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DIVISION/AREA: FORMDROPDOWN 

DEPARTMENT: Interior Architecture
AREA DEAN:  FORMDROPDOWN 
 
ORIGINATOR: W. Terry Kirkham
TOTAL HOURS OF INSTRUCTION: Lecture:40 Lab: 50 TBA:??? Total Contact: 90
COURSE NAME AND NUMBER: Architectural Design Technology ??? UNITS: 3
DESCRIPTIVE TITLE OF COURSE: 3D Rendering and Modeling II
If title change, formerly known as:
New 

	TOP CODE:????00
DEGREE APPLICABLE:

SAM CODE:C  
 FORMCHECKBOX 
 Yes

CAN NO.:     
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 No

CIP NO:     
PROPOSED DISCIPLINE: Architecture, Architectural Technology.
(See Minimum Qualifications for Faculty

and Administrators in CCC)
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 (Identify category by letter and number) Approved:

 FORMCHECKBOX 

IGETC  FORMDROPDOWN 

Date.
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UC Transfer
Date.
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CSU Transfer 
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CSU GE  FORMDROPDOWN 

Date.
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AA/S GE  FORMDROPDOWN 

Date.
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College Multicultural Requirement

(Consult Criteria)



PREREQUISITE/C0-REQUISITE/ADVISORY: 
Advisory; Architectural Design Technology 300, 312, and 000.

CATALOG DESCRIPTION: This course instructs students to the beginning level of 3D computer modeling and animation. The content takes design visualization beyond hand-drawn sketches by allowing the student to create complete replicas of their design model and look at it from virtually any point of view within the model 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 different components of 3D Studio Viz screen.

2. Demonstrate the use of toolbars and navigational controls.

3. Demonstrate how to create, edit, assign materials and adjust lights & cameras.

4. Demonstrate how to create/edit revolving shapes and loft objects.

5. Demonstrate how to modify vertices, segments, and spines.

6. Demonstrate how to apply mapping coordinates and materials to objects.

7. Demonstrate how to create a camera and render the camera viewport.

8. Demonstrate how to create a new materials library.

9. Demonstrate how to create shiny materials, adjust ambient light and diffuse properties.

10. Demonstrate how to create transparent materials, apply opacity and procedural maps.

11. Demonstrate how to apply and edit texture and reflection maps.

12. Demonstrate how to set/adjust animation frames.

13. Demonstrate how to create animation keys and adjust tracking points.

14. Demonstrate how to create a preview and final animation.

15. Demonstrate how to create a single frame as a bitmap file.

 

METHODS OF INSTRUCTION:
The instructional techniques utilized will be by means of a instructor operated computer workstation with a large screen projector where students follow instructor paced lecture demonstrations from their computers. Additional means of instruction are by open classroom lecture of topics prior to computer instruction and demonstrations on classroom white boards relating to computer 'commands' and drawing format.
METHODS OF EVALUATION: Students will be evaluated through the following means;

1. Drawing and Design assignments.

2. Participation.

3. Quizes.

4. Midterm Exam

5. Individual and Group Presentations.

6. Portfolio Presentation and documents.

7. Final Exam.

COURSE TITLE AND NUMBER Interior Architecture, ???, 3D Rendering and Modeling II.
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.)

3D Studio Viz #4, by Daniel Douglas, Thompson Publishing, ISBN #0-7668-2869-7.
Supplementary Requirements: Add details here.     
1. Architectural Scale.

2. One roll of 12" sketch paper.

3. Model Building supplies and/or Sketch Book.

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     -Software Orientation and Overview.

                        -Creating a basic 'Scene'.

Week #03   3      3     -Creating Shapes.

                        -Primitives and Modifiers.

Week #04   2      3     -Creating Slopes.

                        -Creating walls with Slines.

Week #05   2      3     -Editing Meshes and Complex Objects.

                        -Lofting Objects.

Week #06   2      3     -Twisting Objects and Creating Curved Paths.

                        -Organizing and Editing Objects.

Week #07   2      4     -Creating Shapes with Deformation Tools.

                        -Importing AutoCAD drawing into VIZ.

                        -The VIZ Camera.

                        -Rendering and Ambient Light.

Week #08   2      4     -Enhancing Models with Materials.

                        -Mapping Coordinates.

                        -Bitmap Texture Maps and Material Libraries.

Week #09   2      4     -Controlling Lights and Materials.

                        -Adding Backgrounds.

                        -Special Effects with Light and Shadow.

                        -Creating BUMP Maps (rough/bumpy surfaces).

Week #10   2      4     -Staging the Design Model.

                        -Setting up an Interior View.

                        -Establishing Sun location(s).

                        -Adding Reflected light.

Week #11   2      3     -Working with Imported Files.

                        -Obtaining Materials and Objects from other files.

                        -Arranging Objects with Xrefs.

Week #12   2      3     -Creating Animations and understanding Video.

                        -Creating Camera Motion.

                        -Creating and Editing Key Frames.

                        -Controlling Lights and Time.

Week #13   2      3     -Understanding the Animation File.

                        -Render File Output.

                        -Still, Backgrounds, and Props.

                        -Utilizing the Walkthrough Tools.

Week #14   2      3     -Using Photoshop with VIZ.

Week #15   2      3     -Integrating Photographs with VIZ Designs.

Week #16   2      3     -Using AutoCAD with VIZ.

Week #17   2      3     -Project and Portfolio Presentation.

Week #18   0      2     -Final Exam.
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