(SYLLABUS)

1. *) :
I[tem with (*) are only for the ABEEK Program.
2016 1
(Year) (Semester)
(Instructor) (Course Title)
2150673501 01 o -
(Course No.) (Class) (Course Classification)
100
3 ( ") 3 3
(Open to) (Credit) (Class hour per week)
*) *)
ABEEK Classification ABEEK Requirement) (Department)
(Office) (Telephone) (e—mail)
*) *)
(Teaching Assistant) (Office Hour)
_understanding VFX for TV, Film, and TV Commercial
_AfterEffects 2D
(Course Description) | _Maya 3D applications
_greenscreen composite for reality & digital envirionment visa versa.
(Ssa) L
(Course Objectives)
1 _complete 2D 3D composite potfolio
2 _hands-on VFX
50 % 50 % 00 9% 00 %
(Lecture Type) ( ) ( ) ( ) ( )
(Course Grading)
* /VFX
(Required Texts)
*)
(Bulletin Board)
*)
(Prerequisite Courses)
2.
(Week (Keyword) (Description) (Texts) (Note)
101 i_SIZ_on—Ilne should work
1 |orientation _VFX reel ) . through on-line
2)viewport

_class orientation

3)understanding primitive

visual reference

setting up project
digital character

2 01

_maya interface
_project setting
_desk lamp modelling_01

2 02
A)working with project

5)extrude and edge loop tool

6)bridge, extrude, multiple
edge tool

_assignment:
sword_01
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(Week (Keyword) (Description) (Texts) (Note)
301 3 .02
3 digital character _desk lamp modelling_02 7)b(_)ole§n
_Hypershade 8)Mirroring and symetry
_Homework_sword_01 review 9)Edge normal
skeleton 4 01 10)uvV map§ .
4 . _skeleton and IK handle 11)automatic Mapping
parenting . o .
_parenting 12)Projection Mapping
5 02 13)_UV Sew and UV Layout
5 Hypershading _H.ypt.ershadlng 14)_UV Map /.\rreangement
—-Rigging 15) Delete History and Layout
Editor
6 01 16)_Edge to Curve and
6 sayf_rame animation _Riggingl T;JF;BSrtO tPoISygor? |
'aging animationl )buplicate peC|T':1 .
- 18)Create and Assign Matrials
7 01 ;9)Mat|er!?l Color and
7 |Keyframe animation —-Rigging2 zg(fu Tr! y Subst
animation2 DAPD y_lng ubstaces
- 21)creating UV and Snapshot
8 idt midterm test
midterm 20%
22)UV snapshot and Setup in
9 Storyboard _Storyboard Photosh(_)p
10% 23)Creating the Rope Texture
‘24)Texture based Normal Map
_rendersetting_01 oB)Assian the N M
Lo -Ncloth _lighting ZG)SStS'g”f ep ‘_’rmt‘?‘ ap
_Passive callide _NCloth 27)H? Epp olr trO]Lec K;n I
Passive collide )_ |g_ oYy fo Low Foly
- [Projection
_rendersetting_01 ig)ilnl?h_lng ;ptt,h(? T:axtcl:re
11 _lighting _lighting JAPplying Matrials to Game
Object
30)Unreal Engine for Grid
Setting
31)image Planes
12 | _sound _sound 32)Basic NURBS Shaping 01
33)NURBS Shaping_02
work—-in—progreesive _Betch render 34)N_URBS Shaping_03 .
13 . 35)Live Surface Preparation
presentation 10% ] .
36)Modeling Tool Kit
. . . . 37)Modeling Tool Kit02
work-in-progreesive work—in—-progreesive g
14 . . 38)Edge Spider
presentation presentation )
39)Component Editor
40)Smooth Preview
15 | Final presentation 30% 41)Model Cleanup

16

Final exam

42)Mel Scripts
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SCRIPT ERROR | SCRIPT ERROR

SCRIPT ERROR | SCRIPT ERROR SCRIPT ERROR SCRIPT ERROR

SCRIPT ERRC*ZRIPT ERRGRRIPT ERROBCRIPT ERRC#CRIPT ERRQ

RRIPT ERRGBCRIPT ERROBCRIPT ERRCSFZRIPT ERROR

Open-ended problem

Teamwork

Communication skill

SCRIPT ERROR

SCRIPT ERROR SCRIPT ERROR




