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Hacmosiwyama cmamusi ce peanusupa ¢ Qurancosama nookpena HA (QOHO 3a HAYHHU
uscneosanus npu LLIY ,, Enuckon Koncmanmun Ipecnascku”, npoexm P 08-89/28.01.2020 e.

[IOCJIEHUTE TOJUHHU N1E€1arOTMYECKUTE EKCIIEPUMEHTH 10Ka3BaT OTPOMHATA 10134 OT
axkTuBHOTO yueHe( active learning ). To BKiIrOYBa pasiWyHK TMOAXOMM, OOETMHEHH B
eIHO — TIOCTaBsHE Ha oOOy4aeMHTe KaTo AaKTHBHA €IMHMIIA B LEHTHbpPAa Ha

oOpazoBatenHus npouec. IIpu HEro CTyAeHTHT HE € IACUBEH PErucTpaTop Ha JIEKTOPCKUTE UAEH, a

aKTHBEH YYaCTHHK B OOY4EHHETO, KOETO c€ IpeBphlla B oOMeH Ha uzaeu. Ilogxoaure BkiIOYBaT

ydacTHe B Pa3iIMuHM BUIOBE 00pa30BaTENHU MIPH, EKCIEPUMEHTHPAHE ChC CHUMYJIALMOHHU MOAENH,

MPOeKTHO OazupaHo oOydeHue, paboTa B €KHII, N3MOI3BaHe Ha KOMITIOTHPHH CHCTEMH 32 €IeKTPOHHO

o0ydeHue u 1p. Berpeku 4e ce nmpuiiara 3a pa3auyHy 00JIACTH, HAW-TOJIAM [s1J1, aKTUBHOTO ydeHE UMa

B NIPUPOIHUTE HAYKH, MaTeMaThkaTa u wHpopmaTukarta. bypHoro passutne Ha UKT, wHTEpHET U

COLIMAJTHUTE MPEXKH JIONPUHECE 32 Pa3IIMPsIBaHE HA Bb3MOXKHOCTHUTE 33 aKTUBHO 00y4EHUE.

KommiorppHata rpaduka ce 3aHMMaBa ChC CHHTE3a, IMpeACTaBsIHETO, oOpaboTkara u
n3o0pazsaBanero Ha rpaduuHa wHPopMmanms. KommroTbpHaTa rpaduka € CpaBHHUTETHO MIana
HMHTEepIUCUUIUIMHAPHA HayKa, KOsATO ce 0a3upa, o0eauHsIBa U 11071382 MHOKECTBO MIPUHLMUIHN OT APYTH
HAayKd KaTo MaTeMaTuka, (u3nka, MH(OpMAaTHKa, KOJOPUMETpHs M Apyru. ToBa MHTErpupaHe Ha
MPUHLUIN OT Pa3MYHU HAyKU OT €IHA CTpaHa € MPHU3BaHO Ja 00CIIy>KBa KOJKOTO CE€ MOXE IO-TOJISIM
KpBI' MPaKTH4ecKH 3amaun. Ho oT apyra crpaHa u3uCKBa OT OOydaeMUTe 3HAHMS 33 IOHATHUS,
a0CTpaKkTHH CTPYKTYpH, QJITOPUTMH, METOOM M IOAXOAM OT WH(pOpPMaTHUKaTa, MaTeMaTukaTa H
¢usukata. ToBa mpeanocraBsi THPCEHETO Ha WHOBATHMBHU METOAM M IOAXOAM, C KOMTO Ja Obae
MOHM)KEHA CTENeHTa Ha abcTpakuus 1 Ja ObJe 3aCHIIeH HHTepeca KbM yUeOHHUs MaTepHall.

VYuyebnata pucuuiummHa “Komnwomwvpna cpaguka” ce mpenogaBa Ha CTYIEHTH OT
HanpasineHuero 4.6 MHdopmaTuka M KOMIIOTBPHUM HayKH B 4eTBBPTH Kypc. llenrta Ha Kypca e
o0y4aemHuTe J1a MOy4aT MpeacTaBa 3a OCHOBHHUTE WMIEW IpH padora ¢ rpaduyHa uHpopMauus U B
YacTHOCT B KOMIIOThpHaTa rpaduka. Pasrmexxpar ce BbpmpocuTe 3a: o0OpaboTka Ha rpaduyuHa
nH(pOpMAaIs, BXOAHU U U3XOAHU TpaduIHM YCTPOUCTBA U YIIPABICHUETO UM, HHTEpAaKTHBHA paboTa ¢
rpaMuH YCTPOMCTBA U TEOMETPUIHO MOJETHPAHE.
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OCHOBHO BHMMaHHE ce OOpbIla Ha MPEACTaBSHETO Ha clenu(puYHN rpaduvHU aJrOPUTMH.
3acTblIEHO € TEeHepUpaHeTo W MpeoOpa3yBaHETO Ha JBY- W TPUMEpPHH TpaduyHd H300pa)keHusl.
Hanenn ca BB3MOXXHOCTUTE 3a CH3JaBaHE HAa PEaJMCTUYHU LBETHH H300paxeHus. OOCHKOaT ce
BBIIPOCH 3a Ch3/laBaHEe HA aHMMAlMOHHU MOJENU B PeasHo BpeMe. Pasrmexxaar ce MOCTaHOBKUTE 3a
cHHTe3a, 00padoTKaTa U ChXPaHEHHETO Ha KOMIMIOThPHHU M300paKEeHHSI 3a IIEIIUTE Ha BU3yaTH3alusITa

B wacoBere 3a ympakHeHHWs CTyIEHTUTe pa3paboTBar codTyepHH mpoekT. M3momn3Ba ce
cpenara 3a pa3paborsane Ha npuiokenus CodeBlocks. Pabotu ce ¢ 6a3zoBara rpaduuna OHOIHMOTEKA
OpenGL u nomomHaTa 6udaunorexka GLUT.

3aTpynHEHHUATa, KOUTO M3MUTBAT CTYACHTUTE B Kypca o KoMmoTbpHa rpaduka mpou3TH4aT
OT MPOIYCKUTE B YBOJHUTE KYpCOBE IO IporpaMmupane, airedpa u reomerpus. “Jlymkure” 1mo
MaTeMaTHKa M JIMIcaTa Ha abCTPaKTHO MHCJIEHEe 00e3KypakaBa 4acT oT cTyjeHTuTe. OT ChIECTBEHO
3HaYCHUE 3a TOBWIIABaHE HAa MOTHBAIMATA HA CTYASHTUTE € Ja paz0epar, 3all0 UM € Moje3Ha
W3ydyaBaHaTa JUCIUILUIMHA, MMa JIM TS peaHO MPHIIoKEeHUe, OMii UM Ouiia mojie3Ha Ipu ThPCeHe Ha
pabora. MoruBanusaTa Ha OOydaeMHTE Ce YBelU4YaBa, ako ca YBEpEHH B NPUIOKUMOCTTA Ha
YCBOCHUTE KOMITETEHTHOCTH.

OcraHanata 4acT OT CTaTHATa Ce OTHACs TJIABHO 3a MpaKTUYecKkaTa dYacT OT Kypca
(YnpakHeHHSITa), KbAETO CTYACHTUTE pa3paboTBaT cOPTyepHH MPOEKTHS, U3YyUaBANKK paguunume
oubnuomexu OpenGL u GLUT. Ilo cemiectBo TOBa € mporpamMmpare ¢ H3ydaBaHe Ha
crieruanu3upany oudiamoreku. Korato ce kacae 3a mporpamupane, ,,3a0auama € 3aiaHve, 3a KOeTo ce
M3WCKBa Ja ce Hanwmine nporpama. OOMKHOBEHO 3a pelllaBaHe Ha 3aj1a4aTta € JIOCTATHYHO JUPEKTHO
MpUJIaraHe Ha 3HaHMS OT MaJIka o 00eM Tema ... 3aaunTe 1Mo IIporpaMupane ca 100pe GopMyaupaHu
U UMaTt j00pe onperneneHu Kpaiiau pesyatatu[1]. B 3aBucumocTt ot HaunHa, 10 KOWTO CE U3IMOI3BAT
3aJjaunTe B IEIHS KypC, Ca M3BECTHH JIBA OCHOBHU TIOJIX0/IA:

e Problem solving [2] — pemraBar ce 3agaun ¢ 111 MPaKTHYECKH Ja CE€ WIIFOCTPUpAT CBOMCTBATA Ha
BbBE/ICHUTE TOHATHS( BUJ JaHHW, (QYHKIUS WIA MeTOXn )..... Hapuua ce ofyuenue upes
pewasane Ha 3adauu. TlogxombT € MacoBO TMpeyiaraH B HAYaATHOTO OOydYEHHE I10
MporpaMupaHe.

e Problem based [2] — mpu TO3m mOAXOA 3amaumMTE OMPENETIAT TEMaTa T.e. TE Ca BOAEIIH H
€THOBPEMEHHO C PEIIABAHETO UM C€ BBBEXKIAT HOBH TMOHATHS M MeTomd. [Ipw TO3W mMomxon
BBBEXK/JAHETO Ha BCSKO HOBO IIOHITHE € MPEANIECTBAHO OT HEOOXOMUMOCTTA OT HETOBOTO
usnon3sane. [Ipuiaranero Ha npooIeMHO-OpUeHMUpanus NOOXe0 1o BpeMe Ha [eNus Kypc He
BHHATW € 1ienechoOpa3Ho. Ha mpakTrka ce mpuiara KOMOMHAITUS OT JIBaTa MOJAXOMa, B KOSTO
BOJICII € MPOOJIEMHO-OPUEHTUPAHUS TTOIXOl M TOBA € ChOOPaKEHUETO Jla CE M3MON3BA ChINUS
TEPMUH.

wlIpocpamuus npoexm[l] e 3a7aHue, M3MBIHCHHETO HA KOETO H3UCKBA PEIIABAHETO HA
HSKOJIKO CBBP3aHU TIOMEXAY CH 3aJaud. B TO3M CMHUCHI Ha MpOEKTa MOXE Jia ce Tiema KaTo Ha
CIIOXKHA 3ajada, OOCIUHsBAINA TOHATHS, BHBEACHU B HAKOJKO pasfeia. ... MHOro 4ecTo KpauHUST
pe3yaTaT OT eIUH MPOEKT UMa IMpaKTH4Yecka CTOWHOCT . OOMKHOBEHHO MPOEKTUTE ce hopMynupar oe3
Jla ce MocoYyBaT BCUYKH Jeraiinu. ToBa o3Ha4yaBa, 4e OT CTYJACHTUTE CE OYakBa CaMH Jia B3eMaT
peleHHS.

e Project based [2] — mpu To3u mMOAXO0A BOJCHIM B IEiHs Kypc ca npoekture. Ilpoexmmo-
OpuUeHmMUpPanusm noOXo0 U3NCKBa Crieliu(pUYHN TPUKU OT CTPaHA HA MPENOJaBaTeNls Mpeau U
Mo BpeMe Ha Kypca. ... 3a YyCHENIHO MpHjaraHe Ha TOAXOJa Ce HM3MCKBA OT CTpaHa Ha
CTYJICHTHTE CHUJIHA MOTHBAIlMS U J0Opa moaroroBka. ToBa Ch3JaBa HANpEeXKEHUE 10 BpeMe Ha
ceMecThpa.

[lonxona w3mon3BaH B anpoOHMpaHusi Kypc € KOMOWHAIMs OT TPUTE HOAXoAa. Y4eOHUST
MaTepHal ce Tpynupa B TEMATHYHM €JUHMIM, KOUTO MOraT Jja 0OXBallaT MoBeYe OT €lHa TeMa, KaTo
3a BCAKA TEMAaTW4HA €IMHHIIA C€ U3TOTBS MPOEKT. 3a pa3iiKa OT KJIaCHUYECKHs POEKTHO-OPUEHTHUPAH
MOJXO0Jl MPENOoAABATENAT HPEABAPUTEIHO IEKOMIIO3ULIMpPA MPOEKTUTE Ha MAaJKW 3aJayd, KOHTO ca
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JIeTalJIHO OMKCAHU T.€. UMaMe IUITaHUpaHe Ha CTBIKUTE, IPe3 KOUTO TPsiOBa Aa MpeMUHE CTYACHTA, 32
Ja 3aBbpIIM mpoekta. Llenwst Kypc ce ImaHupa KaTo peAaudla OT MPOEKTH, KOMTO YaCTHYHO Ce
HAATpaXXIaT W CBHABPKAT BapUaHTH HA Bedye pELICHW 3aJa4yd. 3a TOBa MOAXOJAa € HapedeH
nPOZPAMUPAHO-NPOEKMEH.

3aiio npocpamupano-npoexkmen?

Ilpozpamupanomo o06yuenue € IWUPOKO H3ION3BAHO Tpe3 TOCIEAHUTE Heceruierus. B
crequanu3upaHaTa JMTepaTypa JHWICBA €OWHHO MHEHHWE 3a ToBa TMOHATHE. Hauamoro Ha
MPOrpaMUpaHOTO 00y4YeHHE KaTO HOBO HAlpaBJICHHE B MEIArOrMKaTa € MOCTaBEHO OT aMEPHKAHCKUS
ncuxonor b. ®@. Ckunbp npe3 1954 1. ¢ myOnnMKyBaHeTO Ha HeroBaTa CTaTUsl B CIIMCAHUE ,,XapBap[
Emrokeiiirsn PuBro”’[3], o3arnasena ,,HaykaTa 3a yueHeTo U M3KyCTBOTO Ja ce oOy4ara”. CKHHBD ce
BB3IIPHEMa KaTo POJIOHAYATHHUK Ha JIMHEHHOTO MpOorpamMupaHe.

[To cwuroro Bpeme H. Kpaymbp cblIo pa3BuBa CBOMTE WU 3a MPOrpaMHUpaHO OOydeHHeE,
KOUTO B OMPEEIICHH MOMEHTH CBIIIECTBEHO ce oTiimuaBat oT Te3u Ha b. Cxunawp. Criopen Kpaynep we
TpsiOBa J1la ce M3KIIOYBA BB3MOXHOCTTA OT TpEIIKH, JIONMYyCHaTH OT oOydaeMmHs B Tpolieca Ha
npenojaBane. AKO 0OydaeMHUST OTTOBOPU TpPEIIHO, TO TpsOBa Ja My ce JajJie pa3siCHeHHe 3a
JonycHartaTa rpemka. ToBa Mmo3BoisiBa MHIUBHIyaIn3alis Ha 00y4eHHETO BCEeKH o0ydaeM MUHaBa 1o
WHIMBUYalIeH BT B 3dBUCUMOCT OT OTTOBOPHUTE, KOUTO JiaBa. Taka TOW MOCTaBsl HAYAJIOTO Ha T.Hap.
paskioneno npozpamupanel4].

B cBosiTa CBIIHOCT NpOrpaMmupaHoTO o6yquI/Ie npeacTraBiisiBa UHAWBUYaJlHA ITIOATOTOBKA Ha
yUalms ¢ IpelBapUTENTHO pa3paboTeHa mporpama 3a o0y4eHue, B mporeca Ha KOsTO TOW MpUaI00uBa
3HaHUs. ToBa mpenocTaBs BH3MOXKHOCT 32 CIeBAaHE HAa WHJIUBHJIyaJeH TeMIl Ha padora 3a BCEKU
y4anl B 3aBUCUMOCT OT HETOBUTE 3HaHUS, YMEHHs, NICHXOJOTHYECKa Harjaca W Jip. XapakTepHO 3a
MIPOrpaMUPAHOTO OOYUEHHE € pa3eNTHeTO Ha YIeOH!s MaTeprall Ha MaJIKH B3aUMHOCBBP3aHU YaCTH.

»OCHOBHO CpEICTBO 3a peaym3aliis Ha TO3W BHJ OOydeHHE € oOydaBama mporpama. Tosa
MoOXe J1a ObJie: MporpaMupaH yu4eOHUK WM JPYTH TeYaTHH MaTephalid; IMporpama, MpeaocTaBeHa ¢
yueOHa TEXHUKA;, CHCTEMa 3a eJIeKTPOHHO oOydeHue.‘[5]. OCHOBHATA pa3iuka MEXAY TPAJAUIIOHHOTO
¥ TPOTrpaMHPaHOTO OOydeHHE He € B OCHOBHHTE NMPUHIMNHN Ha OOydeHWE, a B HauMHa Ha TAXHOTO
npuiarane. llpm mporpamupanoTro oOydeHHE ce peanrm3upa OOMEH Ha HWHoOpMaIms MEKIy
oOy4aBaliara mmporpaMa M BCEKH 00y4aeM MooTAenHo. B TpagummonHOoTO 00ydueHne mHpOpMaHsITa
ce mpenaBa oT 00ydJaBalys KbM BCHIKH 00ydaeMHu eIHOBPEMEHHO.

Bcesko nporpamupano o0ydeHune ce u3rpaxaa Ha 0azata Ha clegHUTe MpHHIUIHI[6]:

o Paznmensne Ha MaTepuarna Ha MaJIKH, TSCHOCBBP3aHH YaCTH (KaIpH, CTHIIKH);

o Ilpu ycBosiBaHETO Ha BCsKa 7032 yueOeH MaTepual oT 00ydaeMusi Ce N3MCKBA OTBETHA PEAKITHS,
OTroBOp /AKTHUBH3AIV HA yUAIIUS;
HezabaBHa peaxiusi/oneHka Ha OTTOBOPa Ha BCEKH YU,
[Ipu rpemen oTroBop 00y4aeMHAT MUCIH, JOKATO OTKpHE MPABUIHUS WM MOCIENHUAT MY Ce
MIPEe0CTaBs B TOTOB BHJI M TOraBa IpeMUHABA KbM CJIEIBAIIHS KaIbp;
WunuBuayanusanys Ha pUTbMa U ChIbP)KaHUETO Ha YI€OHHS POIIEC;
Bepudukanus Ha mporpaMupaHus TEKCT.

Te3u mecT OCHOBHU NPUHITMIIA Ca B OCHOBAaTa HAa W3IOJ3BAHUTE MPOEKTH 3a MPOrPaMUPAHO
o0yueHwue.

B cnenmanusupanaTa 1uTepaTypa ca U3BECTHH OIIe JIBa BUA MPOrpaMHUpaHe, KOUTO HAMUPAT
MIPIIIOKEHHE B TIPeJIaraHus TOAXO/T;:

® CMeceHo npozpamupane — PaBy Ce ChUETAHNE MEK/Y JTUHEWHO U Pa3KJIOHEHO IIPOrpaMupaHe.
®  NOJYRPOZPAMUPAHOMO 00yYeHUe — eHA YacT OT MaTepuaia ce MporpaMupa, a Ipyra 4acT ce
pa3paboTBa 1Mo TPaAUIMOHHUS HAYWH.

[IpennaranusT npocpamupano-npoekmeHn TOIXOA €CTECTBEHO ce 0a3upa Ha o0oujo-
oudaxkmuueckume npunyunu[7):
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[TpuHIUI 32 HayuHoCH — Ha 00yYaeMHUTE CE TPEIOCTABAT CTPOro HAYYHHU QaKTH, UIEH, H3BOIH
U 3aKOHOMEPHOCTH;

[Mpuniun 3a docmwvnHocm — TPU JEKOMITO3WIIMS HAa TMPOEKTHE TPsAOBa Ja Ce HWHTErPUPAT
JMTAKTHYECKUTE TPaBWiIa 3a JOCTBIIHOCT: OT JIEKOTO KBbM TPYAHOTO, OT MPOCTOTO KbM
CIIOXXHOTO, OT OJHM3KOTO KBbM JAJE€YHOTO T.C. IOCTENEHHO yBeIMYaBamMe Kpbrosopa Ha
CTYIECHTHTE;

[Mpuniun 3a naziednocm — TPU pelllaBaHe HA BCSAKa OT 3aJayMTe B IMPOEKTA CE IMOydaBa
BH3yaJleH Pe3yJITarT;

[MpuHIMI Ha CB3HaAMeENAHOCM — OPTaHU3AIMITA HA yUeOHHS MpOIeC € TakaBa, 4e (pakTHTE U
3aKOHOMEPHOCTHTE M3UCKBAT OCMHCIIAHE, 3a Ja ObJaT HalpaBeHH BEPHH HM3BOAU, KOMTO 1a
ObJIaT MPOJIOKECHH;

[TpuHIMI HA aKmMueHocm — TOAXOa W3WCKBA BCEKH CTYAEHT Ja pabOTH CaMOCTOSTEIHO B
cpefata ¥ Ch3/1aBa COOCTBEH MPOEKT KaTO M3BIKMYA HH()OPMAIIHS U TeHeprUpa COOCTBEH OIINT;
[TpuHIMT Ha cucmemnocm — OpraHU3aNnATa Ha YIeOHMs TIPOIEC € TaKaBa, Y€ HOBHUTE 3HAHUS
ce MoJIyJaBaT B CHCTEMA C MOJYUYEHHUTE 10 MOMEHTA 3HAHWIS,

[TpuHIMT Ha MpaiHoOcm HA 3HAHUAMA U YMEHUAMA — TICHXOJIOTMYECKaTa OCHOBA Ha TO3M
MPUHIAII Ca TIPOIECHTE HAa 3allaMeTsABaHe, 3aabpkKaHe M BB3MPOM3BErIaHe Ha WH()OPMAIHS.
ITpu MOBTOPEHMETO M BAPHATHBHOTO BBH3IIPOM3BEXKAaHE Ha MHPOPMAIIHs 3HAHUATA U YMEHHUATA
ce 3aTBBXK/ABAaT;

TTpuHIMIT HA UHOUEUOYANHUA NOOX00 — BCEKM CTYIEHT Ja pabOTH CaMOCTOSTENHO M Ch3/1aBa
COOCTBEH MPOEKT CHC COOCTBEHA CKOPOCT Pean3UPaiKku COOCTBEHUTE CH BH3MOKHOCTH;
ITpuHIHIT Ha ce0600a u cmumMyaupane na 0elnocm — IPoIeca Ha IMoydaBaHe Ha HOBU 3HAHUS
€ TaKbB, Ye MMPOBOKHPA HHTEpECa Ha 00yUYaeMHTE KbM HOBHU U [T0-3aIBJI00UEHN 3HAHHUS,
TIpHHITUIT HAa UATOCHHOCM — OTIPENENs CIIOCOOHOCTTa Ha 00ydaeMHus IIIOCTHO Ja BB3IpHEMA
00y4EHHETO T.€. MPUIOOMBAHETO HA 3HAHUS Ja CTaBa B ChOTBETCTBHUE C IISIOCHATA KOHIIEIILIVSI
3a KpaMHUs pe3ynraT OT 00y4eHHETO.

CrengpamusaT TpuUMEp € 3a HadvajeH MpoeKT 3a Bm3yanusamus Ha 3D obektw, KOHTO ce

N3IIBJIHABA CAMOCTOATEIIHO OT CTYACHTUTE B Yac. M3moin3Ba ce roToB Ma0JIOH 3a IIaBHATA CI)YHI(I_II/HI, B

KOMTO MMPUCHCTBAT OCHOBHUTE CTPYKTYPHU €IIEMCHTH. 3aTB’bp)I(,Z[aBaT CC 3HAHUA 3a IBCTOBUTEC MOACIN

W TpHUXBallldaHE Ha CHOMTHS OT KIaBHATypara. YTpaxKHSIBA CE H3MOI3BAHETO Ha (QYHKIHHM 3a
craggaptaute 3D o6ekTH 1 TpaHchopMaIu B TPUMEPHOTO IMPOCTPAHCTBO.

ITpumep 1
3ananue: TPAHCOOPMAIIMU B ITIPOCTPAHCTBOTO
3apenere cpena 3a nporpaMupane ¢ nactamupann oudmmorekn OpenGL u GLUT u rmaBHa

(dhyHKIH, HAcTpoeHa 3a padora B 3D.

A) TectBaiiTe QyHKIUATA:

void drawScene( )

{ gIClear( GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT );
glMatrixMode( GL_MODELVIEW );
glLoadldentity( ); angle++;
if (angle>=360 ) angle=0;
glTranslatef( 0., 0., -50. );
glPushMatrix( );
glRotatef(angle, 1, 1, 0);
glutWireCube( 2 );
glPopMatrix( );
glTranslatef ( 2, 0, 0);
glutSolidCube( 2);
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glutSwapBuffers( );
glutPostRedisplay( );

}

b) [onpasere GpyHKIMsITA, TaKa He

- I'bpBUS 00EKT, KOMTO ce u3uepTasa Jia € ¢ pazmep 5;

- CMEHETe LBeTa Ha MI'bPBUS 00EKT ChC 3eNeH;

- BTOpHs 00EKT, KOWTO ce M3uepTaBa Jia € ¢ OsT LIBSAT;

- IBPBUAT M3YEpTaH 00EKT J1a € chepa ¢ panuyc 4, 12 mepuanana u 6 mapasena.

B) ITonpasere QpyHKIMsITa, TaKa He

- MamabupaiiTe BTOpus 00SKT 1Mo ocute Y u Z ¢ KoedurueHt 0.3;

- mpemecreTe rienHaTa Touka/Kamepata Ha pascrosHue 100 mo ocra Z.

I') Heka npu HaTHCKaHe HA KJIABUII ‘S’ BTOPHUAT OOEKT 3all04Ba MOCTEIEHHO JIa Ce IIPEMecTBa
o 0CTa X.

Hexka npu 4yeTHO HaTHCKaHe Ha KJIaBHUII ‘S’ BTOPHUSAT OOEKT CIIMPA, a IPU HEYETHO HATHCKaHE
Ha KJIaBUIlla TPpbI'Ba OTHOBO.

) JlobGaBere (BbB (pyHKIIMsATA 3a UepTaHe) 3ambiIHEeHa cdepa, ¢ paauyc 6 B ropHaTta JsiCHa
YEeTBBPTHHKA OT Mpo3opera (MaKCUMaIHO OT/laJIeueHa OT TJe{HaTa TOYKa) OI[BETEHA B KBJITO.

E) Heka mpu HaTuCKaHe Ha:

- kmaBum ‘F’ cdepara 3amouBa ga ce otaanedaBa ot HabmromaTens( mo ocra Z) ¢be crbika 0.3;

- knasum ‘N’ cdepara 3anouBa Ja ce MpuOIMKaBa KbM HaONIOIATENS IO OCTA Z ChC CTHITKA

0.3.

KomeHnTap 3a JieifHOCTUTE, KOUTO O0y4aeMHUTE H3BBPIIBAT MPH CHh3TABAHETO, TECTBAHETO W
M3ITBIHEHUEETO Ha TIPOCKTA:

v’ JlelicTBus 3a HAcCTpOMBaHe Ha cpenaTa 3a pabora ¢ rpaduuHuTe OMONIMOTEKH 3a Ch3JaBaHE Ha
3D rpaduka (yBogHaTa 4acT);

v BbBeX/IaHE U TECTBaHE HA TOTOBA (QyHKUUs( MOATOUKA A );

v" Kopeknus Ha QYHKIHS 3a IPOMsIHA XapaKTEPUCTUKUTE Ha obekThTe( moarodka b );

v' JlombiiBaHe Ha TpOrpamara ¢ HOBH OIEPAIMH HaJ OOEKTUTE, KOMTO C€ BH3YaJM3HpaT upe3
crarnaptHu ¢pyHKumu( moaTrodka B );

v' Jlob6assiHe oT 00y4aeMHUTE HAa HOBH 00EKTH B Iporpamara( moarouka /[ );

v’ JlobaBsiHe Ha HOBH OIlEpAalli¥ HaJ OOEKTHTE, KOUTO HM3HUCKBAT NPOEKTHPAHE Ha TPOrpaMeH
(hparMeHT oT cTpana Ha cryneHTHTe ( TonTouku I u E).

IIpumep 2
3ananne: HACOUYEHA CBETJIMHA. EKCIIEPUMEHTUPAHE C PA3JIMYHU BU/IOBE
CBETJIMHA
3apenere cpena 3a nporpaMupane ¢ naHctamupanu oudmmorekn OpenGL u GLUT u rmaBHa
(dhyHKIH, HAcCTpoeHa 3a padora B 3D.
A) TectBaiiTe pyHKIUATA!
GLfloat position[]={ 0.0, 0.0, -0.2, 1.0 };
void drawScene( )
{ glClear( GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT );
glMatrixMode( GL_MODELVIEW );
glLoadldentity();
glPushMatrix( );
gluLookAt( 0., 0., 10.,0.,0.,0.,0.,1,,0.);
glRotatef( spin, 1., 0., 0. );
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glTranslatef( 0., 0., 2.5);
glColor3f( 0.0, 1.0, 1.0);
glutSolidCube( 0.2 );

glColor3f( 0.5, 0.5,0.5);
glutSolidTorus( 0.25, 0.85, 10, 16 );
glPopMatrix( );

glutSwapBuffers( );
glutPostRedisplay( );

}

b) BeB (pyHKnmsaTa 32 MHAIMANTM3AIMS 3a7aliTe BT HA OHA THMHO CHH;

Bxuittouere mpoBepka 3a pa3CTOSHUSITA.

B) Jedunupaiite pynkumus Mouse 3a 00paboTka Ha CHOUTHS OT MHUIIIKATa TaKa Ye MPH
natrckane Ha JIBM sreasT SPIN ce mpoMens ¢ 15 rpamyca (4 clieHaTa ce mpedepTasa);

JloGaBere B ri1aBHaTa OOpPbBINEHUE KbM (DYHKITUATA 32 00pabOTKa Ha ChOUTHS OT MUIIIKATA.

I') Kopurupaiite dpyHkiusita drawScene mo ciieHus HauuH:

Heka TopbT( TOrUS ) 1a ocTaHe HEMOJABHKEH, a KyOU€eTO Jia ce 3aBbpTa OKOJIO HEro.

J1) Heka nmpu HaTHCKaHe Ha:

- KJIaBHII ‘T’ HBETHT HA (hoHa ce cMeHs ¢ uepBeH( 0.5 );

- KJIaBWII ‘g’ BETHT Ha (oHa ce cMeHs cbe 3eneH( 0.5 );

- knapuin ‘b’ uBeThT Ha ()OHA CE CMEHS C ThMHO CHH;

- JIBM 1gersT Ha poHA ce CMEHS C YepeH.

E) Hebunnpaiire ussar ua AMBIENT usznsusane cus( 0.2 );

Hexka mpy HaTHCKaHe Ha KIIABHUII ‘a’ ce BKIITOYBA MbpBUs cBeTanHeH u3Tounuk( GL_LIGHTO)
3a AMBIENT wusnbuBane;

OmpenenuTe HAYMHA, TI0 KOHTO 00ekTuTe oTpasssaT AMBIENT cBernmuara;

Hexka mpu HaTrCKaHe Ha KiaBuII ‘1’ ce BKIIIOYBA AMHAMHYHATA CBETIIMHA;

Hexka npu HaTrckaHe Ha kiaBumr ‘0’ ce M3KITIOYBA TUHAMUYHATA CBETJIMHA U CBETIIMHHUS
m3rounnk( GL_LIGHTO).

K) Hedunupaiite st Ha DIFFUSE u3npuBaHe oT H3TOYHKKA Ha cBeTaMHA — *KBAT( 0.8 );

Bxumtouere cBetnnanansg u3rounuk GL_LIGHTL 3a DIFFUSE usnbusane;

Hexka w3tounukst Ha cBerinrHa( GL_LIGHT1 ) ce nBiku 3aeH0 ¢ KyO4eTo U € 3acTaHal
mpen Hero ( M3Iom3BaiiTe POsition );

OnpezaenuTe HaYKHA, 110 KOMTO 00ekTUTE oTpassBat DIFFUSE ceernuHara.

3) Hedunupaiite nBsat aa SPECULAR u3npuBaHeTo oT M3TOYHUKA HAa CBETJIMHA — CHBO-
cuH( cuBus 1BAT( 0.4 ) ce kopurupa ¢ 0.4 B CHHUS IBST );

Bxmrouere cBernmunaaus n3tounnk GL_LIGHT1 3a SPECULAR wu3nbuBane;

Omnpenenute HauMHa, 110 KoiTo oOekTuTe orpasseatr SPECULAR cBernnHaTa;

Bxirouere oTOIICHK OT BCHUKH YaCTH OT O0EKTHUTE ¢ HHTEH3UBHOCT 40;

[Ipo6gaiite ¢ xxpiara SPECULAR cBernuna.

W) Heka preabT Ha KOHYCA, C KOUTO C€ Pa3IpPOCTPAHSBA CBETIIMHATA OT CBETIIMHHUS
m3Tounuk GL_LIGHT1 crane 25;

K) Heka npu HaTHCKaHe Ha KJIABHII ‘C’ IIBETa Ha 00EKTa Cce B3eMa MPEIBH/I IIPH OCBETABAHETO
My.

Kopurupaiite npera Ha odekrta ¢ 0.3 B uepBEHUS IIBST.

BbB Bpb3Ka ¢ enupeMUvHaTa 0OCTAHOBKA C€ HAJIOXKH €IIEKTPOHHO 00ydeHue 10 AUCIIAINHATA.
Enexrponnoro obydenue e oOydenue (Chunhua, 2008), m3mon3Bamo €IeKTPOHHH TEXHOJIOTHH 3a
JOCTBI A0 y4eOHOTO ChIbpKaHWE M3BBH TpaJUIMOHHATAa KiacHa cras. B moBeuero cimywyan To ce
OTHacs JO0 Kypc, MporpaMa WM CTENeH, JOCTaBeHW HambJIHO OHiaiH. [IpenquMmcTBoTO Ha
ENIEKTPOHHOTO OOydYeHHE €, Y€ MOXKE Ja MpeIokKH e()EeKTUBHU Y4eOHHM METOIU KaTo ACHHOCTH C
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oOpaTHa Bpb3Ka, aJanTHpaHH KbM MHIUBHIYaTHUSI PUTHM Ha ydeHe. Hsma npobiiem mpoekTuTte aa ce
3aJaBaT M MONy4yaBaT upe3 Imiaropma 3a EIeKTPOHHO OOydeHHe, a KOMYHUKalusITa WU 4pe3
BUJICOKOH()EPEHTHA BPB3Ka.
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