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OCHOBHE AKAOEMCKE CTYAWNJE AHuMaupja y nHxerepcTay

CraHngapg 05. - Kypukynym

Tabena 5.2 Cneundmkaumja npegmeTta

HactaBHu npeamer:
Osraka npeavera:  1A014 HanpeaHa nHxerwepcka aHnmaumja
Bpoj ECIB: 7
HacTtaBHuum: O6pagosuh M. Patko, 3nokonuua M. Bnagummp
CraTyc npegmera: (0]
Bpoj yacoBa akTMBHe HacTaBe(HeaAerbHo)
MpepaBamsa: Bexbe: Opyrv o6nunum HacTaBe: CTyAMjCKN UCTPaXKMBaYKM paj: Ocrtanu Yacosu:
3 0 3 0 0
MpeameTn npegycnosu Hema

1. O6pa30BHM LWIb:

OcnocobrbaBatbe CTyAeHaTa 3a uspagy KoMnjyTepckux aHuMaumja, ynosHasake ca OCHOBHMM MOjMOBMMa U MeToAama 3a reHepucame
aHMmaumje.

2. Ncxopm obpasoBarba (CTeueHa 3Hama):

[a cTeueHa 3Hatba NpuMekbyjy Y AarbeM npouecy o6pa3oBarba kao v 'y 6yayhem npodecnoHanHomM paay.

3. Cappxaj/cTpyKTypa npegmeTa:

MpyHUMNM aHnmaumje: cabwj n passyun, npeasuhake, NocTaBrbake Ha CLEHy, O nosvuuje Ao nosuumje (pose to pose), npeknanawe
akuuja, ybp3aBate 1 ycnopaBake akuuje, kpeTarwe Mo 3a4artoj nyTawn, CeKyHaapHa akuuvja, TajMyHT, NpeTepuBare, LpTakbe convaa,
[onaarbUBOCT KapakTepa. Pa3Boj kapakTepa, cnorballky 06MvK U cunyeTa, CTPYKTypa, NepcoOHAanHoOCT, UCkasnmBamwe emounja, akuuja.
Storyboarding. MNpe3eHTaunja, npoaykumja. TexHuke aHumaumje:Keyframe nHtepnonauuvje n napametapcke kpuse. JInHeapHa
MHTeprnonauunja, nHTeprnonauuja Ayx KpvMee, UHTepnonauunja obnvka, nHTepnonauunja atpubyta u kapakrepuctuka mogena.Forward
KnHemaTtuka. VMiHBep3Ha knHematuka. AHuMauuja kamepe. Nosuuuja, opujeHTauumja, motio Parallax, kpeTawe kamepe Ayx kpuse, hoKycHa
ayxuHa, 3ym kamepe, Depth of Field. AHumauuja cseTna, npupogHu dpeHoMmeHu. [JuHaMmuuke cumynauuje, usmdke ocobuHe objekaTa,
dumanyka cuna. AHMMaumja nuua, npukasmearme pasnuunTx n3pasa nuua, npukasusawe ocehamwa. PeTylwmpame cnvke, komnosmuuja,
rpapauvja 6oje. Pesonyuuja cnvke, nsnasum gopmar.

4. MeToge n3Bohera HacTaBge:

MpenaBama, Bexbe y padyHapckoj nabopartopwuju. KoHcyntauuje.

OueHa 3Hatba (MakcumarnHu 6poj noeHa 100)

MpeaucnutHe obaBese Ob6aBesHa | MNoeHa 3aBpLUHM nenut Ob6aBesHa | [NoeHa
MpeameTH npojekat Ha 30.00 |_|MCMeH.VI [eo ucnuTa - KombuHoBaHu 3agaumn fa 30.00
MpeameTHU(NpojekTHI)3aaaTak Ja 15.00 [4T€0pH1ja
MpeameTHW(NpojeKTHM)3agaTak Ja 15.00
[MpucycTBo Ha Npegasawuma Ja 5.00
MpucycTBO Ha padyyHapckuMm Bexbama Ja 5.00

IlutepaTtypa
P.6p. AyTtop Hasns M3paBay loanHa
1,| Patko Obpaposuh HanpegHa nHxenepcka aHmmaumja - Ckpunra DakynTeT TEXHNYKUX HayKa 2010
2, | Isaac Kerlow Art of 3D Computer Animation and Effects Wiley, USA 2009
3, | Alan Watt 3D Computer Graphics Addison-Wesley, USA 2000
4, Rick Parent Computer Animation Algorithms& Techniques Elsevier 2008
5,| Alan Watt, Fabio Policarpo _Cl‘a_lé)cﬁre‘lggszeal-ﬂme rendering and Software Pearson, Addison Wesley 2001
6,| Adam Watkins 3D Animation From Models to Movies Charles River Media 2001
7,| Les Pardew Character Emotion in 2D and 3D animation Thomson Course Technology | 2008
8, | Edward Angel X‘;f)rri‘;“c‘fuc;‘i’rzgpgfén%fph'CS’ A Top-Down Addison-Wesley 2003
9, Eﬂlgg’e\s/an Dam, Feiner, Computer Graphics principles and Practice Addison-Wesley 1997
10, M:rr';e?ejgﬁracf:ﬂ:r{ | Mastering Autodesk 3ds Max Design 2010 Wiley Publishing 2009
11, | Boaz Livny g"jg;a{ORrae{]L‘;mgya‘ 3ds Max and XSl a 3D arfist's | \yjo, pupjishing 2008
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