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3HaHHA 3 TPoQeCiiHO-OPIEHTOBAHUX JTUCIMILUIIH CIIeiaIbHOCTEN
061 Ta 029

[{o 6ye BUBUaTHUCS

Etanu 3apomkenHs, popMyBaHHS Ta PO3BUTKY PEKIaMH Y

BiJI€OIrpax sIK crenugiyHOro BUAY 1HPOPMAIIIHHOL TISITBEHOCTI;
mpoliec iHTerpaiii OpeHay y Bieoirpu; nepeBaru iHTerpoBaHoi
peKJIaMH Y TeMIHTY; TApTHEPCTBO 3 PO3POOHUKAMU BIJIEOIrOP.

Yowmy 11e 1ikaBo/Tpeda BUBYATU

Y cyuacHOMY CBITi BiICOITPHU € BEIMYE3HUM PUHKOM, 1110 TEHEPYE
3HAYHHUM 00CsT 10X0/1B. Pexnama Ta 3B’s3KH 3 TPOMAJICHKICTIO ¥
BiJICOIrpax ByKE CTaJIM HEBiJ €MHOIO CKJIQIOBOIO M€l iHAYCTIl,
10 JT03BOJIsiE OpeHIaM TT1IBUIIYBAaTH CBOIO BITI3HABAHICTD,
3aJTydaTy HOBi ayAUTOPii Ta 301IbIIYBATH CBOIO MOMYJISIPHICTb.

Yoro MOKHA HABYUTHUCS
(pe3yibmamu HA8UAaHHsL)

Oco0JIMBOCTSIM CTBOPEHHS PEKJIAMHOTO KOHTEHTY Y cepi
BiZleoirop. 3MaTHICTh PO3yMITH i aHaTi3yBaTH pi3Hi GopMH
pEKJIaMH Ta 3B'SI3KIB 3 TPOMAJICHKICTIO Y BiJIeOIrpax.

Sk MO’KHA KOPHUCTYBATHCS HAOyTUMHU
3HAHHSAMU 1 YMIHHAMH
(KomnemenmHicmy)

[Ticnst 3aCBOEHHS KYpCY CTYJEHT OTpUMAa€e HaBUYKU POOOTH 3
PEKIIaMOI0 Y BIZICOITpoBii cdepi.
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