Gifted LearningLinks Program
Centers : g

\i Honors Elective
Ta].el’lt Course Syllabus
DEVELOPMENT

Instructor name: Thom Miecznikowski
E-mail address: xxx@Xxxx.xxx

Course Title: 3d Graphic Modeling for Games, Illustrations & Animated Short Features

Session Date: 2010-2011 Academics Year, monthly enrollments

Course Description:
From the movies to medicine to architecture, 3d graphic modeling a

a. The student will have a solid understanding of 3d m
b. A portfolio of still images representing their, rk.
c. A short film.

ingtexturing and animation

Resources and Materials:
a. Textbook, Essential Blender available as a PDF download from www.blender.org/estor

b. Personal computer, PC or Mac. Chec requirements at the www.blender.org web

site.

c. Blender is an ope rce, free s@ftware for the creation of 3d models and animation. It

supervisor. enced third-party web site is later determined to contain inappropriate content, the staff member
may be subject to discipline.




Schedule:

=  Write a short
introduction of
yourself and tell
me so ing of
Getting | Download and installl Describe the steps te
Week 1 | familiar with the Blender software.| taken to select and C
the Blender |m Explore the interface move the default
interface and basic navigation. geometry. escription
the'installation
ocess and include
any difficulties
perienced.
The interface | Read chapter two of Questions and Answer the posted
Week 2 . « . ’ . .
and navigating Essential Blender”. observations. questions.
. = Read chapt o
Object . Images (screen grabs)
. . |= Use the so estions and )
manipulation ) . or files of simple
Week 3 create simpl observations about the . .
and geometry f ol asic modeling tools models as described in
primitives rom manipulat & ' the lesson plan.
/prlmltlves.
= Images (screen
= Read chapter four. grabs) or files of
. i : simple models as
Mesh Cﬁeate . baS} - Questions and desfribed in the
Weekd | iclin character .usmgf @ |observations about the| | ssmm
g coml?lpatlon = mesh modeling tools. i ’
primitive and mesh =  Write a short

modeling tools.

description of your
process.

Week 5

) g

Sculpting

Read chapter five.
Work with the more
advanced modeling
tools to refine your
character model.

Questions and
observations about the
sculpting tools.

Images (screen
grabs) or files of
your character.

Try to show a
sequence of the
evolution of the
model.




Read chapter six and §
instructor’s notes.

Online, look at
examples of short

Discuss your
thoughts about key
frame animation,
motion and time as

Write a short paper to
show your

your character to
use.

Animation animations and . :
it relates to film. f
Week 6 |and Character research the term . i .undf?rstandmg 0
animation “the illusion of life” |* Begin generating | animation concepts or
ideas for a short |answer questions in the
Stgll't tto fos:fus on the film of lesson plan.
esthetics o .
S approximately one
animation rather then minute in length.
the technology.
) ing what you
ve learned thus
Ricein Read chapter seven far, how will this
bin dg11g1 fr’l d and the instructor’s affect your short
Week 7 ) gll' notes on bones; film? Develop a
controtiing constraints scenario for your
your character framing L] can you use film.
itto tell a story or |_ Draw a short story
express an
- board.
Y emotion’
Read chapter eight.
Explore the shape  [Discuss what you have]
Shape keys for|  key tool and build a learned about Screen grabs of your
Week 8 facial library of phonemes | “tweening”, “Pose to facial shapes and
expression or expressions for pose” and “linear character poses.

animation”




Discuss how light
= Read chapter nine and texture help to
. , tell a story. How
and the instructor’s 1 .
Materials and notes. Will you use Post a proj ect complete
textures. " materials to set a with maps and
Week 9 YOU. will need a mood in your material ops in
o ﬁalnt program from film? our O yhur
Making it real. ere on (o support Animation is as ch
your modeling much “art” as it is
efforts. « .
technology” -
deal with it.
= Read chapter ten.
Advanced |= Refine the texturing Questions?
Week 10| materials and of the props and (You will have Post images
textures character in your questions.)
film.
Lighting and b i k
rgnder%na Read chapter hlg.ht WOIK | Post images or scene
Week 11 Maki g instructor’ Wt : octie llln% and files.
aking it .. uring to help you
realef. (We are in it deep now.) tell a story. (Take a breath.)




Week 12

Special
effects/
particles

A change of pace...

Read chapter 12

There are many areas
of discussion.
Special effects could
very easily be a
whole class of its
own. (If this is of
special interest to
you, let your
instructor know and
they will talk you out
of it. No, just
kidding this is my
specialty and I would
be happy to discuss
how you might
explore this area.)

Week 13

Special effects,
(cont.)

Rend and

xpos

skills/that make the
gic.

Why do we need

special effects?

* What role do they
play in film
making?

= How might you

use them in your

film?

Post images of a
simple particle effect
like a fountain or
campfire.

This is where
things come
together literally.
We start polishing
our work.

Take a look at
your favorite
effects movie. Can
you spot and break

Submit renderings and

test wireframes if
needed

Read chapter
fourteen.

down the effects
( « ’ shot?
You’re almost there.
. Time to start doing | 11y and make some )
Customizing things your way. simple modifications |Write your thoughts on
Week 14 B to the user tools that how you would like the
lender reflect your own style| tools to be realized

of working.




= Read chapter fifteen
and the instructor’s
notes. We are going

Create a very simple
simulation of two or

Answer the questions

near completion.)

Week 15 Ridged .body to exp lor.e more more objects posed in the
physics about using the ) . . ,

. . . interacting through Instructor s notes

interaction of objects collision

and their effect on a '

scene. \

Begin to assemble your
images for your R ts for input First revi ¢
Week 16| Pl | porile, | Reauets ot | Finteien of
(Your short should be B g 2

Week 17

Final project

Begin final polish of
your portfolio and short

film. l

7
Reques r input as
ropridte

7

Revisions of portfolio
images

Week 18

Final project

Portfolio and film
review

A link to your

portfolio and a link to .

=  Write a short
description (less
then 5 pages) of
your thoughts on
your CGI work.

Focus on how your
perceptions have

hort film.

YRS SR W changed, what your
found surprising
and how you will
go forward from
this point.

FINAL EVALUATION
Student Evaluation and Grading Policies for Credit Courses Only:
a. CTD Grading scale
A+ 97-100 B+ 87-89 C+77-79 D+ 67-69 F Below 60
A 93-96 B 83-86 C 73-76 D 63-66
A-90-92 B- 80-82 C-70-72 D- 60-62




b. Breakdown of final grade (submitted projects and final project (movie/portfolio)

c. Upon completion of the course the student’s portfolio and or short animation will be
evaluated and graded.

d. Interim progress reports are emailed when a student is earning a grade of C or below.

Instructor Biography:
Thom Miecznikowski is a career computer animator and art director. He has been in d in the
creation of dozens of Television commercials, video games, short and featuze film 1S

recognized special effects artist who began his career on film and was inv
beginning of computer animation in commercial production. He was the prima
on Chicago’s first quantel paint box and later trained on Chicago’s first sgatgef A
animation software. He has taught 3d animation for a number of educati D s, tech

camps and Columbia college and is now happy to be a part of North % line learning
A small sample of his work may be viewed at: www.monke 0.C01

program.
In the portfolio / past reels section.

Contact Information:
a. Email: xxx@xxx.xxx
b. Phone: XxXX-XXX-XXXX



