Cneuudumkaumja npegmeTa 3a KbUry npegmeTa

Ctyamjckn nporpam PayyHapcTBO 1 MHhopmaTuka

M36opHO nogpyyje (mogyn) CopTBEPCKO MHXEHEPCTBO

BpcTa 1 HUBO ctyamja MacTtep akagemcke ctyguje

HasuB npegmeta PadyHapcka aHumaumja

HacrtaBHuK (3a npegaBan-a) Panuuh [1. OejaH, Munocasm-esuh Jb. Anekcangap
HacrtaBHuk/capagHuk (3a Bex6e) Oumntpujesmh M. AnekcaHgap

HacTtaBHuk/capagHuk (3a JOH)

Bpoj ECINb 4|Cratyc npeamera (o6aBesHn/uzbopHn)  [1360pHN
YcnoB

Lurs Ynos3HaBake ca OCHOBHMM anropMTMuma U TEXHMKaMa 3a padyHapcKy aHMMaLujy.
npeameTa

Teopwujcka 1 NpakTU4YHa 3Haka O anropuTMUMa U TEXHMKaMa 3a padyHapcKy aHMMaLmjy.
MUcxon OcnocobrbeHoCT 3a caMoCTarnHo nporpamuparbe rpauykmx annvkaumja kao m 3a kopuwhemne
npeamMmeTa  [rotoBmx COOTBEPCKMX NMporpama 3a pavyyHapcky aHumauujy.

Capgpxxaj npegmerta

AnropvMu 1 NporpamMcke TEXHUKE padvyHapcke aHumauumje. ANropuTMun 1 NpucTynu aHumauumje
noHawama u aHumaumje 6asupaHe Ha pusnum objekta. 2[1 n 3[] aHmmauuja. CnpajtoBu. TexHuka
KIby4HUX ppejmoBa. AHMMauuja nuua u MUMKUKe. [InpekTHa 1 NHBEpP3Ha KMHeEMaThKa. XBaTawe
Teopujcka [nokpeTta. AHMmaumja koa Buaeo urapa. AHuMaumja cuctema yectmua. AHuMaumja ogehe.
HacTaBa

IpakTU4Ha  |yno3papatbe ca codTBEPCKUM anaTMa 3a padyHapcky aHnmaumjy. Kopuchuyku nhtepdejc Blender-a,

HacTaBa codTBEpa OTBOPEHOT KoAa 3a MoAenvpane n aHnmaumjy. OcHoBe aHuMaumje y Blender-y (ocHOBHe
(BexGe, TpaHcopmauuje, Krby4HU bpejMoBU, rNaTkn Npenasu n TMNOBKM MHTepnonauunje, npahexwe KpUBKX).
AOH, ApmaType (apmaType ca je4HOM U1 BULLE KOCTUjy, XyMaHouaHe apMaTtype, HernosesaHe KOCTW, rpyne

CTYAMJCKM  |TemeHa 1 Norbe yTuLaja, MHBEp3Ha KuHeMaTuka). XymaHomaHa aHuMaumja 3acHoBaHa Ha cuctemy
MUcTpaxusa- |kocTujy. KOpekTMBHU KibydeBU 3a 00NnKoBame.
YKK papn)
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Bpoj 4acoBa aKTUBHe HacTaBe HeerbHO TOKOM ceMecTpa/TpumMecTpa/roguHe

MpegaBawa |Bex6e OOH CTyamjckm nctpaxumBadukv pag OcTanu YyacoBm
2 1 0

MeTone MpenaBatwsa, ayouMTnBHe Bexbe, camocTanaH pag CTyaeHaTta Ha u3paam npojekara.

umsBohemwa

HacTaBe

OueHa 3Hawa (MakcumanHm 6poj noeHa 100)

MpegucnutHe o6aBe3e [noeHa 3aBpLWHN ncnNut noeHa

AKTMBHOCT Y TOKY

npegaBawba NUCMEHW UcnuT

npakTU4Ha HacTaBa 30 YCMEeHU ucnut 40

KOJIOKBUjyMU

ceMuHapu 30




