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Onuc HABYAJIBLHOI JUCHUILIIHNA

AHoTas
JIUCIUIUIIHA

3wmict gucturuiiag. [lepemik Tem:

Tema 1. Blender y mpaxrutti rpadiuaoro nuzaitaepa: 3D-
KOMITO3HIIis, MOJISTIOBaHHSI, TUTIOTpadika Ta ailICHTHKA.
Tewma 2. Matepianu, oCBITICHHS, Kamepa Ta pekiamaa 3D-
Bi3yautizalfis.

Tewma 3. Animaris Ta mporeaypHa moymiH-Tpadika y Blender.
Tema 4. Pexnamunii 3D MOYIIH-TIPOEKT: Bi] KOHILIETLIT 10
(hiHAIBHOTO peHACpA.

Kirouogi ciora: Blender, 3D Moy au3aiin, 3D-
KOMIIO3HI1isl, MOJIeNIIOBaHHsI, TUNIorpadika, aiiIeHTHKA,
Marepianu, Shader Editor, ocBitiienns, kamepa, Graph Editor,
Geometry Nodes, peHAepUHT, KOMIIO3UTHHT, pEKJIaMHa
Bi3yauri3aiiisl.

Ponp Ta Miciie AUCIUILIIHUA Y CUCTEMI HiATOTOBKHU:
JTUCITUTUTIHA (POPMY€E TPAKTUIHI KOMIETEHTHOCTI OaKaiaBpiB
rpadignoro nuzaitHy y cdepi 3D moymH-Tpadiku, pexinamHoi
MpPEeJMETHOI Bizyai3allii, TPUBUMIPHOT aliICHTUKH Ta
CTBOpEHHsI OpeHA-KOMYHIKaIlii 3acobamu Blender.

Mera Ta
3aBIaHHA
TUCHUTIUTIHA

MeTo10 BUBYEHHS HABYAJIBHOI M CHUILIIHA «MoOylH
mu3aiiH 2» € (opmyBaHHS y 3700yBadiB BHIINOi OCBITH
MpaKTUYHUX HAaBUUYOK 3acTocyBaHHA Blender sik iHCcTpyMeHTa
3D moywmH [u3aiiHy B 3ajadax TIpadiyHOi KOMYHIKalii,
peKJIaMH Ta Bi3yaibHOI aiiieHTuKH. [ucuumiiza cnpsiMoBaHa
Ha CTBOpPEHHs pekiamMHuX 3D-pizyamizamiii 1 aHIMOBaHUX
KOMITO3HIIIH, poOoTy 3 Tumnorpadiko Ta OpeHI0BaHUMHU
00’ eKTamu, MarepiajlaMH, OCBITJICHHSIM, KaMeporo,
nporeAypHuMHu 3acobamu Blender, a Takox Ha MiJATOTOBKY
3aBEPILIECHOTO PEKIAMHOTO MOYIITH-TIPOEKTY.

OcHOBHI 3aBJaHHS HABYAJbHOI JUCIHUILIIHA:

* ona"yBaHHs oprasizaiii 3D-cuenu Blender, monentoBanHs,
MOAM(IKATOPIB, KPUBUX, TEKCTY Ta BEKTOPHUX (HOPM;

* cTBOpeHHs 3D-Tunorpadiku, JOroTUIIB, yITAKOBKH Ta
pexinamaux key visual;

* ona"yBaHHs MatepianiB y Shader Editor, moctanoBku
OCBITJICHHS Ta HAJIAIITYBaHHS KaMepu JJid pekjiaMHoi 3D-
Bi3yautizanii;

* 3aCBOEHHS aHIMaIlii 00’ €kTiB, TUNorpadiku, KaMepH Ta
napameTpiB ciieHu 3 BukopuctandsaMm Graph Editor,
Constraints 1 Drivers;

* 3actocyBanHs Geometry Nodes juist mporieaypHoi rpadikw,
MOBTOPIOBAHUX CTPYKTYP 1 OpPEHAOBAHUX MOYIIIH-CUCTEM;

* ONaHyBaHHS PEHACPUHTY, KEPYBaHHS KOJIbOPOM i
KOMITO3UTHHTY Oe3nocepentno y Blender;




* pO3pO0JIEHHS 3aBEPIICHOTO pekiiaMHOro 3D MoyIIH-
MPOEKTY BiJ KOHIENI1 10 (iHAIBHOTO BieoMarepiary Ta
HOro npe3eHTarlii.

Bnacinilok BUBYUEHHS] HABYAJIBHOI JUCHUIUIIHU CTYJIEHT
MOBUHEH OYTH 3JaTHUM MPOJAEMOHCTPYBATH TaKl Pe3yJIbTaTH
HaBYAHHS:

3naru:

» moxxsiuBocTi Blender y koHTekcTi rpadigyHOTO qU3aNHY,
pekiiaMHoi Bizyaui3aiii Ta 3D moyiH rpadiku;

* MpUHIUIIK opraHi3aiii 3D-crienu, podoT 3 00’ eKTaMH,
KOJICKIISIMH, MOU(DIKATOpaMU, KPUBUMH, TEKCTOM 1
BEKTOpHUMU (HopMamu;

* IPUHLUIN TOOYIOBU PEKIAMHOI KOMIIO3ULIT y
TPUBUMIPHOMY MPOCTOPI Ta B3aeMoii 00’ €kTa, (oHy,
turnorpadiku i Kamepu;

* IpuHUUINU cTBOpeHHs MaTepianiB y Shader Editor, poGoTu 3
KOJIbOPOM, (paKTypOI0, BIAOUTTSAM, TPO30PICTIO TA IHIIIUMU
BJIACTUBOCTSIMHU MTOBEPXOHb;

* PUHLUIY TOCTAHOBKY OCBITJICHHS JJIs IPEAMETHOT Ta
pexiiamHoi 3D-Bi3yaizaliii, HaJalITyBaHHS KaMepH,
($hoKyCHOI BiZICTaH1 Ta TTMOWHU PI3KOCTI;

* 3aco0m animMarlii Blender: kitouoBi kaapu, 1IHTEPHOJIALIIO,
Graph Editor, Constraints, Drivers 1 TUKIIYHUT PYX;

* PUHIIUIN TPOIIEYPHOTO POPMOYTBOPEHHS Ta aHIMAITI]
3acobamu Geometry Nodes y 3aiagyax MOyIIH rpagiku;

* PUHIIATIA PEHACPUHTY, KEPYBaHHS KOJIbOPOM,
KOMITO3UTHHTY Ta MiATOTOBKHU (h1HAJTLHOTO PEKIAMHOTO
Bimeomarepiany y Blender.

Bmiru:

* opraHizoByBaTu clieHy Blender BianoBigHo 10 3agadi
rpadiyHOTO a00 PEKIAMHOIO MPOEKTY;

* CTBOPIOBATH Ta CTHJII3YBAaTH TPUBUMIPHI 00’ €EKTH,
tunorpadiky, JOTOTUIIH, YITAKOBKY i aOcTpakTHI rpadiyuHi
opmu;

* 3aCTOCOBYBaTH MOAM(DIKATOPH, KPUBI Ta MPOIIETyPHI 3aco0u
1t hopMyBaHHS BUpa3Hoi 3D-koMmo3uiii;

* CTBOPIOBATH MaTepialiv, HAIAIITOBYBATH OCBITJIICHHS i
Kamepy ISl IPEMETHOI Ta peKJIaMHO1 Bi3yasli3allii,

* aHIMyBaTH 00’ €KTH, TUIOTPadiKy, Kamepy Ta mapaMmeTpH
MatepiamiB i3 Bukopuctanasm Graph Editor 1 3aco6iB
KEpyBaHHS PyXOM;

* 3actrocoByBatu Geometry Nodes /st CTBOpEHHS




MPOIIeTyPHOI Ipadiku, TOBTOPIOBAHUX CTPYKTYD 1
aHIMOBAHUX BI3yaJbHUX CHCTEM;

* BUKOHYBATH PEHJIEPUHT 1 KOMIIO3UL{IHE JOONPAIFOBAHHS
Matepiary 3acobamu Blender;

* CTBOPIOBATH 3aBepLICHUI pekiaMHui 3D MOYIIH-TIPOEKT i
apryMEHTOBAHO MPE3EHTYBATH KO0 KOHLEILI0, BI3yalbHY
MOBY Ta TEXHIYHY peasli3allilo.

ITepenymoBu
BUBYCHHS
IUCIUILIIHA

[lepenymMoBOIO Jii BHUBYEHHSI JUCHUIUIIHUM € OIAaHyBaHHS
HAaBUAJIbHUX  JUCHUIUIIH, 10  (QOPMYIOTh  PO3YMIHHS
KOMIO3uIlli, mpudry, KoJabopy, HHubpoBoi Tpadikwy,
Bi3yabHOT alJICHTUKU Ta IPUHIIUITIB agimari.
PekoMeH10BaHOIO TIEPEAYMOBOIO € YCIHINIHE 3aBEPIICHHS
TUCIUTUTIHA « MOyITH au3aid 1.

IIpo

IpaMH1 KOMIIETEHTHOCTI Ta PE3yJIbTaTU HABYAHHS

[aTerpanbHi
KOMIIETEHTHOCTI

31aTHICTh PO3B’sI3yBaTH CKJIAHI CIIeliali30BaHi 3a1a4i Ta
MPaKTUYHI TPOoOJIeMHU y Tally31 AU3aiiHy, 110 nependadaoTh
3aCTOCYBaHHS METO1B IPOEKTYBAHHS, TPUBUMIPHOI Ipadiku,
aHIMalIlii Ta TPUHIIMITB Bi3yaJbHOT KOMYHIKAITIi.

3araipHi
KOMIIETEHIIT

(3K)

3K 2. 3HaHHs Ta pO3yMiHHS TPEAMETHO1 001aCTi Ta PO3yMIHHS
npodeciitHoi aismpHOCTI rpadiuHoro nu3aitHepa y cdepi 3D-
Bi3yauizallii, MOymH Trpadikd Ta peKJIaMHOI KOMYHIKaIIii.
3K 4. 3parHicTh 110 TOIIYKy, OOpOOJICHHS Ta aHaji3zy
iHdopMarlii 3 pI3HUX JDKEpEN, BKIIOYHO 3 PEKIAMHUMHU
pedepencamu, OpeHI-cUCTeMaMHu, PEAMETHOIO
BI3yalli3alll€el0 Ta Cy4yaCHUMHU mpukiagamu 3D MoyuiH
IV3aiHY.

3K 6. 3parHicTh oOLIHIOBaTH Ta 3a0e3leyyBaTH SAKICTh
BUKOHAHHS POOIT, apryMEHTYBaTU XYyJOXHI MW TEXHIYHI
pIlIEHHS Ta BJOCKOHAJIOBATH iX HA OCHOBI MEPErysiiiB 1
3BOPOTHOTO 3B’SI3KY.

daxosBi
KOMIIETEHIT

CHEelaIbHOCTI
(PK)

CK 1. 3parHICTh 3aCTOCOBYBaTH CyYacHI METOJUKHU
MPOEKTYBAHHS OJIMHUYHUX, KOMITJIEKCHUX 1
O6araroyHKIIIOHATEHUX 00’€KTIB IU3aiiHy.
CK 2. 3narnicTs 37iicHIOBaTH ()OPMOYTBOPEHHS, TPUBUMIPHE
MOJICTIIOBaHHSI Ta aHIMalil0 O00’€KTIB ISl pEKIaMHHX 1
KOMYHIKaIIIITHUX 3a/1ad4.
CK 3. 3paTtHicTh 371HCHIOBAaTH KOMMO3HIIHY M00YA0BY
00’€KTIB NU3aiiHy 3 ypaxyBaHHSM IPOCTOPY, Yacy, PHUTMY,
lepapxii, Tunorpadikd, KaMepu Ta XapakTepy pyxy.
CK 4. 3gaTHICTh 3aCTOCOBYBATH HaBUYKH MPOEKTHOI Ipadiku
y mnpodeciiiHiil IisNIbHOCTI Ta TpaHC()OpPMyBaTH EIEMEHTH
allIGHTUKA Yy  TPUBUMIpPHE  Bi3yallbHE  CEpEAOBHIIIE.
CK 7. 3parmicte BuKOpucTtoByBatH  Blender  mis
MOJICIIOBAHHS, IICHTUHTY, OCBITJICHHS, aHIMari,

npouenypHoi  rpadikd, PpPEHICPUHTY Ta KOMIO3UTHUHTY




00’€KTIB rpadiqHOTO IU3aitHy.
CK 8. 3naTHicTh 3/11iCHIOBATH KOJOPUCTUYHE, CBITIIOTIHBOBE
Ta KOMIIO3UIIHHE BHpIIIeHHS pekiaMHOoro 3D-00’ekta
BIMOBIIHO /10 KOHIEMIi, Bi3yalbHOI MOBH OpeHIy Ta
dbopmary KOMyHiKallii.

CTpyKkTypa HABYAJBHOI AU CIUILIIHHA:

HazBa mony:iB i Tem KinpkicTs roaun
yChOTO | JIeK CeM | TpaKkT | cpc
1 2 3 4 5 6

Tema 1. Blender y npakrtuui 30 14 16
rpadiyHoro auzaitnepa: 3D-
KOMITO3HITis, MOJICTFOBAHHSI,
Tunorpadika Ta aiiIecHTHKA.
Tema 2. Matepianu, OCBITICHHS, 30 14 16
KaMmepa Ta pekinamua 3D-Bi3yanizairis.
Tema 3. Animaris Ta mporeaypHa 30 14 16
moymH-Tpadika y Blender.
Tema 4. Pexitamuauii 3D Moy1us- 30 14 16
MPOEKT: BiJ KOHIIEMI{ 10 iHATBEHOTO
penjepa.
Pa3om 3a cemecTp 120 56 64

Ychoro roann 120 56 64
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MeToau KOHTPOJIIO Ta PO3MOaiJa 0aJtiB

Ha3Bu 3micToBHX JlaTta npoBeneHHs dopmar MakcumanbHa
MOJYJIIB KOHTPOJIIO KUIBKICTh
OaiB
8 cemectp

Tema 1. Blender y 3rigHo rpadiky [ToTounuit 15
MPAKTHI TpaiaHOTO KOHTpPOJIb,
nusannepa: 3D- nepersa
KOMITO3HITIS, MPAKTUIHUX
MOJIEITIOBaHHS, 3aBJIaHb
tunorpadika Ta
AWJICHTHKA.
Tema 2. Marepianu, 3rigHo rpadiky [ToTounuit 15
OCBITJICHHSI, Kamepa Ta KOHTPOJIb,
pekiamua 3D- neperssig
Bi3yautizarfisi. MPAKTUYHUX

3aB/JIaHb
Tema 3. AHimais Ta 3rigHo rpagiky [ToTounun 15
npoueaypHa MOYIITH- KOHTPOJIb,
rpacdika y Blender. neperisg

MPaKTUIHUX

3aBllaHb
Tema 4. Pexnamuuii 3D 3rigHo rpadiky [ToTounuit 15
MOYIIH-TIPOEKT: BiJ KOHTPOJIb,
KOHIETIT 10 nepersig
(biHaIBHOTO peHAepa. IPaKTUYHUX

3aBJIaHb
[Ipe3enTariist Ta 3aXHUCT 3rigno rpadiky | IIpesenTaris ta 40
1HIMB1 Ay AIbHUX 3aXHUCT

(TBOpUMX) pOOIT

HIxkana ouninoBanuga: HanioHadabHa Ta ECTS

) ) O111HKAa 32 HAILlOHAJIHHOIO IIKAJIOI0
Cyma 0GaiiB 3a Bci : ,
.. | Orminka IJIA €K3aMEHY, IS 3aJTIKY
BU/IM HaBYAJILHOI
: . ECTS KypPCOBOT'O IPOEKTY
ISUTBHOCTI
(poboTH), MPAKTUKHU
90-100 A BIZIMIHHO
82-89 B oBne
74-81 C 100p 3apaxoBaHO
64-73 D 3aJI0BLJILHO




60-63 E

HE3aI0BUIBHO 3

HC 3apaxoOBaHoO 3

35-59 FX MOKJIUBICTIO MOKJIUBICTIO
MTOBTOPHOT'O CKJIAJIaHHs | IIOBTOPHOT'O CKJIa/IaHHSI
HE3aJI0BIIBHO 3 HE 3apaxoOBaHO 3
000B’ A3KOBUM 000B’ I3KOBUM
0-34 F

MOBTOPHUM BUBUYCHHSM
IUCHAIUIIHA

MTOBTOPHUM BHUBUYCHHSM
JIIUCIUIUIIHA

TexHiuHe, MPOrpamMHe Ta iHCTPYMeHTAJIbHE 3a0e3MeYeHH s

HeoOxinne obnagHaHHs, yCTaTKyBaHHS

[Tepconanbumii koM’ rOTEP 200
HOYTOYK 13 JOCTaTHbOIO
npoaykrusHicTio CPU/GPU Ta
oTepaTUBHOI MaM’ T A7t poOOTH 3
TPUBUMIPHOIO Tpadikoro,
IpOLEIYPHUMH CUCTEMaMH, aHIMAII€I0
Y pEHJIEPUHIOM, 3 JOCTYIIOM 10
Mepexi [HTepHeT; MyJIbTUMETIIMHUI
OPOEKTOP a00 IHTEPAKTUBHA NIAHEIIb;
HaBYIIHUKH 200 aKyCTHYHA CUCTEMA;
rpad1yHU JIaHIeT ado 1HII
IPUCTPOI BBEJICHHS 3a MOTPEOH.

HeoOxixH1 3aco0u

Pedepencu pexnamuoi rpadikwu,
OpeHI-KOMYHIKaIliii, yIaKOBKH,
npeaMeTHoi 3D-Bi3yanizanii Ta MOYIIH
JU3ailHy; TECTOBI PEHAEPH, IPEB’ 10
aHIMaIli} 1 mpe3eHTallliH]I MaTepiaan
JUTSI IPOMIXKHUX Ta M1JICYMKOBHX
NeperJisIiB.

[Iporpamue 3a6e3neueHHs

Blender sk enune criemiaaizoBaHe
nporpamMmHe 3a0e3Me4YeHHS TUCIIUTUTIHU:
IUTS. MOJICTIIOBAaHHsI, pOOOTH 3
TUTIOTPa(iKOIO Ta BEKTOPHUMU
dbopmamu, MaTepiagaMu, OCBITIICHHSIM,
KaMmepoto, aHiMarierw, Geometry
Nodes, peHiepuHIoM 1
KOMITO3UTHHTOM.

Marepianu, IHCTpyMEHTH

[Tamip, oniBii, Mapkepu a0o 1HIII
MaTepialiy JUisl €CK13yBaHHS
KOMITO3HII1i, CTOpPiOOpAY Ta CXeMH
pyxy; Tekctypu, HDRI, mpudru,
JIOTOTHIH, BEKTOPHI €IEMEHTH Ta
OpeHa-mMaTepiaim, HeOOX1TH1 JIs
HaBYAJIbHUX MPOEKTIB.




IToyiTuka BUBYEHHS HABYAJIbHOI JUCIHHUILIIHA

[TomiTuka 1momao
aKaJgeMIqHO1
T00pOYECHOCTI

CrynenTtu 3000B’s13aHi JOTPUMYBATHCS TTPABIIT aKaJeMITHOT
100poUecHOCTI y cBoix poboTtax. XKoani popmu nopyreHHs
aKaJIeMIgHO1 JOOPOYECHOCTI HE TOJIEPYIOThCS. SIKIIO ITiT yac
MOTOYHOTO KOHTPOJIIO BUSABUTHCS BUKOPUCTAHHS TY>KUX
171e#, CTyZIeHT BTpadae mpaBo oTpuMaTH 6anu 3a reMy, abo
MO>K€ BUKOHATH HOBY po0OOTY, sika Oy/ie OLiHeHa 13
3aHIKCHHSIM 0alIiB.

IToniTuka momo
B1JIB1/TyBaHHSI
3aHATD

[Ipomycku 3aHsATH 6€3 MOBaXHUX MPUUUH HETPUITY CTUMI
(MpUYUHYU TPOITYCKY MalOTh OyTH MiATBEpKEH1). Yl
pOOOTH CTYJICHTIB TOBMHHI OyTH 3aBaHTAXKEH1 Ha
kadeapanpauit ['yri nquck. BiacyTHICT, BUKOHAHUX
NPAKTUYHUX 3aBAaHb 13 JUCHUIUIIHY € IM1JICTaBOIO JI0 HE
3apaxyBaHHIO CEMECTPOBOI OLIIHKH.

ITomiTHKa 11010
TEpPMiHIB
BUKOHAHHS
3aBJaHb 1
nepecKIa aHHs

SIKI0 CTYZICHT MPOMyCTHB TIEBHY TEMY, BiH IIOBUHEH
CaMOCTIITHO BIAMpAIlOBaTH 1i Ta HA HACTYITHOMY 3aHATTI
BIJIMOBICTH HA KJIFOYOB1 MUTaHHs. JJOBrocTpokoBa
BIJICYTHICTh CTYJICHTA Ha 3aHSTTAX 0€3 MOBAXKHUX MPUYUH
JIa€ MiICTaBM IS HE3aJIKY 3 TUCUUILIIHU. JlogaTKoBI
3aHTTS Y TAaKMX BHUITAJIKaX HE mepeadayeHi.

IToniTuka momo
IpaBUI
[IOBEIIHKU HA
3aHATTAX

Ha npoBenenHs 3aHATh 3 IUCUUILTIHU «MOylIH nu3aiH 2»
PO3MOBCIOJKYIOTHCS 3arajJbHO NPUUHSTI HOPMU 1 IPaBUIIA
HOBEIHKH, 3aTBEPPKEHUX TaKUM JIOKyMEHTOM sk «lIpaBuna
MOBE/IIHKY 3/100yBayiB BUIIO1 OCBITH B KuiBChKil
JepXKaBHIN akazemil 1eKOpaTUBHO-IIPUKIIAJTHOTO MUCTELITBA
1 qu3aiiny imeHi Muxaiina boriuykay. BitaeThcst BmacHa
JTyMKa CTY/AEHTIB 3 TEMHU 3aHATTS, aKTUBHE OOrOBOPIOBAHHS
MPOEKTHUX MPOoOJIeM, apryMEHTOBAHE B1JICTOIOBAHHS
aBTOPCHKOI mo3uliii. Pa3oM 13 TUM i1 yac 3aHSATh HE
JOIYCKAOThCA 11, IKI MOPYIIYIOTh MOPSIIOK 1 3aBaXKa0Th
HaBYAJIbHOMY IIPOLIECY, Y TOMY YUCII1 KOPUCTYBaHHS
MOOUTbHUMHM TenedOoHaMU JJI pO3MOB, 3aIli3HEHHS Ha
3aHATTS 0€3 NOBaXXHUX MPUYMH, HE PearyBaHHs Ha
3ayBa)KE€HHsI BUKJIaa4a.

[TomiTuka 1momao
KOMYHIKaIIii 3
BUKJIa{a4EM

[To3a 3aHgaTTAMU ODIMIHHAM KaHAJIOM KOMYHIKAIII 3
BUKJIQJIa4€M € €JICKTPOHHI JIUCTH 1 TIJIbKH Yy poOOUl JTHI Ha
nomTy Bukiangada (grushowskiytaras@gmail.com). YMoBu
aUCTyBaHHS: 1) B TeMi Tucta 000B’I3KOBO Ma€ OyTH
3a3Ha4yeHa Ha3Ba TUCIUILIIHU (cKopoyeHo — M/12); 2) B
0JII TEKCTY JINCTA MO3HAYUTHU, XTO 3BEPTAETHCI — AHOHIMHI
JUCTH po3rsiAaTiCs He OyayTh; 3) Qailnu mianucyBatu
TaKWM YMHOM: TIPI3BUINE 3aBAaHHS. Po3mmpeHHs: TeKCT —
doc, docx, imoctparii — pdf, Bizeomarepianm —
BIIOBIJIHO JI0 BUMOT 3aBAaHHs. POOOTH 111 pyO1KHOTO




KOHTPOJII0 MalOTh OyTH HaAICJIaHl HA MOIITY BUKIJIa1aya abo
3aBaHTAXXEH1 10 BU3HAYEHOTO KaeIporo XMapHOTO
cxoBuia. KoHCyIbTyBaHHS 3 BUKIJIaJadeM B CTiHAX akajemii
B1JI0OYBAIOTHCS Y BU3HAUECHI JIHI Ta TOJUHHU.

JeranpHinny iHpopMaIiito moa0 KOMIETEeHTHOCTEH, pe3yJIbTaTiB HaBUaHHS,
METO/11B HaBYaHHS, (OPM OL[IHIOBAHHS, CAMOCTIIHOT poO0TH HaBeneHOo Yy Pobouiii
HaBYaJIbHIN IIporpamMi HaBYJIbHOI TUCITUILIIHN
(https://kdidpmid.edu.ua/academy/robochi-programy-navchalnyh-dysczyplin-ta-
inshi-navchalno-metodychni-materialy-kafedry-grafichnogo-dyzajnu/)

Po3poOHuk cunabycy

HaBYAJILHOI TUCIUAIUIIHU T.I.I'pymoBchkuii
["apaHT OCBITHBOT IPOTPAMH O. C. l'anbunHChKa
B.O. 3aBinyBaua kadenpu [.B. IletpoBa
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