CCBC CATONSVILLE CAMPUS                                 School of Applied Information Technology

Room H-220                                                                        DIVISION: Technical Studies

CADD 151 B

Technical Animation

SYLLABUS

3 Semester Hours

Fall 2007 Semester

Instructor:  Bill Discher                        Instructors office hours will be

wdischer@ccbcmd.edu                        in room H-220, Saturdays after 2:20pm


(202) 782-2685                http://technical-animationcadd151.blogspot.com/
Description:

This course is an introduction to the art and technology of

3D modeling and simple animation with 3ds max 7.  

The student will  become  acquainted with the 3ds max 7  menus and graphical interface, Primitive Objects, Polygonal Modeling, Splines, Lofting, Lathing, Materials & Textures, Lights and Cameras.

REQUIRED TEXT  (you must have this book to complete your work)  

Exploring 3D MODELING with 3DS MAX 7

Authors: Steven Till & James O'Connell

Publisher: Thomson Delmar Learning

Course Length:

14 Weeks

To all CADD 151 students;

5 hours seems like a long time to spend in a computer lab on a Saturday, but there are a few things you should keep in mind. For one, 3 of those 5 hours are lab hours and you will need all of this time to complete the labs and work on your final project. Unless you  are very fortunate you will not have access to the 3DS MAX 7 software off campus, so use this valuable time wisely. Also keep in mind that during lab hours this class will work as a community of cooperative individuals. What this means is that each of you will be expected to do his or her own work, but we will all be sharing in the  learning experience. Your  instructor, and your fellow students will be there to help in your pursuit of knowledge and yes often you will have something to teach us, This is what professional communities do. Consider yourself and your  fellow classmates to be members of your own local  Guild of 3DS MAX 7 Users.  During non-lecture portions of class, fight the boredom and mental fatigue by taking short breaks, stretch your legs, have a soda or coffee in the break room(no food or drink in the lab) etc. One more thing. be considerate of your fellows and do not bring activated cell-phones into the classroom unless there is a family emergency that requires you  to be in contact with home. Should  your cellphone ring, exit the room quickly and quietly in order to answer your  call outside the class environment.

Personal 3DS max 7 Log:  This will be an important part of the class experience worht 15% of

of your grade.  Use a bound note book type of your choosing.  Keep this with you at the ready while  working through the LABS and while working on you final project.  Jot down and new discoveries that you make while working. You will make discoveries that are not in the books.

If you are pleased with a lighting composition or texture arrangement you have set up, make sure to record how you did it in you personal log.

LABS:  Each Chapter of the book Exploring 3D MODELING with 3DS MAX 7

will serve as a LAB that you are required to due in class on saturday. 

Quizes: the "in review" questions at the end of each chapter will serve as your take-home quiz.

The answers will be due at the beginning of the follow class session each week, on paper with the questions and your full name.

 FINAL PROJECT: Your Final Project  represents  at least four weeks of work on an original ideal demonstrating several key skills and concepts learned during the semester. I will provide ground rules but you will propose the concept and present it in the form a a Story-Board .

STORY BOARD: Once we have completed the lessons in the book you will create a "Story Board" that will be the rough draft for your final project. The story board will be due at Mid-Term

on October 15th.  

HANDS-ON FINAL:   This will be a basic practicle skills assessment . On December 10th  the entire class will take this test using the LAB P.C.s and the 3ds max 7 software.

WRITTEN FINAL:  this will be administered December 17th.  Afterwards each of you will have the oportunity to show your final project to the class and join in a  relaxed and friendly group critique.

Extra Credit Research Paper: All other class assignments and requirements should be completed on shedule before attempting to commit time to a research paper. This paper should be  a report on current events in the industry of 3D computer modeling, such as new forms of software and technology, how 3D was used in a particular computer game, or a particular movie. Also, a good subject, how 3D computer modeling and animation is used for training medical  personnel, first responders and members of the armed services. 

GRADE CALCULATION:                                                    Points Value

LABS:                                20%     200 points                  1000 – 900   A

Quizes:                              15%     150 points                    899  - 800   B          

FINAL PROJECT:             30%     300 points                    799  - 700   C               

WRITTEN FINAL:              15%     150 points                   699 -  600   D                

HANDS-ON FINAL:           15%     150 points                            

Personal 3DS max 7 Log:    5%       50 points             

Extra Credit:  (research paper 50 points)              

Overall Course Objectives & Outcomes:

· Understanding of the various applications of 3D imagery within the “visual communications”      industry.

· Knowledge of the 3ds max 7 interface, including panels, menus, and tool sets.

Thorough understanding of the Cartesian coordinate system.

· Creation of standard 3D primitive objects.

· Application of 3D modifiers to manipulate the appearance of 3D objects.

· Use of Boolean functions to create complex forms.

· Understanding of sub-objects such as vertex, edge, face, polygon, and element.

· Apply polygonal modeling techniques (box modeling) to generate complex forms.

· Creation of 2D spline objects and the manipulation of spline vertices's (corner, smooth, Bezier, Bezier-Corner).

· Creation of custom shapes with splines.

· Use of the Loft and Lathe techniques to generate 3D forms from 2D shapes.

· Importing line art into 3ds max from Adobe Illustrator.

· Basic patch modeling techniques.

· Understanding of different patch types and their uses.

· Subdividing and attaching multiple patches together.

· Insight into materials and texture maps.

· Comprehension of the important relationship between an object’s color and the color of light.

· Set up a standard material using pre-installed Max textures.

· Mix custom materials from imported images.

· Utilize Adobe Photoshop to create custom texture images.

· Examine material mapping coordinates and how they assist in applying materials to 3D objects.

· Correctly apply mapping coordinates to objects.

· Learn about the various light objects in 3ds max 7.

· Gain insight into the “anatomy” of light objects including hotspot, falloff, and attenuation.

· Utilize light plug-ins like Light Tracer and Radiosity to simulate global illumination.

· Implement the Light Lister utility for fast manipulation of light settings.

· Employ virtual cameras and manipulate camera parameters to achieve effects like depth of field.

· Experiment with different rendering output settings .

Course Outline: (course outline may be subject to change)

	Week
	Lecture
	LAB work

assigned

Chapter(s)
	Take home

Quiz  Due on

(in review)

	Week 1      Sep.8 
	Lab: Intro to 3D design and 3ds max 7
	Chapter 1

 Exploring on Your Own
	

	Week 2      Sep.15
	Lab: Primitive Objects, Sub-Objects, & Polygonal Modeling
	Chapter 2
	In  Review 1 

	Week 3      Sep.22
	Lab: Spline Objects, Lofting, & Lathing
	Chapter 3
	In  Review 2

	Week 4      Sep.  29
	Lab: Introduction to Patch Modeling
	Chapter 4
	In  Review 3

	Week 5      Oct.6 
	Lab: Materials and Textures (Bitmap)
	Chapter 5
	In  Review 4

	Week 6      Oct.13
	StoryBoards Due   Lab: Intro to Lighting
	Chapter 6
	In  Review 5

	Week 7      Oct.20
	Lab: Final Project
	
	In  Review 6

	Week 8      Oct.27
	Lab: Final Project
	
	In  Review 7

	Week 9      Nov.3
	Lab: Final Project
	
	

	November   2 nd 
	LAST DAY  to  DROP  or  AUDIT
	
	

	Week 10    Nov.10
	Lab: Final Project
	
	

	Week 11    Nov.17
	Lab: Final Project
	
	

	November  24 th
	School  CLOSED  for  Thanksgiving
	
	

	Week 12    Dec.1
	Lab: Final Project
	
	

	Week 13    Dec.8
	Final Projects Due / Hands-On Final 
	
	

	Week 14    Dec.15
	Written Final   / Project Critiques
	-----
	


Supplies:    USB flash drives
WARNING: nothing left on the hard drives of the lab P.C.s will be

there the following week. The memory of the lab PCs is wiped daily.

Make sure you save your work to a disc  or a USB Flash Drive.

You will need to keep a copy for yourself and give one to the instructor.

· Ruled notebook, pencils, pens, etc.

· Sketchbook for project conceptualization sketches

· Three-ring binder and sheet protectors to organize handouts, notes, and printed renders.

Instructor's Attendance Policy

 You should not arrive late for class, but when necessary you will enter the class quietly from the back of the room and do not disrupt the class in any way. If you actions require any student to look at you, you are disrupting the class. 


 You should not leave class early, but when necessary you will inform the instructor before class and leave quietly  from the back of the room.  If your actions require any student to look at you, you are disrupting the class. 

 If your actions require any student to look at you, you are disrupting the class. 

do not disrupt the class in any way. This applies to cell phones.

An excused absence is an emergency such as a death in the family, the advent of religious holidays and/or participating in Official College functions. 

Instructor's Grading Policy

Instructor will give credit for original work only.

Extra Credit may be given to outstanding projects that required extensive workload


   







   

 No make-up on quizzes,  most are take home and you have on week to complete. 







   

With a valid documented excuse, midterm or final examinations may be made up if the instructor is contacted between 24 hours before or after the exam. 







   

Under appropriate circumstances that are verified. these policies may be adjusted


 

General Classroom Conduct Policies 

Students and the Instructor will respect each other.




   

Students and the instructor will encourage the open expression of ideas. 


   

Students and the instructor will accept divergent ideas. 




   

Students and the instructor will assist in the developing of new ideas. 

   

Students and the instructor will provide time for individual efforts. 

   

Students and the instructor will furnish opportunities for personal growth. 

   

Students and the instructor must contribute to the class learning process. 

   

Students will submit only work that is their own. 




   

Students will complete their reading assignments prior to arriving to class. 

   

