Assignment 1: “Building a 3D House”

Assignment Available:           Wednesday 10th of August

Assignment Due:                    Electronic submission by Friday 2nd of September at  5pm.

TASK:       Construct a basic 3D model for a real-time environment of Queenslander house featured in exercise “Build house”.

Objectives:

· To build a 3D model using learned techniques with realtime software provided.
· To create a realistic interpretation of the house using the visual information provided.
· To use polygons economically total budget for this model is not over 2000 triangles.
· To place provided textures correctly.
· To check that the model and associated items are scaled correctly and contain no errors.
· To create a well-structured hierarchy associated with your model.
· Follow the step-by-step instructions contained in the “build house” exercise to achieve the model pictured below (additional images are in the build house exercise). 
· To insert 2 levels of detail (LOD’s) into your model 
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ASSIGNMENT 1: check list

	Item
	Objective

	Economical use of polygons
	Check for excess/hidden polygons.

Not too much detail where a texture is sufficient. Use detail sparingly.

Cut away overlapping areas of polygons to avoid Depth complexity.

Combine polygons where possible.

Check polygon budget at onset of a project.

	Ordered hierarchy
	The hierarchy structure should be geographically ordered and all polygon nodes named appropriately, state changes in separate polygon nodes.



	Scaling of model
	Items within the model should be scaled to look realistic.



	Good structured Levels of Detail (LOD’s)
	No repeats of objects in LOD nodes. LOD’s embedded in objects where possible. LOD Axis placed relative to area changing. Good distances set for change in detail.

	Textures applied correctly
	Textures should be applied and scaled correctly to the polygon paying attention when a texture meets on a corner area.

Texture file sizes to the power of 2 no smaller than 64 or larger than 512 

	Non-planar polygons
	All of single polygons vertices should be sitting on the same plane. No convex polygons in model

	Gaps in geometry
	All polygons should meet correctly where they touch with no gaps visible

	Z fighting
	Check model for overlapping polygons sitting on the same plane

	Missing polygons
	Check for polygons facing the wrong way or missing (back facing)

	Neat texture/Material/object palette
	Only items used in the model to be stored in palettes. 

	Neat file structure
	Files named appropriately, no spaces in any file names, only used textures submitted.

Open all eyes in hierarchy structure config/open all eyes. 

Position a good eye point before saving the file and submitting.


You may wish to add a ground plane to the model. This will help your orientation whilst modeling. However any additional items added to and around the house will not gain extra points. Place these items in a separate group node so as not to distract from the main model.

Important

Place 2 level of detail (LOD) in your finished model and judge the distance at which the high, medium and low level will switch out. 

Remember to place the axis correctly to object, If you double click a created LOD node in the object structure you will then be able to move it into position with a translation option. 

You must only attach the items that will change to the LOD node and keep the common object (something that will always be visible) in the main hierarchy. 

Check exercise 4 notes on LOD structures carefully.

You do not need to submit all the textures as long as you did not make any changes to the file names. We will load in the original textures to your model.

If you have used any alternative textures you will need to submit these. 

ASSIGNMENT 1: TUCAN check list

· You will be submitting the finalised Queenslander house for assessment. Be sure that your final work includes the features mentioned in the checklist above. 

· Your finalised Queenslander house should be zipped up for submission.

· Make sure that all textures are located in a directory of their own and that is INCLUDED in the zip file.
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