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Assignment 1: Autocad 2D






1.2 Assigment

Digital representation
Casa Antonio Carlos Siza FPRRT LISBON SCHOOL OF ARCHITECTURE
Marit Luyts - 20248082 R UNVERSIDARE DR Lsach

Groundplan - 1:100 (mm)

Digital representation

Casa Anténio Carlos Siza
Marit Luyts - 20248082

Sachon 84" - 1:100

View BB' - 12100

Oeetail 1:5
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Assignment 2: Autocad 3D & 3D MAX
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B Material Editor

- 11 - Default

Modes Material MNavigation

#° 11 - Default

T Presets

{Finishes}

Ty - g '\- i
il
.-;_‘ ‘|l- ﬂ_l

Material Mode:

¥ Coating Parameters

Clearcoat

0,0

Coating IOR: 1,52

Affect Underlying

Color: 0,5

¥ Basic Parameters

Base Color and Reflections
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Roughness
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Physical Material
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Kazimir Malevich
Untitled wvarit Luyts_20248082

2.3 Assignment

igital representation
Faculdade de Arquitetura
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Part of notes

Orbit fom 3d gight ta drasian)
Befsudt,

Extrude

30 rotate

Rotate 3d

Cone
Shade

Section

Collar

Tangent

Box

Yisualshies,

Suthal ! gosuddiab.2 om 3d glamanten oraciRae e maken,
Edeazurf om liingn e verhindenen 3d element van tg makan,
Thicken

Loft (fgMReN Lerbindan.cm element ta makean. B2 citkels Bovmn etkasr WRRanmmasht san,
cylindar)

Section - move

Explode galoft magkt element leeg ipw vol

COPDRACHT

Dl gehildaciimuseum maksyn met 2 yepdispingen, verbondenvia trap - 3d soulgtirsn,
enfof sehilderien in glastsan,

Thickness of matarial

Scele te human scale

Trap tot platylgh (geaR dawr)

Dw wileiodels mRRarsn in 3d max == glaje yrrehilends MHreR 80dRse.
RalerAlenERNsh Astie ze in yersehillsode Aga BlastRlignyRRRImport Sdmeax
Afgaran.op panel: 3dmax renders goautaced renders, osten greateenges Zin
om gaed t2 KMARAR.SNalRRME0

union

substract

intersect

dm

Base color: no map => bitmap lookup (picture png)
Kan fato dmaian door goardinaientn Yerandamso
Glas lpgg laten lien.door: thinwaier,

Kan peecizie aenpaassen bi parameters: segments

MNaisa: change chepe plana

Create [+): camera
= Perspective: camera 001
Render setup

Chose amount of pixels (3340 2 2180)

Renderar: guick silwar

Movemeants:

Transllation?! Movement: 2 sec
Rotation movement: 3 sac
Movement of ight 1 sec
Stand: 2 sec

TOTAL: 5 sax

20 frames/sac

Edit spline (in medifier list]
Bewel: make different levels in element (change height and outline to make corners e.g )
= To make round: smooth across levels

Select and rotate (naagtmove)

Time configuration
Custom: 20 frameas per second

Frame count: 9 sac x 20 framas per second = 180 frames + 1 (length = 180)

Woor film: ga telkens op het bpeld staan dat je na x-aantsl frames wil zien by Ma 3 sec yyjl
thcamers yeapirkst: dan drukje op sat kay (alle glemantenRRsien SeaRlesIaamd 2in)

Rendering: Environment and effects: map (bitmapping) 2 background

Rendering: change single image to range

Sound - Graph aditor: drop sheet
WAV [poogle scund files)

Sound edit:

Ping pong video snesit oRusUOmEskeRMd 80

Material dupliceren, modifiers: UV coordinates: mapscalar,
OF bump map fAyoserA lgnbase weight gla hat beter mast suarRRam

Contact ineyvpegen,
Dweg in site zefien

ftp.fa.ulisboa.pt
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