[TobyooBa dppak TanbHUX
300paX €Hb Ta 1X
3aCTOCYBAHHS B

KOMII FOTEpHI1U rpad 1111




META. AKTYAJDbBHICTb. IOCTAHOBKA 3AAJAYI

MerTa:

° NOCIII)KCHHS MaTe€MaTHYHUX OCHOB Ta MNPAKTHYHHUX aCOEKTIB MNOOYydOBU
¢ pakTanbHUX 300paXk€Hb, aHall3 1X BJACTHBOCTEH 1 BI3yalIbHHUX
XapaKTECPUCTHUK, a TAaKOX O3HAMOMIIEHHS 3aCTOCYBaHHA (pakTallB Yy
KOMI FOT €pHIN Trpad 1111, MOJICITOBAHH]I OPUPOJHUX 00 EKTIB.

AKTYalbHICTh!

e 3aBASAKH CBOIM 3JaTHOCT1 BIATBOPIOBATH CAMOMNOMIOH] CTPYKTYpH, (p paKTalu
3HAWIIJIM I[HUPOKE 3aCTOCYBaHHS Yy BI3yaal3alli, Au3aliHl, HUOPOBOMY
MHUCTEITB1, @ TAKOXK y PO3p00I[1 KOMII IOTEPHHUX 1ITOP.
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IHIBHIKICTE CriIaagHicTe | PpaKkTaIbHA

PO3MIipHICTH

CHixxkuaka Koxa MOBLIBHA

OaraTeoX ITeparriil




OPAKTAJNDbHI 3OBbPAKEHHA Y PEAJTBHOMY CBITI

—_—— - = —n
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JORGE LUIS BORGES |

EL ALEPH |

ATAKAMCbKA KPU3A

M. K. EIIEP X. J. BOPXEC M. I. KIZIPYK



OPAKTAJIN

[TpupaonHa peari3ayi4a
JImcT ka bapHcrii
HaBK oJ10.

Days Gone

EQexT u OCBIT JIeHHS
Ha MoT OLUKII,

T yMaHy CT BopeH/ 3a
0rOMOroro

W0aK T allbHOIro BOrHR.

Days Gone

Jlucr ok bapHar,
rpegeT as/ieHnuu y
BUITIFL 1&rnopor I B
HWK HIU 4acT UHI
KapT UHKU.

Dying Light 2

[IpaBopyy y YeHT pi
BULAHO XX OBT [ ICKp#,
SKI € CXOX UMM Ha

VAK T allbHUM BOMOHb.
Dying Light 2



BAUCHOBOK

PeasizoBaHO 100OyZOBY II'ATH @paKTaJiB, OIMHCAHO
aJITOPUTM Ta peasii3aliio

3IINCHEHO MOPIBHAJIbLHHUHU aHaJ1i3 32 TpbOMa KPUTEPISAMH, a
caMe @QpaKTajJbHa PpPO3MIPHICTh, WBUAKICTb IOOYI0BH,
Bi3yaJibHa CKJIaJAHICTh

Po3rjissHyTO 3aCcTOCYBaHHA PpPaKTaJIiB Y peaJlbHOMY CBITi

HaBeneHo npukJiaau B irpoBid iIHAYCTPIl y HPUPO/I
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L1aKylo 3a yBary

KepiBHHK KypCcOBOi po60THU
byuko O. A.

BukoHasia cCTyJeHTKa
Kocis X. A.
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