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Weekly/unit theme/Summary of contents
1/Course description/3D Tech & Applications

2/Intro to Modeling/3D Model Basics

3/Common modeling techniques/Modeling Techniques Practice
4/Intro to Material Design/Materials & Textures

5/1lighting design/Lighting & Atmosphere

6/Introduction to animation/Animation Principles & Techniques
T/Rendering & Output/Output Settings

8/Midterm Project/Static Scene Creation

9/Character Modeling/Character Design & Application

10/Intro to Character Animation/Skeleton & Animation

11/3D printing technology/3D Printing Principles & Apps
12/Graphics generation 3D/AI 3D Model Generation

13/Game Engine Basics/Game Engine Basics

14/Animation in Games/Game Animation Production
15/Interaction in Games/Character Control & Interaction
16/Final Project Presentation/Presentation & Evaluation
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Notes https://www. blender. org/download/requirements/




