University of the Incarnate Word

Professor: Spicer McLeroy (mcleroy@uiwtx.edu)

Fall 2019 T/TR 4:30 - 7:15 PM (Section 02)


Class Forum Link (bookmark this)
ANGD 1314 ∙ Organic Modeling




Hangouts Link (bookmark this too) 









Hangouts Office Hours: 9:30 - 10:30 PM T/T

THE GREAT WALL (...of text. Read this at least once.)
Course Overview: This studio/lecture course provides an entry-level survey of character sculpting and modeling techniques. These techniques include anatomically correct sculpting, polygon topology and hard surface techniques; all of which can be applied in asset creation for video games, film, 3d-printed toys and miniatures/figurines, TV, and Advertising. Focus will be on understanding human anatomy of and the workflow to create characters/scenes quickly in Zbrush. 
Course Items Needed: Graphic Tablet / Stylus of some kind, no matter how expensive or cheap you can find it, but do some research before you buy.  Regardless, 3d sculpting with a mouse sucks.
Outcomes: Upon successfully completing this course the student will be able to: Model/Sculpt believable organic/hardsurface forms in ZBrush; Understand/Interpret the anatomy of the human face and body; Understand how to create clothing, props, weapons and environmental assets; Understand why and how to create low poly assets for game/animation; Show effective UV unwrapping techniques for organic/Hardsurface forms. Have an advanced knowledge of Zbrush. Develop adequate presentation skill to showcase your work in a professional portfolio. 
Audience: This is a Freshman level course required for all BFA-ANGD majors.

Grading Activities: Your final grade will be based upon assignments, and attendance. Your grade will be based upon the percentage of 100 pts you have earned.  

     
A: 100-90 (Awesome)

 
B: 89-80 

 
C: 79-70 

 
F: 69 and below (Fail)
Assignments: There are 15 in-class speed sculpts, each of them counts for 2 points (that’s 30 total). There are 16 homework assignments; the first two are worth 1 point each, and the remaining ones count for 2 points each (for a total of 30 points for homework assignments). The final projects accounts for 40 points, all together adding up to 100 points total for the final grade. Late assignment are not accepted and are worth 0 points, as are incomplete assignments. Same goes for the speed sculpts. Do the work.

Attendance: Attendance is mandatory.  After one absence, each additional absence will result in a letter drop in your final grade. Absence because of emergency or inevitable affairs (with proof) may be forgiven.
UIW Course Policies, Guidelines and Accommodation: This course complies with all UIW academic policies and federal guidelines, including but not limited to: academic integrity, disability accommodations, pregnancy accommodations, Title IX non-discrimination, and class absences for religious observances.  Current policy statements will be provided to all students through the learning management system and in information provided on the first day of class. https://www.uiw.edu/academics/academicpolicies.html
ANGD 1314 Fall 2019 (Section 3) Course Outline

	Date
	Lecture
	Exercise
	Assignment Due

	Part 01: Facial Anatomy

	08/27/19
	Intro/Class Goals/Diagnostic/Intro to Skull
	Project Workflow Breakdown
	

	08/29/19
	Skull Construction/Variations
	Sculpt Big Skull
	1- 6 Skulls Drawover

	09/03/19
	Skeletal Muscles/Eye Anatomy I
	Sculpt Cat Skull
	2- Big Skull Sculpted

	09/05/19
	Eye Anatomy II 
	Sculpt Eye
	

	09/10/19
	Facial Fat I and II 
	Sculpt Facial Fat
	3- Big Cat Skull

	09/12/19
	Facial Fat III
	Face Draw over/Fat
	

	09/17/19
	Nose/Lips/Teeth
	Work on Your Character.
	4- Facial Features

	09/19/19
	Expressions
	Skull Draw Over Expression
	

	09/24/19
	Work Day
	Refine Facial Anatomy For Approval 
	5- Face Sculpted

	Part 02: Modeling/UV/Texturing

	09/26/19
	Intro to ZModeler
	ZModel Sword
	

	10/01/19
	UVs in Maya
	UV Sword 
	6- Sword ZModeled

	10/03/19
	Substance Painter
	Texture Sword
	

	10/08/19
	Advanced ZModeler
	Create Vine IMM Brush
	7- Sword Textured/Placed in Big Skull

	10/10/19
	Nanomesh/Array Mesh
	Create Foliage Assets
	

	10/15/19
	Work Day
	Refine Foliage Assets for Approval
	8- Foliage on Big Skull/UVed

	Part 03: The Character

	

	10/17/19
	Posing Character in Maya
	Posing Character on Big Skull
	

	10/22/19
	Torso and Shoulders
	Place Ribcage/Block in Torso
	9- Character posed on big skull

	10/24/19
	Torso and Shoulders cont. 
	Sculpt Back/Shoulders
	

	10/29/19
	Arms
	Sculpt Arms
	10- Upper Torso Sculpted

	10/31/19
	Hands
	Sculpt Hands
	

	11/05/19
	Legs
	Sculpt Legs
	11- Arms/Hands Sculpted

	11/07/19
	Feet
	Sculpt Feet
	

	11/12/19
	Sculpting Hair
	Create Hair IMM Brush
	12- Legs/Feet Sculpted

	11/14/19
	Create Wraps
	Create/Sculpt Wraps
	

	11/19/19
	Marvelous Designer
	Create Loincloth/Shirt
	13- Hair Sculpted

	11/21/19 
	Work Day
	Refine Character for Approval
	

	11/26/19
	Work Day
	Refine Character for Approval cont.
	14- Clothing Finished

	11/28/19
	Thanksgiving
	Thanksgiving
	Thanksgiving

	Part 04: Polypainting/Rendering

	12/03/19
	Polypainting
	Rough Polypaints on Scene
	15- Character Finished

	12/05/19
	Substance Painter
	Apply Materials and Masks
	

	12/10/19
	Marmoset Toolbag
	Lighting/Presentation
	16- Textures/Materials

	12/12/19
	Work Day
	Refine Scene for Approval
	


