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1 Onuc HABYAJBLHOI JUMCIHUIIIIHYA

XapakTepucTuka
. ["asty3b 3HaHb, HATIPSIM HaBYAJIbHOI TUCIUIUTIHU
Haitmenyparks M1ITOTOBKU, OCBITHBO

MOKA3HUKIB s oo ACHHA 3ao1uHa

KBaTipiKaLiHUI piBEHb dopma dopma
HABYAHHS | HaBYaHHSHA

["any3b 3HaHBb
KinbkicTs KpeauTiB — | 02 KymnbTypa i MECTELTBO Bubipkosa

4

(umcp 1 Ha3Ba)

EnexTponna anpeca CrenianbHICTh Pik miaAroroBkm:
https://kdidpmid.gdu.ua (ocBiTHS HporPaMa): A-i it
/academy/robochi- 022 uzaiin
programy-navchalnyh- (ump i nassa)
dysczyplin-ta-inshi- I pacblqglﬁg)z[maHH
navchalno-metodychni-
materialy-kafedry- Cemectp
grafichnogo-dyzajnu/
3arasibHa KUJIbKICTh 8- -
roaun — 120 Teruii

TO/I. TO/I.

TwkHEBUX TOAUH IS
JIEHHOT (hopMHU
HaBYaHHS:
ayJIMTOpHUX — 4
CaMOCTIHHOT poOOTH
cTyneHTa — 4

OCBITHIi pIBEHB:

nepuuii (0akaaaBpChbKUil)
(nepumit
(6akanmaBpChbKUM )/ IpyTHiA
(MaricTepchKHit))

IIpakTHyHi, ceMiHapcbKi

56 ros. rOJI.

CamocriiiHa podota

64 ron. TOJI.

InauBinyajbHi 3aBIaHHA:
TOJI.

Bu koHTpOITIO:
Ilomouynuii, niocymxosuti

®opma KOHTPOJIIO:
HudepeniiioBanuii 3aik



https://kdidpmid.edu.ua/academy/robochi-programy-navchalnyh-dysczyplin-ta-inshi-navchalno-metodychni-materialy-kafedry-grafichnogo-dyzajnu/
https://kdidpmid.edu.ua/academy/robochi-programy-navchalnyh-dysczyplin-ta-inshi-navchalno-metodychni-materialy-kafedry-grafichnogo-dyzajnu/
https://kdidpmid.edu.ua/academy/robochi-programy-navchalnyh-dysczyplin-ta-inshi-navchalno-metodychni-materialy-kafedry-grafichnogo-dyzajnu/
https://kdidpmid.edu.ua/academy/robochi-programy-navchalnyh-dysczyplin-ta-inshi-navchalno-metodychni-materialy-kafedry-grafichnogo-dyzajnu/
https://kdidpmid.edu.ua/academy/robochi-programy-navchalnyh-dysczyplin-ta-inshi-navchalno-metodychni-materialy-kafedry-grafichnogo-dyzajnu/
https://kdidpmid.edu.ua/academy/robochi-programy-navchalnyh-dysczyplin-ta-inshi-navchalno-metodychni-materialy-kafedry-grafichnogo-dyzajnu/
https://kdidpmid.edu.ua/academy/robochi-programy-navchalnyh-dysczyplin-ta-inshi-navchalno-metodychni-materialy-kafedry-grafichnogo-dyzajnu/

2 MeTa BUBYEHHS HABYAJILHOI AMCIUILTIHA

Mertoro BUBYEHHS HaBUYaJbHOI AUCIUILIIHU «MoymH-au3aid [I» € popmyBanHs y
3100yBaviB BUIIIOT OCBITH NMPAKTUYHUX HABUYOK 3acTocyBaHHA Blender sk iHCTpyMeHTa
3D moymH pau3aiiHy B 3agadax rpadivyHOi KOMYHIKAIlli, peKJIaMu Ta Bi3yalbHOI
aiieHTuKky. JlucuumiiHa crnpsMoBaHa Ha CTBOpeHHs peknamHux 3D-pizyamizariii 1
AHIMOBAaHUX KOMIIO3HIIIM, poOoTy 3 THHorpadikol Ta OpEeHIOBAaHMMU OO0’ €KTaMH,
MaTepialiaMH, OCBITJIEHHAM, KaMeporo, npoueaypHuMu 3acodamu Blender, a Takox Ha
HiATOTOBKY 3aBEPIICHOT0 PEKIAMHOTO MOYIIH-TIPOEKTY.

Y Mexax Kypcy CTYIEHTH MpaIIOTh 13 MPEIMETHOI0, TUHorpadiyHo Ta
abctpakTHOIO 3D-rpadikoio, CTBOPIOIOTH PEKIaMHI KOMIO3MII JUIsi MPOIYKTIB 1
OpeH/I1B, OMIAHOBYIOTh MPUHLIMIIYA TOCTAHOBKH CBITJIA i KaMEpH, PO3POOIISIIOTh aHIMALII0
00’ekTiB Ta rpadgiuyHux ¢popm, 3acTocoBytoTh Geometry Nodes A npoueaypHoi MOYIIIH-
rpadikd Ta BHUKOHYIOTh (piHami3aliro 300paxkeHHs 3aco0aMu pEeHAEpUHTry U
KOMITO3UTHHTY Oe3mocepeanno y Blender.

dopMyBaHHA y CTYJEHTIB BIJMOBITHO IO OCBITHBO-TIPOGECIHOI MPOrpaMu TaKUX
KOMITETEHTHOCTEM:

e [uTerpanbHa koMmneTeHTHICTH (IK): 3maTHICTh pO3B’sI3yBaTH CKIIaIHI CHiEIiaai30BaH1
3a/1a4i Ta MPaKTUYHI MPOOJIeMH y Tamy3i Ju3aliHy, 10 Iepe10adaroTh 3aCTOCYBaHHS
METO/1iB MPOEKTYBAHHS, TPUBUMIPHOT Tpadiku, aHIMaIlli Ta TPUHITUIIIB Bi3yaIbHOT
KOMYHIKaIlii.

¢ 3K 2. 3HaHHA Ta pO3yMIHHS NpeIMETHOT 00JacTl Ta po3yMiHHS NPodeciiHOol
nismbHOCTI rpadiyHoro AuzaiHepa y chepi 3D-Bizyanizaiii, MOyIIH rpadiku Ta
pEeKIIaMHOT KOMYHIKalIii.

¢ 3K 4. 3gaTHicTh A0 NONIyKy, 00poOeHHs Ta aHami3y iHGOopMaIlii 3 pi3HUX JKepe,
BKJIFOUHO 3 PEKJIaMHUMHU pedepeHcaMu, OpeHI-CUCTeMaMu, IPEIMETHOIO
Bi3yalli3aIfi€ro Ta CydacHUMU Npukiagamu 3D MOyIIH nu3aiiHy.

¢ 3K 6. 31aTHICTh OLIIHIOBATH Ta 3a0€3M€4yBaTH AKICTh BUKOHAHHS POOIT,
apryMEHTYBATH XYJI0XHI i TEXHIYHI PIIICHHS Ta BJOCKOHAIIOBATH iX HA OCHOBI
MEPErJIsAiB 1 3BOPOTHOIO 3B SA3KY.

¢ CK 1. 3gaTHICTh 3aCTOCOBYBATH Cy4acH1 METOJIUKH MPOEKTYBAHHS OAMHUYHHUX,
KOMILUIEKCHUX 1 6araTopyHKIIIOHAIBHUX 00’ €KTIB JU3ANHY.

¢ CK 2. 3natHicTh 3a1licHIOBaTH ()OPMOYTBOPEHHSI, TPUBUMIPHE MOJICITIOBAHHS Ta
aHIMarliro 00’ €KTIB JJISI peKIaMHUX 1 KOMYHIKaIIMHUX 3a71a4.

¢ CK 3. 3aaTHICTh 341CHIOBATH KOMIIO3ULIHY TOOYAOBY 00’ €KTIiB AU3alHY 3
ypaxyBaHHSAM IIPOCTOPY, Yacy, pUTMy, 1€epapxii, TUIIOrpadiku, KaMepu Ta XapakTepy
pyxy.

¢ CK 4. 3n1atHIiCTh 3aCTOCOBYBATH HAaBUYKHU MPOEKTHOI rpadiku y mpodeciiiniii
TISITBHOCTI Ta TpaHC(OPMYBATH €JIEMEHTH alICHTUKH Y TPUBUMIPHE Bi3yalbHE
CEpEeIOBUIIIE.

¢ CK 7. 3natHicth BuKkopucToByBatu Blender ans monentoBaHHs, MEHIUHTY,
OCBITJICHHSI, aHIMallli, IpoLeypHOI rpadiku, pEHIEPUHTY Ta KOMIIO3UTHHTY
00’€eKTiB rpad1yHOrO IU3aiHy.



¢ CK 8. 31aTHICTh 3/11IICHIOBATH KOJOPUCTUYHE, CBITJIIOTIHBOBE Ta KOMITO3UI[IHE
BUpIIIEHHA pekiaMHoro 3D-06’ekTa BIAMOBIAHO 10 KOHIIEMIIi, Bi3yaJdbHOI MOBU
Openay Ta popmaTy KOMYHIKAIlii.

[Iporpamui pe3ynbraT HaBYaHHS, I (QOPMYBaHHS SIKUX BHKOPHUCTOBYETHCS
HaBYaJbHA JUCILMILIIHA:

e PH 1. 3acTocoByBatu HaOyTi 3HAHHS 1 pO3YMIHHS MIPEMETHOI 001acTi Ta chepu
npodeciiftHol TIsUTbHOCT1 Y MPAKTUYHUX CUTYaIisX.

e PH 3. 36uparu Ta aHanmizyBatu iH(pOpMAIIiIO JIs OOTPyHTYBaHHS AU3aHHEPCHKOTO
MIPOEKTY, 3aCTOCOBYBATH TEOPIIO 1 METOAMKY TM3aliHy, (PaxoBy TEPMIHOJIOTIIO,
pedepeHcH Ta MPUHIUANK PEKIIAMHOT Bi3yallbHOT KOMYHIKAIIii.

e PH 4. Buznauartu meTy, 3aBIaHHS Ta €TAN CTBOPEHHS 3D MOYLIH-TIPOEKTY,
MJIaHYBaTH MOCI1IOBHICTh pOOOTH BiJl KOHIIEMIIIi Ta CTUJILOBOTO PIIIEHHS 70 CIICHH,
aHiMallli, peHaepy i ¢inamizarii.

e PH 6. YcBigomroBaTH BiIIOBIIAJIbHICTD 32 SIKICTh BUKOHYBaHUX POOIT,
3a0e3reuyBaT BUKOHAHHS 3aBAaHHS Ha MpodeciiiHoMY piBHI.

e PH 7. AnanizyBatu, CTHIII3yBaTH, IHTEPIIPETYBaTH Ta TpaHchopmyBaT rpadidHi,
tunorpadiuni ¥ TPUBUMIPHI 00’ €KTH JIs1 pO3POOJICHHS XY 10KHBO-TIPOEKTHUX Ta
PEKJIAMHUX PILLIEHb.

e PH 8. OmintoBatl 00’ €KT IPOEKTYBAHHSI, TEXHOJIOT14HI MPOIIECH, XapaKTep pyXy,
OCBITJICHHSI Ta Bi3yaJlbHy MOBY B KOHTEKCT1 PEKJIAMHOI'0 200 OpPeH1I0BOT0 3aBAaHHS.

e PH 9. CtBOproBatu 06’ €kTH n1u3aiiHy 3aco0aMu TPUBUMIPHOTO MOJIETTIOBaHHS,
nporenypHoi rpadiku, mudpoBoi aHiMaIli Ta peHIepUHTY.

e PH 17. 3acTocoByBaTu cy4acHe criemiajiizoBane nporpamue 3abesneuenns Blender y
npodeciiiHiil AisIbHOCTI FpaIyHOro Iu3aiiHepa.

3 IlepenymoBH /i1 BUBYEHHS QU CHHUILIIHH

[lepeaymMoBOIO /1711 BUBYEHHS AUCIMUIUIIHU € ONAHYBAaHHS HaBYAJIbHUX TUCHUILIIH, 110
(GOpMyIOTh PO3YMIHHSI KOMIO3ULIi, IPUPTY, KOJIbOPY, HUPPOBOiI rpadiku, BizyanbHOI
allICHTUKKA Ta NPUHIMUIIB aHiMmallli. PeKoMeHIO0BaHOIO MEepeayMOBOIO € YCIIIIIHE
3aBEpIICHHS TUCIUILITIHU « MoytH-1u3aiH D».

o/ HapuasibH1 AUCIUTIIIIHA, BUBYEHI PaHIIIe

Kowmn’roTepHa nmpoekTHa rpadika

OCHOBM IIPOEKTYBAHHS 1 MPOEKTHOT rpadiku

Kommosutist

KOJIBOpO3HaBCTBO

[HIpudt

[cTopis qu3aiiny

Qojlolrlw|N|-

Bi3yasibHa aiiIecHTHKa




8 LirocTpariiis B 1u3aiiHi

9 Jlu3aitH nepioAMYHUX BUAAHb

10 MoyH-au3anH [

4 OuikyBaHi pe3yJIbTATH HABYAHHS

Bracigok BUBUCHHS HaBYAJIbHOI JHUCIUIUIIHM CTYJICHT IIOBUHEH OYTH 3JaTHUM
POJIEMOHCTPYBATH TaKi pe3yJIbTaTH HaBYAHHS:

3uHaru:
- MoxuiuBoCTI Blender y koHTeKCTI rpadiuHOro qu3aiiHy, pekiaamMHoi Bizyani3auii Ta
3D Moy rpadiku;
- npuHIMIY opraxizaiii 3D-ciienu, poOoTH 3 00’ €KTaMu, KOJICKIIISIMH,
Moau(ikaTopamMu, KpUBUMHU, TEKCTOM 1 BEKTOPHUMU (HOpMamu;
- PUHLUIIY TOOYIOBU PEKJIAMHOI KOMIIO3UIIlT y TPUBUMIPHOMY MPOCTOPI Ta
B3aeMO/Iii 00’ ekTa, (GoHy, TUOTrpadiku i KaMepu;
- MPUHITUIIK CTBOpeHHs MmaTepiaiiB y Shader Editor, po6oTu 3 KonsopoM,
bakTyporo, BIAOUTTSIM, MPO30PICTIO Ta IHIIUMH BJIIACTUBOCTSMH TOBEPXOHb;
- IPUHIIMIY TOCTAHOBKU OCBITJICHHS JJI MPEAMETHOI Ta pexiiamuoi 3D-
Bi3yatizallii, HaJlamTyBaHHs Kamepu, (POKYCHOI BiJICTaH1 Ta TIIMOMHU PI3KOCTI;
- 3acoOu aHiMauii Blender: kirouoBi kaapu, inTepnossinito, Graph Editor,
Constraints, Drivers 1 HIUKIIYHUI pyX;
- IPUHIIUITN TTpoLeaypHOTo (GOopMOyTBOpPEHHS Ta aHIMaIlii 3acobamu Geometry
Nodes y 3agauyax MoyiH rpadiku;
- IPUHIIUIH PEHICPUHTY, KEpyBaHHS KOJIbOPOM, KOMIIO3UTHHTY Ta MiATOTOBKU
(biHAJIBHOTO PEeKJIaMHOr0 Bijeomarepiany y Blender.

BmiTn:
- opraHizoByBaTu ciieHy Blender BianmoBigHo a0 3aaa4i rpadigHoro abo
PEKIIAMHOTO MIPOEKTY;
- CTBOPIOBATH Ta CTHJII3YBAaTH TPUBUMIPHI 00’ €KTH, TUIIOTPadiKy, JOTOTHIIH,
YIAKOBKY i abcTpakTHi rpadivni popmu;
- 3aCTOCOBYBaTU MOAM(IKATOPHU, KPUBI Ta IPOLIETYPHI 3acO0u 11 (PopMyBaHHS
BHpa3Hoi 3D-koMmo3uilii,
- CTBOPIOBATH MaTepiaiy, HAJIAIITOBYBATH OCBITICHHS i Kamepy ISl MPEAMETHO1
Ta PeKJIaMHOI Bi3yasi3alii;
- aHIMyBaTH 00’ eKkTH, TUHOrpadiKy, Kamepy Ta mapaMeTpH MaTepiais i3
BukopucranuaMm Graph Editor 1 3aco0iB kepyBaHHS pyXoM;
- 3actocoByBatu Geometry Nodes a1 CTBOpeHHS IpoLeypHOi Ipadikw,
MOBTOPIOBAHUX CTPYKTYP 1 aHIMOBAHUX Bi3yaJIbHUX CUCTEM;
- BUKOHYBATH PEHJIEPUHT 1 KOMIO3UIIHE JOOMPAIIOBAHHS MaTepialy 3acob0amu
Blender;
- CTBOPIOBATH 3aBepIIeHUI pexiiaMHuil 3D MOYIIH-TIPOEKT 1 apryMEHTOBAHO
MPE3CHTYBATH HOTO KOHIIEMIIII0, BI3yaJIbHY MOBY Ta TEXHIUHY peai3allilo.



5 Ilporpama HaBYAJIbHOI JUCUUILIIHA

5.1 TemaTHYHHNH NIJIaH HABYAJbHOI JUCIUILIIHA

KuipkicTh rogua

Jlenna gopma 3aouHa gopma
y TOMY YHUCJI1 y TOMY YHCJI1
Ha3su Tem 1 yc
yero H bO H |cC.
O i c.p. a1 |1
hi§ o . | p.
1 2 4 |6 7 | 8]19]10/12]13
Cemectp 8
Tewma 1. Blender y mpakruii 30 15 15
rpadiunoro nuzaitaepa: 3D-
KOMITO3HITis, MOJICTIOBAHHSI,
tunorpadika Ta aiiJICHTHKA.
Tema 2. Marepianu, OCBITICHHS, 30 15 15
Kamepa Ta pexiaamua 3D-
Bi3yasti3allisi.
Tema 3. Animariist Ta mporeaypHa 30 15 15
MoymH-rpadika y Blender.
Tema 4. Pexnamuuii 3D moyis- 30 15 15
IIPOEKT: BiJ KOHIIEIIIIT 10
(biHAJIBHOTO PEeHIepa.
Ycporo roguH 120 56 64
Bua kouTpoio:
(nndepeHuiioBaHui 3aJ1iK)
5.4 Temun NpaKTHYHUX 3AHATH
e KinbkicTh
3/ Ha3Ba temu rOJAMH
JADPH 3®H
1 Tema 1. Blender y nmpakrtuui rpadgiudoro nu3aitnepa. | 15

Opranxizailisi ClieHH Ta poO0YOro MpoCTopy,
MO/ICTFOBAHHS 3 TeOMETpHuHUX (hopm, podora 3
Moau(piKaTopaMu, KpUBUMHU, TEKCTOM 1 BEKTOPHUMU

006’ ektamu. CtBopeHHs 3D-Tumnorpadiku, JOrOTHIIIB,
YIaKOBKH Ta CTATUYHOTO pekiamMHoro key visual.




Tewma 2. Matepianu, OCBITICHHS, KaMepa Ta
pexnamua 3D-Biszyamizamis. Po6ota B Shader Editor,
CTBOPEHHSI MaTepialliB ISl IPEIMETIB 1 YIIAKOBKH,
MIOCTaHOBKA CTYI1MHOIO CBITJIA, HAJAIITYBAHHS
KaMepH, MePCHEKTUBHU Ta TTIMOUHU Pi3KOCTI.
[TinroroBka pexiamuoro product shot 1 penaepuHr y
Blender.

15

Tema 3. Animariis Ta nporneaypHa MoyuiH-rpadika y
Blender. Kimrouosi kaapu, Graph Editor,
iaTepnossiis, Constraints, Drivers, nukiigHa
aniMariis. Bukopucranas Geometry Nodes miis
MOBTOPIOBAHUX CTPYKTYP, AOCTPAKTHUX IrpadiaHUX
cucteM 1 OpeHoBaHOT MOYITH-Tpadiku. AHIMAITSA
TUTIOTpadiky, JIOTOTHUIIIB, 00’ €KTIB 1 KAMEPH.

15

Tema 4. Pexitamuanii 3D MOYIIH-TTPOEKT.
Po3po06iieHHs KOHLIEMIIT Ta Bi3yalbHOTO HANPAMY
peKIaMHO1 aHiMalli 115l IpOAYKTy abo OpeHay.
[ToGynoBa crieHu, MOJETIOBaHHS 1 CTUJII3AIIS
00’€KTiB, aHIMaIlls, CBITJIO, KaMepa, peHICPUHT,
KOMITO3UTHHT 1 TIIJATOTOBKA (PiHATIBLHOTO
BiJleoMarepiairy 3acobamu Blender.

15

Ycboro rogus 3a 8 cemecTp

56

5.5 Camocriiina podora

Ha3zBa temn

KiabkicTs

roanuH

JI®OH

3®H

Tema 1. Blender y npakTuii rpadigHoro au3aiHepa.
J1o6ip pexiiaMHuX 1 OpeHI-KOMYHIKAIIHHUX
pedepeHciB, onpalfoBaHHI KOMITO3HUIIIT Ta
camocrtiitHe ctBopeHHs 3D key visual 13
BUKOPHUCTAHHSM TUTIOTpadiku, Jorotuiy abo
PEIMETHOTO 00’ €KTa.

15

Tewma 2. Matepianu, OCBITIEHHS, KaMepa Ta
pexnamua 3D-Bizyanizauis. OnpanroBaHHs BapI1aHTIB
MaTepiaiB, CBITJIOBUX CXEM 1 paKypcCiB; MIATOTOBKA
3aBEPILEHOI TPEIMETHOI 200 YIIaKOBKOBOI pEKJIAMHO1
Bi3yastizaiiii.

15




3 Tewma 3. Animairis Ta nporeaypHa MmoymH-rpadikay |15
Blender. Po3po6ieHnst KOpOTKOiT TUKITIYHOT aHIMaItii
a00 OpeHI0BaHOT MOYIITH-KOMITO3HITI] 13
3acrocyBanHaM Graph Editor, Geometry Nodes ta
aHiMalii mapaMeTpiB CLEHHU.

4 Tewma 4. Pexnamuuii 3D MoymiH-tipoekT. Camocriitne | 15
JOOTIPAITFOBAHHS KOHIICMIIT, CIICHH, MaTepiaiiB,
aHiMaIlii, OCBITJICHHs, KaMEpHU, pEeHJEpY U
KOMITO3UTHHTY; TIIJITOTOBKA (PiHATBHOT BepCii
peKiIaMHO1 poOOTH Ta MaTepiajiB JI0 MiJCYMKOBOTO
neperysiay.

Ycboro roaut 3a 8 cemectp 64

6 3aco0u niarHOCTHKM pe3y/IbTATIB HABYAHHA TA METOAHU IX JeMOHCTPYBAHHS

I1in yac BUKJIaJaHH KypCy BUKOPHUCTOBYIOTHCSI Takl 3acOOU J1arHOCTHKHU PE3yJIbTaTiB
HaBYaHHS T4 METOJH iX J€MOHCTPYBaHHS:
® [IPE/ICTABIICHHS TOOIPKU PEKIAMHUX 1 OpeHI-KOMYHIKAI[IHHUX pedepeHciB 13
MOSICHEHHSIM KOMITO3HIIITHOrO Ta CTUJIICTUYHOTO PIIIEHHS;
e [iepeBipKa npakTuyHux pooiT y Blender i3 MopemtoBanus, 3D-tunorpadiku,
MaTepianiB, OCBITJICHHS Ta IOCTAHOBKU KaMEpH;
e rieperdisi podounx daitniB Blender 3 omiHroBaHHSIM oprasizallii ClieHH, CTPYKTYpPH
00’€KTiB, MaTepiajiB, aHIMALIMHUX KPUBHX 1 MIPOILIETYPHUX CUCTEM;
e ICMOHCTpAIIis aHIMAI[IHHUX 1 MPOIeAYPHUX BIpaB i3 Bukopuctanusam Graph Editor,
Geometry Nodes Ta 3ac00iB KEpyBaHHS PyXOM;
® [IPOMIXKHI Ta MIJICYMKOBI MEperyisaan pekaaMHoro 3D MoyIH-npoexTy 3 yCHUM
OOTpYHTYBaHHSIM KOHIIEMIIii, Bi3yaJlbHOT MOBU 1 TEXHIYHOI peaiizailii.

7 @opMH MOTOYHOTO TA MiACYMKOBOI0 KOHTPOJIIO

MaxkcuMaabHa KVIBKICTh 0aJIiB
DopMH KOHTPOJIIO denna ¢popma 3aouna ¢popma
HABYAHHS HABYAHHA
IlepeBipka BUKOHAHHSI IPAKTUYHUX 3aBJaHb 4*15=60
[Ipe3enTalist Ta 3aXUCT 1HAUBIyaTbHUX 40
(TBOpUHX) POOIT
Bceboro 100

8 Kpurepii ouiHoBaHHsI pe3y1bTaTiB HABYAHHS

Kpumepiem  ycniwnozco  npoxooowcennss  3000y8awem  0cgimu  nioCyMKOB020
OUYIHIOBAHHS MOJice Oymu OOCACHEHHS HUM MIHIMAIbHUX NOPO20BUX PIBHIE OUIHOK 3d
KOJCHUM 3ANJIAHOBAHUM Pe3VIbMAMOM HAGYAHHS HABYAIbHOI OUCYUNTITHU,
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Minimanvruti nopo2osuii pieeHb OYIiHKU 8APMO GUHAYAMU 30 OONOMO20I0 SAKICHUX
Kpumepiis i mpancgopmysamu 1020 8 MiHIMAIbHY NOZUMUBHY OYIHKY GUKOPUCMOBYEAHOT
YUCT0BOT (PelimuH2080i) WKAIU.

1. Blender y mpakruii rpadgiudoro nuzaitHepa: 3D-koMIio3uirisi, MOJICTIOBAHHS,
tunorpadika Ta aiiieHTUKa

Kpumepii oyintosanns:
e JOpeyHiCTh 00paHOI KOHIENIIi Ta BIAMOBIIHICTh 3a/1ayaM rpadiyHoi
KOMYHIKaIIiT;
® SKICTh KOMITO3HMIIii, TpOMOpIIii, TUorpadiku ta B3aeMoii 3D-00’ekTiB;
® KOPEKTHICTh MOJICJIFOBaHHS, BUKOPUCTAHHS MOAU(DIKATOPIB, KPUBUX 1
BEKTOPHUX (POpM;
® [UIICHICTH 1 mpodeciiiHicTh pexinamHoro key visual.
2. Marepianu, OCBITJIEHHS, Kamepa Ta pekiaamHa 3D-Bizyanizaris
Kpumepii oyintosanns:
® SKICTh 1 IOPEUHICTh MaTEpiaIiB BIAMOBIIHO JI0 XapakTepy npeamera abo
OpeHny;
® BHPA3HICTH CBITIOBOTO PIMIEHHS T4 KOHTPOJb CBITIOTIHROBOT MOJIEI;
e OOIpYHTOBAHICTh PaKypcCy, NEPCIEKTUBU, POKYCHOT BIJICTaH1 i1 KOMITO3UIII1
Kalpy,
® TEXHIYHA SKICTh PEHAepa Ta MUIICHICTh PEKIaMHOI MOoayi.
3. AHimMaris Ta npoueaypHa MmoyumH-rpadika y Blender
Kpumepii oyinosanns:
® KOpEKTHE BUKOPHUCTAHHS KIF0Y0BHUX KanapiB, Graph Editor ta inTepmnosii;
® BHPA3HICTh TAUMIHTY, PUTMY U XapaKkTepy pyxy;
e JIOLUIBHICTE 3acTocyBaHHsl Geometry Nodes, Constraints abo Drivers y Mmexax
IIOCTABJICHOI 3a/1a4l;
® IIUTICHICTh aHIMOBAHOI KOMIIO3HIII1 Ta BIJMOBIIHICTh Bi3yalbHil MOB1 OpeHTy.
4. Pexnamauii 3D MOYIIH-IPOEKT
Kpumepii oyinrosanns:
® BIINOBIJHICTH PE3yJbTaTy PEKIAMHIN a00 OpeHI-KOMYHIKaLiiHINA 3a1a4i;
® I[UTICHICTh KOHIIEMIIIi, KOMIIO3HUIIi1, MaTepiajiB, OCBITJICHHS, KAMEPH ¥ aHIMAIIiT;
® TEXHIYHA SIKICTh CIICHHU, PEHACPUHTY Ta KOMIO3UTHUHTY y Blender;
® 3aBEPIICHICTh MPOEKTY, BUPA3HICTH (1HATBHOT MO1a4l Ta 3JaTHICTh
apryMeHTyBaTH JU3alHEPCHKI PIIIICHHS.
@opMu NPOBeIEHHS CEMECTPOBOI0 KOHTPOJIIO Ta KPUTePii ONiHIOBaHHS

Tewma 1. Blender y mpakruii rpagigdoro nuzaitHepa: 3D-koMIio3uirisi, MOJISTIOBaHHS,
tTunorpadika Ta aiiieHTHKa
Dopma KOHMPORIO:
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e meperisin 3D key visual abo 6pengoBanoi kommo3wuilii, cTBopeHoi y Blender;

e 1epeBipKa poOOTH 3 MOAEIIOBAHHSM, TUIIOTPA(IKO0, KpUBUMH,
MOAH(IKATOpaMU Ta KOMIIO3ULIELO;

® KOpPOTKE YCHE MOSICHEHHS KOHIEIIii Ta poji 3D-rpadiku y KOMyHIKalitHOMY

3aBIaHHI.
Kpumepii oyinosanns:
® SKICTh KOMITO3UIIIMHOTO 1 (POPMOTBOPYOTO PIlIICHHS;
e BOJIOJIHHA IHCTpyMeHTamu Blender, nepeadauennMu TeMoro;
® IIUTICHICTH 1 MPO¢eCiiHICTh Bi3yaJbHOI MO ayi.
Tema 2. Matepianu, ocBITIEHHS, kaMmepa Ta pekiiamHa 3 D-Bizyaiizaris
Dopma KOHMPORIo:
® TIeperyisi MPeIMETHOI a00 YIaKOBKOBOI pEKJIaMHOI Bi3yastizallii;
® JIEMOHCTpAILlisl MaTepialliB, CBITIIOBOI CXEMHU, HaJIAIITYBaHb KAMEPH Ta
napaMmeTpiB pEHAEPUHTY;
e 00roBOpEHHS BI3yaJbHOI I€papXii, paKypcy Ta BiAMOBIIHOCTI 300paKeHHS
peKJIaMHI 3a1a4i.
Kpumepii oyinosanus:
® SKICTh MaTEpiatiB 1 CBITIOTIHHOBOTO PIllICHHS;
® BHPA3HICTh KOMITIO3UIIIi Ta TOCTAHOBKU KaMepH;
® TEeXHiYHA SIKICTh peHJepa i pekiaMHol moaayi.
Tema 3. Animarist Ta nporneaypHa moyuH-rpagika y Blender
Dopma KoHmpoo:
® Teperyis/ aHIMaIiiHOT a00 MPOIeTYPHOI MOYIITH-KOMITO3HIIIT;

e jnemoHctpailis podotu 3 Graph Editor, Geometry Nodes, Constraints, Drivers

a00 LMKIIIYHOIO aHIMALIIE€I0 BIAMOBIIHO 10 OOPaHOTO PILIEHHS;

® T[IOSICHEHHS JIOTIKH TIOOYOBH PyXY Ta MPOIEAYPHOI CHCTEMH.
Kpumepii oyinrosannsi:

® TEXHIYHA KOPEKTHICTh aHIMaIlii i MporeaypHOi MOOy10BY;

® SKICTh TAlIMIHTY, pUTMY Ta KEPYBAaHHS PyXOM;

® I[[UTICHICTh KOMIIO3HIII1 Ta BIAMOBIAHICTD IpadiuH1i KOHIEMIII].
Tema 4. Pexiamuuii 3D MOYIIH-TIPOEKT
Dopma KOHMPOAIO:

® POMDKHHH 1 JCYMKOBHUH TIeperisii pekiaMHoro 3D MOyIIH-TIPOEKTY;

e JIGMOHCTpAIIisl CIICHH, aHIMallii, MaTepiaiiB, OCBITJICHHS, KaMepH, peHepa Ta

KoMno3uTHHry y Blender;
® yCHA Mpe3eHTallis] KOHUETIIi1, I[IJTbOBOT0 MOBIAOMIICHHS Ta MOCJII0BHOCTI
pearizallii MpoeKTY.
Kpumepii oyinrosanns:
® TpOodeCIHICTh XYI0)KHBO-IIPOEKTHOTO PIllICHHS;
e TEXHIYHA SKICTh pealTi3allii Ta 3aBepIICHICTh aHIMAaIlii;
® BIJNOBIJHICTh PE3yJbTaTy PEKJIAMHIN 3a/1a4l Ta BI3yaJibHI MOB1 OpeHy.
IlincymkoBHii ceMeCTPOBH KOHTPOJIb
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dopMa KOHTPOJIO: AUQEpeHIiiioBaHui 3amK y ¢opMari MiJCYMKOBOTO MEpPErsiay
NPaKTUYHUX poOIT, podouux ¢aiinie Blender, pexinamuoro 3D moymH-nipoekTy Ta
YCHOTO 3aXHUCTY pe3yJIbTaTiB poOOTH.
Kpumepii niocymxkosoeo oyintoeauHs:
® [IOBHOTAa BUKOHAHHS BCiX OCHOBHHUX 3aBJaHb CEMECTPY;
e po3yMiHHS puHIUIIB 3D-KoMmo3uilii, pekJiaMHo1 Bi3yasti3allii Ta MOYIITH
rpadiku;
e BIICBHEHE BOJIOAIHHS iHCTpyMeHTamu Blender, mepenbaueHuMu mporpamoro
JACIUATUIIHM;
® SKICTh MOJICJIFOBAHHS, MaTEpiajiB, OCBITICHHS, KaMepH, aHIMallii Ta
IpOoLEIypHOI Ipadiku;
e npodeciiHui piBEHb MIJCYMKOBOT0O pekjaaMHoro 3D MOyIIH-IpoeKTy Ta HOTO
pe3eHTallli;
® CaMOCTIHHICTb, BI/IMOBIIaJLHICTh 1 TOTOBHICTD 710 MPOdeciHHOT AUCKYCIl.

Opi€eHTOBHUII MepeJlik MUTAHD 10 CEMECTPOBOr0 KOHTPOJIIO

1. ki 3agadi rpadigyHOro AM3aiiHy Ta PEKIAMHOT KOMYHIKaIli MOXYTh
BupimryBatucs 3acobamu Blender?

2. Sk opranizyBatu 3D-cueny Blender ans pekiiamHoro abo OpeH10BOro npoeKTy?

3. Sky poiab BIOIIPAaIOTh KOMIIO3ULIS, MaclITad, puTM 1 HeraTuBHUM npoctip y 3D
key visual?

4. Sk BUKOPUCTOBYIOTBCSI KpUBI, TEKCT 1 BEKTOPHI popMu i cTtBopeHHs 3D-
TUNIOTpadiKy Ta JIOTOTHUITIB?

5. Sxi mogudikaropu Blender gomineHi i 9ac CTBOpeHHS rpadivyHuX 1
npeaMeTHux Gopm?

6. Sx nmobynysatu matepian y Shader Editor 1 siki B1acTUBOCTI MOBEPXH1 HalO1IbIIIE
BIUIMBAIOTh HA 11 CIPUUHSTTS?

7. Sk komip 1 MaTepial MOXKYThb HMIATPUMYBATH Bi3yalbHY aliIecHTUKY Openmay B 3D-
creHi?

8. Ski mpUHIUIIK TOCTAHOBKHU CTYIMHOTO CBITJIa 3aCTOCOBYIOTHCS Y PEKIaMHIN
MpeAMETHIN Bizyaizamii?

9. Sk dokycHa BicTaHb, IEPCHIEKTHBA Ta IITMOMHA PI3KOCT] BIUIMBAIOTh HA
KOMIO3HIIII0 PEKIIAMHOTO KaJipy?

10. V yomy nonsrae pizHuLs Mix 3aBaanHsaMu penaepunry B EEVEE ta Cycles?

11. Sk mpamioroTh KIItOUOBI Kajipu Ta iHTepnoisauis B Blender?

12. J1ns woro BukopuctoByeThesi Graph Editor 1 sik BiH gomomMarae kepyBatu
XapaKTepoOM pyxy?

13. SIk cTBOpUTH MUKIIYHY aHIMAIIiIO Ta 3a0€3MeunTH 0e3NepepBHICTh PyXy?

14. Jlns sskux 3aaa4 y MOYIIH rpadiri gomiasHo 3actocoByBatn Constraints 1
Drivers?

15. Axi mpunnunu podotu Geometry Nodes € BayKIMBUMHU JTs POIEAYPHOT MOYIITH-
rpadiku?

16. Sk 3a nonomororo Geometry Nodes cTBOproOBaTH OBTOPIOBaH1 CTPYKTYPH Ta
KEepOBaHI Bapiaii?
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17. Sk opranizyBaTH a”imMaIlito TUOrpadiku, JOroTUIry abo peKkjIaMHOTO 00’ €KTa y
Blender?

18. Ski eranu miAroToBKU pekiaaMHOro 3D MOyIIH-IPOEKTY Bij KOHLIEMIIT 10
¢dinanbHOTO peHaepa?

19. Sk BukopuctoByeThess Compositor Blender ais dinamizarii peHaepa ta KOpexirii
300paxeHHs?

20. Sk miaroTyBaTH Ta MPE3€HTYBATU 3aBEPILICHUNA PEKJIAMHUNA MOYIIH-TIPOEKT JIJIs
npodeciitHoro neperysiay?

8.1 Po3noain 6axiB, IKi OTPUMYHOTH CTYI€HTH

lIpuxnao posnodiny banis
Po3noaia 6aais 3a 100-6a/1bH010 K010
IHorounmii koHTPOJIb (IIK)
MakcumaibHi
: : Oanu 3a
®opMHU TOTOYHOTO KOHTPOJIIO 3MICTOBUX MOJTYJIIB .
BHUKOHaHI
3aBIAHHS
T1 Blender y npakrutii rpadgiunoro nuzainepa: 3D- 15
KOMIIO3HIIisl, MOJICJIFOBAaHHSI, TUIIOTpadika Ta ailIeHTHKa
T2 Marepianu, OCBiTIEHHS, Kamepa Ta pexiamaa 3D- 15
Bi3yasizamis
T3 Amnimaris Ta mponieaypHa MmoymrH-Tpacdika y Blender 15
T4 Pexnamuuii 3D MOyIIH-IPOEKT: B1J KOHUEMLIT 10 15
(dhiHATBEHOTO peHEpa
[Tpe3enTallisi Ta 3aXUCT 1HAUBIAYAJIbHUX (TBOPUYHUX) pOOIT 40
Pa3oMm 3a ceMecTp BUBYEHHS JUCIHILTIHN 100
8.2 lllkaja ouninoBanHusa: HamioHaabHa Ta ECTS
Cyma OaiB 3a OniHKa 3a HAllOHAJIBHOI) [IKAJIOO
BC1 BUIU Orinka JUTSL 3aITIKY
| ECTS | wncsmen: mpoers
ISIIBHOCT1 ’
90 -100 A BIIMIHHO
82-89 B
74-81 C A06pe 3apaxoBaHO
64-73 D :
60-63 E 3aJI0BLJILHO
HE 3apax0BaHO 3
35-59 £X HE3aI0BUILHO 3 MOKJIUBICTIO MO>KJIUBICTIO
MOBTOPHOTO CKJIQJaHHS MTOBTOPHOTO
CKJIQaHHS
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HE 3apax0OBaHO 3
HE3aJI0BUIHHO 3 000B’I3KOBUM
0-34 F 000B’SI3KOBUM TOBTOPHHUM MOBTOPHHUM
BUBYEHHSIM IUCLMILTIHI BUBYECHHSIM
JUCLUILIIHA

9 IHCTPpYMEHTH, 00JIaJHAHHS TA NMPOrpamMHe 3a0e3MeYeHHs, BUKOPUCTAHHA SAKHUX
nepeadayae HaB4YaJIbHA JUCHUILTIHA

IHcTpyMeHTH Ta MaTepiajan:

e [1arip, OMiBII1, MapKepu abo 1HIII MaTepiaau JJisl €CKi3yBaHHS KOMITO3UIIIT,
CTOP1OOPIY Ta CXEMH PYXY;

e pedepeHCcH peKiIaMHOI rpadiku, OpeHI-KOMYHIKaIlii, yakoBKH, npeaMeTHoi 3D-
Bi3yallizallii Ta MOYIIH IHU3aiiHy;

e rekctypu, HDRI, mpudtu, nororunu, BEKTOpHI eeMeHTH Ta OpeHI-MaTepiaiy,
HEOOX1TH1 JJIT HABYAIILHUX TPOEKTIB;

® TECTOB1 PEHIEPH, IPEB’ 10 aHIMAalli Ta Mpe3eHTaLliHI MaTepiaiy s TPOMIKHHUX 1
M1JCYMKOBUX MEPETIISIIB.

Oo0sagHaHHA:

® [IEPCOHAJILHUI KOMIT I0Tep a00 HOYTOYK 13 JocTaTHBOIO MpoaykTtusHicTio CPU/GPU
Ta ONepaTUBHOI Mmam’ ST JjIsl pOOOTH 3 TPUBUMIPHOIO IrpadiKoro, MPOIEyPHUMHU
CUCTEMaMHU, aHIMaIlI€l0 i PEHAEPUHTOM, 3 JOCTYIIOM JI0 Mepexi [HTepHeT;

® MyJIbTUMEIIHUI TPOEKTOP a00 IHTEpaKTUBHA MTAHENh IS JIEMOHCTpaIlii pooiT;

® HABYIITHMKH 200 aKyCTHYHA CUCTEMa IS Meperisily aHIMalliHUX poOiT;

e rpadpiuHMii mIaHmeT abo 1HII IPUCTPOT BBEJIEHHS 3a MOTPEOH.

IIporpamue 3a0e3ne4yeHHsI Ta cepBicH:

e Blender sik equHe crerianizoBane mporpamMHe 3a0e3rneueHHs JUCIUTUTIHU: IS
MOJICIIIOBAHHS, POOOTH 3 THIOTPadiKOI0 Ta BEKTOPHUMH (popMaMu, MaTepiaiami,
OCBITJICHHSIM, KaMepoto, aHimailieo, Geometry Nodes, peHaepruHrom i
KOMIIO3UTHHIOM.

10 PexomenoBaHi xxepesa ingopmamii

10.1 OcHoBHa JiTeparypa

1. Blender Foundation. Blender Manual. URL: https://docs.blender.org/manual/en/latest/
(maTa 3BepHenns: 11.08.2026).

2. Blender Foundation. Blender Manual: Animation & Rigging. URL:
https://docs.blender.org/manual/en/latest/animation/ (nata 3Bepaenns: 11.08.2026).

3.  Blender Foundation. Blender @ Manual:  Geometry  Nodes.  URL:
https://docs.blender.org/manual/en/latest/modeling/geometry _nodes/ (maTa 3BEpHEHHS:

11.08.2026).
4. Blender Foundation. Blender Manual: Rendering. URL:

https://docs.blender.org/manual/en/latest/render/ (nata 3Bepuenns: 11.08.2026).
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3. Blender Foundation. Blender Manual: Compositing. URL:
https://docs.blender.org/manual/en/latest/compositing/ (gara 3sepuenns: 11.08.2026).

6. Shaw, A. Design for Motion: Fundamentals and Techniques of Motion Design. 2nd ed.
Routledge, 2019.

7. Krasner, J. Motion Graphic Design: Applied History and Aesthetics. 3rd ed. Focal
Press, 2013.

8. Williams, R. The Animator’s Survival Kit. Expanded ed. Faber & Faber, 2009.

9. Birn, J. Digital Lighting and Rendering. 3rd ed. New Riders, 2013.

10. Villar, O. Learning Blender: A Hands-On Guide to Creating 3D Animated Characters.
2nd ed. Addison-Wesley Professional, 2017.

10.2 Jomomi:kHa JiTtepaTtypa

1. Blender Studio. Training and production resources. URL:
https://studio.blender.org/training/ (nata 3Bepaenns: 11.08.2026).
2. Blender = Foundation. Tutorials and support  resources. URL:

https://www .blender.org/support/tutorials/ (nara 3Beprenns: 11.08.2026).

3. Motionographer. Motion design projects, interviews and professional references. URL:
https://motionographer.com/ (nata 3sepuenns: 11.08.2026).

4. Art of the Title. Title sequence design archive and case studies. URL:
https://www.artofthetitle.com/ (nata 3Bepuenns: 11.08.2026).

5. Behance. 3D, advertising and motion design portfolio references. URL:
https://www.behance.net/ (nata 3BepHenns: 11.08.2026).

6. Vimeo. Advertising animation and motion design references. URL: https://vimeo.com/
(mara 3BepHenHs: 11.08.2026).

7. Blender Artists Community. Professional discussions and project examples. URL:
https://blenderartists.org/ (nata 3sepaenns: 11.08.2026).

8. Blender Stack Exchange. Technical discussions and problem solving. URL:
https://blender.stackexchange.com/ (nara 3Bepuenss: 11.08.2026).

9. Blender Open Movies. Production files and project materials. URL:
https://studio.blender.org/films/ (nara 3Bepuenns: 11.08.2026).

10. Blender Conference. Presentations on Blender production workflows. URL:
https://conference.blender.org/ (nara 3sepuenns: 11.08.2026).

10.3 Indopmaniiini pecypcu

. Blender Manual

. Blender Studio

. Blender Foundation Tutorials
. Blender Open Movies

. Blender Conference

. Motionographer

. Art of the Title

. Blender Artists Community

01N DNk~ W —

15


https://docs.blender.org/manual/en/latest/
https://studio.blender.org/?utm_source=chatgpt.com
https://www.blender.org/support/tutorials/
https://video.blender.org/c/blender_open_movies/videos
https://conference.blender.org/
https://motionographer.com/
https://www.artofthetitle.com/?utm_source=chatgpt.com
https://blenderartists.org/

Honatok b

JUCT
Y3rojKeHHsl p06040i HABYAJIHLHOI MPOrpaMu
3 TUCLUIUIIHA ,
(Ha3Ba HABYAJILHOI TUCIUILIIHY)
CKJIaZI€HO1 BIAMOBIAHO 0 OCBITHBO-TIPO(ECIiHOI porpamu
M1ITOTOBKH 3a HaMpPsIMOM/CIEI1aTbHICTIO ,
(6akanaBpiB/MaricTpin)
(mumdp Ta Ha3Ba HAPSAMY/CIIEIIATBHOCTI)
po3p0o0bIIeHOT

(BKa3aTH TOCcaay, HAyKOBI CTyIEHi Ta/abo BUeHi (1TovyecHi) 3BaHHs aBTOpiB, ixHi I1IB)

. . ata ta Ne
IIpizBuIne, im’#, 1Mo A
. . MPOTOKOITY
0aTbKOBI IMignuc :
. 3aclIaHHs
3aBigyBaua
Kadenpu

Kadenpa, 3a saxoro
3aKpiryieHa JUCIUTUTIHA —

(na3Ba xadenpu)

BumnyckoBa kadenpa —

(Ha3Ba kadenpu)
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Jonarok B

3MiHM Ta JONIOBHEHHH 10 PO00Y0l NPOrpaMu HABYAJIBLHOI JUCHUILIIHA

Hanpuxnao, éneceno sminu 0o nepeniky ocHo8HOI 1imepamypu
Hanpuxnao, 3smineno xinbkicms 200uH HA NPAKMUYHT 3AHAMNSL

JaTta Ta HOmMep
Ne . . MPOTOKOJIY .
3MicT BHeceHHMX 3MiH (JIONIOBHEHBb) . IpumiTku
3/m 3aciIaHHsA
Kagenpu
1 | BHeceHo 3MiHU 70 NIEPENTIKY
OCHOBHOI JIITEpaTypu
2 | 3MiHEHO KUIBKICTh TOJUH Ha
OPAKTUYHI 3aHATTS
12 PexomenaoBaHi qkepesna inopmamii
12.1 OcHoBHa JiTepatypa
1..
2 ..
6.3 TeMu NpaKTHYHHUX 3aHATH
e KinbkicTs
3/ Ha3Ba temu TOAMH
JADPH 3®H

1 | Ha3Ba TeMu 3aHATTS, IOCHUJIAHHS HA METOTUIHE
3a0€3IeUeHHs, JIITEPATYPHI JKepena

Ycboro roguH 3a ceMeECTp
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Honatok I'

PesyabTaTu neperisigy po0o4oi nporpaMmu HaB4aJjabHOI M CHUILIIHH
« »

PoGoua nporpama nepezarBepmxena Ha 20 /20 HaByanbHUM pik (0€3 3MiH)

3ATBEP/I’KEHO YXBAJIEHO
[Iporokon 3acinanas HMP [IpoToxon 3aciganns kadeapu
KIAIIIM/] im. M. Boiiuyka

20 No (na3Ba kadenpu)
Tonoa HMP 20 e

3aBigyBau kadenpu

(mipmuc, iHimiany, npi3BuIIe)

(mipmuc, iHimiany, npi3BuIIe)

Po6oua mporpama nepezarBepmkena Ha 20 /20 HaBYanbHUU piK (31 3MiHAMHU
3TiTHO 3 JOJATKOM )

3ATBEP/I?KEHO YXBAJIEHO
[TpoTokon 3acinanas HMP [IpoToxkou 3acimanns kadeapu
KAAAIIM]] im. M. Boituyka

20 No (na3Ba kadeapn)
Tonoa HMP 20___ e

3aBigyBau kadeapu

(miamuc, iHiiany, npi3BuiIe)

(mianuc, iHimiaMM, Ipi3BHILE)

PoGoua nporpama nepeszarBepakena Ha 20 /20 HaBYanbHUU pik (31 3MiHAMU
3T1OHO 3 JTOJaTKOM )

3ATBEP/IKEHO YXBAJIEHO
[Iporoko:n 3acinanas HMP [Tporoko:n 3aciganus kadeapu
KIAIIIM/] im. M. Boiiuyka

20 No (na3Ba xadenpn)
Tonosa HMP 20___Ne

3aBigyBau kadeapu

(migmuc, iHIiaay, Ipi3BUIIe)

(mianwc, iHiiagy, Ipi3BUIIE)
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