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(stacjonarne) (stacjonarne) (niestacjonarne) (niestacjonarne)
Laboratorium 30 2

Cel przedmiotu
The aim of the course is to familiarize students with the methods of computer physics used in computer games and animation.

Wymagania wstepne
1. Knowledge of the dynamics of a material point and rigid body.

2. Knowledge of numerical methods
3. Knowledge of the basics of computer simulations
4. Programming in Python and / or C ++

5. Knowledge of the Linux operating system

Zakres tematyczny

1. Algorithms for solving equations of motion

2. Systems of non-interacting particles - "particle dynamics"

3. Masses connected by springs - "cloth simulations”

4. Dynamics of a rigid body - "ragdoll simulations”

5. Physics laws and simulations of real objects in games (simulators)

6. Methods of statistical physics in computer games - herd behavior, randomness

Metody ksztatcenia

Forma zaliczenia

Zaliczenie na
ocene

Laboratory exercises, project method, group work, ideas exchange, brainstorming, presentation, work with documentation, independent acquisition of knowledge.

Efekty uczenia sie i metody weryfikacji osiggania efektéw uczenia sie

Opis efektu Symbole efektow  Metody weryfikacji
Student are able to discuss the theoretical basis (physical and mathematical) related ® K2.W02 ® aktywnos$¢ w trakcie zajeé
to the dynamics of the material point and write the algorithms used in the form of ® K2_W05 ® biezaca kontrola na zajeciach
computer program code. ® K2_U01 ® kolokwium
® K2_U03 ® przygotowanie projektu
® K2_U10

Forma zaje¢
¢ Laboratorium


http://www.wfa.uz.zgora.pl/
http://www.wfa.uz.zgora.pl/
http://www.wfa.uz.zgora.pl/

Opis efektu
Student is able to apply the laws of physics to the description and modeling of real
objects modeled in games and computer animations.

Student have theoretical knowledge in the field of modeling the layout of many

interacting particles in a classical approach, can model such systems in the form of

a computer program, knows and understands the limitations associated with the
requirements of computer games

Student expand their skills in acquiring knowledge in a variety of ways using a
variety of sources and has practical knowledge of modeling skills using a
pseudorandom number generator and deterministic methods.

Warunki zaliczenia

Semester project - 70% of the grade

Activity during classes - 30% of the grade
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