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Week 7:  Project 2  Stevenson Hall

New Tools:  

VIZ

Creating, editing and applying MATERIALS

Simple Materials:  Wood and Glass

Material maps:  Bitmaps, bump maps, transparency maps

Material modifiers:  Mapscaler and XYZ Mapping

Raytraced shadows and materials

Rendering to a file

AEC Stairs

Additional technique:

Using Section and Slice to create rendered plans and sections

Project 2:  Modeling Jefferson Hall

Final Presentation:  List of Require Drawing Images:

Use above technique to produce:

1 rendered plan – 1-point perspective rendering and section highlight (try using raytrace shadows), using AutoCAD line weights

1 rendered section – 1-point perspective or orthagonal elevation behind section highlight using AutoCAD line weights

Rendered 3D Images:

1 exterior perspective

1 exterior axonometric from a different angle

1. Complete the model geometry of Jefferson Hall.  

- Be sure to include a box that represents the ground under the building – make the ground box approximately 10’ wider than the building on all siders, and approximately 5’ deep below the building.

- Check the configuration of the mullions from the lattice modifier – make sure to display struts only (no joints), and check the radius compared to your measurement of the building’s actual mullions.

- use Stairs tool and your measurements / plan to create 3D stairs for your model

2. Add appropriate materials for all the elements in the building, including:

- glass enclosure and mullion system

- concrete structure of the building

- any other elements you have included

3. Render images as indicated above

- Make copies of your VIZ file, one for each of the different final representations.

- In each file set up appropriate lights and cameras for the individual representation

- Check your setting for shadows on the lights – raytrace versus shadow map

- render each image at 800 x 600 jpeg files at the highest quality settings
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