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Komm’torepHa rpadika — e IuciuIIIina, sika 3aiiMaeTbCsi CTBOPEHHAM, 00OpOOKOIO Ta BiIOOpaKEHHIM
Bi3yanbHOro BMicTy. KoM torepHa rpadika nependayae BUKOPUCTaHHS aITOPUTMIB 1 MaTeMaTHUYHUX
MoJIeIeH 171l IPEeICTaBIEHHS Ta 00pOOKH 300pakeHb 1 FeOMETPUYHUX (POPM, a TAKOK BUKOPUCTAHHS
armapaTHUX 1 IPOrpaMHUX 3ac00iB Ul NEPETBOPEHHS LUX MPECTaBICHb y HU(POBI 300paskeHHS.

Kowmm’roTeproi rpadiku moeanye B co61 eneMeHTr iHGopMaTHKH, MaTeMaTUKH, (PI3UKH Ta MUCTEIITBA.

CrpykTypa Kypcy
T'oguan Tema PesyabTaTn HaBYaHHA 3aBaaHusa
(1ek./mp.)
4/1 Tewma 1. O3HalfoMJIeHHS 3 1CTOpisl, MpeaMeT 1 VYcue
Konuenryanbai 3aCTOCYBaHHS KOMIT'FOTEPHOI | OMUTYBaHHS/TECTyBAHHS
OCHOBU rpadiku. BuBYEHHS  NPUHIHUIIB
KOMIT FOTEPHOT MpEICTaBICHHS rpadiganx
rpagiku. O6macti 300pakeHb, TMOHSATH PAcTpoBOi Ta
3aCTOCYBaHHS BEKTOPHOI Tpadiku.
KOMII FOTEPHO]T
rpadiku. TexHiuHi
3aco0u BBOIY Ta
BHUBOY 1H(OpMaIIii.
4/1 Tewma 2. Komipai O3HailoMJIEHHsSI 3 KOJOPUMETpIs Ta Ycue
MOZE. KOJIIPHUMH MOJIENISIMU (RGB, | onuTyBaHHs/TeCTYBaHHS
CMYK, HSB, HLS).
4/2 Tema 3. O3HalloMJIEHHS 3 TEOPi€I0 KOJIBOPY B Ycue
OcobauBocTi WEB i momatkax. BmiTu mpairoBaTi | ONMTYBAaHHS/TECTyBaHHs
KOMIT FOTEPHOT 3 MOJYJIbHUMH CITKaMH Ta
rpadiku st web- ocHoBHuMu Ul enementamu B
TU3aiHy. web-au3aiiHi.
32 Tema 4. PactpoBa O3HalioMJIEeHHd 3 pacTpOBHUMU VYcue
rpadika. rpadiyHUMH  pelakTopaMH. BMITH | ONUTYBaHHS/TECTyBaHHS
BUKOPHUCTOBYBaTH OCHOBHI orepaii
JUIS  CTBOPEHHS 1 pelaryBaHHS
00’extiB B Adobe Photoshop.
3/2 Tewma 5. BekTopHa O3HailloMJIECHHSI 3 BEKTOPHHMH Ycue
rpadika. rpadiYHUMHU  peJaKTOpaMu. BMITH | ONUTYBaHHS/TECTYBaHHS
CTBOPIOBATH 1 peiaryBaT 00’ €KTH
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BekTOopHOi  Tpadiku B Adobe
[Mlustrator.
4/2 Tema 6. UI/UX O3HalOMIICHHS 3 BI3yaJIbHUM VYcue
JA3aiH Ta eJIeMEHTaMU JM3aliHy | ONMUTYBaHHS/TECTYBaHHS
MPOTOTHUITYBaHHSI. KopuctyBalbkoro iHTepdeiicy Ul
Komannna pobota BwMmitu cTBOproBaTu Kapkacu, MakeTu
HaJl TU3AHHOM. IHTePaKTUBHUX MPOTOTHITIB.
4/2 Tema 7. I'padiuanii | O3HaWOMIICHHS 3 OCHOBaMU POOOTH B VYcue
penakrop Figma. rpadiunomy peaakropi Figma. OIUTYBaHHS/TECTYBaHHS
4/2 Tema 8. Bwmiti  cTBOprOBaTH  1HTEpaKTHBHI VYcue

[HTEpaKTHBHI
IPOTOTHITH.
AHimartisi.

NPOTOTHUIH Ta aHiMallito B Figma.

OHI/ITYBaHH}I/ TCCTYBAaHHA
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IMogiTuka oiHIOBAHHSA

Moayas 1 Moayab 2 MoayJnb 3
40% 40 % 5% 15%
. MopyabHuii Tpeninrn Cawmocriiina po6orta
IMoTouHe oLiHIOBAHHA
KOHTPOJIb
Cepennue apupmernune i3 | [limcymxoBe OriHtOBaHHS OniHrOBaHHS
OIIIHOK, OTPIMAaHHX 32 TECTYBaHHS 3a | Mpe3eHTarii .
AHATITUYHOTO OTJISATY
BUKOHAHHS temamu  Nel-8 —25 BUKOHAHUX 3aBJaHb
- iy . HAYKOBHX JiKepen abo
nmabopaTopHUX poOiIT: MATaHb 110 4 Oaiu. no 100-1if mkani.

JiTepaTypH BiATIOBITHO JI0
Noe1-8. 00paHoi 3 epesiKy TeMH 110
100-iif mkaui.

IIIxaja omiHIOBAHHSA

3a 3a
HIKAJOK | HAIlIOHAJIBLHOIO 3a mkanow ECTS
3YHY HIKAJI0I0
90-100 BIIMIHHO A (BiAMIHHO)
85-89 B (my>xe nob6pe)
75-84 fo0pe C (06pe)
65-74 . D (3a10B1IbHO)
60-64 SAAOBUILHO E (nocratnbo)
35-59 . FX (He3a10B1IbHO 3 MOKIIMBICTIO TIOBTOPHOT'O CKJIAIAaHHS)
HE3a/I0BUIBHO -
1-34 F (He3a10B11bHO 3 000B’SI3KOBUM ITOBTOPHUM KYPCOM)




