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Course Description

1. Course Name

Computer Applications (3D Max)

2. Course Code

To be determined by the department

3. Semester / Year

2025 / 2026

4. Description Preparation Date
To be determined by the department

5. Available Attendance Forms
Mandatory

6. Number of Credit Hours (Total)
Number of Units (Total): 5 Units

7. Course Administrator’s Name (mention all, if more than one)

Name: M.M. Mohammed Muayed Hatem
Email: mohamedalanbabary60@gmail.com

8. Course Objectives

This course aims to introduce students to 3D Max software and its applications in interior
design. It focuses on developing students’ skills in three-dimensional modeling, creating interior
spaces, applying materials and lighting, and producing realistic renderings. The course enhances
students’ technical abilities and links theoretical knowledge with practical application to meet
professional requirements.



9. Teaching and Learning Strategies

Strategy

Delivering theoretical lectures supported by practical laboratory applications, using discussion
and dialogue methods, as well as assignments and applied exercises.

10. Course Structure

weekl Hours Required Learning Unit or Subject Learning Evaluation
Outcomes Name Method Method
Two Familiarization with the ||Introduction to 3D Question &
1 ) Lecture
hours |software environment Max Answer
Two  ||Understanding the User Interface and Question &
2 . - Lecture
hours |/interface Viewports Answer
3 Two Creating basic objects Primitive Objects Lecture Prac_tlcal
hours Assignment
Two  ||Using transformation Move, Rotate, Scale Practical
4 Lecture .
hours |{tools Tools Assignment
5 Two Modeling objects Editable Poly Lecture Question &
hours Answer
Two  ||Developing modeling Advanced Modeling Practical
6 : : Lecture .
hours  |iskills Techniques Assignment
7 Two Setting accurate scale Units and Scale Lecture Question &
hours Answer
8 Two Creating interior spaces |Walls and Floors Lecture Praqtlcal
hours Assignment
9 Two Understanding materials |[Material Editor Lecture Question &
hours Answer
Two . .
10 hours Applying textures Texture Mapping Lecture Oral Exam
Two S N Question &
11 hours Understanding lighting Natural Lighting Lecture Answer
Two : e e e i L Practical
12 hours Using artificial lighting  [|Artificial Lighting Lecture Assignment
13 Two Controlling camera views ||Cameras and Views ||Lecture Question &
hours Answer




Weekll Hours Required Learning Unit or Subject Learning Evaluation
Outcomes Name Method Method

14 Two Scene organization Interior Sgene Lecture Question &
hours Composition Answer

15 :1-(\;\1,1(?3 General review Midterm Review Lecture Written Exam

16 Two Introduction to rendering ||Rendering Basics Lecture Question &
hours Answer

17 Two Adjusting render settings |[Render Settings Lecture Pragtlcal
hours Assignment

18 Two Producing realistic output |V-Ray Basics Lecture Question &
hours Answer
Two . .. ||lLighting and Material Practical

19 hours Enhancing render quality Optimization Lecture Assignment

20 Two | Managing scene Scene Optimization ||Lecture Question &
hours |performance Answer
Two N . Interior Design Practical

21 hours Integrated interior design Project (1) Lecture Assignment

22 Two Project continuation Inte_nor Design Lecture Question &
hours Project (2) Answer

23 Two Adding details Furnlture.and Lecture Praqtlcal
hours Accessories Assignment

24 Two Final output Final Rendering Lecture Question &
hours Answer
Two . . . .

25 hours Project presentation Project Presentation ||Lecture Oral Exam

26 Two Project discussion Project Analysis Presentation Evaluation
hours Only

27 Two Project refinement Project Improvements||Lecture Praqtlcal
hours Assignment

28 Two Advanced applications Advan_ced 3D Max Lecture Question &
hours Techniques Answer

29 Two Final submission Final I.qujeCt Presentation Evaluation
hours Submission Only
Two . Final Project Presentation ||Final

30 Final assessment . . .
hours Discussion Only Evaluation




11. Course Evaluation
The total mark (100) is distributed according to the tasks assigned to the student, including

attendance, practical assignments, daily activities, oral and written examinations, and the final
project.

12. Learning and Teaching Resources

Required Textbooks (if any)

e 3ds Max Essentials
Main References

o Autodesk 3ds Max Official Documentation
Recommended Books and References

o Architectural Visualization using 3ds Max
e Interior Design Journals

Electronic References, Websites

e www.autodesk.com
e Www.cgtrader.com
e www.3dsky.org



