JlaGopaTopna podora Ne3

CupaiitoBa 2D-animanis B Unity (4 rox.)

Mema: o3HaiioMuTHCS 3 MeToAamMH CTBOpeHHs aHimalli B Unity, ocBoiTH

0a30Bl KOMIIOHEHTH aHiMallii, HaBYUTHCS CTBOPIOBATH OE3CKPHUNTOBY CIPANUTOBY
aHIMAIO.

Jlimepamypa

Kepisnuymeso Unity. https://docs.unity3d.com/
Unity Manual: https://docs.unity3d.com/Manual/AnimationSection.html
Animation: https://docs.unity3d.com/ScriptReference/Animation.htmi

Introduction to Sprite Animations: https://learn.unity.com/tutorial/introduction-to-sprite-
animations#5fa66921edbc2a0020bcaadf

3MmicT podoTu
3asoannsa 1. CTBOPUTH aHIMAIIiIO IrPOBOTO 00’ €KTa 13 CIIPATOBOTO aTiiacy.

MeToau4Hi pekoMeHaamil

Cucrema animauii B Unity 103BoJil€ CTBOPIOBAaTH YyJOBO aHIMOBAaHUX
nepcoHaxiB. Bona miaTpumye OJEHIIHr, MIKIIyBaHHS, JOJaBaHHS aHIMAIlii,
CUHXPOHI3AII0 I[MKITY XOAbOW, aHIMaIiiHI IIapu, KOHTPOJIb BCIX acCIEKTIB
nmporpaBaHHsl (4ac, MIBUJIKICTh, Baru OJEHAIHTY), CKIHHIHT MemiB 3 1, 2 abo 4
KICTKaMU Ha BEPIIMHY, a TAKOX 3aCHOBaH1 Ha (i3uill rag-dolls ( raH4ipKOBI JISIBKH) 1
MPOLIETyPHY aHIMAIIIIO.

CTBOpeHHSI aHIMOBAHOTO TIEpPCOHAXKa BKIIFOUAE B ceO€ JBI pedi - MePeMIIeHHS
B MPOCTOPI CIICHU 1 BIAMOBIIHA aHIMAITisl.

1. CrtBOproemMo HOBHH 2d TpOEKT.
2. BubupaemMo atiac 3i cipaiitamu i mepeTsaryemo ioro y Project.

3. HaTtuckaemo Ha cripailT 1 BUCTaBIsiEMO HACTYIHI 3HauYeHHs B Inspector:
Texture Type: Sprite (2d and Ul)

Sprite Mode: Bua chopaiity. Skmo crnpadT Mae aHiMmallil0o BHCTaBJISEMO-
Multiple, sxmo cratnunumii cipaiit To Single.

Filter Mode: 3a 3amoBuennsM BucrasieHo Bilinear, ero ne uinmaemo, KO —
nikcenbHa rpadika To Moaudikairo Point.


https://docs.unity3d.com/
https://docs.unity3d.com/Manual/AnimationSection.html
https://learn.unity.com/tutorial/introduction-to-sprite-animations#5fa66921edbc2a0020bcaadf
https://learn.unity.com/tutorial/introduction-to-sprite-animations#5fa66921edbc2a0020bcaadf

@ Inspector | o~
. sozdanie-animaciy2 Import Settings & %
R
| open |
Texture Type | Sprite (2D and UT) ol
Texture Shape 20 E
Sprite Mode [ Multiple ™
Packing Tag [ |
Pixels Per Unit 100 |
Mesh Type | Tight i)
Extrude Edges ’1—|
¥ Advanced
sRGB (Color Textilvf
Alpha Source [ Input Texture Alpha =
Alpha Is Transpary
Non Power of 2 [ Mene ™
Read/Write Enabl¢ |
Generate Mip Map[_|
Wrap Mode [ clamp
Filter Mode | Paint (no filter) 3|
Amicn | aual I

Hatuckaemo kuomnky Apply.

4, Hatuckaemo Ha SpriteEditor BigkpreTbest OKpeMe BiKHO.

szl
Sprite Editor ,’;—

Sprite Editor %/ Slice 4| Tiim Revert | Apply | @8 io—,'d

5. V Bikui SpriteEditor maruckaemo Slice, B Type craBumo Automatic.

HapiTh sKII0 SKWHWCH 3 KaJpiB BUHIIOB TPOXH HEBAAIO - HOTO MOXHA
BiJIpelaryBaTv, KIIKHYBIIM 1O HHOMY 1 3MIHHUBIIM 3HAYEHHS BHUCOTH, IIUPUHH,
po3TalnryBaHHsl Ta IHIIMX IMapaMeTpiB Yy BIANOBIAHOMY BiKHI ab0 3a JOTOMOTOIO
muinku. [TiaTBepauMo Hapi3Ky HATHCKaHHSAM Ha KHOnKy Apply B ipaBoMy BepXHbOMY
KYTKY 1 3aKpHBA€EMO 11€ BIKHO.

Sprite Editor
Sprite Editor 3| Slice 3| Trim | Revert | Apply | [ | (Que—

Sprite
Name ‘Animac-1_3
Position

" | Border

| | 10
Pivot [Center 3]

Custom Pivot X 0.5

- .

6. S0 neperisiHyTH cripaiT y Project, BiH Mae Takuil BUTTISA:



3 Project |
| Create '| (e
» ﬁ Favaorites Assets » Sprites

R
JEILYES

¥ s Animac-1

v i Assets 5] Animac-1_0
&8 Animation (5] Animac-1_1
@l Scenes Animac-l_z
& Scriptes 5] Animac-1_3
== Sprites

Animac—l_4
=] Animac-1_5

CTBOpHIHCS KaapH JJIs aHIMAITii.

1. [IepeTsaryemo cripailT Ha CLEHY.

8. Hatuckaemo Ctrl+6 BigkpuBaeThcsi BikHO Animation mepersryemo
CTBOpEHI kajapu. 30epiraeMo aHimariio. Hatuckaemo kHonky Play i muBumocs, 1o

OTpUMAJIK: SIKIIO aHIMallisl MPOrpaeThbcsl AyXKE MIBHAKO TOJI HEOOXIAHO 3MIHUTU
3HadeHHs Sample B Animation.

@ Animation
[ @ [la | w [ ]m]
| New Anima tion :| Samples  [10

i x

[ Add Property ]

| Dopesheet | cCurves |

9. 3amyckaemo CIieHy 1 6aunMo, 110 aHIMaIlis IPOTPAETHCSI.
10. Aune s Toro, mo0 OOMEXHTH KIJIBKICTh ITOBTOPEHB KaJIpiB, MOTPIOHO
Hamucaty ckpunt. Hanmpukian, oOMexuTu pyx 00’ ekra :

s Project © Animation
Preview e 14 P Pl MM 0

Walk ¥ Samples 12 < o L

Add event.

Add Property

AnimationPartEnd




@ Inspector

IlI Animatior

Function: AnimationPartEnd ()

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class AnimationController : MonoBehaviour
{
public int animationReplyCount = 3;

public Animator animator;

private void Start()

{
animator = GetComponent<Animator>();
}
public void AnimationPartEnd()
{
animationReplyCount--;
Debug.Log(animationReplyCount);
if (animationReplyCount <= 0)
{
animator.Play("Anim");
}
}

3asoannsa 2. 3 Unity Marazuny (Asset Store) 3aBaHTaXHUTH 1 IMIIOPTYBaTu
0e3rmocepe/IHbO y BIACHUM MPOEKT aHIMallii 3armpornoHoBaHoro 06’ekra. Obpatu 5-6
a”iMalIliil 1 3aCTOCYBaTH JI0 TOJIOBHOTO T'€POIO.

MeToau4Hi pekoMeHaanii
[TokpokoBu# omnuc:

1. CtBoproemo 2D-mipoexr.
2. CtBOproemo mnanku Sprites, Scripts Ta Scenes (puc. 1).



€ Unity 2019.1.5f1 Personal - Samy
File Edit Assets GameDbject

- X
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haded DIEICE] |- %o | B3 Craate +| (@A
v Qsamplescene = | —_
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Assets >
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§ Scripts
W Sprites

» G5 Packages
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& Script:
st
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&5 Assets/Scripts

Puc. 1. CTBOpeHHsI HEOOX1AHUX MAIOK

3. [Totim moTpiOHO ckauaTH oOpaHuil cet 3 Asset Store, B JaHOMY MPUKIAML -
«BoBka». Maemo 1Ba BapiaHTU BUKOHAHHS:

1) B Opayzepi Binkputu Asset Store 1 3HaiiTH HaOip. Jlomatu Horo cobi Ta
Biikputu B Unity (puc. 2).

Added to My Assets ? 20 Free Platformer Char |:> Goto My Assets

Puc. 2. JlonaBanHs 3a 10ooMororo opaysepa

2) B Unity Binkputu BKIaaky Asset Store 1 3HaiiTi HaOip Tam (puc. 3).

< Unity 2019.1.5f1 Personal - SampleScene.unity - WolfAnimation - PC, Mac & Linux Standalone <DX11>
File Edit Assets GameObject Component Window Help

(O [+ S [ =Pl %] (oc
HtScene € Game i Asset Store |

= = Hierarchy o=
4| |C f = D]

Open in Browser English ~ | USD ~ ! Create v | (arall

& unity Asset Store L
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= Filter < Sort
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= Q V)
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y Cart

Puc. 3. Asset Store B Unity



[Ipu O6yap-sikoMy 0OpaHOMY BapiaHTi Aajii HEOOX1AHO CKavyaTu Ta iIMIOPTYBAaTH
cet B Unity. Jlns uporo y Bkianui Asset Store B Unity BuOMpaeMo ceT Ta HaTUCKAEMO
Download (puc. 4). ITotim Import (puc. 5). Jami obupaemMo HEOOX1HI €IEMEHTH 3
HaOopy. Y Hamomy BUMAJKy IMIOPTYEMO Bci (puc. 6).

# Scene € Game @ Asset Store =
4 » C L = o] OpeninBrowser | English + | USD ~ |
€ unity Asset Store T
= Filter 2 Sort
1 user reviews
FREE
= Q Q =
Menu Search My Favorite My Cart
Puc. 4. 3aBaHTakeHHs CETy
# Scene € Game @ Asset Store =
4]»r]c fll=||® OpeninBrowser | English = | USD = |
) unity Asset Store T

= Filter % Sort

1 user reviews

Q % E
My Car

Search My Favorite M

E5m

Puc. 5. ImnoptyBanus. Etam 1

€ Import Unity Package n-:.: Wac & Linux Standalone <[
)

bal
| ﬁ 2D Free Platformer Char = umm _
|'

Open in Browser English ~ | USD ~

v [ &5 2D Free Platformer Char -
v ¥ 52D Free wolf (e T
v &5 Animation Controller
W (' 2Tod.anim L HEwM |

o ' aattack.anim L HEwM | ~ Sort
I v 4Die.anim L HEM | hd
™ (3 aFlyBack.anim EE
[ 3 aFlyFront.anim { HiEW |
[ ¥ 4HitBack.anim [MEW ]
& (¥ aHitFront.anim e
W (»'a1dle.anim LHEM | FREE
=4 @4Jump.anim
=4 @MumpFIy.anim { HiEW |
=4 @4JumpLandinq.anim [
w3 . pr—

ai

——

= Q V) =
Menu Search My Favorite My Cart

Puc. 6. ImnopryBanus. Etam 2.



) Unity 2019.1.5f1 Personal - SampleScene.unity - WolfAnimation - PC, Mac & Linux Standalone <DX11>
File Edit Assets GemeObject Component Window Help

© & & =5

il Asset Store

€ unity Asset Store

= Filter 2 Sort

1 user reviews

FREE

T = Q V) E

Menu Search My Favorite My Cart

=] Proje:t E| . ©
| Craate =
v{}Favunte; Assets > 2D Free Platformer Char >

(@ a

©Lal Mudell T S e
@A” e - - - -
G Assets
2D Fres Wolf  Background Scenes Scripts

== 2D Free Platformer Char
[ Scenes
is:mpt:
@ Sprites
Es Packages

Assets/Scripts

Puc. 7. ImnoproBani aitnu

4. Po3mimtyemo Ha crieHi GoH ta miardopmy. i1 boro mpocTo 3HaX0UMO iX
B namni 2D Free Platformer Char / Background Ta nepersryemo a6o Ha ciieHy, abo B
iepapxiro. [lepcoHaxka 3Haxoammo B crpaitax: mamka ldlel, meprre 300pakeHHS.
[I{00 3MiHUTH pO3TallyBaHHS MOYKHA 3MIHIOBATH 3HaueHHs B POSition abo oOpaBmu

JIpYruil IHCTpYMEHT Ha naHedni (puc. 8).

Q Unity 2019.1.5f1 Personal - SampleScene.unity - WolfAnimation - PC, Mac & Linux Standalone® <DX11>

File Edit Assets GameObject Component Windew Help

61 + EXEANENOIED
-

& Collab -

| & | [Account -

J ¥ ‘Wolf-1dle1_oo
U e T

¥.~ Transform
Position e MEE| z

.#.

Sorting Layer
Order in Layer

Mask Interaction
Sprite Sort Point

Rotation *® 0 Y0 zZ0
Scale X|25 Y 2.5 Z|25

v [ o sprite Renderer =
Sprte °
Calor I
Flip Ox Oy
Material © Sprites-Default °
Draw Mode [Simple i

Default :
B 1
Hone :
[Center 3]

Sprites-Default #,
> Shader | Sprites/Dafaulc

IEILSES

= EiCH F

& awalk

(& Attackl

(& Attack2

(G Attack3

(5 ClimbingLadder
(& DieBack

(& DieFront

& Fall

i FlyBack

(& FlyFront

Assets > 2D Free Platformer Char > 2D Free Wolf » Sprites > Idlel

Add Component ]

o B Fo Fo o Fo kol

Wolf-Tdle 1 Walf-Idle.

Wolf-Idle1

Wolf-Tdle1

Wolf-Idle1 Walf-Idlel

Wolf-Tdle1 Walf-Idlel

Wolf-Idle1

EOLFOLFOLEOLEoFOlFolFolfe

& Flyup

5 HitBack Wolf-Tdlel..  Wolf-Idlel.. Wolf-Idlel.. Wolf-Idlel.. Wolf-Idlel.. Wolf-Idlet. Wolf-Idlel.  Wolf-Idlel.  Wolf-Idle1

{a HitFront y v
- —_——

Puc. 8. Po3mitiends 00’ €KTiB Ha CIEHI



5. 3amaemMo HeoOXiAHI MapaMeTpu Ui MepcoHaxy Ta riardopmu. [lounemo 3
mIaTHOopMHU.

Jlns Toro, mo0 mepcoHak HE TNajaB BHU3 NpPH CTapTi TpH, IiaTdopmi
He0oOX1T1HO 3anatu Konaiaep. Tomi BiH Oyae Ha HiM cTosATU. [ 1IOTO CTBOPHOEMO
nosuit 2D Object B iepapxii Ha 1eii 00 €KT, B 1HCIIEKTOPI CIyCKAEMOCH JOHHM3Y Ta
Hatuckaemo Add Component. O6upaemo BoxCollider2D.

@ =t

J v M ¥ Box Collider 2D

Material |None (Physics Material 2D) | o]
Is Trigger
Used By Effector
Used By Composite
Auto Tiling
Offset
Size
Edge Radius

» Info

o mman

9.01 Y |[5.72

=]

Sprites-Default @
> Shader | Spritagd .

EN

[ Add Component ]

Puc. 9. Konaiinep nmns rmuiargopmu

[Ticnst mporo GaumMmo, 11O HAa CIIEHI 3 ’SBUBCS 3€JeHUM MPSIMOKYTHHUK. Lle 1 €
obnacte komaizaepa (puc. 10). Ane kBajpat 3amanuii. ToMy Hatuckaemo Rect tool ta
BUPIBHIOEMO JI0 MOTpIOHMX po3MmipiB. Ta mams Toro mob miarhopma He
BijoOpaskaiach 3HIMEMO rajiouKy 3 KoMmroHeHTa Sprite Renderer (puc. 11).

fit Scene o Game >+ Animator Y

ayer Default =

Puc. 10. CtBopeHnuii konaitaep



Default

0O v Box Collider 20

Edit d

Puc. 11. 3mina po3mipy Konaitnepa

Tenep mnpamoemo 3 o00’ekToM TmepcoHaxy. B iepapxii Bupinsemo Wolf
(mepconaxka). B iHcmekropi Hatuckaemo Add Component Ta oGupaemo
CapsuleCollider2D. 3a nomomororo Edit Collider namamroByemo iioro gopmy (puc.
12).

(> [ 11 M] [ colab - JI[& Jaccount - W Layers - J{[Layout ]

t Store == = Hierarchy ® = @O Inspector | Tile Palette Services a =

‘C:E;L:::s:e"e* =15 [+ [Wolf-Idle1_o0 [[] Static =
|, /Main Camera Tag | Untagaed #| Layer |Default Il
r Vorlage ¥ .~ Transform o
|/ Image Position X4 Y |[-2.5 FA [
Rotation X|0 Y0 Zo
Scale X|2.5 Y |2.5 Z(25
v [l [# sprite Renderer o
Sprite [ElWolf-1dlel_00 (5]
Color [ |2
Flip Lx Ly
Material @ Sprites-Default Q
Draw Mode | simple 4]
Sorting Layer | Default m
Order in Layer 1
Mask Interaction | None ™
Sprite Sort Point | Center al
¥ | ¥ capsule Collider 2D @ =
limator (3 Animation P it colider
Lk Material Mone (Physics Material 2D} (o]
4 Assets > Scenes 1s Trigger |
Used By Effector L
Offset % [-0.170136 Y [-0,019333
Size %[0.898657 ¥ [1.419464
Direction | Vertical 4]
SampleSce.. » Info
Sprites-Default @ =
» Shader [ Sprites/Default =

ﬂ [ Add Component ]

Puc. 12. Konaiigep nmns nepcoHaxy

JHami HeoOxiAHO 3aAaTv oMy (i3uyH1 BIAacTUBOCTI. JIJIsl 1IbOrO HATUCKAEMO
Add Component — Rigitbody2D (puc. 13).



& colmn - MO

“= Hierarchy ® Inspector

B Gimes | GeAl ) |cmaec| G ) Sorting Layer [ Defaulc :]Tl
VQSampleScene‘ = .
(J main Gamera Order in Lave.r [ |
Cvariags Mask Interaction | None ]
- Image Sprite Sort Point | center ]
I o ETRCT v 1| ¥ capsule Collider 2D @ = %
Edit Collider
Material |None (Physics Material 2D) | @
1s Trigger -
Used By Effector -
offst X[027013)
Size % [0.898657 ¥ |1.410464
Direction | wertical ™
Info
~*  Rigidbody 2D o %
Body Type [Dynamic 4]
Material 'Mone (Physics Material 2D) ]
Simulated o
Use Auto Mass -
Mass 1
Linear Drag 0
Angular Drag 0.05
Gravity Scale 1
Collision Detection [ Discrete 4]
Sleeping Mode | Start Awake ™
Interpolate | Mane ™
¥ Constraints
¥ Info
Sprites-Default G %
Shader | Sprites/Default

[ Add Companent ]

Puc. 13. lomaemo Rigidbody st mepconaxy

JIist HopManibHOT XOABOM TIEpCOHAXY, OOOB’S3KOBO HEOOXITHO 3a00pOHUTH
oMy 3MiHM KoopauHAT 1o Z (puc. 14) Ta B Layer Bcranosutu Ignore Raycast (puc.
15). OctanHe HEOOXiMHO MJIA TOTO, MO0 MepcoHa)x pearyBaB Ha 3emuto. Lle
3HAJO00MThCS MpPH HamucaHHi koay s crpubOka. B Rigidbody Gravity Scale
BCTAHOBITH 2.

v~ Rigidbody 2D @ = %
Body Type [ Dynamic sl
Material |Nor‘|e (Physics Material 2D) | @
Simulated [
Use Auto Mass -
Mass |1 |

Linear Drag

Angular Drag
Gravity Scale

Collision Detection Discrete
Sleeping Mode [ Start Awake al
Interpolate [ Mane al

¥ Constraints
Freeze Position L L]
Freeze Rotation Wz

b Info

v

Puc. 14. JlonaTkoBi HajgamTyBaHHS



© Inspector

a [« Player | [] static =
Tag M‘ Layer n R :

(s Default

1: TransparentFx

4: Water

Puc. 15. JlonatkoBi HanamTyBaHHs

OcranHiM 70 TiepcoHaxa notpioHo nmpukpunuT aHimarop. Add Component —
Animator (puc. 16). Ile noTpiOHO /I B3aeMO/IiT IEPCOHAXKA 3 aHIMAIIISIMH.

al

Puc. 16. lonaemo a"imaTop



6. Hactymuum kpokoM oOupaeMo aHimailii, ki Mu OyJeMO BUKOPHUCTOBYBATH.
B manomy Bumanky — Idlel, Run, Jump, Landing, Kick, Punch. Ham HeoOxigHo HaOip
CIIpalTIB MEPETBOPUTH B aHIMaIlito. JJig 1IbOT0 3aX0IMMO B TAIKYy 31 CIipaiiTamMu 1 BCl
ix Bugusiemo (puc. 17).

File Edit Assets GameObject Component Window Help

M + BENEIGES

## Scene = Hierarchy
| Create - | (@Al )

& Collab ~

| & | | Account -

® Inspector

34 Texture 2Ds Import Settings @
v € SampleScene* =| £ P £ .D"'

| Main Camera [ETEN
}lor\aqe Texture Type [ Sprite (2D and UT) i)
L) Image Texture Shape [z |
Sprite Mode [ single :]
Pixels Per Unit (100 |
Mesh Type [ Tight n

Extrude Edges A ——

Pivot [= &

Generate Physics Shv
Sprite Editor

» Advanced

Wrap Mode
Filter Mode
Aniso Level

8 Project
| Create - a

Max Size
Resize Algorithm

:L“a‘k 4 Assets ) 2D Free Platformer Char > 2D Free Wolf > Sprites > Idle1 Format [ :
(&l Attackl = | Compression Normal Quality. 0

I T I IR XX EX XTI

&5 DieBack . . . . . . .
&5 DieFront { wolf-Tdles. K Wol-Tdlet I Wolf-1dlei. L Wolf-dlet.. K Wolf-Tdle1. X Wolf-1dlei.. L Wolf-Idlet. K Wolf-Tdle1. X Wolf-Idle1.. ]
(& Fall

ar BoboBo ke folFoko ey tse s

[hDec

&5 HitFront

Puc. 17. BuninenHs cnpaiTiB

3aTHUCKAEMO JIIBY KHOIKY MHUIII ¥ MepeTaryemo ix Ha nepconaxa (Player). Bam
Unity 3anpomnonye 360epertu aniMaitito. [1orpiOHO 3aiiTu B manky ASSetS Ta CTBOpHUTH
HOBY manky Animations. Tyau Oyaemo 30epiratu Bei nojanbii animariii (puc. 18).

Q Unity 2019.1.5f1 Personal - SampleScene.unity - WolfAnimation - PC, Mac & Linux Standalone® <DX11>

File Edit Assets GameObject Component Window Help

Q Create New &Animation

« - I <« Assets > Animations I v O Mowck: Animations
¥Ynopsgounte ¥ Hosas nanka
. ~
JNokymenter & ™ Wran [Jara zmenerna

[E] MzoBpaxern &
= HeT 3n1eMeHTOE, YACBNETEOPAIOLLMX YCIOBHAM NOWCKE.
r
UnityProjects
Kypcosa(Unity)

misMEH

[ PaBounii cron
@ OneDrive

3 Tina

E 3ToT KoMNBHOTE]
v o€

Vnts draina: \ Idile]

Tun daiina: anim

# CKpBITE NaNkn
T e TR TR aTR T B o]

Puc. 18. 30epexxenns animairii



Jlanmi mepexoauMo Ha BKIaAKy Animation. BaxmuBo, mo0 mpu mpomy OyB
BUJIIJICHUHN MepcoHax B iepapxii. TyT My MOXeMO MPOJUBUTUCH aHIMaIlil0 (KHOIKa
play), 3anucyBaTy uM 3MIHIOBATH ii. B HAIIOMY BHUIIAJKy MOTPIOHO JMIIE Mii0OpaTH
ONTUMAJIbHY 4YacToTy KajpiB. Lle 3Ha4YeHHs moTpiOHO 3miHtOBatH B Samples. Jlns
nepmioi animariii obupaemo 34 1 Hatuckaemo Enter. Xoda 1ie 3HA4Y€HHS MOKHA
3MIHIOBATH 3a BJJACHUM CMakoM (puc. 19).

3

= ¥ @® Animation
[Preview | @ [ | 1 [ > | M [0
¢| Samples [34 | | g | U+ |

Puc. 19. O6po6ka animarii

Taki >x nii BUKOHyeMo juisl iHIUX aHiMamii. 1100 mparmioBaTH 3 1HIIIOO
aHIMalli€0 HeoOXi1HO oOpaTH ii B ciucky (puc. 20), ane Bxke Micis J0JaBaHHS ii Ha
MepcoHaxa.

El » @ Animation
|Preview | @ a1 | » | M | pH | o]
_| Walk 4| samples G | e

Create New Clip...

Dopeshest Curves P »

Puc. 20. BuOip iumioi animarii

[lle nns neskux aHiMaliid HEOOXIJHO BUMKHYTH MOBTOpeHHs. s 1boro
3HaXOJUMO y CKa4YaHOMY CETi aHIMaIlif0, HATUCKAEMO Ha HET 1 B IHCIIEKTOP1 3HIMAEMO
raouky Loop Time (puc. 21). ¥ HamoMmy BHIIaJKy HEMOTPIOHO MOBTOPEHHS Jump,
Landing, Kick i Punch.



= Hierarchy © Inspector

o ol @A M e . gaw
izmos | Create - | (G210 ) T 2,
v € sampleScene* = -
|/ Main Camera

Vorlage Length 0533
| Image Loop Time
| Player Loop Pose

Cycle Offset

@ Project
| create |
¥ | Favorites Assets > Animations
©) Al Materials

a
© All Models
(©) Al Prefabs IZ:
¥ &5 Assets
Tdle Kick Landing Punch Walk

» G 2D Free Platformer Char Player
& Scenes
(&4 Scripts
& Sprites

» G Packages No model is available for preview.
& g Please drag a model into this Preview Area.

nAssetsiAHlmatmnsi’]umE.amm

Puc. 21. JlomaTtkoBi HajgamTyBaHHS JJI aHIMaIlii

7. Orxe, MU JoAaiyd aHiMalli Ha TMepcoHaxka. Temep HaM HEOOXITHO
KOHTPOJIIOBATH TIEpeXoar MK HUMHU. I 1bOrO MepexoauMo y BKIaaky Animator
(puc. 22).

El 8 Animator ()
| Layers || Parameters |
(@riiame
List is Empty

Puc. 22. Animarop

Tyr Mm OauuMo Bci HasBHI aHimallli. Hamaraiitech po3TamoByBaTH ix
BriopsiikoBaHo. [lomapaHueBa CTpiKa IIO3HAYa€ aHIMAIllD IO 3aMOBYYBAHHIO.
Hatuckaemo Ha ldle mpaBoro kHomkoro wMuin, oOupaemo MakeTransition Tta
HaBoauMo Kypcop Ha Walk. Tak camo pooumo 3 Walk o Idle. Mu cTBOpmin 38’5130k
MDK JBOMa aHiMallisMu. Terep moTpiOHO 3ajaTH yMOBY (UM YMOBH) MpHU SIKiH Oyje
BIIOYBaTHCh NEpexia 3 OAHOI aHIMAaIli Ha 1HIIy. Y BKJIaAll Parameters natuckaemo
«+» Ta obupaemo Float (puc. 23). Hazsemo #oro Move.



22 Animator
| Layers || Parameters | Base Layer Auto Live Link
(Eriiame )

Int

Bool

Trigger

Animations/Player.cantraller

Puc. 23. 3amaemo mapameTp 1 aHimMartii

Hatuckaemo Ha crpinky nepexony 3 Walk B Idle. Bona mae OyTu G1akuTHOTO
KOJIbOpY. B iHcIekTopi 3HIMaeMo ranmouky Has EXxit Time, 3MeHntyemo 4dac, 101a€Mo
ymoBy (Conditions) Move Greater 0.1 (puc. 24). [{ns goro 1ie Bce HeoOXxinauo? Komu
MU OyZeMo pyxaTuCh B KOAl 3MiHHA Oyae MpUHAMATH YHCIIO, BiAMIHHE BiJ HYJIS.
ToOTo MU mounMHaEMO PyX 1 aHIMallis MOBUHHA nepeMkHyTuch Ha Walk. Jlns toro,
1100 Iij] yac pyxy yBech 4ac ImporpaBajiach aHiMallis BumMukaemo Exit Time.

= Hierarchy @ Inspector
ErealTT = Idle -> Walk FE

EE) = e e "= == 1 AnimatorTransitionBase
[ Main Camera
(JVorlage Transitions Salo Mute
(i weows Do
| Player

L |
= qdle -> Walk

Has Exit Time o
» Settings
@00 0:10 MAs

% Animator [0
| Layers || Parameters |
(&rName

Preview

Puc. 24. HanamryBanus nis Idle to Walk

Ham ¥ine onwmc /I BCiX aHiMaIlid B pucyHkax 25 - 39. 3Bepraiite yBary Ha
HanpsMOK cTpiyiok, ymoBu (Conditions) Ta HanamryBanHs yacy nepexoxay (Settings).
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Puc. 25. HanamryBanns nns Walk to Idle

E 2 Animator
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Puc. 26. Jlomaemo napametp Jump
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Puc. 27. lomaemo nmapametp Jump ms Idle to Walk
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Puc. 29. HanamryBanns ans Jump to Landing
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Puc. 32. Jlonaemo tpurep Punch
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Puc. 35. lomaemo tpurep Kick
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Puc. 38. lomaemo B3aemozito 3 Any State



/* Cmpinku 6i0 Idle 0o Punch ma 6i0 Idle oo Kick, ax uma pucymky 39
dooasamu He nompiono!!!*/

-
== AnyState -> Kick

Has Exit Time O
» Settings
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Puc. 39. HanamryBanns mius Any State to Kick Ta Any State to Punch

8. 3amummiocs Hamucatu C# Script, sikuii Oyae Bce 1€ KOHTPOJIIOBATH.
CtBOproeMo B mamili Scripts HOBUM CKPHIIT.

@ Project L[] 2 @

| creater] a [alw]*
;Pilmlkun = 4 Assets > Scripts
&5 PistolShoot
(& Pistolwalk

& Punch
Run
&5 SpeedRun
& Walk
(&5 Background

(& Scenes

Seripts

& Sprites
¥ &5 Packages ¥ o Assets/Scripts/PlayerController.cs ——

Puc. 40. CtBopeHHs cKpurTa

JIBiui KJIAIHYBIITM Ha HHOTO mepexoaumo y Visual Studio.

JlicTuHr:

using System.Collections;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class PlayerController : MonoBehaviour
{

public float speed = 5f;

public float jumpForce = 2f;

public float distanceToGround;

public LayerMask groundMask;

private Rigidbody2D rb;



private Animator anim;
private float horizontal;
private bool facingRight;
private bool grounded;

private void Start() {
rb = GetComponent<Rigidbody2D>();
anim = GetComponent<Animator>();

private void Update() {
//nepeBipka 4u nepcoHax CTOiTb Ha 3emni
CheckGround();
if (Input.GetKeyDown("space") && grounded)
{
Jump () ;

private void FixedUpdate() {

//BxipgHi paHi npo nepemiweHHA BNiBO-BMNpaBo

horizontal = Input.GetAxis("Horizontal");

//aHimayia xoab6bu

anim.SetFloat("Move", Mathf.Abs(horizontal));

//3MiHa HanpAMKy nepcoHaxa

if (horizontal > @ && facingRight || horizontal < @ && !facingRight)
Flip();

//animauis ypapis

if (Input.GetMouseButtonDown(0))
anim.SetTrigger("Punch");

if (Input.GetMouseButtonDown(1))
anim.SetTrigger("Kick");

//peanizauia cTpubky Ta #oro aHimauiil

//animauis npusemneHHa nicna cTpubKy

if (rb.velocity.y < 0)
anim.SetBool("Jump", false);

//nepemiweHHs nepcoHaxa BAiBO-BnpaBo

if (horizontal != 0)

Move();
}
private void CheckGround()
{
grounded = Physics2D.Raycast(rb.position, Vector3.down, distanceToGround,
groundMask) ;
}

private void Jump()



rb.AddForce(Vector3.up * jumpForce, ForceMode2D.Impulse);
anim.SetBool("Jump", true);

}

private void Move()

{
rb.velocity = new Vector3(horizontal * speed, rb.velocity.y);
Vector3 position = rb.position;
position.x = Mathf.Clamp(position.x, -10, 10);
rb.position = position;

}

private void Flip()

{
facingRight = !facingRight;
transform.Rotate(0, 180, 0);

}

[Ticist mporo mepeTaryemo cKpuIT Ha nepconax (Player).

KoHTpo/bHI NMTAHHS:

Ilo Take animaris?

Sxi kaapu HazuBaroThes KirodoBuME (key frames)?

[lo Take aTnac 31 cnpaiitamu?

Ha3BiTh eTanu aHiMallii mepcoHaxa.

YuMm BIAPI3HATHCA CIIpAadTOBA aHIMAlllA BiJ CKEJIETHOI aHIMAIlii?
[Ilo Take cymicHa aHimaris (IBUAKICTH, yac 1 deltaTime)?

[ITo Take Accet Unity, e iX cka4aTH 1 sIK JOJIATH 10 MPOCKTY?

NogakowbdPE

Camocriiina podora:

Kicraxosa 2D animanis

Kictsakora animaiist 2D - 11e MeToa aHimarllli mepcoHaxiB, SKUH BUKOPUCTOBYE
CUCTEMY KICTOK I KEpyBaHHS pPyXOM IixHIX 4acTuH Tuia. [leii mMeton moxke
BUKOPUCTOBYBATUCS JUISI CTBOPEHHSI PEAJTICTUYHUX Ta TIUIABHUX aHimamiid 2D
MIEPCOHAXKIB.

OcCHOBHI KPOKH /1J151 CTBOPeHHS KicTsIKOBOI 2D animaii:
1. CTBOpEHHS EPCOHAKY:

o MoskHa HamamoBaTH CBiMl MEPCOHAXX a00 BUKOPHUCTOBYBATH TOTOBUU
CITPaWT.



o Po36wmiiTe mepcoHax Ha YaCTHHU Tijia, TaKl K TOJIOBA, TYIy0, pyKH, HOTU
TOLIIO.

o 3'enHaiiTe YaCTUHU T1JIa 3a I0MTOMOTOI0 KICTOK.

2. CTBOpeHHs aHiMAaIiI:

o JI1s1 KO’KHOT aHIMaIlli MOTPiOHO CTBOPUTH KJIFOUOBI MO3H.

o Ki1r04oBi o3 - 11e KaapH, sIKi BU3HAYal0Th MOYAaTKOBUM 1 KIHIIEBUM CTaH
aHiMarri.

o Unity aBTOMaTHYHO TeHEPY€E MPOMIXKHI KaJIpH MI>K KITFOYOBHUMH MTO3aMHU.

3. HanamryBanns animamii:

o Mo>kHa HajamTyBaTH IIBUIKICTH aHIMallli, NE€TJII aHiMallii, TpPUrepu

aHiMarli TOIIo.

o Mo>kHa BUKOPUCTOBYBATH pi3H1 KomnoHeHTu Unity, Taki ik Animator Ta
Animation Controller, nns xepyBaHHs aHIMAaIliSIMH.

Pecypcn, siki 10noMoxkyTh AizHATHCS OliIbIIE PO KicTakoBy 2D animaniro:
o Odiuiitna nokymenramis Unity:
[https://docs.unity3d.com/ru/530/Manual/UsingHumanoidChars.html]
o ¥Ypoxu Unity:

[https://blog.unity.com/engine-platform/getting-started-with-2d-animation-
package; https://vionixstudio.com/2023/03/14/unity-2d-animation/;
https://vionixstudio.com/2023/03/14/unity-2d-animation/]

KicraxoBa 2D animanisi- e MOTY>KHUW 1HCTPYMEHT, SIKMM MOKE€ JOMOMOITH
CTBOPIOBATH PeaJiCTUYHI Ta IJIaBHI a”iMalii 2D nepcoHaxis.

Jekiiibka mopanu:

. BukopuctoByiiTe sSikHaliMEHIlIE KICTOK, 100 3pOOUTH MEPCOHAX JIETKUM
JUTST aHIMalrli.

. CTBOPITH YITKY 1€papXit0 KICTOK.

. BukopucroByiite inctpymentu Unity muis aBroMatu3alii aHiMariii.

. TecrtyiiTe aHiMarlii Ta BHOCUTE HEOOXIIHI 3MIHHU.


https://vionixstudio.com/2023/03/14/unity-2d-animation/

