ARCH 2243 – AUTODESK MAYA
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COURSE NUMBER: ARCH-2243		
COURSE TITLE: Autodesk Maya
INSTRUCTOR:				
CONTACT:
CREDITS: 3		
CLASS/CONTACT HOURS PER WEEK: 5 (2 Lecture, 3 Lab)		
PREREQUISITES: None

DESCRIPTION OF COURSE
This course continues the study of three-dimensional computer modeling using current modeling software. Basic modeling functions, lighting, material applications and rendering will be studied. The fundamentals of architectural animation will also be studied. This course focuses on techniques and methods applicable to architects, interior designers and other building related professions.

COURSE STUDENT LEARNING OUTCOMES
The student will learn to: 
· Use Computer aided 3D modeling and Rendering software to create and prepare architectural presentation drawings.  
· Generate three dimensional models.  
· Apply material finishes to the model.  
· Generate rendered perspective views of the model.
· Create rendered animations. 

PROGRAM OUTCOMES
· Use current CAD (Computer Aided Drafting) and 3D modeling software to prepare architectural drawings and other applicable graphics.

OUTCOMES BASED ASSESSMENT OF STUDENT LEARNING
For this course, students are expected to demonstrate the skills associated with the Institutional Learning Goals (ILG) identified below:
· Critical Thinking 
· Quantitative Skills 
· Technological Competence
· Communication Competence

In class students are assessed on their achievement of these outcomes. Names will not be used when reporting results. Outcomes-based assessment is used to improve instructional planning and design and the quality of student learning throughout the college.

COURSE MATERIALS REQUIRED
A USB Flash Drive.  Headphones will also be required if you plan to watch/listen to the course videos in the CAD labs on campus.



TEXTBOOK(S), MANUALS, REFERENCES, AND OTHER READINGS
The following textbook is required for use in this course:

		Autodesk Maya 2026 Basics Guide
	SDC Publications, www.SDCpublicatons.com
	ISBN:  978-1-63057-735-3

GENERAL INSTRUCTIONAL METHODS
The subject material will be presented in two segments.  The first segment has a seminar format with lecture, questions and answers, and overhead computer demonstrations.  The second segment is the laboratory portion with the exercises and projects used to simulate the on-the-job applications of the techniques and methods presented in the lecture.

STANDARDS AND METHODS FOR EVALUATION
Evaluation will be through the completion of CAD projects and Quizzes.  Circumstances may require that the method of evaluation be modified.  Any such modifications will be given in writing.

COURSE POINT TOTAL
	Project 1 	40	Points
	Project 2 	60	Points
	Project 3	60	Points
	Project 4	60	Points
	Project 5	60	Points
	Project 6	60	Points
	Project 7	60	Points
	Project 8	60	Points
	Project 9	60	Points
	Project 10	60	Points
	Project 11	60	Points
	Project 12	60	Points
	Project 13	60	Points
	Project 14	60	Points
	Project 15	60	Points
	Project 16	60	Points
	Project 17	60	Points
	-----------------------------------------------------		
	TOTAL	1000	Points

GRADING SCALE

A	900 to 1000 Points
	B	800 to 899 Points
	C	700 to 799 Points
	D	600 to 699 Points
E	599 Points or below

COLLEGE SYLLABUS STATEMENTS
Columbus State Community College required College Syllabus Statements on College Policies and Student Support Services can be found at www.cscc.edu/syllabus or on the College website Quick Links “Syllabus Statements”.
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CLASS SCHEDULE


Week	Date	Lesson	Activity	Description


		1		1 & 2	Read Chapter 1	Exploring the Maya Interface
					START PROJECT 1 	Due on ?/? – Project 1 (Chapter 1)

					Read Chapter 2	Polygon Modeling
					START PROJECT 2 	Due on ?/? – Project 2 (Chapter 2)


					

		2		3 & 4	Read Chapter 3	NURBS Curves and Surfaces
					START PROJECT 3 	Due on ?/? – Project 3 (Chapter 3)

					Read Chapter 4	NURBS Modeling
					START PROJECT 4 	Due on ?/? – Project 4 (Chapter 4)
	

			

		3		5 & 6	Read Chapter 5	UV Mapping
					START PROJECT 5 	Due on ?/? – Project 5 (Chapter 5)

					Read Chapter 6	Shading and Texturing
					START PROJECT 6 	Due on ?/? – Project 6 (Chapter 6)


				

		4		7 & 8	Read Chapter 7	Lights and Cameras
					START PROJECT 7 	Due on ?/? – Project 7 (Chapter 7)

					Read Chapter 8	Animation
					START PROJECT 8 	Due on ?/? – Project 8 (Chapter 8)
				
	
Note: All projects are due by 11:59 pm on the due date.




CLASS SCHEDULE


Week	Date	Lesson	Activity	Description


		5		9 & 10	Read Chapter 9	Rigging, Constraints, and Deformers
					START PROJECT 9 	Due on ?/? – Project 9 (Chapter 9)

					Read Chapter 10	Paint Effects
					START PROJECT 10 	Due on ?/? – Project 10 (Chapter 10)




		6		11 & 12	Read Chapter 11	Rendering
					START PROJECT 11 	Due on ?/? – Project 11 (Chapter 11)

					Read Chapter 12	Particle Systems
					START PROJECT 12 	Due on ?/? – Project 12 (Chapter 12)


				

		7		13 & 14	Read Chapter 13	Introduction to nParticles
					START PROJECT 13 	Due on ?/? – Project 13 (Chapter 13)

					Read Chapter 14	Fluids
					START PROJECT 14 	Due on ?/? – Project 14 (Chapter 14)


		

		8		15, 16 & 17	Read Chapter 15	nHair and XGen
					START PROJECT 15 	Due on ?/? – Project 15 (Chapter 15)

					Read Chapter 16	Bifrost
					START PROJECT 16 	Due on ?/? – Project 16 (Chapter 16)
				
					Read Chapter 17	Bullet Physics and Motion Graphics
					START PROJECT 17 	Due on ?/? – Project 17 (Chapter 17)

Note: All projects are due by 11:59 pm on the due date.
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