Cryaujcku nmporpam : MAC Pa3Boj koMmjyTepckux urapa

Ha3zus npeamera: IPUHIIUIIN 3BYKA U MY3UKE Y KOMIIJYTEPCKUM UTPAMA 2

HacraBuuk/Hactapaunm: 3opan Komagnna

IpenaBau u3 npusBpeae: Kpucrnaa Mapkosuh

Crartyc npeameTa: u300opHU

Bpoj ECIIB: 5

Yeaos: [IpuHiunu 3Byka 1 My3HUKe Y KOMIjyTepckuM urpama |

ub npeamera

VYno3HaBame CTyAeHaTa ca ClelupUIHOCTUMA UHTEPAaKTHBHE My3HUKe 1 3ByKa. CaBiiajiaBambe TEXHUKA paja y
nporpamuMa FMOD Studio u Unity engine y nmby Kpeupama MpakTHYHOT 3aaaTka ((pyHKIMOHAHE JeMO
CIIeHEe BUJICO-UIpe) KOjU MoJpa3yMeBa paj ca My3UKOM, 3ByKOM U Jujano3uma. llnib je na ce cTekHe mHpH
YBUJ Y PasHOIHUKOCT M (YHKIHOHHCAhE aydHO-caapiKaja y BHACO-UrpaMa, mro he cryneHTnma nomohn nmpu
Ppa3Bojy BUIIEO-UTapa U MOCIICIIUTH BUXOBY KPEaTHBHOCT M CAMOCTaTHOCT.

Hcxon mpeamera

HakoH oBor mporpaMa CTyIEeHTH TpeOa Ja CTeKHY BELITHHE pajia ca MHTEPAKTHBHOM MY3HKOM, 3BYKOM U
JIMjano3uMa | Ja YCIICITHO MPUMERYjy Pa3IMduTe TeXHUKE HMILIeMeHTaluje y nporpamuma FMOD Studio u
Unity engine. Tpeba ma Oynmy y cramy Ja HampaBe KpaTKy HWHTCPaKTHBHY KOMIIO3HIH]y ciyxehu ce
Pa3IMYNTAM TEXHUKaMa KOMIOHOBama.

Canp:kaj npenmera
Teopujcka nacmaea

1) Texuuke KOMIIOHOBama My3uke 3a Buaeo-urpe (horizontal resequencing, vertical remixing); TexHHKe
MMILTIEMEHTAIH]je/TIporpaMipamka My3HUKe; TEXHUKE TH3ajHa 3ByKa y Buaeo-urpama (loops, trigger sounds, pes-
CIIeHe, WTA.); TeXHHKE WMILICMEHTaIHje/IporpamMupama 3Byka (loops, multi instruments, panmomm3anyja,
mapaMeTpH, WTA.); TEXHUKEe oOpaje riaca; pam ca 3ByYHHM OHOIHOTEKaMa; OpraHm3alija aynno-QajioBa
(KOHBEHIIHje eKCIIOPTOBakha U IMEHOBAMKA)

Hpakmulma Hacmaea

2) Pan ca MHTEpaKTUBHOM MY3WKOM; KPUTHYKO CIyIIAlke U aHAIN3a; paj y cohTBepy 3a ayauo-TPOIYKIH]y
(Reaper, Cubase 1 Tome ci1.); pan ca BUpTyelnHUM uHcTpyMeHTHMa; MIDI nporpamupame; cCHUMame riaca
(mujanora) W 3ByKa, NpakTHYHE BeXOE Koje MOApa3yMeBajy HM3pany KpaTKe HMHTEPaKTHBHE KOMIIO3UIIHU]E;
nzpagy FMOD Studio npojexra cirysxehu ce pa3InduTUM TeXHUKaMa MMIUIEMEHTAllUje My3UKe U 3ByKa; U3paay
(¢yHKIHOHATHE JaeMO cieHe y Buueo-urpu kopuctehu mporpame FMOD Studio m Unity engine koja
oIpa3yMeBa yCIeIIHY HMIUIEMEHTANN]y My3HKe, 3ByKa U Iujanora; real time mixing
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Bpoj yacoBa akTuBHE

Teopujcka nacrapa: 30 IpakTnuna nacrasa: 30
HacTaBe

MeTtoae usBolem-a HacTaBe

Teopujcka npenaBama Koja YKJbydyjy BEMKU Opoj npuMepa 1 aHanu3a. [IpakTHyHa npeaBama Cy yriaBHOM
BohjeHa W3paIOM 3ajaTaka W ceMHHapa ciyxeln ce CrelHjaqu30BaHiM COPTBEpHMa y LMJbY IPaBJbCHA
(YHKIMHOHAHUX JEMO MaTepHjaa.

Ouena 3Hamwa (MakcuMasHu 0poj moena 100)

IIOC€Ha

IIpenucnutHe 006aBe3e 3aBpILIHM HCTIMT noeHa
aKTUBHOCT y TOKY IIp€aBama 10 MUCMEHU UCIUT 30
MIpaKTUYHA HacTaBa 20 YCMEHHU HCTIUT 20

KOJNIOKBMjyM-u | .

CeMHUHAp-U 20







