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Arch 226B Advanced Mbdel i ng and Ani mati on
in Virtual Environnents

W nter 2000 Tue and Thu 4:30 - 6:00pm CDA Lecture Room
I nstructor Kostas Terzidis Rm 1224B tel. 825-8004
e-mai | : kostas@icl a. edu
O fice hours: Tue and Thu 3:30-4:30pmor e-mail (anytine)
Cl ass Not es: http://ww. cda. ucl a. edu/ caad
TA: Behn Samar eh behn@ud. ucl a. edu
DESCRI PTI ON

Advanced Moddeling and Animation in Virtual Environnents is a
course that introduces the students to advanced concepts, skills and
theoretical aspects of nopdeling and ani mation. The course intends to
neet the needs of students with average m croconputer skills. The goa
is to provide students with generalized skills and structured know edge.
The applications, which have been selected, are all comonly found in

pr of essi onal offices. Students wll therefore also pick up sone
specific skills related to particular Macintosh and W ndows-based
packages which they are likely to encounter as they pursue their
careers.

The first part of this course (Fall quarter) covered issues
related to 2D and 3D dinensional representation, i.e., painting,
drafting, nodeling, and rendering. The objective of this part of the
course (Spring quarter) is to cover issues related to animtion, i.e.
real -tine, kinematics, and inverse kinematics. The course will focus on

theoretical issues related to how objects are represented in three-
di mensi onal space, research overview of solid nodeling, a close viewto
cyberspace and wvirtual reality, different techniques for texture
mappi ng, and ways for «creating animated pictures of architectura
spaces, behaviors, video editing, and finally a brief overview of
i nteractive systens.

The software packages that will be used in the course include
FornZz (solid and void nodeling), 3D Studio MAX/ Maya (rendering and
ani mation), Cosnpb (behaviors and VRML), and RCX (robotics).

In addition, theoretical aspects of advanced nodeling and

animation will be presented and discussed. This will provide the
students wth general information about the theory, history, and
research. The intention is to make the students think and understand
beyond the linmits of a specific application and to give them the

t heoretical background to be able to acquire and critically evaluate new
know edge.

Interested students can neet with the instructor to set a seninar
that will take on nore advanced thenes for discussion and eval uation or
a course that will focus into graphics programing
SCHEDULE FOR SPRI NG QUARTER
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Cl ass la:
Overvi ew Lab Facilities/Account Setup/Lottery

Cl ass 1b:
3D Space - Advanced nodeling
Project 1: Create a 3D nodel (part of an urban bl ock)

Cl ass 2b:
FornZ: Advanced nodel i ng

Cl ass 3a:
FornZ: Advanced nodel i ng

Cl ass 3b:
3D Studi o Max: Basics

Cl ass 4a:
3D Studi o Max: Sinple Aninmation
Project 2: Create a sinple aninmation path

C ass 4b:
Ani mation: Kinematics

Cl ass b5a:
M dt er m questi ons/ answer s

Cl ass 5bh:
Ani mation: Kinematics

Cl ass 6a:
Ani mation: Inverse Kinematics

Cl ass 6b:
Ani mation: |Inverse Kinematics
Project 3: Create a building behavior

Cl ass 7a:
Ani mations: Video Production (Premere)

Class 7b:
Ani mations: Video Production/editing (Afterfx)

Cl ass 8a:
VRML: Basi cs
Project 4: Create an interactive virtual building project

Cl ass 8b:
VRML: I nteraction

C ass 9a:
Robotics: Sensors, notors, and batteries

C ass 9b:
Robotics: Control, RCX

Cl ass 10a:
Robotics: Feedback Systems Theory

Class 10a: Review, final exam questions/answers
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