Cneuundukaumja npeameTa 3a KbUry npegmeTa

CtyAnjckn nporpam

MyntumeauvjanHe TexHonorvje

M36opHO nogpyuje (moayn)

BpcTta u HMBO cTyamja

Creunjanuctuyke CTPYKOBHE CTyAuje

HasuB npeamerta

Komnjytepcka aHumauuja

HacrtaBHUK (32 npepgaBama)

HacTaBHuk/capagHuk (3a Bex6e)

HacTaBHuk/capagHuk (3a JJOH)

Bpoj ECINB

[e2)

Cratyc npeameTa (06aBe3Hn/u36opHn)  [1abopHu

YcnoB

Hema

Linre npeameTa je ynosHaBare ca pagHum okpykekwem Maya 3D nporpama, npaBunuma KapaktepHe
aHmMaLmje,kao 1 caBnagaBake OCHOBHUX anaTtku 3a aHumaumjy kapakrepa nomohy ckeneta u

Unrs Aedopmepa, Kao 1 nnaHvpawa v paga y npouecy u3page aHumMupaHe kpatke opme.

npegmeTta
CtyaeHTn he umaTti Npunuky ga ce ynosHajy ca ocHoBama kapakTepHe aHuMauuje, rmyme 1 rosopa
Tena, Aa caBnajajy kapaktepHy aHuMmaumjy ABoHOXHUX 3D mogena, aHMMupajy roeop npema 3By4HO]
mMaTpuum, U NpuMeHe npuHumne aHumaumje y 3D TexHuum.

Ucxon

npegmeTa

Cappxaj npe,

ameTa

MPUTNpdiViCRUNM UI\PyII\UI'Dy |V|aya JLU, UPIGI‘IVIOGU‘VIJG NMUuUc Lo iITia, pddnu ur\pyn\croc,
TPOAVMEH3MOHaNHN KOOPAMHATHU CUCTEM U TpaHcdopMaLuje yHyTap wera,
OCHOBHeTpaHcdopmauuje (TpaHcnaumja, potauuja, ckanvpambe), npoMeHe norneaa.

2. TexHororuvje KoMnjytepcke aHuMauumje, TepmuHorioruja. NokpeT, TajMUHr, TEXHONOrMja ekcTpema,
key frameanumaumja

3. TepmuHonoruja %and%ndash; ekctpemu, chase, oca akuuje, nMHKUja akumje... Graph editor,
aHmMMmalmja ca KoHTponom uHtepnonauumje nsmehy key frame-osa.

4. AHnmaumja no nytamwn. Kpenpamwe xvjepapxuje.

5. YnosHaBare ca npyHUMNMMa paga KOHTposa 3a aHumaumjy objekaTa, kao u gedopmepa u
HUXOBUX aTpmbyTa.

6. Puroearse kapaktepa.

7. KapakTep objekaTa, npMMeHa npyHumna aHumaumje y Uniby U3paxajHocT aHMMumpaHux objekara.
TexuHa.

8. [1BOHOXHM KapaKkTepu, aHuMmauuja 1 An3ajH.

9. OcHoBe KapakTepHe aHumaumje %and%ndash; uuknyc xoaa.

10. M3paxaBane kapaktepa nomohy aHumauuje. lNosa, NoKpeT u Bpeme. YrnopeaHa aHmMaumja
uMKnyca xoga pasnuuntux NnkKosa.

11. Vgeja, cuHoncuce, cueHapuo, ctopmbopa, An3ajH kapaktepa. MNpunpema 3a npojekat.[nyma u
n3pas. AHnmaumja cartoony xopa.

12. AHumauuja kapaktepa y cneunduyHoj cuTyaLmju.

Teopujcka |13. Pag Ha npojexTy.

HacTaBa

MpakTn4yHa

HacTaBa

(BexOe,

AOH,

CTYyANjCKU

ucTpaxmBa-

YKu pag) pllpaTn Teopujcky HacTaBy ca npegasamwa
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Bpoj yacoBa

akKTuUBHe HacTaBe HegeJbLHO TOKOM CeMeCTpa/TpMMeCTpa/I‘OAMHe

MpepaBawa

Bex6e OOH

CTyAmnjckn nctpaxuBadkv pag,

OcTtanu yacoBu

3

2

2

MeTtope
nm3Bohewa
HacTaBe

MpenaBatsa ce M3BOAE ayOUTUBHO - Y YYMOHULM KOpULLheweM padyHapcke onpeme, Kpo3s
CEMUHAaPCKW paj CTyAeHaTa 1 heroBy ogbpaHy U camocTanHu pag Tokom Bex6u. MNMposepa 3Hawa ce
BPLUM MyTEM KOJOKBUjyMa Y TOKYy CeMecTpa U Npe3eHTaumjoM rpyrnHor NpojekTHOr 3ajaTtka.

OueHa 3Hawa (MakcumanHu 6poj noeHa 100)

MpeaucnuTHe o6aBe3e |noeHa

3aBpLUHM uCcnNuT

noeHa

AKTUBHOCT Y TOKY

npegaBawa 10(nucmeHun ucnur 30
npakTMyHa HacTtaBa 20|ycMeHu ucnut 20
KONOKBUjyMU 10
ceMUHapu 10




