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class overview:

work flow for making 3d animation

skills and tools usage for 3d animation

3d software learning and post production concept
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computer programs, Typically,
students will become
comfortable with using:
Autodesk Maya and Adobe
After Effects

KEIHRLRE > 2aE 2

g #gp & T 2 g o

U|SISE L B R Ao BBAR A AR | St~ J AR R | B AR
SR P15 & % A1




AFARZ RFERF o AR EFER

R EREAAZ R 2

> IRARLTF

FE AR

| & & & o o o o
F
|4
fm

p P43z n % (Subject/Topics)

101/09/10~

w25 AW £z 1S . .
101/09/16 F TP RAEEF)F, 3d logo animation

101/09/17~

101/08/93 advanced hypershade usage for texture mapping

101/09/24~

l01/00/3 | mentalray concept and rendering

101/10/701~

101/10/07 mentalray material usage

101/10/708~

101/10/14 render layer usage and animation I

101/10/15~

loi/10/9; | YéNder layer usage and animation II

101/10/22~

/1028 | Folygon modelingll

101/10/29~

Jo1/1104 | UV texture mapping usage

101/11/05~

WL paint effect

101/11/12~
101/11/18

CREE

101/11/19~

/1125 | Character modeling 1

101/11/26~

loi/12002 | Character modeling 11




101/12/03~ . '
131 1o1/12/00 | Plend shape and facial expression for character
animation
101/12/10~
14 . i
l01/12/16 | Pynamic hair
N :
l01/12/23 | character rigging set up
101/12/24~
16 .
Loi/12/30 | full body IK animation
101/12/31~
17 )
10201006 | N cloth and particle
102/01/07~ -
18 -
102/01/13 AR A KA
" UEEEE E= SO NE S
s
AREIE
wEXH | TH
FTE:
EcaEi X

o
e
e
b

i it ¥

6 o (RGP TR R 4 T E 2 PR D)

P % @FHFE: 400 % OHPFE: 300 %
ek =
f ﬂﬂfs ®PKFE 1300 %
IR 2 O %
"HcFE A F IR ks en http://info. ais. tku. edu. tw/csp & d Fit
I 4 #F (%a http://www. acad. tku. edu. tw/index. asp/) %+ F TR E3 %
9

LEW

TAIXB3A3568 0A

%

MAZHERREPFL cFRYIRFHET  p 22 WO A FiE NLfgE -
4 F / £ 4 F 2012/8/15  23:24:53




