
                                             

 

3D Environment for Animation Film        

 

        

Course Description:            

This course focuses on creating 3D Environments for Animation Films. The course covers 

step by step the stages of 3D environmental scenes whether internal or external from 

hard surface modeling till rendering and compositing.     

 

Course Prerequisite     

     

3D Modeling and Texturing course or equivalent knowledge with the 3D basics     

Course Contents          

Class 1  (Introduction) 

• Introduction 

• What is environment art 

• Edges 

• Snapping and Bevel approaches 

• Issues solving 

Class 2  (Modeling) 

• How to become better Environment artist 

• Triangles, N-Gon, and Quads 

• Benefits of quads. 

• UV basics 

Class 3  (Modeling Exercise) 

• PBR metallic roughness 

• Modeling Ninetendo 

Class 4  (Modeling Exercise continue) 

• curves, wires, UV, RizomUV 

• UV for Nintendo 

Class 5  (Texturing)  



                                             

 

• Introduction  

• Setting up substance file  

• Gathering references: 

• Baking  

• Create base material for the body on a shader ball 

Class 6  (Sculpting) 

• Why Sculpting? Benefits of Zbrush 

• Zbrush Introduction 

• making rocks, introducing noises, Surface noise, cracks, and brushes 

Class 7  (Continue Texturing) 

• Create base material for the screen and buttons 

• Layering details: adding dirt and stains 

Class 8-9  (Sculpting) 

• Zbrush Techniques 

• Sculpting a Pillar 

• Sculpting mountain diamonds  

• Advanced sculpting techniques 

Class 10-11  (Continue Texturing) 

• Add dust, scratches and cracks 

• Use maps from online to create large details (stains and dirt) 

• Create alphas from Mega Scan maps to use them as stencils 

• Final tweaking and render 

Class 12  (Cloth) 

• Cloth Modeling in Marvelous designer and Maya 

• Fast Trees 

Class 13-16  (Mini Project Modeling) 

• Gathering References 

• Blocking 

• Modeling cash registrar 

• Low poly-modeling 

• High poly-modeling 

• Working on UV  



                                             

 

• Exporting 

Class 17-21  (Mini Project Texturing) 

• Cashier exercise full texturing process 

• Rendering and finalizing mini-project 

Class 22-25  (Lighting and Shading) 

• Lighting basics quick review        

• Lighting our scene        

• Construct our shading network        

• Advanced shading techniques        

• Texture polishing        

• Tri-planar & color correction         

• Volumetric effects 

Class 26-28  (Rendering)        

• Render layers     

• Rendering optimization        

• Prepare rendering AOVs for compositing         

• Rendering tips and tricks        

Class 29-30  (Compositing) 

• Multi-pass compositing basics in Nuke        

• AOVS manipulation color grading and motion blur        

• Z-depth, bloom and glare effect        

• Finalizing the composite        

Grading            

Student needs at least 80% grade to pass the course     

 

• Mini Project: 35%           

• Assignments: 15%           

• Final Project: 50 %        

 

Attendance Policy     

▪ Student missing more than 3 classes will be failing the course    


