Course Outline

Course Title: 3D Character Design and Animation
Credits:

Time: M-Th 12:45-3:45
Instructor: Robert Schuchman
Overview: This course introduces the beginning student to the art of 3D character design, modeling and animation. The primary tool is 3D Max.  Adobe PhotoShop, Adobe Premiere and Adobe After Effects are also used. Students learn about the types of characters used in the film, video and gaming industries. Complex characters are developed from the ground up - from written character background sheets and anatomical sketches to 3D models and animated sequences. At the conclusion of the course, student will assemble digital portfolio of their work suitable to show potential employers.
Techniques covered in this class:

Modeling Methods: Assembling Primitives, Lathing, Polygonal Modeling and Edge Modeling. Camera: Set Up and movement. Lighting: Spot, Direct & Omni. Animation Methods: Constraints, Basic Keyframing, Modifiers, Simple Bone Systems, Particle Systems and Biped. Texturing Methods: Materials Editor, Selecting Diffuse Colors, Bump Mapping, Setting Multi-Sub-Object Textures.
COC's

a. Knowledge of Basic Vertebrate Structure -Plantigrade, Digitigrade and Ungulate. 


b. Knowledge of polygonal modeling.


c. Knowledge of lath modeling.

d. Knowledge of  multi sub-object texture mapping.

e. Knowledge of simple mapping (bump, diffuse color, specularity)


f. Knowledge of Key Frame Animation.

g. Can use the "Curve Editor" to manipulate animations.

h. Can render animation sequences.

i. Knowledge of "Biped" rigging.


j. Knowledge of morphing techniques for facial animation


k. Knowledge of basic lighting set up


l. Can render still images of models.

m. Can merge and import models.


n. Knowledge of support soft ware (PhotoShop and Illustrator)
Week 1 - Introduction - What's a Character and How Do You Make One? 

a. What's a Character  - PowerPoint of character types.


b. Overview of 3D Max - Essential Skills 

c. Exercise - Basic Modeling techniques - Using primitives



d. Exercise - Animating a Box - Bend, Stretch, Twist, Key frame movement


e. Exercise - Interaction - Ball and Cone - Setting Pivot Points, Copying Keyframes
Week 2 -  Simple Anthropomorphic Characters - Inorganic


a. Exercises




(1) Modeling techniques - Primitives, Lathing, 


(2) Animation techniques - Key Filters, Transforms, FFD's


(3) Texturing - Diffuse coloring


(4) Lights - Standard Spots


Project - Teapot and Tea cup - An animated tea setting


Week 3 - Simple Anthropomorphic Characters - Organic

a. Exercises


(1) Modeling techniques - Polygonal


(2) Animation techniques - Space Warps


(3) Stock Bump Mapping



Project - Swimming Fish
Weeks 4 - Robots - Walking

a. Exercises and examples




(1) Bipedal - simple


(2) Modeling techniques - Primitives


(3) Animating with Biped



Project - Robot made from primitives
Week 5 - Robots - Track Driven

a. Exercises



(1) Modeling techniques - Various



(2) Animating with "Path Constraints"



Project - Track Driven Robot
Week 6 - Complex Anthropomorphic Characters - Inorganic

a. Exercises and examples




(1) Cars, Trucks



(2) Modeling techniques - Edge Modeling


(3) Animation techniques - Morphing


Project - Car

Weeks 7, 8, 9 - Complex Characters  - Humorous (Human)

a. The Face -



(1) Modeling techniques -




(a)  Intro to "Polygonal Modeling".



(2) Animation techniques - Morphing & Look At Constraints

b. Body Types



(1) Slender



(2) Heavy


c. Multi-Sub-Object Texturing

Week 10 - Complex Characters - Humorous (Animal)

a. The Face -



(1) Modeling techniques



(2) Animation techniques

Weeks 11, 12, 13, 14 - Naturalistic Characters

a. Postures


(1) Plantigrades - Human, Bears


(2) Digitigrades - Dogs, Cats


(3) Unguligrades - Cows, Horses

b. Movement 



(1) Bipedal




(a) Dinosaurs -  Polygon Modeling


(2) Quadrupeds



(a) Horses -  Polygon Modeling



(b) Cats -  Polygon Modeling


(3) Marine Animals




(a) Dolphins




(b) Sharks



(4)  Worms and Caterpillars





(a) Simple Bone Systems

Week 15, 16, 17 - Super Hero's


a. Male


b. Female

Week 18, 19 - Assembling the Portfolio 

a. Adobe After Effects



(1) Importing files



(2) Placing files 



(3) Using the text tool to create titles



(4) Setting multiple files on the timeline



(5) Exporting options
Exam Questions

1. Name the 3 stances and give 3 examples of each.

