Mporpamupame Ha BUAEO Urpu U cneumjanHn epetkn

1. Hacnos Ha HacTaBHMOT npeameT
(Programming of video games and special effEKTC)

2. Koa CSEW719
3. CTyamcKka nporpama KU
" OpraHu3aTop Ha cTyAuckaTa nporpama (eamMHuua, Py

04HOCHO MHCTUTYT, KaTeapa, oaaen)
5. CteneH (np., BTOP, TPET LMKAYC) MpBumKayC

AKagemcKa roguHa / cemecTap 7. bpoj Ha EKTC kpegutun
3 YeTBpTa/3MMCKM 6
8. HacTaBHUK Mpod. a-p AparaH Muxajnos, npod. a-p Cy3saHa JlowKoBCKa
9. MNpeaycnosu 3a 3anuwyBakbe Ha NpegmeToT Komnjytepcka rpadmka

Llenn Ha npegmeTHaTa nporpama (KomneTeHumm):
0 MpeameToT Tpeba Aa OBO3MOKM 3aN03HaBaHE Ha CTYAEHTUTE CO KOHLENTOT Ha Nporpamuparbe Ha BUAEO UrpuTe u

cneuunjanHuTe epekTn, NPOrpamMCcKuUTE jasnum U anatkMTe 3a NPorpammpare U OCHOBHUTE NPOrPaMepPCKnN TEXHUKM 33
AN3ajHMpatbe M Pa3Boj Ha BUAEO urpu. Mo 3aBpLlyBakbe HA KYPCOTCE OYEKYBA CTYAEHTUTE Aa Ce 3aN03HAEHM CO OCHOBUTE
Ha Nporpamuparbe BUAEO0 UrPU U 4a MOXKAS CaMOCTOjHO Aa i Kopuctat OpenGL u DirectX 3a pa3Boj Ha BuAEO Urpw.




ConprKMHA Ha NpeaMeTHaTa nporpama:
Boseg. Uctopuja n passBoj Ha KOMNjyTepcKkuTe nrpn. TakCOHOMMja HA UTPUTE U OCHOBHM KOHLENTU Ha KOMNjyTEPCKUTE
nrpu. Mporpamu 3a reHepupare Ha e4HOCTaBHU MHTEPAKTUBHM NPUKA3HU. FeHepuparbe Ha cay4vajHu 6poesn 1 urpm

11. 6as3npaHuM Ha ciy4dajHu 6poeBun. KOHTPOIHKM ypean 3a urpun. STL bubanoTeka 1 Hej3aMHa NpUMeHa 3a Nporpammnpare Ha
nrpu. Brpagysarbe Ha nHTenureHuuja 8o urpu. Urpm co kaptn. OcHoBHa rpadmka 3a urpm. OCHOBM Ha aHMMaUMjaTa co
OUTMANMpPaHW CINKKU U cNpajToBu. An3ajHUparbe Ha aHUMUPAHM CNPAjTOBU. 3BYYHM edeKTN U My3uMKa. [pumepu Ha Urpu.
Mpegasatrbe no nsbop (MeHayepmparbe Ha NPOEKTU 33 UFPK).

MeToam Ha yyerbe:

12. MpeaaBatba CO KOPUCTEHE Ha NPE3eHTaLMM, MHTEPAKTUBHU NpedaBakba, BeXKOM (KopucTere Ha onpema 1 COpTBEPCKU
nakeTu), TMMCKa paboTa, NpUMep clyyaun, NOKAHETU rOCTU NpesaBayn, CaMocTojHa M3paboTKa n oabpaHa Ha NPOEKTHa
3a/la4a M ceMMnHapcka paborTa.

13. BKyneH pacnonoxus poHA Ha Bpeme 6 EKTC x 30 yaca = 180 yaca

14. Pacnpenenba Ha pacno/sioKMBOTO Bpeme 30+45+30+15+60=180 vaca

15.1. MNpepaBatba- TeOPETCKA HAcTaBa 30 yacosu

15. PopmMu Ha HAaCTaBHUTE aKTUBHOCTK Bexxbu (nabopatopucku,

15.2. QyAUTOPUCKM), CEMUHAPU, TUMCKa 45 yacosu
paboTa
16.1. MpoeKTHM 3a4a4mn 30 yacosu
16. Jpyrn GopmM Ha aKTUBHOCTH
16.2. CamOCTOjHM 3a4a4n 15 yacosu




16.3. JlomallHO yyere 60 yacosu
HauuH Ha oueHyBare
17.1. [TectoBu 80 60108MU
17.
17.2. |CemuHapcKa paboTa/ npoeKT ( npeseHTaumja: MMCMEHa M yCcHa) 15 60408BMU
17.3. |AKTMBHOCT M y4ecTBO 5 6040BMU
no 50 6oaa 5 (ner) (F)
oa 51 oo 60 6oaa 6 (wecr) (E)
opn, 61 no 70 6opa 7 (cegym) (D)
18. Kputepmnymu 3a oueHyBare (604081/ oLeHKa)
on 71 no 80 6oaa 8 (ocym) (C)
on 81 oo 90 6oaa 9 (neset) (B)
on 91 oo 100 6oaa 10 (pecert) (A)
19. YcnoB 3a NOTNUC M Noaarakbe Ha 3aBpLIeH Ncnut  |Peannsmpanm aktueHoctn 15.2 1 16.1
20. Ja3unK Ha Koj ce u3BesyBa HacTaBaTa MaKef0HCKM U aHFINCKK
21. MeTopa Ha cnefere Ha KBaNUTETOT Ha HacTaBaTa |MeXaHW3am Ha MHTepPHa eBaslyalumja U aHKeTH
22. SlntepaTypa




3a40/1KK1
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