IIpakTuuna podora Ned

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. CTBOPUTH aHIMAIIIIO ITPOBOTO 00’ €KTA 13 CIIPAMTOBOIO aTjacy.

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");
}
}

KoHTpo/IbHI NMTAHHS:

[lo Take animarris?

Sxi kaapu HazuBarThes KrodoBuME (key frames)?

[ITo Take aTnac 31 cpaiitamu?

Ha3BiTh eTanu aHiMarlii mepcoHaxa.

Uum BIApI3HATHCS CpaiiTOBA aHIMAIIisl BiJ] CKEJIETHOT aHiMaIlii?
[lo Take cymicHa aHiMarlist (IBUAKICT, yac 1 deltaTime)?

[ITo Take Accet Unity, fe iX CKayaTu 1 sIK JOAATH 10 TIPOCKTY?

NogakowbdE



Camocriiina po6orta

Kicraxosa 2D animanis

Kictsakora animarris 2D - 11e MmeToa aHiMmarllli mepcoHaxiB, SKUH BUKOPHUCTOBYE
CHUCTEMYy KICTOK JUII KEpyBaHHS pPyXoM iXHIX dacTuH Tima. Lleli meTtom Mmoxke
BUKOPHCTOBYBATUCS JIII CTBOPCHHS PCAICTHUYHMX Ta IUIABHUX aHiMamin 2D
MePCOHAXKIB.

OCHOBHi KPOKH /151 CTBOPeHHA KicTsikoBOI 2D animanmii:

1. CTBOpEHHS IEPCOHAKY:

o MosxHa HamamoBaTH CBif MEpcoHaX ab0 BUKOPHUCTOBYBATH TOTOBUM
CITPaMT.

o Po30uiiTe nepcoHa)k Ha YaCTUHM T1JIa, TaKi SIK TOJIOBA, TYI1yO, pyKH, HOTH
TOILIO.

o 3'eqHATE YaCTUHM T1JIa 38 JOIOMOTOIO KICTOK.

2. CrtBOpeHHs aHiMamii:

o J1y1st KO’KHOT aHIMaIlii MOTPIOHO CTBOPUTH KJIFOYOBI TIO3H.

o Ki1ro4oBi 11o3u - 11e KaapH, SKi BU3HAYAIOTh MOYAaTKOBUM 1 KIHIICBUM CTaH
agiMari.

o Unity aBTOMaTH4HO TEHEPYE MPOMIKHI KaJIpy MK KIFOYOBUMH MO3aMHU.

3. HanamryBanHs a”imanmii:

o Mo>kHa HajnamTyBaTH IIBUIKICTH aHIMallli, NEeTJ aHiMallii, TpUrepu

a”HiMarli TOIIO.

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

Pecypcn, siki 10m0MOKYTH Ai3HATHCS OijiblIe PO KicTsakoBy 2D animamiro:
o Odiniiina noxymenramia 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/]

KicTrsikoBa 2D animauisi- e NoTyXHUN 1HCTPYMEHT, SIKHH MOKE€ JOMOMOITH
CTBOPIOBATH pPeasiCTUYHI Ta TUIaBHI aHiMallii 2D mepconaxis.

JexkinibKa mopanu:


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

. BukopuctoByiiTe sikHaliMeHIIIE KICTOK, 100 3pOOUTH MEPCOHAX JIETKUM
JUIA a”H1IMAaIi.

. CTBOPITH YITKY 1€papXit0 KICTOK.
. BukopucroByiite incTpyMmentu UNity mis aBromaTu3aiiii aHiMarrii.

. TecryiiTe aHiMaIlli Ta BHOCUTE HEOOX1THI 3MIHH.



