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OB BN EREET - B The theory and practical design of
EpET RS BOEEES - B - computer animation will be
B3 - EEERR  FT¢ - FHE - B introduced. The entire process of
B ~ BRI RS 0 WIGESHE computer animation theory will be
B & SR G T I A SR A R AR covered. This process includes the
Z 5 - 113D Studio MAX#R#EE3D geometry modeling, re-shape /
YR s - W& M HRAEE K modification of the objects, animation
B~ T dmiEikEs - B —E variables setup (including the motion
DHEREE - path, lighting, shading, texture
mapping, transforming system, video
T post, ... and so on). Also, the basic
RERR PUIESEE concepts of computer graphics and
multimedia design will be introduced.
The computer software of 3D Studio
Max will be used to illustrate the
examples. The students need do the
exercises and homework on the IBM
compatible PC to fully understand the
computer animation process. A final
project, integrated with the techniques
discussed in class, needed to be turn
in for the final grade.
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R A 3DS MAXZR 2 BB A4 To guided students using 3DS MAX
8E > IR EKESENERE S RE) to present Animation,understand
BN EREREATRRE - 24 ER Syllabus Animation concept and Animation
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Processing. To train students using
3DS MAX to design animation or

game.
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