HIBBING COMMUNITY COLLEGE

COURSE OUTLINE
COURSE TITLE & NUMBER:   MMSP2600:  3-D Computer Modeling
CREDITS:  3 (Lec 1/ Lab 2)
PREREQUISITES:  None
CATALOG DESCRIPTION:
3-D Computer Modeling is an in-depth introduction to 3D modeling using Lightwave 3-D.  Topics include overview of animation, layout and modeler’s interfaces, working with primatives, lathing, beveling, extruding, boolens, procedurals, surfacing and texturing of objects, complex shapes and an introduction to Sub-patch organic modeling.

OUTLINE OF MAJOR CONTENT AREAS:

I.  Overview of history of animation

A.  Classical cell animation

B.  Beginning computer animation

C.  Evolution to PC animation

II.  Critical analysis of animation examples

III.  Introduction to Lightwave

IV.  Lightwave modeler interface

A.  Loading objects

B.  Foreground and background layers

C.  X, Y and Z coordinates H,P and B Rotational Axes
D.  Working with primitives

E.  Creating points

F.  Drawing freehand polygons

G.  Lathing objects

H.  Assigning surfaces

I.  Sizing objects

J.  Saving objects

K.  Modifying objects

1.  Tapering

2.  Stretch
3.  Move vs. Drag
4.  Magnet

5.  Boolen functions

6.  Beveling polygons

7.  Extruding polygons

M.  Array tool

N.  Cleaning up objects

1.  Surface normals

2.  Merging points

3.  Modifying polygons

V.  Surfacing Objects



1. Surface attributes
a. Luminosity

e.  Reflection

b. Diffuse


 f.  Tranparency  

c. Specularity

g.  Bump

d. Glossiness

VI.  Organic Modeling

1.  Modeling in Subpatch Mode

2.  Organic modeling

3.  Cleaning up a subpatch object- spin quads etc.

4.  Setting patch division

COURSE GOALS/OBJECTIVES/OUTCOMES:

The student will

1.  explain the basic steps in cell animation.

2.  explain how computer animation began to replace all animation.

3.  demonstrate:

A.  loading objects.

B.  placing parts of objects in foreground and background layers.

C.  build basic primitives like ball, box, cone and disk.

D.  creating points

E.  drawing freehand polygons.

F.  lathing objects.

4.  assign multiple surfaces of different textures to parts of a single object.

5.  create a simple spline mesh surface with textures.

6.  complete an exercise building a complex object from primatives.

7.  make simple extruded 3-D text object with surfaces and make a simple fly in sequence.

8.  make a simple metaNurbs object.

9.  make a metaNurbs object and show how to convert it to a polygonal object with an appropriate patch division.

HCC COMPETENCIES MET:

1. Working Productively and Cooperatively 

2. Communicating Clearly and Effectively

3. Thinking Creatively and Critically 

4. Valuing Self

STUDENT CONTRIBUTIONS:
Students are expected to attend all classes participating in class discussions. Advanced tutorials are done in class and build on previous lessions, so attendance is critical. .  Students are expected to complete all exercises and tutorials on time and be present for all exams.
METHODS FOR EVALUATING STUDENT LEARNING:

Grades will be determined by assigned percentages of the total grade as follows:  tests = 40%, tutorials and exercises = 60%, 
SPECIAL INFORMATION:  (SPECIAL FEES, DIRECTIVES ON HAZARDOUS MATERIALS, TEXTBOOK USED, ETC.)
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