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PREREQUISITE/C0-REQUISITE/ADVISORY: 
Advisory: Architectural Design Technology 300, 310 and 312. 

CATALOG DESCRIPTION: This course instructs students to the 'Basic' level of 3D Modeling concepts. Subject areas presented are the understanding of 3D space, setting up the 3D environment, constructing 3D models, solid modeling techniques, rendering in 3D space and plotting in 3D space.  
COURSE OBJECTIVES: Upon completion of this course students will be able to: 
Given:   a simulated student

Performance:  The student will demonstrate proficiency in:

1. Identify the differences and limitations between 2D drawing and 3D Modeling.

2. Demonstrate how to manage and interpret the UCS Viewpoint system within a model.

3. Demonstrate how to set up and work within 3D multiple viewports.

4. Identify and use software commands to modify 3D wireframe models.

5. Demonstrate how to construct 3D wireframe models.

6. Demonstrate how to create planar and non-planar surfaces.

7. Demonstrate how to use clipping planes to eliminate obstructions from surface models and create realistic perspective views.

8. Demonstrate how to create 3D solids having basic (primitive) geometric shapes.

9. Demonstrate how to create 3D solids by extruding and revolving profile objects.

10. Demonstrate how to edit faces and edges of 3D solids.

11. Demonstrate how to set up multiple viewports of wireframe and surface models in paper space.

12. Demonstrate how to create materials that have color, transparency, and reflectivity.

13. Demonstrate how to attach bitmap images to objects to create realistic renderings.  

METHODS OF INSTRUCTION:
The instructional techniques employed will vary by means of student presentations, computer generated presentations by instructor with students following along. Additional means of instruction are by open classroom lecture discussions prior to computer instruction, and demonstrations on classroom white boards relating to drawing model assignments and computer 'commands'.
METHODS OF EVALUATION: Students will be evaluated through the following means;

1. Physical 'models' built by hand.

2. Drawing 3D models and assignments on computer.

3. Participation.

4. Quizes.

5. Midterm Exam.

6. Individual and Group Presentations.

7. Portfolio Presentation and documents.

8. Final Exam.

COURSE TITLE AND NUMBER Interior Design, ???, 3D Modeling Basics.
TITLE V: (You must also fill out an additional form, available in your area office.)

 FORMCHECKBOX 

Course requires a minimum of 3 hours of work per week including class time for each unit of credit, prorated for short term, lab, and activity classes.

 FORMCHECKBOX 

Subject matter is treated with a scope and intensity that requires student to study independently outside of class time.

REQUIRED TEXTS:  (Must present a representative list.)

AutoCAD 2002 and its Applications-Advanced, by Terence M. Shumaker & David A. Madsen, The Goodheart-Wilcox Company, ISBN #1-56637-902-4. 
Supplementary Requirements: Add details here.     
1. Architectural Scale.

2. Model Building supplies and/or Sketch Book.

3. One roll of 12" sketch paper.

4. Computer storage discs.

5. CADD software purchase (student version).

TIME ALLOWANCE AND SEQUENCE OF INSTRUCTION:

Time Allowance

in Weeks/Hours

Units of Instruction 

Week      Lec.   Lab.

Week #01   2      1     -Syllabus, Course Outline, materials requirements.

Week #02   2      3     -3D Orientation.

                        -2D vs. 3D environments.

                        -3D Capabilities and Limitations.

Week #03   3      2     -3D Environmental Systems.

                        -UCS System.

                        -Point Filters.

                        -Cylindrical and Spherical Coordinates.

Week #04   3      4     -Models in 3D Space.

                        -Setting Viewpoints in 3D.

                        -3D Orbit.

                        -Elevations and Thickness.

Week #05   2      3     -Settings for 3D Wireframe Models.

                        -Creating Tiled, Floating, and Named Viewports.

Week #06   2      4     -Building Wireframe Models.

                        -2D Objects in 3D Space.

                        -Modification of 2D Objects in 3D Space.

Week #07   2      3     -3D Modification commands; Rotate3D, Mirror3D, 3DArray, 3Dpoly,

                         3D Curves in 3D Space and Splineedit.

Week #08   2      4     -Creating 3D Surface Models.

                        -Extruded Surfaces.

                        -Planar Surfaces.

                        -3D Meshes.

Week #09   2       3    -Applying Smooth Surfaces to 3D Meshes.

                        -Shademodes, Dviews, 3D Orbit related functions.

                        -Midterm Exam.

Week #10   2       3    -Creating Perspective Views.

                        -Creating Clipping Planes in Perspectives.

Week #11   2       3    -Creating Solid Models.

                        -Creating Primitive Solid Objects.

                        -Modifying Solids

Week #12   2       3    -Creating Viewports in 3D Space.

                        -Model Space vs. Paper Space Environments.

                        -Setting Up 3D Models in Viewports.

Week #13   2       3    -Viewport Clipping of Models.

                        -Dimensioning 3D Models.

Week #14   2       3    -Viewing 3D Models in Paper Space.

                        -Creating 'Sections' of Models

                        -Printing 3D Models in Paper Space.

Week #15   2       4    -Creating Rendered Images.

                        -Surfaces, Lights, and Shading.

                        -Properties of Light and Light Types.

                        -Creating Scenes.

Week #16   2       3    -Relationships between Light and Material Finishes.

                        -Material Mapping.

                        -Template Finishes.

Week #17   2       3    -Project summation and Portfolio Presentation.

Week #18   0       2    -Final Exam.
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