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In recent years, 3D animation has become increasingly accessible thanks to advances
in technology and the emergence of versatile tools such as Blender. Modern platforms,
artificial intelligence, and cloud render farms make it possible for even small teams or in-
dividual artists to independently create high-quality short films. In the context of this rapid
development of digital media, this paper explores the full cycle of 3D animation produc-
tion, from the idea to the final product.

The main goal of the project was to create a short animated film lasting about two
minutes, where a magic book comes to life, revealing fairy-tale scenes on each page. To
achieve this goal, the following tasks were solved:development of the concept and visual
style; modeling of objects;creation of materials and textures,implementation of animation
of characters and objects; rendering and final editing of the video,analysis of the use of
modern tools (Blender, Mixamo, CapCut, etc.).

Results: A short film was created that reflects the full animation cycle. Blender, Mixamo
and CapCut were used. The project demonstrated the capabilities of Blender as a universal
tool and its applicability for independent authors.

Beenenue
B mocnennue roasl 3D-aHuMMaIMs CTAHOBUTCS BCe 0ojIee JTOCTYIHOW Oaro-
Jiapsi pa3BUTHIO TEXHOJOTUH W TOSBICHUIO YHUBEPCAIBHBIX UWHCTPYMEHTOB, TaKUX
kak Blender. CoBpemeHHbIE MIaTGOPMBI, UCKYCCTBEHHBIH WHTEUICKT W OOJavyHbIC
peHep-GpepMbl MO3BOJISIIOT HE3aBUCHMO CO3/1aBaTh KOPOTKOMETPaXKHbIC (PHITbMBI BbI-
COKOT'O KauecTBa JIake HeOOIBIINM KOMaH 1aM HITH OT/ICIBHBIM XyJJO)KHUKaM. B ycro-
BHUSIX TOTO CTPEMHUTENFHOTO Pa3BUTHS MU(POBBIX Menua, JaHHasi padoTa Ucclieny-
€T TIOJIHBIY IIUKJ TPOU3BO/IcTBA 3D-aHnManum — OT Ui JI0 PUHAITBHOTO MPOTYKTA.
ean u 3agaun
OCHOBHO# L1EJIBbIO TPOEKTA CTAJIO CO3/IaHNUE KOPOTKOMETPAKHOTO aHUMAIMOHHO-
ro puIbMa MPOJOIKUTEILHOCTBIO OKOJIO JIBYX MUHYT, I7Ie BOJIIICOHAS! KHUTA 0)KUBA-
€T, pacKpbIBasi CKQ304HbIC CIIEHBI Ha K0 U3 cTpaHull. [Jisi JOCTIKEHUS TOCTaB-
JICHHOW 1eJTN OBUTH PEIICHBI CIICTYIONIUE 33 auH:
— pa3paboTKa KOHIICNTa U BU3yajbHOTO CTUJIS;
— MOJIeJIUPOBaHKE 00BEKTOB;
— CO3[aHHe MaTepHalioB U TEKCTYP;
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— peann3anys aHUMAIUK IEePCOHaKEH U 0OBEKTOB;
— PpeHIepUHT U (pUHAIBHBIA MOHTaX BUCO;
— aHallu3 WCIOJB30BaHMUS COBPEMEHHBIX MHCTpyMeHTOB (Blender, Mixamo,
CapCut u ap.).
MeTononorust
IIpouecc ObLI1 pean30BaH MOATAIHO:

1. Konnenrt u cuenapuii. ChopmynnpoBaHa uuesi «BOJIMICOHON KHHUTH», KaKIas
CTpaHULa KOTOPOU 1EMOHCTpUPYET YHUKAIbHYIO 3D-cueny. bouin coznanel Mya-
OOpAbI M KOHIICTIT-APTHI.

2. MopnenupoBanue. Bee cuensl 0butn co3nansl B Blender ¢ npumenennem 6a30BbIX
MPUMUTHBOB, CKYJIBIITHHTA U CUCTEMbI YaCTHII.

3. Auumanus. Vcnonb3oBaHbl KitoueBas anumanus 1 Mixamo. Ilepconaxu Obun
aHMMHPOBAHBI ¢ ToMOIbI0 NonlinearAnimation u shapekeys.

4. Marepuaisl. Mcronbp30Banich TEKCTYPhI, CO3ZJaHHBIE BPYYHYIO U C TIOMOIIIBIO HOJI.

. Pernepunr. Hactpoiika ocBemenus, kamepsl, peHaep-amkkoB (Cycles/Eevee).

6. Monrax. [Ipumenenst CapCut u Clipchamp, 1o0aBiieHbI mepexobl, 3ByK, IIBETO-
KOpPPEKIHS.
Pe3yabTarsl
Co31aH KOpPOTKOMETPaKHBIH (PHUIBM, OTPaKalOLIMH TONHBIA IUKJ aHUMAIKH.

Hcrnonp3oBans! Blender, Mixamo u CapCut. [IpoekT mpoaeMOHCTPpHPOBAT BO3MOXK-

Hoctu Blender kak yHHBEpCaIbHOrO HHCTPYMEHTA U €TI0 IPUMEHUMOCTB IS HE3aBH-

CHMBIX aBTOPOB.

BoiBoabI
[TpoexT mo3BoNMI 0OBEIMHUTH HABBIKM MOJICIMPOBAHMS, aHUMAllUUd U BUICO-

MOHTaXa. [loaTBep)kaeHo, 4To Jaxke MPU OIPaHMYCHHBIX PECypcax BO3MOMKHO CO3-

JlaHWE Ka4yeCTBEHHOT0 BH3YallbHOTO MpoAyKTa. PaboTa fana meHHBIH OMBIT, KOTOPBIN

MOXeET OBITh HCIIOJb30BaH B OyAyIINX MPOEKTAX.
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