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Ob6 aBTOpE

Aunan Topu (Alan Thorn) — HezaBucHMBbIiT paspabOTUYNK UTP U TTHCATEb, bosee 13
JIET 3aHUMAIOIUICS TIPOMBIILIEHHON pa3paboTkoil urp. OH 0OCHOBATEIb KOMIIA-
nur Wax Lyrical Games u cosuarenb urpst Baron Wittard: Nemesis of Ragnarok,
OTMEeYEeHHOI MHOrOuKcIeHHbIMK Iipu3aMu. OH TaksKe aBTop GoJIee 1eCATKa BULEO-
KYPCOB U ISATHAAIATH KHUT O pazpaboTKe Urp, cpeu Kotopbix — Mastering Unity
Scripting, How to Cheat in Unity 5 u UDK Game Development. Kpome Toro, oH siB-
JISIeTCsl TIPUTJIAIIEHHBIM JIEKTOPOM MarucTepCcKoro Kypea ausaiiHa u paspadoTku
urp B HanimonanbHOI 11KoJie KMHO U TesieBujienus B JIoHoHe.

AJtaH yyacTBOBaJI KaK He3aBUCHUMBIii paspaboTunk B 6osiee uem 500 npoekrax
110 CO3/IAHUIO UTP, CUMYJISITOPOB, HTPOBBIX KHOCKOB, CJIO3KHBIX UTP, IPOrPAMM pac-
HMIMPEHUSsT PeAIbHOCTH, IPOIPAMMHOTO 0OECIIeYeH U JJIst UTPOBbBIX CTY/IHii, My3€eeB
¥ TEMaTHYECKUX TTAPKOB TI0 BceMy MUpy. B HacTosiiiee BpeMst OH paboTaeT B ABYX
urpoBbIxX poekTax. OH Takske yBiekaeTcs rpadukoii, pusmocodueii, iforoii n me-
muMA TioxojaMu. bosbiie wHOpManmm o HeM MOKHO Halith Ha caiite http://
www.alanthorn.net.



O TexHMn4ecKux
peueH3eHTax

Apam Cunra (Adam Single) — my:k, orelr, mpodheccuOHaNbHBIN Pa3spaboTUUK, MH-
Au-pazpaboTIKK, T00UTENb My3biku U Teiimep. OH niporpammuct urpst 7bit Hero;
nporpammuct B koMmanzie Real Serious Games B BpucGene, ABcTpanust; coydpean-
Tesb, mporpamMmuct 1 copusaiinep Sly Budgie; coopranusatop kommanun Game
Technology Brisbane meetup.

B ob6aactu npodeccuonanbHoil paspaborku urp on ¢ 2011 roga, on pabora
Hajt MHOTME MOOUJTEHBIMI UTPAMHU, B TOM YHCJIe Hajl XUTOM JUTst anziponsa Photon
U [PEeLyCTAHOBJEHHBIMU UTPaMU s MOOWJIbHBIX TeseporoB Disney Japan's.
AziaM GBI TIPOTPAMMHCTOM B KOMaHJIe, KOTOPasi CO3/[ajia OTPOMHBIN MHTEpaK-
TUBHBII [HCTIIell B TexHosornyeckom yausepcurere Keuncrenza (Queensland
University of Technology’s), mopasntesibuyio MyJIbTHTa4-HHCTAIIISITTUIO, KOTOPAst
Gbita Hazsana The Cube. dto 6buI0 crenmano B pamkax Australia’s first Digital
Writing Residency. On Takske paboran B komane Real Serious Games Haz cos-
JIAHNEeM MacIITaGHBIX MHTEPAKTHBHBIX JIEMOHCTPAIUIT [ TOPHOAOOBIBAIONIEH
11 CTPOHUTEIBLHON IIPOMBIIIIEHHOCTH, HEKOTOPBIE U3 KOTOPBIX SIBJIIIOTCSI BUPTYaJlb-
HbIMU peasibHOCTAMU U ocHoBaHbl Ha Oculus Rift. Bee ato 6bu10 cesano ¢ no-
MOIIBIO UTPOBOTO ABMKKA Unity.

Y Anama cTpacTh K YHHUKQJIbHBIM BO3MOKHOCTSIM COBPEMEHHBIX TEXHOJIOTHIL.
Korzia oH He paboTaeT Hajl HOBOI MEePCHEKTUBHON UTPOBOI MEXaHUKOM JIJIsT KOM-
nanvu Sly Budgie, on akcriepuMenTHpyeT ¢ OMaiiHeil BUPTYAIbHON peasbHO-
CTBIO € VICTIOJb30BAHUEM TEXHOJIOTHN MOGHIIBHOTO TesiehOHa, CO3/1aeT MOOHIIbHBIE
MIPUJIOSKEHVIST, TIPUMEHSISI caMble COBPEMEHHbBIE METO/IbI BeO-PaszpabOTKH 1 BBIIBH-
ras 3aXBaThIBAIOIINE W/ICH.

Bpaiian P. Benzen (Bryan R. Venzen) — XyZIosKHUK BU3YyaTbHBIX 3¢ (dEKTOB
u anumMarop us Tamusr, mrar @nopuna. [Tocae okonuanust Florida Interactive
Entertainment Academy (FIEA) B 2011 roxy oH yBiiekes cnielpddekramu 1 aHu-
Marnuei s MoouabHbni Texedonos, ITK n nrposbix npucraBok. Brarogaps cso-
UM CIIOCOGHOCTSIM U OTBITY OH BHOCHT CBOW BKJIA/l BO MHOTHE TIPOEKTHI, CO3/IaBast
crietpddexTor, Bmovast crerpddeKTsl Ui TPON3BOACTBa, paboTatorye Ha hu-
sugeckoM Brkke NVIDIA (PhysX), anumanuio, u BBITIOJIHSIST MOJIE/TMPOBAHUE
B makerax Autodesk 3ds Max u Maya, paspabarsisast yposrn na Unity u UDK,
AKTUBHO y4acTBYs B OOCYKACHUSIX JM3aiiHa, 9TOObI YIYUIIUTH 00IIee KaueCcTBO
npoayKimu. Bpaiiar G61cTpo 06ydaeTcs u 1esiey CTpeMICHHO paboTaeT B KOMaH/IE,
BJIaJiest MHOTHIMH 3D-ImakeTamMH, IBUKKaMU U HHCTpyMeHTaMH /71t urp. OH sABJIs-
€TCs CHEIUAINCTOM B BOIIPOCAX TOUCKA M YCTPAHEHNUST HENCIIPABHOCTEH U XOPOIIIO
cebst 4yBCTBYET B OBICTPO pasBuBalonieiicst paGoueil cpese. Cosane pa3pieka-
TEeJIBHOTO KOHTEHTA — €TO CTPACTh.



Npeancnosue

Hwuvto He cpaBHUTCS ¢ Heitl AHMMAISI UTpaeT B UTpax IJIABHYIO POJb
[IPpaKTUYeCKU Be3Jie, OT IIPOCTOTO IIPUMEHEHMS, TAKOTO Kak, HallpUMep,
TOJTET KOCMHUYECKOTO KOpabJisi, M0 CIOKHOTO, KaK MUMHKA JIMNA. BB
MTPOCTO HE CMOJKETE pa3paboTaTh MOTHONEHHYIO UTPY U TO-HACTOSIIEMY
MHTEPAKTUBHOE MTPUTOKEHIE Ge3 XOTh KAKOTO-TO MCTIOIH30BAHNST aHUMA-
1uu. B aTOl KHETe MBI [Iar 3a maroM 000iaeM BCIo 00IMPHY0 00J1aCTh,
npegnaraemyio Unity, 171 cozganus aHuMaluy B peajbHOM BPEMEHHU.
Mbl HayHeM CBOM IIyTb € CaMOrO IIPOCTOr0. JTa KHUTa He IpejIioaraeT
MPEBAPUTETHHOTO HATHY ST KAKWX-TNO0 3HAHNH 00 aHUMATIAHT FITH OTTbI-
Ta npuMenenus anuManuu B Unity. Oxnako KHura npejnosaraeT XoTs
GBI HEKOTOPOE BHAKOMCTBO ¢ pa3paboTkoil B Unity, yMeHMe TTOIh30BaThCST
ee OCHOBHBIM MHTeP(hEicOM 1 XOTs OBl HAYaTbHble HABBIKN HATTHCAHIST
KoJla Ha a3blKe IporpamMmmupoBanus C#. Vcnonb3ys Bce 9TO B KauecTBe
OTIIPaBHOI TOYKHU, BBl C IIOMOIIBIO JJAHHOM KHUIU Hay4UTeCh CO3/laBaTh
MHOKECTBO YANBUTENHHBIX aHUMAIMH 1 TIPUMEHSITh UX [T 0TOOpaske-
HUST PEATbHOTO MDA, CMOKETE OCTHYD OTMYTUMBIX PE3YJIBTATOB OBICTPO
7 JIeTKO. A ceffuac faBafiTe TTOCMOTPHM, UTO JK/IeT HAC BIIEPETL...

YTo oxBaTbiBaeT 3Ta KHWUIA

Inasa 1 «Ocnosol anumayuu» naamHaeTcs ¢ hOPMaJIbHOTO ONMUCAHUS AHU-
Malli{ KaK MOHSATHS, PACKPBIBAETCS CYNHOCTb aHUMAIMU. 3aTeM B 3TOMN
rIaBe paccMaTpUBaIOTCA MpuMensiemblie B Unity THUIIBI aHUMAITUI U HATTU-
caHue CBSI3aHHBIX ¢ HUMU CKpUITOB. Cio/1a BKIIIOYEHbBI OITUCAHUST PAOOTHI
¢ deltaTime, aHUMAIIMOHHBIMU KPUBBIMU U JIaXe pesibehHas aHuMAIHst
Metrieil. B o61iem, ata riiaBa HAaYMHAET HAIlle MyTENIECTBUE 110 AaHMMATINY
U OXBATBIBAET BCE, YTO HAM HEOOXOIUMO 3HATH JIJIS [IPOJIBUIKEHUST BIIEPE/L.

Thasa 2 «Anumayusi cnpaiimamu» uccienyer anumaiuio B mupe 2D,
CBOICTBA CIIPAITOB, UCIIOJb3YEMbIX /g co3fanus 2D-urp, TekcTypbl
KHUT C JIBUTAIOIIUMUCA KaPTUHKAMU U IIJIOCKYIO aHuMaiinio. Pacemarpu-
BaloTCd pefaktop cupaiitoB Unity, Kagpbl aHUMAIIUK, 4aCTOTa KaJIpPOB
U ucrpasieHue o6mux mpobaeM aHUMAIIH.

Inasa 3 «Bempoennas anumayusi» O3BOJUT BaM O3HAKOMUTHCS C aHU-
manwueit u as 2D, u gy 3D B Unity, HaydyuT Bac UCHOJIb30BAHUIO OKHA
Animation u cucrembl yactuil. Mbl PaCCMOTPUM JiBa PEAJIbHBIX U T10JIe3-
HBIX TIpoeKTa. Bo-mepBbIX, Mbl 3acTaBUM Kamepy obJieTeTh ypoBeHb. Bo-
BTOPBIX, MBI CO3/I/[UM CUCTEMY YaCTHUIl CBETAIIEHCS TIbLJIN, KOTOpas He-
penko BeTpedaeTcs B PaHTaCTUYECKUX UTPax.



10 <« [peancnrosre

Tasa 4 «Anumayus npedmemos ¢ nomowpio cucmemv. Mecanim» wHa-
YUIUT Bac obpalenuio ¢ hrarMaHckuM nHeTpyMeHToM Unity, HOCSITIM
ums Mecanim. Mecanim Bkiouaer B cebst HaGop (GYHKLUI, COBMECTHOE
MCIOJIb30BAHNE KOTOPBIX JIeJIAeT BO3MOKHBIM CO3/[aHUE COBPEMEHHOI
[JTABHOM aHUMAIMM, OCOOEHHO I IepcoHakeil. B aToll riase MbI pac-
CMOTPUM HECKOJIbKO HeTPAIUIINOHHbIE TIPUMEPbI NCIIOJIb30BAHUS CHUCTe-
MBI Mecanim 77151 O;KUBJIEHUST [IBepel U IPYTUX WHTEPAKTUBHBIX PEKBU-
3UTOB YPOBHEM.

Iasa 5 «Anumanus nepconasicetl: 0CHO8bL» HAUMHAETCS € aHAJIN3A OCHA-
IICHHON aHUMAITUU IlepcoHakeil. B aToll Ty1aBe MbI pacCMOTPUM, KaK aHU-
MUPOBATh TYMaHOWIHBIM CKeJIET M MEePCOHAXK B PeaJbHOM BpeMeHU. Mbl
TakXe pacCMOTPUM, KaK MMIOPTUPOBATH TOTOBbIE MTEPCOHAKU U OMNTH-
MaJIbHO HACTPOUTD UX JIJIST aHUMAITHH.

Tasa 6 «IIpodeunymas anumavus nepconadicetl> JOTHIECK BbITEKaeT
u3 1peabinyieil riaaspl. Vtak, Bo3bMeM UMIIOPTUPOBAHHBIN U HACTPOEH-
Hbiii B Unity nepcoHask 1 aHUMUPYEM €0 Kak YIPaBISeMbIil UTPOKOM.
ITOT mepcoHaXK OyET MOEPKUBATD AHUMAIIUIO OKUIAHVSI, AHUMAIIUIO
X0Ab0bI U Oera, a TaksKe aHUMAalUIO IIOBOPOTOB BJIEBO U BIIPABO.

Inasa 7 «Cuewusanue gopm, uneepcrvie KUHEMAMUKY U AHUMUPOBAH-
Hble meKcmypol» TTOCTEIHS B 9TON KHUTe. B aTOl T71aBe paccMaTpuBaT-
¢4 cienylolye TeMbl: cMelBanue hopM I aHUMAIUU JIUIA U IPYTUX
TEJIOIBUZKEHUH, 0OpaTHASI KHHEMATHKA JIJIsI TOUHOTO MO3UIIMOHUPOBAHUST
PYK M HOT ME€PCOHAKA B PEKMME PEaibHOTO BPEMEHH, aHUMUPOBAHHBIE
TEKCTYPBI JIJTs1 BOCIIPOU3BeIeHNs BUe0(halijioB B BU/IE TIPOEIIUPOBAHIS
Ha TEOMETPUYECKNX TTOBEPXHOCTSIX.

Y10 BaM HeobxoAMO nNpn 4YTeHUn
3TON KHUM

ITa KHUTA COAEPKUT MOUYTH BCE, YTO BaM HY)KHO TIpH padote ¢ Heil. Kask-
Jlast TJIaBa pacCMaTPUBAET MTPAKTUYECKUe, peajbHble TTPOEKThl AaHUMAIUN
1 BKJIIOYAET COMYTCTBYIOIIME (hailsibl, KOTOPbIE MOKHO 3arpy3uTh U UC-
1mosib30BaTh. OIHO TOTBKO BaM HYKHO, HE CYUTAST 9TOW KHUTU W BaIIeTro
BHUMAaHUsI K Heil, — 3TO KOIKs caMoii mocieineit Bepcun Unity; Ha BpeMst
HanMcaHus JaHHoi kuur 910 Unity 5. Ilpuioxkenune Unity 5 6ecruiatHo
JUIST JIMIHOTO WCTIOJIb30BAHUS W MOKET OBbITh 3arpyskeHo ¢ caiita Unity
https://unity3d.com/. B nononrenune k Unity, eciim BbI 3aX0TUTE CO3/1aTh
JIBZKYTITHECST MOJIEJIN TIEPCOHAKEN M TTPOYe aHUMUPOBaHHbIe 3D -aKTHBBI,
BaM MOHAZOOUTCs IIporpaMMHOe obecreuenne 1 3D-MomeanpoBaHus
1 aHuManuu, rakoe kak 3ds Max, Maya win Blender. Blender moskro Gec-
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MJIATHO MCTIOJTh30BaTh, 3aTPY3UB €To ¢ caiita http://www.blender.org/. Oz-
HAaKO B 3TOW KHUTE OMMCAaHa TOJbKO annMarmst B Unity.

AAS KOro 3Ta KHUra

Ecau Bol umeere 6azoBbie 3Hanust 0 Unity u cobupaerech UX paciiu-
PUTh, XOTHTE y3HATH OOJIbIIE 00 AaHUMAIMK B PEAJbHOM BPEMEHHU, TOT/A
9Ta KHUTA JJisT BaC. ABTOP KHUTH TIPEJIIOJIATaeT, YTO Bbl YiKe paspadarbi-
BaeTe MPOCTble PUIOKEHUS, TUIINUTE HECTOKHbIE CKPUIITBI U JKEJIaeTe
HAYUUTHCA Y4eMY-TO GOJIbIIIEMY, HAITPUMEDP OHUMATh HAUbOOJIee IPOJIBU-
HyTble KoHenuu anumaiuu, Oco6eHHO Bbl, BO3MOKHO, XOTUTE Y3HATh,
KaK MHCTPYMEHTBI, TAaKKe Kak Mecanim, IIOMOTyT BaM He TOJIbKO CO3/aTh
HEBEPOATHYIO aHMMAIMIO, HO U CAeIaTh Bairy pabory mpoine u ahdek-
THUBHEE.

CornaweHus

B aToii kHUTE NCTI0JIH30BAHO HECKOJIBKO CTUJIEH TeKCTa 7SI BhI/IeJIeHUS
Pa3HbIX BU0B WH(MOPMAITNHU. 3/1eCh TPUBEIEHBI IIPUMEPBI 9TUX CTUIEH
¢ 00bSICHEHHEM X HAa3HAYEHMUS.

TekcTbl porpamm, nMeHa tabJui 6a3 JaHHBIX, UMeHa Aok, Gailios,
pacmupenust daitnoB, mapameTpsl, mpocto URL, BBoxa mosb3oBaresist
u 3aroyioBku B Twitter OyayT BeIrIsiIETh Tak: «I10 yMOTYaHUIO BCe HOBbIE
CKPUIITHI co3/lafoTces ¢ AByMsI (pyHKmsmu Start u Updates.

BJiox mporpaMMHOro Kojia OyeT IpUBeIeH B CJeAYIONEeM BUJIE:

using UnityEngine;
using System.Collections;
public class MoviePlay : MonoBehaviour
{
//Reference to movie to play
public MovieTexture Movie = null;
// Use this for initialization
void Start ()
{
//Get Mesh Renderer Component
MeshRenderer MeshR = GetComponent<MeshRenderer>();
//Assign movie texture
MeshR.material.mainTexture = Movie;
GetComponent<AudioSource>().clip = Movie.audioClip;
GetComponent<AudioSource> () .spatialBlend=0;
Movie.Play();
GetComponent<AudioSource>() .Play();
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Korz[a MbI 3aXOTUM O6paTI/ITb Ballle BHMMaHMNE Ha OT/ICJIbHbIC YaCTu
TIPOTPaMMHOTO KOZla, COOTBETCTBYIOMINE CTPOKU NJIN CJIOBA 6y[[yT BbI/IC-
JIEHBI TIOTYKUPHBIM MTPUGPTOM:
using UnityEngine;
using System.Collections;

public class Mover : MonoBehaviour
{
// Use this for initialization
void Start () {
}
// Update is called once per frame
void Update ()
{
//Transform component on this object
Transform ThisTransform = GetComponent<Transform>() ;
//Add 1 to x axis position
ThisTransform.position += new Vector3(1f,0f,0f);

Hogble TepMHHBI 1 BasKHbIE CJIOBA OYAYT BbIIEJIEHBI TTONYKUPHBIM
mipurom. CoBa, KOTOpble Bbl YBUANWTE HAa dKPaHE, HAPUMEDP B MEHIO
WJIN B IMAJIOTOBBIX OKHAX, OYIyT 0TOOpakeHbl B HalleM TekcTe Tak: «Kak
TOJIBKO KpHBast OyIeT 3aKOHY€EHa, JJIsi TECTUPOBAHUS KOJIa 3aIlyCTUTE [IPO-
ekt B Unity, u BbI yBuure acdekt Ha 3aknaike Games.

ZCX Tak 6yayT opopMAATLCA NPeaynpexaeHns 1 BaxHble NpuMedaHns

C)hmemmwmmmw%mmmmmmwm.

ObpaTHasn cBsS13b C YUATATEASIMUN

J1y1s1 Hac BaKHBI OT3BIBBI HAIMUX ynTaTesnel. /laliTe HaM 3HATD, YTO BRI Y-
Maere 00 9TOI KHKTe, YTO BaM [TOHPABUIOCH MU, MOKET ObITh, HE IOHPa-
BuI0Ch. OT3bIBLI UNTATEIEH BasKHbI J1JIs OIPeieeHns Hanboiee HyKHbIX
BaM HallpaBJIEHU.

YT00bI CBA3aThCA ¢ HAMM, IIPOCTO OTIPABLTE 3JIEKTPOHHOE TUCHMO 110
anpecy feedback@packtpub.com, ykazaB Ha3gBaHuE KHUTU B TEME Balllero
coobueHus.

Ecan ectb 06J1aCTh, KOTOPYIO BBl XOPOILO 3HAETE, ¥ XOTUTE HAIKMCATH
KHUTY WJIU TTOCO/IEMCTBOBATH BBIXOY KHUTH, 03HAKOMBTECH C HAIIIUM PYy-
KOBO/ICTBOM /IJI aBTOPOB Ha www.packtpub.com/authors.
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Moaaep)kKKa NnoAb30BaTenen

Ecuin BBl rop/blil Biraziesien; KHUru, usgannoii B Packt, MbI roTOBBI TIpeo-
CTaBMUTb BaM JOIMOJHUTENbHBIE YCAYIH, YTOObI Ballla MOKYIIKa IIPHHECa
BaM MaKCUMAJbHYIO MTOJTb3Y.

3arpysKa akTneoB K KHUre

Ber emozkeTe 3arpy3uTh (aiisibl ¢ MpuMepaMy Kojla 13 Balllero aKKayaHTa
Ha http://www.packtpub.com 114 BceX KYIJIEHHBIX BaMU KHUT M3/1aTEJIb-
crBa Packt Publishing. T'e 651 BbI He Kymuin aTy KHUTY, BBl MOYKETE TT0O-
CETUTh CTPAHUILY caiiTa http://www.packtpub.com/support 1 3aperucTpu-
pPOBAThCS IS TTOJTydeHusT (haiiIoB Mo 3JIeKTPOHHOM TToUTe.

CkavmeaHve useTHbIX M306parkeHWn
N3 3TON KHUMN

Mpb1 Takke mpefocTaBiisieM B Baliie pacriopsikenue daiis hopmara PDE
KOTOPBII COIEP/KUT I[BETHBIE N300PaKeHUsT CKPUHIIIOTOB 1 {UaTrPaMM, UC-
HOJIb3yeMbIX B 9TOM KHure. [[BeTHbIe N300pasKeHUsI TIOMOTYT BaM JIydllie
MOHATD cojlepsKanre KHUTKH. Bbl MoskeTe 3arpy3uTh 3TOT (haiiJi 1o CChLIKE
https://www.packtpub.com/sites/default/files/downloads/48130T_Colored-
Images.pdf.

One4yaTKun

XOT$S MBI TIATEIBHO HPOBEPUIIH COAEPKAHKE HAlIEH KHUIH, OIIMOKK BCe
ke caydarorcest. Ecoiu Bbl Hamwin ouOKy B JI0OON U3 HALIMX KHUT, B TEK-
cTe WU IPOrpaMMHOM Kojie, Mbl OyieM OJIarofapHbl, €CJIU Bbl COOOIIUTE
006 aTom Ham. CiesiaB 9T0, Bbl OrpajTe APYyTUX YUTaTeNei OT pasoyapo-
BaHMsI M TIOMOJKETE HaM B YJIYUIIEHUH CJIeLYOIUX U3IaHIil JaHHOW KHU-
ru. Eciin BbI HAluIM oreyarky, noxajyiicra, cooOuTe o Hell, sl 9TOro
nocerure caiiT http://www.packtpub.com/support, Boibepure Ballly KHUTY,
HIEJIKHUTE I10 CCBLIKE let us know M BBeauTe onmcanue oredarku. Kax
TOJIBKO Ballle cooblieHre 00 onevyatke OyAeT MpoBepeHo, Balie odpalie-
Hue OyJIeT IIPUHATO, 1 oneyaTka Oyaer pobdaBjieHa B OGN CIIMCOK OIle-
yatok. OGIIUI CIIUCOK OIEYaTOK MOYKHO IIPOCMOTPETH, BHIOPAB HYKHYIO
KHUTY, Ha http://www.packtpub.com/support.
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MupaTtcTeo

[IupaTCcTBO B OTHOIIEHUU aBTOPCKOrO IIpaBa B HTepHere sSBIsSETCS 00~
el mpobJeMoii Becex usparesei.

B Packt Mbr OTHOCHMCST K 3aIUTE aBTOPCKUX MPAB OYEHb CEPHE3HO.
Ecin BB cTOJIKHETECH € JIIOOBIMI HeJleralbHbIMU KolusiMu B VIHTepHeTe,
coO0ImUTE HAM aipec WM HasBaHue BeO-caiita, YTOOBI Mbl MOLJIM IPUHSTh
HEOOXOAUMbBIE MEPBL.

IMoskasyiicra, coobIKTe HAM O MUPATCKUX KOMUSIX IO 3JIEKTPOHHOMY
aznpecy copyright@packtpub.

MpbI 1TleHuM Balry TTOMOIIb B 3alTUTE HANTMX AaBTOPOB 1 HAIIIMX BO3MOJK-
HOCTEH B ITPEJIOCTABIEHNN BaM IeHHON nH(MOPMAaIUH.

Bonpockl

Eciit y Bac BOSHUKHYT Ji06bIEe BOIIPOCHI 110 KHUTE, BHI MOKETE CBA3ATHCS
C HaMU 110 azipecy questions@packtpub.com.
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OcHoBHbIe NpUHUUNGI
dHMMauuuun

[Tpuser 1 106pO TOKAMOBATH B MYTEIIECTBUE MO MHOKECTBY (DYyHKIIHIT
annmMaru B Mupe Unity. BaskHoCTh aHUMaIUK HEJTb3sT TIepeoTieHnTh. bes
AHUMAIMN BCe B UTPE OY/IET CTATHYHBIM, 6E35K3HEHHBIM U JIaKe CKYTHBIM.
ITO crpaBeTTuBO aGCOMOTHO JIJIST BCETO B UTPAX: IBEPU JIOJIKHBI OTKPBI-
BaThCsl, TIEPCOHAKU — JIBUTATHCS, JIUCTh — KOJIEOATHCST BETPOM, UCKOP-
KU U YaCTUI[BI — BCIIBIXUBATh U TacHyTh 1 T. . CiemoBarensHo, obyde-
HYe aHUMaIK, Ge3yCaOBHO, IaCT BaM KaK Pa3paboTYrKy MepCreKTHBbI
KapbepHOro pocta. Tak Kak aHMMAIUsT TPUCYTCTBYET HA WTPOBOM TIOJIE
GOJIBIINHCTBA UTP, TO OHA UMEET OTHOIIICHIE KO BCEM UjieHAM KOMaH/IbI,
9TO OYEBM/IHO JIJIST XYZ0KHUKOB U aHIMATOPOB, HO KACAeTCs U TIPOrpaM-
MUCTOB, TU3aHHEPOB 3ByKa M JIN3aliHEPOB OQOpPMJIEHUST YPOBHEN. JTa
KHUTa OJITHOBPEMEHHO I[eHHA U aKTyasIbHa JI7ist GOJBITMHCTBA pa3dpaboTym-
KOB, OHA HaTmpaBJieHa Ha GbIcTpoe 1 Ah(hHEeKTUBHOE BHEAPEHIE OCHOBHBIX
KOHIIEIIUI ¥ TPAKTUKY aHUMAIIH PEeATbHOTO BPEMEHH B UTPHI, B YACT-
Hoctu B Unity. K KoHIly 2TOlf KHUTH, €CJIU BB TPOUTETE KAXKAYIO TJIABY
BHMMATEJIHHO, BbI MOJTYYUTE MTPOYHBIE 3HAHUS U HABBIKU B 00JIACTH aHW-
Maru. Ber cMoskeTe 106UThCsT TOTO KadecTBa aHUMAIIUHU, KOTOPOE OTpa-
JKaeT Ballle XyZI0KeCTBEHHOE BUJIEHIE, A TAK)KE O3HAKOMUTBCS C T€M, KaK
U TJie Bbl MOKETe PACHIMPUTh CBOU 3HAHUS /IO cJefyioliero yposus. Ho
JUIST TOTO, YTOOBI JIOCTUTHYTH TOH CTa MM, Mbl HAYHEM 371€Ch, B TIEPBOI
TJIaBe, C CAMBIX OCHOBHBIX MOHSATUI aHUMAIUN — OCHOB JIJISI TOHUMaHUS
000§t aHUMALUH.

OcCHOBHbIE NOHSITUSI @HMaUNN

Ha dyrnamerTasbHOM ypOBHE aHUMAITWST OCHOBBIBACTCS HA OTHOIIEHUN
MEXKY IBYMS CIeTTM(UIHBIMU 1 HE3aBUCUMBIMU CBOWCTBAMU, & UMEHHO
HU3MEHEHUSIMH, C OJTHOI CTOPOHBI, 1 BpeMeHeM — C JIpyroi. TexHudeckn
aHuMalus oIpe/esiaeT U3MeHeHe BO BpeMeHHU, TO eCTb KaK CBOICTBO 1In
BeJIMYMHA U3MEHSeTCsS BO BpeMeHH, HallpuMep KakK II0JI0’KeHUe aBTOMO-
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OUJIST MEHSIETCSI ¢ TeUEHUEM BPEMEHM WJIM KakK I[BET cBeTo(hopa mepexo-
JIAT C TEUEHIEM BPEMEHH ¢ KPACHOTO B 3eJIeHbIN. TakiM 00pasoM, Kaskiast
aHUMAIUsI BHYTPH MMPOMEKYTKA BpeMeH! (TIPOIOJIKUTETHHOCTH ) UJTH Ha
MPOTSKEHUN BCEH CBOEH JKU3HU MEHSIET CBOICTBA 0OBEKTOB B OIpe/e-
JIECHHBIE MOMEHTHI (KaJIpbl), TIOMEIIEHHBIE B JTIOOOM MECTe OT Havyaaa Jo
KOHIIa AaHWUMAIIHH.

ITo ompezieieHIE caMo TI0 cebe TEXHMYECKOE U HECKOIBKO CyX0e, HO
aKTyaJIbHO U BayKHO. XOTsI M HE MO3BOJISIET OJKHBIM 00Pa3soM OXBAaTHTh
ACTETUYECKUE W XYJOXKECTBEHHbIE CBOWCTBA aHMMAaIuu. Yepe3 aHmma-
10 ¥ Yepe3 KpeaTUBHOE N3MEHEHWE CBOMCTB € TEYEHNEM BPEMEHHT MOJK-
HO 2(dEeKTUBHO TepeiaTh HACTpOeHHE, aTMOC(hepPY, BCEJICHHBIE W UJICH.
HeBeposiTHO, HO 9MOIMOHAJIBHBIE W XYI0KECTBEHHbIE 00Pasbl, KOTOPHIE
obecTieunBaeT aHUMAIIUsT, B KOHEYHOM CUETE SIBJISTIOTCS TPOYKTAMU TJTaB-
HOTO COOTHOIIEHUS U3MEHEHUI ¢ TeueHneM BpeMeHu. B paMKkax aToil ske
CMEHBI B T€UEHUE JIOJITOTO BPEMEHHW MBI MOKEM OTIPEICJIUTD JlaTbHeHTIe
KJTIOYEBBIE TEPMUHBI, B YACTHOCTH TEPMUHBI KOMITBIOTEPHON aHUMAIIIH.
BbI, BO3MOKHO, y:Ke 3HAKOMbBI ¢ 3TUMU TTOHSITUSMHY, HO JlaBaiiTe orpeje-
JuM X 6oJiee GopMasbHO.

Kaapbi

B anuMain BpeMst JOJKHO 0053aTe/IbHO ObITh Pas/ieieHO Ha OTAe/IbHBIE
U JIUCKPETHBIE e/IMHUTIBI, T/l€e MOTYT IIPOU30UTH U3MEHEHUs. ITU MOMEH-
Tl HasbiBalOTCsl Kaapamu (frames). Bpems, 10 cylecTBy, ecTb Herpe-
PBIBHOE ¥ HEYHUYTOKMNMOE TTOHSITHE, TOCKOJIBKY BCET/Ia MOXKHO MOJIENTUTh
eMHUILy BpeMeHU (HAIpUMeEp, CEKYHIbI), YTOObI TOJYYUTh elle MeHb-
NIy10 eJIMHUITY BpeMeHU (HalpuMep, MUJIJIMCEKYH/IbI), U T. 1. B Teopun
STOT MPOIIECC JeJIEHUS, TI0 CYLIECTBY, MOKET IIPOAOJIKATHCS 10 GECKOHEY-
HOCTH, B pe3yJibraTe 4ero OyyT IOJyYeHbl BCe MEHBIIIE U MEHBIIIIE T0JIU
BpeMeHu. TToHATHIE MOMEHTa BPEeMEHK Wi COOBITUS BO BPEMEHHU, B OT-
JIMYKE OT HTOTO, YeJIOBEK CleJIall AUCKPETHBIM ¥ aBTOHOMHBIM 0OhEKTOM.
OHo sBJIsIETCS TUCKPETHBIM, YTOOBI COOTBETCTBOBATH HAIlEMY BOCIIPHSI-
THTO, COTJIACOBATHCS C HAIITUM PEATTbHBIM OITBITOM. B oT/imdue ot BpeMeHH,
MOMEHT — 9TO HEUTO, YTO He MOKeT ObITh pa3OUTO Ha YTO-TO MEHbIIIEe, He
nepecTaBasi CylIecTBOBaTh BooOIe. BHYTpH MOMEHTa MM Kaapa YTO-TO
npoucxoauT. Kazp npezoctapiisieT BO3MOKHOCTh CBOWCTBAM M3MEHUTHCSI:
JIBEPU — OTKPBITHCS, TIEPCOHAXKY — TIEPEJABUHYTHCS, TIBETY — TTOMEHSITh-
cs W T. . B BUJeoaHUMAINM, B YaCTHOCTH, KaXKasl CEKYH/Ia COJEPIKUT
oTIpe/ieIeHHOe KOJMYecTBO KafipoB. KosmyecTBO KazipoB B OJIHOM CeKyH-
e GyJieT BapbUPOBaThCsl OT KOMIIbIOTEPA K KOMIIBIOTEPY, B 3aBUCUMOCTU
OT KOJTMYECTBEHHBIX XapaKTEPUCTHUK aIMapaTypbl, yCTAHOBJIEHHOTO TTPO-
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TPAMMHOTO 0GecTieueH st 1 IPYTUX (haKTOPoB. EMKOCTD KaZipoB B CEKYHILY
Ha3bIBAETCS 4acTOTOH KazpoB B cekyHay (FPS). Ona yacto ucnonbayercs
B KAaueCTBE MEPDI MTPON3BOANTETHHOCTH UTP, GoJlee HU3KasT JacTOTa Kaji-
POB, KaK TIPaBUJIO, CBSI3aHA C TTO/IEPTUBAHNEM W HU3KOH MTPOM3BOUTEb-
HOoCThI0. PaceMoTpmu prc. 1.1, moka3pIBarommii, Kak Kaphl AETSIT BPeMs
Ha MTEPUOJIHI.

Kaapbl aHUMauuu (B ceKyHay)

Kagp 01 Kagp 09 Kagp 17

I A

Puc. 1.1. PazgeneHue BpeMeHn kagpamm

KniouyeBblie kappbl

XoTs1 Kaup U IPefoCcTaBiisieT BO3MOKHOCTD JIJisI U3MEHEHU, HO 9TO He
00s13aTeJIbHO 3HAYUT, 4TO u3MeHeHue npousotidem. CeKyHIa MOXKET
BKJIIOYATh B ceOs1 MHOJKECTBO KajPOB, HO HE B KaXKJIOM KaJpe HY KHbI
OyayT usMeHenus. BoJsiee TOTO, Jlake €CJIU M3MEHEHUS M HEOOXOAUMBbI
B KQK/IOM Kajpe, aHUuMaTopaM ObLIO0 Obl OUeHb YTOMUTENBHO OT/AENbHO
OTpeNeNaTh KOKAbII Kaap gaeiicTBust. OMHUM U3 IIPEUMYIIECTB KOMIIBIO-
TEPHOTO METO/IA AHUMAIIUU, B OTJIYUE OT PYUHOTO, UJIU «CTAPOTO», METO-
[Ia AaHUMAIIIH, SIBJISIETCST TO, YTO OH MOJKET C/IeJIaTh HAIY JKU3Hb MPOIILE.
AHUMATOPBI MOTYT OIPEIENUTh TOJbKO KJIIOYeBbIE MU BAJKHbIE KAIPbI
B aHUMAI[MOHHOU 10CJIeI0BATEIBHOCTH, & 3aT€M KOMIIBIOTED aBTOMATH-
YeCKU CreHepUpPyeT MPOMEKYTOUHbIe Kaipbl. PaccMOTPUM MPOCTYIO aHU-
MAIMI0 OTKPBITUSI CTAHAAPTHON MEXKOMHATHOI [[BEPU HAPYKY IIyTeM
nosopora ee Ha net/sax Ha 90 rpajycoB. AHUMAIMS HAYUHAETCS C JIBe-
PU B 3aKPBITOM I[OJIOKEHUU U 3aKAHUYUBAETCS B OTKPBITOM TIOJIOKEHUU.
3/1ech MbI OTIPEIENIMIIN JIBA OCHOBHBIX COCTOSHUS JiBepu (OTKPbBITA U 3a-
KPBITA), U 3TH IOJIOKEHISI OTMEYAIOT HAYaJI0 W KOHEIl MOCJIe[0BaTe b-
HocTu anuManuu. OHM Ha3bIBalOTCs KiatoueBbiMu Kaapamu (key frames),
MOTOMY YTO OHU KJIIOUeBble MOMEHTHI B TeueHune anumaiu. Ha ocnosa-
HUU KJTI09eBbIX KagpoB Unity (Kak Mbl YBUAMM) MOKET OCYIIECTBJSATDH
aBTOMATHYECKYIO TeHepaluio KaJpaMi aHuManuu (tweens), IJI1aBHO T10-
BOPAYMBAs [BEPH OT €TI0 MOJIOKEHNSI B HAYAIbHOM KaJIPe /10 MOJIOKEH U
B KOHEYHOM Kajipe. MaTeMaTu4ecKuii poiecc renepaiuy OTpe3KoB Ha-
3biBaeTcs uHTepnossiueil. Ha puc. 1.2 nmokaszano, Kak Kaapbl TeHepupy-
I0TCsI MEK/TY KJIIOUEBBIMU KaJIPAMIL.
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ABTOMaTHM4ecKan reHepauua Mexay KagpamMu aHumauumn

KntoueBsoi kagp 01 ABTOreHepaums... Knrouesoii kaap 02

Puc. 1.2. ABTOMaTnyeckas reHepaumst Mexxzay Kio4eBbIMU Kagpamum
C UCNOJSIb30BAHNEM NHTEPNONALUN

Tunbl aHMMauMn

B npenpiayiiem pasiese ObLIN OIpe/eJeHbl OCHOBHbBIE TIOHATHS, JIejKa-
I[1e B OCHOBE aHMMAIlNK B IIeJIOM. B yacTHOCTH, OHa OXBaThIBAeT U3Me-
HEHUsI, BpeMsl, KaJ[pbl, KJIIOUYeBble KaJAPbl aHUMAIUK U HHTEPIOJISIIUIO.
Ha ocHoBaHMM 5TOTO MBI MOKEM BBIJIEJUTH HECKOJIHKO THUIIOB aHUMa-
UK B BUJAECOUTPAX C TEXHUYECKOIN TOUKHU 3PEHUSI, B OTJIMUKE OT B3IJISIA
€ XyIO’KECTBEHHON TOYKU 3peHusi. Bce aTh BapuaHThl OCHOBAaHBI HA KOH-
T, KOTOPYIO MBI PACCMOTPEJIN, HO OHU OCYINECTBIISIOT €€ Pa3HbIMU
criocobamu. PasziesieHne aHuManuii Ha Tl BaskHO it Unity, moTomy
4TO pasjinyne B X MpHUpoe TpedyeT, uToObl Mbl YIIPABJISIM U paboTajiu
C HUMHU TI0-PasHOMY, C CIIOJIb30BaHNEM KOHKPETHBIX Pab0UKX IIPOIECCOB
Y METOJIOB, KOTOPbBIE Mbl PACCMOTPHUM B CJIE/IYIOTUX IJTaBaX. TUIbl aHuMa-
LUK [IEPEUNCJIEHBI HUKE B 9TOM pasjieJie.

AHumaumsa TBepporo tena

AHMMAaIMS TBEPOTO TeJa UCIIOJNb3YETCs /Uil CO3/IaHus TOTOBBIX M1OCIe-
JI0BaTeJIbHOCTEH aHUMAIH, KOTOPbIE IIePEMEIIAI0T UM U3MEHSIOT CBOI-
cTBa 0GBEKTOB, C YYETOM TOTO, YTO OOBEKTBI ABJISAIOTCS CIMHBIM TIEJIBIM,
B OTJINYHE OT OOBEKTOB, COIEPIKATIMIX JIBUKYIHECS OTHOCUTEIHHO CAMUX
00bekTOB YacTu. HeKOTOPBIMY U3 PUMEPOB 3TOTO THIA AHUMAIMH SIB-
JITIOTCST IBUSKEHUE TOHOYHOTO aBTOMOOWIIS 10 JIOPOTE, OTKPBITHE JBEPU
Ha MeTJISIX, TT0JeT KOCMUYECKOr0 KopabJist CKBO3b MTPOCTPAHCTBO TIO CBO-
ell TPaeKTOPUHU U 10JIeT TUAHWHO, T1aJIal01ero U3 okHa 3anus. Hecmor-
PS Ha Pa3/NuMs MEXKIY dTUMU IIPUMEPaMi, Y BCeX U3 HUX €CTh BaKHOE
obree cBOICTBO. B yacTHOCTH, XOTSI M IPOUCXOIAT U3MEHEHUsT 0OBEKTa
B KJIIOUEBBIX KaJ[Pax, HO OHU TIPOU3BOSATCS JIJIst €JINHOTO ¥ 1ENBHOTO 00b-
exrta. /[pyrumu cioBamu, XoTs JIBepb U II0BOpAYMBAETCA Ha TETJAAX U3
3aKPBITOTO COCTOSIHUS B OTKPBITOE COCTOSTHUE, OHA 3aKaHYMBACT aHMMa-
IIUIO TTO-TIPEKHEMY KaK J[BEPb, € TOM ke BHYTPEHHEH CTPYKTYpPOIl U TeM
JKe COCTaBOM, 4TO M panbliie. OHA He TIpeBpallaeTcs B TUTPA WJIHN JIbBa.
Omna He B3pbIBaeTCA WK He TpeBpaniaetcs B skesie. OHa He pacTBopseTCs
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B KaIJIsIX JAOKIA. B Tedenne annMaruu 1Bepb COXpaHsIET CBOIO (husmye-
CKy10 CTPYKTYPY. OHA UBMEHSIETCSI TOIBLKO C TOUKU 3PEHIIS €€ TTOJIOKEHIS,
CKOPOCTH BpallieHust u Macitaba. Takum 0OpasoM, IPU aHUMAIIUH TBEP-
JIOTO TeJla M3MEHEHUST B KJIOUEBBIX KA[Pax PACIPOCTPAHSIOTCS TOJHKO
Ha TieJible 0OBEKTBI U MX CBOMCTBA BHICOKOTO ypoBHs. OHU He KacarTcst
HOIICBOIL/,ICTB N BHYTPEHHUX KOMITOHEHTOB M HE MEHAIOT CYIHOCTU WJIN
co6CTBEHHO (HOPMBI OGBEKTOB. ITH BUIBI aHUMAIMK MOTYT OBITH OTIpe-
JleJIeHbl MO0 HEMOCPEACTBEHHO B pefakTope aHuMarun Unity, Kak Mbl
ATO YBUIUM B TIOCJEAYIONINX IJIaBax, JU60 B porpammax 3D-aHuMarmu
(takux xak Maya, Max niu Blender), a sarem nmmnopruposatbst 8 Unity
mocpeacTBoM (aiinos merireil. B 2iage 3 «Bempoennas anumayus» 6yaer
MTPOIOJIZKEHO 3HAKOMCTBO C aHMMAIHel TBEPIOTO TeJa.

v A cube : Position
APaosition.x
KPosition.y
L Fosition.z

ARotation x
A Rotation.y
ARotation 2

Add Property

Puc. 1.3. KnioueBble kagpbl 4519 aHMMaumm TBEPAOro Tena

OcHaweHHas aHnMMmauua, win aHmMmauua Ha OCHOBe
cKkeneta

Eciv BaM HY:XHO OXUBUTDH TIEPCOHAKHU YETOBEKA, KUBOTHOTO, ITUTAIO-
ILYIOCS [IJIOTHIO CJIM3b, B3PBIB M Ae(DOopMaLuio 00bEKTOB, TO aHUMALIUU
JKECTKOrO TeJIa, CKopee BCero, OyeT HeAoCTaTouHo. Bbl momkHbL OyneTe
MCTIOJIb30BAaTh aHUMAIIMIO HAa OCHOBE cKejieTa (TakKe HA3bIBAEMYIO W3-
MeHSIONIel aHnuMarein). ITOT TUIT aHUMAIMU U3MEHSIET B KJIOUYEBBIX
KaZipax He MOJIOKeHMe, BpalleHre uiu Macirab o0beKkTa, a JBUKEHME
u nedopMaliio ero BHyTpeHHUX dyacTeil. BoT kak 10 paboraer: aHuMa-
MOHHBIA XYIOKHUK cO34aeT HAOOp CIIENHMAIbHBIX O0OBEKTOB KOCTEii,
MOJITOHSIST OCHOBHOM CKEJIET K METITy, YTO MO3BOJTUT HE3aBUCHMO U TIPOCTO
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VIPaBJASTh KaK BHENTHEH, TaK U BHyTPEHHEH TeoMeTpueii. ITO MOIXOANUT
IS CO3TAHMST aHUMAITUX PYK, HOT, TOBOPOTA TOJIOBBI, IBUKEHWH PTa, TITe-
JiecTa JIMCThEB JiepeBa U MHOTOTO Apyroro. Kak mpaBuiio, aHnMalus Ha
OCHOBE CKeJieTa CO3/IAeTCsT KaK TOJIHAS MOCJAeI0BATEbHOCTD aHUMAITI!
B iporpamme 3D-mozenupoBanus u ummoptupyercs B Unity kak gactb
(aiira Merira, KOTOPbIA MOKeET GbITh 06PAdOTAH U JOCTYIIEH C TIOMOIIBIO
cucrembl annmannu Mecanim Unity. B rnasax 5, 6 u 7 anumarnus Ha oc-
HOBe cKeJieTa OyieT paccMoTpeHa bosree TToApOoOHO.

J © inspector |0 &
¥ EthanAvatar £
v

Mapping

&« \4\\\* @ Hips ‘AEthanme

LEthansmnei

[LEthanspinez |

‘AEthanLeﬂShuu\d:r [LEthanlefiShoulder | o
16 -

| @oupperarm  [CFthanteftarm |

hssets - Standard Assets - Characters » ThirdPersonCharacter ~ Models @ spine

 Mapping -] Pase <]

EthanBody  EthanGla

Revert][Appiy
¥ .~ Transform @ =
Position X0 Yo zZo
Rotation x[0 I¥[o 1z[o ]
Scale X[T J¥[ 2t ]

Asset Labels
—— ¥

Puc. 1.4. OcHoBaHHas Ha ckeneTe aHMMauus,
npuMeHsieMas ans nepcoHaxa ¢ Mmewammn

AHumMaumsa cnpatamm

g 2D-urp, rpaduueckux MoJib30BaTeNbCKUX UHTEP(ENCOB, a TakKe
psana creruaibHbix addexkToB B 3D (TakmxX Kak TEKCTypa BObBI) BaM
NHOT/1a HOHaZ[O6HTCH CTaH/IapTHBIE MEIIN C aHMMHWPOBAaHHbIMU TEKCTY-
pamu. B 3TOM ciiydae 0OBEKT JBUIKETCS, HCTIOJIB3YsI METO/bI AaHUMATIHY
TBEPJIOTO TeJa, HO €T0 BHYTPEHHME YaCTH U3MEHSIOTCS, KaK ITPU U3MEHSI-
o1ell aHuMaIuu. DTo GoJIbIIe MOX0Ke Ha aHUMAIUIO COOCTBEHHO TEKC-
Typ. DTOT TUIl aHUMAIUU HA3bIBAETCSI aHUManueil chpaiitamu (sprite
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animation). AHUMAITIST COCTOUT U3 TIOCTEOBATENFHOCTH H300paKeHn
TJIU KQ/IPOB M TIPOUTPBIBAET UX B HY’KHOM TOPSIZIKE U € 3a/]aHHOH CKOPO-
CTBIO JIJIsI TIOJTyYeHUsI HETPEPBIBHOI aHMMAIIH, HATIPUMED IIHKJT XObOBI
nepcoHaxa B 2D-urpe ¢ ropusoHTaNbHON IPOKPYTKON. Bosee moapobHast
nH(popMaIs 00 aHUMAIINHU CIpaiiTaMu TIPUBEIEHA B CIIECAYIOIIEH TIaBe.,

Puc. 1.5. AHumaumsa cnpantamm

AHuMaums, ocCHOBaHHas Ha dusuke

Bo MHOTHX cTydasx BbI MOJKETe 3apaHee TTOJTHOCTHIO OTPEIETUTD Bally
anumaiuio. To ecTb BbI MOJKETE €€ ITOJTHOCTDIO CIIAHUPOBATH U CO3/IaBaTh
AHMMAIMOHHBIE TOCJIE0BATEIbHOCTH JIJIsI 0O BEKTOB, KOTOPbIE OY/yT IIPO-
I/prbIBaTbCH 3aJlaHHbIM 06p330M BO BpeME[ BbBIIIOJTHECHU A, HaHpI/IMep IIUKJT
XOIbOBI, OTKPBITHE [IBEPH, B3PBIB U jIp. Ho MHOTIA BaM TIOHAI00MTCST aHK-
Mallis, KOTOpast BBITJISAUT PEATUCTUIHO U, KPOME TOTO, €Ille W Pearupy-
€T INHAMUWYHO Ha BHEITHNWE BOSZ[EfICTBI/IH, OCHOBBIBasiCh Ha peH_IeHI/IHX,
MPUHSATBIX UTPOKOM, U JIPYTUX TIePEMEHHBIX (DaKTOpaxX BHEITHETO MUPA,
KOTOpbIEe He MOTYT ObITh IpeJACKa3aHbl 3apanee. EcTh pasHble cOCOOBI
praBJIHTb TaKUM IIOBE/ICHUEM, HO O/IUH U3 HUX — 3TO UCIIOJIb30BaHUE (I)I/I-
3udeckoil cucrembl Unity, KOTOpast BKJIIOUaeT B ceOst KOMITIOHEHTBI U JIPY-
rve JaHHble, IPU IPUCOEIMHEHNN UX K OOBEKTaM OHM 3aCTaBJSIOT 00b-
eKThI BecTH cebst peaicTHIHO. [IprMepaMu MOTYT MTOCITYKUTh MajleH1e
00OBEKTA Ha 3eMJTIO MO/ I€HCTBHEM CHUJTBI TSIKECTH UK U3TH0 1 KPydeHre
00BeKTa, TTOA0OHO TKAHU Ha BETPY.
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3 Unity
File Edit Assets GameObject | Component | Mobilelnput Window Help
Add... Ctrl+ Shift+ &
= Hierarchy Mesh '
| reate -| (@rATT Effects i IE=TE|
Main Camera | Physics ' Rigidbody
Directional Light Physics 2D 3 Character Controller
Navigation ' Box Collider
Audio ' Sphere Collider
Rendering 4 Capsule Collider
Layout L Mesh Collider
Miscellaneous ' Wheel Collider
Event ' Terrain Collider
ul '
Scripts b cloth m
Image Effects Hinge Joint

Fixed Joint

Spring Jeint
Character Joint

Configurable Joint

Constant Force

Puc. 1.6. AHMmMauus, ocCHoBaHHas Ha Guanke

Q Bbl cmoxeTe 3arpy3uTtb dainsbl C npyuMepamMy KoAaa M3 Ballero akkayHTa Ha

http://www.packtpub.com ans Bcex KyniaeHHbIX BaMun KHUI nagarenscrea Packt

Publishing. e 6bl Bbl HE KYNuv 3Ty KHUTY, Bbl MOXETE NOCETUTb CTPaHULLY cali-

Ta http://www.packtpub.com/support 1 3aperncTpmpoBaTbCs 49 NOayHeHUs
dalinoB No 3NEKTPOHHO NoYTE.

AHMMauumu npespalieHus

WNHora HU OINH M3 METOOB AaHMMAIUH, O KOTOPBIX BBI YK€ MTPOUJIH, —
HU aHUMAaIMsI TBEPJOTO TeJia, HU aHNMAI[UsI, OCHOBaHHAs Ha pU3nKe, HU
M3MEHSIONIAsT aHUMAIINsT, HI aHUMAIIUs CIIpaiiTaMi — HE MOJKET IMPeio-
CTaBWUTH BaM TOTO, YTO BaM HEOOXOAUMO. MOXKET OBITh, BBI IOKHBI TIpe-
BPATHUTH YTO-TO OJHO B COBEPIIEHHO JPYTOE, HATIPHMED YesoBeKa B 060-
pOTHS, skaby B PUHIECCY WU TIATKY MIOKOJIA/A B 3aMOK. B HEKOTOPBIX
CJIyYasgxX BaM HY’KHO CMEIIATh WK TJIABHO OOBEIMHUTH COCTOSTHUE MeTTa
B OJTHOM KaJIpe U JIPYTOE €T0 COCTOSTHIE B IPYTOM Kajpe. ITO Ha3bIBACTCSI
annmManyeii npespamenust (Morph), niam emenmusanneM dopm. ITo cytu,
ATOT METOJI OMUPAETC Ha (PUKCAIIMIO MOJOKEHNS BEPIINH Mella B KJTIO-
YeBBIX KaJ[paxX aHUMAIINN U CMEITIBAET UX COCTOSTHUS C TIOMOTIBIO aHUMa-
1. HezocTaTkoM aTOro MeToIa IBIISTIOTCS 3aTPaThl Ha BeranciaeHust. Ero
IpUMeHeHNe OTPHUIATEThHO CKA3bIBAETCS Ha TPOU3BOAMTETBHOCTH, HO
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Ppe3yabTaTbl MOTYT 6bITb BIICYAT/IATONINMU 11 OYCHD PEATMCTUIHBIMU. Mpbr
paccMoTpuM cMmetBanre (hopM HoApoOHO nospnee B ziase 7 «Cmewi-
gamue Gopm, UHEEPCHLIC KUHEMATMUKU U mekcmypul ¢ 6udeo». Ha puc. 1.7
nokazaH addexT cMemuBanms hopM.

© Inspector
™ [monkeyhead | [Jstatic
Tag | Untagged 4| Layer | Default ™

v Model Salect I e I e
W < v~ Transform FE
i\ Position x[0 ¥ -0.099031]z[-0.28099§
Rotation x[-90 ¥ -360 z/-360

X1 J¥[L Jz[1

7

» Materials

Use Light Probes ]

Reflection Probes [Blendprobes ¢
Anchar Override E

Lightmap Parameters E

Quality Auto .

Update When Offscreen [

Mesh Wi suzanne q

Root Bone None (Transform) q

Bounds
Center: X%-0,0599920 ¥ [-0.1900144  Z|-0.0909820]
Extents: X|1,613903 | Y 0.9907956 | Z 1468176
L] ks
Controller [None (Runtime Animator Controller) | g
Avatar & monkeyheadAvatar IR |

Apply Root Motion )

Update Mode Harmal =

Culling Made Cull Update Transfarms

(1) vt initialized

[EYEYED

Puc. 1.7. Ha4yanbHbIN 3Tan aHMMaLumm NpeBpaLLeHns

CwsmemuBanue $HopM MePEBOIUT MOJEIb U3 OJHOTO COCTOSIHUSI B [IPY-
roe. [Tocmorpute Ha m3o6paxkenue GOPMBI ST KOHEYHOTO COCTOSTHUST
(puc. 1.8).

BupeoaHnmauus

HagepHoe, 0/HOII W3 HaUMeHee W3BECTHBIX OCOOEHHOCTEH aHUMAIUH
B Unity sByigeTcd BO3MOKHOCTD BOCIIPOM3BOANTH BUeO(halIbl B BUiE
AHUMUPOBAHHBIX TEKCTYP KaK Ha HACTOJBHBIX Targopmax, Tak M Ha
MOGUIIBHBIX yeTpoiicTBax, Takux kak i0S u Android. Unity o6paboraer
(aitner Buseodopmara OGV (Ogg Theora video) kak akTUBBI 1 MOXKET
BOCITPOM3BOJIMTH BUICO M 3BYK M3 9TUX (halijlIoB KaK aHUMHUPOBAHHBIE
TEKCTYPBI Ha MEI-00beKTax B ClieHe. DTO MO3BOJISAET pazpaboTanKam uc-
0JIb30BATH MPEIBAPUTETHHO MOATOTOBIEHHDIE B JIIOOOM 13 aHUMAI[HOH-
HBIX TTAaKeTOB Bu/leodaiiyibl B cBoux urpax (puc. 1.9).
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| BN © inspeccr | MURRA

| @izmos -| (e AT |44 o [menkeyhead

Tag (Untagged

%] Layer [DBefault

Model | Select [ Revert I
¥ A Transform

Position X0 ¥ -0.099031

Rotation x-90 ¥ -360

» Materials
Use Light Probes
Reflection Probes

Anchor Override
Lightmap Parameters
Quality
Update When Offscreen
Mesh
Root Bone

Bounds
Center:
Extents:

[ Blend Probes

None (Transform)
None (Lightmap Parameters)
| Auta

o]

1 Suzanne

None (Transform)

% [-0,0599920 | ¥ -0.1900144
% 1613903 | ¥ 0.9907956

¥ b2 M Animator
Controller
Avatar
Apply Root Motion
Update Mode
Culling Mode:

[None (Runtime Animator Con|

= monkeyheadAvatar

[ tiarmal
| Cull Update

(1) Notinidalized

- e=
| i | &% ] * |

Puc. 1.8. KoHeuHbIl aTan aHMMmauum npespawieHms

Puc. 1.9. BupeoaHnmaums
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AHuMauunsa YyacTuuamm

[lo cux mop MBI paccMaTpUBAaIN METOJBI AHUMAINH /IS YeTKO oTIpesie-
JIEHHBIX, OCSI3a€MBIX TIPEIMETOB CIIEHBI, TAKUX KaK CIIPANTHI 1 MEIIN. JTO
GBI OGBEKTHI € YETKO 0O03HAYEHHBIMI TPAHUTIAMH, KOTOPBIE OTIETISIOT
UX OT IPYTux mpeamMeroB. Ho Bam 10CTaTOYHO 9acTo GyIeT HyKHO OXKM-
BHUTB MeHee OIyTUMYIO, MeHee TIPOYHYIO U MeHee (GU3NIeCKYIO MaTepHIo,
TaKyIo Kak JIBIM, OTOHD, TY3bIPU, HCKPBI, TYMaH, poH, dheiiepBepku, 06a-
ka u ap. Jlast oTux 1eseii HeobXoanuMa crucrteMa 9actuil. Kak Mbl yBUIIM
B ri1aBe 3 «Bcmpoennas anumayusiy, COOTBETCTBYIONINE HACTPONKU CHUC-
TEeMBI YaCTHII TO3BOJISTIOT UMUTHPOBATD JI0K/[b, CHET, CTAlO IITUI[ I MHOTOE
npyroe. Ha puc. 1.10 mpencraBsiena cucremMa 4acTuil B JIeHCTBUN.

| © Inspector

.. IR 2

Golor by Speed
|@alor
Speed Range

Particle System Curves

Bvvwwwwy vy

SteamMobi

Puc. 1.10. AHMMaLmsa cUCTemMom YyacTuy,

MporpammHas aHumauus

ViauBuTebHO, HO Haubojiee PacpOCTPAHEHHBIN THUII aHUMAIIUKA — 3TO
TIpoTpaMMHasT aHUMAIIHS, UM IMHAaMU4Yeckast annMans. Eciam Bam Hy K-
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HO OPTaHU30BaTh MOJET KOCMITIECKOTO KOPAOJIIS TI0 9KPaHYy, TIEpeMeTIeH e
IO MECTHOCTH YIIPABJISIEMOTO TIOTh30BaTe/IeM TTePCOHAKA MM OTKPBITHE
JBepU 1pu MpUGJIMKEHUN K Hell, To BaM He 000iTHCh 6e3 TTPOrpaMMHOI
annmanuu. Bce 3TO peanm3yercsi ¢ IMOMOIIBIO M3MEHEHUH, BHOCUMBIX
B CBOMCTBa 0OBEKTOB C TEUCHUEM BPEMEHH IIPOTPAMMHBIM KOJIOM, KOTO-
PBIH TTPOTPAaMMUCT CHEIMaIbHO HAIHCcAN 7151 3Toi 1esin. B otamyme ot
apyrux (hopM aHUMAIMH, TIPOTPAMMHAsT aHUMAIIUsI HE CO3aHa 3apaHee
JM3aTHEPOM WJIH aHUMATOPOM, TIOTOMY YTO BCE €€ M3MEHEHUsT U KOMOU-
HaITIW TIPe/IBAPUTETHHO He M3BECTHHL. VITak, OHa CO3/1aeTCsT ¢ TTOMOTIBIO
TIPOTPAMMHOTO KOJIa M UMeeT BO3MOKHOCTh M3MEHSITBCS U KOPPEKTHPO-
BaThCsI B COOTBETCTBUY C HEKUMU YCIOBUSIMU M [TEPEMEHHBIMU TIPSIMO BO
BpeMsI CBOETO BBITIOHeHUsT. KOHEYHO, BO MHOTUX CIyYasxX CaMH aHUMa-
IIUU TIOITOTOBJIEHBI BCE K€ XYMOKHUKAMH 1 aHNMATOPAMU, a KO ITPOCTO
MEPEKJTIOYAET WM HAMPABISIET aHUMAIIMH BO BPeMsl BBLITIOJTHEHUS. Bbl
y3HaeTe 60IbIIe O TPOTPAMMHON AHUMAINHY B CTEAYIONINX PasfieaX 9Toi
TJIABDL

Puc. 1.11. MporpammHaga aHumaums, ynpasnsemas CKpUntom
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AHMaUNS C NOMOLLLIO KOA3 - NPUAGHUE
npeamMmeTamMm AsBM>KeHUsN

AHMMAIUA ¢ TIOMOIIBIO KOJIa — 9TO OTJINYHBII C1TOCO6, YTOOBI HAYaTh pa-
6OTY ¢ aHUMaIneil, OH IEMOHCTPUPYET BCE OCHOBHBIE TIOHSATHUS, KOTOPbIE
MBI PACCMOTPEJN JI0 CUX TOP, TaK YTO jaBaiite mompobyem. B atom pas-
JieJie U BCeX TOCIEMYIONUX Mbl OyjieM ucrosb3oBarts C# it HanmncaHust
CKPUIITOB, Be3]le, T/l 9TO BO3MOKHO. OIHAKO, TOCKOJIbKY 3Ta KHUra $ho-
KyCUPYeTCs UMEHHO Ha aHUMAIlUH, 51 He Oyay 37ech 0ObICHATH OCHOB-
Hble TIOHATHS IPOrpaMMUpoBanust (HAPUMED, ME€PeMeHHbIe, IUKJIbI
u pyHKuM). BMECTO 5TOTO 5 Mpenosaraio, 4To Bbl yKe 001a1aeTe XOTst
Obl HAYAJTBHBIMU 3HAHUAMU O TIPOrpaMMUpoBaHuu. Ecim BbI XoTHTE Ha-
YUUTHCST TIPOTPAMMEIPOBATh, TO I PEKOMEH/YI0 MOil Buzpeokype C# dist
paspabomuuxoe Unity (C# For Unity Developers) (noctynen Ha caiite
http://3dmotive.com/) u kaury usnatenabctsa Packt Publishing Learning
C# by Developing Games with Unity 3D Beginner’s Guide.

K KOHILY HECKOJIBKUX CJIEAYIOIIUX PA3/IEJIOB MbI CO3IaJIM OOBEKT UTPhI
(st IpuMepa KoCMUYecKuil KopabJib), KOTOPBIH CMOKET TyTelIecTBO-
BaTh C MOCTOSIHHOM CKOPOCTBIO B OIHOM HATIPABJIEHUNU 10 YPOBHIO UTPBHI.
Haunewm ¢ cozpanust HOBOro (haiijia CKpUITa, MEJTKHYB PaBOil KHOMKOM
no nanesn npoekta. Bemonmaum Create — C# Script B KOHTEKCTHOM
MeHIo. B kauecTBe ajbrepHAaTUBBI MOXKHO BBITTOJIHUTH Assets — Create —
C# Script u3 MeHIO TPUJIOXKEHU, KaK TTokazaHo Ha puc. 1.12. Mms daiina
Mover.cs. DTOT CKPUNT Oy/eT NPUKPEIJIeH K HEKOMY 00BEKTY, KOTOPBIit
OyzeT ABUraThCs.

Teneps oTkpoiiTe (ailn ckpunra B pegakrope ckpuntos MonoDevelop
JIBOMHBIM IIEJTYKOM II0 HeMy Ha mamesnu npoekta. [lo ymosnuamuio BO
BCeX HOBBIX CKPUIITaX co3/aiorcs /aBe pyukiuu: Start u Update (puc. 13).
Oyukiust Update mveer 0coboe 3HAUEHUE JIJIST AaHUMAIIUH, TOTOMY Y4TO OHA
CBsI3aHa C KA[PAMU 1 YaCTOTOH KazipoB. B yactiocTy, oHa BbI3bIBAETCS BO
BpeMsI BBITIOJTHEHUST HA KAKIOM Kajipe. ITO 3HAYUT, UTO JIJIsI UTPBI C Yac-
ToToii kajipoB 70 (ynkius Update BoisbiBaeTcs 70 pa3 B CEKYH/LY [T KasK-
10To 00bEKTa, K KOTOPOMY IPUKPEILIeH CKPHIIT, IPU YCJIOBUU Y4TO 00b-
€KT SIBJISIETCST aKTUBHBIM. VIMeHHO 970 flesiaet (hyHKIuio Update ocobeHHO
BKHON [IJIsI aHUMAIIUHU, TIOTOMY YTO JIaeT HAM BO3MOXKHOCTb PETyJINpPO-
BaTh CBOICTBA OOBEKTA C TEUEHUEM BPEMEHU.
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File EditGameObject Component  Window Help

Create 3 Folder
=i R Cosep
| Create 7| | Op=n Javascript
M_aln ;ar Delete Shader
Direction
Import New Asset... Compute Shader
Import Package 3 Prefab
Export Package...
Find References In Scene AUSIONTEY
Select Dependencies Material
Refresh Ctrl+R Lens Flare
Reimport Render Texture
Lightmap Parameters
Reimport All
Animator Controller
Run API Updater... Animation
Sync MonoDevelop Project Animator Override Controller

Avatar Mask
Physic Material
Physics2D Material

GUI Skin
Custom Font
Shader Variant Collection

Legacy

Puc. 1.12

4 14 / Mover.cs -] \

@ Mover » No selection

1 using UnityEngine;
2 Lusing System.Collections;

3
48 public class Mover : MonoBehaviour

/ Use this for Initialization
void Start () {

B

g

9 b
// Update is called once per frame
129 vold Update () {

13
k , N
i3

N

Puc. 1.13. ®yHkuma Update BbI3bIBAETCS HA KAXA0M Kaape
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Jliist Toro utoObI BBI3BATH IepeMelieHre 00beKTa, AaBaiiTe HaluIeM
aty (ynkiuio Update Tak, Kak 9TO MOKAa3aHO B CJEAYIONIEM (DparMeHTe.
Oma Gyzet o6pararhest K KOMIIOHEHTY transform oObeKTa U yBeTMIMBaTh
€TO0 TEKYTIYTo TTO3UITUIO 10 och X Ha | efMHUILY (METP) Ha KaxkKI0M KaJpe.

Mpumep kopa 1.1. MNepemelyeHne obbekTa
using UnityEngine;
using System.Collections;

public class Mover : MonoBehaviour

{
// Use this for initialization
void Start () {

}

// Update is called once per frame
void Update ()

{

//Transform component on this object
Transform ThisTransform = GetComponent<Transform>() ;

//Add 1 to x axis position
ThisTransform.position += new Vector3(1f,0f,0f);
}

Ecm BBI e111e He IPOBEepHIIN KOJI, TO niepeTarute Ghaisr cKpuira Ha 00b-
eKT B ciieHe. 3aTeM HaxmuTe KHOTNKY Play. B 3aBucumoctu ot BIOpaH-
HOU BaMU TOYKK 0030pa 0OBEKT, BO3MOMKHO, OY/IeT JBUTAThCI CIIMITKOM
OBICTPO, YTOOBI OBITH BUAUMBIM. YIOCTOBEPBTECH, UTO BbI PACIIOIOKILIN
KaMepy Tak, 9ToObl 06ectieunTh cebe XOpoimii 0630, U BbI YBUIUTE Balll
OOBEKT TTOJTHBIM JKU3HH ITPU TTOMOIIH MIEPEMEIIEHUS C TOCTOSTHHOM CKOPO-
cThio 110 ocu x (puc. 1.14).

CoBmecTmMass aHMMauus — CKOpPOCTb, BpeMs
n deltalTime

Kox B mpumepe 1.1 paGoraert, HO ecTb O[Ha BaskHast IpobJieMa aHMMAIIHH,
U MblI IOJIKHBI PeliaTh ee TpsiMo ceityac. Kak Mbl Bizesin, 00beKT mepeme-
MaeTcst BAOJIb OCH X Ha 1 eIMHUILY ITPU Kayk/IOM BbI30oBe (DyHKITMH Update,
TO €CTh Ha Kak[IOM Kajpe. DTO MOTeHIMaabHast pobjeMa, TIOTOMY 4TO
JacToOTa KaJ[POB OTJIWYAETCS HA PAa3HBIX KOMIIbIOTEPaX U Jla)ke B pazHoe
BpEMsI Ha OJTHOM U TOM K€ KOMITbIOTEPE. DTO 03HAYAET, YTO Pa3HbIE TIOJIb-
30BaTeMN TOJyYaT PasJnyHble KapTUHBI TIPU UCIIOJb30BAaHUN HAIIEro
KO/Ia, TOTOMY UTO 00BEKT OYAET ABUTAThCS C PasHOil cKkopocThio. B wact-
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File Edit Assets | GameObject | Component Window Help

m + = Create Empty Ctrl+Shift=N m
WL Create Empty Child Alt+Shift+N B9 Anirmabar
Create ~| (arAll 3D Object Cube

Main Camera 2D Object
Directional Light Light

Sphere

Capsule h

Cylinder

Audio
ul
Particle System Quad

* v v v v

Plane

Camera Ragdoll...

Center On Children .
Terrain

Make Parent Tree

Clear Parent Wind Zone
Apply Changes To Prefab 10 Ted
EBreak Prefab Instance

Set as first sibling Ctrl+=
Set as last sibling Crl+-
Move To View Ctrl+Alt+F
Align With View Ctrl+Shift+F
Align View to Selected

Toggle Active State Alt+Shift+A

Puc. 1.14. Jo6aeneHne ckpunta Mover K 00beKTy B CLeHe

HOCTH, B CUCTEME C 4acTOTOU KagpoB 70 oObekT cMectutes Ha 70 euHuil
3a cekyHay. Ho Ha apyroii cucreMe, paboTatoiieii ¢ yactotoii kaapos 90,
00BEKT IepeMecTuTes 3a To ke BpeMsd Ha 90 eauHull. ITO MJI0X0, OTO-
MY YTO MBI XOTUM, 4TOOBI BCE MOJIb30BATEIN, KOTOPbIE B3AUMOCHCTBYIOT
C WTPOIi, OILYIIATIN CKOPOCTh OJMHAKOBBIM 00pazoM. ITOT BOIPOC OCO-
GEHHO KPUTHYEH JIJIsi MHOTOIOJIB30BaTEIbCKUX UTP, T/IE BCE MMOJIb30BaTe-
JIV JIOJKHBI IEHCTBOBATh CHHXPOHHO. YTOObI PENIUTh 3Ty TPOOJIEMY, MbI
NOJKHBI TIOZONTH K 3a/1a4e TT0-IPYTOMY, YUUTBIBASI CKOPOCTb U BPEMSL.
Jlist pacuera, Kak JajeKo 0OBEKT JOJKEH ITEPEMECTUTHCS 3a TIEPHO.
BPEMEHW, MBI MOKEM HCIIOJIb30BaTh (DOPMYIY CKOPOCMb—PACCMOSHUE —
8peMst, TIIe nPotdentoe Paccmosiue = cKopPoCms X 8peMs. ITO O3HAYAET,
410 06BEKT, epeMelatonuiicst #Ha 10 MeTpoB 3a 1 cekyHy, B TeueHue 5
ceKkyH/1 iepeMecTuTcst Ha 50 MeTpoB. ITOT ¢1ocoO MBIIIJIEHUS O [IBUIKE-
HUW HE YUYUTBIBAET HU YaCTOTY KAJPOB, HU caMu KaJipbl. Kpome Toro, oH He
CBSI3BIBAET /BMKeHMe ¢ (pyHKimeil Update 1 4acTOTON ee BbI30Ba. BmecTo
ATOTO OH OTOOPasKaeT ABMKEHIE Ha BPeMsT HAIIPSIMYT0, PACCUMTBIBAsT, UTO
BpeMsI TeUeT OJIMHAKOBO HA BCEX KOMIThIOTEPAX; TO €CTh 1 ceKyHIa — 3TO
Beerga 1 cexynza. IIpu Hanmcanuu koia B Unity JJ1st periieHust 9Toi mpo6-
JIeMbl MBI MOKEM WCIIOJIb30BaTh mepeMeHHyto DeltaTime. Pacemorpum
npumep koga 1.2, B kKoropom 0GHOBJIEH 1 yarydineH npumep koja 1.1.
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Mpumep kopa 1.2. YcTaHOBKa CKOPOCTM 06bEKTa

using UnityEngine;
using System.Collections;

public class Mover : MonoBehaviour

{
//Bmount to travel (in metres) per second
public float Speed = 1f;

// Update is called once per frame
void Update ()
{
//Transform component on this object
Transform ThisTransform = GetComponent<Transform>();

//Update X Axis position by 1 metre per second
ThisTransform.position += new Vector3(Speed * Time.deltaTime,0f,0f);

}

[Tepemennas DeltaTime siBsieTcss BerpoerHoi epemennoi Unity, u ee
3HaueHKe OOHOBJISAETCS B KaXK[IOM Kajpe, OHa SIBJISIETCS YacThlO Kjacca
Time. B xaxgoM Kajzpe oHa BbIpakaeT (B CEKyH/aX), CKOJbKO BPeMeHH
MIPOIILJIO C MOMEHTA TIPeIbIyIIero Kaapa. [loatomy ecom DeltaTime paBHO
0,5, TO 9TO 03HAYAET, YTO C MOMEHTA TIPEBIAYIINEro Kajpa mpouwio 1/2 ce-
KYH/IbI, TO €cTh MpoIio 1/2 cexyH/bl ¢ TOTO MOMEHTa, KOr/ia (hyHKIU
Update Oblia BbI3BaHA HPOLLIBINH pa3. ITO OYeHb BaxkHask MH(MOPMAIKS,
[OTOMY YTO IIPY YMHOMKEHUM Ha 3HAYeHHE CKOPOCTU Mbl MacIITabupyem
3HaY€EHUE CKOPOCTH, IPUBO/ISI €TO B COOTBETCTBUE C YACTOTOU KAJPOB TS
JIAHHOTO KOMIIbIOTEpa, 0GecrednBast OAHY U Ty sKe CKOPOCTh IS PA3HBIX
KOMIIbIOTEpOB. Jlestast 910, MbI JieJiaeM JiroOoe 3HaueHHue CKOPOCTH OMHA-
KOBBIM J1IsI BeeX. Terepp monpoOyiiTe oTpeak TAPOBAHHbII KO U Oy TH-
te pasauiy (puc. 1.15). Hamu o6bekThl OyAyT ABUIaThCS ¢ OAMHAKOBON
CKOPOCTbHIO Ha BCEX KOMIThIOTEPAX.

[JBuXeHue B HanpaBsieHUN

Vcnonbayst mpumep Koza 1.2, Mbl MOJyYHIN 0OBEKT, KOTOPBI JBUKET-
CS TI0 OCH X C IIOCTOSIHHOM ckopocTbio. Ho kak azantupoBarb aTOT KO
Tak, 4TOOBI 3aCTAaBUTH OOBEKT JBUTAThCS B PYroM HampasaeHuu? Ecin
OBl MBI 3aX0TeJH, YTOOBI OOBEKT CTAJ IBUTAThCSA B HAMPABJEHUH TOJHKO
OCH i WJIU JIUIITh OCH Z, TO MbI ObI CMOTJIN JIEFTKO OTKOPPEKTUPOBATH JIJIsI
aTOro Kojl. Ho 4To HYXKHO c/lesiath Ui ONYyYEeHUsT IBVKEHUS B JIIOOOM
HAIPaBJIEHUH, B TOM YUCJIE U 110 AuaroHann? JIJist 3Toro Ham noHago0st-
cs1 BEKTOPBI. BexTop sBiisteTcst HAGOpoM Tpex KOOpAuHaT B Bujie (X, ¥, 2)
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Puc. 1.15. Haxmute kHonky Play
1 NPOTECTUPYINTE OBHOBEHHbIN KOA,

u npexcrasisger coboil Hanpasaenue. Hanpumep, (0, 1, 0) osnavaer BBepx
(Tak Kak OChI0, OIPeeNIONIeil IBIKeHNe BBePX-BHU3, ABJISIETCS OCb Yf),
a (0, 0, 1) oznauaer Briepes; (Tak Kak OCbIO, ONPE/EJAIONIEN JABUKEHNE
BIIEPE/I-HA3AI, SIBJISIETCS OCh 2).

Mpumep kopa 1.3. YnpaBneHve HanpasaeHnem

using UnityEngine;
using System.Collections;

public class Mover : MonoBehaviour

{
//Rmount to travel (in metres) per second
public float Speed = 1f;

//Direction to travel
public Vector3 Direction = Vector3.zero;

// Update is called once per frame
void Update ()
{
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//Transform component on this object
Transform ThisTransform = GetComponent<Transform>();

//Update position in specified direction by speed
ThisTransform.position += Direction.normalized * Speed * Time.
deltaTime;

}

Terepb BepHeMcs K 00bEKTY B ciieHe. VIHCIIEKTOp 00BEKTOB TIPEN0CTaB-
JIsIeT BO3MOKHOCTD Pe/IaKTUPOBAHNS 3HAUeHUsI TlepeMeHHol Direction s
3a/IaHUs HATIPABJIEHUS, B KOTOPOM JIOJIKEH TIePeMeCTUThCsT 00beKT. [ 3a-
JIAHUST JIBUKEHUI B/IoJIb ocu X ooy T 3uavenust (1, 0, 0) wiu (-1, 0, 0),
3aME€TUM, 4YTO 3HaU€HUA I APYTUX ABYX oceit O/INHAKOBDI. Bur Takxe
MOJKETE BBITIOJIHUTH TIePeMEIeHUe 110 MArOHAJIAM, UCIOb3Yys 3HAUCHIE
(1,1, 1), uto GyzeT 03HAYATH ABUKEHUE TI0 BCEM TPEM OCSIM OJIHOBPEMEHHO.

¥ o Mcapsule collider [ %
Edit Collider
Is Trigager |
Material Mane [Physic Material) o]
Center
s v o zlo
Radius 0.5
Height Z
Direction | ¥-Axis s
¥ .. [MMesh Renderer ) **
Cast Shadows | on ¢ |
Receive Shadows [+
- Materials

Use Light Probes [+
Reflection Probes Blend Probes

e Mone [(Transfto

# " [V Mover (Script)

Script - Maver
Speed I
Direction
X1 m‘r’ al 21 /
Default-Material v
> g tandard B

[ Add Component l

Puc. 1.16. OnpeneneHne HanpasneHus onsa ckpunta Mover
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CooTtBeTcTBYOWMIA NMPoekT Unity MOXHO HalTX B npunaraemMbiXx K 3TON KHUTre
daiinax B nanke Chapter01/Moving Object.

MporpaMmmupoBaHue aBToreHepauuu ¢ NOMOLLbIO
aHMMAaLMOHHbIX KPUBbIX

Jl7ist 06 BEKTOB, KOTOPBIE TIEPEMEIIAIOTCST HEIIPEPBIBHO C TIOCTOSTHHON CKO-
POCTHIO 1 IO TIPSIMOH, Kozl ipuMepa 1.3 paboTaer MMEHHO Tak, KakK 3a1y-
MaHo. Ho mpu aHMManmu BaM, Kak TPaBUIo, TpedyeTcst, UTOOBI 0OHEKTHI
JBUTAJINCH TIO U30THYTBIM TPAEKTOPHSM, a HE TOJBKO 10 Tpsmoil. Wi
BaM Oy/IeT HYKHO, 9TOOBI OOBEKTDI MEPEMEIAIICH ¢ TEPEMEHHOM CKO-
POCTBHIO, & HE € MOCTOSTHHOI. UTOOBI penuTh 9Ty MpobIeMy, Mbl MOKEM
HCI0JIb30BATh aHMMAaIlMOHHbIEe KpUBbIe (animation curves), KOTopble Kak
crierraibibie 00bEKTHI (IOCTYIHBI TOBKO B Unity Pro) mossossT Ham
CTPOUTH KPUBBIE, OTIPE/IEAIONIIE ABTOT€HEPAIIUIO /ISl aHUMAIH, YITPaB-
JIIEMYIO M3MEHEHUSMU 0OBEKTOB B KJIIOYEBBIX KajlpaX. PaccMOTpuM Tipu-
Mep koza 1.4, KOTOpbI MO3BOJUT BapbUPOBATH CKOPOCTH 0GBEKTA € Tede-
HUEM BPEMEHH, COTJIACHO aHUMAIMOHHON KPUBOIA.

Bonee noapobHyo MHGOopMaLMIO 06 aHMMALIMOHHBIX KPUBbLIX MOXHO HaMTW Mo
agpecy http://docs.unity3d.com/Manual/animeditor-AnimationCurves.html.

Mpumep kopga 1.4. HapawmBaHne CKOPOCTH

using UnityEngine;
using System.Collections;

public class Mover : MonoBehaviour

{
//Maximum Speed to travel (in metres) per second
public float Speed = 1f;

//Direction to travel
public Vector3 Direction = Vector3.zero;

//Curve to adjust speed
public AnimationCurve AnimCurve;

// Update is called once per frame
void Update ()
{
//Transform component on this object
Transform ThisTransform = GetComponent<Transform>();

//Update position in specified direction by speed
ThisTransform.position += Direction.normalized * Speed * AnimCurve.
Evaluate (Time.time) * Time.deltaTime;
}
}
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Boibepure 0ObeKT aHUMALMK ¢ IPUKPEILIEHHBIM TPUMEPOM Koza 1.4
B CI[EHE ¥ IPOCMOTPUTE HHCIIEKTOP 00beKTOB. OOIIeI0CTYTHAS TTePEMEH-
Hast AnimCurve Gyzer oTobpakena B Buje rpaduka (puc. 1.17).

v . [MMesh Renderer @ %
Cast Shadows | on <

Receive Shadows [
= Materials
Use Light Probes [
Reflection Probes | BElend Probes
Anchaor Ove_rride MNone fTrisform) |

o |

—
v |&| M Mowver (Script) @ %
Script Mover [0}
Speed 10 ]
Direction
X1 ¥ 0 zZo |
e S —
- —
!
& chader | Standard

Puc. 1.17. JocTyn K penaktopy
2HUMALMOHHbIX KPUBbIX

[[lenkauTe 1O rpadpmKy B WHCIEKTOPE TSI OTKPBITHS JMAJTOTOBOTO
OKHa peflakTopa rpaduka. ITOT rpaduK MO3BOJUT BaM yIIPABJISTh aHU-
MaIei TpPUMEHUTETHhHO K 3HAYEHUTIO CKOPOCTH. [OpU30HTATIbHON OCH CO-
OTBETCTBYET BpeMsl (B CEKYH/IAX ), a BEPTUKAJIBHOI — 3HAUEHNE CKOPOCTH
(puc. 1.18).

Bbl MOsKeTe MIEJTKHYTH 110 JT000ii U3 MKOHOK ITPEAYCTAaHOBIEHHBIX KPU-
BBIX B HUJKHEM JIEBOM YTy OKHA JIJIsS CO3/IaHMS HAuaIbHON KPUBOT, yITpaB-
JIFIONIeN MHTEPIOJIIMeil cKopocTi 06beKTa. Bl MOKeTe TakKe IBasK bl
IEJKHYTh B JIIOOOM MeCTe BIOJb KPUBOIL, 4TOOBI 100aBUTh HOBbIE KOHT-
POJIbHBIE TOYKHU, YTO TTO3BOJUT YBEJIUYUTH KOHTPOJIb HAZl (POPMOIi KpU-
Bo. /laBaiiTe co3maM 3HAMEHUTHIN B AaHUMAITUU TUTT KPUBON — KPUBOH
Opocka ¢ majgeHueM. dTa KpuBas 10JKHA OYIET TOCTENEHHO YBEJIMYNBATh
CKOPOCTh 00BbEKTa B Havajle aHUMaIu (YCKOpPEHHe), a 3aTeM B KOHIIE
YMEHBIIUTh CKOPOCTh 00BEKTA 10 €ro MOJHOI 0CTAaHOBKH (3aMelJICHHUE).
Jlist Havasa, MCrosrb3y sk KOJIECHKO TIPOKPYTKH MBITITH, MOSKHO YMEHBINUTD
MaciTab KpuBoii, 4TOObI TOKa3aTh TOPU3OHTAIBHBINA OTPE3OK OT 5 CEKYH
¢ Havasla aHUMaIMK 0 5 CEKYHJ A0 KOHIlA aHUMallii. YOemIuTech, uTo
TepBbIe U TIOCIETHUE KITI0UEBbIe KaJPbl TOKOSI MOMEHTOB Hayasia u OKOH-
YaHWS aHUMAaIUK, COOTBETCTBEHHO, HAXOSITCS HAa TOPU3OHTATHHON OCH.
Taxke yoennTech, 4To B 06a MOMEHTA TOUKH KPUBOM PACIIONOKEHbI Ha OT-
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Puc. 1.18. NocTpoeHne aHMMaLMOHHOW KPUBOWA

Puc. 1.19. HayanbHasa aHMMaUnOHHas KpuBas
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MeTke () BepTUKAJIbHOM 0CH, YTO 03HAYAET, YTO CKOPOCTH OOBEKTA JOJKHA
ObITh paBHa 0 Kak HA HAYAJIO, TAK U HA KOHEIl aHUMAal[1u.

Q Korpa Bbl nepeTackvBaeTe ToUKM, yaepxuearnte knasuwy Ctrl, yutobbl nomec-
TUTb TOYKW HA JIMHUM CETKM.

Y1066l TOCTPOUTH KPUBYIO OPOCKa C TTajIeHneM, 106aBbTe HOBYIO TOUKY
KOHTPOJIS B IIEHTPE KPUBO#T (115 BpeMEHHU, PABHOTO 2,5 CEKYH/IbI) U Iepe-
TalUTe €€ BBEPX MO BEPTUKAIBHON OCH JI0 3HadeHUs 1, KoTopoe 6ymer
OTpaskaTh MAKCUMABHYTO CKOPOCTh J7Tst 00bekTa. Ecii ipu 1obaBieHnm
HOBOU TOYKHM KOHTPOJIST Ha KPUBOI 06PA30BAJICS YTOJI, HAPYIIAIONINI ee
TJIQIKOCTh, TO TIEJKHUTE MTPABOI KHOTIKOI MBITITH IT0 KOHTPOJTBHOM TOUKe
u BbIGepuTe oruio craakuBanus Free Smooth us xorrexcTHOTO MeHIO,
4TOGB! CIITAINTD KPUBYIO.

Q Bbl MOXeTe HaxaTtb knaBuily F ona nuasmeHeHusi paamepoB oTobpaxaemMoi 4acTtu
rpacdwvka Tak, 4Tobbl yBUAETb KPUBYIO LIESIMKOM.

Delete Key

Auto
Free Smooth
Flat

Broken
Left Tangent

Right Tangent
Both Tangents

Puc. 1.20. Co3paHue kpuBoi 6pocka ¢ nageHneM ajisi CKOpocTu
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[Tocne mocTpoernst KPUBOHM BBITIOJTHUTE TECTOBBIN 3aITyCK TPOEKTA
Unity u mpocmoTpute ahdekT Ha 3aknanke Game. C TOMOIIBIO KO/ U3
npumepa 1.4 ckopocTh 00bekTa OyIeT aHUMUPOBAaHa BO BPEMEHHU B COOT-
BETCTBWU C 33JJaHHON KpuBOW. MeTtox AnimationCurve.Evaluate mpuaMMa-
€T 3HaUYeHNEe BPEMEHN B KadecTBe MapaMeTpa (110 TOPU3OHTATHHON OCH)
1 BO3BpaIiaeT COOTBETCTBYIOIee 3HaYeHNe OT OCH I KaK TTPON3Be/ieHe Ha
CKOPOCTh. VICIob3yst aTy (DYHKIINIO, MBI CMOKEM OICHUTH JIOYIO Kpu-
BYIO [IJIsT TPOTPAMMHOM aHUMAaITIH.

Bonee noapobHyto nMHbopMaumio o meToae oueHku (Evaluate) MoXHO Haii-
™ B oduumanbHoin gokymeHtaumm Unity no agpecy http://docs.unity3d.com/
ScriptReference/AnimationCurve.html.

CooTBeTcTBYOWMIA NMPOekT Unity MOXHO HalTX B nmpunaraemMbix K 3TON KHUTre
darinax B nanke Chapter0O1/animation_curves folder.

BpaweHue 00beKTOB — aHUMaLUs C NMOMOLLbIO
conporpamMmm

Teneps paBaiite OMPOOGyeM APYroil MPOrPAMMHBIN CKPUIIT aHUMAI[HH,
UCIIOJIb3YIOIUI conmporpamMmbl (coroutines), (yHKIME 0COOOT0 BHUJA,
KOTOPbIE OYEHD MOJIE3HBI JIJISI CO3/IaHUS TUIIOB TIOBEJIEHUS, KOTOPBIE Pa3-
BOPAuMBAIOTCSI BO BpeMeHU. B 4acTHOCTH, MBI CO3/1a/INM CKPUTIT, KOTOPBII
MEJIJIEHHO U TJIABHO BpalaeT 0OBEKT, OCTABJISISE €T0 BCEr/[a MOBEPHYTHIM
JIUTIOM K TIeJW. DTO TIPUTOANTCS JIJIs CO3MAHMS BPAroB, KOTOPbIE BCET/A
CMOTPAT Ha TeOs, Bpallaioneiics opyAuiHoN GAIIHA WU JAPYrOTo HPEe/l-
MeTa, CJAESANIEro 3a 1esbio. CiesyeT moI4epKHyTh, YTO HY>KHOE HaM TI0-
BeJ/leHUe — 9TO He TOBeJIeHre MPU MCITOJIb30BAaHUH CTaHAAPTHOU (DyHK-
numn LookAt, koTopada mpu BbI3oBe Mertoja Transform.LookAt s3acraBissger
0OBEKTHI HEMEJIEHHO COPUEHTUPOBATHCS Ha 11€JIb. BMECTO 9TOTO MBI 3a-
IPOrPAMMUPYEM TaKOe MTOBEIEHIE, TIPH KOTOPOM OOBEKT MOCTOSTHHO Bpa-
MIAETCS C 33JJaHHON YTJIOBOW CKOPOCTBIO, IEPKACD JIUTIOM K IEJIH, KaK 9TO
nokazato Ha puc. 1.15. OObeKT, BOBMOKHO, 1 HE CMOKET YBUJETh CBOIO
11eJib B OIIpe/ieJieHHbIe MOMEHTDI, HO 6y[[€T BCET/la IIbITaTbCA CMOTPETH Ha
Hee. [ToBeteHne OyeT BKIIOYATH B ceOs1 MEJJIEHHOE BPAIIlEHE U TOBOPO-
TbI, JIJIs TOTO 4TOOBI YBUJETD 11€JIb, Tjie Obl OHA He HaXoujach. PaccMor-
pum npumep Koza 1.5 us daiima LookAt.cs.

Bonee noapobHyo MHGOpMaLMo O CONPOorpaMmax MOXHO HaliTV B obuLmaib-

Howm pokymeHTaumm Unity no agpecy http://docs.unity3d.com/Manual/Corou-
tines.html.
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Puc. 1.21. Kybuyeckuin 06bEKT BpalLLaeTcsl, 0CTaBasiCb IMLOM K chepe

Mpumep kopa 1.5. BpalyeHne nmuom K Lenun

using UnityEngine;
using System.Collections;
[ExecuteInEditMode]

public class LookAt : MonoBehaviour

{
//Cached transform
private Transform ThisTransform = null;

//Target to look at
public Transform Target = null;

//Rotate speed
public float RotateSpeed = 100f;

[/ ==
// Use this for initialization
void Awake () {

//Get transform for this object
ThisTransform = GetComponent<Transform>();

void Start()
{
//Start tracking target
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StartCoroutine (TrackRotation (Target));

//Coroutine for turning to face target
IEnumerator TrackRotation (Transform Target)

{
//Loop forever and track target
while (true)

{
if (ThisTransform != null && Target != null)

{
//Get direction to target
Vector3 relativePos = Target.position - ThisTransform.position;

//Calculate rotation to target
Quaternion NewRotation = Quaternion.LookRotation (relativePos);

//Rotate to target by speed
ThisTransform.rotation = Quaternion.RotateTowards (ThisTransform.
rotation, NewRotation, RotateSpeed * Time.deltaTime);

//wait for next frame
yield return null;

//Function to draw look direction in viewport
void OnDrawGizmos ()

{

Gizmos.DrawLine (ThisTransform.position, ThisTransform.forward.
normalized * 5f);

Comnporpammbl paboTaroT He Tak, Kak oObrarbie hyHKinn. OHu Beeraa
BO3BpaIafoT 3HaYeHWe THTIA [Enumerator U cozmep:Kart, o KpaiiHeil Mepe,
oauH oreparop yield. B orimure or 00BIYHBIX (DYHKIIUH, KOTOPHIE BbI-
IIOJIHAIOTCS IIOCTPOYHO, & 3aTEM 3aKaHUMBAIOTCS, I10CJIE YEro BBIIIOJIHE-
HUEe OCHOBHOW NPOrpaMMbl BO30OHOBJISIETCS, BBIIOJHEHNE COIPOrPAMM
BBITJISIIAT TaK, Kak OYATO OHU BBIIOJHSIOTCS MapalJIeJbHO ¢ ITPOIIECCOM,
KOTOPBIH X Bbi3Baj. OHM MTOXO0KHU HA TIOTOKHU M (DOHOBBIE MTPOIIECCHI,
XOTsI 1 6e3 TIPUMEHEHUsT MHOT03aIauHOCTH, U pabOTAIOT BMECTE C IPYTH-
MW TIpolieccamMmy. JTO JielaeT X MOJe3HBIMU JIJIsT aHUMAaITH, COTTPOTPaM-
MBI [TO3BOJISIIOT HAM OKUBUTH OOBEKTHI, U3BMEHUB X CBOMCTBA, B MOMEH-
TbI, KOT/la 3aIlylIeHbI IPYTUE IIPOIECCHI.
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CooTtBeTcTBYOWMIA NMPoekT Unity MOXHO HalTX B npunaraemMbiXx K 3TON KHUTre
darinax B nanke Chapter01/RotatingObjects.

Martepuanbl n penbedpHas aHumauus

Eime omuH oueHb TIOJIE3HBIN METO/I aHUMAIIUK — 3TO pejibepHass aHUMa-
mus (UV, nam mapping animation ), mpuMep ee TTOKa3aH Ha CJIeLyfoIeM
ckpuHmiore. OH 3aKI0YaeTCs B MPOrPAMMHOM M3MEHEHUN KOOPIWHAT
BEPIIIUH MeEMIA ¢ TEYEHUEM BPEMEHM C 3aCTaBJICHWEM WX CKOJB3UTDH T10
TEKCTYpe Ha MOBEPXHOCTH 00BhEKTA. DTOT METOJl HE U3MEHSIET MUKCeJIeH
TEKCTYPBbI, a UI3MEHSIET UX PACIOJIOKEeHe Ha TOBePXHOCTU. C MOMOIIBIO
pesibeHO aHMMAIK MOTYT OBITh CO3aHbl Takue 3((MEKTHI, KAk, HAPH-
Mep, TeUeHKe BOJIbI, MOTOK JIABbI, ABIKEHIE 00JAKOB, TYHHEIbHBIE a()-
ekt M MHOTOE nIpyTOE. PaccmoTtpum nipumep koja 1.6 (MatScroller.cs).

o *scone wn € Gome

Puc. 1.22. PenbedHasa aHMmMauns TEKCTYPbl MOBEPXHOCTHU
co3paet AsuxeHne 061akos, BOAb! UV NaBbl

Mpumep koga 1.6. NMpokpyTka matepmana
//CLASS TO SCROLL TEXTURE ON PLANE. CAN BE USED FOR MOVING SKY

using UnityEngine;
using System.Collections;

[RequireComponent (typeof (MeshRenderer))] //Requires Renderer Filter
Component
public class MatScroller : MonoBehaviour

{
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//Public variables

//Reference to Horizontal Scroll Speed
public float HorizSpeed = 1.0f;

//Reference to Vertical Scroll Speed
public float VertSpeed = 1.0f;

//Reference to Min and Max Horiz and Vertical UVs to scroll between
public float HorizUVMin = 1.0f;
public float HorizUVMax = 2.0f;

public float VertUVMin = 1.0f;
public float VertUVMax ;

Il
)
o
h

//Private variables

//Reference to Mesh Renderer Component
private MeshRenderer MeshR = null;

//Methods

// Use this for initialization
void Awake ()
{
//Get Mesh Renderer Component
MeshR = GetComponent<MeshRenderer> () ;

// Update is called once per frame
void Update ()
{
//Scrolls texture between min and max
Vector2 Offset = new Vector2((MeshR.material.mainTextureOffset.x >
HorizUVMax) ? HorizUVMin : MeshR.material.mainTextureOffset.x + Time.
deltaTime * HorizSpeed,
(MeshR.material.mainTextureOffset.y > VertUVMax) ? VertUVMin
MeshR.material.mainTextureOffset.y + Time.deltaTime * VertSpeed);
//Update UV coordinates
MeshR.material.mainTextureOffset = Offset;

ITOT KOJI MOKET OBITH MIPUCOEIMHEH K Melry 0ObeKTa JIJIsT aHUMAIHK
ero Marepuasa. /[y 3Toro ycraHoBUTe 3HaYeHUsI IlepeMeHHbIX HorizSpeed
u VertSpeed B MHCIIEKTOPE OOBEKTOB JIJIST YIIPABJIEHUST TOPU3OHTATIHHON
1 BEPTUKAJIbHOM CKOPOCTSIMU ITPOKPYTKHU MaTepuaJia.
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Puc. 1.23. YcTaHoBKa CKOPOCTM MPOKPYTKM Matepmana

MpoekT Unity ana aToro 3agaHns MOXHO HaANTX B NpunaraemMblx K 9TON KHUre
dalinax B nanke Chapter01/texture_animator.

[ApoxaHue kamepbl — aHUMaLMOHHbIE 3D PEKTbI

Ecyv BBI UTpasiv B UTPBI, cojiep:Kaliie HeJUTEeNPUsITHIE IECTBYS, TAKHE
Kak oGO WU CTPeTh0a, TO OJKHBI OBITH 9acTo BUAETH ahdheKT aposka-
HUST KAMEPBI, KOT/Ia epCoHaky 60mbHO. DhdekT apokanmst 106aBIseT
JpaMaTu3Ma M JMHAMWUKHN B jielicTBre. ITOTO addeKrTa aHuMaIuu JIeTKo
JIOCTUYb, OCHOBBIBASICh HA MPUHITUIIAX W UESIX, PACCMOTPEHHBIX B ATOMN
riase. PaccmorpuM npumep koza 1.7, Kotopblii MokeT GbITh J06aBJIeH
K JII00011 KaMepe CIeHbI 7Tt co3/ianmst ahderTa IpoKaHs:

Mpumep kopa 1.7. ApoxxaHmne Kamepsbl
using UnityEngine;
using System.Collections;

public class CameraShake : MonoBehaviour
{

private Transform ThisTransform = null;
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Puc. 1.24. OddekT opoxaHus kamepsbl

//Total time for shaking in seconds
public float ShakeTime = 2.0f;

//Shake amount - distance to offset in any direction
public float ShakeAmount = 3.0f;

//Speed of camera moving to shake points
public float ShakeSpeed = 2.0f;

// Use this for initialization
void Start ()
{
//Get transform component
ThisTransform = GetComponent<Transform>();

//Start shaking
StartCoroutine (Shake());

//Shake camera
public IEnumerator Shake ()
{
//Store original camera position
Vector3 OrigPosition = ThisTransform.localPosition;

//Count elapsed time (in seconds)
float ElapsedTime = 0.0f;

//Repeat for total shake time
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while (ElapsedTime < ShakeTime)
{

//Pick random point on unit sphere
Vector3 RandomPoint = OrigPosition + Random.insideUnitSphere *
ShakeAmount;

//Update Position
ThisTransform.localPosition = Vector3.Lerp(ThisTransform.
localPosition, RandomPoint, Time.deltaTime * ShakeSpeed);

//Break for next frame
yield return null;

//Update time
ElapsedTime += Time.deltaTime;

//Restore camera position
ThisTransform.localPosition = OrigPosition;

ITOT IPUMEP KOJIa UCIIOJIb3YeT COTIPOTPAMMBI JIJI CIyYaliHOTO KoJie-
GaHst KaMepbl B BOOOpaskaeMoil chepe, OIpeiesisieMOl ¢ TIOMOIIIBIO Tiepe-
MeHHOH Random, insideUnitSphere. YToGbI HCIOIB3OBATH ATOT KO, TPOCTO
[epeTanuTe CKPUIT Ha 00bEKT KaMepbl, u Briepe!

MpoexT Unity ana aToro 3agaHns MOXHO HalTU B nNpuaaraemMbiX K 3TON KHUre
dannax B nanke Chapter01/camera_shake.

NTtorm

B 51011 raBe aHmManus O6pIa pacCMOTPeHa aOCTPAKTHO, C TOYKH 3PEHIIST
MCKYCCTBA ¥ ¢ HAYYHON TOYKM 3peHust. Mbl TO3HAKOMUJIICH ¢ HanboJee
pactipoctpaHéHHBIME B urpax Ha Unity Tumamu anumaiuu. Kpome Toro,
MBI PACCMOTPEJIM HEKOTOPBIE OCHOBHBIE 33/1a41 U UJIEU IPOTPAMMHOI aHU -
MaIliH, B TOM YUCJIE BO3MOKHOCTD IMHAMUYECKOTO U3MEHEHUSI 00BEKTOB
C [I0MOUIBIO KO/Q, YTO 1103BOJIET OTOUTU OT IIPEJOIIPee/IEHHBIX 3apatee
AQHMMAIHIT, KOTOPBIM Oy/IET MOCBSIIIEeHa GOJIBINAS YACTh 9TOW KHUTH, XOTSI
B 9TOI1 IlaBe 3aKaHuYUBAETCs PACCMOTPEHUE IPOrPAMMHOM aHMMallUK KaKk
TaKOBOIi, HO TeM HE MeHee KOJMPOBAaHKUE U CKPUIITHI OY/IyT MPUCYTCTBO-
BaTh HA MPOTSLKEHUU GOJIBIIEN YaCTH TIOCJEAYIONIUX TJIaB 3TOH KHUTH.
B caiemytoneii riaBe, Mpo/10JIKUB CBOE Iy TEIleCTBHE, Mbl OKYHEMCS B MU
anuMaiun 2D-cripaiiToB.
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AHNMauns cnpanTamm

B aroit rnase mbl BxoguM B Mup anumManuu jiis 2D-urp B Unity, a kon-
KpeTHee B MUP aHUMAIHIT CIIPalTaMK U CBSI3aHHOTO ¢ HUMH OOIITMPHOTO
Habopa dyHkuuid. Eciu BbI mianupyere coszasarb 2D-Urpsl, Takue Kak
UTPBI C TOPUBOHTAIBHBIM CAAUJANHTOM WM UTPHI JIJIsT MOOMJIBHBIX TeJie-
(hOHOB, MK ecJin BbI CO3/IaeTe AaHUMHUPOBAHHBIE NHTEP(hENCHI T0H30BA-
tessg (GUI) u cucremsr Menio, To 2D-anumarius 3aiiMeT BaKHOE MECTO
B BAIIINX [TPOEKTAX.

Health Score 0
[ —

Puc. 2.1. Nrpa c ropn3oHTanbHbIM CNanguHrom B AeNCTBUN

[Ipesk/e yem HauaTh, ITO3BOJIBTE MHE OCTAHOBUTHCS HA BAXKHOCTH 2D -amu-
Malyy, ee oTandnsx or 3D-anumanuu, 4roObl ONPEAETUTh 3HAYUNMOCTD
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TOTO, C YeM MbI Oy/IeM UMETb JieJio B aToi raase. [Tox 2D (aBymst usmepe-
HUSIMW) ST UMEI0 B BUJLY TOJBKO OTIPE/IEJICHHBIN BUJ MPEJCTABIEHNUS, TO
ecThb BUJ 0030pa JiroOOil CIIEHBI ¢ NCTOIb30BaHUEM JIMOO OPTOTOHATBHON
KaMepbl, 1160 KaMepbl, TIOKa3bIBAOIIeH 0OBEKThI IIOCKUMH, HE TT03BO-
JISTIOTIEH TT0JIb30BATENI0 CMECTUTH TOUKY 0030pa U B3TJISIHYTh Ha CIICHY
oz ApyrumM yrioM. B atom cmbicie gaxke 3D-ciieHa MOKET GbITh YacThio
2D-urpbl, TOTOMY uTO 2D OTHOCHUTCS TOJIBKO K PEKIMY 0030pa CIICHBI ye-
pe3 KaMepy W He KacaeTcsl KaKuX-JM00 BHYTPEHHUX CBOMCTB cIieHbl. Tem
He MeHee OoJIblITast 4acTh Harell paboTsl B 2D Gyer cBsizaHa co crpaiir-
oOBbeKTaMu, 0COOBIMU BUAMU 00bEKTOB JIJIst 2D-UTp, Mo/IepKUBaeMbIMU
Unity. Utak, nasaiite Haurem. Harreil iesibto B 9TOH TiraBe OyayT co3jia-
HIle aHUMHUPOBAHHOTO CIIpaiiTaMi TIePCOHAKa, KOTOPBIN OeraeT 1mo ypos-
HIO, U BOCIIPOU3BEICHIE aHMMAINK ero Gera.

CnpainTbl, X UMNOPT N HACTPONKA

Cupaiir (sprite) — aro cremmanbibiii 2D-00bektT Unity. OH 1103BOJIsIET
0TOOPAKATH B CIIEHE UMIIOPTHPOBAHHYTO IIOCKYTO, PETYJISIPHYIO TEKCTYPY
Kak Obl HA KAPTOHHON OIOPe WM B BUJIE PEKJIaMHOTO IuTa. B urpax ¢ ro-
PUBOHTAIBHBIM CJAANIMHTOM CIIPANTDI UCTIOTB3YIOTCA U [ AHUMUPOBAH-
HBIX TIEPCOHAKEN, U /I peKBU3UTOB. [Ipumenenne 2D-cripaiiToB MOKHO
MPOMJIITIOCTPUPOBATDH HA MPUMepPe KHUTH € JBHKYIIUMHCSA KapTUHKaMHU
(flip-book), raie Ha xask 101t cTpanuie H306pakKEeH ACKU3 OJHOTO KJIIOYEBO-
ro Kajipa U YUTaTe/lb, OGICTPO TIEPETUCTHIBAST CTPAHUIIBI, HabT0aeT Ah-
dexr annmarn. Mcnoib3oBaHHbIE 3/1eCh OOBEKThI CIPARTOB BKIIOYCHDI
B IIpUJIaraeMble K aToil KHUTe (hailjibl, UX MOXKHO HalTH B rnarnke Chap-
ter02/assets. EcTp 11Ba criocob6a MIopTa u HACTPOIKM aHUMHUPOBAHHBIX
CHIPafiTOB, U B ATOM pasjeie Mbl paccMOTpuM ux oba. VTak, oTkpoiire
AKTUBBI U MMOBTOPSHTE MOM zieficTBUA. [laBaliTe HAYHEM C PaCCMOTPEHUS
JIBYX CMOCOGOB UMIIOPTA CIIPANTOB: UMITOPTA OT/ETBHBIX CIIPANTOB U UM-
MopTa aTjaca CrpaiToB.

Bonee noapobHyio MHdOpMaLMIO O conporpammMax MOXHO HalWTW B OHManH-

nokymeHTauum no Unity no agpecy http://docs.unity3d.com/ScriptReference/
Sprite.html.

OTpaenbHble cnpanTbl

Ecau BBl cozanm aHMMAIMOHHBIN CITPANT, UCTIOIB3YS OT/Ie/IbHbIE (haiiiibl
U300pakeHMI 151 KKIOTO KaJpa aHUMAIIMH, TO Il UX UMIIOPTA BBl MO-
JKeTe TIPOCTO MEPeTaninTh UX Bce cpa3dy B rmaHesb mpoekta Unity.
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Puc. 2.2. IMnopT aHMMaLUWOHHbIX CNanaoB 13 oTaeNbHbIX Gpainos,
coaepXawimx no 0 gHOMY Kagpy

ITpu aToM Kaxk bl (aiiy OyaeT UMIIOPTUPOBAH Kak 00bIYHAs TEKCTYpa
(puc. 2.3).

Jliist ipeoGpa3soBaHuUst MX B CIPANTDHI BBIOEPUTE BCE MMIIOPTUPOBAHHBIE
TEKCTYPBI B TIAHEJU TIPOEKTA. B MHCIIEKTOPE 00HEKTOB BBIGEPUTE OIIIHIO
Sprite st mapamerpa Texture Type. Yoenurech, 4TO pesKUM CIIPATOB
Sprite Mode ycranosiien B Single, Tak kak kaski0e oT/iebHOE H306pazKe-
HUe TIpeJICTaBsteT cOO0U OIMH Kap JJist 00IIEro cripaiiTa (OHOTO U TOTO
ke mepconaxka). Kpome Toro, nactpoiika Generate Mip Maps jomkHa
ObITh COPOILEHA [T YJIYUIIEHUST KadyeCcTBa TEKCTYp. V1 HAKOHEI, OIIist
Pivot jig crpaiita qo/pkHa ObITh ycTaHoBjieHa B Bottom, Hus — mecrto
PACIIOJIOKEHUST HOT OOJIBIIIMHCTBA CIIPAUTOBBIX EPCOHAKEN. DTO TOTOMY,
YTO HOTH — ITO TO, Y€M MEPCOHAXK KACAETCSI TOPUBOHTAIBHON ILIOCKOCTH,
U TaKoil BHIOOP MO3BOJIUT TIPABMJIBHO PACIOJIOKUTH €T0 B IIPEeIax CIie-
ubl. [Tocsie aTOr0 HasKMUTE HA KHOIIKY Apply /U151 TOTBEPIK IEHNSL.

[MoMHWTE, YTO Bbl HE AOMKHBI MPUMEHSATb HACTPOIKM CnpaiiTa oTAeIbHO AJ15 Kax-

[OW TEKCTYpbl. ITO OblI0 Bbl yTOMUTENLHO! BMECTO 3TOro Bbl MOXeETE BbiOpaTh
HECKOJIbKO TEKCTYP B MAHENN NPOeKTa 1 NPUMEHUTb HACTPOMKM Cpasy AJif BCEX.
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Puc. 2.3. UmnopT aHnmaumm 6era
ONs nepcoHaxa nrpoka B naHenb npoekta Unity

Stats | Gizmos

@ Inspector @ Lightmapping

S 12 Texture 2Ds Import Settings

Texture Type

Sprite Mode
Packing Tag
Pixels Per Unit
Pivot

Generate Mip Maps

Filter Mode

Default

Sprite (2D and UI)

| Single

|
‘100
l Bottom

]

| Bilinear

Max Size

Format

| 2048

| Compressed

Puc. 2.4. HacTtpoiika MMNOPTMPOBaHHbLIX TEKCTYP CNPanTOB
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Bot u Bce! ViMmopTupoBaHHbIe KaJpbl TEEPh HACTPOEHBI M TOTOBBI
K aHWUMAIIMK cripaiiTaMu B crieHe. Kak 3amyCcTuTh aHUMAIIITo, Mbl PACCMOT-
pUM B 3TOH Ke TJyiaBe To3Hee. Termepb MOCMOTPUM, KaK MMIIOPTUPOBATD
HECKOJIBKO MHOM BUJI CITpaiTa.

Atnac cnpauTtoB

WHora cipaidTsl yske coOpaHbl BMECTe Ha OJIHOM JIMCTE CIPAITOB, KOTO-
pblil HasbIBaeTCs TEKCTYpo# ataca (texture atlas). IpyruMu ciosamu,
BCe KaJIpbl B aHUMAI[K MOTYT ObITh MOMEIIEHBI B CTPOKK U CTOJOIBI OJI-
HOTO (haiia TEKCTYPHI, a He Pa3MeIaThCs B OT/IEAbHBIX (haiiyiax. ITOT BUL
JIMCTOB CIIPAlTOB TaksKe mojaepskuBaercs Unity, HO oH TpeOyeT HEKOTO-
POIi JIOTIOJTHUTEIBHOUN HACTPOWKH, B TOM UNCJIE U HA dTarle UMITOPTa.

Puc. 2.5. TekcTypa atnaca cnpainitos

Y T00OBI IMIIOPTUPOBATH ATJIAC CIIPANTOB, TIPOCTO MEPETAIIUTE TEKCTYPY
B maneJib poekTa Unity. Atirac OyeT UMIIOPTHPOBAH KaK OOBIYHBIN (haiisn
TekcTypbl. [locse MmopTa oH OSBUTCS B TTaHe U poekTa (puc. 2.6).

TMocsie UMIOpTa BB AOJIKHBI OyJleTe HACTPOUTH TEKCTYPY JJIsT padOThI
B KauecTBe cripaiita. UtoObI clie1aTh 9T0, BBIGEPUTE TEKCTYPY B TAHEU TPO-
ekTa. B uHcIiekTope 00beKTOB BhIOepuTe Sprite JIst OIIY THIIA TEKCTYPHI
Texture Type. 3atem BoiOepute Multiple st ormmuu peskuMoB cripaiita
Sprite Mode. 910 cOOTBETCTBYET TOMY, UTO (hailsl TEKCTYPBI COAEPKUT He-
CKOJTBKO KaJIpoB, a He ouH. OTriiounte diiaskok Generate MIP Maps jiist
ONTUMAJIBHOTO KAYeCTBA TEKCTYP, 4 3aTeM HAKMUTE Ha KHOTIKY Apply.



CnpanTbl, X MMMNOPT 1 HACTPOIKa

7
0‘0

=]

= .I;ro.j.ec:-t.

El console

® Animation

Create ~
V' Favorites
“LAll Materials
All Models
All Prefabs
All Scripts

robot

Assets

Vi Assets
&l Player
&

Puc. 2.6. No ymonyaHuio atnac cnpantos
MMMOPTMPYETCS Kak 0OblYHAsA TEKCTypa

= ®© Inspector | W Lightmapping .=
EizTEshe ﬂ robot_atlas Import Settings @ 2
| Cpen|
Texture Type | Sprite (2D and UI) ™
Sprite Mode | Multiple I 4|
Packing Tag "N
Pixels Per Unit 100
Sprite Editor
Generate Mip Maps O
Filter Mode | Bilinear ™
Default [ 3 D & e E E
Max Size | 2048 3|
Format | Compressed 5|
Revert || Apply

Puc. 2.7. NMoaroToBka TEKCTypbl atiaca
B MHCMNEKTOpe 0OBbEKTOB

Boibepure Multiple st onipn Sprite Mode, as nousits Unity, uto
B TEKCTYpe IPUCYTCTBYET HECKOIbKO KaipoB, Ho Unity elie e 3HaeT, rie
UMEHHO OHU HAXOJSITCS B TeKeType. YTOObI OTPeeuTh 9T0, MOKHO HC-
MOJIb30BaTh peaakTop cupaitos (Sprite Editor). Oror uncTpymeHT j10-
CTyIleH uepes Mmesuok Ha kHornke Sprite Editor B urcnekrope 00beKTOB,
KOT/[a TEKCTypa BHIOpAHA B MAHEU MPOEKTA. B IHATOrOBOM OKHe Pejlak-
topa crpaiito Sprite Editor Bb cMozkeTe BpYUHYTO TIPOPUCOBATH TPAHU-
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1B JIJIST KasK/IOTO CIIPAiiTa, MPOCTO MEPETACKIBAST PAMKY BOKPYT KasKIOTO
U3 HUX B M300paxkeHnu. Bol MoxkKeTe BOCIOJIb30BATLCS aJIbTePHATUBHBIM
MTOJIXO/IOM, aBTOMATHUECKN CTeHEpUPOBATh (hparMEHTHI CIIpaiiTa, 3a7aB
pa3mepsl IINTKU. B TexcType n3 aiiio, mpuaaraeMbiX K 3TOW KHUTE,
KaKIBIH CIIpaiiT nMeeT pasmepbl 512x512. [l ux pasmeneHus HaKMUATE
Ha KHOTKY Slice B BepxHeM JIEBOM YIJIy OKHA PelaKTopa CIpaiiToB Sprite
Editor.

Revert | Apply | I | Qmmmm—

Puc. 2.8. LLlenkHuTe no kHonke Slice B pegakTope cnpamnTos
ONa reHepauumn pparMeHToB crnpanTa

IMocJie HaskaTust Ha KHOIIKY Slice 11osiBJIsieTcs BCILIbIBAOIEee OKHO KOH-
urypupoBanus. 3arnosHUTE TapaMeTPbl pa3pesa 7Sl TeHepaiuu ¢par-
MEHTOB KaJIpOB 13 atjiaca. J{Jist TeKeTypbl poOOTa, IPeICTABICHHON 3/1€Ch,
tut Slice gossken O6biTh yeranossien Ha Grid (a He Automatic), Tak Kak
CIIPANTBI PACTIOJIOKEHDI B H300paskeHnH B Bule ceTKu. Pazmepnt 312x512
sagatorcs B noJjie Pixel, a onius Pivot gojpkHa GbITh yCTaHOBJIEHA B 110-
snoxxenre Bottom Ha ypoBeHb HOT TIepcoHaXka.
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Sprite Editor

Slice #| Trim

Type | Grid = |.
Pixel Size X?Y I
Offset wao ¥ |0 ]
Padding x0 v[o

Pivot | Battomn s |]

Puc. 2.9. TeHepaums cnaioB n3 cCeTku

ITocne Haxarua Ha kHonky Slice Bo BeiuibiBatomeM okue Slice Unity
MOZIEJTUT TEKCTYPY aTjiaca Ha OTAEeIbHbIE CIIPANTBI, KAKIBII U3 KOTOPBIX
Oyner okaiiMiieH BhIOpaHHOI rparuieil. [Tpu HeoOXOAUMOCTH BbI MOKe-
Te BBIOPATh (hparMeHT U U3BMEHUTH €T0 HACTPOMKH. [yt TeKCTypBI po6o-
Ta cjlefaHHoe pa3bUeHue MOAXOUT, TI0ITOMY Ha)kMHUTEe KHOMKY Apply
B BepXHell IaHeJIM OKHA pegakTopa cipaiitos Sprite Editor.

Sprite
Name robot_atlas_13
Position X|512 Y0

H 512

Border TO
h RO B O

Pivot | Bottom
X105

Custom Pivot

¥ 0

Puc. 2.10. ®parmeHTbl cO3aaHbI

Hasxarue kuonku Apply B OKHe pefakropa CripaliTOB IIPUBEJET K Te-
HepaIuu TOCJAe0BATEIbHOCTA 00BEKTOB CIIPAUTOB, KOTOPBIE TTOSIBSITCSI
B [IAHEJIU TIPOEKTA B KAYeCTBE HE3aBUCUMBIX CyObEKTOB, TOTOBBIX K aHU-
Maluu.
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Puc. 2.11. CreHepmnpoBaHHbIE N3 TEKCTYPbI aTnaca cnpanTbl
roTOBbI K aHMMaLUnn

AHMaUNS1 C NOMOLLLIO CNPaNToB

ITocsie TOToO Kak BbI UMIIOPTHPOBAIU HAOOP 00HEKTOB CIIPANTOB (HE UMeeT
3HAUEHMsI, KaK OT/IeJIbHbIe M300PaKEHUST UM KAaK TEKCTYPY aTjiaca), Bbl
TOTOBDI 3aIlyCTUTH aHUMAIHIO C UX y4YaCTHUEM. CILCJIBTI) 9TO O4Y€Hb ITPOCTO,
1o KpaiiHeil Mmepe Ha HavaabHOM 9tare. Ha manenu npoekra Unity Bbibe-
purte BCe CHpafITbI, BXOAAIIME B ITOJTHYIO ITOCJEI0BATEC/IbHOCTD aHUMAI[UH,
a 3aTeM IepeTalliTe UX BCe BMeCTe Ha IaHesn uepapxuu ciensl. [lepe-
TACKMBaHUE MX HA 3aKJIAJIKY CIIEHBI MU 3aKJIAJIKy UTPhI He CPabOTaET; NX
HY’KHO MEPeTANUTh UMEHHO Ha Tanesb. Hampumep, meperamure moce-
JIOBATEIbHOCTD aHUMaIiy Gera urpoka (13 GailyioB 3TOH KHUTH) B CIIEHY.
Ecmu BB caemaere 510, Unity 0ToOpasuT AuaioroBoe OKHO COXPaHEHMUsI
Save, nipeqiaras Bam co3iaTh HOBYIO IIOCJIE0BATEIBHOCTD AHUMAIIUHU AK-
tuBa (baiiy ¢ pacimperreM .anim). 3agaiite nmg daiina anumanuu (Ta-
KOe, HarpuMep, Kak PlayerRun.anim) u 1eJiKHUTE 110 KHOTIKe Save.

B ciene Oyjer cosmat 06beKT clpaiiTa, OH J0JKEH CTaTh BUAMMbBIM Ha
BKJIQJIKaxX CLeHbl ¥ UTPbl. Ec/u 9T0 He Tak, yOeaurech, YT0 00bEKT pac-
[IOJIOJKEH B TI0JIe 3peHust Kamepbl. 1 910 Bce, 4TO HYXKHO [IJisI CO3/IaHUS
HAYAJIBHOU TIOCJIEI0BATEIbHOCTH aHuMaluu. Eciu Bbl mporectupyere
Ballly CI[EHY, TO BAlll IEPCOHAXK OY/IeT AaHUMUPOBAHHBIM, BbI JIOJIKHBI YBU-
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Assets » Player

£, g @L@

I player_run_0..  player_run_0..  player_run_0..  player_run_0..  player_run_0.. player_run_0..  player_run_0. player_run_0..  player_run_o..

& B &0

player_run_0..  player_run_0..  player_run_0.. PlayerRun

Puc. 2.12. NepcoHax nrpbl n3 Habopa kagpoB

JIeTh BCe N300pakeHUs TTOCAE0BATEBHOCTH. ITO paboTaeT MOTOMY, 4TO
Unity BBITIOJHWJ PSIJI Ar0B KOHMGUTYpUpOBaHus 3a KyJjucamu. B vacrt-
voctn, Unity co3gano HOBBIM akTuB Animation Clip (.anim), KOTOpbIi
OTIpE/IeISIeT KITF0UEBYIO MOCJI€e0BAaTENbHOCTD Ka/poB. Bo-BTophix, Unity
co371aJI0 KOHTpoJiep Mecanim 71T 3aITycKa BOCITPOU3BECHNUS] aHUMA-
UM TIPU BXO/I€ B YPOBEHD W JIJISI YIIPABJIEHUS CKOPOCTBIO BOCITPOM3BE-
nenust. B-tperbux, Unity 106aBUI0 KOMIIOHEHT aHUMaTOpa K OOBEKTY
crpaiita B ciieHe, 4ToObl CBA3aTh OOBEKT € €ro JaHHBIMU 110 aHUMAIUH.
OpHAKO CO3IaHHasl [0 YMOJYAHUIO aHMMAIKs], BOSMOXKHO, paboTaeT He
TakK, Kak Bbl XOTeJW. B mocenyonux paszensax Mbl YBUJIUM, KaK Mbl MO-
JKEM HACTPOUTH aHUMAIUIO.
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AHumMauumsa cnpaTaMmu C/AMLLIKOM MepaJieHHas
WU CNUWKOM ObicTpas

Ecom Bamma anmManust cipaiiTaMu BOCIIPOM3BOIUTCS CIUIIKOM GBICTPO
WJTH CJTUTITKOM MEJITEHHO, TO BBl IOJUKHBI OYIeTe OTPeaKTHPOBATh Ha-
rpaMMmy crpaiita uHcrpymeHTa Mecanim (uHcTpymeHT Mecanim Oyzer
MOAPOOHO OTHCAaH B TOCTIEAYIONHX riaBax). CKOPOCTh aHUMAIUU JIJIsS
CTIPANTOB MOXKET OBITH N3MeHeHa OBICTPO U JIETKO. J[JIsT TOCTUKEH S HTOT
e BeiGepure 0OBEKT cipaiita B ciieHe. B urcmekTope 06bheKTOB ABaXK-
IbI mieJKHITe Ha akTis Animation Controller BHyTpu ciora Controller
KOMIIOHeHTa Animator.

¥ .~ Transform L %
Fosition ¥ 0 Y0 Z(0
Rotation X 0 Y 0 Z o0
Scale X[1 Y1 Z|1

v . [¥ sprite Renderer #,
Sprite - player_run_0002: @
Color —
Material U Sprites-Default | @
Sorting Layer | Default ™
Order in Layer a

v 3o [ Animato 3%,
Controller o player_run (00027
lone (Avatar)™ o
Apply Root Mation [
Update Mode [Mormal &
Culling Mode | Always Animate ™

Clip Count: 1
Curves Pos: 0 Rot: 0 Scale: 0 Muscles: 0
(1) Seneric; O PP 1
e Curves Countt 1 Constant: 0 (0.0%)
Dense: 0 (0.0%) Stream: 1 (100.0%)

[ Add Component

Puc. 2.13. JocTtyn k akTey Animation Controller cnpanta

JlBoiiHoii mesdok 1o akTusy Animation Controller cripaiita BbisbiBaet
auarpammy wHCTpyMeHnTa Mecanim s cripaiita. 13 Hee MoxkHO yripas-
JIITh CKOPOCTBIO AHUMAITUH. DTa [UarpaMMa COEPKUT HECKOJIbKO Y3JI0B,
CBSI3AHHbIX BMECTE.

B auarpamme Haxmute Ha ysea PlayerRun (1o ymMordanuio), KOToOpbIii
MPEJICTABJISIET B IMArPaMMe CIIPART aHUMAIH, YTOOBI BHIOPATh €ro U TIpo-
CMOTPETH €ro CBOMUCTBA B MHCIIEKTOPE 0OBEKTOB. B imarpamme cripaiita st
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# Scene. € Game £ Animator |

| Layers || parameters ®  Base Layer Auto Live Link |

Player/player_run_00021 cont:

Puc. 2.14. Anarpamma nHctpymeHta Mecanim
ON9 aHUMMPOBAHHOIO cnpanTa

WUTPOKA CIIPAKT rpaduKoii (BXOAUT B UUCJIO COITPOBOINTENLHBIX (DANIIOB /IS
ATOU KHWUIM) MPEACTABIsIeT COOOI MOJIHBIN MUK aHuMaIin Xoabobl. CKo-
POCTh aHMMAITUK PErYJIUPYETCst ¢ MOMOIIBIO TTapamerpa Speed. 3HaueHue
0 — ocranoBKa, 3uadenue 1 — CKOPOCTD 1O yMOTYaHuio, 3HavYerue 0,5 — 1mo-
JIOBUHHAST CKOPOCTD, 2 — JIBOIHAsI CKOPOCTD U T. JI. Ecyii anuMariust cJiuii-
KOM MeJIJIeHHasi, TO yBeJNYbre 3HaYeHNe CKOPOCTH, U €CJIM OHA CJTUIITKOM
OBICTPast, TO YMEHbIIINTE 3HAYEHIE CKOPOCTH. J[JIsl MOETo UTPOKA aHUMAIIH
MePCOHAKEN s YCTAHOBHJI CKOPOCTH JI0 2 — ¢ yIBOEHHOI ckopocTbio. [Toce
TOTO KaK Bbl 3aKOHYHTE, TIPOCTO 3AITyCTUTE UTPY, YTOOBI yBUAETH 9(PQEKT.

= o Inspector 4 Lightmapping =
PlayerRun o,

Foot IK el
Write Defaults %)
Mirror |-
Transitions Solo Mute

List is Empty

Add Behaviour

Puc. 2.15. Ul3meHeHne CKOpoCTM aHMMaLmnmn
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AHMMaUuMa OoMmKHa ObITb LMUKINYHOM

[To ymosganuio cripaliT aHMMAIUMM 3aIUKJIEH, TO €CTh BOCITPOU3BOIUTCS
cHOBa 1 cHoBa 6e3 KoHIla. Koraa BocrpousBseieHne aHuMaliy 3aBepIiaeTt
IIUKJI, OHO TIPOCTO BO3BPAIIAETCS K HAYAY, U TPOUCXOIUT HOBOE BOCIIPO-
n3BeieHre. ITO UMEHHO TO, YTO BaM HY’KHO B HEKOTOPBIX CJIy4asixX, HO He
Bcerzia. MIHOT/1a BaM HY>KHO BOCITIPOM3BECTH aHUMAITUIO TOJIBKO OJIUH Pas,
a 3aTeM OCTaHOBUTH. Ecim aTO Tak, BaM HYKHO TIOJYYUTH JIOCTYII K JIaH-
HBIM aHUMaInuu (OHW HAXO/ATCS BHYTPU aKTHBA .anim) U OTKOPPEKTH-
poBatb ux cBoiicTBa. UT06bI cle/aTh 9T0, BRIOEPUTE aKTUB CIIpaiiTa aHM-
Mallii B IIaHeJu IPoeKTa. AKTUBBI aHMMAIlUK [oMeYeHbl HKOHKOI Play
1 UMEIOT UMSI, KOTOPOE BbI TPUCBOUIIN WM TIPU UX CO3/IAHUU.

& Project | El console © Animation

Create 7|

| Assets - Player

player_run_0.. player_run_0.. player_run_0.. player_run_0..

—

player_run_0o.. player_run_o.. player_run_0.. PlayerRun

L Playerrun.anim

Puc. 2.16. Bbibop akT1Ba aHMMaLmnm

ITocne BoiGopa akTuBa cOpockre duaxkok Loop Time B uncmekrope
06bekToB (puc. 2.17). Temneps 3amycrure urpy, 1 aHuMaIust Oyaer Boc-
Mpou3BeieHa TOIBKO OJIMH Pa3.

Kaﬂ,pbl BOCNpPOuU3BOOSATCA B HenpaswuJibHOM nopsaanke

Ecau Bamm cripaiiT aHmMannm uMeeT MHOTO KaJpoB, TO, BO3MOKHO, Unity
PACIIOJIOKHUT UX IIPU TeHepalnn aHuMallii B HEIIPAaBUJbHOM IIOPAIKE,
B Pe3yJIbTaTe Yero HEKOTOPbIE KAJIPhI CTAHYT ITOSIBJISTHCS PAHbIITE UJIH 1103~
JKe Hy’KHOTO MOMeHTa. ECJiv 5T0 Tpou30ii/ieT, BbI J0JKHBI OyIeTe OTPeIaK-
TUPOBATh CaMU JIJaHHbIE aHUMAIMK B OKHe Animation. 9TO OKHO MOXHO
OJIy4YnTh, nepeiias k Window — Animation B riiaBiom menio (puc. 2.18).
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Cycle Offset

Curves Pos! O Rot: 0 Scale: 0 Musclas: 0
Generic: 0 PPtr: 1

Curves Total: 1, Constant: 0 (0,.0%) Dense: 0
(0,0%) Stream: 1 (100,0%)

2.2 KB

Puc. 2.17. C6poc dnaxka 3aumKimBaHms

npm 0 AHOKPATHOM NMpPouUrpbiIBaHNMM aHnMaummn

ORAS =Bl [ervet[6

# Scene
| Create 'l arAll Shaded

Hierarchy

File Edit Assets GameObject Component |ﬂindcrw | Help

MNext Window

Directional

Main Camera

player_run_000Z21

Layouts

Light Scene

Game

Inspector

Ctrl+Tab
Previcus Window Ctrl+Shift+ Tab

Ctrl+1
Ctrl+2
Ctrl+3

Animation [

Hierarchy Ctrl+4
Project Ctrl+5
Ctrl+6

Profiler
Audio Mixer
Asset Store

Version Control
Animator Parameter
Animator

Sprite Packer

Lighting
Occlusion Culling
Frame Debugger

Mavigation

Conscle

Puc. 2.18. Jloctyn k okHy Animation

Ctrl+Shift+C

Ctrl+7
Ctrl+8
Ctrl+9
Ctrl+0
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ITpu oTkpbiToM OKHe Animation BbiOepuTe 0OBEKT CIpaiita B CIICHE,
U €ero aHUMAI[MOHHbIC JaHHBIE aBTOMATHYECKH OYAYT OTOOPakeHBI Ha
BpeMeHHOHU mikase. [paduk comepxut B cebe BeCh MEPUOJ aHUMAIINH,
OT Havaja u 10 KOHIa. POMOOBU/IHBIE CUMBOJIbI, PABHOMEPHO paciipe/ie-
JICHHBIE TI0 TIKaJIe, MPEICTABIISIOT COO0N KIOUEBbIE KaJPbl, B KOTOPBIX
CMEHSIOTCST M300paKeHUsT CIIpaiiToB. Bbl MojkeTe BHIOPATh KOHKPETHBII
KJTIOUEBOH KaJip Ha BPeMEHHOII TITKaJje, MEeJKHYB 0 HeMy. 3aTeM BBl MO-
JKeTe MPOCMOTPETh €T0 CIPAUTOBBIE CBOICTBA B MHCIIEKTOPE OOBEKTOB.
Ha puc. 2.19 st npuMepa mokasaxo moJie Sprite co sHaueHuem player
run_00013 1151 MmomenTa Bpemenu, pasaoro 0:06. ITosie Sprite Boizeneno
KPaCHBIM B MHCIIEKTOPE O6'beKTOB, ‘-ITO6I)I TIOAYEPKHYTD, YTO I1OJIE aHUMU -
POBAaHHOE U M3MEHSIETCS C TECUEHUEM BPEMEH.

* Scene | € Game 28 Animator = © Inspector | Qe ing -
Lleaies <[ 20 % <) | & - e — S L S S

Tag | Untagged + Layer [Dsfauls o
¥~ Transform -
Position x[o Yo 20

Rotation X0 Yo z0
Scale

55 ClAnimator FE
Contraller player_run_00021 e
Avatar one (Avatar) e
Apply Root Motion o

Update Mode
Culling Mode

Clip Counts 1
() Cutves Pos: 0 Ret 0 Scale: 0 Muscles: 0 G
@ & i 1 Canstants 0 (0.05%) D

|© Animation
o

el O]
12

Puc. 2.19. NMpocMOoTp KIIOYEBLIX KAAPOB A8 aHMMaUUM cnpantamm

Boibpas kioueBoil Kajap rpaduka, B KOTOPOM HAXOAUTCS TO M306pa-
JKEHeE, KOTOPOe He J0JKHO OBITh MOKA3aHO B 9TO BPEMS, BBl MOXKETE 9TO
JIETKO WICTIPaBUTh, HAKaB Ha moJie Sprite B WHCIEKTOpe 0OGHEKTOB U BbI-
6paB HOBBII cripailT B Gpaysepe crpaiitos. Unity aBToMaTHYeCKH BHECET
HY’KHBIE U3MEHEHUs, W BHIOPAHHBII BaMU CIIpaiiT Gymer oTo6pakaThes
B 9TOM KJIFOUEBOM KaJIpe.
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Select Sprite n

@l
Assets = Scene —

) >

Mone player_run.. player_run.. player_run... player_run..

player_run.. player_run.. player_run...

player_run.. player_run.. player_run.. robot_atlas.. robot_atlas..

=) =) £ P P v

player_run_00013

Sprite

(512x512)
Assets/Player/player_run_00013.png

Puc. 2.20. icnonb3oBaHue 6pay3epa crnpanToB
LN KOPPEKTUPOBKN KaApOB aHMMaLNU

NTorun

B »10i1 r1aBe paceMorped obummpHbiii Habop 2D-dyHkiuii Unity, uc-
HOJIb3YEMBIH 1151 CO3aHMs aHUMaIuu crpaiitamu. CrpaiiTbl MOTYT ObITh
MMIIOPTUPOBAHbBI KaK KaJp 3a KaJpPOM U3 OTJEJIbHBIX (hailJIoB, TaK U Kak
TEKCTypa aTJaca, cojepskaiias Habop Kaapos. B moboM ciydae, Kaapbl
JIEFKO MOTYT OBITh COOpaHbl B aHMMAIIMOHHY O TIOCJIEI0BATEIbHOCTD, 8 HH-
CTPYMeHTHI co3zanusi aHuManmu Unity (Takme kak cucrema Mecanim
U OKHO aHMMaIlM1) MOTYT ObITh HUCIIOJB30BaHbI ISl PelieHus: HanboJiee
pacipocTpaHeHHbIX MPOOJIEM, TAKMX KaK HACTPOIKA CKOPOCTU aHUMAIINH,
3aIMKJIMBAaHUE U TIeperyTaHHble KaJpbl. VICrob3yst akTHBBI, ONUCAHHBIE
B 9TOI1 IJ1aBe (B TOM YMCJIe aKTUB MIEPCOHAKA UTPOKA), BBI TETIEPh CMOJKe-
Te 6bIcTPO U d(PHEKTUBHO CO3/1aBaTh AHUMUPOBAHHBIN IEPCOHAMK UTPOKA.
Kpome Toro, BbI MOKeTe HCII0JIb30BaTh CKPUIT Mover, CO3/[aHHbIi B IIpe-
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[[bIlIyH.IefI TjaBe, AJiiAd epeMenieHnsa aHNMMHUPOBaHHOTO CHpaIL/,ITaMI/I O6'b-
eKTa BJOJb CIEHBI, OTHOBPEMEHHO BOCTPOM3BO/I AHUMAIIHMIO O€era, uTo
MPUACT TIPOTIECCY Gera 3aKOHIEHHOCTD. 3aBEPITEHHBII TIPOEKT, KOTOPBII
JiesIaeT BCe 3TO, HAXOAUTCS B MPIJIOKEHHBIX K KHHUTe dafiirax B marmke
Chapter02\AnimatedChar. B caemxytomeii rmaBe okHo anuMaru Unity,
a TaksKe W IPYTHE MHCTPYMEHTHI OY/IYT PACCMOTPEHBI H0JTee METATBHO.



[NaBa

00 0000000000000 000000000000000000000O0COCC

BcTpoeHHas aHnmauns

[Tpunoxxerne Unity He paccMaTpuBaeTcst KaK MHCTPYMEHT JJIsT CO3/JaHMs
KOHTEHTa, a CKOpee KaK KOMITO3UIMOHHBIN WHCTpyMeHT. Unity sHaror
KaK MTPOBOH JABUIKOK (game engine), B KOTOPOM TIPe/BAPUTENBHO CO3-
JaHHbIE AKTUBBI (AKTUBBI, C/IEJTAHHBIE B APYTUX MPUIOKEHUSIX) UMIIOP-
TUPYIOTCSI M HACTPAUBAIOTCA MPpU co3fianuu urp. OHaKo, HECMOTPST HA TO
YTO 9TO B 3HAUMTENIBHOU cTerenn BepHo, Unity npejsaraioT 1 NIMPOKUN
CTIEKTP WHCTPYMEHTOB CO3/IAHNST aKTUBOB, OCOOCHHO JIJIST aHVMAIIUH. DTH
WHCTPYMEHTBI Ha3bIBAIOTCS BCTPOEHHBIMU (YHKITMAMHU aHuManuu. OHu
BKJIIOYAIOT B ce0s1 CIIeyronee:

O Peaakrop anumaiuu Unity (Unity animation editor) s anuma-
1[I TBEP/IBIX TeJI, HAPUMED JIJIsT CO3/IAaHUsT OTKPBIBAIOIIEICS Be-
pH, JleTaloneit kaMmepsl, maaT(opMbl JTITa U TPOYETO;

O Cucrema yactun Cropukan (Shuriken particle system) ajs cosna-
HUST IOXK/Is, CHera, (heilepBEPKOB, UCKP U B PYTOIl HEMATePHUAJIb-
HOU aHUMAIIMH CO MHOKECTBOM JIBUKYIIIUXCS YACTHIL.

O6a aTux HHCTpyMEHTa GY/IyT PACCMOTPEHBI B 3TO# TIaBe.

OKHO aHMMaunn - Cco3AaHMe NOAeTa

Oxkno auumaiuu (Animation window) — 9T0 TOJHO(DYHKIIMOHATIBHBII
PENaKTOP AaHUMAIIUH, TPEIHAZHAYECHHBI JIJIST CO3IaHUS TPEIBAPUTETHHO-
ro CclieHapus aHUMAaI[K, CoJepsKaliero B cebe Habop YMCAOBBIX 3HAYEHUN
CBOICTB 00'bEKTA UTPhI, TAKIX KAK TIOJI0KEHIUE, TOBOPOT U MACIITAO, B KJIHO-
4eBBIX Kajipax. Kopoue roBopsi, OH TI03BOJISIET BBITTOTHITh aHUMAIIUIO 00b-
€KTa UT'PbI BO BPEMEHU, XpaHda JTaHHbIE 06 aHMallul B BUJI€ OTAEJIBHOTO
HE3aBUCHUMOTO aKTUBA, KOTOPBIN HA3BIBAETCS KJIMIIOM aHUMaIuy (anima-
tion clip), B manenu npoexTa. Eciiu BB XOTHTE CO3/aTh OTKPHIBAIOIIHECST
U 3aKPbIBAOIIIECS TIOBOPAYNBAIOIINECS HA TETIISIX ABEPU, JABIIKYIIYIOCS
BBepX U BHU3 MaThopmy G Ta, BPAIAIOIIUECs MOJIbI, eYIITHe aBTOMO-
OuJIn, JIeTSIe BPasKecKrue KOCMUYecKue Kopabyu WK YTO-TO elle Mo-
ITOOHOE, TO OKHO AHUMANUS — 3TO UMEHHO TO, YTO BaM HY’KHO.
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Jliist jemMoHcTparun paboThl OKHA aHUMAI[K MbI CO3/Ia/IUM JIETAIOIILY 0
Ha/l JaHamagToM Kamepy. BakHO OTMETUTb, 4TO HaGOp MHCTPYMEHTOB,
KOTOPBIN MBI ITPOJIEMOHCTPUPYEM, YHUBEPCATIEH U MOKET OBITh HCIIOJIb-
30BaH HE TOJIBKO IIPH CO3JAaHUU JIeTalonleil Kamepbl. Bol Moxkere 6o
HCIIOJIb30BaTh CBOU COOCTBEHHBIN JIaHAIIA(T, €CJIU OH Y Bac €CTh, JHOO
OTKPBITh HAYaJbHBIN MPOEKT /IS 9TOTO Pa3ziesia, KOTOPHIN BXOAUT B CO-
TTPOBOSK/IAIONIIE 3TY KHUTY (hailrbl M HaxomauTcs B manke Chapter03/Fly-
ThroughStart. Ecain y Bac ecTh JanamadT u kamepa, TO BbI TOTOBBI U/ITH
JaJibIie.

# Scens € Game =
| Free Aspect -| | Maximize on Play | Mute audio | Stats  Gizmos -

Puc. 3.1. CospaHne nangwadTta ons nonera kamepsbl

3aKoH4YeHHbIVi NPOEKT AJ1f 9TOro pasfena MOXHO HalTK B npuiaraemMblix K 3ToWn
kHure darinax B nanke Chapter03/FlyThroughEnd.

YT106bI OTKPHITH OKHO aHMMAIUU /IS CO3JAHKMSA KJIOUEBBIX KaJIpOB
anumanuu, nepeiianre B Window — Animation 13 riaBHoro Mmexio (Wjm
naxxmure Ctrl+6 Ha xinaBuarype), puc. 3.2. Yi10cToBepBETECh, YTO Bbl BbI-
Opasiv Animation, a #e Animator.

C OKHOM aHMMalUH JIydlle Bcero paboTaTh B FOPU3OHTAJIbHOM BbI-
PaBHUBAHUM, TOITOMY s, KaK MPABUJIO, 3aKPEILISIO OKHO B HUKHEH YacTh
unTepdelica, Mo BKIAIKAMU UIPLL ¥ CLEHbL. YTOOBI ¢IeIaTh 9TO, IIPOCTO
repeTaniuTe OKHO aHNMAIIUK Ha 3aTOJIOBKH BKJIAJOK TTAHEN TPOEKTa NN
001acTH KOHCOJIN.
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File Edit Assets GameObject Component Mobile Input | Window @ Help

:I:: ol Pivot $ Local Mext Window Ctrl+Tab

— #scene |' € Gan; Previous Window Ctrl+Shift+Tab

Free Aspect

Layouts
WaterBasicDaytime
Main Camera Scene Cirl+1
“llazl Game Ctrl+2

Terrain Inspector Ctrl+3
Hierarchy Ctrl+4
Project Cirl+5
Animation Ctrl+6
Profiler Ctrl+7
Audio Mixer Ctrl+8
Asset Store Ctrl+9
Version Control Ctrl+0
Animator Parameter
Animator
Sprite Packer
Lighting
Occlusion Culling
Frame Debugger
Mavigation
Console Ctrl+5Shift+C

Puc. 3.2. ﬂ,OCTyI'I K OKHY aHnMaunn n3 OCHOBHOIO MEHIO
3 Project E console | @ Animation .
e > M| K |O 4
. - #| Sarnp!e -—Z-El
I Add Property |

Dope Sheet Curves Rl ——

Puc. 3.3. 3akpenneHne okHa aHUMaLMn B HUXHEN 4acTu nHTepdeinca
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Jliist co3aHmsT KJIIOUEBBIX KaPOB aHUMAIMK 00bEKTa UTPhI BEIOEPHUTE
00DBEKT Ha CLIEHE WJIK 110 €r0 UMEHU B IIaHeJU UePapXuu. 3aTeM HaKMUTE
Ha kHoKy Add Property B okte anumanuu. [7ist co3laHust aHUMUPOBaH-
HOU JieTaroleil KaMepbl BBIOepUTE KaMepy CIIeHbI, a 3areM Haskmute Add
Property n3 oxna annmaru. [Tocse Toro kak Bbl Ha)Kajan Ha 3Ty KHOTI-
Ky, Unity BbIBeieT AMATOTOBOE OKHO JIJIST YKAa3aHUS MECTOPACTIONOKEHUST
B TMMamKe MPOeKTa JAHHBIX aHUMAIuu (KIUTMa aHUMAIluW), 3aJlaHus €To
VMEHH U TIOATBEP:KAeHus . 3ajaiite uMst anuMaiuu CameraFlyAnim.anim
u BbIGepuTe Manky Assets, He cOXpaHsist 9TOT (ailJl B KOPHEBYIO IMAlKy
TIPOEKTA.

< Create New Animation
T .« FlyThroughEnd » Assets » v & Search Assets 2

Organise ~ Mew folder = -
B Mame Date modi..  Type Size

] . Editor File folder

J Standard Assets File folder
L4
€
3
=
L]
v
File name: | CameraFlyAnim|anim v
Save as type: | anim (*.anim) v

= Hide Folders Cancel

Puc. 3.4. Co3pgaHue akTmBa HOBOIro aHUMaLIMIOHHOIO Knvna

[Tpn cospannm HOBOTO aHMMANMOHHOTO KymTia Unity mponsBeseT He-
CKOJIbKO JIeHCcTBMI 3a Kysancamu. Bo-niepsoix, Unity codmact aBa akTu-
Ba: aKTHUB aHWMAITMOHHOTO KJnma (CoAepsKaliiil JaHHBIe BCEX KJIoUe-
BbLIE KaJ[POB) M aKTUB KOHTpoJutepa annmarmn (Animation Controller),
SIBJISTIOIINICS TPUBSI3KOil K cucreme Mecanim. Kpome Toro, K 00beKTY
KaMmepbl Oyzer pobaBieH KoMIoHeHT AuuMaTop (Animator), KOTOpbIi
CBSI3aH C aKTHMBOM KOHTPOJJIEPA aHWMAIIH, KOTOPBIi, B CBOIO OYepelb,
OTBEYaeT 32 BOCIIPOU3BeIeHNE JaHHbBIX KJIUIa aHUMAINN aBTOMAaTHIeCKN
mpu 3arpyske crennl. [Toapobiee crucrema Mecanim 6yzieT paccMoTpena
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© Animation

. Assets -

Editor Standard A.. % CameraFly.. Main Came.. ‘Mew Terrain  terrainscene

Puc. 3.5. Co3pgaHmne HOBOro aHMMaLUMOHHOr O Kimna
C aBroreHepaumein KOHTponepa aHnMaunm

B carefytotieii riiase. Celiuac 10CTATOYHO 3HATH TOJIBKO, UTO KOHTPOJLIED
AHMMAIMK — 9TO aKTUBHAS CUJIa, KOTOpas OyAeT MHUIIMUPOBATH BOCIIPO-
N3BeJACHNEC aHNMall1un.

[Tocse cospanmst aKTHBA AHUMAIIMOHHOTO KJIMIA MBI JIOJIKHBI OTpeIe-
JTh anuManmio. Unity MOKET COXPaHATh JAHHbIE KJIIOUYEBBIX Ka/[POB /IS
JIE0OOTO YUCJIOBOTO cBOICTBA. JIpyruMu cioBaMu, Jitobdoe mojie 00bheKTa,
UMeroIee YUCI0BOE 3HAUCHUE, HAIPUMEpP MOJIOKEHIe WM BpalleHue,
MOKXHO aHNUMHPOBATh UJIN N3MEHATH BO BPEMECHMU. qTO6bI AHNMHPOBATDH
TOJIET KaMepbl, MbI JIOJKHBI Oy/1eM ONPEETNTh U3MEHEHUS MOJTOKEHUS
M BpaleHus KaMepbl BO BpeMeHn. UToObI ¢ie1aTh 9T0, HAa)KMHUTE Ha KHOTI-
Ky Add Property B OKHe aHUMAIIUU U W3 MOSBUBIIETOCS KOHTEKCTHOTO
MCHIO BbI6epI/IT€ KaHaJIbl I aHUMaIluu. B YaCTHOCTU, HAKMUTE KHOIIKY
+ u nepeiiznte k Transform. 3arem BbI MOXKeTE TIEpeiiTH OO K KaHATY
nostoskerust (Position), 1160 k kanasy sparierust (Rotation). TIpu atom
B OKHe aHuMaIuu OyayT 100aBJeHbI [Ba KaHaua (MOJIOKEHIe U Bparile-
HEE), KOTOPBIE Teleph MOTYT OBITh aHUMHUPOBaHbL, KaHam — 3TO mpocTo
CBOJICTBO, 3HAYEHMST KOTOPOTO Mbl MOJKEM MPUBSI3aTh K KJIIOUEBBIM Kajl-
pam.

Mo ymMoTuanuio [ist 000MX KaHAJIOB TTOJIOKEHHUST U TOBOPOTA aBTOMATH-
YEeCKU TEHEPUPYIOTCS [[Ba KJIOUEBBIX Ka/ipa: OJ[MH KaJIp B Havajle aHUMa-
un (Bpemst: 0 cexyH) u o B KoHIle (BpeMms: 1 cexynza). Ipadudeckn



68 < BcTpoeHHas aHMMaLIG

El | @ Animation
[ [ n [0 T[] Del
¢| Sample

o>
| CameraFlyAnim

P A Main Camera : Position &
[ Add Property ¥ .~ Transform
.~ Rotation
—~ Scale
»&8h Camera

P! GUI Layer

> @ Flare Layer
D&Audio Listener
>

58 Animator

Dope Sheet Curves =

Puc. 3.6. JobaBneHune kaHanoB aHUMMauum
0191 MONOXEHUS U BpaLLEHUSs

KJIFOUEBbIE KaJ[PhI TPEICTABJICHbBI CEPHIMU POMOOBUIHBIMY 3HAUKAMU Ha
BPEeMEHHOH mkase. Bel MoXkeTe mepeTamuTh MBITITKOW TTOJI3yHOK BpEMeH!
TIPOUTPBIBATEST AHUMAITNH B TIOJIOCE €/IMHUT] BpeMeHM (B BepXHeH JyacTn
[IKQJIBI BDEMEHH ), TIOMECTUB ee Ha JIDOOH MOMEHT BPEMEHH JIJIsT TIPE/IBa-
puTesbHOTO MpocMoTpa anuMannn. [lo ymomganmio, omHako, HauaabHBIN
¥ KOHEYHBIN KJIOUeBBIe Ka/phI [/ KaMepbl WACHTUYHBI, YTO O3HAYAET,
YTO HUYETO He OYeT MEHSATHCS TIPU aHUMATIHH.

onsole | @ Animation |

Lo  [w[n[E7 T[o] 0]

CamaraFlyAnim | Sample 60

53 Project El console

I~ Main Camera : Position 2
¥ L Main Camera : Rotation <

| Add Property

Puc. 3.7. YcTaHOBKa rofIOBKM NPOUIPbIBAHWS aHUMALLUN
[J19 NPOCMOTpPa KaapoB aHuMaLmmn
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Bbl MOsKeTE BDYUHYIO CO3/aTh KIIOUEBOI Ka/p IS 3AITMCH COCTOSTHUS
J060T0 KaHaa (MM BCeX KaHAJIOB) JIJIsl KaMepbl B OO0 MOMEHT B Jiha-
Ma3oHe aHUMAIMU. DTO MOKHO C/IEJIaTh, IETKHYB [0 KaHaIy JJIsl 3alTUCH
B JIEBOIT KOJIOHKe OKHA aHuMari (CIHUCOK KaHAIOB). 3aTeM T1epeMecTH-
Te MOJBYHOK BpeMeHH (IeJKHUTE U TIePeTaIiTe) Ha COOTBETCTBYIOIIEE
BpeMsi 1, HAKOHEI, HAKMHTE Ha KHOIKY J100aBJIEHMsI KJIIOYEBOTO Kajipa
Add Key Frame u3 mame I WHCTPYMEHTOB OKHA aHUMAINN. JTO TTPUBe-
JIET K BCTaBKe HOBOTO KJIFOYEBOTO Ka/[pa B IIKAJe BPEMEHH Ha TOM MECTe,
I7le HAXOIUTCS TIOJIBYHOK BPEMEHU. 3allOMHKTE, YTO HECKOJIBKO KJItoue-
BBIX KaJ[POB MOKHO J0OaBUTH CPasy /ISl HECKOJBKHUX KaHAJIOB, Ha)KaB
kiauiry Shift u BbIOMpas KaHAJIBI B CIIMCKE KAHAJIOB; TO €CTh YEP/KIBAsT
HaxaToi Kirasuiny Shift Ha KTaBuaType Ipu IesuKe Mo KaHaaam. Bbr Mo-
JKeTe MepeTacKuBaTh POMOOBU/HbIE 3HAYKM KITIOYEBBIX KAIPOB HA TITKAJIE
BPEMEHU, MEHSIS JIJIsT HUX BPEMSI, & TAKKe POy OJIMPOBATD MX € TOMOIIBIO
Ctrl+C u Ctrl+V. U ernie BbI MOKETE YAATUTH BIOPaHHbIE KJIFOUEBbIE KaJl-
pbI ¢ omotibo krasuin Backspace nin Delete.

3 Project E console £ ©™nimation
LA _|<_||_50 k‘l
CameraFlyAnim = gL B

-
b A Mai "

| Add Property |

Puc. 3.8. Co3gaHune Kno4YeBbIX KaapoB BPYUHYO
015 BbIOpaHHbIX KaHanos ¢ nomoubio kHornkn Add Keyframe

Cosmanne KII0YeBBIX KaJPOB BPYIHYTO, KaK MBI BU/ICIH, SIBJISETCS Jie-
TUTUMHBIM METOJIOM OTIPEIeJIEHUST aHUMAIIWH, HO TTPOIIE BOCIIOIb30BATh-
CsT BO3MOXKHOCTBIO, TTpefiocTaBisieMoit Unity, — reHeprpoBaTh KIIOUEBbIe
KaJIpbl aBTOMATHYECKH, OCHOBBIBASICH HA JIBIJKEHUSAX 00HEKTOB B CIIEHE.
Cosmanne moseta KaMepsl TP MCTIOIb30BAHIH 3TOTO METO/A BBITIOJHS-
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€TCs TIPOCTO: TOMECTUTE MOJI3YHOK aHUMAIIUU B OKHE AaHWUMAIIUH B TIOJIO-
skerue 0, a 3aTeM IepeMecTUTe U IOBEPHUTE 00bEKT KaMepbl B CLIEHE B ee
JKeJlaeMoe MCXOHOe ToJIoKeHne M opueHTanuo. Unity aBToMaTHdecKn
3alUIIET MOJOKEHUE U ITOBOPOT KaMepbl I KaHAJOB Ha BbIOPAHHDII
BaMM MOMEHT BPEMEHU. 3aTeM TIepeTaniuTe TMOJI3YHOK Ha MOMEHT Bpe-
menn 0:15 B OKHe aHUMATVH, TIEPEMECTUTE U TOBEPHUTE KAMEPY B CIIEHE
B HOBOE TIOJIO)KEHWE W OPUEHTAIIUIO /IJIS 9TOTO MOMeHTa BpeMeHu. Uni-
ty creHepupyeT HOBBI HaGOp KIIOUEBBIX KaJPOB Ha BHOBb BHIODAHHBIN
MOMeHT BpeMeHu. [ToBTOpuUTE 3TOT MpOIEcC TeHepaIun KJI0Yeil Ka[poB,
OTIPE/IETIAIONTUX TTOJIOKEHNE U TOBOPOT JIJIs1 KaMePBI, JIJIST KasK/I0TO U3 MO-
menToB Bpemenn: 0:30, 0:45, 1:00.

"~ Transterm
¥

Pasitian
Retation

greund
Culling Mask
Prajection
Field of View
Cligping Planes  Near 0.3

Viewperthest  XB @ |

| gl a
Rendering Path | Use Playes Settings 0
TargeeTesure  oane (RenderTewre) 1@
Ocdusion Culling ot

HoR v

7L Gul Laver °.
we.
8,

=% 8 . . T hain Cameia o
D @46 050 ¥ | Avatar MHane (Avatar) o
Apply Rost Metion [

i et |

Update Mode
Culling Made

Puc. 3.9. lfeHepaums knto4eBbIX KagpoB
0N aHMMaLumm nosieta kamepbl

[MompobyiiTe caemath MEePBbIe W TOCTEHIE KII0UeBble KaJphl O/[MHA-
koBbIMHE (¢ TIoMoIbio KoMOuHanuil kiasum Ctrl+C u Ctrl+V), xonupo-
BaHUs ¥ BCTABKH MEPBOTO KJIIOYEBOTO Ka/IPa B MOMEHT OKOHYAHUST, BPEMsI
1:00. D10 3HAUMUT, YTO aHUMALKA OYIET 3aKaHUNBATHCS TaK JKe, KaK ¥ Ha-
JaJIach, YTO MO3BOJUT 3AIMKINTH €€, TO eCTh OHA CTAaHEeT aHuMaruei Buja,
KOTOPBII MO’KHO BOCIIPOM3BONTH CHOBA M CHOBA B IukJIe. Korza annma-
U TIPUIET B TO COCTOSTHHE, K KOTOPOMY BBI CTPEMUJIICh, TPOTECTUPYITE
ee. Haskmure kHonky Play B nmanenn uncrpymenros Unity, 1 aHuMAaIis
13-32 KOMIIOHEHTa AHHMATOP HAYHET BOCIIPOM3BO/ANTHCS aBTOMaTHye-
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cku. Eciii aHuMaIust BOCIIPOU3BOIATCS CJMITKOM OBICTPO WU CJUIITKOM
MEJIJIEHHO, WJI HE MTOBTOPSIETCS MHOTOKPATHO, OOPATUTECh K TIPE/BILY-
nieil rnase (2rasa 2 «Anumanus cnpaimamu» ), YT00bI IIPOKOHTPOJUPO-
BaTh CKOPOCTb aHMMAIIMU W 3alUKJIeHHOCTD. [lo3apasisio! Bel Tosibko
YTO CO3/TANIA AaHUMAIIHIO TI0JIeTa KaMepPHI.

AHMaUNS HeCKOAbLKNX 0BbekToB cpa3y

AHI/IMaHI/IH TIoJIeTa KaMepbl, CO3/JlaHHasl B IIPEJAbIAYIIEM pa3/ejie, aHuMn-
poBaJsia TOJIbKO OJVH O6'beKT, a MMEHHO KaMepy. Pano unmu mosgHo Ha-
CTYIIUT BPEMs, KOT/la BbI JTOJI?KHbI 6YJI€T€ AHNMHWPOBATb CPa3y HECKOJIbKO
O6’I)GKTOB, JABVIKYIINXCA CUHXPOHHO, TaKUX, HAIIPUMEDP, KaK Bpalllatoninue-
Cs KoJieCa enymiero aBTOMOOMIIA. B aTOM cjy4dae aBTOMOOWJIb JIABUKETCA
BIIEped, KoJsieCa BpallaloTCA U OJHOBPEMEHHO IEPEMEIIAIOTCA BIIEPE/ KaK
4acTb aBTOMOOMJIA. IIJIH CO3ZlaHUA TaKOTO po/la COCTAaBHOM aHUMAIUM BbI
AOJIKHBI TIEPBBIM J1€JIOM COE€/IMHUTDH BCE€ COCTABJIATIONINE 00BEKTBI BMECTE
B OAMH pOI[I/ITe]IbCKI/Ifl o0bexrT. B IpuMepe 111 aBTOMOOUIIA BCe KoJieca,
Immaccu n ABUTraTeJib 6yJIYT IIpUHaAJIeKaTb OJHOMY PO/IUTEJIbCKOMY 00b-
EKTY aBToMo6ua ¢ uMmeneM Car.

= Hierarchy i Scene
| Create -| (@Al 0 || shaded
Dirsctional Light
Floor

Gizmos

‘

Wheel Mesh

Puc. 3.10. NMoarotoBka coctaBHOro 06bekTa a1 aHuMaLuum

[MpoekT aBTOMOOUASA, NpUMep 4S9 3TOro pasnena, MOXHO HauTu B npunarae-
MbIX K 9TOM kHUre darinax B nanke Chapter03/CarAnim.
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Korma aHuMamoHHbIHi KW TTPUCOEAMHSAETCS K POAUTETHCKOMY 00b-
eKTy, a He K J04epHeMy OODBEKTY, BBl MOKETE aHUMHUPOBATh M KaHaJIbI
Mo60ro (MM BCEX) €ro A0YepHEro 0OheKTa, 9TO AAeT BaM BO3MOKHOCTD
YIPaBJIATh aHUMAIMEN HECKOJIBKUX 0OBEKTOB cpasy. B oKHe pemakropa
aHrMary Hakmute Ha KHOonKy Add Property u BeiGepure 100aBiisieMble
KaHaJIbl M3 MOSBUBINETOCS MeHI0. MeHIo BKIoYaeT B cebs 1 Bee KaHasIbl
JIOYEPHUX 0OBEKTOB.

£ Project |:_|_Cor]so|e_ el © Animation
o] » MM 1] %] Ds
carn #| Sample B0
¥ .. Car: Position &
A Position.x o &
A Position.y a &
APosition.z 0 o LLLLLLLL UL
L Wheel 1 : Rotation 3 T J] |
= L Wheel 3 : Rotation (2 P,.-..Tra.nsform
. Wheel 4 : Rotation o [l T
b L Wheel_Mesh : Rotati 4 I Main Camera
b Wheel 1
| Add Property | »  Car_Mesh
¥ Wheel 2
Is Active
| Dope Sheet | Curvzs | ¥ _, Transform
]I -~ Position
| -~ Rotation
-~ Scale
» Wheel_Mesh
b Wheel 3
\ > Wheel4 | /
| |

Puc. 3.11. Job6aBneHne kaHanoB aHUMaLmn
ONs 0oYepPHUX 06bekToB

Bbi30BbI (hyHKUNI N3 aHUMaUUN

Kak 1paBuio, aHuManmio HeoOX0AUMO CBI3aTh CO CKPUIITAMU U C JIOTH-
Kol urphl. B wacTHOCTH, TIPU OCTMKEHWN aHUMAITUEH OIpeeIeHHOTO
KaJipa MM MOMEHTA BPEMEHH, WJIN TIPU CTapTe U 3aBEPIIeHNN aHIMAIINH,
BBI 3aXOTUTE BBIITOJTHUTH HEKOTOPbIE JPyTHE JIeHCTBUS, BOSMOKHO, /IasKe
C IPYTUM 0OBEKTOM MTPBI. B aHUMAIINH 1ToJIeTa KaMePbl MbI XOTUM, HAIIPU-
Mep, MoKasaTh Ha 9KpaHe coobuienue «Jo6po moxkanoBarb!> B MOMEHT
3aBepiueHus noJjera. Ectb MHOro c11oco6oB peanusanuu 31oro. Onun us
c110co00B — 9TO 3alyCK (YHKIIMU CKPHUIITA, KOT/Ia aHUMAIKsl TOCTUTHET
olpeieIeHHOTo Kaapa. UToOBI CO3/1aTh 3TOT BUJL CBA3K MESKLY aHUMAaIHeil
U CKPUIITOM, MbI JIOJIKHBI KCIIOJIb30BATH COObITUS AaHUMALUH.
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3akoH4YeHHbI npoekT Unity Ansg cobblTnin aHMMaLMmM MOXHO HAWTW B npuiarae-
MbIX K 9TOV kHUre darinax B nanke Chapter03/AnimationEvents.

Jlist Hauasia paGoThl ¢ BHI30OBOM (DYHKIIMIA U3 aHUMAIMK CO3/aiiTe HO-
BbIll haiin ckpunta C# man oTKpoiiTe JIJIs1 PEJJAKTUPOBAHMS CYTIECTBYIO-
muii daiin. JobaBbre GYHKIUIO ¢ JTIOOBIM KMEHEM, KOTOPasi BO3BPallaeT
void u/uii He UMeeT apryMeHTOB WJIM TPUHIMAET CTPOKY, BEIECTBEHHOE
uucsio, nenoe yncao win GameObject. Huske npuBeneH npumep koza,
(YHKIHST B KOTOPOM HE COJICPKUT MapaMeTpOB M MPH €€ Bbi3oBe 0ToOpa-
JKaeT KaHBy 00beKTa 1oJb3oBaTebckoro unrepdeiica GUI aust BhiBoza
MPUBETCTBYSL TIPU 3aBeplieHNH mojieTa Kamepsl. Daiin ckpunra Heobxo-
JIUMO TIPUKPENUTH K 0OBEKTY KaMephl B CIIEHE.

Q Bonee noapobHyto HdOopMaLMIO 0 COBLITUAX aHMMaLMN MOXHO HaNTU B OpU-

- umanbHoi gokymeHTauum Unity no agpecy docs.unity3d.com/Manual/animedi-
tor-AnimationEvents.html.

using UnityEngine;
using System.Collections;
using UnityEngine.UI;

public class ShowMessage : MonoBehaviour

{
//Reference to GUI canvas to show on event
public Canvas UICanvas = null;

//Function to be called from an Animation Event
void ShowWelcomeMessage ()

{
//Enable canvas to show message
UICanvas.gameObject.SetActive (true);

Yro0bl CO3/1aTh CBsI3b MeXIy aHuMaluell u ¢dyHKiueir Showllelcome-
Message, OTKPOITE OKHO aHUMAIMK U IIEJKHUTE MTPABON KHOIIKOM MBIIIN
110 CEPOM TaHEeIM HaJl 3aBEePIIAIONIMM KJIIOUEeBBIM KaJ[POM MOMEHTa Bpe-
Menn 1:00, Ho HIDKe TTKAIBI BpeMeHU. [Ipu aToOM MOSIBUTCST KOHTEKCTHOE
MEHIO C OIIMel /I CO3/[aHnsl COOBITUS aHUMAIUK JJI BLIOPAHHOTO KJIIO-
YeBOT0 Kaj/ipa, KaK 9To TTOKa3aHo Ha puc. 3.12.

[leakuute no onmn Add Animation Event 13 KOHTEKCTHOTO MEHIO.
ITO NPUBEJAET K MOABIEHUIO JUAJIOTOBOTO OKHA PEAAKTUPOBAHUS COObI-
tus anuManuy Edit Animation Event ¢ ajieMeHTOM yrpaBJieHUsT B BH/Ie
BhINagamoIero crrcka. OH CIyKUT s BBIOOPA BbI3HIBAEMOI B MOMEHT
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Add Animation Event

Puc. 3.12. lob6aBneHne
K aHUMaLummn cobbITus

Edit Animation Event ﬂ

Function: | (Mo Function Selected)

. ShowWelcomeMessage () L\\i

. (Mo Function Selected)

Puc. 3.13. Beibop ¢pyHKUMM A5 BbI3OBA
npv HACTYNIEHUN COObITUSA aHUMaLUKN

HacTymIeHust cobbrtrst by, Ecau HykHasg Bam (GyHKIUSA HE OTO-
GpaskaeTcst B CIMCKE B KAYECTBE OTIIH, YOEIUTECH, YTO BCE HEOOXOIMMBbIE
(ailuIel CKPUTITOB MPUKPETIEHB K aHUMUPOBAHHOMY OOBEKTY UTPHI.
3akpoiiTe INATOTOBOE OKHO peflakTHpoBanus coobrTus annmarn Edit
Animation Event, v Bbl yBuzinTe Gesiblit MapKep Ha IIIKaJe BDEMEHHU, OTMe-
YATONIMIT MOMEHT BPEMEHU BbI30Ba (hyHKIMU. Mapkep MoxkeT ObITh OTpe-
MAKTUPOBaH, Y/IaJICH U TIePEMEIIeH Tak JKe, Kak U OOBIYHBIN KII0UEBOH KaJIp.
Bot u Bce! Ternepb cobbiTre anumarun GyeT cpabaThiBaTh aBTOMATH-
YECKW TPU BOCTIPOM3BEICHUN aHUMAITMH 00BEKTa, KOT/Ia TI0JI3YHOK Bpe-
MEHM KOCHETCs mocyeiHero kaapa. Hakmure wa kronky Play na nanesu
nnctpymMentoB Unity u 3anycTuTe TeCTUPOBaHME IIPOEKTA.
O He 336y,u.bTe, 41O O6L|.l,e,EI.OCTy|'IHaﬂ nepemMeHHasa Ul Canvas ckpunTa ShowMessage

< [OKHA ObITb CBA3aHa C peasibHbiIM 0OBbEKTOM KaHBbI MONb30BATENbCKOr0 MH-
Tepderica. CooTBeTCTBYIOWME Dalinbl pacnonioxeHbl B nanke Chapter3\Ani-
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Puc. 3.14. MNpuBsizka coObITUA aHMMaLUMK Ha LLKaJiIe BPEMEHM aHUMaLnn

Puc. 3.15. Nokas nprMBeTCTBEHHOIro COO0LLIEHUS
npuv 3aBepLUeHnn aHMMaumn

mationEvents. Bonee nogpobHy MHPOPMaUMO O KaHBE MOSb30BATENBCKOrO
nHTepdeica Ul Canvas MOXHO HanTu B OHNanH-gokymeHTauum Unity Ha http://
docs.unity3d.com/ScriptReference/Canvas.html.

Cuctembl YacTuu

Cucrembl HaCTHIL IIpesk/ie BCEro npeaHadHad4eHbl [AJ1d CO3/[aHuA cneua(b-
d)eKTOB n anmuMalinu, rjge MHOKECTBO yacTel mjimn IpeaAMETOB IO0JIKHbI
JABUTAaTbCA BMECTE, €JIMHON CILJIOYEHHOI MaCCOfI, HanmpuMep J10K/1b, CHET,
CHUAHME, obJ1aka CBeTHH.[efICH TIbLJIN, CTAW IITUIL, POU ITYE€JI 1 MHOTOE APy~
roe. OHU TaksKe HCIIOJIb3YIOTCA AJIAA UMUTAN HEMaTEePHUAJbHbIX ABJIE-
HHﬁ, TaKNX KaK CBETOBbBIE JIYUH, IIbLJIb, IIPU3PAKH, TOJIOTPaMMbI U IIpOYEE.
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-l[20]] 3 [ -]

Puc. 3.16. Cuctema 4yacTtul, OrHa B AE€NCTBUM

Unity 5 o6saiaet MUPOKAM JUATTIA30HOM MPEIBAPUTENBHO MOATOTOB-
JIEHHBIX CUCTEM YaCTHUII, KOTOPBIE JOCTATOYHO IIPOCTO IIOMECTUTD B CIIEHY
JUIS cO3/IaHus HanboJree PacpoCTpaHEHHbBIX A(h(HEKTOB, TAKIX KaK B3PbIB,
OrOHb, AP WJIK AbIM. L1 1osrydeHnd A0cTyia K 9TuM 3¢ dexram uMop-

3 Project [l console

| create *|

YﬁFavnrites Assets » Standard Assets » ParticleSystems » Prefabs
@AH Materials
. all Models

&l W

Vi3 Assets Afterburner  DustStorm  DustStorm.. Explosion  ExplosionM..

&l Editor
¥E Standard Assets

&5 CrossPlatformInput 1 : I:ﬁ
Vi PartideSystems
£ Materials

SteamMobi.. TyreBurnou.. WildFire
&3 Scripts
Gl shaders
[ Textures
» & Utility

Puc. 3.17. Unity 5 noctaBnseTcs CoO MHOXECTBOM
npeaBapuTesnbHO NOArOTOBJIEHHbLIX CUCTEM YaCTUL,
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TUPYWTE MaKeT aKTUBOB CHUCTEMbBI YaCTUIl B MPOEKT, BHIMOJTHUB Assets
— Import Package — ParticleSystems u3 Mento npunoxkenust. Ilocie
BBITIOJTHEHSI TAKOTO MIMITOPTA BCE TIPE/IBAPUTEIBHO MOJATOTOBJIECHHbIE CH-
creMbl OyyT tocTyniHbl B Assets — ParticleSystems —> Prefabs nanesu
npoekta Unity.

HecmoTps Ha pazinuus MeXIy HUMHU, BCE CHCTEMBI YaCTHUI] UMEIOT
Tpu obIre uepThl. Bo-mepBbixX, 910 Hajuure aMurTepa (emitter), KOTO-
PBIif, KaK TIOJWBOYHBIM IMIJIAHT WJIW TIOPTAJI, UCIYCKAET WJIM WU3BEpraer
YaCTUIlBl. BO-BTOPBIX, CAMU YaCTUIIBI — MEJIKUE TIPEIMEThI NN KYCOUYKH,
reHepupyemMble IMUTTEPOM. [lJIsT OKIS YacTUIIAMU CJY3KAT Karlau, JJIst
cHera — CHeKUHKH, [[JIs1 CTau TITUIl — OT/eJIbHbIe ITUIBI U T. 1. 1 Hako-
Hell, B-TPETHUX, UCITyCKAeMble YACTHUIIBI UMEIOT CPOK CIYKOBI — TIEPHO.
BPEMEHH, B TeUEHUE KOTOPOTO OHU CYIIECTBYIOT, & TAKKE TPACKTOPUIO NN
CKOPOCTb, KOTOPAsI OIPEEISIET, YTO TPOUBOIIET C YACTUIIAMU B T€UEHUE
UX CPOKa cayKObI (KaK OHU OYIYT ABUTATHCS, KAK OBICTPO MEPEMEIAThCST
u T. 1.). Takum 06pasoM, iuist TOTO 4TOObI CO3/IaTh CUCTEMY YaCTHII, HAJIO
OIPEe/IENINTh, KaK 9TU TPU 3JeMeHTa OyayT paborarh BMecTe. B cremyto-
IeM pasziesie Mbl PACCMOTPUM ITPOEKT CO3/IaHUS C HYJIS CUCTEMBI YaCTHUI]
¢ omotpio cucrembl Cropukas (Shuriken System).

Cuctema yactuy gns MMUTauum CBET/ISIYKOB

YacTo BCTpedaomiasicst B UrPax CUCTEMA YacTHIl, 0COOEHHO B POJIEBBIX
urpax (RPG) nHa Tembl haHTa3M, — 9TO CUCTEMa YaCTUIL [T UMUTAITAN
cBeTsIsTuKoB. Ecii BbI OpejieTe TI0 TEMHOMY JIECYy B HOYHOE BPEMsI N
npobupaeTech yepes mpeaaTebckie 60I0Ta B TyMaHe, BOKPYT Bac OyayT
KPY/KUTLCSI MaJleHbKHeE, sipKue cyniectBa. OHM He HecyT B cebe HUKAKOiT
(YHKIIMOHATBHOI HATPY3KU C TOYKU 3PEHUST JIOTHKU UTPBI, TO €CTh HE Ha-
HOCSIT BaM Bpe/la U He MPUHOCAT 10Jib3bl. VX pejna3navenue, cKkopee,
KOCMeTHYeCcKoe U aMolnoHanbHoe. OHHU repeaioT arMocgepy U HaCTPOIA.
Ipynma ApKUX CBETISTIKOB MIEPEMEIIAETCS MEIJIEHHO W Pa3MEPEHHO, KaxkK-
JIBIH JIETUT CO CBOEN MHAMBUYATbHOU CKOPOCTHIO (puc. 3.18).

3akoH4YeHHbI NpoekT Unity 45 9TOM CUCTEMbI YaCTUL, MOXHO HANTV B puiarae-
MbIX K 3TOM KHUre dannax B nanke Chapter03/ParticleSystems.

CrangapTaeiii maxker cucreM dactui Unity He BKIo4aeT B cedst apdex-
Ta UMUTallUN CBETJIAYKOB, TIO3TOMY MbI CO3/1a/ITUM €I0 CaMU. [[JIFI 9TOI'O MbI
ucrnosbzyeM cuctremy Cropukan Unity. Haunem c co3nanust HOBOI cucre-
MBI gactutl, Bemosans GameObject — ParticleSystem u3 mento mpuio-
skerust (puc. 3.19). BoiOpas ee, co3HaIiM B CIIeHE HOBBIIT 0OBEKT CHCTEMBbI
YacTUIL 110 yModaHuio. [Ipu ee BbIOOpE crCTEMa YaCTHUIl AaBTOMATHYECKU
HauyHeT (PYHKIIHOHUPOBATH B OKHE CIIEHBI.
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+scene € Game

Sizmos -

Puc. 3.18. Co3pgaHune cucTeMbl HacTUL, UMUTALUUM CBETNISIHKOB

File Edit Assets | GameObject | Component MobileInput Window Help

] =, Create Empty Ctrla Shift-N
e Create Empty Child At Shift+N
Create *| @A | 3D Object T~
Main Camera 2D Object v
Directional Light _— N
Audio 3
ul 3
Particle System h_
Camera

Move To View Ctrl+Alt+F
Align With View Ctrl+Shift+F
Align View to Selected

Toggle Active State Alt+Shift+A

Puc. 3.19. CospaHne cuctembl 4acTuL, ¢ NoMoLLblo CIOPUKSH
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JLyist 3TOTO MTPOEKTa HaM TIOHAJ00UTCST OCBEIIEHIE CI[EHBI JIIST HOYHOTO
BPEMEHHU WJIM OCBEIEHNE Cpasy Mmocje 3akaTa coyHIa. Jlo6uThest aToro
MPOCTO, CO3/IaliTe HOBYIO CIIEHY W MOBEPHUTE UCTOYHUK MO YMOTYAHUIO
HAMpPaBJCHHOTO CBETa, HANpaBuB ero BBepX. CKallbOKC MO yMOJIYaHWIO
Unity 5 aBTOMaTHYECKH OTPearnupyeT Ha MePEOPUEHTAIINIO CBETA.

OOwue cBOMCTBA CUCTEMbI YacTUL

Korza cucrema yactuiy BoiGpaHa B CIleHe, Bbl MOKETE MPOCMOTPETH €
cBoiictBa B pefrakrope CIOPUKIH, KOTOPBIN JI0CTYIIEH KaK KOMITOHEHT CH-
CTEMbI YaCTHUI[ B MHCIEKTOPE 0OBEKTOB. ITOT PEJAKTOP AEJUTCS Ha He-
CKOJIBKO PasJIMYHbIX KaTeropuii. OCHOBHBIE 001IIe CBOWCTBA YIIPABJISIIOT
o6MMHU aTpubyTaMu U TIOBeIEHIEeM BbIOPAaHHOU CHCTEMbI YACTHIL

= ® Inspector 5 Lighting . -=
Gizmas 1T [ [Particle System _Istatic -
n Tag | Untagged + | Layer | Default +
. Transform @ %
Pasition ¥ 3.644186 ¥ -5.B6587 Z|-3.597351
Rotation X 270 Y0 Zo
Scale W1 Y1 Z1
%  Particle System %
Open Editor., |
[I] Particle System
+
Duration 5.00
Looping ]
Prawarm
Start Delay o
Start Lifetime 5
Start Speed o
Start Size 0.09 0.43
Start Rotation ]
Start Color I}
Gravity Modifier ]
Inherit Velocity o
Simulation Space Local
Play On Avake
Max Particles 1000 >
+ Shape

+ Velocity aver Lifetime
Limit Velacity over Lifetime

Force over Lifetime

+ Color over Lifstime

Color by Speed

+ Size over Lifetime

Size by Speed

+ Rotatien ever Lifetime
Rotation by Speed
External Forces

Collision

Sub Emitrers

Texture Sheet Animation
+ Renderer

[V Resimulate [ |Wireframe

Puc. 3.20. HacTtpoiika 06LmMx CBOMCTB CMCTEMbI HaCTuL, CBETISHKOB
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3HaueHue oSt aresabrocTr Duration omnpeseisier 061y MPOI0JI-
SKUTETBHOCTh aHVUMAITAN CUCTEMBI YaCTHII, TPEK/IE YeM OHA HAUHETCsT CHa-
vasia u 3aruKanTcs. [t cBeTssTIKa 3HaYeHne MOJIsT HAYaIbHOM CKOPOCTH
Start Speed ycranossiero B 0, Tak Kak yIpaBJieHIe CKOPOCTBIO U IepeMe-
IeHneM Oy/IeT MepexBaueHO M KOHTPOJTUPOBATHCS € MIOMOIIBIO HoJiee Mmpo-
JIBUHYTHIX HACTPOEK B pepaktope CIOpUKIH. 3HAUEHME TT0JIST HAYaIbHOTO
pasmepa Start Size ympaBisieT pa3MepoM CTeHEPUPOBAHHBIX YacTHIl. W3-
MEHUM PEKUM 3ajlaHust 3HAUCHUST 9TOMY TIOJIFO ¢ BHIOOPA OJIHOMU TTOCTOSTH-
HOW BeJIMYUHBI (BCe YaCTUIBI OJHOTO pa3Mepa) Ha CJIyJIailHOe 3HAYEHHe
JUTST KQOKIOW YaCTUIIBI, B [IMANIA30HE MEKIY MUHUMAIBHBIM U MAKCUMAJIb-
HBIM 3HAYEHUSAMHE (C YIETOM ITOTO KayK/Iasl YaCTHIIA TIOTYYHUT CBOI pa3Mep).
ITpu aTOM CBETJISTYKH OYAYT Pa3HOTO pazmepa. J[JIst [ocTyma K mapaMerpy
CMEHbI PEKUMA HAKMUTE HA CTPEJIKY BHU3 CIIPABA OT TIOJISI HAYAIHLHOTO Pa3-
Mepa Start Size u BoIGepHTe OTIIUIO CIYYANHON BETMINHBT MEKTY IBYMST
koHcrantaMiu Random Between Two Constants 113 KOHTEKCTHOTO MEHIO.

]

v %  Particle System @ %
|  Open Editor.. |

m Particle System
+

Diuration 5.00

Looping v

Prewarm

Start Delay 1]

Start Lifatime 5 v
Start Speed o v
Start Size 0.09 0.43 M
Start Rotation Q
Start Calar

Constant

Gravity Maodifier v} Curve

M3 ey g Random Between Two Constants
Simulation Space Local b
Play On Awake I | Random Between Two Curves

[[Max Particles 1000 T

Puc. 3.21. Beibop cny4ariHOM BENUUUHDI
MeXAY MUHUMAJTbHBIM Y MaKCUMaslbHbIM 3HAYEHUSIMMN

®dopma aMmuTTEepa U CKOPOCTb 3IMUCCUMN

Kak yske yIoMHHATIOCH, KAXKIAst CUCTEMA YACTHUIL UMEET IMUTTEP — MECTO
BbIOpOCa renepupyembix dactuil. Cam smutrep umMeet hopmy. Ita hopma
MOKeT OBITb IIOCKOCTBIO, TOYKOM, KyOOM, MIAPOM HIU OOBIYHBIM MELIEM,
U OHa TIPeJICTaBIIseT OO0 MOBEPXHOCTD UJIU TEJIO, BHYTPU KOTOPOTO Te-
HEpUPYIOTCsT YyacTUilbl. TouHoe MeCTO Ha TIOBEPXHOCTU UJIU BHYTPU TeJa
carydaiiHbiM 06pa3oM BBIOMpPAeTCs Ui Kaxaoi yactuilsl. [l ynpasJe-
Hust (hOpMOET amuTTEpa packpoiite 3akianky Shape B pemakrope Ciopu-
K9H ¥ ybemnurech, uto Guiakok B nosie Shape ycranosien. Jlist cucre-
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MbI UMHUTAI[UU CBETJIAUKOB BCE YACTHUI[bI JOJAKHDBI ObITh CreHePUPOBAHDI
B pesesiax cepsol. S yeranosui pagauyc chepsr 2,5 (B MeTpax). TouHOCTD
3alaHus 3HaYeHus moJist paguyca Radius He cyiecTBeHHa, HO 9TO 3HaUe-
HUe JJOJPKHO ObITh BEIOPAHO TaK, 4YTOOBI CHCTEMa YACTUI[ BbITJIs/IEIa TIpa-
BWJIBHO M TIOJIXO/IUJIA VIS CI[EHDL.

ape

Shape Sphere 3

Radius .
+ | Sphere
Emit fram Shell . a h

Random Direction HemiSphere
+ Welacity over Lifetime Cone

Limit Velocity aver Lifetime

o Box

Force over Lifetime
' Calar aver Lifetime Mesh

Color by Speed Circle
' Size over Lifetime

Size by Spead Edge

+/ Rotation over Lifetime

Rotation by Speed
External Farces

Collision

Sub Emitters
Taxturs Sheet Animation
+ Renderer

[MResimulate [ | Wireframe

Puc. 3.22. YcTaHoBka dopMbl aMuTTEpPaA

3aTeM packpoeM cekirio amuccun Emission penakropa Ciopukan. Ona
OTBEYAeT 32 YaCTOTY UM CKOPOCTb FeHePAIK HOBBIX YACTHIL U3 IMUTTEPA
B cekyHuy. [Ipu co3naniy CBETISTYKOB He Hy KeH IIJIOTHBIN UK HACHIIIEH-
HbIil BIOpoc yactull. 1 Bei6past st nosist Emission Rate snauenue 18,3.

¥ Particle System I %,
| Cpen Edito

Particle System
+

+ Emission

Rate 185 N W
[Time ™% ol

Bursts Time Particles

+ Shape
+ Welocity over Lifetime
Limit YWelacity over Lifetime

Force over Lifetime
+ Color over Lifetime

Color by Speed

Puc. 3.23. YcTtaHOoBKa CKOPOCTU 3MUCCUN
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BHewHun Bupg yactuy,

Kasxmast gacTuiia B cucreMe OJMHAKOBO PEHAEPUTCS U IMEET OIMHAKOBBIN
BHeITHUH B/, [lapaMeTpsr, yIpaB/sioniie BHEITHUM BUIOM YaCTHII, Ha-
xozgres B cekin pergepepa Renderer pegakropa Ciopuxan. ITose Ren-
der Mode onpezesisier, Kak BU3YaJM3UPYIOTCST YaCTHIIbI, PEKIMOB BCETO
nBa: peskum 6uabopaa Billboard u pesxum memneit Mesh. Yactuiist, Busya-
JIM3UpyeMble B Bie OUI00P/Ia, IPEACTaBIISIOT COOOI Melll KBapaTa ¢ Ha-
HECEHHON Ha Hero TeKcTypoitl. YacTuilsl, BU3yaJusupyeMble B BUIE MEIIa,
UMeIoT 6oJiee CI0KHYIO (DOPMY, U BbI MOKETE MCIIOJIb30BaTh [JIsl HUX JIf0-
60ii Melll, UMIOPTUPOBAHHbIN B 1IpoeKT. KpoMe HacTpoiiKu peskuma peH-
Jlepa, YaCTHIIbI HYKAAIOTCS B MaTepUaJie, KOTOPbIN OyAeT HasHAUEH MEIILy.
Jliist qacTuI] BBI MOJKETe MCIIOJIb30BaTh JII000M MaTepral, HO B CUCTEME
UMHTAIUY CBETJISIYKOB MbI Gy/IeM KCIOJIb30BaTh IPEABAPUTEIBHO MO/
TOTOBJIEHHBIE MATEPHAJIBI [IJIsT CUCTEM YACTHII, TOCTABJIsIEMbIE B COCTaBe
aktnBoB Unity (KOTOpble MOKHO UMIIOPTUPOBATH B MIPOEKT, BHIIOJIHUB
Assets - Import Package — ParticleSystems 13 MeHO IPUJIOKEHNS).
S1 soiOpast matepuan ParticleAfterburner. Bol moxere npocro mepera-
IIUTH HTOT MaTepUaJl B ¢JIOT MaTepuasia Material B uHCIIEKTOpE OGBEKTOB.

Billboard

W ParticleAfierburner = @

05

Default

o

BlendProbes =
Anchor Override Hone (Transform) o

VResimulate [ Wireframe

Particleaftarburnar [FE-N
Shader | Particles/Additive -

Add Component

f' e Particle System Curves
[D m
- »

ParticleFire..  ParticleFire..  ParuicleFir.

»
il

ParticleDus..

ParticleFla ParticleFla ParticleGlow  ParticlaSm. ParticlsSm.

Puc. 3.24. YcTaHoBKa peHaepa 4actul,
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CkopocTtb 4acTuy

OpHoil 13 HanGoJsiee BasKHBIX OCOOEHHOCTEH MOBEAEHMS CHCTEMBbI Yac-
THUI] IMUTAIUN CBETJITYKOB SIBJISIETCST TO, YTO Kak[as 4acTHIlA JOJLKHA
JBUTATHCSI TI0 CBOEH TPAEKTOPUU. ITO OMPEAESIETCS TEM, YTO KasKiast
YaCTUI[A — 9TO OTAENbHBIA ¥ HE3aBUCHMBII CBETJSYOK, KOTOPOTO CBsI-
3bIBAET C OCHOBHOI MacCOi CBETJISIUKOB JIMIIb OJIM30CTh PACIIONOKEHSL.
CKOpPOCTb YaCTHUIII B IIEPUO]] €€ CYIIECTBOBAHIS OIPEIEISIETCSI B CEKITUT
Velocity over Lifetime. Eciiu Bbl packpoere 3Ty CEKIUIO B MHCIIEKTOPE
00OBEKTOB, TO YBUIMTE TPH IOJISI /IS HOCTOSIHHBIX 3HAYEHUI LISt oceil X, i
u z. BMecTe oHU OIIpeIesIsTioT TPEXKOMIIOHEHTHBIN BEKTOP, 3aIAIOMTIiT Ha-
MpaBJIeHNEe U CKOPOCTD MEPEMEIeHUsT BCEX YaCTUIl. TU TPU TIOCTOSTHHBIX
3HAYEHUsI HE TIOAXOST IJIST CUCTEMbI HMUTAI[UHU CBETJISTYKOB, TOTOMY 4TO
OHU OTPEEJISIOT OAMHAKOBOE HAIIpaBJIeHUe TOJIeTa VISl BCEX CBETJISY-
KOB. J[Jis1 BHeceHUsT aieMeHTa CJIyYailHOCTU B HAIIPaBJIEHUE TI0JIETA CBET-
JITYKOB HaM HY’KHO M3MEHUTH peskuM ckopoctu ¢ Constant Ha Random
Between Two Curves. /11 BHeceHHUs TaKOro M3MEHEHUSI HaKMUTEe Ha
HaIpaBJeHHYI0 BHU3 CTPEJKY B IIPAaBOM BepxHeM yriry cekuuu Velocity
over Lifetime.

Eci omuu uicuessu, To yoeaurecs, uro duakok Velocity over Life-
time BKJIIOYEH.

v %  Particle System @ %
| Open Editor.. |

m Particle Systam
+

+ Emissian
+ Shape
+ Welocity over Lifetime
¥ 0.260274 ¥ -0,4246575 Z -0.5616438
Space Local Constant
Limit Welocity over Lifetime
Force owver Lifetime Curve
+ Color aver Lifetime Random Between Two Constants
Color by Speed
+ Size over Lifetime

Random Between Two Curves Py

Size by Speed
+ Rotation over Lifetime

Rotation by Speed

External Forces

Caollision
Sub Emitters

Tewture Sheet Animation
' Renderar

Puc. 3.25. Noprotoska noneii cekunm Velocity over Lifetime
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[Ipn mcnosb30BaHNM IBYX KPUBBIX TEJIBIN IMANIa30H MUHUMAJBHBIX
7 MAKCUMATHHBIX 3HAYEHUH CKOPOCTH MOYKET OBITH YCTAHOBJIEH JIJIST KayK-
JIO1 M3 4aCTULL, YTO OIIPE/IC/IUT ee ABUKEeHYEe Ha BCe BPeMsI CYIIIeCTBOBAHNU.
Yro0bl 3a/1aTh KPUBBIE, MIETKHITE TI0 OJJHOMY W3 TIOJIEH 0cell B MHCIIEKTO-
pe, UTO IPUBEET K MOSIBIECHUIO ee B BH/le TpadrKa B MAHETN TIPEABapU-
TETBHOTO MTPOCMOTPA B MHCIIEKTOPE 00HeKTOB. [IpocMOTpUTE BCe OCH O
OJIHOI, 111esIKas 110 HUM. B anesn mpeBapuTebHOTO IPOCMOTpPa JIBaXK-
bl TIIEJIKHUTE 110 TpaUKy JUHUW U 3aTeM, MIEJTKHYB 10 TOUKe Tpaduka,
nepeTalure ee s usMeHeHus KpuBoil. [opusonTasbHasg 0Cb OTHOCUTCA
KO BpeMeHU (JleBasi CTOPOHA COOTBETCTBYET POXK/IECHUIO YacTHUIl, a IIpa-
Basg — YHUYTOXKEHUIO YACTULL), 2 BePTUKaJIbHAA OCb OTHOCUTCA K BeJIUYU-
He CKOPOCTH Ha BLIOPAHHBIN MOMEHT BpeMeHH. VI/Iest 3aKII0YaeTcsT B TOM,
4TOOBI CO3/IATh BaPUAIIMN KPUBOM JIJIsI TIOJTYUEHUST COOTBETCTBYIOIINX U3-
MEHEHMI CKOPOCTH YacCTUIIbI Ha IIPOTSPKEHUU BCETo ee CyLeCTBOBAHUS.
Touky BOJIb KPUBOW MOTYT OBITH CO3/IaHBI MPOCTO JBOWHBIM IIETIKOM
B TOM MeCTe, Ky/la BbI X XOTUTE T0OABUTb.

m Particle System
+
 Emission
+ Shape
7 elocity over Lifstime
e 7 -
Space Local s
Limit Velocity over Lifetime
Force aver Lifetime
 Colar over Lifetime
Color by Speed
7 Size over Lifetime
Size by Speed
 Rotation over Lifetime
Rotation by Speed
External Forces
Collision
Sub Emimars
Testture Sheet Animation
7 Renderer
[¥Resimulate [ |wireframe
Particleaftarburnar @ =
Shader | Paicles/Addiive .

Particle System Curves

NE LY

sets - Standard Assets - ParticleSystems - Materia

.

-~
- ”
ParticleAfre ParticleDus. ParticleFire.

(I B

ParticleFire ParticleFir

Puc. 3.26. Npadpuk CKOPOCTN HacTuLL
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[Tocre co3manmss KpUBOM s TIEPBOM OCH TIOBTOPUTE TTPOTIELYPY /IS
ocTalbHBIX ocell. Kora BbI 3aKOHUMTE, YaCTUIIBI OYIYT ABUTATHCS HE3a-
BUCHMO JIPYT OT JIpyTa.

+ Emissian
+ Shape
 Velocity over Lifetime

 Limit Velocity over Liftime

Force over Lifetime

+ Color aver Lifetime

Color by Speed
+ Size over Lifetime
by Speed

e System Curves

Puc. 3.27. 3aBepLluenHnbiii rpaduk Velocity over Lifetime

LiBeT yacTuy, U1 UX UCYE3HOBEHUE

[l 3aBepIeHusi CUCTEMbl UMUTAIUU CBETJISTYKOB MbI JIOJDKHBI U3Me-
HUTDH CII0CO0 POKIEHUS U UCUE3HOBEHUsT YacTull B cucreme. 1o ymosua-
HUIO YaCTHIIBI POKIAIOTCS, HEOKUAAHHO TIOSIBJISISICh, & 3aTeM YMUPAIOT,
MTHOBEHHO TIPoNaziad. ITO TPUBOJIUT K PE3KOMY B3aUMOUCKITIOYAIOTIEMY
[EePEXO/Y MEKIY CYIECTBOBAHUEM U OTCYTCTBHUEM, UTO IIPUIAET BCEll CH-
CTeMe B 11eJIOM HeecTeCTBEHHbBIN BU. Bee aTo TOTOMY, 4TO 4acTHIBI BUII-
HBI B OJINH MOMEHT BPEMEHU ¥ UX YK€ HET B caeyionieM. YToObl PeruTh
ATy TIPOBIIEMY, MBI MOKEM HCIIOJIb30BATh CEKIMIO CMEHBI I[BETa Ha Mpo-
TskeHun cyiiecrsoBanus yactuil Color over Lifetime st usmeHenust
I[BETA YACTUI] BO BpeMEHU. BaskHO OTMETHUTD, YTO I[BET YACTHIL BKJIIOUAET
B cebs anbda-kaHaa wian aabha-1pospaurocTs. CieoBaTenbHo, KOHT-
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 Emission
+ Shape
+ Welocity over Lifetime

Limit Welocity over Lifatime

Force over Lifetime

 Calor over Lifetime
Colar [
Color by Speed

 Size aver Lifetime E
emhoeT | Gradient Editor :
+/ Rotation over Lifetin
" Rotation by Spasd | W NIl
External Forces ’_t&
Caollision
Sub Emitters 0 [
Texture Sheet Anim S
e Color [ |2 Locaton 00 %
AResimulate [ |Wireframe
- Pressts = |
ParticleAft [——pmm——) @ =

Shader [Pa

Particle System Ci

Puc. 3.28. YnpaBneHne npo3payHoOCTbiO
¢ nomolubio cekumn Color over Lifetime

POJIUPYS IIBET, MbI MOKEM 3aCTABJISITh YACTHIIBI MOSIBJISITHCS W UCUE3ATh
C MTOMOIIIBIO YCTAHOBKHU HY;KHOTO YPOBHSI UX TIPO3PAYHOCTH.

Jlist ynipaBiieHus 1IBETOM HA TIPOTSKEHUH BCEH JKU3HU YACTHIIBI MIEJIK-
HuTe 110 00pasiy 1Bera rpaauenta B cekuun Color over Lifetime B uH-
criekTope 00beKTOB. IIpH 9TOM OTKPOETCSI OKHO pelakTopa IpajieHToB
Gradient Editor. 3zech BB MOKETE IPOCMOTPETh M3MEHEHUE I[BeTa YaCTh -
I[bI HA TIPOTSIKEHUH €€ CYIECTBOBAHMS B 9JIEMEHTE YIIPABJIEHUS TPaIleH-
ToM. [opr3oHTaNbHAS OCh TTOJIOCKI YIIPABJIEHUS TPAJIUEHTOM OXBAThIBAET
BCE BPEMsI JKUBHM YACTHUIIbL; JIeBasi CTOPOHA COOTBETCTBYET POKIAECHUIO
YACTHIL, a IPaBasi — YHUUTOKEHUIO YacTuIl. HUKHSIS 9acTh TpaiueHTHON
MIOJIOCHI OTTPe/IEsISIET OTTEHOK (I[BET ) YACTUIIbI, & BEPXHSISI YACTh — CTEIIEHb
MIPO3PAYHOCTH IPaJIeHTa. Bbl MOKeTE YIIPaBIISATh TPO3PAYHOCTbIO, TIEJK-
HYB 110 BEpXHel 4acTu IPaleHTHON MOJIOCHI jist JOOABIEHI 3aKIaIKU
B BUJIE TTIOJI3YHKA B [TOJIOKEHUU MBIIIH, & 3aTeM IIEJTKHYB I10 CAMOMY TI0JI-
3YHKY, 4TOOBI YCTAHOBUTH €ro ajibda-3HaueHHue Ha BbIOPAHHBI MOMEHT
BpeMenu (0 3HAYUT TOTHOCTDHIO TIPO3padeH, a 255 — MOJHOCTHIO BUIEH).
JloGaBkre [Be 3aKIa/IKI B HAYaJIe 1 B KOHIIE TPaJUEHTHON IOJI0CHI, 4TOObI
YCTaHOBUTD TIPO3PAYHOCTD YacTUIl B (), OTMETUB POKIEHUE W YHUUTOXKE-
HUe YacTHll. 3aTeM BCTaBbTe ellle jiBe 3akyaajku Mexay 0 u 1 pus yBe-
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JIMYECHUA BUIUMOCTH YaCTHUIL /10 255 — HJaCTHUILbI ITIOJTHOCTBIO BU/HDI. ITO
IIPUBE/IET K TNIABHOMY TTOABJICHUIO YaCTUIL IIPU UX POK/ICHUUN U TIJTABHOMY
NCYE3HOBEHUIO IIPU YHUYTOKEHU. HpI/I I9TOM IIOABJIEHHME 1M MCYE3HOBE-
HHUE YacCTull IIpn UX BXOJ€ B CUCTEMY 1N MX BBIXOJAE€ N3 CUCTEMbI CTAaHYT
60JI€€ TJIa/IKUMU 1 €CTECTBEHHBIMU.

.= © Inspector 3 Lighting -
Gizmos - Open Editar.,

() orect svevem
+

Duration 5.00
Looping v
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Start Lifetime s
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Start Size .08 0.43
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Max Particles 1000
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Time

Bursts Time. Particles

+ Shape
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Q| Fadius 25

Emit from Shell

Randam Direction

¥ Velocity over Lifetime
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Space Local T
Limit Velocity over Lifetime
Force over Lifetime

¥ Colar over Lifetime
Calor

Color by Speed
/ Siza over Lifetime

sie ———— — L

Size by Speed

ize .
peed Range o 1
+ Ratation aver Lifstims
Rotation by Speed
External Farcas
Collision
Sub Emitcers

Texture Sheet Animation
+/ Renderer

Rendar Mads Billboard
Hormal Direction 1 b

Puc. 3.29. 3akoH4eHHasa cuctema uMmnTaLum CBET/ISHKOB

[Toznpasssio! Ber TOIBKO 4TO 3aBEPIININ CUCTEMY YaCTUI] UMUTAIAN
CBETJISTIKOB, KOTOPAsT MOJKET OBITh MCIONH30BAHA B PA3THYHBIX WTPaX.
Ceityac momxostiee BpeMsi, 9T0OBI co3MaTh Tpedad CUCTEMBI, TPOCTO
TIEPETATIIB €€ B JII0OYIO 3 BAINX CIEH.

NTorn

Jra rJIaBa OXBaThIBaeT KakK BCTpoeHHoe B Unity okHO aHuMaluy Anima-
tion juist pazpaboTKU aHUMAIMY B caMOM mipuiiokernu Unity, Tak u cu-
CTeMy YaCTHIL JJIsI CO3/IaHMsI aHUMAllMM CO MHOKECTBOM JIBUIKYIIMXCS
ajieMeHTOB. [Ipyu momomu pefakTopa aHMMAlMM CO3/IA€TCS KJIUIT aHU-
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manu Animation Clip, koropbiii onpezesnsger HabOp KIIOUEBbIX KaJpOB
JUIST XpaHEHUs] U3MEHEHU BO BPEMEHH, 9TOT KJIUI COBMeCTUM (KaK Mbl
VBUMM T03:Ke) ¢ crcteMoir Mecanim. CucTeMBbl YaCTHIL, HATPOTUB, MOJI-
HOCTBIO OCHOBAHBI HAa CaMOIi TPOIIEypPe aHUMAIUK W He XPAHST JIaHHbIE
0 KJIIOYEBBIX KaJpax. B cucremax yacTuil aHMMaIlls CO3/Ia€TCsl IMHAMU-
YecKU BO BPEMsI BBITTOJTHEHUS, HA OCHOBAHUHU IPpaduKOB, 3aJaHHbBIX C T10-
Motipio pegakropa CIOPUKIH B UHCIIEKTOPE 00BEKTOB. DTO HPUIAET CH-
cTeMaM YaCTHIl BIICUAT/ISIONIMI YPOBeHb THOKOCTH. B caenyrotieil riaBe
MBI PACCMOTPUM CHCTeMy Mecanim, U3y4nM pa3muHbie BUBI aHUMAIUN
Ha OCHOBaHMM cUcTeMbl Mecanim, He CBA3aHHBIE C YEJIOBEKOIOL00HIMK
TTepCOHaKaMH.
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AHVMaUMS NpeaAMeToB
C NOMOLLBIO CUcTemMsbl
Mecanim

B 970ii rytaBe MbI TOAPOOGHO PACCMOTPUM AaHUMAIIUIO C TOMOIIBI0 CUCTE-
MBI Mecanim, HayquMcsI co3/laBaTh WHTEPAKTUBHBIE CI[EHBI C JABUKYIIN-
Mucst 00 beKTaMi. B 4acTHOCTH, MBI CO3/IA/IUM CIIEHY, T/Ie UTPOK (B UTPe OT
MIEPBOTO JIUIA) MOKET HAKaTh KHOIIKY WJIU PhIYar, YT00bI OTKPHITH JIBEPD,
PACTIOJIOKEHHYIO B IPYTOM MeCTe. ITOT IIPOCTOI CKPHUIIT OYET BKIIOUATD
MHTEPAKTUBHOCTH (MIPOK Ha)KMMaeT KHOIKY), U B OTBET BOCIIPOU3BO-
JIUTCST aHUMaIus (JiBepb MOBOPAYMBaeTcs Ha MeTJIX B OTBeT Ha HaXKaThe
kHomku). Co3aBast 3TOT MPOEKT, MBI OyIEM UCCJIE0BATD CUCTEMY aHU-
marmu Mecanim B Unity u yBuanMm, Kak co3laTh HHTEPAKTUBHOCTD (€3
TPAJUIIHOHHDBIX CKPUNITOB. BIpbIrHBaiiTe BHYTPD, U HAUHEM PabOTY.

MoaroToeka cueHbl C NOMOLLLIO
NnpoToTUNNPOBaHNS aKTNBOB

Hauynewm paccMoTpenne aHMMAaIIMK B 9TOH TJ1aBe ¢ IIPe/[BAPUTEIILHO I10/II0-
TOBJICHHOH CIIEHBI ¥ ITPOEKTA, KOTOPBIH BKJIIOYEH B IPUJIOKEHHbIE K 9TON
kHUTe (hailapl 1 HaxoauTcs B manke Chapter04/DoorAnim. CiieHa cojep-
JKUT HECKOTBKO PEKBU3UTOB M AKTHBEI JIIs PAGOTHI ¢ HUMH, OHa ObiJia Jier-
KO cobpaHa M3 MPOTOTHUIIOB aKTHBOB, TPEIOCTABISIEMBIX MTPUIOKEHIEM
Unity 5, KOTOpoe COAEPKUT HOMBIIOE KOTUIECTBO MpehaboB 1 06bEKTOB
(TaKMX KakK I0JIbl ¥ JIECTHUIIDI ) IS YIIPOIIEHN CO3/IaHns CIIeH CO CTpoe-
HUAMMU. 51 UCTIOJIB3Y10 B KayecTBe OTIIPABHOM TOUKHU IIPUMEP TaKOii ClIEHBI,
MOKA3aHHBIM Ha cJleyIolieM cKpuHIIoTe. TeM He MeHee Bbl MOXKeETe CO3-
JIaTh CBOM COOCTBEHHBIN YPOBEHbD [JIsI TOU JKe 1eju, ecau XoTurte. ITols!
MMIIOPTUPOBATH ITaKeT aKTUBOB IIPUMEPOB, BbillosiHnTe Assets - Import
Package — Prototyping 13 MeHIO IIPUIOKEHUSI.



90 <«  AHMM3aUMS NPEeAMETOB C NMOMOLLLIO ccTeMbl Mecanim

€

File Edit | Assets | GameObject Component Mobile Input  Window  Help

Show in Explorer

= Hierarcl | € Game *2 Animator
|| Create 7| | Open e T/ 2D || o0 | <l | iad T
FloorProt Delete
> FPSConti
PillarProt Import New Asset...
PillarProt Import Package L Customn Package...
PillarProt
PillarProt ExporiBackages D)
::IoErI;rot Find References In Scene Cameras
ubePro :
SRl Select Dependencies Characters
PillarProt Refresh Ctrl+R CrossPlatforminput
PillarProt .
pillarProt Reimport Effects
p!||arpmt Reimport Al Environment
PillarProt ParticleSystems
PillarProt Run API Updater... -
PillarProt POy L\\;
FillarProt Sync MonoDevelop Project Utility

HouseP rototfpeETERTET 2T
FillarPrototype0lx02x01
FillarPrototype01x02x02
FillarPrototype0l1x02x03
CubePrototype08x08x09
Directional Light
Cylinder
EventSystem

¥ Door

Vehicles

Puc. 4.1. UmnopT NnpvMepoB NPOTOTUMNOB aKkTUBOB

IMocsie TOTO KaK POTOTUTIBI AKTHBOB HMITOPTHPOBAHDI, BB MOJKETE TIe-
PETAIUTD MPEIBAPUTETHHO TTOATOTOBIEHHDIE TPedadbl B CIIEHY W HAYaTh
CTPOUTH BHEIHIO cpefy. IIpororumsr mpedabos Brmodens B Standard
Assets - Prototyping — Prefabs (puc. 4.2).

Bot ciieHa, KOTOpyio MbI Oy/IeM HCITOJIb30BaTh [IJsi aHMMAIHOHHOTO
npoekta. OHa BKIIOYAET B ce0s1 KHOTIKY, KOTOPYIO HY’KHO HasKaTh, 4TOObI
Pas3bIOKUPOBATh W OTKPBITH BEPD, BEAYIIYIO B APYTYIO YacTh BHEITHEN
cpenbl (puc. 4.3).

Co3AaHMe aHMMaunin AN KHONKN U ABepu

ITpeske yeM Mbl HEIIOCPEACTBEHHO HauHeM paboTaTh ¢ cucTeMoil Meca-
nim, MBI JO/KHBI IOATOTOBUTD I AaabHelel paboThl JaHHbIE aHUMA-
LIMHU, KOHKPETHEE, Mbl JIOJIKHBL OY/IeM CO3/aTh IBE aHUMALIUU /ISt KHOIIKI
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3 Project | B console © Animation

c Assets » Standard Assets » Prototyping » Prefabs >

Tl

vEi Assets BlockProto.. CubeProtot.. CubeProtot.. CubeProtot.. FloarProtot..
53 animations
» &3 Editor

V3 Standard Assets
P& Characters
55 CrossPlatformInput
¥ Prototyping
£ Materials

&5 Models
(=]

StepsProto.. WallPrototy..

&5 Shaders
%Textures
» & Utility

o FloorPrototype04x01x04 .prefab

Puc. 4.2. MpoToTunmupoBaHue npedabos

Puc. 4.3. KHonka v aBepb

n JiA ABEPU. HpI/I HaKaTHM Ha KHOIIKY OTKPBIBAC€TCS JABEPb. CJIe,ZIOBa-
TEJIbHO, HAM HOHalIO6I/ITC$I aHMallyAa 114 KHOIIKW — JIJIA 0TO6pa>K€HI/IH ce
ABUKCHUA BHYTPD I'HE3/1a ITPU HaKaTUU, a 3aTEM BO3BpaTa B HeﬁTpaJIbHOE
nosiokerne. Ham Takske HOHa,ZIO6I/ITC§I aHUMalls OTKPBITUA ABEPU, TO
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eCcTh BpallleHre JIBEPH Ha TETJISAX MPU OTKPBIBAHUU HAPYXKy. JTa aHUMa-
1UsT JIOJKHA OBITh BOCIIPOM3BE/IEHA TOJIBKO MOCIe HakaTust kKHonkw, Obe
STH aHUMAIIUK MOTYT OBITh CO3/IaHbI HETTOCPEACTBEHHO B pesakrope Unity
C TIOMOIIBIO OKHA aHWMAINW, KaK 3TO ONMMCAHO B TPEBIIYIIEH TIaBe.
[To aTOI TpUuMHE 371€Ch 51 ONMUIITY TPOIECC CO3/IAHNS aHUMAIUH JINTIb
BKparle.

YT00BI CO3aTh AHUMAIIIO HAKATUS KHOTIKH, BRIOEPUTE 00BEKT KHOTIKH
B CII€HE, WJIK B OKHE 0030pa, WJIM B MEPAPXWHU, a 3aTeM MePeinTe B OKHO
aHuMaIn. JTO MOXKHO czeaTh, Beimoanus Window — Animation us
rIaBHOTO MeHio win Haxkas Ctrl+6. B okHe aHuMarn 1o6aBbTe KiIoue-
BBIE KaJIPBI /1711 KaHasa Transform.Position B Hauase, B cepeqiiHe U B KOH-
11€ MIKAJIBI BPEMEHU, TO eCTh Jjist MOMeHTOB Bpemeru () cexy, 0,5 cekyH-
Il 1 1 cexyHza.

= Hierarchy -=| #s5cene € Game 9§ Animator
Creaes| AT | Shadedwirsframe - 20 % | <) & -
FloorPrototypesd x01x6d

» FPSCantroller

PillarProtatype02x08x02 |

PillarProtatype02x08x03 |

PillarPrototype02x08x04
PillarProtatypen2x08x05
FloorPrototypesd x01x65
CubePrototype08x08x08
PillarPrototype02x08x09
PillarPrototype02x08x08
PillarPrototype02x08x07
PillarProtatypen2x08x06
pillarprototypen2x08x10
Pillarprototypen2x08x11
PillarPrototype02x08x12
PillarPrototype02x08x13
PillarProtatypen2x08x14
HousePrototypelfnl6xz4
Pillarprototypenx02x01
pillarprototypenlx02x02
PillarPrototype01x02x03
CubePrototype08x08x09
Directional Light

EventSystem
¥ Door
CubePrototype04x04x04

3 project B console © Animation
. > Wm0 G | e

anim_butzanpush +| Sample &0

¥ K Cylinder § Position ¢ O & | 23
A Positian.x 13037 & ¢ & <
'S n.y 085 @ ¢ <
A Position.z =RV ed & ps
| addpropey |

Puc. 4.4. Co3pgaHne aHMMaLmMy HaxaTuns KHOMKU

HauanbHbIil 1 KOHEUHbBIN KJIIOYeBbIE Ka/Ipbl aHUMaIlun JOJIKHBI OBITh
O/IMHAKOBbIMH, Ha HMX KHOIIKa JOJIXKHA HaXO/IUTbCA B HefITpaJIbHOM oT-
IIymeHHoM COCTOSAHHMU. CPEZIHI/If/'I KJIIOUEBOI Ka/Zlp, HallpOTHB, J10JI’KEH
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COOTBETCTBOBATH TIOTHOCTHIO YTOIJIEHHON B THe3/le KHOTIKe (COCTOSTHIE
«HaskaTa» ). YTOOBI CO3/1aTh 9TOT KJIIOUEBON KA/P, TIEPETAIINTE MOJI3YHOK
ITKAJTHI BPEMEHU TaK, ITOOBI KPACHAST THHUST HAXO/IIJIACH B CEPETIHE TITKa-
JIBl B OKHE aHMMAIINH, a 3aTeM TIepeMecTHTe KHOTKY B CIieHe B Hy’KHOE
moJiokeHne. Takoe pacrookeHne KI0UEBBIX KaJpPOB FapaHTUPYET, 9TO
TP HAKaTHHU KHOIIKM OHA HAUuMHAEeT aHNMAITHIO ¢ HeHTPATBbHOTO COCTOS -
HUs, 3aTE€M CMeIaeTcs BHYTPh U, HAKOHeIl, BO3BPAIIAeTCs B HEHTpaIbHOE
cocTosTHUe. /Iy TIOBBINIEHNS TJIAaBHOCTH JABYKEHMST KHOTIKYM B Hadase
1 B KOHIIE aHUMAI[IH BBl MOKETE CIJIA[UTh KPUBYIO JIBUKEHMsT, 00paboTaB
ee B pe/lakTope KPUBBIX, IOCTYITHOM M3 OKHA aHUMAIINY, HA)KaB Ha KHOIIKY
Curves B HIDKHEM JIEBOM YTJTy OKHa. Ecamm BBI He cMoskeTe M3MEHUTD (hop-
My KpuBoii B pyuHoMm peknme Handles, To 1iesikHuTE MTPaBoil KHOMKON
MBITIH TIO HY>KHOH TOYKe 1 BbI6epI/ITe onuuio Flat u3 KOHTeKCTHOrO MeHIO.

3 Project O Console & Animation
- > CRECRIC | Oe
anim_buttonpush : Sample 60

|~ Cylinder : Position @
A Position.x ZEbhie

A Position.y R @
APosition.z ST

J

[ Add Property

Puc. 4.5. CrnaxunsaHue OBUXEHUS KHOMKN

AHVMAIUSA OTKPBITUS JIBEPU CO3/IAETCS AHAJIOTHYHBIM 00Pa3OM, XOTsI
1 oTpe6yeTCst HECKOJIBKO TOMOTHUTEIbHBIX OMlepalinii KoHhurypuposa-
Hud. B yacTtHOCTH, ZIBEepb TIPU ee OTKPBITUH JIOJIKHA BPAIAThCS BOKPYT
TOUeK KperieHus ee 3a rerar. Och BpalieHus o yMOJYaHuio st Kyba,
Kopoba WM Mela 06beKTa, TPEACTABIAIONIEro coboi Halry ABepb, He
Bcer/ia TMOAXOUT /I CO3/IaHMsl aHMMAIlMU BpalieHus. Mbpl, Hanpumep,
HE 3aXOTUM, YTOOBI IBEPH TP OTKPBITUN OBOPAYMBATIACH BOKPYT CBOETO
rentpa. B Unity 210 MOKeT 6BIT JIETKO UCTIPABJIEHO € MOMOIIBIO IPUCO-
e/IMHEHUS MEIIA IBEPU K POAUTETHCKOMY TTYCTOMY 0OBEKTY, PACTIONOKEH-
HOMY B MECTE TIOBOPOTA, a 3aTeM aHMMHUPOBAHUEM MYCTOTO 00BEKTA, a He
MellIa IBepH HAIMPSIMYIO.
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= Hierarchy - | #Hscene € Game #2 Animator
Creats * All Shaded Wirsframe -~ 2D | % &) & -
FloorPrototype6dx01x64
= FPSController
PillarPrototype02x08x02
FillarPrototype2x08x03
FillarPrototype02x08x04
PillarPrototype02x08x05
FloorPrototypesdx01x65
CubeProfotype08x08x03
PillarPrototype2x08x09
PillarPrototype02x08x08
PillarPrototype02x08x07
PillarPrototype02x08x06
PillarPrototyped2x08x10
PillarPrototype2x08x11
PillarPrototype02x08x12
PillarPrototype02x08x13
PillarPrototype02x08x14
HousePrototypel6xi6x2s
PillarPrototype01x02x01
PillarPrototype0lx02x02
PillarPrototype01x02x03
CubePrototype08x08x09
Directional Light
Cylinder
ystzm

Cuherlt%peﬂdxﬂdxﬂ4

Puc. 4.6. CospgaHme To4YkM NOBOPOTA
Ana aHnMauumm OTKPbITUA OABEPU

Jluisl aHUMALUU OTKPBITUSL ABEPU JOJKHBI OBbITh CO3JAHbI ABa KJI0Ye-
BBIX Ka/Ipa: OJIUH — B HaUaJjie aHuMaIuu (3akpbiTa) U OJUH — B KOHIlE (OT-
KpbiTa). Kak u u1d aHuManum Ha)kaTust KHOTIKH, JIJIS CTJIAKUBAHUS KPU-
BbIX aHUMALUY MOKHO UCIIOJIb30BaTh PEJAKTOP KPUBbIX, YTOOBI CO34aTh
IJTaBHOE ABMKeHue 1 100uThes TpebyemMoro addekra.

© Project O consale @ Animation |
.| > M M O @ | De | 0:00

anim_door + Sample 60

0:05 010

7 (015 0:20 0:25  |0:30 0:35 |0:40 045 0:50 0:55 1:00

Add Property

Dope Sheet Curves <

Puc. 4.7. 3apaHve aHMMaLMOHHOM KpUBOM
AN aHMMaumn OTKPbITUS OBEPU
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Ha4ano paboTtbl ¢ cuctemoinn Mecanim

IMocne co3manmst aHUMAIWI JI7isT KHOIIKU U JIBEPU OHU OY/IyT aBTOMATH-
YeCKU BOCITPOU3BOIUTELCS B IUKJIE HA BKJIanKke Game MMpu KaKION aKTh-
Baiuu ciieHpl. OHM ABTOMAaTUYECKH 3aITyCKAIOTCS, TOTOMY YTO 1TOCJIE CO3-
JlaHUS aKTHBa aHUMalonHoro kianna Unity aBTomMmaTHyeckn reHepupyer
aKTUB KOHTpoJljIepa aHuMalnu Animator Controller u nmpucoeanHsieT ero
K 00beKTy B ciieHe. CaM KOHTPOJLIEP SIBJISIETCSI 4ACTBI0 cicTeMbl Mecanim
1 UCIIOJIb3YeT aBToMaT cocTosiinil State Machine st onpeseserus Mo-
MEeHTa BOCIPOU3BE/ICHIS aHUMAIIMOHHOTO KJUTIa st 06bexTa. [1o ymo-
YaHUIO OH BOCIIPOM3BOJUT aHWMAIIMOHHBINA KJIWI TIPU 3aIIyCKe CIEHBI.
AHVMMaIMS BOCIIPOU3BOAUTCS B ITUKJIE, TIOTOMY YTO BCE HOBBIC aKTHUBbI
QHUMaLMOHHBIX KJIMIIOB 110 YMOJIYaHUIO OIIPENesIdIOTCsa KaK 3aluKJIeH-
Hble. H1 aBToMaTn4eckoe BOCIIpOn3Be/ieHNe, HU 3allUKJINBaHue B IaHHOM
cJly4yae He HYKHBI, IIOTOMY YTO aHUMallid KHOIKU JOJIKHA BOCIIPOU3BO-
JUTHCA TOJIBKO IIPU HaKaTUKM €€ UTPOKOM, a ABEPDb NOJIKHA OTKPbIBATh-
csl JIMIITb B OTBET Ha Ha)kaTue KHONKM. /[aBaliTe cHauajia OTKJIIOUUM 3a-
[UKJIMBAHUE [T KasKA0TO0 aHUMAIIMOHHOTO Kivma. YToObl cenaTh aTo,
BbIOEpHTE 110 OUepeI KaXK /bl aHUMAIHOHHBII KNI B TAHEJH TPOEKTa
U B UHCIIEKTOPE 00beKTOB oTKI0ounTe (hiiaxkok Loop Time. 310 oTKIII0-
YUT 3AIUKINBAHUE BOCIIPOU3BEIeHNs aHuMalnii. Bmecto atoro onn Gy-
YT BOCIIPOU3BOLUTLC TOJIbKO OJUH Pa3, a 3aTeM OCTaHaBJIUBATHCS.

.= O Inspector | =
anim_buttonpush 3 %
m Cpen
L
Length 1.000 &0 FPS
-4 Loop Time L]

Loop

Pose I}

| Generate Root Mation Curves |

Curves Pos: 1 Rot: 0 Scale: 0 Muscles: 0 Generic: 0 PPt 0
Curves Total: 3, Constant: 0 (0,0%) Dense: 0 (0.0%) Stream: 3
(100,0%)

2.1 KB

Puc. 4.8. OTknto4yeHme 3auukinBaHnsa aHuMaumin
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Jlaske ecsiu 3allUKJINBaHUE BOCTIPOU3BEICHUST OTKJIIOUCHO, aHUMAIHs
OyleT TMO-TIPEKHEMY BOCITPOM3BOANUTHCS aBTOMATHYECKU IMPU 3aMyCKe
YPOBHSI, XOTsI U TOJIBKO OJUH Pa3. ITO MPOUCXOAUT MOTOMY, UYTO aKTUB
KOHTPOJIJICPA aHUMAIIUU TPUCOCANHEH K KaKIOMy U3 OOBEKTOB JBE-
pu U KHOMKY. UTOOBI U3MEHWUTD 3TO, MBI JIOJIKHBI OYIEM OTKPBITH OKHO
aHrMaTopa Animator. Ber Moskere cenath 210, BhioHUB Window —
Animator B MCHIO TIPUJIOKEHUS, WJIH MOJKETE JIBaK/bl IIECJTKHYTh Ha aK-
THB KOHTpoJuiepa aHuMaIrn Animation Controller B manesu mpoekra.
AKTHUBBI KOHTPOJIJIEPOB aHUMAI[MK T€HEPUPYIOTCS BMECTE C aKTHBAMU
aHUMAIMOHHBIX KinoB Animation Clip.

Component  Mobile Input | Window | Help

Mext Window Ctrl+Tab

o= | 3 Scene | e Previous Window Ctrl+Shift+Tab
T ||| shaded wireframe - Layouts .

Scene Ctrl+1

Game Ctrl+2

Inspector Ctrl+3

Hierarchy Ctrl+4

Project Ctrl+5

Animation Ctrl+6

Profiler Ctrl+7

Audio Mixer Ctrl+8

Asset Store Ctrl+ 3

Version Control Ctrl+0
Animator Parameter
Animator

Sprite Packer

Lighting
Occlusion Culling
Frarme Debugger

Mavigation

Console Ctrl+Shift+C

Puc. 4.9. locTyn K KOHTPONNIEPY aHuMaTopa

Ecsiu BbI BBIOEpUTE OGBEKT KHOMKHU B CIIEHE ¥ TOCMOTPUTE HA OKHO aHU-
Maropa Animator, TO yBUJNTe aBTOMAT COCTOSHUI cucteMbl Mecanim,
COCTOSIIIHIT U3 COEIMHEHHBIX MEKITY CO00iT y3/10B (HA3BIBAEMBIX COCTOSI-
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HusAMH (states)). COCTOSHIS yIPABJSIOT TeM, Kak M KOT/[a TOJIKHBI BOC-
MIPOMBBOANTHCS AHUMAIMOHHbBIE KJIUIBI 00beKTa. 10 yMOTYaHUIO y3e
coctosHus 3ejeHoro IBeta Entry cBs3aH ¢ y3JoM COCTOSHHMS anim_
ButtonPush (31ech MoxkeT crosiTh U J1t060€ APyroe MMsl, Ha3HAYCHHOE
aHnManuu KHomku). Y3esn Entry 3aropaercs, wim axtuBupyercs, mpu
3aIyCcKe CIIeHbl. B 9TOT MOMEHT MPOUCXOANT aKTUBAIMS W CJIELYIOIIEro
C HUM Y313, €CJIU K HEMY, COTJIACHO JIOTUKe Tpada, UeT CTpesiKa coelnHe-
aus. [lo aTol mpramHe aHUMAIIIS KHOTTKN HAsKaTUS BOCTTPOU3BOANTCS aB-
TOMATUYECKH MTPH 3aITyCKe CIIEHBI, TaK Kak y3es Entry moakioueH K y3my
KJTATIa aHUMAIMK HaskaThus KHOMKY. /laBaliTe OTKOPpeKTHpyeM aToT Tpad
JUTST HY>KHOTO HaM ClleHapus moBe/ieHus. /[y Hauasa IMeJTKHUTE TTPaBoil
KHOIIKOI MblIIK B J1i060M Mecte obsactu rpada u soinoanute Create
State - Empty n3 konTekctHoro Menio. I[Ipu atom cucrema Mecanim
CO3/IACT HOBBIH MYCTOH y3es B rpade. DTO 3HAUNT, UTO CBI3AHHBII OOHEKT
B CIleHE He OY/IeT JAeaTh Huuezo TIPU aKTHBAIIUH 9TOTO Y3J1a.

Create State Empty h_
Create Sub-5tate Machine From Selected Clip

Paste Frozm Mew Blend Tree

Copy current StateMachine

Puc. 4.10. Co3paHne nyCToro COCTosHUS
B rpade cuctembl Mecanim
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O/1HaKO BHOBB CO3/IAaHHBIN y3€J HU K 4eMy He TTOKII0UeH. ITO O3Ha-
YaeT, YTO OH HUKOT/[a HE CTAHET aKTUBHDBIM, ITIOTOMY 4YTO C HUM HE CBA3aH
y3est Entry, ¢ akTuBanmm KoToporo Bcer/ia Bce HaunHaetcs. Y3en Entry
Beer/a MOAKIUYAETCS K Y3Jy TI0 YMOJYAHWIO, KOTOPbIil Gy/IeT BbIICJICH
OpaH’KEBBIM IBETOM. A ceifuac BbIOEpUTE BHOBb CO3IaHHbII MyCTO y3es
n HazoBuTe ero Idle, HaGpas ero ums B ojie Name nHCIeKTopa 00beKTOB.

| ==i| ® Inspector

| Auto Live Link dle
W e [

|

-3

peed T
Motion ‘GNone (Motion) | ©
Foot 1K m
Write Defaults o
Mirror (m]
Transwt_mns Sn\_u M!]t:

List is Empty

Puc. 4.11. NpucBoeHne nmeH yanam cuctemsl Mecanim

Kak yske ymoMHHAIOCH, y3€J BBOJA BCET/IA COENMHSIETCS C Y3JI0M 110
YMOJIYaHUIO, KOTOPBIN BBIZIEJISIETCST OPAHKEBBIM 11BeTOM. [laBaiite ciemna-
eMm y3ex Idle y3mom o ymorgammio. YToOBI cienatsh 910, METKHNUTE Tpa-
BO# KHOTKO# MbI 110 3y Idle n Boibepute mynkT Set as Layer Default
State. Teneps ysen Entry nepexmounicst wa ysen Idle (puc. 4.12). 3to
3HAYUT, YTO AHUMAIIUS HAKATUSI KHOTIKU He OYIeT BOCITPOU3BOIUTHCS aB-
TOMAaTHYECKH TIPH 3aITyCKe CIIEHbI, 9TO TO, YTO HaM ObLI0 HyskHO. Ho 910
TOJIBKO TIOJIOBMHA TOTO, Y€TO MbI XOTeJIH!

MNepexoabl N NapameTpbl cuctembl Mecanim

Xota mpobaema rpada cucreMbl Mecanim, cBA3aHHas ¢ aBTOMaTHYe-
CKUM 3aITyCKOM aHUMAITUH TIPU CTAPTE CIIEHBI, ¥ PEIeHa, HO 0 CUX 110D
He ompejiesieH Crocob BOCTIPOM3BENCHUsT aHUMAIUN KHOTIKU B TOT MO-
MEHT, KOT/Ia UTPOK HaxkMeT Ha Hee. [[esb Tenepb coCTOUT B TOM, 4TOOBI
OTKOPPEKTHPOBaTh rpad cucreMbl Mecanim Tak, 4To6bl MOJYYUTH KOH-
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[ ——

Puc. 4.12. YcTaHOBKa COCTOSIHMS MO YMOYaHWUIO

TPOJIb HAJl AHUMAIlMEN HaXKaTUs KHOIIKH, 3allyCcKas ee BOCIIPOU3BEICHUE
B HYKHBIIT MOMEHT BpeMeHH. [[JIs TOCTHIKEHUs 9TO# e Mbl OyJ1eM uc-
M0JIb30BaTh mepexopl (transitions) u mapamerpsi (parameters). Ilepe-
XOJIbI — 3TO TPOCTO COENUHEHUS] MEXIY JABYMSI COCTOSIHUSIMU, KOTOPbIE
MO3BOJISIIOT OJTHOMY COCTOSTHUIO TIepeiiTu B ipyroe. IlapaMeTpsl SBASIOT-
Cs1 TIepeMEHHBIMU WJIU TIePEKTI0IaTe SIMU, KOTOPbIE TIPeIHA3HAYEHBI JIJIsT
VIIPaBJIeHUS MEPeXoaMyu MEKIY ABYMs cocTosuusaMu. [laBaiite Tenepnb
CO3/IaJIIM TTaPaMeTp, KOTOPDIH MO3BOJUT HAM ONPEE/UTD, KOTJIa COCTOS-
Hue Ge3/IeliCTBUS Tepeii/ieT B COCTOSTHUE HAsKaTUs KHOTIKU. TO eCcTh 3TOT
mapameTp Oy/IeT yIpaBJIsTh BOCIIPOU3Be/IeHUEM aHuMaIii. BHyTpu okHa
aHMMaTopa IEJTKHUTE TI0 BKJAJIKe TTapaMeTpoB Parameters B BepxHeM
sieBoM yrity (puc. 4.13).

3aTeM IEJKHUTE 110 UKOHKe + st I0OaBJIEHUsT HOBOTO TapaMeTpa.
CyliiecTBYIOT pa3/indHble TUIIBI TTapaMeTpoB. JlJisi 3TOro mpumMepa Bbi-
Gepure tun tpurrep Trigger (puc. 4.14). Tpurrepsl aeficTBYIOT T10106HO
MepeKJIIoUaTesIM YIIPABJIeHUsl, UX AKTUBAIUSI TIPUBET K Pa3pelieHuio
repexojia U3 OJJHOTO COCTOSIHUS B IPYTOE.

3ajaiite Tpurrepy ums, naripumep PushButton. [Tocsie co3manust Tpur-
rep MOSBUTCSA B CIMCKE TAapaMeTPoB € (DJIAKKOM PSJIOM C €r0 UMEHEM,
KOTOPBIIl MOKET OBITh YCTAHOBJIEH WM COPOIIEH TPAMO BO BPEMsI BbI-
TIOJIHEHUS JIJIsI T1eJielt OTJIaIKu, 9TO TI03BOJIsIeT AKTUBUPOBATD TPUTTED He-
MTOCPE/ICTBEHHO U3 pe/lakTopa. Termepb, KOTa TPUTTEP CO3/IaH, OH JI0KEH



100 <« AHAM3UWS NPEeAMETOB C NOMOLLLIO ccTeMbl Mecanim

.= #Scene € came | ®% animator |

l| | Layers || Parametarsh, - Base Layer
=llam i *

|Click to edit controller's parameters.h'

Any State

Puc. 4.13. JocTyn k 3aknaake napameTpoB Parameters

# Scene € Game | 2 Animator |
| Layers | Parameters | - Base Layer
arllame +

— New Trigger ) Float

Int
Bool

Trigger

Puc. 4.14. Co3pgaHune Tpurrepa

GBITH CBsI3aH ¢ epexo1oM B rpade. [lepexos 1omKeH OBITh CO3MaH MEKITY
cocrosiaviem Idle n annmartneit Haskatust kHonkw. [Ipu atom Gyzer ycra-
HOBJIEHa CBsI3b Mexkay coctosaueM Idle w ammmarmeit. Yto6sr cosmarh
Mepexo, MEeJKHUTE TIPaBOH KHOMKOW MbImiHu 1o cocrosiamio Idle B rpa-
(e, a 3arem BbiGepuTe oniuio Make Transition 13 KOHTEKCTHOTO MEHIO
(puc. 4.15).

[IleskHUTE IO CTPEsIKe TIePeX0/a, KOTOPBIH HAYMHAETCS OT COCTOSTHUS
Idle n 3akaHumBaeTCSA B aHUMATINU KHOTIKU, CO3/IaBAst UX OJIHOCTOPOHHIOIO
cBs3b. [Ipu BBIGOpPE Tepexoa MeXKIY COCTOSTHUSIMU BbI YBUAUTE B WH-
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CTTEKTOpPE 0OHEKTOB HECKOBFKO CBOWCTB. DTH CBOIICTBA OTIPENENSIOT, KaK
1 KOTJIa IPOMCXO/IUT TIEPEXOI.

Any State

Make Transition

Set as Layer Default State
Copy

Create new BlendTree in State

Delete

Puc. 4.15. Co3gaHne nepexona

.= O Inspector | =

Idle -> anim_buttonpush

o
]

1 AnimatorTransitionBase

Transitions Solo Mute
Idle -> anim_buttonpush L]
£,

Idle -= anim_buttonpush

Any State Has Exit Time ™)

» Settings
Cannot preview transition; source state does not have motior

Conditions
List is Empty

anim_buttonpush

Puc. 4.16. Npwu BeIGOpe Nnepexoaa B NaHeNn MHCMekTopa
NOSIBNSIETCHA HECKOJIbKO CBOMCTB
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HO yMOJIlIaHI/HO epexo/; MPpoOnCXoaAnuT B MOMEHT 3aBEPHICHWA aHMMa-
1M, a 9T0 3HaumuT, uto cocrosuue Idle BoctponssoanTes oanH pas nim
B Te4eHWE HEKOTOPOTO MEepPHOoja BPEMEHH, a 3aTeM IPOMCXOANT aBTOMA-
TUYECKUIT TTePEX0/] K COCTOSTHUIO aHUMAIINU HAKaTHs KHOIIKH, JA/Ke eCIIN
UTPOK HE HasKasl Ha KHOTIKY. DTO MOKHO IIPOBEPUTh, 3aITyCTUB CIIEHY U T10-
HaOJI0aB, 4TO MPOMU3OHAET ¢ 0OHEKTOM KHOIKM Ha BKJIAJKE CIIEHBI Scene.
ITa KHOMKA Oy/IeT aBTOMAaTHYECKH yTOILIEHA BHYTPb 4ePe3 HECKOJIBKO Ce-
KYHJI TIOCJIE 3armycKa creHbl. [lepexos JoKeH MPOUCXOANTDh He TaK, KaK
9TO ONpEJIEJIEHO IO YMOJIYAHUIO, a P akTuBanuy Tpurrepa PushButton.
Y0661 106UTHC 91010, oTKIH0uKTe (hutaxkok Has Exit Time B unciexro-
pe 00bEKTOB IIPU BLIOPAHHOM [IE€PEXO0/ie. ITO IPEJOTBPATUT ABTOMATHYE-
ckuii nepexop us cocrostaust Idle Ha aHVMAIMIO HAsKATHUsT KHOIKH,

[ Py r— =
Auto Live Link || AnyState -> anim_buttenpush &,
1 AnimaterTransitionBase

Tl’angmunsr Solo Mute
AnyState -> anim_buttonpush LICE

Any State

[FRSS—TTM——

anim_buttanpush
“ ek aea

Conditions

List is Empty

Puc. 4.17. OtkmoyeHne onaxka Has Exit Time

Cuenyromias nanesb yciaosuil Conditions B mHcIeKTOpe 0OBEKTOB MO-
sKeT OBbITh MCIOJIb30BaHa IJIS 3aIaH1s, KOTA IIEPEXO/I JOJIKEH ObITh aKTH-
BupoBan. Haxxmure Ha UKOHKY +, 4T0OBI 100aBUTH HOBOE YCJIOBUE. 3aTEM
13 PacKphIBAIONIErocs cimcka Bbibepure tpurrep PushButton, eciu on
ele He BIOpaH. JTO HaKoHel coequuut Tpurrep PushButton ¢ mepexo-
noM (puc. 4.18).

Bbr MoskeTe TpOBEPUTH COEMHEHNE TPUTTEPA C TTIEPEXOJIOM BO BPEMsI
BBINOIHEHNs. BoibepuTe 00beKT KHOIIKY Ha CIeHe, a 3aTeM HaKMUTE Ha
xuonky Play ma nmanenu uncrpymentos. IlotoMm mieakHuTe 110 Guaxky
Trigger B manen mapaMeTpoB OKHa aHmMaropa. Korzia BbI crieaere aTo,
TO YBUJIUTE BOCIIPOM3BECHIE aHUMAIINK HAKATHsT KHOTIKKA Ha 3aKJIajKe
ciienbl Scene wiu urpsl Game.
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| =) ©®Inspector | a -
Auts Live Link ||

Idle -> anim_buttonpush 2|
1 AnimaterTransitionBase

Base Layer

Transitions Solo Mute
Idle -> anim_buttenpush. (L]
&

Idle -> anim_buttonpush

Has Exit Time O
» Settings
Cannot preview transition: source state does not have motior]

"~ Conditions

= PushButton e

Puc. 4.18. NogknioyeHne nepexona K Tpurrepy
HaxxaTnsa kHornkn PushButton

Base Layer

Puc. 4.19. TectupoBaHue Tpurrepa Haxatus kHonku PushButton

[Mocaenneit npobaemoii Hanrero rpaa aBTomMaTa COCTOSTHUI CHCTEMBbI
Mecanim sBJIsieTCS TO, UTO TIOCTE TOTO, KaK HaxkaTa KHOTIKA, rpad nepe-
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XOAUT B COCTOAHME aHUMAIINU HaKaTWUA KHOIIKU U OCTAHETCA TaM U I10-
cJie TOTO, KaK aHUMAIlis 3aBEPITUTC. JTO 3HAYUT, YTO UTPOK HE MOKET
Ha)KaTh Ha KHOTIKY BTOPOH, TPETHUH MJIN YETBEPTHIM pa3 MPOCTO MOTOMY,
410 rpad «3aCTPsiil» B COCTOAHUU aHUMAIMU. MBI jKe XOTUM, 4TOObI U3
COCTOSTHUSI aHUMAITUU HAKATUS KHOIIKHU, 1TOCJIE €€ 3aBEPIICHUS, BBITIOJ-
Hsticst nepexo]; ooparho B cocrosuue Idle, 4o no3BosnT HECKONBKO Pas
HaskaTh Ha KHOMKY. YTOOBI JOGUTHCST 9TOTO, MIETKHUTE TIPABOH KHOITKOW
MBI 10 COCTOSIHUIO aHMMalMy KHONKU B rpade u BoiGepure Make
Transition 13 1OSIBUBIIETOCS KOHTEKCTHOTO MEHIO. 3aTeM IepeTaluTe
coerHeHMe Haza/ Ha coctosinue Idle. 3HaueHNs 110 yMOJTYaHIIO BCEX Ha-
CTPOEK JIJIST ATOTO TIEPEX0/Ia MOKHO OCTABUTH (€3 U3MEHEHUIL.

| = ©Inspector | - s
Ao Live Link | anim_buttanpush -> Idle @,
1 AnimatorTransitionBase
Transitions Solo Mute
SHRLEREL R oo
<
anim_buttenpush -> Idlz
-_— Has Exit Time ™

» Settings

Conditions

List is Empty

7 L+
N
|———=
: ,

Puc. 4.20. Co3gaHne oByCTOPOHHEN CBA3M MEXAY COCTOSAHUSMU

Teneps rpad cucrembr Mecanim jijist 00beKTa KHOTIKY B CI[EHE 3aBEp-
men. Kak Mbl BUzie1, CBsI3b MEXKILY TPUTTEPOM U TIEPEXO/IOM MOKHO ITPO-
BEpUTDH BO BpeMs BBITIOJHEHUS U3 OKHa anumaropa. Ho maske ecan ato
U Tak, TO UTPOK BCE ellle He MOKET BBI3BATH MEPEXOJl, HAKaB Ha OOBEKT
KHOTIKH B ciieHe. ITO Oy/IeT UCTIPABJIEHO B OJIMKAIIIee BPEMsI, OCJIE Pac-
CMOTPEHUS HCIOJIb30BaHMs Tpada cucteMbl Mecanim TpUMEHUTETBHO
K JIBEPU.
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Co3aaHue rpada cuctemol Mecanim
ANS OTKPbIBaHNS ABEpU

OrnucanHoe BBIIIE CO3/[aHKe AHUMAIIMKA KHOMTKA MOKHO MTOBTOPUTD U JIJIS
AHUMAIMK OTKPBIBAHWS JIBEPU, KOTOPast TakKe MOXKET ObITh 3arylieHa
€ TIOMOIIBIO TPUTTEpa. PaccMOTPUM cJieyIomuii CKPUHIIOT ¢ 3aKOHYEH-
HbIM Tpadom cuctembl Mecanim s aBepu. Ha HeM mokasano, 4to u3
cocrosnus Idle (aBephb 3aKpbITa) TIEPEXO K AaHUMAIIUU OTKPBITUST JBEPH
BBITIOJIHAETCA TTPH akTUBaIu Tpurrepa OpenDoor.

Any State

Puc. 4.21. 3akoH4eHHbI rpad cuctembl Mecanim ons asepu

I'pacd OTKPHITHS ABEPH MOKHO TPOTECTHPOBATH TaK Ke, KaK W rpad
KHOMKHU. BeiGepure 06HEeKT ABEPU B CIIEHE WM B MAHETH HEPapXuH, 3a-
ITyCTUTE UTPY, a 3aTeM IeJKHUTe 110 Tpurrepy Door Open B manesnu ma-
pPaMeTpOB OKHA aHUMATOPa. JTO MOJKHO MPUBECTH K OTKPBITHIO JBEPH
(puc. 4.22).

Co3AaHMe MHTepaKTUBHbLIX CuUeH

CoznmanHblii 371eCh TIPUMEP CIIEHbI COJEPKUT JIBA AaHUMAITMOHHBIX KU
(HaXKaTWS KHOIIKY M OTKPBIBAHUS JIBEPH ) U /[BA AHUMAIMOHHBIX KOHTPOJI-
Jiepa, KOTOPbIE CBSI3BIBAIOT KJIUIIBI C COCTOSTHHEM OOBEKTOB CIIeHbI. B 1pe-
JBIIYIINAX Pas/iesiax KOHTPOJLIePhl ObLi CHAGKEHBI TPUTTEPAMHU, TAK 4TO
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-= %% Animator ==

Gizmos = oIl Layers | Parameters ®  Base Layer Auta Live Link |

\ B OpenDoor

7. B

Any State

Puc. 4.22. TecTnpoBaHne aHUMaLMn OTKPbITUS OBEPU

" aHuMallyd IBEPU, 1 aHUMalysA KHOOKU MOTYT 6bITI) BOCIIPOU3BEEHDI
10 TpeOOBaHUIO, TIPU BKJIIOUYEHUN COOTBETCTBYIOIIETO TPUrTEpa. Terephb
mpobjieMa B TOM, 4TO UTPOK He MOKET aKTUBUPOBATH TPUTTEPBI U3 UZPbL.
TobKO MBI KaK pa3paboTINKN MOKEM CIETATH TO ¢ TOMOTIIBIO PEAKTOPA
Unity B peskume urpbl. Hatma mesib ceifuac — 100UThCsT TOTO, YTOOBI TIPH
HaKaTUW UTPOKOM KHOTIKM OTKPBIBATIACH JBEPb. ITO 3HAYUT, YTO KHOITKA
JIOJKHA aKTUBUPOBATh 00a TPUTTEPA KOHTPOJJIEPOB aHUMAIUI: OJ[MH —
JUUTST BOCIIPOU3BE/ICHUST AaHUMAIIUK KHOTIKHY, a JAPYTON — JI7IT OTKPBIBAHMS
nBepu. EcTb MHOTO €IIOCOOOB JIJIST IOCTUKEHUST TAKOI HHTEPAKTUBHOCTH.
OpuH U3 ¢rocoboB — 3TO UCIOJIB30BAHKE CKPUIITOB, HO MbI HE JIOJIKHBI
3aXOJIUTH TAK ATEeK0. MBI MOJKEM UCTIOB30BATh cucTeMY coObIThil Unity.
B atom pasiesie MbI yBUANM, KaK.

Cucrema cobbituit Unity oTc/ie;kuBaeT mepeMenieHns: MbII U BBOJ
C KJIaBUATYPBI U aBTOMATHUYECKU OIPENesISieT ¢ TTOMOIIBIO CHEeNaTbHON
KaMepbl, TI0 KaKOMY OOBEKTY B CIleHe ObLI Mpon3BeeH menrdok. Kpome
TOTO, OHA TIO3BOJISIET HAM 33/[aTh CMOCO0 AIEKBATHOTO PEArnpOBAHIS Ha
BBO/I ¢ TOMOIIIBIO cucteMbl Visual Scripting. luist Hauasa cosmaiite 06beKT
cucreMbl coObrtuii (System Event) B ciiene, Boinosinius GameObject —
UI - Event System. XoTd 3Ta onius 1 OMeIlieHa B KATETOPHUIO TIOJIb-
3oBaTesbekoro unrepdeiica UL, Ha camom ziejie cucteMa cOObITUI MMeeT
MHOZKECTBO IIPUMeHeHU 1 BHe unrtepdeiica.
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File Edit Assets | GameObject | Component  Mobile Input  Window  Help
@ T Create Empty Ctrl+5Shift+N

= ey Create Empty Child Alt+Shift+MN

Create =| (GrAl 3D Object vob )| & Gizmos
FloorPrototype&d 20 Object »

> F?SControIIer Light N
FillarPrototype02 )
PillarPrototype02 Audio L
FillarPrototype02 ul 3 Panel
FillarPrototype02 .

Particle Syst Butt:
FloorPrototypesd arucis system utten
CubePrototype0s Camera Text
FillarPrototype02
PillarProtatype0z Center On Children Image
FillarPrototype02 Raw Image
. Make Parent .
FillarPrototype02 Slider
PillarPrototype02 Clear Parent Scrollbar
P?IIarPrototypeOZ Apply Changes To Prefab
FillarPrototype02 — L Toggle
PillarPrototype02 Break Prefab Instance Input Field
FillarPrototype02 - . - -
Set as first sibling Ctrl+= C

HousePrototypel - anves
PillarPrototype01 Set as last sibling Ctrl+- Event System
FillarPrototype0l Move To View Ctrl+ Alt+F
FillarPrototype0l . . . R
CubePrototype0s Align With View Ctrl+Shift+F
Directional Light Align View to Selected
Sl Toggle Active State Alt+ShiftA
EventSystem

>

Puc. 4.23. Co3paHue cuctembl coObITUM

[lasee HaiiuTe OCHOBHYIO KaMepy B clieHe u BoiOepure ee. st mpu-
Mepa CIieHbl, KOTOpasd BKJIIOUEHA B IIpUjiaraeMble K aTOM KHuUre (aiiibl,
kamepa npucoegunena k FirstPersonCharacter. ITocie toro xax o6b-
eKT OCHOBHOII KaMmepbl BbIOpaH, m0o0aBbre K HeMy KomioHeHT Physics
Raycaster, soimosntnns Component - Event - Physics Raycaster us
MeHIo npuioxkenust. JJobaBiienne ero K Kamepe MO3BOJIUT CHCTEME COObI-
THIT 0GHAPYKUBATH MEMUKHU T10Jb30BATESA U ONPEIETISITh, KaKOil U3 00b-
€KTOB CLIeHbI ObL BHIOPAH B MOMEHT I1eJIYKa, HA OCHOBAHWU TOTO, HA YeM
6bl1a chokycupoBana Kamepa. BaskHO IPUKPENTUTH 3TOT KOMITIOHEHT K Ka-
Mepe UTPbI, KaMepe, 4epes KOTOPYIO UTPOK BUUT MUP, TUG0 HET Heo6X0-
JAUMOCTH OOHAPYKUBATH TIEJIKK MO TPOYUM 0OBEKTaM, He HAXOAAIUMCS
B (poKyCe KaMephbl.
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File Edit Assets GameObject | Component | Mobilelnput  Window  Help

@ R E [ Add... Ctrl+Shift+A
P 3
= Hierarchy | =l
Create = | (Grall Effects [ R~k Gizmas ~
FloorPrototypesd x01x64 Physics 3
v FPSControIIer Physics 2D »

FirstPersonCharacter o

FillarPrototype02x08x02 Navigation 4
PillarPrototype02x08x03 Audio 3
PillarPrototype02x08x04 .

3

FillarPrototype02x08x05 Repdeniy

FloorPrototypesdx01x65 Layout 4

c . .

.ubePIOtOtYDEUBXUBXUS Miscellansous b -
FillarPrototype0Zx08x09

FillarPrototype02x08x08 Event 4 Event System
PillarPrototype02x08x07 ul 3 Event Trigger
PillarPrototype02x08x06

Scripts Physics 2D Raycaster

FillarPrototype0Z2x08x10
PillarPrototype02x08x11
PillarPrototype02x08x12
FillarPrototype02x08x13
PillarPrototype02x08x14
HousePrototypeléxlex24
FillarPrototype0lx02x01
PillarPrototype0lx02x02
PillarPrototype0lx02x03
CubePrototype08x08x09
Directional Light
Cylinder
EventSystem

= Door

Physics Raycaster

Standalone Input Module
Touch Input Module

Graphic Raycaster

Puc. 4.24. Job6aeneHne komnoHeHTa Physics Raycaster k kamepe

[Mocue mobaBIeH s CUCTEMBI COOBITHI B CIICHY U TIPUCOETMHEHUS KOM-
nonerta Physics Raycaster k kamMepe Mbl TOTOBBI K TOMY, 4TOOBI HAYaTh
HACTPOHKY 06beKTa KHOTIKHY JIJIsI BOCITPOU3BEICHIS HECOOXOANMbIX aHUMA-
uuii. Beibepure 00beKT KHONKK B clieHe (0OBEKT, KOTOPBIiA J0JKEH ObITh
HasKaT UTPOKOM, 4TOOBI OTKPBITH [BEPD) U 06aBbre kKoMmoneHT Event
Trigger, soinonnus Component - Event - Event Trigger u3 mewto mpu-
noxkenust (puc. 4.24).

[Mocae nobasaenus kommonenta Event Trigger Kk 00beKTy KHOTIKY Ha-
sxmute Ha KHonky Add New Event Type B uncnekrope o0bexToB. [emnas
HTO, MBI OTIPEJIETISIEM, YTO XOTUM OTCJICKUBATH HEKOE COOBITHE U TTOJYYaTh
YBEIOMJIEHUsI, KOT/Ia OHO MPOUCXOANT. V3 mosIBUBIIIErOCsT KOHTEKCTHOTO
MmenIo BeiGepute cobbiTre PointerClick (puc. 4.26).

IT0 TpUBEET K 06ABICHUIO HOBOM CEKIMU WJIN TTAHEJH, B KOTOPOil
MOSKHO BBIOPATH OJIHO WJIM HECKOJIBKO IEWCTBUH, BBITTOTHAEMBIX ITPU BO3-
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< Unity (64bit) - mainScene.unity
File Edit Assets GameObject Component Mobilelnput Window Help

m & [ Add... Ctrl+ Shift+ A

E=Te— Mesh 3

Hierarchy -
Create *| (@Al Effects » Gizmos *
FloorPrototype64x01x6d Physics »

¥ FPSController
FirstPersonCharacter
PillarPrototype02x08x02 Navigation 4
PillarPrototype02x08x03 Audio b
PillarPrototype02x08x04
PillarPrototype02x08x05
FloorPrototype64 x01x65 Layout 4
CubePrototype08x08x08 Miscellaneous b
PillarPrototype02x08x09
PillarPrototype02x08x08
PillarPrototype02x08x07 ul » Event Trigger
PillarPrototype02x08x06
PillarPrototype02x08x10
PillarPrototype02x08x11
PillarPrototype02x08x12
PillarPrototype02x08x13
PillarPrototype02x08x14
HousePrototypel6x16x24
PillarPrototype01x02x01
PillarPrototype01x02x02
PillarPrototype01x02x03
CubePrototype08x08x09
Directional Light

Physics 2D b

Rendering > < Persp

Event v Event System

Scripts Physics 20 Raycaster

Physics Raycaster
Standalone Input Module
Touch Input Module

Graphic Raycaster

EventSystem
» Door

Puc. 4.25. Jo6aeneHne komnoHeHTa Event Trigger
K 06bEeKTY KHOMKM B CLEHEe

¥ 42 MAnimator 1 %
Cantroller Loylnder @
Avatar None (Avatar) [}
Apply Root Motion [

1

1) Reot pesition er rotation are controlled by curves

Update Mode | Hormal ol
Culling Mode | Always Animate 0l
Clip Count: 1

Curves Pos: 1 Rot: 0 Scale: 0 Muscles: 0 Generic: 0 PPt
o

Curves Counts 3 Constant; 0 (0.0%) Dense: 0 (0,0%)
Stream: 3 (100.0%)

v Event Trigger (Script) =
Add

=

I — PointerEnter
Default-Mate PointerExit

e
Intercepted Events PointerDown

Pointerlp

PointerClick [
animations/Cylindar.contraller Drag
&= Drop

g %
£, scrol

UpdateSelected
Select

Deselect
Move

InitializePotentialDrag

BeginDrag
EndDrag
Submit

Cancel

Puc. 4.26. YnpasneHue cobbiTuem PointerClick
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nukHoBeHuU coObitust PointerClick it kHomku. B Hatem cirydae goJk-
HbI 6bITb BBITIOJTHCHBI /IBa ﬂeﬁCTBHH. BO-HepBbIX, MbI TOJIZKHBI 3aIlyCTUTDH
aHMMAIMIO KHOTIKH, UCoyb3yst Tpurrep PushButton, a Bo-BTOPBIX, MbI
OOJIGKHBI 3aITyCTUTD aHUMAIUIO OTKPbIBAHUS ABEPU C TIOMOIIBIO TPUTTEPA
DoorOpen. Uto0bl peayin30BaTh 9TO, HAKMHUTE HKOHKY + B KOMITOHEHTE
Event Trigger, uTo0bl 100aBUTH HOBOE JIeiicTBYE B pas/es coObiTist Poin-
terClick. TTpu aToMm OyeT co3/1aH TyCTOM CJIOT, TOTOBBIN K HACTPOUKE.

Clip Count: 1
Curves Pos: 1 Rot: 0 Scale: 0 Muscles: 0 Generic: O PPt
1y 0
"= Curves Count; 3 Constant; O (0,0%) Dense: O (0,0%)
Stream: 3 (100.0%)

M3 Ewvent Trigger (Script)
Fointer Click (BaseEventData)

Runtime Only  # [| 4o Function

Mone (Object ©

l Add New Event Type ]

Puc. 4.27. Co3paHne HOBOro AencTeus
nnsa komnoHeHTa Event Trigger
1 cobbiTus PointerClick

Jlns KaKaoro JeiicTBus, A00OABIEHHOIO B COOLITHE, JOJIKHBL ObLITh
MOJTyYeHbl OTBETHI HAa HECKOJIBKO BOTIPOCOB. BO-NIEPBbIX, KAKOMY 00BEK-
Ty cLeHbl OyAyT aJpecoBaHbl HAIIN AEHCTBUS WK KAKOil OObEKT CIEHbI
oHM 3aTpoHYyT? Bo-BTOPBIX, Kakas (HyHKIMSA WX KaKOe CBOHCTBO 3TOTO
oObeKTa J0/KHbBI ObITh 3allyleHbl WU u3MeHeHbl? HakoHell, B-TpeTbhuXx,
noTpebyITCs M KaKue-To apryMeHTbl uiin tapamerpsi? Jlasaiite pac-
CMOTPUM 3TO Ha HaieM rpuMepe. [Ipu BbITIoJIHEHNN TIEPBOTO AeHCTBUS
JLOJIZKHa 6bIT]:> AKTHBHPOBaHa aHUMaIllWA HaKaTUA KHOITKH. STO I[eﬁCTBHe
Hal 00BEKTOM KHOMKK (IIOTOMY 4TO KOHTPOJLIEP aHuMaruu Animation

VEH3  Event Trigger (Script) ﬁ &,

Pointer Click (BaseEventData)

Add New Event Type

Puc. 4.28. OnpeneneHune
obbekTa-npuemMHmKa ons oencTeus
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Controller npucoeanteH K 06beKTy KHOTKK). Tak uTo meperamure 00b-
eKT KHOTIKU B CJIOT 0OBEKTA UTPBI, YTOOBI ONPEAETUTh KHOIKY Kak 00b-
eKT-TIPUEMHUK.

ITO OMpeEsUT, uTo Jist 0ObeKkTa KHOTKN Unity HEOOXOIMMO aKTHBH-
POBATh TPUTTEP, KOT/IA MPOUCXOUT MIETIOK.

v 3o ¥ Animator & %
Controller & Cylinder @
Static Parameters None (Avatar) ©
beol applyRoctMotion -
Aovatar avatar r ratation are controlled by curves
bool enabled
i | Marmal =1
float feetPivotActive TR |

bool fireEvents
bool \ayersAfFe(tMassCenter Rot: 0 Scale: 0 Muscles: 0 Generic: 0 PPtr;
bool linearVelocityBlending ?ngg)"“am 0(0,0%) Dense: 0 (0.0%)

bool logWarnings

string name r (Script) @ %
float playbackTime EventData) -
fleat recorderStartTime Mo Function .
float recorderStopTime EI Mo Function i
RuntimeAnimaterController runtimeAnimatorContreller GameObject » + =
floatspeed Transform 3

bool stabilizeFeet MeshFilter » Qe
string tag CapsuleCollider 3 B
BroadcastMessage (string) MeshRenderer » =

InterruptMatchTarget (bool) Pofmeiar )
InterrupthatchTarget ()

Play (int)

EventTrigger

Play (string)

Rebind ()

ResetTrigger (int)
ResetTrigger (string)
SendMessage (string)
SendMessagelpwards (string)
SetloockAtWeight (float)
SetTrigger (int) [b_
SetTrigger (string)
StartPlayback ()
StartRecerding (int)
StopPlayback ()
StopRecerding ()

Update (float)

Puc. 4.29. OnpeneneHne GyHKUMW AN AeACTBUS 0ObekTa KHOMKN
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HaxkoHnelr, B CTPOKOBOM T10J1€ BBEIUTE UM TPUTTEPA, KOTOPDIN I0JKEH
ObITh akTHBUPOBaH. [l 00bekTa KHonKK 910 PushButton, nMs coorser-
CTBYIOIIETO TPUTTEPA, ONPENETIEHHOTO B KOHTPOJLJIEPE aHUMAIlUN CUCTe-
MbI Mecanim.

M3 Event Trigger (Script) [WES
Pointer Click (BaseEventData) -

| Runtime Only % || Animator.SetTrigger 3 ]
: Cylindel'(#ﬂ|PushButton I |
Lyt

Puc. 4.30. OnpegeneHne oyHKUUM
Onst necTBms 00bekTa KHOMKN

[MleskHWUTE IO UKOHKE + etrie pa3, uToObI J06ABUTH BTOPOE JICHCTBHE,
neiicTBre s o0beKTa JBEpH, W, Ucmoib3oBaB ¢yHkimio SetTrigger,
ycranoBute Tpurrep OpenDoor, oTkpbIBalonuii 18epb.

¥ i3  Event Trigger (Script) E 3,
Pointer Click (BaseEventData) -

Runtime Only % | | Animator.SetTrigger ¥
2= Cylinder (.Eﬂ FushButton
0

| Runtime Only ¢ || Animator.SetTrigger
2= Door (Anin @ OpenDoor

| Add Mew Event Type |

Puc. 4.31. 3aBepLUeHHbIi KOMMNOHEHT
Event Trigger ona o6bekTa KHONKM

Teriepb MBI TOTOBBI TPOTECTUPOBATH TPOEKT, YTOOBI YOCAUTHCS, UTO
IBepb OyeT OTKPHIBATHCS TIPU HAKATUU HA KHOMKY ¢ aHuMarmei. Yro-
GBI TPOBEPKA MPOIILIA YCIENHO, YI0OCTOBEPHTECh, YTO MPU BHITOJTHEHUH
IIeJYKa Kypcop MBIIIM HaXOAWUTCS HaJl KHONKOHN, M TOrJa W aHUMallus
KHOTIKY, ¥ aHUMAIlUs ABEPU OYyT MPOUTPBIBATHLCS aBTOMATHYeCKH. Be-
JmkosieniHast paboral Bl ceifuac co3many MHTEPaKTHBHYIO, aHUIMUPOBaH-
HYIO CIIeHY ¢ IToMoIIblo cucteMbl Mecanim.
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Puc. 4.32. OTKpbITVE ABEPU MPU HAXATUM KHOMKMN

NTorn

B aroil rmaBe nokasaHo, kak co3/laBaTb HHTEPAKTUBHBIE CIIEHBI, UCIOJIb-
3ys aHUMAIlMOHHbIE KJUIIbI, 00benHsAoNMe cucTeMy Mecanim u cucre-
My coObITHiE. VICTI0/b3yst HABOP U3 HTUX TPEX HHCTPYMEHTOB, MbI CO3/IAJIN
AHUMUPOBAHHYIO CIleHY, B KOTOPOH Ha)kaThe KHOIKU OTKPbIBAET /IBEPb.
Hecmorpst Ha 11pocTOTy B M3aiiHe M MPUHIIUTIE IeHCTBUS, 3TOT IPUMeED
0XBaTbIBaeT HMIMPOKUI CIEKTP IMPUMeHeHUs aHUMalluu U JIEMOHCTPUPY-
eT, Kakylo (yHKIIMOHAIBHOCTD MOKHO PEan30BaTh, UCIOJIb3Ys TOJIbKO
aHMMAIMIO U He MPUBJeKas CKPUITOB. B cieyomell riase Mbl HAUHEM
paboty HaJl aHUMaIelt epcoHaxkeii B cucreme Mecanim.



[NaBa

OcHoBbl aHMMaunn
nepcoHa)keun

ITa ryaBa HAYMHAET TEMY aHUMAI[MK MePCOHAKel, KoTopas Gy/IeT Tpo-
JloJKeHa B cienyloliell riaBe. B aToil riiaBe Mbl pacCMOTPUM BOIIPOCHI
UMITOPTA U HACTPOUKHU, METO/IBI U TIPOIIECCH, HEOOXOAUMbIE JIJISI TTOJTyde-
HUS HAWJIY4IIUX Pe3yJbTaToB IIPYU aHUMAaIlMK [lepcoHakeil. B yactHocry,
MBI OIUIIEM MMIOPT Melleld, aBaTapoB, CKEJETOB, MBIIIL, PeTapredTHHr
U TiepeMeleHe KopHeBoro oobekTa. Mtak, HauHem!

Co3AaHMe OCHaLWLeHHbIX NepcoHaXel

Jlnst ipaBusibHON anuManuu B Unity mepcoHaku TOJKHBL ObITH TIPEBa-
PUTENbHO OCHAIEHbI B Tiporpamme 3D-moxenupoBanust, Takoil kak 3ds
Max, Maya uiu Blender. Ocnalienue o3nadaer, 4To Xy 105K HUKOM-AU3aii-
HEPOM K Mojiesin 100aBJieH BHYTPEHHUI CKEJIET WJIN Ye0BEKONO00HAS
CTPYKTYypa KOCTel 1 Kakiast KOCcTh (HampuMmep, KOCTb PYKHU, KOCTh HOTH
U [pPoYne) CHelUaJbHbIM 00pa3oM npuBelleHa (IPUMarHuueHa) K Bep-
muHaM Merra. HazHaueHue Kocreil — B 3aJlaHUM TOTO, KaKMM 00pa3oM
BEPIIUHBI Mellla TepCOHaXa JOJLKHBI IBUTAThCc U 7e(hOPMUPOBATHC,
MPOJIOJIKAS COOTBETCTBOBATH CKEJIETY. JTO YIPOIIAET aHUMAIUIO TIep-
COHaXKel, TTOTOMY YTO, BMECTO TOTO 4TOOBI AHUMUPOBATDH BCE BEPIINHDI
MOjIesIN TIepCOHaKa C BBICOKOM JleTaju3aleil, aHmMaTop MOXKeT aHUMU-
poBarb ckeJieT (KOCTH ) U TIOJIy4aTh AehopMaIiny epcoHaska aBToMaTnyie-
CKH B COOTBETCTBUU CO CKEJIETOM.

IToapobHoe paccMOTpeHUE CaMoil OCHACTKY MepCoHaKel U mporecca
CO3/IaHUST TAKOU OCHACTKU CIENUMUIHO JIJIsT BRIOPAHHOTO JIJIST 9TOTO TIPO-
IPaMMHOTO 0GECTIeUEHUST U BBIXOIUT 32 PAMKHU 9TOU KHUTH. ABTOP TaHHOI
KHHUTU IIpeAIojaraeT, 4To y BacC yKe €CTb TOTOBBIN I UMITOPpTa OCHa-
MIEHHBI TlepcoHaxk. Kpome Toro, Bbl MOJKeTe CO3/1aTh OCHAIIEHHbIE TIep-
COHaXU OBICTPO 1 GECIIIIATHO ¢ TTOMOIIIBIO TporpamMbl MakeHuman. Jta
IIporpamMma MOXKeT OBITD 3arpyskeHa c cairta http://www.makehuman.org/.
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Puc. 5.2. OcHalleHHbI NepcoHax,
CO3[2aHHbIM C NOMOLLbIO Nporpammel MakeHuman
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bonee HOIIpO6Hy10 nH(GOPMAIIUIO O CO3/IaHNU OCHAIIEHHDIX ITePCOHAKEN
s Unity moxkao Haiitn B MHTepHeTe 10 anmpecy https://www.youtube.
com/watch?v=IflzMxdvEtQ.

é 3akoH4eHHbI npoekT Unity ons aToro pasaena MOXHO Hantu B dannax, npu-
nlaraeMbix K 3TOM KHUre, OH BKJTlO4aeT B cebs OCHalleHHbIi B MakeHuman nep-
coHax n HaxoauTcs B nanke Chapter05/char_anim_walk_end. Bbl Taioke moxeTte
1CNOIb30BaTb NPEABAPUTENBHO NOATOTOBAEHHBIE NMEPCOHAXM U3 NMakeTa akTu-

BOB nepcoHaxemn Unity 5. lns nmnopTa 3T0oro naketa BbinonHuTe Assets - Im-
port Package — Characters.

MMNOpT OCHaLLeHHbIX nepcoHa)en

VMmiopt ocHalieHHbIX HepcoHaxeil B Unity npeacrasisger coboii mpoc-
tToe nieperackuBanue. [leperamure daiin nepconaxa ¢opmara FBX us
nposogruka Windows (uau Mac Finder) B naness npoekra, u Unity 3a-
TPY3UT MeIl U ero OCHAIleHNe aBToMaTuyecku. IIpu atom Mern poskeH
0TOOPA3UTHCS B AHEJN TIPEABAPUTENLHOTO TIPOCMOTPA. OHAKO, KaK MbI
y3HaeM M03/[Hee, MOJKHO MMIIOPTUPOBATh TOJIBKO OCHACTKY U JAaHHbIE aHU-
Maru 6e3 metra. JIJist TpUBOANMOTO 371eCh TIPHMePa MBI OYIeM UCTIOJb-
30BaTh cosnanubiii B MakeHuman ocHalieHHBIH IIepCOHasK, BKIIOUEHHbII
B (baiisipl, mpusIaraemMble K 3TOM KHUTE, HaXoAdIHIics B narike Chapter05/
Char_Anim. ITOT Melll ToKa3aH Ha puc. 5.3.

[TepBbrit esoM mocse MMITOPTa OCHAIIEHHOTO MTePCOHAKA HAI0 ycTa-
HOBHTH €r0 MacIiTad, Tak Kak BIOCJEACTBUN U3MeHeHre KoahduIenta
MacIITabpOBAHUS MEPCOHAKA MOKET MPUBECTU K MOBPEKACHUIO VLIH
HECOOTBETCTBHIO JPYTUM mapamerpam Meina. UTo0bl cienath 910, mepe-
TaIUTe MEII MEePCOHAKA B CIIEHY M ITIPOBEPETE IMPOMOPIIMOHAIBHOCTD
€T0 Pa3MepoB IO OTHOIIEHUIO K OCTATBHOI YacTH Balleii criensl. B mrea-
JIe JKEeJIATeNBHO TIPUIEPKUBATHC PEAIbHbIY eOUHUY, USMEPEHUS; TO €CTh
UCIIOJTb30BATh METP B KAUECTBE €AMHUIBI U3MEPEHNUs, TaK KaK OCHOBHAsI
exuHuIa namepenusi Unity coorBerctByeT 1 M. Bbl /0/KHBI MI3BMEHUTH
MacuTabHbIi K0aPUIUEHT TaK, €U HTO HEOOXOAMMO, YTOObBI BAII METIT
UMeJI peajibHble I CLEHbI pasMepbl (puc. 5.4). D10 OyAeT BaKHO U I
(bU3NUECKUX PACUETOB, U /LIS PACUETOB OCBEIIEHUSI.

3aTeM MepekIIoYnTech Ha BKIAAKY ocHarenus Rig B uHncnexrope 00b-
€KTOB M B KAYECTBE TUITA aHUMAIIUK B PACKPBIBAIOIEMCST CIIMCKE BbIOEPH-
te Tun anuMaru Humanoid, ecm ato ere He caenano. TTo ymomganumo
HTUM 3HAYECHUEM, BEPOSITHO, Oy/eT Tui annMaiiy Generic, e Metn co-
IepsKUT OCHAIleHre, U TUIT aHuMaiuu None, eci Melll He COIePsKUT OC-
Hanenus. Tum anmmaiuu Generic NCIIoIb3yeTcst 7T OCHAIIEHUST MeTIel,
He OTHOCSIIINXCS K TYMAHOW/IHBIM [EPCOHAKAM, HAIIPUIMED /IS KPAHOB,
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«m O Inspector 6 Navigation. 5% Lightmg -
dizmas = o g 1_basic Import Settings e
g Spen
i/
—n Rig Animations
' Meshes
Scale Factor 1
File Seadr
Mesh Campression | o [
Fead Write Enabled I
Optimize Mesh 4
Imgert Blendshapes =
Generate Colliders O
Swap Vs i

Generate Lightmap U

Narmals & Tangents

Harmals Impart

Tangents | Cateulats —
sl Mgl

Split Tangents o

Keep Quads

Materials

Puc. 5.3. IMnopT ocHalleHHOro nepcoHaxa B Unity

TPeXIJIaBbIX YyAOBHIL, 3Meii, nepesbeB u Ap. Tun anumanyyu Humanoid
SIBIISIETCS PEKOMEHYEMbBIM BBIOOPOM MIJISI YENTOBEKONOLOOHBIX IIEPCOHA-
JKel, TOTOMY UTO JIaeT HaM JIOCTYTI KO BCeM (DYHKIIMSAM aHUMAIUU B CUCTe-
Me Mecanim, Kak Mbl 9T0 yBUUM 103:k€. [Tocsie BbIOOpa THIIa aHUMALK
Humanoid mesnkuure 110 kaotike Apply (puc. 5.5).

ITpu Haxatuy Ha KHONKY Apply 471 moATBepsKAeHns BEIOOpa OCHACT-
ku ¢ tunoM anumanny Humanoid rajouka mim KpecT HOSBUTCS PSALOM
¢ kHonkoii Configure B uHcrnexkrope 00bEKTOB. DTO MHIMKATOP TOIO,
yCIIelHo Jiv cucteMa Mecanim ujieHTU(UITMPOBAJA OCHAIIEHNE TYMaHO-
UJIHOTO TIepCOHaKa BHYTPH Melia. J[Jis1 Melna, npejiocTaBisieMoro ¢ KHU-
roif, U Ui Melllell akTUBOB 13 mpuMepoB Unity ycremrHo oGHapyKUT
JlaHHble OCHAllleHus nepcoHaska. Ho ecin Baim coOCTBEHHbIE MELIH 110-
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.= ) Inspector .__H Mavigation I Lighting o=
- rﬁ. man_basic Import Settings [ :
; Open |
\/
- TN s [ Animetions
|-
% e ——

Scale Factor [1] [\' _.._7 |
T

\H—cw much to scale the models compared to what isli
in ti

he source file. I

Optimize Mesh

)
Import BlendShapes (%)
Generate Colliders ]
O
O

Swap UVs
Generate Lightmap UVs

Normals & Tangents

MNormals | Import 4]
Tangents | Calculate 2]
Smoothing Angle ) 60

Split Tangents ™

Keep Quads

Materials

Puc. 5.4. YctaHoBka macwiTaba ons nepcoHaxa

== | @ Inspector 58 Navigation =% Lighting - =

rfi\ man_basic Import Settings @ #
| open |

= oder T
- I} Animation Type | Humanoid 3

|
Avatar Definition None o
Legacy ¥ | Configure...
Optimize Game Objects Generic

Humanaoid P —
;@ | Revert || Apply

Puc. 5.5. BoibepuTte onumio Humanoid
13 meHio Animation Type

TEPIAT Hey/Aady, UX MOKHO Oy/IeT HacTPOUTh BpyuHyIo. /lajee Mbl yBU-
JIIM, KaK 3TO C/IeJIaTh.

ABaTapbl N peTaprefTuHr

Boi6op Tuma anumainu ocHacTkn Humanoid st ©MIIOPTUPOBAHHOTO
Mellia TepcoHaska o3Hadaet, uyro Unity OyeT aBTOMATHYECKH IIbITaTh-
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Cs1 HACTPOUTH MEIl CIIEIMATbHBIM 00pPasoM MoJ TPeOGOBAHUST CUCTEMBI
Mecanim. IIpnroxenne Unity mesaet 3To, UCTIOTB3Ys CTPYKTYPY JAaH-
HbIX, Ha3biBaemylio aBatap (Avatar). IIporecc aBTokoHbpUTYpUpOBaHmS
MOJKET 3aBEPIIUThCsS NGO yerenHo, iinbo Heypaueit. Eci mporiece aB-
TOKOH(bUTYPUPOBAHST 3aBEPINICS Heyaadell, TO BaM HYKHO OyaeT Ha-
CTPOUTH aBaTap Mela BpyuHyio. J[JIs1 9TOTO MeTKHUTe KHOKY HaCTpOii-
k1 Configure, uToObI OTPHITH pefakTop aBatapa. [Ipuinoxenue Unity mpu
HTOM TIEPEKITIOUNTCST B IPYTOH PERUM U, BO3MOKHO, TIPEIOKUT COXpa-
HUTB TEKYIIYIO CIIEHY. 3aMETHM, UTO [Iaske ECITU POTECC ABTOMATHYECKOM
reHepaliy aBaTapa 3aBEPINUJICS YCIIEITHO, BbI, IPU HEOOXOIUMOCTH, MO-
JKeTe BPYYHYIO MOACTPOUTH WM U3MEHHUTH aBatap mepcoHaxa. Iloatomy
He TIPOTTYCKANTe 9Ty CEKITNTO, IAsKe eCTIM ¢ METIEM BaIlero MepcoHaka He
BO3HUKJIO HUKAKUX BOTTPOCOB.

File Edit Assets GameObject Component Mobilelnput Window Help

S
= Hierarchy .= FScene € Game 23 Animator .= ©Inspector | B8 Navigation 3:lighting & .=
Creare - | (GrAT | shaded v [ 20]] | <) W~ | Gizmos -] (AT ‘ @  man_basicavatar e

Main Camera
Directional Light
¥ man_basic(Clone)

¥ Desktop

¥ RightUpLeg
¥ RightLeg

¥ RightFoot b
¥ RightToeBase
RightToeBase_end
¥ Spine
< Spine1
¥ spinez
¥ Spine3
¥ Leftshoulder
* LeftshoulderEtra
+ Leftarm
¥ LeftForeArm
7 LeftHand
¥ LeftHandThumbl
¥ LeftHandTt b2
W Lefth
eftH: Optional Bone
& project Dconsole i Audio Hixer © animation aln | Y ody ——
Creste - o aln|s || ©tes CHips o
vy vorites Assets  character | @ Spine L Spine o
" All Materials r e st Spine3 o
Al Models m
Al prefabs ﬂ‘ s e
e @ Upper arm L LeftShoulderExtie ©
L (R e @® Lower arm [LleftForeArm  ©
'?é“ﬂs = @ Hand " LeftHand o
@ man_basic.fom — el b
& Materials - [Maping | Pose - |

>3 Editor
5 standard Assets

|
2| Assct Labels
|
——] s

Puc. 5.6. icnonb3oBaHue peaakTopa aBatapa
LN HACTPOWMKM NepcoHaxa

Penakrop aBatapa oxBarbiBaeT cpa3y Tpu uHTepdeiicHble Tanesnu: mna-
HeJb MePAPXUHU, TAHENb CIIEHbI U TTaHEeJb MHCIIEKTOPAa 00BEKTOB (KakK 9TO
[TOKA3aHO B IIPEBILYIIIEM CKPUHIIIOTE). BMecTe OHM coziepskat Bee laHHble
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pelakTopa aBaTapa. B manenm vepapxuu MepevrcIeHbl BCe KOCTH Melia
1 OTpaskeHa UX CTPyKTypa. [TaHe b CIIeHbI COEPKUT H300paskeHre Mellia
MepcoHaka BMecTe ¢ u306pakeHusMu kocreil. [Tanenb HHCIeKTopa 00b-
€KTOB TI0 YMOJTYaHUIO 0TOOPaKAET CXEMY YeJIOBEUECKOTo Tela. 3a1ava pe-
JIAKTOPa aBaTapa COCTOUT B TOM, YTOGBI 00ECIIEYNTh COOTBETCTBUE KOCTEH
Mellla U UX MepapXuu KapTe Y4eJ0BeYeCKOTo TeJia B MaHeTn WHCIEKTOPa
00bEKTOB. BbijieIeHHBIE 3€JIEHBIM IIBETOM KOCTH B TTAHEJU OBLIN aBTOMa-
TUYECKN MTPaBUIbHO cortocTaBiaeHbl Unity ¢ aBatapom. He Boizieennabie
IIBETOM KOCTU 6I>UII/I TIPONTHOPHUPOBAHDI. KOCTI/I, BbI/ICJIECHHBIEC KPAaCHBIM
[[BETOM, BBI3BAJIU MTPOOJIEMY: JTMOO OHU HEITPABUJIBHO CBSI3AHBI ¢ KapTOU
Testa, b0 OHM He COPUEHTUPOBAHBI U HE BRIPOBHEHBI JIOJIKHBIM 00Pa3oM.
YT00BI IPOBEPUTH COOTBETCTBUE KOCTEH Mellla KapTe, MEJIKHUTE 10 JIF0-
6OMY 13 KPYTJIbIX 3HAYKOB Ha KapTe Teja. [Ipu aTOM MpOou30iaET BEIOOD
00BbEKTA COOTBETCTBYIOIIEH KOCTU B TTaHEJSAX ClieHbl 1 uepapxun. C 1mo-
MOIIIBIO IIETYKA [0 JIOOMY KPY/KKY BbI CMOKETE ITPOBEPHUTH MTPABUJIb-
HOCTb COMOCTABJICHUST KOCTH BHIGPAHHOMY TOJIOKEHUIO HA KapTe TeJa.

man_basicAvatar @ =
=

Mapping Muscles

Bedy

Optional Bone

Puc. 5.7. KapTa kocTel ans tena
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Bbl MOKeTe MepeHasHauuTh JIF0OYI0 KOCTh MeIlla ee MPaBUIbHOMY TI0-
JIOKEHUIO Ha KapTe, IEPETAIINB 00BEKT KOCTU U3 AHEIN HEPapXun B 00-
JIACTH, COOTBETCTBYIOIILYIO KOCTH, B HHCIIEKTOPE 0OBEKTOB.

Optional Bone 4
=
Body
(@) Hips ~Hips o]
@ Spine L Spine " o]
'8! Chest _Spine3 [ [}
Left Arm
'8! Shoulder - LeftShoulder ]
@ Upper Arm L LeftShoulderExtra o]
@ Lower Arm . LeftForsArm (%)
@ Hand ~ LeftHand o}
Right Arm
'8 Shoulder ~RightShoulder @
@ Upper Arm L RightShoulderExtra o ¥
@ Lower Arm “RightForearm o}
(&) Hand _RightHand [}
Left Leg
(&) Upper Leg _ LeftUpLeg [}
@ Lower Leg * LeftLeg Q ¥
Mapping = Pose - |
[Revert|[ Apply | [ Done |

Puc. 5.8. NepeHa3HayeHne KOCTEN TaM, rae 3TO HEOOXOAMMO

OTcyTCcTBIE OKPAIIEHHBIX KPACHBIM I[BETOM KOCTel B PeJaKTOpe aBa-
Tapa ellle He 03HAYAET, YTO KOCTH IIPABUIBHO CBSI3AHbBI C CETKOU U X Jie-
dopMmary U aHUMAaIUs ONpaBAAoT Bamu oxkuganus. CiemxoBaTeabHO,
MMeeT CMBICJI BBIIIOJTHUTD CTPECC-TECT MEIIa C TOMOIIHIO BKJIAKHI MBIIIII]
Muscles urcriekropa 00bekToB. [lJist 10CTYIA K Hell BbIOeprTe 3aKIajKy
Muscles (puc. 5.9).

ITpu orkpeiTun Braaaku Mmbiii Muscles nepconaxk momessier 1mosy
B OKHe mpocMmoTpa. Kpome TOro, B MHCIEKTOPE OOBEKTOB OTOOPA3UT-
cst HOBBIU HaGop ormuil. Vcnosbays moasynku cekinun Muscle Group
Preview, Bbl MOJKeTe II€PEBECTYU MIEPCOHAXK M3 HENTPAJIBHON 1103bI B IKC-
TPEMaJIbHYT0. DTO BaXKHO, TIOTOMY YTO BbI CMOXKETe YBUETD, KaK CKeJeT
nepconaka neopMUpyeTCs BO BCEM CIIEKTPe 1103, YTO TIO3BOJIUT [IPOBeE-
puth nedopmaiuu B Toukax akcrpemyma (puc. 5.10). A aTo o3uavaer, 4to
BbI CMOKETE OBICTPO OIPEEJUTD OTEHI[HAIbHbIE TPOOIEMbI TIpH 1ehop-
Mallnu.

Ecin Bam mepconask me medopMUpyercsi B 9KCTPEMAJbHBIX 033X
JOJKHBIM 00Pa3oM, Bbl MOJKETE PACKPBITh TPYIIly perysstopoB Per-
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&=

) Inspector | B8 Navigation 5% Lighting
man_basicavatar
s

& =

Mapping

Muscles .

Left Hand
Right Hand

Puc. 5.9. JocTyn k 3aknaake Moy, Muscles
L5 cCTpecc-TecTa meLa

[ -= | © Inspector

| B Navigation 3% Lighting .=
Gizmos - (ATl man_basicAvatar @ =
v
Fapsing ETTTTE—
Preview |Muscle Group Preview
|_ResetAll | Reset All Preview Values
|| —————C Open Close
o
ety Rall Left Right
e In OQut
(= Rall In Out
i Finger Open Close
ey Finger In Out
| Preview Per-Muscle Settings
» Body
* Head
» Left Arm
» Left Fingars
© Right Arm
» Right Fingers
b Left Leg
» Right Leg
[ Additional Settings
Upper Arm Twist 05
Lower Arm Twist 05
Upper Leg Twist 08
Lower Leg Twist 05
Arm Stretch -—C 0.05
Leg Stretch - 0.05
Fest Spacing
| Muscles - |

Revert

Apply

E i

Puc. 5.10. NpuaaHre nepcoHaxam sKCTpeMasbHbIX M03
L9 TECTUPOBAHUSA UX MOTEHLUMASNbHbIX AedopMaLmin
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Muscle Settings 1 3a1aTh MaKCHMATbHBIE T MUHUMATLHBIE TIPETEIBI Jle-
opmanmit. [IpyrumMu ciioBaMH, PETYJISTOPHI KOHTPOJUPYIOT TUATIA30H,
B KOTOPBIX CKEJIET BJIUACT Ha MEII, 9YTO MO3BOJISIET YMECHDBIIUTD NJIN yBeE-
JIUIUTH TIPEIeTbl ehopMaItuii.

~= © Inspector ® Navigation 3 Lighting a
|y man_basicAvatar @«
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ResetAll | Reset All Preview Values
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Puc. 5.11. KoppekTnpoBka nnv HaCcTpomka aKCTpeMasbHbIX N03
c nomoubto 3aknaakm Muscles

Korga Bamr aBatap paboraer u geopMaIiy Balllero MEPCOHAKaA CO-
OTBETCTBYIOT HOPME, BbI MO)KeTe MIeJTKHYTh KHONKY Apply. TIpu atom
KkoH(uUrypaius aBarapa Oyjer npumenera K daiiry mema. IpasuibHast
HacTpoiika aBaTapa BaskHa /U1t cucTeMbl Mecanim, TOTOMY UTO 3TO [TO3BO-
JIUT BBITIOJHUTH PETAPIeUTHHT. DTO 3HAYUT, UTO J1000L IEPCOHAK C TIpa-
BUJIbHO HAaCTPOEHHBIM aBaTapOM MOJKET 6I)ITIJ AHNMHWPOBaH C ITOMOUIbIO
OCHACTKHU U aHUMAIH JIIOOOTO PYTOTO MEPCOHAKA € MTPABUILHO HACTPO-
E€HHBIM aBaTapoM. Bce HACTPOIKK M aHUMAITUH TIOJTHOCTBIO B3aMO3aMe-
HAEMBI MEK/Ty BCEMU MeIlIaMU ¢ HACTPONKAMK aBaTapa r'yMaHOU/IA, OTCIO-
Jla 1 Ha3BaHue perapreitur (Retargeting) — nepenarenBanme, mOTOMY
AQHMMAIVSI OT OJTHOTO MEIla MOKET ObITh TIepeHaIesIeHa iJist pabOTBbI C IPy-
T'IM MeEIIEeM. STO TIO3BOJIUT BaM ITOBTOPHO HMCITIOJIb30BATH BCE aHUMaIlN
nepcoHaxeil. Hampumep, Bb MOKETE CAENATh TOAbKO OJUH LIUKJ XOAbOBI,
a 3aTeM MOJICTIUTHCA UM CO BCEMU XOJIANUMU MTEPCOHAKAMU.
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Puc. 5.12. WWenkHuTte kHonKy Apply B penakTope aBatapa
A1 CO34aHu1sa aBaTapa MeLua nepcoHaxa

PeTapreTHr aHumaunn

Y nepconaskeil, BKITOUEHHBIX B (HAMIbI [IJIT 3TOM KHUTH, OTCYTCTBYIOT
JIaHHbIE aHUMAIIMI, XOTS ¥ €CTh OCHAllleHre. ITOo He pobieMa Giarojgaps
aBartapaM U perapreiiTunry. Kak y:e yrmoMHUHAJIOCh, MOJKHO B3SITh aHU-
Malliy y OJHOTO IIePCOHaKa WK B dailjie U MPUMEHNUTh ero K J0oMy
JIPYTOMY TIEPCOHAXKY C TTPABUJIBHO HACTPOEHHBIM aBaTapoM. B aToMm pas-
nejie GyJeT MOKasaHo, KaK TaKue aHMMalliu paboTaroT coOBMeCTHO. st
Havyaja UMIIOPTUPYEM IaKeT aKTHBOB nepcoHaskeil. OH BKIOYaeT B cebst
KOHTPOJLJIEPBI OT MEPBOTO M TPETHEIO JINI[ BMECTE ¢ aHUMAIUSIMU TIEPCO-
HasKeil ISt IUKJI0B X0Ab0ObI 1 6era. JIJis 1ocTyIa K 9TOMY ITaKeTy BbIIIOJI-
Hute Assets - Import Package - Characters 13 MeHIO IPUJIOKEHNU,
Kak IMoKasaHo Ha puc. 5.13.

AHuMaiuy, BKJIIOYEHHbIE B ITAKET, MOKHO HAiTH B IaHEJN IIPOEKTA,
soiosinuB Standard Assets — Characters — ThirdPersonCharacter —
Animation. AnHumManuu, BKJodeHnnbie B ¢aiisibl popmara FBX, cogepskar
OCHAIllEHUE U JIAaHHbIe aHUMAIlUU, HO B HUX OTCYTCTBYIOT Memnu. /[7is1 fo-
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File Edit | Assets | GameObject Component Mobile Input  Window  Help

E Create 3

Show in Explorer

= Hierarcl =
Create ~ Qpen
Main Car Delete
Direction
Import Mew Asset...
Import Package L Custom Package...
Export Package... D
Find References In Scene
Cameras
Select Dependencies Characters
Refresh Ctrl+R CrossPlatforminput
Reimport Effects
Reimport Al Environment
Particlebystems
un API Upd .
Run API Updater Prototyping
Sync MonoDevelop Project Utility
Vehicles

Puc. 5.13. IMnopT nakeTa akTMBOB MNEPCOHAXEN C aHUMauUaIMmn

CTyTa K JIAHHBIM aHUMAIIUK PackpoeM (afiyi Melia 1 BEIoepeM aHuMaIiu-
OHHBIN KJITI, KaK 9TO MOKa3aHO Ha puc. 5.14.

3 Project O console it Audio Mixer (& Animation

Create ~
* - riar aee

W man_basic.fbm

(&5 Materials

(&8 textures
&l Editor Jo % Jo
vl Standard Assets J J J

VS Characters
I+ &3 FirstPersonCharacter
3 PhysicsMaterials

55 RollerBall J° Jﬁ
¥ 53 ThirdPersonCharacter ‘ ‘

& Assets » Standard Assets -~ Characters » ThirdPersonCharacter - Animation

HumaneidC.. Humaneidld.. Hips Humanoid..  HumaneidId..

(5 Animator Humanoid..  Humanoid..
(5 Materials
5 Models ¥ o Humanoidldle fbx

Puc. 5.14. Bbibop aHMMaUVOHHOMO Kivna s petaprenTuHra

BoNBIMMHCTBO aHUMAIHT MOTYT OBITH MPOCMOTPEHBI B HHCIEKTO-
pe 00BeKTOB ¢ ToMoIIbio Mozienn Unity o ymomganmio. [Ipu HaxkaTun
kronky Play B manenn WHCTPYMEHTOB MOKHO TIPOCMOTPETHh aHUMAIIHIO
nepconaxka (puc. 5.15).
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Humanoid..

Puc. 5.15. MNpeasaputensHbIi NPOCMOTP aHUMaLMn NepcoHaxa

Bbr Takke MoxeTe MOCMOTPETh HA PETaprelTHUHT B JIEHCTBUU HA MPU-
Mepe IpoObl aHUMALIMH JIJIsT BAlllero MMIIOPTUPOBAHHOIO IIepcoHaKa. 13-
MEHUTE MOJIEJIb TEPCOHAKA TS TPEIBAPUTEIBHOTO TIPOCMOTPA, HasKaB Ha
UKOHKY aBaTapa B HUKHEM IIPaBOM YIJIY, U BbIOEpPUTE MOJIEb ISt [IPEe/-
BapUTEIHHOTO TIpocMoTpa (puc. 5.16).

ITociie HaxkaTHsl Ha MKOHKY aBaTapa BbiOepure ommuio Other u 3arem
BbIOEPUTE MOJEJb MepCoOHaka M3 IMaHeau npoekra. IlaHesnb mpexsapu-
TEJILHOTO TIPOCMOTPA B MHCIIEKTOPE 00bEKTOB OOGHOBUTCS, YTOOBI TTOKA-
3aTh aHUMAITUIO, TPUMEHEHHYIO K MepcoHasky. Eciii oHa BBITJISIIUT XOPO-
1110, TO aBaTap YCIENIHO HACTPOeH JJist petapreiituara (puc. 5.17).

JlaBaiiTe orrpoOyeM MoziesIb B KOMILIEKTe C aHUMal[iell B PeaibHOii clie-
He. /It Hauaa epeTanuTe Mell epcoHaska 13 MaHes v IPOeKTa B CIIEHY
n pacnosiozkute ero B 1ente mupa (0, 0, 0). Unity onpeznesnut, 4T0 BHOBb
NOOABJIEHHBII TIEPCOHAIK, B IIPUHIUIIE, MOKET ObITh AaHUMUPOBAH, [109TO-
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0:00 (000.0%)

Puc. 5.16. Beibop aBaTapa

‘HumanoidRun-

&

Puc. 5.17. PeTtaprenTuHr B eNcTBUN
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'HumanoidRun -

*

Puc. 5.18. MNo3numoHpoBaHne nepcoHaxa B cLueHe

My K HeMY aBTOMaTHuecKn OyneT nobaBieH KOMIOHEHT Animator, XoTs
MOKa 0OBEKT U He MMeeT HU KOHTPOJIIEPA, HA AHIMATIIH.

Terepb MbI HA3HAYKMM TIEPCOHAKY AaHUMAIIUIO X060BI. UTOOBI c1e1aTh
9TO, HAWANTE AaHUMAIUIO 7T XOABOBI B TIAKETe aKTHBOB TEPCOHAKEM,
a 3aTeM TIEPETAIITE ee Ha MEIIT TePCOHAKA B CIleHe. AHUMAITIIO XOBOBI
MOKHO Haiitu, nepeiinst Standard Assets - ThirdPersonCharacter —
Animation. im4 daitia HumanoidWalk.fox. Korza BbI cienaere ato, Unity
ABTOMATUYECKN HACTPOUT KOHTPOJJIEP aHNMAIIN 1 HA3HAYUT €Tr0 KOMIIO-
nenty anumaropa (puc. 5.19).

Hacrpoiite kamepy CiieHbl, YTOOBI OJYYUTh XOPOIIHA 0030 TIepCOHA-
Ka, U CO3/IaliTe TIIOCKOCT mosra. 3arteM HaxkMuTe KHonky Play ma manenn
uHCTpyMeHTOB. [lepconax cpasy ke moiizet. [lo3apasisto! Bel HacTpou-
JIV CBOW TIEPBBIH TIEPCOHAK I aHIMMAIIH.
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Puc. 5.19. NpucoeanHeHne aHnMaumm xoab0bl K MEPCOHAXY

Puc. 5.20. Co3paHune xoasulero nepcoHaxa
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[OTOBbIV NPOEKT Ha 3TOW CTaANU Bbl MOXETE HANTU B NpuUiaraeMbix K 93TON KHUre
dalinax B nanke Chapter05/char_anim_walk_start.

NepemelleHne KopHeBOro obwekTa

O6paTuMest K TIpeblyeMy MpuMepy, rie Mbl CO3/aJI CIIeHY, B KOTO-
POl K MMIIOPTUPOBAHHOMY IE€PCOHAXKY IPUMEHEHa aHUMAIUs XOAbObI
u3 makera nepconaxkeil Unity. ITpu Haskaruu kiasuinu Play mepcoHask
HE TOJIbKO BOCITPOMBBOAUT aHMMAIIMIO XOJbOBI, HO W Ha CaMOM Jejie
UJIET, TIePEMEIAsICh BIIEpe/l B CIIEHE, a He BBIMOIHAET X0Ab0y Ha MeCTe.
JIpyruMu CII0BaMu, 80CIPOUIBOOUMCS aHUMAIIUS XOAbObI, U MEPCOHAK
JIeCTBUTEJIBHO 06UMNCemcsi OTHOCUTEILHO ero MOJIOKEHUS B ClieHe. JTO
MPOUCXOJIUT M3-32 MEPEMeEIeHnusi KOPHEBOro oObekra (root motion).
ITepemeliieHre KOPHEBOTO OOBEKTA TIPUMEHIMO K JIF0O0M aHUMAIUH 1 13-
MEHsIET MMOJIOKEHUE UM TTOBOPAYMBaeT 0ObEKT CaMOTO BEPXHErO YPOBHSI
(KOpHEBOIT) B nepapxun 00beKTOB Mella. FIMIopTupyeMble MeIn nepco-
HaxKeH cojiepsKaT MHOTO JI04ePHUX 0OBEKTOB JIJIsi CBOUX KOCTEH U 4acTeil.
Ho anumarust nmpuMensiercst K 00beKTy BEPXHEro ypOBHs, paccMaTpuBae-
MOT0O KaK KOPHEBOI 00beKT /i ABKeHus. [To yMoIuaHuio epeMelne-
HIle KOPHEBOTO 00bEKTA JIJIST TIEPCOHAKA BKJIIOUEHO, & 3TO 3HAUUT, YTO OH
OyJIeT TIepeMelaThest IPU BOCTTPOr3BeeHnN anuMariin. OHAKO MOKHO
OTKJTIOYUTH MepeMerteHne KOPHEBOTO 0OBEKTa, B Pe3yIbTaTe Yero mepco-
HaK Oy/IET XOAUTh HA MECTE, TO €CTh XOJUTh, He CXOsi ¢ MecTa. UToObI
CHIeJIATh 3TO, BRIOEPUTE TIEPCOHAXK B CIleHe U OTKIounTe (uiakox Apply
Root Motion komrioneHTa Animator B nHcIIeKTOpe 00beKTOB (puc. 5.21).

BosmukaeT BOTpoc: KOT/Ia TIepeMeTieHie KOPHEBOTO 00heKTa TOTIKHO
OBITh BKJIIOUEHO WJIM KOTJA OTKJIoUeHO. [TepeMerieHrne KOPHEBOTO 00b-
eKTa, KaK MPaBuJIo, IeJIaeT IBIKEHNE TIEPCOHaka BHETITHe GoJiee peasnc-
TUYHBIM, IOTOMY YTO C IIOMOII[IO JIOCTYIIA K TAHHBIM KPUBOI aHUMAITIH
JBUKEHUE TEPCOHaKa MOYKHO MHTEPHONUpoBath Oosiee 3(hdEKTHBHO.
OpHAaKO OTKJIIOUEHUE TIepEMEIIEHUsT KOPHEBOTO OOBEKTA JIETAeT J[BUKE-
HUS TIepcoHaka GoJiee GBICTPBIMIE U JIYIIIe TTO/IAF0IIIUMUCS YIIPABICHUIO,
9TO MOAXOAUT JJIA apKaJIHBbIX U IPYTUX aKTUBHDBIX UTD. B xoneuHowm cuere
peleHne 0 TOM, KOT/[a UCTOIh30BaTh MepeMelenne KOPHEBOTo 00heKTa,
a KOTJIa HeT, 3aBUCHT OT TOTO, YTO JIy4llle TI0/I0M/IeT Ballleii urpe.

WcnpaBAeHve cvelLeHns Npu ABMYKEHUU

O6ueit 1pobaeMOii IIpU UMIIOPTE aHUMALUK JABUKEHUS C IIePEMeleHIeM
KopHeBoro o6bekTa B Unity siBistetcst cmernenne. UToObI yBUAETH CBOU-
MU [JIa3aMU 9Ty TPOOJIEMY, 3allyCTUTE CIIEHY aHUMAIIMU XOAbOBI, KOTOPYIO



7

l/lcnpaBAeHIie CMELLIeHSI NP ABUKEH <+ 131
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Puc. 5.21. OTkntoueHne nepemelleHnst KOPHeBOro o6bekTa nepcoHaxa
Ana xoabbbl HA MecTe

BBI TOJIBKO UTO CO3/IAJTH, MJIN 3aTPY3UTE €€ U3 COTPOBOIUTENBHBIX (hailioB
aToi kuurny u3a rnarku Chapter05/char_anim_walk_start. Koria Bbi 3amycru-
Te ATOT MPOEKT U MoHabM01aeTe 3a X0b0OI MepcoHaka ¢ BKIIOYEHHBIM
nepeMelieHueM KOPHEBOro 0ObeKTa, Bbl YBUIKTE, YTO OH HE IPOCTO UAET
BIIEPE/], 2 TIOCTENEHHO CBOPAYNBAET WU COUBAETCS € Kypca. ITO MOTOMY,
YTO OH UJIET He UIeaybHO 10 TpsiMoii. CyliecTByeT ompeeieHHas cre-
[eHb OTKJIOHEHVS WU CMEIIEeHNs, KOTOPAs 3aCTABJISIET ero TPAEKTOPUIO
MeJUIEHHO YIAJIAThCA OT IPAMOii. BHavase 910 He 0COOEHHO 3aMETHO, HO
10 UCTeYeHN U OGOJIBILIOTO IPOMEKYTKA BPEMEHH IIEPCOHAK PE3KO OTKJIO-
HUTCSI OT CBOE MMePBOHAYATBHON TpaekTopuu (puc. 5.22).

Ira npobieMa He CBsI3aHa CO CIIEHOI WK MEPCOHAXKEM, OHA 3aKTI0YEHA
B aHUMALUU [IEPEMENEHUsT KOPHEBOro 00bekTa. UT0OBI UCIIPABUTD JTO,
BbI JIOJIKHBI BbIOpaTh (haill aHMMaluy B IaHeJU IIPOeKTa i oToOpa-
JKEHMs ero CBOMCTB. [y npumepa aHMMALMK XOAbObI, MCIIOJIb3YeMO-
ro 371ech, ailyl aHuMaluu MOKHO HaiiTu, nepeiias Standard Assets —
ThirdPersonCharacter - Animation. BriGepute daiin HumanoidwWalk.
fox. B manesu mpoekTa BbiGepuTe BKIAAKYy aHUMalmu Animation s
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Puc. 5.22. leBnaums nepeMeLLleHns KOPHEBOro oobekTa

[IPOCMOTPA MaHHbIX anuMaiuu B daitie (puc. 5.23). Eciu Bbl Bocipous-
Begiere (haiia B maHe u MpeiBAPUTENBHOTO TIPOCMOTPA, TO YBUAUTE MPOO-
JIeMy CMeIIeHuUsT U TaM.

ITpoGiiema cBsizaHa ¢ YrJoBoil ckopocTbio. Ee 3HaueHne otobpakeHo
B MHCIeKTOpe 00bekToB. Bekrop yrioBoil ckopoctu Average Velocity
YKa3bIBAeT HAIIPABJIEHNE U OPUEHTAIUIO EPCOHAXKA HA TPOTSKEHUN BCe-
ro cpoka anuMaruu, [1o yMOIuaHuio A/t aHUManuy X0bObI 9TO 3HAYEHIE
BKJIIOYAET B ce6s1 He3HAYMTEIbHOE OTPUIIATEILHOE 3HAUEHUE X COCTABJIAIO-
nreii ckopoctu. CiieoBaTesibHO, MOZIETb OTKJIOHSIETCS OT Kypca ¢ TeYeHu-
eMm BpeMenu (puc. 5.24).

Yro0bl UCITPABUTD 3TY 1PobJIeMy, yctanoBute (uaskox Bake Into Pose
114 cekuun Root Transform Rotation u usmendiite mosus cMemenud,
0K Cpe/iHee 3HaUYeHre CKOPOCTH IapaMeTpa x He ctanet paBubiM (. 3ua-
YeHue z I0JKHO OCTABATHCS HEHYJIEBBIM, TAK KAK IIEPCOHANK JTOJIKEH HITH
BIIEpe. I[.Hﬂ N3MEHEHUA 9TUX ITapaMeTPOB BaM, BO3SMOKHO, IIPUAETCA Ha-
sxatb kHonky Edit B Bepxtem npaBom yriry mHCIIEKTOPa 0OGbEKTOB IPH BbI-
6ope mema (puc. 5.25).
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Puc. 5.23. MpocMoTp AaHHbIX aHMMauumn ans BeiopaHHoro darina

Hakomelt, eciii OKasKeTcst, 4TO BAIH MEPCOHAZKHU XOSIT MOJI TI0JIOM UJTH
HaJ[ TIOJIOM, TO €CTh JIUOO BBIIIE, THOO HIKE, YEM ITO JOJIKHBI OBITH, BBI
NOJIKHBI M3MeHuTh 3HaueHus: Root Transform Position (Y), ycraHoBus
snauenue Feet mst nosst Based Upon (at Start), puc. 5.26. 1o rapaHTu-
PYeT, 4TO TOMOKEHIEe KOPHEBOTO 00BEKTa BATIETO TepcoHaska OyIeT mpu-
BSI3AHO K KOCTSIM HOT.
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Puc. 5.24. NpoBepka cpeaHeit CKOPOCTU OBUXEHUS
npuv NepemMeLLLEHNN KOPHEBOrO 06beKTa
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Puc. 5.25. HacTpoiika cMeLLeHVs NepeMeLLEHNS KITIOYEBOIO 0ObEKTA
c nomoubto Bake Into Pose

NTorn

[Tozapasaigio! Terepnb Bbl 0CBOMIIN HAJICKHBIN M YHUBEPCATIbHBIN 1TpOIIece
uMnopra st 106aBIeHNsT OCHAIIEHHOTO Melna Tiepcoraxka B Unity. Oun
y’Ke COTPYIHUYAIOT ¢ CUCTEeMOI ABaTap W MOTYT MCIIOJIb30BATh TOTOBbIE
aHMMAIMU U3 MHOKECTBA JAPYTUX TOX0xkKuX Menieil. Ho aTo smmib mosio-
BuHa uctopuu. Cucrema Mecanim He TOJIBKO 1TO3BOJISIET UMIIOPTHPOBATD
1 HACTPAaWBATh MHOTOKPATHO MCIIOJIb3yeMble MIEPCOHAKU JIJIsT aHUMAIIUH,
KaK MbI 3TO JIEJIAJIU JI0 CUX MTOP, HO ¥ IAET BO3MOKHOCTH OIIPEIETUTH Hoiee
CJIOKHBIE KOHTPOJIJIEPbl aHUMAIIMH, YTO TIO3BOJIUT CMENINBATh aHUMAITIT
U pearupoBarth Ha JICHCTBIS MOIb30BaTENst. JTa TeMa GyJIeT PACCMOTPeHa

B CJIE/LYIOINIei riiase.
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OCHOBbI aHMaLM NepCoHaykew

Root Transform Position (XZ)
Bake Into Pose
Based Upon

Center of Mass

, Feet lk

laop match .
4]

Mirror il

Average Velocity: (0,000, 0,000, 1,558)
Average Angular ¥ Speed: 0.0 deg/s

b Maslk
I Curves
I Events

© Inspector | B Navigation a5 Lighting &=
ry
E HumanoidWall E
Length 0,220 30 FPS
Lio00, j190, 200, 300 400 |90, \6i00 i00 20, %00, 110:00 11100 112000 3]
Start 215.2 End 244 ¢ L
Loop Time %)
Loop Pose ) loop match .
Cycle Offset 0
Root Transform Rotation
Bake Into Pose %) loop match ()
Based Upon | Body Crientation 3|
Offset 2.85
Root Transform Position ()
Bake Into Pose %) loop match @)
Based Upon (at Start) | Feet |
Offset Original

Puc. 5.26. HacTpoika nonoxeHus Horv nepcoHaxa s aHmMmauum
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NpoaBvHYTas aHNMMauUms
nepcoHa)keun

B mpenpimyreit riaBe Mbl ITOJHOCTBIO PACCMOTPENM BAKHBIN MPOIECe
MMIIOPTa OCHANIEHHBIX aHUMUPOBAHHBIX Mojiesiell iepconaxkeir B Unity
U MX HACTPOIKH 1711 9(pderTrBHOI paboThi ¢ cucTemMoii Mecanim. Cosznas
aBaTap s UMIIOPTHPOBAHHOTO TIEPCOHAXKA, MBI CMOKEM JIETKO TIPUMe-
HUTH K HEMY MHOKECTBO Pa3IMYHBIX T'YMAHOW/THBIX AHUMAIIHiT 13 Pa3HBIX
ncToyHnKoB. Ho 31O TOIBKO YacTb BO3MOXKHOCTel cucrteMbl Mecanim,
C ee TMOMOIIBI0 MOKHO JIOCTUYb TOpasfo Gosbiiero. Tlocie TOro Kak Mbl
UMIIOPTUPOBATIM Y HACTPOUJIHM MEPCOHAK, CTAHOBUTCST TOCTYITHBIM MHO-
JKECTBO BO3MOKHOCTE yIIPaBIeHUsT aHUMAIIUel 1 TIPUAAHUS el MHTepaK-
TUBHOCTH, UX MPUMEHEHUE TI03BOJIUT CO3/[aBaTh BEChbMa PEAUCTUYHBIE
nepcoHaku. B aToil rytaBe MbI BOCITOJIb3YEMCST UMH JIJISI CO3/IaHUST YITPAB-
JISIEMOTO UTPOKOM TMEPCOHAKA.

Co3paHve ynpaBASIeMOro nepcoHaXka

B aroii riaBe OyzeT onmucaHo, KaK CO3/aTh YIPABISIEMOTr0 UTPOKOM Iep-
COHa’ka ¢ ToMoIIbio cuctemMbl Mecanim ¢ wyst. [lepcorak ipu 3amycke
UTPBI 6y[[eT HaXOAUTHCA B I103€ OKUIAHNA, @ 3aTeM IIPU ITOMOIIN KJIaBUIII
WASD MBI 3aCTaBUM €TI0 XOJUTh, Oeratb u IIOBOPAYMBATHCA TaM, T/I€ 3TO
HEOOXOAUMO. DTOT MPOEKT HAYHETCSI CO CIEIMATbHO MOATOTOBIECHHOTO
npoekTa Start, BKIIOYUEHHOTO B TIpUjaraeMblie K 3Tol kuure (aiipl. [lan-
HBII MPOEKT CONEPKUT TOJIBKO MYCTYIO CIICHY, UMITOPTHPOBAHHYIO MO/IETh
nepconaka MakeHuman u BecTpoeHHbIe aKTUBBI /It aHUMAIUK IIePCOHA-
JKell, BKJTIIOUEHHbIE B TTAKET aKTUBOB TePCOHAKe. T aHUMAIUN BKJIIO-
qatloT B cebst X010y, Oer, OKUIaHne U aHUMAIUN TOBOPOTOB (Kak OBLIO
OIMCAHO B Ipeabiayieii riaase). OHU M3HAYAIBHO ObLIN IPEAHA3HAYEHDI
IS IPYTON MOJIesTA TIePCOHAKA, HO, KaK MBI Y:Ke 3HaeM, cucteMa ABaTap
Unity nosBosisieT nepeHaiesnBaTh aHUMAIINN HA MHOKECTBO Pa3HBIX MO-
Jieteit.
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Puc. 6.1. CosgaHune ynpaBnsieMoro MrpokomM nepcoHaxa
C NOMOLLbIO cucTembl Mecanim

MpoexT Start Ans 3TOM rna.bl Bbl MOXETE HANTK B NpuiaraeMblx K 9TON KHUre
dalinax B nanke Chapter06/Start. OkoHYaTEeNbHBIN MPOEKT MOXHO HANTW B nan-
ke Chapter06/End.

Jlist Toro 4toObl HauaTh PaboTY MO CO3MAHMIO AHUMUPOBAHHOTO TIEp-
COHaXxa, yOeJUTeCh, YTO BbI UMIIOPTUPOBAJIN I'yMAaHOUHBIE AaHUMAIIUU
Ui Xob0ObI, Oera, OKUAAHUSA U MOBOPOTOB (WJIM MCHOJIb3yHTe aHUMA-
[[UM, BKJIIOYEHHBIE B COMPOBOAUTENbHBINA TipoekT). Kpome Toro, ybeau-
TECh, YTO MOJIEJb MEPCOHAKa ObLTa MMIIOPTUPOBAHA U HACTPOEHA KAk
aBaTapPCOBMECTUMBIIT TIEPCOHAK, KAK 9TO OBLIO OIMUCAHO B MPEAbIAYIIEeN
riaBe (MJIM UCTIOJB3YiiTe MOJeb iepcoraka MakeHuman, BrioueHHY 1O
B COITPOBOIUTEIBHBIN TIPOEKT). 3aTeM cO3/aiiTe HOBBII akTHB Animation
Controller u3 nmaxesu MpoeKTa, MEJTKHYB IPABOI KHOIKON MBIIIH U BbI-
nosauB Create - Animator Controller. Aktus Animator Controller
OyIeT Hy KEH /IS yIIPABICHUS UTPOKOM aHUMAIIUSIMU [IPU TOMOIIH KJIa-
BUATYPBL
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Falder

L Sonpt
Iobecrgt
Shaser
Compute Shadar
Prefab

__ -
e ;

Fres Adpest

i Maes
Materisl

Lema Flave:

Randes Teture

Lighmas Parametess
animator Contredler
Animasicn le
Animator Creestide Controlle
dovatar Mask

Pivysie Material

Phytie D) Mitadal

LN Sin

Creme L Legacy i
Shcan in Explrer

Open

Dilets

Impaort New Azset.

Impoit Fackage

Export Fackage

Select Dependencies

Refresh (<70
Ramgent

mEmg .

Mathes  Sunded AL msinians

Synie ManaDevslep Preject

Puc. 6.2. CospgaHue aktnea Animator Controller

CmewmnBaHne AepeBbeB

TimaTeapbHO IIPOAYMAB AEHCTBHs IIEPCOHA-
JKa, MMOKA3aHHOIO Ha CJIEAYIOIEM CKPUH-
LI0Te, MBI BbIIEJIUM HECKOJIbKO COCTOSAHUM,
B KOTOPBIX OH MO’KET HAXOAUTbCs Iepel
BBOJIOM KOMaH/[bl UIPOKOM. B dacrtHOCTH,
KOIZla UTPOK HUYETO He Haxkas, MEPCOHAMK
JOJKEH HAaXOAWThCS B HEHTPabHOU I103e
OKUIAHNSA, CTOS Ha MECTE HEIIOABUKHO.
Eciu urpox HakuMmaer OIHY TOJIBKO
KJIABUILY BJIEBO WM BIPABO, TO MEPCOHAMK
JOJIKEH OCTaBaThCsl TaM, TIe CTOUT, IIOBEP-
HYTbCSI B COOTBETCTBYIOIIEM HallPaBJIEHUU.
Eciu Mrpox HaKuMMaeT KIABUILY BIIEPEL Puc. 6.3. MepcoHax
WJIM BBEPX, TO MEPCOHAK JOJIKEH MATH Wi A aHumauum MakeHuman




140 < [1pOABUHYTAS 3HMALIVSI NePCOHaXen

Gexarb Blepell. 3/1eCh MbI OIIPEEIIN HaOOp COCTOSHUN TIEPCOHAXKA, Ta-
KHX KaK OKUIaHue, X0/60a, 6er 1 moopot. Ho Bee He Tak MpocTo, TIOTOMY
UTO TIEPCOHAK MOJKET MOBEPHYTh npu X0/160e 1 npu Gere. B aTnx ciydasx
WUTPOK 3a/1a€T JIBa HAIIPABJIEHUSI ABUKEHUST OJTHOBPEMEHHO, U Mbl JIOJIKHbBI
MIPEYCMOTPETH AIEKBATHYIO PEAKITUIO MMEPCOHAKA U B TAKUX CUTYAITUSIX.
JLOJKHBI BOCIIPOU3BOUTHCA aHUMALIMU XO/bObI ¥ [IOBOPOTA, HO OHU JI0JIK-
HBI HETTPUHYIKIEHHO CMEITNBATHCS C AaHMMATMSIMU BCEX IPYTUX COCTOSTHUI,
4yTOOBI BHEIIHE MEPCOHAXK MPOJ0JIKAI BBITJIAAETh OpraHudHo. UTobbl 10-
GUTBCST ATOTO, MbI UCIIOJIB3YEM CMEITUBAHKE JICPEBHEB, KOTOPBIE MTO3BOJISIT
HaM TIJIABHO CMEITUBATh HECKOIBKO TYMAHOMIHBIX aHuMaIuii. YTo6br co3-
JIaTh CMENIMBaHUE IEPEBBEB, CHAUAJIa OTKPOITE OKHO aHMMATOPA JIJIs1 HOBO-
ro aktuBa Animator Controller. Yto6bI cenaTh 910, BhinosanuTe Window
— Animator 13 MeHIO TIPUJIOJKEHNsI, KaK TTOKa3aHo Ha puc. 6.4.

File Edit Assets GameObject Compenent Mobile Input | Window | Help

O S 1ol i Pivot Local | Mext Window Ctrl+Tab
= "ar Previous Window Ctrl+ Shift+ Tab
= Hierarchy

Create 7| (@rAll

Layouts 3
P man_basic

Main Camera Scene Ctrl+1

Directional Light e Ctrl+2

Plane
Inspector Ctrl+3
Hierarchy Ctrl+4
Project Ctrl+5
Animation Ctrl+6
Profiler Ctrl+7
Audic Mixer Ctrl+3
Asset Store Ctrl+9
Version Control Ctrl+0

Animator Parameter

Animator I}_

Sprite Packer
Lighting
QOcclusion Culling
Frame Debugger

Mavigation

Console Ctrl+5Shift+C

— - —

Puc. 6.4. OTkpbITHE OKHa aHMMaTopa

[l co3manusl CMeNIMBaHUs JI€PEBbEB IIEJKHUTE IPABOIl KHOIKOI
MbII BHYTpH rpada anumaropa u BeinosHute Create State - From
New Blend Tree, kak 1nmokasano Ha puc. 6.5.
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tre,ate State . Empty

Create Sub-5tate Machine From Selected Clip
Paste From Mew Blend Tree

Copy current StateMachine

Puc. 6.5. CosmaHve HOBOro CMeLLnBaHs AepPeBbeB aHNMaLi

[ocse cBOEro co3faHuist CMEINIUBAHUE JEPEBHEB OTOOPAKACTCS Kak
OOBIYHBIN y3esr anumaru. Eciim aTo nepBblii co3/[aHHbIil Y3€J1, TO OH BbI-
JEJISIETCST OPAHKEBBIM IIBETOM U Oy/IeT MojIKIoueH K y3iy Entry, tak kak
OH aBTOMATHYECKU CTAHOBUTCA Y3JI0M 10 yMoJryanuio. Ecoim y3en cmenu-
BaHUsI IePEBbEB He TOMKIIIOUNIICS ABTOMATUYECKH, TO MEJTKHUTE TIPABOIL
KHOITKOUN MBI Ha y3Je 1 BeiGepute Set as Layer Default State, uto6n1
C/IeJIaTh €T0 Y3JIOM 110 YMOJYAHUI0. DTO 3HAUMT, YTO y3€J CMEIUBAHUS
NepeBbeB OyIeT aBTOMATHYECKU BOCTIPOU3BOIMTELCS MPU 3aITyCKE UTPBI
1 akTuBanuu anuMatopa. OMHAKO y3eJ CMENIMBaHUS [IEePEBbEB TIpeji-
cTaByisteT co6oi GoJiee CIOKHBIA Y3€J, YeM MPOodYre Y3JIbl aHMMAIUH.
Y1o6bl BBIABUTH €TI0 BO3SMOKHOCTH, BBl MEJKHUTE MO HEMY JIEBOIi
KHOIIKOW MbId. [Ipu ABOIHOM I1IesruKe Mo y3JIy CMEIInBaHus JIepeBbeB
B OKHE aHMMaTopa OTOOPA3UTCS HOBBIH PEKUM, COMEPKANUN GOJIbIIE
onnuii. C momotbio nuTepdeiica cMENMBaHus JIEPEBbEB Mbl CMOKEM CO-
6paTh BOEAMHO CJIOKHYIO aHUMAIMIO Tiepconaskeit. ObGparure BHUMaHUE,
MBI MOJKEM HCIIOJIb30BATD MOJIOCY CJI€JO0B B BUJIE HAITPABIEHHBIX KHOMIOK
¢ 3a0cTpeHHbIM mpaBbiM kKoHIoM (Bread Crumb) B BepxHeii uacTu oxHa
aHMMAaTopa JIJIsT BO3BPaTa K TPEbIAYIIEMY BU/LY, Ha’KaB Ha KHONKY 6a30-
Boro ciog Base Layer.
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| Scene. € Game #5 Animator

| Layers || Parameters | B[ | Base Layer  Blend Tree

Blend Tree

Puc. 6.6. icnonb3oBaHue pexuma Blend Tree

Pa3mepHocTi

ITo ymMoTaHUIO KaKIOE CMEITUBAHUE IEPEBBEB OYIET OHOMEPHBIM. [[py-
MMM CJIOBaMU, 110 YMOJTYAHUIO KasK/J[0€ CMEIINBaHKe IePeBbeB CMeEIINBa-
eT JIMHEHHYIO [OCJIeJ0BATEIbHOCTh PA3JIMYHbIX aHuMaluii. Mbl MokeM
YBUIETH HTO B HHCTIEKTOPE 0OBEKTOB, TPUBEICHHOM Ha puc. 6.7.

& Inspector ] =

= Blend Tree ¢'v
= Blend Type [1D | y

Parameter Blend =

Maotion

List is Empty

Puc. 6.7. HacTtpoiika pasamepHOCTU
CMELUNBaHNS [EePEBBLEB

OiHOMEPHbIE CMEIINBAHUS AE€PEBLEB XOPOILO IIOAXOAAT IS CLeHAPK-
€B, TJIe TIEPCOHAK XOAMUT TOJIbKO BIEpe] ¥ Hasaj BAOJb JUHUM, CMEHS
AHNMAIUN COCTOSTHUI OKMUIaHUs, XOAbOBI 1 Oera B COOTBETCTBUM C KO-
MataMu urpoka. Ho B HallieM cirydae mepcoHak M0JKEH YMETB ellle U 110-
BOpauYMBATh, YCTPEMJISISICH B HOBOM HarpasJieHuu. 1o cyTu, Halll iepco-
HasK JI0JIKEH TepeMeriaThest mo 2D-1IJI0CKOCTH TI0JIa, U OH pearupyeT Ha
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BBO/IBI 110 IBYM OCSIM (TOPU30HTAJIBHON M BEPTUKAIBHON ) BMECTO OTHOM.
MpbI 0/1KHBI UMETh BO3MOKHOCTD MCTIOJIB30BaTh KJIABUITN BBEPX, BHI3,
BJICBO ¥ BIIPABO JIJISI YIIPABJICHUS €TO JABUKEHUEM B JIFOOOM MECTE YPOB-
Hs1. [ToaToMy cMeHUM THT cMernnBatust AepeBbes ¢ 1D Ha 2D Freeform
Cartesian.

-= ®Inspector | =
o= -

= [Blend Tree @ %

= Blend Type |[L1D :]

Farameter 1D -

Mation 2D Simple Directional
List is Empty 20 Freeform Directional
2D Freeform Cartesian %

Direct

—

Puc. 6.8. Vicnonb3oBaHne cMmelmBaHus
nepesbeB 2D

IIpu cozpanny cMemuBaHus AepeBbeB 2D MHCIIEKTOP 0GBEKTOB O3B0~
JISIET OIPENENINTh MOJIA ABMKeHNs, fo0asasgeMbie K rpady. [lose apuske-
uus (motion field) mpocTo npucoeauHgeTCS K aHMMAIK KIUIIA, KOTOPbIN
JOJIKeH OBbITh YaCThIO CMELTMBAHUA AEPEBbEB. Y IIEPCOHAKA B 9TOM CIIeHA-
PHM UMEIOTCS aHMMAIMK OKIIAHNS, XOABOBL, 6era 1 II0BOPOTa, U II09TOMY
JOJIKHBL OBITD IIOJIA ABMYKEHUA I BCeX 9TUX cocTosAHuil. JaBaiite co3-
JaIM HECKOJIBKO ToJIell ABMsKenust B rpade. [IJ1s 5TOro HakKMUTe KHOIIKY
+ B IaHeau ABMKEHUS B MHCIIEKTOPe 0OBEKTOB, a 3aTeM BbiOepute Add
Motion Field 13 xonTexcTHoro MeHio.

= | ® Inspector | a .=

o
= [Blend Tree @ %
3 plend Type | 2D Freeform Cartesian ™
Parameters |Bler1d - | |Blend -
Motion
List is Empty
+
Add Motion Field [b_
Mew Blend Tree

Puc. 6.9. JobaBneHve nonen aBuxeHns
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HaxMuTe Ha KHOIKY + J€BATH pas, 4TOObI JOOGABUTH JEBITH MOJIEH
naBuxkerns. Oun OyAyT COOTBETCTBOBATH CJIEAYIONIMM BO3MOKHBIM CO-
CTOSTHUAM MEPCOHAKA: OKMAAHNE, OKUAAHUE — TTOBOPOT HAJIEBO, OKHU/IA-
HUe — II0BOPOT HAIIPaBo, X0/b0a, X002 — OBOPOT HAJIEBO, X0/1b0a — 110~
BOPOT HampaBo, 6er, Ger — TOBOPOT HAJIEBO U OEr —ITOBOPOT HApaBo. J{Jist
KaK/IOTO COCTOSTHUSI TPEOYETCsI OTAETbHBIA AaHUMAIIMOHHBIN KJIUII, ¥ HAM
HOHaI[O6I/ITCH CMEIINBAaHNE /ICPEBLHEB [IJII CMEIINBAHUA X TIPU TIOJTy4e-
HUM KOMaHZIBI UTpoka. [1pn cospanuu aByx niam GoJiee moel JBMKEHUs
rpaduueckoe MmpeCcTaBAeHIE UX MOSBJISAETCS B MHCIIEKTOPE 0OBEKTOB.

.= | ® Inspector | &=

‘.: Blend Tree @ % :
= Blend Type | 2D Freeform Cartesian 3|
Parameters Blend - Blend -
The selected child has no Motion assigned.
<
&
&
&
&
&
& <
Motion Pos ¥ Fos ¥ L il
=None (Motion) -0 IO ll n
— MNone (Mation) @ 0 0 ik
— Mone (Motion) @ -1 0 il
= MNone (Motion) @ -0,982 0.129 i
— MNone (Motion) @ -0.933 0.314 5
— MNone (Motion) @ -0.853 0.51 ak
— MNone (Motion) @ -0.853 0.608 i3
— MNone (Motion) @ -0,982 0.433 1
— MNone (Motion) @ -0.75 0.737 ak

Compute Positions | Select -

Puc. 6.10. Buayanusauus nonen oBuxeHus

JlobaBiieHHbIE TOJIST JIBUXKEHMS GECIOPSAA0YHO pasbpOCcaHbl BHYTPU
rpada, u ato HeponycTumo. Ceituac Mbl 3TO UcHpaBuM. Bo-11epBbIX, /1a-
BaiiTe Ha3HAYMM TIOJAM AHUMAIMOHHBIE POJUKU. UTOOBI cenath 3To,
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nepetimnre B manky Assets - Characters — ThirdPersonController
— Animation ¥ HazHaubTe KJIUIBI KAKIOMY COOTBETCTBYIOIIEMY CJIOTY.
A cnenan HazHavyeHMs, TOKa3aHHble Ha puc. 6.11.

r Motion

= W Humanoididle

— W StandQuarterTurnLeft
— W StandQuarterTurnRight
— L Humanoidwallk

=+

Pos X Pos Y L

=
=

o
o

i
=

-0.982 0.129
=0:833 0.314
-0.853 0.51

-0.B53 0.608
-0.982 0,433
-0.75 0.737

= W HumanoidRun

— W HumanoidWalkLeft
= W HumanoidWalkRight
— W HumanoidRunLeft
= W HumanoidRunRight

OOOOOOOOOJ

OLDDE OO EDE

] [E] (=] ] [e] 2] 2] 2] e

Compute Positions | select &
Adjust Time Scale | Select 3|

rol_Char.controller |

'Blend Tree

0:00 (00U.0%)

Puc. 6.11. CBa3blBaHME aHMMAaLUMOHHbLIX KNUMOB C NOSAMU OBUXEHUSA

AHMMaIMOHHBIE KJUIBI Telepb Ha3HAUYEHbI COOTBETCTBYIOIIUM IIO-
JIIM JIBUIKEHWST, HO caMi ToJist B rpacde (OH TOKa3aH B UHCIEKTOPE 00b-
eKTOB) TIO-TIPEKHEMY OCTAIOTCS Pa3OPOCAHHBIMU, & HE PACIOTIOKEHHBIMI
CHCTEMATUYECKH 110 CTPOKaM U cTosiOmam. J[aBaiite MCIpaBUM 3TO, U3-
MenuB 3HaueHud rnoJsieil Pos X u Pos Y s kaskmoro moJis IBUKEHUS.
CuesaB 9T0, MbI TOITOTOBUM I10JIS1 JIBUKEHUS /LI TIPABUJIBHOTO ITpHUeMa
2D-Bxoanbix anubix. PacemorpuM atot ckpuHnior (puc. 6.12).

Jlaaiite 6GoJiee BHUMATEILHO PACCMOTPUM PACTIOJIOKEHHUE TIOJIeH [IBU-
skeHus. CocTogHue OXKUAaHua — HeUTpajbHas U Hello/BMKHAS 1103a 3a-
Humaet B rpade nosuruio (0, 0). Ber o mpsimoit 3akoauposan kak (0, 1),



146 < [1pOAB/HYTES GHAMALING! NEPCOHaXKEen

= | @ Inspector |

F=]

: Elend Tree

@ %

% Blend Type | 2D Freeform Cartesian

Farameters

Mation

Elend

Pos ¥

Fos ¥

Elend

]

e,
=1

mHumanoidIdle

0

= W StandQuarterTurnLeft

[y

— W StandQuarterTurnRight

i

L Humanoidwalk

=

0.5

L HumanoidRun

o

= W HumanoidWalkLeft

-

0.5

L HumanoidwalkRight

[y

0.5

L HumanoidRunLeft

i

— W HumanoidRunRight

OOOOOOOO.
=

[y

=] (=] [r] (k] [r] =] [=] =i

Compute Positions
Adjust Time Scale

| Select

| Select

+
i DDDDDDDDn-

Puc. 6.12. PaameuwlgHne nonew aBuxeHus BHyTpu rpada

a xompba kak (0, 0.5), 4TO COOTBETCTBYET COCTOSIHUIO, HAXOSIIEMYCST
B CepefiiHe MEXK/Y HEIOABHKHOCTBIO U OeroM. Y COCTOSIHMUIA TIOBOPOTA,
HAIIPOTHB, 3HAYEHIS 110 OCH X JOCTUTAIOT 9KCTPEMYMOB. Takum 00pasoMm,
MMOBOPOTHI TIPEJICTaBJIEHbI Mapamu 3HaveHuii (—1, 1) (ITOBOpoT Ha/IEBO)

u (1, 1) (TToBOpOT HATIPaBo).

OTobpa)keHne AecCaTUYHbIX YnceAn
C ApobHOM 4YacTblo

Tenepb JUUIA TIEPCOHaKa ollpe/ieIeHbl 2D-ocu JBUKEHUSA ITPU CMETINBaAHU N
IE€PEBHEB. ,Z[aﬂee MbI JIOJIZKHDBI CO3/1aTh /IBa IapaMeTpa — /iBa JAECATUYHDIX
yHucjaa C I[pO6HOfI YacCTblO, AalOMUX HaM KOHTPOJIb Ha/l CMEUINBaHHUEM
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aHMMAaIi 13 ckpunTa. Bo-miepBoIX, co3maliTe 1Ba 1eCATUIHBIX 3HAYCHUS
¢ IPOOHOIT YaCThIO, TIEPEKTIOUNBIINCH Ha BKJIAAKY TapameTpos Parameters
B OKHe aHMMaTopa Animator, Kak 3To 1okazaHo Hrske (puc. 6.13).

# scen e | "2 Animator |
| Layefs ! Parameteys | ] Base Layer  Blend Tree
arly +

List is Empty

Puc. 6.13. locTyn k BKnagke napameTtpos Parameters

Haskmure xHOTKY +, uToObI /106aBUTH Ba HOBBHIX Mapamerpa Float
(necarnunoe uncio). Hazosure ux Horz (ropuszonTasibhbiii) u Vert (Bep-
TUKAJIBHBIN ) COOTBETCTBEHHO. BMecTe 3HaueHus 9TUX MapaMeTpoB OyayT
OIIPe/IeJISITh UJIN 33/1aBaTh, KAKYIO AHUMAIIMIO BOCIIPOU3BECTH JIJIsI OCHA-
MIEHHOTO MEePCOHAKA [IPU ITOCTYIIJIEHUH BBOJIA.

7 Scene & Game L .
Layers || Parameters Base Layer  Blend Tree

crllame

| = Horz

= Vert

Puc. 6.14. Co3pgaHne 4McnoBOro napameTpa ¢ AeCATUYHOW TOYKOM

Tereps, KoTZIa MBI CO3/IATH [[BA TIAPAMETPA, 110 OJHOMY JIJIST KasKIOM
U3 Ooceil BBOJIA UT'POKA, JaBaliTe IPUBSKEM UX K CMEIIMBAHUIO JIEPEBHEB
B 2D-mipoctpanctse. YTo6bI CIeTaTh 9TO, 3AMOJIHUTE 0OIACTH TAPAMETPOB
Parameters B uncniexkTope 00bekToB. IleskauTe M0 cTpeske packpbiBa-
IOIIETOCST CITUCKA TIEPBOTO M3 HUX U BeiGepuTe emy 3Havenve Horz st
orobpaskenus mapamerpa Horz Ha ocb x. 3aTeM MOBTOPHUTE 3TY TPOTIELY-
py mist Vert, orobpasus ero Ha och y (puc. 6.15).

[Toce TOro Kak Takoe OTOOPasKEHWE YCTAHOBJIEHO, MOJKHO, HAKOHETI,
MIPOCMOTPETh AHUMAIIUH 1 CMEITUBAHKE IEPEBBEB KaK OJIHO I1€JI0€ B TAHEeIN
MPEBAPUTETLHOTO MTPOCMOTPA B MHCIIEKTOPE OOBEKTOB. Y3eJ CMEeNTHBAHVST
ZiepeBbeB B rpade aHUMATOPA TEIePh MMEET /[Ba TTOJI3YHKA JIJIST YCTAHOBKH
napaMeTpoB. JTO AACT BaM BO3MOXKHOCTb, ITEPEMETast UX MEXKIY dKCTpe-
MyMaMH, IPOTECTUPOBATh KOMOMHAIMU CMelInBaHus aepesbes (puc. 6.16).
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.= | ® Inspector | - -

om . &
= ‘Blend Tree &,
= Blend Type .

Parameters [Horz [=][Vert &

< @ <
@ @ @

Puc. 6.15. OToGpaxeHne OecaTuyHbIX NapamMeTpoB
Ha CMeLUMBaHMe OepPEBLEB

- HumanoidIdle

Blend Tree

Puc. 6.16. TecTupoBaHme CMeLLVBaHNSA OEPEBLEB
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MoaroToBKa K HaNWCaHWIO CKPUNTA
ANS CMEeLlnBaHNS1 AepeBbeB aHMaUniA

Ha npotszkenuu mnpeabiyliux pas/ieloB KOHTPOJIED aHUMATOpa CH-
creMbl Mecanim U CBg3aHHOE CMENIMBaHUE JIE€PEBbEB OBLIO IIOJHO-
CTBIO HACTPOEHO JIJIsT BOCIIPOU3BEeHUsT anuMaIuii nepconaxa. OpqHaxo
cocrosnus (xoapba, Oer, OKIIAHNE U IPOYKe) He NOJIKHBI BKIIOYATHCS
B IIPOU3BOJIbHbIE MOMEHTHI BpeMeHU. HarpoTus, OHU JIOJIKHBI yIIpaB-
JIATBCS KOMaHAAMK UTPOKa, HocbliaeMbiMu KiraBuiiiaMu WASD. Yto6br
IOOUTHCST HTOTO, MBI IOJKHBL OYIEM HCIIOIb30BATh CKPUIIT, CB3AB BBOL
¢ KJaBHATYPHI ¢ TlapameTpaMu cucrteMbl Mecanim. [[yis wavana y6beau-
TeCh, YTO BbI CO3/IAJTH CIIEHY, Y BAC €CTh MEPCOHAXK W Bbl HABHAUNJIN AKTUB
Animator Controller B mone Controller koMmmnonenta Animator oObeKTa.
ITO rapaHTUPYET, YTO MOJIEJIb TIePCOHAYKA B CIleHe MCIIOJb3YeT COOTBET-
CTBYIONIMI KOHTpOJIIep cuctemMbl Mecanim.

@ <@ ® @
@ <@ @
© o ©

Wotion pos
= WHumanoidIdle Q
— [ StandQuarterTurnLeft o
BseniqurteTRgE ] ©
L Humanoidwalk o
BAamanodan o T
o
o
o
o

T HumanoidWalkLeft
B HumanaidWalkRight

[ HumangidRunLeft
— (@ Humana dRunRight

nnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnn

Puc. 6.17. MpucoeanHeHne aktnea Animator Controller Kk nepcoHaxy
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[lanee MbI TOJKHBI co3naTh (aiiyn ckpunTta C#, KOTOPBIN CYUTHIBACT
BBOJI UTPOKA M OTOOPAKAET €ro Ha MapaMeTpbl KOHTPOJLIEPA, BOCIPOU3-
BOJsT aHUMAaIt0. YTOOBI CO3/IaTh CKPUIIT, IEJKHUTE TTPABOil KHOMKOW
MBIIITN B TTaHes I 1poekTa u BeimoTanTe Create - C# Script B KOHTEKCT-
HOM MEHIO, KaK 3TO IT0Ka3aHo Ha puc. 6.18.

»=| O Inspector |

T Tag | Untagasd + Layer | Defauls
v Model | Selact I Revert
;’:'% ¥~ Transform
i Position x0 ¥
Rotation xo  vao
Scale xE IxfL

Controller Eanimcantrol_Char |\

Avatar  man_basicAvatar
Apply Root Mation
Update Mode
Culling Mode

°

cale: 0 Musc
ants 69

Add Componsnt

Puc. 6.18. Co3pnanue daiina ckpunta Ha C#

HazoBute aiinn ckpunta CharControl.cs. 3atem mepetamute haii
13 MaHeJ N MPOeKTa Ha OOBEKT MEePCOHAKA B CIIEHE, CO3/aB 9K3EMILISIP
CKPWUIITA JIJIsT IEPCOHAKA.

HanncaHne ckpuynTta AAS ynpaBAeHUs
CMelwnBaHneM AepesbeB cuctembl Mecanim

Teriepb MbI MOYTH TOTOBBI, YTOOBI OKMBUTH TEPCOHAXKA WTPOKA C TIO-
MolIblo ckpunta. HaMm mpocTo Hy>KHO TOJIBKO HalKMCAaTh BHOBDH CO3/IaH-
HBIH ckpUIIT. PaccMoTpuM ciieyioniuii mpuMep Koja, 3a HUM T10CTeyeT
noApo6HOeE TOsICHEHHE:

using UnityEngine;
using System.Collections;

public class CharControl : MonoBehaviour

{



HanncaHye ckpynTa AAS1 YNPaBAEHISI CMEeLUVBaHEM AePeBLEB

Create 3 Folder

Show in Explorer C# Script
Open h

Javascript
Delete Shader
Import New Asset... Compute Shader |
Import Package 3 Prefab |
Export Package...
Find References In Scene Audio Mixer |
Select Dependencies Material
Refresh Ctrl+R wens Flare == ==
Render Texture =1
Reimport
Lightmap Parameters
Reimport All
Animater Controller
un AP U g . .
Run AP| Updater... Animation
Sync MonoDevelop Project Animater Override Controller
Avatar Mask
Physic Material
Physics2D Material
GUI Skin
Custoem Font =
——

Puc. 6.19. Co3paHune ckpunta CharControl

//Bnimator Controller
private Animator ThisAnimator = null;

//Float names
private int HorzFloat = Animator.StringToHash("Horz");
private int VertFloat = Animator.StringToHash("Vert");

void Awake ()

{
//Get animator component on this object
ThisAnimator = GetComponent<Animator>() ;

// Update is called once per frame

void Update ()

{
//Read player input
float Vert = Input.GetAxis ("Vertical");
float Horz = Input.GetAxis ("Horizontal");
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//Set animator floating point values

ThisAnimator.SetFloat (HorzFloat, Horz, 0.2f, Time.deltaTime) ;

ThisAnimator.SetFloat (VertFloat, Vert, 0.2f, Time.deltaTime) ;
}

BoT HEeKOTOpBIE KOMMEHTAPUH K 9TOMY KOILY:

O yukius Animator. StringToHash ucmosb3yeTcest st IpeobpasoBa-
HUST 3HAYEHWIT CTPOKOBBIX MMEH TapaMeTpoB Horz u Vert B OoJiee
3 deKTUBHBIE [Ie/IbIe TIePEMEHHDBIE, KOTOPbIE OY/IyT UCITOJIB30BAHBI
M037Ke Kak apryMeHTh Jiuist hyHKinu SetFloat. Ilyrem mpeoGpaso-
BaHUS CTPOKOBBIX MMEH B IeJIbIC YNCJA U TTOCTEAYIONIEero uX uc-
MOJIb30BAHUS MbI YCKOPUM BBITIOJIHEHUE KOJIA;

QO panee dbynknmsa Animator.SetFloat mcromb3yercs s yCTAHOBKU
YUCJIOBBIX TAPAMETPOB C JIECATUYHON TOYKON Tpacda, ynpasisis
aHuMaIen.

TecTpoBaHMe CMellnBaHNS AepeBbeB
cuctembl Mecanim

JlaBaiiTe mpoTecTUpyeM Kojl, KOTOPBIM MbI co3zanu. [Ipocro mieskHuTe
KHOMNKY Play Ha nanem HHCTPYMEHTOB M HAKMMTE KJIABUILU BBOJA JJIS
yrpasJenus nepconazkeM (puc. 6.20). Eciiu Bbl BeIOepeTe epcoHaka mpu
3aIlyIEHHO UIPe ¥ MPOCMOTPUTE OKHO aHMMATOpa, TO YBUAUTE paboTy
CMEITUBaHUS /IePEBBEB MTPH HaKaTHH oHOM 13 KiaaBuir WASD s repe-
MeIIeHUsT TTepcoHaka. Bbl yBupnTe, 4TO pa3Hble aHMMAIMK CMENTBAIOTCS
IJIABHO U €CTECTBEHHO, 0TOOPaKasICh KaK eAWHast MOJIHAS M CaMOA0CTa-
TOYHAS TIOCJIEIOBATEJILHOCTD aHUMaIUii. Mou rmo3ipaBJieHust!

A 3aKoHY€eHHbI MPOEKT Bbl MOXeTe HanTu B nanke Chapter06/End.

NTorn

K aTomy MOMEHTY Yy Bac yKe UMEIOTCsI ITPOUHbIe 3HAHUST ¥ IOHUMaHUe CH-
crteMbl Mecanim Kax Jijisi UMIIOPTa U HACTPOMKHM TOTOBBIX IT€PCOHAXKEN,
TaK ¥ JJIsI TOCTPOeH s TpacdoB U CMEIUBAHUS ePeBbeB I 0becedeHus:
00LIMX TOTPeOHOCTEN aHUMALIMHI, KOTOPbIE OTBEYAIOT 32 BOCIIPUTHE BBO-
Jla UTPOKa U yrpasienue. B cienyiotieil ryiaBe Mbl 3aBEpIIMM HAIy 9KC-
Kypcuio 1o anumaru B Unity, paccMOTpeB cMmeliinBanue (popM, KpuBbie
AHUMAITUU U TEKCTYPbI C BUJIEO.
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Assets -

EeEf o<

Editor

Meshes Standard A animcontro.. charc:ntm mainScene

Puc. 6.20. TecTnpoBaHne aHMMaumni nepcoHaxa



[NaBa

CmewmBaHmne popm,
NHBepCHas1 KNHemMaTunKa
N aHUMNPOBaHHbLIE
TeKCTypbl

B ar0li 3aKIIOUNTENBHOI TJTaBe MBI PACCMOTPUM TPH HE CBSI3AHHBIX MEK-
Iy cOOOM MeTo/ia aHMMAaIlMK, JOCTYIHBIX B Unity. 910 cMemmBanue hopm
IS CO3[IAHUST aHMMAIUH TIPEBPAIIEHNUsT, TAKUX KaK CHHXPOHHOE C TOJI0-
COM JBUKeHMe TyO ¥ MUMUKa Jnia, nHBepcHas kunematuka (MK) misa
TO3UIIMOHUPOBAHUS PYK M HOT MEPCOHAKA U aHINMUPOBAHHBIE TEKCTYPHI
71T BOCITPOU3BEIEHUST TIPEIPEHIEPEHHBIX BU1€0(DaiiIoB, TAKUX KaK (aii-
gl hopmata MP4, na 3D-11oBepXHOCTSIX B BUIE TEKCTYPbI. ITU METOJIBI
aHUMaIlUN He OYeHb YacTo MCIob3yioTest B Unity, HO TeM He MeHee MO-
TYT CBITPATh BAXKHYTO POJIb B CO3/IAHUH OMOIIMOHAIBHBIX 1 PEATUCTIHYHBIX
ann30/0B. /laBaiiTe pacCMOTPUM K Kb U3 HIX 10 OU€PEIH.

CmewwsaHve ¢opm

Ecim BbI co3maete aHMMAIIMIO JINTIA, TAKYIO KaK CMEHA BBIPAKEHUS JTUTIA
WJIM CUHXPOHHOE € TOJIOCOM JIBUKEHHE TyD, BaM HaBEpPHSIKa HY;KHO Oy-
JIeT WCIOJTh30BaTh CMeENTUBaHue (OPM WM aHUMAIUIO TIPEBPAIIEHNUS.
ITOT BUJI aHUMAIINH, KaK TIPABUJIO, CO3/IAETCS XYAOKHUKOM-aHUMAaTOPOM
B iporpamme 3D-MozmenmpoBanus, a 3atem umnoprupyercst B Unity. Ee
CO3/IaHuE — ATO IBYXCTYIIEHYATHIH TIporiecc. Bo-mepBbIX, aHMMaTOp ompe-
JieJieT Bce BO3MOKHBIE U TPeIe/TbHbIe TPUMAChI Mella JIUIA, TO eCTh Mo-
JIO’KEHUE U TTOPSIOK BCEX BEPITUH Mella JINIA B 9KCTPEMYMax, ¥ CO3/IaeT
kiou opmbl (Shape Key) nimu emenmsanue ¢opm (Blend Shape) mist
3aIMCH COCTOSTHUS MeTita B 9ToH 1o3e. C TTOMOTIBIO 3aICH CEPUU PA3HBIX
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rpUMac aHMMATOP CO3/IAET JIUTIEBbIC AHMMAIINH, B KOTOPBIX TeHEPUPYIOTCS
MTPOMEKYTOUHBIE MOJIOKEHMS KaK B3BEIIEHHAS] CMECh MEKIY PasOeKHO-
CTSIMU B Pa3HbIX IPUMacax.

PaccmoTpuM ciremytoniye TpU CKPUHINOTA, B KOTOPBIX MEMI TOJIOBBI
o6e3bstabl B Blender (http://www.blender.org) ObLT yCTaHOBJICH B Pa3ind-
HbIe 9KCTpeMasibHble TpuMachl. Kaskiast rpumaca 3arcana B BIjie KJioda
dhopmbl win cMenBatus Gopm. B caeyiomieM CKpUHIIOTE MBI 0TOGPa-
3UJTH HAaYJIbHYTO, UJIN OCHOBHYIO, rpuMacy. MIHoria OHa Ha3bIBAETCS IPU-
Macoii TTOKOSI.

3aKOHYEHHbIN NPOEKT A/ 3TOro pasfaenia Bbl MOXETE HaUTU B Npuiaraembix
K aTON KHUre darinax B nanke Chapter07/BlendShapes.

© B} Rendertayers

Double Sided

05 5

@ TallHead 0.000 ©
- BuigeHead 0.000

°

& Relative

Puc. 7.1. OcHoBHas rpyMaca ass ronoBbl 06e3bsHbI

Ha ciemyioiieM CKpUHIIOTE [PEACTABJIEHA TPOMEKYTOUHAST IPUMAca
(puc. 7.2).

Ha ciieqytoniem ckpuHInore mpejicTaBiena (pruHaIbHas, UM 3alUKIIN-
Baolas, rpumaca (puc. 7.3).
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0.000

1.000

Puc. 7.2. OxctpemarnbHas rpumaca 1 ans ronoBbl 06e3bsiHbI

TMocse co3manust HAOOpa MEXAHM3MOB BEPIIMH M IPUMAC BbI MOKETE
3KCIIOPTUPOBATH Melll U3 rporpaMmbl 3D-mMozenuposanus B daiin hop-
mata FBX, kak 1 o0brunbie Memmy. Ilaru akcropra OT/IMYaioTcst st pas-
HbIX maketos. IIpu ummopre mema B Unity He 3a0yasre BbIOpaTh MeI
B MaHeJ I IIPOeKTa U BKounTh oniuio Import BlendShapes B uncnexro-
pe 00BEKTOB, KaK 9TO MMOKA3aHO Ha PUC. 7.4.

Bbl MOJKeTe JIETKO TPOBEPUTD, TIPABUIBHO JI OBbIIIM UMIIOPTUPOBAHDI
cMenuBanus (OPM Balllero Meliia, TepeTaiiuB Mell B CIleHy. 3aTeM pac-
kpoiire nosie BlendShapes B umcnexrope o0bekros (puc. 7.5). B aTom
noJie Gy/IyT IePeYrCIeHbl BCe UMIOPTHPOBAHHbBIE CMEITMBAHKS (DOPM.

3uauenus B noJisix BlendShapes uist Batnx mozesneii 6yayt Kosiebarh-
cst B quarnazone 0—100. TIpu sTOM 1I0JI€ OY/IET B MTOJHO Mepe TO/IEPKU-
BaTh Balll Melil, Korzia ero 3nadenvie pasuo 100 (puc. 7.6).

Ecam BaM HY:KHO TOJIyYUTDb JOCTYII HA YTEHWE WU U3MEHHUTH Beca
u 3nauenusi BlendShape w3 ckpunra, BbI MOXKeTe WCIOIB30BATDH Iie-
pemennyio Mesh.BlendShapeCount wm dynkmmio SkinnedMeshRenderer.
SetBlendShapelieight (http://docs.unity3d.com/ScriptReference/Skinned-
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Double Sided

@ TallHead 0.000 ©

Lo 1000 ©

= -

& Relative A®| x

1.000

¥ UV Maps

Puc. 7.3. ®uHanbHasa rpymMaca nJisi rosioBbl 06e3bsiHbl

MeshRenderer.SetBlendShapeWeight.html). Oxnako BbI, CKOpee BCero,
xorute BocrnpousBectu annmaiuio BlendShapes. Uto6sr cienatsh ato,
BbI MOJKETE MCII0JIb30BaTh OKHO Animation Unity, Bemmosaus Window
— Animation 13 MeHIO TpuIoKeHwst. [T0ApOOHO 3TO OKHO OBLIO OMUCAHO
B MpeAbIIynuX ryiaBax. Kak u s Apyrux Merieid, Bbl MOXKeTe CO3/1aTh
KJTIOUEBBIE KaJIphI Ui cMenmmBanust opm. IIpocto mepemectuTech ¢ mo-
MOIIIBIO MBITITH HAa HYKHBIIT MOMEHT Ha BPEMEHHOH TIKajie B OKHE aHUMa-
1y, a 3areM ycraHoBute 3HaueHust BlendShape B nHciekTope 00beKTOB
Ha BbIOpaHHbIT MOMeHT. [Ipu sToM Unity aBTOMaTu4ecKu creHepupyer
KJIIOU€eBbIe KaJ[Pbl /Uit cMeluBanust hopm (puc. 7.7).

WHBepcHas KnHemaTuka

I/IHBepCHaH KHHEMATHKa, 4aCTO COKPAIIaeTCA KaK I/IK, O4Y€Hb BaKHa 1JIdA
JOCTUKEHU A HerMHy)I{lIEHHOfl n peaHHCTH‘{HOﬁ aHMallny TepcoHa)xa.
HpaKTI/I‘{eCKI/I MHBEPCHasA KMHEMATHUKa ITO3BOJIACT CITO3UIIMOHUPOBATHh
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Material Naming
Material Search

= e Inspector | O o
MonkeyHead Import Settings @ *
; | ©pen |
| Rig [ Animations |

Meshes

Scale Factor 1

File Scale 1

Mesh Compression | Off s
Read/Writs Enabled )

Optimize Mesh.

Import BlendShapes )

Gen T

Swap UVs (|

Generate Lightmap UVs (-

Normals & Tangents

Normals | Impart L

Tangents | Calculate +

Smoothing Angle 'S, 60

Split Tangents )

Keep Quads (|

Materials

Import Materials [}

| By Basa Texture Name

| Recursive-Up

For each imported material, Unity first looks for an existing material named [BaseTexturellame].
Unity will do a recursive-up search foritin all Materials folders up to the Assets folder,
If it doesn't exist, a new one is created in the local Materials folder,

| Revert || Apply |

Imported Object r

Puc. 7.4. UmnopT aHMmaumm cMmeLwmBaHnsa Gopm ¢ Melamm

KOCTb PYKH WJIM HOTH B OCHAIIEHUH, a OCTAJIbHbIE CYCTaBbl U KOCTH OYIyT
pasMeIleHbl ABTOMATUYECKH TSI IOCTUKEHUS PEAJTUCTUIHOTO BUA. JIpy-
IUMU CJIOBAMH, TP CO3/IaHUK aHUMAIMK XOAbObI UJIH 5KECTOB, IJile HOTY
WJIM PYKH BCTYTMAIOT B KOHTAKT C TOBEPXHOCTHIO, UHBEPCHASI KUHEMATHKA
CHJIbHO obJsterdaer paboTy aHUMATOPOB, BMECTO aHMMAIIMK BCEX KOCTEN
1M JIOCTaTOYHO OIPEAETUTD [TOJIOKEHIE CTOIBI U Ge/[pa WIH PYKH 1 IIJIeva
(puc. 7.8).

BoapmmacTBO TpHoxkennit 3D-monemmpoBanms, Takux Kak Maya,
3ds Max u Blender, npegocTaB/isiior BO3MOKHOCTH U (DYHKIIUU JJISI CO3-
JIaHUsST MHBEPCHOU KuHeMaTHKH. L[esib aTuX 0cOGEHHOCTENH — B TOM, UTO-
ObI TIOMOYb XYI0KHUKAM CO3/laBaTh aHUMaIiu jerde u osicrpee. OHaKO
pasHble TPOTPAMMbI COXPAHSIOT JIaHHbIE WHBEPCHOW KWHEMAaTHUKW IO-
PasHOMY, U 9TH JIaHHbIE 0OBIYHO HE MOTYT OBITh UMITOPTHPOBaHb! B Unity
naske yepes daitinl popmata FBX. DT0 3Ha4UT, 4TO Ballld MOJIEH I1€PCO-
Haskeil mouT Beeraa Gy Iy T UMIIOPTHPOBaHbI 6€3 TaHHBIX HHBEPCHOU K-
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.= | ©Inspector | .=
4 ™ [MonkeyHead [Istatic
Tag | Untagged 4+ | Layer | Default ™
Model | Select | Revert ] Open J
¥ .~ Transform @ %
Position Xo Yo
Rotation Xxo ¥ -180
Scale H1 ¥ (1
BlendShapes
TallHead ]
BulgeHead Q [} 7
[ On 3]
Receive Shadows ]
» Materials
Use Light Probes i)
Reflection Probes | Blend Probes =1
Anchor Override Mone [Transform) @
Lightmap Parameters Mone [Lightmap Parameters) @
Quality | Auro 2]
Update When Offscreen )
Mesh W Suzanne @
Root Bone Mone [Transform) @
Bounds
Center: X 0 * -0.03981805 Z 0.1455376
Extents: ¥ 1.336914 ¥ 1.299305 Z 1.114839
voa [ Animator ﬁ 2,
Controller Mone [Runtime Animator Controller) @
Avatar * MonkeyHeadAwvatar @
Puc. 7.5. JocTyn K cMelurBaHuio Gopm Ass BiIOpaHHOro MeLla
TR s
( M MonkeyHead | Clstatic +
Tag | Untagged +| Layer | Default ]
Model | Selec I Revert I Open )
¥ .~ Transform @
Position x0 ¥o 20
Rotation X0 y[-180 2lo ]
Scale X1 D 2t ]
v . [Mskinned Mesh Renderer @
v Blendshapes
TallHead 100 ]
BulgeHead ‘100 ]
Cast Shadows [@n ]
Receive Shadows 4
» Materials
Use Light Probes. )
Reflection Probes Blend Probes o
Anchor Override Nane (Transform) — To
Lightmap Parameters None (Lightmap Parameters) o
Quality [ Auto 0|
Update When Offscreen
Mesh [WSuzanne ]o
Root Bone [None (Transform) le
Bounds
Center: X0 ¥[-0.03981805 | 2 (0.1455376
Extents: X 1336914 ¥ T.299305 2[1.114839
Animator Q@
ontroller 'None (Runtime Animator Controller) le
Avatar | & MonkeyHeadAvatar ‘o
Apply Root Motion
Update Mode lormal i)
Culling Mode Cull Updats Transfarms <]
‘ @
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2 choic G al

Puc. 7.6. TectpoBaHume cMelurBaHnsa Gopm Ans BbiIOpaHHOro mela
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3|
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+] Layer [ Dsfauls
Selaer Revert [ own |

J¥[o zo
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J¥[1 Jz[t

[ Blend Probes

[None (Transform) Te
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[Auts §

Update When Offscreen
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one (Transfarmy To

Centers X0 |y |-0.03%1805 | 2z 01455376 |
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Update Mode [omal
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ot 0 Scale: 0 Muscles: 0 Generic 25 0
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& i )
Add Component

Puc. 7.7. AHumauus cmewwmBanma Gopm

HemaTuku. Ho aT0 He 03HaUaeT aHUMAIN WHBEPCHON KUHEMATUKH, CO3-
namHoe B porpammax 3D-MoenpoBatust 6y/1eT BBITIISIETH O-APYTOMY
nocJsie umriopta B Unity. DTo JnIib 03HAYaeT, 4TO BCEe aHUMAIIUK WHBEPC-
HOU KuHeMaTUKK Oy yT UMIIOpTUPOBatbl B Unity Kak aHuMaIiy npsaMon
kunematuku (ITK). Ouu OyyT BBITJISAZETH TaK Ke, HO HE JaIyT BaM JI0-
cTyna K (PyHKIUSM HHBEPCHOM KUHEMATUKHY, He ITO3BOJISIS BaM JIETKO T10-
3UIMOHUPOBATD U ITEPEMENIATD CKEJIET TMHAMUYECKH C TTOMOTIIBIO MHBEPC-
HOU KuHeMaTuKu., YToObI UCTIPABUTH 3TO, BbI JOJUKHBI OyIeTe BPYUHYIO
HAaCTPOUTHh MHBEPCHYIO KMHEMaTHKY /st kocteld B Unity, ecan 3axorure
MOJIYYUTh JIOCTYIT K WHBEPCHOM KWHEMATHKE /I TUHAMUYHOTO Tepe-
MeIeHusT PyK U HOT BalIUX TepcoHaskein. UToObl TOMYyYnTh TPaBUIBHO
paboTAIOIIYI0 MHBEPCHYIO KHHEMATHKY, MBI CHAYAIA HMITOPTHPYEM OCHa-
[IEHHYT0 MOJeJTh iepcoHaska B Unity. 3areM Mbl BBIOUPAEM MOJIEJb B Ma-
HeJN TPOeKTa 1 BKIodaeM ocHarnterne Humanoid, mepeiiznst na BiaaxKy
Rig B uncnekrope 06bekToB 1 BHIOpaB TUN anumarn Humanoid. Jto ne
MOJKJIIOYUT UHBEPCHYIO0 KNHEMATHKY KaK TaKOBYIO, HO HACTPOUT MOJETH
JUIST FICTIOJIb30BAHMUST CHCTEMBI ABaTap, KOTopast HeoOOXONMA JIJist MHBEPC-
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Puc. 7.8. HacTpoiika HBepCHOM knHemaTurkn Ha Blender

HOIl KuHeMmaTuku. [loxxomsmmas Momesb TTepcoHaXka BXOAUT B COTIPOBO-

nuTenbHble (haiiapr m HaxoauTces B marike Chapter07/1K (puc. 7.9).
/laBaiiTe mprMeHM MHBEPCHYIO KWHEMATHKY K PyKaM ITePCOHAaKa, OHa

06eCTIeYnT, 9TO MPU Pa3MeNeHNH PYK Bee APYTHe KOCTU PYKU aBTOMATH-
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= O lnspector | i o
j  man_basic Import Settings G
Gpen

\r
X odel [T
v w

Amimation Type Humanui

Avatar Defnibon
Legacy & | Canfigure-. |
optimize Game Objects Genens

¥ Humancid 3

Puc. 7.9. HacTtpoiika nepcoHaxa kak ocHacTkn Humanoid

YECKHU PA3MECTSTCS TaK, YTOOBI COOTBETCTBOBATH MOJIOKEHUO PYK. TTOOB!
clleJIaTh 3TO, CO3/IaliTe JiBa HOBBIX IYCTHIX HTPOBBIX 00beKTa B ciieHe, OHU
OYIyT MPEACTABIISATH COOOI KOCTH UTPOBOTO IIEPCOHAKA. DTH KOCTH OY YT
WCITOJIB30BATHCS JIJIsI TO3UITMOHUPOBAHMS PYKH repcoHaka. HazoBuTe nx
IK LeftHand m IK RightHand (puc. 7.10).

ITo yMOT4aHII0 KOCTH HE BUIHBI B OKHE, €CJIM OHU HE BBIOPAHBI B TAHEIH
nepapxu. JIJist Toro 4ToObl KOCTH CTAJIW BUANMBIME U MHTEPAKTHBHBIMU
oObeKTaM1, BRIOEpPUTE HKOHKY Kyba B HHCIEKTOPe OOBEKTOB U Ha3HAUBTE
npeacrasierne 2D Gizmo k 00bekTy. [Tocie Takoro BBIG0PAa KOCTH CTAaHYT
BUIUMBIMHU U MOTYT ObITh BRIOPaHbI B OKHe TipocMoTpa (puc. 7.11).

PacrionoxuTe KOCTH B CIleHE MTepe]] PyKaMu TePCOHasKa, JIEBYIO KOCTb —
repet JIeBOi PYKOH, a TpaByIo KOCTh — Iepejt TpaBoi pykoii (puc. 7.12).

Cospaiire HOBbIl akTiiB Animator Controller (aninCharControl) u cBs-
sxute y3es Entry c mycTbiM cocTostHreM. /715t co3/1aHus IyCTOTO COCTOSI-
HUS TIEJKHUTE MPABOIl KHOIKOW MBINIM BHYTPU Tpada W BBIMOJTHUTE
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- ‘*’ S |00 ]E[ o0 Pivot | O Local
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Directional Light

IK_RightHand

Puc. 7.10. Co3paHve NHBEPCHOW KMHEMATUKN KOCTEN

0719 NYCThIX 0ObEKTOB

| Gizmos = | (arAll

Other.” |

Puc. 7.11. BkntoyeHre BUOMMOCTU AJ1si MyCThiX OObeKTOB
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+# scene ) ) -
Shaded b Gizmos = | (@Al

Puc. 7.12. PacnonoxeHune KOCTel MHBEPCHON KNHEMATUKN

Create State > Empty 13 KOHTEKCTHOTO MeHI0. YOeIuTech, 4TO MyCTOE
COCTOSTHUIE SIBJISIETCS Y3JI0M 110 yMosdanuio. Cosaanue akTuBa Animator
Controller BasxHO Kax /iJIs1 aHUMAIIAU [IEPCOHAKA, TAK U JIJIst PAOGOTHI C MH-
BEepPCHOI KMHEMATUKOI (puc. 7.13).

Y6emurech, uto s aktusa Animator Controller ycranosieH (uiaskok
IK Pass, Mo3BOJISAONNHN yIIPABISATh MHBEPCHOW KNHEMATUKOH TTePCOHAXKa
MIPOrPaMMHO U3 CKPUTITA. DTO BAKHO TP UCITOTH30BAHIUT WHBEPCHOM KU-
HemaTku B Unity. YToObl ciesiaTh 9T0, HAKMUTE Ha MKOHKY B BUJIE TIIEC-
tepenku 1151 Base Layer B okte anuMaTopa. 3ateM ycTaHOBUTE (DIIasKOK
IK Pass (puc. 7.14).

HasnaubTe mepcoHa)ky KOHTPOJLIED, epeTamuB akTuB Animator Con-
troller u3 naneu npoexkTa Ha Mell iepcoHazka B ciene (puc. 7.15).

[lanee cozpaiite haiiy CKpUITA U TPUCOETIUHUTE €T0 K TEPCOHAXKY. DTOT
(aiisr cKpuUIITa MO3BOJIAT HAM MCIIOJIb30BATh OOBEKTHI YIIPABJICHUST JIEBOI
W TIPAaBOU PYK /IS HYKI MHBEPCHOH KMHEMaTHKH PyK. Tak Kak (aaskok
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| #Scene € Game *% Animator | |
Layers | Parameters - Base Layer
+
= Base Layer

A gtais,

#2 Animator

t—3 Base Layer

Weight o1
N Mask o None (AvatarMask @
Blending | Override

Syne 1 Timing

IK Pass ™~
Ly

Puc. 7.14. YctaHoBka ¢pnaxka IK Pass
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. e o= @inspector |
| Giamas -| GrAT o e -
Tag | Uneagged +| Layer [ Defauke
A4 Model | Selece I Revert I
v ¥ A Transform
b Position o vm 2
Rotation x0 | C—
Scale T - R
2 M Animator
Controller - animChar

Avatar "% man_basicAvatar
Apply Root Metion a
Update Mode Cormal |

ot O Sealst 0 M
onstant: 0 (0.0%) Den

Add Component

Puc. 7.15. NpucoeanHerne aktea Animator Controller k nepcoHaxy

IK Pass ycranosieHn, aktus Animator Controller asroMaTyecku Bbi-
soBer GyHKIuIo cobbTiii OnAnimatorIK as MOSUIIMOHUPOBAHUS PYK
CKeJIeTa Ha YKa3aHHbIX 0ObEKTax:

using UnityEngine;
using System.Collections;

public class ArmIK : MonoBehaviour

{
public float leftHandPositionWeight;
public float leftHandRotationWeight;

public float rightHandPositionWeight;
public float rightHandRotationWeight;

public Transform leftHandObj;
public Transform rightHandObj;
private Animator animator;

void Start() {
animator = GetComponent<Animator>();
}
void OnAnimatorIK(int layerIndex) {
animator.SetIKPositionWeight (AvatarIKGoal.LeftHand, leftHandPosi-
tionWeight) ;
animator.SetIKRotationWeight (AvatarIKGoal.LeftHand, leftHandRota-
tionWeight) ;
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animator.SetIKPosition (AvatarIKGoal.LeftHand, leftHandObj.position);

animator.SetIKRotation (AvatarIKGoal.LeftHand, leftHandObj.rotation);

animator.SetIKPositionWeight (AvatarIKGoal.RightHand, rightHandPosi-
tionWeight) ;

animator.SetIKRotationWeight (AvatarIKGoal.RightHand, rightHandRota-
tionWeight) ;

animator.SetIKPosition (AvatarIKGoal.RightHand, rightHandObj.posi-
tion);

animator.SetIKRotation (AvatarIKGoal.RightHand, rightHandObj.rota-
tion);

}

[Ipukpenure daity ckpunTa K mepcoHaKy. 3aTeM IMepeTaluTe JeBblii
U NpaBblii 0OBEKTHI B COOTBETCTBYIONIME CJIOTH Transform B MHCHEKTOPE
00beKTOB. Jlajiee yCTAaHOBUTE 3HAUEHMSI BECOBBIX KOA(D(MUIIUEHTOB PaB-
ubiMu 100, yToObI 06ecIeYnTD BAMSAHNE KOCTell Ha 0ODBEeKT.

o= O lnspector | & .=
R \Geal ) |y &[man_basic [static ~
Tag | Untagged +| Layer | Defaulc 3
Vv Model | Select I Ao I o
50 v~ Transform S
\ Position Xo Yo zo
Rotation X0 Yo zo
Scale x[T ¥[T z[T
¥ it ¥ Animator () %]
Controller ZanimChar of
Avatar . man_basicAvatar o
Apply Reot Motion L.
Update Mode [Harmal
Culling Mode [ Cull Update Transforms

ot; 0 Scales 0 Musclesi 0 Generic; 0 PPHri O
Constant: 0 (0.0%) Dense: 0 (0.0%) Stream: O (0.0%)

[ M Arm IK (Script) [V

Script - ArmIK o

Left Hand Pasition Weight 100

Left Hand Rotation Weight 100 La

Right Hand Position Weight 100

Right Hand Rotation Weight 100

Left Hand Obj LIK_LeftHand (Transform) o
Right Hand 0bj _.IK_RightHand (Transform)

Add Component

Puc. 7.16. YnpaBneHune BecoBbiMU KO3bDULMEHTAMU KOCTEN
VMHBEPCHOW KNHEMATUKMN

Teriepb MOKHO TIPOTECTHPOBATH UTPY U MOCMOTPETh Ha paboTy WH-
BepcHO kuHeMmatuku. IIpu 3amycke UTpbl NEPCOHAXK JAOJKEH HAXOAUTb-
Cs B CTAHAPTHOI 1103€, HO €ro PyKu OY/IyT MPUTITHBATHCS K 0GBEKTaM
yIIPaBJIeHUSA PYK.
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Puc. 7.17. TectupoBaHue
VHBEPCHOM KMHEMATUNKU KOCTEN

Jlist TeCTUPOBAHUS TIEPEABUHETE OOBEKTHI YIIPABJIEHUsI B OKHE CIle-
HbI, Bbl YBU/IUTE, YTO PYKHU IIEPCOHAKA ABUTAIOTCA, I/IBFI/I6aIOTC$I U I1I0BO-
paurBaOTCst, YTOOBI COOTBETCTBOBATH HOBOMY TOJIOKeHHIO0 (puc. 7.18).
[Mosppasnenus! Temepp BbI MOKeTe HACTPOUTH IMEPCOHAK B CHUCTEME
Mecanim I aHUMalli C HCIIOJIb30BaHUEM I/IHBEpCHOI?I KNUHEMAaTUuK1
B peajlbHOM BPEMEHU.

AHNMNPOBaHHbIE TEKCTYpbl

TekcTypbl — 9TO M300paKEHUs, KOTOPbIE OTOOPAKAIOTCS HA T€OMETPH-
yeckux 3D-tesax. BosbIIMHCTBO TEKCTYP SABJAIOTCS ABYMEPHBIMHU CTa-
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# Scene Ili"  Ani = |

| Shaded BT

Puc. 7.18. No3nunoHpoBaHme pyk

THYECKUMU U300paskeHusMu, Takumu kak ¢aiisl JPEG u PNG. Tem He
Menee Unity Takske Toziep:KuBaeT 1 aHWMUPOBAHHbBIE TEKCTYPBI B BUjIE
BU/ICO- WJIX KUHOTEKCTYP. JTO TIO3BOJIUT BaM UMIOPTUPOBATH B MPOEKT
Bue0(halIbl U UCIIOIB30BaTh UX B KadecTBe TeKcTyp. DuibMbl MOTYT
BOCTIPOM3BOIUTLCS CO 3BYKOM U OTOOpakaThest B Urpe. TakuM 0Opasom,
OHHU OCOOEHHO TOJIE3HBI /TSI CO3MAHUS 3aCTABOK, CIMCKOB TPWHSIBINX
ydacTue B pa3paboTKe, BOCIIOMUHAHUHN, PEKJIaMbl U JAPYTUX CHEITHATBHBIX
ahdexToB. OTHAKO AaHUMUPOBAHHBIE TEKCTYPBI — PECYPC TAKETOBECHBIH,
¥ UX IPUMEHEHUE CUJIBHO CHUZKAET MTPOU3BOIUTENBHOCTD UTPHL. [0 aTOM
TIPUYUHE BbI TOJLKHBI NCMOIB30BaTh UX padymuo. Unity moazep:kuBaet
passimyHbie (hopMaThl BUIE0, HO PEKOMEHIOBAHHBIM (DOPMATOM SBJISIETCS
OGYV (Ogg Theora video). Bosee moapobHy0 HHGOPMAIHIO O JaHHOM
dopmate moxkHO Halith B MHTEepHeTe TI0 azipecy http://www.theora.org/.
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Ecim Banmm pumbmbl mMerot npyroit ¢popmat, a He OGV, To BbI MOXKeTe
KOHBEPTUPOBATh WX C MOMOIIbI0 GecrratHoro meanarieepa VLC, Ko-
TOPBIT MOJKHO CKauaTh, 3arPy3WB CTpaHUILy http://www.videolan.org/vic/
index.en_GB.html. Yto06bl MMIOPTHPOBATH AHUMUPOBAHHYIO TEKCTYPY,
neperammre ¢aitn popmara OGV B maness npoekra Unity. [Tocsie Toro
KaK OH UMIIOPTHUPYETCs, BBI MOKETe TPOCMOTPETh BUEO, HAXKaB KHOTIKY
Play Ha maHesiu ipeIBapUTEIBHOTO TPOCMOTPA B HHCIIEKTOPE 00BEKTOB,

& Inspector E Lighting =
- bounders_cads_trailer Import Settings o,

Bypass sRGE Sampling E‘\
Quality
Approx. 0.00 kB, 4256 k_st_

(Revert | [pply |

Puc. 7.19. UmnopT aHnMunpoBaHHo TekCTypbl n3 OGV-darna

3ateM cosgaiiTe 0OBEKT ILIOCKON IOBEPXHOCTH B CIieHe B KayecTBe
MOBEPXHOCTH, HA KOTOPOil BUIEO OYZeT BOCIPOM3BOAUTHCS BO BPEM:
BbIIOJIHEeHN. YToObI CO3[aTh ILJIOCKOCTh, BhinoIHNTe GameObject —

Component | Window  Help

[ Add, Cirl+Shift=A L ST
»

Mesit e
Effects =

Physics

Physics 2D »
Navigation b
Audio B Audio Listener
Rendering v Audio Seurce N
Layout B Audio Reverb Zone

Miscelaneots > Audio Low Pass Filter

Audio High Pass Filter
Audio Echo Filter

Audio Distortion Filter
Audio Reverb Filter
Audio Chorus Filter

Event
ul
Scripts

Puc. 7.20. Co3paHue o6bekTa NiocKoCTU
L1151 BOCNpOon3BeaeHus suageodarina
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3D Object — Plane u3 menio nproskennst. [Toce Toro kaxk oma 6ymer
cosfana, 1o6aBbre K 00bekTy KoMoHeHT Audio Source, KoTopbIii Gyaer
OTBEYAThb 32 BOCTIPOM3BeIeH e 3ByKa. UTOOBI cleTaTh 9T0, BBIGEPHUTE 00D-
ext Plane u Boimosiaure Component - Audio - Audio Source 13 MeH0
MTPUTOKEHTS.

3areM co3faiiTe HOBBIH MaTePHAT /7SI HAHECEHWsT Ha METIT [T 0ToOpa-
JKEHUST TEKCTYPLI rmbMa. UToOBI cO3/aTh HOBBIN MaTepHal, MeTKHUTE
MTPaBOl KHOITKOU MBITITA B TTaHE W 1poeKTa U BoimosiHuTe Create - Mate-
rial u3 KonTekcTHOTrO MenIo. J{ist Tuia mweiinepos Beibepute Unlit - Textu-
re. ITO TIPUBET K TOMY, YTO Ha TEKCTYPY He OY/IET BIUSTH OCBETIEHNE CIIEHDL.

.= | B Inspector 55 Lighting a .=
MovieMat @ #,
Shader | Unlit/Texture -

Base (RGB) Standard —
" Standard (Specular setup) (Texture)
i Fx . _
GuUl »
Mobile »
MNature »
Particles v
Skybox »
Sprites »
ul »
Color Unlit »
Texure Legacy Shaders b
Transparenh

Transparent Cutout

Puc. 7.21. Co3paHne matepuana TeKCTypbl
0151 BOCNPOM3BeAEHNS BUOEO

[IpucoeananTe MaTepua K IJIOCKOCTH, TIEPETATIUB €T0 U3 TIaHeJN MTPOo-
exra Ha 00bekT Plane B ciiene (puc. 7.22).

[lasee cosmaiite HoBbit aitn ckpurnra C# 1711 BOCIIPOU3BEIEHUST BU-
JIEOTEKCTYPBI M CBA3aHHOTO ¢ Hell 3ByKa. B Hero Hy:KHO OyAeT ITOMECTUTh
CJIeYIOMUI TpuMep Koja:

using UnityEngine;
using System.Collections;

public class MoviePlay : MonoBehaviour

{
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Puc. 7.22. NpucoeanHeHne matepunana K niockocTu

//Reference to movie to play
public MovieTexture Movie = null;

// Use this for initialization
void Start ()

{
//Get Mesh Renderer Component
MeshRenderer MeshR = GetComponent<MeshRenderer> () ;

//Assign movie texture

MeshR.material.mainTexture = Movie;
GetComponent<AudioSource> () .clip = Movie.audioClip;
GetComponent<AudioSource> () .spatialBlend=0;

Movie.Play();
GetComponent<AudioSource>() .Play();

[Teperarmure aiin ckpurta Ha 0OBEKT IIIOCKOCTH B CIIEHE, a 3aTEM TIe-
peraniuTe BUJI€OTEKCTYPY U3 MaHe U IpoeKTa Ha caoT Movie KoMIioHeH-
ta MoviePlay. 910 orpeiesut TekcTypy, 0TOOPasKaeMy0 MAaTEPUATIOM.
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Puc. 7.23. HacTtpoiika komnoHeHTa MoviePlay

Teneps Haskmure kHONKY Play nmanenun uHCTPYMEHTOB, 4TOOBI 3aITyC-
TUTD npuiioxkenue. Korza Bol cziesiaere 910, BUIIEOTEKCTYPA, Ha3HAUEHHAS
IIJIOCKOCTH, 3aIlyCTUTCSI aBTOMAaTHYECKH BMECTE CO 3BYKOM U MY3BIKOU
(puc. 7.24). Mowu nosapasnenns! Terepb y Bac €CTh BO3MOKHOCTH BOC-
MIPpOM3BOANTDL 3aCTaBKH, aHNMAIWUIO 1 APyTUe IIPpeABapyuTE/IIbHO ITOATOTOB-
JieHHbIe (hparMeHThbl BU/IEO B Balllel Urpe.

3aKOHYEHHbIN NPOEKT A 3TOro pasgenia Bbl MOXETE HAUTU B Npuiaraembix
K aTOM KHUre darinax B nanke Chapter07/MovieTextures.

NTtorm

Orimunas pabora!l Bbl 3aBepuinin 4TeHue 9TOi TJIaBbl U 9TOM KHUTH.
Ceiiuac BbI yBEPEHHO MOJKETE UCIIOIH30BATDH CIEAYIONIHE BOSMOKHOCTH:
cMemntnBaHme (HOPM IS aHUMAIIUK TTPEBPAIEHITI 1 TIEPEXO/IbI Yepe3 Co-
CTOSTHUST BEPIINH, MHBEPCHYIO KHHEMATHUKY JIJIST CO3/IaHUST aHUMUPOBAH-
HBIX PYK ¥ HOT, JIETKO MEHSIOIIIX CBOU TIOJIOKEHUST, U AaHUMUPOBAHHBIX
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Puc. 7.24. BocnpoussengeHue B Urpe aHMMnUpOBaHHbIX TEKCTYP

TEKCTYP IJIsI CO3/IaHUST 3aCTABOK M BOCTIPOM3BEICHUS IPYTUX Bumeodaii-
s0B. KpoMme Toro, mpounTaB 9Ty KHUTY, BBl M3YYHIH TTPAKTHYECKHU BECh 00-
mUpHbINA Habop GyHKIMiT anuMamy Unity, B TOM 4rCIe CKPUIITHI, KPH-
Bble aHUMAIIUY, OKHO aHUMAIIUN, CUCTEMBI YACTHIL, OCHAII[EHHBIE CKEJIETHI,
KJTIOUEBbIE Ka/[PBI, THTEPAKTUBHBIE 2JIEMEHTHI 1 MHOTOE JPYTOE.
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