1. Hacnos Ha HacTaBHMOT npeameT BupTyenHa peanHoct (Virtual Reality)
2. Kopg, CSES605
3. CTyamcKka nporpama GUHKN, NKN
OpraHm3aTop Ha CTygmMcKaTa nporpama (eamHuua,
" P p yA, porpama (eanHu, SUHKM
OZLHOCHO MHCTUTYT, KaTeapa, oaaen)
5. CteneH (np., BTOP, TPET LMKAYC) MpBumKayC
AKagemcKa roguHa / cemecTap 7. bpoj Ha EKTC KpeguTu:
6.
4/neteH 6
npod. a-p Cy3aHa JIOWKOBCKa,
8. HactasHuK
oL, a-p Memua AMmnTpOBCKHK
9. MNpeaycnosu 3a 3anuwyBake Ha NpeamMmeToT O6jeKTHO-OPUEHTMPAHO NpOrpammuparse
Llenn Ha npegmeTHaTa nporpama (KomneTeHumm):
MpeameToT Tpeba Aa OBO3MOXKM 3aM03HABAKE HA CTYAEHTUTE CO KOHLENTOT Ha BUPTYE/IHA PeasIHOCT, Pas/indyHUTe
10. BUA0BW BUPTYESIHU OKOJIMHW, BNE3HO-U3NE3HUTE YPenm, KaKo M OCHOBHU NPOTrpaMepCcKm TEXHUKN 3a AU3ajHUpPakbe U

pa3Boj Ha BUPTYEHN OKOMHM. [0 3aBpLUyBakbe Ha KYPCOT Ce OYeKyBa CTYAEHTOT Aa ro pa3bupa KOHLENToT Ha
BMPTye/iHaTa peasiHoCT, Aa 6Mae BO MOXKHOCT A4a M ONULLIE KapaKTEPUCTUKUTE Ha Pa3IMYHUTE BUAOBU BUPTYENHM
OKO/IMHM M fla MMa OCHOBHM NO3HaBakba 3a AM3ajHMpParbe U Pa3Boj Ha BUPTYEIHU CBETOBM.




Coap’KMHA Ha npeameTHaTa nporpama:

Bosea. lebmHnumja n TepmuHonoruja. BUaosm BUpTyenHN OKONMHU. APXUTEKTYpa Ha CUCTEM 33 BUPTYe/iHa peasiHoCT.
BnesHu ypeam - cneserbe Ha Tenlo, Npeno3HaBakbe Ha roBop/3BYK, TAKTUHM KOHTPOIepU. M3ne3Hu ypeam - BUSyesHu,
QYN0 U TaKTUAHW aucnneun. [1BOHAaCOYHU BNAe3HO-U3Ne3HU ypean. PenpeseHTauuja n peHaepuparbe Ha BUPTYeHU
CBETOBM M y4yecHMUMN. MHTepaKunja - MaHunynaumja co ob6jeKkTu, HaBuraumja, genere Ha UckycTeo. MaHunynaumja co

11. . . . .
06jeKTU - MOKaxKyBarbe M oabeneKyBarbe Ha 06jeKTH, NoKaLMja U BUAMBOCT HA KOHTPOAU. HaBuraumja Bo BUpTyeneH
CBET - onpeAesyBatbe Ha NaTeKa, ABuxerbe. 06e3besyBatbe HyBCTBO Ha MPUCYCTBO BO BUPTYE/IHA OKOJ/IMHA.
[NoBeKeKOPUCHUYKN BUPTYeNHU CBETOBU. [Iporpammparse Ha BUPTyeHU CBEeTOBU, NPOrpamcKu jasnum, anatku. NMpnmeHa
1 ananKaumm - MeauumHa, 3abaBHa MHAYCTPUja, MHAYCTPM]ja 3a N3PpaboTKa M TecTUpPakbe Ha NPOTOTUNOBM. COLMOMOLKA U
3/paBCTBEHM NpaLlakba.

MeToam Ha yyerbe:

12. MpenaBarba CO KOPUCTEHE HA NMPE3EHTALMW, MHTEPAKTUBHU NpeaaBatba, BeXXOU (Kopuctere Ha onpema u copTBepcKu
nakeTu), TMMCKa paboTa, NpuMep clyyaun, NOKAHETU rOCTU NpesaBayn, CaMocTojHa M3paboTKa n oabpaHa Ha NPOEKTHa
3a/la4a M ceMMHapcKa paborTa.

13. BKyneH pacnonoxus poHA Ha Bpeme 6 EKTCx30h=180h

14. Pacnpenenba Ha pacnosioKMBOTO Bpeme 30+15+30+30+15+60=180 h

15.1. MNpepaBatba- TeOPETCKA HacTaBa 30 yacosu

15. dopmMu Ha HAaCTaBHUTE aKTUBHOCTMU Bexbu (nabopatopucku,

15.2. QyAUTOPUCKM), CEMUHAPU, TUMCKA 45 yacosu

paboTa




16.1. MpoeKTHM 3a4a4mn 30 yacosu
16. pyru Gopmn Ha aKTUBHOCTHU 16.2. CamOCTOjHM 3a4a4n 15 yacosu
16.3. JJomallHO yyere 60 yacosu
HauunH Ha oueHyBame
17.1. [TectoBu 80 6on08M
17.
17.2. |CemuHapcKa paboTa/ NnpoeKT ( npeseHTaumja: MMCMEHa M yCcHa) 15 60408BU
17.3. |AKTMBHOCT M y4ecTBO 5 6040BMU
no 50 6oaa 5 (ner) (F)
oa 51 no 60 6oaa 6 (wecr) (E)
on 61 o 70 6oaa 7 (ceaym) (D)
18. Kputepuymm 3a oueHysarbe (60408u1/ oueHKa)
on 71 no 80 6oaa 8 (ocym) (C)
on 81 no 906043 9 (neset) (B)
oa 91 no 100 6oaa 10 (pecerT) (A)
19. YcnoB 3a NOTNUC M Nonarakbe Ha 3aBpLlieH ncnut - [Peannsnpanm aktuBHocTn 15.2
20. Ja3suK Ha Koj ce n3seayBa HacTaBaTa MaKeOHCKMN 1 aHTINCKK




21.

MeToa Ha cnefgere Ha KBAa/IMTETOT Ha HacTaBaTa

MexaHM3aM Ha MHTePHA eBaslyaLmja U aHKeTH

22.

lntepaTtypa
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o The end of hardware: A novel
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