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MEDIA: MODUL DO WYBORU 4

SkmtA Media: modul do wyboru 4 (media)
mgr Dominika Pieczka, 5SKMTA

The course focuses on the phenomenon of adaptation in selected media forms found in
contemporary culture. The tutor's aim is to present selected theoretical and critical positions
dealing with the issue of adaptation, which serves both to engage students in a critical and
analytical discussion on the nature of adaptation in various media forms, and to compare the
original with its adaptation, also in terms of their translations. Related to the latter issue is the
second objective of the course, namely to translate excerpts from various adaptations and
juxtapose them with translations of the works on which the adaptations are based. The course
is designed to hone students' skills in creative analysis of media and cultural processes, also
related to translation practices used in the media.

SkmtB Media: modul do wyboru 4 (media)
dr Tomasz Burzynski, 5SKMTB

The course aims to offer a crosscutting perspective on the basic paradigms and research
methods typical of contemporary media studies. Consequently, this series of classes is
predominately concerned with the dialectical relationship between the audiences and
broadcasting corporations, which automatically paves the way for considerations referring to
the degree to which individual recipients are structured by economic, social, and cultural
processes implicit in late modern media markets. At the same time, the course aims to discuss
a plethora of structural and systemic changes that come in the wake of the gradual dissemination
of mass media technologies. On the other hand, the classes are also concerned with an
investigation of microscale social and cultural changes that affect the individual social actor’s

agency.



SkmtC Media: modul do wyboru 4 (projektowanie gier 4)
mgr Karolina Lukaszewicz, SKMTC

Celem modulu jest zardwno rozwinigcie nabytych juz podstaw z animacji 3D jak i
wyksztalcenie dobrych nawykéw w pracy z animacja na innych, wspodtpracujacych dziatach
branzy growej. Zajecia rozwijaja umiejetnosci z animacji 3D w programie Blender takie jak
rigowanie, skinowanie i animacja kluczowa. Modul ten obejmie zagadnienia techniczne
Blendera uzywane w animacji, takie jak weight painting, rigging, modifiers, constrains,
uzywanie morphéw w animacji. Studenci rowniez réwniez beda poglebia¢ umiejgtnosci pracy
w Srodowisku Unreal Engine, mi¢dzy innymi wprowadzony zostanie retarget, animation
montage oraz ustawianie locomotion uzywajac visual scriptingu - Blueprint. W tym module
studenci beda tez ¢wiczy¢ umieszczanie detali w animacji kluczowej, poprawne korzystanie z
referencji, pacing, secondary action i exaggeration. Omoéwione tez zostang style animacji -
realistyczny, kreskowkowy, gameplay animation, anime. Wprowadzone zostang podstawy

pracy z motion capture.



