YHuBep3uteT ymeTHoCcTH ¥ beorpaay

O6nacrt

Bpcra 1 HuBO cTyauja

Obum cTyamja

HOyxuHa cTyauja

Hasus gunnome

bpoj cTyneHata

Jesnk Ha kome ce 13BOAW CTYAM|CKM
nporpam

Web agpeca

Pykosogunal, cTyaumjckor nporpama

Ycnosu ynuca

Linre cTyaumjckor nporpama

MACTEP AKAQEMCKE YMETHMWYKE CTYOUJE
YMETHOCT U AU3AJH BUEO UTAPA

wk. 2021/2022. roauHa

YmeTHocT, MpupogHo-maTemaTtnyke Hayke

MacTep aKagemcke HayyHe cTyauje, Il cteneH cTyauja
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ap yMm.AnekcaHgpa Josanuh, goueHT dakynrera JIMKOBHUX
ymeTHocTu y beorpagy

3aBplUeHe OCHOBHe akafemcke ctyauje (Il cTtene cryauja),
ogHocHo cTeveHux 240 ECIMB u koju cy 3agoBOfbMAM ycrose
npeasuheHe KOHKYPCOM, a KOjUM Ce MpoBepaBajy CKIIOHOCTU W
CnocoBHOCTM KaHauaaTa 3a cTyauje Ha 0BOM Mporpamykao u apyru
YCroBy NponucaHn 3akoHOM O BMCOKOM 0bpasoBary, CtaTyToM
YuuBepauteta ymetHocTv 1 MpasunHukom o UC cTyaumjama.

3aBpLUETKOM TPOCEMECTPariHOr MacTep akagemcKor CTyaujcKor
nporpamMa YMETHOCT M Ou3ajH BWAEO urapa CTyaeHT ctude 90
ECMNB. CrygeHt 6u Tpebano pfa osnagajy cneyuduyHnM
3HamMMa 1 BelTUHaMa; Aa apTUKYNNLLY W pa3Bujy CBOje TaneHTe
W KpeaTUBHOCT Y cKrnagy ca notpebama v nocnosuMa y UHLyCTpuju
Buaeo wrapa. CTyAeHTU CTUYy NpakTUYHa 3Hawa W3 opabpaHux
obrnactm nporpamupara HaonxogHWX 3a passoj Wrapa, 30
MOZEroBama 1 aHuMauuje, KOHUENT 1 kapakTep Au3ajHa, anata 3a
pa3Boj wurapa, ocHoBe BP TexHonoruja, OCHOBE 3BykKa W
apamartypruje 3a notpebe BUAeO urapa, kao 1 Teopujcka 3Hama 13
obractu Teopuje BUOEO WUrapa, MHTepaKTUBHUX Meauja, naepcTsa
W pa3Boja KpeaTUBHWX TUMOBA, MAPKETUHIY U Mpeay3eTHULTBY Y
WHAYCTPUj1 BUAEO urapa.
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Cpxa cTyaumjckor nporpama

Mactep akagemcku CTyamjcku nporpam YMETHOCT M [u3ajH BuAeO urapa npedsufieH je kao 3ajefHuuKn CTyauMjCKu
nporpam [Ba yHuBep3uTeTa: YHuBep3uTeTa yMeTHOCTW Yy beorpagy v YHueepauteta y Beorpagy (Matematuyku
takynTeT). Beh camo nosesnBate HaBedeHUX YCTaHOBA, Ha NiaHy peanusauuje 3aje[HUYKor CTyaujckor nporpama,
BP0 je BENMKM KOpaK y Hallem akaZeMckoM npocTopy, Yemy Tpeba 4oAaT v Bpro jacHO M NPEeLU3HO NoCTaBrbeHy
naejy o nokpeTarwy Tpu kpaTka nporpama: 31 an3ajH sugeo-urapa, My3suka 3a BuOeo urpe u 3ByK y BUAEO urpama.

3ajegHnykn mactep nporpam YMETHOCT M AM3ajH Buaeo-urapa, YHuBep3auteta ymeTHocT u Matematuykor
(hakynTeTa y Tpajatby 04 TPU CEMeCTpa KojuM ce nosesyjy 06nacT yMEeTHOCTH (NIMKOBHE, MPUMEHEHE YMETHOCTU, Y
AM3ajHa 1 My3uyKke YMETHOCTH) 1 06NnacT NPUPOAHO-MaTEMATUYKUX Hayka, OCUM U3pasnuTe MynTUOUCLMNIIMHAPHOCTH,
OLJIMKYje YHUKATHOCT M ayTEHTUYHOCT, KOjU Ce Orneaajy y YMHbEeHNLM Aa Ce y NyHOM KanauuTeTy U paBHOMPaBHO Hyae
HajcaBpemMeHMja 3Hawa W UCKycTBa M3 0bmacTu nporpamupara, anu ca HOBOM AMMEH3M|OM KOjOM CE HaydHa W
TEXHOMOLLKA 3Hawa npunarofaeajy norby ymeTHocTh. Ca apyre cTpaHe, OCHOBHA 3Hatba W BELUTUHE U3 YMETHUYKNX
obnactu npumersyjy ce u yrpahyjy ce y obnact Bugeo-urapa.

Kako je oBaj macTep akagemcku CTyamjcku nporpam npeasufjeH kao NpocTop rae ce cycpehy akagemcka sHama ca
NCKYCTBOM CTpYYHbaKa M3 CeKTopa KpeaTUBHUX WHOYCTpUja, YHWBEP3UTET YMETHOCTM je HampaBuo AO0roBope W
noTnMcao yroeop 0 capaay ca komnaHujama Nordeus, Mad Head Games u Crater Studio, koje he y nyHom obumy
NPYXUTU MOAPLUKY peanusaumju NpakTMYHOr [ena Mactep nporpama. Y npBOM pedy pey je O NpUCYTHOCTU
NapTHePCKUX KoMnaHuja/CTyaumja, 3acTynrbeHux y cBa TpKU CEMECTpa HacTase, Aakne KOHTUHYMPaHO Y LiefloKynHOM
nporpamy, roe Cy CTYAEHTU y Mpunuuu ga ce ynosHajy ca CBUM acnekTMa paga Ha npunpemu u peanusauuju
pasnUuUTUX CermMeHata w3page, An3ajHuparwa W Npodykuuje BMAEO wrapa, a NoTOM Ta WCKYCTBA YKIbyuyjy Kpo3
peanusauujy y CBOj 3aBPLUHN pag.

CTpykTypa cTyamjckor nporpama

YMEeTHOCT ¥ An3ajH BUAEO Urapa KOHLMMMPaH je Kao MacTep akageMCKv nporpam y Tpajakby of TpU CEMecTpa TOKOM
kojux ctyaeHT ctuye 90 ECIIB. CtpykTypy cTyawmjckor nporpama yuHe 16 obasesHux npegmeta (ykrbydyjyhu w
3aBpLuHu pag) u 4 n3bopHa 6roka npu Yemy CTyaeHTH uMajy MoryhHOCT aa u3 Tpu n3bopHa 6roka Gupajy no jegaH, a
13 3. n3bopHor 6noka 1 npegmer.

LinrseBun cTyamjckor nporpama

C 0631pom Ha TO Aa je uurb MacTep nporpama egykauuja CTpyyraka 3a Hu3 KpeaTuBHUX M pyKoBOAEhMX nosuuuja y
WHOYCTPUjU BMAEO Wrapa, mporpam Hyau yMeTHWYKa / kpeaTWBHa (KOHUeNTyanusauuja npuye, BU3YNeHW Au3ajH,
MOZenoBare, An3ajH M aHMMaLmja KapakTepa... ) 1 TEXHUYKO-TEXHIOLLKA 3HaHa 1 HUXOBY OnepaLmoHan1saLmjy Kpos
CTPYYHO ycaBpLUaBake Koja je KOHTUHYMPaHO 1 Y BENWUKOM 0B1MY MHTErPUCAHO Y 0Baj Nporpam.

KomneTteHumje koje ce cTuyy

Mo 3aBpLUEHMM MacTep CTyaujama of CTyAeHTa ce odvekyje aa he Gutn ocnocobrbeH 3a edmkacaH TUMCKM paj ca
pasmMYNTUM Npodunnma CTpyyraka AusajHepuMa, YMeTHWUMMA W NporpaMepumMa - aHraxoBaHUM Y NpoayKuuju
BMAEO Wrapa.

WctoBpemeHo Bu Tpebano fga je oBNagao ONWTUM akageMCKUM 3HakMMa U BELLTUHAMa, YMETHUYKUM U TEXHUYKO-
TEXHOSMOLWKUM acnekTUMa Be3aHuM 3a obnact ausajHa v npoaykumje BMaeo-urapa, kao u ApyriM CPpoaHUM rpaHama
KpeaTUBHUX MHAYCTPU]a.

CtygeHTn ca ocTBapeHUM 3BarweM Mactep yMeTHUK auruTanHux meauja he oBnagaTti 3HamwKMa M BeLTUHaMa Koje
Cy pedbepeHTHe KaKko 3a MHAYCTPUjy BULEO Mrapa Y HaLuMOHanHWM Tako 1 MefyHapogHUM okBupuUMa Y Kojuma he butu
3anocnexu.



Ilucta npegmeta
OGaBe3Hun npegmeTu

1. ¥YBogy cTtyauje Buaeo urapa

2. [porpamupatbe 3a ymeTHuKe 1

3. Ayawo-npogykuuja y Buaeo-urpama 1
4. [lpamartypruja v urpa

5. 3 mopenosatbe 1

6. 3[ aHumauuja

7. [urvuTanHu 3anuc nogaTaka

8. [u3ajH Bugeo urapa 1

9. lporpamupatbe 3a yMETHUKE 2

10.  ApxwTekTypa u anaTut 3a BUAEO urpe
11. 3]} mopenoBatse 2

12.  3[] Auvmauwja kapaktepa

13.  [usajH Buaeo urapa 2

14, MapKeTuHr 1 Npeay3eTHULITBO Y MHAYCTPUjW BUAEO urapa
15.  3aBpluHu pag

16. 3aBpLHu pag -oabpaHa

MU360pHM npegmeTn

M360pHuM 6ok 1 - npan cemectap (bupa ce 1 og 4 npeamerta)
YBOA y CTyauje caBpeMeHe YMETHOCTU 2

KynTypHa nonmTuka u kyntypHa npasa

YBog y ctyaumje meauja 1

Pa3Boj kpeaTBHUX TMMOBA

WU360pHK Gnok 2 - gpyru cemectap (6upa ce 1 oa 4 npegmera)
HTML n JAVA SCRIPT 3a Bugeo urpe

[vrutanHa obpaga 3Byka v crvke

MonynapHa BU3yenHa KynTypa

lnecHe kynType cBeTa

MU36o0pHu 6nok 3 - apyru cemectap (6upa ce 1 og 3 npeamerta)
Ayavo-npogykuuja y Buaeo-urpama 2

[OpamaTtypruja Bugeo-urapa

YMeTHOCT, ugeonoruja, yronuja: Kputdke npakce 1 npakTuyH1 0bpTu

MU360pHuM 6ok 4 - (bupa ce 1 og 4 npeameTa)
30 mopenoBatbe 3

Anatn — Unity, UE 3

3[ aHnmauuja 3

KapakTep ausajH 3

Kypukynym

Cryaujckv nporpama YMeTHOCT v au3ajH Buaeo-urapa uma tpajarwe o tpu cemectpa u 90 ECIB. CactaBrbeH je og
15 obaBe3Hux npeameTa, ykrbydyjyhu v 3aspliHn pag 1 15 n3bopHux npegemra Koju cy rpynucanu y 4 nsbopHa
Brnoka koja Hoce 25 ECIB. Cuctem n3bopHux npeameTa npyxa MoryhRHOCT CTyAeHTUMa Aa Kpo3 agekBaTHe u3bope
NpocuMnmnLLY CBOja yxxa WHTepecoBaka W cneumjanuayjy ce y ogpefeHoj obnacti. Osa ocobeHocT nporpama nocebHo
ce ocTapyje kpo3 M3bopHu Brok 4, n3 kora ctygHeT 6upa 1 npeaMeT y KOMe Ce akLeHaT CTaBiba Ha peanusauujy
NPaKTUYHOT 3Haka Yy CKNaay ca CBOjUM aPUHUTETOM W 13abpaHuM NpeaMeToM.
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Ynuc

Ycnosu 3a ynuc

MacTep nporpam je HaMerEeH CBUM 3aUHTEPECOBAHUM KaHAMAATAMA KOjU CY Y MPETXOAHOM 06pa3oBatsy cTeknu 240
ECTIIB v 3a koje komucuja 3a NpujeMHe 1cnuTe NPoLEHN Aa noceayjy CKIMOHOCTH M cnocobHOCTM 3a cTyamje. [porpam
je OTBOPEH 3a CTyeHTe TEXHUYKNX, APYLUTBEHUX U YMETHUYKMX dhakyrnTeTa, y CMUCNY Yera JOMUHAHTHO MECTO
npunaga pesyntatuMa nokasaHum Ha NpujeMHOM UCMMTY, @ Ha OCHOBY KOra kaHauaaTt Moxe Aa octeapu 70, AOK Ha
OCHOBY ycrexa u3 npeTxogHor obpasosarba Mohe octBapuTi 30 noeHa.

MpujemHu ucnut

[MpurjeMHW MCNKUT Cce nonaxe npes NeTo41aHoM KOMCUUJOM CacTBarbeHOM Of: TPU HacTaBHMKA Koja Cy npefsaym Ha
nporpamy (4Ba ca YHuBep3neTTa yMETHOCTU U jeaaH ca MatemaTtuykor cpakynTeTa), je4Hor CTpyyHaka 13 npakce u
jeHor npeacTaBHMKa NPUBPeAe — NapTHePCKe OpraHn3aumje 13 MHOyCTpuje BUAEO Urapa ca Kojom ce CTyAMjCKu
nporpam peanuayje.

OuewuBame 1 HanpeaoBawe CTyAeHTa

KoHauHa oOlUeHa Ha CBakom of npegMeTa OBOr nporpama ce opMmupa KOHTUHYMpaHUM npa-herweMm pafa U
MOCTUrHYTUX pesynTaTa CTydeHTa TOKOM CEMecTpa M LUKONCKe roauHe, Te peayntaTa MOCTUTHYTUX Y OKBMpUMa
NPEAUCTIATHIAX 1 AKTUBHOCTY Ha UCTIATY.

YKynHo onTepehere CTyeHTa cacToju ce of noxahara npefasarba 1 BexOu, KOHCynTaumja, camocTanHor paga nog
HaA30pOM, CaMoCTarHor paga, 3page CeMMHapCKUX pajoBa, UCTpaxuBara U (UHanHe u3page 3aBpLUHOr, MacTep
papa. lpaherwa paga v ouewuBae CTyLeHaTa ycarnalleHn Cy Ha OCHOBY criefehnx jeOuHCTBEHUX Kputepujyma:
noxahawe HacTtase 20%, npegucnutHe obasese 50% v 3aBpLuHu ucnut 30%.



Mpuka3 HacTaBHUX NpeameTa

HasuB npegmeTa

HacrasHuUuK

Craryc npegmerta
Bpoj ECIB
Ycnos

Lurs npegmeta

Wcxop npeamerta

Cappxaj npeameTa

Nutepartypa

Bpoj yacoBa akTMBHE
HacTaBe

MeTozae u3sohetba
HacTaBe

OueHa 3Hamwa

yBOO 'Y CTYAUJE BUAEO UTAPA

Ap burbaHa MutpoBuh, Hay4HW capagHuk
ap Mapko Cysajumh, roctyjyhu npochecop

obaBesHn npegmeTt
3
YnucaHe mactep akagemcke CTyauje

YnosHaBate CTydeHaTa Cca pasnuuuTM TeOpWjCKUM MpUCTYNUMa carnefaBaka U NpoyyaBakba BUOeo-
nrapa y KOHTEKCTUMA: Meauja, KynType — Nygonoruje y yxem W LUMpeM CMUCTY, MpeLcTaBIbadukix W
13BOfaYKNX YMETHOCTW — Npe cBera y obnactuma Hapatonoruje, ctyamja dunma u nepdopmaHca, 3atum
npoyyaBake TpaHCMeaWjarHmMX 1 TPaHCTEKCTYarHUX Be3a ca TEKCTOBMMA OPYrUX Meauja U yMeTHOCTH, Te
npeacTaBrbae Teopuja BUPTyenHUX ceetoBa. CTuuakme yBuga y TEOPWjCKO pasmaTtpare XubpuaHux
(hOpMM YCKO MOBE3aHWX Ca BMOEO-UrpaMa — MallMHWUMA, Kao M MpUMeHe urapa y He-Nyaudke CTBpXe
(rejmmcpukaumja).
OBnapaBatbe 3HatbMMa 1 NOCELOBabE CTPYUHNX M akafeMCKUX KOMMeTEHLM|a 3a pasymMeBatbe UCTopHje U
TEOpUje BMOeo-Wrapa, WTO oOMoryhaBa pasBuMjEHO KPUTWMYKO-aHANMMTUYKO CXBaTate U CaMOCTasHO
npoyyaBake W NpoLeHuBakbe BUAEO-Urapa (KpUTUKa, KypHanu3am, MHTEPAUCLMMIMHAPHE akagemcke U
CTPY4He npakce), a y cdepu npakce MoryhHOCT cBecHe (ocBelwheHe) apTukynauuje v wHTeprpetaumje
CTBapanaukor npoLeca W heroBux pesynTarta, No3vLMOHUPake CONCTBEHON Paaa Y KOHTEKCTY pasnuumTiX
acnekata ucTopuje, Teopwje, NpaBuna M MoganuTeTa BWAeo-wrapa, ynotpeba CTeyeHMX 3Hara Y
KpeaTWBHO] MpaKkcW, LUTO je jedaH oOf MpedycroBa BMCOKOKBANMTETHOT W MHOBATMBHOT paja U
npodheCMOHanHNX CTaHgapaa.
Teopujcka HacTasa
1.YBOZHM Yac: NpucTynuy NpoyyaBakby BUAEO-Urapa, Yro3HaBarke ca TEPMUHOMOLLKAM 1 METOLOMOLIKUM
oksupoM; 2. Wctopuja u pa3soj Buaeo-urapa W npateher xapasepa; 3. AHTPOMOMOLLKO-COLMOMOLLKA
NpUCTYN NpoyyaBaky Buaeo-urapa; 4. XaHposu Buaeo-urapa; 5. Bupgeo-urpe v (Hosu) meauju; 6. (Bugeo-
)Arpe 'y KOHTEKCTYy nonynmapHe kyntype; 7. Jlygonowkw npucTyn npoyyaBawy Bugeo-urapa; 8-9.
HapaTtonowku npuctyn npoyyaBatby BMAeo-urapa M Teopuje BuPTyenHux ceeToBa; 10. Bupeo-urpe w
nepcopmanc; 11-12.  Bupeo-urpe u TekcToBM (OPYrX) YMETHOCM W Medwja: MHTEPTEKCTYanHOCT U
TpaHcMeHaujanHocT; 13. dunmcke dopme y Bugeo-urpama: MawuHuma; 14. Fejmndpukaunja v gpyre He-
nyauyke npumeHe Buaeo-urapa; 15. Ucnut.
1. Castronova, Edward. 2005. Synthetic Worlds: The Business and Culture of Online Games.
Chicago and London: University Of Chicago Press.
2. Manovic, Lev. 2015.Jezik novih medija. Beograd: Clio
3. Ryan, Marie-Laure. 2015. Narrative as Virtual Reality 2, Revisiting Immersion and Interactivityin
Literature and Electronic Media, Baltimor: The Johns Hopkins University Press
4. Ryan, Marie-Laure and Thon, Jan-Noél (Eds.)2014. Storyworlds across Media: Toward a Media-
Conscious Narratology Lincoln and London: University of Nebraska Press
5. Salen, K., and E. Zimmerman. 2005. The Game Design Reader: A Rules of Play Anthology.
Cambridge, MA: MIT University Press
6. Wolf, Mark J. P (ed.) 2012. Encyclopedia of Video Games The Culture, Technology, and Art of
Gaming, Santa Barbara, Denver, Oxford: Greenwood
7. Wolf Mark J. P., Perron,Bernard. 2014. The Routledge Companion to Video Game Studies Edited.
New York and London: Routledge
8. Yee Nick. 2014. The Proteus Paradox — How Online Games and Virtual Worlds Change Us and
How They Don't. New Haven: Yale University Press

aKTWBHa HacTaBa: 2 Teopujcka HacTaBa: 2 npaKkTYHa
Hactaea: 0

Teopujcka npepaBarba, NpukasvBawe oarosapajyher Buaeo-maTepujana, AuCKycuje ca CTyAeHTUMa U
13Bofetba UCTpaxMBatkba U aHanuse Ha cTyaujama cnyyaja. NMucarbe 1 yecMeHa oabpaHa CEMUMHApCKOr paja.

OueHa 3Hama (Makcumantm bpoj noeHa 100)
MpeaucnutHe obasese 60 noeHa  3aBpLIHW UCNUT 40 noeHa

YCMEHU nent 40 YCMEHU nenut 40
aKTMBHOCT y TOKy npefasara 20



Hasue npegmeTa
HacrasHuum
CapagHuum
Craryc npegmerta
Bpoj ECIB
Ycros

Lnrs npegmeta

Wcxop npeamerta

Cappxaj npeameTa

Nutepartypa

Bpoj yacoBa akTuBHe
HacTaBe

MeToze u3soheta
HacTaBe

OueHa 3Hama

MPOrPAMUPAKE 3A YMETHUKE 1

MuneHa Byjowesuh JaHnuuh, QOLEHT;

Arba bykypos, acucteHt, Mapjana LLonajuh, acucteHt, Mupko Cnacuh, acucteHt
obaBesHn npegmeTt
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YnucaHe mactep ctyauje

YnosHaBatbe ca OCHOBHWM KOHLIENTMMa CKpUNT Nporpamupatba Kpo3 Nporpameki je3uk MajToH.

CTyneHTM 0BNafjaBajy OCHOBHUM TEXHUKaMa CKpUNT nporpammparba Kpo3 nporpamcku jesuk Majto,
Ca aKUEHTOM Ha npumeHe y pa3Bojy urapa. CTyaeHTW cy ocnocobrbeHn Ja camoCTanHo npaBse
nporpamMe W pasBujajy jeOHOCTABHE anropUTMe BaXHe Yy pasBojy urapa kao M ga nomohy
npenopyyeHe 1 apyre nuTepaType camocTanHo Aarbe yHanpehyjy cBoja 3Hatba y Toj obnacTty.

1. PauyHapcTBo 1 nporpammuparse; 2. PauyHapcku cuctemu; 3. YBOZ Yy CKpUNT nporpamuparse:
CKpUNT jeauum, nporpamcke OubnuoTeke, nporpamcka okpyxewa; 4. Mporpamcku jesnk [MajToH:
KOHLIENT, UCTOPWja, pagHO OKPYXEHE M U3BpLLaBatbe koaa; 5. KoHcynTauuje; 6. OCHOBHM M CIIOXEHN
TMMOBM NojaTaka, NPOMEHIbUBE, M3pasn 1 M3padvyHaBaka Kpo3 CBOjcTBa obnuka v 6oja, bp3uHa 1
kpeTaa; 7. YCNoBHE KOHTPOIHE CTPYKTYpe Kpo3 pedocrnes ucLpTasakba, n3bop obnuka n nukosa;
8. WTepaTuBHe KOHTPONMHE CTPYKType, KPO3 HW30BE, MHTEpMonauujy M WCLpTaBake CIOXEHWX
obnuka; 9. dyHkuuje, konekumje, Bubnmoteke; 10. KoncynTaumje; 11. MogynapHocT: 3Havaj 1 ynora
MOZYNapHOCTH, MOHOBHO Kopuwhetse koga, cTunoBu; 12. Pa3BojHa OKpyxera M KOMMOHEHTHO
nporpamupatse; 13. Pa3Boj anroputama ca npuMeHama y pasBojy urapa, npuMep jeJHOCTaBHe urpe
1; 14. Pa3Boj anroputama ca npuMeHama Yy pasBojy urapa, npuMep jegHoctasHe wurpe 2; 15.
KoHcynTauuje

*  Sweigart, Albert. Invent Your Own Computer Games with Python, 4E. No Starch Press, 2016.

+  Kafle, Sachin. Learning Python by building games: a beginner's guide to Python programming
and game development. 2019.

+  Lutz, Mark. Learning python: Powerful object-oriented programming. O'Reilly Media, Inc., 2013.

+  Romano, Fabrizio. Learning Python. Packt Publishing Ltd, 2015

. HacraBHuk Moxe 13abpatit 1 Apyry akTyemnHy nutepatypy.

aKTUBHa HacTaBa: 5 Teopujcka HacTaBa: 2 MpakTW4Ha HacTaga: 3

MpeomeT ce peanusyje komBrHaLmMjoM NpeAaBara, NMpakTUYHOr paga 1 koHcynTaumja. Mpegasarba
YKIbY4Yjy TEOpujCcKE OCHOBE CBake Of TemaTckux uenuHa. [lpaktyadH pap  obyxsata
UMNneMeHTaLujy HaBeAeHNX KoHLenaTa y nporpamMckoM jesuky 1 ogrosapajyhem anarty. MpaktuyaH
pag ce obaBrba CamoCTarHo, 3a padyHapoM, Y3 cTanaH KOHTaKT Ca HacTaBHWUKOM U CapafHUKOM. Y
TOKY Kypca npeapufieHa je n3papa caMocTanHor CEeMUHapCKor paga / npojekta.

(makcumantm Bpoj noena 100)

MpeancnutHe obaBese 70 noeHa 3aBpwHU ucnut 30 noeHa
CeMUHapcku pag 30
NPakTUYHN UCIUT 40 ycmenu nermt - 30



Hasue npegmeTa

HacrasHuum
CapagHuum

Cratyc npeameTa
Bpoj ECINB
Ycnos

Liure npeameta

Wcxop npeamerta

Cappxaj npeameTa

Nutepatypa

Bpoj yacoBa akTuBHe
HacTaBe

MeToge n3soheta
HacTaBe

OueHa 3Hama

AyOQuo-nrPOAYKLUWJA Y BUOEO UFPAMA |

ap ym. CeetnaHa Casuh, pea. npod; ap ym. Mapko CtojaHoBwh, foLeHT
AHa Kpcrajuh

obaBe3Hn npeameT
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YnucaHe MacTtep akaaemcke cTyamje

YrosHaTW CTygeHTe ca pasBojeM WHOYCTpWje Bugeo-urapa ca NOCEOHUM (hoKycOM Ha ayamo-
npoayKuMjy, HanpeTkoM TexHomoruja u ectetukoM. CTyaeHTu Tpeba fa ce ynyTe y pasHOMMKOCTU
yriora v TUNoBa ayano-cagpkaja y Buaeo-urpama.

HakoH oBor nporpama cTygeHTu Tpeba: ga CTekHy yBWA y pasBoj WHOYCTpWje Buaeo-urapa ca
nocebHUM (PoKycOM Ha ayamo-npogykumjy; Aa Oydy ynosHaTy ca CBUM TWUMOBUMA MHTEPAKTWUBHOT
ayamo-cagpkaja y BUAEO-MIpu; Aa YCMEWHO NPUMEtLY]y CTEYEHO 3Hake NMpW aHanWan Buaeo-urapa u
pa Oygy y CTawy [Ja KpUTUYKM mocmatpajy ayoumo-Cagpkaj y BuOeo-urpama; Aa CTekHy OCHOBE
nosHaBara coPpTBEPa 3a UMNNEMEHTALM]Y ayano-Caapkaja.
1. Wctopujat Bupgeo-urapa: a) [peTeye BuAeo-urapa; npse BWUAEO-UIpe; ayamo-cagpxaj Kpos
komnjyTepcke reHepaupje; 6) PSG u Chiptune; B) Cuntesa rosopa; r) FM (frequncy modulation)
cuHTesa; g) MIDI, MOD u tuxoB 3Havaj 3a Mysuky y Buaeo-urpama; f) iIMUSE weroB ytuuaj Ha
CaBpeMeHe CHCTEMe 3a WHTepaKTWBHM ayamo kao wrto cy Wwise, FMOD Studio; e) CD u 3avetak
ynoTpebe ayano-dajnosa; x) 3D Buaeo-urpe — passujare surround sound TEXHONOTME U HeH 3HaYaj
3a uHgycTpujy Buaeo-urapa; 3) MobunHe koHsone/TenedoHn 1 TpeTMaH ayamo-cagpxaja; 1) Online
Bugeo-urpe  (MMORPG, casual, social network, wtg); j) VR (BupTyenHa penaHoct) u AR
(ayrMeHTMpaHa peanHocT).
2. NHTepakTvBHa My3uka: a) LLita MyauKy YnHW uHTEpPaKTMBHOM; B) MpeTeye MHTEPaKTUBHE My3WKe Of
18. B. 0O My3uke caBpemeHux komnoautopa 20. B. (My3uka NpenywTeHa LUaHCKM — aneaTopuuka
My3uka) B) 3ayeLm MHTEepaKTUBHE My3uke Y BU4eOo-urpama; r) EcteTuka mMysuke 1 BUAEO-urpama Kpos
BpeMe [) Yno3HaBake Ca TexHWKaMa KOMMOHOBaa 3a Buaeo-urpe (horizontal resequencing, vertical
remixing) f) Mo3HaT KOMMO3UTOPM M KOMMO3uLMje Koje cy obenexune Mysuky y Bugeo-urpama y
nocneptux 35 roguHa; €) AHanM3a MHTEPaKTUBHE My3HKe.
3. Knacudmkaumja aygno-cagpxaja y Buaeo-urpama; a) Kateropusaumja myauke; 6) Kareropusaumja
3Byka; B) Kateropusauuja aujanora; r) YTuuaj ayamo-cagpxaja Ha ncuxo-eMOTUBHO CTakbe urpava.
4. WHpyctpuja Bupeo-urapa:; a) OpraHusaumja Tmma (nogena); 6) Opranusauwja yHyTap ayawo-
henaptMaHa; B) [pouec ctBapara Bugeo-urpe (og kpeupara game design document (GDD) go
n3gaearba roToBor npowseoga); r) OpraHusauuja npojekata, nnaHvpawe, oapefuBarbe TEXHWUYKMX
3axteBa; a) Oprannsaumja OyueTa, kaneHgapa, apxvempara W 4ocTaBmbara npoussoaa; f) Yrosopw,
nuueHLe, npaea; e) Passujare ayamo-cagpxaja kpo3 thase npogykuuje; x) [okymeHTaumja Be3aHa 3a
My3WKy, 3BYK, Aujanore, MapkeTuHLKM maTepujan; 3) dopmatn (ajnosa 1 KOHBEHLMje UMEHOBaa
uctux; u) JNokanusauuja.
5.YnosHaBame ca codpTBepom: a) 3a uHTepakTuBHW aygmo (FMOD Studio) — Hwxm HuBO; 6) game
engine (Unity) — Hwxn H1BO
¢ Collins, Karen. Game sound: An introduction to the history, theory and practice ofvideo games music
and sound design, Cambridge, Massachusetts, The MIT Press -Cambridge, 2008.
+ Sweet, Michael. Writing Interactive Music for Video Games: A Composer’s Guide (Game Design).
London: Pearson Press, 2014,
+ Marks, Aaron. The complete guide to game audio — For composers, musicians, sounddesigners,
and game developers, Oxford: Elsevier, Inc. 2009.
aKTUBHa HacTaBa: 2 Teopujcka
HacTaBa: 2

Mpenasatba, CTyaunje 1 aHanuaa cryyaja, CaMocTanHu pag Ha KOMNOHOBakY MY3UKe 3a BULEO Urpe.

(makcumantm Bpoj noeHa 100)
MpeaucnutHe obaBese 60 noexa 3aspwHu ucnut 40 noeHa

aKTUBHOCT Y TOKY NpefaBaa 20 npesexTauuja u onbpaHa 40
WCMUTHOT paga

npakTu4Ha HacTasa

KOMOKBMjyM-11 40



Hasue npegmeTa
HacrasHuum
Craryc npegmerta
Bpoj ECIB
Ycros

Lurs npegmeta

Wcxop npeameta

Cappxaj npeameTa

Nutepartypa

Bpoj yacoBa aKkTMBHE
HacTaBe

MeToge n3soheta
HacTaBe

OueHa 3Hama

OPAMATYPIUJA U UTPA
ap yM. WeaH Mpasauh, pea. npod.

0baBe3Hu

YnucaHe mactep akagemcke ctyaumje

Mpegmet [pamatypruja 1 urpa uma 3a Uurib Aa ynosHa CTyAeHTe ca OCHOBHUM MOjMOBMMA, NPUHLMIUMA 1
NocTynuuUMa Kako y UCTOPUCKOM Pa3BOjy ApaMaTypLUKMX NOeTWKa, Tako M Kpo3 aHTpononorujy U Moaene
urapa. Wrpe v nrpare YmHe Cpx UCKycTBa OMBarba YOBEKOM W WU3yyaBare OBe 00MacT, Kpo3 KpeaTuBHe
3afatke, ocnocobuhe cTygeHTe Ja apTUKYMNLLY W Kpeupajy NocTyke Kojuma he ce KOpUCHULMMA HUXOBIX
pena omoryhutu ocehaj npomeHe, pasMeHe M 3aMHTEPeCcoBaHOCTU. Kako je ApamaTtypruja HajuHTEH3MBHM|E
kopuwherbe HapaTUBa CBECHUM YCMepaBateM Naxte Ibyau, CTygeHTU he npoyyaBaweM W BexbaweMm
OCHOBHUX efieMeHaTa apamatypruje cTehn UCKyCTBa Kako [a HUXOBW PafioBU MMeHe, ApXe U passujajy
Naxiwy. YNosHaBatbe Ca apXeTUNCKUM HapaTuBHUM Mogenuma Oajke u muTa ocnocobuhe cTyaeHTe aa
CTBapajy CNIOXEHe 1 MHTEPaKTUBHE CTPYKTYpe HEOXOLHE 3a BUAEO Urpe.

Wcxon npeometa [ipamatypruja 1 urpa je cnocoBHOCT padymeBatba U Kpenpatrba OCHOBHUX ApamaTypLUKiX
W HapaTUBHWUX MOZENa Koju ce Mory KOpUCTUTH Yy Buageo urpama. CtyaeHTn he 61Uty noacTakHyTW aa Kpos
npegaBsatba, BexDe M 3agaTke NPUMEHE OBa 3Harba W KPO3 aHanu3e M CUHTE3e ApaMaTiyHor y Bueo
nrpama. Of Teme 1 naeje, Npeko OTBOPEHOCTW KOHLEMTa Mrpe A0 jacHUX W MPELW3HNX ApaMCKuX YBOPOBa,
CTyAeHTM he MohKM Aa aHanuaupajy W cTBapajy kako jeAHOCTaBHE, TaKo M CIOXEHE HapaTUBe NPOMEHMUBUX
XaHpoBa W KopoBa.

1. Urpa n reyacko uckyctso; 2. Meuxonoluke u apywrseHe urpe; 3. KpeatusHe urpe; 4. [pamcka
pagta; 5. Kapakrepu; 6. Cutyauuja; 7. W3asuBare oceharba; 8. ATMocepa u npomeHa; 9. Temno v
putam paptbe; 10. 3annet n pacnnet; 11. Cwxke n dabyna; 12. JegHoctasHe npuye; 13. CrioxeHe npuye;
14. Mopenu 6ajke; 15. Mogenum muta

+ Aldama Frederick Luis, Toward a Cognitive Theory of Narrative Acts, Austin, University of Texas Press,
2010.

+ Carse James P, Finite and Infinite Games, New York, Free press, 2013.

+ Sutton Damian, Photography, cinema, memory: the crystal image of time, Minneapolis MN, University of
Minnesota Press, 2009.

* Huizinga Johan, Homo ludens, Matica hrvatska, Zagreb, 1970.

+ Boauu kpo3 kpeaTuBHM ApaMcky npouec, rpyna aytopa, basaapt, beorpag, 2012.

+ BataHosuh Jlanosuh Bepa, 3amuwirbeHo nytoBatbe: 127 urapa 3a gpyradnje urparse, CBeT urpayaka,
beorpag, 2001.

+ bepH Epuk, Kojy urpy urpavw, beokwura, Beorpag, 2003.

+ OcHoBu gpamartypruje, npupegumo hokuh fbybuwa, YHueepsutet ymeTHocTH, beorpag, 1989.

* lekHep Pwyapp, Ka noctmogepHoM no3opuwTy: u3mefly aHTpononorvje v nosopuwta, npupegune
AnekcaHgpa Josuhesuh u ViBaHa Byjuh, ®akyntet apamckux ymeTtHocTu, beorpaa, 1992.

¢ Eyhenno Bapba u Hukono CaBapese, TajHa YMETHOCT rMymua: PEYHMK MO3OPULLHE aHTpononoruje,
GakynTeT gpamckux ymeTHocTH, beorpag, 1996.

+ [pon Bragummnp, Mopdororuja 6ajke, Bubnnoteka XX sek, Beorpag, 1982.

+ Cypvo ETjeH, [iBecta xurbaga apamckux cutyaupja, Homut, Beorpag 1982.

+ Kemben Llosed, Xepoj ca xurbagy nuua, 3natHo pyHo, beorpag, 2018.

+ Apucroten, MNMoetuka“, npesog Munow hypuh, 3aBog 3a yubeHnke u HacTaBHa cpeacTsa, beorpag, 1988

aKTUBHA HacTaBa: 2 Teopujcka HacTaBa: 2 npaKT1yHa
Hactasa: 0

CamoCTanHo yuere Kpo3 NpakTiiaH pad noa PYKOBOACTBOM HACTaBHUKa, Y KOMBUHaLWj1 ca
npeaaBakuMa, BexGama, 1eMOHCTpaLjaMa, CTYAEHTCKAM Npe3eHTalLMjaMa 1 KoHCynTaLmjama.

(makcumantm Bpoj noeHa 100)

MpeancnutHe o6aBe3e: 50 noeHa 3aBpHu uenut: 50 noeHa
[pamcka MuHrjaTypa 15 OueHa npakTuyHor paga 40
PasBujarbe KoHLeNTa apamcke urpe 15 [MpeseHTauuja papa 10
AKTUBHO yyelLhe y HacTaBy 20



Hasue npegmeTa

HacrasHuum
CapagHuum

Cratyc npeameTa
Bpoj ECINB
Ycnos

Liure npeameta

Wcxop npegmerta

Cappxaj npeameTa

Nutepatypa

Bpoj yacoBa akTuBHe
HacTaBe

MeToge n3soheta
HacTaBe

OueHa 3Hamwa

30 MOOENOBAHSE 1

ap ym. Josanuh M. AnekcaHapa, foueHT; Mapko bpkuh
Marsa Fpuh n Hukona JamjaHos

obaBe3Hn npeameT
3
Hema

lMpakTWYHO ycBajatbe 3Harba HEOMXOOHWX 3@ CaMOCTANiHO Kpewpare jeaHOCTaBHUX
BUTATanHUX TPOAMMEH3MOHANHMX — Mogena - O4 WAaeje, OBMWKoBawa y PasnuMunUTUM
OKpYXetbuma 1 TpaHcopMUcara, A0 u3page UHamnHor NpojekTa U peHaepuHra.

CTyneHTV OBnagaBajy KIbyYHWM KOHLENTMMa W OMWTOM MOTMKOM Mogenosawa y 3[4
annukauujama, nonuroHanHo n NURBS mopenosre. OcnocobrbeHn Cy 3acamocTanHo
Kpeupawe AUTMTanHUX MOLEna UM HUXOB pasBoj y pasnMuuTUM MeToAonorvjama W
TEXHOMOLIKMM YCMOBMMA, HE3aBWCHO Of KOHKPETHOr codpTBEpa y KOMe ce peanusyje
HacTasa.

1. CochTBEpM 3a AMIMTANHO MOAeNoBare, 06nacTu NpUMeHe, OCHOBHY KOHLENTW paga y 31
cocteepy Maya; 2.Yno3HaBate ca MHTepEjCOM, OCHOBHUM OBjEKTUMA 1 KOMNOHEHaTaMma,
HaBuraumjom, anatuma 3a manunynauwjy objektuma; 3. Egutopu, xwjepapxuja objekarta,
napeHToBawe, Aynnukauuja; 4. OCHOBe MOMUIOHANHOT MOLENoBaka, MNOMUroHanHa
reoMeTpuja, KOMMOHEHTE, eKCTPYAMpake 1 OCHOBHW anaTi 3a NOMMroHanHoO MOAENOoBaksE;
5. HanpegHuj anatv 3a NOMWUIOHANHO MOAENOBake, ONTUMAnHa reoMmeTpuja W
HWCKoNonuroHanHn mogenu; 6. OnTumusaumja mogena, OTknakwake HegocTaTaka
reomeTpuja, aecdopmepn 7. OcHoBe NURBS mopenosata, npumeHa u npumepy; 8-9.
Peanusauuja npsor Mogena, KoHcynTtaumje, kputuake paguonuue; 10. Matepujanusaumja
objekata, wejnepw, Tekctype; 11. YB manupare, fogathu anatv; 12. OceeTrbaBame U
kamepa; 13. PengepwHr, npunpeme 3a npoaykuujy; 14-15. Pag Ha duHanHoM npojexTy,
KOHCYynTaumje, KpUTUYKE paguoHuLe

» Montgomery, Lee. Tradigital Maya. A CG Animators Guide to Applying the Classical Principles
of Animation .Focal Press, 2011.

+ O'Hailey, Tina. Rig it Right! Maya Animation Rigging Concepts (Computers and People). Focal
Press, 2013.

* Ingrassia, Michael.Maya for Games: Modeling and Texturing Techniques with Maya and
Mudbox. Focal Press, 2008.

+ Watkins, Adam. Getting Started in 3D with Maya. Create a Project from Start to Finish - Model,
Texture, Rig, Animate, and Render in Maya. Focal Press, 2012.

+ Gahan, Andrew. 3ds Max Modeling for Games Insiders Guide to Game Character, Vehicle,
and Environment Modeling. Routledge, 2011.

+ Franson, David. 2d Artwork and 3d Modelling for Game Artists. Premier, 2002.

aKTMBHa HacTaBa: 2 Teopujcka HacTasa: 1 npakTuyHa HacTaga:l
KombuHaumja npegaBarba, BexOM, AeMOHCTpauujama, CTYAEHTCKAM MnpeseHTauujama u

KoHcynTauujama. CamocTanHa peanusauvja MNpakTUYHOr pafa mnof  PYKOBOACTBOM
HaCTaBHMKa W capafiHuKa.

(makcumantu 6poj noexa 100)

MpepucnutHe obaBe3e: 70 noeHa 3aBpLHu ncnut 30
aKTMBHOCT Y TOKY 20 npeseHTauuja paga u onbpaxa 30
pagvoHuua paja

npakTu4aH pag 50



Hasue npegmeTa

HacrasHuum
CapagHuum

Cratyc npegmeta
Bpoj ECIB

Ycnos

Lurs npegmeta

Wcxop npeameta

Cappxaj npeameTa

Nutepatypa

Bpoj yacoBa aKkTMBHE
HacTaBe

MeToge u3soheta
HacTaBe

OueHa 3Hama

30 AHUMALIUJA

Ap yM. AnekcaHapa ApBaHUTUANC, LOLEHT
CuHuwa Munocasrbesuh

obaBe3Hn npeameT
3

Hema

YcBajatbe 1 NpaKkTUYHa/yMeTHUYKa NpUMeEHa 3Hara 13 obnactu 3[] aHumauuje - 04 reHepanHux
aHMMaLMjCKMX NocTynaka CBOJCTBEHMX 3a CBe BMAOBE aHWMauuvje A0 cneuuduuHux 3a 3[
cocpTBepe. Llenosuto nosHaBarbe npoueca peanusaumje [ aHUMMUpaHe CekBeHLEe, kpo3 n3bop
afleKkBaTHEe TEXHOMOrWje 3a OCMULLILEHY Waejy.

CypeHTn 0BnapaBajy Kiby4HUM NpUHLMNIUMA QUTUTanHE aHuMaumje, pasymejy onwTy noruky 30
aHumauuje 1 ocrocobrbeHn Cy Aa UX MpUMEkYjy M pasBujajy y pasnmuuMTUM NOCTynuuMa u
TEXHOMNOLLKUM ycrnoBuma. Pannsaumja kpatke 3[] aHUMUpaHe CeKBeHLLE.

1-3. OcHoBe aHMMaumje (excTpemu, mpeTepuBatbe, NMHMja NokpeTa, ase MoKpeTa, LMKIyCH,
ybp3aBare 1 ycriopaBawe, TajMuHr); 4.flocTaBrbare W NoAelaBarwe KbydHUX pejMoBa.
AHumaTvBHM napameTpu; 5. Eputopu 3a aHumauwjy (Graph editor, Dope Sheet, Outliner).
Breakdown keys, Set-driven keys; 6. Auumaumja objekata no nytawu (Motion paths).
Ghost,Constraints; 7. Hdedopmepyn; 8. Blendshape pgedopmep. [lpunpema obnuka 3a
Bokanu3auujy; 9-10. Bokanusaupja. AHumaumja uspasa nuua; 11. Buptyentu ckenet. CKUHNHT.
12. Umnknuyna anumaumja. Bexba: umknnyHo kpeTtarse (xo, net nmuue u cn.); 13. Anumaupja
kamepe u csetna. OcHoBe kagpuparwa; 14-15. Pag Ha ¢puHanHOM npojekTy, KOHcynTauuje,
KPUTWYKE pagmoHmLie.

« Whitaker, Harold. Halas, Joh. Sito, Tom. Timing for Animation. Focal press, 2009.

+ Beane, Andy. 3D Animation Essentials. Sybex, 2012.

+ Montgomery, Lee. Tradigital Maya. A CG Animators Guide to Applying the Classical

Principles of AnimationFocal Press, 2011.

+ O'Hailey, Tina. Rig it Right! Maya Animation Rigging Concepts (Computers and

People). Focal Press, 2013.

« Miller, Carolyn Handler. Digital Storytelling. Waltham, MA: Focal Press, 2004.

+ Noake, Roger. Animation: The Guide to Animated Film Techniques. New York: Little,

Brown and Company, 1988.

« Dovnikovié, Borivoj — Bordo. Skola crtanog filma. Beograd: Filmski centarSrbije /

Fakultet primenjenih umetnosti, 2007.

+ Roberts, Steve. Character Animation in 3D. Waltham, MA: Focal Press, 2004.

+ Williams, Richard. The Animator's Survival Kit. London: Faber & Faber, 2001.
aKTMBHa HacTaBa: 2

Teopwjcka HacTasa: 1 npakTuiHa HacTaea:1

KombuHaumja npeaaBatba, NpakTMYHOr paga v KoHcynTauwja. MpaktuyaH pag ce obasrba
€amoCTarHo, Moj PYKOBOLCTBOM HAaCTaBHMKA M CapajHuka, @ OQHOCK Ce Ha CTYAEHTCKe
BexGe.

(makcumanHu 6poj noexa 100)

MpeancnutHe o6aBe3e 70 3aBpLHK ucnut 30 noeHa
aKTMBHOCT Yy TOKY pagnoHuua 20 npeseHTauuja v ogbpana paga 30
npakTu4aH pag 50
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Hasue npegmeTa

HacrasHuum
CapagHuum

Cratyc npeameTa
Bpoj ECINB
Ycnos

Liure npeameta

Wcxop npeameta

Cappxaj npeameTa

Nutepatypa

Bpoj yacoBa akTuBHe
HacTaBe

MeToge n3soheta
HacTaBe

OueHa 3Hamwa

OUrUTANHW 3ANUC NOOATAKA

ap Bnagnmup dununueuh, pea. npod
MunaH Yyrypouh, acucTeHT

obaBe3Hn npeameT
3
YnucaHe mactep akagemcke CTyauje Ha nporpamy YMETHOCT 1 Au3ajH BUaeo urapa

YnosHaBatbe Ca OCHOBaMa 3anuca efeMEHTapHUX W MynTUMeaujanHuX nopataka Y
pauyHapCkUM CUCUTEMUMA, HUXOBOM 00PafioM, MPUKA3MBAHLEM 1 YyBaHEM.

CTyneHTV oBragaBajy Krby4HUM KOHLLeNTUMa Be3aHWM 3a 3anuc, obpaay 1 YyBarbe pasnnynTux
TMMOBa nogataka Yy payyHapy. OcnocobrbeHn Cy fa BplUe pasnnuynTe TpaHcdopmauuje
nojataka, Metbajy HWXOBE KapakTepucTuke pasnuuute npukase. OBpafleHe Teme cy
UNyCTPOBaHe Ha NPaKTUYHUM NPUMepUMa Y NPOrPaMCKOM OKPYKEHY.

1. Kpatak ysBog y 3amuc TwnoBa nofataka y padvyHapy; 3anuc 6pojeBa; 2. 3anucuBare
Tekctoea, ASCII, kogHe ctpaHe, Unicode, UTF-8; XML, JSON, YML; 3. Busyenusauuja
nopataka; 4. boje u pap ca Oojama; 5. Bektopcka rpacvka; EnemeHT aHamutuuke
reomeTpuje; 6. EnemenTn aHanutuuke reometpuje; 2[1 TpaHcgopmauuje; 7. butmanupaHa
rpacdovka; 8. KoHcyntaumje; n3bop cemmHapkux pagosa; 9. urutanuaauumja cnuka, pesonyuuja,
AuHamuuakm pacnon; 10. 3anucuBare 3Byka, obpaga curHana; 11. 3anucuBarbe unmosa u
ocTanux MynTumeaujanHux cagpxaja; 12. urntanutaumja cnvka, 3Byka u dunma, pesonyuuja,
yyecTarnocT, AuHamuuku pacnoH; 13. 3anucusamwe 34 mogena; Komnpecuja u ontumusaumja
koga; 14. PauyHapcku xapaBep 3a Buaeo urpe; 15. PauyHapcku xapasep 3a BUAEO urpe.

1. Peter Fenwick: Introduction to Computer Data Representation, Bentham Science Publishers,
2018, ISBN: 978-1608058839

2. Karen Collins: Game sound: An Introduction to the History, Theory, and Practice of Video
Game Music and Sound Design, MIT Press, 2008, ISBN 978-0-262-03378-7

3. Kieran Healy: Data Visualization: A Practical Introduction, Princeton University Press, 2019,
ISBN 978-0-691-18161-5

4. Ze-Nian Li, Mark S. Drew, Jiangchuan Liu: Fundamentals of Multimedia, Springer
International Publishing, 2014, ISBN 978-3-319-05289-2

5. [ipyra oaroeapajyha akTyenHa nutepatypa

aKTMBHa HacTaBa: 3  Teopujcka NpaKTUYHa HacTaBa; 2
HacTaBa: 1

Mpegmet ce peanusyje KOMOBMHALM|OM npeaaBara, NPaKTUYHOr pagja W KOHCynTauwja.
lMpenaBaka YKIbY4yjy TEOpUjCKE OCHOBE CBake Of TemaTCkux LenuHa. [MpakTwyad pag
obyxBaTa MMNAeMeHTaUMjy HaBEeAEHWX KOHLenata Yy MpOrpamMckoM jeauky U ogroBapajyhem
anaty. [lpaktuyaH pag ce obaBrba camoCTafHO, 3a payyHapoM, Y3 CTanaH KOHTaKT ca
HaCTaBHMKOM W capagHUKOM. Y TOKY Kypca npeasufeHa je uspaga cemuHapckor paga.

(makcumantm Bpoj noeHa 100)

MpegncnutHe o6aBe3e 70 noeHa 3aBpHu ucnut 30 noeHa
CemuHapcku pag 20 Ycemenun ucrmt - 30
MMpakTuyHK uenut 50
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Hasue npegmeTa
HacrasHuum
Craryc npegmerta
Bpoj ECIB
Ycros

Lurs npegmeta

Wcxop npegmerta

Cappxaj npeameTa

Nutepatypa

Bpoj yacoBa akTuBHe
HacTaBe

MeToge u3soheta
HacTaBe

OW3AJH BUOEO UTrAPA 1

ap ym. Bnagump Togoposuh, roctyjyhu npochecop; Mapko Bpkuh, Hukona JamjaHos
13bopHM npeameTt

4

Hema

CTyAeHTH ce yBoge Y MHTEPAMCLMNNIMHAPHM NPOLEC NPUMEHE KPeaTUBHOCTM Y BUEO urpama u
npoaykuuju. MpakTuyHo ycBajakbe 3HaHa HEONXOAHMX 3@ pasyMeBake npoLeca Kpempara BULeo
Wrpe Kpo3 napTuumMnaLumjy 1 rpyrHo aHraxoBarse.

CTyaeHTH cy cnocoOHW Aa apTVKymWLLY rmaBHe METOLoMoMje y 06nacTv npoaykumje BUAEO
urapa, aHanuaupajy npakce, TPEHLOBE W NPOLYKLIMOHE LMKNYCe OCMMULLIbaBajy NpoToTHN
COMCTBEHE BUAEO MUTPeE.

1 - 2. OcHoBe an3ajHa Buaeo wrapa. OuekmBarba Urpada. AHanmnsa pasnuuMTuX HarpafuBaHWX
HEe3aBMCHO NpoAyuMpaHux wrapa. [lekoHcTpykumja objaBrbeHux urapa. 3-4.  KrbyyHe dhase
kpeuparba urpe. Kpeuparse npeanora koHuenta urpe. Pag Ha koHuenty. 5-6. KomyHukaTtusHoCT
Au3ajHa. Kpeupare ausajH gokymentaumje urpe (Game Design Document - GDD). MeTogonoruja
kpeupawa npototuna. Pag Ha npototuny urpe.7-10. QurutanHu npototun. MexaHuuka urpe,
€CTeTUKa, KWHeCTeTUKa, TEeXHOroruja, KOHTpore, norneau, WHTepdejc AusajH. Anatn 3a
kpeupawe urapa. 10. TecTupamwe urpe u utepaTuBHM Ou3ajH. Pag Ha npotoTuny urpe.i1.
OyHKUMOHanHoCT, LenoBuTocT M GanaHc. 3abaBHOCT M npuctynayHocT. Pag Ha npoToTuny
urpe.12-15. Kputnike paguonnue. Pag Ha npoToTuny 40 Kpewpara npea Urpuee Bepauje urpe
(playableversion).

* Fullerton, Tracy Game Design Workshop: A Playcentric Approach to Creating

Innovative Games,Morgan Kaufmann, 2008.

« Brathwaite, Brenda; Schreiber, lan. Challenges for Games Designers: Non-Digital

Exercises for Video Game Designers.Charles River Media, 2008.

« Zimmerman, Eric, Salen, Katie. Rules of Play: Game Design Fundamentals. The MIT

Press, 2004.

+ McCabe, Patrick. Create Computer Games. Wiley, 2018.

+ Sylvester, Tynan. Designing Games A Guide to Engineering Experiences. O'Reilly.

2013.

* Rouse, Richard. Game Design: Theory & Practice. Wordware Publishing, Inc., 2001.
aKTUBHa HacTaBa:6

Teopujcka HacTasa: 0 npakTW4yHa HacTaga:6

KombuHaumja npegasara, Bexou n auckycuja. AkueHar je Ha 6p3oj u3paau npoToTMnoBa, pag y
UTEpaTMBHUM LIMKIYCUMa, Capaia U ynpaBrbake NPojekTUMa Yy KpaTkuM Lnknycuma. I'pynHa
peanusauuja NpakTUYHOT pajfa nof PyKOBOLCTBOM HACcTaBHUKA U capajHuKa.

MpeancnutHe o6aBese; 70 noeHa 3aBpwHu ucnut; 30 noeHa

aKTMBHOCT Y TOKY pagnoHuua 20 npeseHTaumja n 30
onbpaHa paga

npakTu4aH pag 50
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Hasue npegmeTa

HacrasHuum
CapagHuum

Cratyc npeameTa
Bpoj ECINB
Ycnos

Liure npeameta

Wcxop npeameta

Cappxaj npeameTa

Nutepatypa

Bpoj yacoBa aKkTMBHE
HacTaBe

MeToge n3soheta
HacTaBe

OueHa 3Hama

NMPOrPAMUPAKE 3A YMETHUKE 2

ap Anekcanoap Kapters, ooueHTt
Ara BykypoB, acucTeHT; MapjaHa LLlonajuh, acucTeHT

1300pHM NpeameT
7
Hema

YHanpehuBarse nporpamepckux crnocobHOCTM Kpo3 yro3HaBare ca 0GjEKTHO OpUjEHTUCAHUM CTUOM
nporpamupatsa 1 6ubnmoTeke 3a pa3goj urapa.

CTyAeHTV oBrnagaeajy HanpegHujuM TEXHWKama CKpUNT nporpammuparsa Kpo3 nporpamcki jesuk MajToH,
YKIbYYyjyhu 1 TexHWKke OBjeKTHO OpMjEHTUCAHOr Mporpamuparka, ca akLeHTOM Ha MpUMEHE Y PasBojy
urapa v kpo3 Bubnuoteky Pygame. CTygeHTn cy ocnocobrbeHn fja camocTanHo npase jeJHOCTaBHe Urpe
W oa nomohy MpenopyyeHe U [pyre nuTepaTtype camocTanHo farbe Hanpefyjy cBoja 3Hawa y Toj
obnactu.

1. YBog y OO nporpamupatse - knace, 0bjektu, metogu; 2. Yeog y OO nporpamupatbe — Hacnefneatse;
3. 00 nporpamupatbe y MajToHy; 4. AnroputMu ca npumMeHama y pa3Bojy urapa, obpaga cnuka u 3syka;
5. AnroputmMn ca npumeHama y passojy wrapa, obpaga kpetawa; 6. KoHcynTaumje; 7. Bubnmoteka
Pygame, uHcTanauuja, nogelliaBawa, OCHOBHW 006jexkTu; 8. bubnmoteka ygame, yrHexaeHe netrbe,
neTrbe y urpn W netrbe 3a nogpxasawe forahaja; 9. bubnuoteka Pygame, npumep urpe 1; 10.
Bubrmoteka Pygame, npumep urpe 2; 11. KoHcyntauuje; 12. OpraHusauwja koga Kop jeAHOCTaBHUX
urapa (MajtoH n Pygame); 13. TecTupatbe u gebaroBare nporpama; 14. YnosHasatwe ca jesnuuma Jlya
u Jasa ckpunT; 15. KoHcynTauuje

. McGugan, Will, and Harrison Kinsley. Beginning Python Games Development: With Pygame.
Apress, 2015.

. Sweigart, Albert. Making Games with Python &Pygame. North Charleston: CreateSpace, 2012.

. Lutz, Mark. Learning Python: Powerful object-oriented programming. O'Reilly Media, Inc., 2013.

. Gutschmidt, Tom. Game Programming with Python, Lua, and Ruby. Premier Press, 2004.

+  HacraBHuk moxe n3abpaTtu v Lpyry akTyenHy nureparypy.

aKTMBHa HacTaBa :6 Teopujcka npakTuyHa Hactasa:4

HacTaBa: 2

lMpeomet ce peanusyje kombuHauwjoM NpefaBarba, NPaKTUYHOT pafga W koHcynTauwja. lNpenasarba
YKIby4yjy TeOopujcke OCHOBE CBake Of TeMaTckix LenuHa. lMpaktiyaH pag obyxsaTta umnneMeHTaumjy
HaBeJeHUX KOHLenata y nporpamckoMm jesuky u ogrosapajyhem anaty. [paktuyaH pag ce obaBrba
CamoCTanHo, 3a payyHapoM, y3 CTalaH KOHTAKT Ca HacCTaBHUKOM W capagHukoMm. Y TOKy kypca
npeaBuieHa je u3paga camocTarnHor CeMUHapCKor paaa / npojekTa.

MpeancnutHe obaBe3e 70 noeHa 3aBpLHK UCIUT 30 noeHa
CemuHapcky pag 30 YcmeHu uenut 30
[MpaKTU4HW ucnut 40
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Hasue npegmeTa
HacrasHuum
CapagHuum
Craryc npegmerta
Bpoj ECIB
Ycros

Lnrs npegmeta

Wcxop npeamerta

Cappxaj npegmeTa

Nutepartypa

Bpoj yacoBa akTuBHe
HacTaBe

MeToze u3soheta
HacTaBe

OueHa 3Hata

APXUTEKTYPA U ANATWU 3A BUOEO UTPE

ap Mupocnae Mapwuh, BaHp. npod ,
MunaH YyrypoBuh, acUCTEHT,
Hukona [lamjaHo, Pajko Pagocasrbesuh

13bopHM npeameT
4
YnucaHe Mactep akagemcke cTyauje

YnosHaBakbe Ca 0CHOBaMa apXMTEKType BIAEO Mrapa v anaTima 3a HMX0B passoj.

CTymeHT ce ynosHajy ca OCHOBaMa apXWTEKTYpe BMAEO Urapa W CMeuuduuYHOCTMMA CBake Of
KOMMOHEHTM apxuTekType. Ha mpakTu4HOM nmpumepy ce ynosHajy ca MOryRHOCTMMA CaBpeMEHMX
anara 3a pa3Bsoj BUfIE0 urapa.

1. Keanutet koga; 2-3. CraHgapau kogupatsa; 4. lNpuoputeT kogupara (OpawHa, BennumHa,
bnekcubUNHOCT, MPEHOCMBOCT, ofpkaBare); 4. BpcTe rpewaka W HMXOBO MCMpaBbate; 5.
MoHoBHO Kopuwhere coTBepa; AOKyMeHTauuja, AwsajH; 6. EBanyauuja W KoHayHa aHnmsa
coTBepa; 7-8. IvueHue, jeanum, gemo npumep, dokycHe rpyne, Beb npeseHTauuja; 9 -11. Anatw
3a pa3Boj Buaeo urapa. OcHoe Unity anata; 12. Pa3eoj Bugeo urapa nog Unity. Mpumep npojekTa;
13. Pa3Boj Buaeo urapa nog Unity. Mpumep npojexta; 14. KoHcynTauuje n n3bop cemuHapckor
paga; 15. Ucnwmr.

1. Andrew Rollings, David Morris: Game Architecture and Design: A New Edition, New
Riders Games, 2003, ISBN: 9780735713635

2. Michael Kelley: No-Code Video Game Development Using Unity and Playmaker, CRC
Press, 2016, ISBN: 9781498735650

3. [pyra ogrosapajyha aktyenHa nuteparypa

aKTMBHa HacTaBa: 3 Teopujcka npakTW4yHa HacTaBga: 1
HacTaBa: 2

MpeameT ce peanuayje KOMOMHALMOM NpeaaBatba, NPakTUYHOT paga U koHcynTauuja. MNpegasarka
YKIbYy4yjy TEOpUjcke OCHOBE apXMTEKType BUOEO urapa. Y capaitbu ca CTydwauuma us npuspeae
peanu3yje Ce Oe0 MnpegMeTa Be3aH 3a MnpakTuyaH npumep ynoTtpebe anata M npaBrbere
enemeHTapHux Bugeo urapa. [paktyaH pap ce obaBrba CaMOCTarHo, 3a padyHapoMm, y3 crana
KOHTaKT ca HacTaBHUKOM/CapafHUKOM U CTPyYHakoM U3 npuspefe. Y TOKy Kypca npeasufieHa je
“3paja CeMMHapCKOr paga.

MpegncnutHe o6aBe3e 70 noeHa 3aBplwHKU ucnut 30 noeHa
CemuHapcku pag 30 YcmeHu uenut 30
MpakTu4HM nenut 40
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Hasue npegmeTa

HacrasHuum

CapagHuum
Crartyc npegmerta
Bpoj ECIB
Ycros

Lnrs npegmeta

Wcxop npeamerta

Cappxaj npeameTa

Nutepatypa

Bpoj yacoBa aKkTMBHE
HacTaBe

MeTozae u3soheta
HacTaBe

OueHa 3Hama

30 MOOENOBAHSE 2

ap ym. JosaHuh M. AnekcaHzpa, OOLEHT;
ap y™m. Brnagump Togoposwh, roctyjyhu npodecop;
Mapko bpkuh

Matrsa hnpuh, Hukona JamjaHos
ObaBe3Hu npeameT

4

MonoxeH ucnut 3 modenogame 1

MpakTU4YHO ycBajarbe 3Hatba HEOMXOOHWX 3@ CAMOCTarlHO Kpeupare HanpegHuX AUruTanHux
TPOOMMEH3NOHANHKUX MOfeNa — ca nocebHMM OCBPTOM Ha pa3Boj Au3ajHa Mogena, rpafjera
ONTUMAaIHe TONonoruje 3a BUAEO Urpe.

CTyneHTV OBnagaBajy HanpeaHWjuM KOHLENTMMA W NIOrMKOMMNONUIOHaHOr MoaenoBara y 3[
annvkauujama 3a npumeHy y Bugeo urpama. OcnocobrbeHu Cy 3acamocTanHo Kpeupare
QUTUTaNHUX MOZENa W HUXOB Pa3Boj y PasnnyMTUM MEeToZorornjaMma M TEXHOMOLIKUM
YCNoBMMa, HE3aBMCHO O KOHKPETHOr COPTBEPA Y KOME Ce peanudyje HacTaea.

1-3. MogenoBare pekBu3uTa, BO3WNa U ApyrMx uBpCTUX objekata. [pumeHa anata 3a
MOMMroHanHo MOAenoBarbe, onTumarnHa ynotpeba u 6p3o kpeupare reometpuja. Kpenpare
komnnekcHux objekata og npumuTuBHUX. Kpenparbe TekcTypa of cotorpacvja. Hopman
manupare. 4-7. Pa3Boj n mogenoBarwe OKpyxewa (environment).Kpeupare MHALMjaNHUX
TekcTypa. OcHoBHa cTpykTypa. Matepujanusauuja. OcseTrbaBare. 8-13. Mopenosawe
funepanHor u KBaapunedanHor kapakrepa. Tononmorvja mogena, Tena, rnase U feTarba
nuua. HuckononuroHanHu v BucokononuroHantu mogen. 14-15. Pag Ha npojexTy,
KOHCynTauuje, KPUTUYKe paguoHuLE.

1. Montgomery, Lee. Tradigital Maya. A CG Animators Guide to Applying the
Classical Principles of Animation .Focal Press, 2011.

2. O'Hailey, Tina. Rig it Right! Maya Animation Rigging Concepts (Computers and
People). Focal Press, 2013.

3. Ingrassia, Michael.Maya for Games: Modeling and Texturing Techniques with
Maya and Mudbox. Focal Press, 2008.

4. Watkins, Adam. Getting Started in 3D with Maya. Create a Project from Start to
Finish - Model, Texture, Rig, Animate, and Render in Maya. Focal Press, 2012.

5. Gahan, Andrew. 3ds Max Modeling for Games Insiders Guide to Game
Character, Vehicle, and Environment Modeling. Routledge, 2011.

6. Franson, David. 2d Artwork and 3d Modelling for Game Artists. Premier, 2002.

npakTuyHa HacTasa: 1

aKTWUBHa HacTaBa: 3 TEOpUjcKa HacTaga: 2

KombuHalmja npepnaBara, BexOW, AeMOHCTpauujama, CTYOEHTCKMM NpeseHTalujama w
KoHcynTaumjama. CamocTanHa peanusalmja npakTUYHOT pafa nog PyKOBOACTBOM HAaCTaBHMKA
11 capagHuka.

MpeancnutHe o6aBe3e: 70 noeHa 3aBpuHu ucnut: 30 noeHa

aKTMBHOCT Y TOKY Npeaasara 20
npakTUyaH pag 50

npeseHTaumja v ogbpaHa paga 30
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Hasue npegmeTa

HacrasHuum
CapagHuum

Cratyc npeameTa
Bpoj ECINB
Ycnos

Liure npeameta

Wcxop npeamerta

Cappxaj npeameTa

Nutepatypa

Bpoj yacoBa aKkTMBHE
HacTaBe

MeTozae u3soheta
HacTaBe

OueHa 3Hata

30 AHUMALIMJA KAPAKTEPA

Ap yM. Jynujana Mpotuh, goueHt
Pajko Pagocasrbesuh

obaBe3Hn npeameT
4
nonoxeH uenut 3 npegmeta OcHose 3 modenosarba U aHUMayuje

MpakTuyHO YyCBajatbe 3Haa M3 obrmactv 3[] aHuMauumje kapaktepa - Of reHepanHux
nocTynaka nocTaBke BUPTYENHOT CKeNeTa M CKWHOBara [0 CreundnyHUX HanmpemHnx
TEXHWKA 3a puroBare. Llenosuto nosHaBare mpoueca puroeara Kapaktepa 3a Buaeo

urpy.

CyneHTn OBnagaBajy KibyYHUM MPUHUMNMMA aHuMauuje Kapaktepa, pasymejy omnwTy
noruky puroawa 3[] mogena w OcrmocobrbeHM Cy Aa WX MpuMetbyjy W passujajy vy
Pa3nUuUTMM NOCTYNLWMA W TEXHOMOLIKMM ycroBuMa. Panusaupja kpatke 3f] aHuMupaHe
CeKBeHLLe.

1. PuroBate 1 CknHOBatbe kapakTtepa. [edopmatopn 1 3rnobosu. 2. Kapakepuctuke
noHawarbe 3rnobosa. 3. TuNoBM MoOBE3VBara KoXe Ha ckeneT. 3oHe yTuuaja (Skin
Weighting). 4 - 6. TexHuke rpafiewa ckeneta. KopeH u Hu3 3rnobosa. WHBep3Ha W
HanpegHa kuHematuka. 7. Oun, TpenTaj 1 daumjanHe ekcnpecuje. 8. Kontpore 3a pur. 9.
Pepocneg potauuja. Oce. PewwaBare pnmnosatba. 10. HanpegHe koHTpone ckeneta. 11.
Pactesara. Knactepu.Lattice. Blend Shape.12. Ogsojueu fenosn ckeneta, HE3aBUCHO
nokpeTrbuem. 13-15. Pag Ha chHanHOM NpojekTy, KOHCyNnTauuje, KpUTUYKe paguoHuLe.

. Cooper, Jonathan.Game Anim: Video Game Animation Explained. CRC
Press,2019.

. Palamar, Todd. Mastering Autodesk Maya. Autodesk Official Press. Sybex A Wiley
Brand, 2016.

. O'Hailey, Tina. Rig it Right! Maya Animation Rigging Concepts (Computers and
People). Focal Press, 2013.

. De Zwart, Gijs. Studio-Quality Rendering. Gijs de Zwart / Robert McNeel&
Associates, 2004;

. Miller, Carolyn Handler. Digital Storytelling. Waltham, MA: Focal Press, 2004;

. Kerlow, Isaac. The Art of 3D Computer Animation and Effects, Fourth Edition.

. Roberts, Steve. Character Animation in 3D. Waltham, MA: Focal Press, 2004;

. Williams, Richard. The Animator's Survival Kit. London: Faber & Faber, 2001.

aKTUBHa HacTaBa: 3 TeOpI/IjCKa Hacrasa: 2 npakTuyHa HactaBa: 1

KombuHaumja npefaBarba, NpakTUYHOT pada U koHcynTaumja. MpaktuyaH pag ce obaera
CamocTaslHo, No4 PYKOBOACTBOM HacTaBHWKa W capajHuKa, a OHOCM Ce Ha CTYAEHTCKe
Bexoe.

(makcumanHm 6poj noexa 100)

MpeancnutHe o6aBe3e: 70 noeHa 3aBpwHu ucnut. 30 noeHa
aKTMBHOCT Y TOKY Npefasara 20 Yemenun ucnut - 30
CemuHap 50
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Hasue npegmeTa

HacrasHuum

Cratyc npeameTa
Bpoj ECINB
Ycnos

Liure npeameta

Wcxop npeamerta

Cappxaj npeameTa

Nutepatypa

Bpoj yacoBa akTMBHE
HacTaBe

MeTozae u3soheta
HacTaBe

OueHa 3Hama

AW3AJH BUOEO UrAPA 2

ap ym. Bnagump Togoposuh, rocTyjyhu npodbecop; ap ym. Mapko CtojaHoswh,
poueHT; KpuctuHa Mapkosuh, Mapko bpkuh

obaBe3Hn npeameT
5
YnucaH fpyr cemectap

CTyAeHTW Ce HacTaBrbajy Ca HanpegHwjum basama paga Ha BUOEO urpama U HUXOBY
npoaykumjy 1 nnacupatrbe. MMpakTYHO yCBajake 3Hata HEOMXOAHMX 3a pasyMeBa-e
npoLieca kpenparba BULEO Urpe Kpo3 napTuupnaLpjy U rpyrHo aHraxoBare.

CTyneHTM cy CnocoBHM Aa apTUKYNWLLY rraBHe MeTogonorvie y obrnacti npomyKkuuje
BMOEO Wrapa, aHanuavpajy npakce, TPeHOoBe M MpOMyKUMOHe LMKIyce U Kpeupajy
COMCTBEHY BUAEO Urpy.

1. CTpyKkTypa TMMa 3a Kpeupawe BUAEO urapa, nocao AusajHepa urapa. 2. Ctpatervje u
MeToze pasBoja urpe. Mnanuparse npojekta. 3-4. [usajH n 0bpaaa 3Byka 3a BULEO MUrpy.
Hacraeak paga Ha urpu. 5. Mogenu MoHeTu3auumje Bugeo urpe. HactaBak paga Ha vrpu.
6-9. AHanusa oksupa urpe — YBog, Onuchn H1Bo, [uHamnykv HnBO, KynTyponoLukm HUBO.
Pap Ha npotoTuny urpe. 10. HactaBak paga Ha vrpn. 11. MapkeTuHr 1 npomo matepujan
urpe. Hactasak paga Ha urpu. 12. lejmudpnkaumja y egykaumju. Hactasak paga Ha urpw.
13-15. PeBuampatbe 1 3aBplueTak paga Ha 6eTa Bepsuju npojekta Buaeo urpe. Kputnike
paguoHuLie.

. Fullerton, Tracy Game Design Workshop: A Playcentric Approach to Creating
Innovative Games, Morgan Kaufmann, 2008.

. Zimmerman, Eric, Salen, Katie. Rules of Play: Game Design Fundamentals. The
MIT Press, 2004.

. McCabe, Patrick. Create Computer Games. Wiley, 2018.

. Sylvester, Tynan. Designing Games A Guide to Engineering Experiences.

O'Reilly. 2013.
. Rouse, Richard. Game Design: Theory & Practice. Wordware Publishing, Inc.,
2001.
aKTMBHa HacTaBa: 6  Teopwjcka HacTasa: 0 CTyAmjCKN

UCTPaxmBaYku pad: 6

KombuHaumja npeaaBatba, BexOu 1 anckycuja. AKLeHaT je Ha 6p30j u3paam npoToTHNoBa,
pag y WTepaTMBHUM LMKITyCMMa, capadka W YhpaBrbate NpojekTMa y KpaTkum
umknycuma. pynHa peanu3auwja npakTWyHOr paga Mog PyKOBOLCTBOM HACTaBHWKA W
capagHuka.

MpeaucnutHe obasese: 70 noeHa 3aBpwHu ucnut: 30 noeHa
aKTUBHOCT Y TOKY paguoHuLa 20 Yemenu ucnut - 30
CemuHap 50
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HasuB npegmeTa

HacrasHuum

Cratyc npegmeTa
Bpoj ECINB
Ycnos

Liure npeameta

Wcxop npeamerta

Cappxaj npegmeTa

Nutepatypa

Bpoj yacoBa akTuBHe
HacTaBe

MeToge n3soheta
HacTaBe

OueHa 3Hamwa

MAPKETWHI U NMPEQY3ETHULLITBO Y KPEATUBHUM UHOAYCTPUJAMA

ap Mapko Cysajumh, goueHT; ap HuHa MuxarbuHal, LOLEHT;
ap Munuua Kouosuh ge CaHto

obaBesHn npeameT
4
Hema

Unrb npegmeTa je pa CTyAeHTE ynos3Ha ca Teopujama W npakcama KpeaTMBHWX WHOyCTpuja w
0cnocobu ux Aa npegysnmajy MHOBaTWBHE W KpeaTUBHE MHULMjaTVBE Y LMBUMHOM W MPUBATHOM
cekTopy, Oydy aKTMBHM YYECHUUM Y CaBPEMEHWM CUCTEMMMA MPOUTHOM HEMPOUTHO
OpWjeHTUCaHe NpoayKumie 1 AUCTpubyLpje aurutanHux Meaujckux npoussoda 1 ycnyra y3 nyHy
CBECT O YIIO3W W OATOBOPHOCTW KPEATUBHWUX MHOYCTPWja Y OPYLWTBY (MPOWU3BOAHa BPEOHOCTU
3Hayerba, AONPUHOC APYLUTBEHO-EKOHOMCKOM PasBsojy).

CryoeHTn he nosHaBaTh MOryAHOCTM MpUMEHe HOBUX AMMUTANHUX Meauja y MapKeTUHLLKAM
KOMyHMKaLmjama; no3HaBahe npouec MeHaMeHTa W npodykuwje npoussoga MW ycnyra
KpeaTWBHWX MHOyCTpWja; nosHaBahe npuHUMNE npedys3eTHUWTBA (TPXKMLLHOM  AeroBama)
YMETHWKa-NPELy3eTHUKA, Manux U cpedwux npepyseha koja npousBoge nomy-jaBHa gobpa
(cappkaje kao cumbonuuke npousBoge U ycnyre); Ouhe ynosHaT ca CcaBpeMEHOM
npobnemaTukoM 3alTuTe ayTOpCKWUX 1 CpogHMX npasa (copyright, copyleft, creative commons);
ynosHahe ce canpakTWYHUM MOMMTWKaMa pa3Boja KPeaTUBHUX MHAYCTpUja Y 3eMibU U CBETY;
nosHasahe MONUTUYKY U EKOHOMCKY MCTOPWjy KPEaTWBHWX 1 KyNTYpHX MHAYCTpWja; no3Hasahe
npouece MapKeTWHr HacTyna (NpPOUTHO, HEMPOMUTHO ~OPUjEHTUCAHWX OpraHu3aumja)
pucTpubyLmje 1 kKaHana MapKeTUHra y KpeaTUBHUM 1 KynTypHUM WHAYCTpujama.

Teopujcka HactaBa obyxsaTa Tpu 06nacTvi:1.npedy3eTHUTBO Yy HOBAM MeaujuMa (Kpeupame
OpeHaa, w3paga OM3HMC nNnaHa, ynpaerbakbe JbYACKMM peypcuma); 2. MOMWTUKE paseoja
KpeaTMBHIUX MHOYCTpUja (KpeaTUBHW KNnacTepu, KpeaTuBHW rPpafoBu, KpeaTiBHa Knaca, 3alTuTa
ayTopcKMX W CpofHuX npaea - copyright, copyleft, creative commons);, 3. MapkeTuHr y
KpeaTWBHUM WHOyCTpMjama (MOMUTMYKA M EKOHOMCKA WCTopUja KYNMTYPHUX W KpPEaTMBHMX
WHAYCpWja, MPUMEHa KOMEpLMjamHor, COLMjanHor U HEMPOMUTHOr MapKETWHIa Y KyMTYpHUM W
KpeaTWBHUM WHOYCTpMjama, MapKETWHI MPOLEC, kamnawa W keHe dase). Y OKBUpY ApYrux
obrnuka HacTaBe CTyaeHTu he ce ynosHaTu ca: npumepuma fobpe npakce Be3aHWUM 3a ycrelHe
MapKepwHLLKe cTpaTernje M 0bnacT KpeaTWBHMX, MOCEDHO TEjMMHT WHAYCTpUje; MpOoLecoM
NpON3BOAH-E MPOM3BOAA W YCryra KpeaTuBHE WHOYCTPWje (aurutanHe nnatdopme, codTBep,
BMAEO UTPe W CM) M CTPaTELKAM JOKYMEHTUMA BE3aHUM 3a pa3eoja KpeaTuBHe WHAYCTpUje.

+ Steve Blank, The Startup Owner's Manual: The Step-By-Step Guide for Building a Great
Company, K & S Ranch; 1 edition (March 1, 2012);

+ The Nuts and Bolts of Great Business Plans, Dr. Michael Morris (2017-
2018),https://warrington.ufl.edu/entrepreneurship-and-innovation-center/wp-
content/uploads/sites/113/2018/02/nuts-and-bolts-of-great-business-plans.pdf

+ Llon XapTrnu, 2007, KpeatusHe uHgyctpuje, Beorpaa: Knvo.

» Unesco, Creative industries http://www.unesco.org/new/en/culture/themes/creativity/creative-
industries/

+  Konbep ®. 2010, MapkeTuHr ymeTHoCTH, Beorpap: Knvo.

+  Kotnep ®, 2011, Coumjanqu mapketuHr, beorpag, Knuno

+ Kotnep ¢, 2003, Marketing insights from A to Z, Wiley

aKTUBHa HacTaBa: 2 Teopujcka HacTasa: 2 npakTyHa Hactasa:0

MpenaBatba; UHTEPAKTUBHE AMCKYCHje W BexOe — KpUTWYKa aHanuaa TPXMILTA BUOEO urapa;
NPOjeKTHX 3afaTak — HOBW MPOWM3BOL HA TPXKWLITY — WHAYCTPUiCKA MPUCTYN (MCTpaxuBatrbe,
KOHLMNMpatbe, NnaH pecypca, NpousBoama, AcTpubyuumja 1 npomoumja, Npoaaja, esanyauuja
ycnexa).

MpeancnuTHe obasese: 60 noeHa 3aBpLHKM UenuT: 40 noeHa
aKTUBHOCT Y TOKY NpeAasara 10 Ycmenu nenut 30
[pojekTHM 3apaTak 30 [Mucmenn nenut: 10
CemuHap 20
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HasuB npegmeTa
Craryc npegmeta
Bpoj ECIB
Ycros

Linrbesu 3aBpLUHOr paga

OyeknBaHu ncxogu

OnwTwu cagpxaju

MeToge n3soheta

OueHa

3ABPLIHW PAQ - U3PAOA U OOBPAHA

obaBe3Hn npeamet

10

[MonoxeHW cBM UCNUTW NpeaBUREeH NporpamMmom MacTtep CTyauja

3aokpyxuBarse 06pa3oBHOr MpoLieca MacTep CTyauja kpo3 peanusauujy U npeseHTauujy
3a0KpY)XEHOT MpojekTa panusauuje Bugeo urpe. [leMoHCTpaupja AeTarbHOr No3HaBatba 1
KOHTPOMe WOejHUX, TEMATCKUX, NPOAYKLMOHO-TEXHOMOLIKMX W TEXHWYKMX acnekaTa
npogykuuje Buaeo urapa.

CTyReHTV npuKkasyjy CrojeBMTO BRafare KOMMIETHUM MpOLEecOM KOHLUENnTyanusauuje,
UCTpaxuBamwa, uspagel/TecTuparba/eBanyauuje, peanusavuje, npeseHTaLuje,
No3VLMOHMpatba U NnacMaHa Buaeo urpe. CTyoeHTH npukasyjy HUBO 0CrocoBrbeHOCTH 3a
camocTanaH M TMUMCKM pasBoj W peanuaauujy CMOXEHWXBMOEO urapa, y pasnuuutim
AvcLmnnMHama yHytap npofyKLMOHor npoLeca.

W3papa 3aBpluHor, MacTep, npojekta ofyxeata: MOTUCTUYKY MPUMPEMY, UCTPaxXmBatbe,
OCMULLTbaBakbe KOHLEMNTa, paj Ha CBUM acnekTuma npojekTa, Npe3eHTauujy 1 nnacupare
npBse Bep3uje urpe.

lMpojekaT ce peanu3yje TOKOM CBa TP CEMECTpa Ha nmpegmeTuma W3 rpyne CTpyyHo-
annuKaTuBHUX, Yy KOM6VIHaLI|VIjI/I Ca octanum peneBaHTHUM YMETHUYKUM, YMETHUYKO-
CTPYYHUM, TEOPMCKO-METOLONOLIKAM W APYLUTBEHO-XYMaHUCTUYKUM NPEaMETUMA.

AKLEHaT je Ha Kpeupatby LienoBMTOr NPOjekTa, Ynju je UCXOA BUAEO 1rpa.

MacTep npojekat ce peanusyje KOMOMHALMOM MCTpaxwuBarwa M NPAKTUYHOT paja Ha
BMOAEO WIPW Y3 CTanmaH KOHTaKT Ca HaCTaBHAUMMA UM CTpydwauuma M3 npakce.
KoHcynTaumje KOHTUHYMpaHo npate Npoaykuujy 1 obyxsaTtajy npeacTasibarbe npojexkara y
TPEHYTHO] a3 peanusauuje, U AUCKYCH)y O WAEjHUM, (hOpPMarHUM, METOAOMOLIKUM,
TEXHUYKAM, TEOPUCKUM U KOHTEKCTyanHUM NuUTamiMa 3Ha4vajHUM 3a HWXOBY W3paay,
npe3eHTauujy, peLenuujy u JOKyMeHTauujy.

(makcumantm 6poj noeHa 100)

KsanuteT macTep npojekra: 70 noeHa. KsanuteT BepbanHe
eKkcnnukauuje, onopaHe
npojekra: 30 noeHa.
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Hasue npegmeTa
HacrasHuum
Craryc npegmerta
Bpoj ECIB
Ycros

Lurs npegmeta

Wcxop npeameta

Cappxaj npeameTa

Nutepatypa

yBOA Y CTYAUJE CABPEMEHE YMETHOCTU 2

ap Oakosuh HeseHa, ped. npody; ap Lisetnh Mapuena, pea. npody; Panajuh
Cseto3ap, npod. emeputyc YY; mp LUnbanuh Bara, goueHt
13bopHM npeameTt

8
YnucaHe mactep akagemcke ctyaumje

Lnrb npeameTa je ynosHaBawe CTyAeHaTa ca HajaHavajHujum Teopujama ( 1 npakcama)
YMETHOCTW [pyre nonoBuHe XX Beka.CBpxa OBOr NpegMeTa je npyxate cBeobyxBaTHOT
nperneaa CaBpeMeHe YMETHOCTU U Teopuje, koju Re kaHauaaTa MHOPMUCATI 1 NPYXMTH
My moryhHocT fa ogabepe 1 Teopujcku dokycupa obrnact cBor MacTep paga.

CrypeHT Tpeba aa oBnaga no3HaBareM HU3a PasnuunNTUX Teopuja caBpeMeHe YMETHOCTH
wro he My OMOryRUTM KOMMETEHTHO MUTake” W aHammM3y YEMTHUYKMX Jena U3
PasnMUUTUX YMETHOCTW (My3uka, UM, NUKOBHE YEMTHOCTM, apXMTEKTypa, urpa, HOBY
purutannm megmjn) 20. 1 21. Beka, Te, y CKagy ca TUM, 1 Npogy6rbeHo 13yvaBarbe Teme
kojy je omabpao 3a cBoj mactep pag. lNopen Tora, 04 CTyAeHTa ce odyekyje aa byne
cnocobaH fa yyecTByje y KPUTUYKAM, aHanuTUYKUM W TeopujckuMm gebatama, kao v ga
OBMaja TEXHUKOM NCakba HayyYHOr eceja U KPUTUYKOT TEKCTa.

Teopujcka HacTaBa obyxBaTa HW3 nmpepaBatba U3 crnegehux obnactu: 1. CaBpemeHa
YMETHOCT u kynTypa; 2.1 3. Teopuje ymeTHocTM apyre nonosuHe 20. u 21. Beka; 4.
CTpyKTypanu3am 1 YMETHOCT KacHOr mogepHusma; 5.u 6. Mapagurme u ugeonoruje
KacHOr MOAEpHW3Ma Yy BW3YENHWM YMETHOCTUMA, MegujuMa u apxutektypu; 7. u 8.
®ocTepoBa Teopuja aBaHrapae y BU3YerHUM YMETHOCTUMa, MeaujMa U apXUTEKTYpu;
9.HeoaBaHrapga u koHuentyanHa ymetHoct; 10. u 11.MNoctMoaepHe Teopuje - Teopuje
MOCTCTPYKTypanuama M noctMmogepHusam;  12.Teopujcka  ncuxoaHanusa U
ymeTHocT/kynTypa apyre nonosuHe 20. 1 21. Beka; 13. YMeTHoOCT HoBUX Meauja; 14. n 15.
YnTatrbe 1 guckycuje.

MpaktuyHa HactaBa oOyxeaTa BexOe Ha Kojuma he CTyaeHTM HemocpegHo 6uTw
yrno3HaBaHu ca NPUMEHOM MPEe3eHTOBaHUX Teopuja y yMeTHWYkuM npakcama 20. u 21.
BeKa.

1.Hal Foster, Rosalind Krauss, Yves-Alain Bois, Benjamin Buchloh: Art Since 1900:
Modernism, Antimodernism, Postmodernism, Themes and Hudson, London, 2005;

2. Foster, Hal: The Return of the Real, An OCTOBER Book, The MIT Press, Cambridge,
Massachusetts, London, England, 1996.

3. Harry Francis Mallgrave, David J. Goodman: An Introduction to Architectural Theory:
1968 to the Present, John Wiley & Sons, 2011.

4. Charles Harrison, Paul Wood (eds.): Art and Theory 1900-2000, An Anthology of
Changing Ideas, Basil, Blackwell, Oxford UK, Cambridge USA, 2003.

5. Zoya Kocur, Simon Leung (eds.): Theory in Contemporary Art since 1985, Blackwell,
Oxford, 2005.

6. Misko Suvakovié: Pojmovnik teorije umetnosti, ORION ART, Beograd, 2011.

7. Misko Suvakovié: Diskurzivna analiza, Univerzitet umetnosti, Beograd, 2006

8. Douglas Kelner: Medijska kultura. Sstudije kulture, identitet i politika izmedu
modernizma i postmodernizma, Clio, Beograd, 2004.

9. Birger, Peter: Teorija avangarde, Beograd, Narodna knjiga — Alfa, 1998.

10.Postmodern Culture, (ed. and introduced by Hal Foster), Pluto Press, London and
Sydney, 1983.

11. Postmodernism. A Reader, (ed. and introduced by Thomas Docherty) Harvester,
Wheatsheaf, New York, London, Toronto, Sidney, Tokyo, Singapore, 1993.

12. Vatimo, Dani: Kraj moderne, Svetovi, Novi Sad, 1991.

13.Sarup, Madan: Post-structuralism and Postmodernism, Harvester Wheatsheaf, 1993.

14. SabolCi, Miklo§: Avangarda i neoavangarda, Narodna knjiga, Beograd, 1997.

15. Owens, Craig: The Allegorical Impulse: Toward a Theory of Postmodernism, Part 1 &
Part 2, in: Beyond Recognition. Representation, Power and Culture, University of
California Press, 1992, 52-69; 70-87.

16.Krauss, Rosalind: Notes on the Index (Part 1) & (Part 2), in: The Originality of the
Avant-Garde and Other Modernist Myths, The MIT Press, 1984, 196-209; 210-219.

17. Masnikosa, Marija: Orfej u repetitivnom drustvu. Postminimalizam u srpskoj muzici u
poslednje dve decenije XX veka, Beograd, Ton Plus, 2010.

20



Bpoj yacoBa aKkTMBHE
HacTaBe

MeToge n3soheta
HacTaBe

OueHa 3Hamwa

aKTUBHa HacTaBa: 6 TeOpI/IjCKa HacTaBa: 2 I'IpaKquHa HacTaBa: 4

MpenaBatba, AUCKYCHje, MPaKTUYHA HacTaBa, CTYAM|CKM MCTPaXMBaYKK paj.

MpeaucnutHe ob6aBe3se: 60 noeHa 3aBpwHu ucnut: 40 noeHa
aKTMBHOCT Yy TOKY NpeaaBaka 10 nucmenm uermt 10
npakTU4yHa HacTaBa 10 ycmeHu uermt - 30
KONMOKBUjYM 20

CeMuHap 20
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Hasue npegmeTa

HacrasHuum

CTaTyc npeamMeTa
Bpoj ECMB

Ycnos

Lnrs npegmeta

Wcxop npegmerta

Cappxaj npegmeTa

Nutepartypa

KYNTYPHA NMONUTUKA U KYNTYPHA NPABA

ap LeTtuyanuH M. Mpegpar, foueHT; ap MuxarsuHay, C. HuHa, JoLeHT;
ap Oparnhesuh Wewwmnh Munexa, npod. emeputa YY

1300pHM NpeameT
6

YnucaHe macTep akafemcke cTyauje OfHOCO 0AroBapajyhn cemecTap CrimyHor
CTyaujcKor nporpama 3a CTyAeHTe y nporpamy pas3meHe

Uus npegmeta je Aa CTyAeHTMMA MpeHece HEONXOAHa 3Hawa W BEWTMHe 3a
pasymeBarke MOAENa M WHCTPYMeHaTa KynTypHe mnonuTuke, Te ga um  omoryhn
YKIbyuMBate y KynTypHo-nonutudke febate M npouece nobupara ¥ 3aroBapatba
(lobbying and advocacy), npefcTtasu npernes oOnwwTe 3aKOHOAABHE perynaTuee Koja ce
TW4Ye KynType Ha €BPOMCKOM HWBOY, Kao W perynaTtuee 3emarba jyrouctouHe EBpone,
NCTOBPEMEHO HyAehn npakTUYHYy aHanu3y TexHuka M WHCTpyMeHaTa, npencTasy
MefycobHM 0QHOC KynTypHe NONMUTUKE, NPpaBa U eKOHOMUjE, 1 Ja MPYXW 3Harba Y AOMEHY
ayTopcKuX npasa, kako MehyHapogHe Tako W gomahe perynatuse, HeonxogHa Yy Bofetby
YMETHWUYKWX NpOjeKaTa U MeHalLIMeHTa ycTaHoBa KynType.

HakoH 3aBplueHor kypca cTyaeHTn he crehm noTpebHe BeLTMHE M CMOCOBHOCTW 3a
npey3nMarbe akTUBHE YNore Y NPoLeCy AOHOLLEHA KIbyYHUX OfTyKa O KyNTYpHOM pasBojy
1 Ou3ajHUparsy KyNnTYpHUX NONUTHKA Ha HALMOHAMHOM, PErvoHarHoM U1 NIOKaiHOM HUBOY
jaBHMX ynpaBa. 3a cBaky obrmacT ymeTHOCTW CTyaeHT he ynosHatu W ogroBapajyhe
MoZene MHCTpyMeHaTa KynTypHux nonmutuka y Esponu. CTymeHT he ctehn 3Hawa o
npouecMa KynTypHe NONMUTUKE, Kao Leny jaBHe MOMWTUKe, KPo3 OMWTY NerncraTmey W
nojeamHayYHa 3aKOHCKA aKTa peneBaHTHa 3a KynTypHu MeHaymeHT. CTyaeHT he, Takohe,
ctehn HeonxoaHa 3Hakba O 3aLTUTK ayTOPCKUX NpaBa W MOryhHOCTUMA yCTaHoBa KynType
1 YMeTHUKa Aia Kpo3 3alUTUTY oCTBape LofaTHe npuxoge.

Teopujcka HacTaBa

Mpenasarba y OKBUPY Kypca KynTypHe NOMUTUKE Cy MHTEPaKTUBHA W OpraHn3oBaHa y Tpu
KOH3UCTEHTHE LenuHe Koje m3eoge npodecopu u3 Opanuycke, Xpsatcke u Cpbuje:
KyntypHe nonutuke EBponcke yHuje, KynTypHe nonutuke Ha BankaHy u HauuoHanHe
kynTypHe nonutuke. Kypc obyxsata u paguoHuue: Kako ce nuwe policy paper u kako ce
NPUOPUTETU MUHMCTAPCTBA KyNTYpe M3paxaBajy Kpo3 KOHKYpPCHe MpUopuTeTe U yrosope
ca MHCTUTYUMjama KynType u cn. M3a3oB 3a KpeaTtope KyNnTypHe MOMUTUKE je Kako fa
ycarnace 3alUTuTy MO3UTWUBHWUX KapaKTEPUCTUKA MHCTUTYLWja YMETHOCTU M KynType ca
KpeaTMBHUM AMHAMM3MOM W MHOBALMOM Y CBUM 0BMacTUM yMETHOCTM U Hayke, Kao W
kako da npumeHe Ty BpcTy nonutuke. CTora je BaXHO Aa Cce carnedajy v3asosu W
noTeHUmMjanu CTBaparba 3aKkOHCKe perynaTtuBe koja 6u nomorna ocTBapuBakby TWX
yarbesa. Kpos komnapaTvBHy aHanu3y ayTtopckor npaBa M npobrema berose
UMnneMeHTaLpje y 3eMibama TpaHauLmMoHe ekoHoMuje obpafjueahe ce 1 acnekTu BesaHu
3a 3alUTUTY KaKo ayTOPCKWX, CTBapanaukux, Tako U 13eohadkux Manux npasa.

1. Krby4HuW nojMoBYW KynTypHe nonuTuke; 2. Mctopuja KynTypHUX nonutika — og Mpuke oo
CosjeTckor caBesa; 3. McTopuja KynTypHUX NOMMUTMKA — KYNTYpHa nonutuka KparbesuHe
Jyrocnasuja, COPJ n CPJ; 4. Wctopuja kynTypHux nonmmtuka — ManpooBa KynTypHa
nonutuka y ®paHuyckoj; 5. Wctopuja kynTypHuX nonutuka — [nasepoBa KynTypHa
nonutuka y Hemaukoj; 6. HuBow kyntypHe nonutuke; 7. Mogenu KyntypHe nonutuke; 8.
WHCTpymMeHTH kynTypHe nomuTuke; 9. 3akoHcka perynatMBa Be3aHa 3a KYNMTYpHY
nonmutuky; 10. OgHoc KynTypHe nonmutuke u npasa; 11. OQHOC KynTypHe NonuTUKe W
ekoHomuje; 12-13. Aytopcka npaBa; 14-15. MNpeseHTauuje CTyaeHTCKMX pasfoBa

MpakT4yHa HacTaBa
AHanusa uHcTpymMeHaTta KynTypHe nonuTuke Ha NoKanHoOM 1 MefyHapoaHOM HUBOY.

1. Writing Effective Public Policy Papers — A guide for Policy Advisers in Central and
Eastern Europe, Local Government and Public Service Reform initiative, OSI, Budapest,
2000, http://gi.osi.hu
2. Djukic Dojcinovic, Vesna (2002). Cultural policy in Serbia, activity report, research and
policy papers, www.policy.hu/fellows/djukic
3. Mundy, Simon (2000). Cultural Policy, A Short Guide. Council of Europe
4. Bourdieu, Pierre (1979). La distinction, critique sociale du jugement, Paris: Minuit
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Bpoj yacoBa akTMBHE
HacTaBe

MeTozae u3soheta
HacTaBe

OueHa 3Hama

5. d'Angelo, Mario e Vespérini, Paul (1998). Politiques culturelles en Europe: une
approche comparative, Strasbourg, Editions du Conseil de I'Europe, Série Formation,
sept. 1998

aKTMBHa HacTaBa: 5  Teopwujcka HacTaBa: 2 npakTUyHa HacTaga: 3

npeaasatba, BexOe, Anckycuje 1 eBanyavpje MefyHapoaHNX KOHBEHLM]a.

(Makcumantm 6poj noeHa 100)

NpeaucnutHe obaBese: 30 noeHa 3aBpwHy ucnut: 70 noeHa
aKTMBHOCT Yy TOKY NpeaaBama 20 nucmenm uermt - 50
npakTUyHa HacTaBa 50 ycmeHu uermt - 20
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HacTaBe
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HacTaBe

OueHa 3Hama

yBOO Y CTYAUJE MEANJA 1

ap Mupjasa Hukonuh, pea. npod.;
ap HeseHa [Jakosuh, ped. npod.

1300pHM NpeameT
6
YnucaHe MacTtep akaaemcke cTyamje

OmoryhuTI CTYAEHTY [a Ce YNo3Ha ca OCHOBHWM MOjMOBKMA, TEOPMJCKMM NONasnLLITUMAa,
MCTOPMJCKOM TeHe30M pa3Boja Meamja ca akUeHTOM Ha byayhHocT meauja cdepe Koja je
MOA CHaXHUM YTULajeM gurutanusaumje, MpEXHOr NoBe3vBakba W MHTEPAKTUBHOCTU Kao
ereMeHTUMa BaXHWM 3a pasyMeBawe Meauja W Meamjcke KOMyHukauuje. Ha ocHosy
CTEYeHUX 3Harba Of CTyJeHTa Ce Ouvekyje Aa pasyme Meaujcky TEopujy W akTyerHy
npakcy, Aa pasBuje aHaNMTUYKO-KPUTWYKM OOHOC Mpema cagpxajuma, dopmama,
(yHKUMjama, CTPyKTypama, 3HauyeruMa MeamjCkiX TEeKCTOBa, a MOTOM M edekTuMa,
yTUajuMa 1 YKyMHOM MMMaKTy Meauja y ApYLUTBEHOM, MOMUTUYKOM, KYATYPHOM U
YMETHWUYKOM aMOUjeHTy.

Mo 3aBPLUEHOM KypCy M Ha OCHOBY CTEYEHMX 3Hatba, CTyaeHT Ou Tpebano pa Oyae y
MOTyAHOCTM KPUTWMYKM W TEOPWiCKM YTEMErbEHO aHanuanpa CaBpeMeHU Meamjcku
ambujeHT 1 Meaujcke TEKCTOBE, [Aa NPENo3Ha pasnuumTe Meaujcke opme 1 xaHpoBe, aa
pasyme pasnuuute 0bnuke Meaujcke NpoayKuMje W MHCTUTYLMOHANHOr OpraHu3oBara
veauja.

Teopwujcka HacTaBa:

1. [edmHncamwe OCHOBHMX MOjMOBA — MACOBHO APYLUTBO, MAcOBHA KynTypa, MAcOBHM
Meauju, KkpeaTuBHe UM Megujcke uHApycTpuje 2-3. WcTopwjat — reHesa u esonyuuja
MacoBHWX Meauja; 4. Teopujcku U enuCTEMMONOLLKM NPUCTYN Meaujuma 1 Meauja cepu
(BerbamuH, AfopHo, MaknyaH, Bapt, bpeToH, ®uanep, Xon, duck, MaHosuy, Kactenc); 5.
[pyLwTBeHe 1 ekcrpecuBHe KapakTepuctuke meauja; 6. OyHkuuje n aucdyHkumje Meauja;
7. Ctpyktypa Meamjckor Tekcta; 8. Mepujcke dopme — konapaTuBHa aHanusa; 9.
YmeTHocT u MacoBHu Meamju; 10. Mybnuka; 11. Teopuje Meamjckux yTuuaja u edekara;
12. Etuka meguja; 13. Meamjcka nonutuka M MOZENW Meaujckux opraHusauuja; 14.
[uckycuja Ha Teme yckrnaheHe ca caBpemMeHUM TpeHaosuma y cdepu meauja; 15. Uenut —
pa3roBop 0 TemMama Koje cy Oune npefmeT npesfaBatkba U yecMeHa ogbpaHa cemMuHapckor
paga

MpakTMyHa 3Hawa: AHanusa ogabpaHux MeamjCKMX TeKCTOBa M cafpxaja y yHKUmju
onpheHnx METOACKMX jeamHuLa.

. Brigs, Adam, Kobli, Pol: (2010) Uvod u studije medija, BG, Clio

. Brigs, Asa., Berk, Piter (2005): DruStvena istorija medija, BG, Clio

. Herman, Edward S., Mek¢esni, Robert V. (2004) Globalni mediji, BG, Clio

. Lorimer, Rolend .(1998) Masovne komunikacije, BG, Clio

. Bal, Fransis (1997), Mo¢ medija, BG, Clio

. Mpajc, Ctjyapt (2011) U3yyaBare meauja, BI', Knuo

. Tjypoy, Llosed (2012) Meauju gaHac 1 v 2, BI', Knno

. Mek KewH, [., (2006) Teneswuswja, BI', Knuo,

. LUnHrnep, M. n Bupurra C. (2002) Paguo, BI', Knuno

aKTMBHa HacTaBa: 2  Teopwujcka HacTaBa: 2 npakTuyHa Hactasa: 0

npefaBara ca MHTEPaKTVBHIM eneMeHTUMa, auckycuje v nebate, ceMUHapckv papoBu.

(makcumanHm 6poj noexa 100)

MpeancnutHe o6aBese: 60 noeHa 3aBpwHu ucnut. 40 noeHa
AKTWBHOCT Y TOKY NpefaBata 10 NUMEHN UCTINT
CemuHap 50 ycmeHu uermt - 40
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PA3BOJ KPEATUBHUX TUMOBA

ap Wpexa Puctuh, BaHp. npod.

1300pHM NpeameT
3
YnucaHe mactep cTyauje

CTuuate 3Hawa M BelTWHA Yy [OMeHy Bofjeta M pasBoja kpeaTMBHWUX TUMOBA M
ynosHaBate CTygeHaTa Ca  HayyHO-TEOPUjCKMM  CMCTEMOM 1 CaBPEMEHUM
NCTpaXVBatbMMa KPEATUBHOCTY Koja Ce MOTy MPUMEHUTY Y BUPTYENTHOM OKPYXEHbY.

Op cTyneHaTa ce odekyje Aa Ha kpajy kypca Oyay cnocobHM 3a aHanmuay peneBaHTHUX
Teopuja N UCTPaXMBakba, kA0 W 3a MPUMEHY CTEYEHUX 3Harba M3 0BnacTu ncuxonoruje
KpeaTUBHOCTY Y NPOECMOHANHO] NPaKCcH.

MpuKa3 n aHanmaa Krby4HUX UCTPaXuUBara KpeaTuBHUX TMMOBA (POKyCUpaHUX Ha npoLec,
MOTMBaLMjy W pa3Boj CriocobHOCTW. Pasmatparbe MpuHUMNA penaupoHe W KOMEKTUBHE
KpeaTMBHOCTW, METOAONOLLKAX AUrNeMa W nuTakba, ca nocebHum ocBpToM Ha cnegehe
TEME:

1-2. HoBw nuaepcku mogenu: pasymeBare AuHamuke U pa3soja rbyACKuX pecypea y
OKBMPY TUMOBA

3-4. Tojam KkpeaTWBHOr TMMa: YCrOBM HacTaHka M aHarmsa noteHuwjana. CaspemeHa
UCTPaX1Bar-a TUMCKOr paja W OpraHn3aLoHe KPeaTUBHOCTY .

5-6. ®opmupatbe KpeaTBHUX TUMOBA: aHanuaa, NnaHuparse, cenekumja u obyka.
7-8. MoTuBaLMoHa O0CHOBa KpeaTuBHOT MPOLEeca ¥ KOHLENT MOTUBALIMOHE CUHEPTUjE.
WcTpaxuBatba edekata MHTPUH3MYKUX UM E€CTPUH3NYKMX (PaKTOpa Ha [AMBEPreHTHy
npoAyKUujy.

9-10. CTpykTypa W OMHaMWKa KpeaTWBHWX TUMOBA: yYere W HanpedoBarwe (pa3sBujare
TaneHTa)

11-12.  Ycnosu 3a pa3Boj MHOBaLMje M HOBUX Moaena. KOHTeKCTyanHa orpaHuyera,
npenpeke 1 npobnemu. EhekTu rpynHe knume.

13-14.  Kpewpatbe 3ajeSHU4KIX BPE4HOCTM, U yNora opraH13aLmoHe KynType y Wnpersy
AOMeTa KpeaTusHe npoaykuuje. Telkohe y uarpagrsu NypanucTUykMX Mogena

15. EBanyauuja u TexHuke Mepeta

= Mandi¢, T. & Risti¢, I. (2014). Psihologija kreativnosti. Beograd : Fakultet
dramskih umetnosti Unioverzitet umetnosti u Beogradu

= MacGregor, S. P., & Torres-Coronas, T. (Eds.)(2007 ). Higher Creativity for
Virtual Teams: Developing Platforms for Co-Creation. Hershey & New York:
Information Science Reference

= Paulus, P. B. & Nijstad, B. A. (2003) Group Creativity. Innovation Through
Collaboration. New York: Oxford University Press

aKTUBHa HacTaBa: 2 TeOpI/IjCKa HacTaBa: 2 npakTuyHa Hactasa: 0

MpenaBarba, AUCKyCHje, paguoHuLe, CeMUHapK, JEMOHCTpaLmje rocTyjyhux excnepara,
ncTpaxusadku npojektu. Mpeosnafyjyhu HauMH paga y OKBMPY YacoBa YMHW aujanoLuka
MeToza, Koja noApasymeBa akTBHO yyeluhe CTydeHaTa y pasroBopuMa o Temama Koje cy
npeaMeT npeuncnuTnearba. MIHTepakTMBHOCT Y pady Ha NpeaMeTy MoCTUKE Ce U KPo3
yyelhe CTygeHaTa/CTyAeHTKMIbA Y paaMOoHMLIAMa U KDUTUYKUM NPUKasuMa UCcTpaxuBearba.

(Makcumantm 6poj noeHa 100)

MpepncnutHe obaBese: 40 noeHa 3aBpwHu ucnut: 60 noeHa
aKTMBHOCT Yy TOKY NpeaaBama 30 nucmenmn uermt 60
pefoBHo noxafate HacTaBe 10
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Hasue npegmeTa

HacrasHuum
CapagHuum

CTaTyc npeamMeTa
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Wcxop npeamerta

Cappxaj npeameTa

Nutepatypa

Bpoj yacoBa akTuBHe
HacTaBe

MeToze u3sofhera
HacTaBe

OueHa 3Hama

HTMLS5 U JAVASCRIPT 3A BUOEO UT'PE

ap Cawa Marnkos, BaHp. npod; ap HuHa Pagojuuuh, goueHT,
Arba BykypoB, acUCTEHT

1300pHM NpeameT
3

YnucaHe mactep akaaeMcke CTyavje Ha nporpamy YMETHOCT U Au3ajH BIUAeO
urapa

Yo3HaBae ca 0CHOBHIUM BED-TEXHOMOMjama 1 TexHIKama 3a NporpaMupare urapa 3a
BeD.

CTyneHTH 0BnaaaBajy Krby4HUM caBpeMeHUM BEB-TexHOMorjama, a Npe cBera OCHOBHWM
enemeHTMa jeanka HTML5, CSS u JavaScript. CTygeHTu cy ocnocobrberm ga
caMoCTarHo NpaBe jesHoCTaBHe BUAEO urpe 3a Bed 1 ja nomohy npenopyyeHe 1 apyre
nuTepaType caMoCTasHo Jarbe yHanpefyjy cBoja 3Hara y Toj obnactm.

1. ApxutekTypa Beba: KnujeHT-cepBep apXUTEKTYpe, KOHLenTW 1 nojMoBu Beba, OCHOBM
KoMyHuKaumoHor npoTokona HTTP, nojam BeG-cepBepa U BEG-knMjeHTa, KOMyHUKaumja
nporpama 1 Beb-cepeepa. 2. HTML kao jesuk 3a onucuBare CTPYKType AOKYMeHaTa U
DOM kao moaen 3a pasymeBare W pykoBawe CTPYKTYpoM fokymeHata. 3. CSS kao jesuk
3a OnucuBamwe BU3yanHe pernpeseHTauMje [LokymeHata. 4. YBog y Jasa-ckpunT M
koHTporny DOM-a. 5. JSON — 3anucuBarbe pecypca 1 koHurypaumje cuctema. 6. HTMLS
— NNaTHO 3a LpTake, OCHOBHE TEXHWKE UpTawa. 7. HanpedHuje TexHWke LpTamwa,
nyTawe, kpuse, butmane. 8. KoHcyntauuje. 9. Auumaumja. 10. O6jekTHO nporpammpare
Ha jeauky Jasa-ckpunT, onucusamwe objekata. 11. ,Knace® kao wwabnoHu objekata.
12. WHTepakuwja ca Ttactatypom u muwem. 13. Konusuje m wuHtepakumje objekarta.
14. Cnajarwe cBera y LenuHy — nokpeTawe W KoHTpona usspasama. 15. OcBpT Ha
HanpegHe moryhHocTu: 3[ rpaduka, KOMyHWKaLmja v apyro.

1. Graeme Stuart, Introducing JavaScript Game Development / Build a 2D Game from the
Ground Up, Apress Media, 2017, ISBN: 978-1-4842-3251-4

2. Chris Strom: 3D Game Programming for Kids / Create Interactive Worlds With
JavaScript, The Pragmatic Programmers LLC, 2013, ISBN: 978-1-937785-44-4

3. Rodrigo Silveira: Learn HTML5 by Creating Fun Games, Packt Publishing Ltd, 2013,
ISBN: 978-1-84969-602-9

4. Colt McAnlis et al.: HTML5 Game Development Insights, Apress Media, 2014, ISBN:
978-1-4302-6697-6

5. [ipyra oaroeapajyha akTyenHa nurepatypa

aKTUBHa HacTaBa: 3  Teopujcka HacTaBa: 1 npakTW4yHa HacTaga: 2

MpeomeT ce peanuayje KOMOWHALMiOM NpedaBara, MPaKTUYHOT paja M KOHCynTauuja.
MpenaBawa YKIbydyjy TEOPUjCKE OCHOBE CBake of TeMaTtCKux uenuHa. Mpaktnyad pag
obyxsaTa WMMNEMeHTauMjy HaBedeHWX KOHUenata y MporpamckoM  jesuuuky 1
ogroapajyhem anaty. [lpaktuyaH pag ce obaBrba camocCTanHo, 3a padvyHapoM, y3
CTarnaH KOHTaKT Ca HacTaBHUKOM W capafHWKoM. Y TOKy Kypca npegsufeHa je uspapa
camocTanHor ceMuHapckor paga / npojekTa.

(makcumanHm 6poj noeHa 100)

MpeancnutHe ob6aBese: 70 noeHa 3aBpwHu ucnut: 30 noeHa
CeMUHapcku pag 20 ycmenn meimt - 30
NPaKTUYHW UCInNT 50

26



Hasue npegmeTa

HacrasHuum
CapagHuum
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Bpoj yacoBa akTMBHE
HacTaBe

MeTozae u3sohetba
HacTaBe

OugeHa 3Hama

OUrUTANHA OBPALA 3BYKA U CITUKE

ap Cawa Markos, BaHp. npog
MunaH YyrypoBuh, acuCuTeHT

1300pHM NpeameT
3

YnucaHe mactep akaaeMcke CTyavje Ha nporpamy YMETHOCT U Au3ajH BUAEeo-
urapa

YnosHaBare ca OCHOBHUM KOHLenTMa obpaje 3Byka M Cruke, Kao U ca TexHWkama 3a
nporpamuparse obpage 3Byka W Crike Ha nporpamckom jeauky Python.

CTyneHT oBNafiaBajy OCHOBHUM TeXHWkama AuruTanHe obpage 3Byka, CrUKe W BUAEO
3anuca nomohy nporpamckor jesuka Python. CTyneHTH cy ocnocobrbeHn aa camocTanHo
npaBe YMEPEHO CrioxeHe nporpame 3a obpafy 3anuca 3Byka, Crvka W Bugea, kao U Aa
nomohy NpenopyyeHe v apyre nuTepaTtype caMocTanHo aare yHanpefyjy cBoja 3Hawa y
TOj 0Bnactw.

1. OcHoBe paga ca gurMTanHuM 3By4HMM 3anucuma — MIDI w TanacHu 3anmcu. 2.
Bubnuoteke audioop u simpleaudio. 3. bubnuoteka pydub 3a pag ca guruTanHuM
TanacHum 3anucuma. 4. bubnmoteka mingus 3a pag ca MIDI 3anucuma. 5. OcHoBe papa
Ca OUruTanHuM 3anucuma Cnuka — BEKTopcke U ButmanupaHe cnvke. 6. Bubnuoteka
svgwrite. 7. bubrmoteka svglib. 8. Koncynraumje. 9. Bubnuoteka scikit-image. 10.
Bubrmoteka OpenCV-Python. 11. Bubnuoteka pgmagick. 12. OcHoBe paga ca Bugeo
sanncuma. 13. bubnuoteka moviepy. 14. bubnuoteka scikit-image. 15. Bubrnuoteka
OpenCV-Python.

1. John Proakis, Dimitris Manolakis: Digital Signal Processing, 3.ed., Prentice Hall Int.Inc.,
1996, ISBN: 0-13-394338-9

2. Rafael C. Gonzalez, Richard E. Woods: Digital Image Processing, 3.ed., Addison-
Wesley, 1992, ISBN: 978-0201508031

3. [ipyra ogroeapajyha akTyenHa nutepatypa

aKTUBHa HacTaBa: 3 TeOpVIjCKa Hacrasa: 1 npaKkTuyHa HacTtaBa: 2

MpeomeT ce peanuayje KOMOWHALMiOM NpeaaBara, MPaKTUYHOT paja M KOHCynTauuja.
MpepaBatba YKIby4yjy TEOpUjCKE OCHOBE CBake Of TEMaTCKuX LenuHa. [NpakTuyaH pag
obyxBaTa WMMNeMeHTauMjy HaBedeHUX KOHUemata Yy MpOrpamMckoM  jesuuuky U
ogroBapajyhem anaty. [lpakTuyaH pag ce obaBrba CamoCTarHO, 3a pavyHapom, Y3
CTarnaH KOHTaKT Ca HacTaBHUKOM W capagHWkoM. Y TOKy kypca npegsufieHa je uspapa
camocTasHor ceMMHapcKor papa / npojekTa.

MpeancnutHe ob6aBese: 70 noeHa 3aBpwHu ucnut: 30 noeHa
CeMUHapcku pag 20 ycmenn mcimt - 30
npakTU4HKM pag 50
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NOMYNAPHA BU3YENHA KYNTYPA

ap AnekcaHpgap JaHkosuh, BaHp. npody, Mp Bawa LLnbanuh, goueHt
13bopHM npeameTt

3

YnucaHe mactep akagemcke ctyaumje

Lurb npeamerta je ga omoryhu CTyOeHTY YBUA Y pa3nuuuTe Teopuje nonynapHe BusyenHe
KynType Kao u NoKyLLaj Aa ce OTKpWjy penauuje nonynapHe Kyntype u ugeonoruja, anv u
Be3e n3mehy nonynapHe KynType 1 npakcy T3B. BUCOKMX YMETHOCTH. Y BE3W ca TUM, Lnrb
npeameTa je Aa omoryhu NpakTM4HO YKibyumBare CTyAeHaTa y Teopujcka McTpaxuBarba
nonynapHe KynType 1 yMeTHOCT!.

Kao uncxop aHraxoBatba Ha npegMeTy ouekyjy ce cnegehu pesyntati: ycBajate OnwThX
TEOPU|CKO-KPUTHUYKMX MPETMOCTABKM 33 pa3yMeBare [enoBatba MnonynapHe Kyntype y
JaHallteM BpPEMEHY, MOTOM ereMeHTapHa Meaujcka MUCMEHOCT Y KOHTEKCTY ,YuTarba’
ofpeReHnx NonKynTypHUX (heHOMEHa, Te YCNOCTaBMbakbe KPUTUUYKO-aHaNUTUYKOr OfHOCa
npema akTyenHum nonkynTypHUM nojaBama y NepMaHeHTHUM npomMeHamMa LOMUHAHTHUX
Meaujckux HapaTusa. [1o 3aBpLueTky HacTaBe M3 npeameTa Of CTyAeHTa Ce Ouekyje fa
MOXE [a MPUMEHW Pa3nMYUTE MOCTYNKE TEOPWjCUKOT M KPUTUYKOT Tymayera W
WHTEpNpeTaLmie nojasa U3 JOMEHa MOMynapHe KynType, U NPe3eHTUpa WX y OKBMPUMA
KPUTWYKM MOCTYNMPAHOr HayyHOr TekcTa, kao M aa Gyge y cramwy Aa BepbanHo
npobnematu3yje heHOMEHe npakcy NonynapHe BU3yenHe KynType.

[eduHncarse 0CHOBHUX NMOjMOBA BUCOKE W HUCKE KYMNTYpe, AUjaXpOHUJCKO 1 CUHXPOHMJCKO
npahete coBeobyxBaTHOr peHomeHa nonynapHe kynType. Kypc ynosHaje cTyaeHTe ca
UCTOPMCKMM TOKOBMMA M CaBPEMEHUM CTPeMIbEIMA, 0f Teopuja OpaHKgypTCKe LWKone
(AmopHo, Xopxajmep) npeko Poxaka go Ketpux MukcTok n Mpuna Mapkyca, kao v ca non
KynTYpHUM npakcama. AHanusa ogabpaHux Meaujckux TeKCToBa U Cagpkaja M3 norba
nonynapHe BW3yenHe KynType (pasnuuuti npumMepu, WHCEpTH) Y GyHKUMjM oapheHux
METOACKMX jeanHuLa.

Tewme npegaBarba: (1) edhuHucare 0CHOBHMX MOjMOBA BUCOKE M MOMyNapHe KynType, (2)
Cryavje BnsyenHe kyntype, (3) Ctyauje Bu3yenHe nonyanpHe kyntype, (4) OujaxpoHujcko
npahetwe nojaa BuayenHe nonynapHe kyntype, (5) CunxpoHujcko npaherse nojaBa
noryrnapHe BuayenHe kyntype, (6) XaHpoBu W AucUMNAMHE MoMynapHe BU3yemnHe
kyntype, (7) Ctpun, (8) AHumupanm counm, (9) TB cepuje, (10) TB cnotoswm, (11) Bugeo n
komnjyTepcke urpe, (12) BusyenHa kyntypa 3abase, (13-15) Yutarwe gomahux 3agataka u
AVCKYCHje O UCTIMTHOM pagy.

1. Jankosuh, AnekcaHgap, [yr v kpueyaaB nmyT (DOKTOpcka AucepTauuja "Butncu kao
kynTypHu aptedakt"), beorpaa: Pen Bokc., 2011 (npso usgare 2009);

2. Marcus, Greil. Mystery Train . Penguin Books, London, 1991;

3. Kosaueswuh, VBaH. Ypbanu Putyanu. Kyntypa, beorpaa, 1982;

4. Kop, ®unmn. Kemn, nax koja rosopu uctuHy.. Penge, Beorpag, 2003;

5. Bajng, Ockap. Mponact larawa. beorpaga, Mangeja, 2000;

6. Munena [parnhesuh-LWewuh. Heodonk kynTypa: nybnuka u weHe 3se3ne. Hosu Cap:
1994;

7. duck, LloH. MonynapHa kyntypa. Knuo, beorpag, 2001;

8. [lakosuh, HeeHa. Menogpama Huje xaHp. MNpometej Hon Cap 1999;

9. JosaHos, CeeTucnas. PeuHuk MoctmogepHe. Meonoetuka, beorpag, 1999.

aKTUBHa HacTaBa: 2  Teopujcka HacTaga: 2 npakTUYHa HacTasa: 2
npeaaBatba y3 MHCepTe, AMCKyCHje, CTYAM|CKM UCTPaXMBAYKW paj

(makcumanHm 6poj noexa 100)

MpepncnutHe obaBese: 60 noeHa 3aBpwHu ucnut: 40 noeHa
aKTMBHOCT Yy TOKY NpeaaBaka 10 nucmenm uermt - 40
CemuHap 50
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Bpoj yacoBa akTuBHe
HacTaBe

MeToge n3soheta
HacTaBe

OueHa 3Hama

MNECHE KYNTYPE CBETA

ap CeneHa Pakouesuh, BaHp. npod.
13bopHM npeameTt

3

YnucaHe mactep akagemcke ctyauje

Lurb kypca je ynosHaBatse CTyaeHaTa ca pasnuuuTuM KOHLENTMA Tena, NrecHUX NokpeTa 1 niecHe
My3uKe Y LMBUNM3aLmMjaMa HesanagHor CBETa KPO3 MHTEPAKTMBHO AUCKYTOBate CTyauja cnyvaja
PA3NUUUTIX NPAKCH HIXOBOT YMETHIUYKOT UHTEPMPETUPAH:A 1 MEAMJCKOT EKCTIOHMpatsa.

Mo OKOHYaky HacTaBe Of CTydeHaTa Ce O4YeKyje pa3ymeBarbe ,MNeCHOr Apyror‘ Kpo3 noumarse
KOMMIEKCHUX 1 XEeTeporeHux ofgHoCa npema Teny, MOKPETY W MMECcHO] My3uuy Yy pasinuuTim
KynTypama CBeTa, Te carfefaBae [aujanoLkux noTeHumjana nnecHe yMETHOCTW Y OHOCY Ha ycke
OKBMPE €BPOMOLIEHTPUYHOT KyNTYpHOT Hacneha.

1. KoHuenTyanHo-Teopujcka nonasuwiTa; eTHOKOPeonoruja, urpa, niec; HacTaHak eTHOKOPEONoruje;
2)Teopuje o wrpu/nnecy (hopheeuh, XywauHra, Kajoa,); nojam ETHWYKOTr, HaLMOHANHOr W
BepHaKynapHor nneca; nojam Npe3eHTaLMoHOr 1 NapTULMNAaToOpHOr nneca (Haxayescku); KOHLENTM
nepdopmMaTUBHOCT  LAneKOMCTOYHWUX —TpaauuuoHanHux ymetHocTn (Kaeppler); 3. [necosu
AbopuyuHa; 4. Mnecou cybcaxapcke Adpuke; 5. TnecoBu NONMMHE3WjCKMX OCTPBCKMX Hapoga
(XaBaju, Hosn 3enang, ToHra); 6. Mnecosu cesepHoamepuykux VHanjaHaua; 7. MNnecosn BUCOKMX
umBunm3aumja panekor uctoka (MHpoHeawja); 8. TMnecou OwummnuHa; 9. [necoBu BMCOKMX
umeunusaumja ganekor uctoka (Kuxa u Kopeja); 10. Mnecosu BUCOKWX LiMBUAM3aLMja Aanekor McToka
(Janman); 11. Mnecosu WUnauje; 12. MNnec v wamanusam; 13. Mnecosu Typcke; 14. MNnecosu bankaHa;
15. Mpunpema ucnura.

. Johan Huizinga,1970 (1956). Homo ludens. O podrijetlu kulture u igri. Matica hrvatska,
Zagreb;

. Tuxommup Tophesuh, 1907. Cpncke HapogHe wurpe, CE36 IX, Cpncka kparbeBcka
akafiemuja, beorpag;

. Roger Caillois, 1979. Igre i ljudi. Nolit, Beograd; Andriy Nahachewsky, 2012.

. Ukrainian dance. A cross-cultural approach, Jefferson, North Carolina & London: McFarland
& Company;

. Mara MarasuHosuh, 1951. UcTopuja urpe, MpocseTa, beorpag;

. Milica Jovanovié, 1999. Balet. Od igre do scenske umetnosti, CLIO, Beograd;

. Dparocnas Llayesuh, 2005. Urpa, MpomeTej, Hosu Cap;

. Natak Akademi, 1986. Indian Dance, New Delhi;

. Ohtani Kimiko, 1991. "Japanese approaches to the study of dance", Yearbook for

Traditional Music, vol 23, 23-32; Kendra Steputat, 2012. "Performing kecak: A Balinese dance
tradition between daily routine and creative art". Yearbook for Traditional music, vol 44, 49-70;

. Judy van Zile, 2001. Perspectives on Korean Dance, Wesleyan university press,
Middletown, Connecticut;

. Adrienne Kaeppler, 1972. “Method and Theory in Analysing Dance Structure with an
analysis of Tongan dance”, Ethnomusicology 16 (2), 173-217,

. Andree Grau, 1995. “Dance as Part of the Infrastructure of Social Life”, World of Music, (2),
43-59;

. Sparti Barbara & Judy van Zile (eds). 2011. Imaging dance. Visual representations of

dancers and dancing, Olms, Hildesheim, Zurich, New York.

aKTWBHa HacTaBa: 2  Teopujcka HacTaBa: 2 npakTU4yHa HacTaBsa:

MpenaBatba ca [JeMOHCTpaLmMjama Mo 3afaTuM Temama; aHanUTU4YKO YMTarbe BUAEO CHUMAKa;
LMCKYCHje Y OKBUPY NpeaaBatba; npunpeme kpahux usnarara CTyAeHaTa

(makcumanHm 6poj noeHa 100)

MpeancnutHe o6aBese: 60 noeHa 3aBpwHu ucnut: 40 noeHa
aKTMBHOCT Yy TOKY Npeaasara 10 YCMEHU ucnuT 40
2 Kornokeujyma 10+10

ceMuHap 30
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Bpoj yacoBa akTuBHe
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HacTaBe

OueHa 3Hama

Ayauo-nrPoAYKUWUJA Y BUOEO-UTPAMA 2

ap ym. CeetnaHa Casuh, pea. npod.; ap yMm. Mapko CtojaHoBwh, foLeHT
KpuctnHa Mapkosuh

1300pHM NpeameT
3
Hema

YnosHaBate M CaBnafaBatbe TexHuka paga y nporpamuma FMOD Studio n Unity engine y uumby
Kpevpara NpakTMYHOT 3aAatka ((yHKLMOHanHe AeMOo CLieHe BUAEO-Urpe) Koju nogpasymesa pag ca
My31KOM, 3ByKOBMMA U anjanosuma. Lurb je ga 6yayhu ansajHepu Bugeo-urapa CTekHy LUMpK yBUA Y
(DYHKUMOHNCAE ayauo-cagpxaja y BWAeo-wrpama, LWTo he NochewwmnTi HWUXOBY KpeaTUBHOCT,
WHBEHTMBHOCT W pa3MULLIbarse NPY pasBojy BUAeo-urapa.

HakoH oBor nporpama cTygeHTV Tpeba Aa CTekHy BELTUHE paga: ca MHTepaKTMBHOM My3MKOM W Aa
YCMELLHO NPUMEtLY]Y PasnnynTe TEXHWUKE MMNNEMEHTaLWe; Ca MHTEPaKTUBHUM 3BYKOM 1 Aa YCMELWHO
NpUMEtbYjy pasnuunTe TEXHUKE UMNNEMEHTaLUMje; ca MHTEPaKTUBHUM Aujano3uMa U Aa YCnewwHo
NPUMEkYjy pasnuuuTe TexHUke umnnemenTauuje; y nporpamuma FMOD Studio u Unity.

1. WHTepaktneHa mysuka — pag y nporpamy FMOD Studio (BuwM HMBO): a) YnosHaBawe ca
TEXHWKama KOMMOHOBakba 3a Bugeo-urpe (horizontal resequencing, vertical remixing); 6) YnosHaeatbe
ca TeXHWKama umnneMeHTauuje/nporpammparba Mysuke; B) [pojekaT MHTEPaKTUBHE My3uke KOjW
nogpasymeBa oOpraHu3auujy noctojehux ayamo-tpaka (CTemoBa) npema ogpefieHom cueHapujy
BMAEO-UrPE, Cyxehn ce pasnuuuTUM TEXHUKaMa UMMNNeMeHTaLuje.

2. WnTtepaktuBHM 3ByKOBM — pag y nporpamy FMOD Studio (Buwm HMBO): @) TexHuke Kpevparsa
3ByKOBa Yy Buaeo-urpama (ambujeHTanHu 3yBKOBM, Kopauw, loops, frigger sounds, wtg.); 6)
OpraHsaumja aygmo-thajnoBa (ekcrmopToBare, MMEHOBate); B) YNO3HaBawe Ca TeXHWKama
uMnnemeHTauuje/nporpammparsa 3sykosa (loops, multi instruments, paHgomusauuja, napameTpw,
uTa.).

3. MHTepakTnBHM anjanosn — pag y nporpamy FMOD Studio (Buww H1BO): @) TexHuke obpage rnaca
6) OpraH3auyja aygmo-tajnoBa (eKkcropToBate, MMEHOBakLE); B) IMnnemeHTaumja aujanora.

4. Kpeupate GyHKUMOHAMHE AEMO CLEHe Y Buaeo-urpu — pag y nporpamy FMOD Studio u Unity
engine (BuwwK HMBO): @) FMOD/Unity unTerpaupja (nosesusawe FMOD npojekta ca Unity npojektom)
6) FMOD Studio npejexat Tpeba aa cagpxu My3uky, 3By4He edpekte v gujanore; B) Unity npojexar
nogpasymesa fofaBarbe event-oBa, kopuilherse ckpunty, trigger 3oHa, utg; r) Mosesnsawe FMOD
Studio n Unity nytem onuwje live update, pagu mMukcoBatrba npojekTa y TOKy TecTupatba BUAEO0-Urpe
(real time mixing).

Y 3aBUCHOCTW Of CTPy4YHE CTpeMe CTyaeHaTa, kao M YCroBa 3a paj, 0Baj 4eo npeorpama Moxe Aa
obyxsaTa pag y codhTBepy 3a ayamo -mpoaykuujy, pag ca 3By4HuM Gubnmotekama kao W CTyamjcko
CHUMatbe.

. Collins, Karen. Game sound: An introduction to the history, theory and practice ofvideo
games music and sound design, Cambridge, Massachusetts, The MIT Press - Cambridge, 2008.

. Sweet, Michael. Writing Interactive Music for Video Games: A Composer's Guide (Game
Design). London: Pearson Press, 2014.

. Marks, Aaron. The complete guide to game audio — For composers, musicians, sound
designers, and game developers, Oxford: Elsevier, Inc. 2009.

aKTUBHa HacTaBa: 2  Teopujcka HacTaBa: 2 npakTW4yHa HacTaga: 2
Mpenasatba, CTyaunje 1 aHanmaa cryyaja, CaMmocTanHu pag Ha KOMNOHOBakY My3WKe 3a BULEO Urpe.

(makcumanHm 6poj noeHa 100)

MpeancnutHe obasese: 60 noeHa 3aBpwHu ucnut: 40 noeHa
aKTMBHOCT Yy TOKY NpeaaBaka 20 MpeseHTaumja 1 ogbpaHa 30
KOMOKBUjyM-11 40 UCnuUTHOT paga
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HasuB npegmeTa
HacrasHuum
Craryc npegmerta
Bpoj ECIB
Ycros

Lurs npegmeta

Wcxop npegmerta

Cappxaj npeameTa

Nutepartypa

Bpoj yacoBa akTuBHe
HacTaBe

MeToze u3soheta
HacTaBe

OueHa 3Hamwa

OPAMATYPIrMJA BUOEO UTAPA

ap yM. WeaH lMpasauh, pea. npod.
13bopHM npeameTt

3

lMonoxeH npeameT [pamamypauja u uepa

MpeameT UMa 3a Uuib Aa ynosHa CTYAEHTe ca rpaduBHAM enemMeHTUMa BUAEO urapa, KaHpOBCKUM
YCMOBHOCTUMA, Te MpUHLMMIMMA W NOCTYNUMMA KOjU Cy BWAEO WIPE YYMHUIU HAjMacOBHUUM W
€KOHOMCKM HajycneLHUjUM MeanjCKUM XaHPOM Y UCTOPUjU.

CTBapate crvMkama M OpyruM Megujuma, kopuiihere pasHOBPCHWUX WHTepdejca, omoryhaBare
KOPWCHULIMA pasHUX HOBOA MHTEPAKTMBHOCTY, CEKBEHLMpare cTopubopaa, npuMeHa paaujante u
(bpaktanHe gpamatypruje, MeOUjCKE W HapaTMBHE CMeuMUYHOCTA MPOLUIMPEHE W BUpTyarHe
peanHocTX... Camo Cy Heke of Mofena kojuma he CTyaeHTW oBnagaBaTy, kako 6u Gunu y cTamwy fa
Kpeupajy CroXeHe UHTEPaKTUBHE CTPYKTYPE Koje MNEeHe IbYACKY Naxkby.

Wcxop npepmeTa [pamatypruja Bugeo wrapa je CnocoBHOCT CTydeHaTa fga pasymejy, oCcMuche u
Kpeupajy KOHLENT, cagpxaj u Hapauujy, kao n uHTepdejc urpe.

CtygeHtn he GUTM NOACTaKHYTM Ja KpO3 npedaBatba, BexOe W 3ajaTke NMPUMEHe 0Ba 3Hatba Kpo3
aHanuse 1 CUHTE3e gpamatypruje y BUeo urpama.

Kpo3 koMOMHOBaH MHAMBMAYANHW U TUMCKM pag, CTyAeHTW he 6uT ocnocobrbeHu fa camocTasHo 1
y capafmu ca apyrima, cTapajy pasBojHe BUAEO WUrpe, MPeHoCce CBoje Maeje U KOMyHUUMpajy Kako
ca ApyriM yMeTHULMMA, Tako W ca NPOAYLIEHTMA, KOPUCHULMMA U jaBHOLLNY.

1. BusyenHo n BuaubunHo, 2. Wapaxasawe crmkom; 3. CekeHuupawe crvka; 4. Cnuka w
uHTepakuuja; 5. WHTepdejcn Bugeo urapa; 6. Urpe u Hapatuem; 7. lNpasuna u Husow; 8. Urpa u
UHTepakTUBHOCT; 9.- XXaHpoeu Buaeo urapa; 10. HapatusHe urpe; 11. Urpe uckyctsa; 12. Urpe kao
uHopmatuukn cuctemm; 13. Urpe kao apywteeHe mpexe; 14. Wrpe y BUpTYanHoj peanHocTu u
npoLmpeHoj cteapHocTy; 15. KynTypa Buaeo urapa

. Bornanosuh Kocta, YBog y Bu3yenHy kyntypy, 3asog 3a ybenuke, Beorpag, 2005.

. Epuyon [enwen, [pamatuka dwunmckor jesuka, CTygeHTCKM KynTypHW LEHTap W
YHuBepauTeT ymeTHOCTU, beorpaa, 1998.

. Heeks Richard, Current Analysis and Future Research Agenda on 'Gold Farming’: Real

World Production in Developing Countries for the Virtual Economies of Online Games, Institute for
Development Policy and Management, University of Manchester, UK (sed.manchester.ac.uk), 2008.

. MykapxoBcku JaH, CTpykTypa, yHKUMja, 3HaK, BpegHocT, HonuT, beorpag, 1987.

. Fullerton Tracy, Game Design Workshop, Elsevier Inc, USA, 2008.

. McNamara Tom, GDC 2004: Warren Spector Talks Games Narrative, Imagine Games
Network (ign.com)

. luppa Nicholas/Borst Terry, Story, Simulations and Serious Games, Elsevier Inc, USA,
2007.

. Bergeron Bryan, Developing Serious Games, Thomson Delmar Learning, USA, 2006.

. Freeman David, Creating Emotion in Games, New Riders Publishing, USA, 2007.

. Christy Marx, Writing for Animation, Comics and Games, Elsevier Inc, USA, 2007.

. Salen Katie, Zimmerman Eric, Rules of Play, MIT Press, USA, 2004.

. Koster Ralph, A Theory of Fun for Game Design, Paraglyph Press, USA, 2005.

. Schreier Jason, Blood, Sweat and Pixels, Harper, USA, 2017.

aKTWBHa HacTaBa: 2  Teopujcka HacTaea: 2 npakTU4yHa HacTaBsa:

CamocTarHo yuetbe Kpo3 NpakTyaH pad noa PyKOBOACTBOM HacTaBHMKa, Y KOMBUHaLMj1 ca
npeaaBaruMa, BexGama, JeMOHCTpaLjaMa, CTYAEHTCKAM Npe3eHTaLmjaMa 1 KoHcynTaumjama.

(makcumantm Bpoj noeHa 100)

MpeaucnuTHe o6aBese: 50 noeHa 3aBpLIHK UCIIUT; 50 noeHa

aKTMBHOCT Yy TOKY NpeaaBama 20 OLieHa NpaKTUYHOr paaa 40
aHanuTuyKu pag 15 npeseHTauuja paga 10
CUHTETWYKM pag 15
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Hasue npegmeTa

HacrasHuUuK
Craryc npegmeta
Bpoj ECINB
Ycros

Liure npeameta

Wcxop npeameta

Cappxaj npeameTa

Nutepatypa

Bpoj yacoBa akTuBHe
HacTaBe

MeToge n3soheta
HacTaBe

OueHa 3Hamwa

YMETHOCT, UOEONOrUJA, YTONWUJA: KPUTUYKE MPAKCE
WU NPAKTUYHU OBPTU

Ap Mea Henuh, goueHt

1300pHM NpeameT

3

YnucaHe mactep akagemcke cTyauje

YnosHaBarbe CTyAeHaTa/kurba ca OnTUM TEOPUJCKUM, (WM030(PCKM 1 HAYYHWUM UHTepnpeTaLmjama
KOHCTUTYTMBHOT OAHOCA WAEOMOorMje M YMEeTHOCTW/KYNTYpe, Ca Harmackom Ha pasnuuuTiM
KOHLenTyanu3aumjama nojMa yMeTHOCTW (nomynapHa, BWCOKA, HapofHa/Mydyka, aHraxosaHa,
yTONWjCKa/anCToNnunjcka, aHTUYMETHOCT, YMETHOCT Kao npakca, yMeTHOCTH kao forahaj, yMETHOCT Kao
paf, YMETHOCT Kao MHCTPYMEHT 13Bofjeta ApyLUTBEHE MONN), ka0 1 TyMaderuma nojma uaeonoruje
(pa3nuunTe rpaHe Mapkcuama, ncuxoaHanwsa, CTyauje KynType, KpuUTYKka Teopuja, hemnHu3am), u
npenneTeHoCTV geonoruje, KynType u yMeTHUYKINX npakcu. poBofere CTyneHaTa Kpo3 Teopujcke
Mare CrOXEeHMX, aHTaroH130BaHNX 1 NOBE3aHWX CBETOBA, XaHPOBa 1 ANCKYPCa YMETHOCTU U KynType
XX 1 paHor XXI Beka, ca HarnackoM Ha peBOMYLMOHAPHUM, €MaHLMNaTOPHUM, YTOMUCKUM W
QUCTOMWjCKMM Auckypcuma. Pacnpasa gomeTa W rpaHuua AejCcTBEHOCTU MOZEpHe W MocTMomepHe
YMETHOCTH, K20 U yMETHOCTM Y y foba kynType, Ha npumepy ofabpaHux pedneKkCUBHNX, KPUTUUKNX U
apTMBMCTMYKMX npakcu. [pepoyaBarbe CMeHa (Tpajarba, 40TPajanocTi, NpeokpeTa, pesomyuuja,
peBuTann3aLvja) napagurmMin paga y YMETHOCTM 1 KyNTypu.

OBnapaBatbe CTygeHTKMba/HaTa 6a3nyHMM CasHabuMMa O YMETHUYKAM W KynTyparnHum nojasama,
XaHPOBWMa U CBETOBMMA PA3NNYUTUX UOEOMOLIKUX W eCTETUYKMX OpWjeHTaLmja, Ymji je MOEOOLLKK
JUCKYPC LEHTPMUPaH OKO KPWUTMKE (CBETA YMETHOCTW, APYLITBEHWX pexuma Mohu, OOMUHAHTHWX
JMCKypca) W mpyxara anTepHatMee (MHBEHUMja, MHTEPBEHLMja, CamoopraHusauumja, pesonyuuja).
Passujare ogroeapajyher Teopujckor Bokabynapa. OcnocobrbaBawe CTygeHaTalkukba  3a
CamoCTalHu, KPUTUYKW HaCTPOjeH, ayTopedhNekCMBHW 1 TPaHCAUCLMNAMHAPHW/MOCTANCUNANIIMHAPHN
NPUCTYN YMETHUYKAM 11 KyNTYpanHUM heHOMeHUMa.

1) YBOA y CaBpemeHe KpUTWYKe Teopuje yMEeTHOCTU M KynType (1); 2) YBOA y CaBpeMeHe KpuTudke
Teopuje ymetHocTr M kynType (2); 3) OnwTu npuctynu wgeonorvju m nojam ugeonorvje (y)
yMeTHOCTH; 4) YMETHOCT Kao npakca nog naeonorujom; 5) YmetHocT y foba kyntype; 6) YMeTHoOCT 1
Nporpec y ABafeceToM Beky; 7) PeMUHUCTNYKA YMETHOCT M POAHO WHTOHUpAHe YMETHUYKE NpaKce;
8) ,Meke" ngeonollke antepHaT1Be y yMETHOCTY; 9) YTONMjCKM QUCKYPCU Y NOTbY YMETHUYKOr paja;
10) YmeTHoCcT n muwsberwe pesonyumie; 11) Aptuusam; 12) Kputuuku npuctymu ApywiTsy y
nonynapHoj ymeTHocTh; 13—15) M3paga, npeseHTauuja 1 KOMeHTap CeM1HapcKor paga

. Adorno, Teodor (1970). ,0 fetiSu u muzici i regresiji slusanja”, Tre¢i program, god. I1(1):
239-266.

. Dedi¢, Nikola (2009) Utopijski prostori umetnosti i teorije posle 1960. Beograd: Atoca.

. Erjavec, Ales. (1991) Ideologija i umetnost modernizma. Sarajevo: Svjetlost.

. Milohnic, Aldo (2005), ,Artivism*
http://www.republicart.net/disc/realpublicspaces/milohnic01_en.pdf

. Neni¢, Iva (2009). Povratak proslog: kriticki pristup ideologijama tradicije (magistarska teza).
Beograd:  Univerzitet umetnosti (odabrana poglavija).

. Neni¢, Iva (2012). ,Roze kiborzi i /de/centrirane idecloSke masine: preobrazaji muzicke

kulture (turbo)folka“, Genero: Casopis za feministicku teoriju i studije kulture 13. Beograd: Centar za
Zenske studije, Beograd, 63 — 80.

. Suvin, Darko (2009). Naucna fantastika, spoznaja, sloboda. Beograd: SlovoSlavia.

. Suvakovié, Misko (2006). Farenhait 387 — Teorijske ispovesti. Novi Sad: Orpheus;
Suvakovié, Misko (2006) Studije slu¢aja — Diskurzivna analiza izvodenja identiteta u umetnickim
praksama. Panéevo: Mali Nemo; TkH 11: Self-Organization Issue (2006), Tekctosu no nsbopy
aKTWBHa HacTaBa: 2  Teopujcka HacTaBa: 2 npakTU4yHa HacTaBsa:

MpenaBarba, BexOe, AUCKyCHje, CaMOCTamHW NCTPaXMBAYKM Paj

(mMakcumantm 6poj noeHa 100)

MpeancnutHe obasese: 60 noeHa 3aBpwHu ucnut: 40 noeHa

aKTUBHOCT Y TOKY Npeaasara 10
CemMuHap-u 50
32
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Hasue npegmeTa

HacrasHuum
CapagHuum

Cratyc npeameTa
Bpoj ECINB
Ycnos

Liure npeameta

Wcxop npeameta

Cappxaj npeameTa

Nutepartypa

Bpoj yacoBa akTuBHe
HacTaBe

MeTozae u3soheta
HacTaBe

OueHa 3Hata

30 MOAENOBAHKE 3

Mata Fupuh, Mapko Bpkuh
Hukona [JamjaHoB

13bopHu NpegmeT
8
MONOXEeH UCNKUT 13 npeameta 3L modenosatrbe 2

MpakTU4HO ycBajatbe 3Hatba HEOMXOAHMX 3a CAMOCTaNIHO OCMULLTbABahEe W peanu3aly HanpeaHnx
30 Mofiena o4 NocTaBrbake KOHLEMNTa, NMPEKo TEKCTypuba 40 (OVHAHOM MOLeNoBakba 1 peHaepa.

CTypeHTn oBnagaBajy LEnokynHUM npoLecoM AwsajHupara u obnukosamwa (y 30 codrsepy)
kapakTepa 3a NpuMeHy y BUAEO urpama.

1. OcmulLrbaBatbe NPOjeKTHIX 3aAaTaka y KOHTEKCTY peanuaauuje BUAEO Mrpe 3a 3aBpLUHM paf.2-5.
WcTpaxuBare M KOHUENTyanusauwja Kapaktepa, PeKkBuaMTa W OKpyxewa (environment).6.-11.
MpunarofeHo MHAMBMAYNAHAM KOHLENTUMA, UTEPaTUBHW pad Ha u3pagu Mogena u TekcTypuray.12-
15. 3aBpLueTak paga Ha MoaenuMa 1 NpUNPeMaeKcrnopToBamasa urpy.

* Montgomery, Lee. Tradigital Maya. A CG Animators Guide to Applying the Classical Principles of
Animation . Focal Press, 2011.

+ O'Hailey, Tina. Rig it Right! Maya Animation Rigging Concepts (Computers and People). Focal
Press, 2013.

* Ingrassia, Michael.Maya for Games: Modeling and Texturing Techniques with Maya and Mudbox.
Focal Press, 2008.

» Watkins, Adam. Getting Started in 3D with Maya. Create a Project from Start to Finish - Model,
Texture, Rig, Animate, and Render in Maya. Focal Press, 2012.

» Gahan, Andrew. 3ds Max Modeling for Games Insiders Guide to Game Character, Vehicle, and
Environment Modeling. Routledge, 2011.

* Franson, David. 2d Artwork and 3d Modelling for Game Artists. Premier, 2002.

aKTMBHa HacTaBa: 12  Teopwujcka HacTaBa: 2 npakThyHa HacTasa: 10
KombuHauuja npegaBarba, BexOM, AEMOHCTpauujama, CTYAEHTCKMUM NpeseHTauujama U
koHcynTauujama. CamocTanHa peanu3auuja NpakTWYHOr paja Mo PYKOBOACTBOM HAcTaBHMKA W

capagHvka.

(makcumantm Bpoj noeHa 100)

MpepncnutHe obaBese: 70 noeHa 3aBpwHu ucnut: 30 noeHa
aKTMBHOCT Yy TOKY NpeaaBaka 20 npeseHTauuja u ogbpana 30
npaKkT1yaH pag 50 paga
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Hasue npegmeTa

HacrasHuum
CapagHuum

CTaTyc npeamMeTa
Bpoj ECMB

Ycnos

Lnrs npegmeta

Wcxop npeamerta

Cappxaj npeameTa

Nutepatypa

Bpoj yacoBa akTuBHe
HacTaBe

MeToze u3soheta
HacTaBe

OueHa 3Hama

ANNATU UNITY, UE3

ap ym. Bnagumup Togoposuh, rocTyjyhu npocbecop; ap ym. Mapko CtojaHoBuh, foueHT
KpuctnHa Mapkosuh

1300pHM NpeameT
8

lMonoxeHn ucnuTtn n3 npeameTa Apxumexkmypa u arnamu 3a eudeo uepe, 30 modenosarbe 2
u 30 aHumayuja kapakmepa

[MpaKTU4HO ycBajak-e 3Hakba HeOMXOAHWX 3a CaMOCTaNHO OCMULLIbaBake U peanusaumjy npojekta y
anatuma 3a pa3Boj Bugeo wrapa of Beba, Npeko AecKTon nnatopMW, KOH30Ma, BUPTYENHMX
peanHocTu 1 MobunHmux ypehaja (Unity).

CTymeHT OBnafasajy LIENOKYNHUM MPOLECOM  Kpeupara MHTEPaKTUBHUT MPOjeKTa, Of OCHOBHE
MOCTaBKe [0 (MHATMHOT EKCrIOPTOBatba 3a pasnuuuTe ynotpebe 1 nnathopme.

1-3. Mpeu Unity npojekaT, ynosHaBare ca OKpYyXeweM, pipeline of MNOYETHWX MOCTaBkA [0
ekcnopToBawa npBor npojekta. 4. WHrterpauuja aceta. Mogenu, pexkBU3MTH, OKDPYXKEHE
(environment), aHumaumja npunpema 3a wHTerpauujy y Unity-ujy. 5-8. Pa3Boj ctpykType urpe,
nnaHupawe Toka Wrpe, aulajHuparse cTpykType uHTepdjeca (Ul), ynmasHu mogaum o wrpauya,
KpeTare kapaktepa, kupawe OCHOBHe WHTepakupje. 9-12. Kpeuparse HMBOA W nporpecuje urpe.
ATpubyTn kapakTepa. YHanpeherwe Henpujaterba. YyBare noeHa. Kogupare nobege u nopasa. 13.
MocTtnpogykuuja u cneuujanHu edektn. Ayamo edektu. 14. GuHanHn pa3soj urpe u npunpema 3a
pasnuuute nnatgopme. Ontummusaumja. 15. BupTyenHa peanHocT.

1.Eng, Lee Zhi. Building a Game with Unity and BlenderPackt Publishing, 2015.

2.Halpern, Jared. Developing 2D Games with Unity: Independent Game Programming with
C#.Apress, 2018.

3.Lavieri, Edward. Getting Started with Unity 2018 - Third Edition: A Beginner's Guide to 2D and 3D
game development with Unity. Packt Publishing , 2018.

aKTMBHa HacTaBa: 12  Teopwjcka HacTasa: 2 npakTuyHa Hactaea: 10
KombuHaumja npegasarba, Bex61, AeMoHCTpaLmjama, CTYAEHTCKMM Npe3eHTaumjama 1
koHcynTauujama. CamocTanHa peanvsaumja NpakTMYHOT paaa noj PyKOBOLACTBOM HAaCTaBHWKa U

capafHuka.

(makcumantm 6poj noeHa 100)

MpeancnutHe o6aBese: 70 noeHa 3aBpwHu ucnut: 30 noeHa
AKTUBHOCT Y TOKY paguoHuLia 20 npeseHTauuja ogbpaHa 30
npakTuyaH pag 50 paga
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Hasue npegmeTa

HacrasHuum
CapagHuum

CTaTyc npeamMeTa
Bpoj ECMB

Ycnos
Lurs npegmeta

Wcxop npeamerta

Cappxaj npegmeTa

Nutepatypa

Bpoj yacoBa aKkTMBHE
HacTaBe

MeToge n3soheta
HacTaBe

OueHa 3Hama

30 AHUMALIMJA 3

Ap yM. Jynujana Mpotuh, goueHt
Pajko Pagocasrbesuh n Hukona [JamjaHos

1300pHM NpeameT
8

lMonoxeHn ucnut n3 npegmeta 30 aHuMayuja kapakmepa
[paKkTU4YHO yCBajare HanpeaHUX 3Harba HEeONXOOHWX 33 CAMOCTaNHO OCMULLIbAaBae 1 peanuaaumjy
aHMMauMja 3a NPOAYKLMjy BUOEO Urpe.

CTy,EleHTI/I OBnap,aBajy LeNoKynHUM npouecom anmaLwlje 3a pasnuuuTe npumeHe y Buaeo urpama.

1. OcMuLLIbaBakbe NPOjeKTHUX 3afaTaka y KOHTEKCTY peanusauuje BULEO urpe 3a 3aBpLuHu pag. 2-5.
WcTtpaxwusatse Mpunpema aHumaTka. Puroeame 1 aHuMaumja rotosux mogena.6.-11. MpunaroheHo
WHOMBMOYNAHUM KOHLENTUMA, UTepaTUBHU paj Ha u3pagu aHumauwja. Penpep cekseHum.12-15.
3aBpLueTak pafa Ha aHMMaLMjaman Npunpema ekcnopToBatba 3a urpy.

+ Cooper, Jonathan. Game Anim: Video Game Animation Explained. CRC Press, 2019.

+ O'Hailey, Tina. Rig it Right! Maya Animation Rigging Concepts (Computers and People). Focal
Press, 2013.

+ Kerlow, Isaac. The Art of 3D Computer Animation and Effects, Fourth Edition.

+ Roberts, Steve. Character Animation in 3D. Waltham, MA: Focal Press, 2004;

+ Williams, Richard. The Animator's Survival Kit. London: Faber & Faber, 2001.

aKTUBHa HacTaBa: 12 Teopujcka HacTaBa: 2 npakTnyHa HacTasa: 10
KombuHaumja npepaBata, BexOW, [OEMOHCTpauujama, CTYAEHTCKUM  MpeseHTaupjama u
koHcynTaumjama. CamocTanHa peanusaunja MpakTWYHOT paja nog PyKOBOACTBOM HACTaBHWKA M

capagHuka.

(makcumantm 6poj noeHa 100)

MpeancnutHe obasese: 70 noeHa 3aBpwHu ucnut: 30 noeHa
aKTUBHOCT Y TOKY paanoHuLia 20 npeseHTauuja onbpaHa 30
npakTuyaH pag 50 paga
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Hasue npegmeTa

HacrasHuum
CapagHuum

Cratyc npeameTa
Bpoj ECINB
Ycnos

Liure npeameta

Wcxop npeameta

Cappxaj npeameTa

Nutepatypa

Bpoj yacoBa akTuBHe
HacTaBe

MeToge n3soheta
HacTaBe

OueHa 3Hamwa

KAPAKTEP AWU3AJH 3

ap ym. Anekcangpa Josanuh, goueHT; Mp Yegomup Bacuh, npod. emeputyc
Hukona [JamjaHoB

1300pHM NpeameT
8
MonoxeH neut u3 npeameTa 3L modenosarse 2 u 3/ aHumayuja 2

MpaKT4HO YCBajarbe 3Haka HEOMXOMHIX 3a CAMOCTAIHO OCMULLIbABaHE W pean13aLujy kapaktepa
Ofl NOCTaBIbakbe KOHLENTa [0 (hHaNHOr MofenoBatba U PeHfepa kapakTepa.

CTypeHTn oBnagaBajy LEnokynHUM npoLecoM AwsajHupara u obnukosamwa (y 30 codrsepy)
kapakTepa 3a NpuMeHy y BUAEO urpama.

1. Pipeline 3a kpeuparwe kapaktepa. 2. KoHunet kapaktepa. AHaTtomwja. lMosagmHcka npuya o
KapakTepy.

3. PechepHue u pa3Boj ausajHa kapaktepa. 4. Pa3Boj Bapwjaumja, u3bop dmHanHor ausajHa. 5.
PeepHTHe ckuLe 3a nocTaBky mofenoBarwa. 6. MopgenoBakbe HUCKOMONUIOHANMHOr Kapaktepa.
HeyTpanHa nosa. Mponopuuje Moaena. 7. MNpumeHa anata u gopatHe TeXHUKE Be3aHe 3a Tononorujy
kapakTepa.

8. [logaBarbe nonuroHa, npenasak Ha BucokononuroHanHu mogen. 9. [opaBawe fAeTarba Ha
BucokononuroHanHoMm mogeny.10. YB manupare kapaktepa. 11. Kpeupawe Habopa u duHMX
HepaBHWHa.

12-15. Papg Ha npojekTy — (buHanHa nofdellaBatba, MaTtepujanusauuja, peHgep, KoHcynTauuje,
KpuTUYKe paauonuue. Mpunpema noptdonua.

» Montgomery, Lee. Tradigital Maya. A CG Animators Guide to Applying the Classical Principles of
Animation .Focal Press, 2011.

+ O'Hailey, Tina. Rig it Right! Maya Animation Rigging Concepts (Computers and People). Focal
Press, 2013.

+ Ingrassia, Michael.Maya for Games: Modeling and Texturing Techniques with Maya and Mudbox.
Focal Press, 2008.

+ Watkins, Adam. Getting Started in 3D with Maya. Create a Project from Start to Finish - Model,
Texture, Rig, Animate, and Render in Maya. Focal Press, 2012.

+ Gahan, Andrew. 3ds Max Modeling for Games Insiders Guide to Game Character, Vehicle, and
Environment Modeling. Routledge, 2011.

+ Franson, David. 2d Artwork and 3d Modelling for Game Artists. Premier, 2002.

aKTMBHa HacTaBa: 12  Teopwjcka HacTasa: 2 npakTuyHa Hactasa: 10
KombuHaumja npepaBatba, BexOW, [OeMOHCTpauujama, CTYAEHTCKUM  MpeseHTaumjama u
koHcynTauujama. CamocTanHa peanusauuja NpakTWYHOr pada Mof PYKOBOACTBOM HacTaBHMKA W

capafiHuka.

(makcumantm 6poj noeHa 100)

MpeancnutHe o6aBese: 70 noeHa 3aBpwHu ucnut: 30 noeHa
AKTWUBHOCT Y TOKY paguoHuLia 20 npeseHTauuja ogbpaHa 30
npakTuyaH pag 50 paga
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HactaBHMuM 1 capagHuum

BehuHa npodpecopa Ha MHTepAUCLMNIIMHAPHUM CTyaujama Cy HacTaBHULM (hakynTeTa YHuBepauteta ymeTHocTu. o
MO3WBY Ce aHraxyjy ¥ HacTaBHULW ApYrUX YHUBEP3UTETa U3 3eMIbE W MHOCTPAHCTBA, Kao U UCTaKHYTW CTPYYHaLm 1
cTBapaouu 13 0bnacTu u3 Kojux ce opraHuayjy ctyauje. OBakaB cacTaB YCMOBIbEH j€ YMHEHMLIOM Aa cy 0bnactu Koje
Ce n3y4yaBajy HoBe.

Jlucta HacTaBHMKa 1 capagHuKa Koju y4ecTByjy y peanusaumju WHTEPAMCLMNANHAPHKUX Nporpama ce CBake LKOMCKe
roAMHE MeH-a Y 3aBUCHCTU 0 NPOrpaMcKuX cagpkaja 1 MHTepecoBH-a 3a CTyauje. Npe noveTtka LIKOMCKe roguHe, Ha
npeanor Beha nHtepaucumuniiHapH1x cTyaunja Bepudukyje Ce hUXOBO aHraxoBame.

Jlucta HacTaBHMKA

Nucta HacTaBHWKa ca YHUgepsumema ymemHocmu y beozpady:
1. ap Hukonuh MupjaHa, penosHu npodecop, PakynTeT ApaMCKUX YMETHOCTM
Ap Oakosuh HeseHa, pefoBHM npodecop, akynteTt ApaMCKUX YMETHOCTH
ap ym. Casuh CetnaHa, pegosHu npodecop, ®akyntet Mysnyke yMETHOCTY
mp Yegomup Bacuh, npocpecop emeputyc, PakynteT fIMKOBHUX YMETHOCTU
ap Oparvhesuh Wewnh Munena, npotecop emeputa, akynTeT ApamMCKUX YMETHOCTH
Ceeto3ap Panajuh, npodecop emepytyc , GakynTeT ApamCKiX YMETHOCTH
ap Jankosuh AnekcaHgap, BaHpegHu npodecop, PakynTeT ApamMcKux yMETHOCTH
ap Puctuh Wpena, BaHpeaHu npogecop, ®akynteT ApamCcKuX yMETHOCTH
9. pp Pakouesnh CeneHa, BaHpeaHu npodecop, PakynTeT My3uuke yMETHOCTH
10. mp Barba LLnbanuh, BaHpeaHu npodecop, PakynTeT ApamcKinx yMETHOCTH
11. gp ym. JosaHuh AnekcaHapa, foLeHT, ®akynTeT NUKOBHUX YMETHOCTY
12. ap MuxarsuHay, HuHa, goueHT, ®akynteT ApaMCKUX YMETHOCTH
13. ap ym. lMpotuh JynujaHa, goueHT, dakynTeT npuMereHe YMETHOCTH
14. pp ym. CtojanoBuh Mapko, foueHT, dakynteT My3udke yMEeTHOCTH
15. ap Henwh WBa, goueHT, ®akynteT My3nyke yMETHOCTM
16. ap Mutposuh BurbaHa, Hay4Hu capagHuk, PakynTeT ApamMCcKux YyMETHOCTY
17. pp Kouoeuh e CaHTo Munuua, Hay4Hu capagHuk, IHCTUTYT eKOHOMCKMX Hayka, beorpag

Nk~ WN

Nucta HacTaBHWKa ca Mamemamuukoz ghakynmema Ynusepauteta y beorpaay
18. op dununosuh, Bnagumup, peaosHn npogecop
19. np Mankos Calua, BaHpeaHu npodecop
20. op Mapuh Mupocnas, BaHpeaH1 npodecop
21. np Kapters AnekcaHgap, AOUeHT
22. pp Byjowwesuh-JaHnamh MuneHra, foueHT
23. op Pagojuumh Matuh M. HuHa, goueHTt

HacTaBHuuM 8aH YHUSep3umema ymemHocmu 3amnocrieHu y ycTaHoBu Mo yroopy:
24. pnp Mapvena Lisetuh, pegosHu npodecop, ApXuTekToHcKor dakynteta, YHusepanteT y beorpaay
25. gp Cysajumh Mapko, roctyjyhu npocecop
26. op ym. Togoposuh Briagumup, roctyjyhnm npotecop
27. Op ym. Anekcangpa ApBanHuTMOMC, AoUeHT dakynteta YMETHOCTU, YHWBEpsuTeT Y [puLTUHM ca  NPUBPEMEHUM
ceguwTtem y Kocosckoj Mutposuuy

lMpenaBaum ekcnepmu U3 KpeamugHUX UHOYCMpUja aHraoBaHW Y YCTaHOBK N0 YroBoOpy:
28. Kpcrajuh Ana (Devotion Studio; Sonic Tree Studio)
29. Thwmpuh Marsa (Two Desperados.doo; Lead Artist/2D Artist)
30. Mapkosuh KpuctuHa (SAE WHcTutyT, Beorpag)
31. [amjaHos Hukona (Hopaeyc)
32. Papocasrbesuh Pajko (Mosquito video production)
33. Bpkuh Mapko (Playrix RS doo, Hosu Cag)
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NOAALMN O AHITAYKOBAHY HACTABHUKA 3A LK. 2021/2022.
MACTEP AKAZEMCKE YMETHUYKE CTYAUJE, YMETHOCT U AU3AJH BUAEO UTAPA

OBABE3HU NPEAMETU

ce

me | MP€ 6p- 6
rlpep,MeT ECMB - has HacTaBHMLUM: npej capagHuuum: BE;KG“
akba aB.
ap
y
Hep ce
€J/bH Me
(o] CcT
Py
n 1 YBoa y cTyAuMje BUAEO 3 1 |2 30 MuTpoBuh busbaHa 15 / /
p|~" | urapa ECIB CyBajuuh Mapko 15
B . ) BykypoB Ama 15
alp. Mporpamupame 3a 5 1 |2 30 Byjowesuh-JaHnumh 30 lonajuh Mapjara 15
YMETHMKe 1 ECIb MuneHa
Cnacuh Mupko 15
r AVAMO-NDOAVKLIIA 3 Casuh CBeTnaHa 10
0|3. Bzﬂeo—ms fKaLﬁ jay ECTE 1 |2 30 | CrojaHoBuh Mapko 10
a A P Kpctajuh AHa 10
7
Hl4. | ApamaTtypruja n urpa ECI'IB 1 |1 15 | MNpaeauh MBaH 15 /
a
3 JoBaHuh AnekcaHapa 8 hurpuh Marba 8
&, | A anEneEEs | ECINB 1! = Bpkuh Mapko 7 [JamjaHoB H1kona 7
- 3 ApBaHUTUANC .
6. | 34 annmaumja ECME 1 |1 15 ANeKcaHapa 15 Pagocasmesuh Pajko 15
Aurutandum 3anuc 3
7. o — ECME 1 |1 15 | ®duamnosuh Bnagnmup 15 Yyryposuh MunaH 30
4 bpknh Mapko 10
8. | Aun3ajH Bnaeo urapa 1 ECTIE 1 |0 / |/ / Togoposuh Bnagumup | 10
JamjaHoB H1kona 10
MN360pHM 610K 1 3-8
9. (6vpa ce 1 oa 4) ECINB 11 eON / 30 /
MNporpamupame 3a 7 byKkypoB Ara 30
10. YMETHMKe 2 ECIB 2 |1 30 | Kapren Anexcanpap 30 Lonajuh MapjaHa 30
ApXUTEKTYpa W anath 4 Pagocaspesmh Pajko 8
11. 2 |2 30 | Mapuh Mupocnas 30 Yyryposuh MunaH 5
3a BUAEO urpe ECMNBb !
JamjaHoB H1kona 2
JoBaHuh AnekcaHgpa 10 .
4 [JamjaHoB H1kona 8
12. | 34 MogenoBame 2 ECMB 2 |2 30 | bpkuh Mapko 10 Fpuh Marba 7
Toapoposuh Bragumup 10
34 AHumaumja 4 . .
13. KapakTepa ECME 2 |0 30 | Mpotuh JynujaHa 30 Pagocasmesuh Pajko 15
bpknh Mapko 30
. 5 Togoposuh Bnagumup | 10
14. | Au3ajH BMaeo mrapa 2 ECMB 2 |1 / |/ / CrojaHoBuh MapKo 10
Mapkosuh KpuctmHa 10
15
M360pHM 610K 2 3 15-
LS. | (6upa ce 1 og 4) Ecns | 2 |12 0 / 0 |/
15
M360pHM 610K 3 3 15-
6. (6vpa ce 1 04 3) Ecn | 2 | 12 230 / 0 |/
A MapKeTUuHr u MuxasbmHay H1Ha 10
p L7, NPeAy3eTHULTBO Y 4 3 |2 30 Kouosuh Je CaHTo 10
y WUHAYCTPUU BUAEO ECTIE Munuua
r urapa CyBajuuh Mapko 10
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a N360pHM 610K4 16
18. | (6upa ce 1 07 4) Ecne |3 |3 |40/ 4 1/
r 10
oS- 3aBpLUHM paj ECME 3 |/ 6 |/ /
a
7 3aBpLUHM paj - 0
n PO oAbpaHa ECINB & |7 7|/ /
a
M3BOPHU NPEAMETH
M360pHM GNOK 1
(6upa je 1 og 4)
ce
npe 6p.
npegmert el ]5 Z‘Te nas HaCTaBHULM: ZBpep. capajHuuM: S’eJ;KGM
ap akba .
y
Hep ce
€J/bH Me
(o] CcT
Py
Veod v cmvduie Panajuh CeeTto3ap 10
cas 93/(4 ot g N{emHocmu 2 8 1 |2 30 | Aakosuh HeBeHa 10 LLnbanuh Bara 30
P y ECINB LieeTnh Mapuena 10
LiBeTnyaHuH Mpegpar | 15
KysamypHa nonumuka u 6 30 | MmxasbmuHau HuHa
Ky mypra npasa Ecns |1 |2 Jparuhesuh Wewnh | g | MvxamnHau Hia 15
MuneHa 9
. . 6 [Jakosuh HeBeHa 25
Jeed y @inyete e | ECIb L2 30 | Hukoanh MupjaHa 5 / /
Pa3soj kpeamusHux 3
MUMOBG ECMIB 1 |2 30 Puctuh UpeHa 30 / /
M360pHM GNOK 2
(6vpa je 1 og 4)
ce
npe 6p.
npeagmert el ]5 Z‘Te nas HaCTaBHULM: ZBpep. capagHuuum: S’eJ;KGM
ap akba .
y
Hepn ce
€J/bH Me
(o] CcT
Py
Mankos Cawa
HTML u JAVA SCRIPT 3a 3 . 8
8udeo uzpe ECME 2 |1 15 Eli‘fl(;]wmh Matuh 7 byKypoB Atba 30
AueumanHa o6pada 38yka | 3 AnekcaHgpa
U ClLKe ECME 2 1 15 ApBAHUTMAMC 15 Yyryposuh MmaaH 30
JaHkoBuh
lMonynapHa susyesiHa 3 2 |9 30 | Anekcamaap 22 / /
Kyamypa ek Wwnb6anuh Bara 8
lnecHe kyamype caema e 2 |2 30 | Pako4yeBuh CeneHa 30 / /

ECIMbB
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M360pHM 610K 3
(6vpa je 1 oa 3)

ECMNBb ce
Me W25 Gp. 6p
npegmert - nas HacTaBHULM: npea capagHuuum: Be;KW
akba aB.
ap
y
Hep ce
€J/bH Me
(o] CcT
Py
Ayduo-npodykuyuja 3 Casuh CBeTnaHa 15
y pooykyujay 2 |2 30 | CrojaHoBMh Mapko 5 / /
Budeo-uzpama 2 ECINB
Mapkosuh KpnctmnHa | 10
JApamamypauja sudeo- 3
uzapa ECME 2 |1 15 | MpaBanh UeaH 15 / /
YmMemHocm, udeosiozuja,
ymonuja: Kpumutixe 3 2 |2 |30 | Henuh Vea 30 |/ /
npakce u npakmu4yHuU ECIB
obpmu
N360pHU 610K 4
(6upa je j1 oa 4)
ce
npe 6p.
npegmert el ::ATe nas HaCcTaBHULM: nge,q capagHuuM: gg;m“
akba aB.
ap
y
Heq ce
€JbH Me
(o] CcT
2%
16 Bbpkuh Mapko 35 .
3/] Modenosare 3 ECME 3 |3 45 Fpuh Marba 10 JaMjaHoB Hrkona 105
16 Toaoposuh o5
Anamu - Unity, UE 3 3 |3 45 | Bnagummp Mapkosuh KpuctmHa 105
ECINB ‘ 20
CrojaHoBuh Mapko
. 16 . PagocassbeBumh Pajko 100
3/ aHumauyuja 3 ECME 3 |3 45 | Npotuh JynujaHa 45 JlamjaHos Hukosa 5
. 16 JoBaHuh AnekcaHgpa | 25 :
Kapakmep ou3ajH 3 ECTIE 3 |3 45 Bacuh YeqomMup 20 JamjaHoB HuKkona 105
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