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Inss npeamera

Ocmoco0ipaBame CTy[OeHAaTa 3a IIPOjeKTOBakbE M HMIUICMEHTANHjy CHCTEMa BHpPTyalHE/ayTMEHTATHUBHE
peaNHOCTH.

Hcxon mpeamera

ITo 3aBpiIeHOM Kypcy cTyAeHTH he OuTH criocoOHM Jla cTeyeHa 3Hama U BEIITHHE KOPHUCTE 32 pa3Boj cHUCTeMa
BUPTYyaJHe/ayTMEHTATHBHE PEaTHOCTH Ca MPAKTUYHHM HCKYCTBOM ca pasmuuntiM VR (enrn. Virtual reality)

ypehajuma.

Canp:kaj npeamera
Teopujcka nacmasa

MuirpaMoB peanHO-BHPTYEITHH KOHTHHYYM M METPHKa BHPTYaTHOCTH/ayrMeHTaTMBHOCTH. Enementn VR
cucrema, VR ypehaju — immersive u nonimmersive kiaca, 3D aynuo, 3D Bueo u TakTWIHHU ypehaju, TeXHuKe
npahema Tena, riaaBe, ynoBa U oka, VR/AR uHTepakTHBHOCT, TEXHHMKE Nporpamupama VR cuctema Ha
npumepuma (Hip. npumeHoM OpenGL). [Ipumepu VR cuctema, cucteMu ayrMeHTaTHBHE PEATHOCTH, OCHOBHE
apxurektype AR cucrema, npumepu AR cucrema.

Hpakmu!ma Hacmaea

Bex0Oe ce n3zBone y pauyHapckoj yuronuiu. Ha BexxOama ce mporpamcku (Hnp. npumernom OpenGL) win
CaBpEeMEHHM ayTOPHHI CHCTEMOM pa3BHjajy jenHocTaBHe VR/AR cuene ca non/semi/immersive ypehajuma.
W3pana npojexra ca NpakTHYHUM M KOHKPETHHM IPOOIEMOM.
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Bpoj yacoBa akTHBHe HacTaBe ‘ Teopujcka nacrapa: 30 ‘ ITpakTnuna Hacrasa: 30

Meroae uspohema Hacrase

INpenaBama, ayaAuTopHE BexOE U CAMOCTAIHE Pajl CTyICHATA.

Ouena 3Hamwa (Makcumaanu 0poj moena 100)

IpeaucnutHe 00aBe3e IOCHA 3aBpIIHU HCIIUT [IOCHA
AKTUBHOCT y TOKY IIpeAaBama 5 YCMEHU HCITUT 30
MIPaKTUYHA HacTaBa 15

MIPOjeKTH 50




