Crymmjckn nporpam: MAC UT

Hasus npeamera: 3/l PAYYHAPCKA T'PA®UKA

HacraBauk/nacrapauuu:. bo6an C. Crojanosuh

IpenaBay u3 npuspene: Anpuan Hypa

Crartyc npeamera: V360pHu

Bpoj ECIIB: 6

YeaoB: Yrucan oxrosapajyhu cemecrap

Hu/s npeamera

CTI/IIIaH)e OCHOBHHX 3Hama U3 00J1aCTH TPOAUMCH3UOHAJIHE pavYyHapCKe rpaq)m(e.

Hcxon npeamera

CTyneHTH Cy CTEKIH OCHOBHA 3Hama M3 OOJIACTH pacTepcke W BEKTOpcKe rpaduke. OCHocoOpeHH Cy na
CaMOCTaTHO pa3BHjajy aIUTHKaIfje ca TPOAWMEH3MOHAIHOM TpaduKkoM KOpHIIhemeM oaroBapajyhmx
coTBepCKUX ajarta, MpUMERY]jyhn IpuHIHIIe padyHapcKe Tpaduke.

Capgpaxaj npeqmera

Teopujcka Hacmasa

PauyHapcka rpaduka u reomerpuja Kao padyHapcke aucuumuinHe. CTpyKTypa yia3HO-H3JIa3HUX ypehaja.
I'pacmuku xapasep. Pacrepcka rpaduka. Ray-tracing anropurmu.

MaremaTiyky amnapaT (TPUTOHOMETpHja, aHAJIMTHUYKAa IeOMeTpuja M JiMHeapHa anrebpa). KoopauHaTHM
CHCTEMHU.

I'pagpukxa y mpocropy. OcHOBHH o00jekTH y mpoctopy. TpaHchopmanmje y mpocTtopy. Jluaeapue
TpaHchopManje (CKalupame, CMHaname, poranmja, peduexcuja). Kommosummja u IeKOMITO3UIHja
TpaHchopmanumja. Tpancnanuja u adpuHe TpaHchopmanumje. MHBep3He TpaHchopmanumje. Tparchopmarnmja
KOOPJMHATHHUX CHCTEMA.

[ornenn. Bpcre mpukaza (kM4yaHa CTPYKTypa, CEHUCHE, CKpHBeHe JuHHje). TpaHcdopmaimje moriena.
Tpaucopmanmje kamepe, mpojekuurje u viewport Tparcopmarmja. Oprorpadcka npojeknuja. [lepcrnexTua.
I'pacnuka ues. Oxncename (clipping). Z-buffer anropuram. [IpenusHocr.

Crpykrype nmojaraka. PenpesenTanuja Tauke, moiaurona u teia. I'pad criene. [IpoctopHe cTpyKType noxaraxa.
Ilpaxmuuna nacmasa

Llprame ocHOBHHX oOjexara ca atpuOyTuma (MCHpeKHIaHe JWHHje, neOspiHa JuHHje). VHKpeMeHTanHu
JITOPUTaM 32 PTamke KPY)KHHIIE U enurice. [1oTUrony, nonymasame yHYTPAIIBHOCTH TOJUIOHA M OpjeHTalH]ja
nonurona. JXuuanu moxen monueapa. Mpexa monurona (polygonal mesh). Pa3oj mpoctopHux Mozena.
Tpauchopmanuje mozena u noriena. [lapuujanne Tpanchopmaimje eaeMeHaTa ClieHe. AHUMHUPAHU TPUKa3.
Kopumrhewme Unity miardopme 3a pa3soj 3/1 amtukanmja.
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Bpoj yacoBa axkrnBHe HacTaBe | Teopujcka HacraBa: 30 ITpakTnuna Hacrasa: 30

Mertone uspohema HacraBe

[TpoGiemMcku-OpujeHTHCaHA HAacTaBa, CTyJEHTCKa MpUIpeMa ceMUHapa, JoMahu 3a1aiu, npakTuiHa o0yka.

Ouena 3Hama (MakcuMasHu 6poj moena 100)

IpenucnuTHe 06aBe3e 70 moeHa 3aBpuIHU MCHUT 30 moena

AKTHBHOCT Y TOKY ITpeaBarba YCMEHH HCITUT 30

IIpaKTHU4YHa HacTaBa

MPOjEeKTH

KOJIOKBH] yM-H 50

CEeMHHap-u 20
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