Texuuuku paxkyarer ,,Muxajio [lynun“ 3pemanun
Nudopmanuone texnosoruje — CopTBepcko HHKEHEPCTBO
Mpenmer: NUH:xemepuHT cOPTBEPCKHUX 3aXTEBA

UHXewsepUuHr copTBEepPCKUX 3axTeBa

Cappxaj/CTpyKkTypa npeameTa [akpeauTaumjal

OCHOBHM KOHLIENITH M TNPUHIMIIN HHXEHEpUHTa coPTBEpcKUX 3axrteBa. llpomec codrBepckux
3axTeBa. YYECHHIM W yJjore y mpoiecy codrBepckux 3axTteBa. DyHKIMOHATHH W He-
GyHKIIMOHATHU 3axTeBU. MojenoBame codTBepckux 3axteBa. (bazbeheme KBanuTeTa
cohTBEpPCKHUX 3axTeBa. AJIATH M TEXHUKE 32 YIpaBJbaibe COPTBEPCKHM 3axXTeBUMa. MHKCHEPUHT
co()TBEPCKHX 3aXTEBa Y ardJIHUM IPOjeKTHMA.

U3papna n ogbpaHa ceMUHapcKor paga
Tun cemMuHapckor paga

% Teopujcko UCTpaXUBaE - IPErJe/ JIUTepaType (CTABOBU, KOHLICIITH, MOJICITH, PEIICHA)
W/WIK U3paoM MoJerna

% [lpaktuunu pan — u3pana coPTBEPCKOT pelliekha 32 HEKH CIeU(pHYaH 110cao y 00IacTH
MH)KEHEPHHTa COPTBEPCKUX 3aXTEeBA

CTpyKTypa cemMuHapcKor paja

% Pax tpeba popmaTupaTu npemMa ynyTCTBY 3a U3pay CEMHHAPCKUX PAJ0Ba Ha CajTy
¢akynrera.

% Canp:xaj paia 3aBucHu of cennpuaHoCTH onabpane Teme. Pag Tpeba na campiku Teopujcke
OCHOBE, KpaTak Ipere]] 001acTH U IIOTOM IIPUKa3 pemeka (Mperies IuTepaType, MoJed,
CO(TBEPCKO pelICHeE).

Ouew-mBama

1. U3pana cemunapckor pana. Mzpanga qokymeHTa, Mojena, copTBepckor pemema. (60 6o1oBa)
Orena pama o0yxBara:

- [Ipernen nmureparype (cTaBOBH, MOJIENN, KOHIICTITH, PEIICHA)

- [Ipukas pemema / Moziena, CyMapHU perdie]] IUTepaType U JUCKycH]ja, COPTBEPCKO PEIICHE

- [Ipenopyxe 3a npaxcy

2. Ycemenn nieo ucnuta: Ondopana ceMUHHApCKOT pajia Ha pakynrety (40 6omoBa)



Mpeanor obnacrtu 3a 3dop Tema

1. Ynpasspame cohTBEpCKUM 3aXTEBUMA Y )KMBOTHOM LHUKIYCY codTBepa (CrenupuIHOCTH
pasnuunTux (paza pa3Boja u oapKaBama copTBEpa)

2. MonenoBame MoCIOBHUX Ipolieca (je3uId, METOIE, )

3. HXemepuHT CII0KEHUX TEXHUYKUX CUCTEMa y KOJUM Cy MHTETPUCAHU COPTBEPCKU CHCTEMHU
,,[IAMETHH * CUCTEMH Yy pa3HUM 00JIaCTUMa IIPUMEHE, UHIYCTPUJCKH CHCTEMU, ...)

4. Metoe 3a IpUKyIUbame COPTBEPCKUX 3aXTeBa: paJInoHuIle, nHTepBjyH, Storyboarding,
Brainstorming.

5. Ynpaipame copTBepckuM 3axteBuma. [Ipaheme codhTBepckux 3axTeBa. YIpaBibame
poMeHama.

6. Kopucauuke npuue 1 arwiiHu pa3Boj codreepa.

7. Kpupame TecToBa Ha OCHOBY Criel(UKannje COPTBEPCKUX 3aXTeB (CIy4ajeBH KOPHIIUEHHa,
KOPHUCHHUYKE IIpHYE, ...)

8. mxemeprHT COPTBEPCKHUX 3aXTEBa Y MUKOCEPBUCHUM apXUTEKTypaMa (I0roBop TemMe y
capajJbu €a JOKAJIHOM copTBepcKOM GUPMOM)

9. Umxemepunr coprBepckux 3axTea y B2B (business-to-business) B2C (business-to-consumer)
nopTajuMa U cucteMumMa (JIOroBop TeMe y capaaibH ca JOKaJIHOM copTBepCKOM (PHPMOM)

10. mxemepuHr cOPT BEPCKUX 3aXTeBa y MaMETHUM cHcTeMuMa (Smart systems, smart house,
smart cities, smart agriculture, ...)

11. CodTBepcKH 3aXTeBH Y KOHTHHYHPaHOM cO(hTBEpCKOM HHXKEHepCcTBY (continuous software
engineering (CSE))

JUCKYCHJA:
#1: Requirements Engineering: Best Practice

HAIIOMEHA

Hakon m30opa obGnactu y Ko0joj OM paamo CEMHUHApPCKU pajl, CTYACHT 3ajeJHO ca HACTaBHUKOM
cnenuduipa teMy paga. CTyIeHTH MOTY caMU MPEJIOKUTH TeMy ceMHHapckor pana. [Ipemior
Teme Tpeba oOpa3oXHUTH, a HAKOH JOOMjeHE CarJIaCHOCTH O] MPEIMETHOT HACTAaBHHUKA, CTYACHT
MOJKE€ PaJIUTH MEATI0KEHY TEMY.
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