Crynawjcku niporpamu: MHbOpManmoHe TeXHOIOTHje

Bpcrta 1 HHBO cTyMja: MacTep akaJeMcKe CTyAnje

Ha3us npeamera: Pauynapcka rpagmka 2

HactaBHuk (Mwve, cpenme coso, pesume): Jlparag M. Mamrynosuh

Craryc npeamMera: n300pHH

bpoj ECIIb: 7

VYcioB: AnanuTHiKa reomerpuja, ['auynapceka rpaduka 1

Ius npeamera
OCHOBHO pazyMeBame TeXHUKA MOJIeNIOBamka U peHaeposama y 2/ u 311 y padyHapckoj rpaduiu
kopuctehn OpenGL.

Hcxon mpeamera
Ha xpajy xypca ycnenran crynenT he mohu mozenyje cionienuje rpaduuke 00jekTe 1 IPUMEHH CIIOXKEHH]e
IropuTM™e 3a pensepopame kopucrehun OpenGL

Canp:kaj npenmera

Hanpenue Texauke npukasa odjexataa y 2J1 (2D viewing pipeline)
Hanpenue Texauke npukasa odjexartaa y 31 (3D viewing pipeline)
Penpesentanuja objexata y 3/ xopucrehu Constructive Solid Geometry
Hanpennu moznenu ocsetibema (Phong)

Hanpennu anroputMu 3a peHIepoBame MOBpIId, Ray tracing

JlutepaTypa
Hearn, Baker: "Computer Graphics with OpenGL", 3rd Ed., Pearson Education International, 2004

Foley, van Dam, Feiner, Hughes: "Computer Graphics - Principles and Practice", 2nd Ed, Addison-Wesley, 1996

Bpoj yacoBa akTHBHE HacTaBe

IIpenaBama: Bexoe: [MpakTnune BexoOe: CTyIMjCKU UCTPaXKUBAYKH Al Ocranu yacoBu:

2 1 2 0 0

Metone n3Bohema HacTaBe
OpoHTATHH paj, IEMOHCTpAIHje, pajl y MaJIuM Tpyrnama, pojeKTH

Ouena 3Hama (MakcuMaaHu 0poj moena 100)

IIpenucnutHe 06aBe3e noeHa 3aBpuiHM HCIUT noeHa

Tect 1 15 pojeKat 70

Tect 2 15




