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® Familiarize students with different approaches to design and animate the 3D character
® Introduce the concepts of 3D character animation for the purpose of 3D gaming and digital media.

Wymagania wstepne
Computer Graphics, 3D game programming

Zakres tematyczny
® Areas of 3D characters applications.
¢ Advanced modelling techniques
® Rigging,
¢ Skinning
Painting weights
Anatomy of humanoid

Organic modelling
Morphing modifiers
Motion Capture

Metody ksztatcenia

Animation with bones and biped objects (envelope based)
Inverse and simple Kinematics with constraint.

Lecture - the passing condition is to obtain a positive mark from the final test.

Laboratory - the passing condition is to obtain positive marks from all laboratory exercises to be planned during the semester.

Project - the project documentation and presentation.

Calculation of the final grade: lecture 25% + laboratory 40% + project 35%
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Opis efektu Symbole efektéow Metody weryfikacji Forma zaje¢
Student knows the basic techniques of 3D characters modelling ® sprawdzian ® Wyktad
and animation

Student is able to use created and rigged character in 3d game ® przygotowanie projektu ® Projekt
enviroment
Student can plan team-based, multi stage project and ® przygotowanie projektu ¢ Projekt

synchronise the predicted jobs

Student is able to use modern tools to simplify the character ¢ wykonanie sprawozdan laboratoryjnych ¢ Laboratorium
creation process

Warunki zaliczenia

Lecture - the passing condition is to obtain a positive mark from the final test.
Laboratory - the passing condition is to obtain positive marks from all laboratory exercises to be planned during the semester.

Project - the project documentation and oral presentation.

Calculation of the final grade: lecture 25% + laboratory 40% + project 35%
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