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1. Introduction

A short introduction into project’s subject, and a description on the aim of the project.
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2. Theory and algorithms

Describe the whole theory (definitions, theorems), algorithms (pseudocode, and not the
code).

All the algorithms, figures, tables should be numbered and they should have at least one
reference in the text (Algorithm 1, Tab. 2.1, Fig. 2.1).

Definition 2.1. Definition’s content... The defined notion should be emphasized.

Theorem 2.2. Theorem’s content.

Example 2.3. Example’s content.

Algorithm 1: Insertion sort
Input: array T [1 . . .n]
Output: sorted array T

1 for i = 2, . . .n do
2 x = T [i ]
3 j = i −1
4 while j > 0 and x < T [ j ] do
5 T [ j +1] = T [ j ]
6 j = j −1

7 T [ j +1] = x

Table 2.1. Table’s caption

Header 1 Header 2 . . . Header N

Value 11 Value 12 . . . Value 1N
. . . . . . . . . . . .
Value M1 Value M2 . . . Value M N
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Figure 2.1. Caption’s content
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3. Description of the program

Describe in which programming language the program was written, which libraries and
other software was used.

3.1. Program’s capabilities

Describe which capabilities, regarding the project’s theme, the program possesses.

3.2. Description of the program

A short user guide of the program.
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