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Spring 2025 | TR 4:30PM – 7:15 PM								 
Course Overview: This studio course is an introductory level course covering the principles of 3D modeling for video games and animation. Students will gain a practical understanding of the design and production processes behind the prop and level development. This will include modeling, UV mapping, and material creation, working independently in the research, documentation, and construction of assets, scenes, and levels. We will also be working in game engines for this class: Unreal 4 and Unity.
Outcomes: Upon successfully completing this course the student will be able to: Create optimized 3D assets from research, develop functional modular environment assets, and generate models, textures, and lighting in the recreation of real-world locations in Unity and Unreal game engines.
Audience: This course is a freshman-level requirement for students in the 3D Animation & Game Design Program.
General Policies: This class will be face-to-face, and no recordings will be made for those that miss the class. Please arrive at class 5 minutes early to avoid any issues. It is also YOUR responsibility to catch up on any missed class sessions. Some options can be to get notes from another student, schedule time to meet with your instructor during office hours or email the Professor to schedule a meeting outside of office hours.

	Date
	Lecture
	In-Class Exercise
	Homework

	1/14
	Course Overview
Lecture: Intro to Maya.
	Greek Primitive Temple
	

	1/16
	Lecture: Intro to box modeling and subdivision modeling.
Project 1 Intro: Chair assignment
	Model a Coffee Mug
Spaceship Box Subdivision Modeling
Chair choice by end of class
	Due: Greek Temple

	1/21
	Lecture: Chair modeling
	Chair Modeling Workday
	Due: Chair Research

	1/23
	Workshop: Review of modeling methods
Lecture: How to reduce polys After smoothing is done.
	Reduce the Subdivided coffee mug together.
	Due: Screenshot of Chair “Work in progress” (WIP)

	1/28
	Critique: Chair Review, Feedback
Lecture: UV Mapping
	Unwrapping the Coffee mug together
	Due: Chair Modeled


	1/30
	Workshop: UV Mapping Review
	Review and troubleshoot unwrap methods.
	Due: Optimized polygon version of your Chair

	2/04
	Lecture: Intro to Hypershade and Arnold Materials
	Applying an Arnold material to the coffee mug together, using Maya’s Hypershade.
	Due: Chair Unwrapped

	2/06
	Lecture: Intro to studio lighting with Arnold, Arnold Physical Camera, 3 point lighting
	Basic Studio Lighting of Coffee Mug together
	Due: Chair Arnold textures/materials applied

	2/11
	Chair Presentations/Review!
Project 2 Intro: HiRez Tableau
	Hi Rez Room Research due by end of class!
Modeling a room together
	Due: Final Render of Chair in Arnold
Due: Hi Rez Room Research

	2/13
	Lecture: Difference between
Architecture and props, Modeling
Architectural Details

	
	Due: Walls, Floor, Ceiling, Openings Modeled & Unwrapped

	2/18
	Lecture: Modeling Assets/Props, Rugs, Light Sources
	Modeling Crown molding, floor base trim,
Windows
Modeling a rug, Lamps, Props
	Due: Architectural details, Trims and windows Modeled and Unwrapped
Start: Model Windows, any molding, floor base Trim and Unwrap:: Model and Unwrap: End Table, Props (books, lamps, decorations, etc)

	2/20
	One on One Progress Reviews
	One on One Progress Reviews
	Due: Room WIP
(at least two furniture pieces and two props)

	2/25
	Lecture: Advanced Arnold materials and Alpha Channels
	Making Rust, Copper, Frosted Glass Together
	Due: Modeled and Unwrapped: End Table, Props (lights, books, lamps, decorations, etc)

	2/27
	Workshop: Lighting in Arnold - Day and Night, Arnold Physical Cam
	Lighting the Coffee Mug
	Due: Arnold Materials applied to Scene

	3/04
	Workshop: Arnold Advanced settings and Render Elements
	Finishing touches and implementing feedback
	Due: Lit Day & Night Renders Rough Draft of Hi Rez Room

	3/06
	Room Presentations/Review!
Project 3 Intro: Sword Project Overview
Lecture: Techniques for Sword Modeling
	Choose 1 of 3 historical swords to use as ref.

Begin Sword Modeling
	Due: HiRez Tableau Final Rendering (Night and Day)

	3/10
	SPRING BREAK 

	3/14
	SPRING BREAK

	3/18
	Lecture: Intro to Substance Painter
	Substance Painter exercise on a Flashlight.
	Due: Sword Model Unwrapped 

	3/20
	Lecture: Substance Painter review and Deeper Dive
	Using Generators and Filters for Substance Painter on Flashlight, Details
	Due: WIP Substance Painted Sword Screenshot

	3/25
	Lecture: Importing into Unreal and Unity
	Importing Flashlight into Unity and Unreal together
	Due: Substance Painted Sword

	3/27
	Sword Presentations/Review!
	Hallway Research and Design + Story
	Due: Final Screenshots of Sword Textured in Both Unreal and Unity!

	4/01
	Sword Presentations/Review!
Project 4 Intro: Sci Fi Hallway Project Introduced
	Making a Straight Hallway Section, Making Wall Elements
	Due: Hallway Research

	4/03
	Lecture: Exporting Review to Substance Painter
	
	Due: WIP Hallway Straight Section Progress Screenshot

	4/08
	Lecture: Creating curved and cornered versions of the straight section
	Creating Pipes and additional hallway components 
	Due: Modeled & Unwrapped Straight Hallway Section

	4/10
	STUDENT REVIEW
Lecture: Creating curved and cornered versions of the straight section
	Curving a hallway together
	Due: Textured (Substance Painter) Straight Hallway Section 

	4/15
	Lecture: Modular Modeling and Placement / World Building
	
	Due: Modeled & Unwrapped Curved Hallway Section

	4/17
	Lecture: Substance Review and Additional Techniques
	
	Due: Textured (Substance Painter) Curved Hallway Section

	4/22
	Lecture: Unique vs. Reusable props
	Making Props
	Due: Textured (Substance Painter) Curved Hallway Section

	4/24
	Lecture: Maya to Unreal Pipeline
Unreal Lighting
Post Processing
	
	Due: Hero Prop plus additional hallway props

	4/29
	Lecture: Maya to Unity Pipeline
Unity Lighting
Post Processing
	
	Due: Unreal Lit Pass #1
Due: Unity Lit Pass #1

	5/01
	LAB DAY
	
	

	5/05 – 5/09
	FINALS WEEK
	
	Due: Final Renders
1) Unity Hallway
2) Unreal Hallway




Grading Activities: Your final grade will be based upon attendance, and you can earn additional points up to the grade you desire.  Each project, essay, quiz, or test is assigned a set number of points.  Although there is the potential of many more than 100 points, you only need to earn as many points as you want.   Point/grades are assigned as follows:  100-90=A, 89-80=B, 79-70=C, 69 & below =F.
Grading Activities: Your final grade will be based upon attendance, Assignments and Projects. Your grade will be based upon the percentage of 100 pts you have earned.  100-90=A, 89-80=B, 79-70=C, 69 and below =F. Attendance: Attendance is mandatory. After one absence, each additional absence will result in a letter drop in your final grade. Three tardies result in an absence.
Assignments and Projects: There will be something due almost every class; plan to spend the needed time on homework. Remember that an important part of learning in this class is in the “sweat equity” hours outside of class. Come to class with questions you have encountered working on the projects outside of class.
The 4 projects are worth 50% of your final grade. The remaining assignments make up the remaining 50%. There are no late assignments accepted.
The following projects that will be what is submitted to the Portfolio Review: 
1. Chair Project: Chair Modeled, Textured, Rendered in Arnold.
2. Hi-Rez Tableau Room Project: Modeled, Textured, Rendered in Arnold.
3. Sword Project: Modeled and Textured in Substance Painter, brought into UE4 and Unity game engines.
4. Modular Sci-Fi Hallway Project: Modeled, Textured, Shaded and lit in the Unreal and Unity game engines.

Attendance: Every missed class will result in a loss of 10 points.
Phone: Please turn your phone off before the start of class.  Should your phone make sound (text/message/call) during class.
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



