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NEPEAYMOBU BUBYEHHA ANCLUTNJTIIHN

O6car 3HaHb 3 Agncumnii «AM3KT», «KoMMI0TepHi TEXHONOTi».

META | 3AJAUI KYPCY

MeToio ANCUMNAIHN € HAaJAHHA MOYATKOBMX 3HAHb, JOCTATHIX ANA BMKOHAHHA MPOEKTHWUX 3aBAAHb 3a
paxom. 3agayamu AUCUMNAIHN € O3HANOMAEHHS CTYAEHTIB 3 NPUHLMNAMKU TPUBUMIPHOI rpadikn, HAbyTTs
CTYAeHTaMM NPAKTUYHWUX HABMYOK BONOLiHHS IHCTPYMEHTAPIEM A8 MOAENIOBAHHA TPMBUMIPHNX O0'eKTiB
Ta NobyJ0BM TPUBMMIPHUX aHIMOBAHMX CLEH. 3a pe3yabTaTamu LbOro Kypcy CTYAEHT 3MOXe MpUAHATH
PiLLEHHS LLOAO NPOLOBXKEHHS BUBYEHHS TPUBUMIPHOI rpadiku Ha BUOIPKOBMX ANMCLIMMAIHAX.

onunc I CTPYKTYPA JUCLUNIHA

[vcumnniHa BUBYAETHCA MPOTATOM OCIHHLOTO CEMECTpY Ha 2-My Kypci (4 kpegntn ECTS, 120 HaBYanbHUX
FOAWH, 3 HUX: AyAWUTOPHI NeKuiiHi (30 roauH), npakTuyHi 3aHaTTa (30 roguH), camocTiiHa pobota (60
rogn). CTpyKTypa AMCLMMNIHN CKNQOAETHCA 3 2-X MOAYANIB. MporpamHa 3agaya KOXHOro MO0 NOMArAE
y NOETanHOMY OMaHyBaHHi CTYAEHTAMM HABMYOK LWWOAO NOOYAOBM aHIMALiAHOI TPMBMUMIPHOI CLEHM Ta
Bi3yanizauia ii y Bifeo. MepeBipka pPiBHA i AKOCTi OTPUMAHUX 3HAHb 3[INCHIOETLCA Y NPOLIECi BUKOHAHHA
NPaKTUYHUX PODIT.

1MOIYJb
Etan 1. 3aranbHi BigoMOCTi Npo TpuBMMIpHY rpadiky. O3HanomneHHs 3 pepaktopom Blender. CTBopeHHs
aHiMauii npocTux 00'eKTiB. BUBYEHHS iIHCTPyMeHTapito. BidyanizaLlis npoekTy.
Etan 2. O3HaiiomaeHHs 3 OyneBuMK onepaLismu Ta 0COBANBOCTAMM aHiMALLi CKNagoBUX 0O'EKTIB.
Etan 3. O3HaOMEHHS i3 MOJETIOBAHHAM HA OCHOBI KPUBWX, aHIMaLLiElo MOPOIHTY.
ETan 4. O3HaNOMAEHHS 3 MPUHLMNAMM Ta 3acobamu aHiMaLii 3a LWASXOM.

2 MOAYNb
Etan 5. O3HaOMAEHHS 3 BAACTMBOCTAMM NiAPO3LiIEHNX NOBEPXOHb Ta 0COBIMBOCTAMN MOLENIOBAHHS 3 iX
BMKOPUCTAHHAM. MOJEN0BaHHA, HaNAWTYBAHHA, CTBOPEHHA aHIMALiNHOTO OCHALLEHHS, HanalTyBaHHA
marepianis, aHimaLis.
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JAuncunnnina 3a6e3neyye 3a2anbHi Ta cneyianbHi (paxoBi) KOMNETEHTHOCTI:

3K 1. PO3ymiHHS nNpeAMeTHOI ranysi Ta pO3yMiHHA NPOQECiIMHOI AifNbHOCTI, 34ATHICTb 3aCTOCOBYBATH
HaOYTi 3HAHHS Y NPAKTUYHMX CUTYALifIX.

3K 6. 30aTHICTb OLiHIOBATM Ta 3a0e3MmevyBaTh AKiCTb BUKOHYBAHMX PODIT.

®K 2. 3patHiCTb 3aiicHIoBaTY HOPMOYTBOPEHHS, MAKETyBaHHS i KOMMIOTEPHe MOfeNtoBaHHS OOEKTiB
AV3aiiHy.

®K 4. 30aTHICTb 3aCTOCOBYBATH HABMYKM NMPOEKTHOI rpadikyn y npodeciiHii AisnbHOCTI.

®K 6. 30aTHICTb 3aCTOCOBYBATM Y MPOEKTHO-XYA0XKHIN AisIbHOCTI CewjiabHi TeXHIKKM Ta TexHosorii poboTu
Y BiANOBIAHUX MaTepianax.

®K 7. 30aTHICTb BUKOPUCTOBYBATYH CyyacHe nporpamMHe 3abe3neyeHHs 418 CTBOPeHHs 00'EKTIB AM3aiHy.
®K 15. 3patHicTb 40 (POPMYBAHHS, PO3BMTKY Ta BMPAXKEHHS aBTOPCbKOrO 3afyMmy, LIO BiANOBIAAE
nocTaB/eHin 3afadi B cueHapHo-rpadiuHiin po3pobLi, BMKOHAHHS HA BWCOKOMY NpodeciiHoMy PpiBHi
aHimMauiiHi  KoMno3uuii B eKkpaHHOMY (OpMaTi, CTBOPEHHSI OPUTHAIbHMX aHIMALIAHUX  POJMKIB,
onepyBaHHS MPOCTOPOM i PyXOM 00 EKTIB.

®K 16. 3paTHICTb cnpuiMaTk i aHaniyBaTn abCTPaKTHI Ta KOHKPETHI 03HAKM OyAb-AKOi aHiMaLiAHOI
GopmMu, 3aKOHOMIpHOCTI iX MoOyAOBM, NAACTMKY, NPOMOPLi, B3AEMHe pO3TallyBaHHs Ta B3aEMO3B 130K
YaCTVH | eNeMEeHTIB.

®K 18. 3AaTHICTb [0 CTBOPEHHS Pi3HMX BUAIB TPUBUMIPHUX OO'€KTIB Y NporpamHoMy cepefosuil 3D
MOZLENIOBAHHSA, BilbHE BONOAIHHA NpUiOMaMK aHiMaLii TPUBUMIPHUX 00 €KTiB, rpaMOTHE BMKOPUCTaHHA
mMoondikaTopis, CBiTAA, kamepu, cumynsuii, edekTiB 30BHILHBOrO CepefoBulia TOWO B aHimallii
TPUBUMIPHMX CLIEH, PO3p00Ka, MOJENOBAHHS Ta aHIMALList NEPCOHAXIB.

MpoepamHi pe3ynbTatn HABYAHHA:

MPH 6. YcBigoMnioBaTW BIiAMOBIAAMbHICTL 33 AKICTb BMKOHYBaHMX poOiT, 3abe3neyyBaTVi BUKOHAHHS
3aB[aHHSA Ha BUCOKOMY NPOQECiiHOMY piBHI.

MPH 8. OuiHoBaTK OO'€KT MPOEKTYBAHHS, TEXHOMOTYHI MPOLECU B KOHTEKCTI MPOEKTHOTO 3aBAAHHS,
GopMyIOBaTH XyAOXKHBO-NPOEKTHY KOHLENLitO.

MPH 17. OpieHTyBaTUCA B PO3MAITTi Cy4yaCHMX MPOrPaMHMX Ta anapaTHMX 3acobiB, BMKOPUCTOBYBATM
3HaHHS | HaBMYKM POOOTH 3 HaxOBUM KOMMIOTEPHMM 3a0€3NEUYEHHSIM.

MPH 23. MaTn obpa3He ysiBNeHHs MaibyTHbOI CLeHW Ta NpeaMeTiB B Hii 3 peani3auieto igei y Burnsgi
€CKi3iB Ha manepi, Ta €1eKTPOHHOMY BWINALI B aHiMaLii, BiIbHO Ta MOBHOK MipOI0 BMKOPUCTOBYBATK
3ac00M NPUKIAAHMX NpOrpam Aas TPUBMMIPHOI aHiMaLlii, TPeKiHra i KOMNO3WTIHTa.

OOPMAT ANCLUIUTIIHN

TeMn pO3KPUBAIOTLCA LWAAXOM NOACHEHDb TEOPETUYHMX ACMEKTIB Ta AEMOHCTPALii MPAKTUYHWX NPUKIALIB.
MpaKTWYHi 3aHATTA [LO3BOMAIOTL OMPALIOBATM 3aBAAHHSA Y KoonepaLii 3 Buknagauem. CamocTiliHa poboTa
CTYEHTIB CMpAMOBaHA HA BWMKOHAHHA 3aBAaHb 3a eTanamu AUCUMNIIHKW, MOWYK i aHani3 [00ATKOBOI
iHpopMmaLii, 3aBepLueHHs Ta NiArOTOBKY A0 NepernafiB. [LoAATKOBI MPAKTUYHI 3aBAAHHSA 415 CAMOCTIHOI
pobOTK He NepefdayeHo, ane iHiliaTyBa BITAETHCA Ta 320X0UYETHCA JOAATKOBUMM Danamu.

HABYAJ/IbHI MATEPIANIU

Tuxomupos |.B. OcHoBu Blender. YactvHa 1. MeToanuHi pekomMeHaauii. Xapkis : XOALM, 2019, 73 c.
Tuxommpos |.B. OcHosu Blender. YactvHa 2. MeToamuHi pekomeraadii. Xapkis : XOALM, 2019, 112 c.
MOCUNAHHA HA MATEPIAIU

YCi 4OAATKOBI HABYA/bHI MaTepiain MOXHA NepernsHyT! Ha BeO nopTani 3a NOCUNAHHAM:
https://sites.google.com/view/ksada-md-portal/

HEOBXIAHI MATEPIA/, ObJIAAHAHHSA | MIPOTPAMHE 3ABE3MNEYEHHSA

Komm'ioTepHa TexHika (HOyTOyK, CTauioHapHUiA KOMM'I0Tep), WO BiANOBIAAOTb MiHIMAabHUM BUMOTraM, sKi
MOXHA 3HaWTW 3a nocunanuam: https://www.blender.org/download/requirements/
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Takox rpadiuHi pefaktopu, nporpama 3D MopentoBaHHsa Blender, ska AOCTynHA AN 3aBaHTAXKEHHS
Oe3sonnarHo 3a nocunanuam https://www.blender.org/.

KOMYHIKALIf 3 BUK/TAQAYEM

1. InS AUCTAHLiNHKX 3aHATb BUKOPUCTOBYETLCS Nporpama Skype 3a po3knagom akafemii. Po3knag 3aHaTb
AMBITbCA y nporpami MKP.

2. IHWA KOMYHiKaLis (KOHCyAbTaLii, BUPILLEHHS MOTOYHUX MUTAHb, 3BOPOTHIM 3B'A30K 3i CTydeHTamu Ta
iHLLE) BiSOYBAETLCA LWWAAXOM JIMCTYBAHHA Y 3arafibHiii rpyni gucumniiny y Telegram, abo yepe3 npuBartHi
nosigomneHHs Telegram). Takox 3a HeoOXiQHOCTI 3B'A30K MOXMBWIA Yepe3 Messenger (npodinb y
Facebook https://www.facebook.com/cbuhhh/).

3. OOMiH ¢aiinammn 3a HeoOXigHOCTI BUKOHYETbCA Y yatax Skype, Telegram abo nocunaHHam Ha Google
[nck.

4. PoOOTU AN MOJYNbHOMO KOHTPO/IO MAlOTb OyTW BYACHO HAAICAAHI HA BMK/IIOYHO HA Google Auck y
3a3HaueHi 419 LbOro Tekw, WO JO3BOMNTb BUKIAAAYY NEPEersSHYTH | oLiHUTM poboTy.

5. YCi NUTaHHs, NOB'A3aHi i3 AMCLMNNIHOI, MOXYTb BUpiLLYBaTMCA Y rpyni Telegram, fe BUKAAAAIOTbCA BCi
[OAATKOBI HABYA/IbHI MaTepianu.

MPABUJIA BUKJIAJAYA

3aHATTSA TPYHTYIOTHCA HA B3aEMOMOBA3i. BITAETHCA: CXM/IbHICTb [0 TBOPYOI i TEXHIYHOI pobOTH, & TaKOX
CMINMBICTb, 3aB3ATICTb Ta YCUAAMBICTD. [if Yac 3aHATb HEOOXiAHO BUMKHYTM 3BYK Skype i BkatouaT iMoro
nif, yac 00roBopeHb. 3 HeOOXIAHOCTI CTYEHT MAE CMPOCUTH JO3BO/Y NMOKMHYTH Skype.

MNOJITUKA BIABIAYBAHOCTI

Mponyckn 3aHATb 0e3 MOBAXHWX MPUYMH HeLOMyCTUMI, NPUYNHU NPOMYCKY MAIOTb OYTW MiATBEpPAXEH.
AKLWO CTyAeHT NponycTuB NeBHWI eTar, BiH MOBMHEH CaMOCTIMHO BignpauoBaTh MOro Ta Ha HacTyNnHOMY
3aHATTI NPOLEMOHCTPYBATU HA NMPAKTULL.

AKAAEMIYHA NOBPOYECHICTb

CTyaeHTV 3000B'913aHi JOTPMMYBATUCSA NPaBM akageMiuHOi JOOPOYECHOCTI y CBOIX NPaKTUYHMX poboTax.
XKogHi popmMu MopyLieHHs1 akagemiyHoi [0OpOYeCHOCTi He TonepyloTbcs. AKWO Mif 4ac NOTOYHOro
KOHTPO/IIO BUSIBUTBLCA, WO ABTOPCTBO OyAb-KOi YaCTUHM pobOTU HANeXWUTb He CTydeHTy, poboTa Linkom
BBAXQETbCA HEe BMKOHAHOW. CTyAeHT MOXe BMKOHATK HOBY po0OTY, fika Oyae OuiHeHa i3 3aHWKeHHSM
Oanis. Llei BUNagok Takox Oyae po3rifHyToO KOMICIEI 3 akagemiqHoi fOOPOYECHOCTI.

KopucHi nocnnaHHs:
https://3akoHogascTBo.com/zakon-ukrajiny/stattya-akademichna-dobrochesnist-325783.html
https://saiup.org.ua/novyny/akademichna-dobrochesnist-shho-v-uchniv-ta-studentiv-na-dumtsi/

PO3K/NAA KYPCY

Bup, q .
Jara Tema P 3mict lfoann 3aBaaHHA Jetani
Tk, 1 Neku, 3araibHi BigoMocTi npo 2 3aBaaHHa 1. AHimadisa - 3apaui Kypcy, CTpykTypa
TpMBUMIPHY rpadiky. MPUMITUBIB — CTBOPEHHS i bopma BUKNaaEHHS
O3HanomneHHs 3 TPUBUMIPHOI CLieHN 3 iBOMaA HaBYaNbHOrO Matepiany;
penaktopom Blender. aHIMOBaHVMU NPUMITUBAMM - Indopmavis npo 3D
MpakT. 2 (kyb6amm) siki noBuHHI pyxatucs | rpadiky Ta Blender
NeBHUM YMHOM Ta AifTH K
nepcoHaxi. Bisyaniauia
MPOEKTY Ta CTBOPEHHA Bifjeo.
2-3 2 Jleku, CTBOpeHHs aHimaLlii 4 3aBpaaHHa 1. [IpOfOBXKEHHS. - AHimauist;
XA, NPOCTUX 0O’EKTIB. - OCBIT/I€HHS;
MpakT. . 4 . L
BuBYeHHs NpuHLMNIB - Bisyanizauis.
Ta IHCTPYMEHTapIto.
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4Tmxa,. 3 Jleku, O3HaNOMNEHHS 3 2 3aBpaaHHs 2. AHimallis Oynesux | — Mogudikatopw;
OyneBumu onepaLii — CTBOPeHHA - bynesi onepadii;
onepauismmn T1a TPUBMMIPHOI CLLeHM 3 aHiMaLieo
0cobNnBOCTAMM JeKiNbKoX NpoCTHX 00'eKTiB, WO
MpakT. | aHimauii cknagoBmx 2 MatoTb BNAMB Ha GOpMY OAMH
00’exTiB. O[LHOTO Yepe3 NOTYHUX
(6yneswx) onepauii.
Bisyanisauiis npoexTy Ta
CTBOPEHHA Bifeo.
5-6 4 Jleku, O3HaNOMNEHHS i3 4 3aBaHHa 3. AHimauis 00'ekTiB - Kpwmsi
VXA, MOAENOBAHHAM Ha Lo nobyAoBaHi 3i cNnaiHiB - - Tina obepTaHHs
OCHOBI KpUBWX, CTBOPEHHA TPUBUMIPHOI CLIeHN - MopdiHr
aHimaLieto MopiHry. 3 00'ekTOM, 1110 NOBYROBaHNIA 3i
MpakT. 4 CM/IaiHIB, aHimMaLlig CKNaL0BUX
o0’ekTa Ta camoro o6’eKTa.
Bisyanisauif npoexTy Ta
CTBOPEHHS Bif€0.
7 TIXKA. 5 Neku. O3HanoMaeHHs 3 2 3aBpaHHa 4. AHimauisa 3a - AHiMaLlis Mo KpUBIn
MpUHLMNAMK Ta LUIXOM — CTBOPEHHS - AHimauis kamepu
3acobamu aHimaLi 3a TPUBUMIPHOI CLIEHM 3
MpakT. | WAAXOM. 2 06’ekTamu, L0 PyxatoTbCs Mo
KpvBin. CTBOpPEHHA BiguyTTa
MnoroHi. BisyanisaLis NpoekTy Ta
CTBOPEHHA Bif€0.
8-14 6 Nexu, O3HanoMaeHHs 3 14 3aBaaHHA 5. MoaentoBaHHs 1 ~ MpUHLMNK MOAETIOBAHHS
TXKA. B/1ACTUBOCTAMM aHimMaLis 00’'eKTiB 3 YiTKUMK SDS;
Migpo3AiNneHnx reoMeTpuyHUMK popmamm — - MogentoBaHHA OKpemMmnx
NOBEPXOHb Ta nobynosa TpMBMMIPHOI Mogen YaCTuH;
0Co6MBOCTAMM irpaLuKoBoi Girypku MeTofom - HanawTyBaHHA
MOAEMOBAHHS 3 IX Miapo3MieHNX NoBepXOHb marepianis;
MPpakT. | ukopucTaHHaM. 14| (SDS), HanawTyBaHHs ~ CTBOPEHHS OCHALLIEHHS;
MopentoBaHHs, OCHALLEHHS Aaa aHimadii, - MNobypnoBa cueHw;
HanalTyBaHHs, aHimaLlig, HanawTyBaHHA - AHimauis;
CTBOPEHHSA marepianis Ta TeKCTyp, - HanawTtysaHHs
aHimaLliiHoro Bisyanisauis npoexTy Ta OCBIT/IEHHS;
OCHALWEHHS, CTBOPEHHA Bifeo. - MigrotoBka ao
HanawTyBaHHA Bi3yanizauii;
marepianis, aHimaLlis.
15 Tvxa, Jleku, MigrotoBka oo 2 3aBJaHHA 5. [1POJOBXKEHHS. - Bizyanizalis;
[MpakT nepernsgy 2 - CTBOPEHHA Bifeo;.
PO3MNOAIN BAJIB
3aBjaHHsA Tema ®dopma 3BiTHOCTI banm
3aBfaHHs 1 AHiMaLis NpUMITHBIB [10TO4YHMI KOHTPO/Ib 0-12,5
3aBOaHHA 2 AHimaujis bynesumx onepaLii [10TOYHMI KOHTPO/Ib 0-12,5
3aBOaHHA 3 AHiMaLif 00'eKTiB WO no6yﬂ,OBaHi 3i cnnanHis [10TOYHMI KOHTPO/Ib 0-12,5
3aBOaHHA 4 AHIMaLif 33 WASXOM MogyibHuWii KOHTPO/Ib 0-12,5
3aBOaHHA 5 MopgenioBaHHa i aHimalis 00'ekTiB 3 YiTKMMK Ek3am. nepeanag 0-50
reoMeTpuyHUMK dpopmamm
Bcboro 3a 3 (ociHHii) cemecTp 100

KPUTEPIi OLIIHIOBAHHS NOTOYHOI0 KOHTPOJ1IO

baan 0-12,5 0-50 Kputepii oujiHioBaHHs

A 12,5 50 CTy[eHT B NOBHOMY 00casi OMnaHyBaB Matepian Temu, OnpaLoBas fO4ATKOBI MaTepiany, Lwo
3HaMLWN0 BifobpaXeHHs B AKICHO BUKOHAHOMY 3aB[aHHi, 3 MPOSBOM TBOPYOro nigxogy. He mas
KOLHUX NPONYCKIiB 3aHATb 03 NOBAXXHWX NPUYNH.

A 12 48-49 | CTyaeHT B NOBHOMY 00Csi3i onaHyBas MaTepian TeMu, HaiaB JOAATKOBI MaTepianu 3a Temoto. He
MaB XOAHUX MPOMYCKiB 3aHATb Oe3 NOBaXHWX NPUYMH. Nogada akypaTHa, kpeaTueHa, Oe3
NOMWIOK.

A N 45-48 | CTypeHT B NoBHOMY 00Cs13i onaHyBaB MaTepian Temu, nogaya akypaTHa, 6e3 3Ha4HUX MOMU/IOK.

B 10 41-44 | CTyneHT B noBHOMY 00Cs3i onaHyBaB maTepian Temu, ane 3pobus fieKisbka NOMWUOK.
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9 38-40 | CTyneHT B MOBHOMY 00Csi3i ONaHyBaB Matepian Temu, ane 3pobuB 3HAUHI MOMUIKY.

8 32-37 | CTyAeHT He B NoBHOMY 00CA3i onaHyBaB MaTepian Temu, poboTa BUKOHaHA HA HELOCTaTHLOMY
PiBHI i3 3HAYHMMM HefOo/liKaMK (HEAOCTATHBO PO3KPUTA TeMA, BIACYTHICTb TBOPYOTO NigX04y
TOWO), HasiBHi Npobaemy 3 pO3yMiHHSM NoOYA0BW KOHCTPYKLM.

7,5 30-31 | CTymeHT B HefmocTaTHbOMy 00cCsi3i onaHyBaB maTtepian Temu, BMKOHaHa poboTa mae bGarato
3HAYHMX HedonikiB (HeQOCTaTHbO PO3KpUTA Tema, Manwii obcsr, HeBiANOBIAHICTb 3aBLAHHIO,
HeBYaCHa nojaya BMKOHAHOI pobOTW, HEOXaWHICTb MOfaHHS TOWO), NPobaeMu 3 pPO3yMiHHAM
noOYyA0BY KOHCTPYKLN,.

FX

1-7 0-29 | PoboTa BMKOHAHA Ha BKpai HW3bKOMY PiBHi 3i 3HAYHMMMW NOMWAKAMU, fIKi [EMOHCTPYIOTb
BIACYTHICTb pO3yMiHHS MpoiifieHoro matepiany, abo Bkpait Hefbane CTaBleHHs [0 BUKOHAHHS
3aBAaHHA.

FX

0 0 Pob0Ta He BUKOHaHa, MPOMYCK MOTOUHOTO KOHTPOIIO, MPUCYTHI 03HaKkK HeA0BpoUeCHOT po6oTH

®OPMAT CEMECTPOBOIO KOHTPOJIIO

dOpMOI0 KOHTPO/IIO € eK3aMeHaLiiHuiA nepernag. [as OTPUMAHHA OLiHKM HeoOXifHO MpOWTU NOTOuHI
eTanu KoHTpoA y GopMmi NepeBipok NpoLecy ayAMTOPHOI Ta CaMOCTiiiHOI poboTyH. Y BUNAAKY HEBYACHOMO
BMKOHAHH$ 3aBaHHA OLLIHKA 3HWMKYETbCA A0 10 0anis (B 3aN1eXHOCTI Bif, MOAY/S Ta CKNAAHOCTI 3aBAAHHS).

LWKAJIA OUIHIOBAHHA
HauioHanbHa bann ECTS ,U,wd)epeulu,iauiﬂ A HauioHanbHa bann ECTS
(BHYTPpilLHs)

A+ 98-100 3A10BIBHO 64-74 D

BIAAMIHHO 90-100 A [A 9507 A 6063 | E
A- 90-94 He3aJ0BiIbHO 35-59 FX

82-89 B He3aJ0BiNIbHO
Aobpe 75-81 C (NOBTOPHE NPOXOMHKEHHS) 0-34 F

CNCTEMA bOHYCIB

Cuctemu 6OHyCiB He nepeabayeHo

PEKOMEH/OBAHA JIITEPATYPA TA J)XXEPEJIA

1.
2.

10.
1.
12.
13.
14.

15.
16.

Blender 4.0 [loBigHuk. https://docs.blender.org/manual/uk/4.0/ (nata 3BepHeHH::2024)

Austin Shaw. Design for Motion: Fundamentals and Techniques of Motion Design. Taylor & Francis,
2016

Brubaker, Samuel. Realizing 3D Animation in Blender: The Fundamentals of 3D Animation in
Blender, from Keyframing to Advanced Motion. Packt Publishing, Limited, 2022

Brito, Allan. Blender 2.8: The Beginner's Guide. Independently Published, 2019

Myers, Mark. Blender 3d For Graphics Designers to Animate, Visual Effects And Motion Graphics.
Independently Published, 2019

Jason van Gumster. Blender for Dummies. Wiley, 2020

Blain, John M. The Complete Guide to Blender Graphics. Computer Modeling and Animation:
Volume One. CRC Press, 2023

Crowder, Sammie. Shading, Lighting, and Rendering with Blender EEVEE. Packt Publishing, 2022
benpauLi [xaHHanbbepto. CBiTOBa icTopist aHimMaLii. KHura nepiua: Big noyatky go 3onoT1oi Loowm.
ArtHuss, 2020

Kpasuos HikiTa. IcTopis aHimadii: 1k HapoaKy€eTbCa MucTeuTBo. ArtHuss, 2019

Cenbi, EHapto. AHimauis. ArtHuss, 2019

BinbaAmc, Pivapp. AHimauist: MociOHMK 3 BUxMBaHHS. ArtHuss, 2020

Cavalier, Stephen, The World History of Animation. London: Aurum Press, 2011.

Furniss, Maureen, Art in Motion: Animation Aesthetics, Revised edition. Eastleigh, UK: John Libbey,
2017.

Gilbert, Wayne, Simplified Drawing for Planning Animation (San Rafael, CA: Anamie, 2013)
Whitaker, Harold, Halas John. Timing for Animation. CRC Press, 2021
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19.
20.
21.
22.
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ITTeH, MoranHec. Hayka au3aiiHy Ta hopmu: BCTYnHWIA KypC, AKUI st BUKAaaas y bayraysi Ta iHwmx
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