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It is important to properly align model meshes before uploading. Improper alignment will cause issues to the customer experience, and will delay
publication. Refer to the full 3D Imaging Alignment Guide for examples of each of the alignment types.

= All models are aligned to floor, wall, or ceiling. Model “front” is determined by the 3D Imaging Alignment Style Guide, and all models must be
aligned with model “front” faced toward positive Z space.
= The ‘Up’ World Axis is positive Y
= The mesh must be aligned in relation to worldspace 0,0,0 properly for its specific product type alignment: "floor", "wall", "floor mirror", or
"ceiling".
= Floor Model Alignment
= All floor-aligned models must rest on the Y=0 plane, with all geometry extending into positive Y space
= All floor-oriented models are centered at the base of the bottom surface in both the X and Z Axes. The pivot point should be at 0,0,0.
= Ceiling Model Alignment
= All ceiling-oriented models exist at or below the Y=0 plane, with all geometry extending into negative Y space.
= All ceiling-oriented models "hang" from the base of the top surface. The pivot point should be at 0,0,0.
= Wall Model Alignment
= All wall-oriented models must have their “backside” aligned to the XY plane (Z=0), all geometry extending into the positive Z space
= All wall-oriented models are centered around the X and Y Axes, with the pivot point at 0,0,0 in the center point of the back side surface.
= Floor mirror Alignment
= All floor mirror models must have their “backside” aligned to the XY plane (Z=0), all geometry extending into the positive Z space
= Angle of inclination
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Viewport : Maya Alignment : Floor

2 Seater Sofa
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- Viewport : Maya Alignment : Floor
Bar Chair

*  Front Z: front of seat and seatback towards front Z
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Viewport : Maya Alignment : Floor

Ba r StOOI Front Z: longest side front Z (if round or square it doesn't matter)
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Viewport : Maya Alignment : Floor

Bea n Bag Front Z: longest side front Z (if round or square it doesn't matter)
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Viewport : Maya Alignment : Floor

BED PRODUCT WITH SOFA TYPE DESIGN Front Z: longest side pointing towards front Z

Follow the same alignment for All with and with out racks sofas
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Viewport : Maya Alignment : Floor

* Front Z: front of seat and seatback towards front Z
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Viewport : Maya Alignment : Floor

Front Z: foot of bed and headboard towards front Z
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Viewport : Maya Alignment : Floor

Bu n ke Y BEd Front Z: foot end (short side, opposite headboard) facing towards

front Z, open side towards X Axis
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Viewport : Maya Alignment : Floor

Bu n ke r BEd Front Z: foot end (short side, opposite headboard) facing towards

front Z, open side towards X Axis
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Viewport : Maya Alignment : Floor

Bu n ke r BEd Front Z: foot end (short side, opposite headboard) facing towards

front Z, open side towards X Axis
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Viewport : Maya Alignment : Floor

LOft BEd Front Z: foot end (short side, opposite headboard) facing towards
Updated on: 3/15/2022 front Z, open side towards X Axis
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Viewport : Maya Alignment : Floor

B U n ke r bEd Wlth SI ld e Front Z: foot end (short side, opposite headboard) facing towards

Updated on: 3/15/2022 front Z, open side towards X Axis
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Viewport : Maya Alignment : Floor

I.Oft BEd With Se pa rate bEd Front Z: foot end (short side, opposite headboard) facing towards

front Z, open side towards X Axis
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Viewport : Maya Alignment : Floor
Bookshelf P Y °

Front Z : Book shelfs facing towards front Z
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Viewport : Maya Alignment : Floor

Tri-angleCabinet

Front Z: drawers/openings towards front Z
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Wa" Ca binet Viewport : Maya Alignment : Wall

Front Z: drawers/openings towards front Z
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Viewport : Maya Alignment : Floor

Front Z: drawers/openings towards front Z
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Viewport : Maya Alignment : Floor

Front Z: Single leg towards front Z or opposite to front
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Viewport : Maya Alignment : Floor

Front Z: front of seat and seatback towards front Z
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Viewport : Maya Alignment : Floor

Coffee Table
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COffee Table Viewport : Maya Alignment : Floor

Front Z: longest side parallel to front Z
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Coffee Table

Viewport : Maya Alignment : Floor
Front Z: longest side front Z (if round or square it doesn't
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Corner Rack

Viewport : Maya Alignment : Wall

Front Z: open corner towards front Z and pointing towards the right of the front camera,
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structural corners aligned into the corners of the top Y viewport, open side towards front Z
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Viewport : Maya Alignment : Floor

Front Z: open corner towards front Z and pointing towards the right of the front camera,
structural corners aligned into the corners of the top Y viewport, open side towards front Z

Corner Bookcase
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Viewport : Maya Alignment : Floor

Computer Table

Front Z: longest side parallel to front Z
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Viewport : Maya Alignment : Wall

Front Z: Face and hands towards front Z
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Viewport : Maya Alignment : Ceiling

Cha ndE| er Front Z: Longest side front Z (if round or square it doesn't

matter)
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Viewport : Maya Alignment : Floor

Front Z: longest side parallel to front Z
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Long Sided table

Viewport : Maya Alignment : Floor

Front Z: The long side should face front Z axis
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Viewport : Maya Alignment : Floor

Short Sided Table with drawer

Front Z: The short side should face front Z axis
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Dining Table Viewport : Maya Alignment : Floor

Front Z: longest side parallel to front Z
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Viewport : Maya Alignment : Floor

Dining Table

Front Z: longest side perpendicular to front Z
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Viewport : Maya Alignment : Floor

Dressing Table

Front Z: longest side parallel to front Z
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Viewport : Maya Alignment : Floor

Dressing Table

Front Z: drawers/openings towards front Z
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Viewport : Maya Alignment : Floor

Executive Chair

Front Z: Single leg towards front Z or opposite to front
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Viewport : Maya Alignment : Floor

F|00r I.a m p Front Z: Longest side front Z (if round or square it doesn't
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Viewport : Maya Alignment : Floor

F I OO r La m p Front Z: Single leg towards front Z or opposite to front.

Both sides are acceptable as shown above
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Viewport : Maya Alignment : Wall

H d ngl ng DeSk Front Z: drawers/openings towards front Z
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Viewport : Maya Alignment : Ceiling

Ha nging LightS Front Z: longest side front Z (if round or square it doesn't
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Viewport : Maya Alignment : Floor

Gaming Chair

Front Z: Single leg towards front Z or opposite to front
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Jewelry Box
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Viewport : Maya Alignment : Floor

Front Z: drawers/openings towards front Z
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Viewport : Maya Alignment : Floor

Front Z: longest side parallel to front Z (Pouring side on left)
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Viewport : Maya Alignment : Floor
Ladder

Front Z: longest side parallel to front Z
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Viewport : Maya Alignment : Floor
Ladder P Y °

Front Z: longest side parallel to front Z
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Viewport : Maya Alignment : Floor

Floor Lamp

Front Z: arc coming forward towards front Z
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Viewport : Maya Alignment : Wall

Wall Lamp

Front Z: arc coming forward towards front Z
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Viewport : Maya Alignment : Floor
L'Sha pEd DESk Front Z : Functional side parallel to frontZ, other side

(Functional seating area only present on one side) (not functional for seating) towards front Z
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Viewport : Maya Alignment : Floor
L'Sha pEd DESk Front Z : Longest side pointing towards frontZ,

(Seating area present on both sides) open side towards frontZ
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h h Viewport : Maya Alignment : Floor
L'S d pe COUC Front Z : longest side perpendicular to front Z (if round or

square it doesn’t matter)
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L-Shape Couch
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Viewport : Maya Alignment : Floor
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Viewport : Maya Alignment : Floor
L-Sha pe COUCh Front Z : Longest side parallel to front z with open side

Right Side Longer facing toward front z
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L_Sha pe Couch Viewport : Maya Alignment : Floor

Front Z : Longest side parallel to front z with open side
Left Side Longer facing toward front z
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Chaise Lounge

Left Side Longer

Viewport : Maya Alignment : Floor

Front Z : longest side parallel to front Z
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Viewport : Maya Alignment : Floor

Mirror

Front Z: front faces to front Z
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Wa" Mirror Viewport : Maya Alignment : Wall

Front Z: front faces to front Z
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Ottom an Viewport : Maya Alignment : Floor

Front Z: longest side Parallel to front Z
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Viewport : Maya Alignment : Floor
Front Z: longest side Parallel to front Z (if round or square it doesn't

Ottoman

matter)
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w1 EBEEOR BEETMI@AMHMERE 0] ® 80 !k!l}"l'—-ll £ poo  «] 100 (G sRGE gamma - *-‘@"E's" | Jf.v“’;’.:-,{i EEED*@%&E@%"P@#! L !*Iu".'—-'! £ 000 ] 1.00 [@sRGE gamma -

top -¥Y camera

View Shading Lighting Show Renderer Panels View Shading Lighting Show Renderer Panels
iR L2 BER EHEATIREEDRE 0] ® &0 Pk M B ) &2 000 ] 100 [D sRGE gamma b i N Ll BER EET PREE RS 0| ® &0 x| £ 000 ] 1.00 (@ sRGEgamma -

; i
} \
v = r 4

front -Z side -X

amazonimaging FOR INFORMATIONAL PURPOSES ONLY
~—"7



Viewport : Maya Alignment : Floor

Ottoman

Front Z: front of seat and seatback towards front Z

View Shading Lighting Show Renderer Panels View Shading ighting Show Renderer Panels
jma N S EDR FAEOIQHE RS ¢e|®®C (SRR % 000 J 100 [@)sRGEgamma - Im MM N LD LIEONOBEDI QME B Ev0!| ® O8CG |1 ARG oo «J 100 (D REEgamma .

top ¥ camera
View Shading Lighting Show Renderer Panels View Shading Lighting Show Renderer Panels
*-"E“TZ"“ gD J!_':* H =] * Eﬂﬁﬁ@fﬂﬁ"‘w&i L i Ol IE'I'—-Ii £ 000 ] 1.00 [ sRGEgamma x fmepimi N ¢ 5 2 B EE FIETI P i€ R s .00 % 8G P Sl IE'I'—'Ii e 000 « 1.00 [ sRGEgamma »
i

amazonimaging FOR INFORMATIONAL PURPOSES ONLY
~—"7



Pa per Bag Viewport : Maya Alignment : Floor
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Pi | |OW Viewport : Maya Alignment : Floor
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Viewport : Maya Alignment : Ceiling
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Table tOp PhOtO Frame Viewport : Maya Alignment : Floor
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Viewport : Maya Alignment : Wall
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Viewport : Maya Alignment : Floor
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Viewport : Maya Alignment : Floor
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Viewport : Maya Alignment : Floor
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Viewport : Maya Alignment : Floor
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Viewport : Maya Alignment : Floor

Front Z: longest side parallel to front Z
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Viewport : Maya Alignment : Wall
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Viewport : Maya Alignment : Floor

Front Z: drawers/openings towards front Z
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Viewport : Maya Alignment : Floor

Front Z: longest side parallel to front Z
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Viewport : Maya Alignment : Floor

Front Z: longest side front Z (if round or square it doesn't
matter) one leg facing to front Z
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Viewport : Maya Alignment : Floor

Front Z: longest side Parallel to front Z(if round or square it doesn't

matter)
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Vi : M Ali : Wall
Wall Mount Storage Rack lewport : Maya ignment : Wa

Front Z : shelfs facing towards front Z
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Storage Rack

Viewport : Maya Alignment : Floor

Front Z: longest side parallel to front Z
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StUdy Ta ble Viewport : Maya Alignment : Floor

Front Z: longest side parallel to front Z
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Viewport : Maya Alignment : Floor
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StUdy Ta ble Viewport : Maya Alignment : Floor
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Viewport : Maya Alignment : Floor
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Viewport : Maya Alignment : Floor
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Viewport : Maya Alignment : Floor
L'Sha pe Ta ble Front Z : longest side perpendicular to front Z (if round or

square it doesn’t matter)
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Viewport : Maya Alignment : Floor
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Viewport : Maya Alignment : Floor
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Viewport : Maya Alignment : Floor
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Table Set Viewport : Maya Alignment : Floor

Front Z: drawers/openings towards front Z
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Viewport : Maya Alignment : Floor

Front Z: drawers/openings towards front Z

View Shading Lighting Show Renderer Panels View Shading Lighting Show Renderer Panels
M N L LI EEOR FETDIDEe@RE e ® &80 (G @g R Qoo «J 100 [B]ReEgamma > lmM A LS ZIEDEHNEETDIDEE @ vo)l® @G ()RR S 000 <] 100 [B]SRGEgamma =

.,m\
4
|
¥
¥ |
top -¥
View Shading Lighting Show Renderer Panels View Shading Lighting 5Show Renderer Panels
jmiME N L2 IBEOR BEDIMEEH e o] ®* @G (i@ E| Qo0 J 100 [BreEgamma > |miMMA LS| BER BEOIDMME DE v ®2 @G SRR Qoo J 1.0 [T srcEgamma x
¥ ¥

amazonimaging FOR INFORMATIONAL PURPOSES ONLY
~—"7



Viewport : Maya Alignment : Wall
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TV Stan d Viewport : Maya Alignment : Wall
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TV Stan d Viewport : Maya Alignment : Wall

Front Z: drawers/openings towards front Z
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Viewport : Maya Alignment : Floor
TV Stand

Front Z: Single leg towards front Z or opposite to front
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Viewport : Maya Alignment : Floor

TV Stand

Front Z: longest side front Z
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WaSh basi n Viewport : Maya Alignment : Floor

Front Z: drawers/openings towards front Z
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Wa" ClOCk Viewport : Maya Alignment : Wall

Front Z: arc coming forward towards front Z
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Viewport : Maya Alignment : Wall
Wall Art

Front Z: Front face to front Z
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U — Shape DESk Viewport : Maya Alignment : Floor

Front Z: Longest side pointing towards front Z, open side
towards front Z
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Viewport : Maya Alignment : Floor

Front Z: Open corner towards front Z and pointing towards the right of the front camera,
structural corners aligned into the corners of the top Y viewport, open side towards front Z

Corner Chair
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Viewport : Maya Alignment : Floor

Corner Washbin

Front Z: Functional side facing —XZ (45°)
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Gym - Treadmill

Viewport : Maya Alignment : Floor
Front Z: Functional front end of machine or equipment

View Shading Lighting Show Renderer Panels
imM N LD LI BER AEDIDMEeHs |2@C¢ |HiaBE| S 0o

jmee N g 21 BEOGR BEDIDEe®E (208G |G| dsF| ¢ oo

amazonimaging

] 1.00

] 1.00

(the end of the machine the user would be facing) facing +Z

;‘u"iew Shading Lighting Show Renderer Panels

jmen Lo BENOBEDIONeDs vo|®@®G | |ja@E| & o000 J 1.0

¥ 4
|

View Shading Lighting Show Renderer Panels

fmeMe Rl L b4 | BEOE DEDID@e®sy (*®G (G A@E| @000 J 1.0

FOR INFORMATIONAL PURPOSES ONLY




Chair with Ottoman Viewport : Maya Alignment : Floor

Front Z: Ottoman should facing +Z
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Viewport : Maya Alignment : Floor

Front Z: Longest side parallel to front Z (if round or square it
Updated on: 3/15/2022 doesn't matter)
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CUP

Updated on: 3/15/2022

Viewport : Maya Alignment : Floor
Front Z: Handle is perpendicular to Front Z, extending towards
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Viewport : Maya Alignment : Floor

Front Z: Handle is perpendicular to Front Z, extending towards
Updated on: 3/15/2022 the right hand side
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Viewport : Maya Alignment : Floor

Tea KEttIe Front Z: Pouring side is perpendicular to Front Z, extending

Updated on: 3/15/2022 towards the left-hand side
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Viewport : Maya Alignment : Floor

Racing Wheel

Updated on: 3/15/2022
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Viewport : Maya Alignment : Floor

Dumbbell Set

Updated on: 3/15/2022 Front Z: Handle of dumbbell perpendicular to front Z
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Viewport : Maya Alignment : Floor

Dumbbell

Updated on: 3/15/2022 Front Z: Handle of dumbbell parallel to front Z
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