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Yomy 1ie mikaBo/Tpebda BUBUATH

VY cydacHOMy CBITI BiIeOIrpH € BEIMYE3HMM PHHKOM, IO TEHEpYe
3HaYHUU 00csAr noxoniB. Pekiama Ta 3B’S3KH 3 T'POMAJCHKICTIO Y
BiJIeoirpax BXKE CTAJM HEBIJ'€MHOIO CKJIQJIOBOIO IIi€l iHIYCTpii, mI0
JI03BOJISIE€ OpEHIaM MiIBUIIYBaTH CBOIO BITI3HABAHICTh, 3JIy4aTH HOBI
ayuTopii Ta 30UIBIIYBATH CBOIO MOMYJISPHICTB.

[Tepermik TeM 3 TUCIUTIIIHA

Tema 1. Etanu 3apo/pkeHHs, GOpPMyBaHHS Ta PO3BUTKY PEKIAMH Y
BiJieoirpax sik cnenudigHoro Buay iHGpOpMaLiiHOI AisUTEHOCTI.

Tewma 2. IIpomec inTerpartii 6peHay y BiAeoirpu.

Tema 3. IlepeBaru iHTErpoBaHOi PeKJIAMH Y TEHMIHTY.

SIK MOXKHA KOPUCTYBATUCS HAOYTUMH
3HAHHSIMH 1 yMIHHAMHI
(xomnemenmmuicmo)

[Ticns 3acBOEHHS KypCy CTYICGHT OTpPUMAaE€ HaBHYKH poOOTH 3
PEKIIaMOI0 Y BiACOITPOBIi cdepi.

OuikyBaH1 pe3yJIbTaTH HaBYaHHS

AHaJi3yBaTH €TalM PO3BUTKY pEeKIaMu Yy BiAeoirpax Ta ii poiib sK
MapKETHUHIOBOIO 1HCTpyMEHTY. Po3pobnstu crparerii iHTerpauii
OpeHIliB y BIJEOIrpH 3 YypaxyBaHHAM OCOOJIMBOCTEH TredMiHr-
aynutopii. OuiHIOBaTH €(QEeKTUBHICTh pPI3HUX (GOpM peKjIamMu y
BiJleoirpax, BKJIIOYAIOUM IHTETPOBaHy peKiIaMy Ta HapTHEPCTBO 3
po3poOHMKaMH. 3acCTOCOBYBAaTH HaOyTi 3HaHHS Ui IiJABUIICHHS
BIII3HABAHOCTI OpeHMIB Ta 3aJyyeHHS ayAuTopii 4Yepe3 TrehMiHT-
1aThopMHu.
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