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This class combines 3d software learning and creative design practice. Help

students understand 3d tools usage and develop their
digital aesthetics, Class practice includes 6—-8 home assignments, and 2

exams.(Midterm and Final).




A KE P EEPEES T3 AR M

-~ PR RGER)
(=) M4, (Cognitive f#EC)AE3 @ Cl 324 ~C2 B2 ~C3 B* ~C4 ~ 47
Co =~ (6 £l
(=) "#ta , (Psychomotor f#£P)4E# @ Pl #-i ~ P2 8 F & ~ P3 M= 4k i -
P4 B4k v ~P5 p it ~P6 £]iF
(2) "h& ) (Affective HAAAES Al #% VA2 7 B ~A3 €4 A4 3 -
AS poit ~ A6 R B

S REIRE TR, o~ THEAARNGS 2 M

(m)FARFART PR, REDE2 T, ~ THER &2 THR ) DRk
REARF PR HBEC-P ALY - 5F -

(Z)FE¢k"h *%‘%]%‘J ”ﬁ 1~62. 238 pF > THEF| & B %ﬁ\,&?’w?(,’;.}.&r DimAae op *%;%]&J
W LC3-Co~COMPr » R ZHINC6TT » it HHRL PR ETR) -

(Z)R ot ARG IRz TEAAFNA | " HARFIRFHE S
ARG A F S RTHEAS THAARNS | (bl TRALANS T
¥ A ~ AD ~ BEFp# » P33 7)) ©

E $e8 B RC? 2) 58 P R(E ) R
i ~ w8~
B PARk s | H2 KA
1(1: %[ii?%iiﬁéiiﬁ%dﬁiﬁﬁ%M 1: Making students P6 BCDEG
1, I AEHRVESAIE A BRBE &R A 1E understand and use 3d
2: BB RAIVER 1E LM A AE | softwares for creative works
il 2: Training students can
3: Nk BABEP EZEE solve the problems on their
own,
3: Training students learning
from creation
FOF B AL RO g R
ﬁf‘ %gg*ﬂ ?/ /;'-.“2 %g—,__g__;:‘.‘,’
5o ;"‘ g G S R E S
U1 5884 MM LB EH | ¥ A2 2RI Y FE it B
¥, i A6 R 1R A 8RR A A1 1F PN
3]: B SR R AN VRS 1 L R RE 49 e
3: MNKREZAEBFTELET
Bk e R4
Tlpwasis A % (Subject/Topics) %3
100/02/14~
1 Introduction to Computer Animation and 3d
100/02/20 | .
interface
100/02/21~ . .
2 100/02/97 Modeling: nurb modeling I
100/02/28~ .. .
3 100/03/06 Modeing: nurb modeling II
100/03/07~ .
4 100/03/13 Material usage for nurb models
100/03/14~| _ . . .
5 100/03/20 Lighting and Rendering
100/03/21~ . .
6 100/03/97 Modeling: polygon modeling I




100/03/28~ . ]
7 100/04/03 Modeling: polygon modeling II
100/04/04~ )
8 100/04/10 Material usage for polygon models
0 100/04/11~ | oot d . ; .
L00/0a/17 | class projects and assignments review
100/04/18~ .
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100/04/25~
11 Introduction to 3d Animation:key frame animation
100/05/01
100/05/02~ . . .
12 100/05/08 Motion path animation
100/05/09~ . . ) )
13 100/05/15 Deform object making and animating
100/05/16~ . . . )
14 100/05/22 Render animation and making movie
100/05/23~ L S
15 100/05/29 Advanced lighting and material linking usage
100/05/30~ )
16 100/06/05 Paint tool usage
17 100/06/06~ | oot d . ; .
L00/06/12 | class projects and assignments review
100/06/13~ .
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