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Onuc TMCUUILIIHUA

Komm’torepHa rpadika — e JUCIHMILTIHA, sIKa 3aiiMa€eThCsl CTBOPEHHIM, 00POOKOIO Ta BiIOOpaKEHHIM
Bi3yasnbHOro BMicty. Komm’totepHa rpadika nepeadayae BAKOPUCTAHHS aJITOPUTMIB 1 MaTeMaTUIHUX
Mojieniel ISl IPEeCTaBICHHS Ta 00pOOKHU 300pakeHb 1 FeOMETPUYHUX (POPM, a TAKOK BUKOPUCTAHHS
amapaTHUX 1 IPOrpaMHUX 3aC001B [ IEPETBOPEHHS IUX MPECTABICHb Yy HU(POBI 300paskeHHS.
Komm’roTepHoi rpadiku moegnye B co0i eneMeHTH 1HhOpMaTHKA, MAaTEMAaTUKH, (D13UKH Ta MUCTEIITBA.

rpacgika.

rpadpiyHUMHU  peAakTopaMu. Bwmitn
CTBOPIOBATH 1 peJaryBaTH 00’ €KTH

CTpykTypa Kypcy
TI'ogunn Tema Pe3yabTaTi HaBYAHHSA 3aBaanHda
(1ek./mp.)
4/1 Tewma 1. O3HailoMJIEHHS 3 1CTOpIis, MPEAMET 1 VYcue
Konuenryasnbhi 3aCTOCYBaHHS KOMIT'FOTEPHOI | OMMUTYBaHHS/TECTYBaHHS
OCHOBH rpadiku. BuBUEGHHS  TPHUHIMUIIB
KOMII FOTEPHOT IIPEICTABIEHHS rpadidHux
rpadiku. ObmacTi 300pakeHb, TOHATH PAcTPOBOi Ta
3aCTOCYBAHHS BEKTOPHOI rpadiku.
KOMIT IOTEPHOL
rpa¢iku. Texniui
3aco0u BBOJY Ta
BUBOJY iH(opMaIii.
4/1 Tewma 2. KomipHi O3HallOMIJIGHHSI 3 KOJIOpUMETpisl Ta VYcue
MOJIETI. KOJIIpHUMU MOJCIISIMHU (RGB, | onuryBaHHsI/TeCTyBaHHS
CMYK, HSB, HLS).
4/2 Tema 3. O3HailoMJIEHHS 3 TEOPI€I0 KOIBOPY B VYcue
Oco0nuBocCTI WEB i1 nonatkax. BMiTu npairoBat | ONUTYBaHHS/TECTYBaHHS
KOMIT FOTE€PHOT 3  MOIYJIbHHUMH  CITKaMH  Ta
rpadiku ans web- ocHoBHUMU Ul enemeHTamu B
IM3aiiHy. web-au3aiiHi.
372 Tema 4. PactpoBa O3HalioMJIEeHHS 3 pacTpPOBHUMHU VYcue
rpacgika. rpadiYHUMHU  pedaKTOpaMu. BwMiTu | onuTyBaHHS/TeCTyBaHHA
BUKOPHCTOBYBaTH OCHOBHI omeparii
JUISE  CTBOPEHHS 1 peJaryBaHHs
00’ektiB B Adobe Photoshop.
3/2 Tema 5. BektopHa O3HaliOMJICHHS 3 BEKTOPHUMH VYcue

OHI/ITYBaHHSI/ TCCTYBAHHA
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BeKTOpHOi  rpadiku B Adobe
[lustrator.
4/2 Tema 6. U/UX O3HaliomIIeHHs 3 BI3yaJIbHUM VYcue
Iu3aiiH Ta eJIeMEHTaMHU JM3aiiHy | OMMTYBaHHS/TECTYBaHHS
IIPOTOTHUITYBaHHS. KopucTyBalpKkoro intepdeiicy Ul.
Komannna po6ora | Bmitu cTBOproBaTu Kapkacu, MakeTH
HaJl AU3aHHOM. IHTEPAaKTUBHUX IPOTOTHUIIIB.
4/2 Tema 7. I'padiunnii | O3HallOMIICHHS 3 OCHOBaMH POOOTH B YcHe
penakrop Figma. rpadigyaomy penaktopi Figma. OINUTYBAHHS/TECTyBaHHS
4/2 Tema 8. BMmitu cTBOpIOBaTM  iHTEPAKTHUBHI VYcue
IaTepakTHBHI MPOTOTHUIIN Ta aHiMaIio B Figma. OTNIUTYBaHHS/TECTYBaHHS
MPOTOTHIIH.
AmniMmartis.
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IMoJsiTnka oniHIOBaHHA

Moayas 2 Moayas 3
Mopyas 1
40% 40 % 5% 15%
. MopnyibHu# Tpeninrn Camocriiina podorta
IToTo4yHe OLiHIOBAHHSA
KOHTPOJIb
Cepenne apudmerrnune i3 | [limcymkose OnuiHroBaHHS OriHoBaHHS
OITIHOK, OTPUMAaHMX 3a TEeCTyBaHHS 3a | Tpe3eHTaii )
AQHATITUYHOTO OTJISTY
BUKOHAHHS TemMamMu Nel-8— 25 | BUKOHAHMX 3aBIaHb
- . . HayKOBHUX JDKEpEN abo
nabopaTopHUX POOIT: MUTaHb 10 4 Oanu. o 100-i# mkai. ) : .
JiTepaTypH BiAIOBIAHO 10
Nel-8. 00paHoi 3 mepemiKy TeMu 10

100-1# mkai.

Ixkana ouiHiOBaHHSA

3a 3a
LHIKAJIOK | HALIOHAJBLHOIO 3a mkanow ECTS
3YHY IKAJIOK0
90-100 BIIMiHHO A (BiIMiHHO)
85-89 B (mayxe nobpe)
75-84 Aobpe C (106pe)
65-74 ) D (3a10B111bHO)
60-64 SANOBLIBHO E (mocTtatHbO)
35-59 . FX (He3a10BITFHO 3 MOMIJIMBICTIO TIOBTOPHOT'O CKJIAJaHHS)
HE3aJJ0BUTEHO -
1-34 F (He3anoBu1bHO 3 000B’I3KOBUM OBTOPHUM KYPCOM)




