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For the past twenty years, the foremost distinguished feature of the technology-based learning 

atmosphere has become animation. As so much as videos and illustrations are involved, these are 

motion showing the movement of real objects [1]. 3D animation has become a basis in film, 

television, and video games, and is changing into an integral a part of alternative industries that will 

not have found it all that helpful initially. Fields like medication, design, law, and even forensics 

currently use 3D animation.  

As expressed by Mayer and Moreno, ―animation could be a doubtless powerful tool for 

multimedia system designers, however its use ought to be supported psychological feature theory 

and empirical analysis… the longer term of tutorial animations is bright to the extent that its use is 

target-hunting by cognitive theory and research.‖ [2] 

In this half, we'll enumerate the usage of animation in education:  

1.To help the learners to check one thing that can‘t be seen simply within the world [3]  

2.To assist the users with animated agents [4]  

3.To illustrate events that aren't inherently visual [5]. Animation clarifies relationships 

through visual means that [6]. 

The analysis was have done about the Animation portal. After doing analysiz have been came 

up that that the animation sphere is not so developed as in foreign countries such as UK, Korea, 

Japan and so on. However Kazakhstan  animation is on the stage of development. Kazakhfilm is 

now expanding its production of animated films. The new wave of animated films being produced 

focuses on two themes, folklore and contemporary subjects. The work is supported by the 

government programme under its Cultural Heritage. In Kazakhstan there is a shortage of 

professional computer animators. It is not the same as in foreign countries. Even if you browse the 

web site for only Kazakhstan animators you will find just few materials. We would like to make a 

website which union two sides. One will provide an opportunity to gain knowledge in this area and 

find work in good companies. Others find specialists in this field. The main goal of the project is to 

create a web portal used for a animators and designers. Objectives to achieve: 

 comparative analysis of existing solutions; 

 definition of requirements, application design; 

 create a profile page for users and admin page; 

 create a vacation page for companies to post the job vacancies; 

 the development of online courses for animators. 

For analysis we have divided our target audience into four segments: 

1. Men and women between the ages of 18 and 30, artists, who want to create their portfolio, 

to communicate with fellow artists, who can't find a job or can't go out for office work. 

2. Companies working in the industry of games and animation, who are looking for talented 

employees to work. 

3. Men and women between the ages of 16 and 25 who host social media channels are looking 

for content for their groups. 

4. People aged 13 to 30, who are active in social networks and are interested in arts, actively 

comment and thereby increasing traffic to the site. 

For comparative analysis, 5 analogues, training platforms were selected. On the result the best 

website to get online courses it Edmodo.com. Because only there are you can create the group 

communities and connect students with the teachers. Because the other sites do not provide the 

communication between them. You may also create the groups for training. While other websites 

are related for doing the tasks individually.  There is the ability to create quizzes, polls.  The 

similarity with the Coursera.org and Edx.org is that all of them has the rating, giving the awards and 

badges. Also, in courser and in Edmodo you may upload your documents files. Only two websites 

give the certificate. The disadvantage of the Edmodo that it doesn‘t give the certificate. Unlike the 

above services, Lynda website uses a different payment model. The first month you can use any 
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educational materials free of charge, to find what you are interested in and look for dinner instead of 

another base Comedy. But, in the end, you will need to subscribe it.  
 

Table 1.1 Technical characteristics of features 
 

 
 

Today, the 3D design and animating have captured many spheres of it among all over the 

world. It is popular to solve problems in big companies related to IT. In conclusion of the 

comparative analysis, we have searched what are the disadvantages and issues within the animators 

platform in KZ and that we wish to make a web site that helps to them. 
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Аннотация. В данной статье исследуется проблема акустики в пористых средах в трех 

отдельных областях. В каждой области предполагается, что материалы обладают разными 

физическими свойствами. Геометрия пор, вязкость жидкости располагаются в середине двух 

упругих областей. В этой задаче сначала рассматривается решение дифференциальных уравнений. 

Математическая модель этих физических явлений описывается начально-краевыми задачами для 

сложных систем дифференциальных уравнений в частных производных. 
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Пусть полупространство  0/  xRx  состоит из трех конечных слоев 
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323212

/,/ HxHRxHxHRx   и полубесконечного слоя 

}\{
34

HxRx  . Области 1 и 4  являются упругими средами без какой-либо поровой 

структуры, в то время как области 2
 и 3

  являются упругими пористыми средами с 

пористостью 2
m  и 3

m  соответственно. Поры области 2  заполнены жидкостью 2 (нефть) и 

поры области  3
  заполнены 3 (воды). Будем считать, что твердый скелет областей 2

 и 


