HIBBING COMMUNITY COLLEGE


COURSE OUTLINE











COURSE TITLE & NUMBER:   MMSP 2690, Advanced 3-D Animation Project


CREDITS:  3 (Lec 1/ Lab 2)


PREREQUISITES:  MMSP 2650 or consent of instructor





CATALOG DESCRIPTION:  Advanced 3-D animation project will build upon skills learned in previous modeling and animation courses.  Students will learn organic modeling and animation techniques that will concentrate on character animation techniques including walk and run cycles, lip-syncing, compositing and other techniques.  Students will then develop their own advanced animations for use in their portfolios.





OUTLINE OF MAJOR CONTENT AREAS:





I.  Introduction, Bones Techniques, Surfacing, and Timing


A. Basic ball bounce and timing		


B. Broadcast Style Logo Animations								          	 


Basic Tools for Character Animation and Character building 


	  1. Building deformation controls with skelegons


	  2. Bone rules and tips for hierarchies


Surfacing Objects


	  1. Texture mapping


 	  2. Procedurals


  	  3. Gradients


  	  4. U-V Mapping				 





II.  Walk Cycles with Puppet Model 		


A. Basic walk cycle							


    1. Heel Strike Pose


	 2. Squash Pose


	 3. Passing Pose


B. Starting and stopping						


C. Walk cycle for Personnel character 					





III.  Run Cycles and other Movements		


	A. Run Cycles								


	    1. Thrust Pose


		 2. Mid-air Pose


		 3. Squash Pose


	B. Caricature Actions						


		 1. Modifications to basic walk cycles 





IV.  Character Animation with Bones and Inverse Kinematics    


A.  Skelegons & Bones Setup for Character Animation			


Walk Cycle with Bones Inverse Kinematics Setup and Rigging of Character							


	  1. Setting constraints and limits for bones	


	     2. Setting goal strength and goal properties correctly


Walk and Run Cycles with Hybrid-IK Setups





V.  Modeling Human Face and Endomorphs		


	A.  Modeling the Face and texturing					


B.  Character Facial Animation Setup	 				


C.  Endomorphs & Phonemes			 			


 


VI.  Portfolio Project - Character Animation for Demo Reel


	A.  Compositing & Final Rendering	





COURSE GOALS/OBJECTIVES/OUTCOMES:





The student will be able to: 


1. 	demonstrate the following modeling skills:


	a. building complicated objects from simple shapes.


	b. placing parts in foreground and background layers.


	c. model realistic architectural interiors, furniture & wall hangings.


	d. model realistic outdoor environments.


	e. creating landscapes using displacement maps.


2. 	demonstrate proficiency in subpatch modeling of simple organic characters.


3. 	correctly lay a texture map, procedurals and gradients to a 3-D object. 


4. 	UV map multiple textures to an organic model.


5. 	produce luminosity and diffusion maps for 3-D objects.


6. 	choose a correct type of mapping to texture basic primitive 3-D objects and sections of complicated objects.


7. 	set up a basic 3 point lighting plan for a scene.	


 create a simple walk cycle of both a puppet model and a full organic model of your own. 


 build a correct bone structure in a human character that is correctly rigged for animation.


place bones and manipulate them in a character be able to cause the character to walk.


build a human head in 3-D using more than one method.


create a simple bouncing ball cycle with the correct timing.


create a basic walk cycle for a character that they build.


lay multiple texture maps to an organic character to make it look realistic. 


15.	create a multi-layered composite animation.


16.   create basic phonemes shapes for facial animation and be able to plug them in using endomorphs.


17.   create their own organic character and build a complete bone structure for          that character. they will then create an entire scene animating this character to be used in their demo reel. these should include realistic organic character animation and good use of textures, lights, and timing and composite work.





HCC COMPETENCIES MET:  


1.  Working Productively and Cooperatively 


2.  Communicating Clearly and Effectively


3.  Thinking Creatively and Critically


4.  Social Responsibility


5.  Value and Self


	





STUDENT CONTRIBUTIONS:


Students are expected to attend all classes participating in class assignments using vocabulary and knowledge learned from previous assignments.  Advanced tutorials are done in class and build on previous lessons, 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 = 35%, tutorials and exercises = 65.








SPECIAL INFORMATION:  (SPECIAL FEES, DIRECTIVES ON HAZARDOUS MATERIALS, TEXTBOOK USED, ETC.)


$15 for CD-R’s and VHS video tape


$50 for portfolio case
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