
Project 03: Outdoor Architectural Reproduction 
 

 
 
Find an image from online or a photograph from a magazine (and then scan it 
into the computer) that depicts an area outdoors. Your task is to reproduce the 
image precisely. That includes modeling all objects, but more specifically, 
replicating all lighting and texturing exactly. Pick an image that does not have 
people or other living things in it (i.e., plants). Plant life in the background 
might be achieved through image planes, but try to avoid it. Examples might be a 
building, a patio, or outdoor deck area.  
 
Images you find should be extremely large (minimum 1280x720). You’ll need the 
high-resolution images so that you can zoom in very closely to see details. Final 
output will be 1280x720. The image should be crisp and clear, not blurry (this 
excludes images with high depth of field) or grainy. Consider the final output 
frame size (1280x720) when choosing an image. Do not pick images that are 
more vertical than horizontal. Images my need to be cropped to fit 
appropriately in the final output. The instructor and class must approve all images 
before modeling begins. 
 
The final movie version will be as follows: Show your magazine/internet image, 
transition into your version as follows: 
 

- (Final Image) Textured with lights, mental ray, depth of field (2-3 sec.) 
- Original Digital Image from Internet (2-3 sec.) 
- Wireframe over Digital Image from Internet (2-3 sec.) 
- Gray Lambert shaded (default lighting) (2-3 sec.) 
- Textured (Default lighting) (2-3 sec.) 
- Textured with lights Software Rendering (2-3 sec.) 
- (Final Image) Textured with lights, mental ray, depth of field (2-3 sec.) 

 
Then slowly truck your camera in and give a slight rotation around the room. 
 
DUE DATES: 
WEEK 3, 9/16 – MULTIPLE HIGH-RESOLUTION IMAGES 
WEEK 8, 10/21 – MODELING 
WEEK 12, 11/18 – TEXTURING W/ ROUGH LIGHTING 
WEEK 15, 12/7 – LIGHTING/RENDERING 
FINALS WEEK – FULL COMPOSITION 

- 1280x720 
- H.264  Quicktime compression 


