ST 105 – Basic Office Fundamentals
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ST 125 – Introduction to LightWave 
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Duration: 3 Days

Price: $1,695.00

Discounts Available for: Groups of Six or More – Save Up to 25%

Patuxent Partnership Members – Minimum of 5%

Individual Training Passes – Save Up to 50%
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Corporate Discounts (10 or More), Customized Training Courses and Specialized Training Up to 50% - Call For Details 

Description: This course is designed to give an overview of LightWave, discuss the Five Main Steps of Animation & 3D Space, LightWave’s two Main Interfaces, Modeler’s Interface, Modeler in Detail, project Based Application - Logo Animation, the Modify Tab, simple organic modeling, spacecraft Modeling project and spacecraft Animation.

Prerequisites: General problem solving skills and user experience on a PC

Course Outline:
Overview of LightWave

LightWave in the Market Place

Film Industry

Television and Advertising

Game Production and other applications

Animation Examples

Logo Animations

Advertisements

Sci-Fi

Character Animation

Hollywood

Where to Find Help

Newtek etc.

Flay and other Animator resources on the web

Recommended Books

The Five Main Steps of Animation & 3D Space

Model your objects

Surface models and backgrounds

Bring objects into layout and set keyframes

Render the Animation onto hardrive

Output to Tape, CD or DVD

Thinking in 3D - 3D Coordinates

LightWave’s Two Main Interfaces

Introduction to Layout – 3D Virtual Universe

Introduction To Modeler - Creating objects and environments

Simple Animation with Pre-Made Objects

Loading objects

Setting Keyframes

Saving the Animation

Rendering

Modeler’s Interface 

Configuring Modelers Viewports

Working in Open GL Preview

Edit Modes and selecting points and polygons

Keyboard Shortcuts for Navigating Around the Interface

Modeler Tabs - Overview

Create Tab

Modify Tab

Multiply Tab

Construct Tab, etc.

Working with Layers 

Modeler in Detail

Working with Primitives – Create Tab

Box Tool 

Ball Tool – Planets etc

Disc Tool

Pen & Sketch Tool

Text Tool

Modifying Primitives – Modify Tab

Move vs. Drag

Rotate

Size vs. Stretch

Shear

Bend

Magnet

Taper 1&2

Project Based Application – Logo Animation

Creating a 3D Text Logo Object

Making letters with the text tool

Extruding text to 3D

Naming surface parts of Text 

Beveling Text

Surfacing Objects - The Surface Edit Panel

Selecting Parts

Premade Surfaces

Basic Surface Attributes

Luminosity

Diffusion

Specularity

Glossiness

Reflection

Procedurals

Creating the background Animation

Setting Keyframes

Timing, Ease In & Out

The Graph Editor

Setting the Render and Camera panels

Final Rendering to QuickTime

The Modify Tab 

Bevel Tool

Shift

Inset

Extrude tool

Lathe Tool

Making a Wine Glass

Making the profile

Lathing the object to 3D

Surfacing

Torids and the Pentagon

Mirror Tool

Clone and Array Tools

Simple Organic Modeling

Polygonal vs. Subpatch Modeling

4 sided polygons

Setting and switching modes

Setting Subpatch Level

Making a Simple Cat’s 

Make the basic head shape

Making basic ear shape

Eyes and eye sockets

Nose and mouth

Using layers

Naming and surfacing

Spacecraft Modeling Project

Building the Fuselage

Making the basic shape and correct size

Tapering nose and tail cone

Making the Wings

Making the gussets

Pulling out the main wings

Adding ailerons and flaps

Building the Rudder, etc.

Making the Cockpit Windows

Surfacing and Detailing

Spacecraft Animation

Setting keyframes

Adjusting Motion Paths in the Motion Editor

Using Skytracer to create realistic skies

Using a backdrop composite image in LightWave

Setting camera and render panel settings

Rendering to output

Overview of Resources for Help

Tutorials on the web

Animator resources
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