Ba30Bbi ABYMEPHbIX
nnatcgpopmep

v' HenpepbIBHOE ABWMXEHWE CMPANATOB.

v AHMMaumsi Ha 6aze NUCTOB CNpPanToB.

V' ®dusnyeckue siBNeHVs B BYMEPHOM NPOCTPaHCTBE (CTONKHOBEHUS, rpaBuUTaums).
v' YnpaBneHve kaMepow B calg-ckposnnepax.

[TpomoskuM 3HAKOMCTBO ¢ IByMepHOU (DyHKIIMOHAIBLHOCTHIO Unity Ha TprMepe etiie OHOM
WTPBLI. CDyH[[aMeHTaJIbHI)IC KOHIIETIITU Y MbI PACCMOTPEJIN B Hpeﬂbl[[y]l[efl Tj1aBe, TEepb BOC-
MOJIB3YEMCST UM, 4TOOBI TIOCTPOUTH GOJIEE CIIOKHYIO UTPY, 8 UMEHHO: CO3aIM OCHOBHYIO
(OYHKIIMOHATIBHOCTD JIBYMEPHOTO nam@opmepa. ITo pacrpocTPAHEHHBIN TUIT IBYMEPHDBIX
UTP, CAMBIM M3BECTHBIM TPEACTABUTENEM KOTOPOTO SIBJISIETCS KJIaCCHUYECKast urpa Super
Mario Brothers: nepcoHax, MOKa3bIBAEMBIN COOKY, OEKUT U MPBITAET 110 TIATGOPMaM Ha
(hone nepemeniaiorieiics CrieHbl.

Pesyiibrat, KOTOPBI MBI XOTUM MOJIYYUTb, TOKa3aH Ha puc. 6.1.

Bo BpeMm:ia pa6OTbI Ha/Z 3TUM TIPOEKTOM BbI ITO3SHAKOMUTECH C TAKUMU KOHIEHIIUAMUA, KaK
TiepeMelnieHre Mrpoka BJI€BO 1 BITPaBO, BOCITIPOU3BEACHNE aHNMalln CHpafITOB n I[068.BJI€HI/I€
BO3MOJKHOCTHU TIPbITATh. PaCCMOTpI/IM MbI 1 BE€IIU, XapaKTEpHbIE UMEHHO /1JIs1 H]IaT(bOpMepOB,
HallpuMep OAHOCTOPOHHHWE U JIBUKYIITNECS HJI&T(bOprI. Hepexoa oT nrabsona K IIOJTHOIIEH-
HOU urpe 1o 6oJIblIel yacTu CBOJAUTCA K MHOTOKPATHOMY ITOBTOPEHUIO BCEX 3TUX Belei.

[IepBbIM /1e710M HaM HY’KeH HOBBIN /IByMepHBIH IIpoeKT. Mbl yike co3/iaBain Takue IIpo-
eKThbI B MIPE/bIAyIIeH TiaBe. Boibepurte koManay New B OKHE, KOTOPOE TIOSIBJISIETCS TIOCTIE
samycka Unity, niu komanay New Project B MeHio File. B oTKpbIBIIEMCS OKHE BbIOEpUTE
BapuanT 2D. CozpaliTe /111 HOBOTO IIPOEKTA JIBe NallKy ¢ nMeHaMmu Sprites u Scripts. B Hux
MBI Oy/ZIeM CKIIAJIbIBATh PA3IMIHbIe pecypchl. Ellle MOKHO HACTPOUTH KaMepy, KaK MbI 9TO
JleJ1ajiv B IIpe/Ibly1Ieil raBe, HO B JAHHOM CJIydae JOCTaTOYHO YMEHbIINTD 3HaYeHHe 10
Size 10 4. B 9TOM [IpOEKTE TOUHOIT HACTPOITKH He TpeOyeTcs, HO /I OKOHYATeIbHOI Bepcuu
UIPBI HY’KHO CKOPPEKTUPOBATDH PadMep 11015 3pEeHUs KaMepbl.



134 FnaBa 6. 5230BbIl ABYMepHbI NnaThopmep

Puc. 6.1. NTOroBbIi BUA UrPbl, KOTOPYIO Mbl CO3AaAMM B 3TOW rnaBe

COBET Yto6bl 3HaU0K KaMepbl B LIEHTPE 9KPaHA He Melas paboTe, ero Hy»KHO CKPbITh. B BepxHeii uactu
BKJIAJIKM Scene oTKpoiiTe MeHIo GizmMOs 1 1esIkHUTe Ha 3HauKe Icon B ctpoke Camera.

CoxpaHuTe MycTyIO CIIEHY, 4TOOBI CO3IaTh COOTBETCTBYIOIIIIT HAG0P pecypcoB (B mporecce
paboThl He 3a6bIBaiiTe TIEPUOMIECKH MIETKATh Ha KHOTIKE Save). Terephb gaBaiite mpucTymiM
K CO3/1aHNI0 rPad)uyecKIX PecypcoB.

6.1. Co3pnaHue rpacpunyecKkmx pecypcos

[Tepex Havasom mporpaMMUpoOBaHmsT (HYHKIIMOHAIBHOCTH HAIIeTo miatgopmepa B Mpo-
€KT CJIe[lyeT UMITOPTUPOBATh HECKOJIBKO N300paKeHMIT U BCTABUTH HTH CIIPAITHI B CIIEHY
(HaEOCh, BBI MOMHUTE, YTO B IBYMEPHBIX UTPAX U300paKEHUST HA3BIBAIOTCS CRPATiMAaMmiL,
a B TPEXMEPHBIX — mexcmypamu). Tak Kak MbI TTPOCTO 3HAKOMUMCST C TIPUHITUTIOM CO3TaHUS
mraT(hopPMEPOB, B UTPe OYAET MPUCYTCTBOBATH YIIPABJISIEMBII HTPOKOM ITEPCOHAK, TIEpEMe-
MTATONITUICS TT0 TPAKTUIECKH TTyCTOM ciieHe. COOTBETCTBEHHO, IOCTATOYHO Taphl CIIPAiTOB
JUTst T1aThOPM U 7S TepcoHaka. PaccMOTpUM MX TIO oUepe/in, Tak Kak ¢ STUME TTPOCTHIMU
KapTUHKAMU CBSI3aH PS/i HEOUEBUTHBIX MOMEHTOB.

6.1.1. CteHbl n non

Hawm Hy:xHO mycToe Gestoe uzodpakerue, [Ipumep mpoeKTa 1Jist 9TOU TIIaBbI COAEPIKUT hailt
blank.png; ckomupyiiTe €ro oTTy/1a B CBOM MMPOEKT M TOMECTUTE B MATKy Sprites. B mapameTrpax
UMIIOpPTA Ha Nanesu Inspector yOenTech, 9TO 3TO AEHCTBUTEIBHO CIPAIIT, a He TEKCTYypa.
JLyist IByMEPHBIX [TPOEKTOB TUT H300PasKeHUsI BBIOUPAETCST aBTOMATUYECKH, HO TPOBEPUTH
B JIOOOM CJTy4ae UMEET CMBICL.

ITo cyTu, MbI OyZIeM CTPOUTH TEOMETPUUECKYIO MOJIEJIb CIIEHDI, KAK 3TO JEIAJI0Ch B TJIaBe 4,
MIPOCTO Ha ATOT pa3 B peskume 2D. [ToaToMy OCHOBOII TIOCTYKAT HE CETKU, a CIIPANTHI, HO
MBI TOYHO TaK K€ Pa3MECTHM B CIIEHE TI0JI U CTeHbI, (POPMUPYS IPOCTPAHCTBO, IO KOTOPOMY
OyIeT TEPEMEIIATHCST TTEPCOHAK.

YTo6bI MOJYYUTH MOJI, TIEPETANIUTE B CIIeHY crpailT blank, kak rmokazaHo Ha puc. 6.2.
PacrmiosioskuTe ero B TouKe ¢ KoopAuHatamMu 8.15, -1.27, 8, a B 1oJist MaciiTaba BBEUTe
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3HavyeHus 50, 2, 1. [Ipucsoiite cripaiity nms Floor. [lepertaruTe B ciieHy eliie O/IUH ITyCTOM
CIIpaiiT, BBEAIUTE B TI0JisI MacIiTaba 3HaYeHus1 6, 6, 1 U [IOCTaBbTe HA TI0JI CIIPABA, YKA3aB
KOOPIMHATHI 2, -0.63, 0. [Ipucsoiite emy nmst Block.

OnycTUM ero YyTb Hixe

BbigeneHHbIi non LeHTPpa CLeHbI
i Game »=| O lnspector | - =
YA = Gizmas - | [Gr® ) ¥ [Floer /7  \ | [lSwatic ~
™ Tag [ Untagged +| Layer|\Default +
You T v v TS
Position X 0.15 ¥|-127 |Z[0
Roration X0 Y0 Z0
scale X 50 ¥[2 £l
¥ [ ¥ sprite Renderer W
Sprite [ blank L]
Color -l
Fip Clx Cly
Marerial & Sprites-Default a

sorting Layer | Datauit
Order In Layer 0

Puc. 6.2. BuibupaeMm nonoxeHue nona

Kaxk Buziute, Bce ouenb mpocto. ITout u 610K yiKe HA MECTe, TeTephb Hy/KHO 00aBUTD B CIIEHY
IIePCOHAK.

6.1.2. AMNOpT NINCTOB CNpanToB

Tenepb HaM TpeGyeTcst CIPaiT, U300pasKaIONINiT UTPOKA, TI0ITOMY CKOIMPYHTE U3 TIATIKN
¢ mpuMepoM npoekTa daiis stickman.png. Ha aToT pas a10 He 0HO noGpaxkenue, a 00b-
eIMHeHHbI HaGop crpaiitoB. OH MoKasaH Ha puc. 6.3 1 npezcTaBasger coboil Kaapbl ABYX
BapUAHTOB aHUMAIMK: Ge3AeHCTBUS U IIMKAa X0AbObl. BaaBaThest B geTaiu mporecca
aHMMAIIMU MBI He OyJieM, CKaskeM TOJIbKO, 4TO TepMuHbl 6esdeticmaue (idle) u yuxn (cycle)
IOBCEMECTHO UCIIOMB3YIOTCSA padpaboTurkamu urp. beseiicTBre OTHOCUTCS K HEGOIBIITIM
JBUKEHUSM CTOsIIIElH Ha MecTe (DUIYPKH, a IUKJ [PEACTaBIseT co00ii HElPepPhIBHO MO-
BTOPSIONLYIOCS aHUMAIHIO.

[ononHutensbHoe NPOCTPaHCTBO,

Kappb! 0-1: Kagpel 2-5: npespaLyatoLiee pasmep B CTENEHb
cToslas durypa  aHMMaLms xofs0bl ABOVIKM ANs MOCNEAyIoLLEro cxatus

e N 7 I

Puc. 6.3. Jluct cnpaiitos Stickman — 6 kagpoB noapsia

B mpenbinyieii riaBe ymoMUHAIOCH, 9TO H300paKEHIe MOKET TIPEACTABISTH cOO0i HabOP
COETMHEHHBIX IPYT C IPYTOM CIIPAiTOB. B 9TOM ciTydae OHO Ha3bIBACTCS IUCTNOM CNPALimMO8
(sprite sheet) u cocrout us kaapos anumaiui. B Unity JiicTsl cripaiiToB (hUrypupyoT Ha
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BKJIAJTKE Project Kak eIMHBIN Pecype, HO MIETY0K Ha PACTIONIOKEHHOM COOKY CTPesKe TI03B0-
JISIET YBUIETh BCE BXOAIINE B UX COCTAB M300PAKEHNUs, KAK TIOKA3aHo Ha puc. 6.4.

Sprite Editor I

Slice 3| Trim

Type [ Grid By Cell Size ”/ I'Iepekmoqume TUNa Hapeskn
:;:leim :[32 l : 24 — BBequTe pasmep kaapos
Padding X0 YO0

Pivot | Center 4|

Custom Pivot X0 Y0

Haxmute 9TY KHOMKY ANnA Hapesku

l Slice ] o
JINCTa CNpanToB Ha Kadpbl

LLlenkHuTe Ha cTpenke,

4TOBbI NOCMOTPETH

Ha pe3ynbTaT Hapesku RRRIRT
crpanTa

stickman stickman_0 stickman_1 stickman_2 stickman_3 stickman_4 stickman_5§

Puc. 6.4. Hape3ka nvcTa cnpaiitoB Ha kaapbl

[Teperamure nzobpaskenue stickman.png B Tarky Sprites, YT0ObI BHITTIOJHUTE €0 UMIIOPT,
1 BHECUTE M3MEHEHUd B HAaCTPONKM UMIIOpTa Ha maHesu Inspector. B menio Sprite Mode BbI-
Gepute BapuaHT Multiple, a 3aTeM IEJKHUTE Ha KHOIIKe Sprite Editor, 4TOOBI OTKPBITH OKHO
pemaxropa. OTKpoiiTe MeHIo Slice B BEpXHEM JIEBOM YTJIY PEITAKTOPA U BLIGEPUTE B PACKPHI-
BaroteMcs crrcke Type BapuanT Grid By Cell Size (kak mokazano Ha puc. 6.4). B mosst Pixel Size
BBeJUTE 3HAUCHUS 32 U 64 COOTBETCTBEHHO (3TO pa3Mep OIHOTO KaJ[pa B JINCTE CIIPANTOB)
U IIeJIKHUTE Ha KHOIIKe Slice. JIucT pacnaziercs Ha oTaesbHble Kaapbl. [lenknure Ha KHOTIKE
Apply, 9TOGBI COXPAHWUTH CIETAHHbIE U3MEHEHS, U 3aKPOTiTe PeaKTOP KaIPOB.

Jlucr crpaiitoB nipeBpaTuiicst B Habop kaupos. [TlenkHuTe Ha cTpesike, YUTOObI UX YBUIETb.
[Teperamnture ouH cripaiiT (HarrpuMep, cCaMblii TEPBBIIT ) B CIIEHY, TOCTaBbTE Ha TI0JI B TIEHTPE
U IpucBOliTe eMy nMsi Player. B Hamreil nrpe nosiBuics mepcoHasx!

6.2. CMelwyeHMe nepcoHaXka BNpaBo U BJIEBO

Terepn, KOr/Ia B CIleHE TOSIBUJIACH BCST HEOOXO[MMast Tpahuka, MOKHO ITPUCTYIIHUTD K TIPO-
IPaMMUPOBAHUIO TTEPEMETIIEHIIT TepcoHa)a. [IepBbIM [IEJIOM CIIeyeT T00aBUTD TIEPCOHAKY
mapy KOMIIOHEHTOB. Kak yIOMUHAJIOCH B MPEIBIAYIIUX IJIaBaX, CHIMUTUPOBATh OOBEKT,
MOAYMHSIONIUNCS 3aKOHAM (DU3UKH, MOJKHO TOJIBKO MPU HAJUYUU Y 9TOTO 0OBEKTA KOM-
rnoHeHTa Rigidbody. Hair mepconax goJikeH NoIuHATHCS 3aKoHaM (pusuku (Harpumep,
UCTIBITHIBATH JIEHCTBIE CHJIbI TskecTr ). KpoMme Toro, motpebyercst kommoHeHT Collider,
OTIPEIETISIIOIIUN MPAHUIIBI 0OBEKTA TIPU PACTIO3HABAHUH CTOJKHOBEHUIT. BakHO TOHUMATH
PasHUIly MeX/y dTUMK KOMIIOHeHTaMu: Collider onpesesnser popmy, Ha KOTOPYIO Oy/yT
JIeiicTBOBATh 3aKOHbBI (DU3MKH, a Rigidbody ykasbiBaeT cuMyIsATOPY (PU3UKM, Ha Kakue 00b-
€KTbI OH JIOJIKeH JIeHCTBOBATD.

NMPUMEYAHUE OStu xoMIOHEHTBI CYHIECTBYIOT 110 OTACABHOCTH (XOTS OHU TECHO CBA3AMHDI ), IOTOMY
4TO MHOTHE OOBEKTHI, 7T KOTOPBIX He TpebyeTcsl MMUTAIHs (DU3HYEeCKOH CPEIbl, MPUNUMAIOm yuacmue
B CTOJIKHOBEHUAX € 00BEKTAMHU, KOMOPbie O0INCHb TTOAINHATHCS 3aKOHAM (hUBHKH.
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Ecrtb elie o1uH TOHKMIT MOMEHT, 0 KOTOPOM He cienyeT 3abbiBaTh. B Unity a/1s AByMEPHBIX
UTP CYIIECTBYET OT/leJIbHAs cucTeMa uMutanuu Gpusndeckoit cpebl. COOTBETCTBEHHO,
B 3TOI TJ1aBe Gy/yT UCTIOJIB30BATHCs KOMIIOHEHTHI U3 pasjieia Physics 2D, a He u3 pasjiena
Physics.

Boizieniute urpoka v eJgkHuTe Ha KHONKe Add Component Ha nanesu Inspector. Beibepure
B IOSIBUBINEMCSI MEHIO KoMaHIy Physics 2D > Rigidbody 2D, kak mokasano Ha puc. 6.5. Erte pa3
mesKHuTe Ha KHotke Add Component u BeiGepuTe yske Komany Physics 2D > Box Collider 2D.
Ternepsb cirerka oTpesakTupyeM KoMInoHeHT Rigidbody. BeiGepure B Merto Collision Detection
BapuanT Continuous. 3ateM ycraHosuTe (Jiakok Freeze Rotation Z (00bIYHO CUMYJISTOP (PU3u-
YECKON CPEIbI MBITACTCST TOBOPAYUBATH OOBEKTHI B ITPOIECCE EPEMEIIECHST, HO TEPCOHAK
Hallei UTpel BeJeT cebst HEMHOTO TI0-PyToMY ), a B roJie Gravity Scale BBeinTe 3HaueHwe 0
(1103/1HEE MBI BEPHEM UCXO/THOE 3HAUYEHHE, HO TIOKA CUJIA TSKECTH HAM He TpebyeTcs).

Ocrasioch HaMCaTh CIIEHAPHIA, KOTOPbII OyIeT KOHTPOJIUPOBATH [IEPEMEIIEHIs TEPCOHAKA.
LLlenkHuTe Ha kHonke Add Component,

a 3aTem BblbepuTe cTpoku Physics 2D Mocne fobaBneHnsi KOMMOHEHTa
1 Rigidbody B BepxHeit YacT MeHio 0bpaTuTe BHUMaHe Ha ero

napameTpbl Ha naHenu Inspector
4 Physics 2D v~  Rigidbody 2D @ %

UscAuobass L
M Box Collider 2D I\o?ass L
Linear Drag 0
® Circle Collider 2D ArEpler B 0.05 [Mpucsoiite
#a Edge Collider 2D Gravity Scale 0« napametpy Gravity Scale
# Polygon Collider 2D Is Kinematic | 3HaveHve 0
¢ Distance Joint 2D Interpalate | Mone t]
— Fixed Jaint 2D Sleeping Mode | Start Awake t]
*~ Friction Joint 2D Collision Detection | Continuous «— t] Bbibepute ans napametpa
. Hinge Jaint 2D ¥ Constraints Collision Detection
Freeze Position  [X [JY 3HaueHme Continuous

“4 Relative Joint 2D

T Freeze Rotation  [WAZ 4\
3anpeTuTe BpaLyeHne

Puc. 6.5. [lJobaBneHne 1 HacTpoika koMnoHeHTa Rigidbody 2D

6.2.1. dneMeHTbl ynpaB/ieHUs K1laBuaTypon

ITepBbIM Ji€JI0M 3aCTaBUM MEPCOHAKA MEPEMEIATHCS U3 CTOPOHBI B CTOPOHY. BepTukain-
HbIE TIepPeMeIeHIs TaKKe NIPaIoT B IIaTgopMepax BasKHYyIO POJIb, HO UMK Mbl 3aiiMeMCsI
nosanee. Cosgaiite B manke Scripts crienapuii ¢ umeneM PlatformerPlayer 1 meperamure ero
Ha oObexT Player.

IIO63BBT6 B HETO KO CJIEAYIOMIETO JIMCTUHTA.

JinctuHr 6.1. CueHapuit PlatformerPlayer ans nepemeLleHnii npyu NoMoLLy KaBuLL
CO CTpenkamu

using UnityEngine;

using System.Collections;

public class PlatformerPlayer : MonoBehaviour {
public float speed = 250.0f;
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private Rigidbody2D _body; HykHo, 4T06bI K 06beKTy GameObject

. 6b1n NPUKpeneH 3TOT BTOPOii
void start() { KOMMNOHEHT.
_body = GetComponent<Rigidbody2D>();

}

void Update() {
float deltaX = Input.GetAxis("Horizontal") * speed * Time.deltaTime;
Vector2 movement = new Vector2(deltaX, _body.velocity.y);

_body.velocity = movement;
} 3apaem TO/IbKO ropu3oHTanbHoe

} ABUXKEHUe; CoOXpaHAeM 3aAaHHoe
BepTUKaJibHOE CMeLLeHue.

Hasxmure xnomky Play 1 II0OCMOTPUTE, Kak IIEPCOHAXK pearupyeT Ha KHOIKH CO CTPEJIKaMU.
OcHOBHOE OTJINYHE OT KOZA IBUKEHUS M3 TPEAbIIYIIUX TJaB COCTOUT B TOM, YTO HOBBII
KOJI IeCTBYeT Ha KOMITOHEHT Rigidbody2D, a He Ha KOHTpOJIIep TepcoHaxka. KoMmoneHT
Character Controller UCIIOJIB3YETCS B TPDEXMEPHOM PEKUME, A IJIA IBYMEPHBIX UTP IIPUMe-
HSIETCSI KOMITOHEHT Rigidbody. OOpariTe BHUMAHVE: IBUKEHUE IPUMEHSIETCS K TIEPEMEHHOI
velocity, TO €CTh K CKOPOCTH 9TOTO KOMITIOHEHTA, & HE K €T0 ITOJI0KEHUIO.

COBET [lo yMo/uaHuIO [IPU HAKATUK KHOTIOK €O cTpeskamMu B Unity 00beKT He cpady HaulHaeT BU-
raThCs € YKa3aHHOU CKOPOCTHIO, a TIOCTETIIEHHO Pa3ToHsieTcs 10 Hee. Ho aTo cinIKkoM Bsijioe IBUKEHUE [Tt
mratdopmepa. st Gosiee GbICTPOTO yIIpaBaeHUA YBeJnubTe 3HadeHIs TapaMeTpoB Sensitivity u Gravity s
TOPU30HTAJIBLHOTO BBOJIA /10 6. /loCcTyIl K TUM HacTpoliKaMm OTKpbIBaeTcst Komanioi Project Settings > Input
u3 menio Edit. Onu naxozsres B cButke Horizontal na manesnu Inspector.

[TporpammupoBanue IBUKEHUS TT0 TOPU3OHTAIN TIpaKTUYeckn 3aBepineHo! Ocranoch Ha-
YUUTBCSA PACIIO3HABATH CTOJIKHOBEHMUS.

6.2.2. CTONKHOBEHUSA CO CTEHaMU

B Hacrostmuii MOMEHT MepCOHasK CITOKOWHO MPOXOJUT CKBO3b OJIOK, Be/lb HU Y MOJIa, HU
y 6JI0Ka HET KoJLTaiiiepa M CKBO3HOMY JIBHIKEHISI HUYTO He MettaeT. UToObl yCTPpaHUTh 3Ty
HeZopaboTKy, 1o6aBbTe K 00beKTaM Floor u Block KomioHeHT Box Collider 2D. ITo ouve-
PEN BBIJIETINTE KasK/ABIH 0OBEKT, METKHUTE Ha KHOMKe Add Component Ha TraHesu Inspector
u BbiGepuTe B paszeie Physics 2D cTpoky Box Collider 2D.

ToroBo! HaskmuTe KHOTIKY Play 1 yOeTUTECE, UTO TETEPh MEPCOHAK OCTAHABIMBAETCS TTEPE]T
6mokom. Kaxk 1 B corydae iepeMenenyst iTpoka B rIaBe 2, PH MOMBITKAX HEMTOCPEICTBEHHO
PEMAKTUPOBATH MOJIOKEHNE TTEPEMEIaeMoTo 00heKTa paco3HaBaHe CTOTKHOBEHUH He-
BO3MOskHO. Berpoennsiit B Unity Mojiysib paciiosHaBaHUsI CTOJIKHOBEHMIT pabGoTaeT, Koria
MBI HAUMHAEM JIBUTATh JOOABICHHbBIE OOBEKTY KOMITOHEHTBI IMUTAIINE (PUBUUECKON CPE/IBL.
Jlpyrumu cioBaMu, IIpU U3MEHEHUSX TIepeMEHHOI Transform.position pacro3HaBaHue
CTOJIKHOBEHUI UTHOPUPYETCS, TIO9TOMY B CIIEHAPUHU JABMKEHHSI MbI PAGOTAEM C TepeMeHHOI
Rigidbody2D.velocity.

K MeHee pruMUTHBHBIM 00BhEKTaM T00aBUTh KOJLIANED Yy Th CJIOKHEE, HO He HaMHOTO. Jlaske
ecam (UTypa He MOXOKa HA TTPSIMOYTOJBHUK, MOXKHO B3STh MPSMOYTOJIbHBIN KOJLIANHIED
U OKPYKUTH UM (hopmy, m3obpaskarorityto npersitcrBue., CyIecTBYOT U IPpyTie BAPHAHTHI
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KOJLTAIIEPOB, B TOM YHCJIE U B BUJIE OMPE/IEISIEMbBIX TT0JB30BaTeIeM HaGOPOB MHOTOYTOJIb-
HUKOB. [TpUHIMII X IIPUMEHEHUs K 00beKTaM CJI0KHON (OpMbI IToKaszaH Ha puc. 6.6.

LLlenkHuTE Ha 3TOM KHOMKe,
4TOBbI NOMY4UTH BO3MOKHOCTD
nepeTack1BaTh TOYKM B CLiEHe

v # [+ Polygon Collider 2D [ %
Edit Collider
Material Mone (Physics Material 200 | @
Is Trigger 0
Used By Effector ]
Dffset
X0 ¥ 0
¥ Points

Puc. 6.6. MNepexos B peXxuM pefakTMpoBaHus hopMbl NMOIMIOHaNLHOrO Koslaiaepa
¢ nomoubto kHonkm Edit Collider

C paciiosHaBaHUEM CTOJIKHOBEHU I MbI paSO6paJII/ICb, TEIlepb JlaBaliTe 3aCTaBUM IepcoHaka
ABUTATHCS B IIPOILECCE TTEPpEMEIIECHMA.

6.3. AHMMauua cCnNpanuToB

ITocie ummopTa n3oGpaskeHue stickman.png GbIJIO IPEBPAIEHO B HAOOP KaAPOB JJIs OCIe-
aytoreit anumarui. TIpUIio BpeMst 3anycmums 3Ty aHUMAIIIO, 4TOOBI TEPCOHAK TIEPECTal
CKOJIB3UTh, a HauaJl GeraTh B PasHbIe CTOPOHBI.

6.3.1. Cucrema anmmauymm Mecanim

B rnaBe 4 g y:xe ynomunas, yto cucrema anumaiuu B Unity HazbiBaetcst Mecanim. OHna
MIO3BOJISIET BU3YAThHO HACTPOUTD JIJIsT IEPCOHAKA KOMILIEKCHYIO CeTh aHMMAaIlMOHHBIX
KJIMTOB 1 060WTHCH MIHUMYMOM KOJIa TIPU YIIPABJIEHUN TUMHU Kinmamu. Yaiie Bcero ee
MPUMEHSTIOT JIJIsI TPEXMEPHBIX MepCoHaskel (aTa TeMa GyJIeT IeTaTbHO PACCMOTPEHA B CJTe-
IYIONIUX TJIaBax ), HO paboTaeT OHA ¥ ¢ IBYMEPHBIMHU MEPCOHAKAML.

B ocHOBe crcTeMBl aHIMAIINY JIe)KAT BA BU/IA PECYPCOB: aHUMAYUUOHHbLE KITUTIBI 1 aHW-
MamopHole KOHTPOJLIEphl. KIUTbl pencTaBiassior coboit OTaeabHble UKIB aHUMATINH,
B TO BPeMsI KaK KOHTPOJITIEP — 9TO CETh, OTPEIEAIONIAsT, KOTa OYET BOCITPOU3BOANTHCST
KaKIBI KA. DTO [UarpamMMa Koneunozo asmomama (state machine), a cocrostaust Ha
HEll COOTBETCTBYIOT PA3JIMYHBIM aHUMAIIMOHHBIM KaunaM. KoHTpoJuiep mepemeriaeTcs
MEKIy COCTOSTHUSIME, Pearupysl Ha OKPY:KAONIYI0 CPey, M B KAKIOM COCTOSTHUH BOC-
MTPOM3BOINTCS CBOU KJIUTI.

O6a pecypca — aHUMAIMOHHBII KJIUI 1 aHUMATOPHBIE KOHTPoJiep — Unity cosmaer aBTo-
MaTHYeCKd B MOMEHT IlepeTacKUBaHUs IBYMEPHOI aHUMAIlUK B clieHy. Pa3BepHuTe Kaipbl
HAIIEeTO CIPAiiTa, Kak MOKa3aHo Ha puc. 6.7, Beienute Kaapbl 0—1, meperanure ux B CIieHy
7 YKQKUTE B OTKPBIBIIEMCA OKHe nM stickman_idle.

Ha Bruagke ¢ pecypcamu nmogsusics kautl stickman_idle u kouTpoJuiep stickman_o; mepenme-
HyliTe KOHTpoJLIep B stickman. Bbl TOJIbKO UTO CO3/1a7T1 aHUMAITUIO JIJIST CTOSIIIIEro Ha MecTe



