EASTERN OREGON UNIVERSITY

College of Arts and Sciences

Division of Science, Mathematics and Technology
Course Syllabus

Number of Course: 
MM460

Name of Course:  
Advanced 3-D Graphics and Animation

Catalog Description: 
Introduces the use of advanced three dimensional computer modeling techniques for the creation of still and moving images. Topics include vertex modeling, metaball modeling, morph targets , inverse kinematics and skeleton structures. 

Credit Hours: 
[3] Three.

Learning Outcomes: Upon completion of this course, students will:
1
Describe the process of creating and rendering a scene including objects and characters represented as polymeshes;

2
Demonstrate understanding of and show facility with modeling objects using vertex modeling and metaball modeling;

3
Demonstrate the use of morph targets in animating characters and objects;

4
Implement skeletal structures and inverse kinematics to animate character movement;

5
Use texture maps and U-V mapping to apply textures; and

6
Demonstrate advanced ability with modeling and animation in an area of the student’s choice.

Brief Outline of Course:
Course intro.; Review of basic modeling, lighting & shading

Vertex modeling Introduction

Intermediate vertex modeling, Using guide images

Metaball modeling

Skeletal structures and Inverse Kinematics

Morph Targets

Texture maps and U-V mapping

Assembling and lighting animation sequences

Rendering 

Text or Suggested Materials: Kerlow, I. (2004): The art of 3-D computer animation and effects. Hoboken, NJ, Wiley & Sons.

Means of Assessment: Projects of various scale, exam. The final exam will assess outcome one and conceptual aspects of other outcomes. Projects will be used to assess outcomes 2 through 6. 

Syllabus Prepared By:
Richard S. Croft






November 2008

