Cryaujcku nporpam: OAC Undopmarnka

Ha3zuB npeamera: Komnjyrepcka rpaduka u qusaja

Hacrapuuk/nacrapunnu: 1p Janujen bomuh, nonent

Cratyc npeameta: O6aBe3Hn

Bbpoj ECIIB: 6

YcaoB: Hema

ubs mpeamera:

PazymeBame n oBnanaBame npuHounuMa komijyrepcke 2D m 3D rpaduke. YnosHaBame ca TexHOJIOTHjaMa
rpaduukux ypehaja, yuemwe rpapuukux TpaHcdopmanuja, NpojeKiHja, MpeacTaBbamba 00je M CeHYCHa, Kao M
4yecTo KopuihieHNX ajlropurama y KoMijyrepckoj rpaduiy, rpaduuxu 2D u 3D nakeru Unity u OpenGL.

Hcxon npeamera:

HakoH ycrnemrHo caBiagaHOT Kypca, CTyACHTH hie OMTH COCOOHM fa: OmMINy MpHHIUIE pana ypehaja xoju ce
KOpHUCTE Yy KOMIIJYTEPCKO] Tpaduili; WHTEpHNpPETHPajy U NPHMEHY]y HajBaKHHUje alIrOpUTME KOMILjyTepcKe
rpaduke; auzajuupajy u kpeupajy 2D rpadwuuke ammukarmje 3acHoBaHe Ha Oubnuotenu kiaca Unity wiu
OpenGL; nuzajaupajy u kpeupajy 3D rpaduuke ammmkanuje 3acHoBaHe Ha OuOimmorenu ¢yrknmja Unity wam
OpenGL.

Capgpaxxaj npeqmera

Teopujcka nacmasa:

OcCHOBHHM TTOjMOBH KOMIIjyTepcke rpaduke. Bektopcka M pactepcka rpadpuka. Kommjyrepcka rpaduka u
reoMerpuja Kao padyHapcke aucuuruinHe. [IpeHocHBOCT codTBepa W rpauuku cTaHgapad. YIIa3HU-H3Ia3HU
ypebhaju. 2D makern: Unity wmm OpenGL. OcHOBHH pacTepcku aropuTMu. ['eomerpujcku ogHocH. [lomymaBarbe.
Oncename. Tpanchpomarmje. Ilpojekimje. 3D makern: Unity mam OpenGL. CakpuBeHe MOBpIIM U JIMHH]E.
Penpesenranuja 3D moaena. Moaenu 60ja. Mpesxe nonurona. Tekctype. OCBeT/beHhE U MOJICTH CEHUCHA.

Hpakmulma Hacmaea.

Hamena mpakTHIHHX BEKOW je CTHIAkC MPAKTUYHUX BEIITHHA MHCama rpaduikux armmukanmja u 1o: 2D u 3D
arutmkanyja kopuirhemem maketa Unity mmm OpenGL. BexOe npate npenaBama u 00palyjy criermduyane teme.

Jlutreparypa:

1. Marschner, S., Shirley, P. (2018). Fundamentals of Computer Graphics, 4th Edition. CRC Press.

2. Hughes, van Dam et all., (2014). Computer Graphics: principles and practice. Addison-Wesley.

3. setkoBuh, /. (2006). Pauynapcka rpaduxa. CET beorpan.

4. Thorn, A. (2018). Unity 2018 By Example - Second Editio. Packt publishing packt publishing.

5. Madsen, r., Madsen, S. (2016). OpenGL Game Development By. Packt publishing packt publishing.

Bpoj yacoBa akTuBHe HacTaBe ‘ Teopujcka HacraBa: 2 IIpakTnyHa HacraBa: 2

Metone mBoljema HacTraBe:

IIpenaBama u BexOe ce apxe y3 Kopumheme eNeKTPOHCKHX IIpe3eHTalja M MpakTHYHHX npuMepa. Ha
npesaBambuMa ce yBOJIe TEOPH]CKH KOHIIETITH, JIOK ce Ha BexOama yBexxOaBa ITpUMeHa aJlropuTaMa U Kopuiheme
IMIMPOKO PacHpoOCTpambEeHNX MaKeTa 3a Iucame rpaduukux ammmkanuja. CTyneHTH caMmocTtainHo uspabyjy 2
npojexTa (jeman u3 2D, npyru u3 3D rpaduxe).

Ounena 3Hama (MakcHMaJIHH Opoj moena 100)

IIpeaucnurHe 06aBe3e HOeHa 3aBpuIHU UCHUT HOeHa
AKTHBHOCT Y TOKY ITpeaBarba 10 YCMEHH HCIT 30
npojeKaT-u 40

Npe3eHTalHja MpojeKTa 20




