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        ID292/582 SPECIAL TOPICS: 3D GAME TECHNOLOGY
        Fall 2009  14:30-16:20  TTH
        http://www4.ncsu.edu/~twbuie/id292-582/id292-582index.html
         Instructor: Timothy Buie

         office: 117D Brooks Hall, NC State University
         phone: 515-8332

         email: tim_buie@ncsu.edu

Junction Box Model
“All combat takes place at night, in the rain, and at the junction of four map segments.”

-- Conrad 'Connie' Brean (Robert Deniro), Wag the Dog (1997)
Intent: 
To learn to use Photoshop and 3DS Max to create a textured, low-poly 3D model of a junction box.
3DS Max

+ Continuation of 3DS Max UI

  -Modifier Panel customization
  -Power of 2 units (1, 2, 4, 8, 16, 32, 64, 128, 256, 512, 1024, 2048, 4096 . . . . .)
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  -Setting Up Your Scene: choosing a unit display, setting grid spacing, setting the viewport display

  -Rollouts, Scrolling panels and toolbars, Spinners

  -File folder management
  -Freezing/Unfreezing Selections (Display Panel and/or Quad Menu)
  -Heads Up Display (configure viewport > 7 key)
+ Plane Primitive (rename objects to match image view)
  -Adjusting parameters in Modifier Panel
  -Centering and positioning
  -Shift Transform (Move, Rotate, Scale) to clone
+ Very brief overview of Material Editor

  -Navigating the UI

  -Materials vs. maps
  -Naming materials and maps

  -Assign Material to Selection

  -Show Standard Map in Viewport

  -Adjusting Opacity (if needed)

+ UVW Modifier (applied to the Plane Primitive)
  -Bitmap Fit

  -Transforming (Move, Rotate, Scale) the Gizmo to Fit

  -Resizing the Plane
+ Introduction to Basic Polygonal Modeling Techniques

  -Edit Poly Modifier

+ Very brief overview of Unwrap UVW Modifier
  - UVW Unwrap Editor UI
  -Stitch Selected shortcut (I use Shift + S)
  - Options > Preferences (Save Current Settings as Default)
  -Reset Texture List

Requirements:
+ Polygonal model of your junction box with appropriate scaling, UVW mapping, and Diffuse 
   materials applied.
+ Name your file id292firstname_lastname_junction_box_model.max and put it in your folder.

Schedule:

Tue. Sep.    1 . . . . . . . basic interface walkthrough continued, Photoshop & Max demos
Thu. Sep.    3 . . . . . . . demo/work day
Tue. Sep.    8 . . . . . . . demo/work day, project due at end of class
Resources:

+ Autodesk 3ds Max Help >  Modifiers > Object-Space Modifiers > Edit Poly Modifier
+ Class Store\Industrial Design\id292g\~Instructor\docs\ID292-582 3DS Max Tips & Tricks.doc
+ TR897.7 T53 2006 (DVD ROM SETS) 

Thomas

3ds max workflow 1: user interface & workflow

+ TR897.7 T53 2006 (DVD ROM SETS) 

Thomas

modeling-2-polygonal-mesh-modeling
