1. Hacnos Ha HacTaBHWMOT NpeameT HanpeaHno 3/l MojeMpame 1 aHUMaLja
Advanced 3D modeling and animation
2. Kog, CU-N-05
3. Ctygucka nporpama JIBOTOAMIIIHYA MarucTepcKu cTyauu no MHpopmaTuaku
HAayKU U KOMIIjyTePCKO UHXXEHEePCTBO
Mozys1 CopTBEPCKO HHXKEHEPCTBO
4. OpraHu3aTtop Ha cTyamcKaTa dakyaTeT 3a ”HPOPMATHIKH HAYKHU U KOMITjYTEPCKO
nporpama (eanHuua, 0g4HOCHO nHxeHepcTBo - PUHKU
WHCTUTYT, KaTegpa, oaaen)
5. CreneH (np., BTOP, TPET LMKAYC) BTOP LUKJIYC
6. AKagemcKa roguHa / cemectap 7. bpoj Ha EKTC Kpeantn
2 / 3uMcKH / u36opeH 6
8. HacTaBHuK npod. i-p [paran Muxajnos, npod. a-p Cy3aHa JlomkoBcKa
9. Mpeaycnosu 3a 3anuwyBarbe Ha
npeameToT
10. | Llenu Ha npegmeTHaTa nporpama (KomneteHumm):
CTyneHTHUTE Tpeba /1a pa3BUjaT AJa00KH MO3HaBaka 3a KoHLenTute oA, 2/l 1 3/] KoMmjyTepckaTa
rpaduka. [1TaBHHHATa Ha KypCcOT e HacoyeHa KOoH 3/l Mojenupame, reoMeTPUCKU
TpaHcdopmanuy, 3/l moryeu U peHJepupame..
11. | Coppr¥nHa Ha NnpegmeTHaTa Nnporpama:
OpenGL, TpaHchopmaumu, Morneam, Scan Conversion, 0OTCEKYBakbe, peaan3am, OCBETJIyBame,
Raytracing, peHJiepyupambe 0oJMIOHY, Mallipame TEKCTYPH, OZpelyBabe BUAJIVMBU IOBPLIWHY,
QHMMaLlMY, BUZe0 UTpU, MeHaupame Ha 3/l cieHa, Tecesialiyja, KaMmepa, MoJe/inpame U
peHJepUpambe, POoTOpeauCTUIHO peHJepUupame, Xap/iBepcko peHepupame (GLSL), Teopuja Ha
60ja, du3rkKa Ha cBeT/IMHATa, Mesh structures, Fibermesh.
12. | MeToam Ha yyeme:
[IpefaBama mojJp>KaHU CO Mpe3eHTAL UM NpeKy CJaj0BU, HHTEPAaKTUBHU Ipe/aBaia, BeXOHU
(kopucTere Ha ompeMa U cOPTBEPCKM MaKeTH), TUMCKa paboTa, NpUMep Caydyau, NOKaHEeTU
rOCTH NpeiaBayM, CaMOCTOjHA U3paboTKa U oib6paHa Ha NPOEKTHA 3a/jaya U ceMUHapcKa paboTa,
y4ere BO eJIEKTPOHCKO ONKPYKyBambe (popyMH, KOHCYITALHU).
13. | BKyneH pacnonoxus ¢poHA Ha Bpeme 6 ECTS x 30 yaca = 180 yaca
14. | Pacnpenenba Ha pacnosioXKMBOTO Bpeme 60+0+120=180yaca
15. | ®opmu Ha HacTaBHUTE aKTUBHOCTYH 15.1. |NpeaaBatba- TEOPETCKA HacTaga 60 yacosu
15.2. |Bexkbu (nabopaTtopmcku, 0 yacosu
QYAUTOPUCKM), CEMUHAPK,
TMMCKa paboTa
16. | Opyrv1 dopmu Ha aKTUBHOCTM 16.1. | MpoeKTHM 3aaaumn 40 vyacosu




16.2. | CamocCTOjHM 338a4m 40 vyacosu
16.3. | JomalHo yyeme 40 yacosu
17. | HauyumH Ha oueHyBame
17.1.| TecToBMU 65 60408BU
17.2.| CemuHapcka pabota/ npoekT ( npeseHTauuja: NMCMeHa U ycHa) 25 6opoBu
17.3.| AKTUBHOCT M y4ecTBO 10 60g08uM
18. | Kputepuymu 3a oueHyBare (6oaosu/ 80 59 6oaa 5 (neT) (F)
oLeHKa)
op 60 no 68 6oaa 6 (wecr) (E)
o4 69 no 76 60aa 7 (cepym) (D)
on 77 po 84 6oaa 8 (ocym) (C)
oz 85 no 92 6oaa 9 (neser) (B)
0493 no 100 6oaa 10 (neceT) (A)
19. | Ycnos 3a noTnMC 1 Nonarakbe Ha 3aBpLUeH peanusnpany akTUBHOCTH 15.1 11 15.2
ncnuT
20. | Ja3uK Ha Koj ce n3BeayBa HacTaBaTa MaKeJIOHCKH W aHTJIUCKH
21. | MeTog Ha cnegetrbe Ha KBasIMTETOT Ha MexaHM3aM Ha MHTepHa eBaJlyaliyja U aHKeTHU
HacTaBaTa
22. | NutepaTtypa
22.1. | 3aponxutenHa nutepaTypa
Pen. AsTOp Hacnos M3pasay foanHa
6pOoj
= Tomas Akenine-Moller, Real-Time .R-enderlng -3
Eric Haines and Naty edition AK Peters; 2008
Hoffman
2. "The OpenGL
Dave Shreiner, Mason Woo, .p .. . [|Addison-Wesley
Jackie Neider, Tom Davis Programming Guide" - Professional; 2007
’ The Redbook, 6th ed. ’
3. "OpenGL Shadin, Addison-Wesle
Randi J. Rost P cing VeV 2004
Language Professional
22.2. | JononHutenHa nntepatypa
Pega. AsTOp Hacnos M3paBay [ogmHa
6poj










