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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

Course Description
Introduction to the tools and technology for developing 3D digital models, characters, animations, and environments to be used in realtime interactive media such as games and simulations. Basic drawing skills and knowledge of Photoshop or similar 2D graphics software are recommended but not required.
Course Expectations
Through a guided series of projects, students will learn the basic workflow of using Photoshop, 3D Studio Max, and Autodesk Mudbox to create artifacts, textures, and animations to be used in an environment that the students will create with Unreal 3 and other realtime applications. Meetings outside of class are to be expected, and will be scheduled as soon as possible to give students time to prepare.
Software and Hardware Requirements:

While not required, it is strongly recommended that you have a personal computer capable of running licensed version of Epic Games’ Unreal Tournament III for Windows (approx. $15) concurrently with 2D and 3D graphics production software.
Attendance and Timeliness:

• Attendance is mandatory, and each student is expected to be in class for the full duration.

• Three unexcused absences: a drop of one letter grade

• Four unexcused absences: a drop of two letter grades

• Five unexcused absences: fail
• The roll will be taken at the beginning of class. Please notify the professor if you arrive late. If you arrive 15 minutes

   late or later, it will count as a tardy for the day. If you leave class early without permission, it will count as a tardy for the day. 
   Three unexcused tardies will count as an unexcused absence.

• Written documentation, e.g. a receipt, is needed for an absence to be excused. If it is health related, I do not need to know

   what, just that you went.

• Requests for anticipated excused absences must be submitted, with appropriate documentation, as soon as you are

   aware of them and before the absence.

• Requests for excused emergency absences must be made and appropriately certified as soon as possible and no later

   than one week after the return to classes. Out of courtesy, a phone call or email explaining your absence, would be

   greatly appreciated. 

• If you miss class, it will be your responsibility to find out what you missed from one of your classmates. Any projects

   not available for critique will be considered late. Late projects should be completed outside of class, and handed in as

   soon as possible.

• Late assignments will be penalized one letter grade for each class beyond the final due date.
• NCSU Attendance Policies: http://www.ncsu.edu/policies/academic_affairs/pols_regs/REG205.00.4.php
Grading and Evaluation:





Grade Scale

• attendance






A+  4.00

D+     1.33

• participation in the class





A    4.00

D       1.00

• commitment to excellence





A-   3.67

D-      0.67
• generation of varied and alternative design solutions


B+  3.33

F/NC 0.00

• completion of assignments





B    3.00

• improvement, development, and refinement



B-   2.67

• sensitivity to design problems




C+  2.33

• giving and responding to critiques




C    2.00

• 2D and 3D communication





C-   1.67

• quality and documentation of work





• design vocabulary and terminology
• cultural and environmental awareness and responsibility

• self awareness and self motivation
• humor, play, and fun

• avoidance of preconceptions

• working beyond interests and exploring past the obvious

• working with uncertainty

• working individually and as part of a team

Grading

A= Exceptional and inspired work (far beyond the basic requirements), excellence in concept, process and design.

B= Very good work, well above average

C= Average work, meets minimum requirements

D= Poor quality, deficient in craft, concept and design

Class Space  

Students are expected to maintain the studio space and surrounding area in a clean and orderly manner. Items brought to studio are subject to refusal by the college, department, or professor.
Cell Phones  

Cell phones, pagers, PDA’s, etc. must be turned off during class. 

•  One infraction: warning
•  Two infractions: a drop of one letter grade

•  Three infractions: fail
Conferences  

It is the responsibility of the student to schedule conferences outside of class time. 

Documentation

You must provide digital documentation of your work at the end of the semester. Digital content must be on PC-formatted CD or DVD in a slimline case. Use a naming convention of id292-582firstname_lastname_projectname.
Health and Safety

As part of your educational experience at the College of Design, you will be expected to participate in classes, field trips, and workshops in locations both on and off the campus. You will be expected to fulfill your class assignments using equipment, tools and machinery.  It is expected that you will use proper care and caution and will assume responsibility for your health and safety.

Honor Code

All students who enroll at NC State are required to adhere to the guidelines for academic integrity as outlined in the NCSU Code of Student Conduct. For more information contact the Office of Student Conduct at 515-2963 or access the Code at the following World Wide Web site: http://www.ncsu.edu/policies/student_services/student_discipline/POL11.35.1.php
NCSU Unlawful Harassment Policy Statement

http://www.ncsu.edu/policies/campus_environ/non-discrimination/REG04.25.4.php
Students with Disabilities

Reasonable accommodations will be made for students with verifiable disabilities. In order to take advantage of available accommodations, students must register with Disability Services for Students at 1900 Student Health Center, Campus Box 7509, 515-7653. http://www.ncsu.edu/provost/offices/affirm_action/dss/ For more information on NC State's policy on working with students with disabilities, please see the Academic Accommodations for Students with Disabilities Regulation (http://www.ncsu.edu/policies/academic_affairs/courses_undergrad/REG02.20.1.php).

Calendar (note: this is a work in progress and subject to change):
	8/20 – 9/3
	class logistics, field research, 3DS Max interface and customization, grid and unit setup, basic 2D computer graphics creation, UVW mapping for image plane creation

	
	

	9/3 – 9/17
	basic polygonal modeling, texture creation, texture file formats and sizes, texture tiling, point-line-plane geometry, concept art, asset design, graphic creation, collage sketching, orthographic drawing, image scanning

	
	

	9/17– 10/6
	diffuse maps, alpha maps, normal maps, specular maps, scene lighting and rendering, low-medium-high resolution modeling, UVW unwrapping, static mesh export

	
	

	10/13– 10/29
	Mudbox interface, high resolution sculpting, normal and specular maps from geometry, 

	
	

	10/29 – 11/12
	basic CAT rigging, skinning, and animation, ActorX animation export to game editor

	
	

	11/12– 12/4
	Unreal Editor interface, basic level construction and lighting, BSP brushes, UV texture placement and configuration, static meshes, movers
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