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DERS iCERiGi / COURSE POLICY SHEET

Ders Adi / Course Title

Temel Karakter Modelleme

Ders Adi / Course Title

Fundamentals of Character Modeling

Ders Kodu / Course Code

BTBS393

Tipi / Type

Alan Segmeli /Area Elective

Yariyil / Semester

Bahar / Spring

Tl / Category Tam Zamanli / Full Time
is Yiikii / Workload 150 Saat / 150 Hours
DAU Kredi Degeri / EMU Credit (3,1,0)3

On Kosullar / Prerequisite -

Dil / Language Turkce / Turkish

Seviye / Level

ikinci Y1l / Second Year

Ogretim Formati / Teaching Format

3 Saat Ders, 1 Saat Laboratuvar / 3 Hours Lecture, 1 Hours Laboratory

ECTS Degeri / ECTS Credit

6

Ders Sitesi / Course Web

http://staff.emu.edu.tr/belmakorkuter/tr/dersler/btbs393

Ogretim Elemani / Instructor

Belma KORKUTER Ofis Tel / Office Tel

+90 392 6301670

E-posta / E-mail

belma.korkuter@emu.edu.tr Ofis No /Office No

CT207

Ders igerigi / Course Description

Turkish:

Bu ders li¢ boyutlu karakter modelleme ve bunu detaylariyla yaratma hakkinda bilgi vermeyi amaglar. Ogrenci, bu dersle
lic boyutlu karakter modelleme ve bunu animasyona ¢evirme becerisine sahip olur. Oncelikli olarak, bahsedilen ders 3B
karakter modelleme ve similasyon odakldir. Bunun yaninda; pargacik sistemler, akigskanlar, sinirlandiricilar, gergekgi
efektler (duman, ates gibi), sahneleme ve isiklandirma ayrica ele alinacaktir. Konular gerektigi gibi tamamlandiginda
6grenci, 3B animasyon, similasyon, sahneleme ve bir ¢ok goriintlyl birlestirme tekniklerinin uygulamasini 6grenmis
olur.

English:

This course focuses on character modeling and creation by covering the techniques and principles of three dimensional
character modeling. Texturing, lighting, special effects like smoke, fire, particle systems, and rendering are also be
discussed. Upon successful completion of this course, students should be able to apply the techniques for 3D character
modeling, simulation, rendering, and compositing.

Ogrenme Ciktilari / General Learning Outcomes

Turkish:
Bu dersi basariyla tamamlayan 6grenciler:
e Poligon ve ylizey modelleme teknikleriyle canli karakterleri ve cansiz objeleri modelleyebilecek
e Poligon modellerken kullanilan teknikleri uygulayabilecek (referans resimleri kullanma, nesneyi birlestirme
komutlari, nesnenin agirlik merkezinin diizenlenmesi vs..)
e Yizey modellerken kullanilan teknikleri uygulayabilecek ( 2D objeleri 3D objelere gcevirmek, egrileri kullanmak
icin araglar vs..)
e Time slider, Playback, Animation, Key frame vs. tekniklerini kullanarak olusturdugu modelleri animasyona veya
simulasyona uyarlayabilecek
e Objelere kaplama ve doku uygulamak, kullanilan materyal 6zelliklerini ve kaplama 6zelliklerini 6grenmek
e Parcacik sistemleri ve gercekgi efekleri ve akiskanlari uygulayabilecek
e Sahneleme, kamera ayarlari ve isik ayarlamalari diizenlemelemelerini gerektigi gibi diizenleyebilecek




English:

On successful completion of this course students should be able to:

Model alive or non-alive objects by using polygonal and surface modelling techniques

Apply the techniques for polygonal modelling (such as using reference images, merging objects commands,
changing of the centre of gravity etc..)

Apply the techniques for surface modelling (such as creating 3D objects from 2D objects, tools in order to use
curves etc..)

Adapt models for animation or simulation they have created by using Time slider, Playback, Animation, Key
frame techniques

Using materials and textures for objects and properties of materials and textures

Apply the techniques for particle systems, special effects and fluids

Organize rendering, camera settings and light adjustments properly

Teaching Methodology / Classroom Procedures

Turkish:
e Buders haftada 3 saat ders ve 1 saat lab olarak diizenlenmistir ve tiim saatler gerekli programla islenir.
e Ogrenciler ilgili konuda internet kullanmaya tesvik edilir. Ders notlari, édevler ve duyurular dersin web
sitesinden takip edilebilir.
e Her 6grenci bireysel olarak derste ogretilen gesitli teknikleri kullanarak kendi belirledigi bir sahne olusturup
bunu sinifta sunmakla yakimladar.
e Bu dersin bir ara sinavi ve bir final sinavi vardir.
e Buderse katiim ve 2 6dev (akiskanlarla ve efeklerler ilgili uygulamali) 5 puan olarak degerlendirilir.
e Ogrencilerin lab performanslari (lab saatinde uygulanan gérevleri dogru bir sekilde yapmak) 5 puan olarak
degerlendirilir.
English:
e Each week there are 3 lecture and 1 lab sessions and all sections are covered by using required software.
e Students are encouraged to use internet to search for various related topics. Lecture notes, assignments, and
announcements will be posted on the course’s web site.
e Students have to create a scene individually by using different techniques and each of them has to present their
study in class.
e There is one midterm and one final in this course.
e The attendance and 2 homeworks (about application of fluids and effects) are evaluated as %5.
e The lab. performances of each student (each lab sections, there are lab works) are evaluated as %5.
Ders Materyalleri / Referanslar -Course Materials / Main References
Ders Kitabi / Text Book:

Maya Unlimited, Kod Lab, Nebi Yikaroglu ISBN: 978-605-4205-073

Ders Notlari / Lecture Notes:

Ders ve Lab notlarinin bulundugu ders sitesi asagidaki gibidir: / Lecture and Lab notes are on following web link :
http://staff.emu.edu.tr/belmakorkuter/tr/dersler/btbs393

Haftalik Ders Programi / Konu Ozeti - Weekly Schedule / Summary of Topics

Hafta/Week 1

Girig : / Introduction :

Autodesk Maya tarihi, Ug boyut kavrami ve koordinatlari, Sanatsal disiplinler (renk,doku, kontrast
vb...) Nesne tirleri, Maya ve gereksimleri, Programin yliklenmesi

History of Autodesk Maya, the concept of the three dimensions and coordinates, artistic
disciplines (color, texture, contrast etc..), object types, installation of the program

Hafta/Week 2 Maya Arayiizii Programini Tanimak: / Identify of Maya Interface:




Genel Gorlinim, Gorliinim pencereleri ve gecisleri, Sik kullanilan kisa yol tuslari, Ana menu,
Durum cubugu, Raflar, Ara¢ kutusu, Sahnedeki nesnelere ait 6zelliklerin igerikleri, Mendlerin
ozellestirilmesi

General appearance, View Ports and transitions, commonly used shortcut keys, Main Menu, Status
Bar, Shelves, Tool Box, the properties of objects in the scene’s contents, customization of menus

Hafta/Week 3-4

Poligonal Modelleme Teknikleri: / Polygonal Modeling Techniques:

Referans resimleri yerlestirme ve kullanma, Kenar ekleme araci, Proxy meniisii, Extrude komutu,
Nesnenin agirhk merkezinin tasinmasi, Noktaya yapisma 0&zellikleri , Yarisi modelenmis Griiniin
tamamlanmis halini elde etmek, Yumusatilmig yizeyler, Modellenen {riinde acikliklari kapatmak,
Cogaltma, Nesneyi birlestirme komutlari, Nesnelerde biikme islemi

Importing and using reference images, Insert Edge Loop Tool, Proxy Menu, Extrude Tool, Changing
of the Centre of gravity, Features of the Snap to Point, Mirror Geometry, Smooth command, Edit
Mesh Merge- Fill Hole - Merge Threshold commands, Deforming Objects

Yiizey Modelleme Teknikleri: / Surface Modeling Techniques:

iki boyutlu nesnelerden ii¢ boyutlu nesne liretmek, Curve Tool (Bezier, CV, EP, Pencil) Aralarindaki
farklar, Nesneleri kolayca segmek, iki boyutlu cizimi tek eksen etrafinda déndiirerek li¢ boyutlu
model Gretmek

Hafta/Week 5
Creating three-dimensional objects from two-dimensional objects, Curve Tool (Bezier, CV, EP,
Pencil) and differences between them, selecting objects and transforming two-dimensional images
to three-dimensional model with the aid of a single pivoted line

Kaplama ve Doku: / Materials and Textures:

Nesnelere kaplama, materyal, doku atamak, Materyal Ozelliklerini ve kaplama ozelliklerini
dgrenmek, Rendering meniisii, Ug boyutlu yazi yazma, Materyallerde piiriizlii yiizey elde etmek,
Materyallerde 1siklandirma sistemine duyarhlik

Hafta /Week 6

Properties of Materials and Textures, Render Menu and RenderView, Three-dimensional writing,
obtaining rough surfaces, sensitivity to the lighting system

Hafta /Week 7-8

Ara Sinavlar / Midterm Examinations

Hafta /Week 9

Isiklandirma ve Kamera Sistemleri: / Lighting and Camera Systems:

Isiklandirma secgenekleri, Isiklarin temel ayarlari, Nesnelerde isik kirilmasi, Seffaflik ve yansima
olusturulmasi, Nesnelere goélge vermek, Golge yumusatmak, Kamera bakis agisini degistirmek,
Nesne Etrafinda Kamera ile Dolasmak Kameraya lens shader ile alan derinligi vermek, Daha
gercekgi goriintl ve Render alimi

Lighting options, the basic settings of light, Refraction of light in the object, Establishing
transparency and reflection, shading to objects, softening the shadows, camera perspectives, lens
shader settings

Hafta /Week 10-11

Animasyon ve Simulasyon: / Animation and Simulation:

Time slider, Playback, Animation, Key frame olusturmak, Tasimak, Silmek, Nesneye baglantil
animasyonlar olusturmak, Nesneyi baska nesneye dontstirmek

Time slider, Playback, Animation, Key frame techniques, Moving, Deleting, Transforming an object
to another



http://www.pixelstreetstudios.com/maya80/deformObj/

Sahne diizeni: / Scene-Layout:

Sahne ayarlari, Sahneye Cimen ,Cicek , Agac eklemek, Geri planda hareketli nesneler olusturmak,
Nesnelerinin hareket yonlerini degistirmek , Turbulence ayarlari

Hafta /Week 12
Scene settings, Adding flowers, trees, lawn etc.. to the scene, Creating moving objects for the
background, Changing direction of movement of the object, Turbulence settings

Efektler, Pargacik Sistemleri ve Akiskanlar: / Effects, Particles Systems and Fluids:

Ates, Simsek ve Farkli atmosfer efektleri uygulamak, Nesneyi pargalamak,patlatmak, Pargacik
sistemleri olusturmak, Yergekimi uygulamasi, Siniri belli olan akiskan (havuz vb..) ve belli olmayan
(deniz, okyanus vb..) olusturmak, dalga, koépiik, duman efektleri olusturmak

Hafta /Week 13

Applying different atmospheric effects such as fire, lightning etc.., exploding an object, Creating
particle systems, Application gravity, creating fluids that have certain limit (pool etc..) and that
have not (see, ocean etc..), Creating wave, foam and smoke effects

Hafta /Week 14-15

Ddnem Sonu Sinavlari / Final Examinations

Proje Sunumlari / Project Presentations

Gereksinimler / Requirements

Turkish:

English:

Sinava katilamayan 6grenci sinav tarihinden itibaren 3 giin igerisinde saglik raporu veya gecerli bir mazeret
sunmakla yikumladar. Telafi sinavlari tim konulari kapsayacak sekilde, harf notlari aciklandiktan sonra
butiinleme sinavlari ile olacaktir.

Derslere diizenli katilamayan 6grenciler NG harf notu ile degerlendirilebilirler.

Kisisel olan projelerini zamaninda teslim etmeyen ve sunumunu belirlenen giin ve sate yapmayan 6grenciler
proje notu olarak sifir puan alirlar.

Odevler ve verilen diger gérevler dersin web sitesinde duyurulacaktir. Bu duyurulari okumak ve takip etmek her
0grencinin sorumlulugudur. Zamaninda teslim edilmeyen gorevler sifir olarak puanlandirilabilir.

A student who misses an exam should provide a medical report or a valid excuse within 3 days after the missed
exam to have a make-up exam. The make-up exam will be done after the letter grades are announced together
with the re-sit exam and will cover all the topics.

Students who do not pass the course and fail to attend the lectures regularly may be given NG grade.

Students who do not submit their individual projects and do not attend their presentations may be given a mark
of zero.

Instructions for the submission of assignments will be posted on the course website. It is each student's
responsibility to read and follow the instructions. Failure to follow the submission instructions may result in the
assignment receiving a mark of zero

Degerlendirme Yontemi / Method of Assessment

Degerlendirme ve
Harf Notu / N . . . Ara Sinav / Midterm D6nem Sonu
Evaluation and Lab Work/Lab GBrevleri Proje/Project Exam Sinavi / Final Exam
Grading
Yuzdelikler / 59 30% 30% 35%
Percentage




Degerlendirme Kriterleri / Grading Criteria :
Turkish:

Harf notlari, dénem sonunda hesaplanan notlara gére belirlenir. Notlarin dagilimi, harf notlarinin degerlendirilmesinde
onemli bir rol oynayacaktir.

English:

Letter grades will be decided upon after calculating the totals at the end of the semester. Distribution of the totals will
play a significant role in the evaluation of the letter grades.




