paint a slightly darker white circle in the center.

10. Paint a dark grey circle outline around the center circle.

11. Paint one dark grey line coming off of both sides of the grey circle outline.

12. Save the image and maximize Maya. 
13. Open Hypershade, and create a blinn material. Press ctrl + A if the attribute editor doesn’t show. Click the checker board icon next to color, and choose file. Click the folder icon next to image name, and open your pokeball texture we made.
14. In hypershade, with the sphere still selected, right click the pokeball material and choose apply material to selection.

15. Create a small, short cylinder, and place it in the center of the front of the pokeball. Use hypershade to make a lambert material for the cylinder. Color the cylinder material a white color or grey, and apply it to the cylinder the same way we did for the main part of the pokeball (except without UVs). To make the ball shiny, click the sphere, and make the specular shading sliders higher by sliding them to the right. 
16. Select the ball, and smooth it (Mesh ( smooth (Polygon menu set)), then shift-click the cylinder. Choose Mesh ( combine. Render the scene (Rendering menu set: Render ( Render current frame) 
This is the pokeball I made, along with its texture:

Pokeball rendered image:
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Pokeball texture:
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 Note that it’s hard to see the white part of the texture because this background is also white. 

