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HactaBnu npegmet
OsHaka npeameta:  25.1A017N Hay4yHa Bu3yanusauuja u uctpaxmsamne
Bpoj ECMB: 4
Mporpam(u) y kojeM ce n3soau F20 - Auumauuja y nixersepctay (MAC), ObaBesaH npegmet
YHO npegmeTta PauyHapcka rpacumka
HactaBHuuym: Bypuh b. Ucnpopa, OoueHT
Bpoj YacoBa akTBHE HacTaBe (HederbHo)

MpenaBama AyauTopHe Bexbe Opyru o6nvum Hactase | CUP/CTUP/UP/MNP/HNP Ocranu yacosu
2.00 0.00 2.00 0.00 0.00

[MpegmeTn npegycnosu Hema
Ycnosu:

1. O6pasoBHU LUIb:

Linms npegmeTa je ga ocnocobu cTyaeHTe 3a camoCTarnHo UCTpaXuBake U NpUMeHy HanpeaHux MeToAa Buayanu3auuje y aHanuau,
MoaenoBaky M Npe3eHTaumnju KOMMIEeKCHNX MHXEeHEPCKUX U HayYHUX nopaTaka, y3 pa3Boj KpUTUYKOr npuctyna usbopy TexHuka
BU3yanu3auuje u nNpoueHn buxoBe eduKacHOCTM Yy KOMyHUKaunju pesynrara.

2. Ncxopm obpasoBarba (CTeueHa 3Hama):

CTyaeHTH passujajy KpUTUYKM NpUCTyn n3bopy TexHuka BU3yanuaauuje v NpoLeHn huxoBe epuKkacHOCTU y KOMYHMUKauuju pesynrtara,
Kao 1 KOMMNeTeHUuje 3a camocTanHy NpUMeHy CaBpeMeHUX anaTa 3a Bu3yanusauujy y UCTPaxnBayKoj N MHXEHEPCKOj NMpaKCu.

3. Cagpxaj/cTpyKkTypa npeameTa:

Teopwujckn NpMHUMNY BU3yenHe nepuenuuje u HanpegHe Busyanusaunje. TexHuke 3a Busyanusauujy komnnekcHux 21 n 3] nogartaka.
PasnnunTte TexHuke Budyanusauuje, ykiby4vyjyhn KoHUenTyanHn AusajH, anjarpame mMeToaosiormje, MHTepakTuBHa U UMep3uBHa
nckyctea. Pa3Boj 3[1 HTepakTUBHUX U UMEP3MBHUX UCKyCTaBa, ykibydyjyhn kopuwhere anaTta BewTayke MHTenureHumje sa
reHepucare BuadyenHor cagpxaja. Texnuke 2[1 n 3[1 nHTepakTMBHe BM3yanusauuvje u rpacduyke npeseHTauuje, noctnpoaykumja n
caBpeMeHe MHTepaucuMnIvHapHe metofe Busyanusauuje. byayha npakca n TpeHgosmu y obnactu HayyHe Bu3yanvaauuje, ¢ nocebHUm
hOKYCOM Ha MPUMEHY Y UCTPaXuBakby N UHXEeHEPCKO]j MPaKCcu.

4. MeToge n3Bohera HacTaBse:

HacTaBa ce peanusyje kpo3 npefasara u npaktuiHe Bexbe y pavyHapckoj nabopatopuju, y3 MOryhHOCT MHAMBUAYANHNX U FPYMHMX
KoHcynTauuja. 3aBpLuHa oLeHa ce opMmnpa Ha OCHOBY peanv3oBaHOr NpeAMeTHOr NpojekTa, herose NpeseHTaumje n ycMeHe ogbpaHe.

Orere 3Hama (MakcuMaHu O6poj moeHa 100)

[IpenucnutHe obaBe3e ObaBe3na | Iloena 3aBpIIHU UCTIUT Ob6age3na | Iloena
[IpeameTHU mpojekar Ja 70.00 Hpe§eHTaqua U 3aBpIlHa o0paHa Jla 30.00
IIpojeKTa
Jlurepatypa
P.6p. AyTtop-u Hacinos Usnasau I'ognnaa
1 |Wilke, C. O. Fundamentals of data visualization O'Reilly Media 2019
2 (Munzner, T. Visualization Analysis and Design A K Peters/CRC Press 2014

Visual Complexity: Mapping Patterns of
Information (history of information and data Princeton Architectural
visualization and guide to today's innovative Press

applications)

3|Lima, M. 2013

4 Firat, E. E., Joshi, A., & |Interactive visualization literacy: The state-of-
Laramee, R. S. the-art

Ye, Y., Hao,J., Hou, Y.,
5|Wang, Z., Xiao, S., Luo,
Y., & Zeng, W.

Information Visualization 2022

Generative Al for Visualization: State of the

Art and Future Directions Visual Informatics 2024

Generative Al Can Fabricate Advanced
Scientific Visualizations: Ethical Implications |Al and Ethics 2024
and Strategic Mitigation Framework

Kim, J. J., Um, R. S., Lee,
J. W. & Ajilore, O.

GenAlI4Vis: Generative Al for Data
7|Li, W. Visualization: a Practical Framework for Politecnico di Milano 2023
Insightful Visualization in the Al era

Oatym: 31.01.2026 CtpaHa 2
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Jlurepatypa
P.6p. AyTop-u Hacmos WznaBau lopnna
De Luca, V., . . .
8 |Marcantonio, G., Barba, gV(ljrittual g ](;aliifor the Promotion of Tourism of Information 2022
M. C. & De Paolis, L. T. | ¢~"©
Al-Ansi, A. M., Jaboob, [Analyzing Augmented Reality (AR) and Virtual Social Sciences &
9 M., Garad, A. & Al-Ansi, |Reality (VR) Recent Development in Education o 2023
A Humanities Open
. Creating Augmented and Virtual Realities:
10 Pangilinan, E., Lukas, ., Theory and Practice for Next-Generation O'Reilly Media 2019
& Mohan, V. . .
Spatial Computing
. Los Angeles: Sage
11 |Creswell, J. W. Research Design Publications [etc ] 2009
12 |Camara, A. S., & Raper, J.|Spatial Multimedia and Virtual Reality London: Taylor & Francis | 1999
13 |Bunge, M. Scientific Research I New York: Springer-Verlag | 1967
Oatym: 31.01.2026 CrpaHa 3
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HactaBHu npegmet

OsHaka npegmeta:  25.RGM!1 HanpegHe cumynauuje y aHnmaumju
Bpoj ECTB: 5
Mporpam(u) y kojeM ce n3soau F20 - Auumauuja y nixersepctay (MAC), ObaBesaH npegmet

EnekTpoTexHuyko n paYyHapCKO UHXeHepCTBO

YHO npeawera PauyHapcka rpacumka

HacTtaBHuum: Mepuwwnh Bb. AHa, BaHpegHu npodecop

Nasnh N. Mapko, foueHT

Bpoj yacoBa akTMBHe HacTaBe (HEAEIbHO)

MpepnaBatsa AyautopHe Bexbe Opyrn obnvum Hactase | CUP/CTUP/VP/MNP/HNP OcTtanu Yyacosu
2.00 0.00 3.00 0.00 0.00
MpenmeTn npegycnosu Hema
Ycnosu:

1. O6pas3oBHM LUIb:

OcnocobreaBamwe cTygeHaTa 3a npumeHy HanpegHe 3[ koMmnjyTepcke cuMynaumje nNpuiMkoMm Kpenpama BUPTYEINTHUX OKpYXeha 3a
CBPXY CUTYyaLUMOHMX TPEHWHra y edykaumjy y BuLLE pasnuuMTux AMCUUNNNHA U MHAYCTpUja: 3a NpoLeHy pusnka u aHanuae npocropa y
apxuTekTypu, ypbaHuamy, rpafjeBuHuW, BUOEO urpama, MeaMUMHU, BOjCLM U OPYTMM AUCLUNNIMHaMa.

2. Vicxoam obpasoBana (CTeyeHa 3Hawa):

CTyneHTH cy ocnocobrbeHun a cTeyeHa 3Hakwba, M3 TEOPUCKUX U MPaKTUYHKUX NpuMepa u3 obnactu 3[ cMMynauMoHUX TEXHWKA Y
padyHapckoj rpacuum, npumersyjy y cBom Byayhem npodecvoHanHom pagy unv y aarbem npouecy obpasoBatba.

3. Cappxaj/cTpyKTypa npegmeTa:

MpenmeT ce hokycmpa Ha Teopujy 1 annukaumjy HanpeaHUX CUMyNaUMoHNX TeXHUKa 3a aHanuay 3[] npocTopa y Bulle obnacT, To cy:
eOurutanuu bnnsanum <Adunrutan TwrHC>: YNo3HaBawe ca MeTogosornjama kpenpaka BUPTYENHUX pennmka pusmykmx cuctema 3a
aHanusy nepdopmaHcu n npeasuharke NoHallamwa.

*PauyHapcka [OuHamwuka ®nymaa CFD: Mpumena Computational Fluid Dynamics codTBepa 3a geTarbHy aHanu3y npoToka Ba3agyxa,
BEHTUMauuje n NpoLeHy pusmka yHytap objekarta, npoctopa u napameTapcky aHanvay u Banopmsauujy ypbaHux 6rnokosa u LenuHa.
*MynTtuaucumnnuuapHe 31 Cumynauuje: Ctyaumje cnyyaja koje obyxsarajy:

Ananuay OcBeTrbeHocTu: EBanyauuja yTuuaja guctpnbyumje oHeBHe CBETNOCTU Ha koMdpop KopucHuka. AHanu3y YpbaHe BeHtunauuje:
MpoueHa aepoanHammykmx nepdopmaHcy ypbaHnx 6nokosa 1 ytuuaja Ha KBanuTeT Basgyxa.

*CutyaumoHn TpeHuHr (MmepcusHa Okpyxena): MNprMeHa gurntanHux cumynauuja okpyxewa 3a obyky y MeguunHun, BojcUM U
NHAYCTPUjn.

Kpos npakTnyHe 3agatke, CTyAeHTN KOHPUTYpULLY MHTEPaKTMBHE CuMyrnauuje (CUTyaunoHn TPEeHH3N) KkopucTehn noroHe 3a Bnaeo
urpe nonyt Unity, Unreal Engine wu cn.. CTyaeHTn yye 0 MOCTYKy MHTerpaumja CeH30pCKMX nogartaka yHyTap noroHa 3a BUAEO urpe v
Kako ce kpeuvpajy OurutanHu bnusaHum u Bucokor puagenuteta. Pesyntatu cumynauuja ce obpahyjy y 30 rpacduukum codprteepuma,
Kopuctehu npuHUMNe aHMmaumje 3a Npukas AMHaMUYKMX NpoMeHa.

4. MeToge n3Bohera HacTaBge:

MpepnaBata, pavyHapcke Bexbe, KoHcynTauuje.

OreHe 3Hama (MakcuMaiaHu 0poj moeHa 100)

IpenucnutHe 0OaBe3e Oo0aBe3na | Iloena 3aBpUIHA UCTTUT O0ase3na | Iloena
Opbpana mpojekra Ja 5.00 | Teopujcku 10 ucmuTa Ha 30.00
IIpeaMeTHH IpojeKar Ja 40.00
IIpeameTHH(NIPOjEKTHH )3a4aTaK Ha 15.00
CemMuHapCcKu paj Ha 10.00
Jlureparypa
P.6p. AyTtop-u Hacnos WznaBau I'opuna
I [Law, A. Simulation Modeling and Analysis New Y.O rk: McGraw-Hill 2014
Education
Gould, H., & Tobochnik, |An Introduction to Computer Simulation ] .
2 J. Methods: Applications to Physical Systems Wesley:Addison 2006
Design Energy Simulation for Architects:
3| Anderson, K. Guide to 3D Graphics Routledge 2014
edited by Jan L.M. o . . .
4| Hensen, Roberto Building quormance Simulation for Design Routledge 2011
and Operation
Lamberts

Oatym: 31.01.2026 CtpaHa 4
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Jlurepatypa
P.6p. AyTop-u Hacmos WznaBau lopnna
5|Ander, D. G. Daylighting Performance and Design Wiley 2003
Perron, B. & Schréter, F. [Video Games and the Mind Essays on
6 (Eds.) Cognition, Affect and Emotion McFarland 2016
7 |Southall, A. The City in Time and Space Cambridge University Press | 2009
8 | Acevedo, M. F. Simulation of Ecological and Environmental CRC Press 2013
Models
9 |Batty, M. The New Science of Cities Cambrige: MIT Press 2013
10 gll;n, M. P., & Tildesley, Computer Simulation of Liquids Oxford: OUP 2017
11 Stuyek, T., & Barsky, B. | ) Gimulation for Computer Graphics Morgan & Claypool 2018
A. Publishers
12 [Magnenat-Thalmann, N. |Modeling and Simulating Bodies and Garments |Springer 2010
. Introduction to Finite Element Analysis Using L
13 |Shih, R. SOLIDWORKS Simulation 2019 SDC Publications 2019
. . . Hosu Can: ®akynrer
14 |TTepummh, A. Cumynanuje y "HXEHBEpCKOj aHNMAaInju TeXHHUKIX HayKa 2021
Zienkiewicz, O. C.,
15|Taylor, R. L., & Fox, D. |The finite element method for fluid dynamics |Elsevier 2014
D.
Hamnpenne cumysanyje u mpumMermeHa
16 [[Tepumuh, A. pauyHapcka rpaduka y HHXEHBEepCKOj YHOEHHK y IpUIPEMHU 2026
aHMMaluju
Oatym: 31.01.2026 CrpaHa 5
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HactaBnu npegmet
Osnaka npeaveta: 25.RG015 MpowwnpeHa n Bu pTyernHa peariHoCcTt
Bpoj ECIB: 4
Mporpam(u) y kojem ce n3soau F20 - AHnmaumja y nixerepctsy (MAC), ObaBe3aH npegmeT
YHO npeameTta Teopwuje 1 nHTepnpeTaLuje reoMmeTpurjcKor NPOCTopa y apxXutekTypu n ypbaHmamy
HactaBHuuym: JosaHosuh []. Mapko, BaHpeaHu npodecop
Bpoj YacoBa akTBHE HacTaBe (HederbHo)

MpenaBatsa AyautopHe Bexbe Opyrv o6nmum Hactase | CUP/CTUP/UP/MUP/HAP OcTtanu yacosu
2.00 0.00 2.00 0.00 0.00

[MpegmeTn npegycnosu Hema
Ycnosu:

1. O6pasoBHU LUIb:

OcnocobrbaBare cTygeHaTta 3a uspagy MHTepakTUBHUX BM3yanu3auuja U KOPUCHUYKUX MHTYUTUBHUX MHTepdejca 3a pasHe Tunose
npowwupeHe (AP) n BuptyanHe (BP) peanHocTu.

2. Vicxoam obpasoBana (CTeyeHa 3Hawa):

[la cTeyeHa 3Hara NpyMMeEksYjy Ha KOHKPETHUM 3agauuma n npobnemunma y 6yayhem npodecuoHanHom pagy.

3. Capgpxaj/cTpyKkTypa npeameTa:

YBOa 1 AeduHUcarbe 0CHOBHUX NOjMOBa UHTEPaKTUBHUX cUCTeMa Bu3yanuaauuje. Teopuja n NnpyMeHa MHTEepPaKTMBHWUX BU3yanusauuja
BupTyenHa peanHocT (VR), npowwnpeHa peanHoct (AR) n mewoBuTta peanHocT. NMpumeHa TexHonorunja VR 3a opraHusauujy,
AedurHncare N PyHKLMOHNCaHe CLEHe 3a nHTepakumjy yHyTap 3[] npoctopa. TeXHOMOLKN NOCTYNak NPYMEeHe NpoLuvpeHe peanHocTu
MeTOOM Mapkepa N MeToAoM nosnuuoHupara nomohy GPS cuctema u xumpockona. CumyntaHa nokanusauuja u manupare (SLAM)
mMeTofe y annvkauyuma ca npowmpeHom peanHowhy. N3paga kopucHUYKOr MHTepdejca 3a HaBuraumjy U ynpaerbakbe UHTePaKTUBHUM
3 mopenowm. MNpunpema cneuujanHux edekata y BP-y n AP-y. Pap Ha kpevpany 3[] ambujeHata ca copTBepcknum anatuma Koju page
y peanHomM BpeMeHy (peantume). Anatu 3a uspagy MHTepakTuBHMX Bu3dyanusauuja: Unity 3[1, Unreal Engine.

4. MeToge n3Bohera HacTaBse:

MpenaBatba y yunmoHnLmM 1 BexGe y pavyHapckoj nabopaTtopuju. KoHcynTaumje. Y Toky ceMecTpa CTyAeHTU paje Ha 2 3agaTtka: uspaau
cueHe 3a BP n AP ca kopucHu4knM nHTepdejcom u cneunjanHum edektnma. 3agaum ce ouekyjy 1 oueHe npunagajy npeavcnmtHuM
6oposuma. CTydeHTU usnase Ha ycMeHu Aeo ucnuta n 6paHe paa, kopuctehun XM cet n mobunte annukaumje. OueHa ncnuta ce
cdopmurpa Ha ocHOBY noxafhawa npefaBaka U BexOW, n3paau 3agartaka u ycmeHe onbpaHe paga.

Orere 3Hama (MakcuMaHu 6poj moeHa 100)

IIpenucnuthe obGaBese Oo6aBe3na | Iloena 3aBpIIHU UCTIUT OoaBe3na | Iloena
CrioxxeHu 00MIH BEXKOH Jla 70.00 | Teopujcku 1eo HcnuTa Ha 30.00
Jlurepatypa

P.6p. AyTtop-u Hacinos Usnasau I'ognnaa

Practical Augmented Reality: A Guide to the .

1 | Aukstakalnis, S. Technologiefsg, Applications,yand Human ?;i(};ss(éril(;nwalesley 2017
Factors for AR and VR

2 |LaValle, S. Virtual Reality Cambridge University Press | 2017

3 |Linowes, J. Unity Virtual Reality Projects Packet Publishing 2015
Unreal Engine 4 for Design Visualisation:

4 |Shannon, T. Developing Stunning Interactive Visualisations, |Boston: Addison-Wesley 2017

Animations and Renderings

Directing the Story: Professional Storytelling
5 |Francis Glebas and Storyboarding Techniques for Live Action |Focal Press 2018
and Animation 1st Edition

Storyboarding Essentials: SCAD Creative
6 [Rousseau, D. H. Essentials (How to Translate Your Story to the |Watson-Guptill 2013
Screen for Film, TV, and Other Media)

The Art and Science of Digital Compositing: | Amsterdam; Boston:
7 | Brinkmann, R. Techniques for Visual Effects, Animation and |Morgan Kaufmann 2008
Motion Graphics Publishers

Oatym: 31.01.2026 CtpaHa 6
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JIuteparypa
P.6p. AyTop-u Hacmos WznaBau lopnna
Future Presence: How Virtual Reality Is
8 |Rubin, P. Changing Human Connection, Intimacy, and  |HarperOne 2018
the Limits of Ordinary Life
The Digitterian Tsunami: Web 3.0 and the Rise CreateSpace Independent
9|Atanda, D. of the NEO Citizen (The 21 Pricnciples Driving PublishiII)1 Platfogn 2013
The Evolution of The Internet) (Volume 1) &
Foundations of Game Engine Development,
10 |Lengyel, E. Volume 1: Mathematics Terathon Software LLC 2016
. . - Boca Raton: Taylor &
11 |Gregory, J. Game Engine Architecture, (3th Edition) Francis, CRC Press 2018
12 Schell, J. The Art of Game Design: A Book of Lenses CRC Press / Taylor & 2014
Francis Group
Lion-Bailey, C., Reality Bytes: Innovative Learning Using .
13 Lubinsky, J., & Casal, S. |Augmented and Virtual Reality Dave Burgess Consulting 2020
.- Creating Augmented and Virtual Realities:
14 Pangilinan, E., Lukas, S., Theory and Practice for Next-Generation O'Reilly Media 2019
& Caudell, T. . .
Spatial Computing
Aliens, Robots & Virtual Reality Idols in the
15 [Steadman, J. L. Science Fiction of H. P. Lovecraft, Isaac Zero Books 2020
Asimov and William Gibson
16 |Bucher, J. StgryFelhng for Vlr'Fual Reahty': Methods.and Routledge 2017
Principles for Crafting Immersive Narratives
. ... . |Augmented Reality for Developers: Build
17 Enowes, J., & Babilinski, Practical Augmented Reality Applications with [Packt Publishing 2017
’ Unity, ARCore, ARKit, and Vuforia
13 Iubhanun, I1., & Jlasuh, |Bupryenna u npommpena peanHoct: konuentH, [Hosu Cax: dakynrer 2018
M. TEXHHUKE U IPUMEHE TEXHUYKHX HayKa
19 | Akenine-Mdller, T. Real-Time Rendering CRC Press 2018
Oatym: 31.01.2026 CrtpaHa 7
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HactaBHu npegmet

OsHaka npeameTa:  25.EK522 KomnijepCKa |3|/|314ja
Bpoj ECIB: 6
Mporpam(u) y kojeM ce n3soau BMO - BuomeaunumHcko nHxerwepctso (MAC), N36opHn npegmet

E10 - EHepreTuka, enekTpoHuka u TenekomyHukauuje (MAC), N36opHu npeamet
EAI - BewwTauka uHtenureHumja n mawumtcko yvewe (MAC), N36opHu npeamet
F20 - Annmauuja y naxersepctay (MAC), N36opHu npeamet

IF2 - ndpopmaumonu nnxerwepuHr (MAC), M36opHu npegmet

YHO npepmeTta TenekomyHukaumje n obpaaa curHana
HacTtaBHuum: Bpkrbay H. bpaHko, BanpeaHu npodecop
Bpoj yacoBa akTMBHe HacTaBe (HeAEerbHO)
MpepaBatba AyautopHe Bexbe Opyrv 06nmum Hactase | CUP/CTUP/UP/MUP/HNP OcTtanu Yyacosu
3.00 0.00 2.00 0.00 0.00
MpenmeTn npegycnosu Hema

Ycnosu: Hema

1. O6pa3oBHM LWIb:

PasymeBate 1 npernea dyHaameHTanHUX NpuHUMNa KOMMjyTepcke BU3Wje U HanpegHWx TexHWka gurutanHe obpage crnuke;
YnosHaBawe ca caBpeMeHuM meTogama u3 oBe ob6nactu Npeko HeKonuko npojekaTta. AHanmaa npobnema pavyHapckor Buaa u
AeMOHCTpaumja HaunHa 3a HhUX0oBO pellaBakwe. OBnagaBarke TEOPUCKUM MPUHLMNMMA U NPaKTUYHUM BelTUHama Koje omoryhasajy
ocMULLIbaBake, peanusaumjy u yHarnpehuBare kapakTepucTmka cuctema pavyHapckor Buaa. Passujarbe cnocoGHOCTU 3a nnaHuparse,
npojekToBake U Bepudukaumjy cuctema KoMnjyTepcke BUusmnje pasnmymte HaMmeHe.

2. Vicxoam obpasoBana (CTeyeHa 3Hawa):

OBnapaBare caBpeMeHMM MeTodama KommjyTepcke Buanje. MNMonasHnum ctudy cnocobHOCT pasymeBarba KoHuenata v MeToAa Koje ce
KOpUCTe Y KOMMjyTePCKOj BU3MjK 1 MOTY Aa NPUMEHe YCBOjeHa 3Harba Kpo3 camocTarnHy peanuaaumjy cuctema 3a KoMnjyTepecky BUsujy ca
pa3nMunTUM HMBOMMa crioxeHocTn. OcnocobrbaBame 3a aHanu3y U CMHTe3y oarosapajyhux anropMTamckux noctynaka, carnefaBarbe
aKTyenHux naeja y obnactu n jeqHOCTaBHO MpoLUMpYBake 3Haka AarbMm pagom Ha ogpeheHom npobremy. CnocobHocT Aa ce objacHe
1 NpenosHajy NpefHOCTM N MaHe pasnMuuTMX NPUCTYNa Koju ce KopucTe 3a peluasake npobnema padyHapckor Buaa, AUCKyTYje un
MCMWTyje NOoHalake cUcTeMa U UMnIemMeHTMpajy HoBe yHKUMOHANHOCTU. HacTaBak paga Ha KOHCTPyKUMju u yHanpehuBawy
TEXHUYKUX CUCTEMA KOjU Ce ocnarbajy Ha nepuenuuju okpyxeka nyTeM pavyHapckor Buaa.

3. Cappxaj/cTpyKTypa npegmeTa:

PasymeBarse rmaBHuX KoHUenarta v HanpegHux metoda KomnjyTepcke Buauje. Peanusaumja v umnnemeHtaumja pasnuuntnx metoaa u
TEXHUYKMX CUCTEMa KpO3 caMocTalHe CTyAeHTcke npojekTe. MNpenosHaBame 06mnmka 1 MalMHCKO y4Yere y KOMMNjyTepcKkoj Busnju. Yeoa y
knace 3agartaka y Komnjytepckoj Busnju. CodpTBepckn anaTm U HaMeHcke xapasepcke nnatgopme. Obpaga BuLEAVMEH3NOHAMHNX
curHana cnuke. FeomeTpujcke TpaHcopmaumje. KoHcTpykumja obenexja, AeTekunja KibyYHMUX Tavaka, ynapuBare Kiby4HUX Tavaka,
RANSAC. Nmo6anxu n nokanHu geckpuntopu cnvke (GIST, LBP, SIFT, SURF, ORB). JlaHyanu kogosu. [octusarwe nHBapujaHTHOCTH
Ha poTauujy, pa3Mepy 1 MHTEH3WUTET ocBeTrbaja. MynTupesonyumoHa penpeseHTauvja n aHanuaa cnvka. Kapakrepusauuja Tekctypa un
ueuua (Faboposu puntpu, Zernike dpyHkumje). KoHuenTy GuonoLukor Buaa v orpaHuyersa rbyAckor BusyenHor cuctema. MapkosrbeBa
cnyyajHa norba v npocTtopHu npouecun, GLCM. JlnHeapHn n HennHeapHn onepaTopu CrKe U kUxoBe anpokcumauuje. MiHterpanHa
CMnuKa 1 nHTerpanHu xucrtorpam. Manupawe Tekctypa. [apameTapcko U HenmapameTapcko MoaernoBamwe nosaguHe. OnTumanHe
(Hay4eHe) penpeseHTaumje curHana. 3D TekcTtoHu, BoW mogenu, VLAD n ®uweposu BekTopu. [JBOCTENEHN U jeAHOCTENEHN AETEKTOPU
objekaTa (region proposal networks, RCNN, Faster RCNN, SSD, YOLO). MNpobnemn getekuunje n ectumauunje, npahemwa,
npenosHaBama, AOHOLLIEHa ONTUMAIHUX OANYKa, CerMeHTaumje, PEKOHCTPYKLMje N noborbluarka CUrHana, aHanuse u CUHTe3e Crivke.
OnTuYkM ToK 1 NpoLueHa AybuHe. PadymeBare KOMMOHEHTY cneunjanHux cuctema 3a aksusuumjy cnvke. Cuctemm 3a obpagy cnuka un
Bugea. OcHoe 3D Bu3unje n dortorpametpmje. CuHTE3a HOBUX NpuKkasa cLeHe 3acHoBaHuX Ha SfM n TexHukama peHaepoBawa
kopuwherweMm HeypoHckux mpexa (NERF, 3D Gaussian splatting). CuMynauunoHa okpyxxerwa 3a reHepucamwe CMHTETUYKUX NofaTaka.
MeTtoponoruvje 3a nopefeke nepdopmaHcy anroputama. AHanv3a v npUMeHa pasnuMunuTMX Mogena NInTKMX 1 AyBOoKNX HeypOHCKUX
Mpexa y 3agaumma padyHapcKor Buga. Y 3aBUCHOCTM Of, MHTepecoBaka NonasHuka, npeocTany cagpxaj Kypca Moxe Aa yKkrbydyje Heke
O, TemMa Kao LWTO cy: vision-language moaenun, nctoBpeMeHo npahewe Buwe objekaTa, NnpobabunucTnyke metoge obpage cnvke,
HanpegHe TEXHUKe KOMMpecuje, KOMMjyTepcka Bu3mnja 3a ocmaTtpamwe 3emrbe, BapuyjaumMoHe MeToae y KommnjyTepckoj Busuju, SLAM un
BM3yernHa HaBurauuja, MHBep3Hu npobnemun y KoMnjyTepckoj BU3unju, AeTekumnja u npenosHaBame Manmx 1 TELKO yourbueux objekarta,
KoMnjyTepcka Bu3unja y peaniHoM BpeMeEHY.

4. MeTtoge n3Bohera HacTaBse:

MpeameT ce noxaha kpo3 cTaHgapaHe obnuke ocTBapuBaka HacTaBe U yKIbydyje o6aBe3HO NMPUCYCTBO Ha npefaBakuma u
nabopartopujckum Bexbama. [Nopen caBnagaBara cagpxaja npegMeTa npefaBara UMajy v 3agaTtak a MOTUBULLY Aarby caMocTarnHu
pag ctygeHaTa. KoHcynTaumje u npunpema 3a nonarawe Teopujckor ucnuta, ogbpaHy gomahux 3agaTtaka u camocTanHy nspagy
npegmeTHor npojekta. NMucmeHn ncnut ce nonaxe y peAoBHUM UCMUTHUM POKOBMMA U Ha HeMY je NoTPeBHO ocTBapuTh Hajmare 50%
npeasuheHnx NnoeHa; NpeaMeTHW NpojekaTt ce npeaaje y Lenoct 1 yCMeHo bpanu.

Oatym: 31.01.2026 CtpaHa 8
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OreHe 3Hama (MakcuMaiau 0poj moexa 100)
IIpenucniuthe o6aBese Oo6aBesna | Iloena 3aBpIIHU UCTIUT OobaBe3na | [loena
Jomahwu 3agaTak Ja 10.00 | Teopujcku geo ucnmra Ha 60.00
Jomahu 3agaTak Ha 10.00
IIpeaMeTHH IpojeKar Ha 20.00
Jlureparypa
P.op. AyTtop-n Hacnos W3znaBau lonuna

Pattern Recognition and Computer Vision in

1|Chen, C. H., & et al. the New AI Era

World Scientific Publishing | 2025

Springer, myoauiury
2 Szeliski, R. Computer Vision: Algorithms and Applications |aBanmabie at 2010
https://szeliski.org/Book/

Computer Vision Metrics: Survey, Taxonomy,

3 [Krig, S. and Analysis Apress 2014

4|Aggarwal, C. C. Neural Networks and Deep Learning Springer 2018
Minh, H. Q., & Murino, Cova.rlances in Cgmputer Vision and Machine Morgan & Claypool

5 v learning, Synthesis Lectures on Computer Publishers 2018

Vision #13

Hansen, P. C., Jorgensen, Computed Tomography - Algorithms, Insights, |Society for Industrial and

6 JB S., & Lionheart, W. R. and just enough Theory Applied Mathematics 2021
7 Torralba, A., Isola, P., & Foundations of computer vision MIT Press 2024
Freeman, W.
Hazan, T., Papandreou, . . ..
8 Perturbations, Optimization, and Statistics MIT Press 2016
G., Tarlow, D.
9 IZartley, R., & Zisserman, Multiple View Geometry in Computer Vision |Cambridge University Press | 2011
10 | Paper, D. Tensorflow 2.x in the Colaboratory cloud Apress 2021
Kaehler, A., & Bradsk,i [Learning OpenCV 3: Computer Vision in C++ .
1 G. with the OpenCV Library OReilly 2016
. . Mastering OpenCV 4: A Comprehensive Guide
12 ﬂl illcrot, R., & Escriva, D. to Building Computer Vision and Image Packt Publishing 2018
) Processing Applications with C++
13 |Yaconuc International Journal of Computer Vision Crnpusrep 2025
14 IEEE T ransactions on Pattern Analysis and IEEE Standards Association| 2025
Machine Intelligence
. Hosu Can: ®akynrer
15 | bpksbauy, b. Martepujanu ca npeaaBama 2025

TEXHUYKHUX HayKa

Oatym: 31.01.2026 CtpaHa 9
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HactaBHu npegmet

OsHaka npegmeta:  25.1A025 Hanpen,He mMeTo[e 3a CHMMaH€ N aHalnnady Kpetaka
Bpoj ECIB: 6
Mporpam(u) y kojeM ce n3soau EAI - BewTayka nHtenureHumja n mawmHcko yvewe (MAC), N36opHu npeamet

F20 - AHumauuja y nixersepctay (MAC), N36opHu npeamet

MaTtematuuke Hayke

YHO npeamera PauyHapcka rpacumka

HacTtaBHuum: Pakosuh M. Mupko, PegoBHu npodecop

KpcraHosuh C. Jluguja, BaHpegHu npodecop

Bpoj yacoBa akTMBHe HacTaBe (HEAEIbHO)

MpepnaBatsa AyautopHe Bexbe Opyrn obnvum Hactase | CUP/CTUP/VP/MNP/HNP OcTtanu Yyacosu
3.00 0.00 3.00 0.00 0.00
MpenmeTn npegycnosu Hema
Ycnosu:

1. O6pas3oBHM LUIb:

CTuuare HanpeaHux 3Haka Be3aHux 3a: * CHUMakE KpeTara KPYTUX U eNlacTUYHMX Tera Kao M KOMMIIEKCHUX SbyACKMX nokpeTa
yKkrbyuyjyhv v haumjanHe ekcnpecuja U+ aHanuay, nocTnpoLecupake 1 oNTUMU3aLmMjy CHUMILEHOT KpeTaka.

2. Ncxoam obpasoBarba (CTedeHa 3Hama):

CaBnafhuBatbe HanpegHUx TEOPUJCKUX CasHaka U CTULake NpakTUYHOT UCKYyCTBa y 06nacTu CHUMaka v aHanu3e KOMMIEKCHUX
KpeTaka objekata u YyoBeka. OcnocobrbaBame 3a HanpeaHu pag ca CUCTEMOM 3a CHUMake kpeTawa upme BrkoH. YnosHaBawe ca
HanpeHUM anropuTMuMa 3a NnocTrnpoLecuparse 1 npunpema 3a garby npuMeHy CHUMIbEHOr KpeTamwa. [leo HacTaBe Ha npegmeTy ce
o[BWja Kpo3 camocTasiHu UCTpaxnBadku pag y obnactu BesaHoj 3a npeameT. CamocTanHu UCTpaxusadku pag obyxsata yno3HaBarse
ca aKTyeslHOM Hay4YHOM nMTepaTypoM Be3aHOM 3a 0bracT CHMMaka U aHanuse KpeTakwa YoBeKa M peanusauujy annukauuja n/unm
aHMmaumja 6as3mpaHnx Ha CHUMIbEHMM NokpeTuMa.

3. Cagpxaj/cTpykTypa npeameTa:

YnosHaBare ca npegMeToM. MoaenoBare KOMMIEKCHUX pasrpaHaTx cucTema KpyTux Tena. PegyHOaTHU cucteMu 1 onpumMmusaumja
kpeTawa. CHMMame 1 CMHTe3a kpeTara objekata y AMHAMWUYKOj HECTPYKTYMpaHoj cueHn. CHUMake 1 CUHTE3a pasnuMunuTux TUnosa
FbYTCKUX NokpeTa. CHUMare 1 cuHTesa dauujanHux ekcrnpecuja. Moctnpouecupake U METOAE ONTUMMU3ALMjE CHUMIBEHUX NOKpeTa.
MpumeHa y obnacTtu poboTuke, MHOyCTpuje 3abaBe, MeanLUHe, cnopTa, YMEeTHOCTH

4. MeTtoge n3Bohera HacTaBse:

O6nmum n3sofera HacTaBe Cy: NpeAaBaka, NpakTUyaH paa y nabopaTopuju 3a CHUMake U aHanuay kpeTaka, u3paga npojekTa, u
KoHcynTauuje. Ha npegaBawyma ce usnaxy cagpxaju npegmera n CTUMynuwie ce akTuBHO yveuwhe ctygeHaTta. [pakTudHu geo
CTYAEHTN caBnagaBajy pajoM Ha payyHapy.

OrneHe 3Hama (MakcuMaHu Opoj noena 100)

IIpenucnuthe obaBese ObaBe3na | Iloena 3aBpIIHU UCTIUT Ob6aBe3na | Iloena
[IpeaMeTHHU mpojeKar Ja 30.00 | Ycmenu feo ucnura Ha 30.00
[IpeaMeTHHU mpojeKar Ja 30.00
[IpucycTBo Ha MpeIaBambUMa Ja 5.00
IIpucyctBo Ha BexxOama Ja 5.00
Jluteparypa

P.op. AyTop-u Hacnos W3naBau Tonuna
1 ﬁitsmrsky, L, & Viadimir Kinematics of Human Motion Human Kinetics 1998
Huang, Z., Thomas, C., & . . . .
2 Reddy, S. C. Human Face Motion Analysis. Visual Form Springer 1992
3 Kitagawa, M., & Windsor,|MoCap .for Artists: Workflow and Techniques CRC Press 2012
B. for Motion Capture
4 |Ricardo, T. The Mgcap Book: A Practical Guide to the Art Foris Force 2010
of Motion Capture
Hands-On Machine Learning with Scikit-Learn
5 |Géron, A. and TensorFlow: Concepts, Tools, and O'Reilly Media 2017

Techniques to Build Intelligent Systems 1st
Edition

Oatym: 31.01.2026 Ctpana 10
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JIuteparypa
P.6p. AyTop-u Hacmos WznaBau lopnna
Understanding Motion Capture for Computer  |[Burlington, MA,
6 |Menache, A. Animation (Morgan Kaufmann Series in USA: Morgan Kaufmann, | 2010
Computer Graphics) 2nd Edition Elsevier
. . Burlington, MA,
7 [Menache, A. Unfierst’andmg Motion Capture for Computer USA: Morgan Kaufmann, 2010
Animation :
Elsevier
] Rosenhahn, B., Klette, R., [Human Motion: Understanding, Modelling, Sorineer 2007
& etal. Capture, and Animation pring
9 Kitagawa, M., & Windsor,|MoCap .for Artists: Workflow and Techniques CRC Press 2008
B. for Motion Capture
The Animator's Motion Capture Guide:
10 [Liverman, M. Organizing, Managing, Editing (Charles River |Charles River Media 2004
Media Game Development)
Oatym: 31.01.2026 CrpaHa 11
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HactaBHu npegmet

OsHaka npeameta:  25.1AM005 MaTtemaTtnyka Teopuja urapa
Bpoj ECIB: 6
Mporpam(u) y kojeM ce n3soau F20 - Auumauuja y nixersepctay (MAC), N36opHu npeamet

OM2 - Matematuka y TexHuum (Il roguwnsn) (MAC), N36opHn npeameT

YHO npegmeTta Teopujcka n NpuMerneHa MaTemaTtuka

HactaBHuuym: Bajuh Manyra P. byna, Banpeaxu npodecop

Oenvh O. Mapwja, BaHpeaHu npodecop

Bpoj yacoBa akTMBHe HacTaBe (HeAerbHO)

MpepaBatba AyautopHe Bexbe Opyrv o6nuum Hactase | CUP/CTUP/UP/MUP/HNP OcTanu yacoeu
3.00 3.00 0.00 0.00 0.00
lMpeameTn npegycnosu Hema
Ycnosu:

1. O6pas3oBHU LUIb:

O6pa3oBHM LWIb Kypca je yBofjere OCHOBHUX MOjMOBa KOMGMHaATOpHE Teopuje urapa, ca nocebHUM Harnackom Ha Teopujy NO3ULMOHNX
urapa. [NpeanoxeHe TeMe nmajy U TEOPUjCKN U NPaKTUYHKM 3Hauvaj. [No3HaBawe maTemaTnyike Teopuje urapa JONPUHOCKU NOTMYHOM
pasymeBaky npoLeca npojekToBakwa, UMNNeMeHTaumje n au3ajHupara urapa y oKBMpy pavyHapcke aHumauuje.

2. Vicxoam obpasoBana (CTeyeHa 3Hawa):

CTruarke OCHOBHMX 3Haka M3 0bractn MatemMaTuyknx (KOMOGUHATOPHUX) urapa. YnosHaBawe ca anaTnMa u TEXHUKama Koje ce KopucTe
y 0BOj obracTtu, kao u ca MoryhHocTMMa 1 HaYMHUMa 3a HUXOBY MPUMEHY.

3. Cagpxaj/cTpykTypa npeameTa:

1. YBOAHM nojmoBu. TunoBm komGuHaTtopHux urapa. Ctpaterunja. [ipso urpe. ToTanHa MuH-Makc npetpara gpseta urpe. Kpaha
cTpaTerunje. BepoBaTHocHu npuctyn. 2. Heke kombuHaTopHe urpe. 3. MoanuunoHe urpe JeduHuumja. ke n okc. CTpaTervja ynapveara.
Jake n cnabe urpe. Mejkep-Bpejkep urpe 4. OcHoBHM NojMoBu 13 Teopuje rpachosa 5. Urpe Ha rpadoBuma.

[eo HacTaBe Ha NpeameTy obyxBaTa Hymepuuyke CUMynauuje 1 eBEHTYarHO nucake CEMUHaPCKOr paaa.

4. MeToge n3Bohera HacTaBge:

MpepaBama, ayamo Bexbe n KoHcynTaumje. Tokom ayano-Bexou npumetbyjy ce 1 yBexbaBajy cagpxajn n3noxeHy TOKOM NpefaBahsa.
Tokom cemecTpa, CBaku CTYAEHT paan ceMyuHapcku pag, koju aoHocn 30% noewa.

[enosu rpaguBa Koju YMHE MOrNYKy LieNnHY MOry ce MOMOXWUTK NyTeM [Ba KOMOKBMjyMa. YKOMUKO CTyAeHT ocBoju HajMarwe 30% of
mMoryhux nmoeHa Ha CBakoM o[ KOMOKBUjyMa, cMaTpa ce Aa ra je nonoxuo. Ha ncnuty ctyaeHT moxe ocsojutu go 30% noeHa
OueHa ucnuta ce opmypa Ha OCHOBY OCBOjEHMX NOEHAa Ha CEMMHAPCKOM pajy, Ha KOMOKBMjyMMMA M Ha OCHOBY NOKa3aHOr 3Haka Ha
uenuy.

OreHe 3Hama (MakcuMaau 0poj moeHa 100)

IIpenucnutHe obaBe3e ObaBe3na | Iloena 3aBpIIHU UCTIHT Ob6aBesna | Iloena
IIpeaMeTHH IpOjeKaT Jla 30.00 | [TpakTiuHU A€0 UCTIUTA - 3a7aIH Ja 70.00
Jluteparypa
P.op. AyTop-u Hacnos W3naBau l'oguna
1 |T'p6uh, T. CkpuIiTa U3 MaTeMaTHYKe TEOpHje Urapa 2011
5 BerkoBwuh, J1., & Cumuh, I[I/ICKPeTHa MaTeMaThKa: MaTeMaTHKa 3a Hayuna krura 1987
C KOMITjyTepCKe HayKe

3 (Beck, J. Foundations of positional games 1996
Berlekamp, E. R.,

4|Conway, J. H., & Guy, R. [Winning Ways Academic Press 1982
K.

5|Stahl, S. A Gentle Introduction to Game Theory Amfancan Mathematical 1998

Society

6 Z;larakl, R., Renault, J., et Mathematical Foundations of Game Theory Springer 2019

7 |Mazalov, V. Mathematical Game Theory and Applications |Wiley 2014

8 |Smith, J. M. Evolution and the Theory of Games Cambridge University Press | 1982
Albert, H. M. & Lessons in Play: An Introduction to

? Nowakowski, J. R. et al. |Combinatorial Game Theory A K Peters 2019

Oatym: 31.01.2026 CtpaHa 12
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HactaBHu npegmet

OsHaka npeameta:  25.1A020A Mpoaykumja aHMMmMpaHor ounma u padvyHapcke urpe
Bpoj ECMB: 5

Mporpam(u) y kojeM ce n3soau F20 - Auumauuja y nixersepctay (MAC), N36opHu npeamet

YHO npegmeTta PauyHapcka rpacumka

HactaBHuuym: O6pagosuh M. PaTko, PegoBHu npodhecop

Bacurbesuh C. MiBaHa, JoueHT

KyamaHosuh J. HeHag, [loueHT u3 norba yMmeTHOCTN

Bpoj yacoBa akTMBHe HacTaBe (HEAEIbHO)

MpepnaBatsa AyautopHe Bexbe Opyrn obnvum Hactase | CUP/CTUP/VP/MNP/HNP OcTtanu Yyacosu
3.00 0.00 2.00 0.00 0.00
MpenmeTn npegycnosu Hema
Ycnosu:

1. O6pas3oBHM LUIb:

Linre npeameTa je ga cTyAeHTV CTEKHY HanpeaHa 3Hara v NpakTUYHE BELUTUHE Y NnaHvparby, OpraHnsaumjn 1 peanvsaumjn npoaykumje
aHVMMpaHor mnma 1 pavyHapckux urapa, ykrbyyyjyhv KoHuenTyanHun ausajH, cueHapuj, storyboard, 3[] mogenoBate, aHumauujy, 3ByK,
PeHAEPVHT U MHTerpauujy MHTepaKTUBHMX enemMeHarta.

2. Vicxoam obpasoBana (CTeyeHa 3Hawa):

CtyaeHT he 6utn cnocobaH Aa camocTanHo Unu y TMMy peanuayje KoMNneTHy NpPoAyKUujy aHMmmupaHor ounma unu padyHapcke urpe,
ykibydyjyhu cBe dase of koHuenTa Ao ouHanHor nponssoaa.

3. Capgpxaj/cTpyKTypa npeameTa:

YBoA y NpoayKuujy aHnMmmpaHor dpunma u padyHapckux urapa. KoHuenTtyanHu amsajH n pa3soj ngeje. Nucawe cueHapuja u storyboard.
MnaHupatbe npoaykuuje n pacnogena pecypca. Mogenosare v puroBawe 3[] kapaktepa u objekata. AHUMauuja kapaktepa un objekara,
Kopuwhere OCHOBHMX M HanpeaHux TexHuka. Kpenpawe cneumjanHux edekarta, 3Byka U mysuke. PeHaepuHr u noctnpogykumja.
MHTerpaumvja nHTEPaKTMBHUX enleMeHaTa u TecTupakwe urapa. YnpaBrbake NpojekToM U TUMCKM paf. AHanusa n eBanyauuja
npoaykuuje.

4. MeToge n3sohera HacTaBse:

MpepaBama, NpakTnyHe Bexbe y pavyHapckoj nabopaTopwju, 3paga UHANBUAYANHOT U TUMCKOT NpojekTa, koHcynTaumnje. CTyaeHTH
aKTUBHO y4ecTBYjy Kpo3 npeseHTauujy u oabpaHy CBOjuUX NPOjEKTHUX mAaeja U npousBoda. lNpakTUYHU Aeo ykibydyje pag y
cneumjanusoBaHoM codTBepy 3a 31 mogenoBakwe, aHMMauunjy u pasBoj urapa.

Orere 3Hama (MakcuMaHu O6poj moeHa 100)

[IpenucnutHe obaBe3e ObaBe3na | Iloena 3aBpIIHU UCTIUT Ob6age3na | Iloena
[IpeameTHU mpojekar Ja 50.00 | [Ipe3enranuja u 3aBpuiHa ogopana Jla 30.00
IIpeameTHH(TIPOjEKTHU )3aaTaK Ja 20.00 | mpojekTa )
Jlurepatypa

P.6p. AyTop-u Hacmos WznaBau lopnna
1 |Schell, J. The Art of Game Design: A Book of Lenses CRC Press / Taylor & 2019
Francis Group
2 |Williams, R. The Animator’s Survival Kit London: Faber & Faber 2001
3 Winder, C., & Producing Animation CRC Press 2020

Dowlatabadi, Z.

Game Design Workshop: A Playcentric

4 |Fullerton, T. Approach to Creating Innovative Games

A K Peters / CRC Press 2023

Obradovi¢, R. &
Vujanovi¢, M.

Novi Sad: Fakultet

Animacija karaktera tehnickih nauka

2013

Oatym: 31.01.2026 Ctpana 13




‘_}‘_&5 ST, YHUBEP3UTET Y HOBOM CALY, PAKYNTET TEXHNYKNX HAYKA
_@‘fff\% 21000 HOBW CALl, TPI" AOCUTEJA OBPAJOBURA 6
5 g
z g
B gg%_“ :
= £ .
O ante KHUTA NMPEOMETA - AHumaumja y uHxewepcTBy

HactaBHu npegmet

Oanaka npeavera:  25./A020N PenpepoBare y peanHom BpeMeHy 3a 3L rpacmky v

padyHapcke urpe

Bpoj ECIB: 5

Mporpam(u) y kojeM ce n3soau F20 - Auumauuja y nixersepctay (MAC), N36opHu npeamet
YHO npegmeTta PauyHapcka rpacumka

HactaBHuuym: O6pagosuh M. PaTko, PegoBHu npodhecop

Bacurbesuh C. MiBaHa, JoueHT

Bpoj yacoBa akTMBHe HacTaBe (HeAerbHO)

MpepaBatba AyautopHe Bexbe Opyrv o6nuum Hactase | CUP/CTUP/UP/MUP/HNP OcTanu yacoeu
3.00 0.00 2.00 0.00 0.00
lMpeameTn npegycnosu Hema
Ycnosu:

1. O6pas3oBHU LUIb:

Linre npeameTa je Aa CTyAEHTU CTEKHY HanpedHa 3Hawa W NpakTuyHe BeWTUHe y peHpaepoBawy 3[1 cLleHa y pearnHoMm BpeMeHy,
pasymeBany rpadunykmMx anroputama, ontummnsaumju nepdopmancu, kopuwherwy rpadpudkux APl-ja n nHterpaumjun peHgeposama y
pa3Boj payyHapckux urapa.

2. Vicxoam obpasoBana (CTeyeHa 3Hawa):

CtyneHT he 6uTtn cnocobaH ga camocTanHo unu y Tumy passuje real-time 3[ cueHe u urpe, onTumuayje rpaduky 3a nepgpopmaHce,
umnnemeHTupa shader-e, edpekte ocBeTrbera U TEKCTypucama, Te MHTerpule peHaepoBare y MHTEpakTMBHE annvkauuje.

3. Cagpxaj/cTpykTypa npeameTa:

YBog y real-time peHaepoBatse. padumykm pipeline n apxutektypa GPU-a. Shader-u 1 nporpamcko ocBeTrbewe. TekcTypupare, mane
n matepujanu. Edpektn kao wro cy pednekcuje, ceHke, noctnpouecmpare. OnTumnsaumja nepdopmancu n LOD TexHuke. MHTerpauwja
peHaepoBawa y 3[1 urpe. [lebaroBare 1 npocdunncame rpacduydknx annukauuja. Ynpaerbawe pecypcuma u memopujom. AHanusa u
eBarnyauuja kBanuTeTa peHaepoBama.

4. MeTtoge n3Bohera HacTaBse:

MpepaBana, NpakTnyHe Bexbe y pavyHapckoj nabopaTopwju, u3paga UHANBUAYANHOT U TUMCKOT NpojekTa, koHcynTaumnje. CTyaeHTH
aKTUBHO YYeCTBYjy KpO3 Mpe3eHTauujy u oabpaHy CBOjUX peHAepoBaHuX cueHa n npojekaTa. [MpakTuyHu geo ykrbydyje pag y noroHmma
urpe, shader nporpammpane 1 onTuMu3auujy nepgopmaHcu.

OrneHe 3Hama (MakcuMaHu Opoj noena 100)

IIpenucnuthe obaBese ObaBe3na | Iloena 3aBpIIHU UCTIUT Ob6aBesna | Iloena
[IpeaMeTHHU mpojeKar Jla 50.00 | IIpe3enTanuja u 3aBpinHa ogdpaHa Jla 30.00
IpeameTHH(OPOjeKTHHU)3a4aTaK Ja 20.00 | mpojekTa )
JIuteparypa

P.op. AyTop-u Hacnos W3naBau T'onuna

Akenine-Moller, T.,

1 [Haines, E., & Hoffman, |Real-Time Rendering CRC Press 2018
N.

2 |Lintrami, T. Unity 2021 Game Development Essentials Packt Publishing 2021

3 |Doran, J. P. Unreal Engine 5 Game Development Apress 2022

4 Ba1ley, M., & Graphics Shaders: Theory and Practice CRC Press 2012
Cunningham, S.

5 |Suffern, K. G. Raytracing From the Ground Up A K Peters, Ltd. 2007

6 Pharr, M., Jakob, W., & |Physically Bgsed Rendering: From Theory to Morgan Kaufimann 2016
Humphreys, G. Implementation

7| Buck. 7 The Ray Tracer Challenge: A Test-Driven The Pragmatic 2019

> Guide to Your First 3D Renderer Programmers, LLC
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KHUTA NMPEOMETA - AHumaumja y uHxewepcTBy

CTpyyHa npakca

OsHaka

npegmeta:  25.1GASPO

Bpoj ECMB: 3

CTtpyyHa npakca

Mporpam(u) y kojeM ce n3soau

F20 - Auumauuja y nixersepctay (MAC), ObaBesaH npegmet

YHO npegmeTta

OurntanHa ymeTHoCT
MaTematuuke Hayke
PauyHapcka rpacumka

HactasHuum:

Bpoj yacoBa aKTUBHe HacTaBe (HEAEIbHO)

MpenaBawba AyauTtopHe Bexbe Opyru o6nvumn Hactase | CUP/CTUP/UP/MUP/HNP Ocranu yacosu
0.00 0.00 0.00 0.00 6.00
[MpeameTn npegycnosu Hema

Ycnosu:

1. O6pasoBHU LUIb:

CTtuuare yBuaa y yHKUMOHMCawe npeay3eha/MHCTUTYLUMja 1 NPpUMEHY CTEYEHMX 3HaHba Y PeariHOM OKpYXKekby.

2. Vicxoam obpasoBana (CTeyeHa 3Hawa):

Paaamjal-be cnocobHocTH npumMmeHe TeOpMjCKMX N CTPYYHUX 3HaHa Npu pellaBaky NPakTUHHUX NHXEeHEePCKO-MeHaLlepCKNX 3agaTtaka.

YnosHaBate ca OpFaHVI3aL|VIjOM, ,El,eJ'IaTHOLLIﬁy N yNOrom UHXewepa y npaxkcu.

3. Capgpxaj/cTpyKkTypa npeameTa:

HeduHunwe ce nHamMBmayanHo, y capagru ca npefy3eheM/MHCTUTYLMjOM Yy KOjoj ce npakca peanuayje.

4. MeToge n3Bohera HacTaBge:

Mpaktnyax pag, KOHCYJ'ITaLI,VIje N n3paga gHeBHUKa npakce.

Orere 3Hama (MakcuMaiaHu 0poj moexa 100)

IpenucnutHe 0baBe3e Oo0ase3na | IToena 3aBpUIHA UCTTUT O0ase3na | Iloena
IIpeaMeTHH IpojeKar 50.00 | Yemenu neo ucnura Ja 50.00
Jlurepartypa

P.op. Ayrop-u Hacnos WznaBau lonuna
1 Ceu aytopu / ['pymna Oxrosapajyhu MaTepujai HEOIIXOJaH 3a — )
aytopa pemaBame KOHKPETHUX IpobieMa
5 All authors / Group of Appr.opriate materials necessary for solving all )
authors specific problems.
Oatym: 31.01.2026 CrpaHa 15
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HactaBHu npegmet

OsHaka npeameta:  25.1A018A KomnjyTtepcka reomeTtpuja
Bpoj ECIB: 4
Mporpam(u) y kojeM ce n3soau F20 - Auumauuja y nixersepctay (MAC), ObaBesaH npegmet

MaTtematuuke Hayke

YHO npeawera PauyHapcka rpacumka

HacTtaBHuum: Yomuh Jb. Jlnaunja, PegoBHu npodecop

KpcraHosuh C. Jluguja, BaHpegHu npodpecop

Bpoj yacoBa akTMBHe HacTaBe (HEAEIbHO)

MpepnaBatsa AyautopHe Bexbe Opyrn obnvum Hactase | CUP/CTUP/VP/MNP/HNP OcTtanu Yyacosu
2.00 0.00 2.00 0.00 0.00
MpenmeTn npegycnosu Hema
Ycnosu:

1. O6pas3oBHM LUIb:

OcnocobrbaBakbe CTyAeHaTa 3a peluaBare KOMMNIeKCHNX npobnema us kommjytepcke rpadmvke u reomeTpuje.

2. Vicxoam obpasoBana (CTeyeHa 3Hawa):

[a cTeuyeHa 3Harba NpuMeksyjy y Aarbem npouecy obpasoBara kao 1 'y 6yayhem npodecnoHanHom pagy.

3. Capgpxaj/cTpyKkTypa npeameTa:

ANropuTMK 1 NOCTYNUM 3a pellaBarke PyHAAMEHTanHUX reoMeTpujcknux npobnema, Koju Cy NocTaBIbeHU y ABE AVMEH3Wje Unu Tpu
AuMeH3snje. luHaMnyka komnjytepcka reomeTpuja. Jlokaumja Tauke. Convex Hull Bu3yanusaumja: ABogUMEH3NOHANHa, AMHAMUYKA,
TpoAamMeH3noHarnHa. Lptawe rpacdosa. Budyenusauumja suagremsoctun. ®pakranu. BopoHou gnarpamu, Delaunay Tpuanrynauumja.
reomeTpuja npaBoyraoHuka.

4. MeToge n3Bohera HacTaBe:

MpepnaBawa n Bexbe y pavyHapckoj nabopatopuju. KoHcyntauuje.

OreHe 3Hama (MakcuMaiau 0poj nmoeHa 100)

IIpenucniuthe o6aBese OobaBesna | Iloena 3aBpIIHU UCTIUT OobaBe3na | [loena
TIpeaMeTHH(NIPOjEKTHH )3adaTaK Ha 30.00 | Ycmenu neo ucnura Ja 30.00
TIpeaMeTHH(NIPOjEKTHH )3adaTaK Ha 30.00
IIpucycTBO Ha IpeaaBamUMa Ha 5.00
IIpucycTBO HA pauyHApCKHM BexkOama Ha 5.00
Jlureparypa

P.op. AyTtop-u Hacnos W3znaBau lonuna
Preparata, F. P., & . ) . .
1 Shamos, M. L. Computational Geometry: An Introduction Springer 1985
Di Battista, G., Eades, P., . . .
2| Tamassia, R., & Tollis, I. Drawing: Algorithms for the Visualization of Prentice-Hall 1999
G Graphs
De Berg, M., Cheong, O., . ) .
3 |Van Kreveld, M., & Computa{uonal Geometry: Algorithms and Berlin: Springer 2008
Applications
Overmars, M.
4 |Zarins, U. Anatomy of Facial Expression Exonicus Inc 2018
5|Zarins, U., & Kondrats, S. Anatomy.for Sculptors Understanding the Exonicus Inc 2018
Human Figure
The Nine Old Men: Lessons, Techniques, and
6 | Andreas Deja Inspiration from Disney's Great Animators 1st |Routledge 2016
Edition
7 | Bridson, R. Flu}d Simulation for Computer Graphics 2nd CRC Press 2015
Edition
8 |O'Rourke, J. Computational Geometry in C Cambridge University Press | 1998
9 |Banchoff, T. F. Beyond the Thqu Dlmen519n: Geom etryf W H Freeman & Co 1990
Computer Graphics, and Higher Dimensions
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Jlurepatypa
P.6p. AyTop-u Hacmos WznaBau lopnna
10 |Loustau, J., & Dillon, M. |Linear Geometry with Computer Graphics CRC Press 1992
11 |Amari, S. Information Geometry and Its Applications Springer 2016
12 [Angeles, J., & Pasini, D. ;}l;iaéne e;;aéstﬁg (C}eA(;;netry Construction: The Springer 2020
Programming Computer Vision with Python:
13 {Solem, J.E. Tools and Algorithms for Analyzing Images 1st [O'Reilly Media 2012
Edition
. Computer Vision: Models, Learning, and . . .
14 |Prince, S. J. D. Inference (1st Edition) Cambridge University Press | 2018
De Berg, M., Cheong, O., . .
15 [Van Kreveld, M., & Computa.tlonal G.e ometry Algorithms and Springer 2008
Applications (Third Edition)
Overmars, M.
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HactaBHu npegmet

OsHaka npemeta:  25.E2528 lMpouec pasBoja padyHapCKnx urapa
Bpoj ECIB: 6
Mporpam(u) y kojeM ce n3soau E20 - PauyHapctBo n aytomatuka (MAC), N36opHn npegmet

F20 - AHumauuja y nixersepctay (MAC), ObaBesaH npegmet
SEO - CocbTBEPCKO MHXEHEPCTBO U MH(popMaumoHe TexHonoruje (MAC), N36opHu npegmeT

YHO npegmeTta Mpumer-eHe padyHapcke Hayke U MHGOopMaTHKa

HactaBHuuu: MeeTtuh B. [paraH, PenoBHn npodecop

Apamosuh . MunaH, [JoueHT

Bpoj yacoBa akTMBHe HacTaBe (HeAEerbHO)

MpepaBatba AyautopHe Bexbe Opyrv 06nmum Hactase | CUP/CTUP/UP/MUP/HNP OcTtanu Yyacosu
3.00 0.00 3.00 0.00 0.00
MpenmeTn npegycnosu Hema
Ycnosu:

1. O6pa3oBHM LWIb:

OcnocobrbaBane cTyAeHaTa Aa pa3ymejy npouec pa3soja MOAEpHUX padyHapCcKux urapa v aa 6yay y ctawy Aa NpyuMeHe CBoja 3Hawa
y 0bnacTi BUCOKO MHTEPaKTUBHMX padyyHapCKux urapa.

2. Ncxopm obpasoBarba (CTeueHa 3Hama):

CTeyeHa 3Hata 1 BELUTUHE KOPUCTM 3a Pa3Boj pavyHapckux urapa, ykrbyuyjyhu u o36urbHe urpe, urpe 3a pasoHody, U cuMmynauuje.

3. Cagpxaj/cTpykTypa npeameTa:

Mojam Buaeo urpe. TexHonoruja n npouec pasBoja padyHapckux urapa. IHTepakumnja n padyHapcke urpe (pasBoj y cnydajy urpaya
NpoTMB pavyHapa 1 y crnyyajy Bulie urpada). Cumynauuja npoweca y padyHapckum urpama. [crMxonoLukm acnekTy pa3soja padyHapCcKmx
urapa (KoHuenT "urpuBocTn,” MeTpuke catucdakumnje KopucHuka). lMojam npuye n ecteTuke y pavyyHapckum urpama. NMpumeHa
pavyHapckux urapa (TpXuwTe urapa 3a pasoHoay, 036urbHe urpe n urpe n obpasoBame).

4. MeTtoge n3Bohera HacTaBse:

MpepaBama, padyHapcke Bex6e, KoHcynTaumje. [pagnBo npeameTa je opraHM3oBaHo y 2 LenuHe Koje ce nposepasajy y hopmu 2 Tecta
TOKOM npefaBara. Ha Bexxbama ce kopucTe caBpeMeHU NoroHu urpe ga 6u ce n3yunnu acnektv passoja Buaeo nrapa. OBako CTeYeHO
3Hake ce NpoBepaBa NPeKo camMoCTalHor NpojekTa Ynjy je Luurb peanusoBare jeHOCTaBHe anu koMmnneTHe Buaeo urpe. lNpojekaTt ce
pagv y TuMoBMMa. YcnewHo pelleHe Bexbe cy ycnoB 3a uanasak Ha ucnut. Mcnut ce nonaxe y nucmeHoj popmu. OcBojeHn 6040BU ca
ucnuTa, TectoBa n obaBesa ca Bexbu ce cabupajy popmmpajyhu KoHauYHy OLEeHy.

OrneHe 3Hama (MakcuMaHu Opoj noena 100)

IIpenucnuthe obaBese ObaBe3na | Iloena 3aBpIIHU UCTIUT Ob6aBesna | Iloena
CeMHMHAPCKU paj Ja 20.00 | 3aBpIIHU HCTIUT Ha 30.00
CroxeHu 00JIHMIM BEKOH Ha 50.00
JIuteparypa

P.op. AyTop-u Hacnos W3naBau T'onuna

ConcTBEHO U3NIaAhE,
Usernh, /1., & Bypcah, B. |[Ipoiec pa3Boja pauyHapcKux urapa (CKpHUITa) |IOCTYITHO Ha 2025
ruM.(TH.yHC.a1.pc

[u—

The Art of Game Design: A Book of Lenses, |CRC Press / Taylor &

2|Schell, J. (3rd Edition) Francis Group

2020

Minhaz-Us-Salakeen, F.,

& Tanimul Haque, K. How to Make a Game Apress 2021

Borromeo, N. A., & Hands-On Unity Game Development: Unlock

4 Gomila Salas, J.G. the Power of Unity 2023 and Build Your Packt Publishing 2024
Dream Game
Unreal Engine 5 Game Development with C++

5|Li.Z. G. Scripting: Become a Professional Game Packt Publishing 2023

Developer and Create Fully Functional, High-
Quality Games
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HacTtaBHu npegmet
OsHaka npeameta:  25.1AI12 HanpegHu BusyenHun edektn 3a pavyHapcke urpe
Bpoj ECIB: 4
Mporpam(u) y kojeM ce n3soau F20 - Auumauuja y nixersepctay (MAC), N36opHu npeamet
YHO npegmeTta PauyHapcka rpacumka
HactaBHuuym: O6pagosuh M. PaTko, PegoBHu npodhecop
Bacurbesuh C. MiBaHa, JoueHT

Bpoj yacoBa akTMBHe HacTaBe (HeAerbHO)

MpepaBatba AyautopHe Bexbe Opyrv o6nuum Hactase | CUP/CTUP/UP/MUP/HNP OcTanu yacoeu
2.00 0.00 2.00 0.00 0.00
lMpeameTn npegycnosu Hema
Ycnosu:

1. O6pas3oBHU LUIb:

Linre npegmeTa je fa CTyAeHTU CTEKHY HanpeaHa 3Hakba U NPakTUYHE BELUTUHE Y Kpeupaky U UMNNeMeHTaumju BU3yenHunx edekaTa y
payvyHapCcKkumM urpama, ykrby4yjyhu yectuue, ocBeTIbeHe, MOCTNPOLECHHT, PU3ndke cuMynalmje n cxagep nporpamupare yHyTap game
engine -a.

2. Vicxoam obpasoBana (CTeyeHa 3Hawa):

CTtyneHT he 6utn cnocobaH ga caMocTanHo unu y TMMy kpeupa couctuynpaHe Busyende edpekre 3a 3[ urpe, niterpuwie mx y real-
time okpyxetse, onTUMU3yje nepdopMaHce 1 aHanMampa KBanuteT BU3yenHux edekata y pasnuuntuM cueHapujuma.

3. Cagpxaj/cTpykTypa npeameTa:

YBoga y Bu3yenHe edekTe y urpama. Cuctem vectuua n cumynaumja. Shader-u un npunarofeHo ocBeTrbene. [NoctnpouecunHr edektu n
HDR TtexHuke. Pusunuke cumynaumje (Boga, avm, ekcrnosuje). Ecdpektn BpemeHa n atmocdepcku edektn. ViHTerpaunja edekata y game
engine. OnTnMu3auwnja nepdopmaHcu. AHanusa n eBanyaumja BusyenHux edekara.

4. MeToge n3Bohera HacTaBe:

MpenaBama, NpakTnyHe Bexbe y pavyHapckoj nabopaTopuju, uspaga MHAMBMAYAIHOr U TUMCKOT NpojeKTa, KoHcynTauuje. CTyaeHTn
aKTMBHO y4ecTBYjy Kpo3 npeseHTauujy n ogbpaHy ceojux VFX cueHa v npojekata. MpakTnyHu Aeo ykrbyyyje pag y game engine-uma,
shader nporpamupatbe, cumynaumje n onTuMm3saunjy nepgopmaHcu.

Orere 3Hama (MakcuMaiaHu 0poj moexa 100)

IIpenucniuthe obaBese Oo6aBesna | Iloena 3aBpIIHY UCTIUT Obase3na | [loena
TIpe/IMETHU POjeKaT Ja 50.00 | IIpe3zenTanuja u 3aBpirHa ogOpaHa Tla 30.00
IIpeameTHn(NIPOjEeKTHH )3a4aTaK Ha 20.00 | mpojekTa ]
Jlurepartypa

P.op. Ayrop-u Hacnos W3znaBau lonuna
1 [Gregory, J Game Engine Architecture, (3th Edition) Boca Raton: Taylor & 2018
gory; - g i Francis, CRC Press
Akenine-Moller, T.,
2 |Haines, E., & Hoffman, |Real-Time Rendering CRC Press 2018
N.
3 |Lammers, K. Unity 2021 Shaders and Effects Cookbook Packt Publishing 2021
4 |Doran, J. P. Unreal Engine 5 Shaders and Effects Cookbook [ Apress 2022
5 |Lanier, L. Comp9s1t1ng V1§ua1 Effects in After Effects: Routledge 2015
Essential Techniques
6 |Kerlow, I. The Art of 3D Computer Animation and Effects IS\I;\:; JIerfzey: John Wiley & 2009
The Art and Science of Digital Compositing:  |Amsterdam; Boston:
7 |Brinkmann, R. Techniques for Visual Effects, Animation and |Morgan Kaufmann 2008
Motion Graphics Publishers
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HactaBnu npegmet
OsHaka npeameta:  25.1A115 TexHonorunje pavyHapcke rpaduvke y KynTypHOM Hacrehy
Bpoj ECIB: 4
Mporpam(u) y kojeM ce n3soau F20 - Auumauuja y nixersepctay (MAC), N36opHu npeamet
YHO npegmeTta PauyHapcka rpacumka
HactaBHuuym: Bypuh b. Ucnpopa, OoueHT
Bpoj YacoBa akTBHE HacTaBe (HederbHo)
MpenaBama AyauTopHe Bexbe Opyru o6nvum Hactase | CUP/CTUP/UP/MNP/HNP Ocranu yacosu
2.00 0.00 2.00 0.00 0.00
[MpegmeTn npegycnosu Hema
Ycnosu:

1. O6pasoBHU LUIb:

Linre npeameTa je Aa CTyAEHTM CTEKHY 3Hama 1 BELUTUHE 3a UCTPaXMBaHe, aHannay v NprMeHy caBpeMeHVX TEeXHOIOormja padyHapcke
rpaduke y JOKYMeHTaumju, BU3yanusaumju n npeseHtaumju KyntypHor Hacneha.

2. Vicxoam obpasoBana (CTeyeHa 3Hawa):

CTydeHTU CTMUy Teopujcka U MpakTU4YHa 3Hawa noTpeGHa 3a NpMMeHy MeToAaa, TEXHWKA M anaTa padyHapcke rpacduke y aHanusm,
[OKyMeHTaLuju 1 npe3eHTauuju KyntypHor Hacneha, ykrbydyjyhu cnocoBHOCT KpUTUUKOr BpedHOBawa ofabpaHux TexHonorvja u
pellaBara NpakTUYHUX 3ajaTtaka.

3. Cappxaj/cTpyKTypa npegmeTa:

YBoA y AvruTanHe TexHonoruje pavyHapcke rpaduke y kyntypHom HacneRy. MNpernen caBpeMeHnx TexHonorvja padyHapcke rpaduke y
npeseHTaumju u KOMyHuKaumju KyntypHor Hacneha. AurntanHa gokymeHTauuja u aHanuaa KynTypHor Hacneha. Busyanusaumja u
npeseHTaunja KyntypHor Hacrneha. Npunpema maTepujana 3a UHTEPHET, My3ejCKe eKCroHaTe, eyKaTUBHE NPOjeKTe U MY3ejCKO-
KOMYHWMKaumjcky ynotpeby. Pa3Boj MHTEPaKTMBHUX 1 MMEP3UBHUX UCKycTaBa y obnacTtu kynTypHor Hacneha. Pa3soj 360° BupTyenHumx
Typa. MpakTuyHe BexGe U NpojekTn Koju noapasymeBajy paj Ha KOHKpPeTHUM apTedakTuma unu objekTMma KynTypHor Hacneha.
WHTerpauuja gurutanHux Moaena y BusyarnHe v MHTEpakTVBHE Npuvikase, U KpuTudka eBanyauuja anata n metoga. byayhe nepcnektvse
N MHTEPAMCLMNNVHApHE NpUMeHe.

4. MeToge n3Bohera HacTaBse:

HacTaBa ce peanusyje kpo3 npefasara u npaktuiHe Bexbe y pavyHapckoj nabopatopuju, y3 MOryhHOCT MHAMBUAYANHNX U FPYMHMX
KoHcynTauuja. 3aBpLuHa oLeHa ce opMmnpa Ha OCHOBY peanv3oBaHOr NpeAMeTHOr NpojekTa, herose NpeseHTaumje n ycMeHe ogbpaHe.

Orere 3Hama (MakcuMaHu O6poj moeHa 100)

[IpenucnutHe obaBe3e ObaBe3na | Iloena 3aBpIIHU UCTIUT Ob6age3na | Iloena
[IpeameTHU mpojekar Ja 70.00 Hpe§eHTaqua U 3aBpIlHa o0paHa Jla 30.00
IIpojeKTa
Jlurepatypa
P.6p. AyTtop-u Hacinos Usnasau I'ognnaa
1 [I'pyna ayTtopa Computer Graphics and Applications IEEE 1981

Liarokapis, F.,
Voulodimos, A.,
Doulamis, N. &
Doulamis, A.

Visual Computing for Cultural Heritage Springer 2020

Eurographics Workshop on

D’Amato, L., Naldini, F., |Towards the Formal Teaching of CG Graphics and Cultural
3|Tibaldo, V., Trianni, V., |Applications in Cultural Heritage for Computer |Heritage (2021), A. 2021
& Pellegrini, P. Graphics and Animation Students Chalmers and V. Hulusic
(Eds.)
Portalés, C., Rodrigues, J. Multimodal Technol.

M., Rodrigues Gongalves, Interact. 2018, 2(3), 58;

4 A.. Alba, E., & Sebastian, Digital cultural heritage MDPL 2018
J. https://doi.org/10.3390/mti2
5 Liritzis, I., Al-Otaibi, F.  |Digital technologies and trends in cultural Mediterranean Archaeology 2015
M., & Volonakis, P. heritage and Archaecometry
o Digital technologies and the role of data in . .
6 Vassilis, P., & Wallace, cultural heritage: The past, the present, and the Big Dat.a and Cognitive 2022
M. future Computing
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JIuteparypa
P.6p. AyTop-u Hacmos WznaBau lopnna
The Effectiveness of Digital Technologies Used .
. . S . A International Journal of
Hijazi, A. N., & Baharin, |for the Visitor's Experience in Digital . .
7 .o . Interactive Mobile 2022
H. Museums. A Systematic Literature Review Technologies
from the Last Two Decades J
International Conference on
3 Shah, M. N., Fathihin, N., |A Systematic Review on Digital Technology  |User Science and 2018
& Ghazali, M. for Enhancing User Experience in Museums Engineering. Singapore:
Springer Singapore
Experience Design, Virtual Reality and Media
9 |Pietroni, E. Hybridization for the Digital Communication |Applied System Innovation | 2019
Inside Museums
Marto, A., Gongalves, A., |A Survey of Multisensory VR and AR .
10 Melo, M. & Bessa, M. Applications for Cultural Heritage Computers & Graphics 2022
11 |Camara, A. S., & Raper, J.|Spatial Multimedia and Virtual Reality London: Taylor & Francis | 1999
Hughes, J., Van Dam, A.,
McGuire, M., Sklar, D., . .
12 Foley, J.. Feiner, S.. & Computer Graphics Addison-Wesley 2013
Akeley, K.
Driving Innovation and Sustainable
Zhang, A., Gong, ., Develogpment in Cultural Heritage Education L
13 |Chen, Q., Jin, X., Mu, Y., .. . Sustainability, MDPI 2025
Through Digital Transformation: The Role of
&Lu, Y. . .
Interactive Technologies.
Brendt, E., & Teixeira, J. |Cultural Heritage in the Mature era of IEEE Computer Graphics &
14 . L 2000
C. Computer Graphics Applications
15 | Amold, D. Compu‘ger Graphw; aqd Cultural Heritage, Part IEEE Cqmputer Graphics & 2014
2: Continuing Inspiration for Future Tools Applications
Ruggero, P., Kazim, P.,
Ying, Y., Weyrich, T., A Survey of Geometric Analysis in Cultural .
16 Gobbetti, E., & Heritage Computer Graphics Forum | 2016
Rushmeier, H.
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HacTtaBHu npegmet
OsHaka npegmeta:  25.1A030A MaTtemaTnyku mMoAenn padyHapcKor Buaa
Bpoj ECIB: 4
Mporpam(u) y kojeM ce n3soau F20 - Auumauuja y nixersepctay (MAC), N36opHu npeamet
YHO npegmeTta Teopujcka n NpuMerneHa MaTemaTtuka
HactaBHuuym: Wnuh M. Bnagumup, BaHpeaHu npodecop
Jlykuh J. Tubop, PenosHu npocecop

Bpoj yacoBa akTMBHe HacTaBe (HeAerbHO)

MpepaBatba AyautopHe Bexbe Opyrv o6nuum Hactase | CUP/CTUP/UP/MUP/HNP OcTanu yacoeu
2.00 2.00 0.00 0.00 0.00
lMpeameTn npegycnosu Hema
Ycnosu:

1. O6pas3oBHU LUIb:

OcnocobrbaBatse CTyAeHaTa 3a CTulame U NnpuMeHy MmateMaTu4kKnx 3Hawa U3 oMeHa padyHapcKkor Buaa.

2. Ncxoam obpasoBarba (CTedeHa 3Hama):

CTyOeHT je 0cnocobrbeH 3a pasyMeBaHe U NpUMeHy MaTemMaTUYKkMX Mofera y obnacTv padyHapckor Buaa.

3. Cagpxaj/cTpyKkTypa npeameTa:

JlnneapHe TpaHcdopmauuje. AdumHe TpaHcopmaumje. OcobuHe poTaumoHe matpuue. XomoreHe koopauHare. [NpojekTuBHa kamepa.
WHTPUH3NYHM 1 eKCTPUH3NYHK napameTpu kamepe. KanubpaunoHa maTtpuua. OgpehuBare crorbHe opujeHTauuja kamepe.

4. MeToge n3Bohera HacTaBse:

MpenaBama 1 BexGe cy ayautopHe u padyHapcke. CTyaeHTu gobujajy njomahu 3agatak 3a caMmocTanHu pag, a nocre sehux uenuHa
nonaxy Konoksujym u3 Te obnactu.

Orere 3Hama (MakcuMaHu O6poj moeHa 100)

TIpenucnutHe obaBe3e Ob6age3Ha | [loena 3aBpUIHA UCTTUT Oo6age3na | IloeHa
[IpucycrtBo Ha npeaaBambUMa Ha 5.00 | 3aBpurHu ucnur - 1 1eo Ha 35.00
[IpucycTBo Ha BexkOama Ha 5.00 | 3aBpUIHU UCTIUT - 2 I€0 Ha 35.00
Tect Ha 10.00
Tect Ha 10.00
Jlurepatypa

P.6p. AyTtop-u Hacinos Usnasau I'ognnaa
1 Kartley, R, & Zisserman, Multiple View Geometry in Computer Vision [Cambridge University Press | 2003
2 |[Tomoruh, M. JururanHa oOpana Ciuke beorpan: Axagencka mucao | 2006
3 |JTyxuh, T., & Konara, T. YBox y BapujariuoHu padyH ca nmpumenamay  |Hosu Can: @akynrer 2021
o0Opamu cimke TEXHUYKUX HayKa
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HactaBnu npegmet
OsHaka npeameta:  25.1A031 PayyHapcku reHepucaHa My3uka 3a aHMMaumjy U rejMuHr
Bpoj ECMB: 4
Mporpam(u) y kojem ce n3soau F20 - AHnmaumja y nixerwepctay (MAC), M36opHu npeameT
YHO npeameTta Hvrutanya ymeTHocT
HacTtaBHuum: KyamaHosuh J. HeHag, [loueHT 13 norba ymeTHOCTH
Bpoj YacoBa akTBHE HacTaBe (HederbHo)

MpenaBawa AyautopHe Bex6e Opyrv o6nuum HactaBe | CUP/CTUP/NP/MNP/HUP Ocranu yacosu
2.00 0.00 2.00 0.00 0.00

[MpegmeTn npegycnosu Hema
Ycnosu:

1. O6pasoBHU LUIb:

CTuuarke OCHOBHUX 3Haka y KOpVILLIheH:y AUrnTanHux TeXHOJ'IOI'VIja 3a reHepucase My3unke 3a aHVIMaLl,Vij n I'ejMVIHI'.
OCHOBHU LI npeameta jeCTe yno3HaBak-€ CTyaeHaTa ca CI'IeLlVIjaJ'IVI3OBaHVIM anatuMa 3a pavyHapcKo reHepucatbe My3uke.

2. Vicxoam obpasoBana (CTeyeHa 3Hawa):

CTtuuarbe 3Hawa 1 cnocobHocTu: 1) mpoueaypanHo reHepucame My3uke; (2) KnacuyHO AUTMTanHoO KOMMOHOBake My3uke; (3) npunpema
reHepucaHe MysuKe 3a VHTerpucame y BUAeO Urpy n aHmmauujy.

3. Cagpxaj/cTpyKkTypa npeameTa:

Yno3HaBawe ca cnegehum texHonornjama: game audio engine — FMOD, aurutanHun u aHanorHn anatu 3a subtractive cuHTesy 3Byka
(mopynapHu cuHTucajsepu), Ableton LIVE, Derivative TouchDesigner, GameSynth .

4. MeToge n3Bohera HacTaBse:

MpenaBama u Bexbe y pavyHapckoj nabopatopuju. KoHcyntauuje.

PauyHapcke Bexbe cy 6a3mpaHe Ha caBnagaBaky TEXHMKA 3a paqdyHapCKO reHepucame Mysuke.

MpeavcnutHe obasese - CTyAeHTW Cy AyXKHW Aa NOMoXe KOMOKBMjyM NyTeM NPakTUYHOT NpOojeKTa, YuMe CTUYY NpaBo Aa Nonaxy UCMuT.
WenuTt — lMposepa Teopujckor 3Haka nyTem TecTa.

Orere 3Hama (MakcuMaHu O6poj moeHa 100)

IIpenucnuthe obGaBese Oo6aBe3na | Iloena 3aBpIIHU UCTIUT OoaBe3na | [loena
[IpemMeTHU(TIPOjEKTHH )3a1aTaK Ja 50.00 | Teopujcku geo ucruTa Ja 40.00
BH;;;I;:;;BO Ha JIA00PaTOPH]jCKIM Jla 10.00
Jlureparypa

P.op. AyTtop-u Hacnos W3znaBau lonuna
1 [Farnell, A. Procedural Audio - Theory and Practice Oxford University Press 2014

Developing Spatial Data Infrastructures

2 |Gabrielli, L. Synthesizers with VCV Rack Focal Press 2020
Hermanovic, G., Bairos, . . ..
3 R.. & Smith, J. Touch Designer User Guide Derivative 2025
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HactaBHu npegmet

OsHaka npeameta:  25.1A024 Belwtayka nHtenureHumja y padyHapckoj rpapuvum
Bpoj ECTB: 4
Mporpam(u) y kojeM ce n3soau F20 - Auumauuja y nixersepctay (MAC), N36opHu npeamet

EnekTpoTexHuyko n paYyHapCKO UHXeHepCTBO

YHO npeaveta MaTtematuuke Hayke

HacTtaBHuum: KpctaHosuh C. Iluguja, BaHpegHu npodecop

Pakosuh M. Mupko, PegosHu npodecop

Bpoj yacoBa akTMBHe HacTaBe (HEAEIbHO)

MpepnaBatsa AyautopHe Bexbe Opyrn obnvum Hactase | CUP/CTUP/VP/MNP/HNP OcTtanu Yyacosu
2.00 0.00 2.00 0.00 0.00
MpenmeTn npegycnosu Hema
Ycnosu:

1. O6pas3oBHM LUIb:

CTruate OCHOBHOT 3Haba U3 BELLTAYKE UHTENUTEHUM|Ee U MALLUMHCKOT YYeta 3a HUXOBY NPaKTUYHY NMPUMEHY Y KOMMjyTEPCKOj BUMIU U
rpacpuum. Aytomatmsaumja U onTummusaumja ecdouKacHOCTU UHTepakumje n3aMehy YoBeka M padyyHapCKUX KOTHUTUBHUX cucTema.
OnTuMM3aumja peluaBara KOMMIEKCHUX U codpTULMpaHnx npobrnema y KOMNjyTepckoj rpadomum 1 aHMmauujaMma pagu noctmsarba
BMCOKOTI CTENEHA ayTOHOMHOCTU 3a pasnuyuTe annukauuje.

2. Ncxoam obpasoBarba (CTedeHa 3Hama):

[Mo3HaBaHe OCHOBHUX TEXHMKA BeLUTa4ke MHTENUreHumje U MaLlMHCKOT yYera U HhbUXO0BE NPpUMEHe Y KOMMjyTepcKoj BU3unju 1 rpacuum 3a
ayToOMaTCKO peluaBare npobnema.

3. Cappxaj/cTpyKTypa npegmeTa:

TexHuke BeluTayke UHTENUreHumje y modenosawy 3[] cueHe u peHfepoBaky. MIHTeNUreHTHe TEXHWKe 3a ayTOMaTCKO MOAenoBake
noHalara 1 NokpeTa y aHMmauuvjama. VIHTenureHTHe TeXHVKe 3a Bu3yanvaauujy, ayToMaTcKo pe3oHOBawe 1 MHTepakuujy. MawmnHeko
yyerbe 3a CTaTUCTUYKY aHanM3y KOMMMEKCHUX cucTema nogataka npeko afanTUBHUX npopadyHa. [prMeHa TexHMKa MaLUMHCKOr yyera
Ha pasnuynTe annukaumje y KOMMjyTepckoj rpadumum n KoMnjyTepckoj BU3nju pagu noctusawa Beher cteneHa ayTOHOMHOCTW.
MHTenureHTHu arenTtu. padmykn mopgenn n undepeHunje. Metoge knacudukaumje n HeypanHe mpexe. AyToMaTCKO pe30oHOBaHe
npeko BeposaTHohe n ndeperumje. MNatx PuHANHr anroputmn 1 asm cuctemun. HanpegHe meToae ayTomaTcKor oanyyvBara.

4. MeTtoge n3Bohera HacTaBse:

MpepaBama u Bexbe. KoHcynTauuje.

PauyHapcke Bexbe cy 6asnpaHe Ha caBnagaBamy M pasymeBaky OCHOBHUX KOHLENaTa v TEXHUKA BeluTayke MHTEeNUreHunje npeko
npakTU4yHe NpMMeHe y npobrneMuMmMa Be3aHUM 3a KOMNjyTEPCKY BU3Wjy U KOMMNjyTepcKy rpaduky. Bexbe he ce pagutu y MNyTxoH
nporpamckoMm je3nky kopuwhewem afekBaTHUX 6MbnunoTeka 3a BelTayKy MHTENUIEeHLMjy, MaLlIUMHCKO YYeHe, KOMNjyTepcKy rpaduky u
komnjyTepcky Bu3njy. To obyxsata OpenCV, OpenGL, MLC++, LifeAl, Boost, OpenAl, FANN, Ogre, 3D n gpyre. bogosu u3
npeamcnMTHUX obasese ce cacTtoje n3 6oaoBa koju ce Aobwjajy Ha OCHOBY pefoBHOr noxahawa Bex0u 1 npedasBarsa, Kao U npeaMeTHor
npojekta. fla 6u ce cmaTpano ga cy npeaucnutHe obaBese McnMkbeHe HeonxoaHo je Aobutn 50%+1 o ykynHor 6poja 6ogoBa
HaMeHeHUX 3a npegucnuTHe obasese. VicnuT je ycmeHor kapaktepa. HeonxogHo je nobutn 50%+1 6oa og 60aBa HamerweHMX 3a Ucnut
Aa by ce cmaTparno ga je UCnuT NONOXEH.

Orere 3Hama (MakcuMaHu O6poj moeHa 100)

IIpenucnuthe obGaBese Oo6aBe3na | Iloena 3aBpIIHU UCTIUT Ooase3na | Iloena
[IpemMeTHHU IIpojekar Ha 60.00 | YcmeHn neo ucnmra Ja 30.00
[IpucyctBo Ha npeaaBambUMa Ha 5.00
[IpucycTBo Ha BexkOama Ha 5.00
Jlurepatypa

P.6p. AyTtop-u Hacinos Usnasau I'omgnnaa

1|- Bemrauka nHTEIMIeHITN] A Ckpunra 2014

2 |Bishop, C. M. Pattern Recognition and Machine Learning New York: Springer 2006

3 II){ussell, S.J., & Norvig, Artificial Intelligence: A Modern Approach Pearson Education Limited | 2007
Plemenos, D. & Artificial Intelligence Techniques for Computer .
Miaoulis,G. Graphics Springer 2008
Sebe, N., Cohen, 1., Garg, . . .. .

5 A., & Huang, T. S. Machine Learning in Computer Vision Springer 2005

6 Pacen, C. 1., & Hopsur, |Bemrayka uHTeIUreHunja: CaBpEMEHH Beorpax: RAF i CET 2011
I TpUCTYT (TIpeBoA Tpeher u3nama)
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Jlurepatypa
P.op. AyTop-u Hacmos WznaBau lopnna
7 |Bishop, C., & Bishop, H. |Deep Learning Foundations and Concepts Springer 2024
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MpeameT 3aBpLUHOT paja

OsHaka npegmeta:  25.1GASIO0 MaCTep pan - CTyﬂ,I/IjCKO NUCTPpaxXunBadkm pag
Bpoj ECIB: 10
Mporpam(u) y kojeM ce n3soau F20 - Auumauuja y nixersepctay (MAC), ObaBesaH npegmet

OurntanHa ymeTHoCT
YHO npeameTta MaTtemaTtuyke Hayke
PauyHapcka rpacumka

HactasHuum:
Bpoj YacoBa akTVBHE HacTaBe (HederbHo)
MpenaBawba AyauTtopHe Bexbe Opyru o6nvumn Hactase | CUP/CTUP/UP/MUP/HNP Ocranu yacosu
0.00 0.00 0.00 7.00 0.00
[MpeameTn npegycnosu Hema
Ycnosu:

1. O6pasoBHU LUIb:

I'IpmmeHa OCHOBHUX, TeOpVIjCKO-MeTO,ElOJ'IOLIJKVIX, HaY4YHO-CTPYYHUX U CTPYYHO-aMIMKaTUBHUX 3Haka U MeTOoA4a Ha pellaBaky KOHKPETHUX
np06nema Y OKBUpPY M3a6paHe obnactu. CTy,CleHT aHanusnpa r|po6neM, HEroBy CTPYKTYPY U CITOXXEHOCT, U Ha OCHOBY cnpoBedeHnX
aHanusa n3Boan 3aKkrby4ke o MOFthIM Ha4YMHMMa HeroBor pellasaHa.

2. Ncxoam obpasoBarba (CTeueHa 3Hama):

OcnocobrbaBame CTyAeHTa 3a caMocTanHy NpUMeHY CTeYeHUX 3Hakwa y CUCTEMCKOj aHanuan npobnema v geduHucawy moryhux
pelwemna. Pa3Bujake cnocobHoCcTU aHanuse, naeHTudukaumnje npobnema u npeno3HaBamwa ynore UHXerwepa y npakcu.

3. Capgpxaj/cTpyKkTypa npeameTa:

d)opMMpa Ce y CKnagy ca TeMOoM 3aBpLlUIHOr paga. CTy,EleHT npoy4yaBa nutepatypy, pagose U npuMmepe mn Bpln aHanumsy pagu
npoHanaxewa pelwera.

4. MeToge n3Bohera HacTaBe:

MeHTop chopmynuwe 3agaTtak, faje cMepHULe 1 BpluKn npaheke HanpeTka. Mo noTpebu cTyaeHT U3BOAM Mepetrba, UCTpaXuBarba Unm
aHkeTe.

OrneHe 3Hama (MakcuMaHu Opoj noena 100)

IIpenucnuthe obaBese Ob6aBe3na | Iloena 3aBpIIHU UCTIUT Ob6aBesna | Iloena
CeMHMHAPCKU paj Ha 50.00 | YcMeHHu €0 ucnura Ha 50.00
JIuteparypa

P.op. AyTtop-u Hacnos W3naBau T'onuna
1 Csu ayropu / I'pyna AKTyeTHH 4acONMCH CBUX TOJIMHA U3/1aBaba U pasn )
ayTopa o0pameHH 3aBPIIHYU PaJOBU U3 AaTe o0nacTu
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3aBpLuHM pag

OsHaka npegmeta:  25.1GA0ZR MaCTep pan - l/I3pa,qa n o,u,6paHa MacTep paga
Bpoj ECIB: 5
Mporpam(u) y kojeM ce n3soau F20 - Auumauuja y nixersepctay (MAC), ObaBesaH npegmet

Hvrutanya ymeTHocT
YHO npeameTta MaTtemaTtuyke Hayke
PauyHapcka rpacumka

HactasHuum:
Bpoj YacoBa akTVBHE HacTaBe (HederbHo)
MpenaBawba AyauTtopHe Bexbe Opyru o6nvumn Hactase | CUP/CTUP/UP/MUP/HNP Ocranu yacosu
0.00 0.00 0.00 0.00 5.00
[MpeameTn npegycnosu Hema
Ycnosu:

1. O6pasoBHU LUIb:

Liurs n3page u onbpaHe macTep pafa je [a CTYAEHT Nokaxe camocTanaH U KpeaTuBaH NpUCTYN Y NPUMEHWU CTEYEHUX NPAKTUYHUX U
Teopujckux 3Hara 13 ogroBapajyhe obnacTu y npakcy y obnactu padyHapcTea v aytomatuke.OcnocobrbaBatbe CTyAeHaTa 3a npahere
nuTepaType U UCTPaxmBaYku pag.

2. Ncxoam obpasoBarba (CTeueHa 3Hama):

M3pagom n opbpaHom macTtep paga CTyAeHTU Koju Cy 3aBpLunnu ctyavje Tpeba aa 6yay KomMneTeHTHM Aa peluasajy peanHe npobneme
M3 Npakce Kao 1 Aa HacTaBe LUKOMoBak-e YKONMMKO ce 3a To onpeaene.

[vnnomupanu cTyaeHT cTnye TeMerbHO No3HaBake U pa3ymMmeBake CBUX AucumnnnHa ogabpaHe cTyamjcke rpyne, kao u cnocobHocT
pellaBaka KOHKpeTHUX npobnema y3 ynotpeby Hay4yHUX meToda u nocTynaka. JunnomupaHu CTyAeHTU cy cnocobHu ga Ha
ogrosapajyhu HauMH HanuLy 1 aa npe3eHTyjy pedyntaTe cBor paga. CBpLUeHM CTYAEHTM OBOr HUBOA CTyAuja noceayjy KomneTeHumjy 3a
npahere 1 NPUMEeHy HOBMHA Y CTPYLIN, Kao 1 3a capafhy ca JIoKanHWM couunjanHnumM n MeflyHapoOoHUM OKTYXEHEeM.

3. Cappxaj/cTpyKTypa npegmeTa:

MHxerepcka aHMMaumja y TEXHUYKUM AncumMnnmHama, NnpuMeHa y cymynauujama y MaluvHCTBY, rpafeBunHn, apxmTtekTypu, caobpahayjy...
MpumeHa aHumMaumje y meamuuHn. dopmMmuparse KpaTkMx aHuMmMpaHmx hunmosa.

4. MeToge n3Bohera HacTaBge:

MeHTOp 3a U3paay v oabpaHy macTep 6upa jefaH of NoHyheHnx moayna (MCTU MoAyn Kao U 3a Teopujcke OCHOBE) M3 Kojer he CTyaeHT
da pagu mactep pag v opMmynuie Temy ca 3agauvMma 3a uspagy mactep paga. KaHgupaT y KOHcynTaumjama ca MeHTOpoMm
camocCTarnHo paau Ha npobnemy Koju my je 3agat. HakoH udpage paga v carmacHOCTU MEHTOpa Aa je ycnelwHo ypaheH pag, kaHavoaT
GpaHu pag npen KOMUCKjOM Koja ce cacToju Of, HajMake TpU YnaHa of kojux 6ap je jenaH ca apyror dakynrera.

OreHe 3Hama (MakcuMaau 0poj moeHa 100)

IIpenucnutHe obaBe3e ObaBe3na | Iloena 3aBpIIHU UCTIHT Ob6aBesna | Iloena
W3pana macrep paga Ja 50.00 | On6pana mactep pana Ja 50.00
Jluteparypa
P.op. AyTop-u Hacnos W3naBau l'oguna
1 |Passu ayTopu PanoBu ca mel)yHapoaHux KoH(pEpEHIIN]ja U U3 [ —— 2018
gJacormnuca
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