HEI'OCYJAPCTBEHHOE ObPA3OBATEJIbHOE YUYPEXIEHUE
BBICIIET'O ITPOGECCHUOHAJIBHOI'O ObPA3OBAHIA
«CAHKT-TIETEPBYPI'CK1M T'YMAHUTAPHBIN YHUBEPCUTET
I[MTPOD®COKO30B»

Kadenpa uckyccrBoBeieHus
BrimmyckHas kBanupukamonHas pabota

Tema: Xy/I0KeCTBEHHO-TeXHUYEeCKHe CPeCTBA BbIPAKEHUS IMOIUOHATIBHOTO
COCTOSIHMS TEPCOHAKA HA MaTepuaJie HAPPATHBHBIX KAHPOB SMOHCKHUX H
€BpPONEHCKNX KOMIILIOTEPHBIX UIP.

OcHoBHas podeccruoHanbHas 00pa3oBaTelibHas MPOrpaMMa
BBICIIIETO 00pa30BaHUs MPOTpaMMBbl OaKagaBpuaTa Mo HAPABICHUIO MTOATOTOBKU
50.03.03 «HcTopus uckyccra»

[Ipodunb noaroroBku «MexayHapOIHbIN XyA0KECTBEHHbI OU3HEC U
MHOCTPAHHBIH S3bIK (€BpONEHCKHil) B chepe mpoPpecCHOHATbHON KOMMYHUKALIHI)

Beinmonnun ctyaeHt
Oo4HOM (OpMBI 0OYUEHUS

Paccoxuna Enuzaseta BiagnmupoBHa

(moamnwuce)
Hayunb1ii pykoBOAUTENS:
Kangunar uckyccrsoBenenus, JloneHT

TumamkoB Anekceit FOpbeBuu

(moamnuce)
JIOTIyCTHUTD K 3aIlMTE: Brimmycknas kBanudukamonHas padboTa
3aB. kKadeapoil NCKYCCTBOBEICHUS: 3allMIIcHa:
" 20 T.
ITpencenarens 'AK:
(moamuck, 1ara)
(moamucek)

Canxrt-IletepOypr
2023
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