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EDUCATIONAL OBJECTIVES AND EXPECTED RESULTS

The educational objectives are: - Acquire proficiency in the modeling of 3D scenographies that They constitute the foundation for the implementation from a professional
perspective. Creative and executive aspects of a subsequent 3D project, film, or Video games - Proficiency in managing sophisticated tools to achieve Dynamic effects
applied to 3D models. For instance, the particles are suitable for creating Atmospheric agents. Alternatively, transform 3D objects with Physical characteristics of fabrics.

Understanding the requirements for virtual three-dimensional environments in any multimedia context, including

Knowledge and understanding distribution and the dynamics of digital object movement.

Applying knowledge and Acquire proficiency in the methodologies for creating virtual scenographies, comprehensive and exhaustive digital
understanding environments for any purpose related to digital products.

Prepare the appropriate tools for the creation of digital virtual sets, selecting the construction methods suitable for the

Making judgements purpose of digital production.

Communication skills Effectively communicate the production requirements of a digital graphic media through a digital project.

Learning skills Professionally and continuously learn the tools for creating digital environments with integrated dynamic effects.
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CONTENTS
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METHODS

Introduction to Unreal Engine Construction and Import of 3D Models in Unreal Engine Development of terrains and environments in Unreal
Engine (LANDSCAPE) Creation and Assignment of Materials Internal and external lighting in Unreal Engine Implementation of a
straightforward interaction Implementation of Modeling Techniques for: Techniques for Modeling Particle Elements Techniques for Modeling
Filiform Elements Professional Techniques for Fabric Modeling Techniques for Dynamic Effects Techniques for the Development of Fluids
Techniques for Random Distribution

[X] In Person
Comprehensive lectures will be conducted, incorporating theoretical explanations and practical exercises.

The student is required to submit the project 15 days prior to the selected examination session. The evaluation will take into account the
completeness and accuracy of the environmental model, the stage lighting, the materials, and at least three applied static or dynamic effects. The
project must be submitted in a package format suitable for Windows. During the session, only one verification question will be posed regarding
the submitted project to confirm the evaluation.
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