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Cpencrsa 1Jisl peaju3aluu cnpaiToBoii anumamuu B Unity3d

Azapoe Anopeii Eseenvesuy
TIpuamypckuii cocyoapcmeennwiii ynusepcumem umeru Lllonom-Anetixema
Cmyoenm

Kouumoe Muxaun Eecenvesuu
Ipuamypckuii 2cocyoapcmeennwiii ynugepcumem umenu [llonom-Anetixema
Cmyoenm

AHHOTALIUA

B naHHOW cTaThe OyJaeT pacCMOTPEHO, KaKUM 00pa3oM co3ma€Tcs ABYXMEpHas
aauManusg B UNity u xakue IJIs 3TOro CyIIECTBYIOT CIIENHAaIbHbIe HHCTPYMEHTEHI,
Kak ¢ HUMH paboTtatb. B pesynbTaTe, qaHHAsl CTaThs MPEIOCTABISICT HMHCTPYKIIUN
JUISL cO3IaHusl COOCTBEHHOM aHHUMAaIIUU.

KiroueBble cjioBa: UNity, aHumaIus, yupaBicHuUE.
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Abstract

This article will discuss how to create a two-dimensional animation in Unity and
what special tools are there for it, how to work with them. As a result, this article
provides instructions for creating your own animation.
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Hu onmna nByxmepHasi wrpa, co3manHas ¢ momoimipio Unity3D He Moxer
o0oiiTuCh 0e3 aHuManuu. AHUMaLUS B JBYXMEPHBIX HMrpax SIBJISETCS HaOOpoM
MHO>KECTBO 3apaHee OTPHUCOBAHHBIX H300paKEHUM KOTOPHIE OYEHBb OBICTPO
CMEHSIOT IPYT APYyTa, TEM CaMBbIM OXHUBJISIS TIOOYIO UTPY.

JlanHHOoe WuCclenoBaHWE HE YHUKaJIbHO, B HWHTEPHETE CYILIECTBYET
MHOXKECTBO CTaTeil ¢ TeMOW HCClelOBaHUsA, O TOM, KaK HYXHO paboTaTh ¢
auumanuerr B Unity [1], ommako Unity oOHOBIseTCS, MOSABISIOTCA HOBBIC
BO3MOXXHOCTH W MEHSIOTCS CIMOCOObI paboThl CO CTapbIMU, JaHHAs CTaThs
HaIMKCcaHa JIUIIb JJIs CO3/IaHus 0OJIee MOJHOM KapTUHBI 0 BO3MOXHOCTIX Unity u
paboTe ¢ aHuMalue, B Bepcuu nporpammel 3a saBapb 2018 roga 5.6.3p2. Taxxke
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MHOTHE Yy4YaCTKH KOJa MOIJIM yCTapeTb W He paboTaTh, €Clid HCIOJb30BaTh
Bepcuto Unity Bcero rognuHoit gaBHocTH. CaMyro akTyalbHYI0 WH(POPMAILHUIO O
CKpPUIITUHI€ aHUMalUi MOYKHO HaWTH Ha OQUUUAIBHOM CalTe NOKyMEHTAIUH
Unity [2].

Jns cozmanms W ynpaeneHus aHuManueir B Unity3d cymectByer
HECKOJIBKO CIIEIUAbHBIX HHCTPYMEHTOB, KOTOPBIE HAXOAATCS B OKHAX animation
¥ animator, Takxe CYIIECTBYeT CICHUANBHBI OOBEKT KOTOPBIA Ha3bIBACTCS
animation controller.

JUis co3gaHusl aHUMalMM HEoOXOIuM HaOOp PHCYHKOB C aHHMMAIHel
MEepPCOHaXKa, HO HE KaXKIbIM YEJOBEK CMOKET HapHCOBaTh HaOOp HM300pakeHHt
JUTSL aHUMAIIUH TIepPCOHaXa, MOATOMY B JJAHHOM CTaThe UCIIOIb3YeTCs] OECTIaTHBIM
Habop cmpaiitoB «The knight», pucynok 1. Takux OecruiatHpIx HaOOpOB
CYIIECTBYET OOJIBIIOE KOJIUIECTBO B HHTEepHETE [3-5].

THE KNIGHT
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Pucynok 1 — Habop crpaiitos “The knight”

[locne ckauumBaHUs JAaHHOTO HabOpa W HMMIOPTHPOBAHHUS €ro B Hall
MPOEKT, HaIlld CHOpadThl OyIyT BBITJANETh Kak Ha pucyHke 2. Ha nanHoM
PHUCYHKE BbIJICJICHBI BCE CHPANTHI [J1s1 Oy 1ylIel aHUMAIIMU aTaKH.

UtoObl cO31aTh aHUMAIMI0O HEOOXOAMMO BBIACIUTH CIpalThl Kak Ha
PUCYHKE 2 U TIEPEHECTH C MOMOIIBIO JIEBOM KHOIKON MBIIIK B OKHO UTPbI, HAJICE
unity mpeIoKUT COXpaHUTh aHMMAIMIoO B popmarte animation controller u nanee
9TOT (haiija MOKHO MCIIOJIB30BaTh B OKHAX animator u animation. /lanee pa3depem
OCHOBHBIE€ HUHCTPYMEHTHI JJIsl YIIPABJICHUS aHUMAIIMU B IPOTPaMME.
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Pucynok 2 — CripaiiTel aHUMAIUU aTaKu

Oxno Animator — maHHOE€ OKHO OTOOpakaeT CXEeMy BCEX JOCTYITHBIX
aHUMAIIMi, TaKX€ HMMEETCS BO3MOYKHOCTh HACTPauMBaThb CaMOCTOSATENIBHO CBSI3U
MEXIy STUMHU aHUMAIMSIMH U yclioBUs mepexoja. Ha pucyHke 3 um3oOpakeHa
Takas cxema. Ha JaHHOM pHUCYHKE, aHUMAIUS [0 YMOJYAHUIO BbIJIEJICHA
OpAaH)XEBBIM I[BETOM, 3Ta aHUMAIUs BOCIHPOU3BOJUTCS TMEPCOHAKEM BO BpeMs
OTCYTCTBHSI JBWDIKEHHUS WJIA JIIOOOTO JApPYyroro JACHCTBUS M TakkKe 37eCh
MPUCYTCTBYET aHUMaINMs Oera, JaHHBIC AHWMAIIMM CBS3aHBI MEXIy COOON U
UMEIOT OTpE/ICIICHHBbIC YCIOBUs Iepexoaa. B okHe Animator, Hy>kHO OOBSBHUTH
nepemeHHyto tuna float - Speed, koropass oTBeyaeT 3a CKOPOCTh IEPCOHaXa W
€CIIi CKOPOCTh TiepcoHaka 6ompiie 0.1 To mepcoHa)k MepexoIuT B aHUMAIHIO Oera
(pucyHOK 5), eciau CKOpocTh mnepcoHaka Menee (.1, TO MepcoHax MEPEXOAUT B
aHuMaInuoo oxumanus (pucyHok 4). Taxxe Ha pucyHkax 4 u 5 uzoOpakeH BHUJ
NepCOHaXKa BO BpeMs aHMMaIlMH, HHKe OkHa Animator.
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Pucynox 3 — Bux okna Animator co cBsa3siMu

YToObl yCTaHOBUTH CBSI3U MEXAY aHUMAIMSIMU HEOOXOAMMO Ha)KaTh MPaBon
KHOIIKOW MBI Ha MOPSIMOYTrOJbHHK aHUManuu | BbIOpath mnyHKT Make
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Transsition (co3gate Tmepexoa) ©M  HaKaTh JICBOW KHOMKOW MBIIIA  Ha
IPAMOYTOJBHUKH aHUMAIIMU K KOTOPOM BBl XOTUTE IPUCOEAEHUTE CBS3b.

Jlasee, 4TOObI aHMMAIMS HM3MEHSIaChb BO BpEMs HIPbI, HEOOXOIAUMO
napameHTp Speed BHECTH B WIPOBOM CKPUIT OTBEYAIONIMU 3a YIpPABJICHUS
TIEPCOHAKEM.

Hiwke mpuBeneHbl OCHOBHBIE HEOOXOMUMBIC CTPOKH CKpUNTA  JUIS
YIIPaBJICHUS U MEPEKITIOUCHHS aHUMAIIMU TIEPCOHAXKA.

private Animator anim - Co3zaem mepeMeHHy Tuma Animator.

anim = GetComponent<Animator> () - YyCTaHaBJIMBAaE€M, 4YTO
IepeMeHHas anim »To KOMIIOHEHT animator KOTOpbIM YK€ HaxOJUTCS Ha
MIEPCOHAKE.

float move = Input.GetAxis ("Horizontal") - JlaHHasA

MIEPEMEHHAs NPUHUMAET 3HAYCHUE HAXKaTUs KIIABUIIW, €CIM Ha)XaTa KIABUIIA
YVIpaBJICHUs, TO YCTAaHAaBJIMBAETCA |, €cClM  KIAaBUILA  JBHXKEHUS B
IPOTHUBOIIOJIOKHYIO CTPOPOHY, TO -1,

anim.SetFloat ("Speed", Mathf.Abs (move)) — maHHas CTpOKa
YCTaHABIIMBAET, YTO €CJIM MEPCOHAX JBUTACTCS, TO NMEPECHHAas CKOPOCTH paBHA
MEPEeMEHHON ABM)KCHHUS TIO MOJYNI0. A Tak Kak BbIIIE OBLJIO OIMKCAHO, €CIU
ckopocth Oosbmre (.1, TO mMepcoHaX MPUXOIUT B JBIKCHUS W €T0 aHWMAITHS
MepeKIIF0YaeTCsl Ha aHUMaIuio oera.

Pucynok 4 — Bug okHa Animator u Bua repcoHaxa
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Pucynok 5 — Bug okHa Animator 1 BUJI ITIepCOHAXaA.

Oxuo Animation (pucyHoK 6) — 3TO BTOpOi HEOOXOAMMBIH HHCTPYMEHT IS
co3maHus W ynpaBieHus aHumarmsmu B Unity3d. JlaHHOE OKHO COJCPKHT
WHCTPYMEHTBl ISl YIPAaBJIEHUS CKOPOCTHIO aHMMAalWW, €€ IUJIaBHOCTBIO U
YCTaHOBJICHHEM KOJIMYECTBA KAJIPOB B CEKYH/Y.

File Edit Assets GameObject Compenent Window Help

PucyHok 6 — Bug okra Animation

AHUMaIUs B IBYXMEPHBIX MIPax 3TO 00s3aTeNIbHAS 9acTh JIFOOOTO MPOEKTa
W peaJM30BBIBATh aHUMAIIUIO MOXKHO Pa3IUIHBIMU CITOCOOaMU. AHUMHPOBOBAHNE
B Unity 3d ¢ nmomomipio ¢yHkIuii animator, animation u cpeactsa animation
controller siBisiercs oaHUM M3 OCHOBHBIX CpPEICTB aHMManuud B UNity3d.
AHMMHPOBATh TEPCOHAKEH MOXKHO TakKKe HCIIOJIB3ysl TOJIBKO CKPHUITHI, 0€3
WCITOJIb30BAHUS BBIIICTICPEUNCICHHBIX WHCTPYMEHTOB — JIAaHHBIH METOJ MOJKET
WCITOJIB30BAThCSA JUIS CO3JIaHHWS OYCHb THOKOW W HECTaHAApTHOW aHUMAaIUH.
[leapr0 maHHOW CTaThbW OBUIO PACCMOTPETh W M3YYHTh HMHCTPYMEHTHI IS
ylpaBJIeHUs1 aHUMaied B UNity, JaHHBIA MaTepHal MOXKHO HCIOJIb30BaTh IS
OONBIIMHCTBA YYEOHBIX TMPOEKTOB MO Y4YEOHBIM UCIUIIMHAM CBSI3aHHBIM C
unity3d u pacupeHnto 3HaHUK 0 BO3MOXKHOCTSIX UTPOBOH MIaT(HOPMBI.
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