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KHUTA TIPEOMETA - AHuMaumja y MHXerepcTBy

Canpikaj

HayuHa Bu3yanusauuja 1 UCTpaxuBare

(25.1A017N)

HanpegHe cumynauuje y aHmmaumju (25.RGM1)

MpowwnpeHa n BupTyenHa peanHocT (25.RG015)

Komnjytepcka Busmja (25.EK522)

HanpeaHe meTofe 3a CHUMake 1 aHanuay

KpeTawa (25.1A025)

MartemaTuyka Teopwja nrapa (25.1AM005)

Mpoaykuuja aHMMmpaHor dounma n padyHapcke

urpe (25.1A020A)

PeHpepoBame y peanHoM BpeMeHy 3a 3[1 rpadumky

n padyHapcke urpe (25.1A020N)

CtpyuHa npakca (25.1IGASPO)

Komnjytepcka reomeTtpuja (25.1A018A)

Mpouec pa3Boja pauyHapckux urapa (25.E2528)

HanpeaHu BusyenHu epekTn 3a padyyHapcke urpe

(25.1A112)

TexHonorunje padyHapcke rpacumke y KyntypHoM

hacneny (25.1A115)

MaTtemaTtuykn Mogenu padyHapckor Buaa

(25.1A030A)

PauyyHapcku reHeprcaHa Mysuka 3a aHmauumjy u

rejmuHr (25.1A031)

BelTayka nHTenureHuuja y padyHapckoj rpadpuum

(25.1A024)

MacTep pag - CTyanjCcKo UCTpaxuBadku pag

(25.1GASI0)

Macrtep pag - N3paga v oabpaHa mactep paga

(25 IGAOZR)
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PLANTE Krisura npegmMmerta - AHmmau,vua Y NHXEH-EPCTBY
Crynujcku mporpam AHuManuja y MHXEHEPCTBY
OpraHusauuja ctyaumja : Cemectap
AKTVBHa HacTaBa
g LLindpa Hasue npegmeta C| Tun 8:;32: ECIMNB
Mpe. | Bex. | OH | ciP
MNMPBA TOOVNHA
1[25.1A017N | HayyHa Busyanusaumja n nctpaxvsare 1| HC | 2.00 | 0.00 | 2.00 | 0.00 0.0 4.00
2|25.RGM1 | HanpepHe cvmynauuje y aHumaumju 1| TM | 2.00 | 0.00 | 3.00 | 0.00 0.0 5.00
3|25.RG015 | MpowwnpeHa n BUpTyernHa peanHocT 1| CA | 2.00|0.00 | 2.00 | 0.00 0.0 4.00
4|25.1A106 | MaBopHa noanumja 1 (6upa ce 1 og 3) 1 3.00 %%%' %%%' 0.00 | 0.0 6.00
25.EK522 Komnjytepcka Bu3uja 1| HC | 3.00 | 0.00 | 2.00 | 0.00 | 0.00 6.00
25.1A025 Hanpeare meTope 3a chumarse n aHanvsyl 4 | o | 300 | 0.00 | 3.00 | 0.00 | 0.00 | 6.00
KpeTara
25.1AM005 MartemaTtunyka Teopuja urapa 1| T™M | 3.00 | 3.00 | 0.00 | 0.00 | 0.00 6.00
5|25.1A110 M36opHa nosuumja 2 (6upa ce 1 oa 2) 1 3.00 | 0.00 | 2.00 | 0.00 0.0 5.00
PeHpepoBamne y peanHom BpemeHy 3a 3[]
25.1A020N TpaVIy ¥ payHapCKE WIpe 1| CA | 3.00 | 0.00|2.00|0.00/| 0.00 5.00
25A020A | IPOBYKUMIA BHUMVIDAHOT (UM v 1| CA |3.00|0.00|200]|000| 000 | 500
pavyHapcke urpe
6|25.1IGASPO | CTpyyHa npakca 1| HC | 0.00 | 0.00 | 0.00 | 0.00 | 6.0 3.00
0.00- | 9.00-
YKynHo YacoBa no Buay Hactase y 6noky | 12.00 300 |12.00 0.00 | 6.00
YkynHo YacoBa akTuBHe HacTtase n ECI1B y 6roky 23.00-24.00 27.00
YKynHO YacoBa HacTaBe Yy 6roky 29.00-30.00
7|25.1A018A | Komnjytepcka reomeTpuja 2| TM | 2.00 | 0.00 | 2.00 | 0.00 0.0 4.00
8|25.E2528 | lMpouec pasBoja pavyHapckux urapa 2| HC | 3.00 | 0.00 | 3.00 | 0.00 0.0 6.00
9|25.1A107 M36opHa nosuumja 3 (6upa ce 1 oa 2) 2 2.00 | 0.00 | 2.00 | 0.00 0.0 4.00
25.1A115 Texonorvje pauyHapcke rpacguke y 2| HC | 200 |0.00|200|000| 000 | 4.00
KyNTypHOM HacreRy
25.1A112 Hanpeary Brsyentn epektv 3a 2| HC | 200 |0.00|200|000| 000 | 4.00
pavyHapcke urpe
10|25.1A109 M3bopHa nosuumja 4 (6upa ce 1 oa 3) 2 2.00 g%%' %%%' 0.00 0.0 4.00
25.1A024 Belwrauka VHTeNMreHuma y pauyHapcko | 5 | | 2,00 | 0.00 | 2.00 | 0.00 | 0.00 | 4.00
rpadvumn
25.IA030A MaTemaTtunukn mogenu padyHapckor suga | 2 | TM | 2.00 | 2.00 | 0.00 | 0.00 | 0.00 4.00
25.1A031 PadyHapcu reHepucara myswka 3a 2| CA [ 200|000 |200|000| 000 | 4.00
aHMMaUm]y U rejMyUHr
11]|25.1GASIO | MacTep pag - CTYAnjCKO NCTpaXnBaYdKv pag, 2| HC | 0.00 | 0.00 | 0.00 | 7.00 0.0 10.00
12]25.1GA0ZR | Mactep pag - N3paga n ogbpaHa mactep paga 2| HC | 0.00 | 0.00 | 0.00 | 0.00 5.0 5.00
YKynHo YacoBa no Buay HacTase y 6roky | 9.00 %%%' 79%%' 7.00 | 5.00
YkynHo YacoBa akTuBHe HacTaBe n ECI1B y 6roky 25.00 33.00
YKynHO YacoBa HacTaBe Yy 6roky 30.00
0.00- |16.00-
YKynHO YacoBa Mo Buay Hactase y roguHu | 21.00 500 |21.00 7.00 | 11.00
YKynHO YacoBa akTuBHe HacTase 1 ECIB y rognHm 48.00-49.00 60.00
YKynHO YacoBa HacTaBe Yy roauvHu 59.00-60.00
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PANTES Khsura npeameta - AHUMaLUWja y UHXeH-epCTBY

HactaBHu npegmet

OsHaka npeamera  25.1A017N Hay4yHa Bu3yanusauuja u uctpaxmsamne
ECNB 4
Mporpam(u) y kojeM ce n3soau F20 - Auumauuja y nixersepctay (MAC), ObaBesaH npegmet

Y3a Hay4Ha, yMEeTHMYKa OJHOCHO

CTDY4Ha 0BRacT PauyHapcka rpacmka

HactaBHwuk/uu: hypuh B. Uecupopa, JoueHT
Bpoj yacoBa akTMBHe HacTaBe
Teopujcka HacTaBa Bexbe OOH ChpP OcTtanu Yyacosu
2.00 0.00 2.00 0.00 0.00
MpenmeTn npegycnosu Hema

Ycnos: Hema

Linre npegmeTta

Lurs npeameta je aa ocnocobu cTyfeHTe 3a CaMoCTanHo UCTPaXnBarme U NPUMEeHy HamnpeaHWx meToaa Buadyanuaauuvje y aHanumau,
MOernoBaky W Npe3eHTauuji KOMMNEKCHUX WHXKEeHEPCKUX M HayyHWUX nodaTaka, y3 pa3Boj KpUTUYKOT MpuUcTyna u3bopy TexHuka
BM3yanusaumje n NpoLeHU HLUXoBe eUKacHOCTU Y KOMYHUKaLuju pesynrara.

Mcxon npegmeta

CTyAeHTV pasBujajy KpUTUYKM NMPUCTYN M3Gopy TEXHWKA BU3yanusauuje U NpoLieHn hUXoBe edMKacHOCTY y KOMYHUKaLMjU peaynTaTa,
Kao W koMMneTeHUMje 3a caMocTanHy NpMMeHy caBpeMeHUX anaTa 3a BUayanusauujy y UCTPaxuBadKoj v UHXEHEepPCKoj NpaKkcu.

Cappxaj npeameta

Teopwujckv NpuHUMNKN BU3yernHe nepuenuuje n HanpeaHe Busyanusauuje. TexHuke 3a Busyanusauujy komnnekcHux 20 n 301 nogartaka.
Pasnuunte TexHuke Busyanusaumje, ykrby4yjyhn KoHUenTyanHn Au3ajH, AujarpamMme MeToAonoruje, MHTepakTMBHA U MMep3nBHa
uckycTtea. Pa3Boj 3[] nHTepakTUBHUX M MUMEP3MBHUX UCKyCTaBa, yKibyuyjyhu kopuwherwe anaTta BeliTayke MHTeNUreHunje sa
reHepucare Bu3yernHor cagpxaja. TexHuke 2[1 n 3[1 nHTepakTuBHe BU3yanusaumnje n rpacduyke npeseHtTaumje, nocTtnpoaykumnja u
caBpeMeHe NHTepAaucuMniMHapHe metoae Busyanusauuje. byayha npakca n TpeHgoBsu y obnactv Hay4He Bu3yanusauuje, ¢ nocebHnm
(hOKYyCOM Ha NPUMEHY Y UCTpaXXuBakby U MHXEHEPCKOj MpaKcu.

MeToge n3ssohera HacTase

HacTaBa ce peanusyje kpo3 npeaaBata U NpakTUuHe Bexbe y padyHapckoj nabopaTtopuju, y3 MOryRHOCT UHAMBUAYANMHWUX U FPYMHUX
KOHcynTaumja. 3aBpLUHa oLeHa ce hopMmpa Ha OCHOBY peann3oBaHOr NPeAMETHOT MPOjeKTa, HheroBe npeseHTauuje n ycmeHe ogbpaHe.

OueHe 3Hara (MakcumanHu 6poj noeHa 100)

MpeaucnutHe obaBese Ob6aBesHa | lNoeHa 3aBpLIHK UCIIHT OGage3na | Iloena
lMpeameTHU npojekat Ha 70.00 | IIpe3enTauuja 1 3aBpiIHa oaOpaHa NpojeKTa Ja 30.00
IutepaTypa

P.6p. AyTop-n Hacnos N3paBay lopguHa
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
3 |Lima, M. (history of information and data visualization and Princeton Architectural Press 2013

guide to today's innovative applications)

Firat, E. E., Joshi, A., &

Laramee, R. S.

Ye, Y., Hao, J., Hou, Y., . ) o

5|Wang, Z., Xiao, S., Luo, Y., & Generatlye A‘I for Visualization: State of the Art and
Zeng, W Future Directions

Interactive visualization literacy: The state-of-the-art  |Information Visualization 2022

Visual Informatics 2024

Kim. J. J. Um.R. S.. Lee. J Generative Al Can Fabricate Advanced Scientific
6 o A o * 7" |Visualizations: Ethical Implications and Strategic Al and Ethics 2024

W. & Ajilore, O. O
Mitigation Framework

GenAl4Vis: Generative Al for Data Visualization: a
7 |Li, W. Practical Framework for Insightful Visualization in the |Politecnico di Milano 2023
Al era

De Luca, V., Marcantonio, G., - . ) .
8 |Barba, M. C. & De Paolis, L. A Virtual Tour for the Promotion of Tourism of the City

’ Information 2022
T of Bari
9 Al-Ansi, A. M., Jaboob, M., Analyzing Augmented Reality (AR) and Virtual Reality |Social Sciences & Humanities 2023
Garad, A. & Al-Ansi, A. (VR) Recent Development in Education Open
Pangilinan, E., Lukas, S., & |Creating Augmented and Virtual Realities: Theory and | ~. .. .
10 Mohan, V. Practice for Next-Generation Spatial Computing O'Reilly Media 2019
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LANTE Kheura npegmMmerta - AHVIMaLI,VIja Y NHXEH-EPCTBY
JlutepaTypa
P.6p. AyTop-n Hacnos M3pasay FoaunHa
11 |Creswell, J. W. Research Design I[_60t(s; iAngeIes: Sage Publications 2009
12 |Camara, A. S., & Raper, J. Spatial Multimedia and Virtual Reality London: Taylor & Francis 1999
13 |Bunge, M. Scientific Research | New York: Springer-Verlag 1967
Oatym: 17.09.2026 CrpaHa 4
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“LANTE Kheura npegmMmerta - AHVIMaLI,VIja Y NHXEH-EPCTBY
HactaBnu npegmet
OsHaka npegmeta  25.RGM!1 HanpegHe cumynaumje y aHumaumju
ECMNB 5
Mporpam(u) y kojeM ce n3soau F20 - Auumauuja y nixersepctay (MAC), ObaBesaH npegmet
Yxa Hay4Ha, yMeTHUYKa OAHOCHO EneKkTpOTEXHUYKO 1 pavyHapCKO MHXEHEePCTBO
CTpy4Ha obnact PauyHapcka rpaduka
HacTaBHuk/un: Mepuwwnh Bb. AHa, BaHpegHu npodecop
Nasnh N. Mapko, foueHT

Bpoj yacoBa akTuBHe HacTaBe

Teopujcka HacTaBa Bexbe OOH ChpP OcTtanu Yyacosu
2.00 0.00 3.00 0.00 0.00
MpenmeTn npegycnosu Hema

Ycnos: Hema

Linre npegmeTta

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.

Mcxon npegmeta

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.

Cappxaj npeameta

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.

MeToge n3Bohera HacTaBe

MpepnaBata, pavyHapcke Bexbe, KoHcynTauuje.

OueHe 3Hara (MakcumanHu 6poj noeHa 100)

MpeaucnutHe obaBese Ob6aBesHa | lNoeHa 3aBpLIHK UCIIHT OGagesna | Iloena
OpbpaHa npojekTta Na 5.00 | Teopujcku meo ucmura Jla 30.00
lMpeameTHU npojekat Oa 40.00
MpeameTHW(NpojeKTHW)3agaTak Oa 15.00
CemMuHapcku pag Oa 10.00
IutepaTtypa
P.6p. AyTop-n Hacnos N3paBay lopguHa
1|Law, A. Simulation Modeling and Analysis New York: McGraw-Hill 2014
Education
2| Gould, H., & Tobochnik, J.  |An Introduction to Computer Simulation Methods: |y 16y -Addison 2006
Applications to Physical Systems
3 | Anderson. K. DeS|gr_1 Energy Simulation for Architects: Guide to 3D Routledge 2014
Graphics
edited by Jan L.M. Hensen, |Building Performance Simulation for Design and
4 Roberto Lamberts Operation Routledge 2011
5|Ander, D. G. Daylighting Performance and Design Wiley 2003
Perron, B. & Schréter, F. Video Games and the Mind Essays on Cognition,
6 (Eds.) Affect and Emotion McFarland 2016

Oatym: 17.09.2026 CtpaHa 5
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Kiwsura npegmeTta - AHUMaUmja y UHXeHepCcTBY

JlutepaTypa

P.6p. AyTop-n Hacnos M3pasay FoaunHa

7 | Southall, A. The City in Time and Space Cambridge University Press 2009

8 [Acevedo, M. F. Simulation of Ecological and Environmental Models CRC Press 2013

9 | Batty, M. The New Science of Cities Cambrige: MIT Press 2013

10 |Allen, M. P., & Tildesley, D. J. | Computer Simulation of Liquids Oxford: OUP 2017

11 | Stuyck, T., & Barsky, B. A. Cloth Simulation for Computer Graphics Morgan & Claypool Publishers | 2018

12 |Magnenat-Thalmann, N. Modeling and Simulating Bodies and Garments Springer 2010

. Introduction to Finite Element Analysis Using s
13 [Shih, R. SOLIDWORKS Simulation 2019 SDC Publications 2019
14 |Mepwvwwuh, A. Cumynaumje y UHxXeHnepckoj aHnMaumjm Hosu Can: dakynrer 2021
TEXHUYKMX HayKa
15 Zienkiewicz, O. C., Taylor, R. The finite element method for fluid dynamics Elsevier 2014
L., & Fox, D. D.
16 | Mepwvwwmh, A. Hanpente cumynauvje v prMErLeHa patiyHapcka yu6eHuK y npunpemmn 2026
rpadmka y MHXerepckoj aHnmaumju

Oatym: 17.09.2026 CrpaHa 6
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HactaBHu npegmet

OsHaka npegmeta  25.RG015 I'IpoumpeHa M BUPTYEIiHa pealiHoCT
ECMNB 4
Mporpam(u) y kojeM ce n3soau F20 - Auumauuja y nixersepctay (MAC), ObaBesaH npegmet

Y3a Hay4Ha, yMEeTHMYKa OJHOCHO

CTDYUHa OBnacT Teopwvije 1 UHTepnpeTaLuje reoMeTpurjcKor NPOCcTopa Y apXUTekTypu 1 ypbaHuamy

HactaBHwuk/uu: JosaHosuh []. Mapko, Banpeann npodecop

Bpoj yacoBa akTuBHe HacTaBe

Teopujcka HacTaBa Bexbe OOH ChpP OcTtanu Yyacosu
2.00 0.00 2.00 0.00 0.00
MpenmeTn npegycnosu Hema

Ycnos: Hema

Linre npegmeTta

OcnocobrbaBatbe CTyAeHaTa 3a u3pagy UHTEpPaKTUBHUX BU3yanu3aumja u KOPUCHUYKUX UHTYUTUBHMX MHTepdejca 3a pa3He TUNnose
npowwupeHe (AP) n BuptyanHe (BP) peanHocTu.

Mcxon npegmeta

[a cTteueHa 3Hara NpUMEHLYjY Ha KOHKPETHUM 3agauuma u npobnemuma y 6yayhem npodecuoHanHom pagy.

Cappxaj npegmeta

YBoa u gedurHNcae OCHOBHUX MOjMOBA MHTEPAKTMBHUX cUCTeMa Busyanusauuvje. Teopuja n npyMMeHa UHTEPaKTUBHUX BU3yanu3auuja
BuptyenHa peanHocT (VR), npowwnpeHa peanHocTt (AR) n mewoBuTta peanHocT. [pumeHa TexHonorunja VR 3a opraHusauujy,
AeduHUCare U PyHKLMOHUCaHe CLEeHe 3a nHTepakumjy yHyTap 3[4 npoctopa. TexHONOLWKKN NocTynak NpuMeHe NpoLuMpeHe peanHocTy
MEeToAO0M Mapkepa U MeToAOM no3uumoHupara nomohy GPS cuctema un xupockona. CumynTtaHa nokanusauuja n manupawe (SLAM)
MeTofe y annvkauvma ca npowmpeHom peanHowhy. N3paga KOpMCHUYKOT MHTepdejca 3a HaBuraumjy U ynpaerbakbe NHTePaKTUBHUM
30 mopenom. Mpunpema cneuujanHux edekata y BP-y n AP-y. Pap Ha kpevpany 3[] ambujeHaTa ca copTBEpCKUM anatuma Koju page
y peanHom BpemeHy (peanTtume). Anatu 3a u3pagy MHTepaktuBHux Budyanusauuja: Unity 3, Unreal Engine.

MeToge n3sohera HacTase

MpepaBakba y yunmoHnum n Bexbe y pavyHapckoj nabopatopuju. KoHcynTaumje. Y Toky ceMecTpa CTyAeHTU paje Ha 2 3agaTtka: uspaau
cueHe 3a BP n AP ca kopucHu4kum nHtepdejcom n cneunjanHum edektuma. 3agaum ce ouemyjy 1 oueHe npunagajy npegucnutHum
6opoBuma. CTyoeHTU Manase Ha yCMeHu Aeo ncnuta n 6paHe pag, kopuctehn XML cet n mobunHe annukaumje. OueHa ncnmuta ce
dopmMupa Ha ocHoBY noxahawa npepaBara M Bexbu, n3pagu 3agataka u ycmeHe ogbpaHe papga.

OueHe 3Hata (MakcumanHu 6poj noeHa 100)

MpeancnutHe obasese ObasesHa | [loeHa 3aBpIIHY UCITUT OGase3na | Iloena
CnoxeHn obnuum Bexoun Ha 70.00 | Teopujcku aeo ucmuTa Ja 30.00
IlutepaTtypa
P.6p. AyTop-n Hacnos M3paBay lognHa
Practical Augmented Reality: A Guide to the
1 [Aukstakalnis, S. Technologies, Applications, and Human Factors for Addison-Wesley Professional 2017
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: Developing
4 [Shannon, T. Stunning Interactive Visualisations, Animations and Boston: Addison-Wesley 2017
Renderings
Directing the Story: Professional Storytelling and
5 [Francis Glebas Storyboarding Techniques for Live Action and Focal Press 2018

Animation 1st Edition

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

The Art and Science of Digital Compositing:
7 |Brinkmann, R. Techniques for Visual Effects, Animation and Motion
Graphics

Amsterdam; Boston: Morgan

Kaufmann Publishers 2008

Future Presence: How Virtual Reality Is Changing
8 [Rubin, P. Human Connection, Intimacy, and the Limits of HarperOne 2018
Ordinary Life

The Digitterian Tsunami: Web 3.0 and the Rise of the
Atanda, D. NEO Citizen (The 21 Pricnciples Driving The Evolution
of The Internet) (Volume 1)

CreateSpace Independent
Publishing Platform

©

2013
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JlutepaTypa
P.6p. AyTop-n Hacnos M3pasay FoaunHa
10 |Lengyel, E. f?&l?gg?nn:ﬁg; Game Engine Development, Volume Terathon Software LLC 2016
. . . Boca Raton: Taylor & Francis,
11 |Gregory, J. Game Engine Architecture, (3th Edition) CRC Press 2018
12 | Schell, J. The Art of Game Design: A Book of Lenses gﬁr‘:r‘*ss /Taylor & Francis | 5444
Lion-Bailey, C., Lubinsky, J., |Reality Bytes: Innovative Learning Using Augmented .
13 & Casal, S. and Virtual Reality Dave Burgess Consulting 2020
Pangilinan, E., Lukas, S., & |Creating Augmented and Virtual Realities: Theory and | ~. .. .

14 Caudell, T. Practice for Next-Generation Spatial Computing O'Reilly Media 2019
Aliens, Robots & Virtual Reality Idols in the Science

15 |Steadman, J. L. Fiction of H. P. Lovecraft, Isaac Asimov and William |Zero Books 2020
Gibson

16 | Bucher, J. Storytell!ng for V|rtu.al Realltyf Methods and Principles Routledge 2017
for Crafting Immersive Narratives
Augmented Reality for Developers: Build Practical

17 |Linowes, J., & Babilinski, K.  |Augmented Reality Applications with Unity, ARCore, |Packt Publishing 2017
ARKit, and Vuforia

18 | Wuharun, M., & Naauh, M. BupTyenHa n npolumMpeHa peanHocT: KOHLEeNTH, Hoeu Cap: ®akyntet 2018
TEXHWKE U NpUMeHe TEXHUYKMX HayKa

19 | Akenine-Moller, T. Real-Time Rendering CRC Press 2018

Oatym: 17.09.2026 CrpaHa 8
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HactaBHu npegmet

OsHaka npeameTa  25.EK522 KomnijepCKa |3|/|314ja
ECNB 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

Yxa Hay4Ha, yMeTHU4Ka 0 AHOCHO

TenekoMyHuKaumje n obpaga curHana
CTpy4YHa obnact Y b paa

HacTtaBHuk/umn: Bpkrbay H. BpaHko, BaHpeaHu npodecop
Bpoj yacoBa akTuBHe HacTase
Teopujcka HacTaBa Bexbe OOH CnpP Octanu yacosu
3.00 0.00 2.00 0.00 0.00
lMpeameTn npegycnoeu Hema

Ycnos: Hema

Linre npegmeTa

PasymeBate 1 npernea dyHaaMeHTanHMX NpuHUMNAa KOMMjyTepcke BU3Wje M HanpegHUx TexHWka gurutanHe obpane cnuke;
YnosHaBawe ca caBpeMeHuM meTogama M3 oBe ob6nacTv nNpeko HeKonuko npojekaTta. AHanu3a npobnema pavyHapckor Buaa u
AeMOHCTpauvja Ha4yMHa 3a HUX0BO peluaBawe. OBrnagaBame TEOPUjCKUM NPUHLMNNMA U NPAKTUYHUM BeLITMHaMa Koje omoryhasajy
ocMuLLIbaBake, peanusaumjy n yHanpefusare KapakTepucTvka cuctema padyHapckor Buga. Passujale cnocobHoCTH 3a nnaHupame,
npojekToBawe 1 Bepudukaunjy cuctema Komnjytepcke Bu3nje pasnuumte HameHe.

Mcxon npegmeta

OBnapaBare caBpeMeHUM MeToama KommjyTepcke Busmje. MNonasHuum cTudy cnocobHOCT pa3ymeBaka KoHuenarta u MeToga koje ce
KOpUCTE Y KOMMjyTePCKOj BU3Mj U MOTy Ja NPUMEHe YCBOjeHa 3Harba Kpo3 camocTarnHy peanusauujy cuctema 3a KoMnjyTepcky Busujy ca
pas3nMunTUM HMBOMMa crioxeHocTn. OcnocobrbaBame 3a aHanu3y 1 CMHTe3y oarosapajyhux anropMtamckux nocTynaka, carnefaBarse
aKTyernHux naeja y obnactv v jeqHoCTaBHO NPOLUMPYBak-E 3Hawa Aarbum pagom Ha ogpeheHom npobnemy. CnocobHocT Aa ce objacHe
1 NpenosHajy NpefHOCTM U MaHe pasnuuuTMX NPUCTYNa Koju ce KopucTe 3a peluaBake npobrnema padyHapckor Buaa, AUCKyTyje U
UcnuTyje NoHalwake cucTema U MMNNEMeHTUpajy HoBe pyHKLMOHanNHoCTW. HactaBak pajga Ha KOHCTPYKUMju 1 yHanpefhusawy
TeXHUYKMX CUCTEMa KOju ce ocnakbajy Ha nepuenuuju okpyxewa nyTeM pavyHapckor Buaa.

Cappxaj npegmeTa

PasymeBare rnmaBHuX KoHUenarta v HanpegHux metoda KomnjyTepcke Buavje. Peanusaumja v umnnemeHTaumja pasnuuntnx metoaa u
TEXHUYKMX CUCTEMa KpO3 caMocTanHe CTyaeHTcke npojekTe. [Mpeno3HaBame 06mka N MaLlMHCKO yyYekse Y KOMMjyTepckoj Bu3mnju. Yeogd y
Knace 3agaTaka y komnjytepckoj Busumju. CodpTBepckm anatu n HameHcke xapasepcke nnatgopme. Ob6paga BULIEAMMEH3NOHAMHUX
curHana cnivke. FeomeTpujcke TpaHcopmaumje. KoHcTpykumja obenexja, AeTekumja KibyYHMX Tavaka, ynapmBarbe Kiby4YHUX Tavaka,
RANSAC. Nmo6anHu n nokanHu geckpuntopu cnuke (GIST, LBP, SIFT, SURF, ORB). JlaHyaHu kogosu. [NocTusarwe nHBapujaHTHOCTH
Ha poTauujy, pasMepy 1 MHTEH3UTET ocBeTrbaja. MynTupesonyumoHa penpeseHTaunja n aHanunsa cnvka. Kapakrepusaumja Tekctypa u
uBuua (Faboposn dunTpu, Zernike dpyHkumje). KoHuenTy 6GuomnoLukor Buaa v orpaHuyersa rbyAckor BusyenHor cuctema. MapkoBr-esa
cnyyajHa nosba u npoctopHu npouecu, GLCM. JNluHeapHu 1 HeMMHeapHN onepaTopu Crnke U kUxoBe anpokcumauuje. NHTerpanHa
CnuKa n nHTerpanHu xuctorpam. Manupawe Tekctypa. [NapameTtapcko n HemapameTapcko MoAenoBawe nosaguHe. OntTumanHe
(HayueHe) penpeseHTaumje curHana. 3D TekcTtoHn, BoW mogenu, VLAD 1 ®uwweposu Bektopu. [IBOCTENEHN U jeAHOCTENEHN AeTEKTOPU
objekaTta (region proposal networks, RCNN, Faster RCNN, SSD, YOLO). lNpobnemun getekuuje n ectumauunje, npahewa,
npeno3HaBara, AOHOLLEHA ONTUMAIHMX OANyKa, CerMeHTaumje, peKoHCTpyKunje n noborbluaka curHana, aHanmae u CUHTe3e CrvKe.
OnTnykm Tok 1 NpoueHa AybuHe. PasymeBare KOMMOHEHTY cneunjanHux cuctema 3a aksusuumjy cnvke. Cuctemm 3a obpagy cnuka un
Buaea. OcHose 3D Busmje u dotorpameTpuje. CuHTE3a HOBMX MpuKKasa cleHe 3acHoBaHux Ha SfM u TexHukama peHpepoBama
kopuwhereMm HeypoHckux mpexa (NERF, 3D Gaussian splatting). CuMmynaumnoHa okpyxxerwa 3a reHepucame CMHTETUYKUX nogaTaka.
MeTogonoruje 3a nopehere nepdopmaHcy anropmtama. AHanusa n NpMMeHa pasnuunTux Moaena nNnuMTKMX U AyOOoKNX HeypOHCKMX
Mpexa y 3ajauvma pavyHapckor Buga. Y 3aBMCHOCTY Of, MHTepecoBak-a NonasHuka, NpeocTany cagpxaj Kypca Moxe Aa ykIbydyje Heke
O4 Tema Kao WTO cy: vision-language mogenun, nctoBpemMeHo npahewe Buwe objekaTa, npobabunuctnyke metoge obpage cnuke,
HanpefHe TEXHUKe KOMMpecuje, KOMMjyTepcka Busmnja 3a ocmatpamwe 3emrbe, BapuvjaLuumoHe MeToAe Y KoMmjyTepckoj Buauju, SLAM un
BU3yenHa HaBuraumja, MHBep3Hy Npobnemun y KOMNjyTepckoj BU3nju, AeTekunja u npeno3HaBakbe Manmnx u TeLKO yoursuBux objekara,
KoMnjyTepcka Bu3unja y peanHom BpemeHy. [pakTuyHa HacTtaBa npaTu TEOPUjCKy.

MeToge n3Bohera HacTaBe

MpenmeT ce noxaha Kpo3 cTaHAapaHe o6MuKe ocTBapuBaka HacTaBe M YKibydyje o6aBe3HO NMPUCYCTBO Ha npefaBakuma u
na6opaTopujckum BexGama. MNopen caBnagaBara cagpxaja npegmeTa npefjasarba UMajy U 3afaTak Aa MOTUBMLLY Aarby CamocTarHm
paa crtyneHata. KoHcyntauumje v npunpema 3a nonarawe Teopujckor ucnurta, ogbpaHy gomahux 3agataka v camocTtandy uspagy
npeaMeTHOr npojekta. NMcMeHn UCIUT ce Nonaxe y PeAOBHMM UCIUTHUM POKOBUMA U Ha HeMy je NoTpeBHO ocTBapuTH Hajmarse 50%
npensuheHnx noexHa; NpeaMeTHW npojekaTt ce npeaaje y Lesiocti u ycMeHo 6paHu.

Oatym: 17.09.2026 CtpaHa 9
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OueHe 3Hata (MakcumanHu 6poj noeHa 100)
MpeancnutHe obasese ObasesHa | [loeHa 3aBpIIHY UCITUT OGase3na | Iloena
LOomahwu 3apgaTak Oa 10.00 | Teopujcku feo ucmura Ja 60.00
[Oomahwu 3apaTtak Oa 10.00
MpeameTHW npojekaT Oa 20.00
IlutepaTtypa
P.6p. AyTop-n Hacnos M3paBay lognHa
1|Chen, C. H., & et al. Zf‘téf;” Recognition and Computer Vision in the New |y s cientific Publishing 2025
- o . o Springer, ny6nuuny asaunabne
2 [Szeliski, R. Computer Vision: Algorithms and Applications at https://szeliski.org/Book/ 2022
3|Krig, S. 2rc:g?$suitser Vision Metrics: Survey, Taxonomy, and Apress 2014
4 [Aggarwal, C. C. Neural Networks and Deep Learning Springer 2018

Covariances in Computer Vision and Machine

5|Minh, H. Q., & Murino, V. learning, Synthesis Lectures on Computer Vision #13

Morgan & Claypool Publishers | 2018

6 Hansen, P. C., Jorgensen, J. |Computed Tomography - Algorithms, Insights, and Society for Industrial and 2021
S., & Lionheart, W. R. B. just enough Theory Applied Mathematics

7 Torralba, A, Isola, P., & Foundations of computer vision MIT Press 2024
Freeman, W.

8 Hazan, T., Papandreou, G., Perturbations, Optimization, and Statistics MIT Press 2016
Tarlow, D.

9 |Hartley, R., & Zisserman, A. |Multiple View Geometry in Computer Vision Cambridge University Press 2011
10 (Paper, D. Tensorflow 2.x in the Colaboratory cloud Apress 2021
11 |Kaehler, A., & Bradsk.i G. Learning QpenCV 3: Computer Vision in C++ with the OReilly 2016

OpenCYV Library
Mastering OpenCV 4: A Comprehensive Guide to
12 | Shilkrot, R., & Escriva, D. M. |Building Computer Vision and Image Processing Packt Publishing 2018
Applications with C++
13 |Yaconuc International Journal of Computer Vision CnpuHrep 2025
14 IEEE Transactions on Pattern Analysis and Machine IEEE Standards Association 2025
Intelligence
15 | Bpkrbay, b. MaTtepujanu ca npegasara Hosu Can: ®akynrer 2025

TEeXHUYKNX HayKa
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PANTES Khsura npeameta - AHUMaLUWja y UHXeH-epCTBY

HactaBHu npegmet

OsHaka npegmeta  25.1A025 Hanpen,He mMeTo[e 3a CHMMaH€ N aHalnnady Kpetaka
ECMNB 6
Mporpam(u) y kojeM ce n3soau EAI - BewTayka nHtenureHumja n mawmHcko yvewe (MAC), N36opHu npeamet
F20 - AHumauuja y nixersepctay (MAC), N36opHu npeamet
Yxa Hay4Ha, yMeTH1YKa OOQHOCHO MartemaTtuyke Hayke
CTpy4Ha obnact PauyHapcka rpacuka
HacTaBHuk/un: Pakosuh M. Mupko, PegoBHu npodecop

KpcraHosuh C. Jluguja, BaHpegHu npodecop

Bpoj yacoBa akTuBHe HacTaBe

Teopujcka HacTaBa Bexbe OOH ChpP OcTtanu Yyacosu
3.00 0.00 3.00 0.00 0.00
MpenmeTn npegycnosu Hema

Ycnos: Hema

Linre npegmeTta

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.

Mcxon npegmeta

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.

Cappxaj npegmeta

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

MeToge n3sohera HacTase

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.

OueHe 3Hatba (MakcumanHu 6poj noeHa 100)

MpeancnutHe obaBese Ob6aBesHa | lNoeHa 3aBpIIHM UCTIUT Oobagesna | Iloena
lMpegmeTHW npojekat Ha 30.00 | Yemenu neo ucnura Ja 30.00
MpeameTHu npojekat Oa 30.00
MpucycTBO Ha npeAaBarkbuma Ha 5.00
MpucycTtBo Ha Bexbama Ha 5.00
JlutepaTypa

P.6p. AyTop-n Hacnos M3paBay [oguHa
1| Zatsiorsky, I., & Vladimir M. |Kinematics of Human Motion Human Kinetics 1998
2 g:ggs éz,CT.homas, c.& Human Face Motion Analysis. Visual Form Springer 1992

MoCap for Artists: Workflow and Techniques for

3 |Kitagawa, M., & Windsor, B. Motion Capture

CRC Press 2012

The Mocap Book: A Practical Guide to the Art of

4 |Ricardo, T. Motion Capture

Foris Force 2010

Hands-On Machine Learning with Scikit-Learn and
5 [Géron, A. TensorFlow: Concepts, Tools, and Techniques to O'Reilly Media 2017
Build Intelligent Systems 1st Edition

Understanding Motion Capture for Computer Burlington, MA, USA: Morgan

6 |Menache, A. Animation (Morgan Kaufmann Series in Computer ; 2010
) s Kaufmann, Elsevier
Graphics) 2nd Edition
7 [Menache, A. Un.ders.tandlng Motion Capture for Computer Burlington, MA, QSA: Morgan 2010
Animation Kaufmann, Elsevier
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P.6p. AyTop-n Hacnos M3pasay FoaunHa
8 Rosenhahn, B., Klette, R., & Human_ Mot_lon: Understanding, Modelling, Capture, Springer 2007
etal. and Animation
9 |Kitagawa, M., & Windsor, B. Mo@ap for Artists: Workflow and Techniques for CRC Press 2008
Motion Capture
The Animator's Motion Capture Guide: Organizing,
10 |Liverman, M. Managing, Editing (Charles River Media Game Charles River Media 2004
Development)
Oatym: 17.09.2026 CrpaHa 12
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HactaBHu npegmet

OsHaka npeameTta  25.1AM005 MaTtemaTtunyka TeOpl/Ija urapa
ECMNB 6
Mporpam(u) y kojeM ce n3soau F20 - Auumauuja y nixersepctay (MAC), N36opHu npeamet

OM2 - Matematuka y TexHuum (MAC), N36opHn npeamet

Y3a Hay4Ha, yMEeTHMYKa OJHOCHO

Teopwujcka 1 NpuMer-eHa MaTeMaTtuka
CTpy4Ha obnact

HactaBHwuk/uu: Bajuh Manyra P. byaa, BaHpeaHu npodecop

Henvh [I. Mapwja, Banpeaxu npodecop

Bpoj yacoBa akTuMBHe HacTaBe

Teopujcka HacTaBa Bexbe OOH CnpP Ocranu yacosu
3.00 3.00 0.00 0.00 0.00
[MpegmeTn npegycnosu Hema

Ycnos: Hema

Linre npegmeTta

O6pasoBHM LKIb Kypca je yBofere OCHOBHUX MojMoBa KOMBMHATOPHe Teopwje urapa, ca NocebHUM Harnackom Ha Teopujy NO3NLMOHUX
vrapa. NpepnoxeHe TemMe MMajy U TEOPUjCKM U NPaKTUYHK 3HaYaj. [o3HaBake MaTemaTuyke Teopuje urapa AONPUHOCK NOTMYHOM
pasymeBamy npoLeca npojekToBamwa, UMNNeMeHTaumje n ausajHupara urapa y oKkBMpy pavyHapcke aHumauuje.

Mcxop npeameta

CTuuame OCHOBHMX 3Haka U3 06nacTn matemMaTuykmx (KOMBUHATOPHMX) Urapa. YnosHaBarke ca anaTuma 1 TeXHUKama Koje ce Kopucte
y 0BOj obracTtu, kao u ca moryhHoOCTMMa 1 Ha4YMHUMa 3a HUXOBY MPUMEHY.

Cappxaj npegmeta

1. YBoAHM nojmoBu. TunoBu kombuHatopHux urapa. Ctparterunja. [ipso urpe. ToTanHa MuH-Makc npetpara gpseta urpe. Kpaha
cTpaTerunje. BepoBaTHocHM npuctyn. 2. Heke kom6uHatopHe urpe. 3. MoauuuoHe urpe JeduHuumja. ke n okc. CTpaTervja ynapuearba.
Jake n crnabe urpe. Mejkep-Bpejkep nrpe 4. OcHoBHM NojMoBu 13 Teopuje rpachosa 5. Urpe Ha rpadoBuma.

Jeo HacTaBe Ha npegmeTy obyxBaTa Hymepudke CUMynauuje u eBeHTyarlHo Nucake CEMUHapCKOr paaa.

MeToge n3Bohera HacTase

MpepaBama, ayamo Bexbe v koHcynTaumje. Tokom ayano-Bextn npumetbyjy ce n yeexbaBajy cagpxaju U3noxeHn TOKOM NpeaaBahsa.
TokoMm cemecTpa, CBaku CTYAEHT paav ceMUHapcku pag, koju poHocu 30% noeHa.

[lenosu rpagmea Koju YMHe NOrMYKy LiefMHY MOry ce MOSIOXUTU NyTeM ABa KOMOKBUjyMa. YKOMNMKO CTyAEeHT ocBoju Hajmakwe 30% of
Moryhux noeHa Ha cBakom o[ KOMOKBUWjyMa, cMaTpa ce Aa ra je nonoxuo. Ha ncnuty ctyaeHT moxe ocsojutu go 30% noeHa
OueHa ucnuta ce hopmrpa Ha OCHOBY OCBOjEHWNX NMOEHAa Ha CEMWHAPCKOM pajy, Ha KOMOKBMjyMMa M Ha OCHOBY NOKa3aHOr 3Hakba Ha
uenuty.

OueHe 3Hatba (MakcumanHu 6poj noeHa 100)

MpeaucnutHe obaBese Ob6aBesHa | [NoeHa 3aBpUIHK UCTIHT O6agesna | Iloena
MpeameTHu npojekat Oa 30.00 | [IpaxTiyny Keo ucmuTa - 3a1a1l Jla 70.00
JlutepaTypa

P.6p. AyTop-n Hacnos M3pnasay FoaunHa
1|p6uh, T. CkpuvnTta 13 MaTemaTtuyke Teopuje urapa 2011
2 |UiseTkosuh, ., & Cumuh, C. 5:J§R/igli|’<véa::yfemm: matemarika sa HayuHa krbura 1987
3 [Beck, J. Foundations of positional games 1996
4 E'erlglgllr};pREKR Conway, J. Winning Ways Academic Press 1982
5 [Stahl, S. A Gentle Introduction to Game Theory American Mathematical Society | 1998
6 |Laraki, R., Renault, J., etal. |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
9 ﬁlt:rgtl-;.l.M. & Nowakowski, éeasnic;n_?rjgolzlay: An Introduction to Combinatorial A K Peters 2019
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GAS 53‘5% YHUBEP3UTET Y HOBOM CALY, ®AKYNTET TEXHUYKNX HAYKA
Lot
—‘f"ﬁ '§ 21000 HOBW CAQL, TP AOCUTEJA OBPAJOBUTRA 6
el .
UANTES Kibura npeameta - AHMMaLUmja y HXeHepcTBy

HactaBHu npegmet

OsHaka npeameta  25.1A020A Mpoaykumja aHMMmMpaHor ounma u padvyHapcke urpe
ECIMB 5
Mporpam(u) y kojeM ce n3soau F20 - Auumauuja y nixersepctay (MAC), N36opHu npeamet

Y3a Hay4Ha, yMEeTHMYKa OJHOCHO

CTDY4Ha 0BRacT PauyHapcka rpacmka

HacTaBHuk/un: Ob6bpagosuh M. PaTko, PenoBHu npochecop
Bacurbesuh C. MBaHa, JoueHT

KyamaHosuh J. HeHag, [JoueHT 13 norba yMeTHOCTN

Bpoj yacoBa akTuBHe HacTase

Teopwujcka HacTaBa Bexoe OOH CUP OcTtanu Yyacosu
3.00 0.00 2.00 0.00 0.00
lMpeameTn npegycnosu Hema

Ycnos: Hema

Linre npeagmeTa

Linre npeameTa je ga CTyAeHTM CTEKHY HanpedHa 3Haka U NpakTUYHe BELUTVHE y NnaHupaksy, opraHusauujy u peanusaumjy npogykumje
aHVMMpaHor mnma 1 pavyHapckux urapa, ykrbyvyjyhv koHuenTyanHun ausajH, cueHapuj, storyboard, 3[] mogenosare, aHmumauujy, 3ByK,
PEeHAEPVHT U MHTerpauujy MHTepaKTVBHMX enemMeHara.

Mcxon npegmeta

CTtyneHT he 6uTn cnocobaH Aa camocTanHo uUnv 'y Tumy peanusyje KOMnmeTHy NpPoAYyKUWjy aHuMupaHor dounma unv padyHapcke urpe,
yKIby4yjyhu cee thase o koHuenTa Ao pmHanHor npovssoja.

Cappxaj npegmeta

YBoga y npoaykuujy aHmMmmpaHor dpunmMa u padyHapckux urapa. KoHuentyanHu amsajH u pa3Bsoj ngeje. Nucamwe cueHapwuja n storyboard.
MnaHnparse npoaykuuje n pacnogena pecypca. Mogenosare u purosawe 3[] kapaktepa u objekata. AHMMauuja kapaktepa un objekara,
kopuwhere OCHOBHMX M HanpeaHuX TexHuka. Kpevpawe cneuunjanHux edekaTa, 3Byka n Mysuke. PeHgepuHr n noctnpoaykuuja.
MHTerpaunja nHTEepakTMBHUX efieMeHaTa u TecTupakwe urapa. Ynpasrbawe NpojekToM U TUMCKM paj. AHanus3a u eBanyauuja
npoaykuuje.

MeToge n3Bohera HacTaBe

MpenaBama, NpakTnyHe Bexbe y pavyHapckoj nabopaTopuju, uspaga MHAMBMAYAIHOr U TUMCKOT NpojeKTa, KoHcynTauuje. CTyaeHTn
aKTMBHO y4ecTBYjy Kpo3 npeseHTauujy u oabpaHy CBOjuUX NPOjeKTHUX mAaeja u npomssoda. MNpakTUYHN Aeo ykibydyje pag y
cneumjanusoBaHoM codTBepy 3a 3 mogenoBawe, aHMMaumnjy u pasBoj urapa.

OueHe 3Hara (MakcumanHu 6poj noeHa 100)

MpeaucnutHe obaBese Ob6aBesHa | lNoeHa 3aBpLIHK UCIIHT OGage3na | Iloena
lMpeameTHU npojekat Ha 50.00 | IIpe3enTauuja 1 3aBpiIHa oaOpaHa NpojeKTa Ja 30.00
MpeameTHW(NpojeKTHW)3agaTak Oa 20.00
IutepaTypa

P.6p. AyTop-n Hacnos N3paBay lopguHa
1|Schell, J. The Art of Game Design: A Book of Lenses gir?o(li;ress / Taylor & Francis 2019
2 [Williams, R. The Animator’s Survival Kit London: Faber & Faber 2001
3 [Winder, C., & Dowlatabadi, Z. | Producing Animation CRC Press 2020
4 |Fullerton, T. Game Design Workshop: A Playcentric Approach to |\ ¢ petars / CRC Press 2023
Creating Innovative Games
5| Obradovi¢, R. & Vujanovié, M. | Animacija karaktera Nov: Sad: Fakultettehnickdh | 5913
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GAS 53‘5% YHUBEP3UTET Y HOBOM CALY, ®AKYNTET TEXHUYKNX HAYKA
Lot
—‘f"ﬁ '§ 21000 HOBW CAQL, TP AOCUTEJA OBPAJOBUTRA 6
el .
UANTES Kibura npeameta - AHMMaLUmja y HXeHepcTBy

HactaBHu npegmet

Ooraxa npeamera  25.1A020N PenpepoBare y peanHom BpeMeHy 3a 3L rpacmky v

CorE - padyHapcke urpe

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

Y3a Hay4Ha, yMEeTHMYKa OJHOCHO

CTDY4Ha 0BRacT PauyHapcka rpacmka

HacTaBHuk/un: Ob6bpagosuh M. PaTko, PenoBHu npochecop

Bacurbesuh C. MBaHa, JoueHT

Bpoj yacoBa akTuMBHe HacTaBe

Teopujcka HacTaBa Bexbe OOH CnpP Ocranu yacosu
3.00 0.00 2.00 0.00 0.00
[MpegmeTn npegycnosu Hema

Ycnos: Hema

Linre npegmeTta

Linrs npeameTa je Aaa CTyAeHTU CTEKHY HanpefHa 3Haka M NpakTU4He BelTuHe Y peHaepoBawy 3/ cueHa y peanHOM BpeMEHY,
pasymeBamy rpaduykux anroputama, ontumusaumju nepgopmaHcu, kopuwherwy rpadpuykmnx APl-ja n nHterpauuju peHgeposamwa y
pasBoj pavyHapCckux urapa.

Mcxop npeameta

CtyneHT he 6yt cnocobaH Aa camocTanHo unu y Tumy passuje real-time 3[ cueHe u urpe, ontumusyje rpadgumky 3a nepcdopmaHce,
umnnemeHTupa shader-e, edpekre ocBeTrbera U TEKCTypUcama, Te MHTerpule peHaepoBare y MHTepakTMBHE annuvkauuje.

Cappxaj npegmeta

YBop y real-time pengepoBame. 'pacuukm pipeline n apxutektypa GPU-a. Shader-u n nporpamcko ocBeTrbere. TekcTypupame, Mane
1 matepwujanu. Edextu kao WwTo cy pednekcuje, ceHke, noctnpouecupane. OnTummsaumja nepdopmadcy n LOD TexHuke. NHTerpauuja
peHaepoBawa y 3[] urpe. [lebaroBamwe 1 npocdunncame rpaduyknx annukauuja. Ynpaerbawe pecypcuma u memopujom. AHanusa v
eBarnyauuja kBanMTeTa peHaepoBama.

MeToge n3Bohera HacTaBe

MpepaBama, NpakTnyHe Bexbe y pavyHapckoj nabopaTopwju, u3paga UHANBUAYANHOT U TUMCKOT NpojekTa, koHcynTtaumnje. CTyaeHTH
aKTWBHO Y4eCTBYjy KpO3 npe3eHTaumjy n ogbpaHy CBOjUX peHAepoBaHWX cLeHa 1 npojekaTa. MNpakTuiHW Aeo ykIbyyyje paj y noroHnma
urpe, shader nporpamvpane 1 ontumusauujy nepdopmaHcu.

OueHe 3Hara (MakcumanHu 6poj noeHa 100)

MpeancnutHe obaBese O6aBe3Ha | [MoeHa 3aBpLIHK UCTIUT O06ases3na | Iloena
lMpeameTHU npojekat Oa 50.00 | IIpe3enrtanuja u 3aBpIIHa og0paHa IIPOjeKTa Ja 30.00
MpeameTHU(NpojeKkTHN)3aaaTak Oa 20.00
Jlutepatypa

P.6p. AyTop-n Hacnos N3paBay lopguHa
1 éﬁegiﬂi'ﬁ'vrlr?::’r’NT” Haines, Real-Time Rendering CRC Press 2018
2 |Lintrami, T. Unity 2021 Game Development Essentials Packt Publishing 2021
3 |Doran, J. P. Unreal Engine 5 Game Development Apress 2022
4 Bailey, M., & Cunningham, S. |Graphics Shaders: Theory and Practice CRC Press 2012
5 | Suffern, K. G. Raytracing From the Ground Up A K Peters, Ltd. 2007
6 Ezi:;)hl\r/ley:aéw W., & mgls;crfélzt;?os;d Rendering: From Theory to Morgan Kaufmann 2016
7|Buck. 4. The ng Tracer Challenge: A Test-Driven Guide to The Pragmatic Programmers, 2019
’ Your First 3D Renderer LLC
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Kiwsura npegmeTta - AHUMaUmja y UHXeHepCcTBY

CTpyyHa npakca

OsHaka npegmeta  25.IGASPO

ECIMNB 3

CTtpyyHa npakca

Mporpam(u) y kojeM ce n3soau

F20 - Auumauuja y nixersepctay (MAC), ObaBesaH npegmet

Yxa Hay4Ha, yMeTHUYKa OAHOCHO
CTpyyHa obnact

OurntanHa ymeTHoCT
MaTematuuke Hayke
PauyHapcka rpacumka

HacrasHuk/uu:

Bpoj yacoBa akTuBHe HacTaBe

Teopujcka HacTaBa Bexbe OOH CnpP Ocranu yacosu
0.00 0.00 0.00 0.00 6.00
[MpeameTn npegycnosu Hema

Ycnos: Hema

Linre npegmeTta

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

Mcxon npegmeta

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.

Cappxaj npegmeta

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

MeToge n3Bohera HacTaBe

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

OueHe 3Hara (MakcumanHu 6poj noeHa 100)

MpeaucnutHe obaBese Ob6aBesHa | lNoeHa 3aBpLIHK UCIIHT OGage3na | Iloena
lMpeameTHU npojekat Oa 50.00 | Ycmenu zeo ucnura Ja 50.00
IutepaTypa

P.6p. AyTop-n Hacnos N3paBay lopguHa
OproBapajyhu matepujan HeonxodaH 3a pellaBare }
1 [Csu aytopu / ['pyna ayTtopa KOHKPETHIX NpoBnema pasHun
2| All authors / Group of authors Appropriate materials necessary for solving specific all )
problems.
Oatym: 17.09.2026 CtpaHa 16




YHVUBEP3UTET Y HOBOM CALY, ®AKYJITET TEXHUYKMNX HAYKA

21000 HOBW CAL, TPIT JOCUTEJA OBPAJOBUTRA 6

Kiwsura npegmeTta - AHUMaUmja y UHXeHepCcTBY

HactaBHu npegmet

OsHaka npegmeta  25.IA018A

ECIMNB 4

KomnjyTtepcka reomeTtpuja

Mporpam(u) y kojeM ce n3soau

F20 - Auumauuja y nixersepctay (MAC), ObaBesaH npegmet

Yxa Hay4Ha, yMeTHUYKa OAHOCHO
CTpyyHa obnact

MaTtematuyke Hayke
PauyHapcka rpacumka

HacTtaBHuk/uum:

Yomuh Jb. Jlnaunja, PegoBHu npodecop

KpcraHosuh C. Jluguja, BaHpegHu npodpecop

Bpoj yacoBa akTuBHe HacTaBe

Teopujcka HacTaBa Bexbe OOH ChpP OcTtanu Yyacosu
2.00 0.00 2.00 0.00 0.00
MpenmeTn npegycnosu Hema

Ycnos: Hema

Linre npegmeTta

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

Mcxon npegmeta

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

Cappxaj npegmeTa

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.

reomeTpMja npaBoyraoHuKa.

MeToge n3Bohera HacTaBe

MpepnaBawa n Bexbe y pavyHapckoj nabopatopuju. KoHcyntauuje.

OueHe 3Haa (MakcumanHu 6poj noeHa 100)

MpeancnutHe obasese ObasesHa | [loeHa 3aBpIIHY UCITUT OGase3na | Iloena
MpeameTHW(NpojeKkTHW)3aaaTak Oa 30.00 | Yemenu neo ucnura Jla 30.00
MpeameTHW(NpojeKkTHW)3aaaTak Oa 30.00
MpucycTBO Ha NnpegaBakbuma Oa 5.00
MpucycTBO Ha payyHapckuMm Bexbama Oa 5.00
IlutepaTtypa

P.6p. AyTop-n Hacnos M3paBay lognHa
1 '\Pﬂrelparata, F.P., & Shamos, Computational Geometry: An Introduction Springer 1985
Di Battista, G., Eades, P., — . ) o .
2 Tamassia, R.. & Tollis, I. G. Drawing: Algorithms for the Visualization of Graphs Prentice-Hall 1999
De Berg, M., Cheong, O., Van . . . N . .
3 Kreveld, M.. & Overmars. M. Computational Geometry: Algorithms and Applications |Berlin: Springer 2008
4 |Zarins, U. Anatomy of Facial Expression Exonicus Inc 2018
5|Zarins, U., & Kondrats, S. é%it%my for Sculptors Understanding the Human Exonicus Inc 2018
. The Nine Old Men: Lessons, Techniques, and
6|Andreas Deja Inspiration from Disney's Great Animators 1st Edition Routledge 2016
7 (Bridson, R. Fluid Simulation for Computer Graphics 2nd Edition CRC Press 2015
8 [O'Rourke, J. Computational Geometry in C Cambridge University Press 1998
9 |Banchoff, T. F. Beyonfj the Thqu Dlmer)smn: Qeometry, Computer W H Freeman & Co 1990
Graphics, and Higher Dimensions
10 |Loustau, J., & Dillon, M. Linear Geometry with Computer Graphics CRC Press 1992
11 |Amari, S. Information Geometry and Its Applications Springer 2016
- Fundamentals of Geometry Construction: The Math .
12 |Angeles, J., & Pasini, D. Behind the CAD Springer 2020
Programming Computer Vision with Python: Tools and | A, . .
13| Solem, J.E. Algorithms for Analyzing Images 1st Edition O'Reilly Media 2012
Oatym: 17.09.2026 CrpaHna 17
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~

o“‘unﬁ—‘h Krisura npegmMmerta - AHVIMaLI,VIja Y NHXEH-EPCTBY
JlutepaTypa
P.6p. AyTop-n Hacnos M3pasay FoaunHa

14 |Prince. S. J. D Computer Vision: Models, Learning, and Inference Cambridge University Press 2018

T (1st Edition)
De Berg, M., Cheong, O., Van |Computational Geometry Algorithms and Applications .
15 | Kreveld, M., & Overmars. M. |(Third Edition) Springer 2008

Oatym: 17.09.2026
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GAS 53‘5% YHUBEP3UTET Y HOBOM CALY, ®AKYNTET TEXHUYKNX HAYKA
Lot
—‘f"ﬁ '§ 21000 HOBW CAQL, TP AOCUTEJA OBPAJOBUTRA 6
el .
UANTES Kibura npeameta - AHMMaLUmja y HXeHepcTBy

HactaBHu npegmet

OsHaka npegmera  25.E2528 lMpouec pasBoja pavyHapckux urapa
ECNB 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

Yxa Hay4Ha, yMeTHU4YKa OAHOCHO

MpMereHe padyHapcke Hayke 1 MHGopMaThKa
CTpy4Ha obnact P pasyHap Y thop

HacraBHwuk/um: MBeTuh B. [iparaH, PegoBHu npodecop

ApamoBuh b. MunaH, [JoueHt

Bpoj yacoBa akTuBHe HacTase

Teopujcka HacTaBa Bexbe OOH CnpP Ocranu yacosu
3.00 0.00 3.00 0.00 0.00
lMpeameTn npegycnoeu Hema

Ycnos: Hema

Linre npegmeTa

Ocnoco6rbaBate CTyAeHaTa Aa pa3ymejy NpoLec pa3Boja MOAEPHUX padyHapckux urapa u aa Gyay y ctawy Aa NnprMeHe cBoja 3Hatba
y 06nacTi BUCOKO MHTEPAKTUBHUX padYyHapCKUX urapa.

Mcxon npegmeta

CTeyeHa 3Hata 1 BELUTUHE KOPUCTU 3a pa3Boj pavyHapcKkux Urapa, ykrbyuyjyhu u o36urbHe urpe, urpe 3a pasoHody, U cuMmynauuje.

Cappxaj npegmeta

Mojam Bugeo urpe. TexHonorvja n npouec passoja pavyHapckux urapa. MHTepakumja n padyHapcke urpe (pasBoj y cny4ajy urpada
NpoTuUB padyHapa 1 y cryyajy Buwe urpada). Cumynauuja npoueca y padyHapckum urpama. NcruxonoLkn acnektu pa3soja padyHapCcKux
urapa (KoHuenT "urpuBocTn,” meTpuke catucdakumnje KopucHuka). lMojam npuye n ecteTuke y pavyyHapckum urpama. lNpumeHa
payyHapckux urapa (TpxuwTe urapa 3a pasoHoay, 03burbHe urpe u urpe n obpasoBame).

MeToge n3Bohera HacTaBe

MpepnaBatba, padyHapcke Bexbe, KoHcynTaumje. paguBo NpeaMeTa je opraHM3oBaHo y 2 LienuHe koje ce npoBepasajy y hopmu 2 Tecta
TOKOM NpefaBatba. Ha BexGama ce kopucTe caBpeMeHW MoroHn urpe aa 6u ce n3yunnu acnektv passoja Bugeo urapa. OBako CTeYeHo
3Hare ce NpoBepaBa NPeKo CamoCTarlHOr NMPOjeKTa Ynju je Lunrb peanusoBarse jeqHOCTaBHe anv KomnneTHe Buaeo urpe. MNpojekart ce
pagu y TMMOBUMA. YCMeLLHO pelleHe Bexbe Cy YCroB 3a uanasak Ha ucnuT. Vicnut ce nonaxe y nucmeHoj dopmu. OcBojeHun 6ofosu ca
ucnuTa, TecToBa 1 obGaBe3a ca Bexbu ce cabupajy hopmupajyhu koHauHy oueHy.

OueHe 3Hawa (MakcumanHu 6poj noeHa 100)

MpeancnutHe obaBese O6aBe3Ha | [MoeHa 3aBpLIHK UCTIUT Oo6asesna | Iloena
CemuHapcku pag Ha 20.00 | 3aBpiHM UCITUT Ja 30.00
CroxeHu obnuum Bexoun Oa 50.00
Jlutepatypa

P.6p. AyTop-n Hacnos N3paBay lopguHa
. ConcTtBeHo n3aawe, 4OCTYMHO
1 |UBetuh, [., & bypcah, B. Mpouec pa3Boja pavyHapckux urapa (ckpunra) Ha TIM.GTH.YHC. AL, pC 2025
2 |schell, J. Th.e.Art of Game Design: A Book of Lenses, (3rd CRC Press / Taylor & Francis 2020
Edition) Group
3 Minhaz-Us-Salakeen, F., & How to Make a Game Apress 2021
Tanimul Haque, K.
Borromeo, N. A., & Gomila Hands-On Unity Game Development: Unlock the s
4 Salas, J.G. Power of Unity 2023 and Build Your Dream Game Packt Publishing 2024
Unreal Engine 5 Game Development with C++
5|Li, Z. G. Scripting: Become a Professional Game Developer Packt Publishing 2023
and Create Fully Functional, High-Quality Games
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GAS 53‘5% YHUBEP3UTET Y HOBOM CALY, ®AKYNTET TEXHUYKNX HAYKA
Lot
—‘f"ﬁ '§ 21000 HOBW CAQL, TP AOCUTEJA OBPAJOBUTRA 6
el .
UANTES Kibura npeameta - AHMMaLUmja y HXeHepcTBy

HactaBHu npegmet

OsHaka npeameTa  25.1A112 HanpegHu Bu3yenHu egpekTn 3a padvyHapcke urpe
ECNB 4
Mporpam(u) y kojeM ce n3soau F20 - Auumauuja y nixersepctay (MAC), N36opHu npeamet

Y3a Hay4Ha, yMEeTHMYKa OJHOCHO

CTDY4Ha 0BRacT PauyHapcka rpacmka

HacTaBHuk/un: Ob6bpagosuh M. PaTko, PenoBHu npochecop

Bacurbesuh C. MBaHa, JoueHT

Bpoj yacoBa akTuMBHe HacTaBe

Teopujcka HacTaBa Bexbe OOH CnpP Ocranu yacosu
2.00 0.00 2.00 0.00 0.00
[MpegmeTn npegycnosu Hema

Ycnos: Hema

Linre npegmeTta

Linre npegmeTa je fa CTyAeHTU CTEKHY HanpeaHa 3Hakba U NpakTUYHe BeLUTUHE Y Kpenpakby 1 MMNNeMeHTaumju BU3yenHux edpekara y
padyHapckMM urpama, ykrbydyjyhu yectuue, ocBeTrbere, NOCTNPOLECUHT, (hU3nyke cuMmynaumje u cxagep nporpamvpane yHyTap game
engine -a.

Mcxop npeameta

CtyaeHT he 6uTn cnocobaH Aa camocTanHo unu y TMy Kpevpa coductuumpaHe BusyenHe edekre 3a 3[ urpe, nHterpuile ux y real-
time okpyxemne, onTuMu3yje nepopmaHce 1 aHanuampa KBanuTeT BU3yernHnx edekaTta y pasnnintum cueHapujuma.

Cappxaj npegmeta

YBop y Bu3yenHe edpekte y urpama. Cucrem yectuua u cumynaumja. Shader-u u npunaroheHo ocBeTrbere. [ocTnpouecuHr edekTy 1
HDR TexHuke. dusmyke cumynaumje (Boga, aum, ekcnnosuje). Ecbektn BpemeHa u atmocdepcku edpektn. MHTerpaumja edekata y game
engine. OnTuMmn3auuja nepdopmaHcy. AHanusa n eBanyaumja BusyenHunx edekara.

MeToge n3Bohera HacTase

MpenaBama, NpakTnyHe Bexbe y pavyHapckoj nabopaTopuju, uspaga UHAMBMAYANHOr U TUMCKOT NpojekTa, koHcynTauuje. CTyaeHTn
aKTMBHO y4ecTBYjy Kpo3 npeseHTaumjy n oabpany ceojux VFX cueHa v npojekata. MpakTnyHu Aeo ykibyyyje pag y game engine-uma,
shader nporpamupare, cumynaumje n onTuMmsaunjy nepgpopmaHcu.

OueHe 3Hatba (MakcumanHu 6poj noeHa 100)

MpeaucnutHe obaBese Ob6aBesHa | lNoeHa 3aBpLIHK UCIIHT OGagesna | Iloena
MpeameTHU npojekat Oa 50.00 | ITpe3enTanuja u 3aBpiiHa oa0paHa MpojeKTa Ja 30.00
MpeameTHW(NpojeKkTHM)3agaTak Ha 20.00
IlutepaTtypa

P.6p. AyTop-n Hacnos M3paBay lognHa
. . o Boca Raton: Taylor & Francis,
1| Gregory, J. Game Engine Architecture, (3th Edition) CRC Press 2018
Akenine-Moller, T., Haines, . .

2 E.. & Hoffman, N. Real-Time Rendering CRC Press 2018

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. Compc_)smng Visual Effects in After Effects: Essential Routledge 2015
Techniques

6 | Kerlow, . The Art of 3D Computer Animation and Effects glgnwsJﬁ:zey: John Wiley & 2009
The Art and Science of Digital Compositing: . .

7 |Brinkmann, R. Techniques for Visual Effects, Animation and Motion ﬁmsfterdamF,’ Bb(?_st'c:n. Morgan 2008
Graphics aufmann Publishers
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HactaBHu npegmet

OsHaka npeameta  25.1A115 TexHonorunje pavyHapcke rpaduvke y KynTypHOM Hacrehy
ECNB 4
Mporpam(u) y kojeM ce n3soau F20 - Auumauuja y nixersepctay (MAC), N36opHu npeamet

Y3a Hay4Ha, yMEeTHMYKa OJHOCHO

CTDY4Ha 0BRacT PauyHapcka rpacmka

HactaBHwuk/uu: hypuh B. Uecupopa, JoueHT
Bpoj yacoBa akTMBHe HacTaBe
Teopujcka HacTaBa Bexbe OOH ChpP OcTtanu Yyacosu
2.00 0.00 2.00 0.00 0.00
MpenmeTn npegycnosu Hema

Ycnos: Hema

Linre npegmeTta

Linre npeameTa je ga CTyAeHTH CTEKHY 3Hara U BELUTUHE 3a UCTPaXuBame, aHanusy 1 npumMeHy CaBpeMeHMX TEXHOMOormja padyHapcke
rpaduke y JOKYMEHTaumju, BU3yanusaLumjn n npeseHtaumjyu KyntypHor Hacreha.

Mcxon npegmeta

CTyaeHTU CTudy Teopujcka U nNpakTuyHa 3Haka notpebHa 3a NpumMeHy MeToAa, TEXHUKA U anaTa pavyHapcke rpadwvke y aHanusm,
AOKYMeHTaumju 1 npeseHTaumjn KyntypHor Hacrneha, ykrby4vyjyhu cnocoGHOCT KpuTUYKOr BpefHoBaka ogabpaHmx TexHomnoruja un
pellaBaka NpakTUYHUX 3agaTaka.

Cappxaj npegmeta

YBopA y avrutanHe TexHonoruje padyHapcke rpadvke y KyntypHoMm Hacnehy. [Npernen caBpemMeHnx TexHonoruja padyHapcke rpaguke y
npeseHTaumjn n KOMyHuKaumju KyntypHor Hacneha. durntanHa AoKymeHTauuja n aHanuaa KynTypHor Hacrneha. Busyanusaumja u
npeseHTaunja KyntypHor Hacneha. [Npunpema maTepujana 3a UHTEPHET, My3ejcke eKkcrnoHaTe, eayKaTUBHE NPOjeKTe U MY3ejCKOo-
KOMYHWMKaumjcky ynotpeby. Pa3Boj MHTEpaKTMBHUX 1 MMEP3UBHUX NCKyCTaBa y obnacTtu kynTypHor Hacneha. Passoj 360° BupTyenHux
Typa. MNpakTnyHe Bexbe 1 NpojekTn Koju nogpasymeBajy paj Ha KOHKpeTHUM apTedakTuma unm objekTuma KynTypHor Hacneha.
WHTerpauvja aurutanHnx mogena y Bu3yanHe u MHTepakTMBHE Npukase, U KpUTUYKa eBanyauuja anata u metoga. byayhe nepcnektuse
W VHTEPAMCUMNIIHAPHE NPUMEHE.

MeToge n3ssohera HacTase

HacTaBa ce peanusyje kpo3 npeaaBata U NpakTUuHe Bexbe y padyHapckoj nabopaTtopuju, y3 MOryRHOCT UHAMBUAYANMHWUX U FPYMHUX
KOHcynTaumja. 3aBpLUHa oLeHa ce hopMmpa Ha OCHOBY peann3oBaHOr NPeAMETHOT MPOjeKTa, HheroBe npeseHTauuje n ycmeHe ogbpaHe.

OueHe 3Hara (MakcumanHu 6poj noeHa 100)

MpeaucnutHe obaBese Ob6aBesHa | lNoeHa 3aBpLIHK UCIIHT OGage3na | Iloena
lMpeameTHU npojekat Ha 70.00 | IIpe3enTauuja 1 3aBpiIHa oaOpaHa NpojeKTa Ja 30.00
IutepaTypa

P.6p. AyTop-n Hacnos N3paBay lopguHa
1 |pyna aytopa Computer Graphics and Applications IEEE 1981
Liarokapis, F., Voulodimos,
2 |A., Doulamis, N. & Doulamis, |Visual Computing for Cultural Heritage Springer 2020
A
D’Amato, L., Naldini, F., Towards the Formal Teaching of CG Applications in Eurogl_'aphlcs Workshop on
) S . . Graphics and Cultural Heritage
3 |Tibaldo, V., Trianni, V., & Cultural Heritage for Computer Graphics and 2021
o e (2021), A. Chalmers and V.
Pellegrini, P. Animation Students :
Hulusic (Eds.)
Portalés, C., Rodrigues, J. M., Multimodal Technol. Interact.
4 |Rodrigues Gongalves, A., Digital cultural heritage 2018, 2(3), 58; MDPI, 2018
Alba, E., & Sebastian, J. https://doi.org/10.3390/mti2030
5 Liritzis, I." Al-Otaibi, F. M., & Digital technologies and trends in cultural heritage Mediterranean Archaeology and 2015
Volonakis, P. Archaeometry
6 |Vassilis, P., & Wallace, M. Digjtal tgchnologies and the role of data in cultural Big Datg and Cognitive 2022
heritage: The past, the present, and the future Computing
The Effectiveness of Digital Technologies Used for the International Journal of
7 |Hijazi, A. N., & Baharin, H. Visitor's Experience in Digital Museums. A Systematic 2022

Literature Review from the Last Two Decades Interactive Mobile Technologies

Shah, M. N., Fathihin, N., & |A Systematic Review on Digital Technology for International Conference on

8 Ghazali, M. Enhancing User Experience in Museums U_ser SC|er?ce a_nd Eng_lneerlng. 2018
Singapore: Springer Singapore
Experience Design, Virtual Reality and Media
9 [Pietroni, E. Hybridization for the Digital Communication Inside Applied System Innovation 2019

Museums
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JlutepaTypa
P.6p. AyTop-n Hacnos M3pasay FoaunHa

Marto, A., Gongalves, A., A Survey of Multisensory VR and AR Applications for .

10 Melo, M. & Bessa, M. 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.,

12 |McGuire, M., Sklar, D., Foley, |Computer Graphics Addison-Wesley 2013
J., Feiner, S., & Akeley, K.

Driving Innovation and Sustainable Development in
13 éha;?], Q “GA?Jng\;(, Y&’ E:eg’ Cultural Heritage Education Through Digital Sustainability, MDPI 2025
vETR o e T Transformation: The Role of Interactive Technologies.
14 |Brendt, E., & Teixeira, J. C. Culturgl Heritage in the Mature era of Computer IEEE_ Cc_;mputer Graphics & 2000
Graphics Applications
15| Amold. D Computer Graphics and Cultural Heritage, Part 2: IEEE Computer Graphics & 2014
T Continuing Inspiration for Future Tools Applications

Ruggero, P., Kazim, P., Ying,

16 |Y., Weyrich, T., Gobbetti, E., |A Survey of Geometric Analysis in Cultural Heritage = |Computer Graphics Forum 2016
& Rushmeier, H.
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Kiwsura npegmeTta - AHUMaUmja y UHXeHepCcTBY

HactaBHu npegmet

OsHaka npegmeTta

25.1A030A

ECIMNB 4

MaTtemaTtnykm mogenu padvyHapcKor Buaa

Mporpam(u) y kojeM ce n3soau

F20 - Auumauuja y nixersepctay (MAC), N36opHu npeamet

Y3a Hay4Ha, yMEeTHMYKa OJHOCHO

CTpy4Ha obnact

Teopwujcka 1 NpuMer-eHa MaTeMaTtuka

HacraBHuk/uu:

Mnuh M. Bnagumup, BanpegHu npodecop
Tyxkuh J. Tubop, PenosHu npodecop

Bpoj yacoBa akTuMBHe HacTaBe

Teopujcka HacTaBa Bexbe OOH CnpP Ocranu yacosu
2.00 2.00 0.00 0.00 0.00
[MpegmeTn npegycnosu Hema

Ycnos: Hema

Linre npegmeTta

OcnocobrbaBake CTyAeHaTta 3a CTulame U NnpuMeHy MmaTteMaTu4knx 3Hawa U3 JoOMeHa padyHapcKor Buaa.

Mcxop npeameta

CTy,EI,eHT je ocnocobrbeH 3a pasymeBahe U NpUMeHy MmaTeMaTudknx moaena y obnactn padyHapckor Buaa.

Cappxaj npeameta

IluHeapHe TpaHcdopmauuje. AduHe TpaHchopmaumje. OcobuHe poTaunoHe maTtpuue. XoMoreHe koopauHaTte. NpojekTMBHa kamepa.
MHTPWH3NYHN 1 eKCTPUH3NYHKN napameTpu Kamepe. KannbpauvoHa maTtpuua. OgpehurBare cnorbHe opuvjeHTaumnja kamepe.

MeToge n3sohera HacTase

MpenaBara v BexGe cy ayanTopHe M padyHapcke. CTyaeHTn gobujajy aomahu sagaTtak 3a camocTanHu pagd, a nocrne sehux uenuHa
nonaxy KOSoKBujyM 13 Te obnacTu.

OueHe 3Haa (MakcumanHu 6poj noeHa 100)

MpeancnutHe obasese ObasesHa | [loeHa 3aBpIIHY UCITUT OGase3na | Iloena
MpucycTBo Ha NpeaaBawyma Oa 5.00 | 3aBpiunu uenur - 1 geo Jla 35.00
MpucycTBo Ha Bexbama Oa 5.00 | 3aBpiuHu uenur - 2 1eo Jla 35.00
Tect Oa 10.00
Tect a 10.00
IlutepaTtypa
P.6p. AyTop-n Hacnos M3paBay lognHa
1 |Hartley, R., & Zisserman, A.  |Multiple View Geometry in Computer Vision Cambridge University Press 2003
2 [Monosuh, M. OurutanHa obpaga cnuke Beorpag: AkageHcka Myucao 2006
3| Nywuih, T., & Konawa, T. Zssfey BapuvjaLMOHM padyH ca npMmeHama y obpagu reizmmgac)l(: :;?/?;meT 2021
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HactaBHu npegmet

OsHaka npeavera  25.1A031 PadyHapcku reHepucaHa My3uka 3a aHuMmaLumjy U rejMuHr
ECIBb 4
Mporpam(u) y kojeM ce n3soau F20 - Auumauuja y nixersepctay (MAC), N36opHu npeamet

Y3a Hay4Ha, yMEeTHMYKa OJHOCHO

OurntanHa ymeTHoCT
CTpy4Ha obnact

HactaBHwuk/uu: Kyamanosuh J. Henag, [loueHT 13 norsa ymeTHOCTM

Bpoj yacoBa akTuBHe HacTaBe

Teopujcka HacTaBa Bexbe OOH ChpP OcTtanu Yyacosu
2.00 0.00 2.00 0.00 0.00
MpenmeTn npegycnosu Hema
Ycnos:

Linre npegmeTta

CTuuare OCHOBHUX 3Haka y Kopuherwy AUrMTanHux TEXHOMornja 3a reHepucare Mysuke 3a aHumauujy v rejMumHr.
OcHoBHU UMb MpeAMeTa jecTe yno3HaBake CTyAeHaTa ca crneuujanM3oBaHnM anatMa 3a padyHapcko reHepucare Mysuke.

Mcxon npegmeta

CTuuare 3Hama U cnocobHocTy: 1) npoueayparnHo reHepucame My3uke; (2) KnacuYHO AUrMTanHo KOMMNOHOBawe My3uke; (3) npunpema
reHepucaHe My3uKe 3a UHTErpucare y BUAEO Urpy U aHumMaumjy.

Cappxaj npeameta

YnosHaBane ca cnegehum TexHonorvjama: game audio engine — FMOD, gurutanHu v aHanoriun anaTu 3a subtractive cuHTesy 3Byka
(mopynapHu cuHTucajsepu), Ableton LIVE, Derivative TouchDesigner, GameSynth .

MeToge n3ssohera HacTase

MpepaBama u Bexbe y pavyHapckoj nabopatopuju. KoHcyntauuje.

PauyHapcke Bexbe cy 6asmpaHe Ha caBnafaBaky TEXHMKA 3a pavyHapCKo reHepucarke My3uke.

MpepuncnutHe obaBese - CTyAeHTU Cy AY>KHW Aa NOMOXe KOMOKBMjyM MyTeM NpakTUYHOr MpojeKTa, YuMe CTUYy NpaBo Aa Nonaxy UChuT.
Wenut — lMposepa Teopujckor 3Haka nyTem TecTa.

OueHe 3Haa (MakcumanHu 6poj noeHa 100)

MpeancnutHe obasese ObasesHa | [loeHa 3aBpIIHY UCITUT OGase3na | Iloena
MpeameTHW(NpojeKkTHW)3aaaTak Ha 50.00 | Teopujcku aeo ucmnuTa Ja 40.00
MpucycTBo Ha nabopaTopujckum Bexxbama Oa 10.00
IlutepaTtypa

P.6p. AyTop-n Hacnos M3paBay lognHa
1 |Farnell, A. Procedural Audio - Theory and Practice Oxford University Press 2014
.- Developing Spatial Data Infrastructures Synthesizers
2 | Gabirielli, L. with VCV Rack Focal Press 2020
3 g;rirt'rr:agowc, G., Bairos, R., & Touch Designer User Guide Derivative 2025
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HactaBHu npegmet

OsHaka npeameta  25.1A024 BewTayka nHTenureHumja y pavyHapckoj rpacuum

ECIMNB 4

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

Yxa Hay4Ha, yMeTHUYKa OAHOCHO
CTpyyHa obnact

EnekTpoTexHuyko n paYyHapCKO UHXeHepCTBO
MaTtematuuke Hayke

HacTaBHuk/un: KpctaHosuh C. Iluguja, BaHpegHu npodecop

Pakosuh M. Mupko, PegosHu npodecop

Bpoj yacoBa akTuBHe HacTaBe

Teopujcka HacTaBa Bexbe OOH ChpP OcTtanu Yyacosu
2.00 0.00 2.00 0.00 0.00
MpenmeTn npegycnosu Hema
Ycnos: Hema

Linre npegmeTta

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.

Mcxon npegmeta

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

Cappxaj npeameta

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.

MeToge n3sohera HacTase

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.

OueHe 3Hara (MakcumanHu 6poj noeHa 100)

MpeancnutHe obaBese O6aBe3Ha | [MoeHa 3aBpLIHK UCTIUT O06ases3na | Iloena
lMpeameTHU npojekat Oa 60.00 | Ycmenn neo ucnura Ja 30.00
[MpucycTBo Ha Npegasawuma Oa 5.00
MpucycTtBo Ha Bexxbama Oa 5.00
JlutepaTtypa

P.6p. AyTop-un Hacnos N3paBay lopguHa
1(- BelwTayka nitenureHumja CkpunTa 2014
2 |Bishop, C. M. Pattern Recognition and Machine Learning New York: Springer 2006
3 [Russell, S. J., & Norvig, P. Artificial Intelligence: A Modern Approach Pearson Education Limited 2007
4 |Plemenos, D. & Miaoulis,G. értlflmgl Intelligence Techniques for Computer Springer 2008
raphics
Sebe, N., Cohen, I, Garg, A., . - - .
5 & Huang. T. S. Machine Learning in Computer Vision Springer 2005
6 |Pacen, C. L., & Hopawr, M. BeluTayka nHTenureHumja: caBpemMeHmn npucTyn Beorpan: RAF i CET 2011
(npeBop Tpeher nsgama)
7 |Bishop, C., & Bishop, H. Deep Learning Foundations and Concepts Springer 2024
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MpeameT 3aBpLUHOT paja

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

OurntanHa ymeTHoCT
MaTematuuke Hayke
PauyHapcka rpacumka

Yxa Hay4Ha, yMeTHUYKa OAHOCHO
CTpyyHa obnact

HacrasHuk/uu:

Bpoj yacoBa akTuBHe HacTaBe

Teopujcka HacTaBa Bexbe OOH CnpP Ocranu yacosu
0.00 0.00 0.00 7.00 0.00
[MpeameTn npegycnosu Hema

Ycnos: Hema

Linre npegmeTta

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.

Mcxop npeameta

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.

Cappxaj npegmeTa

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

MeToge n3Bohera HacTaBe

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

OueHe 3Hatba (MakcumanHu 6poj noeHa 100)

MpeancnutHe obaBese Ob6aBesHa | lNoeHa 3aBpIIHM UCTIUT Oobagesna | Iloena
CemuHapcku pag Ha 50.00 | Yemenu neo ucnura Ha 50.00
JlutepaTypa

P.6p. AyTop-n Hacnos M3paBay [oguHa

AKTyeHHM Yaconucu ceunx roanHa n3gaBawka n
O,Clﬁpal-beHVI 3aBpLHK panosu U3 farte obnactu

N

Csu aytopm / 'pyna ayTopa pasHu -
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3aBpLuHM pag

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

Hvrutanya ymeTHocT
MaTtemaTtuyke Hayke
PauyHapcka rpacumka

Yxa Hay4Ha, yMeTHUYKa OAHOCHO
CTpyyHa obnact

HacrasHuk/uu:
Bpoj yacosa akTuBHe HacTase
Teopujcka HacTaBa Bexbe OOH CnpP Ocranu yacosu
0.00 0.00 0.00 0.00 5.00
[MpeameTn npegycnosu Hema

Ycnos: Hema

Linre npegmeTta

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.

Mcxop npeameta

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.

Cappxaj npegmeta

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

MeToge n3Bohera HacTaBe

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.

OueHe 3Hatba (MakcumanHu 6poj noeHa 100)

MpeancnutHe obaBese ObaBe3Ha | [NoeHa 3aBpIHA UCTTUT Obasesna | Iloena
M3paga mactep paga Ha 50.00 | OnOpana macTep pajga Ja 50.00
IlutepaTtypa
P.6p. AyTop-n Hacnos M3paBay lognHa
1 |Pa3Hun aytopu E:gg::cga MENYHapOAHWX KOH(pEepeHLMja 1 13 Pa3Hu nsgasauun 2018

Oatym: 17.09.2026 CtpaHna 27
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