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ap ym.Anekcangpa Josauuh, goueHt ®akynTeTa JIMKOBHUX
ymeTHocTu y beorpagy

3aBplueHe OCHOBHe akagemcke ctyauje (Il cteneH cTyauja),
ofHocHo cTeveHnx 240 ECIMB w koju cy 3apoBorbunan ycnose
npeasufieHe KOHKYPCOM, a KOjUM Ce NpoBepaBajy CKIIOHOCTU W
CnocoBHOCTM KaHaMaaTa 3a CTyauje Ha 0BOM Nporpamykao u apyru
yCnoBM NponucaHn 3akoHOM O BUCOKOM obpa3oBatby, CTaTyToM
YHuBep3uTteTta ymeTHOCTH U MNpaBunHukom o AC ctyamnjama.

3aBpLLUETKOM TPOCEMECTPanHOr MacTep akafeMcKor CTyaujckor
nporpama YMeTHOCT U [u3ajH BuAeo wrapa cTygeHT ctude 90
ECMB. CryneHt 6u Tpebano pa oenagajy CneuupuyHAM
3HarbWMa W BeLUTMHAMa; 4a apTUKYNULLY M pa3Bujy CBOje TaneHTe
W KpeaTMBHOCT Yy cknagdy ca notpebama 1 nocnosuma y MHAYCTpujn
Buaeo wrapa. CTyAeHTM CTUYy NpakTW4Ha 3Hawa W3 opabpaHux
obnactu nporpamuparba HaONXO4HWX 3a pas3Boj wrapa, 3[4
MOZenoBara 1 aHnMaumje, KOHLENT 1 kapakTep au3ajHa, anata 3a
passoj wurapa, ocHose BP TexHonoruja, OCHOBE 3ByKka MW
Apamartypruje 3a notpebe BMAEO Urapa, kao 1 Teopujcka 3Hama 13
obnacTu Teopuje BUAEO urapa, MHTEPAKTUBHUX Meauja, NugepcTsa
W pasBoja KpeaTWBHUX TUMOBA, MApPKETUHTY U Npedy3eTHULTBY Y
WHAYCTPUj1 BULEO Urapa.




CBpxa cTyaujckor nporpama

MacTep akagemcku cTygujcku nporpam YMETHOCT U Au3ajH Buoeo wurapa npedsufeH je Kkao 3ajedHUYKU CTyAujCKu
nporpam ABa yHuBepauTeTa: YHuBepauteTa ymeTHoCTM Yy beorpagy u Yhusepauteta y beorpagy (Matematuukm
takyntet). Beh camo noBesnBare HaBEAEHUX YCTaHOBA, Ha MfaHy peanu3auuje 3aje[HUYKOr CTYAM|CKOr nporpama,
BP0 je BEMUKM KOpaK Y HalleM akagemckoM npocTtopy, Yemy Tpeba aoaati v Bpno jacHO 1 NpeynsHo NOCTaBIbEHY
naejy o NokpeTawy Tpu KpaTka nporpama: 3[ ausajH Buaeo-urapa, Mysuka 3a BuAeo urpe u 3ByK y BUAEO urpama.

3ajegHudkM MacTep nporpamM YMETHOCT UM [u3ajH Buaeo-vrapa, YHMBEp3UTeTa YMETHOCTM W Matematuukor
(hakynTeTa y Tpajatby Of TPU CEMeCTpa KOjuM ce noBeayjy obnacT yMeTHOCTU (ITMKOBHE, NPUMEHEHE YMETHOCTH, U
AU3ajHa 1 My3udke YMETHOCTM) 1 0BNacT NpUpOaHO-MaTeMaTUYKIX HayKa, OCUM M3pasuTe MyNTUAMCLMNIMHAPHOCTY,
OAMNVKYje YHUKATHOCT W ayTEHTUYHOCT, Koju Ce Orneaajy y YNHEHULM a ce Y NYHOM KanauuTeTy U paBHONPaBHO Hyae
HajcaBpeMeHWja 3Haka M MCKycTBa M3 0BnacTi mporpamuparba, anu ca HOBOM [MMEH3MjOM KOjoOM Ce HaydHa M
TEXHOMNOLLKa 3Haka Npunarofasajy norby ymeTHocTw. Ca apyre cTpaHe, OCHOBHA 3Hakba W BELUTUHE U3 YMETHUYKIX
obnacti npumetbyjy ce u yrpahyjy ce y obnact Buaeo-urapa.

Kako je oBaj macTep akagemcku CTyaujcku nporpam npeasuheH kao npocTop rae ce cycpehy akagemcka 3Hawa ca
NCKYCTBOM CTpYYHaka U3 CEKTOpa KpeaTWBHUX WHAYCTPWja, YHMBEP3WUTET YMETHOCTW je HampaBuO AOroBope U
noTnmcao yrosop o capagwk ca komnanujama Nordeus, Mad Head Games u Crater Studio, koje he y nyHom o6umy
NPYXMTW NOAPLLKY peanusauuju npakTUYHOr [enla mMactep nporpama. Y npeOM pedy pey je O MpUCyTHOCTU
NapTHEPCKUX KOMNaHuja/CTyauja, 3acTynsbeHux y cBa TP CEMECTpa HacTaBe, [akne KOHTUHYMPaHO Y LefoKyMHOM
nporpamy, rae Cy CTYAEHTU y Npunuuu fa ce yno3Hajy ca CBWM acnekTMa paja Ha npurpemMu U peanusaumju
pasnNUMUUTUX CermeHata wspaje, AvsajHupara W npogykuuje BMAEO wrapa, a MoTOM Ta WUCKYCTBa YKIbYdyjy Kpo3
peanusauujy y CBOj 3aBpLUHU pag.

CTpykTypa cTyAmjckor nporpama

YMETHOCT ¥ [M3ajH BUAEO Urapa KOHLMMMPaH je Kao MacTep akageMCKu Nporpam y Tpajakby of TpW CeMecTpa TOKOM
kojux ctygeHT ctude 90 ECIB. CrpykTypy cryawjckor nporpama uuHe 16 obaBesHux npegmeta (Ykibyuyjyhu w
3aBpLHu pag) v 4 n3bopHa Brioka npu Yemy CTyAeHTH umajy MoryhHocT aa u3 Tpu n3bopHa 6roka Gupajy no jegaH, a
13 3. n3bopHor 6roka 1 npegmer.

LinrbeBu cTyanjckor nporpama

C obavpom Ha TO Aa je Uuib MacTep nporpama efykauuja CTpyyrbaka 3a HU3 KpeaTUBHUX W pykoBoaehux nosuuuja y
WHOYCTPUjU BUOEO Wrapa, nporpam Hyau yMeTHUYKa / KpeaTWBHA  (KOHLUENTyanusauuja npuye, BU3YNeHW Ou3ajH,

MOZeroBame, An3ajH U aHUMauuja KapakTepa... ) M TEXHUYKO-TEXHITOLIKA 3Hakba 1 HIXOBY OnepaLoHanu3auumjy Kpos

CTPYYHO yCaBpLUaBar-Ee Koja je KOHTUHYMPAHO 1 'y BENUKOM 0BUMY MHTErpUCaHO y OBaj Nporpam.

KomneTeHuuje Koje ce cTuyy

Mo 3aBpLUEHMM MacTep cTyaujama o CTyaeHTa ce oyekyje aa he Butu ocnocobrbeH 3a edmkacaH TUMCKM pag ca
pasnMuMTUM NpodunuMa CTpyyraka AusajHepuma, YMeTHULMMA U nporpaMepuMa - aHraxoBaHUM Yy npoayKLujW
BMAEO urapa.

WcToBpemeHo 6u Tpebano Aa je oBnagao OMWTAM akadeMCKUM 3HakbMMa U BeLITUHaMa, YMETHUYKAM U TEXHUYKO-
TEXHOMOLLKMM acrnekTuma BesaHuM 3a obnact AusajHa u npogykuwje Bugeo-urapa, kao 1 Apyrum CPOAHUM rpaHama
KpeaTUBHUX MHOYCTpUja.

CTypeHTn ca ocTBapeHUM 3BarbeM MacTep yMEeTHUK AuruTaniux meguja he osnagarti sHamiMa W BeluTMHaMa Koje
Cy pedpepeHTHE Kako 3a MHOYCTPUjy BUAEO Urapa y HaLMOHamnH1M Tako 1 MefyHapoaHuM oksupuma y Kojuma he butu
3anocrneHu.



INlucta npegmeta
ObaBe3Hu npegmeTH

1. YBogy cTyamje Buaeo urapa

2. [porpamupatse 3a yMeTHuKe 1

3. Ayavo-npoaykuuja y Bugeo-urpama 1
4. [pamatypruja u urpa

5. 3[] mopenoBawse 1

6. 30 anumaumja

7. [OurntanHu 3anuc nogaraka

8.  [n3ajH Bugeo nrapa 1

9. [lporpamupatse 3a yMETHUKe 2

10. ApxuTekTypa u anaTu 3a BUOEO Urpe
11. 30 mopenoBatbe 2

12.  3[] AHnmaupja kapakTepa

13.  [u3ajH BMAaeo urapa 2

14, MapKeTWHr 1 Npey3eTHULLTBO Y MHAYCTPUjU BUAEO Urapa
15.  3aBpLuHK pag

16. 3aBpLHyM pag —opbpaHa

MU36opHu npeameTn

M360pHu 610k 1 - npeu cemecTap (6upa ce 1 og 4 npeamera)
YBOg Yy CTyAmje caBpeMeHe YMETHOCTU 2

KynTypHa nonutika 1 KyntypHa npaea

YBog y cTyauje meauja 1

Pa3Boj kpeaTuBHMX TUMOBA

M360pHM 610k 2 - apyrv cemectap (6upa ce 1 oa 4 npegmerta)
HTML n JAVA SCRIPT 3a Buaeo urpe

,U,VII'VITaJ'IHa o6pa,u,a 3BYKa U CInKe

lMonynapHa Bu3yenHa Kyntypa

lnecHe kynType cBeTa

W360pHu 6nok 3 - apyrv cemectap (6upa ce 1 oa 3 npeamerta)
Ayawo-npogykuuja y Buaeo-urpama 2

[pamarypruja Bugeo-urapa

YMeTHOCT, uaeonoruja, yronuja: Kputidke npakce U npakTuyHM 06pTu

W360pHu 610k 4 - (Gupa ce 1 og 4 npeameTa)
3 mopenoBare 3

Anatu - Unity, UE 3

30 aHumaumja 3

KapakTep ausajH 3

Kypukynym

Cryamjckv nporpama YMETHOCT U An3ajH Buaeo-urapa uMa tpajate og Tpu cemectpa u 90 ECTIB. CactasrbeH je oa
15 obaBesHux npeameTta, ykrbydyjyhu u 3aBpliHu pag u 15 u3bopHux npeaemta Koju cy rpynucaqu y 4 nsbopHa
Broka koja Hoce 25 ECIMB. Cuctem n3bopHux npeameTa npyxa MoryhHOCT CTyAeHTUMa fa Kpo3 ageksaTHe n3bope
npochunuLLy CBOja yxa MHTepecoBara 1 cneumjanuayjy ce y ogpeheHoj obnactu. Osa ocobeHocT nporpama nocebHo
ce ocTtBapyje kpo3 M3bopHu 6ok 4, u3 kora cTyaHeT Gupa 1 npeameT y KOMe Ce akueHaT CTaBrba Ha peanusauujy
NPaKTUYHOT 3Hakba Y CKnagy ca CBOjUM aPUHMTETOM U M3abpaHuM NpegMeToM.



Ynuc

Ycnoswu 3a ynuc

MacTep nporpam je HamereH CBUM 3auMHTEPECOBaHUM KaHaUAATUMa KOju Cy Y NPeTX0aHOM 0bpa3oBary cTeknn 240
ECITB u 3a koje komucuja 3a NpujeMHe UCnMTE NPOLIEHN Aa NOCEAYjy CKMOHOCTW 1 cnocobHOCTM 3a cTyauje. Mporpam
je OTBOPEH 3a CTy[IeHTE TEXHUYKMX, APYLUTBEHUX U YMETHUYKIX (hakynTeTa, y CMUCNY Yera [JOMUHAHTHO MECTO
npunaga pesynratima nokasaHUM Ha NpUjeMHOM UCMIUTY, & Ha OCHOBY Kora kaHauaaT Moxe fa octapy 70, JOK Ha
OCHOBY ycnexa 13 npeTxoaHor obpasosara Mohe octapuTit 30 noeHa.

Mpujemun ucnut

[prjemMH1 MCnUT Ce nonaxe npep NeTo4riaHoM KOMCUMOM cacTBarbeHOM Off: TPW HaCTaBHUKA Koja Cy npefsayn Ha
nporpamy (4Ba ca YHuBep3neTTa yMETHOCTU U jeaaH ca MaTtemaTuykor hakynTteTa), jeaHor CTpyyraka 13 npakce 1
jeHor npeAcTaBHVKa NpuBpee — NapTHepCKe opraHu3aLje U3 MHAyCTpuje BUAEO Urapa ca KojoM ce CTyaujcKu
nporpam peanuayje.

OuemuBame U HanpeaoBatbe CTyAeHTa

KoHauHa olleHa Ha CBakoM OfI MpeameTa OBOr mporpama ce (opMupa KOHTUHyMpaHuM npa-herwem paga U
MOCTUTHYTUX pesynTata CTyAeHTa TOKOM CEMEeCTpa W LUKOJCKe rofuHe, Te pesynTaTa MOCTUMHYTUX Y OKBUPKMA
MPEAUCTIMTHUX U aKTUBHOCTM Ha UCTITY.

YKynHo ontepehetbe CTyAeHTa cacToju ce of noxahawa npefaBatba v BexOu, KOHCynTauuja, camocTanHor paga noa
Ha/130pOM, CamMOCTasHOr paja, U3pafe CeMMHApPCKMX pafoBa, UCTpaxwuBarba U (uHanHe m3page 3aBpLUHOTN, MacTep
papa. Mpahera paga v ouerMBare CTyAeHaTa ycarnalleHn Cy Ha OCHOBY criefehux jeQuHCTBEHWX KpuTepujyma:
noxafarse Hactase 20%, npeamcnutHe obasese 50% v 3aBpLuHu ucnut 30%.



Mpuka3 HacTaBHMX NpegmMeTa

Haaus npegmeta

HacTaBHuuK

Cratyc npeamerta
Bpoj ECMNB
Ycnos

Lurb npeameta

Wcxon npeameTa

Cappxaj npegmeTa

Nutepatypa

Bpoj yacoBa akTuBHe
HacTaBe

MeTozge u3Bohera
HacTaBe

OueHa 3Hatba

YBOA Y CTYOAWJE BUAEO UrAPA

ap burbaHa MuTpoBuh, Hay4HM capagHuk
ap Mapko Cygajumh, roctyjyhin npodecop

obaBesHu npeameT
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YnucaHe macTtep akagemcke cTyauje

YnosHaBare CTygeHata ca pasnuyuTUM TEOpUjCKUM NPUCTYNMMa carnefaBara M NpoyvaBaka BUAOEO-
nrapa y KOHTEKCTUMA: Meguja, KynType — Nnymonorvje y yKem W LUMPEeM CMUCTY, NPeACTaBrbadkux M
n3BoRaYkMX YMETHOCTU — Npe cBera y obnactuma Hapatonorvje, cTyauja dunma u nepdopmaHca, 3atum
npoyyaBate TpaHCMeaujanHuX 1 TPaHCTEKCTYarHNX Be3a ca TEKCTOBMMA ApYrX Meauja U yMeTHOCTH, Te
npeacTaB/batbe Teopuja BUPTYenHUX cBeToBa. CTuuarme yBMOa Y TEOpMjcko pasmaTtpare XUbpuoHux
hopMUM YCKO NOBE3aHWX Ca BUAEO-UrpaMa — MaluWMHUMa, Ko M MpUMEHe urapa y He-nyauuke CTBpXe
(rejmmucpukavmia).
OBnagaBarbe 3HatbMMa W NoCefoBate CTPYYHIUX W akageMCKUX KOMNETEHLMa 3a pasymeBatse UcTopuje u
Teopuvje BWAeo-urapa, LITO oOMoryhaBa pa3BMjeHO KPUTMYKO-aHANMUTUYKO CXBaTake M  CaMOCTanHo
npoyyaBate W NpoLeHNBabe BUAEO-Urapa (KpUTUKA, KypHanM3am, UHTEPAMCLMNIMHAPHE akageMcke U
CTpy4He mpakce), a y cdepu npakce MOryRHOCT cBecHe (ocBelwheHe) apTukynauuje M uHTepnpeTauuje
CTBapanaykor npoLeca u HeroBux pesynrara, No3vLMOHNPate CONCTBEHOT pafa Y KOHTEKCTY pasnmuuTiX
acnekata wuctopuje, Teopuje, npaBuna W MopanuTeTa BWAeo-urapa, ynotpeba CTeYeHMX 3Hawa Y
KpeaTMBHO] MpakcW, LWTO je jedaH opf NpemycroBa BWCOKOKBANMTETHOT M WHOBATWUBHOT paja U
NpoecnoHarnHux craHgapaa.
Teopwujcka HacTaBa
1.YBOOHM yac: NpuCTyny npoyyaBarby BUAEO-Urapa, yno3HaBakbe Ca TEPMMHOMOLIKUM W METOAOMOLIKAM
oksupom; 2. Wctopuja u passoj Bupeo-urapa u npateher xapasepa; 3. AHTPOMONOLLKO-COLMOMOLLKA
NpuCTyN Npoyyasatrby Buaeo-urapa; 4. XXaHposu Bugeo-urapa; 5. Bugeo-urpe u (Hosu) megmju; 6. (Bugeo-
JMrpe 'y KOHTEKCTY nomynapHe Kkyntype; 7. Jlyfomowku npucTyn npoyyasawy Buaeo-urapa; 8-9.
Hapatornowku npuctyn npoydyaBaky BuAeo-urapa W Teopuje BupTyenHux csetosa; 10. Bugeo-urpe u
nepcopmaHc, 11-12.  Bupeo-urpe 1 TEKCTOBM (ApYruX) yMeTHOCW U Mefuwja: WHTEPTEKCTYarHoCcT W
TpaHcMeHaujanHocT; 13. dunmcke copme y Buaeo-urpama: mawmHuma; 14. Mejmudukaumja n gpyre He-
nyandKke npumeHe Buaeo-urapa; 15. Uenut.
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
aKTWBHa HacTaBa: 2

Teopujcka HacTaBa: 2 npaKkT4YHa

Hacraga: 0
Teopujcka npepaBara, NpukasvBake ogroeapajyher Bugeo-maTepujana, gucKycuje ca CTyOeHTUMa M
n3Bofera UCTpaXuBara 1 aHanuae Ha cTyaujama criyyaja. Mucare 1 ycMeHa oabpaHa ceMuHapcKor paga.

OueHa 3Hara (Makcumantu 6poj noeqa 100)

MpeancnutHe o6aBeze 60 noeHa  3aBpWHU MCIUT 40 noeHa

yCMeHw uenTt 40
aKTWBHOCT Y TOKy Npegasara 20

YCMEHW nenut 40



Hasue npegmeTta
HactasHuuu
CapapgHuum
Cratyc npeamerta
Bpoj ECINB
Ycros

Lnrb npeamerta

Wcxop npegmeTta

Cappxaj npeameTa

Nutepatypa

bpoj yacoBa akTuBHe
HacTaBe

MeToge ussohera
HacTaBe

OueHa 3Hatba

NPOrPAMUPAHE 3A YMETHUKE 1

MwuneHa Byjowesuh JaHnunh, goLeHT;

Ara Bykypos, acucteHT, Mapjana LLonajuh, acucteHt, Mupko Cnacuh, acucteHt
obaBesHu npeameT
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Ynucane mactep cTyauje
YnosHaBae ca OCHOBHUM KOHLIENTMa CKPUNT NporpamMmnparsa kpo3 nporpamcky jesuk MajtoH.

CryneHTv oBNafaBajy OCHOBHUM TeXHWKama CKpUNT nporpaMuparba Kpo3 nporpamcki jeauk MajToH,
ca aKUeHTOM Ha npumeHe y paseojy urapa. CTyAeHTM Cy ocnocobrbeHu Aa camocTanHo npase
nporpamMe M paseujajy jedHOCTaBHe anroputMe BaXHe Yy pasBojy Wrapa kao M fa nomohy
npenopyyeHe 1 apyre nuTepaType caMocTasnHo Jarbe yHanpelyjy ceoja 3Harba Yy Toj obrnacTy.

1. PauyHapcTBO M nporpammuparbe; 2. PayyHapcku cuctemu; 3. YBOA Y CKpUNT mporpamupatbe:
CKpUNT jeauuy, nporpamcke 6ubnmoTeke, mporpamcka okpyxewa; 4. lMporpamcku jesuk [lajToH:
KOHL|eNnT, UCTopuja, pagHo OKpYXeke W u3BpLuaBare koga; 5. KoHcyntauuje; 6. OCHOBHW 1 CroxeHu
TUMOBM nofaTaka, NPOMeHIbUBE, U3pa3n U 13padvyHaBama kpo3 ceojcTea obnuka u 6oja, BpanHa
KpeTarba; 7. YCNoBHE KOHTPOIHE CTPYKTYpe Kpo3 peAocneq ucLptasara, n3bop obnvka n nukosa;
8. VTepaTBHe KOHTPONMHE CTPYKTYpe, KpPO3 HW30Be, MHTEpnonauujy W McupTaBake CrOXEeHUX
obnwuka; 9. ®yHkumje, konekumje, Gubnuoteke; 10. KoncynTauwje; 11. MogynapHocT: 3Hayaj v ynora
MOZJYNapHOCTH, MOHOBHO Kopuwwherwe koda, ctunosu; 12. Pa3BojHa OKpyXera W KOMMOHEHTHO
nporpamupatse; 13. Pa3Boj anroputama ca npumeHama y passojy urapa, npumep jedHoCTaBHe urpe
1; 14. Pa3Boj anroputama ca npumeHama Yy pasBojy urapa, npumep jegHocTaBHe wrpe 2; 15.
KoHcynTaumje

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

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

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

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

. HacraBHuk Moxe n3abpatit 1 Apyry akTyemnHy nutepatypy.

aKTMBHa HacTaBa: 5 Teopujcka HacTaea: 2 npakTU4Ha HacTasa: 3

MpeomeT ce peanu3yje koMBMHALM/OM NpeaaBakba, NPAKTUYHOT pada W KoHcynTauuja. Mpesasara
YKIby4yjy TEOpUjcKe OCHOBE CBake Of TemaTckux uenuHa. [lpaktyaH pap obyxsaTta
UMMNeMeHTaLujy HaBeLeHNX KoHLenaTa y nporpaMckoM jesnky 1 oaroeapajyhem anarty. [paktuyaH
paf ce obaBrba CaMoCTarHo, 3a pauyHapoM, y3 CTarnaH KOHTaKT Ca HAaCTaBHUKOM W capagHukoM. Y
TOKY Kypca npeaBufjeHa je u3paga camocTanHor CeMHapeKor pagda / npojekTa.

(makcumantm 6poj noeHa 100)

MpegucnutHe o6aBese 70 noeHa 3aBpwHu ucnut 30 noeHa
CeMWHapCKM pag 30
MPaKTUYHW UCTIUT 40 ycMenu uermt - 30



Hasue npegmeTa

HactasHuuu
CapagHuum

Cratyc npeamerta
Bpoj ECIMNB
Ycnos

Lnre npegmeta

Wcxop npeamerta

Cappxaj npegmeTa

Nutepatypa

Bpoj yacoBa akTuBHe
HacTaBe

MeTozge u3sohera
HacTaBe

OueHa 3Harba

AYONO-NMPOAYKLUMUJAY BUOEO UTPAMA I

ap ym. Ceetnana Casuh, pea. npod; ap ym. Mapko CtojaHoBuh, AouUeHT
Ana Kpcrajuh

obaBesHu npeameT
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YnucaHe MacTep akagemcke cTyavje

YnosHaTW CTygeHTe ca pasBOjeM WHOYCTpuje BWAeo-urapa ca NocebHUM (hokycoM Ha ayauo-
MpogyKUMjy, HanpeTKkoM TexHonoruja U ectetukoM. CTymeHTV TpeGa fa ce ynyTe Y pasHONMKOCTY
yriora v TUNoBa ayavo-cagpxaja y Buaeo-urpama.

HakoH oBor nporpama crydeHTu Tpeba: ga CTeKkHy yBWA Y pa3Boj WHAYCTpWje BMAeo-Wrapa ca
nocebHuM (pokycom Ha ayauo-npoaykuujy; ga Oygy ynosHaT ca CBMM TWUMOBMMA WHTEPAKTMBHOT
ayauo-cagpxaja y BUAEO-UTpM; a YCMELLHO MpUMetbyjy CTEYEHO 3Hakbe NpW aHanuan Bugeo-urapa u
pa Oyay y crawy Aa KpUTMYKA mocmaTtpajy ayauo-cagpxaj y Bugeo-urpama; [a CTekHy OCHOBe
no3HaBarba cothTBEPa 33 MMNNEMEHTaLM]y ayano-cagpxaja.
1. Wctopujat Bupeo-urapa: a) [lpeteye Buaeo-urapa; npee BWAEO-UTPe; ayaomo-cafpxaj Kpoa
komnjytepcke reHepauuje; 6) PSG u Chiptune; B) CuHresa rosopa; r) FM (frequncy modulation)
cuHTesa; a) MIDI, MOD u wuxoB 3Hauaj 3a Mysuky y sugeo-urpama; f) iIMUSE weroB ytuuaj Ha
CaBpeMeHe CcuUCTeMe 3a MHTepaKTWBHW ayamo kao wro cy Wwise, FMOD Studio; e) CD n 3ayetak
ynotpebe ayano-chajnosa; x) 3D Bugeo-urpe — paseujarse surround sound TEXHOMOTUjE U HEH 3HAYA]
3a UHAYCTpWjy Buaeo-urapa; 3) MobunHe koH3one/TenedoHn W TpeTMaH ayamo-cagpxaja; u) Online
Bugeo-urpe  (MMORPG, casual, social network, wtg); j) VR (BupTyenHa penaHoct) u AR
(ayrmeHTMpaHa peanHocT).
2. WHTepakTvBHa Myauka: a) LLiTa Mysuky unHn nHTepakTueHoM; 6) MpeTeye MHTEpaKTUBHE My3uKe Of
18. B. 0O Myauke caBpemeHux komnosutopa 20. B. (My3uka npenyliTeHa LiaHCU — arneatopuuka
My3uka) B) 3ayeLn MHTEpaKTUBHe My3uKe Yy Bugeo-urpama; r) EcteTuka myauke w Bugeo-urpama Kpos
Bpeme ) Yno3HaBatbe ca TexHukama KoMMoHoBakba 3a Buaeo-urpe (horizontal resequencing, vertical
remixing) f) lMo3HaTh KOMMO3MTOpPM M KOMMO3WLMje Koje Cy obenexune My3uky y Buaeo-urpama y
nocrnearux 35 rogunHa; e) AHanuaa uHTepakTMBHe My3uke.
3. Knacudpukaupja ayauo-cagpkaja y Bugeo-urpama: a) Kateropusaumja mysuke; 6) Kateropusauuja
3BYyKa; B) Kateropusaumja aujanora; r) YTuuaj ayamo-cagpxaja Ha ncuxo-eMOTUBHO CTakse urpava.
4. Wnpyctpuja Bupeo-vrapa: a) Opranusaumja Tvma (nogena); 6) Opranusauuja yHyTap ayauo-
penaptmaHa; B) lNpouec cTBapawa Buaeo-urpe (og kpeupawa game design document (GDD) mo
n3gasara rotosor npoussoga); r) OpraHusaumja npojekata, nnaHuparbe, oapefuBare TEXHUYKMX
3axteBa; ) OpraHusauuja byleTa, kaneHaapa, apxmBupatba 1 focTaB/bata npoussoaa; fy) Yrosopw,
nuueHUe, npaBa; €) PasBujarbe ayano-cagpxaja kpo3 dase npoaykuuje; x) JokymeHTauuja BesaHa 3a
My3uKy, 3BYK, Oujanore, MapKeTUHLWKN maTepujan; 3) ®opmaTti ajnoBa W KOHBEHLMje MMeHOBara
uctux; u) Jlokanusauuja.
5.¥YnosHaBate ca codtBepoMm: a) 3a uHTepaktveHu ayamo (FMOD Studio) — Huwku HuBO; 6) game
engine (Unity) — Hxu 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
HacTasa: 2

lMpenaBarba, CTyaMje M aHann3a cryyaja, camocTanHu pag Ha KOMMOHOBakY My3uke 3a BUAEO Urpe.

(makcumantm 6poj noexa 100)

MpeancnuTHe obaBese 60 noeHa 3aBpwHu ucnut 40 noeHa
aKTWBHOCT Yy TOKY Npefasata 20 npeseHTauuja u oabpaHa 40
UcnuUTHOr paga

npakTuyHa HacTasa
KOMOKBM]yM-11 40



Hasue npegmeTta
HacrasHuuu
Craryc npegmeta
Bpoj ECINB
Ycros

L npegmeTta

Wcxop npeameta

Cappxaj npeameTa

Nutepatypa

bpoj yacoBa akTuBHe
HacTaBe

MeToge n3sohera
HacTaBe

OueHa 3Hatba

OPAMATYPIMJAN UTPA
ap ym. WeaH MNpaeauh, peg. npod.

obaBe3Hu

YnucaHe MacTep akagemcke cTyavje

Mpeamet [ipamatypruja 1 urpa uMa 3a Lurb Aa ynosHa CTygeHTe ca OCHOBHUM NOjMOBMMA, MPUHLMNMMA 1
NOCTYNLMMA KaKo Y UCTOPWJCKOM Pa3Bojy ApamaTypLukux MOeTWKa, Tako W KPo3 aHTPOMONorujy U mMoaerne
urapa. Wrpe n urpare YnHe CpX MCKycTBa GuBara YOBEKOM W M3yyaBare OBe 06nacTW, Kpo3 KpeaTuBHe
3apartke, ocnocobuhe cTyAeHTe Aa apTUKYNMLLY W Kpeupajy nocTyke kojuma he ce KOPUCHULMMA HUXOBUX
Jena omoryhuti ocehaj npoMeHe, pasMeHe W 3aMHTEPECOBaHOCTW. Kako je apamaTypruja HajuHTeH3uBHUje
kopuwhere HapaThBa CBECHUM YCMepaBateM Maxme Jbyau, CTyoeHTU he npoyyaBarbeM U BexDareMm
OCHOBHUX €eremeHata fpamatypruje ctehu WCKyCTBa Kako [a HMXO0BM PafoBM MneHe, Apxe W pa3sujajy
naxwy. YNo3HaBakbe Ca apXeTWUnckuM HapaTuBHUM Mopenuma 6Gajke M muta ocnocobuhe CTygeHTe fa
CTBapajy CrIoXeHe W MHTepaKTUBHE CTPYKTYpe HEOXOLHE 3a BUAEO Urpe.

Viexon npeameta [ipamatyprija 1 urpa je cnocobHOCT pasymeBarsa U Kpenpara OCHOBHUX ApaMaTypLLKMX
W HapaTMBHUX MOZena Koju ce Mory KOpuCTUTW y Buaeo urpama. CtyoeHT he GuTH noacTakHyTV fa Kpo3
npegjaBata, BexOe M 3agaTke MpUMEHe OBa 3Haa W KPO3 aHanuse W CUHTE3e ApamaTyHor y BUAEO
urpama. O Teme u ugeje, NPeko OTBOPEHOCTW KOHLIENTa Urpe [0 jaCHUX 1 NPEeLM3HUX ApaMCKuX YBOpOBa,
cTyaeHT1 he Mohu fa aHanuaupajy W cTBapajy kako jeJHOCTaBHe, TaKo U CMOXEHe HapaTuBe NPOMEHMBUX
XaHpoBa ¥ KogoBa.

1. Urpa n rbyacko mckycteo; 2. Meuxonoluke u apylwuTeeHe urpe; 3. KpeatusHe urpe; 4. [pamcka
pagwa; 5. Kapaktepu; 6. Cutyaumja; 7. W3asmsawe ocehawa; 8. ATmoccepa u npomeHa; 9. Temno w
putam pagre; 10. 3annet u pacnnet; 11. Cuxe v dabyna; 12. JeaHoctasHe npuye; 13. CnoxeHe npuve;
14. Mogenw bajke; 15. Mogenu 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.

+ Boawu kpo3 kpeaTuBHM Apamcky npoLiec, rpyna aytopa, basaapr, beorpag, 2012.

+ BataHosuh Jlanosuh Bepa, 3amuiwrbeHo nyTosawe: 127 wrapa 3a gpyrauumje urpawe, CBeT urpayaka,
Beorpag, 2001.

+ BepH Epuk, Kojy urpy urpaw, Beokwura, beorpag, 2003.

+ OcHosw gpamartypruje, npupeano hokuh Jbybuiwa, YHusepantet ymetHoCTH, Beorpaa, 1989.

* lWekHep Puvapg, Ka noctmogepHOM nosopuwTy: W3Mmely aHTpornonoruje v nosopuiiTa, npupegune
Anexcangpa Josuheswuh u MBaHa Byjuh, ®akyntet gpamckux ymetHocT, beorpag, 1992.

+ Eyhenno Bapba u Hukono CaBapese, TajHa yMETHOCT rnmymua: peyHUK NO30pWLLHE aHTpononoruje,
®akynTeT gpamcknx ymeTHocTH, Beorpaa, 1996.

+ Tpon Bnagumup, Mopdonoruja Gajke, Brubnuoteka XX Bek, beorpag, 1982.

+ Cypwo ETjen, [IBecta xurbaga gpamckux cutyauuja, Honut, beorpag 1982.

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

+ Apwucroten, MoeTuka®“, npesog Munow hypuh, 3aBoa 3a ybeHuke 1 HacTaBHa cpeacTsa, beorpaa, 1988

aKTUBHa HacTaBa: 2 Teopujcka HacTaga: 2 npakTuyHa
Hactasa: 0

CamocTarnHo yuete Kpo3 NpakTyaH paj nog pykoBOACTBOM HACTaBHUKA, Y KOMBUHaLmjK ca
npepaearuMa, Bex6ama, AeMOHCTpaLMjaMa, CTYAEHTCKAM Npe3eHTaLmjaMa 1 KoHCynTaumjama.

(makcumanHm Bpoj noexa 100)

MpeaucnuTHe ob6aBese: 50 noeHa 3aBpwHu ucnut: 50 noeHa
[pamcka MuHujaTypa 15 OueHa npakTuyHor paga 40
PasBujarbe KoHLEeNTa apamcke urpe 15 MpeseHTaumja paga 10
AKTUBHO yyeLwhe y HacTaBw 20



Hasue npegmeTa

HactasHuuu
CapagHuum

Cratyc npeamerta
Bpoj ECIMNB
Ycnos

Lnre npegmeta

Wcxon npeameTa

Cappxaj npegmeTa

Nutepatypa

bpoj yacoBa akTuBHe
HacTaBe

MeTopge ussohewa
HacTaBe

OueHa 3Harba

30 MOOENOBAHKE 1

ap ym. Josanuh M. AnekcaHgpa, fgoueHT; Mapko bpkuh
Matsa upuh n Hukona JamjaHos

obaBesHu npeameT
3
Hema

MpakTW4HO YyCBajake 3Hata HEOMXOAHWX 3a CaMOCTAlHO Kpeupare je[HOCTaBHMX
AMTVTaNHUX TPOAMMEH3MOHaNHMX  Mopena - of upeje, OGNMKOBaba Y pPasnuMTUM
OKpYXeHbMa 1 TpaHCchopMucatsa, [0 U3paae thvHamHor NpojekTa u peHaepuHra.

CTypeHTV OBnagaeajy KibyYHUM KOHLENTMMa UM OMWTOM MOTMKOM Mogenosawa y 3[
annukauujama, nomuroHanHo u NURBS mopenosrwe. OcnocobrbeHn cy 3acamocTanHo
Kpevpawe AurMTanHuMX MOAena W HUXOB pasBoj Y PasnMuuTUM MeTogonorvjama u
TEXHOMNOLLKAM YCNOBMMa, HE3aBWCHO Of KOHKpETHOr codTBepa y KoMme Ce peanuayje
HacTaBa.

1. CochTBEpY 3a OUMMTANHO MOAEMNoBatbe, 06nacTi NpUMeEHe, OCHOBHM KOHLENTW paga y 3[
cohTBepy Maya; 2.YnosHaBawe ca WHTepdejcoM, OCHOBHUM 06jeKTUMa 1 KOMMNOHeHaTama,
HaBurauujom, anatuma 3a Manunynauujy objektuma; 3. Epgutopu, xujepapxuja objekara,
napeHToBawe, Aynnukauwja; 4. OCHOBE NOMUrOHaANMHOr MOZEnoBakba, MOJSIMroHaNHa
reoMeTpuja, KOMMOHEHTE, EKCTPYAMpare U OCHOBHM anaTty 3a MONMIOHAHO MOLEMNOBaksE;
5. HanpegHujy anatv 3a MONMWrOHaMHO MOAENOBake, ONTUManHa reomeTpuja W
HUCKOMONWMroHanHM  mogenw; 6. OnTumu3aumja Mopena, OTKNawake HepocTaTtaka
reomeTpuja, gedopmepn 7. OcHose NURBS wmopenosarba, npumeHa w npumepy; 8-9.
Peanusauunja npsor mogena, KoHcynTauuje, kputuuke paguonuue; 10. Matepujanusaumja
objekata, wejgepw, Tekctype; 11. YB manupawe, gopatHu anatu; 12. OcBeTrbaBatbe M
kamepa; 13. PeHgepuHr, npunpeme 3a npogykuujy; 14-15. Pan Ha duHanHom npojekTy,
KOHCynTaLmje, KpUTUYKE paguoHuLe

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

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

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

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

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

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

aKTUBHa HacTaBa: 2 Teopujcka Hactasa: 1 npakTMyHa HacTasa:1
KombuHaupja npepaBarba, BexbW, OeMOHCTpauujama, CTYOEHTCKMM npeseHTauujama u

KoHcynTauujama. CamocranHa peanusaumja MpaKkTMYHOr paga MoA  PYKOBOACTBOM
HacTaBHWKa 1 capapHuKa.

(makcumanHu 6poj noexHa 100)

MpepucnutHe o6aBese: 70 noeHa 3aBpwHu ucnut 30
aKTWUBHOCT Y TOKY 20 npeseHTauuja paga v ogbpaHa 30
paaunoHuLa paga

npakTnyaH pag 50



Hasue npegmeTa

HactasHuuu
CapagHuum

Cratyc npeamerta
Bpoj ECIB

Ycnos

Liure npeamera

Wcxon npeameTa

Capgpxaj npegmeTa

Nutepatypa

Bpoj yacoBa akTuBHe
HacTaBe

MeTozge u3sohera
HacTaBe

OueHa 3Hatba

30 AHUMALIMJA

ap yM. AnekcaHgpa ApBaHUTMANC, AOLEHT
CuHuwa Munocasrbesuh

obaBesHu npeameT
3

Hema

YcBajate 1 NpakTUyHa/yMeTHUYKa NpUMeEHa 3Harba 3 obnactu 3[1 aHumauuje - og reHepanHux
aHuMaupmjckux MocTynaka CBOJCTBEHWX 3a CBe BWOOBE aHWMauuje [0 cneuuduyHux 3a 30
copteepe. Llenosuto nosHasawe npoueca peanusaumje 3[] aHuMMpaHe cexkBeHLe, kpo3 u3bop
afeKBaTHe TEXHOMOMWje 3a OCMULLILEHY UaEjy.

CyneHTv oBnagaBajy Kiby4YHUM MPUHLMNMMA AUTUTaNHE aHuMauuje, pasymejy onwty noruky 3/
aHuMaLje 1 ocnocobrbeHn Cy Aa WX MpUMetsyjy U passujajy y pasnuuuTuM mocTynuuMa w
TEXHOMOLLKMM ycroBuMa. Pannsauuja kpatke 3[] aHummpaHe CekBeHLe.

1-3. OcHoBe aHumaLmje (ekcTpemu, npeTepuBakbe, NHMja NokpeTa, dase NokpeTa, LMKIycH,
ybp3aBare W ycropasawe, TajmuHr); 4.MlocTaBrbate U NOAellaBakwe KibyyHUX (pejmMoBa.
AHnmatuBHu napameTpu; 5. Egutopu 3a anumaumjy (Graph editor, Dope Sheet, Outliner).
Breakdown keys, Set-driven keys; 6. Anumaupja objekata no nyTawn (Motion paths).
Ghost,Constraints; 7. [Hdedopmepu; 8. Blendshape pgedopmep. [MMpunpema obrvka 3a
Bokanusauujy; 9-10. Bokanusauuja. AHumauuja nspasa nuua; 11. Buptyentun ckenet. CKUHMHT.
12. UnknnyHa aHumaumja. Bexba: LuknnyHo Kpetarwe (xog, net ntuue u cn.); 13. AHumauuja
kamepe u csetna. OcHoBe kagpupata; 14-15. Pag Ha cvHanHOM MpojekTy, KoHcynTauuje,
KpUTWYKe pagnoHuLe.

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

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

+ Montgomery, Lee. Tradigital Maya. A CG Animators Guide to Applying the Classical
Principles of AnimationFocal Press, 2011.

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

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

+ Noake, Roger. Animation: The Guide to Animated Film Techniques. New York: Little,
Brown and Company, 1988.

+ Dovnikovié, Borivoj — Bordo. Skola crtanog filma. Beograd: Filmski centarSrbije /
Fakultet primenjenih umetnosti, 2007.

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

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

aKTUBHA HacTaBa: 2 Teopwujcka HacTtaea: 1 npakTU4Ha HacTasa:1
KombuHaumja npefaBara, NpakTUYHOr pafa U KoHcynTauuja. Mpaktiyad pag ce obaerba
CaMOCTarnHo, noj pyKoBOLCTBOM HacTaBHMKA M capafHuka, a OOHOCU Ce Ha CTyAeHTCKe
Bexbe.

(makcumanHu 6poj noexa 100)

MpeancnuTHe obaBese 70 3aBpLHu ucnut 30 noeHa
aKTWUBHOCT Y TOKY pagunoHuLla 20 npeseHTauuja v ogbpaHa paga 30
npakTUyaH pag 50



Hasue npegmeTa

HactasHuuu
CapagHuum

Cratyc npeamerta
Bpoj ECIMNB
Ycnos

Lnre npegmeta

Wcxop npeamerta

Cappxaj npegmeTa

Nutepatypa

Bpoj yacoBa akTuBHe
HacTaBe

MeToge ussohewa
HacTaBe

OueHa 3Hatba

AUrUTANHW 3ANUC NMOOATAKA

ap Bnagumup dununusuh, ped. npod
MwunaH Yyryposuh, acucteHt

obaBesHu npeameT
3
YnucaHe MacTep akaemcke CTyauje Ha nporpamy YMeTHOCT W au3ajH BUAEO urapa

YrosHaBawe Ca OCHOBamMa 3anuca eneMeHTapHUX W MynTUMeaujanHux nopataka Y
pauyHapCkvM CUCUTEMMMA, HUXOBOM 06PaLioM, MPUKa3MBaEM U YyBaHEM.

CTyfeHTV 0BnagaBajy kiby4HM KOHLENTMMA BE3aHUM 3a 3anuc, 0bpagy 1 YyBakbe pasnuunTix
TMNoBa nogataka y padyHapy. OcnocolibeHu Cy Aa Bple pasnuuuTe TpaHchopMaLuje
nojaTtaka, Metbajy HUXOBE KapakTepucTuke pasnuuute npukase. OGpaheHe Teme cy
WNyCTPOBaHe Ha NPaKTUYHIUM NPUMEPUMA Yy NPOTPAMCKOM OKPYKEtbY.

1. Kpatak yBog y 3anuc Twnosa nogaTaka y payyHapy; 3anuc 6pojeBa; 2. 3anucusarbe
tekctoBa, ASCII, kogHe cTpaHe, Unicode, UTF-8; XML, JSON, YML; 3. Busyenusaumwja
nopataka; 4. boje m pag ca 6ojama; 5. Bekropcka rpadmka; EnemeHT aHanuTuuke
reomeTpuje; 6. EnemeHtn aHanutuuke reometpuje; 2[1 TpaHcdopmauuje; 7. butmanupaHa
rpacmka; 8. KoHcynTaumje; usbop cemmHapkux pagosa; 9. [iurutanusaumja crvika, pesonyupja,
AuHamuakn pacno; 10. 3anucuBarbe 3Byka, obpaga curHana; 11. 3anucusare unmosa u
ocTanux MynTUMeaujanHux cagpxaja; 12. Qurutanutaumja crvka, 3Byka 1 unma, pesonyuuja,
y4ecTanocT, AHamuuku pacnoH; 13. 3anucusare 34 mogena; Komnpecuja u onTummusaumja
kopa; 14. PauyHapckv xapasep 3a Buaeo urpe; 15. PauyHapckv xapasep 3a BUAeo urpe.

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

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

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

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

5. [pyra ogroeapajyha akTyenHa nutepatypa

aKTMBHa HacTaBa: 3  Teopujcka npakTU4yHa HacTaga: 2
HacTaBa: 1

lMpeaomer ce peanusyje komOWHauUWjoM npefaBakba, MPaKTUYHOT paja W KOHCynTauuja.
lMpenaBata YKIbydyjy Teopujcke OCHOBE CBake 0f Tematckux LervHa. [pakTuyaH pag
obyxBaTa MMMNemMeHTaUujy HaBedeHWX KOHUenaTa y MporpamckoM jesuky u ogroBapajyhem
anary.  [lpaktnyaH pag ce obaBrba CamoCTarniHoO, 3a pauvyHapoM, Y3 CTanaH KOHTaKT ca
HaCTaBHWKOM ¥ capaHUKOM. Y TOKy Kypca npegsufieHa je u3paga cemmnHapckor paga.

(makcyumantm 6poj noeHa 100)
MpeancnutHe o6aBese 70 noeHa 3aspwHu ucnut 30 noeHa

CemuHapcku pag 20 Yemenm ucmt - 30
[MpakTnyHu nenut 50



Hasue npegmeTa
HactasHuuu
Craryc npegmeta
Bpoj ECINB
Ycros

Uunrb npeameta

Wcxon npeameTa

Capgpxaj npegmeTa

Nutepatypa

bpoj yacoBa akTuBHe
HacTase

MeToge u3sohewa
HacTaBe

AN3AJH BUOEO UrAPA 1

ap ym. Brnagump Togoposuh, rocTyjyhu npocpecop; Mapko Bpkuh, Hukona [lamvjaHos
1300pHN NpeameT

4

Hema

CTyfieHTU Ce YBOAE Y MHTEPAMCLMNIIMHAPHY MPOLIEC MPUMEHE KPeaTUBHOCTW Y BULEO Urpama 1
npoaykumju. MpakTUYHO ycBajakbe 3Hakba HEOMXOAHMX 3a pasyMeBatbe MPOLEca Kpenpatba BUaeo
Wrpe Kpo3 napTuumMnauujy 1 rpymHo aHraxoBarse.

CTyzieHTH Cy cnocobHM [ja apTUKyNWLLY MaBHe MeTofonorvje y obnacTyi npoaykuvje BUaeo
Wrapa, aHanuaupajy npakce, TPEH[0BE W NPOAYKLUMOHE LMKITYCe OCMULLIbaBajy NpoToTwn
CONCTBEHE BULED UTpE.

1 - 2. OcHoBe au3ajHa Buaeo wrapa. OuvekvBara wrpaya. AHanusa pasnuuuTix HarpafusaHux
HE3aBMCHO NPOAyLMpaHnX wrapa. [ekoHcTpykumja objarbeHux urapa. 3-4.  KrbyuHe dhase
kpeuparba urpe. Kpevparse npegnora koHuenta urpe. Pag Ha koHuenTy. 5-6. KomyHukatuBHOCT
pu3ajHa. Kpevparse ansajH gokymentaumje urpe (Game Design Document - GDD). Metogornoruja
kpeupara npototuna. Pag Ha npototuny wrpe.7-10. Ourutanim npototun. MexaHuka urpe,
eCTeTWKa, KMHECTEeTMKa, TEeXHOMOorvja, KOHTpone, norneau, WHTepdejc Au3ajH. Anath 3a
kpeupare wrapa. 10. TecTupawe urpe wn utepatuBHu ausajH. Pap Ha npototuny urpe.11.
OyHKUMOHaNHoCT, uenosutocT M HamaHc. 3abaBHOCT W mpucTynayHocT. Pag Ha npotoTumy
urpe.12-15. Kputnuke paguonnue. Pag Ha npoToTuny O Kpeupara npea WUrpuse Bepsuje 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.

aKTMBHa HacTaBa:6 TeOpVIjCKa Hacrtasa: 0 NpakTn4Ha HacTaBa:6

KombuHaumja npenasarba, Be6M 1 guckycuja. AkueHar je Ha bp3oj n3pagum npoToTunoBa, pag y
UTepaTUBHAM LiMKIycuMa, capaikba W ynpaerbare NPojekTMa y KpaTkuM Lmkycuma. pynHa
peanu3aumja NpakTUYHOT pagda noj pyKoBOLCTBOM HAaCcTaBHWUKA W capapHuka.

MpeancnutHe obaBese: 70 noeHa 3aBpwHu uenut: 30 noeHa

aKTWUBHOCT Y TOKY paguoHu1La 20 npeseHTauuja u 30
opnbpaHa paga

npakTuyax pag 50



Hasue npegmeTta

HactasHuuu
Capagruum

Cratyc npeamerta
Bpoj ECMNB
Ycnos

Lurb npeamerta

Wexon npegmerta

Cappxaj npegmeTa

Nutepatypa

bpoj yacoBa akTuBHe
HacTaBe

MeToge n3sohewa
HacTase

OueHa 3Hatba

NPOrPAMUPARE 3A YMETHUKE 2

Ap Anekcangap Kaptesb, 4OUEHT
Ara BykypoB, acucteHT; Mapjana LLionajuh, acuctent

1360pHU NpeameT
7
Hema

YHanpefhuBate NporpaMepckux CrnocobHOCTM Kpo3 yrnosHaBare ca 00jeKTHO OpWjEHTUCAHMM CTUIIOM
nporpamupatsa 1 GrubnunoTeke 3a paseoj urapa.

CTymeHTV oBnagaBajy HanpeaHWjuMm TexHukama CKpUMT nporpamuparba kpo3 nporpamcki jeauk MajtoH,
YKIBYYYjyhu 1 TexHuke OBjEKTHO OpWjeHTMCAHOr Mporpamuparba, ca akLEHTOM Ha MpUMEHe Y pasBojy
urapa u kpo3 6ubnuoteky Pygame. CTyaeHTH cy 0crnocobrbeHm fa camoCcTanHo npase jeJHOCTaBHe urpe
W ga nomohy npenopyyeHe W Apyre nuTepaType CaMoCTarnHo fajbe Hanpefyjy cBoja 3Hawa y Toj
obnactu.

1. ¥Bog y OO nporpamupatse - knace, objexktn, metoau; 2. Yeog y OO nporpamupatbe — Hacrnefhuarse;
3. OO nporpamupatbe y MajToHy; 4. AnroputMmu ca NpumeHama y pasBojy urapa, obpaga crnvka u 3Byka;
5. Anroputmmn ca npumeHama y passojy urapa, obpapa kpetamwa; 6. Koncynrauuje; 7. Bubnuoteka
Pygame, uHcTanauuja, nogelasara, OCHOBHW 06jekTi; 8. Bubnuoteka ygame, yrHexgeHe netrbe,
neTrbe y UrpU M netrbe 3a nogpxasawe Aorahaja; 9. bubnuoteka Pygame, npumep urpe 1; 10.
Bubnuoteka Pygame, npumep urpe 2; 11. Koncyntauuje; 12. OpraHusauuja koga Kop jeAHOCTaBHMX
urapa (MajtoH n Pygame); 13. Tectuparbe u gebaroBarbe nporpama; 14. YnosHasarbe ca jesnumma Jlya
1 Jasa ckpunT; 15. KoncynTauuje

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

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

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

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

. HacraBHuk Moxe n3abpatit 1 [pyry akTyenHy nutepatypy.

aKTUBHa HacTaBa :6 Teopujcka npakT1yHa HacTaBa:4
HacTaBa: 2

MpeomeT ce peanuayje komOuHaUMjoM npedaBaksa, NPaKTWYHOT paga M koHcynTtauwja. Mpepasarba
YKIbY4yjy TeOpujcke OCHOBE CBake of TemaTckux LienuHa. MpaktuyaH pag obyxeaTa uMnieMeHTauujy
HaBedeHUX KOHLienaTa y nporpamckoM jesnky 1 ogroeapajyhem anaty. [lpaktuyaH pag ce obasrba
camoCTarnHo, 3a padyHapoM, Y3 CTanaH KOHTaKT Ca HacTaBHUKOM WM capagHuKOM. Y TOKy kypca
npeasuhieHa je M3paga camocTanHor ceMmHapckor paga / npojexTa.

MpeaucnuTHe obaBese 70 noeHa 3aBpLHK ucnuT 30 noeHa
CemuHapcku pag 30 Ycmerm nenut 30
MpakTyHu nenut 40



Hasue npegmeTta
HactasHuuu
CapagHuum
Cratyc npeamerta
Bpoj ECNB
Ycros

LUwnrb npeameta

Wcxon npeamerta

Cappxaj npeameTa

Nutepatypa

bpoj yacoBa akTuBHe
HacTaBe

MeToge n3sohera
HacTaBe

OueHa 3Hatba

APXUTEKTYPA U AITATU 3A BUOEO UIPE

Ap Mupocnas Mapwuh, BaHp. npod ,
MwunaH Yyryposuh, acucTeHT,
Hukona [amjaHos, Pajko Pagocaersesuh

1360pHU NpeameT
4
YnucaHe macTtep akagemcke cTyanje

YnoaHaBate ca 0CHOBaMa apXUTEKTYpe BULEO Urapa U anaTvma 3a b1xoB passoj.

CTyneHT ce ynosHajy ca OCHOBaMa apxuTeKType BUAEO Wrapa M CneunuyHOCTUMa CBake 0f
KOMMOHEHTW apXuTekType. Ha npakTU4HOM npuMepy Ce ynosHajy ca MoryhHoCTUMa caBpemeHuX
arata 3a pasBoj BUAeo urapa.

1. KeanuteT koga; 2-3. CtaHgapav kogupawa; 4. lMpuoputeT kogupawa (OpavHa, BenuunHa,
hnekcMOUNHOCT, MPEHOCUBOCT, ofpkasake); 4. BpcTe rpewaka u HKUXOBO WCMpaBrbate; 5.
lMoHoBHO Kopuwhere codTBepa; OOKyMeHTauwja, Ou3ajH; 6. EBanyauuja M KoHauHa aHnusa
coreepa; 7-8. NuueHue, jesnum, gemo npumep, okycHe rpyne, Bed npesenTaumja; 9 -11. Anatu
3a pa3Boj Bugeo urapa. OcHoe Unity anata; 12. Pa3goj Bugeo urapa nog Unity. Mpumep npojekTa;
13. Pa3Boj Buaeo urapa nog Unity. Mpumep npojexta; 14. KoHcynTauuje u n3bop cemuHapckor
paga; 15. Ucnmr.

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

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

3. [pyra ogrosapajyha akTyenHa nuteparypa

aKTUBHa HacTaBa: 3 TEopujcka npakTuyHa HacTasa: 1
HacTaBa: 2

MpeomeTt ce peanusyje komOUHaLWjoM npefaBakba, NPakTUYHOr paja U koHcynTaumja. MNpegasarba
YKIbY4yjy Teopujcke OCHOBE apXUTeKType BMOeO urapa. Y capafu ca CTydkauuma 13 npuspege
peanusyje ce A€o0 npenMeTa BesaH 3a MpakTWuyaH npumep ynoTpebe amata W MpaBrbere
enemeHTapHuX Buaeo urapa. [paktuyaH pag ce obaerba camoCTanHo, 3a padyHapoM, y3 crana
KOHTaKT Ca HaCTaBHWKOM/CapagHWKOM W CTpyYkakoMm u3 mpuspege. Y TOKy Kypca npeasufieHa je
n3paga ceMmHapcKor paga.

MpeancnutHe ob6aBese 70 noeHa 3aBpiuHK ucnut 30 noeHa
CemuHapcku pag 30 Ycmeru nenut 30
MMpakTuyHU ucnut 40



Hasue npegmeTa

HactasHuuu

CapagHuum
Craryc npegmeta
Bpoj ECINB
Ycros

Uunrb npeameta

Wcxop npeamerta

Cappxaj npegmeTa

Nutepatypa

bpoj yacoBa akTuBHe
HacTaBe

MeTopge ussohewa
HacTaBe

OueHa 3Hatba

30 MOLENOBAHE 2

ap ym. Josanuh M. AnekcaHapa, JOLEHT;
ap ym. Brnagump Togoposuh, roctyjyhu npodecop;
Mapko bpkuh

Mata mpuh, Hukona [JamjaHoB
OGaBesHu npeameT

4

MonoxeH uenut 34 modenosatrse 1

MpaKTU4HO yCBajarbe 3Hatba HEOMXOAHWX 3@ CAMOCTAaNIHO Kpenpare HampesHuX AUruTanHuX
TPOAMMEH3MOHAMHNX Mofiena — ca noceGHMM OCBPTOM Ha pa3Boj An3ajHa Modena, rpafera
onTumanHe TOI'IOJ'IOFI/Ije 3a BMaeo urpe.

CryneHT oBnagasajy HanpeaHWjUM KOHLENTMMA W MOMMKOMMONUroHanHor Mogenosara y 3[4
annukauvjama 3a npumeHy y Buaeo urpama. OcnocobrbeHn Cy 3acamocTarnHO Kpeuparbe
QUIMTanHMX MoZena M HWXOB PasBoj Yy pasfuuMTUM MEeTOZonorvjama W TEeXHOMOLIKUM
YCNOBKMa, HE3aBWCHO 0 KOHKPETHOT COPTBEPA Y KOME Ce peanuayje HacTasa.

1-3. MopenoBare pekBu3uTa, BO3WNa W ApyrMx 4BpcTWX objekata. [pumeHa anata 3a
NonuroHanHo MoAenoBate, onTMarnHa ynotpeba u 6p3o kpeupare reometpuja. Kpenparse
komnnekcHux objekata og npumuTuBHUX. Kpeuparbe TekcTypa o choTorpacmja. Hopman
manuparbe. 4-7. Pa3Boj u mogenoBawe Okpyxersa (environment).Kpempare MHULMjANHUX
TekcTypa. OcHoBHa cTpykTypa. Matepujanusaumja. OcseTrbaBarbe. 8-13. Mopgenosare
funeganHor u KkagpuneganHor kapakrepa. Tomomorvja mogena, Tena, rmase W aeTara
nmua. HuekononmroHanHm 1 BucokononuronanHu mogen. 14-15. Pag Ha npojekTy,
KOHCyrnTauuje, KpUTUUKe 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 HacTasa: 2 npaKTUyHa HacTasa: 1

KombuHaumja npepaBarba, BexOW, geMOHCTpauujama, CTYAEHTCKAM MpeseHTauujama W
KoHcynTauujama. CamocTanHa peanusalpja NpakTUYHOr paga nog PYKOBOACTBOM HAcTaBHMKA
W capafHuKa.

MpeancnutHe obaBese: 70 noeHa 3aBpwwHyu ucnut: 30 noeHa

aKTWUBHOCT Y TOKY NpegaBatka 20
npaKkTu4aH pag 50

npeseHTauuja v ogbpaHa paga 30



Hasue npegmeTa

HactasHuuu
CapagHuum

Cratyc npeamerta
Bpoj ECIMNB
Ycnos

Lnre npegmeta

Wcxop npeamerta

Cappxaj npegmeTa

Nutepatypa

Bpoj yacoBa akTuBHe
HacTaBe

MeToge n3sohewa
HacTaBe

OueHa 3Hatba

30 AHUMALINJA KAPAKTEPA

ap ym. Jynujana lMpoTuh, goueHt
Paijko Pagocasrbesuh

obaBe3Hu npeameT
4
nonoxeH ucnut u3 npeameta OcHoge 3 Modenosarsa U aHuMayuje

lMpakTyHO YycBajatbe 3Hawa M3 obnactu 3[1 aHMMauuje kapaktepa - Of reHeparHux
nocTynaka nocTaBke BUPTYENHOr CKeneTa W CKMHOBawa [0 CreuuUYHUX HanpeaHnx
TeXHWKa 3a purosare. Llenosnto nosHaBare npoLeca puroBaksa kapaktepa 3a Bugeo

urpy.

CypeHTV oBrnagasajy KIbYYHUM MPUHLMNMMA aHWMaLmje kapaktepa, pasymejy OnwrTy
noruky puroeara 3[] mogena u ocnocobrbeHn cy da MX NpuMetbyjy U passujajy y
pasnUuMTMM NOCTYMUMMA W TEXHOMOLLKUM ycnoBumMa. Panusauuja kpatke 3[] aHumupaHe
cexBeHLe.

1. PuroBarbe 1 CkuHOBar-e kapakTtepa. [edopmatopu u 3rnobosu. 2. Kapakepuctuke u
noHawarbe 3rnobosa. 3. TunoBu noBeauBatba koxe Ha ckeneT. 3oHe ytuuaja (Skin
Weighting). 4 - 6. TexHuke rpafierwa ckeneta. KopeH u Hu3 3rnobosa. MHBepaHa w
HanpegHa kuHematuka. 7. Oun, TpenTaj u haumjanHe ekcnpecuje. 8. KoHtpone 3a pur. 9.
Pepocnen potauuja. Oce. Pewasare nmnosarsa. 10. HanpegHe koHTpone ckeneta. 11.
Pacresawa. Knacrepw.Lattice. Blend Shape.12. OpBojuBi [enosu ckeneta, He3aBUCHO
nokpetroueu. 13-15. Pag Ha dpmHanHOM NpojekTy, KOHCYNnTaLuje, KpUTUYKe paguoHuLE.

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

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

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

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

Miller, Carolyn Handler. Digital Storytelling. Waltham, MA: Focal Press, 2004;
Kerlow, Isaac. The Art of 3D Computer Animation and Effects, Fourth Edition.
Roberts, Steve. Character Animation in 3D. Waltham, MA: Focal Press, 2004;
Williams, Richard. The Animator's Survival Kit. London: Faber & Faber, 2001.

e o o o

aKTMBHa HacTaBa: 3  Teopujcka HacTaBa: 2 npakThyHa HacTaea: 1

KombuHaumja npefasatba, npakTUyHor paga v koHcynTaumja. Mpaktiyax pag ce obasrba
CamOoCTasnHo, Nog PyKOBOACTBOM HaCTaBHWKa W CapapHuka, a OAHOCW Ce Ha CTYAeHTCke
Bexbe.

(makcumantm 6poj noeHa 100)

MpeancnuTHe obasese: 70 noeHa 3aBpwHu ucnut: 30 noeHa
aKTWUBHOCT Y TOKy NpegaBsatka 20 Yemenm ucnut - 30
CemuHap 50



Hasue npegmeTa

HactasHuuu

Cratyc npeamerta
Bpoj ECIMNB
Ycnos

Lnre npegmeta

Wcxop npeamerta

Cappxaj npegmeTa

Nutepatypa

Bpoj yacoBa akTuBHe
HacTaBe

MeToge ussohewa
HacTaBe

OueHa 3Hatba

AN3AJH BUOEO UIAPA 2

ap ym. Bnagump Togoposuh, roctyjyhn npocbecop; ap ym. Mapko CtojaHoswh,
poueHT; Kpuctuna Mapkosuh, Mapko Bpkuh

obaBe3Hu npeameT
5
YnucaH apyrv cemectap

CryneHT ce HacTaBrbajy ca HanpegHujum basama paga Ha BMAEO WUrpama M HUXoBY
npoaykuujy u nnacupare. [pakTWyHO ycBajare 3Haa HEOMXOAHWX 3a pasymeBare
npoLeca kpenparba BUAEO Urpe Kpo3 NapTiumnaumjy 1 rpynHo aHraxoBake.

CTyaeHTH cy CnocoGHM fia apTUKYNWWY rmaBHe MeTofornoruje y obnactu npogykuuje
BMOEO Wrapa, aHanuaupajy npakce, TPEHAOBE W MPOAYKUMOHE LMKNYce W kpewpajy
COMCTBEHY BIAEO UTPY.

1. CTpyKTypa TMMa 3a Kpeupare BMAEO Wrapa, nocao Au3ajHepa urapa. 2. Ctpatervje u
MeTofe pa3ssoja urpe. lNnanupawe npojekta. 3-4. [usajH n obpaga 3Byka 3a BUAEO MIpY.
HacraBak paga Ha urpu. 5. Mogenu MoHeTu3auumje Buaeo urpe. Hactasak paga Ha urpw.
6-9. AHanmaa oksupa urpe — YBog, On1chn H1UBo, [iuHaMuuki HUBO, KynTyporoLLK/ HUBO.
Pan Ha npototuny urpe. 10. Hactasak paga Ha urpu. 11. MapkeTuHr 1 npomo maTepwjan
urpe. Hacrasak papa Ha urpu. 12. l'ejMudpmkaupja y epykaumjn. Hactasak paga Ha urpu.
13-15. PeBuaypatbe 1 3aBpLueTak paga Ha beTa Bepauju npojekta Buageo urpe. Kputnuike
paguoHuLe.

*  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

WUCTpaxuBaYku pag: 6

KombuHaumja npegasatsa, Bex6u n gnckycuja. AkueHar je Ha 6p3oj U3pagu NpoToTMNOBa,
paf Yy WTepaTMBHMM LMKTyCUMa, Capaitba W YnpaBrbakbe MpojeKTUMa Y KpaTkim
uuknycuMa. pynHa peanuaauuja MpakTWYHOT pafja nof PYKOBOACTBOM HacTaBHMKa W
capagHuka.

MpeancnutHe o6aBese: 70 noeHa 3aBpwHu ucnut: 30 noexa
aKTUBHOCT Y TOKY paunoHuLa 20 Yemenm uenut - 30
CemuHap 50



Hasus npegmeTa

HacrasHuyu

Crartyc npegmerta
Bpoj ECINB
Ycnos

Unrs npegmeta

Wcxon npeameTa

Capgpxaj npeameta

Nutepatypa

Bpoj yacoBa akTuBHE
HacTaBe

MeToge u3ssohera
HacTaBe

OueHa 3Hata

MAPKETWHI U NPEAY3ETHULWITBO Y KPEATUBHUM UHOYCTPUJAMA

ap Mapko Cysajimh, goueHT; ap HuHa MuxarbuHal, SOLEHT;
ap Munuua Kovosuh ge CaHto

0baBesHu npegmeT
4
Hema

Linrb npeameta je ga CTygeHTe ynosHa ca Teopujama M npakcama KpeaTMBHWUX MHAYCTpuja W
ocnocobu ux ga npegyanmajy MHOBATUBHE U KPEaTUBHE MHWLMjATUBE Y LMBUIHOM W NPUBATHOM
cektopy, Oyay aKkTMBHM YYeCHWUM Y CaBpPeMeHUM CUCTEMUMA MPOGUTHOM HenpoUTHO
OpujeHTUCaHe npoaykuuje W AucTpubyupje OuruTanHux Meaujckux nponussoda W ycryra y3 nyHy
CBECT O YNO3u W OLFOBOPHOCTM KPeaTUBHUX WHOYCTPWja y OpywTBy (Mpou3BodHa BpegHOCTH U
3Hayetba, AOMPUHOC APYLUTBEHO-EKOHOMCKOM PasBojy).

CryoeHTn he nosHaBaTy MOryAHOCTM MpUMEHE HOBMX AUMUTaNHUX Meauja y MapKeTUHLLUKAM
KOMyHUKaLmjama; nos3HaBahe npoLec MeHayMeHTa W npodykuuje npoussoga W ycnyra
KpeaTMBHMX WHAYCTpWja; nosHaeahe npuWHUMNE Npedy3eTHUWTBA (TPKMLLHOT  AenoBakba)
YMETHUKa-Npey3eTHUKA, Manux W cpedwux npegyseha koja npoussoge nony-jasHa gobpa
(cappkaje kao cumbonmuke npowssoge U ycnyre); 6uhe ynosHaTM Cca  CaBpeMEHOM
npobnemaTukoM 3aLUTUTe ayTOpCKWX M cpoaHux npaea (copyright, copyleft, creative commons);
ynosHahe ce canpakTU4HUM NONUTUKamMa passoja KpeaTMBHWX WHOYCTPWja y 3eMIbU W CBETY,
nosHasahe MOMMTUYKY W EKOHOMCKY WUCTOPWjY KpeaTMBHWUX W KYNTYpHX MHAYCTpWja; no3Hasahe
npouece MapKeTMHr HacTyna (npoduTHO, HENpPOUTHO OPWjEHTUCAHWX —OpraHu3auuja)
AucTpubyLmje U kaHana MapKeTUHra y KpeaTUBHUM U KYNTYPHUM UHAYCTpUjama.

Teopujcka HacTaBa obyxsaTa Tpu obnactu:1.npedy3eTHULITBO Yy HOBUM MeaujUMa (Kpeuparbe
OpeHga, uspaga OWM3HMC nnaHa, ynpaB/bake JbyOCKUM peypcuma); 2. MOonuTUKe pa3soja
KpeaTMBHUX WHAYCTPWja (KpeaTUBHW KnacTepw, KpeaTuBHW rpafoBy, KpeaTuBHa knaca, 3aliTura
ayTopckux W cpogHux npasa - copyright, copyleft, creative commons); 3. MapkeTuHr vy
KpeaTMBHUM MHAYCTpUjama (MOMUTUYKa W EeKOHOMCKa WCTOpWja KynTypHUX M KpeaTMBHWX
WHAYCPUja, MPUMEHa KOMepLujariHor, CoumjanHor 1 HenpodUTHOr MapKkeTUHra y KynTypHAM W
KpeaTMBHUM WHAYCTPUjaMa, MapKeTWHT MpOLEC, Kamnawa W weHe hase). Y OoKeupy ApYrux
obnuka HactaBe CTyAeHTM he ce ynosHaTh ca: npumepuma Lobpe npakce Be3aHWM 3a yCrelHe
MapKepuHLLKe cTpaTtervje M 00nacT KpeaTuBHMX, MOCEOHO TejMUHT MHOYCTPUjE; MPOLECOM
npou3BOAE MPOM3BOLA W Ycryra KpeaTuBHe WHAYCTpWje (aurutanHe nnatdopme, codTBepy,
BMZEO WIPe U CM) U CTpaTELLKUM AOKYMEHTMMA BE3aHUM 3a pa3Boja KpeaTUBHE UHAYCTYUje.

+  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

* LloH Xaptnn, 2007, KpeatusHe uHgyctpuje, Beorpaa: Knvo.

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

+  Kon6ep ®. 2010, MapkeTuHr ymeTHocTn, Beorpag: Knvo.

+  Kotnep ®, 2011, CouujanHu mapkeTuHr, beorpag, Knuo

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

aKTUBHa HacTaBa: 2  Teopujcka HacTaBa: 2 npakTnyHa Hacrasa:0

MpenaBatba; MHTEPAKTMBHE AMCKycuje W Bexbe — KpUTMUKa aHanuaa TPXKWLWLTA BWAEO Wrapa;
NPOJEKTHW 3afaTak — HOBW NMPOW3BOA Ha TPXMLLTY — WHAOYCTPUCKW MPUCTYN (MCTpaxuBsarse,
KOHUMNMpakse, NNaH pecypca, Npon3BoAmwa, AucTpubyumja M npomoumja, Npoaaja, esanyauuja
ycrexa).

MpeancnutHe obaBese: 60 noeHa 3aBpwHu ucnur: 40 noeHa
aKTUBHOCT Y TOKY Npefasarba 10 YcmeHu uenut 30
MpojekTHM 3apaTak 30 Mncmenwn nenuT: 10
CemuHap 20



Hasue npegmeTa
Craryc npegmeta
Bpoj ECINB
Ycrnos

LinrbeBu 3aBpLuHOr paga

OuekmBaHu 1cxoam

OnwTu cagpxaju

MeToge n3Boferba

OueHa

3ABPLUHW PAL - WU3PALA U OOBPAHA
obasesHn npeamet
10

[onoxeHu CBM MCIUTK npeqsmf]eHM nporpamom mMacTep CTyJJ,VIja

3aokpyxmBatbe 06pa3oBHOr MpoLeca MacTep CTyAuja Kpo3 peanusauujy u npeseHtauujy

3a0KPYXXEHOr MpojekTa panuaaumje Buaeo urpe. [JeMOHCTpaumja AeTarbHor nosHasatba
KOHTpONe VIJJ,ejHI/IX, TEeMaTCKuMX, NpOAYKLUMOHO-TEXHONOWKMUX U TEeXHUYKUX acnekata
npoayKumje BUAEO urapa.

CTymeHTM Mpukadyjy CNOjeBMTO Bnajake KOMNMETHUM NPOLECOM KOHLenTyanuaaumje,
UCTPaXVBaHHA, u3page/Tectuparsalesanyaumje, peanusaumje, npeseHTaLmje,
nosuLMOHMpatsa 1 nnacMaHa Bugeo urpe. CTyaeHTM NpUKasyjy HUBO OCTIOCOBILEHOCTH 3a
camocTanaH W TUMCKM Pa3Boj W peanu3auujy CROXEHUXBWAEO Wrapa, y pasnuyuTiM
AMCLMNIMHaMa YHYTap NPOAYKLMOHOr NpoLieca.

W3pagma 3aBpLuHor, macTep, npojekta ofyxsaTa: NOMMCTUYKY MPUMPEMY, UCTPaXWBatLE,
OCMULLIbaBakbe KOHLEeNTa, pag Ha CBUM acnekTuMa npojekTa, npeseHTauujy 1 nnacvpare
npBe Bep3uje urpe.
lMpojekaT ce peanusyje TOKOM CBa TPWU CeMecTpa Ha MpeaMeTUMa U3 rpyne CTPy4HO-
annuKkaTMBHAX, y KOMOMHaUMjW ca OCTanuUM PEeneBaHTHAM YMETHWYKUM, YMETHWUYKO-
CTPYYHUM, TEOPUjCKO-METOAOSOLLIKUM 1 APYLUTBEHO-XYMAHUCTUYKUM NpeaMeTuma.

AKUeHaT je Ha Kpeupatby LienoBMTOr NpojekTa, Ynjyu je 1cxod BiUaeo urpa.

MacTep npojekaT ce peanusyje KoMBMHaLMjOM MCTpaxmBara U MpaKTMYHOr pafja Ha
BUAEO WrPU Y3 CTanaH KOHTAKT Ca HacTaBHMUMMA W CTpyYauuMa 13 npakce.
KoHcynTaumje koHTUHyMpaHO npaTe npopyKuujy v obyxsaTajy npeactaerbarwe npojekata y
TpeHYTHO] pa3n peanusauuje, WM OWUCKycujy O uAejHUM, (hOpMarHUM, METOLOMOLIKUM,
TEXHWUYKIM, TEOPUCKUM W KOHTEKCTYarHWM nUTamiMa 3HayajHuM 3a HWXOBY U3papy,
npeseHTaLmjy, peLentujy u JoKyMeHTaLujy.

(makcumanHu 6poj noexa 100)

Ksanutet mactep npojekra: 70 noeHa. Keanutet BepbanHe
eKcnnukaumje, onbpaHe
npojekta: 30 noeHa.
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Wcxon npeameTa

Cappxaj npegmeTa

Nutepatypa

yBoA Y CTYOWUJE CABPEMEHE YMETHOCTU 2

ap Oakosuh HeseHa, peq. npody; ap Lisetuh Mapuena, pea. npod; Panajuh
CeeTo3ap, npod. emeputyc YY; mp LUnbanuh Barba, goLeHT
n36opHu npeameT

8
YnucaHe macTtep akagemcke cTyauje

Lurb npegmeta je ynosHaBawe CTydeHaTa Cca HajsHauajHujum Teopujama ( W npakcama)
YMeTHOCTU Apyre nonosuHe XX Beka.CBpxa OBOr npegMeTa je npyxare ceeobyxsaTHor
npernega caBpemMeHe YMETHOCTU W Teopuje, Koju he kaHauaata MHOpPMUCATY U NPYXUTK
My moryhHocT fia ogabepe u Teopujcku okycrpa 0bnact cor MacTep paga.

CryneHT Tpeba fa oBnafa No3HaBareM HI13a pasnuunNTUX Teopuja CaBpEMEHe YMETHOCTM
wro he My OMOryhUTM KOMMETEHTHO MWTame’ W aHanu3y YemTHUYKMX fena w3
pasnMUMTUX YMETHOCTU (My3WKka, (UM, JINKOBHE YEMTHOCTW, apXWTEKTypa, urpa, HOBU
purutantn megujn) 20. 1 21. Beka, Te, y Cknagy ca TUM, 1 Npogy6rbeHo n3y4aBake Teme
kojy je ogabpao 3a cBoj mactep pap. [open Tora, og CTyAeHTa ce ouekyje ga byge
cnocobaH Aa yvecTByje y KPUTUUKMM, aHanuTUUKUM W Teopujckum aebatama, kao 1 ja
OBraja TeXHNKOM nucara Hay4Hor eceja U KpUTUYKOT TEKCTa.

Teopujcka HacTaBa obyxeaTa HuW3 npegaBawa W3 crnegehux obnactu: 1. CaBpemeHa
YMETHOCT U KynTypa; 2.1 3. Teopuje ymeTtHoctn fpyre nonosuHe 20. n 21. Beka; 4.
CTpykTypanusam W yMeTHOCT KacHOr MogepHusma; 5.m 6. [lMapagurme w umpgeonorvje
KacHOr MOLEpHW3Ma Yy BW3YerHUM YMETHOCTMMA, Meaujuma u apxutektypu; 7. u 8.
®docTeposa Teopuja aBaHrapge y BU3YeNHUM yYMETHOCTUMA, MefujuMa W apXUTeKTypw;
9.HeoaBaHrapga u koHuentyanHa ymetHocT; 10. u 11.MoctmogepHe Teopuje - Teopuje
nocTCTpyKTyparmamMa 1 noctMogepHusam;  12.Teopujcka  ncuxoaHanusa  w
ymeTHocT/kynTypa Apyre nonosuHe 20. 1 21. Beka; 13. YMeTHOCT HoBUX Meauja; 14. n 15.
YnTatrbe n guckycuje.

MpaktwyHa HactaBa obyxeata Bexbe Ha kojuma he CTygeHTM HenocpefgHo OuTK
YNo3HaBaHW Ca MPUMEHOM MPEe3eHTOBaHUX Teopwja y YMEeTHUYKkUM npakcama 20. u 21.
BeKa.

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

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

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

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

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

6. Migko Suvakovic: 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 politka 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, Pani: Kraj moderne, Svetovi, Novi Sad, 1991.

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

14. Sabol¢i, MikloS: 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 yacoBa akTuBHe
HacTaBe

MeToge ussohewa
HacTaBe

OueHa 3Hatba

aKTMBHaA HacTaBa: 6 Teopujcka HacTaBa: 2 [pakTyHa HacTaea: 4

Mpenasatba, AUCKYCMje, MPaKTUYHA HACTaBa, CTYAM|CKI UCTPaXMBaYKM pag,

MpeancnutHe ob6aBe3e: 60 noeHa 3aBpwHu ucnut: 40 noeHa
aKTWUBHOCT Y TOKY NpesaBara 10 nucmenu nennt - 10
npakThyHa HacTaBa 10 ycmenm uermt - 30
KOMOKBUjyM 20

CeMuHap 20
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Wcxop npeamerta

Cappxaj npegmeTa

Nutepatypa

KYNTYPHA NONMUTUKA U KYNTYPHA TIPABA

ap LUsetnyanuH M. Mpegpar, ooueHT; ap MuxareuHay C. HuHa, AOLeHT;
ap Oparuhesuh LWewwnh Munena, npod. emeputa YY

n36opHu npeameT
6

YnucaHe MacTep akagemcKke CTyauje OfiHOCO ofroBapajyhi cemecTap CinyHor
CTyZmjcKor nporpama 3a CTyAeHTe Yy nporpamy pasmeHe

LUwb npeoveTta je fa CTymeHTMMa MpeHEce HEOMXO4HA 3Hata W BelTWHE 3a
pasymeBate MOAena M WHCTPyMeHaTa KynTypHe nonuTuke, Te fa um  omoryhu
YKIbyuMBare Yy KynTypHo-nonutuike Aebate M npouece nobupawa M 3aroBaparba
(lobbying and advocacy), npeactaeu mperneq OnWTe 3aKOHOAABHE perynaTuee koja ce
TMYE KYNTYpe Ha eBPOMCKOM HMBOY, Kao M perynatuee 3emarba jyromctouHe EBpone,
NCTOBPEMEHO Hyaehu npakTUYHYy aHanuay TeXHUKa W WHCTPyMeHaTta, mnpeacTasu
MefycoBHM 0fHOC KynTypHe MONWUTUKe, NpaBa W ekOHOMUWjE, U Aa MPYXW 3Haba Y AOMEHy
ayTopCKWX NpaBa, kako MefyHapoaHe Tako u gomahe perynartuse, HEONXOAHa Y BONey
YMETHUYKIX NpojekaTa 1 MeHaLIMEHTa YCTaHoBa KynType.

HakoH 3aBpLueHor kypca ctygeHtn he crehu notpebHe BewwTuHe M CnocobHOCTM 3a
npeysumarbe akTuBHe ynore y NpoLecy AOHOLEHA KIbyYHUX OAMyKa O KyNTYpPHOM passojy
W OM3ajHMpakby KyNTYPHUX MOMUTUKA Ha HALWMOHAMHOM, PErMOHANHOM M MOKaMHOM HUBOY
jaBHMX ynpaBa. 3a cBaky obnact ymeTHOCTW CTygeHT he ynosHatm u ogrosapajyhe
MOAene WHCTpyMeHaTa KynTypHux nonutika y Esponn. CtymeHT he crehm 3Hawa o
npouecuMa KynTypHe NOMUTUKE, Kao Aeny jaBHe MOnUTWKe, KPO3 OMLWTY nerucnatusy u
nojeaMHayHa 3aKOHCKA aKTa peneBaHTHa 3a KynTypHu MeHaymeHT. CTygeHT he, Takohe,
cTeNn HeonxodHa 3Hara O 3aLTUTW ayTOPCKUX Npasa U MOryhHOCTMMa yCTaHoBa KynType
1 YMETHUKA Aa KpO3 3aLUTUTy 0CTBape LofaTHe Npuxoae.

Teopujcka HacTaBa

lMpenasarba y okBUPY Kypca KynTypHe nonuTUKe Cy MHTEpaKTUBHA W OpraHWu3oBaHa y Tpu
KOH3WUCTEHTHE LENnWHE Koje u3Boge npodecopn u3 Ppanuycke, Xpsatcke u Cpbuje:
KyntypHe nonutuke EBponcke yHuje, KynTypHe nonutuke Ha bankaHy u HaumoHanHe
kynTypHe nonutuke. Kypc obyxsaTta u paguoHuue: kako ce nuwe policy paper 1 kako ce
NPUOPUTETU MUHUCTAPCTBA KyNType WM3paxasajy Kpo3 KOHKYPCHE MpuopuTeTe 1 yroBope
ca MHCTUTYUMjama KkynType W cr. M3a3oB 3a kpeaTope KynTypHe MONWTUKe je Kako fa
ycarnace 3alTuTy MO3UTMBHUX KapakTEepUCTUKa MHCTUTYUMja YMETHOCTW M KynType ca
KpeaTMBHUM JWHAMM3MOM M MHOBALM|OM Y CBUM 0BMacTum YMETHOCTW W Hayke, kao M
kako Ja npumeHe Ty BpcTy nonuTuke. CTora je BaxHO Aa ce carnegajy M3asoBu M
noTeHUMjarM cTBapaka 3aKOHCke perynatuBe koja OW nomorna ocTBapuBakby TUX
uurbesa. Kpo3 komnapaTuBHy aHanudy aytopckor npaBa U npobriema Herose
“MnnemeHTaLye y 3eMrbama TpaH3uLMoHe exkoHommje obpafuBahe ce 1 acnekTu BesaHu
3a 3alUTUTY KaKo ayTOPCKWX, CTBapanadkix, Tako 1 n3sohaykux Manux npaea.

1. Krby4Hu nojMoBM KynTypHe nonutike; 2. Mctopuja KynTypHUX nonutuka — og Mpyke go
Cosjetckor caBesa; 3. Mctopuja KynTypHUX MOMUTUKA — KynTypHa nonuTuka KparbesuHe
Jyrocnasuja, COPJ n CPJ; 4. Vctopuja kynTypHux nonutuka — Manpoosa KynTypHa
nonutuka y ®paHuyckoj; 5. McTopuja KynTypHuX nomuTuka - [naseposa KynTypHa
nonuTuka y Hemaukoj; 6. Hueon kyntypHe nonutuke; 7. Mogenu kyntypHe nonutuke; 8.
MHCTpymeHTn KkynTypHe nonuTuke; 9. 3akoHCKa perynatMBa Be3aHa 3a  KynTypHY
normtuky; 10. OpHoc kynTypHe nomutuke 1 npasa; 11. OAHOC KynTypHe nomuTUke U
ekoHomuje; 12-13. Aytopcka npasa; 14-15. MNpe3eHTauuje CTYAEHTCKUX pagoBa

lMpakTuyHa HacTaBa
AHanu3a UHCTpyMeHaTa KynTypHe NonuTuKke Ha NokanHoM U MefyHapoaHOM HUBOY.

1. Writing Effective Public Policy Papers — A guide for Policy Advisers in Central and
Eastern Europe, Local Government and Public Service Reform initiative, OSI, Budapest,
2000, http:/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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bpoj yacoBa akTuBHe
HacTaBe

MeToge n3sohera
HacTaBe

OueHa 3Harba

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  Teopwjcka HacTaBa: 2 npakTM4yHa HacTaBa; 3

npegasarsa, Bexbe, Anckycuje u eanyaumje MefjyHapoaHNX KOHBEHLMa.

(makcyumantm 6poj noexa 100)

MpeancnutHe o6aBe3e: 30 noeHa 3aBpwHu ucnut: 70 noeHa
aKTVBHOCT Yy TOKY NpefaBsarka 20 nucmenm uenut - 50
npakTUyHa HacTaBa 50 ycmenu uermt - 20
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yBOoO Y CTYOWJE MEOUJA 1

ap Mupjana Hukonuh, pea. npod.;
ap Hesexa [Jakosuh, pea. npod.

n36opHu npeameT
6
YnucaHe MacTep akaaemcke cTyavje

Omoryhutn CTygeHTy Aa ce ynosHa ca OCHOBHUM MOjMOBMMA, TEOPWJCKUM NONasuLLTUMA,
NCTOPMjCKOM TreHe30M pa3Boja Mefuja ca akLeHToM Ha byayhHocT Meauja cdepe koja je
MOA CHaXHUM yTWLAjeM AuruTanusaumje, MPexXHOr noBesnBata M WHTEPaKTMBHOCTU Kao
efeMeHTMMa BaXHWM 3a pasyMeBake Meauja W Meaujcke KOMyHukauuje. Ha ocHoBy
CTEYEHMX 3Hatba Of CTydeHTa Ce OueKyje Aa pasyme MeaujcKy Teopujy W akTyemHy
npakcy, Aa pa3Buje aHanuTUYKO-KPUTWYKW OOHOC Npema cagpxajuma, topmama,
dyHKUMjama, CTpyKTypama, 3HauyerMMma MeaMjCKuX TeKCToBa, a MoToM W ediekTuMma,
yTMyajumMa M YKynHOM MMNakTy Meauja y LPYLITBEHOM, MOMUTUYKOM, KyNTypHOM W
YMETHUYKOM amMBujeHTy.

Mo 3aBPLUEHOM KYpCy WM Ha OCHOBY CTEYEHWX 3Hara, CTyaeHT Ou Tpebano pa Oype y
MOTYAHOCTM KPUTUYKM W TEOPUjCKM YTEMErbeHO aHammavpa CaBpeMeHu MeAMjCKu
ambunjeHT 1 Meaujcke TEKCTOBe, a Npeno3Ha pasnuuuTe Meamjcke opMe 1 XaHpoBe, Aa
pasyme pasnuunte 00nuke Meaujcke NPOAYKUMie M MHCTUTYLMOHAMHOr OpraHM3oBatba
Meauja.

Teopwujcka HacTaBa:

1. JeduHncare OCHOBHWX NOjMOBA — MAacoOBHO [PYLUTBO, MacoBHa KynTypa, MacoBHM
Meauju, kpeaTuBHe M Meaujcke uHapyctpuje 2-3. WcTopujaT — reHesa M eBonyuyja

MacoBHWX Meauja; 4. Teopujcki U enuCTEMMONOLLKA MPUCTYN MeaujuMa 1 Meaunja cepu
(BeroamuH, AnopHo, MaknyaH, bapt, BpetoH, ®uanep, Xon, ®uck, MaHosuy, Kactenc); 5.
[pylITBEHE W EKCNPECUBHE KapaKkTepucTuke Meauja; 6. PyHKUMje n QuchyHKUMje Meauja;

7. Crpyktypa Mmegujckor Tekcta; 8. Mepujcke opMme — konapaTuBHa aHanwsa; 9.
YmeTHoCT 1 MacosHi Mepuju; 10. Mybrnuka; 11. Teopuje meaujckux yTuuaja u edekara;

12. Emvka megmja; 13. Meguwjcka nonuTuka M MOAenv Megujckux opraHusauuja; 14.
[uckycuja Ha Teme ycknafeHe ca caBpemeHuM TpeHgosuMa y chepu Meauja; 15. Mervt —

pasroBop 0 Temama Koje cy bune npenmeT npefasarsa W ycMeHa ofbpaHa cemuHapcKor
paja

MpakTuyHa 3Hamwa: AHammaa ogabpaHux MeaujCkux TeKCToBa M cagpxaja Yy (yHKumju
onpheHnx MeToACKNX 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) N3yyaBar-e meauja, bI', Knuo

J Tjypoy, Llozed (2012) Meauju paHac 11 2, BT, Knvno

. Mek KeuH, [., (2006) Tenesuauja, BI', Knuo,

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

aKTuBHa HacTaBa: 2  Teopwjcka Hactasa: 2 npakTuyHa Hactasa: 0

npeaaBatba ca MHTEpaKTYBHUM efleMeHTUMa, auckycuje 1 febate, ceMUHapCkv pagoBm.

(makcyumantm 6poj noexa 100)

MpeaucnuTHe obaBese: 60 noeHa 3aBpwHu ucnut: 40 noeHa
aKTMBHOCT Y TOKY NpefaBatba 10 MAMEHMN UCTINT
CemuHap 50 ycmenn uemt - 40
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PA3BOJ KPEATUBHUX TUMOBA

ap peHa Puctuh, BaHp. npod.

n36opHu npeameT
3
YnucaHe mactep CTyauje

CTuuake 3Hawa W BelWTuHa y AoMeHy Bohewa M pasBoja kpeaTMBHMX TUMOBA M
ynosHaBake  CTyfeHaTa Ca  HayyHO-TEOPUJCKUM  CUCTEMOM U CaBpeMEHUM
WUCTpaXVBak-MMa KPEaTUBHOCTM Koja ce MOTY MPUMEHUTM Y BUPTYESTHOM OKDYXEHbY.

Op crygeHaTta ce oyekyje da Ha kpajy kypca Byay cnocobHu 3a aHanmay peneBaHTHUX
TEOpWja 1 MCTpaxmBatba, Kao U 3a NPUMEHY CTEYEHMX 3Hara M3 obnacTi neuxonoruje
KpeaTUBHOCTY Y NPOECUOHANHO] NpaKCH.

lMpuKkas n aHanu3a KIbY4HUX UCTpaXuBaka KpeaTUBHUX TMMOBA (DOKYCUpaHMX Ha NpoLec,
MOTMBaLMjy 1 pa3Boj cnocoBHOCTW. Pa3maTtpakse NMpuHUMNA pernauuoHe W KONMEKTUBHE
KpeaTMBHOCTW, METOZOMOLWKAX Aunema W nuTawa, ca nocebHum ocsptoM Ha cnedehe
Teme:

1-2. HoBu nupgepcku Mogenu: pasymeBatre AMHaMUKE U pa3Boja MbyACKUX pecypea y
OKBUPY TUMOBA

3-4. Tojam KpeaTMBHOr TMMa: YCNOBM HacTaHka WM aHanusa noteHuujana. CaspemeHa
NCTpaxmBarba TMMCKOT paja W OpraH13aLyoHe KpeaTUBHOCTY .

5-6. dopmuparbe KpeaTUBHUX TUMOBA: aHanmaa, NnaHupakse, cenekuyja u obyka.

7-8. MoTuBaLMOHa OCHOBA KpeaTUBHOT NPOLIECa W KOHLIeNT MOTUBALIMOHE CHHEprUje.
WcTpaxuearba edekata MHTPUH3UYKAX W eCTPUH3NYKUX hakTopa Ha [WBEPreHTHy
npoayKLmjy.

9-10. CTpyKTypa ¥ OMHamuka KpeaTWBHWX TMMOBA: YYEHE M HanpedoBakwe (passujarbe
TaneHTa)

11-12. Ycrnosu 3a pa3Boj WHOBaUMje W HOBMX Mogena. KoHTekcTyanHa orpaHuuetba,
npenpeke u npobnemu. Ecbekty rpynHe knume.

13-14.  Kpeupatse 3ajegHNYKUX BPEAHOCTM, 1 ynora opraHu3aLmoHe KynType y Lnpey
AoMeTa kpeaTuBHe npoaykumje. Tewkohe y M3rpagrsy NypanucTUykux Mogena

15. EBanyauuja v TexHuke Mepera

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

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

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

aKTMBHa HacTaBa: 2

Teopujcka HacTaBa: 2 npakTMyHa HacTaea: 0

lMpenaBarba, ANCKyCHje, pagMoHULE, CEMUHapK, AEMOHCTpaLuje rocTyjyhux ekcnepara,
ncTpaxmBayku Npojektn. lNpeosnahyjyhn HaumH pafa y OKBMPY YacoBa YWHM AnjanoLuka
MeToAa, Koja nogpasymeBa akTUBHO yyelwhe CTydeHaTa y pasroBopuma o Temama Koje cy

npeameT npencnuTBama. MHTepaKTVIBHOCT Y pady Ha npegMeTy nocTuxe ce 1 Kpo3
yqeLuhe CTy,EleHaTa/CTy,EleHTKI/II-ba Y pagvoHuuama u KpUTUYKMM npukasmma UCTpaxuearsa.

(makcumantm 6poj noeHa 100)

MpeancnutHe o6aBe3e: 40 noeHa 3aBpwHu ucnut: 60 noeHa

aKTWUBHOCT Y TOKy NpegaBsatbka 30 nucmenu nennt - 60

penoBHO noxahatbe HacTaBe 10
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Hasue npegmeTa

HactasHuuu
CapagHuum

Cratyc npeamerta
Bpoj ECIMNB

Ycnos

LUwnrb npeameta

Wexon npeameta

Cappxaj npegmeTa

Nutepatypa

bpoj yacoBa akTuBHe
HacTaBe

MeToge ussohewa
HacTaBe

OueHa 3Hatba

HTMLS5 U JAVASCRIPT 3A BUAEO UI'PE

ap Cawa Marnkos, BaHp. npod; ap HuHa Pagojuuuh, goueHT,
Ara BykypoB, acucteHt

n36opHu npeameT
3

YnucaHe MacTep akafeMcKe CTyauje Ha nporpamy YMETHOCT v An3ajH BUaeo
urapa

Yno3HaBate ca OCHOBHUM BeD-TeXHONOrMjaMa 1 TEXHUKaMa 3a Nporpammparse 1rapa 3a
Beb.

CTyneHTV OBnagaBajy Krby4HUM CaBpeMeHNUM Be6-TexHomNoMmjama, a npe ceera 0CHOBHUM
enemeHTMa jeanka HTML5, CSS v JavaScript. CTygeHTn cy ocnocobrbenn ga
camMoCTarnHo npaee jeAHoCTaBHe BUAEO urpe 3a Be 1 ga nomohy npenopyyeHe u apyre
nuTepaType CamocTanHo Jare yHanpeRyjy ceoja 3Harba y Toj obnacTu.

1. ApxutekTypa Beba: KNWjeHT-CEpBEp apXWUTEKTYpe, KOHLEeNT W nojMoBu Beba, OCHOBM
koMmyHuKaumoHor npotokona HTTP, nojam Beb-cepeepa 1 BeG-knujeHTa, KOMyHUKaumja
nporpama n Be6-cepaepa. 2. HTML kao je3vk 3a onucuBare CTPYKTYpe LOKyMeHaTa u
DOM kao mogen 3a pa3ymeBare W pykoBatbe CTPYKTYpOM gokymeHaTa. 3. CSS kao jesuk
3a OnucuBare BM3yarnHe penpeseHTauMje AokymeHata. 4. Yeog y Jasa-CkpunT M
koHTpony DOM-a. 5. JSON - 3anucuBatrse pecypca u koHdurypaumje cuctema. 6. HTMLS
— MNaTHO 3a LpTake, OCHOBHE TexHWke LpTawa. 7. HanpeaHuje TexHuke LpTama,
nytate, kpuse, Gutmane. 8. Koncyntaumje. 9. Avumaumja. 10. ObjekTHO mporpamuparse
Ha jesuky JaBa-ckpunT, onucuBawe objekata. 11. ,Knace® kao wabnown objekara.
12. Wntepakumja ca Tactatypom n muwem. 13. Konuawje n uHTepakuuje objekata.
14. Cnajatbe cBera y LenuHy — nokpeTarwe M KOHTpona usspluaBawa. 15. OcBpT Ha
HanpegHe moryhHocTu: 3[] rpadvka, KOMyHUKaLmja 1 gpyro.

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 ogroeapajyha akTyenHa nutepatypa

aKTMBHa HacTaBa: 3 TeOpI/IjCKa HacTaBa: 1 NpakTn4Ha HacTaea: 2

MpeomeT ce peanusyje kombuHaUMjoM npefaBawa, NPaKTMYHOT paja M KOHcynTauuja.
MpenaBatba YKrbyuyjy TEOpUjCKe OCHOBE CBake Of TemaTckux LenuHa. MpaktuyaH pag
obyxBaTa WMNNEMEHTaLMjy HaBedeHWX KoHuenata Yy MpOrpamMckoM  jesuuuky W
ogroBapajyhem amaty. [lpaktuyaH pag ce obaBrba camMoCTanHO, 3a pauvyHapoMm, Y3
CTanaH KOHTAKT ca HaCTaBHWKOM W capapHWKkoM. Y TOKy Kypca npeasufieHa je u3papa
CamOCTasHOr CeMUHApCKor paga / npojekTa.

(makcumantm 6poj noeHa 100)

MpeaucnuTHe obaBese: 70 noeHa 3aBpwHu ucnut: 30 noeHa
CEMUHapCKM pag 20 ycmenu uermt 30
NPaKTUYHW NCTUT 50
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Hasue npegmeTa

HactasHuuu
CapagHuum

Cratyc npeamerta
Bpoj ECIMNB

Ycnos

LUwnrb npeameta

Wexon npeameta

Cappxaj npegmeTa

Nutepatypa

bpoj yacoBa akTuBHe
HacTaBe

MeToge n3sohewa
HacTaBe

OueHa 3Hatba

AUrUTANHA OBPAIA 3BYKA U CITUKE

ap Cawa Marnkos, BaHp. npod
MwunaH Yyryposuh, acucuteHt

n36opHu npeameT
3

YnucaHe MacTep akafeMcke CTyauje Ha nporpamy YMETHOCT v An3ajH BIuaeo-
urapa

YnoaHaBat€ ca OCHOBHWM KOHLENTUMa 0bpaje 3ByKka W CruKe, kao W ca TexHUKama 3a
nporpamupatse 06paae 3Byka U CIIMKE Ha NPOrpamMckoM jeanky Python.

CryneHTn OBnagasajy OCHOBHUM TexHUkama aurutanHe obpape 3Byka, CIKe U BUAEO
3anuca nomohy nporpamckor jeauka Python. CTygeHTn cy ocnocobrbeHn aa camocTtarnHo
npaBe yMEpeHO CriokeHe nporpame 3a obpagy 3anuca 3Byka, Crvka W BWAea, Kao 1 aa
nomohy npenopyyeHe u gpyre nuTepaType camoCTanHo Aarbe yHanpelyjy cBoja 3Harba y
T0j 0BnacTu.

1. OcHoBe papa ca AuruTanHum 3By4Hum 3anucuma — MIDI w Tamachu 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 papa
ca OuruTanHuM 3anucuma Chuka — BeKTopcke M ButmanupaHe cnmke. 6. Bubnuoteka
svgwrite. 7. Bubnuoteka svglib. 8. Kowcyntaumje. 9. Bubnuoteka scikit-image. 10.
Bubnnoteka OpenCV-Python. 11. Bbubnuoteka pgmagick. 12. OcHoBe paga ca Bugeo
3anmcuma. 13. Bubrmoteka moviepy. 14. Bubnuoteka 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. Opyra ogroeapajyha akTyenHa nutepatypa

aKTMBHa HacTaBa: 3

Teopujcka HacTaga: 1 npaKTUyHa HacTaBa: 2

lMpeamet ce peanusyje koMbGuHaLMjoM NpedaBarba, NPaKTUYHOM paja U KoHCynTauuja.
lMpenaBara yKkrbydyjy TEOpujcke OCHOBE CBake Of TEMaTCKWX LenuHa. lNpaktuyaH pag
obyxsata WMNNeMeHTaLMjy HaBedeHWX KoHuenata Yy MpOrpamMckoM  jesuuuky W
ogroBapajyhem amaty. [lpaktuyaH pag ce obaBrba camoCTanHO, 3a payvyHapoMm, Y3
CTarnaH KOHTaKT ca HacTaBHMKOM W CapafHukoM. Y TOKy Kypca npedsufeHa je u3paga
camMoCTanHor ceMuHapckor paga / npojekTa.

MpeancnutHe o6aBese: 70 noeHa 3aBpwHu ucnut: 30 noeHa

CEeMUHapCKK pag 20
NPaKTUYHK pag, 50

ycmenm ucnut - 30
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Hasue npegmeTa
HactasHuuu
Craryc npegmeta
Bpoj ECMNB
Ycros

Liure npeamera

Wcxon npeameTa

Cappxaj npegmeTa

Nutepatypa

bpoj yacoBa akTuBHe
HacTaBe

MeToge n3sohewa
HacTaBe

OueHa 3Hatba

NONYNAPHA BU3YENHA KYNTYPA

ap AnekcaHgap JaHkosuh, BaHp. npod, Mp Batwa Lnbanuh, goueHt
1300pHN NpeameT

3

YnucaHe MacTep akagemcke cTyavje

Lurb npeameTa je fia OMOryhu CTyAEHTY YBUA Y pasnuyuTe Teopuje nonynapHe BU3yenHe
KynType Kao W MokyLuaj ja ce OTkpUjy penavyje nonynapHe KynType v ugeonoruja, anu u
Be3e uamel)y nonynapHe KynType 1 Npakcu T3B. BUCOKUX YMETHOCTH. Y BE3u ca TUM, Lusb
npeameTa je Aa oMoryhu NpakTUYHO YKIbyunBakbe CTyeHaTa y Teopujcka UCTpaxvBatba
nonynapHe KynType 1 yMeTHOCTH.

Kao ucxop aHraxoBara Ha NpeaMeTy Ouekyjy ce cnegehu pesynTaTu: yceajakbe OmLTHX
TEOPUJCKO-KPUTUYKMX MPETNOCTaBKM 33 pasymeBake [ernoBatba NonynapHe Kyntype y
[aHallleM BPEMEHY, MOTOM enemMeHTapHa Meamjcka MUCMEHOCT Y KOHTEKCTY ,uuTarba’
ogpefeHnx NonKynTypHUX (EHOMEHa, Te YCNOCTaBIbake KPUTUUKO-aHaNUTUYKOT 0fHOCA
npema akTyenHUM MOMKyNTYpPHUM fojaBama y MepMaHeHTHUM NPOMEHamMa [AOMMHAHTHUX
Meanjckvx Hapatusa. [0 3aBpLUETKY HacTaBe M3 MpefMeTa of CTyAeHTa ce Ouekyje Aa
MOXEe Ja MpUMEHW pasnuuuTe NOCTYMKE TEOPUjCMKOT W KPUTMYKOT TymMauyewa W
WHTEpNpeTaLmje nojaBa W3 JOMEHA MomnyrnapHe KynType, U Npes3eHTUpa uX y OKBUpUMA
KPUTWYKM MOCTYNMPAHOr HaydyHor TekcTa, kao W Aa byme y crawy Aa BepbarnHo
npobnematuayje heHOMEHe Npakck NONynapHe BU3YENHE KynType.

[eduHucarse OCHOBHNX NOjMOBA BICOKE W HUCKE KyNType, AUjaxpOHUJCKO U CUHXPOHMCKO
npahetbe cOBeobyxBaTHOr (peHoMeHa monynapHe kyntype. Kypc ynosHaje cTypeHTe ca
UCTOPMCKAM TOKOBMMA W CaBPEMEHUM CTPeMIbemWUMA, 0f Teopuja PpaHKdypTCKe LKore
(AnopHo, Xopxajmep) npeko Poxaka fo Ketpue Muketok u I'puna Mapkyca, kao v ca non
KyNnTypHUM npakcama. AHanu3a opabpaHux Meamjckux TEKCTOBa UM cagpxkaja M3 norba
nonynapHe BU3yemnHe KynType (pasnuunTv NpUMEpM, WHCEPTM) Y (PYHKUMju ompheHux
METOACKMX jeauHnLa.

Teme npepasata: (1) [eduHncare OCHOBHMX NOjMOBA BMCOKe M MONynapHe KynTtype, (2)
Cryauje Bu3yenHe kyntype, (3) CTyaunje BuayenHe nonyanpHe kyntype, (4) OujaxpoHujcko
npahetbe nojaBa Bu3yenHe nonynapHe Kyntype, (5) CuHxpoHujcko npahete nojaBa
nonynapHe Bu3yenHe KynType, (6) KaHpoBM W AucUMNNWHE nOMynapHe BU3yerHe
kyntype, (7) Ctpun, (8) AHummpanu dunm, (9) TB cepuje, (10) TB cnotoswm, (11) Buaeo u
komnjyTepcke urpe, (12) Busyenna kyntypa 3abase, (13-15) Yutawe gomahnx 3apgataka 1
AUCKyCUje O UCTIMTHOM papy.

1. Jankosuh, Anekcangap, [yr u kpuBygas nyT (LOKTopcka AucepTtauuja "Butncu kao
KynTypHu apTedbakt"), beorpag: Peg Bokc., 2011 (npso usgare 2009);

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

3. Koauesuh, /BaH. Ypbanu Putyanu. Kyntypa, beorpag, 1982;

4. Kop, ®unun. Kemn, nax koja rosopu uctuHy.. Penpe, Beorpag, 2003;

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

6. Munena [parvhesuh-LLewnh. Heodonk kyntypa: nybnuka u teHe 3sesge. Hosu Cap:
1994;

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

8. [akosuh, HeseHa. Menogpama Huje xaHp. MpomeTtej Hosn Cag 1999;

9. JoaHos, CeeTucnas. Peunuk [MoctmopepHe. M'eonoeTuka, beorpag, 1999.

aKTMBHa HacTaBa: 2

Teopujcka HacTaBa: 2 npaKTM4Ha HacTaga: 2

npeaaBarsa y3 MHCepTe, AUCKYCHje, CTYAMCKU UCTPaXWUBAYKM pag

(makcumantm 6poj noeHa 100)

MpeaucnuTHe ob6aBese: 60 noeHa 3aBpwHu ucnut: 40 noeHa

aKTWUBHOCT Y TOKY NpegaBatsa 10 nucmenu nennt - 40

CemuHap 50
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Haaus npegveta

HacTaBHuuK
Cratyc npeamerta
Bpoj ECIB
Ycros

L npegmeTta

Wcxop npeameTa

Cappxaj npegmeTa

Nuteparypa

bpoj yacoBa akTuBHe
HacTaBe

MeToge n3sohera
HacTaBe

OueHa 3Harba

NNECHE KYNTYPE CBETA

ap Cenena Pakoyesuh, BaHp. npod.
1360pHUM NpeameT

3

YnucaHe macTep akagemcke cTyauje

Linrs kypca je ynosHaBarwe CTygeHaTa ca pasfnuunTiM KOHLENTMMa Tena, NMecHUX NoKpeTa 1 nnecHe
My3uKe Y LMBMNM3aLMjaMa Hes3anafHOr CBEeTa KPO3 WHTEpaKTUBHO AMCKYTOBakbE CTyauja cryvaja
Pa3NUUMTUX MPaKCH HUXOBOT YMETHUYKOT UHTEPMPETUPaba U MEAMJCKOT EKCMIOHUPakba.

Mo OKOHYaky HacTaBe Of CTyOeHaTa Ce Ouekyje pasyMeBarbe ,MNECHOr APYror* Kpo3 Moumarse
KOMNMEKCHUX W XeTeporeHMX OfHOCA Mpema Teny, NOKPeTy W NNecHoj My3uuu y pasiuyutim
KynTypama CBeTa, Te carnefaBakbe [Wjarnollkux NoTeHuMjana niecHe YyMETHOCTU Y OAHOCY Ha ycke
OKBUPE €BPOMOLIEHTPUYHOT KYNTYPHOT Hacnefa.

1. KoHuenTyanHo-Teopujcka nornasuiiTa: €THOKOpeororuja, Urpa, nrec; HacTaHak eTHoKopeororuje;
2)Teopuje o wurpu/nnecy (hophesuh, Xyuaura, Kajoa,); mojam €THWYKOr, HaUMOHAMHOT U
BEpHakynapHor nneca; nojam Npe3eHTaLMOHOr U napTuumMnaTopHor nneca (HaxayeBcku); KOHLenT
nepOpMaTMBHOCTM  JANEKOUCTOYHWUX  TpaguumoHanHux  ymeTHoctn  (Kaeppler); 3. [lnecosu
ABopuymHa; 4. Mnecosu cybcaxapcke Adpuke; 5. necoBM NOMMHE3NCKUX OCTPBCKMX Hapoda
(XaBaju, Hoen 3enaHg, Towra); 6. MNnecosn ceBepHoamepuukux WHanjaHaua; 7. Mnecosu BUCOKMX
uMBurmM3aumja panekor ucrtoka (MHgoHeswja); 8. [lnecosn OununuHa; 9. [necoBu BMCOKMX
umBunu3auuja ganekor ucroka (Kuxa u Kopeja); 10. Mnecosu BUCOKMX LiMBMNU3aLmja Lanekor UCcToka
(Janan); 11. Mnecosu WUHamje; 12. Mnec v wamanuzam; 13. Mnecosu Typcke; 14. MNnecosn bankaHa;
15. Mpunpema ucnura.

. Johan Huizinga,1970 (1956). Homo ludens. O podrijetlu kulture u igri. Matica hrvatska,
Zagreb;
. Tuxomup Thophesuh, 1907. Cpncke HapopHe urpe, CE36 IX, Cpncka kparbescka
akagemuja, 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 MaraauHouh, 1951. WcTopuja urpe, MpoceeTa, Beorpag;
Milica Jovanovi¢, 1999. Balet. Od igre do scenske umetnosti, CLIO, Beograd;
[Dparocnas Llayesuh, 2005. Urpa, MpomeTej, Hosu Cap;
Natak Akademi, 1986. Indian Dance, New Delhi;
. Ohtani Kimiko, 1991. "Japanese approaches to the study of dance", Yearbook for
Traditional Music, vol 23, 23-32; Kendra Steputat, 2012. "Performing kecak: A Balinese dance
tradition between daily routine and creative art". Yearbook for Traditional music, vol 44, 49-70;

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

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

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

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

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

aKTWBHa HacTaBa: 2 TeOpVIjCKa HacTaBa: 2 NPakTN4Ha HacTaea:

MpenaBatba ca [eMOHCTpauMjama Mo 3ajaTM TeMama; aHanuTUYKO YMTakbe BMAEO CHUMaKa;
LMCKyCHje Y OKBUPY NpefaBatba; npunpeme kpahux uanarawa CTyfeHata

(makcumanHw 6poj noexa 100)

MpeaucnuTHe o6aBe3e: 60 noeHa 3aBpwHu ucnut: 40 noeHa
aKTWUBHOCT Y TOKY NpefaBata 10 YCMeHM ucnut 40
2 Konokaujyma 10+10

CemuHap 30
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Hasue npegmeTa

HactasHuuu
CapagHuum

Cratyc npegmerta
Bpoj ECIMNB
Ycnos

Lnre npegmeta

Wcxop npeamerta

Cappxaj npegmeTa

Nutepatypa

bpoj yacoBa akTuBHe
HacTaBe

MeTozge u3sohera
HacTaBe

OueHa 3Harba

AYONO-NPOAYKLUMUJAY BUOEO-UTPAMA 2

ap ym. Ceetnana Casuh, pea. npod.; ap ym. Mapko CtojaHoBuh, AoLEHT
KpuctuHa Mapkosuh

n36opHu npeameT
3
HeMa

YnosHaBate W caBnagaBare TexHuka paga y nporpamuma FMOD Studio n Unity engine y uurby
Kpenpatrba npakTU4Hor 3agatka ((yHKUMOHaNHe LeMo CLEHe BUAEO-Mrpe) Koju nogpasymeBa paj ca
My3WKOM, 3BykOBWUMa W aujanoanma. Lurb je ga 6yayhu ausajHepn Buaeo-urapa CTeKHY LWnMpy yBug y
(DyHKLMOHMCae ayauo-Cagpxaja y Buaeo-urpama, wrto he nocCnewmuTi HWXOBY KpeaTWUBHOCT,
WHBEHTWUBHOCT 1 pa3MuLLIbakbe NpK pa3Bojy Buaeo-urapa.

HakoH oBor nporpama cTyAeHTn Tpeba Aa CTekHy BEWTUHE paja: ca WHTepaKTUBHOM MY3MKOM W Aa
YCMELWHO NpUMetbYjy pasnnynTe TEXHUKE UMMEMEHTaLe; ca MHTEPaKTUBHAM 3BYKOM U A YCMELLHO
NPUMEtbY]y pasnuuuTe TeXHUKEe UMNNeMeHTauuje; ca MHTEPaKTUBHUM Aujanoauma W [a YCnewwHo
NpUMEtbY]y pasnuunTe TeXHUKe UMnnemerTaumje; y nporpamuma FMOD Studio u Unity.

1. WHtepaktBHa My3uka — pag y nporpamy FMOD Studio (Buwm HMBO): a) YnosHaBake ca
TeXHWKaMa KOMMOHoBaka 3a Bugeo-urpe (horizontal resequencing, vertical remixing); 6) YnosHaBare
ca TEXHMKaMa uMnnemMeHTauuje/nporpamMuparba Mysuke; B) [pojekaT WHTEpPaKTUBHE MYy3WKe KOju
nogpasymeBa opraHusauujy noctojehux ayguo-tpaka (ctemoBa) npema ogpefjeHoM cueHapujy
BMAEO-UMPE, CyXehn ce pasnuunTUM TEXHUKaMa uMnemMeHTaumje.

2. WutepaktuBHM 3ByKOBW — pag y mporpamy FMOD Studio (Buww HMBO): a) TexHuke kpeuparba
3ByKOBa Yy BMAeO-urpama (ambujeHTanHW 3yBkoBM, kopauu, loops, trigger sounds, uta.); 6)
OpraHsaupja ayauo-hajnoa (ekcnopToBake, MMEHOBake); B) YMO3HaBawe Ca TeXHWKama
nmnnemexTaumje/nporpammparsa 3sykoBa (loops, multi instruments, paHgomu3auuja, napamerpu,
uTa.).

3. WnTepakTnHm gujanoan — pag y nporpamy FMOD Studio (Buwwm HMBO): @) TexHuke obpage rmaca

6) OpraHsaupja ayauo-chajnosa (eKCopToBare, MMEHOBak:E); B) MiMnnemeHTaumja avjanora.

4. Kpeupatbe (hyHKUMOHANHe AEMO CleHe y Buaeo-urpu — pag y nporpamy FMOD Studio n Unity
engine (uwm HKBO): a) FMOD/Unity unterpaumja (noseausarwe FMOD npojekTa ca Unity npojektom)
6) FMOD Studio npejekat Tpeba fa cagpxu Mysuky, 3BydHe edekte u aujanore; B) Unity npojekat
nogpasymesa AodaBare event-oa, kopuiuhere ckpunTu, trigger 3oHa, utA; r) Mosesnsawe FMOD
Studio u Unity nytem onumje live update, pagu MukcoBarba npojekTa y TOKy TecTupara BUAEO-urpe
(real time mixing).

Y 3aBUCHOCTW O CTPYYHE Cpeme CTyaeHaTa, Kao W YCroBa 3a paj, 0Baj 4eo npeorpama Moxe Aa
obyxsata pag y copTBepy 3a ayauo -NPoAyKUMjy, pag ca 3By4HUM OnbnmMoTexkama kao W CTYAM|CKO
CHUMaksE.

. 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.

aKTMBHa HacTaBa: 2  Teopujcka HacTaea: 2 npakTM4Ha HacTaBa: 2
lMpenaBarba, CTyaMje M aHann3a cryyaja, camocTanHu pag Ha KOMMOHOBakY My3uke 3a BUAEO Urpe.

(makcyumantm 6poj noeHa 100)

MpeaucnuTHe obaBese: 60 noeHa 3aBpwHu ucnut: 40 noeHa
aKTWUBHOCT Y TOKY Npefasata 20 MpesexTaumja n ogbpana 30
KONOKBUjyM-1 40 UcnuTHOr paga
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Hasue npegmeTa
HactasHuuu
Craryc npegmeta
Bpoj ECINB
Ycros

Uunrb npeameta

Wexon npeameTa

Cappxaj npegmeTa

Nutepatypa

Bpoj yacoBa akTuBHe
HacTaBe

MeToge u3sohera
HacTaBe

OueHa 3Hatba

OPAMATYPIrMJABUOEO UTAPA

ap ym. UeaH lNpasguh, pea. npod.
1300pHN NpeameT

3

MonoxeH npeamet [pamamypauja u uepa

lMpeamet vMa 3a UMb Aa ynosHa CTYAeHTe Ca rpaguBHAM enemMeHTUMa BUAEO urapa, KaHPOBCKUM
YCMIOBHOCTUMA, Te MpUHUMMMMA W MOCTYNUMMa KOju Cy BMAEO MrPe YYMHWAM HajMacOBHUUM W
€KOHOMCKW HajyCrneLHWjUM MeU|CKUM XXaHPOM Y UCTOPUjU.

CrBapate Cnukama W Jpyrum megujuma, kopuwhere pa3HOBPCHUX MHTepdejca, omoryhaBarbe
KOPUCHMLAMA pa3HUX HOBOA WHTEPAKTMBHOCTW, CEKBeHUMpare cTopubopaa, npyMeHa pagujanHe u
(bpakTanHe [fpamaTtypruje, MeOMjCKe W HapaTUBHE CMELMMUYHOCTU MPOLUMPEHE U BUPTyanHe
peanHocTH... Camo Cy Heke of Mofena kojuma he CTygeHTV oBnagaBaTh, kako bu 6unu y cramwy fa
Kpeupajy CroxeHe MHTEPaKTUBHE CTPYKTYPe Koje NieHe IbyLCKy Naxkby.

Wexon npeometa [pamatypruja BUAEO Wrapa je CnoCoBHOCT CTydeHaTa Aa pasymejy, ocMucne u
Kpeupajy KOHLEeNT, caapaj 1 Hapauwjy, kao 1 uHTepdejc urpe.

CryneHT he BuTM noacTakHyTH fa Kpo3 npedasara, Bexbe W 3agaTtke npuMeHe OBa 3Haka Kpos
aHarnuse u CuHTe3e ApamaTypruje y Bugeo urpama.

Kpo3 kombrHOBaH WHAMBMAYaNHW W TUMCKW pag, cTyAeHTu he 6uTi ocnocobrbeHn fa camocTarnHo u
y capagu ca gpyrima, CTapajy passojHe BWAEO Wrpe, NpeHoce CBoje uaeje M KOMyHULMPajy Kako
ca ApyrMM yMeTHULMMA, TaKko 1 ca NPOAYLIEHTMMA, KOPUCHULIMMA U jaBHOLLRY.

1. BuayenHo w Bu3nbunHo; 2. Wapaxasawe cnukom; 3. CekBeHuupawe cnuka; 4. Cnuka u
nHTepakumja; 5. WHTepdoejcu Bupeo urapa; 6. Urpe u Hapatusm; 7. Mpasuna v Husou; 8. Wrpa u
nHTepakTuBHocT; 9.- XXaHposwu Buaeo urapa; 10. HapatueHe urpe; 11. Urpe uckyctea; 12. Urpe kao
nHepopmaTuakm cuctemn; 13. Urpe kao apywreeHe mpexe; 14. Wrpe y BUPTyanHoj pearnHocTu u
npowwwupeHoj ctapHocTy; 15. KynTypa Bugeo urapa

. BorpaHosuh KocTa, YBog y Bu3yenHy kyntypy, 3asog 3a yubeHuke, beorpag, 2005.

. Epuyon [enuen, lpamatuka dunmckor jeanka, CTYAEHTCKM KynTypHU LEHTap W
YHuBep3uTeT ymeTHoCTH, Beorpag, 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, dyHKUMja, 3HaK, BpeaHocT, 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.

e o o o

aKTMBHa HacTaBa: 2  Teopujcka HacTaea: 2 npakTU4Ha HacTasa:

CamocTarnHo y4etbe Kpo3 npakTuiaH pag Nof PyKOBOACTBOM HacTaBHuKa, y KoMG1HaLwmju ca
npefaBatbuMa, Bexbama, JeMOHCTpaLMjama, CTYAEHTCKMM Npe3eHTaLujaMa 1 KoHcynTaLmjama.

(makcumantm 6poj noeHa 100)

MpeancnutHe o6aBe3e: 50 noeHa 3aBpLUHW UCNUT: 50 noeHa
aKTUBHOCT Y TOKY NpefiaBakba 20 OLeHa NpakTU4HoT paga 40
aHanuTUYKK pag 15 npe3eHTauuja paga 10
CUHTETUYKN paj 15
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Haaus npegveta

HactasHuuu
Craryc npegmeta
Bpoj ECINB
Ycros

LUunrb npeameta

Wcexon npegmeta

Cappxaj npeameTa

Nutepatypa

Bpoj yacoBa akTuBHe
HacTaBe

MeToge ussohera
HacTaBe

OueHa 3Hatba

YMETHOCT, UAEONOIUJA, YTOMUJA: KPUTUYKE NMPAKCE
U NPAKTUYHU OBPTU

ap Wea Henuh, goueHt
136opHM NnpeameT
3

YnucaHe mactep akagemcke CTyJJ,VIje

YnosHaBatbe CTygeHaTa/kutba ca OnWTUM TEOPUJCKUM, (hUNO30(ICKAM 1 HAay4HUM MHTeprpeTaLvjama
KOHCTUTYTMBHOT OfHOCA WAEOMOTMje W YMETHOCTWKYNTYpe, Ca HarnackoM Ha  pasnuyuTiM
KoHLenTyanu3auujama nojMa YMETHOCTM (monynapHa, BWCOKA, HapoaHa/myyka, aHraxosaHa,
yTOnmjcka/aucTonmjcka, aHTMYMETHOCT, YMETHOCT Kao npakca, YMETHOCTU kao Aorafjaj, yMETHOCT kao
paf, YMETHOCT ka0 MHCTPYMEHT u3Bofera ApyLTBeHe Mofhu), kao 1 TymayeriMa nojma ugeonoruje
(pa3nuunTe rpaHe MapkcusMa, NcuxoaHanuaa, CTyauje KynType, KpuTWuka Teopuja, emuHn3am), u
npenneTeHocTV Maeonoruje, KyNType 1 yMeTHUYKMX npakeu. [MpoBoferse CTyaeHaTa Kpo3 Teopujcke
Mare CrioXeHux, aHTaroH30BaHNX W NOBE3aHNX CBETOBA, XaHPOBa W AMCKYPCa YMETHOCTMU U KYNType
XX u paHor XX| Beka, ca HarnackomM Ha pPeBOMYLMOHAPHUM, eMaHLMNaTOpHUM, YTOMUCKUM WU
AMCTOMMjCKMM Ouckypcuma. PacnpaBa gomeTa W rpaHvua LejCTBEHOCTM MOZepHe U MocTMogepHe
YMETHOCTH, Kao 1 yMETHOCTM y y Aoba KynType, Ha npumepy ofabpaHux pednekCBHIX, KpUTUUKUX 1
apTMBMCTMYKUX npakcu. [MpepovaBare CMeHa (Tpajaksa, AOTPajanocTu, NpeokpeTta, peBonyuuja,
peBuTanu3aLuja) napagurmu paga y yMeTHOCTM U KynTypu.

OsnapaBatbe CTyAeHTKUHbA/HATa BasnyHUM CasHakbvMMa O YMETHUYKAM U KyNTypanHum nojaBama,
XaHpOoBMMA W CBETOBMMA Pa3NNYNTUX WAEOMOLIKMX U ECTETUYKUX OpWjeHTaLua, Yujn je MOEOoNnOoLLKV
BUCKYPC LIEHTPUPaH OKO KPWUTMKE (CBETA YMETHOCTW, APYLWITBEHUX Pexuma MOhM, OOMMHAHTHUX
AucKkypca) U npyxara antepHaTuee (MHBEHUMja, WHTEpBeHLWja, camoopraHusaumja, pesomyLuja).
Passujare  ogroBapajyher Teopujckor Bokabynapa. OcrnocobrbaBatbe —CTydeHaTa/kuwa  3a
CamoCTarnHm, KpUTUYKW HacTpojeH, ayTopedreKCMBHU U TpaHCAMCLMNIMHAPHI/NOCTAMCLMNAMHAPHM
MPUCTYN YMETHUYKAM W KyNTYpanHuM peHOMeHNMa.

1) YBoga y caBpemeHe KpuTdke Teopuje YMeTHOCTU u kynType (1); 2) YBog y CaBpemMeHe KpuThyke
Teopuje ymeTHocTU u kyntype (2); 3) OnwTu npucTynu wmgeonormjy u nojam waeonorvje (y)
yMETHOCTH; 4) YMETHOCT kao npakca nog ugeonorujom; 5) YmetHocT y goba kyntype; 6) YMeTHOCT 1
nporpec y ABafeceToM Beky; 7) PeMUHNCTUYKE YMETHOCT U POAHO MHTOHWUPAHE YMETHUYKE Mpakce;
8) ,Meke" ngeonoLke anTepHaTUBe Yy YMETHOCTM; 9) YTONM|CKM AMCKYPCH Y NOTbY YMETHWUYKOr paaa;
10) YmeTHOCT W muwrbewse pesonyumje; 11) Aptususam; 12) Kputudukn npucTynu LpywiTsy y
nonynapHoj ymetHocTu; 13—15) W3papaa, npeseHTauumja n KOMEHTap CEMUHApCKOr paga

. Adorno, Teodor (1970). ,O fetiSu u muzici i regresiji sluSanja”, Tre¢i program, god. l1(1):
239-266.

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

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

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

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

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

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

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

. Suvakovié, Misko (2006). Farenhait 387 — Teorijske ispovesti. Novi Sad: Orpheus;
Suvakovi¢, Migko (2006) Studije sluéaja — Diskurzivna analiza izvodenja identiteta u umetnickim
praksama. Pancevo: Mali Nemo; TkH 11: Self-Organization Issue (2006), TekcToBu no usdopy
aKTMBHa HacTaBa: 2  Teopwjcka HacTaBa: 2 npakTuyHa HacTasa:

MpenaBatba, BeXOE, AMCKYCHje, CaMOCTaNHW UCTPaXMBaYKK Paj

(makcumanHwm 6poj noexa 100)

MpeaucnuTHe obaBe3e: 60 noeHa 3aBpwHu ucnut: 40 noeHa
aKTUBHOCT Y TOKY NpejaBama 10 YCMeHW uenT 40
CeMuHap-y1 50
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Hasue npegmeTta

HactasHuuu
Capagruum

Cratyc npeamerta
Bpoj ECMNB
Ycnos

Lnre npegmeta

Wcxop npeamerta

Cappxaj npegmeTa

Nurepatypa

Bpoj yacoBa akTuBHe
HacTaBe

MeToge n3sohera
HacTaBe

OueHa 3Hatba

30 MOOENOBAHKE 3

Matrsa mpuh, Mapko Bpkuh
Hwukona JamjaHos

1360pHU NpeameT
8
MNOMOXeH ucnuT u3 npeameta 3 modenosarse 2

MpaKTUYHO YCBajake 3Hatba HEOMXOAHNX 3a CAMOCTANIHO OCMULLIbABaLE M peanu1sauuy HanpeaHux
30 Moaena o NocTaBrbake KOHLENTa, MPeKo TEKCTYpUHa 40 (hHaNHOT MOLernoBatba 1 peHaepa.

CTypeHT oenagaeajy LEnoKymHAM MpoLecoMm Aau3ajHupara M obnukosara (y 3 codTsepy)
kapaKTepa 3a NMpUMEHy y BULeOo Urpama.

1. OcmuwLrbaBakbe NPOJEKTHUX 3adaTaka y KOHTEKCTY peanusalmje BU4eo urpe 3a 3aBpluHn pag.2-5.
WctpaxuBatbe 1 KOHLenTyanusauuja KapakTepa, pekBu3MTa M OKpyxewa (environment).6.-11.
lMpunaroheHo MHAMBMAYNAHUM KOHLENTUMA, UTepPaTUBHW pagd Ha u3paan Mogena v TekcTypurbay.12-
15. 3aBpLueTak paga Ha MOAenUMa 1 NpUNPEMaeKCnopToBakasa 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

Teopujcka HacTasa: 2 npakTuyHa Hactasa: 10

KomGuHauvja npepasarwa, BexOW, [AEMOHCTpauMjaMa, CTYAEHTCKMM  MpeseHTaupjama w
KoHcynTauujama. CamocTanHa peanusaumja NpakTUYHOT pafa Moj PYKOBOACTBOM HaCTaBHUKA W
capagHuka.

(makcumanHy 6poj noexa 100)

MpeancnuTHe obaBese: 70 noeHa 3aBpwHu ucnut: 30 noeHa

aKTUBHOCT Y TOKY Npefasak-a 20 npeseHTauuja u ogbpaHa 30
npakTnyaH pag 50 paga
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Hasue npegmeTa

HactasHuuu
CapagHuum

Cratyc npeamerta
Bpoj ECIMNB

Ycnos

LUwnrb npeameta

Wcxon npeameTa

Cappxaj npegmeTa

Nutepatypa

bpoj yacoBa akTuBHe
HacTaBe

MeToge ussohera
HacTaBe

OueHa 3Harba

ANATU UNITY, UE3

ap ym. Bnagumup Togoposwh, rocTyjyhu npodbecop; ap ym. Mapko CtojaHosuh, AoLeHT
KpuctuHa Mapkosuh

n36opHu npeameT
8

MonoxeHu UCNUTK U3 NpeameTa Apxumekmypa u anamu 3a 8udeo uepe, 30 Modenosatrse 2
1 30 aHumayuja kapakmepa

MpaKTU4HO YyCBajarbe 3HaHa HEOMXOMHMX 3@ CAaMOCTaNlHO OCMMULLIbaBatbe M peanusauujy npojekTa y
anatuma 3a pa3soj Bugeo urapa of Beba, Mpeko AeckTon nnatopmu, KOH3oma, BUPTYEmnHMX
peanHocTy 1 MobunHux ypehaja (Unity).

CTyfeHTM OBnafaBajy LENOKYMHAM MpoLecoM  kpeuparba MHTEPAKTMUBHUM MpojeKTa, Of OCHOBHE
nocTaBke A0 (MHANHOr eKCNOPTOBak:a 3a pasnuuuTe yroTpebe 1 nnatdopme.

1-3. Tpsu Unity npojekat, ynosHaBawe Ca OKpyxeweM, pipeline o noyYeTHUX noctaBku Ao
ekcrnopToBawa npsor npojekta. 4. WHTerpaunja aceta. Mogenn, peKBUSUTU, OKPYXEHe
(environment), aHumauuja npunpema 3a uHTerpauujy y Unity-ujy. 5-8. PasBoj cTpyktype wurpe,
nnaHupare TOKa Wrpe, Au3ajHuparse cTpykType uHTepdjeca (Ul), ynasium nopauw op wrpaua,
KpeTare KapakTepa, Kupare OCHOBHE WHTepakumje. 9-12. Kpeupawe HMBOA W nporpecuje urpe.
AtpubyTi kapakTepa. YHanpehete Henpujaterba. Yyearwe noeHa. Kogupare nobege u nopasa. 13.
MocTnpoaykumja u cneunjanHn edektn. Ayamo edektn. 14. ®uHanHu pasBoj urpe 1 npunpema 3a
pasnuunte nnatcpopme. Ontumusaupja. 15. BuptyenHa peanHocT.

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

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

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

aKTMBHa HacTaBa: 12  Teopujcka HacTaBa: 2 npakTuyHa Hactaga: 10
KombuHauwja npenasarba, BEX6M, JeMOHCTpaLmjama, CTyAeHTCKAM NpeseHTaLmjaMa u
koHcynTaumjama. CamocTanHa peanusaumja NpakTU4HOT paga nog pyKOBOACTBOM HACTaBHMKa U

capagHuKa.

(makcumantm 6poj noeHa 100)

MpeancnutHe o6aBe3e: 70 noeHa 3aBpwHu ucnut: 30 noeHa
AKTMBHOCT Y TOKY pag1oHuLia 20 npeseHTauuja onbpaHa 30
npakTUyaH pag 50 paga
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Hasue npegmeTta

HactasHuuu
Capagruum

Cratyc npeamerta
Bpoj ECMNB

Ycros
LUunrb npeameta

Wcxop npeamerta

Cappxaj npegmeta

Nurepatypa

Bpoj yacoBa akTuBHe
HacTaBe

MeToge n3sohera
HacTaBe

OueHa 3Hatba

30 AHUMALIMJA 3

ap ym. Jynujana lMpoTuh, goueHt
Pajko Pagocasrsesuh 1 Hukona [lamjaHoB

1360pHU NpeameT
8

lNonoxeHu ucnuT U3 npegmeta 30 aHumMayuja kapakmepa
MpaKTU4HO yCBajakbe HanpeHUX 3HaHa HEOMXOAHNX 33 CAMOCTarNHO OCMULLIbABakE W peanusaumjy
aHMMauuja 3a NpogyKumjy BUAEO Urpe.

CTy,ﬂeHTVI oenauaaajy L|eNTOKynHUM npoLecom aHmmau,Mje 3a pasnuynte npuMmeHe y Buaeo nrpama.

1. OcMuLLIbaBakbe NPOjeKTHIUX 3aaTaka y KOHTEKCTY peanuaaumje BUAEO Urpe 3a 3aBpLUHM pad. 2-5.
Wctpaxueare lNpunpema aHumaTuka. Purosare 1 aHuMaumja rotosux mogena.6.-11. lMpunarofeHo
WHOMBUOYNAHUM KOHLENTUMA, UTepaTuBHU paj Ha w3pagu aHumaumja. PeHpep cekseHum.12-15.
3aBpLUeTak paja Ha aHUMaLmjaman npunpema exkcriopToBara 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.

aKTMBHa HacTaBa: 12 Teopujcka Hactasa: 2 npaktuyHa Hacrasa: 10
KombuHaupja npepasawa, Bexbu, [AeMOHCTpauujama, CTYOEHTCKUM  MpeseHTaupjama W
koHcynTaumjama. CamocTanHa peanusaupja npakTUYHOr paja Mo PyKOBOACTBOM HAaCTaBHWKA

CcapafHuka.

(makcumantun Bpoj noexa 100)

MpeancnuTHe obaBese: 70 noeHa 3aBpwHu ucnut: 30 noeHa
aKTUBHOCT Y TOKY pagunoHm1Lla 20 npeseHTauuja opbpaHa 30
npakTuyaH pag 50 paga

30
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Hasue npegmeTta

HactasHuuu
Capagruum

Cratyc npeamerta
Bpoj ECMNB
Ycnos

Lnre npegmeta

Wexon npeameTa

Cappxaj npegmeTa

Nutepatypa

bpoj yacoBa akTuBHe
HacTase

MeToge ussoherwa
HacTaBe

OueHa 3Hatba

KAPAKTEP AU3AJH 3

ap ym. Anekcangpa JosaHuh, goueHt; mp Yegomup Bacuh, npod. emeputyc
Hwukona amjaHos

1360pHU NpeameT
8
lMonoxeH ueut 3 npeameta 3 modenosarse 2 u 3L aHumayuja 2

MpaKTYHO YCBajatbe 3Haka HEOMXOMHNX 32 CaMOCTAHO OCMMLLIbaBakLe U peanuaalmjy kapakrepa
07 NoCTaBIbakbe KoHLenTa 4o uHanHor MofienoBatba 1 peHaepa kapakTepa.

CTyneHT OBnMajaBajy LEMOKYMHAM MpoLecoM Au3ajHupara u obrukosawa (y 3[ codrsepy)
kapaKTepa 3a NMpUMEHY y BULEO Urpama.

1. Pipeline 3a kpeupamwe Kapaktepa. 2. KoHunet kapaktepa. AHatomuja. MosaguHcka npuya o
KapakTepy.

3. PecbepHue u paseoj ausajHa kapaktepa. 4. Pa3soj Bapwjauuja, u3bop uHanHor gusajHa. 5.
PecbepHTHe ckuue 3a noctaBky Mopgenosara. 6. MogenoBakbe HWCKOMOMMIOHANMHOT KapakTepa.
HeytpanHa nosa. Mponopuwje mogena. 7. MNpumeHa anata v fogaTHe TEXHUKE Be3aHe 3a Tonomnorujy
kapakTepa.

8. [opasatbe nonuroHa, npernasak Ha BucokononuroHanHu mogen. 9. [loaaeawe feTarba Ha
BucokononuroHanHom mogeny.10. YB manupare kapaktepa. 11. Kpeupawe Habopa M duHux
HepaBHWHa.

12-15. Pap Ha npojekTy — (buHanHa nogellasara, Martepwjanusauuja, peHAep, KoHcynTauuje,
KpuThUKe paguonuLe. Mpunpema noptdonua.

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

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

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

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

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

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

aKTMBHa HacTaBa: 12 Teopujcka HacTasa: 2 npakTuyHa Hacrasa: 10
KombuHaunja npepaBara, BexOu, AemoHCTpauujama, CTYAEHTCKUM  npeseHTauujama W
koHcynTauujama. CamocTanHa peanusauuja npakTUYHOr paja noj PYKOBOACTBOM HACTaBHMKA W

capagHuka.

(makcumanHu 6poj noexa 100)

MpeancnuTHe obaBese: 70 noeHa 3aBpwHu ucnut: 30 noeHa
aKTUBHOCT Y TOKY pagnoHuLa 20 npeseHTauuja onbpaHa 30
npakTuyaH pag 50 paza
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HactaBHuuM 1 capagHuUm

BehuHa npodhecopa Ha UHTEpAUCUMNAMHAPHUM CTYAMjaMa Cy HacTaBHULWM pakynTeTa YHuBep3anuteta yMmeTHocTu. 1o
MO3MBY CE aHraxyjy 1 HaCTaBHWLM APYTUX YHUBEP3UTETA U3 3EMIbE 1 MHOCTPAHCTBA, Kao W UCTaKHYTU CTPYYkbaLm U
CTBapaoLm 13 0bracTu u3 kojux ce opranudyjy ctyauje. OBakaB cactaB YCMOBIBLEH je YNHEHULOM Aa cy 0brnacTu Koje
ce u3y4aBajy HoBe.

Jlucta HacTaBHWKa W capadHuKa KOju YHeCTBYjy Y peanusaunjn  MHTEPAUCLUMNANHAPHUX NporpamMa ce CBake LUKOIICKe
rofuHe Mera y 3aBUCHCTY Of NPOrPaMCKUX Cagpaja 1 MHTEPEeCcOBHa 3a CTyauje. [pe noyeTka LKONCKe roguHe, Ha
npeasior Beha nHTepaucumniiHapHux cTyauja Bepudmkyje ce hUX0BO aHraxoBatbe.

JNlucta HacTaBHMKA

Nucta HacTaBHuKa ca YHusepsumema ymem+ocmu y beoepady:
1. ap Hukormh MupjaHa, pegosHu npocecop, PakynTeT Apamckux yMETHOCTH
ap Oakosuh HeseHa, penosHu npodecop, akynTeT ApamMcKkux yMETHOCTH
ap ym. Casuh CeetnaHa, pegoBHn npodecop, Pakynter Myauyke yMETHOCTY
mp Yegommp Bacuh, npochecop emeputyc, ®akynter NMKOBHUX yMETHOCTH
ap Oparuhesuh Wewwwnh Munexa, npocecop emeputa, akynter gpaMcKux yMETHOCTH
CeeTo3ap Panajuh, npocecop emepytyc , ®akynTeT ApamMcknx yMETHOCTH
ap JaHkosuh AnekcaHgap, BaHpeaHu npodecop, PakynTeT ApaMCKUX yMETHOCTH
ap Puctuh WpeHa, BaHpeaHu npodecop, PakynTeT ApaMCKuX yMETHOCTH
. Ap Pakouesuh CeneHa, BaHpeaHu npocecop, akynTeT My3uuke yMETHOCTH
10. mp Bara Lnbanuh, BaHpeaHn npochecop, GakynTeT ApaMCkux yMETHOCTH
11. pp ym. JoBaHuh Anekcanapa, AoLeHT, GakynTeT NMKOBHUX YMETHOCTM
12. gp MuxarbuHal HuHa, foueHT, PakynTeT ApamMcKux yMETHOCTU
13. pp ym. Mpotuh JynujaHa, goueHT, ®akynTeT npuMer-eHe yMETHOCTM
14. pp ym. CrojaHoBuh Mapko, AoLeHT, dakynTeT My3uyke yMETHOCTU
15. pp Henuh WBa, goueHT, dakynTeT My3unyke yMETHOCTH
16. ap Mutposuh Burbana, Hay4HU capagHuk, PakynteT Apamckux yMETHOCTH
17. ap Koyosuh [le CaHto Munuua, Hay4Hu capagHuk, MIHCTUTYT eKoHOMCKIX Hayka, beorpag
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Nucta HacTaBHuKa ca Mamemamudkoe hakynmema YHueepauteTa y beorpagy
18. op dununosuh, Bnagumup, penosHu npogecop
19. op Mankoe Cawa, BaHpeaHu npogecop
20. gp Mapuh Mupocnas, BaHpeaHu npodecop
21. op Kapters Anekcangap, AOLEHT
22. pp Byjowwesuh-JaHuumh MuneHa, goueHt
23. pp Pagojuumh Matuh M. Huna, foueHt

HacTaBHuuUM 8aH YHusep3umema yMemHocmu 3anocrieHn y yCTaHoBM Mo YroBopY:
24. pp Mapuena LiBetuh, pejoBHW npodecop, ApXMTEKTOHCKOT (hakynTeTa, YHuBep3suteT y beorpagy
25. pp Cysajuuh Mapko, roctyjyhin npochecop
26. gp ym. Togoposuh Bnagumup, roctyjyhin npotecop
27. gp ym. Anekcangpa Apsanutuguc, oueHT ®akynteta yMETHOCTW, YHUBEpP3WUTET Yy [MpUWITUHM ca  NpUBPEMEHWM
ceamnwrem y Kocosckoj MutposuLm

Mpenasaum excnepmu U3 KpeamugHuX UHOYcmpuja aHraxoBaHm y YCTaHOBW M0 YroBOpY:
28. Kpcrajuh Ana (Devotion Studio; Sonic Tree Studio)
29. Thwpuh Mara (Two Desperados.doo; Lead Artist/2D Artist)
30. Mapkosuh Kpuctuna (SAE WncTutyT, Beorpag)
31. [amjaHoB Hukona (Hopgeyc)
32. Papocaerbesuh Pajko (Mosquito video production)
33. Bpkuh Mapko (Playrix RS doo, Hosu Cag)
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OBABE3HU NPEAMETH

NOJALIM O AHITAXKOBAHY HACTABHUKA 3A WIK. 2021/2022.
MACTEP AKAJEMCKE YMETHUYKE CTYAUJE, YMETHOCT U AU3AJH BUAEO UTAPA

MNpeamer ECTIE o pas HacTaBHMLM: ZBp.e,q capagHULM: 6
akba
ap
y
Hepn ce
€J/bH Me
o CcT
Py -
n YBoga y cTyavje Buaeo 3 Mutposuh bubaHa 5
p 1. 'y‘.ragay i A ECAB L 2 3y Cys«fj:,;'y‘... Mapko 15 / /
B . ByKypoB Arba 15
Mporpammpame 3a 5 Byjowesuh-JaHnuunh . .
32 | ymethuke 1 s ' 2 %0 Manera % EJ"?{?‘JSF:ATEElaHa 12
CTIacynT IV\VI}.IT\U TJ
r AVAMO-NDOAVKLMiA 3 Casuh CBeTnaHa 10
0|3. YA poAyKumja'y 1 |2 30 | CrojaHoBMh Mapko 10
a BMAeo-nrpama 1 ECINB W miidh Avim in
Kpetajuh-AHa 10
u
H|4. | Apamatypruja m Urpa I?-:('I'IF, 1 1 15 | MpaBguh UeaH 15 /
a
5. | 34 mopenosare 1 Seps 11|15 | Josawdb Arekcanapa |8 | Pubuh Mawa S
oD IJ'.II\VIII l'\u'.ll\\.l T HUIVIJUI TOD TT7VIMuJTaw 7
6. | 34 aHMmaumja 3,’:,.,.,,: 1. 1 15 'ﬁ':iaf?“:ﬂ?c 15 PagocassbeBuh Pajko 15
ECAb AReKeEaHAPS
AnrntanHu 3anmc 3
7. nojaraka ECTB 1 1 15 | ®uamnosuh Bragumup 15 Yyryposuh MunnaH 30
4 Bpkuh Mapko 10
8. | Au3ajH Bnaeo urapa 1 1 |0 / |/ / Topoposuh Bnagmumup 10
ECI—IE NaaaiamarHiaean ~ 10
HUIVIJUFI\.ID TymuJi O
o | foomnact |38 11 |1 s, 0 |/
10, | [horPamypatee 3a Tooe (21 30| Kaprem Anexcangap |30 | YUPORAwR o
P AMIIERLA LA ST CCTTo LA ALY LALREEAALLY o AL LA Edd
ApXUTEKTYPA M anati 4 Pagocasmesuh Pajko 8
11. S T ECTIE 2 2 30 | Mapuh Mrpocnas 30 jxry[ioiv.‘,huMMfiT E
HUIVIJUFIUD Mmoo l_
JoBaHuh AnekcaHgpa 10 .
4 JamjaHos Hunkona 8
12. | 34 MogenoBate 2 ECAE 2 |2 30 | bpk1h Mapko 10 Fupuh Marba 7
Toaoposuh Bnagumup 10
13, | 3A Anmmaumja i 2 0 | 30 | Npotvh JynnjaHa 30 | Pagocasmesuh Pajko 15
KapaKTepa ECIMb
Bbpkuh Mapko 30
. 5 Topoposuh Bnagmumup 10
14. | An3ajH BMAeO urapa 2 ECTIE 2 1 / / / CrojaHoBuh Mapko 10
;V‘\deUbWTI KPVIL IMHAA 10
5 M360pHM 610K 2 3 2 12 ?5 / 15- 1,
" | (6upa ce 1 04 4) ECIMB 36 30
5
M360pHM 610K 3 3 i 15-
16- | (6upa ce 1 0a 3) ecns 2 "2 1/ 30 |/
O MapKeTHHr U MuxasbmHay HuHa 10
p npeay3eTHULITBO Y Kouosuh Je CaHTo 10
17. . 4 3 |2 30
y WMHAYCTPUU BUAEO Munuua
K ECNB Cormmi & 4) 40
CyBaJtiMim MiapRO o

mrapa




a N360pHM 610K4 16
8. (6upa ce 1 og 4) ECINB A e/ 4 /
r 10
ol9- 3aBpLHM paj ECME 3 |/ 6 |/ /
a
7 3aBpLlHM pag - 0
n 10 oabpaHa ECNB S r /
a
M3BOPHU NPEAMETH
M360pHM 610K 1
(6upa je 1 oa 4)
€ | npe 6p.
npeagmer =enls ::ATe pas HacTaBHMLUM: :Een capajHuLUm: SZ;KW
ap akba .
y
Hep ce
€JbH me
o cT
py
. Panajuh CeeTo3ap 10
isgi;;gzgiﬁZ;nHocnulz 8 1 |2 30 | Aakosuh HeBeHa 10 lneanuh Bara 30
P y ECNB Lisetuh Mapuena 10
LiseTnyaHumH MNpegpar | 15
KyamypHa noaumuka u 6 30 | MmxasbmHay HuiHa
Ky/imypHa npasa ECNB 1 2 Jparvihesuh LWewnh | 6 MuxarbmHay HuHa 15
MuneHa 9
, A 6 [Jakosuh HeBeHa 25
ey iz e ECINB L 2 30 | Hikonnh MupjaHa 5 / /
Pa3soj kpeamusHux 3
MUMOBA ECTE 1 |2 30 Prvctuh MpeHa 30 / /
M360pHM 610K 2
(6upa je 1 oa 4)
€€ | npe 6p.
npeamet el :':ATe has HaCTaBHULM: nEeA capagHuum: SZ;KW
akba aB.
ap
y
HeA ce
€JbH Me
o CcT
py
Mankos Cawa
HTML u JAVA SCRIPT 3a . 2 1 15 | Pagojuumh Matuh 8 ByKypoB Arba 30
sudeo uepe ECNB HuHa 7
JuzumanHa obpada 38yKa | 3 AnekcaHgpa
U ClUKe ECMB 2 |1 15 ApBaHHTUINC 15 Yyryposuh MunnaH 30
JaHkosuh
lonynapHa su3yesiHa 3 22
Kyamypa ECMB 2 |2 30 | AnekcaHaap 8 / /
LUnbanuh Barba
lnecHe Kyamype cgema . 2 |2 30 | Pakouyesuh CeneHa 30 / /

ECMNbB
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M360pHM GNIOK 3
(6upa je 1 og 3)

ECNB ce npe 6p
npeagmer :':A_re Aas HacTaBHMULUM: np;e capagHuuum: 52;'(614
akba aB.
ap
y
Hep ce
€JbH me
o CcT
py
. Casuh CBeTnaHa 15
gzg:g:zgogzzuzuja y ECI'IB 2 |2 30 | CtojaHoBMA Mapko 5 / /
P Mapkosuh KpuctnHa | 10
JApamamypeuja sudeo- 3
uzapa ECMB 2 |1 15 | NpaBauh MBaH 15 / /
YmMemHocm, udeosiozuja,
ymenuja: Kpumuse . 2 |2 |30 | Hetuh Mea 30 |/ /
npakce u npakmu4HU ECNB
o6pmu
N360pHM 610K 4
(6upa je j1 og 4)
€€ | npe 6p.
npeamer =enls ::ATe AaB HacTaBHULM: nge capagHuum: SZ;KW
akba aB.
ap
y
Hep ce
€JbH me
o CcT
py
16 Bpkuh Mapko 35 .
3/] moOenosarse 3 ECTIE 3 |3 45 Fpuh Marba 10 [JamjaHoB Hukona 105
16 Toaoposuh 25
Anamu - Unity, UE 3 ECTIB 3 |3 45 | Bnagumup 20 Mapkosuh KpuctuHa 105
CrojaHoBMh Mapko
, 16 . Papocas/weBuh Pajko 100
34 aHumayuja 3 ECME 3 |3 45 | NMpotuh JynujaHa 45 Jamjaros Hukona 5
, 16 JoBaHuh Anekcangpa | 25 .
Kapakmep du3sajH 3 ECME 3 |3 45 Bacuh Yeqomup 20 JamjaHoB Hukona 105
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