MaTeMaTn4kn pakyntTeTt
YHueep3uTeTa y beorpany

MOJIBA
3A O0OBPABAHE TEME MACTEP PALA
Monum na ce ogobpu n3panda Mactep pafa nog Ha3nMBOM:
ANropuTMM 3a NMpoHaNa)keke Hajkpaher nyTa y BMAeo nrpama

4Ynju cy 3Havaj n cneunduvHn unmb cnepehn:

ANropnTMM 3a NpoHaNaxkere Hajkpakher nyTa Cy 3HavajHa KOMMOHEeHTa Yy
JaHaWwbnM BUAeo nrpama. lNMowto ce y BMAEO UrpamMa HajBuLle KOpUcTe mane
3aCHOBaHe Ha KOOpAMHaATHOj Mpexu, y paay Tpeba paTtm npernen anropmtama
3a NpoHanaxemwe Hajkpaker nyta y oarosapajyhum rpacosmMmMa 1 nporpamcku
peann3oBaTu Ba)KHWje anroputMme. [lopen Tora Tpeba pasmMOTpPUTU HavYuHe
npencTaB/batba KOMMJEKCHUX CBETOBa BMAeO urpa y obnmky rpacgosa, 3axTeBe
" orpaHunyema anaroputama 3a rnpoHanaxemwe Hajkpaher nyTa,
noeHTUnKoBamwe pelwlewa crneundpunyHnx npobrnema npoHanakewa Hajkpaher
nyTa.
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