Cryaujcxku nporpam : OAC [Ipumemena maremaruka, OAC Maremaruka, OAC JJunioMupanu MaTreMaTuiap

Ha3zus npeamerta: [Iporpamupame 2 (26.11033)

HacraBuuk/nacrapannu: Muom Casuh, Cawa Panajuh

Craryc npeamera: o0aBe3HA

Bpoj ECIIB: 6

VYeaos: TIporpamupame 1

usb npeamera

Cruname 3Hamba U BELITHHA HANpPEIHOT IPOrpaMupama, yCBajame NMPHUHIMIA U TeXHUKa 00jeKTHO-OPHjeHTHCAHOT
Iporpamupama, OocrnocoOJbaBamke 3a NPUMEHY CaBPEMEHHX IIakeTa y pa3BOjy alulMKaluja. YIO3HaBame ca
criepUIHOCTUMA U HAYMHUMa yIoTpeOe ancTpakTHX CTPYKTypa MoAaTaka, yKJbydyjyhu u TUHaMHYKe CTPYKType,
pazom ca jarorekama, kao 1 MoryhHocTiMa 3a an3ajHupame rpaduykor vHTepdejca.

Hcxon npeamera

Munumannu: Ha xpajy Kypca, o4eKyje ce Ja ycIlellaH CTY/IEHT YIO3Ha OCHOBHE KOHIICTITE HaIllpeIHOT U 00jeKTHO-
OPHjEHTHCAHOT TPOrpaMupama, U J1a IEMOHCTpUpa CIIOCOOHOCT pasyMeBama MpolieMa U peanu3alyje pelema y
KOHKPETHOM IPOTPaMCKOM jE3HKY.

Toocemsnu: Ha kpajy Kypca, odekyje ce Ja yCHellaH CTyAEHT HJICHTHU(HKYje NMPHKIagHe CTPYKType Iojaraka 3a
pemaBame npodieMa y3 1yOoKo pa3yMeBarbe M aHAN3Y Mabhe CTaHAapAHNX IpodeMa U pealln3anijy pememna.

Cagpxaj mpenmera
Teopujcxa nacmasa

Crpykrypa mporpama, ¢yHkimje. O0jeKTHO OpHjEeHTHCAHO MpoTrpaMHpame, Kiace, HaciehuBame, 1mojba, METOIH.
ATICTpakTHE CTPYKType IojmaTaka — CTeK, ped, Jucrta, ctabma. Pedepente, pedepennujanau Tumosu. [IrmHaAMUIKO
nporpaMupame. YIIo3HaBambe ca NakeTuMa, Kopuiheme y pelaBamy npobiieMa ca MaTeMaTHYKoOM o3aguHoM. Pax ca
JaToTeKama - YUTame, Mucame. [ padukn KOpUCHUYKHA HHTEPQE]jCH.

Hpaxmu'ma Hacmaea

VYmo3HaBame U yBexOaBame II0jMOBa YCBOjEHUX Ha TEOPHjCKOj HACTABU KPO3 pellaBamk-¢ KOHKPETHUX IMpodieMa y3
UMIUIEMEHTALHjy Ha padyHapy.
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Bpoj yacoBa aKkTHBHe HacTaBe Teopujcka HacTaBa: 2 IIpakTnuna HacTraBa: 3

Mertone n3Bohema HacTaBe
Ha npenaBamuMa ce KOpUCTE KJIACHYHE METO/IE HACTAaBe.

TokoM mpakTUYHE HACTaBe CTYISHTH CaMOCTAIHO IIpUMEmYjy caBiajgaHe TexHuke wnspahyjyhm pazmuuure
alyIMKanuje, Yrja CI0XEHOCT W MOTYhHOCT NpHMEHE pacTe TOKOM ceMecTpa. 3Hame CTyIeHaTa ce TeCTHpa Kpo3
KOJIOKBHjyM€ ¥ NIPAaKTHYHE 3a/1aTKe.

Ouena 3Hama (MakcuMaJHu 0poj noena 100)

I[penucnutHe 00aBe3e noeHa 3aBpuIHM HCTIUT noeHa

MIPaKTUYHHU 334311 20 YCMEHH HCIIT 40

KOJIOKBH]yM-H 40
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