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Columbus State Community College
Interactive Media
Media Creation & Tech Department
Business & Engineering Technology


COURSE NUMBER: IMM 2201

COURSE: 3D Modeling 3			

INSTRUCTOR:								CONTACT:

CREDITS:  3	CLASS HOURS PER WEEK: 1 Lecture, 4 Lab 		PREREQUISITES: IMM 1202


DESCRIPTION OF COURSE 
IMM 2201 is the final 3D modeling course. It focuses on animation and character modeling. Students will use the skills that they have already developed and apply them to a more technical aspect of content development, with the learning of rigging for animation. They will also learn to take the skills that they have developed and apply them in the creation of an organic character model.


COURSE STUDENT LEARNING OUTCOMES
· Demonstrate the ability to create multi pass textures for 3D models.
· Demonstrate the ability to create multi pass rendered stills, and composite them for a polished final presentation.
· Demonstrate the ability to create an organic, bipedal character and take it through the production pipeline from concept through finished, rigged, and animated creation.
· Demonstrate the ability to communicate thoughts and opinions to others in a useful and constructive manner during class critiques.


PROGRAM OUTCOMES
· Demonstrate an understanding of the history, current industry and occupations that constitute the digital gaming industry 
· Understand narrative and design principles in development of game concepts 
· Demonstrate appropriate content creation skills, utilizing both 2D and 3D creation software 
· Understand the roles and responsibilities of team members and their collaboration in all phases of design, development and implementation 
· Demonstrate the ability to work in a collaborative game development environment 
Develop a comprehensive professional portfolio to be used in pursuing jobs and/or internship opportunities.





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 
· Ethical Reasoning 
· Technological 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
Pen, or Pencil
Notebook
11x14 Sketchbook
2 Gig or higher flash drive


TEXTBOOK, MANUALS, REFERENCES, AND OTHER READINGS
None


GENERAL INSTRUCTIONAL METHODS
Lecture
Demonstration
Guided Practice
Video
Critique and Feedback


STANDARDS AND METHODS FOR EVALUATION
Discussion Board – 15% 				(15 Weeks x 15 Points Each)
Weekly Homework Assignments –65% 		(15 Weeks x 65 Points Each)
Final Presentation – 10%			(150 Points)
Attendance and Participation – 10% 		(15 Weeks x 10 Points Each)


GRADING SCALE
A = 90 -100% (1350 – 1500 Points)	Excellent
B = 80 -  89% (1200 – 1349 Points)	Good
C = 70 -  79% (1050 – 1199 Points)	Average
D = 60 -  69% (900 – 1049 Points) 	Below Average
E = below 60% (Below 899 Points)	Failing


SPECIAL COURSE REQUIREMENTS
None


ATTENDANCE POLICY
· Students will attend all classes.  If there is an issue, it is up to the student to contact the Instructor before the class.
· Students will be in class on time.  Those who show up late will lose points.
· Attendance and Participation is ten percent of the student’s grade.  Non-attendance will cause students to lose points.


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”.


INCLEMENT WEATHER OR OTHER EMERGENCIES 
In the event of severe weather or other emergencies that could force the college to close or to cancel classes, such information will be broadcast on radio stations and television stations.  Students who reside in areas that fall under a Level III emergency should not attempt to drive to the college even if the college remains open.

Assignments due on a day the college is closed will be due the next scheduled class period.  If an examination is scheduled for a day the campus is closed, the examination will be given on the next class day.  If a laboratory is scheduled on the day the campus is closed, it will be made up at the next scheduled laboratory class.  If necessary, laboratory make-up may be held on a Saturday.  

Students who miss a class because of weather-related problems with the class is held as scheduled are responsible for reading and other assignments as indicated in the syllabus.  If a laboratory or examination is missed, contact me as soon as possible to determine how to make up the missed exam or lab.  Remember!  It is the student’s responsibility to keep up with reading and other assignments when a scheduled class does not meet, whatever the reason.

In the event the college is forced to close during Final Exam Week, students will be contacted by the instructor, and will schedule times to meet individually for their final presentations.
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UNIT OF INSTRUCTION

	WEEK
	UNIT OF INSTRUCTION
	LEARNING OBJECTIVES/GOALS
	ASSESSMENT METHODS
	ASSIGNMENTS
	ASSIGNMENT DUE DATE

	Week 1

	Introduction / Fish Concept
	The student will be able to:

Demonstrate a comprehension of shape and design language.

Demonstrate an understanding of research tools and processes.

Demonstrate the ability to create design documentation. 
	Assignment
	Homework: Fish Concept
	

	Week 2

	Fish Model / Start Character Concepts
	The student will be able to:

Demonstrate a comprehension of organic modeling principles.

Demonstrate the ability to create a character mesh. 

Demonstrate the ability to create a texture for an organic model.
	Assignment
	Homework: Fish Model and Texture
	

	Week 3

	Rigging Review / Character Concept Feedback and Polish
	The student will be able to:

Demonstrate an understanding of rigging tools.
	Assignment
	Homework: Rig Creation
	

	Week 4

	Fish Rig / Character Color Pass
	The student will be able to:

Demonstrate the ability to create a skeletal rig for an organic creature.
	Assignment
	Homework: Fish Rig
	

	Week 5

	Fish Animation / Finalize Character Concept
	The student will be able to:

Demonstrate the ability to create basic animation through the use of key frames and deformers.
	Assignment
	Homework: Fish Animation
	

	Week 6

	Game Export and Implementation / Character Topology Research
	The student will be able to:

Demonstrate the ability to export an organic creature, along with animation and deformation information, into a game engine, and implement it.
	Assignment
	Homework: Game Engine Implementation
	

	Week 7

	Body Model
	The student will be able to:

Demonstrate a comprehension of organic modeling principles.

	Assignment
	Homework: Body Model
	

	Week 8

	Hand Modeling
	The student will be able to:

Demonstrate a comprehension of organic modeling principles.

	Assignment
	Homework: Hand Modeling
	

	Week 9

	Head and Hair Modeling
	The student will be able to:

Demonstrate a comprehension of organic modeling principles.

	Assignment
	Homework: Head and Hair Modeling
	

	Week 10

	UV mapping and Texturing
	The student will be able to:

Demonstrate a comprehension of UV mapping principles and execution.

Demonstrate the ability to create a texture for an organic model.
	Assignment
	Homework: UV Map and Textures
	

	Week 11

	Rig/ IKs/ Locators
	The student will be able to:

Demonstrate the ability to create a skeletal rig for an organic creature.
	Assignment
	Homework: Skeleton
	

	Week 12

	Control Curves/ Set Driven Keys
	The student will be able to:

Demonstrate the ability to create control curves and set driven keys to control the character rig.
	Assignment
	Homework: Control Curves, Set Driven Keys
	

	Week 13

	Facial Rig Controls
	The student will be able to:

Create facial controls to drive the facial movements.
	Assignment
	Homework: Facial Rig
	

	Week 14

	Animation
	The student will be able to:

Demonstrate the ability to create a walk cycle through the use of key frames and deformers.
	Assignment
	Homework: Bipedal Walk Cycle
	

	Week 15

	Game Export and Implementation
	The student will be able to:

Demonstrate the ability to export an organic character, along with animation and deformation information, into a game engine, and implement it.
	Assignment
	Homework: Game Engine Implementation
Final: Postmortem
	

	Week 16

	Finals Week
	
	Final Presentation
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