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MOJIBA
3A ONOBPABAILE TEME MACTEP PAJIA

MoJiuM J1a MU ce 0J106pH U3pajia MacTep pajia Mo, HACJIOBOM:

ApXHTEKTYpa CUCTeMA 33 UMIIJIeMeHTalu]jy Urapa 3aCHOBaHa Ha KOMIIOHeHTaMa

3Hauaj TemMe M 06J1aCTU:

Cucremu 3a uMmieMeHTanujy urapa (esr. Game Engine) npezacraBsbajy pa3BojHa OKpyxema 3a
M3pajy urapa Koja cy mpou3BO/] BULIECTPYKUX JUCLUUILIMHA U3 06J1aCTU payyHApCTBa €a jaKuM
aKIleHTOM Ha (JIeKCHUOUJIHOCT, NPOIIMPUBOCT, pobycHocT u mepdopMaHce. Pa3zBojeM
TeXHOJIOTHja, OBaKBa OKpY)Keka Cy MpeBasullja JOMeHe NpaB/belha Wrapa M JlaHac HUMajy
NpUMEHY y Pa3HUM 06J1acTUMa MOy T KOMIJIEKCHE BU3yaJiM3aliije, TPEHUHTa, MeJUIIMHCKE WA
BOjHEe CUMYyJlaliyje Y peaJlJHOM BpeMeHy.

CnenuduyHu IU/b paja:

Y pany he ce onvcaTy OCHOBHH [10jMOBH M KOHLIENITH CUCTeMA 3a UMILJIeMeHTalujy urapa. buhe
NpOyYeH M KOHUENT NporpaMypama 3aCHOBAaHOT Ha KOMIIOHEHTaMa, peJHOCTH U MaHe OBOT
NpUCTYIla y OJHOCY Ha MPHUCTYI OCJAOHEH Ha MoJes HaciehuBawa. Hajame, 6uhe onucanHu
CUCTEMH, aITOPUTMH, CTPYKTYpe U NMPOjeKTHU Y30PIM KOjU Cce KOPUCTe 3a pa3Boj cUcTeMa 3a
MMILJIEMeHTALMjy Urapa 3aCHOBAHOT Ha KOMIIOHEHTaMa — aJITepHaTHBE Koje Cy Ha paciojaramwy
KpeaTopy CHCTeMa 3a UMIJIEMEHTAlMjy urapa M KpuTepujyMHd KojuMa ce Tpeba pyKOBOJWUTH
NPUIMKOM U360pa ONTHMaJ/IHe aJITEPHATUBE.

TokoM paja Ha uspazau Tese, kopuirheweM NpUCTyNa U3JI0KEHUX Y pajy, 6uhe AU3ajHUpPaHU U
MMILJIEMEHTHPAHU K/bYYHHU NOACUCTEMU CHCTEMA 3a UMIJIEMeHTalujy urapa (rpaduka, pusuka,
JIOTHMKA UTA,.).

Ocrane 6utHe nHOpMaLyje:

WUmnuiemenTaiuja he ce peannzoBaTtu y jeauky C++u ga ocsnamahe ce Ha QT 6ubaM0TEKE U HA
OpenGL rpaduuku APl MiMmieMeHTHpaHU MOACUCTEMH CHUCTeMa 3a MMIJIEMEHTALUjy WUrapa,
3aCHOBaHM Ha KOMIIOHEHTaMa pe/icTaB/bahe GpJeKCUOUIHY OCHOBY (M3 MOTJie/ia apXUTEKTYpe)
3a M3pajly je/lHOCTAaBHUjUX Urapa W BU3yesu3aluja Ha Koje he ce slako mohu gomaTu HoBe
bYyHKLIMOHAMHOCTH, YUMe he GUTH NPOLIMPEH HBUXOB JJOMeH Kopullhema.

Jleo nuteparype Koja he 6uTH KopunrheHa:

Jason Gregory “Game Engine Architecture”, Taylor & Francis, 2009.

Mark DeLoura “Game Programming Gems”, Charles River Media, 2000.

Robert Nystrom “Game Programming Patterns”, Genever Benning, 2014.

Allen Sherrod “Data Structures and Algorithms for Game Developers”, Charls River Media, 2007
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Y1aHOBY KOMHCHje

(maTy™m nopHo1eHa MoJIGE)
1. gp Cama MankoB

2. op @mimn Mapuh

KaTeapa _3a pauyHapcTBO U HHQOpPMATHKY je carsiacHa ca IpeJJIO)KeHOM TEMOM.
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