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This paper explores the process of creating an animated video using

Blender and Premiere Pro, combining classical and modern animation
techniques. The study includes an analysis of similar projects, software
selection, animation design, and post-production editing. The results
demonstrate that Blender's Rigid Body system enhances realism, while Premiere
Pro provides efficient video editing and color correction. The project confirms
that professional-quality animation can be achieved with accessible digital tools,
making this approach suitable for various multimedia applications..

Beryn. YV cydacHomy 1u@poBOMYy cepelOBUIII CTBOPEHHS aHIMalliiHHUX
BIJICO € BAXJIMBUM HAMPSIMKOM PO3BUTKY MYJIbTUMEIINHOTO KOHTEHTY. TexHO-
JIOT1i, 1110 BUKOPHUCTOBYIOTHCS B aHIMAIlii, JO3BOJSIOTh CTBOPIOBATH Bi3yaJbHO
HACHYEHi, TMHAMIYHI i eEeKTHUBHI BiJjeoMarepialiu, siki MOXKYTh OyTH 3aCTOCO-
BaHi y cdepi pexiiamu, KiHO, BiJIeoirop Ta 1udppoBOoro MUCTEITBA.

Meta poboTu. [[aHuii MpOEKT MPUCBSIYCHHUN PO3pOOIl aHIMAIIHHOTO PO-
JIMKa, 110 TIOEIHYE B cO01 KIIAaCMYHI Ta Cy4acHI METOJY CTBOPCHHS aHIMallli, BU-
KOPUCTOBYIOUM nporpaMue 3abe3nedyeHHs Blender ta Premiere Pro. I'onoBHOIO
METOIO € JOCIIJIKEHHS TIPOIIeCy CTBOPEHHS aHiMallli, MOYUHAKOYHU BiJ KOHIIETI-
TyaJIbHOT'O MPOEKTYBAHHS A0 (PiHAIBHOI TOCTOOPOOKH.

Buksnaa ocHoBHOro marepiaay. Y xojl poOOTH pO3IVISIHYTO aHAJIOTI4HI
IIPOEKTH, 1110 BJKE ICHYIOTh HA PUHKY, Ta MPOBEACHO aHall3 HaWO1IbII TOMYJIsp-
HUX MPOTpaMHUX pilieHb, Takux K Blender, Adobe After Effects Ta Autodesk
Maya. Blender 6yno oOpaHo depe3 HMoro BIAKPUTHI KO, MOTYXHI MOJIUBOCTI
st 3D-animartii Ta BOy/I0BaHI 1HCTPYMEHTH JJis1 (PI3UYHOT CUMYIISIIIT, Taki K
Rigid Body. Lle no3Bossie cTBOproBaTH peaaicCTUUHI aHIMaIliiiHi cueHu 6e3 moT-
pedu y CKIagHuX po3paxyHKax BpyuHy. /[0maTkoBO, JUIsi MOHTaXy Ta KOPEKIIii
KOJIbOPY BHKOPHCTOBYBaBcsi Premiere Pro, mo 3abe3medye MUPOKUNA CHEKTP
MOYKJIMBOCTEH JIJIs1 TOCTOOPOOKH.

[Ipotiec cTBOpeHHS aHIMAIIMHOTO BiZI€O PO3MOYABCS 3 PO3POOKH KOHIIEI-
1ii, 110 BKJIIOYAa BU3HAYEHHS CTUJII0, BUOIP KOJHLOPOBOI MAJITPH Ta 3arajibHo-
ro XyaoXKHporo miaxoay. Ha ocHoBi mux nanux Oyno ctBopeHo 3D-mopeni
00’€KTIB Ta MEPCOHAXKIB, MICIS YOTO MPOBEJICHO iX TEKCTYpYBaHHS Ta HAJIAIITY-
BaHHs aHiMailii. [{ns peanictuadocTi pyxiB O0ysio Bukopuctano Rigid Body, mio
JI03BOJIMIIO 3a0€3MEeUnTH MPpaBaoNoAiOHy (Pi3UYHy MOBEIIHKY 00’€KTIB y CIIEHI.
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OxpemMy yBary OyJi0 MPUIIJICHO OCBITJIICHHIO, SIKE JOMOMArae MmigKpeCIuTH TIH-
OMHY CLIEHH Ta CTBOPUTH OaxkaHy aTMocdepy.

HacTtynmHuMm eTanom ctajo TecTyBaHHS aHIMAIlHUX KaJpiB, 110 BKIIOYAIO
BUSIBJICHHSI TIOMUJIOK y pyXaxX MEpPCOHaXIB Ta AUHaMII 00’ €kTiB. BusBieHi He-
TOYHOCTI KOPUTYBAJIHUCS IIJISXOM 3MIH Y KpUBUX aHIMaIlli, mapaMeTpax MaTepia-
JiB 200 caMux KIF0YoBUX Kajapax. [licis ¢hiHaIbHOTO peHIepUHTY OTpUMaHi Ka-
npu Oynu iMmoproBaHi B Premiere Pro, ne 3milicHIOBajacss KOpEKIisl KOJbOPY,
JI0JIaBaHHSI My3UYHOTO CYIIPOBOJTY, 3BYKOBUX €(EKTiB Ta (hiHATLHUN MOHTAX.

BucnoBku. Pesynpratu poOOoTH mokasanu, 10 BukopuctanHa Blender y
noeaHaHH1 3 Premiere Pro mo3Bonsie otpumaru npodeciiHuii aHiMaIliiHui Bi-
JeoMarepial mpu MiHIMaIbHUX (DIHAHCOBUX BUTpaTax. Bucoka sKicTh aHiMalii
JOCATAETHCS 3aBASKH MOXKIMBOCTSIM CyYaCHUX 1HCTPYMEHTIB, IO JT03BOJISIIOTH
aBTOMATU3yBaTU JEsAKI MPOIECH Ta 3HAYHO CIPONIYIOTh poOOTYy aHiMaTopa.
CtBOpeHull aHIMaIIiHUN POJIMK MOXKE OYTH BUKOPUCTAHUM Yy PEKIIAMHUX MPOE-
KTax, My3UYHHUX BI1JI€O, OCBITHIX Marepianax a0do0 SK YaCTHHA 1HTEPaAKTUBHOIO
KOHTEHTY.

BHCHOBKM MIATBEPIKYIOTh, 110 Cy4acHI HU(PPOBI TEXHOJOTII JT03BOJIAIOTH
CTBOPIOBATHU SIKICHI aHIMAI[liHI IPOEKTH HABITh Yy JOMAIHIX YMOBaX, BUKOPHC-
TOBYIOYM JIOCTYITHI IIporpaMHi pimenHs. Blender nemoHCcTpye mOTy»)H1 MOXKITHU-
BocTi aiist 3D-animariii, a Premiere Pro Hajae THy4Ki 1HCTpYMEHTH ISl peary-
BaHHS Ta (iHAIBbHOT 00pOoOKK. MalOyTHI AOCTIHKEHHS MOXKYTh OyTH CIPSIMO-
BaHI HA BUKOPHCTAHHS IITYYHOTO IHTEJIEKTY B MpPOIIECi aHiMaIlii, aBTOMaTu3a-
1110 pyXiB IEPCOHAXKIB a00 THTETpaIlil0 HOBUX TEXHOJIOT1H, TaKMX SK BIpTyaJibHA
pPEANBHICTH Ta IONOBHEHA PEATIbHICTD.
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