MaTtemaTuukm dparkyntet
YHuBep3uterta y beorpagy

MOBA
3A OAOBPABAHE TEME MACTEP PALA
Monvum fa ce of06pu M3paaa macTep pasa Nnog HasMBoM:
Cmpykmype nodamaka 3a pa3eoj sudeo u2apa

Ynju cy 3Hauvaj n cneydUyHn unb cnegehu:

CTpyKType nofaTaka Cy HEM30CTaBHU eo cBaKor codTBepa yKbydyjyhu n Bugeo urpe. Y paay tpeba
npeacTaBUTU CTaHOapAHE CTPYKType nogaTaka Koje ce KOpUCTe AeueHujama yHasag npu passojy
BWAEO Wrapa, aiM U HOBE Koje cy gowsie A0 M3parkaja 3axBasbyjyhu HanpeTky TexHonoruje u
nojaB/bMBakby HOBUX TEXHMKA pa3Boja BMAEO Wrapa. Heke og, TMX CTPYKTypa yK/bydyjy Q-cTabno,
OkTanHo ctabno, K- ctabno un gpyre. BehnHa teopmjckn obpaheHnx ctpyktypa buhe npeacras/beHa
KPO3 MpaKTU4YHE NpUMeEpe Yy BUAY KOHKPETHE UIPe W Kpo3 AeTas/bHy aHaAusy MmniemeHTauuje u
KopuwheHnx TeXHWKa Npu pas3sojy.
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YnaHoBKM KOMUCKje

1. ap Bnagnmup dunmnosuh
(6amym nooHowera monbe) 2. mp JeneHa Xaywm MNypuh

Kategpa Jaje carnacHocT npeasioxeHoj Temu

(wegh kamedpe) (6amym odobpasara monbe)




