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GENERAL CHARACTERISTIC OF THE COURSE

Course affiliation Speciality course
Course status Selectable
Language English
full-time studies 7th
Semester - -
part-time-studies gth
Requirements Basics of the computer graphics 1 & 2
Exam (YES/NO) NO
ECTS 6
Course form lecture classes | laboratory project other
Hours per | full-time studies 30 15 30
semester | part-time-studies 18 9 18




LEARNING RESULTS

Result References to
Category Learning Results the field of
Symbol
study results
WoL1 Stude_nt knows and.under_stands the_basms of 3D INE W13
graphics programming using proper interfaces. -
Knowledge Student knows and understands advantages of direct
W02 | programming of the graphics processor. Knows and un- INF_W13
derstands basics of a shader language.
Uo1L Student is able to program realistic 3D graphics with the INE U13
Skl help of a selected 3D interface. -
ills : - :
U2 Student is able to program a graphics processor with the INE U13
help of the a shader language. -
Social Student is ready to analyse a programming problem, di- INE K1
K01 |vide it into elements and cooperate in a team during its -
competence ; . INF_K2
implementation.

COURSE CONTENT

Course Content
Form
1. Basics of 3D graphics programming using a proper interface.
lecture 2. Basics of graphics processor programming with a shader language.
3. Implementation of special effects in 3D graphics.
laboratory Basics of graphics processor programming with a shader language.
roiect Preparation of an application that realizes 3D graphics rendering with the help of spe-
pro) cific tools, libraries and interfaces.

LEARNING RESULTS VERIFICATION METHODS

Result Learning results verification methods

Symbol Oral Exam | Written Exam Midterm Project Report Other
W01 X
W02 X
uo1 X X
uo2 X X
K01 X X

ASSESSMENT FORMS AND CRITERIA

Cé)(;Jrrrie Assessment Form Assessment Criteria
. The student should obtain at least 50% of points at the final
lecture Passing grade test
The student should obtain at least 50% of points from labor-
laboratory Passing grade atory classes and the final test, midterms or the final test
and midterms.
roiect Passing arade The student should obtain at least 50% of points for the pro-
Proj 99 ject task and report.




STUDENT’S VOLUME OF WORK

ECTS Balance

Student Involvement Unit
No. | Activity Type - : - :
full-time studies part-time-studies
1| Participation in classes according Lec) C |Lab| P Lec) C JLab| P | S h
" | to the schedule 30 15 | 30 18 9 | 18

2. | Other (consultations, exams) 2 2 | 2 2 2 | 2 h

3. Total WIFh the direct assist of an 81 51 h
academic teacher
Number of ECTS, that students

4. | obtains with the direct assist of 3,24 2,04 ECTS
an academic teacher

5. Hours of unassisted student 69 99 h
work

6. Num_ber of E.CTS that sFudent 2,76 3,96 ECTS
obtains working unassisted
Practical classes volume of

7. | work 45 27 h

8. Number of ECTS obtained by 1.8 1.08 ECTS
student at practical classes ’ ’

0. Total stude'nt s volume of work 150 150 h
expressed in hours

10. | ECTS ECTS
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