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Annomayus. CTaThsi TOCBSIIEHA KOMIUIEKCHOMY aHAINW3y TPUMEHEHHS COBPEMEHHBIX
M(POBBIX TEXHOJIOTMH B CO3JaHUM PEKIAMHOIO BHJIEOPOJIMKA IS HAaCTOJNBbHOM WUrpbl. B pabore
JeTalbHO PacCMaTPUBAIOTCS  KIIOYEBBIE ACMEKThl IPOM3BOJACTBA, BKIOYas 3(PQeKTUBHYIO
uHTerpauuto 2D u 3D-rpaduku, >3 pekTrBHbIE aHUMAIMOHHBIE TEXHUKH U MpOo(decCHOHaIbHbIE
WHCTPYMEHTHI TMocTrnpojakimHa. Oco0oe BHUMAaHHE YACNSAETCS MPAKTHUYECKUM METOHKaM,
MO3BOJISIONIMM CO3/IaBaTh KAueCTBEHHBIM BUICOKOHTEHT C OTPaHUYEHHBIM OIO/DKETOM, HO TIpU
TOM J00MBATHCS BBICOKOW 3pPENMIIHOCTH M 3allOMHMHAEMOCTH KOHEYHOro mpoaykra. lLlensio
UCCIIEIOBAaHMsI  sIBJIIeTCSl  pa3paloTKa pPEeKJIaMHOIO pOJMKA C HCHOJNb30BaHUEM IM(PPOBBIX
TEXHOJIOTUH, JEMOHCTPUPYIOIIUX aTtMochepy Wrpbl M TPHUBICKAIONIMX BHUMAaHUE IIEJIEBOU
ayauTOpuH, a Takke (opMynupoBaHne Oa30BBIX IPAaBHJI, KOTOPHIE IMMOMOTAIOT TPH CO3/IaHUE
peknampl. Vcrosb30BaH KOMIUIEKC METO/0B MCCIIEJOBAHUSA: AHATUTUYECKUHA AN M3Y4YEeHUEe U
cUCTeMaTHU3alls YCHEIIHbIX KEeHCOB BEAYIIMX HIPOBBIX KOMIIAHUH; 3KCIEPUMEHTAIbHBIN JUIs
MPAaKTUYECKOE TECTUPOBAHUE PA3ITUYHBIX KOMOWHAIMHA IIH(PPOBBIX HHCTPYMEHTOB; TIPOCKTHBIN JIJIs
MO3TAITHOM peann3anusi aBTOPCKON KOHIENIMH pekjiaMHoro poiuka. [Ipencrasiena pazpaboranHas
aBTOpPaMU CXeMa TIO0ATAIHOTO TPOU3BOJCTBA BHJICOPOJIMKA, BKIIOYAOLIAs: aHaIU3 LeJIeBOM
ayJIMTOpUH, CO3/JaHUE KOHIENTa M PACKAJIPOBKH, IMOJITOTOBKY TpaduyecKkux MaTepuaios,
aHUMaIuo, aobasieHue crendPexToB, 3ByKoBoe odopmiieHHe U (UHAIBHBIN peHaepuHr. s
KaX/IOTO dTarna MPHUBEICHBl KOHKPETHBIE TEXHWYECKHE pelieHus. B paboTe mMmoka3zaHO, dYTO
pUMEHEHHE HU(PPOBBIX HHCTPYMEHTOB 3HAUUTENIBHO YCKOPSET MPOLECC MPOU3BOJICTBA PEKIaMbl U
noBbIaeT ee 3(dexTuBHOCTb. Pa3paboTaHHBINA MOIX0A MOXKET OBITh AJANTHPOBAH ISl PEKIAMbI
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JAPYTUX HACTOJIHBIX HMIP, a TAKXKE B CMEXKHBIX 00JacTAX - KHHOIPOU3BOJICTBE, KOPIOPATUBHOM
MapKeTuHTe, O0Opa30BaTENbHBIX TMPOEKTaX M  couuanbHOW  pekname. IloguepkuBaercs
SKOHOMHYECKass A(PGEKTUBHOCTh  MPEAJIOKEHHOTO  IMOAXO0/Aa, IO3BOJSIOLIETO  CO3/1aBaTh
KAaueCTBEHHBIA BUJICOKOHTEHT MpPHU OrpaHUYeHHOM Orojkere. CTaThs MOXKET OBITh MHTEpECHA IS
CIELMAINCTOB B 00JacTH MOYIIH-IU3aiiHa, UU(GPOBOTO MapKETWHTa W MEIUalpOU3BOJCTBA.
[IpemioskeHHBIE peUIeHUS MOTYT OBITh aJanTUPOBAHBI JUIA NMPOEKTOB PA3IMYHOTO MacmTada - OT
HeOOJIBIINX KpayA(paHAUHTOBBIX KAMIAHHUH IO KPYIHBIX PEKJIAMHBIX IPOEKTOB.

Abstract. The paper is devoted to a comprehensive analysis of the use of modern digital
technologies in the creation of an advertising video for a board game. The paper examines in detail
the key aspects of production, including the effective integration of 2D and 3D graphics, effective
animation techniques and professional postproduction tools. Special attention is paid to practical
techniques that allow you to create high-quality video content with a limited budget, but at the same
time achieve high entertainment and memorability of the final product. The purpose of the research
is to develop an advertising video using digital technologies that demonstrate the atmosphere of the
game and attract the attention of the target audience, as well as formulate basic rules that help in
creating advertising. A set of research methods was used: analytical for the study and
systematization of successful cases of leading gaming companies; experimental for practical testing
of various combinations of digital tools; project for the phased implementation of the author's
concept of the commercial. The paper shows that the use of digital tools significantly speeds up the
advertising production process and increases its effectiveness. The developed approach can be
adapted to advertise other board games, as well as in related fields such as film production,
corporate marketing, educational projects, and social advertising. The economic efficiency of the
proposed approach is emphasized, which makes it possible to create high-quality video content with
a limited budget. The paper may be of interest to specialists in the field of motion design, digital
marketing and media production. The proposed solutions can be adapted for projects of various
scales, from small crowdfunding campaigns to large advertising projects.

Kniouesvie cnosa: nuppoBoil MapKeTUHT, TpapuuecKuil Tu3aiiH, TapreTupoBaHHas pekyiama,
BUJICOMOHTaX, 3D-Bu3yanu3zanus, 2D rpaduka, HaCTOJIbHBIE UTPBI, UTPOBask UHAYCTPUS, OPEHAMHT.

Keywords: digital marketing, graphic design, targeted advertising, video editing, 3D
visualization, 2D graphics, board games, gaming industry, branding.

B ycrnoBusiX BBICOKOW KOHKYPEHIIMM Ha PBIHKE HACTOJBHBIX HMTp AP QEKTUBHAs pekIaMa
CTAaHOBHUTCS KJIIOUEBBIM HMHCTPYMEHTOM NPpOJBMXKEHHSA. PekiaMHBI BHIEOPOIMK CHOCOOEH
IpUBJICYb BHUMAHUE LEJIEBON aylAWTOpPUH, MepeAaTb CyTh WIPbl U BBI3BaTh AMOIMOHAIBHBIN
OTKIIUK, YTO TIOBBIMIAET BEPOSTHOCTh MOKYIKH, YBEIMYMBAET YHUCIO HWIPOKOB M TO3BOJISET
BUJICOPOJIUKY OCTAaBATHCS aKTYAIbHBIM B T€UEHHE JUTUTEIILHOTO BPEMEHH.

OO6nacTeio UCCNEIOBaHMS SBISETCA LU(PPOBONH MAPKETHHI M pa3pabOTKa BHICOKOHTEHTA B
MHAYCTPUM HAcTONBHBIX urp. Ilpeamerom wuccinenoBaHHs CIIy)KaT OCOOCHHOCTH CO3IAaHUS
PEKJIIAaMHBIX BHJICOPOJIMKOB IS HACTOJBHBIX Wrp. Llempio paboTel sBiseTcss pa3paboTka
PEKJIIAaMHOTO pOJIMKA ISl HACTOJNBHOM WIPHI, a TaKKe BBISBICHUE KIFOUEBBIX IPHHIIUIIOB
pa3paboTKu FPPEKTUBHOTO PEKIAMHOTO BUJIEO.

OcHOBHBIE 3a/laud BKJIIOYAIOT H3y4eHHE CTPYKTYphl M (POPMATOB pPEKIAMHBIX DPOJIMKOB,
OIIpeIeTICHNE KIFOUYEBBIX 3JIEMEHTOB, BIMSAIOMINX HA BOBICYEHHOCTh 3pHUTEINEH, a TakxKe pa3paboTKy
IUTaHAa IO CO3/IaHHIO PEKJIAMHOTO BHJEO. [IpakTndeckast 3HAYMMOCTh MCCIIEAOBAHMS 3aKIII0YaeTCS B
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TOM, 4YTO €ro pe3yiabTaTbl OyAyT TOJE3HBI MAapKeToJioraM, pEeKJIaMHbIM areHTCTBaM U
pa3paboTuMKaM HACTOJNBHBIX UIp i co3gaHus Oonee  3()(PEKTUBHBIX  BUICOPOIHKOB,
CIOCOOCTBYIOIIMX YBEIUUYEHUIO ITPOJAK.

B pabote ucnonp30Banuch METOJbl aHAIM3a YCHEIIHBIX KEHCOB, CUHTE3a TEOPETUUYECKUX U
MPAKTUYECKHX JIaHHBIX, a TAKXKE CPABHEHUE PA3IMYHBIX MTOJIX0J0B K BUACONPOIAKIICHY.

HecmoTtpst Ha noMuHMpOBaHHE HU(POBBIX TEXHOJIOIHH B COBPEMEHHOM JIOCYTE, 10 JaHHBIM
Digital 2025, mroau TPOBOIAT 3HAYMTEIBHOE BPEMsS OHJIAMH, HACTOJBHBIE WIPhl HE TOJBKO
COXPAHSIOT HOINYJSAPHOCTh, HO U NEPEXHUBAIOT HOBBIA pacuBeT. OHU OCTAIOTCS BOCTPEOOBAHHBIM
BUJOM OTHbIXa Ui BCEX BO3PACTOB, aJaNTHPYSACh K HOBBIM TEHACHIMSIM M pPa3BUBasCh B
pasnuunbix xaHpax (https://goo.su/RdcTOM).

Kpynueie urposie kommanuu, Takue kak Wizards of the Coast co cBoumu Magic: The
Gathering, Dungeons & Dragons u Blizzard Entertainment co cBoum Hearthstone, reMoHCTpUpyIOT
BBICOKOE KaueCTBO PEKJIAMHBIX BHICOPOJIUKOB OJaroaaps KOMIUIEKCHOMY IPUMEHEHHIO HU(POBBIX
TexHosioruil. brnaronaps MOymH-1u3aiiHy UM yJaeTcs peain30BaTh pasHOOOpa3HbIe JU3aiiHEPCKUe
perenus, Aenas puHanbHYyI0 paboTy 0oJiee KpaCOUHOW U TMHAMUYHOM.

Cpenu npuMepoB yCIIEHIHBIX TPEHIEPOB MOXKHO BBIJICIUTh:

Dungeons & Dragons, Magic: The Gathering or Wizards of the Coast: War of the Spark 2019
roja, Magic: The Gathering — Planeswalkers ot Netflix, 2021, Theros: Beyond Death 2020 ropaa.

Hearthstone om Blizzard Entertainment: Curse of Naxxramas 2014 roma, Blackrock
Mountain 2015 roga, The Witchwood 2018 rozaa.

KitoueBbie 0COOEHHOCTH MX TOAXO/IA!

-Kunemarorpadudeckas rpaduka — BBICOKHI OI0/DKET U JeTaTn3aIlusl.

-CTOpHUTEIUTHHT — Ja)Ke B KOPOTKUX POJIMKAX €CTh CIOKET.

-Kpocc-nnpomo — cBsi3b ¢ GpuiibMamu, cepuajliaMi U UTpamH.

IIponecc pa3paboTKu peKIaMHOTO BUJEOPOJIMKA BKIIOYAET HECKOIBKO ATAIIOB:

-AHanM3 1ENIeBON ayIUTOPUN — ONpEACNICHHE MPEIINOYTCHUH U TOBEACHUS TOTEHIIMAIbHBIX
UTPOKOB.

-AHanM3 HACTOJIBHOM MIpbl M cOOp pedepeHcOB — H3YYeHHE MEXaHWK, TEeMaTUKH u
BU3YaJIbHOTO CTHJISL UTPBI.

-Co3nanme crieHapus U pacKaJpoBKH — pa3paboTKa HappaTHBa U BU3YaJbHOTO TIaHA POJIHMKA.

-BriGop o0OopynoBaHus W HPOrpaMMHOr0O oOOecHeueHuss — MOAOOp HMHCTPYMEHTOB JUIS
peanu3aiuy MpoeKTa.

OCHOBHOE TIPOM3BOJICTBO — BKIIFOYAET HECKOJIBKO KIIFOUEBBIX II1AarOB:

-O0paboTKa WILTIOCTpalUi HACTOJIBHON UTPHI B IU(POBBIX MpOrpamMmax.

-Co3ganue 2D-aHuManuu nepcoHakel B mporpamme Spine.

-Oddext napannakca B After Effects: pazbuenue wniroctpanuu Ha ciiod, HacTpoiika 3D-
IIPOCTPAHCTBA M AHUMAIIMU KaMephbl.

-PazpaboTka cnemp@dexroB (cBeueHue, MOJHUHU, Marndeckue 3PQEeKTbl) ISl yCUICHHS
BU3YaJIbHOT'O BO3JICHCTBUA.

-Co3nanmne 3D-anumanuu B Blender: mozpenupoBaHue, TeKCTypUpOBaHHME, aHUMALUsS CIIEH,
HACTpOMKa peHaepa.

-Komnosutunr annmupoBansbix ciieH B After Effects.

-GunansHbl pennep Bugeo B Adobe Media Encoder.

Takoif KOMIUIEKCHBIH MOJIXOJ TO3BOJISIET CO3/1aBaTh KadeCTBEHHbIE U 3 (PEKTUBHBIC
pEeKJIIaMHBIE POJIMKH, CHOCOOHBIE IpHBIICYh BHHUMAaHHE AayIUTOPHUM M TOBBICUTH HHTEpPEC K
HacTOJbHOM urpe. Ha cxeme npencraBieHsl tamnsl pa3padoTku (Pucynok 1).
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Pucynok 1. Oransl pa3paboTKH PEKJIaMHOTO POJIHMKA

Mamepuanvt u memoowt

Uuccae008anus

Jlng dydiiero MOHMMAaHUS TIOCTAaBIEHHOM 3aladyM cienyer pa3oOpaThcs, 4TO U3 ceds
MpeJICTaBIseT MOYIIH-U3aiiH. MoymiH rpaduka — 3TO rpadudeckas KOMIIO3UIIUS B JTUHAMUKE,
NU3MCHAIOIIAACA B Ka)K}IBIﬁ CJIG}IYIOHII/Iﬁ MOMCHT BPEMCHH, B KOTOpOﬁ JABVIKCHUC TIPUBHOCHUT B
rpaguyeckoe HU300paKEHHE KAKOW-TO JIOMOJHUTEIBHBIA CMBICH, 5SMOIMIO, WL, KOTOPHIC
MIOMOTaf0T BOIUIOTHUTH MTEPBOHAYAIBHBIN 3aMbIces mpoekTa [1].

[Tocne ompeneneHuss OCHOBHOTO TIOHATHS O MOYIIH-AM3aiiHE CIEAYeT pPacCMOTPETh

MPOrpaMMHOE

obecrieueHue

Uil pa3paboTKu

BUJACOKOHTCHTA.

Janee

NEpECUYUCIICHBI  TC

MHCTPYMEHTHI, KOTOPBIX OyAET T0CTaTOYHO /IS CO3/IaHMsI PEKIIAMHOTO POJIHKA:

Adobe After Effects mo3Bossiet: n3o6pasuth 2d 1 3d 00beKT; CO37aTh aHUMAITUIO MTPOIIECCa,
obyazaeT GOJBIIUM CIIEKTPOM BHU3YAIbHBIX 3((HEKTOB, COXpaHAThH (aill B pa3nuyHbIX (popmarax,
TaKHe KaK PUCYHOK, BUJICO, aHMMANus, J00aBISTh MyJIbTUMEANA, HAIIPUMEp 3BYK, BHICO [2].

m Tun nuyenszuu CC: Attribution 4.0 International (CC BY 4.0)

177




bBronemens nayku u npaxmuxu / Bulletin of Science and Practice T. 11. Ne8 2025
https://www.bulletennauki.ru https://doi.org/10.33619/2414-2948/117

Blender — yHuBepcanmpHas mnporpaMMa C OTKPBITHIM KOJOM MpOrpamM. 3Aech €CTh W
«ckynbntuHr», ecth U VFX, m CGI, ectb cumynsauus TKaHEW, YTO OYEHb TMOJE3HO MpHU
MOJICTTMPOBAaHUH KOCTIOMOB [ 3].

Spine — 310 mMporpamma i pa3pabOTKU CKEJIETHONH aHUMAI[HH.

Adobe Media Encoder — sto mporpamma npeiHa3HaueHa i peHaepa.

Adobe Photoshop — penakTupoBanus WuTHOCTpaluii. B 3TOT pacTpoBbIid MakeT BXOIUT BO
MHOTHE CIeMaIbHbIe HA0OpPhl W MIMPOKO UCHOJNB3YeTCsl Kak JIIOOWTENsIMH, TaK U
npodeccronanamu [4].

Suno Al. Suno Al naer ruOkuii HaOOp MHCTPYMEHTOB MJsl CO3JaHHMS TPEKOB DPa3HBIX
MY3BIKQJIbHBIX KAHPOB, HAYMHAS C MHCTPYMEHTAJIBHON MY3BIKH U 3aKaHYMBAsi POKOM U METaJJIOM
[5]. B Tabnuiie mpecTaBiieHb STalbl IPOM3BOACTBA U OMKCAHBI HCCIICIOBAHHBIE MHCTPYMEHTHI.

Tabnuua
HCTIOJIb30OBAHUE HU®POBLIX MTHCTPYMEHTAX HA DTAITAX ITPOU3BOJCTBA POJIMKA
Oman pazpabomxu Hncmpymenmor Onucanue
1. IToaroroBka Adobe Photoshop O06paboTKa WILTIOCTPAIIHA, CO3IaHHe rPaPUIECKUX
HJIEMEHTOB JJISl POJIHKA.
Spine [ToaroroBka CKeNeTHON aHUMAIIUU TIEPCOHAKEN
(pUTTHHT, HACTPOMKA JBIKCHHN).
2. 2D/3D- Blender Cosnmanue 3D-moeneit (IepcoHaXH, OKPYKEHHE,
MOJICTTHPOBAHUE 00BEKTHI), TEKCTYPHUPOBAHHE, AaHUMAIIHS CIOKHBIX CIICH.
3. Agumanus u Adobe After Effects TIlapamnakc-anumarnus, KOMIO3UTHHT, J00aBICHHIE
BU3YyaJIbHBIE AP PEKTHI cnemp ¢ hexToB (CBeUCHUE, YACTHIIBI, AMHAMHUKA KaMEPBI).
Spine AHMMaIMs NePCOHAXKEN C HCIONb30BAHUEM CKEJIETHOU
CHCTEMBI.
4. My3bIKa U 3ByKOBOE Suno Al I'enepanyst My3bIKaJIBHOTO TpeKa B HY>)KHOM CTHJIE
COTIPOBOXIEHUE (manpumep, Dark Fantasy), cuaxponuzanus ¢
BUJICOPSIOM.
5. ®unaneHbI pennep 1 Adobe Media Pennep BHI€O B BHICOKOM KayeCTBE, ONTUMH3AIIUS IS
IKCTIOPT Encoder pa3HbIX IaT(HopM.

BreiOpanHblii Habop MNPOrpaMMHOrO OOECHeYeHHs IO03BOJSIET CO3JaTh KadeCTBEHHBIN
pEKIaMHBIN POJIMK, COOTBETCTBYIOIINI COBPEMEHHBIM CTaHJApTaM, IIPU ONTHMAaJIbHBIX BPEMEHHBIX
1 (MHAHCOBBIX 3aTpaTax.

Opnako, 0e3 KayeCcTBEHHOIO0 OOOpYyIOBaHHWsS, a HMEHHO CTallMOHApHOTO KOMIIbIOTEpA,
paboTarh B TaKUX IporpamMmax OyJeT MOYTH HEBO3MOXKHO. CHeHalIbHO JIJISl TOTO Mepe]] HadyaaoM
pa3paboTku OblLT coOpaH OJMH U3 NMPHUMEPOB BBICOKOIPOU3BOAUTENIBHBIX KOMIIBIOTEPOB, YTOOBI
yIOBJIETBOPSITH TpeOOBaHuUs cucTeMsl [7-9].

s onepaunoHHOW cuctembl BbIOOp man Ha Windows 10 Bepcum 22H2 kak Haubonee
cTaOuiabHYyI0 U ontuMusupoBanHyto. Windows 10 22H2 oGecnieunBaeT MoiHyr0 COBMECTUMOCTD CO
BCEMH HEOOXOJIMMBIMHU TpPOrpaMMaMH IJisi MOYIeH-au3aifHa. Jlanee ObuUT j00aBieH MpPOIeccop
AMD Ryzen 9 7900X 12-Core Processor 4.70 GHz. BriGop 00ycioBieH CcleAyOIUMU
MOMEHTAMH:

1. 12 sgep u 24 mnoroka o00ecNeYMBAIOT MCKIIOUUTEIbHYIO MPOU3BOAUTENBLHOCTh MPU
PEH/IEPUHTE CIOXKHBIX CIIEH.

2. Bricokas TaktoBas uactoTa, Hampumep 4.7 GHz, ans miaBHOW paboTsl B peaqbHOM
BPEMEHH.

3. Apxurektypa Zen 4 ONTHMU3APOBAHA JISI MHOTOITOTOYHOW 00paOOTKH JaHHBIX.

4. DpdexTrBHOE 3HEPronoTpedIeHNE MPU BBICOKOI HArpy3Ke.

Bosbmioit 3anac onepatuBHON maMaTu, HanpuMep B 64 I'b crout oOpectn n3-3a crerqupuku
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paboThI ¢ MOYIIIH-TU3aHHOM:

1. After Effects TpeOyeT 3HaUMTEIBHBIX PECYPCOB ISl KAIIUPOBAHUS BUACOI(P(PEKTOB.

2. Blender aktuBHO ncmonb3yeT RAM mist paboTsl ¢ 3D-crieHaMu.

3. Photoshop Hyxmaercst B 6oyibiioM o0beMe mamsaTh Juisi 00pabOTKH MHOTOCIOWHBIX PSD-
¢aiinos.

4. Bo3MOXXHOCTB pabOTHI C HECKOJIBKUMHU PECYPCOEMKHMH MTPUI0KEHUSIMUA OJJTHOBPEMEHHO.

OrpoMHOE BHHMaHWE€ CTOUT YAEIUTH BBIOOPY BUACOKAPTHL. JlJis ceromHsUIHEro Troaa
nozgoiner NVIDIA RTX 4060 + AMD Radeon, nannpumep TM, Graphics. DToT BeIO0Op 00yCI0BIICH
TEM, YTO KOMOMHAIUS TpaprUECKUX MPOIECCOB 00ECIICUNBALT:

1. NVIDIA RTX 4060: anmaparnoe yckopenue penaepunra B Blender, nanpumep CUDA,
OptiX.

2. [Tonnepxka RTX-yckopenns B Adobe After Effects.

3. 8 I'b Bugeonamstu gocrarouno /st pabotsl ¢ Full HD u 2K npoexramu.

4. Bcrpoennas rpapuka AMD wucmonb3yeTcs Kak pe3epBHBI BapuaHT MW iAo
JIOTIOJTHUTEJIBHBIX IUCIIIEEB.

[Tocnennee, o 4eM CTOMUT M03a0OTHUTHCS, ATO TBepAoTeNabHbIH HakonutTenst SSD 2Th. On
00yCIIOBJICH:

1. Heo6X0auMOCThIO0 OBICTPOH 3arpy3KH TEKCTYP U PECYPCOB.

2. BBICOKOW CKOPOCTBIO YT€HHUS WJIH 3aIKCH IS IIJIABHOTO MPEAPOCMOTDA.

3. JlocTaTOYHBIM IPOCTPAHCTBOM JJISl XPAHEHUS HCXOIHUKOB U MPOEKTOB.

4. Hane:xHOCTBIO M JIOJITOBEYHOCTHIO IPH MHTCHCUBHOM padoTe.

Jannas koHurypanus obdecrieunBaeT KOM(OPTHYIO pabOTy CO BCEMH 3TalaMH CO3AaHUS
pexinamHoro ponuka. [locme cOopa 000pymoBaHMS W TMPOTPAMMHOIO OOECHEeUeHHs] MOYKHO
MPUCTYNaTh K CIEAYIOMIMM MyHKTaM. Tak Kak pa3palaThiBaeMO€ BHJIEO SBIISETCS PEKIaMOU IUis
HACTOJIBHOM WIPBI, TO TMEPBBIM JI€JIOM CJEIyeT MPOAHATU3UPOBATH LENEBYIO ayAUTOPUIO, Ha
KOTOPYIO paccuMTaHa Wrpa, MPOAHATM3MPOBATH CaM MPOJYKT, NPUAYMATh CIOXKET, COOpaTh
pedepeHchl, co3aaTh KOHLENTH M packaapoBku. lIpumep pa3paOOTaHHOTO KOHIENTA aHWMAIHH
JIOTOTHUINA MpeCTaBieH Ha Pucynke 2.

Packagposka norotuna Wish Port

{ S |3 é

-~ J >
oA | & e

1) BHawane noaBnserca cUeHa ¢ ABMXKYLLENCA BONHON.

2) Mpuneraer 38e3aa,BpaljaeTcs B BO3AyXe, OCTaBNAA Nocne ceba cBepKalowWMil XBOCT , yneraer
3) NMocne nonsnaerTcs 06bLIYHBIN KOpabnb, ABMKYLWWACA NO BONHaM.

4) fAanee 3ge3fa nafaer Ha napyc Kopobna n Kopabnb NnpeBpalwlaeTcs B NOroOTUN, MCHE3aET BONHA

Pucynok 2. Pa3paboTka KOHLIENTa aHMMAalUHM JIOTOTHIIA B PacTPOBOM peJakTope (aBTOpcKas
paspabotka [depsounoit Japen)

[Tocne mpopaenaHHOM pabOTHI MOXKHO MPUCTYNaTh K pa3paboTKe OCHOBHOW uvacTH. [lanee
MPEJCTaBIIECH MPOLECC TPOU3BOICTBA PEKIAMHOTO POJIMKA.

B mpomecce coszmaHus peKIaMHOTO pPOJMKAa OblIa HMCIOJNB30BaHA MapalIaKc-aHUMAIHs,
KOTOpasi MpHuaana BHACO TIIyOWHY W IUHAMUKY. DTOT METOJ BKJIIOYAJ HECKOJBKO KITFOUEBBIX
sTanoB. WmocTpanuu ObUIM pa3/ieleHbl Ha OTHENbHBIE CJIOM, YTO IO3BOJWIO aHUMHPOBATH
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AJIEMEHTHI C pa3HoOW ckopocThio. 3areM B mporpamme After Effects O6buto cozmaHo TpexmepHoe
MIPOCTPAHCTBO, I/I€ KX/ CIIOW ABUTAJICA C WHAWBUIYAIbHON CKOPOCTBIO, YCHIIMBAsI OLIYIIEHUE
oobema. J[ist GombIneii BIPa3UTEIbHOCTH B aHUMAIIMIO JOOABHIIN BU3yalbHbIC 3((EKThI, TAKHE KaK
OTOHb, COJIHEYHBIC JIYYH W JBIDKCHHE TKaHH. DTHU JICTAIU CIENald N300pakeHHe 0ojiee KUBBIM H
MPUBJICKATEIbHBIM, YCHIIUBAs SMOLIMOHAILHOE BO3/ICHCTBHE Ha 3pUTEIIS.

[Mpouecc pa3pabotrku 3ddekra mnapamwakca B rpaduueckom penakrope AfterEffect
npejcrasieH Ha Pucynke 3.

Pucynok 3. Ilpomecc pabotbl Hanm 3d¢ekToM mapaiiakc B TpadudeckoM pemakTope (aBTopckas
paspabotka [epsOunoii Jlapbu)

Jns  aHMMalMM NEepcoHaXke Ucmonb3oBajack mporpamMMa Spine. Bwmecto co3mganus
MOKaJIpOBOM aHMManMu Spine paboTaeT, UCHOJb3ys CKeJIeTHYI0 aHuManuio [6]. s paboTsl ObuU
BBITIOJTHEH PUITHHI CKEJIETOB, MO3BOJSIONIMI cO37aBaTh IJaBHbIE ABMKEeHUA. Oco0oe BHUMaHUE
YAETSIOCh  JIeTaNbHOM  MpOpabOTKE IKECTOB U MHUMHKH, 4YTO JI00aBMJIO MEpCOHaXaM
BbIpazuTenbHOCTU. ['oTOBBIE aHmManuu skcnoptupoBanuck B After Effects nns nanbneiimeit
MHTETpaluy B OOLINI BUICOPSI.

TpéxmepHubie cueHbl pa3pabareiBanuck B Blender. B mpomecce Obui cMOAETHUPOBAHBI
KJIFOUYEBBIE JJIEMEHTBI, TAKHME KaK IOA3EMEIbe, KHUIA WM JIOTOTUI WIpbl. AHMManMs KaMepbl H
CJIOKHBIX JIEMEHTOB, BKJIIOYas IIyHajiblla U YACTHIBI, MPUJaia CIeHaM JUHaMUKy. DUHaIbHBIA
PEHIEPUHT BBIIOJIHAIICS B BUE MOCIEAOBATEIIBHOCTH KaJAPOB IS MOCIEAYIOIIEr0 KOMIIO3UTHHTA.

My3bIKanbHOE COPOBOXKAEHUE OBUIO CO3/IaHO € MOMOIIBI0 Suno Al, rae creHepupoBaH Tpek
B crtuie "Dark Fantasy", wuneanbHo mnonxomdmmii mo armocdepe. [oToBas My3bIka
CUHXPOHU3UPOBATIACH C BUJEOPSIOM, YCHIINBASI SMOLIMOHAJILHOE BO3JEHCTBHE.

Ha »tame mnoctnponakimHa Bce »sineMeHThl oObenuHsuiichk B After Effects, Bxirouas
KOMIIO3UTUHT aHuManuu, 3D-cuieH u 3Byka. @uHaNbHBINA peHep BoinonHsics yepe3 Adobe Media
Encoder ¢ nacrpoiikamu H.264, 1080p u 24 kaapa B cexyHay. [[ns obGecrieueHuss KOppeKTHOTO
O0TOOpakKeHHsI POJIMK TECTHPOBAJICA Ha pa3dUYHbIX ycTpoiicTBax. C HTOroBoil paboTOil MOXXHO
o3HakoMuThcs o QR-kony Ha Pucynke 4.
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B Oynymem nenecoobpa3Ho M3y4HTh MHTETpalMI0 HeWpoceTel (Hampumep, IJisi TeHepaluu
(OHOB WM aBTOMATH3AllMM AHUMAIMH); Pa3BUTHE WHTEPAKTHBHBIX (OpMaTOB (aJanTHUBHBIE
pEKJIaMHbBIE POJIMKU C 3JEMEHTaMHM reiiMU(UKalMK); ONTUMU3ALNI0 PEHAEPUHTA Uil YCKOPEHUs
MIPOM3BOJICTBA O€3 MOTepHU JeTalei.

Pucynoxk 4. Kamps u3 pexnamaoro ponvka (aBtop Japes Hepsouna) u QR-kon Ha Bugeo

Pezynomamot u ux obcyscoenus

B pesynbrare uccnemnoBanus Obuia oTpaboraHa >(Q¢eKTHBHAs CXeMa C HCIOJIb30BAHHEM
cessku  After Effects, Spine, Blender, Suno Alwu np., 4To mMO3BOJMUIIO CO37aTh POJIHK,
COOTBETCTBYIOLINI COBPEMEHHBIM CTaHapTaM KauyecTBa.

1. Ucnonb30Banue OOCTYIHBIX NMporpaMMHbIX pemenuit (Blender, Spine, Suno Al) cumxaer
3aTpaThl Ha IPOM3BOJICTBO, ITO3BOJISISE MAJIBIM CTYMSIM U HE3aBHCUMBIM pa3pabOTYMKaM CO3/1aBaTh
KOHKYPEHTOCTIOCOOHBIN KOHTeHT. OnTtumuzanus padodero npouecca 3a cuét uHTterpauuu 2D/3D-
rpaduKu, ckeJeTHOW aHMMauuu U Al-reHepanuu My3bIKM COKpallaeT CPOKH MPOM3BOJCTBA 0e3
noTepu KadyecTBa. MeTox MOAXOIUT Ui NMPOEKTOB Pa3sHOro Maciradba — oT KpayadaHAMHIOBBIX
KaMIIaHUH 710 KPYIHBIX PEKJIAMHBIX CTPaTErui.

2. IlpoBeneHHOE MCCIIEOBAHKE JIEMOHCTPUPYET, UYTO TPEAIOKEHHAS TEXHOJOTHS CO3IaHUs
PEKIIaMHBIX BHJICOPOJIMKOB C MCIIOJIH30BAHUEM COBPEMEHHBIX IU(PPOBBIX HHCTPYMEHTOB 00JIagaeT
YHHUBEPCAJIBHOCTBIO U MOXKET OBbITh YCIEUIHO NPUMEHEHa B PA3JIMYHBIX cdepax: He TOJBKO Ui
MPOABIKEHHS] HACTOJIBHBIX MIP, HO M B APYTHX OTPACISIX, BKIIOYAs KHHOMHIYCTPUIO, MApKETHHT,
o0pa3oBaHMe, MY3BIKAIBHYIO WHIYCTPHUIO, KOPIIOPATUBHBIA CEKTOp ¥ COIHAIBHBIC MPOCKTHI.
TexHONOTHsI TO3BOJSET CO3/aBaTh TPEHIEPHl, aHUMAIIMOHHBIE POJHMKH, OOYJaroIIuii KOHTEHT,
NpPEe3eHTAllMM M BUPYCHYIO pEKJIaMy, 4YTO JejlaeT €€ BOCTPeOOBAHHOW B YCIOBHUAX LU(PPOBOU
Tpanchopmau Meaua. PazpaboTaHHbIN OAX0 MOXKET ObITh UCIOIB30BAaH: MApKETOIOTaMH — JIJIst
co3zaHusi Ooyiee BOBJICKAIOMIETO BUICOKOHTEHTA; pa3pabOTYMKaAMH UTP M MEIUATPOIYKTOB — IS
Mpe3eHTallMd MPOEKTOB; 0o0pa3oBaTeIbHBIMU IUTaT(GOpMaMM — ISl BHU3yaJU3alUdd Y4eOHBIX
MaTepHaoB.
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B 3akmroueHne MOXKHO IIOGaBI/ITB, 4YTO KIIFOYCBBIM NPCUMYHICCTBOM CTaJIO CO3OaHHUC
HpO(beCCI/IOHaJH:HOFO KOHTCHTA ¢ MUHUMAJIbHBIMU 3aTpaTaMu. Pemenuns JOCTYIIHBI KaK CTyIUAM,
Tak ¥ HeOOJIbIINM KOoMaHaaM, 4TO ITOMOXET COXPAaHUTh KAa4C€CTBO IIpHU JIFO00M 6I-O,[[)K€Te.
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