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CraHngapg 05. - Kypukynym

Tabena 5.2 Cneundmkaumja npegmeTta

HactaBHu npeamer:
Osraka npeavera:  1A013 MHTepakTMBHa UHXeh-epcka rpadmka
Bpoj ECIB: 7
HacraBHuuum: Mwunojesuh [l. 3opaH, Hasanywwuh B. CnobogaH
CraTyc npegmera: (0]
Bpoj yacoBa akTMBHe HacTaBe(HeaAerbHo)
MpepaBamsa: Bexbe: Opyrv o6nunum HacTaBe: CTyAMjCKN UCTPaXKMBaYKM paj: Ocrtanu Yacosu:
4 0 4 0 0
MpeameTn npegycnosu Hema

1. O6pa30BHM LWIb:

YnosHaBawe cTydeHaTa ca npuHuunuma MHTepakTuBHe uHxewepcke rpaduke n ocnocobrbaBame CTygeHaTa 3a caMocTanHu pa3Boj
annukauuja.

2. Ncxopm obpasoBarba (CTeueHa 3Hama):

[a 3Hawa cTeyeHa U3 nosba VIHTepaKkTMBHE MHXeHepcke rpadurke u pasBoja annukaumja npumeHom VTK n OpenGL 6ubnuoTteka,
npuMemwyjy y Aarbem npotecy obpa3soBama, kao 1 y byayhem npodecroHanHom pagy.

3. Capgpxaj/cTpyKkTypa npeameTa:

YBOA y MHTEpPaKTUBHY MHXehepcKy rpadumky. YnosHaBawe ca VTK (Visulization ToolKit) 06jekTHo opujeHTUcaHOM BrbnmoTekom 3a
npuka3s 3[ rpacduke. OcHoBHe knace 3a geduHucanwe cueHe (vtkRenderWindow, vtkRenderer, vtkActor, vtkLights, vtkCamera,
vtkMapper) npumeHom VTK 6ubnuoteke. MiMnopToBawe NpeTxoAHO reHepucaHux mogena y 3DS dopmaTy y pagHu npocTtop
(vtk3DSImporter). MNpocTopHe TpaHcdopmauuje (TpaHcnauuja, potaumnja n ckanvpame) y VTK okpyxemny. [ledonHucarwe nHTepakumje
KopucHUKa ca okpyxewem (vtkRenderWindowlnteractor). [lecdbuHucame TekcTypa U UXOB MMMOPT Yy pagHO okpyxene (vtkTexture).
eHepucare 3[ mogena npumeHom Marching cubes algoritma, Ha ocHoBYy cepuje cHumaka. MpuHUMNK BU3yenu3auuja BEKTOPCKOr norba
13 pasnuunTUX nHxerepcknx obnactu. Yeog y OpenGL n GLUT 6ubnuoteky. CTpyKTypa nporpama 3a UHXeHepcKy rpacpuky npumMmeHomM
GLUT 6ubnuoteke. PenpeseHTauunje onuca mogena (CSG, B-Rep, Voxel i Dexel). Anroputmu npoctopHe nogene npoctopa (Octree,
Quadtree n BSP nogene). OcHoBe BMpTyanHe peanHocTu (AeduHuumja nojMa, NpMHUMNW, n3nasHu u ynasuu ypehaju). ledvHncamne
aKTMBHOI cTepeockonckor npukasa npumeHom OpenGL 6ubnuoteke u CrystalEyes ctepeo Haovapa. [NpumeHa xenTuykor ypehaja
Phantom Omni, 3a maHunynauujy objektvuma y BUpPTyanHOM NpocTopy.

4. MeToge n3Bohera HacTaBge:

MpenaBawa, pavyHapcke Bexbe n koHcynTauumje.

OueHa 3Harba (MakcumarnHu 6poj noeHa 100)

MpeaucnutHe obaBese ObaBesHa | MoeHa 3aBpLUHM nenut ObaBesHa | [MoeHa
MpeameTHW(NpojeKTHM)3aaaTak Da 30.00 |_|VICMeH.VI [eo ucnuTa - KombuHoBaHu 3agaumn fa 30.00
MpeseHTauuja Ja 10.00 [4.T€OpMa
MpucycTBO Ha NnpegaBakuma Ja 5.00
MpucycTBO Ha payyHapckum Bexbama Ja 5.00
Tect Ja 10.00
Tect Ja 10.00

Jlutepatypa
P.6p. AyTop Hasus M3paBay [oanHa
1 Schroeder, W., Martin, K., Visualization_ Toolkit — An Ob_j_ect Oriented Approach Kitware Inc 2002
| Lorensen, B. to 3D Graphics, The third edition

Interactive Computer Graphics, A top-Down Approach

2,1 Angel, E. Using OpenGL Pearson Education 2003

3,| Angel, E. OpenGL, A Primer Addison-Wesley 2002
4.Foley, J.D, van Dam, A., N . . i

4, Feiner. S.K.. Hughes. J.F. Computer Graphics: Principles and Practice Addison-Wesley 1996

5, | Munuhes, 1. 8fj+eKTHo OpUWjEHTUCAHO Nporpamuparse Ha jeanky MUIpO Kibitra 1996

6, | SensAble Technologies, Inc. 8E%neHaptlcs toolkit version 3.0 — Programmers- SensAble Technologies, Inc. 2008
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