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YBOI

Unreal engine je maker ajara 3a Kpeuparbe W pa3BOj UTrapa, apXUTeKTypy H
Kpeupame CUMyJIanuja Koju pa3prja komnannja Epic Games . [IpBu myT je npukaszan
1998. rommue y urpu Unreal o kojoj je u nodomno ume. Hamucan je y C++ nporpaMckoMm
je3uky 1mro My oMoryhasa BeJiuKy (hJieKCHOMJIHOCT U MOIYNHOCT 38 Kpenuparbe alljinKaimja
3a ckopo cBaky maardopmy. Ilopen C++a moryhe je m mpapbeme Ipaduuknx
ckpuntu Blueprints , koje je yecto OpzKe, ajii KpeaTopy jaje Marhe KOHTPOJe U
YecTO UMa JIOII yTUIaj Ha mepdopMaHce.

JbybaB mpemMa BHIO UTpaMa TPUBYKJIA Me je Jla KpeHeM Ja ce OaBUM KpermpameM
urpunia 1 Beh meko sBpeme kopuctum Unreal 3a csoje npojexre. IIpojekar koju
caM IMPeJCTaBHO Y OBOM Pajy je TpKadKa HUIPHIA KOjy CaM ja HAa3BAO 3aK/I0Iava
MoTocopT . rpa uma aBa MoJa TPKAYKKA U JPUPT.

O momohuux nporpama kopuctuo caM Blender 3a u3pany 3D mogena u Visual
Studio 3a Kymame Koia 1 KOMIIajIOBAHE.

Wrpa nma jemaoctapae KouTposae, W, A, S, D 3a kperame J1eBo, 1eCHO, HAIIPEI U
Hazaj, Shift 3a pyuny kounmiyy m Space bar 3a Nitro . Takobhe mocroje m MHOra
rpacduuKa MO/IENaBama Koja Ce MOTY aKTHBHPATH TyTeM KOH30se. Kou3oma ce
aKTUBHUpa "~ JYyIMETOM , a OBO Cy HeKH npuMepu pyHKIH]jaA:

r.ScreenPercentage <X> - AMD FSR Texnosioruja Koja perjepyje CIuKy Ha
HUXKOj PE30JIVIH]U a 3aTUM je moBehaBa Ha Pe30JIyINj]y MOHHTOPA

stat fps - Ucmmcyje 6poj dppejmosa 1mo cexyHm

t.MaxFPS <X> - Orpannvasa FPS

r.SetRES <A>x<B> - Mema pesouynujy
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YBoaHHU IIOjMOBU

2.1 PhysX

PhysX je open-source pu3MIKKM €HIIMH KOJU je Yy HMOYeTKY pa3Bujaja Ageia , a
kacauje Nvidia. [TpBoburna 3amucao 6usa je ja nopes rpadudke KapTUIE MOCTOju
jomI jejiHa KapTuia kKoja he moMmararu mporecopy Jia BpImu (pusmdKe MpopadyHe,
aJlv JIAHAC €€ Taj YU HaJa3u y rpadpuIKuM KapTUIAMa W CJIYZXKH 33 Xap/IBEpPCKY
aKcesepanujy y MHOruM JpyruM nporpamunam. PhysX je nanucan y C+-+y u janac
ce HAJIa3W Y CBUM MOJIEDHUM €HITHHUMA.

2.2 TI'padbuuku API

I'padpuaku API je je ckyn komar u u OuOJIMOTEKA KOje KOMYHHIIEPA]Y ¢a IPadpIIKOM
kaptunoMm npu Kpeupamy 2D n 3D amnukamuja. Unreal engine moap:zkasa DirectX
(mmu Direct3D ) u Vulkan. DirectX je cmenujasuzosan camo 3a Windows u He Moke
ce KOPUCTUTHU Ha JpYyrum maardopmama 3a paziuky on Vulkan-a. Ja cam 3a cBoj
npojekat unak nzabpao DirectX 12 jep cam ca muMm Hajoosbe ynosuar u Ha Windows
padyHapuMa Jaje MaJjo 60sbe nepdopmance.
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I'padpuka

3.1 Dbuaenaep

Baennep je coprBepcku cet asiata 3a 3D KoMIIjyTepeKy rpaduKy KOju ¢e KOPUCTH
3a Kpeuparbe BH3YeJIHUX edeKaTa, YMEeTHHUIKUX Jesa, 3D Moaesra u BHIEO UTPHILA.
KapakTepuctuke biaengepa ykmyayjy 3D momenoBame, UV Manupame, TEKCTYpHuparbe,
JIMTUTAJHO T[PTatbe, ypehuBame rpaduke, cuMyaamnujy paynia u JuMa i PeH1epOBaIbe.
Nzabpao cam ja pajuM y meMy jep je u3paja Mojesa PeJaTUBHO JIaKa U 3aTO IMITO
Mmory ma ekcroptyjem FBX dajiose jep Unreal jenmao mux moapsasa.

3.2 3D moaean

3a cTaTuvke Mo/IesIe MPOTIeC U3PAJIe je jeTHOCTaBaH Tj. MOTPEOHO je caMO HAIPABUTHU

durypy onora mro xkeaumo. MehyTum 3a Heke MOKpeTHe Mojee Koje UMajy BUIIe
Pa3/JIMYUTHX MMOKPETHUX JIeJI0BA MOTPEOHO je HaupaBuTU nocedan OOJIMK 3a CBAKU
Taj meo. 3aruM je MOTPeOHO HANPABUTU CKeJeT MOJEIa, 3a CBAKO 3ace0HO Tesio
norpebHa je bapeM jeJHA KOCKa. ¥ CAydajy ayTOMOOHIIA MOTPeOHe Cy KOCKE 33 CBAKH
TOYaK ¥ Tes10 ayroModmia. Kocka 3a Teo ayromoOuaa Tpeba OUTH ITOCTaB/beHA HA
IO3UTHUBHOM Jiesly Z oce (u3HaJ 3eMibe) jep lie ona kacuuje onpeljupatu KoopauHaTe
ayToMobmiia, a KOCKe TOYKOBAa Tpeda HOCTABUTH Yy IHEHTPY TOYKOBA Kako Ou ce
TOYKOBHU POTHUPAJIH OKO BbuX. Jla 6ux cebu KacHuje o1aKImao mporpaMupae ay ToMoOmIa
CBe KOCKe OKpeHyo caM nipeMa Y ocu. Ha kpajy norpedbHo je HampaBuTh vertex rpyrme
Tj. ynmapuTu oarosarajyhe mpesoe ayroMmobuiia ca ojropapaliyuM JIeJIoM cKeJeTa Kao
IITO je MPUKA3aHO Ha cauKama ucno. [Ipe mMmoproBama y eHIIMH TTOTPEOHO caMo
joun ospeuTH oOpjeHTarmjy Moaeaa (JaKiae y MOM camdajy X oca je Haupei, a Z oca
je rope).
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Collection

Armature
Pose
Armature
Auto
PD
PL
ZD
ZL

3.3 Tekcrype

Tekcrype je moryhe npaButu na jpa naumna. [Ipsu je nupekTno y Bienpepy,
aju meroa Mana je To mrto Unreal yecto He npeno3na Tekctype u3 biemnaepa.
3aTo caM ja CBOje TEKCTYpe MPaBUO y €HIINHY, & MPeJHOCTH Cy TaKohe IITO ce MOTY
IPAaBUTU MHTEPpAKTUBHE WM TEKCype Koje pearyjy Ha HeKH jorahaj Koju ce jerraBa
y urpu. OBO je jeJjan 0J1 J1eJI0BA KOjU MOXKE BEOMa YTHIATH HA 3aXTE€BHOC UIPE Tj.
KOJIMYWHE BUIE0 MEMOPHje KOjy UTpa 3ay3uMa u 3aTO0 je MOTPeObHO 00paTuTH HaKiby
Ha PEe30JYINjy CJIWKa KOje ce KOPUCTe W OpPOj WHCTPYKIINja 38 CTBaPahe TEKCType.
Ha canmnu nenos Hasnasu ce mpuMep TeKCTYpPe BOJle U3 UIpe.

Texture Sample




3.4. Cenueme 7

3.4 Cenueme

Hexke edexre nmonyt marse je memoryhe npejacraBuTu OOMYHUM TEKCTypama u
3ato noctoju shader. I'mobasam shader ce mpukasyjy momohy crarmakux Mojesia
(camo y HekoM ozipeljeHOM mpocTOpy) H He MOpa Ja ce MoBe3yje ca MaTepujaauMa.
Y cBakoj Taukn moryhe je mpukasusatu camo jeman shader. [Ipumepu 6m Ouam
bunrpupame cenku uim post processing.

SceneTexture:PostProcessinputd
TexCoord[0] Mask(RGB) ¥

Tep(079) ¥
\ .
5

Alpha

Clamp (Min=0) (Max=1) ¥
3 3
Min

Max
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MexaHnuka

4.1 Ayromobmuim

Y ennuny nocroju Buie gedunucaHuX Tpodusia 3a paz/imunTe aKTOpe HIIP.
3a YOBeKa, BO3WI0... OHM MOMa)Ky y MOBE3WBAaly HAIEr CKejgeTa ca O0IUIIMa
KOje IpaBe cyJape, a ja caM HapaBHO KOPHUCTHO OHAj 3a BO3WJIA W 3aTO je IIpe

cBera norpebno ybamutu 6ubaunoreky ”Actor.h” . Barum je morpebHO HAaNpaBUTH
HOBe OubIMoTeKe Koje caM ja Haspao ' Auto.h”, ”prednjiTocak.h”, ”zadnjiTocak.h”u
"Tocak.cpp”.

”Auto.cpp” he omxpehuBaru Op3uny, ckperame, Koderme... Ha moueTky moBe3ao
caM TOYKOBE H TEJO ayTOMOOHWJIa ca CKeJeTOM Ha cjejehn HaduH:

auto->WheelSetups [0] .WheelClass = prednjiTochak::Tocak();
auto->WheelSetups[0] .BoneName = FName("PL");
auto->WheelSetups[0] .AdditionalOffset = FVector(0.f, -8.f, 0.f);

Za tochkove sam koristio PhysX jep cy onu najournuju pusnyuku Je10BU ayTOMOOUIIA.
Ja caM TOYKOBe TOJIEINO Y JiBe OUOJIMOTEKe NAKO CaM MOrao Jia CTaBUM CBE y jeJHy
jep Mu 1O jaje Behy duieKcHOMIHOCT j1a y HACTABKY MeHbaM CBOJCTBA IPEIIbUX U
3a/IFbUX TOYKOBA IITO je OUJIO KIBYIHO 3a ApUMT. Y HACTABKY caM a0 HEKe IpuMepe
dyukimja rje cam kopuctuo PhysX 3a ¢dpusuky Toukosa:

//Uzima trenutne podatke o automobilu
#if WITH_PHYSX
FPhysXVehicleManager* prednjiTocak: :Manager ()

{
UWorld* World = GEngine->GetWorldFromContextObject (auto,
EGetWorldErrorMode: :LogAndReturnNull) ;

8
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return World ? FPhysXVehicleManager: :GetVehicleManagerFromScene (
World->GetPhysicsScene()) : nullptr;

}
#endif
//Skretanje
float prednjiTocak::Skreni()
{

#if WITH_PHYSX
if (FPhysXVehicleManager* manager = Manager())
{
SCOPED_SCENE_READ_LOCK (manager->GetScene()) ;
return FMath::RadiansToDegrees (manager->GetWheelsStates_AssumesLocked(
auto[brTocka] .ugaoSkretanja)) ;

}
#endif
return 0.0f;

//Okretanje tocka
float prednjiTocak::Rotiraj()
{
#if WITH_PHYSX
if (FPhysXVehicleManager* manager = Manager())

{
SCOPED_SCENE_READ_LOCK (manager->GetScene()) ;

float ugao = -30.0f * FMath::RadiansToDegrees(
auto->PVehicle->mWheelsDynData.getRotationAngle.pitch(brTocka));
return ugao,
b

#endif
return 0.0f;

//Ako auto dodiruje zemlju ne moze da ubrzava ni da skrece
bool prednjiTocak::DalLiDodirujeZemlju()
{
#if WITH_PHYSX
if (FPhysXVehicleManager* manager = Manager())
{
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SCOPED_SCENE_READ_LOCK (manager->GetScene()) ;

return manager->GetWheelsStates_AssumesLocked(auto
[brTocka] .isInAir) ;

}
#endif
return false;
}
//Brzina
void prednjiTocak::Tick(float Vreme)
{
UWorldLocation Locationl = Location;
Location= GetPhysicsLocation();
float brzina = (Location - Locationl) /Vreme;
}

3aTuMm Tpeba MOCTABUTH KAMEDPY W HAIIPABUTH 3BYK ayTOMOOH.IA!

// Ruka oko koje se kamera okrece
SpringArm = CreateDefaultSubobject<USpringArmComponent>(TEXT("SpringArm"));
SpringArm->SetRelativeLocation(FVector(0.0f, 0.0f, 0.0f));
SpringArm->SetWorldRotation(FRotator (0.0f, 20.0f, 0.0f));
SpringArm->SetupAttachment (RootComponent) ;
SpringArm->TargetArmLength = 125.0f;
SpringArm->bEnableCameralag = true;
SpringArm->bEnableCameraRotationlag = true;
SpringArm->bInheritPitch = false;
SpringArm->bInheritYaw = true;
SpringArm->bInheritRoll = false;

// Kamera
Camera = CreateDefaultSubobject<UCameraComponent>(TEXT("Camera"));
Camera->SetupAttachment (SpringArm, USpringArmComponent: :SocketName) ;
Camera->SetRelativeLocation(FVector(-150.0, 0.0f, 25.0f));
Camera->SetRelativeRotation(FRotator(00.0f, 0.0f, 0.0f));
Camera->bUsePawnControlRotation = true;
Camera->bUsePawnControlRotationlag = 10.f;
Camera->Field0fView = 90.f;

//Zvuk
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static ConstructorHelpers: :FObjectFinder<USoundCue>
SoundCue (TEXT (" /Game/Automobili/Zvuk/Motor")) ;
SoundComponent = CreateDefaultSubobject<UAudioComponent>
(TEXT ("ZvukMotora")) ;

SoundComponent->SetSound (SoundCue.0bject) ;
SoundComponent->SetupAttachment (GetMesh()) ;

la 0u dpusuka ayromodusia OUJIA IITO PeaJUCTUIHU]a HEKE ITPOMEHJ/bUBE HOILY'T
ybpasma (Tj. BpeMeHa m3Melly Kojer ce To4ak OKpeHe) WM CKpeTamha MOPajy Ja
3aBuce OJ HeKuX JApyrux ¢daxropa monyTt TpenyTHe Opsmne. IllTo je TpenyrHa
Op3una Beha yrao ckperama he outn mamu. To mocruzkemo Ha ciaejgehm HadwH:

auto->Skretanje.GetRichCurve () ->Reset () ;
auto->Skretanje.GetRichCurve () ->AddKey(0.0f, 1.0f);
auto->Skreatnje.GetRichCurve () ->AddKey (40.0f, 0.9f);
auto->Skretanje.GetRichCurve () ->AddKey(120.0f, 0.8f);

Hakon kommajioBama y eHIIMHY heMo J0OMTH ayTo M IHOCJIEIH KOPakK je
Kpeuparme Kourposia. llomTo cy ome mcre 3a cBaku ayTo HeheMo ux jeduHUCATH
3a cBakum moceOHO Beh 3a 1meo mpojekar m kopuctutu Eventh Graph 3a muxoBo
O3UBaMbE.
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J SetPhysics Linear Velocity
& SpawnActor Trag 1 & SpawnActor Trag 1

T0][v 10][Z 10]

J GetActor Forward Vector
J GetActorRotation

Target [self]
Torget [self] Rt

4.2 bBboroBu

[TocToju BuIlle HaUKMHA JIa ce HampaBe DOTOBH ayToMoOmIa. [IpBH je ca acepckoMm
JIETEKIINjOM pacTojamba u3Mehy ayromobmiia u japyrux objekara, JaKje ayTOMOOWI
je CBecTaH CBOje MO3UIHje y MPOCTOPY, MOXKe Jia JIeTeKTyje JApyre objekTe W Jia Ha
OCHOBY X cKpelie, yOp3asa wiau koun. Pazjor 30or Kojer ja HucaMm ogadpao oBaj
METOJI, je TO IITO je MOTPeOHO jaKo MyHO BpeMeHa Kako Ou ce 6OTOBH HCTPEHUPAJIH.
Metoma Kojy caM ja KOPHUCTHO je JaJeKO jeJJHOCTaBHOja Tj. ayTOMOOHIN C€ CaMO
kpehy ox Tauke ;g0 Tauke. Jla ce ayromobusin He OU CBaKW IyT KpeTaJ UCTOM
IyTakbOM ayTo Oupa je/IHy Of TPU pa3TUIUTe TAUKe Ha MyTY.
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float AI::skreci(AActor * spline)
{
UWorldLocation L1
UWorldLocation L2

GetPhysicsLocation();

spline[i] .FindSpotClosestToWorldLocation(L1)*1000/0.(
UWorldLocation L3 = FindLocationClosestToWorldLocation(L1+L2);
UWorldRotation R1 GetWorldRotation();

UWorldRotation R = FindLookAtRotation(L3,L1);

float al
float a2
float a3

Rl.yaw * R2.yaw + Rl.pitch * R2.pitch + Rl.roll * R2.roll;
sqrt (R1.yaw*R1.yaw + Rl.pitch*Rl.pitch + R1.roll*R1l.roll);
sqrt (R2.yaw*R2.yaw + R2.pitch*R2.pitch + R2.roll*R2.ro0ll);

float ugao= acos( al / (a2 * a3));

if (ugao>AI->Skretanje.GetRichCurev()->Get(Brzina))
AI.Vreme = AI.Vreme + 0.01f; \\vreme obrtanja tochka se povecava

spine.reset();
return ugao,

void AI::Vozi()

srand (time(NULL));
int x;
GetAllActorsOfClass(put.spline[x]);
for(int i = 0, i<100, i++)
{
x = rand() % 3 + 1;
ugao = skreci(&put.splinel[x][i]);
Vreme = 1*cos(ugao);

4.3 Tpurepn

Tpurepu cy akTepu Koju ce KOPUCTe Ja U3a30By jorahaj Kajga ¢y y HHTEPAKIUjH
ca HEKMM JIpyruM 00jeKTOM Ha HuBOYy. JIpyrum pedmma, KOpHUCTE Ce 33 HOKPETAHE
norahaja Kao 0JIrOBOD Ha HEKY JPYTY aKiujy HAa HUBOY. CBHU MOApa3yMeBaHU TPUTEPH
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Cy TeHepPAJTHO UCTH, PA3JIUKY]jy Ce caMo y obJIuKy obaactu yrunaja (KyTuje, KamncyJe
u cepe...) Koje KOPUCTH Jia OTKPUje J1a JId ra je Ipyru objekar aktusupao. [Ipumepn
TPHUTepa y MOjoj UT'PH CY BOJA KOja YV KOHTAKTY Ca ayTOMOOWJIOM 3aBplIaBa TPKY U
JIMCKBaIUGUKYje Urpada Wiu 1U/b KOjU OpOju MO3UIUjy U 3aBPIIaBa TPKY.

void KrajTriggerBox::0nOverlapBegin(class AActor* OvActor, class AActor* Actor)
{
if (OvActor == Actor)
{
Sleep(1000);
SetPause(Trka) ;
int pozicija = Actor.Mesto;
UUserWidget* Kraj = Cast<KrajWidget>;
Kraj->AddToViewport () ;
Sleep(2000);
UGameplayStatics: :0OpenLevel (GetWorld(), FName(’menu’));

4.4 dpudt

AyTomobmi 3a ApudT 110 (PUBUIHU ce HAJBUIIE PA3IUKYje 01 CBUX ocTaaux. IIpBobuTHa
ujeja OuIa je Ja CUMYJIHPaM ayTo KOjH MMa IOTOH Ha 3a/IlbUM TOYKOBHMA, 33 LU
TOUYKOBHU ce OKpehy, a mpeambyn caMo KAnu3ajy, add TaKo HUCAM yCIeo Ja HAIIPaBUM
ayTo KOJUM Ce MOYKe JIaKO HampaBuTu ApudT. 3aTO CaM MOPAO Ja CHUMYJIHPAM
cycuensujy apudT ayroMoOmia u3 mnpapor kuBora. /Jlakae kaj ayro He ckpehe
oba To4yka he paBHOMEpPHO JOJMPHUBATH IIOJJIOrY, aJd KaJa ce TOYKOBU OKDPEHY Ha
HpUMeEp Ha JIeBY CTPaHy JecHu Todak he ce moauhu m y3 nmomoh pyHKIMje KOjy cam
panuje nedunucao 3a Toukope DaliDodirujeZemlju moj ayTto he ce okperatn Ha
CTpaHy.

Jlpyra 3aHuM/bHBa CTBAP je Kako padyHam O6poj 00/10Ba 1 KAKO yOIIIITe AeTeKTYjeM
apudT. 3a ayToMOOUT IMaM JIBa Be3aHa BEKTOPa, MPBHU je YBEK YCMepeH Y PaBILy y
KOjeM je ycMepeH U ayTOMOOWJI, a JIPYTH je YCMEpEeH V MPaBILy KpeTarmba ayToMoOuIa.
JpudT HacTaje Kaga Ta JiBa BEKTOpa HEMAjy MCTHU IpaBail. Y MPaBOM KHUBOTY
1IOCTOje TPU MapaMerpa Koja ojpeDhyjy ycieman jgpudr Op3una, yrao m JUHHja 110
K0joj ce ayro kpehe. Bpoj 6o1aoBa pauynao cam 1mo GopMyJIn:

Brzina/100 * sin(o)

W cabupao cam ra ca mperxoanum OpojeM 6010Ba Ha cBakux (.01 cekymHI.
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4.5 Mamna 3a apudt

Mara 3a apudT pasjiukyje ce oji 0OMUHEe Malle jep ce caMa I'eHepHIIe 0T HEKOJTUKO
Pa3IMIUTHX JeJ0Ba U HeMa Kpaj. 1o ce mocruke y3 oMol Tpurepa Koju ce HaJIa3u
Ha KPajy CBAKOT CerMeHTa U ca IIPOJIa30M KPO3 TPUTEP J0/Iaje ce HOBU Jeo. Jlokammjy

HOBOT Jieia ojapehyje BeKTOp Koju ce Hajla3u HA HA KPAjy MPETXOIHOI CerMEHTA.
Takobe je 6uTHO ja orpaja u myT Oy/1y JiBa Pa3InduTa MOJesa j1a Ou orpaJiy KacHuje
KOPUCTHO Ka0 TPUTED Tj. KaJIa Ce ayTOMOOU CyAaph Ca OrPaIOM UT'Pa Ce 3aBPIIaBa.

JlaxJe Ha mo4eTky Tpeba JeuHUCATH TPUTED 3a IIOCTaB/berbe ciegeher cermenTa:

void Seg::0nEndTriggerOverlap(AActor* OtherActor)
{
if (OtherActor)
{
AActor Player = Cast<IDX>(OtherActor);
if (Player)
{
AGameModeBase* GameMode = GetWorld()->GetAuthGameMode();
if (GameMode)
{
UGameMode* GameModeDrift = Cast<DriftGameMode>(GameMode) ;
if (RunnerGameMode)
{
GameModeDrift->DodajSeg() ;
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FTimerHandle Delay;

\\Dodajem sledeci i trenutni brisem za dve sekunde
GetWorldTimerManager () .SetTimer (Delay, this, Destroy(), 2.0f);
}

b
+
+

Barum kopuctumo GameMode fa Ha TOYETKY Urpe MOCTABUMO HEKOJIMKO Je10Ba Oe3
aKTHUBHpaFha TPUTEPA jep ce TPUrep HaJa3H UCIPe CeIMeHTa, a TaKohe MOCTUZKEMO
edeKaT KOju 3aBapaBa HTpadva Jia je IMyT 3aucTa OGeckpajaH.

void DriftGameMode: :BeginPlay ()

{
Drift::BeginPlay();
for (int i = 0; i <= 2; i++)
{
DodajSeg();
}
}

void DriftGameMode: :DodajSeg()
{

srand (time(NULL));
FActorSpawnParameters Spawn = Sledeci;
AActor* Seg;

int i = rand() % 3 + 1;

Seg = GetWorld()->SpawnActor(Segl[i]);

Sledeci = Seg->GetAttachTransform(Strelica);
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3akJpydak

3a kpaj xKeseo Oux J1a KaykeM J1a caM yKuBao pajaehu va oBom mpojexty. [Iporpam
UMa HEKOJIMKO CUTHUX 0OaroBa ajiu HaJjaM ce Jla he W Urpadm OBe UTrpe yKUBATH
y B0j. Y OBOM TeKCTy HHCY TNpHKa3aHe Oam cBe (YHKIHje KOje caM HCIUCAO,
jep caM ce BHIIe TaxKibe TMOCBETHO W3pagum came urpe. Hamam ce ma cam jorr
HEKOr'a 3aMHTEPEeCcOBAO 3a IPAB/bEIbe OBAKBUX IporpamMyuha jep BPEMEHOM KaKO
TEXHOJIOTHja HAIpe/yje MOJIEPHHM TMPOrpaMy YWHE CTBapame Urapa CBe JIAKITAM |
JOCTYIHUJUM CBUM JBYINMA.

17
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