
    Course Syllabus

Course Code: ART-086 Animation and 3D Modeling
Prerequisites: none
Semester Credit Units: 3.0
Class Contact Hours: 2 per week

Lab Contact Hours: 4 per week   
Total:108

Instructor: Ty Carriere
Email: TyTaughtMe@gmail.com
Class Meets: Monday and Wednesday
7pm-10pm
Course Length: 18 weeks


Course Description

This class will give an introduction to Animation and Modeling concepts for the first portion of the class. Then will advance to basic animation concepts in a 3d program. Different applications of animation will be discussed ranging from movies, to video games to motion graphics.

Goals and Objectives
Students are expected to continue to work on their projects outside of class time to further their knowledge of animation uses in different industries.

Course Requirement & Policies

Students are expected to do all assigned work, which means doing projects and demos assigned in class. Students are also required to participate in critiques of each other’s work as well as participate in class discussions. Each student is responsible for communication with the instructor and the other members of the team. Any demonstrations that were missed due to absence are still required to be completed. Students are highly encouraged not to miss classes as this can affect your participation grade.

Course Topics
3D Modeling and Animation


See other sheets

Text & Bibliography

Mastering Autodesk Maya 2011 by Eric Keller, Todd Palamar and Anthony Honn 


Course Grades

You will be graded on the following:
1. Quality of work-
These means are you using all of the skills, methods and philosophes taught in the class and is it up to the standard of what is achievable in this period of time 
2. Participation-
Just showing up to class and not doing anything is not participation. Asking questions, making progress on projects, speaking during critiques by either presenting or giving constructive feedback is considered participation.
3. Communication with the teacher-
Life happens and there may be a time when you can make it to class. Contact the instructor through email to let them know that you won’t be able to attend and communicate as soon as you get back about how to get caught up.

A = professional work
B = very good student work
C = average student work.  All of the goals of the assignment were completed and participation was average.
D = poor student work.  The goals of the assignment were met for the most part, but not well. Poor Participation in class.
F = they turned something in, but did not meet the goals of the assignment and/or the quality was very low.
Zero = they turned nothing in.

Course Schedule

Class 1-2 – Introduction
Class Objective:
Instructor will be introduced and will go over course outline, assignments, and goal for final project..
Class / Lab Outline:
Introduction, course overview, examples of previous work as well as examples of the real world application of the course material.

Class 3-4 – Mudbox / Maya Introduction
Class  Objective:

Class will discuss what 3D modeling and animation is and get their first taste but learning the interface of a 3D program. Students will learn the basic interface of Mudbox.
Class Outline:
Students will learn what Mudbox is and how it works. Students will learn how to Subdivide their model and basic brushes.
Lab Assignment and objective:
Create proposal for term projects. See assignment companion guide of choices.

Class 5-6 – Mudbox 
Class Objective:

Students will learn the basic sculpting tools for Digital Sculpting. Students will how to begin sculpting a character
Class Outline:
Silhouette and anatomy will be discussed, Finding reference images 
Due Today: 
· 3 proposals for term projects
Lab Objective:
Begin working on model or animation project once approved. 
Lab Outline:

Practice using software by doing the demo instructor showed.

Class 7-8 – Mudbox advanced techniques
Class Objective:

Students will learn more hard surface techniques to create things such as armor, body suits, etc. Students will learn how to do different types of hair.
Class Outline:
Image planes modeling, edge hardening and softening, Back Culling
Lab Outline:

Students model an object from an image to turn in.


Class 9-10 – Modular Design
Class Objective:

Students will learn how to create modular pieces for architecture.

Students will learn how to create landscapes

Class Outline:
Students will learn the significance of creating reusable pieces to build larger environments.
Due Today: 

· Midterm Speed Sculpt / 1st part of main project
Lab Outline:

Work and critique

Class 11-12 – Sculpting architecture 
Class 6 Objective:

Students will learn how to add detail to architectural models
Class Outline:
Bas Reliefs, using multiple objects together, aging objects .
Lab Outline:

Continue working on or begin next phase of final project.

Class 13-14 –Retopologize Models
Class Objective:

Students will learn how to retopologize characters and why you might need to.
Students will learn what UV mapping is.
Class Outline:
Continue working on project. Learn retopologizing techniques and use if applicable.

Class 15-16 – Texturing in Mudbox
Class Objective:

Students will learn how to texture characters and creatures in Mudbox
Class Outline:
Texturing with layers, brushes and imported images
Class - Lab Objective:
Start texturing characters

Class 17-18 – Texture and Lighting pt2
Class Objective:

Class Outline:
Class will go over more advanced UV Mapping techniques
Class - Lab Objective:
UV Mapping tools
Photoshop Texturing

Class 19-20 – Architectural Modeling
Class Objective:

Students will be exposed to more advanced interior and exterior modeling design
Class - Lab Outline:

Progress Check.


Class 21-22 – Work Day
Class Objective:

Students will continue to work on their project and get feed back.

Due Today:
· Progress Check
Class - Lab Outline:

Continue working on projects

Class 23-24 – Working between maya and mudbox
Class Objective:

Students will learn how to use maya and Mudbox in tandem to render and more advanced techniques of modeling.
Class - Lab Outline:

Continue working on projects

Class 25-26 – Work Day
Class Objective:

Students will continue to work on their project and get feedback.
Class - Lab Outline:

Continue working on projects

Class 27-28 – Rendering movies
Class Objective:

Students will learn how to render movies out of Maya and discuss detail and quality setting for different outputs such as web and movie screen
Due Today: 
· Progress Check

Class 29-30 – Rendering out of Mudbox /  Editing
Class Objective:

Students learn how to render images and turn tables out of Mudbox. Students will go over editing their movies in a video editing program.


Class 31-32 – Demo Reels
Class Objective:

Class will go over how to make their demo reel of work.
Due Today: 
· Progress Check

Class 33-34 – Adding Polish
Class Objective:

Last chance to add any details and complete any work that needs fixing. 

Class 35-36 – Final Presentation
Class Objective:

Final Critique of projects and work. 

Campus Policies & Procedures

Student Responsibilities

It is the responsibility of every student to maintain academic integrity, respect the rights and differences of others, and assume responsibility for reading, understanding and adhering to all college policies as stated in the college catalog and/or addenda, and the student handbook. Furthermore, it is the responsibility of every student to abide by local, state, and federal laws, as well. 

Student Standards of Conduct

As a member of the LMC community, students are expected to abide by the Standards of Conduct while on the main campus or any offsite classroom, during any LMC sponsored field trip, special event, or convention. The College will enforce any and all of the Standards of Conduct at any of the aforementioned sites at any time. 

A violation of the Standards of Conduct will result in disciplinary action which may include, but is not limited to, suspension, probation, or dismissal from the College. 

The Standards of Conduct include the following topics:

· Academic Integrity

· Cheating

· Plagiarism
· Content of Assignments

· Use of Electronic Devices in Classrooms

· Copyright Infringement & Software Piracy

· Falsification of Student Records

· Harassment

· Hazing

· Physical Assault 

· Sexual Harassment & Sexual Assault

· Lewd, Indecent, or Disorderly Conduct
· Unauthorized Entry

· Theft

· Dangerous/Deadly Weapons or Devices

· Destruction/Damage of Property

· Use of Drugs/Alcohol

· Official Orders of College Administrators

· Smoking

· Food and Drink
· Dress Code

· Hygiene

Academic Integrity

We strive to support the development of academic achievement. Such achievement can only be obtained through academic integrity. Grades earned in courses are a part of a student’s permanent academic record and therefore must be achieved based on the student’s own knowledge. Academic dishonesty such as cheating, plagiarism, fabrication of information, or facilitating any academic dishonesty is unacceptable and will result in disciplinary action. 

Cheating

Cheating is defined as obtaining or attempting to obtain, or aiding another to obtain credit for work, or any improvement of evaluation performance, by any dishonest or deceptive means. Cheating includes, but is not limited to; lying; copying from another’s test (unless such discussion is specifically authorized by the instructor); taking or receiving copies of an exam without the permission of the instructor; using or displaying notes, cheat sheets, or other inappropriate devices; dependence on sources beyond those authorized by the instructor in carrying out the assignment; allowing someone other than the officially enrolled student to represent said student. 

Plagiarism

Plagiarism is defined as presenting someone else’s work as if it were your own, without giving credit to the source. In many cases it is acceptable to use someone else’s writing in a research paper, provided that you name the source of the writing. Failing to cite your sources however, is plagiarism.
Class Participation Policy

Students not participating for 15% to 24.99% of a class in a term will have the final grade for that class dropped one whole letter grade.

Students not participating for 25% or more of a class in a term will automatically receive a failing grade for that class.

There will be no excused absences.  Absences include a running total of all time missed including full lectures, full labs, late arrivals and early departures.  Absences may impact your funding and your qualifications for graduation.
Participation includes, but is not limited to:

· arriving on time prepared for class

· engaging in class oriented projects/tasks during class hours

· completion of homework/assigned projects on time
· actively engaging in the classroom process

Non-participation includes, but is not limited to:

· arriving late, leaving early, or failing to attend class

· computer gaming during class time

· chatting, texting, or making phone calls during class time

· failure to participate in class projects

· failure to submit work in a timely manner
Disrupting other students
You are responsible for obtaining any information you missed during an absence.  The instructor will not repeat entire lectures for absenteeism.  If you know you are going to miss class for any reason let your instructor know and make arrangements to obtain anything you miss.

There will be no make-up quizzes or exams offered unless you have made PRIOR arrangements with the instructor.  If you are sick or unable to attend on a test/quiz day you must contact your instructor before the time of the test.  Missing a test/quiz with no contact = 0% for that test/quiz.  Preferred method of contact is via email so it is time-stamped.
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