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Insb npeqmera

VYrno3HaBame ca TeXxHHKama npomupene peaHnoct (Augmented Reality - AR). M3yuaBame HanpeTHUX METOa 3a
TUTUTATN3AIMjy ¥ IpUKa3 BUPTyelHUX Mojiena y AP okpyxemy, ca u 6e3 npruMerne Mapkepa. Pa3soj MOOMIHUX 1
neckron AP arumkaruja 3a susyenmzannjy CAD cagpxaja y WHAYCTpHjU U MeauiHA. Pa3Boj u mpumena AP
METOZAa y KOHTEKCTY HHAYCTpHjcKe peBoiymmje 4.0.

Hcxoa npeamera

[To3HaBame nMpomupeHe peaTHoCTH U 007acTH TPUMEHe HalpeTHUX TEXHHUKA IIPUKa3a BUPTYEIHUX caapxajay AP
okpyxemy. CaBragaBame paja y MPOTPaMCKHM IAKETHMa 3a KpEHpame CIeHEe W J0JaBame BUPTYCTHHX U
myntaMeanjaaaux camkaja (Unity 3D) u camocTtanaH pa3Boj adropurama 3a aeteknunjy mapkepa (UbiTrack) nmm
tekctype (NFT - Natural Feature Tracking) y by KBaJIMTATHBHOT TIPETIO3HaBamba 00jeKaTa CIIeHe W ONITUMATTHOT
MO3UIIMOHUPAaba BUPTYEIHOT caipxkaja y AP annmkanujama.

Capnpaxxaj npeqmera

Teopujcka nacmasa

VBoa y npormpeny peanHoct (AP). AP xonunentu. Onpema u coptBep 3a AP. AP canpkaju. IHTepakTUBHOCT U
HaBuranuja AP ammkanuja. [Ipeno3naBame n npaheme enemenara cueHe. Moowinae u geckron AP ammmkanmje.
IIpumene AP TexHonoOrHMja y MEAUIMHN U HHIYCTpUju. ByqyhHOCT polupeHe peaiHoCTH.

Ipaxmuyna nacmasa

Yno3naBame ca nporpamom Unity 3D u uaTepdejcom. Jururammzanuja Gpu3ndkux objexaTa ¥ MpuUIpemMa Mojena
3a mpuka3 y AP okpyxemy. Kpenpame AP criene u noBesnBame xapasepa u codreepa. Kpenpame anropurama 3a
JETEeKIMjy ¥ Tpeno3HaBamke eleMeHara ciieHe (MPUMEeHOM MapKepa Win TeKcType). JlogaBame MyITHMEIHjaTHIX
caJpaja ¥ MHTepakija ca BUpTyeTHUM obOjektiMa. [IpojekTHu 3agaTak u3 00J1acTH MEAMIIMHE U UHIYCTPH]E.
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Bpoj yacoBa akTuBHe HacTaBe: 7 Teopujcka HacTaBa: 5 IMpakTuyHa HacTaBa: 2

Mertone u3Bohema HacTaBe
[Ipe3eHTanuje u AUCKycuja o n3abpaHuM TeMama; KOHCYJITaIMje; u3pajia IIPOjeKTHOT 3a1aTKa;
CTYJHjCKH UCTPAKMBAYKH PaL

Ounena 3Hama (MakcMMaJIHU Opoj nmoena 100)
AKTHUBHOCT Yy TOKY TIpeJiaBama (IucKycuja o n3abpanumM temama): 20;
[Ipesenranuja ypalheHor npojextHor 3axaTka: 30;

VYemenn ucnut: 50.




