CB3IABAHE U OGPABOTKA HA
BUJIEO 1 AHUMAILIMU

ooy. 0-p Anexcanovp Ilenes

AHOTANIMUA: Kypcpt 3amo3HaBa ¢ OCHOBHTE Ha 3ammca M 00padOTKaTa Ha JUTHUTATHO BHIEO. Pasrienann ca OCHOBHU
MIOHATHUS, TPUHIUANU U KIACHYCCKU IMOIXOAW IMpPH Ch3JaBaHe W o0pa0OTKa HAa BUACO M aHUMAIMA. AKICHTHpa CE Ha
CHBPEMCHHUTEC TEXHUKH 3a Ch3JaBaHC HAa [UTUTAIHU BUACO M aHUMHPAHH TMPOAYKTH. HsAKOM OT pasriexmaHuTe
CbBpeMeHHHU BbIpocH ca: J[BymepHa (2D) u Tpumepna (3D) kommioTbpHa aHumanusi (pactepHa M BEKTOpHaA), (Horo-
pealucTHYHA aHWMAIlWsI, motion capture, ,,CKeleTHa™ aHuManus, inverse Kinematics, motion blur, Bumeo ¢aitnou
¢dopmaru, criertnanHu Bueo epexT u Ap. CTyaeHTHTe ce 00ydaBaT B H3MIOI3BAHETO HA CHBPEMEHHH ITPOTPAMHH CPEICTBa
3a 00paboTKa Ha MUTMTAIHO BHIEO, IByMEpHa M TpuMepHa aHumaius. OOyueHHeTO € MPOEKTHO 0a3upaHo M BCEKH
CTYICHT TpsiOBa Ipe3 ceMecThbpa Ja pa3BHe COOCTBEH BHAEO MPOCKT, KaTO ITOCTENCHHO CE 3all03HaBa C pPas3IMIHUTE
TEXHUKH, TIOXBATH ¥ MIPOTPaMHHU CpezcTBa. [IpoekTa BKITIOYBA W MHTETpAIIsITa Ha aHUMAaNWs U TOTBIHATENHN edektr. Ha
M3IMUTA BCEKU CTYACHT TPsOBa Ja eIy TECT U JIa 3aIUTH MIPOCKTA CH.

A) Jleknuu

1. BoBenenue. KommiorspHa rpaduka. Buneo u anumanus. (2 vaca)

2. Anumanusi. OCHOBHU MOHATHS, TPUHIUIK U KIIACUYECKHU MOAX0IH. (2 uaca)

3. Cb3gaBaHe Ha KOMIIOTHPHM AaHMMAlMOHHM HpoAykTu. JIBymepHa (2D) u Ttpumepna (3D)
KOMITFOThpHA aHuMarus. @oTo-peanucTuyHa U He PoTo-peaslucTUYHa aHuManus. (2 uaca)

4. CpBpeMeHHA KOMITIOTHPHA aHUMAIIUS: ,,CKeJIETHA* aHUMaIus, inverse kinematics, motion capture,
JUIEBa aHUMaIusi, MopduHT, motion blur u 1p. TeXHUKM Tipu aHUMHpaHEe. (2 yaca)

5. Bupaeo. OCHOBHUTE MOHATHS, MPUHIUIINA U KIIACUYECKU MOIX0U. (2 uaca)

6. ChBpEeMEHHUTE TEXHUKH 3a Ch3/laBaHE HA TUTUTAIHO BUIEO. (2 uaca)

7. Buneo ¢aitnoBu popmatu. Komnpecus Ha Buneo. (2 uaca)

8. Ilporpamuu cpeacTsa 3a Ch3aBaHE U pellaKlvs Ha BUJIEO U aHUManus. (2 uaca)

9. MWurerpauus Ha BUACO U aHUManus. (2 uaca)

10. Cnenmasiau Buaeo edextu. CTepeoCKONMMYHN BUIEO U aHUManus. (2 uaca)

B) Ynpaxxuenus (1abopaTtopHmu)

1. TlocranoBka Ha mpoekTa. M3uckBanus. M360p Ha Tema 3a poekTa. (3 uaca)

2. Anwmmanms. Ilporpamuu cpencrta. /IBymepna (2D) kommroTepHa anmmanus. Synfig, Pencil2D,
Adobe Flash u np. (3 uaca)

3. Cs3naBane u pefakTupane Ha TpuMmepHa (3D) kommiorspHa anumanus. Blender u np. (3 uaca)

4. Buneo. [Iporpamuu cpenctsa. Adobe Premiere Pro, Final Cut Pro X, Lightworks u np. (3 uaca)

5. Bwuneo daitiosu ¢popmartu. Kommpecus. (3 waca)

6. HHTterpupaHe Ha aHUMAIUS U TOMBIHUTETHU €PEKTH C TUTUTAIHO BUeO. (1 uac)

7. Pabota mno npoexT. (4 uaca)
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