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Cryaujcku nporpaM: YMeTHOCT U IM3ajH BHAeO-Urapa

Ha3us npeamera: YBoa y cTyauje BHIeo-Urapa

Hacrapauk/Hactapaunu: Ap busana Mutposuh, Hayunu capaanuk , 1p Mapko Cysajunh, rocryjyhn
npodgecop

Crartyc npeameta: Od6aBe3nu

Bpoj ECIIB: 3

Yci0B: YnucaHe mactep cTyauje

Inss npeamera

Yro3HaBame CTyAeHATa ca Pa3IMYUTUM TEOPHUjCKUM MPUCTYNHMA carjieiaBamba U IpoydaBama BHICO-Hrapa y
KOHTEKCTUMA: MEIMja, KYJIType — JIYJOJIOTHje y yKEM W IIUPEM CMHCIY, MPEACTaB/AYKUX U HM3BOHAUKUX
YMETHOCTH — Ipe CBera y o0JlacTMMa HaparojiorHje, cTyauja guiMma u meppopmaHca, 3aTHM MPOYyYaBame
TpaHCME/UjATHAX U TPAHCTEKCTYyalTHHX BE3a Ca TEKCTOBMMA JPYTHX MEJWja U YMETHOCTH, T¢ MPEACTaBIhAC
TeopHja BUPTYCIHUX cBeTOBa. CTHUIAKkE YBUIA Y TCOPH]CKO Pa3MaTpame XHOPUIHUX (POPMHU yCKO OBE3aHUX Ca
BHJICO-UTPaMa — MAIlIMHAMA, Ka0 ¥ MPUMEHE Urapa y He-JIyAndKe CTBpxe (rejMuuKarja).

Hcxon npeamera

OBnajaBame 3HalBLUMa U MOCEHAOBAKE CTPYYHHX M aKaJEMCKHX KOMIIETEHIMja 32 pa3yMeBame HCTOpHje U
TeopHje BUIEO-Urapa, mro oMoryhaBa pa3BHjeHO KPUTHYKO-aHATUTHYKO CXBATAHE M CAMOCTAIHO TIPOYYaBakEe
U MIPOLCHUBAKE BUICO-Urapa (KpUTHKa, XKypHaIn3aM, HHTSpAUCUUIUIMHAPHE aKkaJleMCKe U CTpy4YHe Ipakce), a
y cdepu mpakce MmoryhHoCT cBecHe (ocBemheHe) apTHKyJalMje W MHTEPIIPETAIije CTBapaIadykor mpormeca 1
BETOBHUX Pe3yJTaTa, MO3UIMOHUPAKE CONICTBEHOT Pafa Y KOHTEKCTY Pa3InYUTUX aclekaTa UCTOpHje, Teopuje,
NpaBWiIa ¥ MOJAIUTETa BUIEO-HTapa, yrnorpeba CTCUCHHX 3HAWa Y KPEaTUBHO] NPaKCH, LITO je jeAaH Of
HpenyclioBa BUCOKOKBAJIMTETHOT 1 HHOBAaTUBHOT Pajia M NPo(eCHOHATHNX CTaHIap/a.

Canp:kaj npeamera

Teopujcka nacmaea

1.YBomHHN Yac: NpPHUCTYNHY NpOydYaBamy BHACO-Urapa, yIo3HABamE Ca TEPMHHOJOIIKHM M METOIOJIOMIKAM
okBHpoM; 2. Mcropuja u pa3Boj Buaeo-urapa u npareher xapasepa; 3. AHTPOIIOJIONMIKO-COIMOIIOMIKA MPUCTYTI
mpoy4aBamy BHIeo-urapa; 4. XXanposu Bumeo-urapa; 5. Buneo-urpe u (HoBu) menmju; 6. (Bumeo-)urpe y
KOHTEKCTy TMOIyJapHe KynType; 7. Jlymomomkw mpucTyn mpoydaBamy Bupeo-urapa; 8—9. Haparomommxwn
MIPUCTYI POYyYaBamky BHICO-UTapa U TeOpUje BUPTyeaHHX cBerora; 10. Buaeo-urpe u nepdopmanc; 11-12.
Bupeo-urpe u TEKCTOBU (JPYTHX) yMETHOCH U ME/IMja: MHTEPTEKCTYaJIHOCT ¥ TpaHCMeHanjanHocT; 13. dunmcke
dopme y Buieo-urpama: MammHuMa; 14. I'ejmMudukanuja u gpyre He-TyAHYKe NpUMEHE BHUeo-urapa; 15.
Ucnur.

JlutepaTtypa

1. Castronova, Edward. 2005. Synthetic Worlds: The Business and Culture of Online Games. Chicago and London:
University Of Chicago Press.

2.Manovi¢, Lev. 2015.Jezik novih medija. Beograd: Clio

3.Ryan, Marie-Laure. 2015. Narrative as Virtual Reality 2, Revisiting Immersion and Interactivityin Literature
and Electronic Media, Baltimor: The Johns Hopkins University Press

4.Ryan, Marie-Laure and Thon, Jan-Noél (Eds.)2014. Storyworlds across Media: Toward a Media-Conscious
Narratology Lincoln and London: University of Nebraska Press

5.Salen, K., and E. Zimmerman. 2005. The Game Design Reader: A Rules of Play Anthology. Cambridge, MA:
MIT University Press

6. Wolf, Mark J. P (ed.) 2012. Encyclopedia of Video Games The Culture, Technology, and Art of Gaming, Santa
Barbara, Denver, Oxford: Greenwood

7.Wolf Mark J. P., Perron,Bernard. 2014. The Routledge Companion to Video Game Studies Edited. New York
and London: Routledge

8. Yee Nick. 2014. The Proteus Paradox — How Online Games and Virtual Worlds Change Us and How They
Don't. New Haven: Yale University Press

Bpoj yacoBa axkTuBHe HactaBe: 2 | Teopmjcka HactaBa: 2 IpakTuuna nacrasa: 0

MeTtoae u3Bolem-a HacTaBe
Teopujcka mpenaBama, IpUKa3uBame oJroBapajyher Bumeo-mMarepujana, IMCKyCcHje ca CTyICHTUMa U U3Bohermha
HCTPpAKUBaka U aHAIIM3E Ha CTyaujama ciaydaja. [lucame u ycMeHa o10paHa CEMUHAPCKOT paja.




Ounena 3Hama (MakcuMaJHu Opoj moena 100)

[penucnutHe 06aBe3e 60 moena 3aBpIIHM HCIUT 40 moeHa
aKTHUBHOCT y TOKY IIpeJaBama 20 YCMEHHU HCIT 40
40

CEeMHUHAPCKH paj




CTyaujcku nporpaM: YMeETHOCT M JM3ajH BH/Ie0 UTapa

Haszus npeamera: Ilporpamupame 3a ymerHuke 1

Hacrapauk/HacTapaunm: Musena Byjomesuh Jannuuh, nonent; Ama Bykypos, acucrent, Mapjana Illonajuh,
acuctedT, Mupko Cnacuh, acucreHt

Cratyc npeameta: OdaBe3nn

bpoj ECIIB: 5

YcsoB: Ynucane mactep cryamje

[nb npeamera
'Yno3HaBame ca OCHOBHAM KOHIIETITIMA CKPUNT MPOTrpaMHpama Kpo3 MporpaMck je3uk [1ajToH.

Mcxon npeamera

Cry/IeHTH OBJa/IaBajy OCHOBHUM TE€XHHMKaMma CKpPHIT IpOrpamuparma Kpo3 IMporpaMcku jesuk [1ajToH, ca akieHTOM Ha
npuMeHe y pa3Bojy urapa. CTyIEHTH Cy OCIOCOOJbEHM Ja CaMOCTAIHO TpaBe IporpamMe M pa3BHjajy jeJHOCTaBHE
ITOPUTME Ba)KHE y pa3Bojy Urapa Kao M Ja nmoMohy Ipenopy4eHe u Jpyre JUTepaType caMOCTallHO Jlajbe yHarpehyjy
CBOja 3HaEba y TOj 00IaCTH.

Canp:kaj npegmera

1. PauynapcTBo M mporpamupame; 2. PadyHapcku cucremu; 3. YBOJ y CKPUOT NpOrpaMHUpame: CKPHUIT je3UIIH,
nporpamcke OHOJIMOTEKe, porpaMcka okpykema; 4. [Iporpamcku jesuk [1ajToH: KOHIENT, HCTOPH]ja, PaJHO OKPYIKEHE
U m3BpmaBame kona, 5. Koncynrammje; 6. OCHOBHM M CIIOKCHH THUIIOBH IIO/aTaka, IIPOMEHJBHBE, W3Pa3u H
u3padyHaBama KpO3 CBOjCTBA oONMMKa M 00ja, Op3uHa M KpeTama; 7. YCIIOBHE KOHTPOJIHE CTPYKTYpEe KpO3 perocien
UCIpTaBama, N1300p 001MKa 1 MKOBa; 8. MiTepaTHBHE KOHTPOJIHE CTPYKTYpPE, KPO3 HU30BE, HHTEPIIONALN]Y U UCLPTaBakhe
crnoxeHnx obmuka, 9. dynkmmje, komeknuje, oudmmoreke; 10. Koncynramuje; 11. MomynmapHOoCcT: 3Ha4aj W yiora
MOJyJIapHOCTH, TIOHOBHO KOpHIIheme Koja, CTHIOBH; 12. Pa3BojHa OKpyXema H KOMIIOHEHTHO Iporpamupame; 13.
Pa3Boj anropurama ca npuMeHama y pa3Bojy urapa, npuMep jeanoctasHe urpe 1; 14. PazBoj anropurama ca npuMeHama
y pa3Bojy urapa, npumep jeaHoctaBue urpe 2; 15. Koncynranuje

JIutepatypa

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

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

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

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

e HactaBHHK MOXe H3a0paTH U APYTY aKTyeJIHY JIUTEPaTypy.

Bpoj uacoBa akTHBHe HAacTaBe: 5 Teopujcka HacTaBa: 2 MpakTHuna HacTaBa: 3

MeTtone uspohema HacTase

[penmer ce peanusyje KOMOMHAIMjOM MpeJaBama, MPAaKTHYHOT pajia U KoHcyJrauuja. [IpenaBama yKibydyjy TEOpHjCKe
OCHOBE CBaKe 0] TeMaTCKHX IenHa. [IpakTiudan paa o0yxBarta MMIUIEMEHTAIN]y HABEICHNX KOHIIENATa Y MPOrPaMCKOM
jesuky u oarosapajyhiem anaty. Ilpaktudan pag ce 00aBiba CaMOCTAIIHO, 32 pa4yHAPOM, Y3 CTaJIaH KOHTAKT Ca HACTABHUKOM
¥ capaIHUKOM. Y TOKY Kypca peaBHljeHa je n3pajia caMOCTaIHOT CEMUHAPCKOT pajia / MPojeKTa.

Ouena 3Hamba (MakcumMaJnu 6poj noena 100)

IIpeaucnutHe 06aBe3e 70 noena 3aBpIIHYM HCIIUT 30 moena
CeMuHapCKH paj 30

YcMeHn uermuT 30
[IpakTraan ucnut 40




Cryaujcku nporpaM: YMeTHOCT M 1M3ajH BH/Ie0 UTrapa

Hasus npeamera: {ururannu 3anuc noaaraka

Hacrasuuk: ap Baagumup @uinunusuh, pea. npog; Munan Yyryposuh, acucrenr

Crartyc npeameta: OdaBe3nn

Bpoj ECIIB: 3

Yci0B: YiucaHe MacTep aKkajeMcKe CTyAHje Ha MPOorpaMy YMeTHOCT M AW3ajH BH/I€0 Urapa

Inss npeamera

VYTo3HaBame ca OCHOBaMa 3amica eJIeMEHTapPHUX W MyJITHMEANjATHHIX MT0JaTaka y padyHapCKUM CHCUTEMHMA,
BUXOBOM 00pasioM, IPUKA3UBAKHEM H TyBABEM

Hcxon mpeamera

CTyzieHTH OBJIa/1aBajy KJbyYHUM KOHIIENTUMa BE3aHUM 3a 3aInc, 00paly v YyBambe Pa3InuuTUX THUIIOBA M0AaTaKa
y padyHapy. Ocrioco6JbeHH Cy Jia BplIe pa3sinyuTe TpaHc(opMalyje MojaTaka, Memajy BbHUXOBE KapaKTepUCTHKE
paznmuunTe npukase. ObpaljeHe Teme cy WiIycTpoBaHe Ha IPAKTHYHUM IPUMEPHMa Y TIPOTPaAMCKOM OKpPYKEHbY.

Canp:kaj npeamera

1. Kparak yBoj y 3amuc TUIIOBa MojiaTaka y pauyHapy; 3anuc OpojeBa; 2. 3anucubame TekctoBa, ASCII, konne
ctpane, Unicode, UTF-8; XML, JSON, YML; 3. Busyenuzanuja nonaraka; 4. boje u pan ca 6ojama; 5. Bektopcka
rpaduka; Enementn anamurudke reomerpuje; 6. Enementn anaimtnuke reomerpuje; 21 tpancdopmanmje; 7.
butmanmpana rpaduka; 8. KoHcynramuje; n300p ceMHUHapKuX pajoBa; 9. Jlururanuzamnuja ciimka, pe3osynuja,
muHaMuakn pacnoH; 10. 3amucuBame 3Byka, oOpama curHana; 11. 3amucuBame (QUIMOBA W OCTaJHX
MYJITAMEIN]aTHAX caapikaja; 12. Jlururanuranmja ciamka, 38yKa U (puiMa, pe3oiyIrja, yIecTaaoCT, ITNHAMAIKA
paction; 13. 3anucuBame 31 Mmoaena; Kommpecuja i ontummzanyja kona; 14. Pauyrapcku xapaBep 3a BUIEO UTPE;
15. PauyHapcku xapaBep 3a BHJIEO UTPE.

Jlutepartypa

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. llpyra oxrosapajyha akryenHa aureparypa

Bpoj yacoBa akTuBHe HacTaBe: 3 ‘ Teopujcka HactaBa: 1 IpakTnuna HacTaBa: 2

Mertoae uspohema Hacrase

Ipenmer ce peanuzyje KOMOHHAIIMOM IPe/IaBarba, IPAKTUYHOT paja | KoHcyaTarmja. [IpeaaBama yKIbydyjy
TEOPHjCKE OCHOBE CBAKE 0] TEMATCKMX IieyiHa. [IpakTruan paj; 00yxBaTa MMIIEMEHTAIHM]Y HABEIEHUX KOHIEaTa
y MPOTrPaMCKOM je3uKy u ofroBapajyhem asary. Ipaktiyas paj ce 00aBiba CAMOCTAITHO, 38 padyHapOM, Y3 CTallaH
KOHTAKT Ca HACTABHUKOM U CapaJHUKOM. Y TOKY Kypca mpeiBuljeHa je u3paia CeMHHAPCKOT pajia.

Ouena 3Hama (MakcumaJnu Opoj noena 100)

IpeaucnutHe 00aBe3e 70 noena 3aBpIIHYM HCIIUT 30 moena
CeMHUHAPCKH paj 20

Ycmenn uenut 30
IIpaxkTnynu ucnut 50




Cryaujcku nporpaM: YMeTHOCT U AM3ajH BHI€O-Urapa

Ha3us npeamera: [[pamatypruja u urpa

HacraBauk: 1p ym. UBan Ilpasauh, penosan npogecop Axkaanemuje ymernoctu, YHC

Crartyc npeameta: Od6aBe3Hu

Bbpoj ECIIB: 3

YecaoB: YnucaHe mactep cTyamje

s npeamera:

[penmer [pamamypeuja u uepa iMa 3a Ik @ YIO3HA CTYICHTE Ca OCHOBHHUM II0JMOBUMA, IPUHLIUITUMA 1
MOCTYIIIMMa KaKko y UCTOPHjCKOM Pa3Bojy ApaMaTypIIKHX IMOETHKA, TaKO U KPO3 aHTPOIOJIOTH]y U MOJese
urapa. MIrpe u urpame 4uHE Cp)K HCKYCTBa OMBamba YOBEKOM M M3ydaBame OBE 00JACTH, KPO3 KpeaTHBHE
3agaTke, ocrocoduhe CTyIeHTe 1a apTHKYJIUITY W KPeHpajy MmocTyke kojuma he ce KopuCHHIIMMa BHXOBUX
nena oMoryhutn ocehaj mpoMeHe, pasMeHe U 3aHTepecoBaHOCTH. Kako je qpamaTyprija HajHHTCeH3UBHH]E
Kopuiheme HapaTHBa CBECHUM yCMEpaBameM MMaXke JbyIH, CTyIeHTH he mpoydaBameM M BeXOameM
OCHOBHHX €JIEMEHaTa JpaMaTypruje cTehn MCKycTBa Kako Ja FHUXOBH PAJOBH IUICHE, IpXKe M Pa3BHjajy
HNaX’py. YIO3HABAKE Ca apXCTHIICKMM HApaTUBHUM MopennMa Oajke M MHTa ocrocobuhe cTyneHTe na
CTBapajy CJIOXKEeHE M HHTEPAKTHBHE CTPYKTYPE HEOXOJIHE 3a BHEO Urpe.

Hcxon npeamera:
Hcxon npeamera Jpamamypeuja u uzpa je CiocoOHOCT pa3yMeBarba M Kperpamka OCHOBHUX JpaMaTypIIKUX
W HapaTUBHHX MOJIENIa KOJU CE MOTY KOPUCTUTH y BHeo urpama. CtyneHTH hie OUTH MOACTaKHYTH J1a KO3
npefaBama, BeKOE M 3aJaTke NPUMEHE OBa 3Hama M KpO3 aHANIM3€ U CHHTE3€ JPaMaTUYHOT y BHICO
urpama. OJ TeMe U ujeje, IPEeKO OTBOPCHOCTH KOHIICTITa UIPE JI0 JaCHUX U MPEHIU3HKUX JAPAMCKHX YBOPOBA,
cryneHtu he Mmohu na aHanmM3Mpajy M CTBapajy Kako jeIHOCTaBHE, TAaKO W CIOKEHE HApaTHBE MPOMEHUBHIX
JKaHpOBA U KOJIOBA.

Canp:kaj npeamerta: 1. Urpa u sbycko uckyctso; 2. I[lcuxosnomke u apymrsene urpe; 3. KpearusHe urpe; 4.
Hpamcka panma; 5. Kapakrepu; 6. Curyanmja; 7. M3azuBame ocehama; 8. ATMocdepa 1 ipomeHa; 9. Temro u
putaM pagme; 10. 3amtet u pacmiet; 11. Cmke u padyma; 12. JemHoctare npuue; 13. Cnoxxere mpuuae; 14.
Monenu 6ajke; 15. Monenu Muta

Jluteparypa:
¢ Aldama Frederick Luis, Toward a Cognitive Theory of Narrative Acts, Austin, University of Texas Press, 2010.
e Carse James P, Finite and Infinite Games, New York, Free press, 2013.
e 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.
® Boouu xpo3 kpeamugnu opamcku npoyec, rpyna ayropa, bazaapr, beorpan, 2012.

¢ baranosuh Jlamosuh Bepa, 3amuwiwveno nymosare: 127 ueapa 3a opyeauyuje uecparse, CBET Urpadaxa,
Beorpan, 2001.

e bepu Epuk, Kojy uepy uepaw, beokmwura, beorpan, 2003.

o Ocnosu opamamypeuje, npupeauno bokuh Jbyouma, YauBepsurer ymernoctu, beorpan, 1989.

o [llexnep Puuapn, Ka nocmmodeprom nozopuwmy: usmely anmpononozuje u no3opuwima, Ipupeuie
Anexkcanapa Josuheuh u MBana Byjuh, @akynrer qpamckux ymetrHocTH, beorpam, 1992.

¢ Eyhenno bap6a u Hukono Casapese, Tajna ymemnocm aniymya: peuHuKk no3opuuine anmponoioauje,
dakynreT IpaMckux ymetHocTH, beorpan, 1996.

o [Ipomn Biagumup, Mopgonoeuja 6ajre, bubanoreka XX ek, beorpan, 1982.

e Cypuo Erjen, /[gecma xumada opamckux cumyayuja, Hommt, beorpan 1982.

o Kemben [lozed, Xepoj ca xuwady ruya, 3natao pyHo, beorpam, 2018.

e Apucroren, [loemuxa‘, npesog Muiomn Bypuh, 3aBoj 3a yubeHrke 1 HactaBHa cpesicTsa, beorpan, 1988 .

Bpoj yacoBa akTHBHe HacTaBe: 2 ‘Teopnjcnca HacTaBa: 2 MpaxkTnuna HactaBa: 0

Mertone n3Boljema HacTaBe: CaMOCTaIHO y4eHhe KPO3 MPAKTHYaH pa/] 0]l PyKOBOJCTBOM HACTABHUKA, Y
KOMOWHAIIM]H ca TIpelaBambuMa, Bexxdama, IeMOHCTpaIjama, CTyICHTCKIM TIpe3eHTaljaMa i KOHCYJITalfjama.
TokoM cemecTpa ce pa3BHja KOHLIETIT IpaMCKe MIPe, a 3aBPIIHK Pajl je KPEHPabhe jeIHOCTABHE HAPATHBHE
CTpYKTYpE 32 BHIEO UIDY.

Ouena 3Hama (MakcuMaaHu Opoj noena 100)




I[MpexucnuTHe 00aBe3e 50 moeHna 3aBpLIHN UCTIUT 50 moeHa
/IpamMcKka MUHHjaTypa 15 Orena npaktugHor paga 40
Pa3Bujame KOHIIENTa ApaMcke urpe |15 [Mpe3enranuja pana 10
IAKTUBHO yuemrhe y HacTaBd 20




Cryaujcku nporpaM: YMeTHOCT H AM3ajH BHIe0-Urapa

Haszus npeamera: JIu3saju Bugeo urapa 1 (crpyuna npakca)

HacraBuuk: ap ym. Bnagumup Tonoposuh, Hukoaa JamjanoB, Mapko Bpkuh

Cratyc npeamera: QO0aBe3nun

Bpoj ECIIB: 4

YciaoB: Hema

b npeamera

CtyzneHTH ce yBoJie Y MHTEpAUCLHHUIUIMHAPHH ITPOIIEC NPUMEHE KPEaTUBHOCTHU y BHJIEO UIPamMa U MPOTyKIUjH.
[lpakTHyHO YycBajame 3Hakba HEONXOMHHMX 32 pa3yMeBame Ipolieca Kpeupama BHIEO HUIPe Kpo3
MapTHLUIALM]Y U TPYITHO aHT'KOBAKhE.

Hcxon npeamera

CrynmeHTH Cy cmocoOHH Na apTHKYJIHIIY TJIABHE METOIOJIOTHje Y OONACTH TMPOAYKIHje BHIEO HWrapa,
aHAIIM3HPAjy NIPaKce, TPEHIOBE U NMPOAYKIMOHE IUKITyce OCMHMINIBAaBajy MPOTOTHII COIICTBEHE BUAEO UIPE.

Canp:kaj npeamera

1 - 2. OcnoBe nmu3ajHa Buaeo urapa. OdekuBama Urpada. AHaIN3a pa3InduTHX HarpajuBaHUX HE3aBHCHO
mpoayImpanux urapa. JlekoHCTpyKimja o6jaBibeHUX urapa. 3-4. Kipyune ¢a3ze kpeupama urpe. Kpenpame
mpeanora KoHmenra wrpe. Pax Ha konmenty. 5-6. KomynukatuBHOCT 1am3ajHa. Kpenpame nusajH
nokymenrarmje urpe (Game Design Document - GDD). Metononoruja kpeupama npotoTuna. Pax Ha
nporotuny wurpe.7-10. Jurutanan mpoToTHil. MexaHnWKa Wrpe, €cTeTHKa, KHHECTCTHKa, TEXHOJOTH]a,
KOHTpOJIe, MOTIeaAn, UHTepdejc nu3ajH. Anatu 3a kpeupame urapa. 10. TecTupame Urpe u UTCPATHBHU
nu3ajH. Pag Ha npotoTumy urpe.l1. @yHKIMOHATIHOCT, EIOBUTOCT U OajgaHc. 3a0aBHOCT U MPUCTYIAYHOCT.
Pan Ha mportotuny urpe.12-15. Kpuruuke paguonuie. Pan Ha npoToTHITy 0 KpeUpama MpBa UIPUBE BEP3Hje
urpe (playableversion).

Jlutepartypa
. 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.

o Rouse, Richard. Game Design: Theory & Practice. Wordware Publishing, Inc., 2001.

Bpoj yacoBa akTuBHe HacTaBe: 6 | Teopujcka HacTaBa:0 [pakTnyna HacTaBa:6

Mertone u3Bohema HacTaBe: KomOuHanyja npenasama, Bex0OU 1 JUCKyCHja. AKIICHAT je Ha Op30j u3paau
MIPOTOTHUIIOBA, PaJl y UTEPaTHBHUM IHKIIyCUMa, Capajiiba U YIPaBJbakbe [IPOjeKTUMA Y KPATKUM IIUKIYCHMA.
I'pynHa peanu3aiiyja mpakTHYHOT pajia o] PyKOBOJCTBOM HACTABHUKA U CApaHUKA.

Ouena 3Hamba (MakcuMaJuu 6poj noena 100)

IpeaucnutHe 00aBe3e 70 noena 3aBpIIHN HCIIUT 30 noena
AKTHUBHOCT y TOKY PaJHOHHIIA 20 .

Mpe3eHTalrja U oA0paHa pajia 30
MpaKTHYaH paj 50




Cryaujcku nporpaM: YMeTHOCT U IM3ajH BHA€0-Urapa

Ha3zuB npeamera: Ayauo-npoaykuuja y Buaeo-urpama I

Hacrapank/HacTapaunm: ap ym. Ceeriiana Casuh, ap ym. Mapko Crojanosuh, Ana Kpcrajuh

Cratyc npeamera: O6aBe3Hn

Bpoj ECIIB: 3

YecaoB: YnucaHe mactep cTyamje

Iu/e npeamera

VYHo3HaTH CTyJIeHTE ca pa3BoOjeM HHAYCTpHje BHAEO-Urapa ca MmoceOHHMM (OKYycOM Ha ayIuo-TIPOAYKIH]Y,
HaINpeTKOM TEXHOJIOTHja 1 ecTeTHKoM. CTyneHTH Tpeba aa ce yIIyTe Yy pa3HOJIMKOCTH yJIoTa M THIIOBa ayAno-
cajJpXkaja y BUACO-Urpama.

Hcxon npeamera

Hakon oBor mporpama crymeHTH Tpeba: Ia CTEKHY YBUZA y Pa3BOj MHAYCTpPHje BHACO-Wrapa ca IOCeOHNM
(hoxycoMm Ha ayano-TIpOAYKIHjY; Oa Oyxy YMO3HATH ca CBHM THIIOBHMa MHTEPAKTHBHOT ayIuO-caapikaja y
BUJICO-UTPH; Jla YCIEIIHO IPHMEYjy CTEUECHO 3Hame NPH aHATW3M BHUICO-Hrapa W aa Oyny y cTamy Aa
KPUTHUYKH IIOCMAaTpajy ayauo-caipkaj y BHAEO-WUTpaMma; Ja CTEKHY OCHOBE IIO3HaBama codTBepa 3a
MMIUIEMCHTAIIN]Y ayAro-capikaja.

Canp:kaj npeamera

1. Hcropujat Buaeo-urapa: a) I[lpereue BuIco-urapa; mOpBE BHICO-UTpPE; ayaHO-CaApKaj] Kpo3
koMmrjyrepcke rerepaije; 6) PSG u Chiptune; 8) Cunresa rosopa; r) FM (frequncy modulation) cunresa;
1) MIDI, MOD u ®uxoB 3Hauaj 3a My3uKy y Buaeo-urpama; 1)) IMUSE meroe ytuiaj Ha caBpeMeHe
CHCTEME 3a MHTEPAKTUBHM ayauo Kao mro cy Wwise, FMOD Studio; €) CD u 3auerak ynotpebe aymuo-
(ajmosa; k) 3D Buaeo-Urpe — pasBujame surround sound TEXHOJIOTH]E M H-EH 3HAYa] 32 HHIYCTPH]y BHICO-
urapa; 3) MoOwiHe KoH30Je/TeneoHn M TpeTMaH aynuo-caapkaja, u) Online Bumeo-urpe (MMORPG,
casual, social network, utn); j) VR (BupTyenna penanoct) u AR (ayrMmeHTHpaHa peaHocT).

2. NnrepakTuBHa My3uka: a) lllta My3uKy 4MHU MHTepakTHBHOM; 0) IIpeTedye nHTEpaKTUBHE MY3HKE OJl
18. B. 10 My3uKe caBpeMeHHX Komo3uTopa 20. B. (My3HKa NpenylITeHa MIaHCH — aleaTOPHYKa MYy3HKa)

B) 3aueld HHTEPaKTUBHE MYy3HKe y BUIeO-Urpama; r) EcteTrka My3uke n BUAeO-UrpaMa Kpo3 BpeMe

1) Yro3HaBambe ca TeXHHKaMa KOMITIOHOBama 3a Buaeo-urpe (horizontal resequencing, vertical remixing)

1) TTo3HATH KOMITO3UTOPH U KOMIIO3HUIIHje KOje Cy OOCNe)KuIe My3UKy Y BHICO-UTPpaMa y MOCIHCABUX 35
TOMMHA; €) AHaIM3a HHTEPAKTUBHE MYy3HKE.

3. Knacudukanuja ayauo-caap:kaja y Bujgeo-urpama: a) Kareropusanuja mysuke; 6) Kareropuszanuja
3ByKa; B) Kareropusanuja aujanora; r) YTuiaj ayano-caapikaja Ha ICHX0-€MOTHBHO CTarbe Urpava.

4. Uuaycrpuja Buaeo-urapa: a) Opranmsanuja tuma (nogena); 6) OpraHusandja yHyTap ayado-
JenaptMana; B) IIporiec cTBapama Bugeo-urpe (o1 kpeupama game design document (GDD) no u3naBama
rOTOBOI Mpou3Boaa); T) OpraHu3ainuja NpojekaTta, IUIAHHUpame, oApehuBame TEXHUUYKHX 3aXTeBa; I)
Opranusanyja Oyuyera, KajJeHaapa, apxuBUpama U J0CTaBJbamka Npou3Boja; 1)) Yrosopu, JuieHe, npasa;
¢) PasBujame aymuo-canpkaja kpo3 ¢asze mnpoaykuuje; k) JloKyMeHTalWja Be3aHa 3a MY3HKY, 3BYK,
JMjaniore, MapKeTHHIIKM Martepujai; 3) @DopMarn ¢ajinoBa W KOHBEHLHWje HMEHOBaWma HCTHX; W)
Jlokanm3anmja.

5.¥no3uaBame ca coprBepom: a) 3a uarepaktuBau ayauo (FMOD Studio) — Hmxku HuBO; 6) game engine
(Unity) — amku HEBO

JlutepaTtypa
e 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.
e Sweet, Michael. Writing Interactive Music for Video Games: A Composer’s Guide (Game Design).
London: Pearson Press, 2014.
e Marks, Aaron. The complete guide to game audio — For composers, musicians, sounddesigners, and
game developers, Oxford: Elsevier, Inc. 2009.

Bpoj yacoBa akTHBHe HAcTaBe: 2 ‘ Teopujcka HacTaBa: 2 IIpakTnuna HacraBa: (

Mertoae u3Bohema Hacrase: [IpenaBarma, CTyIdje U aHATN3a CIIy4aja, CAMOCTAIIHA Pajl Ha KOMIIOHOBAbY
My3HKe 3a BUJICO UTPE.

Ounena 3Hama (MakcHMaJIHH Opoj moena 100)




IIpenucnutHe 06aBe3e 60 moena 3aBpuIHM HCTIUT 40 moeHa
AKTUBHOCT y TOKY IIp€iaBama 20 Hpe3eHTaHI/Ija u OﬂﬁpaHa 40
KOJIOKBHjYM-H 40 HCTIUTHOT pajaa




Cryaujcku nporpaM: YMeTHOCT M AW3ajH BHI€0-Urapa

Ha3us npeamera: 31 mogenoBame 1

HacrtaBauk: ap ym. Ajexcanapa Josanuh, Mapko bpkuh, Mama hhupuh n Huxosa Jamjanos

Crartyc npeamera: OdaBe3nun

Bpoj ECIIB: 3

Ycaos: Hema

Hu/s npeamera

[IpakTHyHO YyCBajame 3Haka HEONXOJHHMX 32 CaMOCTAIHO KpEHpame jeIHOCTaBHUX IMIHTATHHX
TPOIMMEH3UOHATHUX MOJIeNa - O ujeje, OOJIMKOBamba y Pa3sIMYUTUM OKPYXKESHUMa U TpaHCPOpMHUCamba,
JI0 u3paje (puHaIHOT MPOjeKTa ¥ PeHAEpUHra.

Hcxon npeamera

CryneHTH OBIaAaBajy KJbYYHHM KOHIENTHMAa M ONINTOM JIOTHKOM MopeloBama y 3J/] ammmkanujama,
nonuronatHo 1 NURBS moznenoBme. Ococo0JpeHN €y 3acaMOCTAalTHO Kpeupame AWTHTATHAX Mojena U
BHXOB Pa3Boj y pasiMYUTAM METOAOJOrHjaMa W TEXHOJOIIKMM YCIOBHMa, HE3aBHCHO OJf KOHKPETHOT
co(TBepa y KOMe ce pealiisyje HacTaBa.

Capgp:xaj npeqmera

1. CodTBepu 3a AWTUTATHO MOJENOBAMKE, O0OJIACTH NPHMEHE, OCHOBHM KOHLENTH pana y 31 codrsepy
Maya; 2.Yno3HaBame ca HHTep(ejcoM, OCHOBHUM O0jeKTHMa M KOMIIOHEHAaTaMa, HaBUTallMjoM, ajlaTUMa 3a
MaHumynanujy odjektuma; 3. Exutopu, xujepapxuja objekara, mapeHTOBame, nyruimkanuja; 4. OcHoBe
MOJIMTOHAITHOT MOJIEJIOBaba, MOJUIOHAIHA T€OMETPHja, KOMIIOHEHTE, EKCTPYIUpambe U OCHOBHHU ajlaTH 3a
MIOJIMTOHAIHO MOJIeNIOBame; 5. HanpenHuju anatu 3a NOJHMIOHAIHO MOJIENIOBAbE, ONTHMANIHA FeOMeTpHrja 1
HHUCKOIOJUTOHATHH Mojienn; 6. OnTHMH3airja Mojiesa, OTKIIambakhe HelocTaTaka reoMeTpHja, aedhopmepu
7. Ocaoe NURBS mopnenoBama, npuMeHa u mpumMepw; 8-9. Peanmszanuja mpBor mozena, KOHCYITalwje,
Kputnuke paauonune; 10. Martepujanuzamuja objekara, mejaepu, Tekctype; 11. YB manupame, monaTHuH
amaty; 12. OcBerspaBame U kKamepa; 13. Pennmepunr, npunpeme 3a npoaykuujy; 14-15. Pag Ha ¢puramHOM
MPOjEKTy — jeTHOCTaBaH HeopraHcku 3 /1 MoJiern, KOHCYITaIMje, KpUTHYKE PaJnOHHIIe

Jlutepatypa

. 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.

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

Bpoj yacoBa akTuBHe HacTaBe: 2 ‘ Teopujcka HacTaBa: 1 [IpakTnyna HactaBa: 1

Metone uzBohema HacraBe: KomOuHanuja npeaBatba, BexOH, 1EMOHCTpAIMjaMa, CTYIEHTCKUM
npe3eHTalrjaMa i KoHcyITanrjama. CaMocTaliHa peain3alyja IpakTHYHOT pajia Mo PyKOBOJICTBOM
HacTaBHUKA U CapaHHKA.

Ouena 3Hama (MakcuMaJHu 6poj moena 100)

IIpenucnutHe 06aBe3e 70 moena 3aBpLIHM UCTIMT 30 moena
AKTUBHOCT y TOKY PaJHOHHIIA 20 npe3eHTaluja paja u oJopaHa 30
MpaKTUYaH paj 50 pana




Cryaujcku nporpaM: YMeTHOCT M AW3ajH BHI€0-Urapa

Ha3us npeamera: 3/1 anumainuja

HacrtaBuuk: ap ym. Jyaujana Ipotuh, ap ym. Anexcanapa Apsanuruauc, Pajko PagocaBbeBunh

Crartyc npeamera: OdaBe3nun

Bpoj ECIIB: 3

Ycaos: Hema

Hu/s npeamera

VYcBajatbe M NpakTHYHA/yMETHHWYKAa INpUMEHa 3Hama H3 obsacth 3J] aHuMamuje - 0] TIeHEepalHUX
AaHMMAIMjCKUX II0CTyNlaka CBOJCTBEHHMX 3a CBE BHAOBE aHMManuje no cneuuduynux 3a 3/ codrsepe.
LemoBuTo mo3HaBame mporeca peannzandje 3J] aHnMupaHe CeKBEHIIE, Kpo3 N300p aJeKBaTHE TEXHOJIOTHjE 3a
OCMUIIUbEHY UJIE]Y.

Hcxon mpeamera

CyneHTH OBNazaBajy KJbyYHHM IIPUHITUIIAMA JUTHTATHE aHUMAIlHje, pa3yMejy OmIITy JIOTUKY 31 aHumanuje u
OCIIOCOOJbEHH Cy JAa HX NPHUMEHYjYy W PasBHjajy y pPa3iIW4uTHM IOCTYNIMMa M TEXHOJOIIKAM YCIOBHMA.
Panmsanuja xpatke 31 aHUMHpaHe CCKBEHIIE.

Capgp:xaj npeqmera

1-3. OcHoBe aHmMManwmje (eKCTpeMH, MpeTepHuBamke, JHHMjA TOKpeTa, (a3e MOKpeTa, MUKITYyCH, YOp3aBame H
ycropaBamwe, TajMuHr); 4.IloctaBiparbe W MojenIaBame KIbYYHHX (pejMoBa. AHMMATUBHM NapaMeTpH; 5.
Enuropu 3a anumarumjy (Graph editor, Dope Sheet, Outliner). Breakdown keys, Set-driven keys; 6. Anumanuja
objekara mo mytamu (Motion paths). Ghost,Constraints; 7. Iedopmepu; 8. Blendshape nedopmep. Ipunpema
o0nuka 3a Bokanusaiujy; 9-10. Bokanusanuja. Auumanuja uspasa auia; 11. Bupryennu ckener. CKUHUHT.

12. luknuuna anuMarja. Bex0Oa: IMUKIMYHO KpeTame (X0, JeT NTHile U ci.); 13. AHuMaigja kamepe u
ceetna. OcHoBe Kaapupama; 14-15. Pag ma ¢unamHoM mpojexty — 3/] aHMMHpaHa CEKBEHIIA, KOHCYITAIH]e,
KPUTHUKE paJHOHHMIIE.

Jlutepatypa

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

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

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

e 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.

o Dovnikovi¢, Borivoj — Bordo. Skola crtanog filma. Beograd: Filmski centarSrbije / Fakultet primenjenih
umetnosti, 2007.

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

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

Bpoj yacoBa akTHBHe HAacTaBe: 2 ‘ Teopujcka HacTaBa:1 IpakTnuna Hacrasa:1l

Metone uzBohema HacTase:KomOnHanyja nmpeaaBama, MPaKTUIHOT pajia M KoHcynTanuja. [Ipaktudan paj ce
00aBJba CaMOCTAIHO, TI0]] PyKOBOJICTBOM HACTAaBHUKA M CAPAJHMKA, & OJHOCH C€ Ha CTYJCHTCKE BEXOe.

Ouena 3Hama (MakcuMaJHu 6poj moena 100)

IIpenucnutHe 06aBe3e 70 moena 3aBpILIHM HCTIUT 30 moena
AKTHBHOCT y TOKY paJlMOHHIIA 20 .

Mpe3eHTalrja U 0J0paHa paaa 30
MpaKTUYaH paj 50




Cryaujcku nporpaM: YMeTHOCT M AW3ajH BHI€0-Urapa

Ha3us npeamera: 31 moaenoBame 2

HacraBauk: ap ym. Asiekcanapa Josanuh, 1p ym. Baagumup Togoposuh, Mama hupuh, Mapko
Bbpxuh

Crartyc npeamera: OdaBe3nun

Bpoj ECIIB: 4

YcaoB: nosao:xkeno 31 mogenoBame 1

Hu/b npeamera

[lpakTHyHO YyCBajake 3Hakba HEONXOAHMX 32 CAaMOCTAJIHO KpEHpame HANpEeIHHX JUTHTaIHUX
TPOAMMEH3NOHATHAX MOJIela — ca TOCEOHMM OCBPTOM Ha Pa3Boj MU3ajHa Mojena, rpaljema onTHMaitHe
TOTIOJIOTH]€E 3a BHICO UIPE.

Hcxon mpeamera

CryneHTH OBIajaBajy HaNpeIHWjUM KOHIENTHMAa W JIOTHKOMIIOJWIOHAIHOT MojenoBama y 3]
aryIMKanfjaMa 3a MpUMEHy y Buaeo urpama. OcrmocoOJbeHH Cy 3acaMOCTalHO KPEHpPame IUTHTATHUX
MOJIETIa W HHXOB Pa3B0Oj y PasIMUUTUM METOAOJIOTHjaMa M TEXHOJIOIIKMM YCIOBHMA, HE3aBHCHO Off
KOHKPETHOT cO()TBEpa y KOME CE pean3yje HacTaBa.

Capgp:xaj npeqmera

1-3. MogenoBawe peKkBU3UTa, BO3WJIA U JPYIMX 4YBpPCTHUX oOOjekarta. [IpyMeHa amata 3a MOJUTOHATHO
MO/JICJIOBaE, ONTUMAHA yrnoTpeba u Op30 Kpeupame reomerpuja. Kpenpame KOMIUICKCHHX 00jeKaTa o
npumuTHBHUX. Kpeupame Tekcrypa ox ¢ortorpaduja. Hopman mammpame. 4-7. Pa3zBoj u MopenoBame
okpyxema (environment).Kpeupame wuHuigjaanux TekcTypa. OCHOBHAa CTpyKTypa. Martepujanusanuja.
OcgetbaBame. 8-13. MojenoBame OUIIEAATHOT U KBaAPHUIICJATHOT KapakTepa. Tomojoruja Mojena, Teia,
TJIaBe ¥ JIeTajba JIANa. HICKOTONMUTOHATHY 1 BUCOKOIONMUTOHATHY Mosien. 14-15. Pax Ha mpojekty — Mmomen
OPraHCKOT KapakTepa, KOHCYJITAlHje, KPUTHIKE PaJHOHHUIIE.

JIutepatypa

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.

Bpoj yacoBa akTuBHe HacTaBe: 3 ‘ Teopujcka HacTaBa:2 ‘ IpakTnyna Hacrasa: 1

Mertoge wu3Boljewa HacraBe: KomOuHammja mpenaBama, BEXOH, JIEMOHCTpaIlMjama, CTYACHTCKHM
npe3eHTanrjaMma M KoHcyiTanujama. CaMocTajgHa peanau3aiuja MPAKTUYHOT paja MOJ| PyKOBOACTBOM
HACTaBHUKA U CapaHUKA.

Ouena 3Hama (MakcuMaJHu 6poj moena 100)

IIpeaucnutHe 06aBe3e 70 nmoena 3aBpIIHU HCIIUT 30 moena
AKTUBHOCT y TOKY PaJUOHHIIA 20 )

Mpe3eHTalja u oJ0paHa paaa 30
MpaKTHYaH paj 50




Cryaujcku nporpaM: YMeTHOCT M 1M3ajH BUI€0 UTapa

Ha3us npenmera: CtpyuyHa npakca 2 - /Iu3aju Buaeo urapa 2

HacraBuuk: ap ym. Bnagumup Tonoposuh, ap ym. Mapko CrojanoBuh, Kpucrnna MapkoBuh,
Mapxko Bpkuh

Cratyc npeamera: QO0aBe3nun

Bpoj ECIIB: 5

Ycii0B: YucaH Apyru cemecrap

b npeamera

CryneHTH ce HacTaB/bajy ca HalpelHHjuUM (a3ama paja Ha BHJEO MIpaMa W HBUXOBY HPOAYKIH]Y H
wiacupame. [IpakTHYHO ycBajame 3Hamba HEOXOIHHUX 3@ Pa3yMeBame MIPOIeca Kperpama BUICO UTPE KPO3
MApTHLUIALN]Y U TPYITHO aHTa)KOBAHE.

Hcxon mpeamera

CrymeHTH Cy CHOCOOHHM [a apTHUKYJIHWINy TJIaBHE METOIOJIOTHje Yy O0JacTH MPOAYKIMje BHIEO Hrapa,
aHAITM3HPAjy NpaKce, TPEHIOBE U MPOAYKIMOHE [IUKITyCce U KPEHpPajy CONCTBEHY BUIEO UIPY.

Canp:kaj npenmera

1. Ctpykrypa THMa 3a Kpeupame BUICO Hrapa, Hocao an3ajHepa urapa. 2. CTparteruje 1 MeToie pa3Boja urpe.
[Tmanupame mpojekra. 3-4. Jlu3ajH u oOpanma 3Byka 3a Buaeo mrpy. HacraBak pama Ha wrpu. 5. Momenn
MoHeTHu3aIluje Buneo urpe. HacraBak pama Ha urpu. 6-9. Ananmsza okBupa urpe — YBoa, ONuCHH HHBO,
Juuamuuku HEBO, Kynrypomomku nHuBo. Pam wa mportorumy wurpe. 10. HactaBak pama Ha wurpw.
11. MapkeTuHr u npoMo Marepujan urpe. HacraBak pana Ha urpu. 12. I'ejmudukanuja y enykanuju. HactaBak
pana Ha urpu. 13-15. PeBuaupame u 3aBplieTak paga Ha Oera Bep3uju Npojekra Bumeo urpe. Kpurnuke
panvoHHIe.

Jlutepartypa
o 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.

Bpoj yacoBa akTuBHe HacTaBe: 6 ‘ Teopujcka Hacrapa: 0 [pakTnuna Hacrasa: 6

Mertone u3Bohema HacTaBe: KomOuHanja npenaBama, Bex0OU 1 JUCKyCHja. AKIICHAT je Ha Op30j u3paau
MIPOTOTHUIIOBA, PaJl y UTEPATHBHUM IIHKIIyCUMA, Capajiiba U YIPaBJbakbe [IPOjeKTUMA Y KPATKUM [IHUKIYCHMA.
I'pynHa peanu3aiiyja mpakTHYHOT pajia o] PyKOBOJCTBOM HACTABHUKA U CApaHUKA.

Ouena 3Hamba (MakcuMaJuu 6poj noena 100)

IpeaucnutHe 00aBe3e 70 noena 3aBpIIHN HCIIUT 30 noena
AKTHUBHOCT y TOKY PaJHOHHIIA 20 .

npe3eHTalnrja u oa0paHa pajaa 30
MpaKTHYaH paj 50




CTyaujcku nporpaM: YMeETHOCT U IM3ajH BHAe0 Urapa

Hasus npeamera: Ilporpammupame 3a yMeTHUKe 2

HacrapHuk/HacTapHULM: Ap Ajsekcanaap Kapress, nouent; Ama Bykypos, acucrent, Mapjana Illosajuh,
ACHCTEHT

Cratyc npeameta: OdaBe3nn
bpoj ECIIB: 7
'Ycios: Hema

[nb mpegmera

YHanpelhuBame mporpaMepcKix CIOCOOHOCTH KPO3 YIIO3HABAkE ca 00jeKTHO OPHjEHTHUCAHUM CTHIIOM
IpoTpaMupama 1 ONOIHOTEKe 3a pa3Boj Urapa.

Hcexon mpeamera

CTyfieHTH OBJajJaBajy HANpeAHHjUM TEXHHKaMa CKPUMT MpOTrpaMUpama Kpo3 MNporpamcku jesuk IlajToH,
yKJbYuyjyhu U TeXHHKE 00jEKTHO OPHjEHTHUCAHOT MPOrpaMUpaba, ca aKIIEHTOM Ha MPUMEHE Y pa3Bojy urapa u Kpo3
oubmmoteky Pygame. CTyaeHTH Cy OCHOCOOJbECHHM Ja CaMOCTaJHO MpaBe jeJHOCTAaBHE Urpe M Ja MOMONY|
MpETNopyYCHE U APYTe JIUTEPATyPe CaMOCTAITHO lajbe Hampeljyjy cBoja 3Hama y TOj 00JaCTH.

Canp:kaj npeamera
1. ¥YBon y OO nporpamupame - Kiace, 00jekty, Metoau; 2. Yeon y OO mporpamupame — Haciaehusame; 3. OO
nporpamupame y [1ajTony; 4. ATroputMu ca mprMeHaMa y pa3Bojy urapa, odpaja ciiKa u 3ByKa; 5. ANroputMy
ca mpUMEHaMa y pPa3Bojy mWrapa, oOpama kperama; 6. Koncynrammje; 7. bubmmoreka Pygame, mHCTanmanmja,
MmoJielIaBama, OCHOBHH 00jexTH; 8. buOmmoreka ygame, yrHEXACHE IMETJhe, METJhe y WITPH U TETIhe 34
nmojap)kaBame norahaja; 9. bubnmoreka Pygame, mpumep urpe 1; 10. bubnmnoreka Pygame, mpumep urpe 2; 11.
Koncynramuje; 12. Opranusanyja xoma kox jemHoctaBHuX urapa (ITajtom m Pygame); 13. Tectupame u
Jebarosame nporpama; 14. Yno3uasame ca jesuituma Jlya u JaBa ckpunT; 15. KoHcynTanuje
Jlutepatypa

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

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

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

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

e HacTtaBHUK MOe U3a0paTy U IPYTY aKTYEJIHY JIUTEPATYPY.

Ibpoj uacoBa akTHMBHe HacTaBe: 6 Teopujcka HacTaBa: 2 IMpakTHyHa HacTaBa: 4

Metone uspohema HacTaBe
Ipeamer ce peau3yje KOMOMHAIM]OM MPeIaBamba, MPAKTHIHOT Paja u KoHcyaTaimja. [Ipenasama yKIby4yjy TEOpHjCKe
OCHOBE CBaKe OJi TeMAarTCKux meauHa. IlpakTidyadH pajx oOyxBara HMIUIEMEHTAIM]y HaBEJIEHHMX KOHIEMara Y|
MPOrPaMCKOM je3uKy W oaroBapajyhem amary. Ilpaktuuan pam ce 006aBjba CaMOCTAITHO, 338 pavdyHApOM, Y3 CTajaH
KOHTAKT Ca HACTABHUKOM H CapaJHHKOM. Y TOKy Kypca mnpeasulieHa je W3paza caMOCTaaHOI CEMHHApPCKOr paja
POjeKTa.

Ouena 3Hamba (MakcuMaJaHu 6poj noena 100)

IIpeaucnutHe 06aBe3e 70 moena 3aBpIIHM HCIIUT 30 noena
CeMuHapCKH paj 30

YcMmern uctmr 30
IIpakTraan ncnut 40




Cryaujcku nporpaM: YMeTHOCT M 1M3ajH BH/Ie0 UTrapa

Ha3us npeagMera: ApXUTeKTYpa U aJIaTH 32 BUle0 Urpe

Hacrapauk: ap Mupocaas Mapuh, Banp. npod; Muaan YUyryposuh, acuctent, Huxona Jlamjanos,
Pajko PagocaB/beBuh

Crartyc npeamera: O6aBe3Hn

Bpoj ECIIB: 4

Yci0B: YiucaHe MacTep aKkajJieMcKe CTy/AHje HAa MporpaMy YMeTHOCT M AW3ajH BH/I€0 Urapa

Iwe npeamera
Yno3HaBame ca OCHOBaMa apXMTEKType BHUICO UTapa M ajlaThMa 3a lbHUXO0B pPa3Boj.

Hcxon mpeamera
CryzneHTH ce YII03Hajy ca OCHOBaMa apXHUTEKType BUIEO Urapa 1 Criein(pUIHOCTHMA CBAKe OJ1 KOMIIOHEHTH
apxutekType. Ha mpakTHaHOM IpUMeEpy ce YII03Hajy ca MOryhiHOCTHMA CaBPEeMEHHX ajiaTa 3a pa3Boj BUACO Hrapa.

Capap:xaj npegmera

1. KBamurer xozma; 2-3. Cranmapau koaupama; 4. Ilpuoputer koaupama (Op3uHa, BEJIMYMHA, (IEKCHOWIHOCT,
MPEHOCHBOCT, OApiKaBame); 4. Bpcre rpemiaka W WHXOBO HcnpaBibame; 5. [loHOBHO kopuinheme codTsepa;
JOKYMEHTaIuja, 1u3ajH; 6. EBanyaruja u konauHa anumsa codtepa; 7-8. JIumeHne, je3uiy, 1emMo npumep, GokycHe
rpyre, BeO npesenTaimja; 9 -11. Anaru 3a pa3poj Buaeo urapa. Ocuose Unity anara; 12. Pa3Boj Bueo urapa moj
Unity. IIpumep mpojekra; 13. PazBoj Bumeo wmrapa mox Unity. Ilprmep mpojekra; 14. Koncynrammje u u3bop
ceMuHapcKor paaa; 15. Mcnur.

Jlutepartypa

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. Ipyra oxaroBapajyha aktyenmHa JIuTeparypa

Bpoj yacoBa akTuBHe HacTaBe: 3 ‘ Teopujcka HacTaBa: 2 IpakTnuna Hacrapa: 1

Metoae usBolema HacTaBe

[penmer ce peannsyje KOMOMHAIIN]OM TIpeiaBamba, MPAKTHYHOT pajia M KOHCynTanyja. [IpenaBama yKibydyjy
TEOpPHjCKE OCHOBE ApXUTEKTYpE BUIEO Hrapa. Y capaiiby ca CTydmhalliMa U3 PUBpPEJIe peanusyje ce 1e0 npeaMera
BE3aH 3a IPAKTHYaH NPUMeEp YIOTpeOe aaTta 1 paBJbee eJIEMEHTapHUX BUeo urapa. [IpakTnyaH paj ce 06aBiba
CaMOCTaJIHO, 3a padyHapoM, y3 CTajlaH KOHTaKT ca HACTABHUKOM/CapaJHUKOM U CTPYYH-akoM M3 MpUBpese. Y TOKY
Kypca npeaBuleHa je u3paja CEeMHHAPCKOT pajia.

OueHna 3Hama (MakcumaJsnu 6poj noena 100)

[penucnutHe 06aBe3e 70 noena 3aBpILIHM HCTIMT 30 moena
CeMUHAPCKH paj 30

Ycmenu ucnut 30
[IpakTrya7 UCTIAT 40




Cryaujcku nporpaM: YMeTHOCT U IM3ajH BUA€O-Urapa

Ha3us npeamerta: 3/ aHuManuja KapakTepa

HacraBauk: ap ym. Jyaujana IIporuh, Pajko PagocaBbeBuh

Cratyc npeamera: QO0aBe3nun

Bpoj ECIIB: 4

VYcioB: nosno:xked ucnut u3 npeamera Ocxose 3/1 MogeoBama U aHUMAaNKje

b npeamera

[IpakTyHO ycBajame 3Hama W3 obnactu 3/] aHMMaluMje KapakTepa - OJf TeHepaIHUX MOCTYIaKa IOCTaBKe
BUPTYEJIHOT CKeJIETa M CKHHOBama JI0 Clel(pUIHNX HalpeAHNX TEXHUKA 3a purosame. LlenoBuTo no3nasame
IIpolieca pUroBama KapakTepa 3a BUJEO Urpy.

Hcxon npeamera

CynmeHTH OBIIaIaBajy KJbYYHHM TIPUHIMIINAMA aHUMaIWje KapaKTepa, pa3yMejy OIIITY JOTHKY puroBama 3]]
MoOJlela U OCIIOCOOJbEHH CYy Ja MX NPUMEHYjy B pa3BHjajy y PasdUuUTHM IIOCTYIIHAMA U TEXHOJIOIIKAM
ycioBuMa. Panmsanuja kpatke 3/ aHMMHUpaHe CEKBEHIIE.

Canp:kaj npenmera

1. PuroBame 1 ckHMHOBamke Kapakrepa. Jledopmatopu u 3rnoboBu. 2. KapakepucTrke u noHaiiame 3ri1000Ba.
3. TunoBu moBe3MBama Koke Ha ckeneT. 3oHe yruiaja (Skin Weighting). 4 - 6. Texuuke rpaljema ckenera.
Kopen u Hu3 3rino6oBa. MlHBep3Ha 1 HanpenHa kuHeMaTuka. 7. Ouu, TpenTaj U (ainujaine eKcupecuje.

8. Konrpoe 3a pur. 9. Penocnen potanuja. Oce. PemaBamwe guunosama. 10. Hanpente koHTposie ckemnera.
11. Pacresama. Knactepu.Lattice. Blend Shape.12. OxBojuBu menoBu ckenera, HE3aBUCHO MOKPETIHUBH.
13-15. Pan Ha ¢uHaIHOM NPOjeKTy — KpaTka 3/] aHuMHpaHa CeKBEeHIa, KOHCYJTalHje, KPUTUYKE paJIMOHUIIE.

Jlutepartypa

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

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

o 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.

Bpoj yacoBa akTuBHe HacTaBe: 3 ‘ Teopujcka HacTaBa:2 [pakTnyna HacraBa:1l

MeTtone u3Boljema HacTaBe: KomOnHaiuja npeaBama, IPakTUYHOT paja U KoHCcyaTanuja. [Ipaktiuuan paj
ce 00aBJba CaMOCTaJIHO, II0J] PYKOBOJCTBOM HACTaBHHUKA M CAPaJHMKA, & OJHOCH C€ Ha CTyJICHTCKE BexOe.

Ouena 3Hamba (MakcuMaJuu 6poj noena 100)

IpeaucnutHe 00aBe3e 70 noena 3aBpIIHYM HCIIUT 30 moena
AKTHUBHOCT y TOKY PaJHOHHIIA 20 Tpe3eHTanuja u oopaHa 30
MpaKkTU4YaH paj 50 YMCETHHYKOT pana




Cryaujcku nporpaM: YMeTHOCT U IM3ajH BHA€0-Urapa

HazuB npeamera: Ayauo-npoayKuuja y Bujaeo-urpama 2

Hacrapannm: ap ym. Ceetsiana Casuh, ap ym. Mapxko Crojanosuh, Kpnctuna Mapkosuh

Cratyc npeamera: 360pHu

Bpoj ECIIB: 3

Ycaos: Hema

us npeamera

Yno3HaBame U caBlagaBame TeXHUKA pana y nporpamuma FMOD Studio u Unity engine y Iiuby Kpeupama
MPaKTHYHOT 3anmaTka ((YHKIHOHAIHE NOeMO CIEeHE BHACO-WIpe) KOjH TOApa3yMeBa paja ca My3HKOM,
3ByKoBUMa W Jaujano3uma. Llws je na Oyayhu nauzajHepu Bujeo-wrapa CTEKHY IIMPU YBHI Y
(yHKIMOHHCaE ayAuo-cajpikaja y BHIECO-WrpaMa, MTO he NOCHeMUTH HHUXOBY KPEaTHBHOCT,
MHBEHTHBHOCT U pa3MHILbakhE NPU Pa3Bojy BUICO-Hrapa.

Hcxon mpeamera

Hakon oBor mporpaMa CTyIeHTH TpeOa lla CTEKHY BEIUTHHE paja. ca MHTCPAKTHBHOM MY3HKOM H J1a
YCHENIHO NPHMEBYjy Pa3IMdiTe TEXHUKE UMIUIEMEHTAlWje; ca MHTEPAKTHBHHM 3BYKOM W Ja YCIEIIHO
NpUMERYjy Pa3IMuUTe TEXHHKE HMIUICMEHTAlWje; ca WHTCPAKTHBHUM JHjalo3MMa W Ja YCIICIIHO
NpUMEY]y Pa3IMYuTe TEXHUKE UMILIeMeHTanuje; v nporpamiuma FMOD Studio u Unity.

Capgpixaj npeqmera

1. UaTepakTuBHa My3uKka — paj y nporpamy FMOD Studio (Bumu HHBO): 3) YI03HaBamhe ca TEXHUKAMa
KoMIIOHOBama 3a Bumeo-urpe (horizontal resequencing, vertical remixing); 6) Ymo3HaBame ca TeXHHKaMa
UMIIEMEHTallje/TIporpaMupama  My3uke; B) [Ipojekar HMHTEpakTHBHE My3HMKE KOjH MOApa3syMeBa
opraHm3amyjy nocrtojehnx aymmo-tpaka (cremMoBa) mpema oapeheHOM cueHapujy BHAeO-UTpe, ciryxehnm ce
Pa3IMYUTUM TEXHUKaMa UMILIEMEHTAIH]e.

2. MHTEpaKTUBHM 3BYKOBH — pajx y mporpamy FMOD Studio (Bumm HuBO): 8) TexHHKE Kpeupama
3BYKOBa y BHJcO-HrpaMa (amMOHWjeHTaIHU 3YBKOBH, Kopamu, loops, trigger sounds, utn.); 6) Opranzammja
ayuo-dajiosa (excmiopToBame, HMEHOBAKE); B) Yno3HaBame ca TeXHUKamMa
HUMILIEMCHTAIH]je/TiporpamMmupara 3BykoBa (loops, multi instruments, pangomu3anuja, mapamMeTpu, UT/. ).

3. UHTepaKkTHBHHE JUja034 — paj y nporpamy FMOD Studio (Bumm HuBO): @) Texuuke oOpaje riaca

6) Opranzanuja ayauo-(hajiioBa (eKCIOPTOBakbe, IMEHOBAWbE); B) IMIuIleMeHTAaIHja Aujaiora.

4. Kpenpamwe QyHKIUHOHATHE 1eMO cLieHe y BHAeo-urpu — pag y nporpamy FMOD Studio u Unity
engine (Buiu HuB0): a) FMOD/Unity unrerpanuja (moBe3usambe FMOD mnpojekra ca Unity nmpojekrom)

6) FMOD Studio mpejekat Tpeba ma caapkm My3WKy, 3By4He edekte u maujamore; B) Unity mpojekar
moJpa3yMeBa JIoiaBamke eVent-oa, kopumheme CKpUITH, trigger 30Ha, UTH; T) [loBesuBare FMOD Studio u
Unity nytem onmuje live update, paau MuKcoBama MNpoOjeKTa y TOKY TecThpama Bujaeo-urpe (real time
mixing). YV 3aBUCHOCTH Off CTPYYHE CIIPEME CTyJA€HaTa, Kao M YCJIOBa 3a pajl, OBaj €0 MpeorpaMa MOXKe Ja
o0yxBara pajy codTBepy 3a ayJuo -IIPOAYKIH]Y, pajl ca 3ByYHUM OHOJIMOTeKaMa Kao U CTYJIMjCKO CHUMAmE.

JlutepaTtypa

e  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.

e  Marks, Aaron. The complete guide to game audio — For composers, musicians, sound

designers, and game developers, Oxford: Elsevier, Inc. 2009.

Bpoj yacoBa akTHBHe HAcTaBe: 2 ‘ Teopujcka HacTaBa: 2 IIpakTnuna HacraBa: (

Mertoae uzBohema Hacrase: [IpenaBarma, CTyIMje 1 aHATH3a CIyYaja, CAMOCTAIHH Pajl Ha KOMIIOHOBAMY
My3HKe 3a BUJICO UTPE.

Ounena 3Hama (MakcHMaJIHH Opoj moena 100)

IIpeaucnutHe 06aBe3e 60 noena 3aBpIIHM HCITUT 40 moena
aKTUBHOCT Y TOKY IIpeJlaBama 20 [Mpesenranuja u ogbpaHa 40
KOJIOKBHjYM-HU 40 HCIIMTHOT paja







Cryaujcku nporpaM: YMeTHOCT M JU3ajH BU1€0 UTapa

Ha3zus npeamera: [Ipamatypruja Bujaeo urapa

Hacrapaunm: ap ym. Usan Ilpapauh, penosun npodecop Axkagemuje ymernocru, YHC

Crartyc npeameta: U360pHu

Bbpoj ECIIB: 3

Ycaos: Moao:xken npeamet Jpamarypruja u urpa

us npeamera

[penMer nma 3a UJb @ YHO3HA CTYACHTE ca IPaAUBHIM CJICMEHTHMA BHIECO Urapa, )XaHPOBCKUM YCIIOBHOCTHMA, TE
NPUHIOXAIAMA ¥ ITOCTYIIIIMA KOjU Cy BHIEO WIPEe YUWHWIM HajMACOBHHjHM M €KOHOMCKU HajyCICITHHjUM MEIH)jCKUM
JKaHPOM Y UCTOPH]H.

CrBapame civkKama ¥ ApYruM MeaujuMa, Kopuinheme pa3HOBPCHUX HHTepdejca, oMoryhaBame KOPUCHHLIMMA Pa3HUX
HOBOQ MHTEPAKTUBHOCTH, CEKBEHLIMpAmEe CTOPHOOpIa, MPUMEHa pajujajiHe W (pakTalHe IpamaTypruje, MeaujcKe U
HapaTHBHE CIENU(GUYHOCTH NPOIIMPEHE W BHPTYaHE PEATHOCTH... CaMO Cy HEKe O] Mojena Kojuma he cTyaeHTH
OBJIAJIABATH, KAaKO O OWIM y CTamy Jia KpeHpajy CIO0KeHEe HHTEPAKTHBHE CTPYKTYpe Koje IUICHE JbYICKY NaXKby.

Hcxon mpeamera

HUcxon npeamera [pamamypeuja éudeo ueapa je COCOOHOCT CTyICHATa [a pasyMejy, OCMHUCIE U KPeHpajy KOHLEMNT,
caJpkaj ¥ Hapalujy, Kao U uHrepdejc urpe.

Crynentn he OuTH NOICTaKHYTH Ja Kpo3 HpeaBama, BEKOE M 3ajaTKe MPUMEHE OBa 3HAMa KPO3 aHANM3C M CHHTE3C
JpaMatypruje y BUeo urpama.

Kpo3 KoMOWHOBaH MHIMBUIYAIHH M THMCKH paj, CTyAeHTH he OMTH OCIOCOOJbEHH Ja CaMOCTAHO M Y CapajibH ca
JpyTHMa, CTBapajy pa3BojHE BUICO HUTPE, MPEHOCE CBOjE HICje U KOMYyHHIIMPAjy KaKko ca IPYTIM YMETHHIIMMA, TAKO U ca
HPOAYLEHTHMA, KOPHCHHUIIMMA ¥ jaBHOmIYy.

Capgp:xaj mpenqmera: 1. Busyenso n Bu3ubmwino; 2. M3paxaBame ciaukoM; 3. CexBeHImpame cnuka; 4. Cinuka u
uHTepaknuja; 5. Uarepdejcu Buneo urapa; 6. Urpe u Hapatuswy; 7. [IpaBuna u auBowm; 8. Urpa u HHTEpaKTHBHOCT; 9.-
JKanposwu Buzneo urapa; 10. Hapatusre urpe; 11. Urpe uckyctsa; 12. Urpe kao napopmarnuku cucremu; 13. Urpe xao
IpymTBeHe Mpexe; 14. VIrpe y BUpTyallHOj pealHOCTH | MPOIIUpPEeHoj cTBapHocTH; 15. KynTypa Buaeo urapa

JIutepartypa
o  bBormanosuh Kocra, Y600 y susyenny xynimypy, 3aBon 3a yudenuke, beorpan, 2005.
o  Epuuon Jlenuen, I pamamuxa ¢uimckoe jesuxka, CTyIeHTCKH KyJITypHH LEHTAp U YHUBEP3UTET YMETHOCTH,
Beorpan, 1998.
e 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.
o  Myxapxoscku Jan, Cmpykmypa, ¢ynxyuja, 3uax, peonocm, Homr, beorpan, 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.

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

bpoj yacoBa aKkTHBHe HacTaBe: 2 Teopnjcka HacTaBa: 2 I[MpakTnuna HacTaBa: (

MeToae usBolema HacTaBe

CaMOCTaJTHO yueHe KpO3 NMpaKTH4YaH paJl Mo/l pyKOBOJICTBOM HACTaBHHKA, y KOMOMHAIIMjH ca NpejaBambMa, BexkOama,
ITeMOHCTpalyjama, CTyICHTCKIM Ipe3eHTaljaMa 1 KOHCyJITaljamMa. TOKOM cemMecTpa CTYASHTH NIy JBa pajia, a 3aBpIIHI
MCIIUTHY PaJl je KOHCTPYHCaHa CII0XKeHa MHTEPAaKTHBHA CTPYKTYpa.

Ouena 3Hamwa (MakcuMasaHu 0poj moena 100)

IMpexucnuTHe 006aBe3e 50 moena 3aBpLIHM UCTIUT 50 moeHa




AKTHBHOCT y TOKY IpeaaBama [20 OrieHa IpaKTUYHOT paja 40
IAHAITUTHYKA paj 15 [Mpe3enTanmja paga 10
CUHTETHYKH paj 15




Cryaujcku nporpaM: YMeTHOCT U IM3ajH BUA€O-Urapa

Ha3zus npeamera: HTMLS u JavaScript 3a Bugeo urpe

Hacrapauk: ap Cama MaJjkos, BaHp. npo¢; ap Huna Panojuunh, nouent, Ama ByKkypoB, acHCTeHT

Cratyc npeamera: U300pHu

Bpoj ECIIB: 3

YcioB: YnucaHe MacTep aKkajieMcKe CTyAHje Ha IPOrpaMy YMeTHOCT M AU3ajH BHIe0 Urapa

b npeamera

Yno3HaBame ca OCHOBHUM Be6-TeXHOJ’IOFI/IjaMa 1 TCXHUKaMa 3a nNporpaMupame urapa 3a BeO.

Hcxon npeamera

CryneHTH OBJaJaBajy KJbYYHHM CaBPEMEHHMM BeO-TEXHOJIOTHjaMa, a Mpe CBera OCHOBHHM €JIEMEHTHMA je3UKa
HTMLS5, CSS u JavaScript. CTyaeHTH Ccy 0Croco6beHH JIa CAMOCTAHO TIPaBe jeTHOCTaBHE BHIEO WIPE 3a BeO u
Jla ToMohy TpenopydeHe U Apyre INTepaType CaMOCTalTHO ajbe YHanpelyjy cBoja 3Hama y Toj 00JiacTu.

Capp:xaj npegmera

1. ApxurekTtypa Beba: KIHjeHT-CEpBEp apXUTEKType, KOHUENTH U TOjMOBH BeOa, OCHOBH KOMYHHKAI[HOHOT
npotokona HTTP, mojam BebG-cepBepa u BeO-KiIHMjeHTa, KOMyHHKaIHja mporpama u Beo-cepsepa. 2. HTML xao
jE3UK 3a ONHCUBaWme CTPYKType aokymenata u DOM kao Mojen 3a pa3syMeBame U PYyKOBambe CTPYKTYPOM
nokymenara. 3. CSS kao je3uk 3a ONHUCHBabEe BU3yallHE perpe3eHTaluje Jokymenata. 4. YBoa y JaBa-CKpUNT U
koHTpoay DOM-a. 5. JSON — 3anucuBame pecypca u koHpurypanuje cuctema. 6. HTMLS — miatHo 3a nprame,
OCHOBHE TEXHHKE LpTama. 7. HampenHuje TexHuke LpTama, MmyTawme, Kpuse, ourMmare. 8. Koncynramuje. 9.
Annmanyja. 10. O0jeKTHO nporpamMupame Ha je3uKy JaBa-CKpHIIT, OMCHBAkbE 00jeKara.

11. ,Knace“ kao mabiouu objexata. 12. MuTepaknuja ca TactarypoM u muieM. 13. Konmusuje u uHTepakiyje
oOjexata. 14. Crnajame cBera y IEIUMHY — IOKpETarme W KOHTpoOJa u3BpiiaBama. 15. OCBPT Ha HampeaHe
moryhaoctu: 31 rpaduka, KOMyHUKAIMja U IPYTO.

Jlutepartypa

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 HTMLS5 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. llpyra onrosapajyha akTyenHa muteparypa

Bpoj yacoBa akTuBHe HacTaBe: 3 Teopujcka Hacrasa: 1 IIpakTuuna HacTaBa: 2

Mertoae uspohema Hacrase

Ipenmer ce peanuzyje KOMOHHAIIMOM IPeIaBarba, MPAKTUYHOT pajia u KoHCyaTalmja. [IpeaaBama yKIbydyjy
TEOPHjCKE OCHOBE CBAKE O TEMATCKHX IeiHa. [IpakTiyan pax 00yXBaTa HMILIEMEHTAIIN]y HABSICHNX KOHIIEaTa
Y IPOTPaMCKOM je3HIMKY 1 ojiroBapajyhiem anaty. [IpakTuuaH paj ce 00aBjba CaMOCTAIIHO, 38 PAYyHAPOM, Y3
CTaJlaH KOHTAKT ca HACTAaBHHKOM U CapaJHUKOM. Y TOKY Kypca npezBul)eHa je n3paja caMOCTATHOT CEMUHAPCKOT
pana / mpojexra.

Ouena 3Hama (MakcumaJsnu 6poj noena 100)

IIpenucnutHe 006aBe3e 70 moeHna 3aBpILIHM HCTIUT 30 moena
CeMHHAPCKU paj 20

YcMeHn HCTTUT 30
IIpaxkTnynu ucnut 50




Cryaujcku mporpaM: YMeeTHOCT M IM3ajH Buaeo urapa/ Teoprja yMEeTHOCTH U MeIHja

Ha3us npeamMera: YMETHOCT, HICOTIOTH]ja, YTONHja: KPUTHUIKE IPAKCEe W MPAKTUIHU 00pTH

HacraBuuk: Henuh, np UBa

Cratyc npeamera: M360opHu

Bpoj ECIIB: 3

YcaoB: Ynucane MacTep akaJIeMCKe CTyIHje

ub npeamera

Yno3HaBame CTyICHaTa/KWmba Ca ONIITHM TEOPHjCKUM, (QHIO30CKMM ¥ HAYYHAM HWHTEpIpeTanrjama
KOHCTHTYTHUBHOT OJHOCA HJICONOTHje M YMETHOCTH/KYNTYpE, ca HarjJackoM Ha Pa3InYWTHM KOHLENTYyaJIW3alfjama
nojMa yMETHOCTH (TOINyjapHa, BHCOKa, HapOJHa/IMy4Ka, aHra)KOBaHA, YTOIM]CKa/IUCTONMjCKA, AHTUYMETHOCT,
YMETHOCT Kao Ipakca, yMETHOCTH Kao noraljaj, yMETHOCT Kao paj, YMETHOCT Kao MHCTPYMEHT H3BOljerma ApYIITBEHE
MohM), Ka0 M TyMauemHMa IojMa HjAeojoruje (pas3nuuuTe rpaHe MapKCH3Ma, ICHXOaHAU3a, CTyIHje KYJIType,
KpUTHYKa TeopHja, (peMHHH3aM), W NPEINICTEHOCTH HACOJOTHje, KYNType M YMETHHUKHX mpakcd. IIpoBoheme
CTyZeHaTa Kpo3 TEOPHUjCKe Male CI0KEHHX, aHTarOHM30BaHUX M MTOBE3aHUX CBETOBA, )KaHPOBA U JHMCKYpCa YMETHOCTH
n kynrtype XX u paHor XXI Beka, ca HarjackoM Ha pEBOJYLHOHAapHHM, EMaHIMIATOPHHM, YTOIHUjCKHM U
JIMCTOIIM]CKUM JIUCKypcuMa. PacnipaBa nomera u rpaHuIa A€jCTBEHOCTH MOAEPHE M IMOCTMOJEPHE YMETHOCTH, Kao H
YMETHOCTH y y no0a KyAType, Ha NpuMepy onabpaHumX pequUIeKCHMBHUX, KPUTHUKHX M APTUBUCTHUKUX IIPAKCH.
[TpenouaBame cMeHa (Tpajama, J0TPAJANOCTH, IPEOKPETa, PEBOIYIIH]ja, peBUTAIN3aNM]a) TapaJlurMy paja y yMETHOCTH
U KYJITYpH.

Hcxon npeamera

OBnafaBambe CTYACHTKHUIbA/HATA 0a3MYHAM Ca3HAbUMA O YMETHHYKUM M KyITYpaIHHM I[0jaBaMa, >KaHPOBUMA U
CBCTOBUMA PA3IMYUTHX HJCOJOIIKMX M CCTCTHMYKUX OpHjCHTAaIlMja, YMjH j€ HUICOJOIIKH JUCKYpPC IEHTPUPAH OKO
KpUTHKE (CBeTa YMETHOCTH, IPYIITBEHHX pekuma MohM, TOMHUHAHTHUX IHCKypca) M IpyKama alTepHaTHBe
(MHBEHIIMja, WHTEPBCHIIMja, CaMOOpTaHH3aluja, peBoiynuja). PasBujame oaromapajyher Teopujckor BokaOymapa.
OcnocoOJpaBale  CTyACHATa/Kuka 32  CaMOCTaJHH, KPUTHUYKHM  HACTPOjeH, ayTope(JIeKCUBHH |
TPaHCIUCUUILIMHAPHI/TIOCTAMCIMIUIMHAPHHU IPUCTYT YMETHUYKHUM H KYJITypaTHUM (eHOMEHHUMA.

Canp:kaj npenmera

1) VBon y caBpeMeHe KpUTHIKE TeOopHje yMeTHOCTH U Kyntype (1); 2) YBoa y caBpeMeHe KpUTHUKE TCOPHjE YMETHOCTH
u kyarype (2); 3) Onmtu npucTynu UACOJOTHjH U mojaM uaeonoruje (y) ymMeTHocTH; 4) YMeTHOCT Kao mpaxca Moj
UIIeONIOTHjOM; 5) YMeTHOCT y 106a Kyntype; 6) YMEeTHOCT M Iporpec y ABageceToM Beky; 7) OeMHHHCTHYKA YMETHOCT
U POJHO MHTOHUpaHe YMETHHUKE npakce; 8) ,,Meke™ HaeooIKe alTepHaTUBE Y YMETHOCTH; 9) YTONUjCKU TUCKYPCH Y
noJby yMeTHUuKor pana; 10) YMerHocT u Munubewne peponynuje; 11) Aprusuzam; 12) Kputuuku npuctynu APyIUITBY Y
nonysapuoj ymernocty; 13-15) Uspaja, npe3eHTaiija 1 KOMEHTap CEMHHAPCKOT paja

Jlutepatypa
e Adorno, Teodor (1970). ,,0 fetiSu u muzici i regresiji slusanja”, Treéi program, god. 11(1): 239-266.
¢ Dedi¢, Nikola (2009) Utopijski prostori umetnosti i teorije posle 1960. Beograd: Atoca.
¢ Erjavec, Ales. (1991) Ideologija i umetnost modernizma. Sarajevo: Svjetlost.
e Milohnic, Aldo (2005), ,,Artivism* http://www.republicart.net/disc/realpublicspaces/milohnic01_en.pdf
o Neni¢, Iva (2009). Povratak proslog: kriticki pristup ideologijama tradicije (magistarska teza). Beograd:
Univerzitet umetnosti (odabrana poglavlja).
e Nenié, Iva (2012). ,,Roze kiborzi i /de/centrirane ideoloske masine: preobrazaji muzic¢ke kulture (turbo)folka®,
Genero: casopis za feministicku teoriju i studije kulture 13. Beograd: Centar za Zenske studije, Beograd, 63 — 80.
o Suvin, Darko (2009). Naucna fantastika, spoznaja, sloboda. Beograd: SlovoSlavia.
o Suvakovié, Misko (2006). Farenhajt 387 — Teorijske ispovesti. Novi Sad: Orpheus; Suvakovié, Misko (2006)
Studije slucaja — Diskurzivna analiza izvodenja identiteta u umetnickim praksama. Panéevo: Mali Nemo; TkH 11:
Self-Organization Issue (2006), TekcToBHU 10 H300PY

Bpoj yacoBa akTuBHe HacraBe: 2 | Teopujcka nacrasa: 2 | MpakTuuna nacraea:

Mertozae uspohema Hacrase
[IpenaBama, BexxOe, ANCKyCHje, CAMOCTATHN UCTPAKUBAUKH PaJ

Ouena 3Hama (MakcumMaaHu 0poj moena 100)

IpenucnuTHe 00aBe3e 60 nmoena 3aBpIIHY HCIUT 40 nmoena

AKTUBHOCT Y TOKY IIpeJaBama 10 YCMEHHU HCTIT 40

CEMHHAP-U 50




Cryaujcku nporpaM: YMeTHOCT U IM3ajH BUA€O-Urapa

Hasus npeamera: lurutanna o0paga 3ByKa U CJIMKE

Hacraauk: ap Cama MaJukos, BaHp. npo¢; Muian Yyryposuh, acucutent

Crartyc npeameta: 360pHu

Bpoj ECIIB: 3

Yci0B: YnucaHe MacTep aKkajieMcKe CTy/AHje Ha MporpaMy YMeTHOCT M AM3ajH BHI€0-Urapa

Inss npeamera

Y1o3HaBame ca OCHOBHUM KOHIIETITHMa 00pajie 3ByKa M CIIMKE, Kao U ca TeXHHKaMa 3a IporpaMupame oopaze
3ByKa M CIIMKE Ha MPOrpaMcKoM jesuky Python.

Hcxon mpeamera

CTyneHTH OBJafaBajy OCHOBHHM TEXHHKama JWTHTATHE oOpaje 3ByKa, CIMKE M BHICO 3amdca momMohy
nporpamckor jesuka Python. CtyznenTu cy ocnoco6JseHH J1a CaMOCTAJIHO TIPaBe YMEPEHO CIIOXKEHE Iporpame 3a
00pajy 3amca 3ByKa, CIMKa M BUJICa, Ka0 M Ja MOMONY MpenopydeHe U Apyre JUTepaType CaMOCTAITHO Jabe
yHarpeljyjy cBoja 3Hama y T0j 00J1acTu.

Canp:kaj npeamera

1. OcHoBe paaa ca JUrHTATHUM 3ByuHHM 3amucuma — MIDI u tanacum 3anmcu. 2. bubauorexe audioop u
simpleaudio. 3. bubnuoreka pydub 3a pax ca qururanHuM TagacHuM 3anucuMma. 4. Bubnuoreka mingus 3a paa
ca MIDI 3ammcuma. 5. OcHoBe paja ca IUTHUTATHUM 3allICUMa CIIHKAa — BEKTOPCKE B OUTMAanupaHe ciuke. 6.
bubnuoteka svgwrite. 7. bubnuorexa svglib. 8. Kouncynrauuje. 9. bubnuoreka scikit-image. 10. bubnuorexa
OpenCV-Python. 11. bubnuoreka pgmagick. 12. OcHose pana ca Buzeo 3anucuma. 13. bubmuoreka moviepy.
14. bubmmorexka scikit-image. 15. bubmrorexa OpenCV-Python.

Jlutepartypa

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

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

3. lpyra oxrosapajyha aktyenmHa qureparypa

Bpoj yacoBa akTtuBHe HacTtaBe: 3 | Teopujcka Hacrapa: 1 IIpakTnuna Hacrapa: 2

MeTtoae usBolem-a HacTaBe

[Ipeamer ce peanu3yje KOMOMHALMjOM TpeiaBama, NMPAKTHYHOI paja W KoHcynTaimja. IlpenaBama yKIbYYyjy
TEOpHjCKE OCHOBE CBAKe O] TEMATCKMX LienuHa. [IpakTryan paj; 00yxBaTa MMILIEMEHTALM]Y HaBEICHHX KOHIIETIaTa
y MPOTrPaMCKOM je3HIMKY 1 oJroBapajyhem anary. [IpaktuyaH paj ce 00aBba cCaMOCTAIIHO, 32 Pa4yHapOM, y3 CTallaH
KOHTAaKT ca HaCTABHMKOM M CapaJHUKOM. Y TOKY Kypca mpeaBubeHa je u3pajia caMOCTaIHOT CEMHHAPCKOT paja /
POjeKTa.

Ouena 3Hama (MakcumaJsnu Opoj noena 100)

IpeaucnutHe 00aBe3e 70 nmoena 3aBpIIHU HCIIUT 30 noena
CeMHUHAPCKH paj 20

Ycemenu ucnut 30
[MpakTHyHM HCOIUT 50




Cryaujcku nporpaM: YMeTHOCT U IM3ajH BUA€O-Urapa

Haszus npeamera: Kapakrep au3aju (crpy4yna mpakca)

HacraBHuk: ap ym. Ajexcanapa Josanuh, mp Yenomup Bacuh u Huxosa Jlamjanos

Cratyc npeamera: U300pHu

Bpoj ECIIB:8

Ycaos: Honoxken ucurt us npeamera 3/ mogenosame 2 u 3/1 anumanmja 2

b npeamera

HpaKTI/I‘{HO y'CBajaH)€ 3Halka HCOIIXOJHHUX 3a CaMOCTaJIHO OCMUIIIJbaBalkhC U peanmaupljy KapakTepa o
IIOCTaBJbalkbC KOHICIITA 10 (1)I/IHELHHOF MoJecJioBamka U peHACPa KapaKTepa.

Hcxon npeamera

CryneHTH OBIIaZaBajy HENOKYITHIM IIPOLIECOM Ji3ajHupama u obnukoBama (y 3/ coprBepy) kapakrepa 3a
NPUMEHY y BHIEO Urpama.

Capp:xaj npegmera
1. Pipeline 3a kpenpame kapaktepa. 2. Konumner kapakrepa. AHatomuja. [lo3agrHcka npruda o KapakTepy.

3. PedepHiie u pa3Boj nu3ajHa kapakrtepa. 4. Pa3Boj Bapujarmja, u3dop ¢huHamHOr musajHa. 5. PedepurHe
CKHMIIE 3a IOCTaBKy MojejioBama. 6. MojenoBame HHCKOMOJIMIOHATHOT Kapakrepa. HeyrpanHa nosa.
[ponoprmje monena. 7. [IpuMena anara u JoaTHE TEXHUKE Be3aHE 32 TOMOJIOTH]y KapakTepa.

8. JlonaBame mONHMIOHA, TIpelia3ak Ha BHCOKONOJMIOHANHM Mojaen. 9. JlomaBame neTajba Ha
BHCOKOMOJUroHaTHOM Moaeny.10. YB manupame kapaktepa. 11. Kpeupame Habopa u pUHUX HEpaBHUHA.
12-15. Pan Ha mpojekTy — (MHATHA MOJCIIaBamka, MaTepHjain3annja, peHaep, KOHCYITannje, KpUTHIKe
paguonune. [Ipunpema noprdonua.

Jlutepartypa

. 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.

o 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.

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

Bpoj yacoBa akTHUBHe HACcTaBe:

12 Teopujcka HacTaBa:2 IIpakTnyna HacTaBa: 10

Metone wusBohema mnacraBe: KomOuHaiuja npepaBarmba, BEeKOH, JeMOHCTpalyjama, CTYAEHTCKAM
Ipe3eHTanyjaMa M KOHcynTanujama. CaMocTaliHa peanu3andja IPaKTHYHOI paja MHOA PYKOBOJICTBOM
HACTaBHUKA M CapaHUKA.

Ouena 3Hamba (MakcuMaJuu Opoj noena 100)

IpeaucnutHe 00aBe3e 70 noena 3aBpIIHN HCIIUT 30 noena

aKTUBHOCT y TOKY PaJHOHHIIA 20

Mpe3eHTaluja oaopaHa paia 30

MPAaKTUYaH Paj 50




Cryaujcku nporpaM: YMeTHOCT M AW3ajH BHI€0-Urapa

Hasus npeamera: Agaru UNITY, UE3 (crpyuyna mpakca)

HacrtaBuuk: ap ym. Bnagumup Togoposuh, np ym. Mapko CrojanoBuh, Kpucruna Mapkosuh

Crartyc npeamera: N360puu

Bpoj ECIIB: 8

Ycaog: IlonoxxeHn HCIUTH U3 IIpeaAMeTa ApXUTEKTypa U ajaTu 3a BUJEO Urpe, 31 MoaenoBame 2 1 311
aHMMallyja Kapakrepa

Hu/b npeamera

[TpakTH4HO ycBajame 3Hama HEOXOAHUX 32 CAMOCTAIIHO OCMUIIUBABALE U peajlM3allijy IIPOjeKTa y anaTuMa
3a pa3BOj BHIEO Hrapa of Beba, MPEeKo JECKTOI IaT(GopMu, KOH30J1a, BUPTYETHHX PEaTHOCTH M MOOMITHUX

ypehaja (Unity).

Hcxon mpeamera

CryneHTH OBIagaBajy LEJOKYITHHM IPOLECOM KpeHpama MHTCPAaKTHBHUT MPOjEKTa, O] OCHOBHE ITOCTaBKE
110 (PMHAITHOT EKCTIOPTOBamka 3a pasiInuuTe ynorpede u miathopme.

Capap:xaj npeqMera

1-3. IIpeu Unity npojekat, yno3HaBame ca OKpyxemeM, pipeline ox moueTHHX MOCTaBKU IO €KCIOPTOBAa
npBor mpojekra. 4. MHTerpammja acera. Mopenu, peKBH3UTH, OKpyXeme (environment), axumarmja
npunpema 3a uHTerpamyjy y Unity-ujy. 5-8. Pa3Boj cTpykrype urpe, miaHHpame TOKa WIpe, JAU3ajHHUPAbe
crpykrype unrepdjeca (Ul), ynasuu mojanu o urpada, KpeTame Kapakrepa, KUpamke OCHOBHE HWHTEPAaKIIH]e.
9-12. Kpeupawe HHMBOAa M mporpecuje urpe. ATpuOyTH Kapakrepa. YHamnpeheme Henpujarespa. UyBame
noena. Koaupame mobeme u mopasza. 13. IMoctnponykinuja u crnenyjanuad edektu. Aynauo edektu. 14.
duHamHK pa3Boj UTpe ¥ NpUIpemMa 3a pasnuuure mwiathopme. Ontumuzanuja. 15. Bupryenna peaigHoct.

Jlutepatypa
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.

Bpoj yacoBa akTHUBHe HacTaBe:

12 Teopujcka HacTaBa:2 [paktnuna HacraBa:10

Metone uzBohema HacraBe: KomOuHanuja npeaBatma, BexOH, 1EMOHCTpAIMjaMa, CTYIEHTCKUM
npe3eHTanrjaMa u KoHcyraiujama. CaMocTaiHa peannu3alyja MpakTHYHOT Pajia Mo PyKOBOJICTBOM
HACTABHHKA U CapaTHUKa.

Ouena 3Hama (MakcuMaJHu 6poj moena 100)

IIpeaucnutHe 06aBe3e 70 nmoena 3aBpIIHN HCIIUT 30 moena
AaKTUBHOCT Y TOKY PaJUOHHIIA 20 .

Mpe3eHTaImja on0paHa paia 30
NpaKkTHYaH paj 50




Cryaujcku nporpaM: YMeTHOCT M AW3ajH BHI€0-Urapa

Ha3us npeamera: 3/1 anumanuja (CTpy4YHa npakca)

HacrtaBuuk: ap ym. Jyaujana Ilpotuh, Pajko PagocasseBuh nu Huxona Jamjanos

Crartyc npeamera: N360puu

Bpoj ECIIB: 8

Ycaog: ITonoxkeH nenut u3 npeaMera 3/ anuManuja kapakrepa

Hu/s npeamera

[IpakTU4HO yCBajakbe HANPEAHUX 3HAFa HEOMXOJHUX 32 CAMOCTATHO OCMHUIIBABAKEC M PEATH3ALU]Y
aHMMaIja 3a IPOIYKIM]y BHIICO UTPE.

Hcxon npeamera

CTyZ[eHTI/I OBna,uaBajy HCJIOKYITHUM MPOLCCOM aHI/IMaHI/Ije 3a Pa3JIMIUTEC NPpUMCHE Y BUICO UT'PaMa.

Cagp:xaj npenmera

1. OcMunupaBame MPOjEeKTHUX 3a/aTaka y KOHTEKCTY peann3alije BHICO Wrpe 3a 3aBpmIHH papn. 2-5.
Ucrpaxusame. [Ipunpema aHnMmaTHka. PuroBame M aHMManuja rotoBux Mmozena. 6.-11. Ilpumaroheno
WHIMBUIYJIAHAM KOHLENTHMA, WTEPaTMBHH paj Ha M3paiM aHuMManuja. Pennmep cexBeHnu.12-15.
3aBplueTak paja Ha aHIMaldjaMan IpUIpeMa eKCIiopToBamba 3a Urpy.

JIutepatypa

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.

Bpoj yacoBa akTuBHe HacTaBe: 12 ‘ Teopujcka HacTaBa: 2 ‘ IIpakTnyna HacTaBa: 10

Metone wus3Bohema Hacrape: KomOmHammja npenaBama, BeXOW, IEeMOHCTpalyjaMa, CTYACHTCKUM
Ipe3eHTanyjaMa M KoHcynranujama. CaMocTraiHa peann3alyja HPaKTHYHOT paja IoA PYKOBOJCTBOM
HacTaBHUKA U CapaJHHKA.

Ouena 3Hama (MakcuMaJHu 6poj moena 100)

IpeancnutHe 06aBe3e 70 moena 3aBpuIHM HCTIUT 30 noena
AKTHBHOCT y TOKY paJlMOHHIIA 20 .

Mpe3eHTalrja U og0paHa pajia 30
MpaKTH9aH paj 50




Cryaujcku nporpam: KynrypHa NoauTUka 1 MEHalIMEHT

Hasus npeamera: KynrypHa nojnuruka u KyJlITypHa npasa

HacraBuuk: np Lipernuanun M. Ilpenpar, nouent Akagemuja ymernoctu y Humy, nip Muxaseunan C. Huna,
jouent @1V, np Aparuhesuh [llemuh Munena, npog. emepura YY

Cratyc npeamera: O6aBe3Hu

Bpoj ECIIB: 6

YeaoB: YiucaHne Mactep akaJgeMcKe CTyIHje OZHOCO 0JroBapajyhu cemecTap ClIM4HOT CTYAMjCKOT IIporpama
3a CTYJIeHTE Y IpOorpaMy pa3MeHe

Iuws mpeamera je 1a CTYJCHTHMA IPEHECE HEONXOJHA 3HAMA U BEIITHHE 32 pasyMeBame Mojelna H
UHCTpYMEHaTa KyJTYpHE MOJIMTHKE, T¢ Ja MM OMOryhu yKIbyduBarme y KyJITYPHO-NOJUTHYKE aebare u
nporece obupama W 3aroBapama (lobbying and advocacy), mpemcraBu mpersien ommTe 3aKOHOIABHE
peryiatuBe Koja ce TH4e KyJIType Ha €BPOIICKOM HHBOY, Ka0 U peryjaTHBe 3eMalba jyroucroude Espore,
HCTOBpeMEHO Hyjaehu MpakTHYHYy aHAM3y TEXHHKa M WHCTPYMEHAra, MpeIcTaBH MeljycoOHH OmHOC
KYJITypHE MOJIUTHKE, [IPaBa U €KOHOMH]je, U J1a IPYKH 3Haba Y JOMEHY ayTOPCKHX IpaBa, Kako MehyHapoiHe
TaKo U jgoMalie peryiaTuBe, HEONXOIHA Y BOl)eby YMETHHUKUX MPOjeKaTa i MEHAIMEHTA YCTAHOBA KYITYpe.

Hcxon mpeamera: Hakon 3aBprueHor kypca cryaeHtd he crehm moTpeOHE BEmITHHE W CIIOCOOHOCTH 3a
npey3rMame aKTHBHE YJIOTe Y MPOLECy JOHOIIeHAa KIbYYHUX OJUTyKa O KYJITYPHOM Pa3Bojy M JU3ajHHUpPAY
KyJITYpHHX IOJMTHKA Ha HAllMOHAJTHOM, PETMOHAIHOM M JIOKQJIHOM HUBOY jaBHHX ympaBa. 3a cBaKy o0OJyact
YMETHOCTH CTyJIeHT he ymo3HaTH M onromapajyhie mozene MHCTpyMeHaTa KyJITYpHUX MOJUTHKA y EBpomnw.
Crynentr he crehu 3Hama o mpouecuMa KyJITypHE MOJUTHKE, Kao JeNy jaBHE IMOJHMTHKE, KPO3 OIIITY
JIETHCJIaTHBY U TIOjeMHAYHA 3aKOHCKAa aKTa pejeBaHTHa 3a KyiaTypHu MeHayumeHT. CryneHt he, Takobe,
cTehu HeomxoHA 3HaWka O 3alITHTH ayTOPCKHX MpaBa M MOTYNHOCTHMAa yCTaHOBa KyJIType M YMETHHKA J1a
KpO3 3aIITUTY OCTBape J0JaTHE IIPUXO/IE.

Capgp:xaj npeqmera

Teopujcka nacmasa

IIpenaBama y okBHpYy Kypca KynaTypHe NMoOJIWTHKE Cy WHTEpPAKTHBHA M OPraHM30BaHA y TPU KOH3WUCTEHTHE
HeNMHe Koje u3Boze npodecopu n3 Ppaniycke, Xpsarcke u Cpouje: Kyntypre nommrtuke EBpornicke yHuje,
Kyntypue nonuruke Ha bankany n Hanmonanae xynryprae nonutnke. Kype oOyxBara n paauioHHIE: Kako ce
nuie Policy paper u Kako ce MPHOPHTETH MUHUCTAPCTBA KYJIType H3paXkaBajy Kpo3 KOHKYpPCHE IPHOPHTETE H
yroBOpe ca HMHCTHUTyHIHjaMa KyJIType W ci. [3a30B 3a Kpearope KyJNTypHE IHOJMTHKE je Kako Ja ycarjiace
3alITUTY MO3UTHBHUX KapaKTEPUCTHKAa WHCTHTYLHja YMETHOCTH W KYJType Ca KpEeaTHBHHM JWHAMU3MOM U
MHOBAIIMjOM y CBHM OOJIACTHM YMETHOCTH M HayKe, Kao M Kako Jia IpHMeHe Ty BpcTy nojiutuke. Crora je
BaXHO Ja Ce carjieajy M3a30BM M MOTCHIMjaldi CTBapama 3aKOHCKE peryjarhBe Koja Ou momoria
OCTBapHMBamy THX IMJbeBa. Kpo3 KoMmapaTHBHYy aHalu3y ayTOpCKOT IipaBa M TpoOieMa Herose
UMIUIEMEHTallMje Y 3eMJbaMa TPaH3UIIMOHE eKoHoMHje oOpahuBahe ce u acrekTH Be3aHW 3a 3alITHTY Kako
ayTOPCKHX, CTBapaJlauKuX, TAKO U U3BONauKMX MaIMX MpaBa.

1. Kipyurn mojMoBHM KynTypHe monutHke; 2. Mcropuja kynTypHux mnomutuka — on I'puke mo CosjeTckor
caBesa; 3. Mcropmja KynITypHUX MOJMUTHKAa — KynTypHa monutika Kpasseune JyrociaBuja, COPJ u CPJ; 4.
Hcropuja kynTypHUX moiuTHKa — ManpooBa KyiaTypHa nonuthka y ®dpanmyckoj; 5. HMcropuja KynTypHHX
nonuTrka — ['1a3epoBa KynTypHa nonutuka y Hemaukoj; 6. HuBon xynrypHe nmonuruke; 7. Moaenn KyiTypHe
nonuThke; 8. IHCTpyMEeHTH KyJlITypHE MOJIUTHKE; 9. 3aKOHCKa peryjaTuBa Be3aHa 3a KyJATypHY MoiauTuky; 10.
OnHoc KyJTypHe noiuThke W npasa; 11. OaHoc KynaTypHE MOJMTHKE W ekoHomHuje; 12-13. AyTopcka mpasa;
14-15. Ipe3enranuje CTYACHTCKUX pagoBa

IIpakmuuna nacmaea

AHayn3a HHCTpyMEHaTa KyATYpHE TIOJIMTHKE Ha JIOKAJIHOM M Mel)yHapoJTHOM HHUBOY.

JlutepaTtypa

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

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

Bpoj uacoa akTuBHe HactaBe: 5 | Teopujcka HacTasa: 2 | Mpakruuna nacrasa: 3

Mertoae u3Bohema HacTaBe: peaBama, BeKOE, TMCKYCHje U eBanyanuje MehyHapoJHIX KOHBEHIIH]ja.

Ouena 3Hama (MakcumaJjnu 6poj moena 100)

IMpenucnuTHe 06aBe3e 30 moena 3aBpuIHu ucnuT 70 moena

AKTUBHOCT Y TOKY IIPEIaBama 20 MMCMEHH HCITUT 50

MPaKTHYHA HACTaBa 10 YCMEHH HCIIT 20




Cryaujcku mporpaM: YMeTHOCT M 1n3ajH Bujaeo urapa/ Teoprja yMETHOCTH H MeHja

Ha3us npeameta: YBoj y cTyauje Menuja 1

HacraBuuk: Hukonmh, np Mupjana M; Jakosuh, np HeBena M,

Cratyc npeamera: M360opHu

Bpoj ECIIB: 6

YcaoB: YnucaHe MacTep akaaeMCcKe CTYIuje

ub npeamera

Omoryhut CTyZeHTy /[a ce YIO3Ha ca OCHOBHHM IIOjJMOBHMA, TECOPHjCKHM IIOJIA3UINITAMA, UCTOPHjCKOM TEHE30M
pa3Boja Meamja ca akeHToM Ha OymyhHOCT Menuja cdepe Koja je Mo CHaXKHUM YTHIIAjeM AUTHTAIA3AIH]e, MPEKHOT
MIOBE3UBaka M MHTEPAKTUBHOCTH KA0 €JIEMEHTHMa BaKHHM 3a pa3yMeBame MeIuja W Melujcke KoMyHukanuje. Ha
OCHOBY CTEUCHMX 3Hama O] CTYACHTa Ce OYeKyje Jla pasyMe MEIWjCKy TEOpHjy M akTyellHy Ipakcy, Ja pasBuje
AQHAINTHYKO-KPUTHYKK OJHOC IpeMa caiapxkajuma, ¢popmama, QyHKIMjama, CTPyKTypama, 3HaYeHHUMa MEJINjCKHX
TEKCTOBA, a MOTOM M e()eKTHMA, YTUIjuMa U YKYITHOM UMIAKTy Me/nja y IPyIITBEHOM, TOJUTUYKOM, KyJITYpHOM U
YMETHUYKOM aMOM]jCHTY.

Hcxon mpeamera

ITo 3aBpiIEHOM Kypcy W Ha OCHOBY CTCUCHHX 3HAMa, CTYACHT Ou Tpebano ma Oyme y MOryhHOCTH KPUTHYKH U
TEOPHjCKU yTEMEJbEHO aHaM3Hpa CaBpEeMEHH MEIUjCKH aMOMjeHT M MEIHjCKe TEKCTOBE, Ja INPEro3Ha pa3jinuuTe
Menujcke (opMe M OKaHpPOBE, Ja pasyMe passiMyuTe OOJIMKEe MEIMjCKe NPOAYKLIHje W HHCTHTYLHOHATHOT
OpraHu30Bama Meauja.

Canp:kaj npeamera

Teopujcka nacmasa:

1. lepunncame OCHOBHMX MOjMOBa — MAaCOBHO APYIITBO, MACOBHA KYJTypa, MaCOBHH MEIHjH, KPEaTHUBHE M MEIH]jCKE
uaapyctpuje 2-3. Hcropujat — reHe3a u eBoNyIHja MacoBHUX Menuja; 4. TeOpHjCKH M eMUCTEeMHONIOMIKA TPHUCTYII
Meaujuma u menuja chepu (bemamuH, Agopao, MakinyaH, bapt, bperon, @umnep, Xox, ®uck, Manosu4, Kacrenc);
5. [lpymrTBeHe M eKCIpecMBHE KapakTepucTuke meawja; 6. dynkuuje u auchynkuuje menuja; 7. CTpykTypa
Menujckor TekcTa; 8. Menujcke gopme — komapaTuBHa aHanu3a; 9. YmerHoct U MacoBHH Meauju; 10. [lybnuka; 11.
Teopuje Menujckux yrtuiaja u edekara;, 12. Etuxka menuja; 13. Menujcka MOJUTHKA M MOJICTH MEIUjCKUX
opranmzanyja; 14. Jluckycuja Ha Teme yckiaheHe ca caBpeMEHUM TpeHgoBuma y cdepu meamja; 15. Mcenur —
pasroBop O TeMaMa Koje cy Ouie mpeaMeT IpeaBama U yCMeHa 00paHa CEMHHAPCKOT paja

Ipakxmuuna 3uara. AHanm3a oJaOpaHMX MEOUjCKHUX TEKCTOBA WM calpkaja y (YHKUUjH OAphHEeHHX METOACKHX
JjeAuHuIa.

Jlutepartypa

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

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

e 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

IIpajc, Ctjyapt (2011) UzyuaBamwe meauja, bI', Ko

Tjypoy, Llozed (2012) Meouju oanac 1 u 2, BI', Knno

Mek Kswun, /., (2006) Teresusuja, bI", Kino,

[Hunraep, M. u Bupunra C. (2002) Paoduo, BI', Knno

Bpoj uacoBa akrusue Hacrage: 2 | Teopujcka HacTaBa: 2 | Mpakruuna nacrasa:

Mertone u3Bohema HacTaBe: peiaBama ca HHTCPAKTHBHIM €JIEMEHTHMA, JIMUCKyCHje U nebare, CEeMUHAPCKH PAJIOBH.

Ouena 3Hama (MakcuMaJjHu 06poj moena 100)

IpeaucnuTHe 00aBe3e 60 moena 3aBpuIHu ucnuT 40 noena

aKTHUBHOCT y TOKY IIpeAaBama 10 YCMEHHU HCTIT 40

CEMHHApP-U 50




Cryaujcku mporpam: YMeTHOCT U IM3ajH BHeo urapa / Teopuja yMeTHOCTH M Mendja

Hazus npeamera: [lnecHe kyaType cBera

HacraBank: Pakouesuh, np Cenena Y.

Crartyc npeameta: V360pHu

Bpoj ECIIB: 3

YcaoB: Ynucane MacTep akaJgeMCKe CTYIHje

Iu/e npeamera

Llwb Kypca je yno3HaBame CTyAEHaTa ca Pa3IMYWTHM KOHIENTHMa Tela, IUIECHUX IMOKPEeTa U IUIECHE MY3HKE y
UBWJIM3AlMjaMa He3amnaJHOI CBeTa KpPO3 WHTEPAaKTHBHO IHCKYTOBakE CTyAWja Cilydaja pPasiMYUTHX IPaKCH
HHXOBOT YMETHHYKOT HHTEPIPETHPAha U MEAN]CKOT EKCTIOHHPAbA.

Hcxon npeamera

ITo oxoHYamy HacTaBe O]l CTyJEHATa Ce OYEKyje pa3yMeBame ,,IUIECHOT APYTOr KpPo3 MOMMAame KOMIUIEKCHUX H
XETepPOreHNX OIHOCA TIpeMa Telly, MOKPeTy W IUICCHOj MY3HWIH Y Pa3IMIuTHM KyJITypama CBETa, T¢ CarjielaBambe
JIMjaJIONIKUX MMOTCHIIMjajla TUIECHE YMETHOCTH Y OJHOCY Ha YCKE OKBHPE €BPOIOIICHTPHUIHOT KYATYPHOT Haclieha.

Cagp:xaj npenmera

1. KoHuenTyanHO-TeOpHjCKa MMOJAa3UINTa: eTHOKOPEOJIOrHja, Urpa, Iiec; HacTaHak eTHokopeonorHje; 2)Teopuje o
urpw/mecy (bophesuh, Xymsunra, Kajoa,); mojaM eTHHYKOT, HAIIMOHATHOT W BEpHAKYJIApHOT IUIeca; MojaM
Npe3eHTallMOHOr M TmaptuuunaropHor ieca (HaxaueBcku); KOHLENTH Mep(OPMATHBHOCTH AAaJIEKOMCTOYHUX
tpamunnoHanuux ymerHocta (Kaeppler); 3. Tlnecosn AGopununa; 4. IlnecoBu cy6eaxapcke Adpuke; 5. Ilnecosu
MOJIMHE3MjCKUX OCTPBCKHX Hapona (Xasaju, Hosu 3enann, Tonra); 6. [InecoBu ceBepHoamepuukux Munujanana; 7.
[TnecoBn BucokMX nuBUiIM3aunuja panexor ucroka (Mumoneswja); 8. IlnecoBu ®unmmuna; 9. [lnecoBn BHCOKHX
nuBMiIM3anuja najexor ucroka (Kuna u Kopeja); 10. [lnecoBu Bucokux muBHIM3anuja qanekor ucroka (Jaman); 11.
IInecoBn MHmmje; 12. Tlnec u mamanusam,; 13. TlirecoBu Typcke,; 14. Ilnecou bankana; 15. I[Ipunpema ucnura.

Jlutepatypa

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

e  Tuxomup bophesuh, 1907. Cpncke napoone uepe, CE36 1X, Cpricka kpajseBcKa akagemuja, beorpan;

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

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

e Mara MarasunoBuh, 1951. Hcmopuja uepe, IlpocBera, beorpan;

e Milica Jovanovi¢, 1999. Balet. Od igre do scenske umetnosti, CL10O, Beograd,;

e Jlparocnas [lagesuh, 2005. Urpa, [Ipomerej, Hosu Capn;

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

e 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;

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

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

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

e Sparti Barbara & Judy van Zile (eds). 2011. Imaging dance. Visual representations of dancers and dancing,
Olms, Hildesheim, Zurich, New York.

Bpoj yacoBa akTuBHe HacTraBe: 2 | Teopujcka HacraBa: 2 | IIpakTHyHa HacTaBa:

Metone uzBohema Hacrase: [IpenaBama ca JeMOHCTpalLMjaMa 10 33JaTHM TeMaMa; aHaJIMTHYKO YNTAHE BUIEO
CHMMaKa; JIMCKYyCHje y OKBHPY MpeaBama; npunpemMe kpalux nu3narama CTyeHara

Ouena 3Hama (MakcuMasHu 06poj moena 100)

IIpeaucnutHe 06aBe3e 60 moena 3aBpIIHM HCIIUT 40 moena
AKTHBHOCT Y TOKY IIpe/iaBarba 10 YCMEHHU HCTIT 40

2 KOJIOKBHjyMa 10+10 =20

Cemunap/u 30




Cryaujcku mporpam: YMETHOCT M Au3ajH Bujeo urapa / Teopuja yMETHOCTH U MeaHja

Hazus npeamera: [lonynapHa BU3yenaHa KyJITypa

HacraBuuk: Jaukosuh, ap Anekcannap C, Banp. npod. ®AY; mp Illudanuh Bamwa, nouentr @Y

Cratyc npeamerta: 360pHu

Bpoj ECIIB: 3

YcaoB: Ynucane MacTep akaJgeMCKe CTYInje

us npeamera

[um npeamera je na oMoryhu CTYAGHTY YBUA y pPa3iMYUTE TEOPHjE IMOIMYyJapHE BH3YENIHE KyIType Kao U
MOKYIIIA] J1a c€ OTKPHjy pelalyje MomyjJapHe KyJIType W HICOI0THja, ajdu U Be3e usMmel)y momynapHe Kyntype u
MPaKCH T3B. BHCOKMX YMETHOCTH. Y BE3W ca THM, IWJb IMpeaMeTa je Ja OMOTyhM MpakTHYHO YKJbYYHBAHE
CTyJIeHaTa Y TEOPHjCKa UCTPAKHMBArha MONYJIapHE KYATYPEe H YMETHOCTH.

Hcxon npeamera

Kao mcxon anraxoBama Ha IpeIMETy OYeKyjy ce cierehu pesynratu: ycBajame OIMIITHX TEOPH)CKO-KPUTHIKUX
IPETIOCTAaBKH 33 PasyMeBambe [eJloBama IIONyJapHEe KYJIType y NaHAIIkEM BpPEMEHy, NOTOM eJIeMEHTapHa
MEIHjCKa MICMEHOCT Y KOHTEKCTY ,,9UTamba‘’ oApeljeHnX NONKyNTypHUX (PEHOMEHaA, Te YCIIOCTABIbAKE KPUTHUKO-
AQHATUTUYKOT OJHOCA MpEeMa aKTYSHHM IIONKYJITYpPHUM I0jaBaMa y IIEPMAHCHTHUM MPOMEHaMa TOMUHAaHTHHX
MeIujcKuX HapatuBa. [lo 3aBpIlIeTKy HacTaBe M3 TpeaMera OJ CTYIEHTa ce OuYeKyje Ja MOXe Ja NMPUMEHU
pa3uuTe MOCTYNKE TEOPHjCHKOT M KPUTHYKOT TyMadema W HMHTEpIpeTalyje IojaBa W3 JIOMEHa IOIyJiapHe
KyJIType, ¥ NpPEe3eHTHpa UX Y OKBHPHMAa KPUTHUYKU IMOCTYJIMPAHOI HAyYHOT TEKCTa, Kao U Aa Oyje y cramy Ja
BepOaIHO MpobeMaTu3yje GeHOMEHE MPaKCH NOMyJIapHe BU3YEIHE KYITYpe.

Capgp:xaj npeqmera

Jedunucame OCHOBHHMX IIOjMOBa BHCOKE W HHCKE KYyNTYpe, IUjaXpOHHJCKO M CHHXPOHHjCKO mpahieme
cOBeoOyxBaTHOT (PEeHOMEHA ToOmyJapHe Kyirype. Kypc ymosHaje cTymeHTe ca HCTOPHjCKAM TOKOBHMa U
CaBpEMEHHM CTpeMJbeEMa, 011 Teoprja Opankdyprcke mkone (AxopHo, Xopxajmep) mpeko Poxkaka no Kerpun
Iukctok u ['puma Mapkyca, ka0 U ca IO KyJITypHHM IIpakcama. AHaiu3a oJa0paHuX MEIHMjCKHX TEKCTOBA U
caJipkaja M3 TOJka TOMyJIapHE BH3YENHE KyInType (pasiuduTH TPUMEpH, WHCEepTH) y (QyHKOmMjH oxpheHmx
METOJICKHX jeTUHHIIA.

Teme npenaBama: (1) edhuHrncame OCHOBHUX MOjMOBa BHUCOKE M MOIyJapHe KynType, (2) Ctyamje BusyenHe Kyirype, (3)
Crynuje Bu3yenHe nomyaipHe Kyiarype, (4) [umjaxponujcko mpaheme mojaBa BHU3yeNHE MoOImyldapHe Kyiarype, (5)
CuHXpoHHjCKO Tpahieme 1ojaBa MoMmyNnapHe BU3yelIHe KynType, (6) )KaHpoBU W TUCHUIUTHHE MOIyJIApHE BU3YETHE KYITYpe,
(7) Crpum, (8) Aummupann ¢um, (9) TB cepuje, (10) TB cnotoBm, (11) Buneo u xommjyrepcke urpe, (12) Busyemna
KyJrypa 3abase, (13-15) Yurame goMalinx 3aaTaka v JUCKYCHje O HCIIUTHOM pajy.

JlutepaTtypa

1. JankoBuh, Anekcaunaap, Jye u kpusyoae nym (IOKTOpcka aucepraimja "buticu kao Kyntypau apredaxt"),
Beorpan: Pen bokc., 2011 (npBo uzname 2009);

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

. KoBauesuh, Usan. Ypbauu Pumyanu. Kynrypa, beorpan, 1982;

. Kop, ®unun. Kemn, nasic koja eosopu ucmuny. Penne, beorpan, 2003;

. Bajn, Ockap. llponacm Jlazara. beorpan, [Tanzneja, 2000;

. Munena Jlparuhesuh-1llemmh. Heogonx kynmypa: nyonruxa u wene 36e30e. Hopu Can: 1994;
. ®uck, [lon. llonynapna kynmypa. Kimo, beorpan, 2001;

. Naxosuh, Hesena. Meroopama nuje sicanp. Ilpomerej Hosu Caz 1999;

. JoBanos, CetucnaB. Peynux [locmmoodepne. I'eonoernka, beorpan, 1999.

O©oo~NooabhwN

Bpoj yacoBa akTuBHe HacTraBe: 2 | Teopujcka HacTaBa: 2 | IIpakTHyHa HacTaBa:

Metoje u3Boljeba HaACTaBe: Npe/IaBabaA Y3 HHCEPTE, TUCKYCH]E, CTYAM]CKU UCTPAKMUBAYKH Pal

Ouena 3Hama (MakcumaJjnu 6poj noena 100)

IIpeaucnutHe 06aBe3e 60 moena 3aBpIIHU HCIIUT 40 moena

AKTUBHOCT Y TOKY IIPEJaBama 10 MMMCMEHU UCTIUT 40

CEeMHHAP-U 50




Cryaujcku nporpaMm: YMeTHOCT M IM3ajH BH/Ie0-Urapa

Ha3zus npeamera: Pa3poj kpeaTHBHHX THMOBA

Hacrasuuk: n1p Pucruh, J. Mpena;

Cratyc npeamera: N360pHu

Bbpoj ECIIB: 3

YciioB: Yiucane Mactep cTyauje

Lnms npeamera Ctuname 3Hamka U BELITHHA y JOMEHY Bol)ea 1 pa3Boja KpeaTUBHUX THMOBA U YIIO3HABAKE CTy/IeHATa Ca
Hay4HO-TEOPHjCKUM CUCTEMOM M CABPEMEHHUM HCTPaKUBAFbUMa KPEaTHBHOCTH KOja C€ MOT'Y IPUMEHUTH Y BUPTYEITHOM
OKPYXKEmY.

Hcxon mpeamera: O cTyzaeHara ce oueKyje Jia Ha Kpajy Kypca Oyy criocoOHH 3a aHaJIM3y pEeJICBAHTHUX TEOpHja U
HCTPAKHBaKkA, KA0 M 33 IPUMEHY CTCUCHUX 3Hama M3 00JIACTH TICHXOJIOTH]je KPEaTUBHOCTH Y MTPO(EeCHOHATHO] MMPaKCH.

Capap:kaj npeqmera:

I[Mpyka3 1 aHaU3a KJbYYHHX HCTPaKMBabha KPEeaTHBHUX THMOBA (POKYCHpAaHHX HA IPOLEC, MOTHBALH]Y H Pa3BOj

crnocobHOCTH. PazMaTpame NpUHIMIIA PENalioHe U KOJEKTHBHE KPEaTHBHOCTH, METOIOJIONIKHX AUJIeMa U MTUTamka, ca

MOCeOHUM OCBPTOM Ha cienehe Teme:

1-2. HoBu nuaepcKku MO pa3yMeBarbe TMHAMUKE U Pa3Boja JbYCKUX pecypca y OKBHPY THMOBA

3-4. IlojaM KpeaTHBHOT TUMa: YCJIOBH HACTAaHKa M aHAJIM3a MOTeHIHjana. CaBpeMeHa HCTpaXUBamba THMCKOT paja 1

OpraHu3aloHe KPeaTUBHOCTH .

5-6. ®opmupame KpeaTHBHUX TUMOBA: aHaJIN3a, IUIAHUPabe, CelleKlrja U o0yKa.

7-8. MoTHBaIMoHa OCHOBa KpeaTHBHOT ITpolleca U KOHIIENT MOTHBAIOHe cuHepruje. McrpaxuBama edexara HHTPUH3HYKUX

U €CTPUH3MYKHX (DaKTOpa Ha AUBEPIEHTHY NPOIYKLH]Y.

9-10. CTpykTypa ¥ JMHAMHKa KPEaTHBHUX TUMOBA: yUCHE U HAIlpeoBame (Pa3BHjabe TaJCHTa)

11-12. YcnoBu 3a pa3Boj HHOBaNHje U HOBUX Mojena. KoHTekcTyanmHa orpaHndesa, mperpeke u npodiemu. Edextn rpymae
KIIAME.

13-14. Kpeunpame 3ajeJHIUKIX BPEIHOCTH, U yJIOTa OpraHu3aluoHe KYIType Y LIHpekhy TOMeTa KpeaTHBHE IPOAYKLH]e.
Temkohe y u3rpagmbu ITypATUCTUYKUX MOJIENA

15. EBasyaruja u TEXHHKE Mepema

Jlutepartypa

Mandi¢, T. & Risti¢, 1. (2014). Psihologija kreativnosti. Beograd : Fakultet dramskih umetnosti Unioverzitet umetnosti u
Beogradu

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

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

Bpoj yacoBa akTHUBHe HacTaBe: 2 ‘ Teopujcka HacTaBa: 2 [paktuyna HactaBa: 0

MeTtoae usBolem-a HacTaBe

IIpenaBama, AWCKyCHje,  paIUOHHUIIC, CEMUHApPHU, IEMOHCTpalMje TrocTyjyhux ekcrmepara, HCTPOKUBAYKH IPOJEKTH.
[peornaljyjyhu HaumH paga y OKBHpPY YacoBa YWMHH AMjajiOIKa METO/a, Koja MoJapa3yMeBa aKTUBHO ydemthe cTynaeHarta y
pasroBopuMa O TeMaMa Koje Cy IpeaIMeT IPeHCIUTHBaka. VHTepakTHBHOCT Y paay Ha MpeaMeTy TOCTIKE ce U Kpo3 yderrhe
CTyJCHATa/CTYICHTKUA Y PAIHOHUIIAMA U KPUTHYKHM IPUKa3HMa HCTPAKIBAA.

Ouena 3Hamwa (Makcumasanu 0poj moena 100)

Jla O6u puCTYNWIIM ToNIaramy UCIHTa, CTY/IeHTH Tpeba 1a peaoBHO Moxal)ajy 4acoBe M akTUBHO yUECTBY]y y HacTaBH, Kao
Jla IpUIpEMe CEMHHAPCKH MIPUKa3 y OKBUpY n3adpane teme. OreHa ce H3BOJH U3 00/10Bama CTYACHTOBOT aHTaKOBaha y
OKBHpY HacTaBe (yuemhe y npeaaBambuMa, IUCKYCHjaMa M paJAnoOHUNIAMa), CEMHHAPCKOT IIPUKa3a U MpOoIeHe MOCTHrHyha y
OKBHUPY 3aBpILIHOI UCHUTA.

IpeaucnutHe 06aBe3e 40 moena 3aBpIIHU HCIIUT 60 moena

AKTHUBHOCT y TOKY IpeAaBama 30 MMMCMEHU UCTIUT 60

PenoBHo noxahame HacTaBe 10






