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IIpeamer: Ilono6HOCT Teme u kanauaaTa Auune 3axuposuh Cyxomuh 3a u3pamy JOKTOPCKE
JUcepTaiuje

Omnykom 3/121-6 2015. romuHe MMEeHOBaHM cMO 3a wiaHoBe Kommcwuje 3a oreHy Teme H
nonobnocTn kanauaata Auuae 3axupoBuh Cyxomuh 3a m3pany JOKTOPCKE nucepTanuje u
Hay4YHE 3aCHOBAaHOCTH TeMe ,Moxgeau Crowdsourcing-a y maMeTHHM OOpa30BHHM
OKpYXembHma““.

Ha ocHoBy MaTepujana npusoxkeHor y3 3axTeB kanauaata, Komucuja nogHocu cienehu
U3BEIHNITAJ
1. Mogaum o kKaHAUAATY

1.1. Buorpadcxu nomanm

Anmnna 3axupoBuh Cyxomuh pohena je 1988. rommne y bpukom, buX. OcHOBHY wmikomy
wana“ n I'mmuasujy ,,Mema CenumoBuh® 3aBpmmna je y Tysnmu. Jluminomupana je Ha
QakynTeTy AWTHTATHE EKOHOMHje M WH(POPMALMOHUX TEXHOJOTHja Ha AMEpUYKOM
yHuBep3utery y bocau u Xepuerosunu (cmep: Mupopmanuone texnonoryuje) 2011. rogune
ca mpoceyHoM orieHoM 9,24. OnOpaHmiia je TUIUIOMCKH Pajl TOJl Ha3uBOM: ,,MapKeTUHT U
OpeHIMHI CcTpaTeruje y eJIeKTPOHCKOM IOcioBamy. [IUIIOMCKE akageMcke — MacTrep
cTyamje, cMmep EnexkTpoHCKo mocioBame, ynucaia je Ha QakynTeTy OpraHn3alioHUX HayKa y
beorpany mkoncke 2011/12. roaune. 3aBpurHu (Mactep) paj 1Mo Ha3UBOM ,,AHaln3a MoJena
rpynHe kynoBuHe Ha WHrtepHery” onOpanuna je 2012. romune ca oueHom 10 (zecer).
[Ipoceuna omena ocTBapeHa Ha Mactep cryaujama je 10 (mecer). [lokTopcke cryamje,
CTyIUjcKU mporpaMm MHpopmanmmoHH cucTeMH M MEHAMEHT, ynucaina je Ha dakynrery
opranuzaionux Hayka 2013. rogune. TpeHyTHO je CTyHIEHT Jpyre TOAMHE JOKTOPCKUX
crynuja. [lonoxuna je cBUX AEBET UCMUTA HA JOKTOPCKUM CTyHjaMa ca MPOCEYHOM OIEHOM
10 (necer). M3abpana je 2013. roauHe y 3Bambe aCUCTEHTA 3a YKy HayuHy oOnact Jlururaina
ekoHoMHja Ha ExoHomckoMm ¢akynrery YHuBep3utera y Tys3nu u 2014. roguHe y 3Bame
npefaBaya Ha BHCOKO) HIKOMM 3a CaBPEMEHO IOCIIOBame, MH(POPMAIMOHE TEXHOJIOTHje U
TP>KUIIHE KOMYHHKaluje ,,JIHTepHaoHaiHa MocioBHO-MH(OpMaIKoHa akaaemuja’ Tysna
3a y)Ky HayuHy obnact MHdopmaruka, rie je TpeHyTHO U ZamnocieHa. ITocexyje cTpydunu
cepTudUKaT 3a WHCTalalHWjy, KoHpuUrypucame u ympasibawe Microsoft Exchange Server
2010.

1.2. CTeyeHo HaYYHOUCTPAKMUBAYKO UCKYCTBO

VY HactaBky he OWTH TpWKa3aHE HayYHOMCTpPa)XKMBAYKe aKTHBHOCTH KaHIWAATa OJ yIuca
noktopckux cryarja. OHe 00yxBaTajy o0jaBjbeHE paJoBe KaHAMIATA, paJl Ha UCTPAKHBAYKHM
NPOjeKTHMa, JP)Kamke HACTABE, MPETJe]] MOJI0KEHUX UCTIIHTA W 00paHy MPUCTYITHOT paja 3a
u3pajy Aucepraiyje.

Kanmunat je 00jaBuO Ha KOH(epeHIMjaMa U y YacOHMCUMa, O] TOIUHE yIuca JTOKTOPCKUX
CTynHja, mecT panoBa. PagoBu cy u3 o0gacTu ApyIITBEHOT y4€Ha, OJTHOCHO e-00pa3oBama 1
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IPOjeKTOBakba M HUMIUIEMEHTAIlMje MoOJeTa EJIEKTPOHCKOT IOCJOBama. Y OKBHpUMA
pasIMYUTUX Ipyla pajoBa, To cy ciaenehu:

36opunum mel)ynapoauux HayyHux ckynosa (M30):

1. Zahirovi¢ Suhonji¢ A.: Social learning: state and deployment options, 34th
International  Conference on  Organizational ~ Science  Development -
Internationalization and Cooperation, Faculty of Organizational Sciences, University
of Maribor, Portoroz, Slovenija, 2015. (M33).

Yaconucu HaumoHagHOr 3Ha4aja (MS0):

1. Zahirovi¢ Suhonji¢ A.: Poslovni model grupne kupovine, Medunarodno indeksirani
naucno-stru¢ni ¢asopis ,,Poslovni konsultant”, Godina V, br. 22, Tuzla, 2013, pp. 78-
90, ISSN: 1986-5538.

2. Zahirovi¢ Suhonji¢ A.: Determinants of Customers Behavior in Online Group Buying
Markets of The Western Balkans Countries, Medunarodni nau¢ni ¢asopis ,,Economic
Analysis®, 47 (1-2), Beograd, 2014, pp. 175-192, ISSN: 1821-2573 (M52).

3. Zahirovi¢ Suhonji¢ A.: Razvoj modela za implementaciju onlajn grupne kupovine,
InfoM, Casopis za informacione tehnologije i multimedijalne sisteme, 52/2014,
Beograd, 2014, pp. 37-43, ISSN: 1451-4397 (M52).

300pHNIM CKyNOBAa HAIMOHAJHOT 3Ha4aja (M60):

1. Zahirovi¢ Suhonji¢ A., Be¢irovi¢ D.: Finansijski aspekti poslovnog modela online
grupne kupovine, 2. Medunarodni simpozij — Izazovi finansijsko racunovodstvene i
menadzerske profesije u Bosni i Hercegovini — moguénosti i ograni¢enja, FINconsult,
Fojnica, 2014, pp. 216-232. (M63).

2. Zahirovi¢ Suhonji¢ A.: Mogucnosti koristenja drustvenih medija u e-obrazovanju, 3.
Medunarodni simpozij — Priprema BH ekonomije za ulazak u EU, FINconsult,
Fojnica, 2015, pp. 526-543. (M63).

Y4eurhe Ha cTPYYHHM NpPojeKTHMA!

Ha Bucokoj mkonu 3a caBpeMeHO MOCIIOBamke, WH(OpPMAIMOHE TEXHOJIOTHJE€ U TPKUIIHE
KOMYHHKaIuje ,,JIHTepHaloHalHa MOCIOBHO-NHpOpMaLMoHa akagemuja’ Tysna, TpeHyTHO
YUYECTBYj€ Ka0 PyKOBOJMIIALl IPOJEKTHOT TUMA Y IIPOJEKTY:
1. ,,Vuanpehere xonkypenmnocmu dtcena nooysemuuya Kpo3 ynompeoy e-nociosara’,
[Ipojexar ¢unancupan o crtpaHe Amepuuke ambacane y bocHu m XepreroBusu,
2015.

Kanaunar je Ha yxo0j Hay4Hoj obOnactu [lurutamHa ekoHomuja Ha EkoHOMCKOM dakynrery
VYuusepsutera y Ty3nu apxkao BexOe Ha mnpenmeruma: [locioBHa wuHpOpMaTHKa U
Jurutanna exonomuja. Kao mpenaBau Ha BHcoko] IIKONMM 3a CaBpEMEHO IOCIOBAME,
nH(pOpMallMOHE TEXHOJOTH]je W TPXKUIIHE KOMYHUKauuje ,,IHTepHalnoHallHa TOCIOBHO-
uHpopmanrona akagemuja“ Tysma wu3Bogum HactaBy Ha npeaMeruma: [locimoBHa
uHpopmaTrka, Myntumenujcke TexHonoruje 1 OcHOBE MapKeTHHTa M IHTEpHET MapKETHHT.

Cneau cnucak MOJOXEHHX MpeaMeTa Ha JOKTOpCKuUM cryadjama ca oneHama u ECIIb
60o10BHUMa:

HasuB npeamera Ouena ECIIb
EnexTpoHCKO mociioBame 10 (mecer) 10
HHTEepHET MapKeTHHT 10 (necer) 10
MeToolioruja HaydyHO HCTPOKUBAYKOr pajga y TexHmuko- | 10 (mecer) 10




TEXHOJIOUIKHM HayKama
E-o0pa3oBame 10 (mecer) 10
MeTo10710THja HAYIHONCTPAKUBAYKOT paja 10 (meceT) 10
[TocioBHAa MHTENUICHIIN]a Y €JIEKTPOHCKOM MOCIIOBAakY 10 (necer) 10
E-ympaBa 10 (mecer) 10
E-GankapcTBo 10 (mecer) 10
MOOMIHO HOCIOBAE 10 (mecer) 10

Kanmunar je manma 28.10.2015. rogmne ymemHO OA0paHMO MPUCTYIHHU paja 3a H3paxy
JMcepTalrje IOoJ HacloBOM ,Monenun Crowdsourcing-a y mnaMeTHHM OOpa30oBHUM
OKpYyXemhHuma‘,

1.3. Onena HOI[O6HOCTI/I KaHAuaaTa 3a paJ Ha HDe,Z[J'IO)KeHOi TEMHU

VY3umajyhu y 0063up:
— pe3yaTare OCTBapeHe TOKOM JOCATalImher 00pa3oBama,
— WCTpaXuBama Ha TeMy yHampehema Tmporeca IpOjeKTOBama M YIpaBJbamba
JIPYIITBEHHM Y4Y€H-EM W MOJICIIMMa EJIEKTPOHCKOT IMOCIIOBamka Koja cy MmyOJuKoBaHA
Ha HAYYHO-CTPYYHUM KOH(pEpEHIIHjaMa 1 y YaCOMUCHMA |
— HACTaBHH Y MEAArOIIKH PaJl Ha BUCOKOIITKOJICKUM HHCTUTYIIH]aMa,

3akibydyje ce na je AHuaa 3axupoBuh Cyxomuh y NOTIYHOCTH KBaJn(UKOBaHA U
NpUIIpeMJbEHa J]a TEMY JOKTOPCKE IUCEPTallrje CaMOCTATHO HMCTPaXxyje W MPYKH HAYYHO-
CTpY4YHE JOMPHUHOCE y TOj 00JIaCTH.

2. IlpeaMeT M IUJb UCTPAKMBAHA

[IpenMeTr ucTpakuBama y JOKTOPCKO] AUCEPTALMjU j€ Pa3Boj, IPOJEKTOBAKE M IMPUMEHA
Mojiera Crowdsourcing-a y mamMeTHUM OOpa3oBHHM OKpyXKemwHuma. [IpobiieM uCTpaKhBama
Ce OJTHOCH Ha MCIHMTHBamke MOIYhHOCTH MHTerpaluje 1 MpuMeHe KoHienTta crowdsourcing-a,
TEXHOJIOTHja TAMETHUX 00Pa30BHUX OKPYKEHa, MOOMITHIX TEXHOJIOTH]ja, CHCTEMA 33 YUCHE U
JpYLIITBEHUX MEJMja, Ka0 OCHOBA 3a yHampeheme eneKTpOHCKOT 00pa3oBama y aKkaJeMCKOM
okpyxemy. [locebaH HM3a30B ce 0JHOCH Ha UCTPAKMBambe€ MOIYhHOCTH MPUMEHE MOOMIIHHUX
TEXHOJIOTH]ja y yIpaBibamby Crowdsourcing-om ga Ou ce yHampeauian oOpa3oBHU IMPOLECH,
3HakE U KOMIIETEHIIM]€ CTY/IeHaTa, Kao U lbUX0Ba Mel)ycoOHa capajma.

Crowdsourcing je HoOBa mapaaurMa 3a CTBapame HH(popMamnuja W u3BOheme 3HamA.
Kapakrepuiry ra MmMo3uB OIUPOKOM KPYTy TOjeIMHAIA, OAHOCHO YMPEXKEHO] TPYIH JbYIH
(crowd), otBopeHOCT mpema Tpymu W yuemihe Beher Opoja mojemuHaia. Y eIeKTPOHCKOM
o0pa3oBamy YMpeKeHa Tpyla ce OIHOCH Ha CTylaeHTe, a y onpehenum crowdsourcing
NpOjeKTHMa MOTY C€ YKJ/bYYHUTH W CIOJbHU capagauid. L{wsb crowdsourcing-a je ma ce
WCKOPUCTH CapaJHUYKH paj, 3ajeMHUYKH IMJbEBH M Kojabopalja CTyaeHaTa, OJIHOCHO
IbUXOBAa KOJICKTHMBHA WHTEIUTEHIIM]ja W3TPAIkbOM OpraHU30BaHE OHJIAJH 3ajeqHuIe. Y
aKaJeMCKOM OKpY)Kemy Crowdsourcing tpeba mocmarpatd Kao HaArpadmy Ha moctojehe
cucreMe o0pa3oBamba Ca OCHOBHOM CBPXOM Jla C€ YHAaIlpeau TIpolec oOpazoBamba U
no0oJblajy pesyiTatd yuema cryaeHara. Crowdsourcing omoryhaBa HOBe MPHCTYIIE
MU3ajHUpamy CTYIWJCKUX MporpaMa W cuiadyca, OpraHHM3alljd HAcTaBe W MOAy4aBama,
yaemy, Kpeupamy OOpa3oBHHX caJpkaja, Kpeupamy caapkaja yIOeHWKa W Jpyre
nuTepatype, npahemy HampeTka CTydeHaTa, OpraHu3alUju HAYYHOHUCTPAKUBAYKOT paja,
aJIMUHHUCTpUpamy cTyleHaTa u ci1. Crowdsourcing mojactiue KoJiabOpaTHBHO yYeHe, TaKo
MITO Cy CTYOEHTH Yy aKTUBHO] HMHTEPAKIHju, MOTY Ja JAelie Hjaeje, 3Hame M BEIITHHE,
BUPTYyEIIHE U (U3MUKE pecypce, /1a OIlemyjy oJpeheHe aKTUBHOCTH W cCaapxkaje, UMajy
MOryhHOCT T1acama u CiI.



VY akaJleMCKUM OKpYXemHMa, Koja KoprcTe Crowdsourcing, yobudajeHa je meropa nmpuMeHa
myTeM HaMEeHCKe BeO IuiatpopMe Kao IMJBHO YCMEPEHOT TIOJCTHIAkha W CTBapama
KOJICKTUBHE WHTeNUreHruje. Ha oBaj HauMH ce MOJalM TEHEPHINy aKTUBHUM ydemrhem
CTyJIeHaTa (3Hame, HJieje, CTABOBH U CII.). YBOhHEHEM MOOWJIHHMX TEXHOJIOTHja Y KOHIICTIT
crowdsourcing-a (MoOmiHH Crowdsourcing) mMory ce HpUKYIIMTH ¥ CEH30PCKH TeHepUCAHU
NOJallK, IITO JOMPHHOCH MPOIIUpEHY (GYHKIMOHATHOCTH Crowdsourcing-a. CeH3opcku
TeHHCAHHU TO/IallM IPEICTaBJbajy OCHOBY KOHIICTITA TAMETHUX 00Pa30BHUX OKPYKEHA.

[TameTHa 0Opa3oBHA OKPYKEHa CE YIIIABHOM pealin3yjy Ha OCHOBY TexHoJsoruja MHTepHeTa
untenureHTHUX ypehaja (Internet of Things). Taksa okpykemwa ce Ha3MBajy MAMETHH KaMITyC,
NaMETHU YHUBE3UTET, MaMeTHAa 3rpaja, NamMeTHa YYHOHHIIA, NaMeTHa OWOJIMOTEeKa W CIL
WutepHer mHTENMreHTHUX ypehaja moBesyje, OJAHOCHO yMmpexkaBa cTBapu u ypehaje u3
pEaNTHOT CBETa ca CTBapuMa U3 BUpTYyesHor cBeta. [loganu n nHpopManmje Koje oBu ypehaju
reHepuinry omoryhasajy eKkocucTeMrMa aMeTHUX 00pa30BHUX OKPYXKema Jia IOHOCE OITyKe,
npeHoce uHbopMaluje Wik aajy oapehene mporpamupane komanae. MoOWIHE TEXHOJIOTH]E
Cy IPOY3pOKOBaJIe M0jaBy MOOMITHMX €KOCHCTeMa MaMETHUX 00pa30BHUX OKpYyKema. TakBu
€KOCUCTeMH TPEeJCTaBJbajy 3ajeJHUUYKy IIaThopMy Koja MOBe3yje pa3inuuTe MOOHIIHE
ypehaje u omoryhaBa um jga ce eduKacHO TMOBEXKY U jeie mHpopMairje. ApXUTEKTypa
MOOWJIHOT ~ €KOCHCTEMa  IaMETHHX  OOpa30BHUX  OKPYXKEHa, IOped  OCHOBHHUX
(GYHKIIMOHATHOCTH, Tpeba fa oMOryhin M MOJAPIIKY yIpaBibaky CHCTEMOM Crowdsourcing-a
BHCOKOOOPa30BHUX UHCTUTYIIH]A.

VYupasibame Crowdsourcing-oMm Moke MMaTH JiBa aclekTa: (YHKIHOHATHH W TEXHUYKH.
OyYHKIIMOHAIHO YIIpaBJbamke Crowdsourcing-oM mojapasymeBa yrpaBibambe KOJabopaTHBHOM
MpPEKOM KOja oJpakaBa OJHOC u3Mel)y ydecHUKa (BUCOKOIIKOJICKAa MHCTHTYIIHM]A, CTYICHTH,
CMOJbHU capagHuii) U crowdsourcing mpo6siiema. OBH OJHOCH MOTY OWUTH XHMjEpPapXHjCKH U
pPaBHONPAaBHU, & MOTY C€ NMPOBOAMTH y OTBOPEHO] MJIHM 3aTBOPEHO] KOJIAOOPATHBHO] MPEXKH.
TexHUYKH acHeKT ympaBibamba Crowdsourcing-om Mo)ke ce TMPOBECTH IyTeM pas3Boja
HAMEHCKE WM HWHTerpucane Iuiardpopme crowdsourcing-a. Murerpucana miaardopma
crowdsourcing-a Tpeba Jaa wuMa (QYHKIHMOHAIHOCTH  Koje omoryhaBajy — ymnpaBlbame
KOJ1a0OpaTUBHOM MpEXOM M CIIOJbHY KOMYHHUKAIM]y 'ca JApyruM Iuatgopmama (HIIp.
wiatrpopma MHTepHeTa uHTeNWreHTHUX Yypehaja), ammukanujuma (MOOWIIHE AaMMKalluje,
JPYUITBEHH MEIMjU U CII.) U ypehajuma. VzBoheme 3Hama u3 Crowdsourcing momaraka tpeda
NPUJIAroJUTH KapaKTepUCTHKaMa M0/1aTaKa, TaKo Jja ce MOTY KOPUCTUTHU PA3IUUYUTH aJlaTH 3a
data mining winm aHaIMTHKY BelMMKHUX mojaraka. Crowdsourcing 3axTeBa M pa3iHuUTe
METpUKEe Kako OM ce MepHuo KBAIUTET Crowdsourcing mpojekaTa ¥ MeToja 3a YIPaBbarme
crowdsourcing-om. Crowdsourcing mpojekTd ce MOTy eBalyHpaTd Ha OCHOBY Pa3IMUUTHX
METpHKa KOje MOry Ja Mepe obelexja CTyAeHaTa-yueCHHKa, KBAJIUTET KojabopaTHBHE
Mmpexe, mepdopmaHce HaMeHCKe Crowdsourcing miaardopme, caapKUHYy WHHIIMjaTHBA,
pesyiTare peliaBama npodieMa, HCXOe yuerma U Cll.

[MpuMapHu 1HJb UCTPAXKHUBaa je pa3Boj Mojena Crowdsourcing-a y maMeTHuM OOpa3oBHUM
OKpyXemuMa, Te¢ yTBphHuBame MOTyhHOCTH mpHMeHe - Mojena crowdsourcing-a vy
BHCOKOIIIKOJICKUM HWHCTUTynHjama. [{uib pama ce peanmusyje Kpo3 NPUMEHY MOjena
crowdsourcing-a y mamMeTHHM OOpa3OBHHUM OKPY)KEHHMa W H3TPaaiby  MHTETpUCAaHE
mwiatopme 3a crowdsourcing. Pa3soj mojmema crowdsourcing-a y maMeTHHM OOpa30BHHM
OKpykemHrMa oOyxBaTuhe:
— Cucremarusainjy mpHucTyna Crowdsourcing-y mnpHMEHJBMBHX Ha 00pa3oBHA
OKpYXKEHa;
— MWnpentudukaimjy CTpYKTypHUX W (DYHKIIMOHAIHUX YHHHJIAIA TAMETHUX 0OpPa3OBHUX
OKPYKEHa;
— VYrBphuBame 3aaaraka/mpeamera Crowdsourcing-a y o0pa3oBHUM OKPYXCHHMA;



Hedunucame mnpoueca u crBapu (o0jekata) y OKBUPY IaMeTHHX OOpa30BHUX
OKpY’Kerba Koje MOy OuTH mpeamMeT crowdsourcing-a;

CrpykTypupame  KOJIaOOpaTUBHE  apXUTEKType H  KOJIAOOpaTUBHE  MpexKe
crowdsourcing-a;

Wsrpaamy uHTErpricane miatdopme 3a crowdsourcing;

HcnuTrBame orpaHuueiha U c1ad0CTH HHTErprcane miatdopme 3a crowdsourcing;
Wnentudpukanmjy KOMyHUKAIIMOHMX KaHajga crowdsourcing-a y oOpa3oBHUM
OKPYXEHHUMA;

Cucremarusaijy BpCTa I[ojlaTaka Koje TeHepuiie MoOWIHM Ccrowdsourcing y
IAMETHHM 00Pa30BHUM OKPYKCHUMA;

M360p aieKBaTHOT TEXHOJOIIKOT Pellieha 3a MOoAPIIKY crowdsourcing-y;
HcnutrBame MeTo/1a 3a yrpaBibambe Crowdsourcing-om;

Amnanu3zy crowdsourcing ouemrBama 0J1 CTpaHe CTyeHaTa U/WIIM HaCTaBHHKA,
JlebuHrcame KIbydHUX METpHKa neppopMaHcu Crowdsourcing cucrema y maMeTHUM
00pa30BHUM OKpYKEHUMA.

HajBaxxauju musbeBU Koje Tpeda mocTuhu y OKBUPY UCTPAKUBAA CY:

[loBehame cremena 3Hama W BEHITUHA CTyACHATa IMPUMEHOM TEXHOJIOTHja 3a
crowdsourcing, MaTepHeTa MHTETUIeHTHUX ypehaja, MOOMIHKX U BeO TEXHOJIOTH]A,
CHCTEMa 3a y4eHe, TEXHOJIOTHja APYIITBEHUX MEAN]ja U CIL.;

[ToOospliathe HayMHA OPraHW30Bamkba HAcTaBe MNpPUMEHOM Crowdsourcing-a vy
IAMETHUM 0Opa30BHUM OKPYKECHUMA;

[NoacTuname K0IabOPaTUBHOT yUemha CTYACHATA;

[ToGospiiarbe  ePUKACHOCTH JeJbeHha BUPTYEIHHX XapABEPCKUX —pecypca H
cO(TBEpPCKHX CEpBHCA O] CTPAHE CTyJCHATa U HACTABHUKA,;

[ToBehame MoTHBalMje W 3a0BOJBCTBA CTyACHATa Kpo3 ydemihe y crowdsourcing
NPOjeKTHMA;

VYHanpeheme ynpaBbamba pecypcuMa, IMPOCTOPOM M BPEMEHOM y MaMETHUM
00pa30BHUM OKPYXKEHHUMA;

Kopumheme MHOBaTHMBHUX TPHUCTYNA Yy KpeWpamy KIHTa, CTYIUjCKUX TIporpama,
Bohjemwa OemelIKy, peuHrKa, JeKCUKOHA U CJ1.;

VYHanpeheme epukacHOCTH U e(peKTUBHOCTH 00pa30BHUX IpOIECa.

C 003upoM Ha MMOCTaBJ/bEHE LINJbEBE NCTPAKMBAHA, 3aJalll HCTPAKHUBAKA CY:

Amnanu3za nocrojehux mopena crowdsourcing-a u yrephuBame MOTyNHOCTH MpUMEHE
MoJiesia Crowdsourcing-a y maMeTHUM 0O0pa30BHUM OKPYKEHHMA;

Vr1BphuBatbe MOryhHOCTH MpuUMeHe Mojena Crowdsourcing-a y BHCOKOIIKOJICKHM
UHCTUTYLIMjaMa;

Amnanusa nocrojehux copTBepckux ruaTGopmMu 3a Crowdsourcing mpuMeHJbHBUX Ha
00pa30BHO OKPYKEHE;

Mogenupame uHTErprcane miardgopme 3a nmpumeHy Crowdsourcing-a y mamMeTHHM
00pa30BHUM OKPYKEHHMA;

Wnentudukaiuja IpyuHIMIIA 3a JU3ajHEpame HAMEeHCKe crowdsourcing rutatdopme y
aMETHUM 0Opa30BHUM OKPYKEHIMa;

YTBphuBame QYHKIIMOHATHOCTH U MOTYhuX periema 3a MOOMIHM Crowdsourcing;
Ananu3a MOryhHOCTH JPYIITBEHHX MEIHja M CHUCTEMa 32 yNpaBJbalkbe YYCHEM Kao
HayMHa 332 UMILUIEMEHTAIUjy CrOwdsourcing-a y maMeTHUM 0Opa30BHUM OKPYKEHUMa;
[IpojekToBame apXUTEKTYpe MHTETPUCAHOT CHCTeMa Crowdsourcing-a y maMeTHUM
00pa30BHUM OKPYKEHHMA;

[lpumena wuHTErpHucaHor wmojena Crowdsourcing-a y maMeTHHM 0Opa30BHUM
OKPYXCHUMA;



— VYTBphuBame orpaHuueHa U CIIA00CTH UHTETPUCAHOT Mozeaa crowdsourcing-a;
— MHcnurtuBame epUKaCHOCTH METO/A 3a yIpaBibame Crowdsourcing-om;

— Mogenupame KbYYHHX METpUKA 3a Mepeme €(PEeKTUBHOCTH U e(PUKACHOCTU
crowdsourcing Mojerna y maMeTHUM 00pa30BHUM OKPY)KEHHMA.

Pesynratu oBor ucrpaxkuBama nonpuHehe yHanpehewmy eduxacHocTH U e(hEKTHUBHOCTH
00pa30BHUX Mpoleca. Mory ce UCKOPUCTUTH 3a YCIOCTaBJbalkhe KOJA0OpaTHUBHE MPEXKE U
npuMeHy crowdsourcing wmogena |y pelaBalkby pealHHX —3ajJaTaka M npoOsiema
BHCOKOIIIKOJICKUX HHCTUTYIIH]A.

Hayunu 1usb paja ce ornesa y aeuHrcamy MoJea ¥ METO/a 3a mpuMeHy crowdsourcing-a
y TaMeTHHM OOpa3OoBHHM OKpyXemuMa. Pesynratu wucTpakuBama he JTONpHHETH
dbopMaM3anuju ¥ CTaHAApAM3aIldjd TIpolieca MPOjeKTOBamka M HMILIEMEHTAllMje MOjela
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3. Iosa3ne xumorese

['maBHa xunoTte3a koja he OuTH TecTupana y pany rjiacu:

Pa3zBojeM u mpumMeHOM Mojena Crowdsourcing-a y maMeTHUM OOpa3OBHHM OKPYXKEHUMa
yHarpel)yjy ce nepdopmaHce U KBUIUTET 00pa30Bama, oBehaBa ce MOTUBUCAHOCT CTY/I€HATA
1 1000JbIIaBa]y C€ KOHAYHU Pe3yaTaTH 00pa30BHOT Mpolieca.

[TocebHe xumoTese y UCTPaXXKUBABY CY:

X1. Moryhe je pa3BUTH U YHAOPEeOUTH CHUCTEM MNepHOpMaHCH U (PYHKIMOHATHOCTH
EIIEKTPOHCKOT 00pa30Bama KOjH je 3aCHOBAaH Ha MHTErpaiuju Crowdsourcing-a u TeXHoJIoruja
MaMeTHUX 00pPa30BHHUX OKPYKEHaA.

X2. HWarerpucanu cucteM Crowdsourcing-a y naMeTHHM OOpa30BHHM OKpYXEHUMa
JMPEKTHO U TIO3UTHBHO YTHYE HAa KBAJUTET 00OPa30BHOT MpOoIIEca.

[TojennHayHe XUTNOTE3€ Y HCTPAKUBABY, KOjUMa ce pa3pal)yjy moceOHe Xunorese cy:

X1.1. Moryhe je pa3BuTH WHTErpHUCaHH CHCTeM Crowdsourcing-a y mamMeTHUM 0Opa3OBHUM
OKpYXXemuMa, npuiarol)eH morpedama cTyaeHaTa, HACTaBHOT 0c00Jba M MCHAIIMEHTA.

X.1.2. Ynpasbame K01a0OpaTHBHOM MPEXKOM W HaAMEHCKOM Iuiatdopmom 3a crowdsourcing
HpEICTaB/ba KJbYUHY IETEPMHHAHTY e(PUKACHOCTH HHTErpHcaHor Crowdsourcing cucrema.
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X.1.3. Mob6unne TexHonoruje omoryhasajy yHampehemwe nepdopmancu crowdsourcing-a y
aMETHUM OOpa30BHHUM OKpPYKEHHMA.

X.1.4. JlpymTBeHHM MeAMjU TPEACTaBIbajy aJEKBATHO OKPYXKEHE 32 HMIUIEMEHTALU]y
crowdsourcing-a.

X.1.5. Wurerpucanu cucrem Crowdsourcing-a y mnaMeTHHM OOpa30BHUM OKpYXKCHUMa
MO3UTHUBHO yTHYE HA 00pa30BHE, HCTPAXUBAYKE M aIMUHHCTPATUBHE IpoIlece, NojayaBajyhu
WHAUBUAyaIHE MOTYNHOCTH M CIIOCOOHOCTH CTyAC€HaTa W MOACTHYyhH KojaabopaTWBHO
yUeHe.

X.1.6. Ilepdopmance WHTErpucaHor cucrema Crowdsourcing-a y mamMeTHUM OOpa3OBHUM
OKpYXemhHMa Cy yKial)eHe ca 3aXTeBUMa JOCTYITHOCTH, CKJIA0MITHOCTH M 6€30€THOCTH.

X.2.1. Moryhe je peanu3zoBaTu eBalyalljy KBaJuTeTa HHTEIPUCAHOT Mojiena crowdsourcing-
a y MaMeTHUM 00Opa30BHUM OKPYKEHHMA.

X.2.2. Crynmentu octBapyjy OoJbe pesynrare oOpazoBama Yy yclIoBHMa Kopulihema
UHTErPUCAHOr CHcTeMa Crowdsourcing-a y maMeTHUM 00pa30BHUM OKPYKEHHMa Y OJHOCY Ha
CTaHJApIHO ENEKTPOHCKO 00pa3oBame.

X.2.3. O6pa30BHH MPOIIEC KOjU YKIbYUYje HHTETPUCAHN CUCTEM Crowdsourcing-a y maMeTHUM
00pa30BHUM OKpYXEHHUMa MO3UTUBHO YTUYE HA MOTHBALM]Y U MHTEPECOBAE CTyJICHATA 32
yUeHe.

4. HayuyHe MeTO/Ie HCTPAKUBAHA

VY ucrpaxuBamy he ce KOpUCTUTH paznuuuTe HaydHe Mmeroje. O OMITEeHayYHUX METO/a
LEHTpaJIHO MecTo he MMaTu MeTona MoJenupama, JOoK he ce joll KOPUCUTU XUMOTETUYKO-
JIeyKTHBHA, aHAJTMTUYKO-ACIyKTUBHA M CTaTUCTHYKa Merona. Merona Mmonenupame he ce
KOPHCTHTH NPUIIMKOM JIM3ajHUPaka U U3pajie MOJIea 3a UMIUIEMEHTaIjy crowdsourcing-a y
aMeTHUM OOpa30BHUM OKpY)KemHMa. XHUIIOTETUYKO-JelyKTUBHA MeTo/1a he ce KOpUCTHTH
INPUIMKOM YCIIOCTaBJbalba TEOPHUJCKOI KOHLENTA MaMETHUX OOpa30BHUX OKpYXKeHa KOjH
Tpeba na wmHTerpuiie nocrojehe pecypce M BHCOKOOOpPa30BHE aKTHBHOCTU Ca MOJCIHMA
crowdsourcing-a TNPUMEHJBHBEM y OOpa30BHOM OKpYXEHY. AHAIUTHYKO-IETyKTHBHA
MeToja he ce KOPUCTUTH MPUIMKOM aHalu3€ MocTojehuX peliema MmaMeTHUX OOpa30BHUX
OKpyXema, nocrojehnx mojena crowdsourcing-a, HameHckux crowdsourcing miatdopmu,
MOOWJIHUX TEXHOJOTHja W JPYUITBEHUX MeaWja MOTOJHMX 3a 00pa3oBHE Mpolece U
okpyxkema. CrarucTuuka MeTroAa he ce KOPUCTUTH NPUIMKOM Mepema  pPeleBaHTHUX
napameTapa U aHajiu3e I0OMjeHuX pe3ysTaTa eKCIIepUMEHTA.

VY ekcnepuMeHTaqHOM Jeny he OWTM WU3BpIIEHa e€BalyalMja pa3BUjeHOT Mojena 3a
UMIUIEMEHTAIMjy Crowdsourcing-a y maMeTHUM 00pa3oBHUM OKpyxewrnMa y JlabopaTopuju
3a eNeKTPOHCKO MociioBakbe Ha DakynTeTy OopraHM3alMOHUX Hayka y beorpany u Bucokoj
IIKOJIM 32 CaBPEMEHO IOCIIOBame, HH()OPMAIOHE TEXHOJIOTH]E ' TPXKHITHE KOMYHHKAIHje
»~/IHTepHallMOHaIHAa TmOCIOBHO-UHpopManMoHa akajgemuja“ Tysna.. YV  crnpoBohemy
eKCIepUMeHTa KopucTuhe ce mocrojeha uH(]pacTpykTypa " MamMeTHOT . OKpYXKema Ha
dakynTeTy opraHu3allMOHUX Hayka y beorpany, a og codTBepckux peuiema Kopuctuhe ce
HaMmeHcke Ttuatdopme 3a crowdsourcing, MOOWIHE arMKanuje, — JAPYIITBEHH MEIH]jH,
CHCTEMH 3a yuewme U cil. JloOujeHn pe3yiTaTu eKcrepuMeHTa Tpeba J1a MOTBpIEe TeHepaiHy
XHUIIOTE3Y O MO00JbINay 00pa30BHOT Mpolieca MPUMEHOM Crowdsourcing-a u TEXHOJIOTH]ja 3a
dopmupame MaMeTHUX OOpa3oBHUX OKpyKemwa. KBaiuTer wuMIUIEMEHTaluje Mojena
crowdsourcing-a y maMeTHHM OOpa30BHHM OKpYXemHMa he ce OIEHHBATH HAa OCHOBY
00jeKTUBHUX U CY0jeKTUBHUX METPHKA.

AHanuza pesyiTara HUCTpaXuBama he ce M3BPIIUTH KopullhemeM KBAHTUTATUBHUX H
KBAJUTATUBHUX MeToja. OJ KBaHTaTUBHMX MeETOAa KOpHCTHhe ce CTaTUCTUYKE METOJE.
PaszyraTtu uctpaxuBama 6uhe npezentoBanu rpadpuyku u tabenapHo. Mcrpaxxubame he Outu
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UHTEPAUCIUILITUHAPHO, 00yxBaTnhe MH(OPMATHKY, pauyHapCTBO, COLUOJIOTH]Y, MEAarorujy
Y TICUXOJIOTH]Y.

5. O4yekHBaHM HAYYHH JAONPHHOC

Haj3navajHuju JompuHOC JOKTOpPCKE nucepTaindje Omhe pa3Boj Mojmena 3a MPUMEHY
crowdsourcing-a y mamMeTHUM OOpa30BHHMM OKPYXCH-MMa H EJIEKTPOHCKOM 00pa3oBamy
BUCOKOIIKOJICKMX WHCTHTYIHWja. DUHATHHM pe3ynTaTr HCTpaxKhBama Ouhe MMIUIeMEeHTHpaHa
crowdsourcing oopa3oBHa mardopma y KOHKPETHUM BHCOKOIIKOJICKAM MHCTUTYIHjaMa.

Pesynraru ninanupaHor uctpaxuBama he uMaTH CBOj TEOPUJCKH HAYYHH JAOMPHUHOC, CTPYUHH
JOTIPUHOC, Ka0 U JPYIITBEHU JOTIPUHOC.

OuyekuBaHU HAay4YHH OOIPHUHOC PE3YyJITaTa INIaHUPAaHOT UCTPpaXKMBakba Orji€aa CC y:

Konuenryanuzamuju  npumeHe Crowdsourcing-a y mamMeTHHM  OOpa30BHUM
OKPYXCHUMA.

Pa3zBojy wMozgena apxuTekrype u = HMHOPACTPYKType HMHTETPUCAHOT  CUCTEMa
crowdsourcing-a y maMeTHHUM 00pa30BHUM OKPYKEHHMa.

@dopManHOM OIKCY HHTETPUCAHOT MOoJiesia Crowdsourcing-a y naMeTHUM 0Opa30BHUM
OKPYXCHUMA.

Mogaeny uHTEerpauje Crowdsourcing-a ca MOOMIHMM TEXHOJIOTHjaMa, CUCTEMHMa 3a
y4CHE U JPYIITBEHUM MEIUjUMA.

Pa3Bojy meromosoruje 3a mpumeHy Crowdsourcing-a y mamMeTHHM OOpa3OBHUM
OKPYXCHUMA.

Pa3Bojy konabopatuBHe Mpexe crowdsourcing-a.

Pa3Bojy MeTpuka kBanureTa neppopmancu Crowdsourcing-a y naMeTHUM 00pa3oBHUM
OKPYXCHUMA.

OuyekuBaHU CTPYYHHU JOIMPHUHOC IIJIAHUPAHOT' UCTPAKHBAKA ornenahe cey cnez[eheM:

Vr1BphuBatby MoryhHocTH mpuMeHe HHTerpucaHe miatdopme 3a crowdsourcing y
AaMETHUM aKaJIEMCKUM OKpYKeHhHMa.

Vr1BphuBary HauMHa peanu3aiumje Crowdsourcing-a myremM HaMmeHCKe uaTdopme.
Cucremaruzanyji HaydYHUX M CTPYYHMX 3ajaTaka U nocrojehux pemema y noapydjy
crowdsourcing-a IpruMeHJbUBHX Ha 00pa30BHA OKPYKEHA.

AHanu3u MOOWJIHHMX TEXHOJIOTHja TOTpPeOHHMX 3a peanm3anujy crowdsourcing-a y
aMETHUM 0Opa30BHUM OKpPYKEHHMA.

AHau3M TpUMEHe JAPYUITBEHUX MeAWja M CUCTeMa 3a y4yeme y HMIUIEMEHTAlUjU
crowdsourcing-a.

[Iperneny u aHaiM3a TEXHOJOTWja MOTPEOHUX 3a HMIUIEMEHTALM]y IaMETHUX
00pa30BHUX OKpY)K€Ha 3aCHOBaHMX Ha VIHTepHeTy HHTENUIreHTHUX ypehaja u
OC)KMYHUM TEXHOJIOTHjaMma.

[Iperneny u aHanM3a TEXHOJIOMIKMX pellekha MOTPEOHUX 32  UMIUIEMEHTAIHjy
crowdsourcing-a y o0pa30BHUM OKPYKEHHUMa.

JpyluTBeHH JONPUHOC pe3yiTara HCTpaKuBamba OJHOCH ce Ha ~MOrYhHOCT pellaBama
Pa3IMuUTUX OPYIITBEHUX MPoOsieMa, OJ KOJUX Cy HajBaKHUjU:

Adupmanyja yBohema naMeTHUX 00pa30BHUX OKPYKEHa Y BUCOKO 00pa30oBame KaKo
O0u ce yHampeausio U 00OraTHIIO OKPYKEHeE 3a yUeHhe M MCKOPUCTHIIA KOJEKTHBHA
MHTEINTEHIINja CTy/IeHaTa 3a CTBapame 3Hama 1 yHanpeheme yuema.

Adupmanuja npuMene crowdsourcing-a y oOpa3oBHHM OKpYyXEHHUMa Kako OM ce
yHaIpeauo o0pa30BHU MPOLIEC, YUCHE, BEITHHE U MOTHBAIMja CTy/IeHaTa.

13



— VYTBphuBame mnoTeHnMjama 3a yHampeheme KOHKYPEHTHOCTH BHCOKOIIKOJICKHUX
WHCTUTYIMja y TJIOOATHOM OKPYKEHhY YCBajalbeM KOHIENTAa MaMETHUX OOpa30BHHX
OKpYXEHa 1 IpuMeHe MoOmHOT Crowdsourcing-a.

— MoryhHocT kopumihema pe3ynrata UCTpaKWBama OJI CTPaHE JIPYrHX OOpa3OBHUX U
MOCJIOBHUX CHUCTEMa 3aMHTEPECOBaHUX 3a YyBoheme IIHTepHETa WHTEIMIEHTHHX
ypehaja, kopuiiheme Mozena Crowdsourcing-a u MOOMITHHX TEXHOJIOTH]a.

6. Ilan ucTpakuBama U CTPYKTYypa paaa

[Tnan ucTpakuBama JOKTOPCKE JUCEpTaIldje prKasaH je y cienehoj Tabenu:

daza 3amarak MeToae, TeXHHKE, CTAHAAPAH
Anammza moctojeher | - Ilpukymspame napOpManmja u - [IperpaxxuBame Hay4dHE
CTama M JIOCATAIIBUX aHanm3a nmocrojeher crama, Kao 1 JTUTEepaType
pe3ynrara JIOCAAIIBUX pe3yJiTaTa - [IperpaxuBame O6a3a momaraka
UCTpaKUBakba UCTpaXKUBamba y pa3Bojy u - [IperpaxkuBame cTpyuHe

MUMIUIEMEHTAIN] 1 TAMETHUX
00pa30BHUX OKpPYKEHa
CucremaTu3alyja v aHaIu3a
noctojehnx Mozmena
crowdsourcing-a mpuMeHbHBUX
Ha 00pa30BHA OKPYKCHha

JUTEpaType
- IlperpaxuBame HTEpHET
caapxaja

IIpenior Mmozena

Moaenupame apXUTEKType
cucrema

Mogenupame HHPpacTpyKType
[IpojexToBame COPTBEPCKUX
XapABEPCKUX KOMIOHEHTU
cucrema

Mopenupame UHTETPUCAHOT
cucrema crowdsourcing-a y
aMETHUM 00pa30BHUM
OKPYKCHUMa ca MOOMITHUM
TEXHOJIOTHjaMa, CHCTEMHUMA 32
YIIPaBJbaAbE YICHEM U
JPYIITBEHUM MEAHMjUMa

- Merozne npojexToBama nporeca
Y aKTUBHOCTH HHTETPHUCAHOT
cucrema crowdsourcing-a

- Merozne npojekToBama
ApXUTEKType U HHPPACTPYKTYpe
WHTETPUCAHOT CHCTEeMa 32
crowdsourcing

- Mogaenu ynpasspama
crowdsourcing-om

- Mertojie npojeKTOBamba ITaMETHUX
OKpYXKeHha

- 'llegaromku mpucTynu
KOJa0OpAaTUBHOM YHEHY

IlocraBibame - Kongurypucame undppactpykrype | - Hamencke miardopme 3a
XapaBEePCKO- 3a HHTETPUCAHU CHCTEM crowdsourcing
codrBepcke crowdsourcing-a - Paznuuutu ceHzopu u
UHpaCTPYKType - WuTterpanuja MoOHITHIX WHTEJIUTEHTHY ypehaju

TEXHOJIOTH]ja, CUCTEMA 32
YIPaBIbabe YUCHEM U
APYIITBEHUX ME/Nja Yy CUCTEM
crowdsourcing-a y maMeTHUM
00pa30BHUM OKpYKEHHMa
TecTupame mocraBbeHe

UHPPaACTPYKType

- TInarpopma MuTepuera
WHTEIMTeHTHUX ypehaja

- MoOuiHe TexHoIoTHje U
aruiMKaluje

-+ JIpyluTBEeHH Meauju

- Cucremu 3a ynpaBibambe YUeHeM

IIpumena mozena 3a

TecTupame 1 UMILIEMEHTAIIH]a

- Meroze yrpaBibamba HPOILECOM,

UMIUIEMEHTALH] Y pa3BHjeHe METOIOJIOTHjE M MOJIeNa |  calapXKajuMa M aKTHBHOCTHMA
crowdsourcing-a 'y - Umnnemenranuja Mozena 3a crowdsourcing-a
MaMETHUM crowdsourcing-a y maMeTHHM - Bepuduxkanyja u Banuaaiyja
00pa3oBHUM 00pa30BHUM OKPYKEHHMa - Craructuuke MeTose
OKpYKEHhHMa - AHanm3za pesynrara IpuMeHe 1 - KomnaparuBna ananmsa
KOPEKTHBHE Mepe
3akspydak - AHanm3za mpeIoKeHor Mosiena 3a | - AHanm3a
UMIUIEMeHTanujy crowdsourcing-a | - Cunresa

[Tpeasior Oynyhux ucTpaxuBama
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OKBHpHO, CTPYKTYPY IOKTOPCKE TUCEpTallije caunmbaBaia Ou cieneha mormasiba:

o

VBon
e [IpoOnem ucrpaxxupama
e [Ipenmer ucrpaxupama
e I[[usbeBu ucTpaxuBama
e lcrpaxxuBayke XUnorese
e Meroznonoruja uCTpakuBamba

e CrpyKTypa 1 OpraHuzaigja paua
EnextpoHcko 00pa3oBame y maMeTHHM 00pa30BHUM OKPYKESHHMa

e [lojam, cagpkuHa U BPCTE MAMETHUX 0OPa30BHHUX OKPYKEHa

e CuHcTeMH eIeKTPOHCKOT yUeHa

e MoOumHo oOpa3oBame

e JIpyImTBEHO M KOJIA0OOPATUBHO YYCHE

e TexHoJorHje 32 UMIUIEMEHTAIU]y TTAMETHUX 00Pa30BHUX OKPYKEHha
Teopujcke ocHoBe crowdsourcing-a

e [lojam u caapxuHa crowdsourcing-a
Merone u TexHuKe Crowdsourcing-a y o0pa3oBHUM OKPYKEHHMa
Crowdsourcing y elekTpoOHCKOM 00pa30Bamy BUCOKOIIKOJICKUX HHCTUTYIIH]a
VYrpassbame Crowdsourcing-om y BACOKOM 00pa3oBaiby
TexHosorrje W ajgaTd 3a pa3BOj W HMIUIEMEHTanujy crowdsourcing-a y
aMETHUM 00pPa30BHUM OKpPYKEHHUMa
Mogenupame cuctema Crowdsourcing-a y maMeTHUM 0Opa30BHHM OKPYKEHUMA

e Amanu3za nocrojehux mojena
Mopenupame apxUTeKType HHTErPHCaHOT cucTemMa crowdsourcing-a
Moaenupame nHdpacTpykType
Moenupame KJbydHHX 00pa30BHUX Ipolieca yrnorpedboM crowdsourcing-a
WuTterpaiyja cepBrica W ariMkaiija cuctemMa Crowdsourcing-a y maMeTHUM
00pa30BHUM OKpYyKEHUMa
NmrutemeHTalmja pa3BujeHor Mmoaena crowdsourcing-a

e [IpojexTHU 3aXTEBU

e [IpojexToBame U MMIUIEMEHTAIIM]a PEIICHa

e AmnHanu3a MOCTUTHYTUX pe3yiTaTa
Hayunu u ctpy4nu nonpusHoc
bynyha ucrpaxuBama
3akJpyyak
JIureparypa

7. 3ak/by4yak M NMpemyior

W3 u3510keHOT ce MOKe 3aKJbyduTH aa Kanauaatr Anuaa 3axupouh Cyxomuh, TUIUL. UHK.
WCITyHaBa CBE yCJIOBE TpeaBuleHe 3aKOHOM O BHCOKOM 00pa3oBamy 3a OJ00pEeHE H3paje
JIOKTOPCKE JUCEpTallMje 1O HacIoBOM ,,Mojenu Crowdsourcing-a y maMeTHuM 0Opa3oBHUM

OKpyXemHUMa‘.

Annpa 3axupoBuh Cyxomuh mnocenyje HeEOnmxoiHa 3Hama W3 00JacTH e-o0pa3oBama U
UHPOPMALIMOHUX TEXHOJOTHja, KAao M KamaluTeT Ja YCIEHNIHO paaud Ha JOKTOPCKO]

JTCepTaIliju.
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Tema npunana yxoj Hay4yHOj 00sacTi ENEeKTpOHCKO MOCIIOBamke, MyJITHAUCIUILIINHAPHA j€ U
akTyenHa. JloOujeHm pe3ynratd MOTY HMAaTH IIUPOKY HPAKTHYHY HPUMEHY Yy
BHCOKOIIIKOJICKOM 00pa30BamYy.

Ha ocnoBy cBera nasenenor, Komucuja npennaxxe HacraBHo-HayuHom Behy na mpuxBaTH
HpeaIokeHy TeMy U 0100pH U3paay MpHjaBJbeHE JOKTOPCKE TUCEPTaIy]e.

3a MEHTOpa IOKTOPCKE nauceprainudje npemaaxe ce ap Mapujana JlecnmoroBuh-3pakuh,
BaHpeaHM npodecop PakynTera OpraHU3alMOHNX Hayka YHHUBep3uTeTa y beorpany.

YJIAHOBHU KOMUCHUJE:

np Mapujana [lecnoroBuh-3pakuh, Banpeau npodecop,
@dakynTeT OpraHu3alMoOHNX HayKa
YHusep3urera y beorpany

np 3opuua bornanosuh, noueHT,
@PakynTeT OPraHU3alUOHUX HAYKA
YHusep3urera y beorpany

1p Munopan CranojeBuh, pefoBHU Iipodecop y TeH3UjH,
Caobpahajuu ¢axynrer
YHusepsurera y beorpany

beorpan, 28.10.2015.
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