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Course Description: This class will cover 3D modeling, lighting, and texture mapping, as well as the process of character and set design. Prerequisite: DMF 201. 

Class Objectives and Goals

· Develop an approach to 3D modeling and lighting driven by strong visual concepts and original ideas.

· Create a cross-program workflow that includes Maya, Photoshop, and Mudbox to create images with maximum visual impact.
· Learn to analyze a project in order to articulate work needs and separate out individual tasks for development and completion.

· Learn an approach to modeling that emphasizes the development of overall form before specific details—a “general to the specific” process.
· Articulately and constructively critique your work and the work of yer ‘mates.

· Create a system of organization to keep track of and back up your work. 

· Use the new-fangled network of interconnected computers known as “The Internet” to solve problems, conduct visual research, and present one’s work.
Coursework: During the course of the quarter, you will be completing a series of projects designed to develop your understanding of 3D modeling and lighting. Each of these projects will include a research, written, and studio component. Throughout this course you must complete all projects, finish all readings, and post reflective essays on your blog. Students are expected to budget at least 4 hours outside of class time each week to complete their work. The projects are explained in detail at the beginning of each week on the class blog.
Required Text: Readings, projects, deadlines and student blogs are online at: 

milesmaya.blogspot.com
Class Format: This course is a studio workshop course. You are expected to attend class regularly, as well as complete each week’s project on time in order to create a dynamic studio atmosphere and contribute to discussions and critiques.
Final Critique: 




Thursday, March 10, 3:30-5:30 p.m.










Attendance: Attendance is mandatory for receiving the full benefit of the class. Unexcused absences and failure to complete projects, readings, or reflections will impact final grades significantly. More than two unexcused absences will result in one letter grade deduction (from an A to a B) in this course. More than three unexcused absences will result in two letter grade deductions (from a B to a D) in this class. Assignments must be submitted on time for full credit. 

Grading:

6 Projects: 25 points each, 150 points total.

Final project: 50 points

Labs: There are open lab times available outside of class time. Plan on hitting the lab on a regular basis. If you’re interested in being a lab aide, email Lab Manager Shawn Moore: mooremar@sou.edu. 

Honor code – Refer to the SOU Student Handbook; “Code of Student Conduct.” Your personal credibility is your most important asset in journalism. The Southern Oregon University Honor Code will be enforced. All submitted work must be your own. All source material must be attributed.

SOU academic support statement: If you are in need of academic support because of a documented disability (whether it be psychiatric, learning, mobility, health related or sensory), you may be eligible for academic accommodations through disability services for students. Contact Margaret Dibb, Director, DSS, at 552-6213, or schedule an appointment in person at the Access Center, Stevenson Union. Lower Level.
Suggested Readings

	Game Character Development With Maya
Antony Ward

0-7357-1438-x

Pub: New Riders, Edition: 

Year: 2005, Next Ed: 


	Hyper-Realistic Creature Creation
Eric Miller et al

1897177046

Pub: sybex, Edition: 

Year: 2006, Next Ed: 


	The Art of Rigging Volume 1
Ritchie, Callery, Biri

0-9768003-06

Pub: cg toolkit, Edition: 

Year: 2006, Next Ed: 


	The Game Artist's Guide to Maya
Michael McKinley

0-7821-4376-8

Pub: Sybex, Edition: 

Year: 2005, Next Ed: 



Background and Philosophy of the Course: This class is focused on creative and conceptual issues. Though you are expected to know your way around the computer and software well by the end of the quarter, technical skills are only a starting point. I am expecting you to push yourself creatively, to pay attention to yourself and your world and bring that interest into your work. 
