
3D MODELING & DESIGN
Students completing the Bachelor of Science Degree: Media Arts (emphasis in 3D Modeling 
& Design) will have acquired knowledge of character design and development, modeling, 
texturing, rendering and lighting. Mastering of these skills results in artists/designers 
enabled to express visual creativity through technology and the creative process. 
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Skills

Entry-Level Positions

1-3 YEARS OF EXPERIENCE  
Game Character Modeler / Rigger
Game 3D Environment Designer
Texture / Material Artist for Games
3D Prototyping for Children’s Toys
Moble Game 3D Artist
3D Medical Visualization Artist

5+ YEARS OF EXPERIENCE  
Feature Film Character Modeler / Rigger 
Feature Film Environmental Artist
Cinematics / Facial Modeler Artist
Concept / Story Artist
Rendering / Lighting Artist
Modeling Supervisor

Jobs listed are possible positions and not a guarantee of employment. 
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TERM
 4

IA104 Introduction to 3D
 

(4.5 sem
ester credit hours/100 clock hours) 

Introduction to 3D
 (IA104) introduces students to 3D

 
and 3D

 applications, techniques, and theory w
ith an 

em
phasis on Autodesk’s M

aya®
. Students w

ill learn 
and practice the fundam

ental m
ethods of m

odeling, 
texturing, lighting, and rendering. Polygon 
M

odeling, U
V Texture M

apping, Arnold Rendering 
Engine, and Turntable Anim

ation. 

IV104 Introduction to D
igital Video Production 

(4.5 sem
ester credit hours/100 clock hours) 

Introduction to D
igital Video Production (IV104) 

offers the fundam
entals of D

igital Video Production 
from

 pre-production (planning, storyboarding) to 
production (shooting, lighting, sound, green screen) 
to post production (editing, com

positing, titles, color 
correction, audio, and m

usic). Professional film
 and 

video analysis, genre division and film
 fundam

ental 
elem

ents w
ill be studied. Video com

pression, w
ith 

an em
phasis on w

eb delivery, w
ill be introduced. 

IW
104 Fundam

entals of W
eb D

esign 
(4.5 sem

ester credit hours/100 clock hours) 
Fundam

entals of W
eb (IW

104) w
ill offer a strong 

foundation in w
eb design, Graphical U

ser Interface 
(GU

I) and w
eb page structure. Topics w

ill include 
H

TM
L, CSS, FTP, project m

anagem
ent, usability and 

interactive design strategies.  Beginning concepts 
of program

m
ing (PH

P and JavaScript), behaviors and 
CM

S (Content M
anagem

ent System
s) w

ill also be 
introduced.
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3D
310A H

ard Surface M
odeling - Prop M

odeling 
(5.00 sem

ester credit hours/100 clock hours) 
H

ard Surface M
odeling - Prop M

odeling (3D
310A) 

discusses, in detail, traditional subdivision m
odeling 

techniques in Autodesk M
aya. Special em

phasis is 
placed on clean topology and advanced U

V layout 
technics. Finished m

odels w
ill be custom

 textured 
using Photoshop.

3D
320A Advanced M

aterials 
(5.00 sem

ester credit hours/100 clock hours) 
Advanced M

aterials (3D
320A) focuses on m

aterials, 
textures, rendering and lighting. Physically based 
rendering (PBR) w

orkflow
 is the core foundation 

of this course. Students w
ill learn how

 to apply 
m

aterials, norm
al m

aps and textures directly to their 
m

odels as w
ell as how

 to render directly inside the 
U

nreal Gam
e Engine. 

3D
330A Anatom

y for Character M
odelers 

(5.00 sem
ester credit hours/100 clock hours) 

Anatom
y for Character M

odelers (3D
330A) focuses 

around hum
an anatom

y. Students learn surface 
anatom

y and bony landm
arks to help create 

believable hum
an form

s.  The goal of this class is to 
have a clear understanding of the underlying m

uscle 
anatom

y that could translate to any type of organic 
creature. Base m

eshes are created in Autodesk M
aya 

w
ith Pixologic ZBrush used for the detailing.  

TERM
 6

3D
410A Advanced O

rganic M
odeling 

(5.00 sem
ester credit hours/100 clock hours) 

Advanced O
rganic M

odeling (3D
410A) focuses on 

creating a high-resolution organic creature m
odel 

from
 scratch. Students use Pixologic ZBrush to 

create the character. N
ext, students w

ill learn how
 

to apply their texturing skills to creating realistic 
organic tissue. Projects w

ill be rendered in Autodesk 
M

aya and M
arm

oset. Edge-flow
, D

isplacem
ent m

aps, 
N

orm
al M

aps and advanced ZBrush techniques are 
key concepts of this course. 

3D
420A Gam

e Character 
(5.00 sem

ester credit hours/100 clock hours) 
Gam

e Character (3D
420A) class instructs students 

on the entire character w
orkflow

 from
 beginning to 

end.  Students w
ill create a single original character 

from
 the ground up and carry it through the entire 

pipeline, including m
odeling, high-poly sculpting, 

texturing and shading, and rigging for anim
ation. 

Finally, students w
ill learn how

 to package and 
export their finished character into a gam

e engine.

3D
430A M

odeling Thesis 
(5.00 sem

ester credit hours/100 clock hours) 
In the M

odeling Thesis (3D
430A) class is the 

students’ w
ill design and m

odel an original 3D
 

m
odel based on their desired specialty w

ithin the 
industry. This m

ay include characters or props for 
video gam

es, characters or props for film
 production, 

product design, architectural visualization, 3D
 

printed toy design, etc. H
eavy em

phasis w
ill be 

placed on self-reliance and problem
 solving. 

Lectures w
ill be custom

 tailored to the needs of 

each student.

PP200 Portfolio Project 
(4.5 sem

ester credit hours/100 clock hours) 
N

o transfer credit accepted for this course. 
As an outcom

e of the Portfolio Project (PP200) 
students w

ill create a digital portfolio (dem
o 

reel and w
eb page) to dem

onstrate the skills and 
know

ledge they have acquired in their specialized 
program

. Em
phasis w

ill be placed on presentation 
skills and strategies suitable for gaining 
em

ploym
ent.
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