CA 3600 Graphic Programming
Instructor: Krishna Sadasivam

Mechanical Clock Project

Using the modeling techniques you have been
exposed to in the last two Class sessions, your
goal is to create a creative mechanical clock
placed on a pedestal stand of your design.

Your mechanical clock must include the
following:

1) a minute hand cog gear

2) an hour hand cog gear

3) an hour hand, a minute hand, and
(optionally, a second hand)

4) alisting of 12 numbers for the face of the
clock. These can be roman numerals or
standard numerals

5) Include a minimum of three additional
interlocking gears inside your clock

This project is due at the beginning of Class
4,

Consgider lighting, shading and color. Use basic

textures provided within Hypershade. The goal

of this exercise is to get you familiar with many

of the NURBS and polygon modeling concepts we discussed in class.

1.) Make 4 renders, each with the following specifications:

2860 pixels wide
1600 pixels high
300 dpi

JPG format

&) Save each render onto a separate 11” x 17” flatbook page. Use the FULL
PAGE. Include your name, CA3600, Spring 2010 and the instructor’s
name.

3) Save your flatbook pages as Lastname_clock1.jp§g,
Lastname_clock2.jpg, Lastname_clock3.jpg, and Lastname_clock4.jpg
(continued...)



Save your Maya source file as LastName_Clock.mb where LastName
corresponds to YOUR last name.

Put this folder in the Class 4 Due folder in my drop-off box.
Total possible points: 100

Grading Rubric shown below.
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Please note: Zeros are recorded for projects not turned in.




