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1 Onuc HAaBYAJBLHOI JUCIHUIIJIIHYA

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
CTyJCHTa — 5

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 rpadivyHOl KOMYHIKAIlli, peKJIaMH Ta Bi3yalbHOI
aiieHTuky. JlucuuriiHa crnpsMoBaHa Ha CTBOpeHHs peknamHux 3D-pizyamizariii 1
aHIMOBAaHUX KOMIIO3HIIIM, poOoTy 3 THHorpadikor Ta OpEeHIOBAaHMMU OO0’ €KTaMH,
MaTepialiaMH, OCBITJIEHHAM, KaMeporo, npoueaypHuMu 3acodamu Blender, a Takox Ha
HiATOTOBKY 3aBEPIICHOT0 PEKIAMHOTO MOYIIH-TIPOEKTY.

Y Mexax Kypcy CTYIEHTH MpallO0Th 13 MPEIMETHOI0, TUHorpadiyHo Ta
abctpaktHOO 3D-Tpadikoro, CTBOPIOIOTH pEKIaMHI KOMMO3MII A7 MPOAYKTIB 1
OpeH/IiB, OMTAHOBYIOTh MPUHLMIIA TOCTAHOBKH CBITJIA i KaMEpH, PO3POOIISIIOTh aHIMALIIO
00’ekTiB Ta rpadgigyHux ¢popm, 3acTocoBytoTh Geometry Nodes a1 npoueaypHOi MOYIIIH-
rpadikd Ta BHUKOHYIOTh (piHami3aliro 300paxkeHHs 3aco0aMu peHAEpUHry U
KOMITO3UTHHTY Oe3mocepeanno y Blender.

dopMyBaHHA y CTYJEHTIB BIJMOBITHO JI0 OCBITHBO-TIPOGECIHOI MpOrpaMu TaKUX
KOMITETEHTHOCTEH:

e 3K 2. 3gaTHICTh CHUIKYBATHUCS AEP>KaBHOIO MOBOIO SIK YCHO, TaK 1 TUCbMOBO.
¢ 3K 4. 3gaTHiCcTh A0 NONIYKY, 00poOJeHHs Ta aHani3y iHGopMallii 3 pi3HUX JKepe,
BKITIOYHO 3 pEKJIaMHUMH pedepeHcaMu, OpeHa-cucTeMamMu, PeAMETHOIO
BI3yaJli3alli€l0 Ta Cy4YaCHUMU NpukiagamMu 3D MOyIIH qu3aiiHy.
¢ 3K 6. 31aTHICTH OLIIHIOBATH Ta 3a0€3MeuyBaTH AKICTh BUKOHAHHS POOIT,
apryMEHTYBATH XYJI0XKH1 i TEXHIYHI PIIIEHHS Ta BJOCKOHATIOBATH X HA OCHOBI

NEPETrJIsiAiB 1 3BOPOTHOTO 3B’ S3KY.

¢ CK 1. 3gaTHicTh 3aCTOCOBYBATH Cy4acCHI METOJUKU MPOEKTYBAHHS OJUHUYHUX,
KOMITJIEKCHHX 1 0araro(yHKIIIOHATLHUX 00’ €EKTIB TU3AIHY.

¢ CK 2. 3natHicTh 311HicHIOBAaTH () OPMOYTBOPEHHSI, TPUBUMIPHE MOJEIIIOBAHHS Ta
aHIMaIlito 00’ €KTIB AJIsl peKJIaMHUX 1 KOMYHIKallItHUX 3a]1a4.

¢ CK 3. 3narHicTh 3/11iCHIOBATH KOMIIO3HUIIIHHY MOOYA0BY 00’ €KTIB AU3aUHY 3
ypaxyBaHHSIM MIPOCTOPY, Yacy, pUTMy, iepapxii, Tunorpadiki, KaMepH Ta XapakTepy

PYyXy.

¢ CK 4. 31aTHICTh 3aCTOCOBYBATH HABUYKH MPOEKTHOI rpadiku y mpodeciitHiit
JISIBHOCTI Ta TpaHC(OPMYBATH €JIEMEHTH allJICHTUKH Y TPUBUMIPHE Bi3yajbHE
CepeIOBUIIIE.

¢ CK 7. 3narnicTs BUKOpUCTOBYBaTU Blender nist MojentoBaHHs, IEHIUHTY,
OCBITJICHHSI, aHIMalllil, IpoUeaypHOI Irpadiku, peHAESPUHTY Ta KOMIO3UTHUHTY
00’€eKTiB rpadiyHOTO IU3alHy.

¢ CK 8. 3marHiCTh 311MCHIOBATH KOJOPUCTUYHE, CBITIOTIHBOBE Ta KOMITO3HITIIHE

BUpIIIEHHS pekiIaMHoro 3D-00’ekTa BIAMOBIAHO IO KOHIIEMIII1, Bi3yalbHOI MOBH

OpeHny Ta popmaTy KOMYHIKaIlii.

[IporpaMHui pe3ynbTaTH HaBYaHHA, IS (POPMYBAHHA SKUX BHKOPHUCTOBYETHCS
HaBYaJIbHA TUCIUIUTIHA!

e PH 1. 3acrocoByBaTu HaOyTi 3HaHHS 1 pO3yMIHHS NPEAMETHOI 001acTi Ta cepu
npodeciiiHOi AISNIBHOCTI y MPAKTUYHUX CUTYAIlIsX.



e PH 3. 30uparu Ta ananizyBaru iH(hopMalio Ijisi OOTpyHTYBaHHS AU3ANHEPCHKOTO
MPOEKTY, 3aCTOCOBYBATH TEOPIIO 1 METOJMKY TM3aliHy, (PaxoBy TEPMIHOJIOTIIO,
pedepeHcH Ta MPUHIUAK PEKIIAMHOT Bi3yallbHOT KOMYHIKAITii.

e PH 4. Buznauatu MeTy, 3aBJaHHsI Ta €Tarnu CTBOPEeHHS 3D MOYIIH-TIPOEKTY,
TJIaHYBATH MOCIIIOBHICTh pOOOTH BiJl KOHIIEMIIT Ta CTUJIBOBOTO PIIIEHHS JI0 CIICHH,
aHiMallli, peHaepy i ¢inamizarii.

e PH 6. YcBimomiroBaTH BiJIITOBIIAJIbHICTD 32 SIKICTh BUKOHYBaHUX POOIT,
3a0e3reuyBaT BUKOHAHHS 3aBJaHHs Ha MpodeciiiHoMY piBHI.

e PH 7. Anani3zyBaTu, CTHII3yBaTH, IHTEPIPETYBATH Ta TpaHC(HOpMyBaTH rpadiuHi,
TunorpadiuHi i TPUBUMIPHI 00’ €KTH ISl pO3pOOJIEHHS XY 10KHBO-IIPOEKTHUX Ta
PEKJIAMHUX PILIEHb.

e PH 8. OmintoBaT 00’ €KT IPOEKTYBAHHSI, TEXHOJIOT14HI MPOIIECH, XapaKTep pyXy,
OCBITJICHHS Ta Bi3yaJlbHYy MOBY B KOHTEKCT1 PEKJIAMHOI'0 200 OpeHI0BOI0 3aBAaHHS.

e PH 9. CtBOproBatu 06’ e€kTH nu3aitHy 3aco0aMu TPUBUMIPHOTO MOJIETTIOBaHHS,
npolerypHoi rpadiku, mudpoBoi aHiMaIli Ta peHIepUHTY.

e PH 17. 3acTocoByBaTu cy4acHe crieniaiizoBane nporpamue 3abesneuenns Blender y
npodeciiiHii AlSIbHOCTI FpaIuHOro Iu3aiiHepa.

3 IlepenymoBH /i1 BUBYEHHS QU CIHUILIIHHA

[lepeayMoBOIO /111 BUBYEHHS AUCLMUIUIIHU € ONAHYBaHHS HaBYAJIbHUX JUCLUIUIIH, 110
(OpMyIOTh PO3YMIHHSI KOMIO3ULIi, MIPUPTY, KOIbOPY, HUPPOBOI rpadiku, BizyaabHOI
allIcCHTUKM Ta NPUHLUIIB aHIMalli. PekoMeHJ0BaHOI NEPEeNyMOBOIO € YCIHIIIHE
3aBepIICHHS TUCHUILTIHU « MoyiH-au3aiH [».

i;ﬁr')[ HapyanbH1 AUCUUILUIIHA, BUBYEHI PaHIIIIE
1. KoM torepHa mpoekTHa rpadika

2 OCHOBM IPOEKTYBAHHS 1 MPOEKTHOT rpadiku
3 Komro3uiris

4 Konbopo3HaBCTBO

5 [ pudt

6 [cTopis qu3aiiny

7 Bi3yasibHa aiiJIeHTHKa

8 [nrocTparttist B An3aiini

9 Jlu3aitH neploANYHUX BUAaHb

10 MoyH-au3anH [

4 OuikyBaHi pe3yJibTATH HABYAHHS



Bracaigok BUBUYCHHS HaBYaJIbHOI JHUCIUIUIIHA CTYJICHT IIOBHHEH OYyTH 3JaTHUM
IIPOJICMOHCTPYBATH TaKi pe3yJIbTaTH HaBYaHHS:

3HaTm:
- MOXkIIUBOCTI Blender y koHTEeKCTI rpadiuHOro An3aiiHy, pekiaMHoi Bi3yaui3aiii Ta
3D moymH rpadiku;
- npuHIUnU opraxizaiii 3D-ciienu, poOoTH 3 00’ €KTaMu, KOJICKIIISIMH,
Moau(ikaTopamMu, KpUBUMHU, TEKCTOM 1 BEKTOPHUMU (HOpMamu;
- IPUHLHUIY TOOYJOBU PEKIAMHOI KOMIO3UIlT Y TPUBUMIPHOMY MPOCTOPI Ta
B3aeMOIi1 00’ ekTa, GoHy, TUNIOrpadiKu i Kamepu;
- MPUHITUIIK cTBOpeHHs maTepiaiiB y Shader Editor, po6oTu 3 KonsopoM,
(bakTyporo, BIIOUTTSAM, ITPO30PICTIO TA IHIITMMHU BIACTUBOCTSIMHU ITOBEPXOHb;
- PUHIIMIIY TOCTAaHOBKU OCBITJICHHS JJI MPEAMETHOI Ta pekiiaMHoi 3D-
Bi3yautizallii, HaJlamTyBaHHs Kamepu, (POKYCHOI BiJICTaH1 Ta TIIMOMHU Pi3KOCTI;
- 3acoOu animaiii Blender: kirodoBi kaapu, intepnossmiro, Graph Editor,
Constraints, Drivers 1 HIUKIIYHUI pyX;
- IPUHIIUIIN MTPoLEeAypHOTo GOopMOyTBOpPEHHS Ta aHIMalii 3acobamu Geometry
Nodes y 3agadax Moy1H rpadiku;
- IPUHIIAIIA PEHACPUHTY, KEPYBaHHS KOJIbOPOM, KOMITO3UTHHTY Ta ITiITOTOBKU
(biHAJIBHOTO pEeKJIaMHOr0 Bijeomarepiany y Blender.

BmiTn:
- opraHizoByBaTH ciieHy Blender BianmoBigHo 10 3aaa4i rpadigHoro abo
PEKIIAMHOTO MTPOEKTY;
- CTBOPIOBATH Ta CTHJII3YBAaTH TPUBUMIPHI 00’ €KTH, TUIIOTPadiKy, JJOTOTHIIH,
YIaKoOBKY ¥ aOcTpakTHi rpadiudi hopmu;
- 3aCTOCOBYBaTU MOAM(IKATOPH, KPUBI Ta IPOLIEYPHI 3acO0u 11 (popMyBaHHS
BHpa3Hoi 3D-kommo3uitii;
- CTBOPIOBATH MaTepialiv, HAIAMITOBYBATH OCBITJIICHHS ¥ KaMepy ISl IPEIMETHO1
Ta peKJIaMHOI1 Bi3yalli3aliii;
- aHIMYBaTH 00’ €KTH, TUIIOrpadiKy, KaMepy Ta mapaMeTpu MaTepialiB 13
BukopuctanuaM Graph Editor 1 3aco6iB kepyBaHHS pPyXOM;
- 3actocoByBatu Geometry Nodes a1 CTBOpeHHS IpoLEeypHOi Ipadikw,
MOBTOPIOBAHUX CTPYKTYP 1 aHIMOBAHUX Bi3yaJIbHUX CUCTEM;
- BUKOHYBATH PEHJIEPUHT 1 KOMIO3UIIHE JOONPALIOBAHHS MaTepially 3aco0amu
Blender;
- CTBOPIOBATH 3aBepIIeHUI pexiaMHuil 3D MOYIIH-TIPOEKT 1 apIryMEHTOBAHO
MPE3CHTYBATH HOTO KOHIIEMIIII0, BI3yaJIbHY MOBY Ta TEXHIUHY peai3allilo.

5 Ilporpama HaBYAJIbHOI JUCUHUILJIIHA

5.1 TemaTHUYHNH NIJIAH HABYAJBbHOI JUCIUILIIHA

KuipkicTh rogusa

Ha3su tem

Jlenna gpopma ‘ 3aouHa gopma




y TOMY YHCI y TOMY YHCIT1
yChO ! e :
ro a1 |1 Hc.p. POy m M ©
i N0 . | p.
1 2 |3 4 |16/ 7 | 819]10[12)13
Cemectp 8
Tewma 1. Blender y mpakruti 30 14 16
rpadiuHoro auzaitHepa: 3D-
KOMITO3HIIisl, MOJICTFOBAHHS,
Tunorpadika Ta aiiJICHTUKA.
Tema 2. Matepianu, OCBITICHHS, 30 14 16
Kamepa Ta pexinamtaa 3D-
Bi3yasizaiisi.
Tema 3. Animariis Ta mporeaypHa 30 14 16
moymH-Tpadika y Blender.
Tewma 4. Pexnamuuii 3D mMoy1H- 30 14 16
MPOEKT: Bl KOHUEIIIIT 10
(biHATBLHOTO pEeHALpA.
Ycboro roaux 120 56 64
Buna koHTpoJII0:
(nnepenuilioBaHmnil 32J1iK)
5.4 Temu NpakKTHYHUX 3aAHATH
e KinbkicTs
3/ Ha3Ba temu TOAMH
JADPH 3®H
1 Tewma 1. Blender y mpakruii rpagigdoro nuzaitnepa. | 14
Opranizaitis ClieHd Ta poO0YOTO IPOCTOPY,
MOJIETIIOBaHHS 3 TEOMETPUYHUX PopM, poboTa 3
MoaudikaTopamMu, KpUBUMHU, TEKCTOM 1 BEKTOPHUMU
o0’extamu. CtBopenHs 3D-tunorpadiku, 10roTHis,
YIaKOBKH Ta CTATUYHOTO pekiamMHoro key visual.
2 Tewma 2. Matepianu, OCBITIEHHS, KaMepa Ta 14

pexiiamHa 3D-Bi3yauni3zanis. Po6ora B Shader Editor,
CTBOPEHHSI MaTepialiB JJIsl IPEIMETIB 1 YIIAKOBKH,
MIOCTAHOBKA CTYJIIMHOTO CBITJIA, HAJAIITYBAaHHS
KaMepH, MEPCIEKTUBHU Ta TIIMOMHH Pi3KOCTI.
[TinroroBka pexnamuoro product shot 1 penaepunr y
Blender.




Tewma 3. AHimarris Ta mporeAypHa MoylrH-Tpadika y
Blender. Kntouosi kanpu, Graph Editor,
iatepnionsig, Constraints, Drivers, nukiaiyna
animaris. Bukopucranas Geometry Nodes st
OBTOPIOBAHUX CTPYKTYP, AOCTPAKTHUX IrpapiuyHUX
cucteM 1 OpeH10BaHOT MOYIIH-Tpadiku. AHIMAIis
TUNOrpadiky, JIOrOTHUIIIB, 00’ €KTIB 1 KAMEPH.

14

Tema 4. Pexitamuauii 3D MOYIIH-TIPOEKT.
Po3po06enns koHIenIii Ta Bi3yaJlbHOT'O HANIPSIMY
peKJIaMHO1 aHIMaIlii 1Sl IPOYyKTY a00 OpeHy.
IToOGyoBa crieHr, MOJCTIOBaHHS 1 CTHJII3AIlIS
00’€eKTiB, aHIMAaIlls, CBITJIO, KaMepa, peHICPHHT,
KOMITO3UTHHT 1 MATOTOBKA (DIHAIIBLHOTO
Bimeomarepiary 3acobamu Blender.

14

Yceporo rogus 3a 8 ceMecTp

56

5.5 Camocriiina po6ora

Ha3zBa temn

KiabkicTh

TOUH

J®H

3®H

Tema 1. Blender y mpakrutii rpagigdoro nu3aitHepa.
J1o0ip pexnaMHUX 1 OpeHI-KOMYHIKAIIHHUX
pedepeHciB, onpaloBaHH KOMIIO3MIIIT Ta
camocriiine ctBopeHHs 3D key visual 13
BUKOPHUCTAHHSAM TUNOTPa]iKH, JIOTOTHITY 200
pEeAMETHOIO 00’ €KTA.

16

Tewma 2. Matepianu, OCBITIEHHS, KaMepa Ta
pexiiamHa 3D-Bizyanizanis. OnpalroBaHHs BapiaHTIB
MaTepiajiB, CBITJIOBUX CXEM 1 paKypcCiB; MiATOTOBKa
3aBEPIICHOT TPEAMETHOI a00 YITaKOBKOBOT PEKJIaMHO1
Bi3yasrizaiiii.

16

Tewma 3. AHimarris Ta nporeaypHa MoyurH-Tpadika y
Blender. Po3po06aeHHs KOpoTKOT MUKIIIYHOT aHIMaIlii
a00 OpeH10BaHOI MOYIIIH-KOMITO3HUIII] 13
3actocyBanHaM Graph Editor, Geometry Nodes ta
aHIMaIlli mapaMeTpiB CIICHHU.

16




4 Tewma 4. Pexamuanii 3D moymH-tipoekT. Camocriitne | 16
JOOTIPAIFOBAHHS KOHIIEMIIi, CLIEHH, MaTepiaiiB,
aHiMalli, OCBITJIEHHS, KaMEpH, peHepy U
KOMITO3UTHHTY; MATOTOBKA (hiHAIBHOI BepCii
peKIIaMHO1 pOOOTH Ta MaTepiaiiB A0 MiJICYMKOBOIO
neperssiay.

VYcboro roaut 3a 8 ceMecTp 64

6 3aco0u niarHOCTHKH pe3y/IbTATIB HABYAHHA TAa METOAHU IX AeMOHCTPYBAHHS

[lix yac BUKJIaJaHHS KYpCy BUKOPUCTOBYIOTHCS TaKl 3aCOOM J11arHOCTUKU PE3YJIbTATIB
HaBYAaHHS Ta METOJIH iX J€MOHCTPYBaHHS:
® [Ipe/ICTABJICHHS JO0IPKH PEKIaMHHUX 1 OpeHA-KOMYHIKAIIHHUX pedepeHciB 13
MOSICHEHHSIM KOMITO3UIIIITHOTO Ta CTUJIICTUYHOTO PIIIECHHS;
e riepeBipka npakTuyHux pooiT y Blender i3 moxemtoBanus, 3D-tunorpadiku,
MaTepiaiiB, OCBITJIICHHS Ta MOCTAHOBKU KaMEPH;
e nieperysig pobounx ¢ainiB Blender 3 ouniHioBaHHSIM oprasizalii ClIieHH, CTPYKTYpHU
00’€KTIB, MaTeplajiB, aHIMALIMHUX KPUBUX 1 MIPOLIETYPHUX CUCTEM;
e IEMOHCTpallisl aHIMAIIHUX 1 TPOLIeAYPHUX BIIpaB 13 BUKopucTanHsaMm Graph Editor,
Geometry Nodes Ta 3ac001B KEpyBaHHS pyXOM;
® [IPOMIXKHI Ta MiJICYMKOBI Meperyisian pekaaMHoro 3D MOyIIH-IpOEKTY 3 YCHUM
OOTpyHTYBaHHSIM KOHIICTIIii, Bi3yaJbHOT MOBU 1 TEXHIUHOI peaizarii.

7 ®opMH OTOYHOI0 TA MiICYMKOBOI0 KOHTPOJIIO

MakcumaJibHa KUIBKICTh 0aJ1iB
DopMH KOHTPOJIIO Jdenna ¢popma 3aouyna ¢popma
HABYAHHS HABYAHHS
[lepeBipka BUKOHAHHS TPAKTUYHUX 3aBAaHb 4*15=60
[Ipe3eHTalist Ta 3aXUCT 1HAUBIIyaTbHUX 40
(TBOpUHX) POOIT
Bceboro 100

8 Kpurepii oniHIOBaHHS pe3yJIbTATIB HABYAHHS

Kpumepiem  ycniwnozco  npoxoodocenuss  3000y8awem  0c8imu  NiOCYMKOBO2O
OYIHIOBAHHS MOdCe OYmu OOCACHEeHHS HUM MIHIMAIbHUX NOPO20BUX DIBHI8 OYIHOK 3d
KOJCHUM 3ANTAHOBAHUM Pe3YTbmamomM Ha84aHHs HA8YAIbHOI OUCYUNTIHU;

Minimanvuuti nopoeosuil piseHb OYIHKU 8aPMO BUHAYAMU 3d OONOMO2O0H SAKICHUX
Kpumepiie i mpanc@opmysamut tlo2o 8 MiHIMAIbHY NO3UMUBHY OYIHKY BUKOPUCTNOBYBAHOL
YUCN0BOT (PelimuH2080i) WKAIU.



1. Blender y mpaktuii rpadgiunoro au3aitnepa: 3D-koMo3uilisi, MOJIETIOBaHHS,
tunorpadika Ta aliJeHTHKA

Kpumepii oyinosanns:
® JIOpPEYHICTh 0OpaHOI KOHIIEIIIIi Ta BIMOBIIHICTh 3a/1auaM rpadiqHoi
KOMYHIKaIIiT;
® SKICTh KOMIIO3UIIii, TPOMOPILiH, THHOrpadiku Ta B3aeMoii 3D-00’€KTiB;
® KOPEKTHICTh MOJICJIFOBaHHS, BUKOPUCTAHHS MOAU(DIKATOPIB, KPUBUX 1
BEKTOPHUX (POpM;
® UIICHICTH 1 podeciitHicTh pexinamHoro key visual.
2. Marepianu, OCBITJIEHHS, Kamepa Ta pekiaamHa 3D-pizyanizaris
Kpumepii oyintosanns:
® SKICTh 1 IOPEUHICTh MaTEpialiB BIAMOBIIHO JI0 XapakTepy npeamera abo
OpeHny;
® BHPA3HICTh CBITJIOBOrO PIIIEHHS Ta KOHTPOJIb CBITIOTIHHOBOI MOJIEIII;
e OOIpYyHTOBAHICTh PaKypcCy, MEPCIEKTUBH, POKYCHOT BIJICTaH1 i KOMITO3UITi1
Kalpy,
® TEXHIYHA SIKICTh PEeHJepa Ta MUIICHICTh PEKJIAMHOI 10 1aui.
3. Animaris Ta npoueaypHa MoyinH-rpadika y Blender
Kpumepii oyinrosanns:
® KOpEKTHE BUKOPHUCTAHHS KIH04YOBHUX KajapiB, Graph Editor Ta iHTepnossii;
® BHPA3HICTh TAUMIHTY, PUTMY U XapaKkTepy pPyxy;
e JIOLUIBHICTB 3acTocyBaHHs Geometry Nodes, Constraints abo Drivers y Mmexax
MOCTABJICHOI 3a/1a4l;
® IIUTICHICTh aHIMOBAHOI KOMIIO3HIII1 Ta BIJMTOBIIHICTh Bi3yalbHilA MOB1 OpeHy.
4. Pexnamauii 3D MOYyIIH-IPOEKT
Kpumepii oyiniosanns:
® BIJNOBIIHICTH PE3YJIbTaTy peKJIaMHIi a00 OpeHA-KOMYHIKalIHHINA 3a/1a4i;
® IIUTICHICTh KOHIIEMIIIi, KOMITO3HUIIi1, MaTepiajiB, OCBITJIICHHS, KAMEPH ¥ aHIMAIIIT;
® TEeXHIYHA SIKICTh CIIEHU, PSHACPUHTY Ta KOMIIO3UTHHTY Y Blender;
® 3aBEpILEHICTh MPOEKTY, BUPA3HICTh (PIHATBHOI M0J1a4l Ta 34aTHICTh
apryMEHTYBaTH AU3aHEPCHKI PIILICHHS.
DopMH MPOBEACHHS CEMECTPOBOI0 KOHTPOJIIO TA KPUTEPil OMIHIOBAHHSA

Tema 1. Blender y npakTtuui rpadiunoro auzaiinepa: 3D-kommno3uilisi, MOICIFOBaHHS,
tTunorpadika Ta aiiieHTHKa
Dopma Konmponio:
o meperysig 3D key visual abo 6pengoBanoi kommno3wuilii, ctBopeHoi y Blender;
e TiepeBipka poOOTH 3 MOAETIOBAHHAM, TUIOTPA(IKOI0, KPUBHMH,
Mo u(piKaTOpamMu Ta KOMIO3UIIETO;
® KOPOTKE YCHE MOSICHEHHsI KOHIIEIIi1 Ta poii 3D-rpadiku y KOMyHIKaIiiHOMY
3aBIaHHI.
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Kpumepii oyinrosanns:
® SKICTh KOMIO3UIIIIHOTO 1 (HOPMOTBOPYOTO PIIICHHS;
e BOJIOJIHHA 1HCTpyMeHTamu Blender, nepeadbauennmu TeMoro;
® IIUTICHICTH 1 MPO(eCiiiHICTh BI3yaJbHOI MOayi.
Tema 2. Matepianu, ocBITIEHHS, kaMepa Ta pexiiamHa 3 D-Bizyanizartis
Dopma KOHMpPOoRio:
® TIEperyis MPEeIMETHOI a00 YIaKOBKOBOI pEKJIaMHOI Bi3yalti3allii;
® JIEMOHCTpALlisl MaTepialiB, CBITIIOBOI CXEMH, HaJJAalITYBaHb KAMEPH Ta
napameTpiB peHIEPUHTY;
e 00OroBOpPEHHs BI3yalbHOI i€papXii, pakypcy Ta BiJIMOBITHOCTI 300paKeHHs
peKIIaMHIN 3a1a4i.
Kpumepii oyinosanns:
® SKICTh MaTEpPialIiB 1 CBITIIOTIHBOBOTO PIIIICHHS;
® BHPA3HICTh KOMITIO3ULIIi Ta IOCTAHOBKU KaMepH;
® TEXHIYHA SIKICTh peHepa i peKIaMHOi Moaui.
Tema 3. Animaiis Ta npoueaypHa moyuH-rpagika y Blender
Dopma KOHMPONIo:
® [Ieperiis/l aHIMaIiiHOI a00 MPOIEAYPHOI MOYIITH-KOMIIO3HILIT;
e jnemoHcTpailis podotu 3 Graph Editor, Geometry Nodes, Constraints, Drivers
a00 LMKIIIYHOIO aHIMALIEI0 BIAMOBIIHO 10 OOPaHOrO PIILIEHHS;
® [I0SICHEHHS JIOTIKM MOOYA0BH PyXy Ta MPOLEAYPHOI CHCTEMH.
Kpumepii oyinrosannsi:
® TEXHIYHA KOPEKTHICTh aHIMaIlii i MpoIeaypHOi MO0y 10BY;
® SKICTh TAMIHTY, pUTMY Ta KEPYBAHHS PyXOM;
® [UIICHICTh KOMITO3MIIIT Ta BIANOBIAHICTh TpadiuHii KOHLIETIII].
Tema 4. Pexnamuuii 3D MOYIIH-TIPOEKT
Dopma KOHMPOAIO:
® TIPOMDKHHI 1 MACYMKOBHI meperisii pekiiaMHoro 3D MoyiH-IpoeKTY;
e JIEMOHCTpAIIisl CIICHH, aHiMallii, MaTepianiB, OCBITICHHS, KaMEepH, peHepa Ta
KoMno3uTHHry y Blender;
® yCHA Mpe3eHTallis] KOHLETIIi1, I[IJTbOBOr0 MOBIAOMIICHHS Ta MOCIJOBHOCTI
peaizallii MpoeKTy.
Kpumepii oyinosanns:
e npodeciiiHICTh XYA0KHBO-TIPOEKTHOTO PIIICHHS;
e TEXHIYHA SKICTh pealTi3allii Ta 3aBepIICHICTh aHIMAIlii;
® BIJANOBIJHICTH PE3YJIbTaTy PEKJIAMHIN 3a/1a4l Ta BI3yaJibHI MOB1 OpeHay.
IincymkoBHii ceMeCTPOBHA KOHTPOJIb
dopMa KOHTPOIIO: IU(EpeHLINOBaHUI 3alliK y (QopMaTi MiACYMKOBOIO MEpErsiay
NpaKkTUYHUX poOIT, pobouux ¢aiinie Blender, pexnamuoro 3D moymH-npoexty Ta
YCHOTO 3aXHUCTY PE3YJbTATIB POOOTH.
Kpumepii niocymxosoeo oyinioeanHs.
® [IOBHOTA BUKOHAHHS BCIX OCHOBHUX 3aBJIaHb CEMECTPY;
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e po3yMiHHA NpuHIUIIB 3D-KomMno3uLii, peKIaMHO1 Bi3yasi3alii Ta MOYIIH
rpadiku;

e BIICBHEHE BOJIOJIIHHS iHCTpyMeHTaMmu Blender, nepeadadennmu mporpamoro
JHUCIUATLIIHY;

® SKICTh MOJICJIFOBAHHS, MaTepiajiB, OCBITIICHHS, KaMepH, aHIMallii Ta
npoleaypHoi rpadiku;

e mpodeciitHuil piBEHb MIJCYMKOBOTO pekiIaMHOro 3D MOyIIH-IPOEKTY Ta HOTO
pe3eHTaIlli;

® CaMOCTIMHICTb, BIAMOBIJAIBHICTh 1 TOTOBHICTh A0 MPOQECiiHOT AUCKYCII.

Opi€HTOBHUI NMepeJIiKk MUTAHD 10 CEMECTPOBOr0 KOHTPOJIIO

1. ki 3agaui rpadiyHOro AM3aliHy Ta PEKJIAMHOT KOMYHIKaIlli MOXYTh
BUpiuryBaTHcs 3acobamu Blender?

2. Sk opranizyBatu 3D-cueny Blender nnst pexinamuoro abo 6peH10BOTO IPOEKTY?

3. SIKy poib BiirparoTh KOMITO3HIlis, MacIITad, puT™M 1 HeraTUBHUM mipocTip y 3D
key visual?

4. Sk BUKOPUCTOBYIOTHCSI KPUBI, TEKCT 1 BEKTOpHI popmu 11t ctBopeHHs 3D-
TUTIOTpadiKK Ta JIOTOTHUITIB?

5. Sxi mogudikatopu Blender norinpHi mig 9ac crBopeHHs rpadigHuX 1
npeaMeTHux Gopm?

6. Sk noOynyBatu matepian y Shader Editor 1 siki BTaCTUBOCTI MOBEPXH1 HaOLIbIIIE
BIUIMBAIOTh HA 11 CIPUMHATTS?

7. Sk xoiip 1 MaTepiall MOXKYTb MIITPUMYBATH BI3yalbHY ailieHTUKy Openay B 3D-
creni?

8. SIki mpUHIUIH MMOCTAHOBKH CTYAIMHOTO CBITJIa 3aCTOCOBYIOThCS Y peKIIaMHii
peAMETHIN Bizyasizari?

9. Sk dokycHa BijcTaHb, MEPCIEKTHBA Ta TITMOMHA PI3KOCT] BIUTMBAIOTH HA
KOMITO3HUIIII0 PEKIAMHOTO Kaapy?

10. V yomy nonsirae pizHMIlS Mix 3aBaanHsmu penaepunry B EEVEE ta Cycles?

11. Sk mpaitoroTh KIIFOUOBI Kaipu Ta iHTepmosiis B Blender?

12. Jlns woro BukopuctoByeThesi Graph Editor 1 sik BiH gomomMarae kepyBaTu
XapakTepoM pyxy?

13. SIx cTBOpUTH HUKIIYHY aHIMAIliIO Ta 3a0€3MeUnTH 0e3NePEePBHICTh PyXy?

14. Jlns sikux 3aga4 y MOYyIIH rpadii go1iisHo 3actocoByBat Constraints 1
Drivers?

15. Sxi npunuunu podotu Geometry Nodes € BaKIMBUMHU JUIsl TPOLEAYPHOT MOYIITH-
rpadiku?

16. Sk 3a nonomororo Geometry Nodes CTBOprOBaTH OBTOPIOBAH1 CTPYKTYPH Ta
KepoBaHi Bapiarlii?

17. Sk opranizyBaTu aHiMaIlil0 TUIOTPAQiKu, JOTOTHITY a00 PEKIAMHOTO 00’ €KTa y
Blender?

18. SIki etanu miArOTOBKHU pekiaaMHOro 3D MOyIIH-TIPOEKTY BiJl KOHIICTINT 10
(dbiraBpHOTO peHaepa?
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19. Sk BukopucroByeThesi Compositor Blender ans dinamizaiii penaepa ta KOpexirii
300paskeHHS?

20. Sk miaroTyBaTtH Ta MPE3€HTYBATH 3aBEPILICHUNA PEKJIAMHUNA MOYILIH-TTPOEKT JIJIs
npogeciitHoro neperasay?

8.1 Po3moain 0aJiB, AKi OTPUMYIOTH CTYI€HTH

lIpuxnao posnodiny banis
Po3nopaia 0agiB 3a 100-0a,16H010 HIKAJI0I0
IoTouynnii kouTpoJab (ITK)
MakcumaibHi
: . Oanu 3a
dopMHU TOTOYHOTO KOHTPOJIIO 3MICTOBUX MOTYJIiB .
BHUKOHaHI
3aBIaHHS
T1 Blender y mpaxTuii rpadgiunoro auzaitaepa: 3D- 15
KOMIIO3HI11isl, MOJIeJIFOBaHHsI, TUNorpadika Ta aifJIeHTHKa
T2 Marepianu, oCBITJIEHHS, Kamepa Ta pexkinamaa 3D- 15
Bi3yasizairis
T3 Animariis Ta mporeaypHa MoymiH-rpadika y Blender 15
T4 Pexnamuuit 3D MOyIIH-IPOEKT: BiJl KOHIIEMIIIT /10 15
GbiHaTBEHOTO peHIepa
[Ipe3enTallisi Ta 3aXUCT 1HAUBIAYAJIbHUX (TBOPUYHUX) pOOIT 40
Pa3om 3a ceMecTp BUBYEHHSI AMCIHHUILIIHU 100
8.2 llikana ouiHwBaHHsA: HanioHaJabHa Ta ECTS
CymMma GauiB 3a O1iHKa 32 HAI[IOHAJIBHOIO IIKAJIOK
BCI BUIU Orminka TUTS 3aJTIKY
napuamaol | ECTS JUTSI €K3aMEHY, KYPCOBOTO
TSUTBHOCTI MPOEKTY (pOOOTH), MPAKTUKHU
90 -100 A BIJIMIHHO
82-89 B
74-81 C Aobpe 3apaxoBaHO
64-73 D :
60-63 E 3aJI0BIJTLHO
HE 3apax0OBaHo 3
35-59 EX HE3aJ0BUILHO 3 MOYKJIMBICTIO MOKJIABICTIO
) MOBTOPHOTO CKJIQJaHHS MTOBTOPHOTO
CKIIQaHHS
HE 3apax0BaHO 3
HE3aJ0BUILHO 3 000B’I3KOBUM
0-34 F 000B’I3KOBUM MTOBTOPHUM MOBTOPHUM
BHUBUYCHHSAM JIUCUUILIIHA BHUBUYCHHSM
JUCIUIUIIHA
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9 IHCTPpYMEHTH, 00JIaJHAHHS TA NPOrpamMHe 3a0e3MeYeHHs, BUKOPUCTAHHA SAKHUX
nepeadayae HaB4YaJIbHA JUCHMUILTIHA

IncTpymenTu Ta MmaTepianau:

e [1arip, OJMiBII1, MapKepu abo 1HIII MaTepiaau JAJisl €CKi3yBaHHS KOMITO3UIIIT,
CTOP1OOPIY Ta CXEMH PYXY;

e pedepeHcH peKkiiaMHOI rpadiku, OpeHI-KOMYHIKaIlii, yakoBKH, peaMeTHoi 3D-
Bi3yasi3allii Ta MOYIIIH IU3aiiHy;

e rekctypu, HDRI, mpudtu, nororunu, BEKTOpHI eIeMEHTH Ta OpeHI-MaTepiany,
HEOOXITH1 111 HABYAITLHUX TPOEKTIB;

® TECTOB1 PEHIEPH, IPEB’ 10 aHIMAalli Ta Mpe3eHTalliHI MaTepiaiu s TPOMIKHHUX 1
M1JCYMKOBUX MEPETIISIIB.

Oo0sagHaHHA:

® [IEPCOHAJILHUI KOMIT I0Tep a00 HOYTOYK 13 JocTaTHhoIo npoayktusHicTio CPU/GPU
Ta OTIEPATUBHOI IMaM’ATi JUIsl pOOOTH 3 TPUBUMIPHOIO TpadiKOr0, IPOIeTYPHUMH
CHUCTEMaMHU, aHIMAIIIE0 W PEHJIEPUHTOM, 3 JOCTYTIOM J10 Mepexi [HTepHeT;

® MyJIbTUMEAIMHUI NPOEKTOP a00 IHTEPAaKTUBHA MaHEb JJIs1 JEMOHCTpaLli pooiT;

® HABYITHUKH 200 aKyCTHYHA CUCTEMa ISl eperiisily aHIMaliiHuX pooiT;

e rpadiuyHUM IUIaHIIET a00 1HII MIPUCTPOT BBEACHHS 3a MOTPEOH.

IIporpamue 3a0e3neyeHHsI Ta cepBicH:

e Blender six euHe crierianizoBane mporpamMHe 3a0e3MneueHHs JUCITUTUTIHU: IS
MOJICITIOBAHHS, POOOTH 3 THIOTPadiKOI0 Ta BEKTOPHUMH (popMaMu, MaTepiaiami,
OCBITJICHHSIM, KaMepoto, aHimanieo, Geometry Nodes, peHAepHHIOM 1
KOMIIO3UTHHTOM.

10 PexomenaoBani xxepena ingpopmauii

10.1 OcHoBHa JiTepaTrypa

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

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

5. Blender Foundation. Blender Manual: Compositing. URL:
https://docs.blender.org/manual/en/latest/compositing/ (nara 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.
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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 Tonomiz:kHa JiTepatypa

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 3Bepuenns: 11.08.2026).

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

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

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

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

O DNk~ Wi

Jonarok b

JUCT
Y3ro/zKeHHsI p00040i HABYAJIbHOI IPOTrPaMu

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/

3 TUCILUIUIIHA

(Ha3Ba HABYAJILHOI TUCIMILTIHH)
CKJIaZI€HO1 BIATOBIAHO O OCBITHBO-IIPO(ECiitHOT Mporpamu
MIATOTOBKH 3a HaIpsIMOM/CITeI1 AJTbHICTIO

(OakamaBpiB/MaricTpin)
(mp Ta HA3Ba HANPAMY/CIIELIATTLHOCTI)
po3p0o0JIeHOT

(BKa3aTH mocajau, HAyKOBi CTyIeHi Ta/abo BueHi (moyecHi) 3BanHs aBTopiB, ixHi [11B)

. . ara ta Ne
IIpi3Buine, im’s1, mo A
. . MIPOTOKOJTY
0aTbKOBI IMignuc :
. 3aclIaHHsI
3aBizyBaya
Kadenpu

Kadenpa, 3a saxoro
3aKpiIyIeHa JUCHHUILTIHA —

(na3Ba xadenpu)

BumnyckoBa kadenpa —

(na3Ba xadenpn)
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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)

(mignwc, iHiagy, pi3BUIIe)
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