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Ap ym.Anekcangpa Josanuh, foueHT dakynteta NMKOBHUX
ymeTHocTH y beorpaay

3aBplUeHe OCHOBHe akagemcke ctyauje (Il cTteneH cTyauja),
ogHocHo cteyeHux 240 ECIMB u koju cy 3agoBorbunu ycnoee
npeasuheHe KOHKYPCOM, a KOjUM Ce npoBepaBajy CKMIOHOCTU W
CnocobHOCTM KaHaMaaTa 3a CTyauje Ha OBOM Nporpamykao v apyru
YCMoBW NponucaHn 3akoHOM O BMCOKOM oBpasoBarby, CtaTyToMm
YHuBep3uTeTa ymeTHOCTH U MpasunHmkom o VIC ctyaunjama.

3aBpLIETKOM TPOCEMECTPanHOr MacTep aKkageMCKOr CTyAujcKor
nporpama YMETHOCT U Au3ajH BuOeo wurapa CTyaeHT ctuye 90
ECNB. CryneHt 6u Tpebano pga oBnagajy CneuuuyHUM
3HatbMMa 1 BelUTMHaMa; Ja apTUKynuLy 1 pa3Bujy CBOje TaneHTe
1 KpeaTUBHOCT y cknagy ca notpebama 1 nocnoBuMa y MHAYCTpujn
Buoeo urapa. CTygeHTU CTWdy MpakTWyHa 3Haka W3 ogabpaHnx
obnactu nporpamuparba HaONMXOAHWX 3a pas3soj urapa, 3[4
MOJenoBara W aH1MaLmje, KOHLENT M KapakTep An3ajHa, anata 3a
pasBoj urapa, ocHoBe BP TexHomnoruja, ocHoBe 3ByKa WU
Apamatypruje 3a notpebe Baeo urapa, kao 1 Teopujcka 3Harba u3
obnacTu Teopuje BUAEO Urapa, MHTEpPaKTUBHUX Meauja, NMaepcTea
W pasBoja KpeaTMBHWUX TUMOBA, MAPKETWUHIY 1 MPeay3eTHULLTBY Y
WHOYCTPUj BULEO Urapa.



CBpxa cTtyamjckor nporpama

MacTtep akagemcku CTyaujcku nporpam YMETHOCT W Au3ajH BWUAeO urapa npefsuieH je Kao 3ajeQHUYKM CTyaujCKu
nporpam [Ba yHuBepauTeTa: YHuBepauteTa ymetHocTu y Beorpagy u Yhusep3uteta y beorpagy (Matematuukm
(bakynTet). Beh camo noBesnBatbe HaBeAEHWX YCTaHOBA, Ha NNaHy peanu3auuje 3ajefHNYKor CTyaujckor nporpama,
BPIIO je BENVKW KOpaK Yy Hallem akafemckoM npocTopy, YeMy Tpeba AoAati U BPNO jaCHO M MPELM3HO NOCTaBIbeHy
naejy o nokpeTarby TpW kpaTka nporpama: 3[] au3ajH Bugeo-urapa, Mysuka 3a Buaeo urpe 1 3Byk y BUAEO urpama.

3ajemHudk MacTep nporpam YMETHOCT W Au3ajH Buaeo-urapa, YHuBepauTeTa yMeTHOCTM M Matematudkor
(hakynTeTa y Tpajatby Off TPU CEMecTpa Kojum ce noBeayjy 0bnacT yMETHOCTH (TIMKOBHE, MPUMEHeHe YMETHOCTH, U
[13ajHa 1 My3u4Kke YMETHOCTM) M 06NacT NpUpOaHO-MaTeMaTUYKNX Hayka, OCUM U3pasuTe MynTUAUCLMMIIMHAPHOCTY,
OAMNVKYje YHUKATHOCT 1 ayTEHTUYHOCT, KOjU Ce Orneaajy Y UMHeHULM a ce Y NYHOM KanauuTeTy 1 paBHOMPaBHO Hye
HajcaBpeMeHWja 3Hara W WUCKYCTBa M3 0BnacTy nmporpamuparsa, ann ca HOBOM AMMEH3WjOM KOjOM Ce HaydHa w
TEXHONOLLKa 3Hatba Npunarofasajy norby ymeTHocTi. Ca Apyre CTpaHe, OCHOBHA 3Haka W BELUTUHE U3 YMETHUYKNX
obnactv npumetbyjy ce n yrpahyjy ce y obnact Buaeo-urapa.

Kako je oBaj MacTep akagemcku cTyaumjckv nporpam npeasufieH kao npoctop rae ce cycpehy akagemcka 3Hamwa ca
NCKyCTBOM CTpy4rbaka W3 CeKTopa KpeaTUBHUX MHOYCTpWja, YHMBEP3UTET YMETHOCTW je Hanmpasuo [OroBOpe W
noTnmcao yrosop o capagrm ca komnavujama Nordeus, Mad Head Games u Crater Studio, koje he y nyHom obumy
NPYXWTU NOLPLIKY peanu3auuju NpakTUYHOr dena mactep nporpama. Y npBOM pedy pedv je O MpUCYTHOCTY
NapTHEPCKUX KOMMaHwja/cTyauja, 3acTynibeHnX y CBa TpU CEMECTpa HacTaBe, Aakre KOHTUHYMPaHO Y LienoKynHOM
nporpamy, rae Ccy CTYOEHTW Y NMpUnMUM a Ce YnosHajy ca CBWAM acnekTMa paja Ha MmpunpemMu U peanuaauuju
PasnUUUTX CermeHata uspafe, Ou3ajHupara W npogykuuje BUOEO urapa, a NMoTOM Ta WUCKYCTBa YKIbydyjy Kpo3
peanuaauujy y CBOj 3aBpLUHU pag.

CTpykTypa cTyamjcKor nporpama

YMETHOCT 1 Au3ajH BUAEO Urapa KOHLMMMPaH je kao MacTep akaLeMCkv mporpam y Tpajaky Of TpW CEMECTpa TOKOM
kojux ctyaeHT ctuye 90 ECIB. Crtpyktypy cryaujckor nporpama uuHe 16 obaBesHux npegmeta (ykrbyuyjyhu
3aBpLuHK pag) u 4 n3bopHa Brioka npu Yemy CTyaeHT Majy MoryhHOCT Aa 13 Tpu u3bopHa brioka 6upajy no jedaH, a
13 3. nsbopHor 6roka 1 npegmer.

LinrbeBu cTyamnjckor nporpama

C 0631pom Ha TO Aa je uurb MacTep nporpama egykauuja CTpyykhaka 3a HU3 KpeaTUBHUX M pykoBoaehux nosuyuja y
WHOYCTPUjM BUOEO WUrapa, nporpam Hyau yMeTHUYKa / KpeaTWBHA  (KOHLUENnTyanu3auuja npuye, BU3YNEHW OuU3ajH,
MOZEroBame, A13ajH U aHUMaLmja KapakTepa... ) M TEXHUYKO-TEXHITOLLKA 3HaHa U HUXOBY OnepauyoHanmu3auujy Kpos
CTPY4YHO yCaBpLUaBak-E KOja je KOHTUHYMPAHO 1y BENUKOM 0BUMY UHTErPUCAHO y OBaj Nporpam.

KomneTeHuuje koje ce cTuuy

Mo 3aBpLUEeHMM MacTep cTyaujama of CTyAeHTa ce ovekyje ga he 6utm ocnocobrbeH 3a edukacaH TUMCKW paf ca
pasnuuMTIM NpohunMma CTpydrsaka Au3ajHepuma, YMETHULMMA W NporpaMepuMa - aHraxoBaHWM Yy MpomyKuuju
BMOEO Wrapa.

WcToBpemeHo 6u Tpebano ga je 0Bnagao ONWTAM akadeMCKUM 3HakbMMa M BELITUHAMa, YMETHUYKUM U TEXHUYKO-
TEXHOMOLLKAM acrekTMa Be3aHum 3a o0bnacTt ausajHa v npoaykuuje Buoeo-urapa, kao U ApyriM CPOAHUM rpaHama
KpeaTWUBHWX UHOYyCTpUja.

CTypeHT ca ocTBapeHUM 3BarteM Mactep yMeTHUK aurutanHux Megwja he oenagatii 3HamKMa ¥ BelTUHaMa Koje
Cy pedhepeHTHe Kako 3a MHAYCTPUjy BUAEO Urapa y HaLuMOHaNHUM Tako 1 MeflyHapoaHUM OKBMpUMa Yy Kojuma he 6utu
3anocneHw.



INncta npeameta

O6aBe3Hu npegmeTu

YBoA y CTyauje B1aeo urapa
lMporpamupatse 3a ymeTHUKe 1
Ayauo-npoaykumja y Buaeo-urpama 1
[Opamartypruja u urpa

3] mogenoBatbe 1

3[ aHumaumja

[vrutanHu 3anuc nogaTaka

[n3ajH Buaeo urapa 1
lMporpamupatse 3a yMeTHUKe 2
ApxuTekTypa v anatu 3a Bi1geo urpe
31 mogenoBatse 2

3[] AHumaLmja kapakTepa

[un3ajH Buaeo urapa 2

MapKeTUHT 1 Npeay3eTHULWITBO Y UHAYCTPUjW BUAEO Urapa
3aBpLUHK paj

3aBpLuHK pag —oabpaHa

SOXNOOAWN
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W36opHu npegmeTy

W360pHuM 610k 1 - npau cemecTap (6upa ce 1 og 4 npeameTta)
YBog Yy CTyauje caBpeMeHe YMETHOCTY 2

KynTypHa nonutuka u KyntypHa npasa

YBog y cTyamje meauja 1

Pas3Boj kpeaTuBHUX TUMOBA

U360pHuM 6nok 2 - opyru cemectap (6upa ce 1 oa 4 npegmerta)
HTML n JAVA SCRIPT 3a Buaeo nrpe

[urvTanHa obpazia 3Byka v Crivike

MonynapHa BU3yemnHa kynTypa

MnecHe kynType cBeTa

U360pHuM 6nok 3 - opyru cemectap (6upa ce 1 oa 3 npeamerta)
Ayavo-npoaykuuja y Bugeo-urpama 2

[Opamartyprvja Bugeo-urapa

YMeTHOCT, ugeonoruja, yronuja: Kputuike npakce 1 npakTuyHu obpTu

WU360pHmM 6nok 4 - (6upa ce 1 oa 4 npeameTa)
3 mogenosare 3

Anatu - Unity, UE 3

3[ aHumaumja 3

KapakTep ausajH 3

Kypukynym

Cryaumjcku nporpama YMETHOCT 1 Au3ajH BuAgeo-urapa nuMa tpajare of Tpu cemectpa n 90 ECIB. CacTaBrbeH je og
15 obaBe3Hux npegmeta, ykrbydyjyhu 1 3asplunu pag v 15 u3bopHux npegemTa koju cy rpynucanu y 4 usbopHa
6rnoka koja Hoce 25 ECIB. Cuctem m3bopHux npegmeTa npyxa MOryRHOCT CTyAEHTUMA Aa Kpo3 afekBaTHe u3bope
npogunuLLy CBOja yXa UHTEPECOBaa W cnielujanuayjy ce y ogpeheHoj obnactu. OBa ocobeHocT nporpama nocebHo
ce ocTapyje kpo3 /360pHu 6nok 4, u3 kora cTyaHeT bupa 1 npeaMeT Yy KOMe Ce akUeHaT CTaBrba Ha peanusauujy
MPaKTUYHOT 3Hara Y CKIady ca CBOjUM apUHUTETOM 1 M3abpaHuM NpeaMeToM.

Ynuc



Ycnosu 3a ynuc

MacTep nporpam je HamereH CBUM 3auMHTEPECOBAHUM KaHAWAATMA KOju Cy Y NPeTX0AHOM 0BpasoBarby cTeknu 240
ECIIB u 3a koje komucuja 3a npujemMHe ucnuTe NPoLeHN fa noceayjy CKNOHOCTM 1 cnocobHoCTM 3a cTyauje. Mporpam
je OTBOPEH 3a CTyEeHTE TEXHUYKIX, OAPYLUTBEHUX M YMETHUYKIX (hakynTeTa, y CMUCY Yera JOMUHAHTHO MECTO
npunaga pesynraTMa nokasaH1M Ha NpujeMHOM UCTIUTY, @ Ha OCHOBY Kora kaHouagaTt Moxe Aa octeapu 70, 4ok Ha
OCHOBY ycnexa 13 npeTxogHor obpasoBara Mohe octBapuTh 30 NoeHa.

MpujeMHn ncnur

MprjeMHM NCNUT Ce nonaxe Npef NeTo4naHoM KOMCUUOM CacTBarbeHOM Of; TPU HAaCTaBHUKaA Koja Cy NpeaBayv Ha
nporpamy (ABa ca YHuBep3ueTTa yMETHOCTU 1 jefaH ca Matematnykor chakynteTa), jeHOr CTpyYr-aka 13 npakce 1
jemHor npeacTaBHWKa NpuBpeae — NapTHePCKe OpraHu3aLuje U3 MHAYCTPUje BMOEO Urapa ca Kojom Ce CTYAM|CKY
nporpam peanuayje.

OuemuBame 1M HanpeaoBawe CTyAeHTa

KoHauHa oueHa Ha cBakoM Of NpefMeTa OBOr Mporpama Ce hopmupa KOHTMHYWpaHUM npa-herweMm paga u
MOCTUTHYTUX pe3ynTaTa CTyeHTa TOKOM CEeMECTpa W LIKONCKE TOAWHE, Te pesynTaTta MOCTUTHYTMX Y OKBMpUMA
MPEAUCTIMTHUX U aKTUBHOCTY Ha UCTIUTY.

YkynHo onTtepehewe CTyaeHTa cacToju ce of noxaharwa npegasatba 1 BeXOM, KOHCyNnTaumja, , CaMocTanHor paga,
n3page CeMUHapCKWMX padoBa, MCTpaxuBakba W (PuHanHe u3page 3aBpluHor, Mactep paga. [pahewa paga w
OLeHMBatbe CTyAeHaTa ycarnalleHn cy Ha OCHOBY cnegehunx jeanHCTBeHnX kputepujyma: noxahare Hactase 20%,
npegucnutHe o6asese 50% v 3aBpLuHu ucnut 30%.



Mpuka3 HacTaBHMX NpeameTa

Hasus npeameta
HactasHuuu
Craryc npegmerta
Bpoj ECIB
Ycnos

Lurb npegmeta

Mcxon npeamerta

Cappxaj npeameTa

Nutepatypa

Bpoj yacosa akTuBHe
HacTaBe

MeToge n3sofera
HacTaBe

OugeHa 3Hama

yBOa Y CTYAUJE BUOEO UrAPA
ap burbana Mutposuh, HayydHu capagHuk OLY,
ap Mapko Cysaijymh, roctyjyhu npochecop

obaBesHn npegmeTt
3
YnucaHe mMacTep akafemcke cTyauje

YnosHaBatbe CTydeHaTa ca pasnuiunTUM TEOPUJCKMM NPUCTYNMa carnefaBakba U Npoy4aBatba BUaeo-
urapa y KOHTEKCTUMA: Meauja, KynType — Nyaonoruje y yXXem 1 LUMpeM CMUCTTY, NpeaCcTaBrbadkix 1
13Bohauku1x YMETHOCTU — Npe cBera y obnacTtiuma HapaTonoruje, cTyauja unma 1 nepgopmaHca, 3atim
npoyyaBare TpaHCMeaujanHuX U TPAHCTEKCTYarHNX Be3a ca TEKCTOBUMA PpYriX Meauja 1 yMeTHOCTH, Te
npencTaBrbake Teopuja BUPTYENHUX cBeToBa. CTULake YBIUAA Y TEOPWiCKO pasmaTpare XMbpuaHux
¢hOpMM YCKO NOBE3aHNX Ca BUAEO-Mrpama — MallMHUMa, kao W NpUMEHe urapa y He-nyauuke CTBpXe
(rejmmucbukavmja).
OBnagaBare 3HatbMMa W NOCeAOBate CTPYYHUX U akageMCKUX KOMMETeHLUMja 3a pasyMeBatbe UCTopHje U
Teopuje Bugeo-Wrapa, LWTO omoryhaBa pa3BWjEHO KPUTMYKO-aHANMUTUYKO CxBaTake M CaMocTanHo
npoyyaBare W NpoLernBake BUAEO-Urapa (KpUTHKa, XypHanusam, UHTepAUCLMNINHApHE akagemcke W
CTpyYHe mpakce), a y cdepu npakce MOryAHOCT cBecHe (ocBelwheHe) apTukynauuje W WHTEpnpeTaumje
CTBapanadkor npoueca 1 HeroBux pesyntara, No3nLMOHMpakse CONCTBEHOT pafa Y KOHTEKCTY PasnuunTiX
acnekata wuctopuje, Teopwje, nmpaBuna M MopanuTeTa Bugeo-urapa, ynotpeba CTeYeHWX 3Hawa Y
KpeaTMBHO] Mpakck, WTO je jedaH oOf MpedycnoBa BMCOKOKBANWTETHOr 1M MHOBATMBHOT pafa M
npodecvoHanHux cTaHaapaa.
Teopujcka HacTaBa
1.YBOgHM Yac: NpucTynuy NpoyyaBakby BULEO-Urapa, yrnosHasare ca TePMUHOMOLLKAM U METOAONOLLKAM
okBupoM; 2. MicTopuja v pa3soj Buaeo-urapa v npateher xapasepa; 3. AHTPOMONOLLKO-COLIMONOLLKM
MpUCTYN NpoyyaBatby BuAeo-urapa; 4. XaHposu Bugeo-urapa; 5. Bugeo-urpe u (Hosu) meaguju; 6. (Bugeo-
)urpe y KOHTEKCTy nonynapHe kyntype; 7. JlyoonoLukM NpucTyn npoyyasary Buaeo-urapa; 8-9.
HapatonoLuku npucTyn npoyyaBakby BUOeo-Urapa 1 Teopuje BUpTyenHux ceetosa; 10. Buageo-urpe u
nepcopmaHc; 11-12. Bugeo-urpe 1 TEKCTOBM (APYrux) yMETHOCK U Meauja: MHTEPTEKCTYaNHOCT 1
TpaHcMeHaujanHocT; 13. dunmMcke dopme y Buaeo-urpama: MawumHuma; 14. Mejmudmkadmja u gpyre He-
nyandke npuMeHe Bugeo-urapa; 15. Uenut.
1. Castronova, Edward. 2005. Synthetic Worlds: The Business and Culture of Online Games.
Chicago and London: University Of Chicago Press.
2. Manovi¢, 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

aKTMBHa HacTaBa: 2 Teopujcka HacTasa: 2 npaKkTnyiHa
HacTasa: 0

Teopujcka npegasarsa, Npukasnearse oAroBapajyher Bugeo-matepujana, Anckycuje ca CTyaeHTUMa 1
n3Bofetba UCTPaXMBarba 1 aHanu3e Ha cTyaujama cnydaja. lNicarse 1 ycmeHa oabpaHa ceMmHapekor paga.

OueHa 3Hama (MakcumanHu 6poj noeHa 100)
MpeaucnutHe o6aBese 60 noeHa  3aBpPLIHK UCUT 40 noeHa

yCMeHu uent 40 YCMEHM ucnut 40
aKTWBHOCT Y ToKy npefasamwa 20



Hasus npegmeTa
HacTasHuum

CapagHuum

Crartyc npegmeTa
Bpoj ECIB
Ycnos

Lnre npegmeta

Wcxop npeameta

Cappxaj npegmeta

Nutepatypa

Bpoj yacosa akTuBHe
HacTaBe

MeToge n3sohera
HacTaBe

OueHa 3Hata

MPOrPAMUPAKE 3A YMETHUKE 1
MwuneHa Byjowesuh Jannuunh, goueHt Mo;

Ara Bykypos, acucteHt MO, Mapjana LWonajuh, acucteHt M®, Mupko Cnacuh, acucteHT
Mo

0baBesHu npeameT
5
YnucaHe mactep cTyauje

Yno3HaBatbe ca OCHOBHUM KOHLIENTMMa CKPUMT Mporpamupatba kpos nporpamcki jeauk MajToH.

CTy[eHTH OBrafiaBajy OCHOBHUM TEXHUKaMa CKPUMT Mporpamuparba kpo3 Nporpamcky jesuk MajToH,
Ca aKLEHTOM Ha NpUMeHe y pa3Bojy urapa. CTyAeHTM Cy 0cnocobrbeHu fja CaMocTasHo npase
nporpame W pasBujajy jeAHOCTaBHE anropuTMe BaxHe y pa3Bojy Urapa kao 1 Aa nomony
npenopyyeHe 1 fpyre NuTepaType caMocTarnHo farbe yHanpehyjy ceoja Hatba y Toj obnacTy.

1. PayyHapcTBo 1 nporpamuparse; 2. PauyHapcku cuctemu; 3. YBOA y CKpUNT NporpaMuparse:
CKpUNT je3nuu, nporpamcke 6ubnuoteke, nporpamcka okpyxeta; 4. lNporpamcku jeuk MajToH:
KOHL|eNnT, ucTopuja, pagHo OKpYXee W u3BpLlaBare koga; 5. Koncyntauuje; 6. OCHOBHM U CRoXeHM
TUMOBM NoJaTaka, MPOMEHIbUBE, U3pa3su U M3padyHaBara kpo3 CBojcTBa 0bnuka u 6oja, GpanHa u
KpeTarba; 7. YCMOBHE KOHTPOIHE CTPYKTYpe KPo3 pegocnes ucLpTaBata, 1360p obnmka v NnkoBa;
8. TepaTuBHe KOHTPOMHe CTPYKTYpe, KPO3 HM30Be, MHTEPNoNaLMjy 1 UCLIpTaBaHE CIIOXEHNX
obnuka; 9. dyHkumje, konekuuje, bubnuoteke; 10. KoHcynTaumje; 11. MogynapHocT: 3Hauaj v yrora
MOZynapHOCTH, MOHOBHO KopuLherbe koaa, cTunosu; 12. Pa3sojHa Okpyxerba U KOMIOHEHTHO
nporpamupatse; 13. Pa3soj anroputama ca npumeHama y passojy urapa, npumep jeaHOCTaBHe urpe
1; 14. Pa3Boj anroputama ca npumeHama y pa3Bojy urapa, npumep jefHoctaBHe urpe 2; 15.
KoHcynrauuje

. 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

. HactaBHuk Moxe usabpatit 1 Jpyry akTyenHy nurepatypy.

aKTMBHa HacTaBa: 5 Teopujcka HacTaea: 2 npakTi4yHa HacTasa: 3

Mpeamer ce peanusyje koMOBUHaLMjoOM NpefaBakba, NPakTUYHOT pafa 1 kKoHcynTaumja. Mpenasarba
YKIbY4yjy TeOpHjcke OCHOBe CBake 04 TeMATCKMX LienuHa. MpaktuyaH pag obyxeata
MMNAEMEHTaLM]y HaBeAEHNX KOHLienaTa y nporpamckoMm jeanky 1 ogrosapajyhem anary. paktuyan
pag ce obaBrba camoCTanHo, 3a pavyHapoMm, y3 CTanaH KOHTaKT Ca HaCTaBHWUKOM W1 CapafHUKOM. Y
TOKY Kypca npeapuheHa je uspapa camocTarnHor ceMmHapekor paga / npojekTa.

(makcuman+w 6poj noexa 100)

MpeaucnutHe obaBese 70 noeHa 3aBpuHu ncnut 30 noeHa
CeMWHapCcKM pag 30
MPaKTUYHU MCINT 40 ycmenm uermt - 30



Hasus npegmeTa

HactasHuuu
CapagHuum

Craryc npegmerta
Bpoj ECINB
Ycnos

Uunre npegmeta

Wcxop npeameta

Cappxaj npeameTa

Nutepatypa

Bpoj yacoBa akTuBHe
HacTaBe

MeTopge n3sohera
HacTaBe

OueHa 3Hata

AYAMO-NPOAYKLMJA Y BUAEO UFPAMA |

ap ym. Ceetnana Caswh, ap ym. Mapko CtojaHoBuh
Ana Kpcrajuh

0baBesHu npeameT
3
YnucaHe macTep akafemcke CTyauje

YNo3HaTH CTyLEeHTe ca pa3BojeM MHEYCTpHje BUAEO-Urapa ca nocebHUM hokycoM Ha ayamo-
MPOAYKLMjY, HAMPETKOM TexHomoruja u ecteTukoM. CTyaeHTH Tpeba Aa ce yryTe Yy pasHoNMKOCTH
yriora 1 TUMoBa ay/no-cagipxaja y BUaeo-urpama.

HakoH oBor nporpama cTyAeHT! Tpeba: Aa CTekHy YBUA Y pa3soj MHAYCTpUje BULeo-urapa ca
MoceBHUM (OKyYCOM Ha ayavo-NpogyKumjy; fa Gyay ynosHaTit ca CBIUM TUMOBKUMA UHTEPAKTUBHOT
ayamno-cagpxaja y BUAGO-UIPU; a YCTIELHO NPUMEkLYjy CTEYEHO 3Hake MpY aHanuau BUaeo-urapa 1
Aa Byqy y cTaky fia KpUTUYKK ocMaTpajy ayauo-canpxaj y BUaeo-urpama; 4a CTekHy OCHOBe
nosHaBatba CodTBEpa 38 MMNNEMEHTALM]Y ayano-capxkaja.

1. UcTopujat Bugeo-urapa: a) lMpeTeye BUAEO-urapa; NpBe BUAEO-Urpe; ayamno-canpxaj kpoa
komnjytepcke reHepaupje; 6) PSG n Chiptune; B8) Cunte3sa rosopa; r) FM (frequncy modulation)
cuHTesa; a) MIDI, MOD v w1xoB 3Havaj 3a My3uky y Bugeo-urpama; fi) IMUSE weros yTuuaj Ha
CaBpeMeHe cucTeMe 3a MHTepakTMBHM ayano kao wro cy Wwise, FMOD Studio; e) CD v 3ayetak
ynoTpebe aygmo-tajnosa; x) 3D Buaeo-urpe — passujare surround sound TEXHOMOTM|E U HEH 3HAYa]
3a MHOyCTpujy BUugeo-urapa; 3) MobunHe koH3one/TenedoHn 1 TpeTMaH ayamo-cagpxaja; u) Online
Buaeo-urpe (MMORPG, casual, social network, uta); j) VR (BupTyenHa penaxoct) n AR
(ayrmeHTMpaHa peanHocT).

2. ViHTepakTuBHa Myavika: a) LLita My3uky unHu uHTepakTnaHoM; 6) MpeTeye MHTEPaKTMBHE My3uKe 0
18. B. 40 My3uKe caBpemeHux komnoauTopa 20. B. (My3uka NpenyLuTeHa LaHeu — aneaTopuyka
My3uKa)

B) 3ayeLy MHTEpaKTUBHE My3WKe y BUAeO-urpama; r) EcteTuka Myauke u Bugeo-urpama Kpo3 Bpeme
[4) YnosHaBatbe Ca TexHWKama KoMMoHoBatba 3a Buaeo-urpe (horizontal resequencing, vertical
remixing)

1) Mo3HaT KOMNO3MTOPU 1 KOMMO3MLiMjE Koje Cy 0Benexmne My3uKy y BUAeo-urpama y nocnegwmx 35
rogvHa; e) AHanuaa UHTepakTMBHE My3uKe.

3. Knacudpmkaumja ayamo-cagpxaja y Buaeo-urpama: a) Kateropusaumja mysuke; 6) Kateropusaupja
3Byka; B) KaTeropusauuja gujanora; r) YTuuaj ayauno-cagpxaja Ha ncuxo-eMOTUBHO CTake urpaya.

4. Nnpyctpwja Buaeo-urapa: a) Opranusaumja Tuma (nogena); 6) OpraHusaumja yHyTap ayauo-
AenaptmaHa; B) [Npovec cTBapara Buaeo-urpe (04 kpenpara game design document (GDD) go
u3gasara rotoeor npoussoga); r) OpraHusauuja npojekata, NnaxHupare, ogpefuBarbe TEXHUUKUX
3axteBa; A) OpraHusaupja byueTa, kaneHaapa, apxmeuparba U oCTaBmbatkba Npoussoaa; fy) Yrosopwy,
nuueHue, npasa; €) Passujarbe ayano-cagpxaja kpo3 ase npoaykumje; x) [JokymeHTauuja Be3aHa 3a
My3uKy, 3BYK, Anjanore, MapkeTUHLLKWN MaTtepujan; 3) opmati ¢hajnosa U KOHBEHLM|E UIMEHOBaHA
uctux; u) Nokanusaumja.

5.YnosHaBarbe ca codpTBepoM: a) 3a uHTepakTuBHM ayano (FMOD Studio) — Hwku HKBO; 6) game
engine (Unity) — Hwxu HUBO

. 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

lMpenasarba, CTyaMje M aHanusa criyyaja, camocTanHu pag Ha KOMMOHOBakY My3uKe 3a BUEO Urpe.

(makcumanHw 6poj noexa 100)
MpegucnutHe ob6aBese 60 noeHa 3aBpwHu ucnut 40 noeHa

aKTWBHOCT Y TOKY NpefaBara 20 npesexTaumja u ogbpata 40
WMCTMTHOT pafa

npakTM4Ha HacTaBa

KOMOKBWjyM-1 40



Hasus npegmeTa
HactasHuuu

Crartyc npegmeta
Bpoj ECIB
Ycnos

Lure npegmeta

Wcxop npeameta

Cappxaj npegmeta

INutepatypa

Bpoj yacoBa akTuBHe
HacTaBe

MeToge n3sohera
HacTaBe

OugeHa 3Hama

OPAMATYPIrJA U UTPA
HactaBnuum: ap ym. WeaH Mpasawh, peq. npod. Akagemuje ymetHocTh, YHC

0baBe3Hu

YnucaHe mactep akagemcke CTy,D,VIje

Mpeamet Jpamatyprvja u urpa ma 3a Lnsb Aa YnosHa CTyAeHTe ca OCHOBHUM MOjMOBUMA, NPUHLMNUMA W
NOCTyNLWMa Kako Y UCTOPWiCKOM pa3Bojy ApamaTypLUKuX MoeTuka, Tako 1 Kpo3 aHTpononorujy n Mogene
urapa. Urpe 1 urparse YnHe cpx UckycTBa BuBatba YOBEKOM W N3y4aBae 0Be 06racTy, kpo3 kpeaTuBHe
3agartke, ocnocobuhe CTyaeHTe Aa apTuKynuLLY W Kpenpajy NocTyke kojuma he ce KOPUCHULIMMA HUXOBIX
[Jena omoryhut ocehaj NpoMeHe, pasMeHe W 3anHTepecoBaHoCcTU. Kako je apamartypruja HajuHTEH3UBHM|E
kopuLhere HapaT1Ba CBECHUM YCMepaBakeM NaxHbe rbyau, CTyaeHTU he npoyyaBarem 1 BexBarbem
OCHOBHMX efieMeHaTa apamatyprije cTehn uckycTea kako fja HWUXOBW pafoBK NNeHe, [Apxe 1 passujajy
naxby. YNo3HaBake ca apxeTunckum HapaTuBHUM MogenmMa bajke 1 Muta ocrocobuhe cTyaeHTe aa
CTBapajy CrIoXeHe 1 MHTePaKTUBHE CTPYKTYPE HEOXOAHE 3a BUAEO Urpe.

Wcxop npegmeta fipamatypruja v urpa je cnocobHOCT pasymeBakba U kpemparkba OCHOBHUX ApaMaTypLUKuX
1 HapaTUBHMX MOLena Koju ce MOry KOpUCTUTH y Biuaeo urpama. CTyaeHTH he B1uTh NoacTakHyTH Aa Kpos
npefasatba, Bex6e 1 3aaaTke NpUMeHe 0Ba 3Haka W KPO3 aHann3e 1 CUHTe3e ApamaTuyHOT Y BUAEO
urpama. O Teme 1 ngeje, Npeko OTBOPEHOCTU KOHLIENTa Urpe A0 jaCHNX 1 MPEeLM3HINX ApaMCKIX YBOPOBa,
cTygeHT he mMohw fa aHanuaupajy v cTBapajy kako jeJHOCTaBHe, Tako W CIOXKeHe HapaTuBe NPOMeHUBIX
KaHpoBa W koJoBa.

1. Wirpa v reyacko uckycTao; 2. MNcuxonoLuke u apyLwTBeHe urpe; 3. KpeatusHe urpe; 4. [pamcka
pagma; 5. Kapaktepu; 6. Cutyauumja; 7. MsasmBare oceharsa; 8. ATMoccdepa u npomena; 9. Temno n
putam pagwe; 10. 3annet u pacnnet; 11. Cxe n chabyna; 12. JegHocTasHe npuye; 13. CrioxeHe npude;
14. Mogenm 6ajke; 15. Mogenm 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 gpamcku npouec, rpyna aytopa, basaapt, beorpag, 2012.

. baranoswuh Jlanosuh Bepa, 3amuwirbeHo nytoBare: 127 urapa 3a gpyraumje urpare, Ceet
urpavaka, beorpag, 2001.

. Bepr Epuk, Kojy urpy urpaw, beokrura, beorpag, 2003.

. OcHoBu gpamatypruje, npupeauo hokuh Jbybuiua, YHuBepanuteT ymeTHocTH, beorpaa, 1989.
. LLlekHep Puyapg, Ka noctmogepHOM no3opuLLTy: M3Mely aHTpomnomnoruje 1 no3opuLuTa,
npupeaune Anekcangpa Josuhesuh 1 Meana Byjuh, ®akynTet gpamckux ymeTHocTH, Beorpag, 1992.

. Eyhenuno bapba v Hukono Casape3e, TajHa yMETHOCT rnymMLa: PeYHIK MO30pULLHE
aHTpononoruje, ®akynTeT ApaMmckux ymeTHocTH, Beorpag, 1996.

. Mpon Bnagumup, Mopdonoruja bajke, Bubnnoteka XX sek, beorpaa, 1982.

. Cypwo ETjeH, [Igecta xurbaga apamckux cutyaumja, Honut, beorpag 1982.

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

. Apucroren, Moetuka“, npesog Munow bypuh, 3aBoa 3a yubeHuke U HacTaBHa CPEACTBa,

Beorpag, 1988 .

aKTMBHa HacTaBa: 2 Teopujcka HacTaga: 2 npakTnyHa
HacTasa: 0

CaMoCTasHo y4ere Kpo3 NpakTU4aH paf Nof PYKOBOACTBOM HacTaBHUKa, Y KoMGUHaLMjKM ca
npenasatbuMa, BexGama, AeMoHCTpaLmjama, CTYAEHTCKAM Npe3eHTaLmjaMa 1 KoHCyTaupama.

(makcumanHw 6poj noexa 100)

MpeaucnutHe o6aBese: 50 noeHa 3aBpwHu ucnut: 50 noexa
[pamcka MuHrjaTypa 15 OueHa npakTu4Hor paga 40
Pa3sujare koHLenTa gpamcke urpe 15 MpeseHTaumja paga 10

AxTvBHO yyewwhe y HacTaBm 20



Hasus npegmeTa
HacTasHuum
CapapgHuum
Crartyc npegmeTa
Bpoj ECIB

Ycnos

Lnre npegmeta

Mcxop npeameta

Cappxaj npegmeta

Nutepatypa

Bpoj yacoBa akTuBHe
HacTaBe

MeToge n3sohera
HacTaBe

OugeHa 3Hamwa

300 MOOENOBAHKSE 1
ap ym. Anekcangpa Josanuh, Mapko Bpkuh
Mawa Fupuh n Hukona JdamjaHos

obaBesHn npeameT
3
Hema

[MpaKTUYHO yCBajake 3HaHa HEOMXOAHMX 32 CAMOCTarHO Kpeuparse jedHOCTaBHUX
AUIUTanHUX TPOAMMEH3NOHANHNX MoZena - 0 uaeje, 0bnuKoBarba y pasnuumTiM
OKpYXetuMa 1 TpaHcopmucaa, 40 U3paae YUHanHoOr NpojekTa U peHaepuHra.

CTyOeHTV 0BNaaaBajy Kiby4HUM KOHLeNTUMa 1 OMLITOM FIOTMKOM MogenoBarsa y 3[1
annvkauujama, nonuroHanHo n NURBS mopenosre. OcnocobrbeHn cy 3acamocTanHo
Kpeupare OUrnTanHux MoZena 1 HUXoB passoj y pasnnuuTum MeTogonorvjama u
TEXHONOLLKMM YCIIOBUMA, HE3aBUCHO 0f KOHKPETHOT COhTBEpPa Y KOME Ce peanuayje
HacTaBa.

1. CochTBEpM 3@ AMINTaNHO MOLENOBake, 06nacT NPUMEHE, OCHOBHM KoHLeNTH paga y 3[4
coptBepy Maya; 2.YnosHaBate ca UHTEPdEjCOM, OCHOBHUM 06jeKTMa M KOMMOHeHaTama,
HaBurauujom, anatuMa 3a manunynauwjy objektuma; 3. Egutopu, xwjepapxuja objekata,
napeHToBawe, [Oynnukauuja; 4. OCHOBE MOMMrOHanHOr MoQernoBakba, MOMMroHamnHa
reoMeTpuja, KOMMNOHEHTE, eKCTPYANPar-Ee 1 OCHOBHUM anaTu 3a NOMWUroHarHo MOLenoBakbe;
5. HanpegHwju anatm 3a NOMUrOHanMHO MOZJEMNOBake, ONTWMAanHa reomeTpuja W
HWCKOnonMuroHanHu mogenu; 6. Ontummusaumja Mogena, OTKNakbawe HegocTaTaka
reometpuja, pedopmepn 7. OcHoee NURBS mopenoBatba, npumeHa w npumepu; 8-9.
Peanusauuja npsor mogena, kKoHcynTauuje, kputuike paguonuye; 10. Matepujanusaumja
objekata, wejaepu, Tekctype; 11. YB manupare, pogatHu anatu; 12. OcBeTrbaBawe U
kamepa; 13. PeHpepuHr, npunpeme 3a npoaykuujy; 14-15. Pag Ha cuHanHoM npojekTy,
KOHCynTauuje, KpUTUYKE paguoHuLEe

. 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 Teopwjcka HacTaBa: 1 npakTU4Ha HacTasa:1

Kom6uHauuja npeaaBatba, Bex6U, AeMOHCTpaLmjama, CTYAEHTCKUM Npe3eHTauujama 1
KoHcynTauujama. CamocTanHa peanuaauuja npakTMYHOr paaa nog PyKoBOACTBOM
HacTaBHKa W capafHuKa.

(makcmanHu 6poj noeHa 100)

MpeancnutHe obaBese: 70 noeHa 3aBpLwHu ncnut 30
aKTUBHOCT Y TOKY 20 npeseHTauuja paga 1 ogbpaHa 30
paguoHuLa papa

npaKkTuyaH pag 50



Hasus npegmeTa
HacTasHuum
CapapHuum

CTaTyC npegmeTa
Bpoj ECMB

Ycnos

Linrb npegmerta

Vcxon npeamerta

Cappxaj npegmeta

Nutepatypa

Bpoj yacoBa akTuBHe
HacTaBe

MeToge n3sofera
HacTaBe

OugeHa 3Hamwa

30 AHUMALUJA
ap yM. AnekcaHgpa ApBaHutuanc
CwvHuwa Munocasrbesuh

obaBesHn npeamet
3

Hema

YcBajatbe U MpaKkTU4Ha/yMETHUYKA NMpUMeHa 3Hara 13 obnacTu 3 aHumaLpje - o reHepanHux
aHMMaLMjCKu1X NocTynaka CBOjCTBEHMX 3a CBe BUAOBE aHMMaLmje B0 cneumduiHux 3a 3[4
codTeepe. Llenosuto nosHaBarse npoweca peanusaumje 30 aHMmpaHe cekseHLe, kpo3 u3bop
aflekBaTHe TeXHONOruje 3a OCMULLTBbEHY MAE]Y.

CyneHTu 0BnagaBajy KIby4YHUM NPUHLMNUMA AUrnTanHe aHumaumie, pasymejy onwty noruky 3[1
aHumaumje 1 0cnocobrbeHn cy aa ux NpuUMetbyjy U passujajy y pasnuunTiM NocTynuuma u
TEXHOMOLLKAM ycroBuMa. Pannsaumja kpatke 3[] aHUMupaHe CekBeHLe.

1-3. OcHoBe aHMMaLuje (EKCTpemM, NpeTepuBare, NMHUjA NokpeTa, pase MokpeTa, LMKIYCH,
ybp3aBare 1 ycnopasawe, TajMuHr); 4.MocTaBrbawe W nofellaBare KrbyyHUX pejmosa.
AHumaTtueHu napametpy; 5. Epgutopu 3a anumaumjy (Graph editor, Dope Sheet, Outliner).
Breakdown keys, Set-driven keys; 6. AHumauuja objekata no nyrtawu (Motion paths).
Ghost,Constraints; 7. [edopmepy; 8. Blendshape pedopmep. [MNpunpema obnuka 3a
Bokanu3sauujy; 9-10. Bokanuaaumja. AHumaumja nspasa nuua; 11. Buptyennu ckenet. CKUHWHT.
12. UmnknnyHa aHumaumja. Bexoba: umkniHo kpeTare (xoa, net ntuue 1 cn.); 13. AHumauuja
kamepe 1 ceeTna. OcHoBe Kagpupata; 14-15. Pag Ha vHanHOM NpojekTy, KoHCynTauuje,
KpUTWYKe paanoHuLe.

. 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.

. Dovnikovi¢, 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.
aKTUBHa HacTaBa: 2 Teopwjcka HacTaBa: 1 npakTU4Ha HacTtaea:1

KombuHaumja npenaBatsa, NpakTUYHOT paga v KoHcynTaumja. MpaktuyaH pag ce obasrba
camoCTarnHo, Nog PYKOBOACTBOM HacTaBHWUKA W capafHuka, a OQHOCH Ce Ha CTyfeHTCKe
Bexbe.

(makcumanHu 6poj noena 100)

MpeancnuTHe obaBese 70 3aBpwHu ucnut 30 noeHa
aKTUBHOCT Y TOKY paanoHuLa 20 npeseHTauuja v ogbpaHa paga 30
npaKkTUyaH pag 50



Hasus npeameta OUrUTANHW 3ANUC NOOATAKA

HacTasHuum ap Bnagumup dununusnh, pea. Mpod

CapapHuum Munan Yyryposuh, acucteHt

Cratyc npegmeTa 0baBesHW npeameT

Bpoj ECIB 3

Ycnos YnucaHe mactep akafemcke CTyauje Ha nporpamy YMETHOCT U

OM3ajH BUaeo urapa

Lurs npeameta Yno3HaBake ca OCHOBaMa 3anuca enemMeHTapHIX 1 MynTUMeaujanHnx
nofaTaka y payyHapckuM CUCUTEMUMA, HUXOBOM 0BpagoMm,
NpUKasuBarEM 1 YyBaHEM.

Wcxop npeameTa CTymeHTV OBnagaBajy Kiby4HUM KOHLIeNTUMa Be3aHuM 3a 3anuc, obpagy
1 YyBakbe PasnMUMTIX TUMOBA Nogataka y padyHapy. Ocnocobrbenu cy
[a BpLUe pasnuunTe TpaHcopMaLmje nogataka, Mewajy hixose
kapakTepucTuke pasnuunte npukase. ObpaheHe TeMe Cy unycTpoBaHe Ha
NPaKTU4HUM NPUMEPUMA Y MPOrPAMCKOM OKPYXKEHbY.

Cappxaj npegmeta 1. KpaTak yBog y 3anuc TMnoBa nogataka y padyHapy; 3anuc 6pojesa; 2.
3anucueare TekctoBa, ASCII, kogHe cTpaHe, Unicode, UTF-8; XML,
JSON, YML; 3. Busyenusaumja nogataka; 4. boje u pag ca 6ojama; 5.
BekTopcka rpadmka; EnemeHt aHanutuuke reometpuje; 6. EnemeHTw
aHanuTuuke reomeTpuje; 2[] TpaHcdopmauyje; 7. butmanupaHa rpaduka;
8. KoHcyntaumje; n3bop cemuHapkux pagosa; 9. [urntanusauuja cnvka,
pesonyuuja, AuHamuukm pacnoH; 10. 3anucuBare 3Byka, 0Opapa
curHana; 11. 3anucuBarme uAMOBA W OCTanMX MyNTUMEAMjanHuX
cagpxaja; 12. Qurutanutaumja cnuka, 3Byka M dunma, pesonyuuja,
yyectanoct, AuHammdkM pacrod; 13. 3anucuBawe 34 mogena;
Komnpecwja n ontummsauuja koga; 14. PavyHapcks xapasep 3a BUAEO
urpe; 15. PauyHapckv xapABep 3a BUAEO Urpe.

NuTtepartypa 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. Opyra ogroeapajyha akTyenHa nutepatypa

Bpoj YacoBa akTMBHE aKTUBHa HacTaBa: 3 Teopwjcka npaKkTM4Ha HacTaga: 2
HacTaee HacTaBa: 1

MeToge n3sohera lMpeameT ce peanuayje kKOMBMHaLWOM NpefaBatba, NPaKTUYHOT paga
HacTase KoHcynTaumja. MNpegasarba yKibyyyjy Teopujcke OCHOBE CBaKe Of

TemaTckux LienuHa. MpaktuyaH pag obyxeata umnnemeHTaumjy
HaBeLeHMX KoHLienaTa y nporpaMCcKoM jesnky 1 ogroeapajyhem anarty.
MpakTuyaH pag ce obaBrba camocTasnHo, 3a padyHapom, y3 cranaH
KOHTaKT Ca HacTaBHUKOM W capafHUKOM. Y TOKy Kypca npegsuhieHa je
u3paga ceMuHapckor paja.

OueHa 3Hama (makcumanHu 6poj noexa 100)
MpeaucnutHe obaBese 70 noeHa 3aspwHu ncnut 30 noeHa
CemwuHapcku pag 20 Yemenn nenut - 30

lMpakTuyHu ucnut 50



Hasus npegmeTa
HacTasHuum

Crartyc npegmerta
Bpoj ECIMNB
Ycnos

Linrb npegmerta

Mcxon npeameta

Cappxaj npegmeta

INutepatypa

Bpoj yacoBa akTuBHe
HacTaBe

MeToge n3sohera
HacTaBe

OW3AJH BUOEO UFAPA 1
ap ym. Bnagump Togoposuh, Mapko bpkuh, Hukona [JamjaHos

1360pHU NpeameT
4
Hema

CTypeHTH ce yBoae Y MHTEPAUCUMNAMHAPHIA NPOLIEC NPUMEHE KPEATUBHOCTM Y BULEO Urpama 1
npoayKuujn. MpakTnyHo ycBajarbe 3Hara HeONXOAHNX 3a pasymMeBare npoLeca Kpenpara Buaeo
Urpe Kpo3 napTuumnavmjy v rpynHo aHraxoBake.

CTyneHTm cy cnocobHW Aa apTUKynuLLY rmaBHe MeToaomnoruje y obriactu npoaykuvje Buaeo
urapa, aHanuaupajy npakce, TPEHAOBE W MPOAYKLMOHE LIMKITyCE OCMMLLTbAaBajy NpoToTMN
COMNCTBEHe BUAEO Urpe.

1 - 2. OcHoBe au3ajHa Buaeo urapa. OuekuBara urpada. AHanmusa pasnuuuTux HarpahuBaHux
HE3aBMCHO npogyuupaHux urapa. [JekoHCTpykuuja objaBrbeHux wrapa. 3-4.  KrbyduHe dase
Kkpeupara urpe. Kpenpare npegrora koHuenTa urpe. Pag Ha koHuenty. 5-6. KomyHukaTMBHOCT
Im3ajHa. Kpenpare gusajH gokymentauuje urpe (Game Design Document - GDD). MeTogonoruja
kpeupara npototuna. Pap Ha npototuny urpe.7-10. Ourutanin npototun. MexaHuka urpe,
€CTeTMKa, KMHEeCTETWKa, TEeXHOMorwja, KOHTpone, norneaun, WHTepdejc awsajH. Anatu 3a
kpeupawe wrapa. 10. TecTupare urpe u wutepatuBHu AwsajH. Pag Ha npototuny urpe.11.
®yHKUMOHaNHoCT, uenosuTocT M HanaHc. 3abaBHOCT M npucTynadyHocT. Pag Ha npotoTumy
urpe.12-15. Kputuuke paguonuue. Pag Ha npoTotuny A0 Kpeupara npBa Urpuse Bep3uje 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.

aKTMBHaA HacTaBa:6 Teopujcka HacTasa: 0 MpaKTM4Ha HacTaBa:6

KomBuHaumja npepasarba, BeX6M 1 guckycuja. AkueHar je Ha Bp30j u3paay npoToTunoBa, pag y
UTEPaTUBHUM LMKNYyCUMa, Capajitba 1 ynpaBrbatbe NPOjeKTUMA Y KpaTkuM Luknycuma. IpynHa
peanuaauja NpakTUYHOr paja NoJ PyKOBOLCTBOM HACTaBHWKa U capagHuka.

NpeaucnutHe obaBese: 70 noeHa 3aBpwHu ucnut: 30 noeHa

aKTUBHOCT Y TOKY paanoHuLa 20 npesexTaumja 1 30
onbpaHa paga

npaKTUyaH pag 50



Hasus npegmeTa
HacTasHuum
CapapHuum

Craryc npegmerta
Bpoj ECIMNB
Ycnos

Lurb npegmeta

Mcxon npeameta

Cappxaj npegmeta

Nutepatypa

Bpoj yacoBa akTuBHe
HacTaBe

MeToge nsBohera
HacTaBe

OueHa 3Hata

MPOrPAMUPARE 3A YMETHUKE 2
Ap AnekcaHgap Kapterbs, 4OLEHT

Atba BykypoB, acucTeHT

MapjaHa Wonajuh, acucteHt

n3bopHK NpeameT
7
Hema

YHanpehuBarse nporpamepckix CnocobHOCTH KPo3 yno3HaBake ca 06jeKTHO OPUjEHTUCAHIM CTUNOM
nporpamupatsa 1 brubnnoTeke 3a paseoj urapa.

CTyneHTV OBnagaBajy HanpeaHujuM TexHUKama CKpUNT nporpammparba Kpo3 nporpameki jesuk MajtoH,
YKIbY4yjyhu 1 TeXHUKE 06jEKTHO OpUjeHTUCAHOT NporpaM1parsa, Ca akLEHTOM Ha NPUMEHE Y pa3Bojy
urapa u kpo3 6ubnuoteky Pygame. CTymeHTU Cy 0cnocobrbeHmn Aa camocTanHo npaee jeAHOCTaBHE urpe
1 aa nomohy npenopyyeHe 1 apyre nuTepaType CamocTanHo Aarbe Hanpehyjy cBoja 3Harba Y TOj
obnacru.

1. Yeog y OO nporpamupatbe - knace, o6jektu, Mmetogu; 2. Yeog y OO nporpamuparse — Hacnefuearbe;
3. OO0 nporpamupatbe y MajToHy; 4. Anroputmu ca npumeHama y pa3sojy urapa, obpaga Cnuka u 3Byka;
5. AnroputMn ca npumeHama y pa3Bojy urapa, obpaga kpetawa; 6. KoHcyntaumje; 7. Bubnnoteka
Pygame, wHcTanauwja, nogelasara, OCHOBHM 06jekTw; 8. bubnuoteka ygame, yrHexaeHe netrbe,
neTrbe y MrpW W netibe 3a noapxasawe forafaja; 9. bubnuorteka Pygame, npumep urpe 1; 10.
Bubrvoteka Pygame, npumep urpe 2; 11. KoHcyntauuje; 12. OpraHusaumja koga Kog, jeSHOCTaBHUX
urapa (IajtoH u Pygame); 13. Tectuparbe 1 gebaroare nporpama; 14. YnosHasatwe ca jeauyuma Jlya
1 JaBa 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.

. HacrtaBHuk Moxe n3abpati 1 Apyry akTyenHy nurepartypy.

aKTMBHa HacTaBa 6 Teopujcka npakTyHa Hactasa:4
HacTasa: 2

lMpeameT ce peanuayje kKOMBUHaLWOM NpeaBatba, MPaKTUYHOT paga 1 KoHcynTaumja. Mpegasarba
YKIbYYjy Teopujcke OCHOBE CBake O TEMATCKUX LiennHa. MpaktuyaH pag obyxeata uMniemeHTaumjy
HaBeAEHWX KOHLienaTa y nporpamckom jeauky v oaroBapajyhem anaty. lNpaktuyaH pag ce obaerba
€amoCTarHo, 3a payyHapoM, y3 CTafiaH KOHTAKT ca HaCTaBHUKOM U CapafiHWKOM. Y TOKY Kypca
npeasuieHa je n3paga camocTanHor CeMUHapeKor paga / npojekTa.

MpegucnutHe o6aBese 70 noeHa 3aBpWHM UCUT 30 noeHa
CemuHapcku pag 30 YcmeHu uenut 30
MMpakT4H1 nenut 40



Hasus npegmeTa

HactasHuuu
CapagHuum

Craryc npegmerta
Bpoj ECIMNB
Ycnos

Lurb npegmeta

Mcxon npeamerta

Cappxaj npegmeta

Nutepatypa

Bpoj YacoBa akTuBHe
HacTaBe

MeToge n3sohera
HacTaBe

OueHa 3Hamwa

APXUTEKTYPA U AITATU 3A BUOEO UT'PE

ap Mupocnae Mapuh, BaHp. npod ,
Munan Yyryposuh, acuctent, Hukona [lamjaHos, Pajko PagocaBrbesuh

n3bopHK NpeameT
4
YnucaHe macTtep akagemcke CTyamje

YnosHaBakbe Ca 0CHOBaMa apXMTEKTYpe BIAEO WUrapa 1 anaTima 3a bIXoB passoj.

CTyneHTm ce yno3Hajy ca OCHOBaMa apXuUTEKType BIUAEO urapa 1 cneumduyHoCTUMA CBake of
KOMMOHEHTM apXUTekType. Ha npakTyHoM npumepy ce ynosHajy ca MoryRHOCTUMA CaBpeEMEHMX
anara 3a pasBoj BUZe0 urapa.

1. Keanutet kopa; 2-3. CtaHpapau koguparba; 4. lNpuoputeT kopupara (6p3uHa, BennuuHa,
chnekcMBUNHOCT, MPEHOCMBOCT, OApXaBare); 4. BpcTe rpelwaka M HUXOBO WCMpaBrbake; 5.
lMoHoBHO Kopuwwhete codTBepa; OOKyMeHTauwja, ausajH; 6. EBanyauuja M koHauHa aHnmaa
codTeepa; 7-8. NnueHue, jeanum, aemo npumep, okycHe rpyne, Beb npeseHtaumja; 9 -11. Anatun
3a pas3Boj Bugeo urapa. OcHose Unity anarta; 12. Pa3goj Bugeo urapa nog Unity. Mpumep npojekTa;
13. PasBoj Buaeo urapa nog Unity. Mpumep npojekta; 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 aktyenxa nuTeparypa

aKTMBHa HacTaBa: 3 TEopujcka npakTMyHa Hactaga: 1
HacTaBa: 2

Mpeamer ce peanuayje KOMBMHALMOM NpefiaBakba, MPaKTUYHOT paja 1 KoHcynTauuja. Mpefasaka
YKIbYuyjy TEOpUjCKe OCHOBE apXUTEKTYpe BUAEO Urapa. Y capafitbi ca CTyutbaluma U3 npuepeae
peanuayje ce Aeo NpeaMeTa BesaH 3a NpakTUyaH Npumep ynoTpebe anata 1 npaerbekbe
eemMeHTapHuUX BIUAEO Urapa. MpakTudaH pag ce obaBrba camocTasnHo, 3a padyHapoM, y3 cTanaH
KOHTAKT Ca HacTaBHUKOM/CapafHUKOM W CTPpYYHsakoM U3 npuepege. Y Toky Kypca npegsufjeHa je
W“3paja cemMMHapCKor paga.

MpegucnutHe ob6aBese 70 noeHa 3aBpwHu ucnut 30 noeHa
CemuHapcku pag 30 Ycmenu uenut 30
lMpakTyHu nenut 40



Hasus npegmeTa

HactasHuuu
CapagHuum

Craryc npegmerta
Bpoj ECIMNB
Ycnos

Lurb npegmeta

Mcxon npeamerta

Cappxaj npegmeta

Nutepatypa

Bpoj yacoBa akTuBHe
HacTaBe

MeToge nsBohera
HacTaBe

OueHa 3Hamwa

30 MOJENOBAHE 2

npod; ap ym. Anekcangpa Josauuh, ap ym. Bnagumup Togoposuh, Mapko Bpkuh
Mara Fmpuh, Hukona JamjaHos

Ob6aBesHu npegmet
4
MonoxeH uenut 3] modenogatrbe 1

lMpaKkT4HO yCBajar-e 3Harba HEONXOAHMX 38 CAMOCTAmNHO Kpeupame HanpegHuxX QurutanHux
TPOANMEH3MOHANHMX Mofena — ca NoceBHMM 0CBPTOM Ha pa3Boj An3ajHa Moaena, rpafeta
OnTUMarHe Tonororuje 3a BUAEO Urpe.

CTyneHTV OBnagaBajy HanpeaHujuM KOHLEeNTMa 1 NOrMKOMMONUrOHanHor MoaenoBara y 3
annukauujama 3a npuMeHy y Buaeo urpama. OcnocobrbeHu Cy 3acamocTanHo Kpeupare
JUIMTanHUX Mogena v iUX0oB Pa3Boj y pasnuinTM METOAONOMjaMa U TEXHOMOLLKUM
YCNOBWMA, HE3aBUCHO Of} KOHKPETHOT COpTBEpPA Y KOME Ce peanuayje HacTasa.

1-3. MozenoBatse pekBuanTa, BO3WNa 1 Apyrix YBpcTux objekata. MpumeHa anara 3a
NONUroHanHo MogenoBsatse, onTuManHa ynotpeba u 6p3o kpeupatrse reomeTpuja. Kpenparse
KoMMekcHUX objekata og npumMuTMBHUX. Kpenpatse TekcTypa og dotorpadvja. Hopman
manupatbe. 4-7. Pa3Boj u MoenoBate Okpyxera (environment).Kpeuparse MHULMjanHnx
TekcTypa. OcHoBHa cTpykTypa. Matepujanusaumja. OcseTrbaBatse. 8-13. Mogenoare
BuneganHor v kBagpuneganHor kapaktepa. Tononorvja Mogena, Tena, rnase 1 getara
nmua. HuekononmroHanHm v BucokononuroHanHu mogen. 14-15. Pag Ha npojekTy,
KOHCymnTaumje, KpUTU4Ke paguoHuLie.

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.

aKTMBHa HacTaBa: 3 Teopujcka HacTaga: 2 npaKkTM4Ha HacTaga: 1

KombuHaumja npegaBarba, BexOU, 4eMOHCTpaLmjama, CTyOeHTCKUM Npe3eHTaumjama 1
koHcynTaumjama. CamocTanHa peanusaumja npakTUUYHOr paga nog PyKOBOACTBOM HaCcTaBHUKA
1 capafHuka.

MpeancnutHe obasese: 70 noeHa 3aBpwHu ucnut: 30 noexa
aKTUBHOCT Y TOKY NpejaBarba 20 npeseHTauuja v ogbpaHa paga 30
npaKkTu4aH pag 50



Hasus npegmeTa
HacTasHuum
CapapHuum
Crartyc npegmeta
Bpoj ECIB

Ycnos

Lnre npegmeta

Mcxop npeameta

Cappxaj npegmeta

Nutepatypa

Bpoj yacoBa akTuBHe
HacTaBe

MeToge n3sohera
HacTaBe

OueHa 3Hata

30 AHUMALUJA KAPAKTEPA
ap yM. Jynujana MpoTuh
Pajko Pagocasrbesuh

obaBesHu npeamet
4
nonoxeH ucnut u3 npeameta OcHoge 3] modenosarsa U aHuMaluje

MpakTyHO ycBajarbe 3Hawa 13 obnactu 3[] aHuMaumje kapaktepa - Of reHepasHux
nocTynaka nocTaBke BMPTYENIHOT CKereTa W CKMHOBawa A0 CeUMdUYHUX HanpemHux
TEXHWKA 3a pUroBare. LlenoBnto nosHaBatbe mpoLeca puroBara kapaktepa 3a BUAEO

urpy.

CyneHTn oBnajaBajy K/byYHUM MPUHUMNMMA aHWMaLje Kapaktepa, pasymejy OnLTy
norvky puroawa 3[1 mogena u 0cnocobrbeHn Cy Aa MX MpuUMetsyjy M passujajy y
pasnuuuTUM NOCTYNLMMA 1 TEXHOMOLLKAM ycrnosuma. Panusaumja kpatke 31 aHumupare
CeKBeHLe.

1. PuroBarse 1 CkuHOBatb€ kapaktepa. [edopmatopu 1 3rnobosu. 2. Kapakepuctuke u
noHaware 3rnobosa. 3. TwnoBu noBeauBatba Koxe Ha ckeneT. 3oHe yTuuaja (Skin
Weighting). 4 - 6. TexHuke rpafewa ckeneta. KopeH u Hu3 3rnobosa. VHBep3Ha u
HanpegHa kuHematuka. 7. Oum, TpenTaj v baumjanHe ekcnpecuje. 8. Kontpone 3a pur. 9.
Pepocnen potauuja. Oce. Pelwasare dnmnosara. 10. HanpeaHe koHTpone ckeneta. 11.
Pacresawa. Knactepu.Lattice. Blend Shape.12. OaBojusi genosu ckeneta, He3aBMCHO
nokpeTrbusi. 13-15. Pag Ha HanHoM npojekTy, KOHCynTauuje, KpUTUIKe 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.
aKTWBHa HacTaBa: 3  Teopujcka HacTasa: 2 npakT1iHa Hactasa: 1

KombuHaumja npegaBarba, NpakTUyHOr paga 1 koHcynTaumja. Mpaktuyax pag ce obasrba
camocTarHo, Noj PyKoBOLACTBOM HaCTaBHWKa M CapajHuKa, a OBHOCK Ce Ha CTyfeHTCke
Bexbe.

(makcumantm 6poj noexa 100)

MpeaucnutHe o6aBese: 70 noeHa 3aBpwHu ucnut: 30 noeHa
aKTWUBHOCT Y TOKY npefdaBara 20 Yemenmmeut - 30
CemuHap 50



Hasus npegmeTa
HacTasHuum

Crartyc npegmeta
Bpoj ECIB
Ycnos

Lnre npegmeta

Wcxop npeameta

Cappxaj npeameTa

INutepatypa

Bpoj yacosa akTuBHe
HacTaBe

MeToge n3sohera
HacTaBe

OueHa 3Hamwa

OW3AJH BUOEO UI'APA 2
ap ym. Bnagummnp Togoposuh, ap ym. Mapko CtojaHosuh, KpuctuHa Mapkosuh,
Mapko bpkuh

obaBesHn npeameT
5
YnucaH apyrv cemectap

CTyAeHTY ce HacTaBrbajy ca HanpedHUjuM thasama pafia Ha BUAEO UTPaMa U HUX0BY
npoAyKuMjy v nnacuparse. MpakTUYHO YeBajakbe 3Hara HeOMXOAHNX 33 pasyMeBatse
npoLieca kpeuparba BUOeo Urpe kpo3 napTuLMnaLyjy U TPYNHO aHraXoBake.

CtypeHTH cy cnocobHmM Aa apTUKyNWLLY rnaBHe MeTogonorvje y obrnactv npoaykumje
BMIEO Urapa, aHanuaupajy npakce, TPEHAOBE U NPOAYKLMOHE LIMKITyCe W Kpeupajy
COMCTBEHY BUAEO MIpY.

1. CTpykTypa TuMa 3a Kpeupatrbe BMOEO Wrapa, nocao ausajHepa urapa. 2. Ctpateruje u
MeTofe pa3seoja urpe. Mnanuparse npojekta. 3-4. insajH u obpaga 3Byka 3a BUAEO Wrpy.
Hactasak paga Ha urpu. 5. Mogenu moHeTu3aumje Buaeo urpe. Hactasak paga Ha wrpw.
6-9. AHanu3a oksupa urpe — YBoa, OnncHu HuBeo, [iuHamuyky HUBO, KynTypomnowku Hi1Bo.
Pap Ha npototuny urpe. 10. Hactasak paga Ha urpu. 11. MapkeTuHr n npomo matepujan
urpe. Hactasak pafa Ha urpu. 12. lejmudpnkaumja y eaykaumjn. Hactasak paga Ha urpu.
13-15. PeBuampatbe v 3aBplueTak paga Ha Geta Bepauju npojekta Buaeo urpe. Kputnuke
pagmoHuLe.

. 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  Teopujcka HacTasa: 0 CTYAmjCKu

UCTpaxuBaykv pag: 6

KombuHaumja npepaBatba, BexON 1 guckycuja. AkueHar je Ha 6p3oj n3paam npoToTunoBa,
papg y WTEPaTMBHAM LMKIyCMMa, capafrwa W ynpaBibate MPOjeKTUMa y KpaTKM
uuknycuma. pynHa peanusauuja npakTMYHOr paga Moj PYKOBOACTBOM HACTaBHMKA W
capafiHuKa.

MpeaucnutHe obaBese: 70 noeHa 3aBpwHu ncnut: 30 noeHa
aKTUBHOCT Y TOKY paanoHuLa 20 Yemenun venut - 30
CemuHap 50



Haaus npegmeTta
HacTaBHuuy

Cratyc npegmeta
Bpoj ECMNB
Ycnos

Lurb npegmeta

Vicxon npeameTa

Cappxaj npeameTa

Iutepatypa

Bpoj yacoBa akTuBHe
HacTaBse

MeToge n3sohewa
HacTase

OueHa 3Hama

MAPKETWUHI U NPEQY3ETHULLITBO Y KPEATUBHUM UHOYCTPUJAMA
ap Mapko Cysajumh, ap HuHa Muxarsunau, ap Munuua Kovosuh ge Canto

obaBe3Hu npeameT
4
Hema

Linrb npeameTa je Aa CTygeHTe yno3Ha ca Teopujama 1 npakcama KpeaTuBHUX HAYCTpUja 1
ocnocobu 1x Aa npeay3nmMajy MHOBATUBHE U KpeaTUBHE MHULMjATMBE Y LIMBUITHOM 1 MPUBATHOM
cekTopy, 6yay aKkTMBHU YYECHULM Y CaBPEMEHWUM CUCTEMUMA NPOUTHOM HENPOUTHO
OpuWjeHTMCaHe NpoayKLyje 1 aucTpubyLmje AUrMTanH1X MeaWjCKMX NPOM3BOoaA W ycryra y3 nyHy
CBECT 0 YN031 M OArOBOPHOCTY KPEATUBHUX MHAYCTPUja Y APYLUTBY (MPOM3BOAH-A BPEAHOCTY U
3Hayekba, JOMPUHOC PYLITBEHO-EKOHOMCKOM Pa3Bojy).

CryneHTu he no3HaBaTi MOryRHOCTI NPUMEHe HOBUX AWUrUTaNHUX Meauja y MapKeTUHLLKAM
KOMyHUKaLmjama; no3Hasahe npoLec MeHaMeHTa 1 NpogyKuuvje Nnponseoaa v ycnyra
KpeaTMBHIUX MHOYCTpUja; No3HaBahe NpuHLMNE Npesy3eTHULITBA (TPXKULLHOT AenoBakba)
YMETHUMKa-NPpeay3eTHIKa, Manux 1 cpeaux npegy3seha koja npounssoge nony-jasHa gobpa
(cappxaje kao cumbonnyke npouasoge u ycnyre); Guhe ynosHaTu ca caBpemMeHoM
npobnemaTukoM 3alUTuTe ayTOpCKUX 1 CPOAHMX npaBa (copyright, copyleft, creative commons);
ynosHahe ce canpakTUYHUM NONMTUKaMa pa3Boja KPeaTMBHUX MHOYCTPUja Y 3EMIbU U CBETY;
no3Hasahe Non1TUUKY 1 eKOHOMCKY UCTOPU]y KpeaTUBHWX W KyNTYPHX MHOYCTpHja; no3HaBahe
npoLiece MapKeTUHT HacTyna (MPOUTHO, HEMPOGMTHO OPUjEHTUCAHNX OpraHu3aLmja)
aucTpubyumje 1 kaHana MapkeTUHra y KpeaTuBHUM W KyNTYPHAM MHOYCTpYjama.

Teopujcka HacTaBa obyxBaTa Tpu 0GnacTu:1.Npedy3eTHUWTBO Y HOBUM MeaujuMa (Kpenparse
BpeHaa, upaga GU3HMC nnaHa, ynpaBrbakwe JbyACKMM peypcuma); 2. MONUTUKE passoja
KpeaTVBHWUX MHAYCTPUja (KpeaTUBHW KNacTepu, kpeaTUBHU rpafloBu, kpeaTMBHA Kraca, 3alTuTa
ayTopcKMX W cpogHux npasa - copyright, copyleft, creative commons); 3. MapkeTuHr y
KpeaTMBHAM MHOYCTpUjaMa (MONMTUYKA M EKOHOMCKA MCTOpWja KYNTYPHUX M KpeaTMBHMX
UHAycpUja, MpUMeHa KoMepLmjanHor, COLMjanHor U HeMpOUTHOT MapKeTUHra y KynTYpHUM W
KpeaTUBHAM MHAyCTpujaMa, MapKeTUHI MpOLec, Kamnatba U teHe dase). Y OKBUpY APYriX
obnvka Hactase CTyAeHTH he ce ynosHaTy ca: NpumepuMa [oBpe Npakce Be3aHUM 3a yeneluHe
MapKepuHLLKe cTpaTerje W oBnacT KpeaTMBHMX, NOCEBHO rejMUHT WHAYCTpWje; NPOLECoM
NPON3BOAH-E MPOM3BOAA W YCTyra KpeaTuBHe WHAYCTpUje (ourvTanHe nnatopme, COdTBEpH,
BWAEO WUIPe U CMN) 1 CTpaTeLLKUM JOKYMEHTUMa BE3aHWUM 3a pa3Boja kpeaTuBHe UHAYCTpUje.

+  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 Xaptnu, 2007, KpeatueHe nHaycTpuje, beorpag: Knwo.

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

+  Konbep ®. 2010, MapkeTuHr ymeTHocTu, beorpag: Knwo.

+  Kotnep @, 2011, CouujanHn mapkeTuHr, beorpag, Knvo

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

aKTMBHa HacTaBa: 2 Teopwjcka Hactasa: 2 npakTuiHa Hactasa:0

lMpenaBatba; MHTEPaKTVBHE AMCKYCUje W BexDOe — KpUTWYKa aHanusa TpKWLWTa BMAEO Urapa;
MPOJEKTHM 3afaTak — HOBW MPOM3BOA Ha TPXMLITY — WHOYCTPWiCKM NPUCTYN (MCTpaxuBarbe,
KOHUMNMparbe, NNaH pecypca, Npou3BoAma, ANCTpubyumMja 1 npomoumja, npogaja, esanyaumja
ycnexa).

MpeancnuTHe obaBese: 60 noeHa 3aBpuwHu ucnur: 40 noeHa
aKTWUBHOCT Y TOKY NpefaBara 10 YcmeHu nenut 30
lMpojekTHn 3agaTak 30 Mucmenm nenmt: 10

CemuHap 20



Haaus npegmeTta
HacTaBHuuy

Cratyc npegmeta
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Ycnos

Lurb npegmeta

Vicxon npeameTa

Cappxaj npeameTa

Iutepatypa

Bpoj yacoBa akTuBHe
HacTaBse

MeToge n3sohewa
HacTase

OueHa 3Hama

MAPKETWUHI U NPEQY3ETHULLITBO Y KPEATUBHUM UHOYCTPUJAMA
ap Mapko Cysajumh, ap HuHa Muxarsunau, ap Munuua Kovosuh ge Canto

obaBe3Hu npeameT
4
Hema

Linrb npeameTa je Aa CTygeHTe yno3Ha ca Teopujama 1 npakcama KpeaTuBHUX HAYCTpUja 1
ocnocobu 1x Aa npeay3nmMajy MHOBATUBHE U KpeaTUBHE MHULMjATMBE Y LIMBUITHOM 1 MPUBATHOM
cekTopy, 6yay akTMBHU YYECHULM Y CaBPEMEHWUM CHCTEMUMA NPOUTHOU HENPOPUTHO
OpuWjeHTMCaHe NPoayKLMje M aCTprbyLmMje AUrMTanH1X MeanjCKMX NPpoM3Boaa W ycryra y3 nyHy
CBECT 0 YN031 M OArOBOPHOCTY KPEATUBHUX MHAYCTPUja Y APYLUTBY (MPOM3BOAH-A BPEAHOCTY U
3Hayekba, JOMPUHOC PYLITBEHO-EKOHOMCKOM Pa3Bojy).

CryneHTu he no3HaBaTi MOryRHOCTI NPUMEHe HOBUX AWUrUTaNHUX Meauja y MapKeTUHLLKAM
KOMyHUKaLmjama; no3Hasahe npoLec MeHaMeHTa 1 NpogyKuuvje Nnponseoaa v ycnyra
KpeaTMBHIUX MHOYCTpUja; No3HaBahe NpuHLMNE Npesy3eTHULITBA (TPXKULLHOT AenoBakba)
YMETHUMKa-NPpeay3eTHIKa, Manux 1 cpeaux npegy3seha koja npounssoge nony-jasHa gobpa
(cappxaje kao cumbonnyke npouasoge u ycnyre); Guhe ynosHaTu ca caBpemMeHoM
npobnemaTukoM 3alUTuTe ayTOpCKUX 1 CPOAHMX npaBa (copyright, copyleft, creative commons);
ynosHahe ce canpakTUYHUM NONMTUKaMa pa3Boja KPeaTMBHUX MHOYCTPUja Y 3EMIbU U CBETY;
no3Hasahe Non1TUUKY 1 eKOHOMCKY UCTOPU]y KpeaTUBHWX W KyNTYPHX MHOYCTpHja; no3HaBahe
npoLiece MapKeTUHT HacTyna (MPOUTHO, HEMPOGMTHO OPUjEHTUCAHNX OpraHu3aLmja)
aucTpubyumje 1 kaHana MapkeTUHra y KpeaTuBHUM W KyNTYPHAM MHOYCTpUjaMa.

Teopujcka HacTaBa obyxBaTa Tpu 0GnacTu:1.Npedy3eTHUWTBO Y HOBUM MeaujuMa (Kpenparse
BpeHaa, uspaga GU3HMC nnaHa, ynpaBrbakwe JbyACKMM peypcuma); 2. MONUTUKE passoja
KpeaTVBHWUX MHAYCTPUja (KpeaTUBHW KNacTepu, kpeaTUBHU rpafloBu, kpeaTMBHA Kraca, 3alTuTa
ayTopcKMX W cpogHux npasa - copyright, copyleft, creative commons); 3. MapkeTuHr y
KpeaTMBHAM MHOYCTpUjaMa (MONMTUYKA M EKOHOMCKA MCTOpWja KYNTYPHUX M KpeaTMBHMX
UHAycpUja, MpUMeHa KoMepLmjanHor, COLMjanHor U HEMpOUTHOT MapKeTUHra y KynTypHUM W
KpeaTUBHAM MHAyCTpujaMa, MapKeTUHI MpOLec, Kamnatba U teHe dase). Y OKBUpY APYriX
obnvka HacTase CTyAeHTM he ce ynosHaTy ca: NpumepuMa [oBpe Npakce Be3aHUM 3a yeneluHe
MapKepuHLLKe cTpaTerje W oBnacT KpeaTMBHMX, NOCEBHO rejMUHT WHAYCTpWje; NPOLECoM
NPON3BOAH-E MPOM3BOAA W YCTyra KpeaTuBHe WHAYCTpUje (ourvTanHe nnatopme, COdTBEpH,
BWAEO WUIPe U CN) 1 CTpaTeLLkUM JOKYMEHTUMa BE3aHIUM 3a pa3Boja kpeaTuBHe UHAYCTpUje.

+  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 Xaptnu, 2007, KpeatueHe nHaycTpuje, beorpag: Knwo.

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

+  Konbep ®. 2010, MapkeTuHr ymeTHocTu, beorpag: Knwo.

+  Kotnep @, 2011, CouujanHn mapkeTuHr, beorpag, Knvo

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

aKTMBHa HacTaBa: 2 Teopwjcka Hactasa: 2 npakTuiHa Hactasa:0

lMpenaBatba; MHTEPaKTVBHE AMCKYCUje W BexDOe — KpUTWYKa aHanusa TpKWLWTa BMAEO Urapa;
MPOJEKTHM 3afaTak — HOBW MPOM3BOA Ha TPXMLITY — WHOYCTPWiCKM NPUCTYN (MCTpaxuBarbe,
KOHUMNMparbe, NNaH pecypca, Npou3BoAma, ANCTpubyumMja 1 npomoumja, npogaja, esanyaumja
ycnexa).

MpeancnuTHe obaBese: 60 noeHa 3aBpwHu ucnut: 40 noeHa
aKTWUBHOCT Y TOKY NpefaBara 10 YcmeHu nenut 30
lMpojekTHn 3agaTak 30 Mvcmerm nenut: 10
cemuHap 20
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3ABPLUHK PAQO - U3PALA U OOBPAHA

obaBesHn npeamer

10

MoroxeHn cB cnUTH NpeaBuieHn nporpamom MacTep cTyauja

3aoKpyxuBarbe 0Gpa3oBHOT NpoLieca MacTep CTyauja Kpo3 peanusauujy v npeseHTaLujy
3a0KpYXXEHOT MpojeKTa panuaauuje Buaeo urpe. leMoHcTpaLuja feTarbHor nosHasakba 1
KOHTPONE UAEjHIX, TEMATCKMX, MPOAYKLIMOHO-TEXHOMOLLKMX 11 TEXHUYKMX acriekaTa
npoayKuuje BUAEO urapa.

CTyaeHTM NpuKasyjy CrojeBuTO Bafatbe KOMMIETHM NPOLECOM KOHLEeNTyanusauumje,
UCTpaxuBarba, n3page/TecTuparba/eBanyaumje, peanuaaumje, npeseHTauuje,
NO3VLMOHMPatba U NacmaHa Buaeo urpe. CTyaeHTU Npukasyjy HUBO 0CNOCObILEHOCTY 3a
camocTarnaH 1 TAMCKW pa3Boj 1 peanu3auujy CIOXEHUXBIAEO Urapa, y pasnuunTiim
JMCLMNAHamMa yHyTap NpoayKLMOHOr npoLieca.

W3papa 3aBpluHor, macTep, npojekta obyxsaTa: NOMUCTUYKY MpUMPEMy, UCTpaXuBakbe,
OCMULLIbaBake KOHLENTa, pag Ha CBMM acrnekTuma npojekTa, npeseHTaumjy 1 nnacupare
npBe Bep3uje urpe.

MpojekaT ce peanu3yje TOKOM CBa TPWU CEMecTpa Ha npeaMeTUMa U3 rpyne CTpy4Ho-
annuKkaTUBHWX, Y KOMOMHaUMjM Ca OCTanMM peneBaHTHUM YMETHWUYKMM, YMETHUYKO-
CTPYYHUM, TEOPUjCKO-METOAONOLLKAM 1 APYLUTBEHO-XYMaHUCTUYKAM NpeamMeTma.
AKueHaT je Ha Kpeupatby LienoBMTOr NPojeKTa, Ynjn je Ucxod BUaeo urpa.

Mactep npojekat ce peanuayje KOMGUHALMOM UCTpaxMBakba 1 NPakTUYHOr paaa Ha
BUAEO MIpW Y3 CTarnaH KOHTaKT ca HacTaBHULMMA 1 CTPYYH-aLMma 13 npakce.
KoHcynTauuje kKoHTMHYWpaHo npaTe npoaykuujy v 0byxsaTajy npefcTaBrbate npojekara y
TPeHYTHOj (hasu peanusauuje, 1 ANCKYCHY O UAECHUM, POPManHUM, METOLOMOLLKUM,
TEXHWUYKUM, TEOPUCKUM W KOHTEKCTYanHUM NUTakUMa 3Ha4ajHUM 33 HUX0BY U3paay,
npeseHTaLujy, peuenyujy u JokyMeHTaLujy.

(makcumanHm Bpoj noexa 100)

Ksanutet macTtep npojekra: 70 noeHa. Ksanutet BepbanHe
eKcnnukaumje, opbpaxe
npojekta: 30 noeHa.
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yBoay CTYOUWJE CABPEMEHE YMETHOCTH 2

ap Lakosuh HeseHa; ap Lietuh Mapwena; Panajuh Csetosap, mp LUnbanuh
Bara

1360pHU NpeameT

8
YnucaHe macTtep akagemcke CTyamje

Linure npeameTa je ynosHaBatbe CTydeHaTa ca HajsHauajHujum Teopujama ( 1 npakcama)
YMETHOCTU Apyre nonosuHe XX Beka.CBpxa 0BOr nNpeameTa je npyxarbe cBeobyxsaTHor
npernefa caBpemMeHe YMETHOCTM W Teopuje, koju he kaHamaaTa MHOpMUCATH N NPYXUTYA
My moryhHocT aa ofabepe 1 Teopujcki okycupa obnacT ceor MacTep paga.

CryneHT Tpeba aa oBnasa no3HaBakeM HU3a PasnnUUTUX Teopuja CaBpeMeHe YMETHOCTH
WwTo he My OMOryRUTI KOMNETEHTHO ,YuTame” 1 aHanu3y yeMTHUYKUX gena u3
pasnuuUTUX YMETHOCTM (My3uKa, UMM, IMKOBHE YEMTHOCTM, apXUTEKTYpa, Urpa, HOBM
purutanyn megujn) 20. 1 21. Beka, Te, y Cknagy ca TUM, U NpoaybrbeHo 13yyaBatbe Teme
kojy je onabpao 3a cBoj macTep pag. [lopep Tora, 04 CTyaeHTa ce oyekyje aa byae
cnocobaH f1a y4ecTByje y KpUTUYKIAM, aHANUTUYKUM W Teopujckum febaTama, kao v ga
OBMafa TeXHMKOM NiCakba Hay4YHOr eceja 1 KpUTUYKOT TeKeTa.

Teopujcka HacTaBa oDyxBaTa HU3 npepaBarwa M3 cnegehux obnactu: 1. CaBpemeHa
YMETHOCT W kynTypa; 2.1 3. Teopuje ymetHocTu gpyre nonosuHe 20. u 21. Beka; 4.
CTpyKkTypanu3am W yMeTHOCT KacHOr MogepHuama; 5.1 6. lMapagurme w wpeonoruje
KacHOT MOZEpHU3Ma Yy BWU3YerHWM YMeTHOCTUMA, MeaujuMa W apxuTekTypu; 7. u 8.
®docTepoBa Teopuja aBaHrapge Yy BM3yenHUM yMETHOCTUMaA, MeaujuMa W apXUTeKTypu;
9.HeoaBaHrappa u koHuentyanHa ymetHocT; 10. u 11.MNoctmogepHe Teopuje - Teopuje
NoCTCTpyKTyparmama M nocTmogepHusam;  12.Teopujcka  ncuxoaHanuaa W
ymeTHocT/kynTypa apyre nonosuHe 20. 1 21. Beka; 13. YMeTHOCT HoBUX Meauja; 14. n 15.
Untarse 1 guckycuje.

MpaktuyHa HactaBa obyxsaTa Bexbe Ha kojuma he CTygeHTW HenocpegHo 6uTw
YNO3HaBaHW ca MPUMEHOM Mpe3eHTOBaHWX Teopuja y yMeTHUYKUM npakcama 20. n 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. Migko Suvakovi¢: 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. Sabol¢i, Miklo3: 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.
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Bpoj yacosa akTuBHe
HacTaBe

MeToge n3sofera
HacTaBe

OueHa 3Hata

aKTUBHa HacTaBa: 6 Teopujcka HacTaBea: 2 lMpakTnyHa HacTaBa: 4

MpenaBatba, AUCKyCHje, NPaKTUYHA HacTaBa, CTYAMCKN UCTPaXvBaYku pag,.

MpeaucnutHe o6aBese: 60 noeHa 3aBpwHu ncnut: 40 noeHa
aKTUBHOCT Y TOKY Npejasarba 10 nucmenu uermt - 10
npakThyHa HacTaea 10 ycmenn memt 30
KOMOKBHjyM 20

cemMuHap 20
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KYNTYPHA MOJIMTUKA U KYNTYPHA NMPABA

ap LUsetuyanuH M. Mpeapar, goueHT Akagemuja ymeTHoCTM y Huwy, ap
MuxarbuHal C. Huna, poueHt ®L1Y, ap Oparuhesuh Wewwnh MuneHna, npod.
emeputa YY

n3bopHK NpeameT
6

YnucaHe macTtep akagemcke CTyauje 04HOCO oaroBapajyhn cemectap CrinyHor
CTYAMJCKOr Mporpama 3a CTyZieHTe Y Nporpamy pasmeHe

Linrs npeamerta je Aa CTyaeHTMMA NpeHece HEONXOAHa 3Hakba 1 BeLUTUHE 3a
pasymeBare MoAena u UHCTpyMeHaTa KynTypHe NonuTuke, Te Aa um omoryhu
YKIby4mBakse y KynTypHo-nonutuuke aebare n npoece nobuparsa 1 3aroaparba
(lobbying and advocacy), npeacTasu npernes onwuTe 3akOHOAABHE PerynaTuee Koja ce
TYe KynType Ha eBPOMCKOM HUBOY, Kao W perynaTuse 3emarsa jyrouctoyHe Espone,
UCTOBPEMEHO Hyaehu MPaKTUYHY aHann3y TeXHUKa U MHCTPYMeHaTa, npeacTasu
MefycobHW OAHOC KynTypHE NonuTUKe, NpaBa U eKOHOMWjE, W Aa NPYXK 3Hakba Y [OMEHY
ayTopCKWX npaea, kako MeflyHapogHe Tako 1 gomahe perynaTtuse, HEONX0AHa Y BOReky
YMETHUYKMX NpojekaTa 1 MeHalLIMeHTa yCTaHoBa KynType.

HakoH 3aBpLueHor kypca cTyneHTv he ctehn noTpebHe BeLwTHE 1 CNOCOBHOCTM 3a
npey3umatse akTUBHe yriore y NpoLiecy AOHOLIEH:A KIbYYHUX OAMYKa O KyNTypHOM pa3Bojy
W An3ajHUparby KynTypPHUX NONUTIKA Ha HALIMOHAMHOM, PErUOHaNHOM W NIOKanHOM HUBOY
jaBHUMX ynpaBa. 3a cBaky 06nacT yMETHOCTU CTYAEHT he ynoaHaTh u oaroBapajyhe
Mogerne WHCTpyMeHaTa KynTypHux nonutuka y Esponu. CTyaeHT he ctehu sHara o
npoLiecuma KynTypHe nonmuTuke, kao Aeny jaBHe NONUTIKE, KpO3 ONLITY nerucnaTuay u
nojenHaYHa 3aKOHCKa akTa perneBaHTHa 3a KynTypHU MeHayMeHT. CTydeHT he, Takohe,
cTehn HeomnxoAHa 3Hakba O 3alUTUTI ayTOPCKWUX Npasa U MOryRHOCTMA YCTaHoBa KynType
1 YMETHMKa Aia Kpo3 3alUTUTY OCTBape AoAaTHe npuxoae.

Teopujcka HacTaBa

lMpepaBarba y OKBUPY Kypca KynTypHe NonnTUKe Cy MHTEPaKTMBHA 1 OpraH13oBaHa y Tpu
KOH3WUCTEHTHE LenuHe Koje u3soge npodecopn w3 Ppanuycke, Xpsatcke u Cpbuje:
KynTypHe nonutuke EBponcke yHuje, KyntypHe nomutuke Ha bBankaHy u HaumonanHe
KynTypHe nonutuke. Kypc obyxBaTa 1 paguoHuLe: kako ce nuwe policy paper v kako ce
NPUOPUTETA MUHUCTAPCTBA KYNTYpe U3paxasajy KPo3 KOHKYpCHe NpUOpUTETE W yroBope
ca WHCTUTYUMjama KynType u cn. /13a3oB 3a kpeaTope KynTypHe MONWUTUKE je Kako Aa
ycarnace 3alTuTy NO3WTUBHWX KapakTEepUCTMKa WHCTUTYLMja YMETHOCTU U KynType ca
KPEaTMBHUM OWHAMM3MOM 1 WHOBALMjOM y CBUM 0BNacTuM yMETHOCTM U Hayke, Kao
kako ga npumeHe Ty BpcTy nonutuke. CTora je BaxHO Aa ce carnepajy 43asoBu
noTeHUMjanu CTBapatba 3aKOHCKE perynatuBe Kkoja Ou momorma ocCTBapuBary TWX
unrbea. Kpoa kommapaTuBHy aHanu3y ayTopckor mnpasa W npobrnema Herose
“MnneMeHTaLuje y 3emrbama TpaH3uLnoHe ekoHomuje obpafueahe ce 1 acnekTu Be3aHu
3a 3aLUTUTY KaKo ayTOpCKMX, CTBapanaykux, Tako 1 M3BORadkux Manux npasa.

1. Krby4Hu nojMoBwW KynTypHe nonuTuke; 2. Victopuja KynTypHUX nonutuka — og Mpuke o
CosjeTckor caBe3a; 3. Victopuja KynTypHUX NONMTWKA — KynTypHa nonuTika KparbesuHe
Jyrocnaeuja, COPJ n CPJ; 4. Uctopuja KynTypHuX nonutuka — Manpoosa kynTypHa
nonutka y ®paHuyckoj; 5. Wctopuja KynTypHWx nonutka — [nasepoBa KynTypHa
nonuTika y Hemaukoj; 6. Hueon kyntypHe nonutuke; 7. Mogenm kyntypHe nonutuke; 8.
WHCTpymeHTU KynTypHe nomuTuke; 9. 3akoHCka perynatBa Bes3aHa 3a KyNTYpHy
nonmtuky; 10. OpHoc KynTypHe monuTuke 1 npaea; 11. OgHOC KynTypHe MONUTMKE U
ekoHomuje; 12-13. AyTopcka npaea; 14-15. MpeseHTaumje CTYAEHTCKIUX pafoBa

MpakTuyHa HacTaBa
AHanu3a MHCTpyMeHaTa KynTypHe NOMUTUKE Ha NoKanHoM W MefyHapoLHOM 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://lgi.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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OueHa 3Hata

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  Teopujcka HacTasa: 2 npakTuyHa Hactasa: 3

npeaaearba, Bexbe, Auckycuje u eBanyauuje MeflyHapoaHUX KOHBEHLMa.

(makcumantm 6poj noexa 100)

MpeancnutHe obaBese: 30 noeHa 3aBpwHu ucnut: 70 noeHa
aKTWBHOCT Y TOKY NpefaBara 20 nucmenu nermt - 50
MpaKTM4Ha HacTasa 50 ycmenn memt - 20
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yBoa Yy CTYOQUJE MEQUJA 1
ap Mupjasa Hukonuh; op HeseHa [Jakosuh

36OpHI NpeameT
6
YnucaHe mMacTep akaziemcke CTyauje

OmoryhnT CTyaeHTy Aa ce ynosHa ca OCHOBHUM NOjMOBMMA, TEOPUJCKUM NONA3ULLTUMA,
MCTOPWjCKOM reHe30M pa3Boja Meauja ca akLeHToM Ha bygyhHocT Meauja cdepe koja je
MOA CHAXHUM yTULIajeM AuruTanuaatmje, MpexHor noBesnBarba U UHTEpPakTUBHOCTY Kao
eneMeHTMMa BaXHUM 3a pa3ymeBarbe Mefuja u Meaujcke komyHukavymje. Ha ocHosy
CTEYEHMX 3Hara Of CTyAeHTa ce o4eKyje Aa pasyme Meaunjcky TEOpUjy U aKkTyenHy
npakcy, Aa passuje aHanMTUYKO-KPUTUYKW OJHOC Npema cagpxajuma, hopmama,
(byHKLMjaMa, CTPYKTYpama, 3Ha4erumMa Meamjckix TEKCToBa, a MOTOM W edekTuMa,
yTULajuMa 1 yKynHOM MMNakTy Meauja y ApyLITBEHOM, NONUTUYKOM, KyNTYPHOM W
YMETHUYKOM aMBUjeHTy.

Mo 3aBpLUEHOM KypCy M HA OCHOBY CTEYEHMX 3Hatba, CTYAEHT 61 Tpebano fa byae y
MOryAHOCTW KpUTWYKU M TEOPUJCKM YTEMESHEHO aHanM3upa CaBpEMEHI MeaMjCKi
ambujeHT 1 Meaujcke TEKCTOBE, Aa NPENo3Ha pasnnunuTe Meaujcke popme 1 xaHpoBe, Aa
pasyme pasnuuute obnuke Meanjcke NPOAYKLME U MHCTUTYLIMOHANHOT OpraH13oBatba
Meavja.

Teopujcka HacTaBa:

1. [lebuHncare OCHOBHMX MOjMOBA — MACOBHO APYLUTBO, MacoBHa KynTypa, MacoBHU
Meauji, KkpeaTWBHe W Meamjcke wHApycTpuje 2-3. WctopujaT — reHesa u esonyuuja
MacoBHUX Meauja; 4. Teopujcku U enuCTEMUONOLLKWA NPUCTYN MeaunjuMa 1 Meauja cdepu
(Bersamun, AgopHo, MaknyaH, Bapt, BpetoH, uanep, Xon, ®uck, MaHosuy, Kactenc); 5.
[pylwTBeHe 1 ekcrpecuBHe kapaktepucTuke meauja; 6. PyHkuuje u aucdyHkumje meauja;
7. Crpyktypa Mmepmjckor Tekcta; 8. Mepgujcke ¢popme — konapaTuBHa aHanu3a; 9.
YmeTHocT u macoBHu Meauju; 10. Tybrvka; 11. Teopuje meaujckux yTuuaja u edekara;
12. Etuka meguja; 13. Mepmjcka nonutuka M Mogenn Meawmjckux opraHusaumja; 14.
[uckycuja Ha Teme ycknafeHe ca caBpeMeHnM Tpergosuma y cpepu meauja; 15. Ucnut —
pasroBop 0 Temama Koje cy 6une npegmeT nNpefasarba W yCMeHa oabpaHa ceMuHapekor
paga

MpakTuyHa 3Hawa: AHanuaa ogabpaHux MeaujCKMX TEKCTOBA U cafpxaja y hyHKLmjW
oapheHnx MeTOLCKNX jeanHuLa.

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

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

. Herman, Edward S., Mekéesni, Robert V. (2004) Globalni mediji, BG, Clio
. Lorimer, Rolend .(1998) Masovne komunikacije, BG, Clio

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

. Mpajc, CTjyapt (2011) VayyaBare meauja, BT, Knuo

. Tjypoy, Llosed (2012) Meauju gaHac 11 2, BT, Knvo

. Mek KeuH, [., (2006) Tenesuauja, bI', Knwo,

. LWwnHrnep, M. n Bupunra C. (2002) Paguo, BI', Knno

aKTVBHa HacTaBa: 2 TeOpVIjCKa HacTaBa: 2 NpakTU4Ha HacTaBa: 0

npedasara ca UHTePaKTUBHUM eNeMeHTUMa, nwcxycwje v pebare, CeMUHapCKn pagoBu.

(makcumantm Bpoj noexa 100)

MpeaucnutHe o6aBe3e: 60 noeHa 3aBpwHu ucnut: 40 noeHa

aKTWBHOCT Y TOKY NpeAaBata 10
cemuHap 50

NUMEHN UCTIUT
ycmeHn meut 40
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Hasus npegmeTa
HacTasHuum
CapapHuum
Crartyc npegmeta
Bpoj ECIB

Ycnos

Lnre npegmeta

Wcxop npeameta

Cappxaj npeameTa

Nutepatypa

Bpoj yacoBa akTuBHe
HacTaBe

MeToge n3sohera
HacTaBe

OugeHa 3Hama

PA3BOJ KPEATUBHUX TUMOBA
ap VipeHa Puctuh

36OpHI NpeameT
3

YnucaHe mactep ctyavje

CTVILl,aH:e 3Haka U BEWTUHa y [OMEHY BOf]eH:va n pasaoja KpeaTuBHUX TUMOBa W
yno3HaBake€  CTydeHaTa Ca Hay‘-lHO-TeOpVIjCKVIM cuctemMoMm U CaBpeMEHUM
UCTpaxuneamnuMa KpeaTnBHOCTH KOja Ce MOory NPUMEHUTN y BUPTYENTHOM OKPYXEHY.

Og cTyaeHaTa ce o4ekyje Aa Ha kpajy kypca 6yay cnocobHu 3a aHanmay peneBaHTHNX
TEopuja U UCTpaxuBaksa, kao 1 3a NPUMEHY CTEYEHUX 3Hakba 13 0BnacTu ncuxonoruje
KpeaTUBHOCTU Y NPOHECHOHATTHO]j NPaKCH.

Mpukas 1 aHanuaa Krby4HUX UCTpaxmBarsa KpeaTUBHUX TMMOBA (OKYCUpaHUX Ha NMpoLEC,
MOTMBaLMjy M pa3Boj cnocobHoCcTU. PasmaTparse MpUHUMMNA penauuoHe M KONeKTWUBHE
KPeaTMBHOCTW, METOZOMNOLKAX AWMEMa W NUTawa, ca nocebGHUM OCBPTOM Ha creaehe
Teme:

1-2. Hosu nuagepcku Mogenu: pasymeBatbe AMHaMMKe W pas3Boja MbyACKUX pecypea y
OKBMPY TUMOBA

3-4. MNojam kpeaTWBHOr TUMA: YCMOBW HacTaHka W aHanu3a noTeHuujana. CaBpemeHa
UCTpaXwBatba TUMCKOT paja W OpraHu3aLMoHe KpeaTUBHOCTY .

5-6. dopmupatbe kKpeaTUBHUX TUMOBA: aHanmMaa, NaHupakse, cenekuyja u obyka.
7-8. MoTuBaLMOoHa OCHOBa KpeaTWBHOT NpoLieca 1 KOHLenT MOTUBALIMOHE CUHepruje.
WctpaxuBara edekata MHTPUH3NYKUX W ECTPUH3MYKMX (haKTopa Ha AMBEPreHTHY
npoayKuujy.

9-10. CTpykTypa 1 OMHamuka KpeaTMBHUX TUMOBA: y4ere W HanpedoBare (passujarbe
TaneHTa)

11-12. Ycnosu 3a pa3soj WHOBaUMje U HOBWUX Mogena. KOHTeKCTyanHa orpaHuyersa,
npenpeke u npobnemu. Edextyn rpynHe knume.

13-14.  Kpewpatbe 3ajegHuuKuX BPEQHOCTH, W yriora OpraHnu3aLmnoHe KynType Y Winpersy
JomeTa kpeaTusHe npoaykumje. Telkohe y usrpagmu nypanucTUYkuX mogena

15. Esanyauuja u TexHuke Meperba

= Mandi¢, T. & Risti¢, 1. (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

Teopujcka HacTasa: 2 npakT1iHa Hactasa: 0

Mpenasatba, AUCKYCHjE, padMoHULe, CeMUHapK, AeMoHCTpaLuje rocTyjyhux ekcnepara,
“cTpaxusaykv npojektn. Mpeosnafyjyhu HauMH paga y OKBUPY YacoBa YMHW AnjanoLuka
MeTofa, koja noapasyMeBa akTUBHO yyeluhe CTyaeHaTa y pasroBopuMa o Temama koje cy

npesMeT NpeucnuTMBaka. IHTePaKTUBHOCT Y pady Ha NpeAMETY MOCTUXE Ce U Kpo3
yyelwhe CTyaeHaTa/CTyaeHTKUA Y paanoHULAMa U KDUTUYKUM NPUKA3MMa UCTpaxmBaksa.

(makcumantm Bpoj noexa 100)

MpeaucnutHe o6aBe3e: 40 noeHa 3aBpwHu ucnut: 60 noeHa

aKTWUBHOCT Y TOKY npefaBara 30 nucMerm uermt 60

penoBHO noxahare HacTaBe 10
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Hasus npegmeTa
HacTasHuum
CapapHuum
Crartyc npegmeta

Bpoj ECIB

Ycnos

Lurb npegmeta

Mcxon npeameta

Cappxaj npeameTa

Nutepatypa

Bpoj yacoBa akTuBHe
HacTaBe

MeToge nsBohera
HacTaBe

OueHa 3Hamwa

HTML5 U JAVASCRIPT 3A BUOEO UT'PE
ap Cawa Mankos, BaHp. npod; aAp HuHa Pagojuyuh, goueHT,
Arba BykypoB, acucTeHT

36OpHI NpeameT
3

YnucaHe macTep akagemcke CTyauje Ha nporpamy YMETHOCT 1 Au3ajH BUAEO
urapa

YnosHaBatbe ca 0CHOBHUM BEG-TeXHOMorMjama 1 TexHukama 3a nporpamuparse urapa 3a
Beb.

CTyneHTV OBnagaBajy Kiby4YHUM caBpeMeHUM Beb-TexHomnorvjama, a npe ceera 0CHOBHUM
enemenTuma jesnka HTMLS, CSS u JavaScript. CtyaeHTH cy ocnocobrbenu ga
camoCTarHo npase jefHOCTaBHe BUAeo urpe 3a Beb v ga nomohy npenopyyeHe 1 apyre
nuTepaType caMocTanHo Aarke yHanpehyjy caoja 3Hakba y Toj obnactu.

1. ApxutekTypa Beba: KnujeHT-cepeep apXuTeKkType, KOHLENTU W nojMoBK Beba, OCHOBM
KoMyHuKaLumoHor npotokona HTTP, nojam Beb-cepsepa u Beb-knmjeHTa, KOMyHUMKaLuja
nporpama u Beb6-cepeepa. 2. HTML kao jeauk 3a onucuBare CTPYKTYpe AOKyMeHaTta
DOM kao mofen 3a pasymMeBatse U pykoBarbe CTPYKTYpoM AokymeHata. 3. CSS kao jesuk
3a OnucuBare BM3yanHe penpeseHTauuje okymeHaTa. 4. YBog y Jasa-ckpunT w
koHTpony DOM-a. 5. JSON - 3anucuBarbe pecypca 1 koHdurypaumje cucrema. 6. HTML5S
— NnaTHO 3a LpTake, OCHOBHE TEXHWKe LpTawa. 7. HanpegHuje TexHWke LpTama,
nytare, kpuee, butmane. 8. Koncyntauuje. 9. Anumaupja. 10. OBjekTHO nporpamuparse
Ha jesuky JaBa-ckpunt, onucuBare objekata. 11. ,Knace* kao wabnoHn objekaTa.
12. WHTepakuuja ca Tactatypom u muwem. 13. Konusuje u uHTepakumje objekata.
14. Cnajare cBera y LenuHy — NokpeTawe M KOHTpona w3spluasawa. 15. OcBpT Ha
HanpegHe moryhHocTu: 31 rpadhmka, KoMyHuKaLmja 1 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. [pyra ogrosapajyha akTyenHa nutepaTtypa

npakTyHa HacTaga: 2

aKTUBHa HacTaBa: 3  Teopwjcka HacTaBa: 1

lMpeameT ce peanuayje kKOMBMHALWOM NpeaBatba, MPaKTUYHOT paga 1 KoHCynTaumja.
MpenaBatba YKIby4yjy TEOPUjCKE OCHOBE CBaKe 0 TEMATCKMX LienHa. MpakTuyaH pag,
0byxBaTa UMNIeMeHTaLMjy HaBEAEHNX KOHLienaTa y nporpamcKkoM jenuLmky 1
ogroeapajyhem anaty. MpaktuyaH pag ce 0baBrba camocTanHo, 3a paqyHapom, y3

CTanaH KOHTaKT Ca HaCTaBHUKOM U CapagHNKOM. y TOKY Kypca npenBMheHa je n3paga
CamoCTanHor CeMmnHapckor paaa / npojeKTa.

(makcmantm 6poj noexa 100)

MpeaucnutHe o6ase3e: 70 noeHa 3aBpwHu ucnut: 30 noeHa

CeMuHapcKku paj 20
MPaKTUYHU UCINT 50

ycmenn mermt - 30
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Hasus npegmeTa
HacTasHuum
CapapHuum
Crartyc npegmeta

Bpoj ECIB

Ycnos

Lurb npegmeta

Mcxon npeameta

Cappxaj npegmeta

Nutepatypa

Bpoj yacoBa akTuBHe
HacTaBe

MeToge nsBohera
HacTaBe

OueHa 3Hamwa

OUrUTANHA OBPAJA 3BYKA U CITUKE
ap Cawa Markos, BaHp. npod
Munan Yyryposuh, acucuTeHT

36OpHI NpeameT
3

YnucaHe MacTep akagemcke CTyauje Ha nporpamy YMETHOCT 1 Au3ajH BUaeo-
urapa

Yno3HaBare ca OCHOBHUM KoHuenTuma o6paqe 3BYyKa U CruKe, Kao U Ca TEXHWKama 3a
nporpamupatse obpaae 3Byka W Crivke Ha nporpamckom jeauky Python.

CTyneHTV OBnagaBajy OCHOBHUM TeXHUKama aurutanHe obpaje 3Byka, Cuke U BUOEO
3anuca nomohy nporpamckor jeauka Python. CTyaeHTn cy ocnocobrbeHu fa camocTanHo
npase YMepeHo CrioxeHe nporpame 3a 0bpafy 3anuca 3Byka, Crvka 1 Biuaea, kao v aa
noMony nNpenopyyeHe 1 apyre nuTepatype camocTanHo Aarbe yHanpehyjy cBoja 3Hara y
T0j 0BnacTy.

1. OcHoBe paja ca puruTanHum 3syyHuM 3anucuma — MIDI w TanacHu 3anucu. 2.
Bubnuoteke audioop u simpleaudio. 3. Bubnuoteka pydub 3a pag ca aurutanHum
TanacHum 3anucuma. 4. bubnuoteka mingus 3a pag ca MIDI 3anucuma. 5. OcHose paga
ca guruTanHuM 3anucuma Crnnka — BekTopcke W ButmanupaHe cnvke. 6. Bubnuoteka
svgwrite. 7. Bubnuoteka svglib. 8. KoHcyntauuje. 9. Bubnmuoteka scikit-image. 10.
Bubrvoteka OpenCV-Python. 11. Bubnmnoteka pgmagick. 12. OcHoBe paga ca Buaeo
3anucuma. 13. Bubrnmoteka moviepy. 14. Bubrmoteka scikit-image. 15. Bubnuoteka
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. lpyra ogrosapajyha akTyenHa nutepatypa

aKTMBHa HacTaBa: 3 Teopujcka HacTasa: 1 MpaKkTM4Ha HacTaga:; 2

lMpeameT ce peanuayje koMOWHALMjOM MpefaBarba, NPAKTUMYHOT paja M KOHcynTauwja.
MpenaBatba YKIbYYyjy TEOPUjCke OCHOBE CBake Of TeMaTCkux LienuHa. MpaktuyaH pap
obyxBaTa WMMNeMeHTauWjy HaBeAeHUX KOHLUenata Yy MporpamckoM jesuuuky W
ogroeapajyhiem anaty. [pakTuyaH pap ce obaBfba CamMOCTarHoO, 3a payyHapoM, y3
cTanaH KOHTaKT Ca HaCTaBHUKOM M capagHWkoM. Y TOKy kypca npepsufieHa je u3papa
camoCTarlHor CeMMHapCKor paaa / npojekTa.

MpegucnutHe o6aBese: 70 noeHa 3aBpwHu ucnut: 30 noeHa
CeMWHapCKM pag 20 ycmenn memt - 30
NpaKTU4HK pag 50
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Hasus npegmeTa
HacTasHuum

Crartyc npegmerta
Bpoj ECIMNB
Ycnos

Linrb npegmerta

Mcxon npeamerta

Cappxaj npeameTta

Nutepatypa

Bpoj yacosa akTuBHe
HacTaBe

MeToge n3sofera
HacTaBe

OueHa 3Hamwa

MOMyJNAPHA BU3YENHA KYNTYPA
ap Anekcangap Jankosuh, BaHp. npod, Mp Barba LUnbanuh, goueHt

1360pHU NpeameT
3
YnucaHe macTtep akagemcke CTyamje

Linre npeameTa je ga omoryhn CTyaeHTy yBuA y pasnnuute Teopuje nomnynapHe Bu3yernHe
KynType Kao W nokyLaj fa ce OTKpWjy penauuje nonynapHe KynType 1 ugeonoruja, anu u
Be3e u3mehy nonynapHe KynType 1 npakcw T3B. BUCOKMX YMETHOCTU. Y BE3u ca TUM, Unsb
npeameTa je Aa oMoryhin npakTUyHO yKIbyumBakbe CTyAeHaTa y Teopujcka UCTpaxmBarba
nonynapHe KynType 1 yMETHOCTH.

Kao ucxop aHraxoBara Ha nNpeaMeTy o4ekyjy ce criefehu pesynTaTi: ycBajame oniuTmx
TEOPM|CKO-KPUTUYKIMX NPETMOCTaBKM 3a pasyMeBarbe AernoBarsa NonynapHe Kynrtype y
JaHallkeM BpeEMEHy, NOTOM eneMeHTapHa Meaujcka MMCMEHOCT Y KOHTEKCTY ,YuTama’
onpefeHnx NonkynTypHUX (peHOMEHa, Te YCMOCTaBbakbe KPUTUYKO-aHANUTUYKOT OAHOCA
npema akTyenHuM nonKynTypHUM nojaBama y nepMaHeHTHUM NpoMeHama JOMUHAHTHUX
Meaujckux HapaTusa. 1o 3aBpLUETKY HacTaBe U3 NpeameTa of CTYAEHTa Ce oyekyje Aa
MOXe [a NPUMEHM PasnuumnTe NocTynke TEOPUJCUKOT U KPUTUYKOT TyMaversa
WHTepnpeTaLyje nojasa U3 JOMeHa nonyrnapHe Kyntype, 1 NpeseHTupa ux y oksupuma
KPUTWYKM MOCTYNMPAHOT Hay4HOT TeKCTa, kao 1 aa Byae y cTawy Aa BepbanHo
npobnematuayje heHoMeHe npakcy nonynapHe BU3yenHe KynType.

[edunHucarbe OCHOBHWX NOjMOBA BUCOKE U HUCKE KYNTYpe, OUjaXpPOHUJCKO U CUHXPOHM|CKO
npahetse cbeobyxsaTHor cheHoMeHa nonyrnapHe KynType. Kypc ynosHaje cTygeHTe ca
UCTOPUJCKMM TOKOBMMA W CaBPEMEHWM CTPEMIbErUMA, o Teopuja PpaHkdypTCKe Lkone
(ApopHo, Xopxajmep) npeko Poxaka go Ketpun Mukctok n Mpuna Mapkyca, kao 1 ca non
KynTypHUM npakcama. AHanusa ogabpaHux Meaumjckux TeKCToBa M cagpkaja u3 norba
nonynapHe BW3yerHe KynType (pasnuuuTi npumepu, MHCEPTW) Yy dyHKumMiu oapheHnx
METOLCKUX jeAnHuMLa.

Teme npegasarba: (1) JedmHucare OCHOBHIX NOjMOBa BUCOKE M NOMyNapHe KynType, (2)
Crypuje BuayenHe kyntype, (3) CTyauje B1u3yenHe nonyanpHe Kyntype, (4) Oujaxporujcko
npahete nojasa BU3yenHe nonynapHe kyntype, (5) CuHxpoHujcko npahetse nojasa
nonynapHe Bu3yenHe kynType, (6) YKaHpoBu 1 aucCLMNIUHE NomnyrnapHe BU3yenHe
kyntype, (7) Ctpun, (8) AHumupanm cunm, (9) TB cepuje, (10) TB cnotoswm, (11) Buaeo un
komnjyTepcke urpe, (12) BusyenHa kyntypa 3abase, (13-15) Yutarwe gomahux 3apataka u
AUCKYCHje O UCTIMTHOM pagy.

1. Jankosuh, Anekcangap, [yr u kpuBygas nyT (QokTopcka aucepTtaumja "Butncu kao
kynTypHu aptedakt"), Beorpaa: Peg Bokc., 2011 (npBo un3garse 2009);

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

3. Kosauesuh, VBaH. Ypbanu Putyanu. Kyntypa, Beorpaa, 1982;

4. Kop, ®unun. Kemn, nax koja rosopu uctuxy.. Penge, Beorpag, 2003;

5. Bajng, Ockap. MponacT larawa. beorpag, Manaeja, 2000;

6. Munena Jparvhesuh-lWewuh. Heodork kyntypa: nybnuka v eHe 3se3ge. Hosu Cag:
1994;

7. duck, Llon. MonynapHa kyntypa. Knvo, Beorpag, 2001;

8. [lakosuh, HeeHa. Menoapama Huje xaHp. Mpometej Hosu Cag 1999;

9. JoaHos, CseTucnas. Peunuk MoctmoaepHe. MeonoeTuka, Beorpaa, 1999.

aKTWBHa HacTaBa: 2  Teopwjcka HacTaBsa: 2 npaKkTUyHa HacTaBa: 2
npedaBara y3 UHCepTe, ANCKyCuje, CTYAMCKN UCTPaXMBaYKM paj

(makcumantm 6poj noexa 100)

MpeancnutHe obaBese: 60 noeHa 3aBpwHu ucnut: 40 noeHa
aKTWUBHOCT Y TOKY NpefaBara 10 nucmenu nermt - 40
cemuHap 50
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Hasus npegmeTa
HacTasHuum

Crartyc npegmerta
Bpoj ECIMNB
Ycnos

Linrb npegmerta

Mcxon npeameta

Cappxaj npegmeta

Nutepatypa

Bpoj yacosa akTuBHe
HacTaBe

MeToge n3sofera
HacTaBe

OueHa 3Hamwa

MNECHE KYNTYPE CBETA
ap CeneHa Pakouesuh,

1360pHU NpeameT
3
YnucaHe macTtep akagemcke CTyamje

Liurb kypca je ynosHaBatbe CTyfeHaTa ca pasnuyuTUM KOHLENTUMa Tena, NNecHnX NokpeTa 1 niecHe
My3uKe Yy LvBUNM3aLMjama He3anagHor CBeTa Kpo3 MHTepaKTUBHO AUCKYTOBakbE CTyAMja cryvaja
PasNUYMTIX NPaKCU HUXOBOT YMETHUYKOT UHTEPNPEeTUPaba U MEAM|CKOT EKCMIOHMPakba.

o okoHuary HacTase of CTyfeHaTa Ce 04ekyje pasymeBarbe ,NNecHor Apyror Kpo3 noumare
KOMMIEKCHUX 1 XeTEPOreHnx 0aHOCa Npema Teny, NOKPETY W NMNECHO] My3ULM Y pasiuuMTum
KynTypama cBeTa, Te carnefaBare AujanoLLkux noTeHUmjana nnecHe yMETHOCTM Y OOHOCY Ha ke
OKBMPE €BPOMOLIEHTPUYHOT KYNTYpHOT Hacneha.

1. KoHuUenTyanHo-Teopujcka nonasuLTa: eTHOKOpeonoruja, urpa, nnec; HactTaHak eTHOKOpeonoruje;
2)Teopuije o urpu/nnecy (hophesuh, XyusuHra, Kajoa,); nojam eTHUYKOT, HALMOHAHOT 1
BEpHaKynapHor nreca; nojam Npe3eHTaLMoHOr U NapTuLMnaTopHor nneca (HaxayeBcku); KOHLenTy
nepchopMaTMBHOCTY LANeKOMCTOYHNX TpaauLMoHanHux ymetHocTh (Kaeppler); 3. Mnecosu
Abopuynna; 4. Mnecosm cybcaxapcke Adpuke; 5. INnecosu NonMHE3NjCKMx OCTPBCKIMX Hapoaa
(XaBaju, Hon 3enanp, ToHra); 6. Mnecosum ceBepHoamepuukux MHavjaHaua; 7. NMnecosm BUCOKNX
umBunu3aumja panekor ucroka (MHgoHesmja); 8. Mnecosn Gununuua; 9. MNnecosn BUCOKMUX
umBunu3aumja ganekor uctoka (Kuxa n Kopeja); 10. MNnecosn BUCOKMX LMBUNN3aLMja LaneKOr MCTOKa
(Janan); 11. Mnecosw WHawje; 12. Mnec v wamanxusam; 13. Mnecosu Typcke; 14. Mnecosn bankaxa;
15. Mpunpema ucnua.

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

. Tuxomup hophesuh, 1907. Cpncke HapopHe wurpe, CE30 IX, Cpncka kparbeBcka
akafemuja, 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 MarasauHosuh, 1951. UcTopuja urpe, MpocseTa, beorpag;

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

. [Jparocnas Llayesuh, 2005. Urpa, MpomeTej, Hosn Cag;

. 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  Teopwjcka HacTaBsa: 2 MpaKTU4Ha HacTasa:

MpenaBatba ca AeMOHCTpaLMjama no 3afaTuM TeMama; aHaNMTUYKO YMTate BULEO CHAMAKA;
JVCKyCuje y OKBUPY NpefaBatba; npunpeme kpahux u3narara cTygeHara

(makcumantm 6poj noexa 100)

MpeancnutHe obaBese: 60 noeHa 3aBpwHu ucnut: 40 noeHa
aKTWUBHOCT Y TOKY NpefaBara 10 yCMeHM ucnut 40
2 Konoksmjyma 10+10

CeMuHap 30
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Hasus npegmeTa
HacTasHuum
CapapHuum
Crartyc npegmeta
Bpoj ECIB

Ycnos

Lnre npegmeta

Mcxon npeamerta

Cappxaj npeameTa

Nutepatypa

Bpoj yacoBa akTuBHe
HacTaBe

MeToge n3sohera
HacTaBe

OugeHa 3Hamwa

AYOUO-NMPOAYKUWUJA'Y BUOEO-UTPAMA 2
ap ym. Ceetnana Caswuh, ap ym. Mapko CtojaHoswh,
KpuctnHa Mapkosuh

36OpHI NpeameT
3
Hema

Yno3HaBsate 1 caBnagaBatbe TexHuka paga y nporpamuma FMOD Studio u Unity engine y unrby
Kpevparba npakTU4HOT 3aaaTka ((yHKLMOHanHe 4emo CLeHe BUAEO-Urpe) Koju noapasymeBa pag ca
My31KOM, 3BYKOBMMA W avjano3umMa. Liurb je ga byayhu ausajHepn BUAeO-Urapa CTeKHy LWmpy yeug y
(hyHKLMOHMCakbE ayano-caapxaja y Buaeo-urpama, Wro hie NocneLunTyh hIXoBY KpeaTUBHOCT,
WHBEHTUBHOCT M pa3MuLLIbakbe NPY pa3sBojy BUAEO-Urapa.

HakoH oBor nporpama cTyfeHTV Tpeba fa CTEKHY BeLLTWHE pajja: Ca MHTEPAKTUBHOM MY3MKOM W Aa
YCMELLHO NMPUMEtbYjy PasnnyuTe TeXHUKE UMNNEeMEHTaLMje; ca MHTEPaKTUBHM 3BYKOM 1 Aa YCNeLHO
NPUMEbYjY PasnnuUTe TEXHUKE MMMNEMEHTaLM|E; ca MHTEPAKTUBHIM Anjanosvuma U [a yCreLHo
NpUMetbYjy pasnuynTe TexHuke uMmnnemenTauuje; y nporpammuma FMOD Studio u Unity.

1. WHTepaktuBHa Mysuka — pag y nporpamy FMOD Studio (Buww HMBO): a) YnosHasare ca
TeXH1Kama KOMMOHOBaksa 3a Bugeo-urpe (horizontal resequencing, vertical remixing); 6) YnosHaBarbe
ca TexHukama uMmnnemeHTaumje/nporpammparsa Mysuke; B) pojekaT WHTEpaKTUBHE My3uKe Koju
nogpasymeBa opraHusauujy noctojehux ayamo-Tpaka (cTemoBa) npema ogpefjeHOM cueHapujy
BMAEO-UrPe, Criyxehu ce pasnuuuTUM TexHUKkama UMnnemMeHTavpmje.

2. WHTepakTusHM 3ByKoBM — pap y nporpamy FMOD Studio (BuwwW HMBO): a) TexHuke kpeupara
3BYkOBa Y BuUAeo-urpama (ambujeHTanHn 3yBkoBwW, kopauu, loops, trigger sounds, wuTA.); 6)
OpraHsauwja aypuo-GhajnoBa (eKcriopToBare, MMEHOBate); B) YMO3HaBawe Ca TexHWkama
uMnnemeHTaumje/nporpammpara 3sykosa (loops, multi instruments, paHgomusauuja, napamerTpw,
uTa.).

3. ViHTepakTuBHM anjanosum — pag y nporpamy FMOD Studio (v HMBO): @) TexHuke obpaae rmaca
6) OpraH3auwja ayauo-chajnosa (eKCnopToBatLe, MMEHOBakE); B) iMnnemeHTauuja gujanora.

4. Kpevpare yHKUMOHaNHe geMo cueHe y Bugeo-urpu — pag y nporpamy FMOD Studio n Unity
engine (Buwm HMBO): a) FMOD/Unity nHterpaumja (noseansawe FMOD npojekTa ca Unity npojektom)
6) FMOD Studio npejekat Tpeba ga cagpxu Mysuky, 3By4He edekte u gujanore; B) Unity npojekat
nogpasymeBa fofaBate event-0Ba, kopuiiherse ckpunTy, trigger 3oHa, uta; r) Mosesusawe FMOD
Studio n Unity nytem onuuje live update, pagu MukcoBarba npojekta y TOKy TecTupatba BUOeo-urpe
(real time mixing).

Y 3aBWUCHOCTU Of CTPYYHe CpeMe CTyfeHaTa, kao 1 YCroBa 3a pag, 0Baj Ae0 npeorpama Moxe Aa
obyxBaTa pag y codTBeEpy 3a ayamo -NpoayKumjy, paj ca 3By4HUM BrubnuoTtekama kao 1 CTyamjcko
CHUMAkbE.

. 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.

aKTWBHa HacTaBa: 2  Teopujcka HacTasa: 2 npaKkThyHa HacTaea: 2
MpepaBatba, CTyAMje M aHanuaa cryyaja, CamocTanHu paj Ha KOMNOHOBakY My3WKe 3a BUAEO Urpe.

(makcumantm Bpoj noexa 100)

MpeaucnutHe o6aBe3e: 60 noeHa 3aBpwHu ucnut: 40 noeHa
aKTWBHOCT Y TOKY NpefaBara 20 MpeseHTaumja n ogbpaHa 30
KOMOKBUjyM-11 40 UCTIUTHOT paja
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Hasus npegmeTa
HacTasHuum

Crartyc npegmerta
Bpoj ECIMNB
Ycnos

Linrb npegmerta

Mcxon npeameta

Cappxaj npeameTta

Nutepatypa

Bpoj yacosa akTuBHe
HacTaBe

MeToge nsBohera
HacTaBe

OueHa 3Hamwa

OPAMATYPIr'nJA BUOEO UrAPA
ap ym. WeaH Mpaeawuh, pegosHu npocbecop Akagemuje ymetHocTH, YHC

1360pHU NpeameT
3
MonoxeH npeameT [pamamypeuja u uzpa

lMpegmeT Mma 3a LMrb Aa yno3Ha CTyAeHTe ca rpagnBHIUM eneMeHTIMa BUAEO Urapa, XKaHpOBCKUM
YCIMOBHOCTMMA, T€ NMPUHLMMMMA W NOCTYNLMMA KOjU Cy BUGEO UrPe YHUHWUMW HajMaCOBHU|UM
€KOHOMCKI HajyCreLLHU|M MEeSMjCKUM XaHpPOM Yy UCTOPHju.

CTBapatbe crvkama v apyrum meaujuma, kopuwwhere pasHoBpCHUX MHTepdejca, oMmoryhaBare
KOPUCHMLIMMA pa3H1X HOBOA MHTEPAKTUBHOCTH, CEKBEHLMpatbe cTopubopaa, pUMeHa paaujanHe u
(bpakTanHe gpamatypruje, Megujcke U HapaTMBHE CNELMMUYHOCTY NPOLLMPEHE W BUPTYaIHe
peanHoCTL... CaMo Cy Heke 04 Mofena Kojuma he cTyAeHTU OBnagaBath, kako 6u bunn y ctamwy aa
Kpeupajy CnoxeHe WHTepPaKTUBHE CTPYKTYPE KOje NNeHe rbYACKY Naxy.

Wcxop npeameta [pamatypruja Bugeo urapa je cnocobHOCT CTyAeHaTa fa pasymejy, ocmMucne u
Kpeupajy KOHLENT, cagpxaj 1 Hapauujy, kao u uHTepdejc urpe.

CryneHTu he BUTK NOACTaKHYTM Aa KPO3 NpeAaBatba, Bexbe W 3apaTke NpUMeHe 0Ba 3Hakba Kpo3
aHanuse u cuHTE3e Apamarypruje y BUaeo urpama.

Kpo3 komBuHOBaH MHAMBMAYANHM M TUMCKW pag, CTyaeHTH he GUTI 0CNoCcoBIbEHM Aa CaMOCTanHo U
y capatby ca apyrima, CTBapajy passojHe BUAEO WUrpe, MpeHoce CBoje 1aeje 1 KOMYHULMPajy Kako
ca ApyruM yMeTHULMMA, Tako 1 ca NpodyLeHTUMa, KOpUCHULMMA W jaBHoLLRy.

1. BuayenHo u BuanbunHo; 2. M3paxasare crivkom; 3. CekBeHumpatbe cnvka; 4. Crinka n
uHTEpakumja; 5. MHTepdejcu Buaeo urapa; 6. Wrpe n Hapatveu; 7. Mpasuna u HuBom; 8. Urpa v
MHTEpakTMBHOCT; 9.- XaHpoBu Bugeo wrapa; 10. HapatusHe urpe; 11. Urpe uckyctea; 12. Urpe kao
nHdopmaTnykn cuctemu; 13. Urpe kao gpywteeHe mpexe; 14. Vrpe y BUpTyanHoj peanHocTy v
npoLuupeHoj cteapHocTy; 15. KynTypa Bugeo vrapa

. BorpaHosuh Kocta, YBog y Bu3yenHy kyntypy, 3aBog 3a yibenuke, beorpaa, 2005.

. EpuyoH [enven, lpamatuka dunmckor jesuka, CTYREHTCKM KynTypHW LeHTap u
YHuBep3uTeT ymeTHoCTH, 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, dhyHKumja, 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  Teopwjcka HacTaBsa: 2 MpaKTU4Ha HacTasa:

CamocTanHo yyere kpo3 npakTuyaH pag nog pyKOBOACTBOM HacTaBHWKa, Y KOMOMHaLmju ca
npesasakbuma, Bexbama, AeMOHCTpaLmjama, CTYAEHTCKAM Npe3eHTaLmjamMa 1 KoHcynTaumjama.

(makcumanHm 6poj noexa 100)

MpegucnutHe o6aBese: 50 noeHa 3aBpLWwHM ucnuT: 50 noeHa
aKTMBHOCT Y TOKY NpefaBatba 20 OLieHa NpakTU4YHor paga 40
aHanuTUYK1 pag 15 npeseHTaumja paga 10
CUHTETWYKN pag 15
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Hasus npegmeTa

HacTasHuum
Craryc npegmerta
Bpoj ECIMB
Ycnos

Lurb npegmeta

Vcxon npeamerta

Cappxaj npeameTa

Nutepatypa

Bpoj yacosa akTuBHe
HacTaBe

MeToge n3sofera
HacTaBe

OueHa 3Hamwa

YMETHOCT, MUOEOJNOIMMJA, YTOMNUJA: KPUTUYKE NPAKCE
U MPAKTUYHU OBPTU
ap VBa Henuh

n3bopHK NpegmeT
3
YnuncaHe macTep akagemcke cTyamje

YnosHaBatse CTydeHaTa/kutba ca OnLUTAM TEOPM|CKIM, (IUNO30(CKMM U HAYYHWUM MHTepnpeTaLmjama
KOHCTUTYTMBHOT OIHOCA MAEONOruje M YMETHOCTU/KYNTYpe, Ca HarnackoM Ha pasnuunTiM
KOHLienTyanu3atmjama nojMa yMETHOCTM (nonynapHa, BUCOKa, HapoaHa/Myyka, aHraxosaHa,
yTONMjcKka/auUCTONMjcKka, aHTUYMETHOCT, YMETHOCT Kao npakca, YyMETHOCTU kao Aorafaj, yMeTHOCT kao
pag, YMETHOCT Kao MHCTPYMEHT n3Boferba ApyLUTBEHE MONK), Kao 1 TyMayeruma nojmMa uaeonoruje
(pa3nuunTe rpaHe Mapkcuama, ncuxoaHanuaa, CTyamje Kyntype, Kputudka Teopuja, hemmuHmaam), v
NpenneTeHoCT Maeonoruje, KynType 1 yMeTHUYKUX npakcu. [posofere cTyaeHaTa Kpo3 Teopujcke
mare CIOXeHWX, aHTaroHM30BaHNX 1 NOBE3aHNX CBETOBA, XaHPOBa 1 AUCKYpPCca YMETHOCTY U KyNType
XX 1 paHor XXI Beka, ca Harnackom Ha peBoIyLMOHAPHAM, EMaHLMNATOPHUM, YTOMUCKUM W
AUCTONMjCKAM auckypcuma. PacnpaBa gomeTa 1 rpaHuLa LejCTBEeHOCT MOAEPHE 1 NOCTMOZepHe
YMETHOCTU, K20 1 yMETHOCTM Y y foba KynType, Ha npumepy ogabpaHunx pedrneKkCUBHUX, KPUTUUKUX U
apTMBMCTUYKMX Mpakcy. [pegoyaBarbe CMeHa (Tpajatba, JOTpajanocTi, NPEoKpeTa, peBonyLmja,
peBuTanu3aLuja) napagurmn paga y yMeTHOCTU W KynTypu.

OBnapgaBarse CTyAEHTKUHa/HaTa 6a3nyHUM CasHabiMa 0 YMETHUYKUM U KynTypanHuM nojaBama,
XaHpOBMMa W CBETOBMMA Pa3NMUMTUX MLEONOLLKAX U eCTETUYKMX OpUjeHTaLuMja, Ymji je WAEONOLLKM
AUCKYPC LIEHTPUPAH OKO KPUTIKE (CBETa YMETHOCTH, APYLUTBEHWX pexumMa MohM, [OMUHAHTHUX
Juckypca) 1 npyxarba antepHaTiee (MHBeHUWja, MHTepBeHLuja, camoopraHu3aLypa, pesonyupja).
Pa3swjare ogrosapajyher Teopujckor Bokabynapa. OcnocobrbaBatbe CTyaeHaTa/kuba 3a
CamoCTarH, KpUTUYKW HACcTPOjeH, ayTopedNekCUBHI 1 TPaHCAUCLMNINHAPHU/MOCTANCLANNNHAPHM
NPUCTYN YMETHUYKAM W KyNTypanHuMm dheHoMeHnma.

1) YBoA y caBpeMeHe KpuTudKe Teopuje ymeTHOCTM 1 KynType (1); 2) YBOg y caBpeMeHe Kputnuke
Teopuje ymeTHoCTH 1 KynType (2); 3) OnwTi npucTynu naeonoruju n nojam ngeonoruje (y)
yMeTHOCTH; 4) YMETHOCT kao npakca nog naeonorujom; 5) YmeTHocT y foba kyntype; 6) YMeTHOCT 1
nporpec y ABaAeCceToM Beky; 7) PEMUHUCTUYKA YMETHOCT M POLHO UHTOHWUPAHE YMETHUYKE NpaKce;
8) ,Meke" ngeonowke antepHatme y yMeTHOCTH; 9) YTONMCKM AMCKYPCH Y NOSbY YMETHUYKOT paga;
10) YMeTHOCT 1 Muwwrbere pesonyuuje; 11) Aptususam; 12) Kputuuku npuctynu gpywrsy y
nonynapHoj ymetHocTy; 13-15) 3paaa, npeseHTaumja 1 KOMEHTap CeMUHapCKOr paga

. Adorno, Teodor (1970). ,O fetiSu u muzici i regresiji sluSanja”, Tre¢i program, god. II(1):
239-266.

. Dedic, 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

. Nenic, Iva (2009). Povratak proSlog: kriticki pristup ideologijama tradicije (magistarska teza).
Beograd: Univerzitet umetnosti (odabrana poglavlja).

. Neni¢, Iva (2012). ,Roze kiborzi i /de/centrirane ideoloSke maSine: preobrazaji muzitke

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

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

. Suvakovié, Migko (2006). Farenhait 387 — Teorijske ispovesti. Novi Sad: Orpheus;
Suvakovié, Misko (2006) Studije sluéaja — Diskurzivna analiza izvodenja identiteta u umetnickim
praksama. Pancevo: Mali Nemo; TkH 11: Self-Organization Issue (2006), Tekctosu no usbopy
aKTWBHa HacTaBa: 2  Teopwjcka HacTaBsa: 2 MpaKTMyHa HacTaga:

MpenaBarsa, Bexbe, AUCKYCUje, CAMOCTaNHI UCTPaXMBAYKM paf

(makcumantm 6poj noexa 100)

MpeancnutHe obaBese: 60 noeHa 3aBpwHu ucnut: 40 noeHa
aKTWUBHOCT Y TOKY NpefaBara 10 yCMeHM ucnt 40
CeMuHap-u 50
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Hasus npegmeTa
HacTasHuum
CapapHuum
Crartyc npegmeta
Bpoj ECIB

Ycnos

Lnre npegmeta

Wcxop npeameta

Cappxaj npegmeta

Nutepatypa

Bpoj yacosa akTuBHe
HacTaBe

MeTopge n3sohera
HacTaBe

OueHa 3Hata

300 MOOENOBAKE 3
Matsa Fmpuh, Mapko Bpkuh
Hukona JamjaHoB

136opHM NpeameT
8
MomnoXeH ucnuT u3 npeameta 3 modenosare 2

npaKTVI‘-IHO yCBajaH;e 3Hakba HEeONXOA4HUX 3a CaMOCTaTHO OCMULLIbaBake U peanmaauvljy HanpegHnx
34 mogena o nocTaBrbatbe KOHLenTa, NPpeKo TeKCTypukba Ao (bVIHaJ'IHOI' MOAenoBaka U peHaepa.

CTypeHTv oBnagaBajy LenokynHAM NpoLecom ausajHupatba u obnukosaksa (y 30 codtaepy)
kapaKTepa 3a MpUMEHY y BUAEO urpama.

1. OcmuLwrbaBatbe NPOJEKTHNX 3adaTaka Y KOHTEKCTY peannaauuje BUAEO Urpe 3a 3aBpLuHu pag.2-5.
WcTpaxuBarbe W KoHLeNTyanu3auuja kapaktepa, peksuanTa 1 okpyxeta (environment).6.-11.
lMpunarofeHo MHAWBMAYNAHMM KOHLIENTUMA, UTepaTUBHW pad Ha 13paau Mogena v TekcTyputbay. 12-
15. 3aBpLueTak paga Ha Mogenuma 1 NpunpeMaeKkcnopToBambasa 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 Teopwjcka HacTasa: 2 npaktuyHa Hactasa: 10
KombuHaumja npepasarba, BeX6M, [EMOHCTpaLmjaMa, CTyAEHTCKUM Npe3eHTalujama v
koHcynTaumjama. CamocTanHa peanuaatmja npakTiHor paja nof pykoBOACTBOM HacTaBHMKa 1

capajHuKa.

(makcumanHw 6poj noexa 100)

MpegucnutHe o6aBese: 70 noeHa 3aBpwHu ucnut: 30 noeHa
aKTWUBHOCT Y TOKY NpefaBara 20 npeseHTaumja n ogbpaHa 30
npakTU4aH pag 50 papa
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Hasus npegmeTa
HacTasHuum
CapapHuum
Crartyc npegmeta

Bpoj ECIB

Ycnos

Lurb npegmeta

Mcxon npeamerta

Cappxaj npegmeta

Nutepatypa

Bpoj yacoBa akTuBHe
HacTaBe

MeToge nsBohera
HacTaBe

OueHa 3Hamwa

AJNTATU UNITY, UE3
ap ym. Bnagumup Togoposuh, ap ym. Mapko CtojaHosuh,
KpuctnHa Mapkosuh

36OpHI NpeameT
8

MonoxeHn ucnuTH U3 NpeameTa Apxumekmypa u anamu 3a 8udeo uepe, 30 Modenogare 2
1 30 aHumayUja kapakmepa

lMpaKkT4HO yCBajare 3Harba HEONXOAHMX 38 CaMOCTaNHO OCMULLIbaBake U peanuaauujy npojexta y
anaTuma 3a pa3Boj BUAEO urapa o Beba, npeko AecKTon nnatopmu, KOH30Ma, BUPTYENHUX
peanHocTh 1 MobunHux ypehaja (Unity).

CTyaeHTV OBrafaBajy LIenoKynHUM NPOLECOM Kpeupatba MHTEPaKTUBHUT NpojekTa, Off OCHOBHE
nocTaeke A0 (hMHANHOT eKCNIOPTOBak:a 3a pasnuuuTe ynoTpebe 1 nnatopme.

1-3. Mpsu Unity npojekat, yno3HaBare ca OKpyxereM, pipeline oA noyeTHUX nocTaski Ao
eKcropToBarba NpBor npojekTa. 4. MHTerpauuja aceta. Mogenu, peksusnTy, OKpyXere
(environment), aHumaumja npunpema 3a uHterpauujy y Unity-ujy. 5-8. Pa3sBoj cTpykType urpe,
nnaHuparbe Toka Urpe, au3ajHupatse cTpykType uHtepdjeca (Ul), ynasHu nogaum og urpava,
KpeTarbe kapakTepa, kuparbe 0CHOBHe WHTepakumje. 9-12. Kpeuparse HUBOA 1 nporpecuje urpe.
AtpubyTn KapakTepa. YHanpehete HenpujaTerba. YyBarbe noeHa. Kogupare nobeae v nopasa. 13.
MocTnpoaykuuja v cneywjantn edektn. Ayano edektin. 14. duHanHu pa3soj urpe u npunpema 3a
pasnuunte nnatgopme. Ontumnsauuja. 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.

aKTUBHa HacTaBa: 12 Teopujcka HacTaga: 2 npakTuyHa Hactaea: 10
KombuHaumja npegaBarba, BexOU, feMOHCTpaUmjama, CTyOeHTCKUM Npe3eHTaumjama 1
koHcynTauujama. CamocTanHa peanuaaliypja NpakTUYHOT paaa nog, PyKOBOLCTBOM HACTaBHMKa W

CapafHuKka.

(makcumantw Bpoj noexa 100)

NpeaucnutHe o6aBe3e: 70 noeHa 3aBpwHu ucnut: 30 noeHa
aKTWBHOCT Y TOKY paauoHnLa 20 npeseHTauuja ogbpaHa 30
npaKTu4aH pag 50 paga
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Hasus npegmeTa
HacTasHuum
CapapHuum

Cratyc npegmeTa
Bpoj ECIB

Ycnos
Lnrb npegmeta

Mcxon npeamerta

Cappxaj npegmeta

Nutepatypa

Bpoj YacoBa akTuBHe
HacTaBe

MeToge nsBohera
HacTaBe

OueHa 3Hamwa

30 AHUMALIUJA 3
ap yM. Jynujana MpoTuh
Pajko Pagocasrsesuh 1 Hukona [lamjaHos

36OpHI NpeameT
8

MMonoxeHu ncnut u3 npegmeta 39 aHuMayuja kapakmepa
lMpaKkT4HO yCBajare HanpegHUX 3Hakba HEOMXOAHWUX 3a CAaMOCTarHO OCMULLIbaBake U peanuaauujy
aHMMaumja 3a NpoayKumjy BUAEO Urpe.

CTyneHTH OBnafaBajy LenoKynHUM NpoLiecoM aHuMaLuje 3a pasnuiuTe NpUMeHe Y BUAEO urpama.

1. OcmuLLTbaBatbe NPOJEKTHUX 3aAaTaka y KOHTEKCTY peanusaliyje BUAEO Urpe 3a 3aBpLUHM pag. 2-5.
WcTpaxusarbe Mpunpema aHuMaTuka. Purosarse 1 aHuMaumja rotosux mogena.6.-11. lMpunaroheqo
VHOMBUOYNAHUM KOHLeNTMa, UTepaTuBHU paj Ha uspaau aHumaumja. Pengep cexkseHun.12-15.
3aBpLueTak paga Ha aHUMaLpjamamn Npunpema ekcropToBaksa 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 HacTaga: 2 npakTuyHa Hactaea: 10

KombuHaumja npegaBarba, BexOU, 4eMOHCTpaLmjama, CTyOEHTCKUM Npe3eHTaumjama 1
KoHcynTaumjama. CamocTanHa peanuaaumja npakTUYHOr pafa Nnof PyKOBOACTBOM HaCTaBHMKa W
capagHuka.

(makcumantw Bpoj noexa 100)

MpeaucnutHe o6aBese: 70 noeHa 3aBpwHu ucnut: 30 noeHa
aKTWBHOCT Y TOKY paauoHnLa 20 npeseHTauuja ogbpaHa 30
npaKTu4aH pag 50 paga

30
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Hasus npegmeTa
HacTasHuum
CapapHuum
Crartyc npegmeta
Bpoj ECIB

Ycnos

Lnre npegmeta

Wcxop npeameta

Cappxaj npegmeta

Nutepatypa

Bpoj yacoBa akTuBHe
HacTaBe

MeTopge n3sohera
HacTaBe

OueHa 3Hata

KAPAKTEP OU3AJH 3
ap ym. AnekcaHgpa Josanuh, mp Yegomup Bacuh, npod. emeputyc
Hukona JamjaHoB

136opHM NpeameT
8
MonoxeH ucut U3 npeameTa 34 modenosarse 2 v 34 aHumayuja 2

npaKTVI‘-IHO yCBajaH;e 3Hakba HEeONXOA4HUX 3a CaMOCTaTHO OCMULLIbaBake U peanmaauvljy Kapaktepa
O NocCTaB/bakbe KoHUenTa 4o ¢)MHaﬂHOF MOZenoBaka U peHaepa Kapakrepa.

CTypeHTv oBnagaBajy LenokynHAM NpoLecom ausajHupatba u obnukosaksa (y 30 codtaepy)
kapaKTepa 3a MpUMEHY y BUAEO urpama.

1. Pipeline 3a kpeupatbe kapaktepa. 2. KoHuneT kapaktepa. AHaTtomuja. [Mo3aguHcka npuya o
KapakTepy.

3. PecbepHue 1 pa3Boj ansajHa kapaktepa. 4. Pa3soj Bapujauuja, n3bop duHanHor ausajHa. 5.
PedepHTHe ckuLe 3a nocTaBky Moaenosara. 6. Moaenosare HUCKONONMUIoHaNHOr kapakTepa.
HeyTpanHa nosa. Mponopuuje mogena. 7. MpumeHa anata v JoAaTHe TEXHUKE Be3aHe 3a TOnomnorujy
KapakTepa.

8. [lonaBarbe nonuroHa, npenasak Ha BucokononuroHanHu mogen. 9. flonasatbe getarba Ha
BucokononuroHanHom mogeny.10. YB manupatse kapaktepa. 11. Kpenpatrse Habopa 1 dmHux
HepaBHMHa.

12-15. Pag Ha npojekTy — puHanHa nogeluasatba, Matepujanvsaumja, peHaep, KoHcyntauuje,
KpuTnuKke paguoHue. 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.

aKTUBHa HacTaBa: 12 Teopujcka HacTasa: 2 npakTuyHa Hactaea: 10
KombuHaumja npepasarba, BeX6M, [EMOHCTpaLmjama, CTyAeHTCKUM Npe3eHTaLujama u
koHcynTauumjama. CamocTanHa peanuaaumja npakTUYHor paga nof pykoBOACTBOM HaCTaBHMKa 1

capafHuka.

(makcumanHw 6poj noexa 100)

MpeaucnutHe o6aBe3e: 70 noeHa 3aBpwHu ucnut: 30 noeHa
aKTWBHOCT Y TOKY paavoHnLa 20 npeseHTauuja onbpaHa 30
npakTuyaH pag 50 papa
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HacTtaBHuuM U capagHuum

BehuHa npodecopa Ha HTEpAUCLMNIIMHAPHUM CTYAMjama Cy HacTaBHWLWM pakynTeTa YHuBepanuteta ymeTHocTu. 1o
NO3MBY CE aHraxyjy 1 HaCTaBHWLM APYruX YHWUBEP3WUTETA U3 3EMIbE M MHOCTPAHCTBA, Kao W UCTaKHYTU CTPYYHbaLm 1
cTBapaoum 13 obnactu u3 kojux ce opraHuayjy ctyamje. OBakas cactaB YCMOBILEH j€ YNHEHMLIOM Aa cy 0bnacTu Koje
ce n3yyaBajy HoBe.

JlucTa HacTaBHUKa W CapagHuKa Koju YYeCTBYjY Y peanusaumji WHTEPAUCLUMNNIMHAPHUX Nporpama Ce CBake LUKONCKe
rOAMHE MeHa y 3aBMCHCTW Of NPOrPamMCKUX Caapaja U MHTEpeCcoBH-a 3a CTyauje. pe noveTka LKONCKe roauHe, Ha
npeanor Beha MHTEpAMUCUMNNHAPHIUX CTyAMja BEPUMKKYje Ce HUXOBO aHraxoBate.

Jlucta HacTaBHUMKaA

IvcTa HacTaBHKKa ca YHusep3umema ymem+Hocmu y beoepady:
op Oakosuh M. HeBeHa, pea. npody. Y

ap Oparvhesuh Wewwuh [1. Munexa, npod. emeputa YY
Csetosap Panajuh, npodh. emepytyc YY

ap JaHkosuh C. AnekcaHgap, BaHp. npod. 1Y

ap ym. JosaHuh M. Anekcanapa, goueHt eIy

ap Muxarennay L. Hua, gouent QY

ap Mutposuh Burbana, Hay4Hu capagHuK

ap Hukonuh M. Mupjana, pea. npog 1Y

ap ym. Mpotuh M. Jynujana, poueHt Oy

10. op Pakoyesuh Y. CeneHa, BaHp.npod. ®MY

1. ap Puctuh [I. Vipena, BaHp. npodp. Y

12. ap ym. Casuh M. CeetnaHa, BaHp.npod. ®MY

13.  gp ym. CrojaHosuh [I. Mapko, moueHt ®MY

14, mp Barba LLnGanuh, BaHp. npod ®OY

15. op Henuh WBa, goueHt OMY

©ooNOOR WD~

Iucta HacTaBHUKa ca Mamemamuykoe hakynmema Yuusep3auteta y beorpagy
16. ap Kapters AnekcaHgap, goueHt Mo

17. ap Mankos Calua, BaHp. npod. M®

18. ap Mapuh Mupocnas, BaHp. npod. M®

19. ap Byjowesuh-JaHnunh Munena, goueHt Mo

20. op Pagojuumh Matuh M. HuHa, goueHt M®

21. ap Gununosuh, J. Bnagumup, ped. npog). M®

HacTaBHuLM 8aH YHuUsep3umema ymemHocmu 3anocieHn y YCTaHOBM NO YroBOpY:

22. ap Cysajuuh Mapko, roctyjyhu npocpecop

23. ap ym. Togoposuh Bnagumup, roctyjyhu npocecop

24. ap Mapuena LseTuh, pea. npody. ApxutekToHcKor pakynTeTa, Yb

25. ap yM. Anekcanapa ApsaHnTuauc, poueHt dakynteta yMeTHOCTH, YHUBEpP3UTeT y MpuwtnHm ca
npuepemeHum ceguiutem y Kocosckoj Mutposuum
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NOJALMN O AHIAXKOBAHY HACTABHUKA 3A LK. 2021/2022.
BULLEMEANJCKA YMETHOCT, AOKTOPCKE AKAZEMCKE YMETHUYKE CTYAUJE

OBABE3HHM NPEAMETHU

:fe npe 6p. 6p.
I'Ipe,quT ECNB cT AaB HaCTaBHUUMU! npepg capagHuum: BENK6U
akba aB.
ap
y
Hep ce
€JbH Mme
o CcT
Py
n 1 YBog y cTyauje Buaeo 3 1 2 30 MuTposuh busbaHa 15 / /
p| ° | urapa ECINB CyBajumh Mapko 15
B . i ByKypoB Atba 15
al. Mporpamuparse 3a 5 1 2 30 ByjoweBuh-JaHnumh 30 lonajuh MapjaHa 15
yMeTHuKe 1 ECIB Munena
Cnacuh Mupko 15
r AVAMO-NIDOAVKLMIA 3 Caeuh CBeTnaHa 10
0|3. Bzaeo-mrp fzaﬁ ay ECMB 1 2 30 | CrojaHoBMh Mapko 10
a A P Kpcrtajuh AHa 10
"
H|4. | Apamatypruja u urpa ECI‘IE 1 1 15 | MNpaBanh MBaH 15 /
a
3 JoBaHuh AnekcaHgpa 8 hunpuh Mama 8
T || S RO ECINB L L E Bpknh Mapko 7 JamjaHoB Hukona 7
. 3 ApBaHUTUAUC .
6. | 34 aHnMmaumja ECMB 1 1 15 Anekcampa 15 Pagocaemesuh Pajko 15
AurntanHiu sanmc 3
7. HogaTaKa ECME 1 1 15 | ®uamnosuh Bragnmmp 15 Yyryposuh MunaH 30
4 Bbpkuh Mapko 10
8. | Au3ajH BMaeo mrapa 1 ECME 1 0 / |/ / Toaoposuh Bnagmummp 10
JamjaHoB Hnkona 10
M360pHU 610K 1 3-8
9. (6upa ce 1 oa 4) ECINb L L 301/ 30 /
[porpamupare 3a 7 bykypoB Awa 30
10. YMETHUMKe 2 ECINB 2B 30 | Rapres Anexcaraap 30 LLonajuh MapjaHa 30
ApXUTEKTYpa M anatm 4 Pagocasmwesuh Pajko 8
1. 2 |2 30 | Mapuh Mupocnas 30 Yyryposuh MunaH 5
3a BUAEO Urpe ECIB h
JamjaHoB Hukona 2
JoBaHuh AnekcaHgpa 10 .
4 JamjaHoB Hunkona 8
12. | 34 MmoaenoBame 2 ECME 2 |2 30 | bpkuh Mapko 10 Fupuh Marba 7
Toaoposuh Bnagummp 10
34 AHumaumja 4 . .
3. KapaKTepa ECTIE 2 |0 30 | Mpotuh JynnjaHa 30 Pagocaemesuh Pajko 15
Bbpkuh Mapko 30
. 5 Tonoposuh Bragmmp 10
14. | AnsajH B1Aeo urapa 2 ECME 2 |1 / / / Crojarosyh Mapko 10
Mapkosuh KpnctmHa 10
5 M360pHM 610K 2 3 2 |12 ?5 / 15- |
| (6upa ce 1 04 4) ECIMb 30 30
6 M360pHM 610K 3 3 2 112 _15 / 15- /
* | (6upa ce 104 3) ECMNB 30 30
il MapKeTuHr n MwmxasbmHay, H1Ha 10
p npeay3eTHULTBO Y Kouosuh Jle CaHTO 10
7. q 4 3 |2 30
y WMHAYCTPUjU BUAEO ECTE Munrua
r urapa CyBajimh Mapko 10
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a M360pHU 610K4 16
18. (bupa ce 1 og 4) ECINB 5 . / 4 /
r 10
ofl9- 3aBpLHM paj ECME 3 |/ 6 |/ /
a
7 3aBpLUHK paj - 0
n o oabpaHa ECINB E / / /
a
M3BOPHU NPEAMETH
M360pHM 610K 1
(6upa je 1 og 4)
ce npe 6p
npeamet dnls :\f AaB HacTaBHULM: np;eA capagHuum: ngeu
atba aB.
ap
y
Hep ce
€JbH Me
o CcT
Py
Veod v cmvduie Panajuh CeeTto3ap 10
cas ei; Py g /v{emHocmu 2 8 1 |2 30 | Aakosuh HeBeHa 10 LLnbanmh Bara 30
P v ECINB LiBeTrh Mapuena 10
LiBeTnyanumH MNpegpar | 15
KyamypHa nosaumuka u 6 30 | MuxasbmHay, HuHa
KyAmypHa npasa Ecns | 1|2 Jparvhesuh lewnh | ¢ | Mxamuau Hura 15
MuneHa 9
. . 6 JakoBuh HeBeHa 25
VR ) G MR ECINB : 2 30 | Hukonnh MupjaHa 5 / /
Pa3soj kpeamusHux 3
muMoBa ECMB 1 2 30 Puctuh Upena 30 / /
M360pHMU 610K 2
(6bupa je 1 og 4)
ce npe 6p
npeamet zells Z\_f [aBs HaCTaBHULM: np;ep, capagHuum: SE;KGM
akba aB.
ap
y
Hep ce
€JbH Me
o CcT
Py
Mankos Calua
HTML u JAVA SCRIPT 3a 3 . 8
8udeo uzpe ECME 2 |1 15 | Pagojuumnh Matuh 7 ByKypoB Arba 30
HuHa
AueumasnHa obpada 38yKa | 3 AnekcaHgpa
u c/auke ECINb 2 ! 15 ApBaHUTHAMC 15 Hyryposuh Munar 30
Jankosuh
gogg’ ﬂa;z Ha BU3yE/Ha ECI‘IB 2 |2 30 | AnekcaHaap §2 / /
yamyp LLnb6anuh Barba
lMnecHe Kyamype ceema g 2 |2 30 | PakoyeBuh CeneHa 30 / /

ECMNB
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M360pHM 610K 3
(6upa je 1 oa 3)

ECNB

ce

me | P€ Sp-. 6p.
npegmert or | BaB HaCcTaBHULM: npea capagHuum: BEKEM
atba aB.
ap
y
Hep ce
€JbH Mme
o CcT
Py
AVOUO-NDOBVKULIa 3 Casuh CeTnaHa 15
Bzaeo-ug a/i:auzj y ECMB 2 |2 30 | CtojaHoBMA Mapko 5 / /
P Mapkosuh KpnctuHa | 10
JApamamypauja sudeo- 3
uzapa ECME 2 |1 15 | Npasauh MBaH 15 / /
YmemHocm, udeosiozuja,
ymonuja: Kpumutixe 3 2 |2 |30 Henuh MBa 30 |/ /
npakce u npakmMu4yHu ECNB
ob6pmu
M360pHMU 610K 4
(6upa je j1 og 4)
ce
npe 6p.
npeamet 2dilz Z\_f has HaCcTaBHULM: ngep, capagHuum: SE;KGM
akba aB.
ap
y
Hep ce
€JbH Me
o CcT
Py
16 Bpkuh Mapko 35 .
3/] Modeniosatbe 3 ECME 3 |3 45 Fpuh Marba 10 JamjaHoB Huikona 105
16 Toaoposuh 25
Anamu - Unity, UE 3 ECME 3 |3 45 | Bhagummp 20 Mapkosuh KpnctuHa 105
CrojaHoBMh Mapko
. 16 . Pagocasmwesuh Pajko 100
3/ aHumayuja 3 ECTE 3 |3 45 | MNpoTtuh JynunjaHa 45 JlamjaHos Hukona 5
. 16 JoBaHuh AnekcaHgpa | 25 .
Kapakmep dusajH 3 ECME 3 3 45 Bacyh Yeommp 20 JamjaHoB Hukona 105
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