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s npeamera

OsrnazaBame TEXHHKaMa pa3BOja KOMIjyTepPCKHX Hrapa ymorpeboMm Bolt ckpunrtHor jesmka 3a BH3yemHO
nporpamupame y Unity rejm erpuny. Kpos pan Ha pasBojy komiuietHe urpe (kopuctehin 2J1 matdopmep kao
MIOKa3HU IPUMED), ¥ KPO3 CAMOCTAJIHU PaJ] Ha IOCTaBJbEHUM 3aJlalliMa, CTYAeHTH he HayYuTH Kako Jia Harpase
(YHKIIMOHAIHYU NTPOTOTHN corcTBeHe 2 /] urpe.

Hcxon npeamera

IMo3HaBame TeXHUKA Pa3Boja Urapa yrnorpeboM BU3YEITHOT mporpamMupama u Bolt ckpuntHor jesuka.
CTyneHTH MOTY CaMOCTAITHO Jia Kpeupajy HoBe 2/] urpe Koje uMajy eneMeHTe (pU3MKe, BEeITauke
WHTETUTeHIINje (HHTEIIMTeHTHOT MTOHAIIaka areHara), IpOMEeHy HUBOA UTpe, TpapuIKor nHTepdejca 3a
MHTEPaKLHjy ca KOPHUCHUKOM, OJIy4HBaha Ha OCHOBY jaoraljaja y UrpH UTH.

Canp:kaj npenmera
Teopujcka nacmaea

YBox y pa3Boj BUACO Urapa — 3aXTEBH Pa3IMUUTHX KaHPOBA U I'ejM eHIIMHH, BusyeirHo nporpamupame y Unity,
Pag ca acercuma m objekTnMa (Kpewpame crieHe), JomaBame (QYHKIMOHAIHOCTH YYHTAaHHUM O0jeKTHMa
(pusuka, woHTpona kperama areHara), Kpeupame morahaja (emrn. Event-a), TpurepoBame morabaja,
VYuuraBame HOBUX ClieHa, Paj ca cnpajroBuma, AHMMaIMje, MalllMHe cTamba U KOHTpOJIA TIOHAIIaka arcHaTa
y urpu, Kpeunpame HenpujaresbCKUX areHaTa U BellITayKa HHTEIHUICHIMja y urpama (IaTpoifpame, KpeTame,
notepa), JleTekiuja Koau3uje U MOKpeTame qoraljaja HaKOH KoJu3uje (IMHAMHUYKO 0JaBame 00jeKara y urpu
— MPOjeKTUITH, eTMMHHALIN]a HeTpHjaTesba u3 urpe), Kpenpame MeHmja 3a naysupame urpe, eari. Health bar u
enry. Item bar, ITamheme 1 OTKJby4YaBamke HUBOA.

Hpakmu!ma Hacmaea

[pumena codreepckor anata Unity u Bolt-a 3a kxpeupame 21 urapa. Pag Ha BexxO6ama nonpa3zymeBa IpUMeHyY
CTEUYECHUX 3Hama y UJbY pa3Boja HOBE BHJEO HIPE.
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Bpoj uacoBa axtuBHe HactaBe | Teopmjcka HacraBa: 30 ‘ ITpakTnuna Hacrasa: 30

MeTtoae usBolem-a HacTaBe

IpoGneMCKH-OpHjeHTHCAHA HACTABa, TPAKTHYHA HACTAaBa, CAMOCTAITHH PaJl CTyIeHATa, KOHCYJITAIIH]e.
KoMOuHaruja kjacuaHe HaCTaBe ca e-yuemeM U y3 oarosapajyhy mureparypy. [IpakTidHa HacTaBa ce
00aBJba y pauyHapCKUM YIHOHHI[AMA, Ha KOjiMa CTYICHTH CaMOCTAITHO MITH y3 TTOMOh acucTeHaTa peniasajy
peasnre npobaeme u3 obnactu npumene Unity 3D codreepckor anata u C# mporpaMckor je3uka.

OueHa 3Hamba (MakcuMaJnu 6poj nmoena 100)

IIpenucnutHe 06aBe3e noeHa 3aBpLIHM UCTIUT noeHa
aKTUBHOCT y TOKY IIpeJjaBamba 10 NUCMEHU UCIIUT 15
MIpaKTUYHA HacTaBa 30 YCMEHHU HCITUT 15
npojeKar 30
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