Art 42 - Computer Animation / 3D - Schedule #55163
Spring 2011 – Monday / Wednesday / Friday 8:00AM to 9:50AM

Instructor: Chris Morgan

Email: chris.morgan@reedleycollege.edu / cmorgan@csufresno.edu
Required Text: Cinema 4D: The Artist’s Project Sourcebook, 2nd Edition, by Anne Powers
Required Materials: You will need a USB flash drive or CD media to back up your work and a bound sketchbook / notebook for concept sketches, lecture notes, and reading assignments / tutorials.
Class Objective: At the completion of this course, students should be able to

· Create works of art through a basic knowledge of Cinema 4D.

· Compose complex and detailed three-dimensional computer models and basic animations.

· Express their own opinions through critique and discussion of major projects.

Grading Policy:  The course grade includes several homework assignments (including reading and concept art) in addition to in-class assignments.  Assignments will be posted with due dates.  Poor attendance will negatively impact your grade and can cause failure.

Grade Scale:  A: 90%-100% / B: 80-89% / C: 70-79% / D: 60-69% / F: 0-59%

Late assignments will receive half credit and will not be accepted more than one class session late.  The final exam must be taken when scheduled or a student will not pass the class; there are no incomplete grades assigned due to missing the final exam.  A student’s overall grade will drop beginning with their fourth absence.
Attendance and Drop Policy: Attendance is necessary to pass the class (you must work here) and will be taken every class session.  If you arrive late, inform the instructor after the lecture so that your absence will be changed to a tardy.  Being tardy twice constitutes an absence.  Leaving early constitutes an absence.   Three absences make a student eligible to be dropped in the drop period.
Excused absences (due to illness or death in the family) should be reported via email prior to the next class session.  While excused absences may not immediately affect the student’s grade, excessive absences of any type will cause failure.  If a student wishes to drop the class, it is his/her responsibility to do so.

Please observe the college dress code.  No eating, drinking or smoking is allowed in the classroom.  No children and/or pets are allowed to “sit in” on the class.  Make sure that you are enrolled in the class; students not enrolled by the end of the add period will not be graded.

Advanced Projects and Exercises:  Cinema 4D projects often take longer to complete than what you  may be accustomed to from previous computer lab classes – you are modeling, texturing, and animating / composing everything, so stay focused and strive for the best artistic product you can make.

Advanced projects will become the class focus as quickly as possible and will focus on fine art subjects, the human form, texturing models, and the individual interests of the students.  These advanced assignments require preliminary concept work in your sketchbook and basic scripting for timing events.
Advanced projects are in addition to several necessary textbook exercises and additional tutorial handouts and readings.  In-class textbook exercises will constitute a significant amount of work (and your grade) in the beginning of the semester.  
Computer Lab Conduct:

· Do not waste my time and the lab resources.  The computers are for classroom-related work only.

· Do not download files that are not related to the class.

· Do not use email or instant messengers, Ipods / music players, or pointlessly scan the Internet in class.

· Ask before printing anything.  The computers are linked through a slow router to a slow printer; multiple print jobs will dramatically slow the system down and must be coordinated to avoid this from happening.  You may not print anything not related to the class (e.g. English papers, etc.).

· Always follow the lab technician’s instructions, both verbal and written.  Barbara Fowler, our lab technician, is in charge of the lab during open lab hours.  If she is unhappy with your behavior, your grade will be penalized or you will be dropped.

· Shut off or silence cellular phones and do not take or make calls in class.  If you have a situation where you must take a call (family and/or health issues), discuss the situation with the instructor immediately.  Then, if your cell phone rings, you may answer it to avoid missing the call but immediately take the call outside of the classroom.  Do not talk on the cell phone any more than necessary in class.  

· Disruptive behavior (whether in class or during open labs) will not be tolerated and will cause failure or an immediate drop in the drop period.  
Failure to follow the computer lab conduct will result in the failure of the current assignment.

Tentative Class Schedule:  The schedule of the fall semester depends upon the general advancement of the class.  Every fundamental concept will be taught during the session; in addition, the class will complete as many advanced projects as possible.  The schedule is subject to change.
Week One and Two:  C4D orientation, basic modeling, and basic animation (keyframing)
Week Three and Four:  Splines, NURBS, and the Clothilde / Cloth NURBS engine
Week Five and Six:  XPresso coding and the basic Particle Emitter / PyroCluster engine
Week Seven and Eight:  HyperNURBS modeling and the human form
Week Nine and Ten:  Dolphin model and MOCCA Bone Rigging

Week Eleven:  Original materials and Final Project assignment
Textbook Tutorials:  Take notes in your sketchbook on all tutorials, whether the tutorial is read-only or will be completed in-class.  Other tutorials may be assigned as the semester progresses in conjunction with advanced projects.  It is wise to skim through the entire tutorial prior to beginning it on the computer.
Chapter 1: The Galaxy Ball (p. 3-8), Spin the Galaxy (p. 9-11), The Barometer Cone (p. 11-12; read), The Cosmic Receiver (p. 21-23; read), The Gyro (p. 28-29), The Firefly Lantern (p. 29-33), The Color Barrel (p. 33-36)
Chapter 2: A Petunia (p. 40-42), Creating a Center (p. 43-46), Using Set Selection (p. 46), P Is for Pipe (p. 60-63, begin at Step 2), A Cloud-Shaped Spline (p. 64-66; read), and A Lightbulb Spline (p. 66-67)
Chapter 3: Curly Glass Tubes: The Sweep NURBS (p. 76-79) and Antique Lightbulbs: Lathe NURBS (p. 79-80; use converted source file) 
Chapter 4: Lively Props: Bend and Twist Deformers (p. 85-88; read), Broken Glass: The Shatter Deformer (p. 89-90; read), Flag on the Play: Wind and Shear Deformers (p. 90-91; read), Boom! Explosion Deformation (p. 91-93; read), Roll the Dice! Boolean Operations (p. 93-97), A String of Dice: The Arrange and Randomize Functions (p. 98), and Great Green Gobs: The Metaball Object (p. 98-100; read)
Chapter 5: A Dark and Grungy Wood (p. 105-106) and A Layered Shader: Light Wood and a Decal (p. 106-108)
Advanced Projects and Handouts:  The class will complete as many advanced projects as possible.
· Chapter 8: Building a Head with the Symmetry Object (p. 151-167); emphasis on accurate human features
· Canned Goodness (basic modeling and creating custom textures)

· Animated Particle Shooter Logo (Splines, basic Particle Emitters, Booleans, and Particle Forces) handout

· Dolphin HyperNURBS Model and MOCCA Bone Rigging handout
· Advanced Animation - Short Movie

