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Academic Term:
Fall 2026 

Subject Code
VCIL - VC-Illustration 

Course Number:
2540 

Title:
3D Studio 

Catalog Description:
Advanced 3D modeling, 3D motion graphics and 3D animation using industry standard software. Course builds upon sequential 3D 
courses to provide advanced platform for custom 3D design, illustration, visualization, simulation or animation projects. Develop 
projects to satisfy audience/client, target market and production needs. 

Credit Hour(s):
3 

Lecture Hour(s):
1 
Lab Hour(s):
4 

Requisites
Prerequisite and Corequisite
VCIL-2040 3D Motion or concurrent enrollment, or VCIM-1400 Game Design II, or departmental approval. 

Outcomes
Course Outcome(s):
Implement design strategies and technical production to deliver 3D visualization project according to preproduction plans. 

Objective(s):
1. Apply elements and principles of design/animation to satisfy the requirement of the visual communication project. 
2. Plan project requirements around client needs, resources, time and budget. 
3. Develop preproduction, planning and concepts for 3D design or animation and present for client review. 
4. Design and build replica or custom 3D models for use in 3D studio project. 
5. Design and apply custom textures through use of illustration, photography and other methods of content creation. 
6. Prepare still images or sequence for use in finished media presentation.

Methods of Evaluation:
Methods of student evaluation may include any of the following: 
1.    Written assignments 
2.    Laboratory exercises 
3.    Case studies 
4.    Exams 
5.    Quizzes 
6.    Projects 
7.    Presentations 
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8.    Portfolio

Course Content Outline:
1. Review of 3D modeling and animation concepts

a. Use polygonal modeling to illustrate required 3D content
b. Design and apply custom textures to 3D models
c. Apply basic lighting strategies to illuminate scene
d. Implement camera and object animation to satisfy design requirements

2. Design
a. Identify client/project goals
b. Research successful contemporary solutions to 3D design problem
c. Plan project according to client needs and resources
d. Illustrate concepts in 2D and/or 3D using analogue tools

3. Develop
a. Build 3D models based on concept, sketch or reference image
b. Implement model hierarchy and joint relationship to prepare rig for animation articulation
c. Design environment appropriate for project specification
d. Use camera to compose and/or animate model

4. Deploy
a. Render to technical specification appropriate for delivery/broadcast method
b. Integrate 3D rendering into appropriate post-production environment
c. Modify 3D rendering for corrections and compositing
d. Perform edit and compression of 3D rendering for use in finished media presentation to meet client/audience communication 

needs

Religious Accommodation

Before reviewing the course schedule, students should carefully review the following religious accommodation policy and other 
required instructional policies:

Religious Accommodation:

Students seeking an accommodation for absences permitted under Ohio's Testing Your Faith Act must provide the instructor 
with written notice of the specific dates for which the student requires an accommodation and must do so not later than fourteen 
(14) days after the first day of instruction. Please submit requests for accommodations at this link: https://portal2.tri-c.edu/
ReligiousAccommodation/ Religious Accommodation Form. Students with questions about their religious accommodations under 
Ohio's Testing Your Faith Act may contact the College's Office of General Counsel and Legal Services by phone at 216.987.4856 or via 
email at legal@tri-c.edu.

Other Required Instructional Policies:

https://www.tri-c.edu/student-resources/curriculum/documents/syllabus-part-b.pdf

Weekly Schedule

  Topics
Week 1 Course overview and expectations. Advanced workflow refresher covering modeling, texturing, lighting, animation, 

rendering, and compositing. In-class setup, skills diagnostic, and early project interest pitches. Deliverable: skills check 
exercise and 1-page project interest pitch. 

Week 2 Advanced polygonal modeling review. Focus on topology, structure, and deformation-aware modeling. In-class modeling 
sprint and critique. Deliverable: modeled asset set #1. 

Week 3 UV unwrapping and texturing workflow. Creating custom textures and planning material systems. In-class UV labs and 
texture authoring exercises. Deliverable: textured asset set #1 with process documentation.

Week 4 Lighting and camera composition. Exploration of lighting styles, mood, and shot clarity. In-class lighting studies and 
camera experiments. Deliverable: three lighting study renders. 

Week 5 Object and camera animation refresher. Review of timing, arcs, staging, and clarity in motion. In-class animation test. 
Deliverable: 5–10 second animation sample. 

Week 6 Project goals, audience needs, and research. Students define the purpose of their studio project and gather references. 
In-class brief workshop. Deliverable: Project Brief v1.

Week 7 Concept development and planning. Thumbnailing, sketching, blockouts, and asset planning. In-class milestone 
mapping. Deliverable: Preproduction Pack with concepts, asset list, and schedule. 
.

https://portal2.tri-c.edu/ReligiousAccommodation/
https://portal2.tri-c.edu/ReligiousAccommodation/
https://www.tri-c.edu/student-resources/curriculum/documents/syllabus-part-b.pdf
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Week 8 Client and peer review checkpoint. Pitch presentations, critique, and project scope adjustments. Deliverable: Project 
Proposal v2 and revision plan. 

Week 9 Primary asset production. Building main models based on approved concepts. In-class studio work and topology checks. 
Deliverable: primary model(s) 60–70 percent complete. 

Week 10 Hierarchy and rigging setup as needed. Joint and control preparation or alternate scene-layout workflow. In-class rigging 
or layout testing. Deliverable: rig test or environment interaction test. 

Week 11 Environment and scene integration. Assembling full scene layouts with attention to continuity and scale. In-class 
refinement. Deliverable: scene blockout and refined layout.

Week 12 Final texturing and look-development. Material refinement, stylistic consistency, and surface detailing. In-class look-
development critique. Deliverable: final textures and turntable stills. 

Week 13 Animation or motion graphics build. Camera work and object or character animation supporting project intent. In-class 
blocking and refinement. Deliverable: animation blocking pass. 

Week 14 Rendering for project specifications. Render settings, optimization, and troubleshooting. In-class render tests. 
Deliverable: final render test (still or short sequence). 

Week 15 Post-production and compositing. Color correction, compositing, editing, and final adjustments. Deliverable: near-final 
cut or final still set plus change log. 

Week 16 Final presentation and portfolio packaging. Critique session, project reflection, and export for portfolio use. Deliverable: 
final project and presentation deck

The Course Schedule is subject to change due to pedagogical needs, instructor discretion, parts of term, and unexpected events.

Required/Recommended Readings
Instructor-provided materials

Resources for the Instructor
Tickoo, Sham. MAXON CINEMA 4D R19 Studio: A Tutorial Approach. 7th. CADCIM Technologies, 2019.

Additional Resources for the Instructor
1. http://www.cgsociety.org
2. http://www.simplymaya.com
3. http://www.c4dcafe.com
4. http://unity3d.com/
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