Cryaujcku nporpam : Macrep cTpykoBHe ctyauje /{uzaju rekcruiia u ogehe

Hazue npeamera: BUT 1713019 Buptyeann TekcTHI

HacraBuuk/HactaBauuu: aAp Mapuna Keuman, npo¢. ctpyk. cryn.; [Iparana Byderuh, acucrent

Crartyc npeaMera: u300pHu

Bpoj ECIIB: 5

Ycaog: IoJiokeHn ucnuTH U3 npeaMeTa TeKCTHII M KOCTUM y AUTMTATHOM OKpYyxkewy 1 u Tekerna u
KOCTHM Y JUTHTATHOM OKPY:KeY 2

ub npeamera

OgagaBame mapaMeTpuMa AePpUHUIIje TEKCTHIA y TUTUTATHOM aMOHjeHTy — TEKCType, JIe3eH, GU3NIKe
ocobuHe (TexxnHa, Ae0JbIHA, eTACTUIHOCT, TPAHCTIAPEHTHOCT, HabHUpame, MOKPET)

Hcexon mpeamera

CTyIeHTH aKTUBHO KOPHCTe pauyHape y U3PajJH BUPTYEIHOT TEKCTUIIA YIIOTPEeGOM padyHapCKHUX Iporpama -
Maya, Krita, Gimp, Inkscape

Capgp:xaj npeqmera
Teopujcka nacmasa

KommjyTepckn nmporpaMu 1 \BUX0BA IPUMEHA Y IN3ajHy BUPTYEITHOT TEKCTHIIA; BUpTyeTHN TeKCTHITHI
Marepujainy; Manupame e3eHa Ha TPOANMEH3NOHAIHE BUPTYelHe 00jexkTe; PU3NUKN MapaMeTpH TEKCTHIIA Y
BUPTYEITHOM OKpYykewy; [IpuMeHa BUPTYeITHOT TEKCTHIA Y OKBUPY AWTHTaIHE yMeTHOCTH; [IprMeHa BupTyenHOT
TEKCTHJIA y OKBHPY aHUMHPAHUX (pHIMOBaA M KOMITjyTepCKUX Hrapa; JlnHaMuKa 1 aHUMal¥ja BUPTYEITHOT
TEKCTHIIA

Hpakmutma Hacmaea

Yno3HaBame ca acrieKTUMa 1 MoryhHocTiMa codTBepa Koju ¢y celUpHUIHNU 32 KPeUpambe TEKCTYpa U AMHAMUKE
TEeKCTHJIHUX Marepujana; Kpenpame BUpTyeIHe TKaHUHE WM IUIeTeHHHe; Mamnupabe e3eHa Ha
TpoIMMEH3HOHaIHEe BUpTYyenHe o0jexre; OnapehuBame n npumena cumynanyje GU3NUKUX apamerapa TeKCTHIIa y
BUPTYEITHOM OKpYXkery; Kpenpame npeseHraluje koja ykibydyje BUPTYeIHH TeKeTl; [IpuMeHa BUpTyeIHOT
TEKCTHJIa Y KOMITjyTePCKOj aHUMAIIHjH;
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Bpoj yacoBa akTHBHE HacTaBe ‘ Teopujcka HacTaBa:2 IMpakTnyHna HacraBa:2

Mertozae u3Bohema HacTaBe

1. AynutuBHa, 2. UycTpaTuBHO-IeMOHCTpaTHBHA, 3. BepbanHo-TekcTyanHa, 4. MeToaa MpakTUYHOT paja.

Ouena 3Hama (MakcumaJjnu Opoj noena 100)

IIpeaucnutHe 06aBe3e IOCHA 3aBpIIHYM HCIUT [I0CHA

AKTUBHOCT Y TOKY IpeJaBamba 10

MpakTUYHA HACcTaBa 40 MPaKTUYHU Paj 50




