Bai 1: Animation va diéu khién
hanh dong nhan vat
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Animation
. M6t animation [a mdt hinh anh déng mo6 ta mot daoi
twgng nao do trong game.
- Vi du: cé thé 1a mot chiéc xe dang chay, hay mot
nhan vat dang di....
. Mot animation trong Unity cé thé bao gém nhiéu
hanh déng, mét hanh dong nhu vay goi la mét clip.
- Vi du: mot nhan vat cé thé cdé cac hanh dbéng di,
duing, nhay....
. C6 hai k¥ thuat dé tao animation (ca 2D va 3D):
o Ky thuat key frame.
o Ky thuat skeletal hay spine.




Animation

Ky thuat tao animation
. Ky thuat key frame

. Doi vdi k¥ thuat key frame, nguoi ta s dung mot sprite
cho mo6t key frame cua hanh dong.
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Animation

Ky thuat tao animation

. Ky thuat key frame

. Dé tao ra chuyén dong, ta sé vé mdt key frame tai thoi
diém dau va thay doi tuan tu cac key frame sau,
chung ta sé c6 dugc mdt animation.

. Day la phuong phdp don gidn nhat dé tao chuyén
dong, nhung lai tdn kém vé bd nhd, vi ta phai ton nhiéu
sprite cho nhiéu chuyén déng khac nhau.




Animation

Ky thuat tao animation

* Ky thuat skeletal hay spine hay bo xuong

. DOi vdi ky thuadt nay, ngudi ta chia doi tuong ra thanh
nhiéu sprite, moi sprite [a mdt bd phan cua dbi tuong
(gibng nhu 1 khuc xuong cuda bd xuong).

. Dé tao ra moét key frame mdi, ta sé thay doi cac sprite
vé vi tri, dd 1dn, xoay cua cac sprite thanh phan co lién
quan dén chuyén dong.

. Sau doé két hop cac key frame lai véi nhau nhu ky
thuat key frame dé tao thanh cac animation.




Animation

Ky thuat tao animation

* Ky thuat skeletal hay spine hay bo xuong

. Chuing ta c6 thé xem cac sprite ciu tao nén mot key
frame & anh dudi.

. Cach nay cé vé ton thdi gian hon, nhung lai rat |a hiéu
qua, dac biét 1a tiét kiém dugc nhiéu bd nhd.
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Hinh: 2D Spine




Animation

Tao animation bang Unity
. Tao Animation theo ky thuat Key Frame.

. Cach tao animation theo skeletal cling tuong tu. Tu bai
trude chung ta da tao duge nhirng Sprite co ban nhu

Sau:




Animation

Tao animation bang Unity

. Budécl: Tao mét Empty GameObject dat tén |Ia
MainCharacter (Parent Object)

.Budc2: Tao moét dbéi tuong la doi tugng con cla
MainCharacter. (Dai tugng con nén dat ¢ vi tri 0,0,0).

.Budc3: Thém Sprite Render cho déi tugng con
Animations vlira tao. R6i chon sprite hién thi mac dinh cho
Animation nay. s




Animation

Tao animation bang Unity

. Budc4: Chon doi tuong MainCharacter & clra so
Hierarchy, réi chon Menu -> Window -> Animation.

. M6t clra s6 Animation editor hién ra nhu sau:

Nut play dé xem trudc animation

Thanh key frame

Danh sach cac clip hién thdi cua animation




Animation

Tao animation bang Unity

. Tao mdt clip: Click vao danh sach clip réi chon Create
New Clip, ta dat tén clip 1a Running, réi save lai &
thu muc Animations cua Assets.
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Animation

Tao animation bang Unity

. Budces: J clra s8 Animation Editor, chon Add Curve, chon
Animations (D6i tuong con cua doi tugng MainCharacter)
chon Sprite Render, chon Sprite.

. Chu y: D6i véi mbt clip bat ky, budc nay bat budc phai co.
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Animation

Tao animation bang Unity
. Budc5: Két qua nhu sau, mac dinh sé tao ra toi thiéu la 2
Key Frame.




Animation

Tao animation bang Unity

. Tiép theo ta chon key frame th& 2, & cira sO
Inspector, & component Sprite Render, ta tién hanh
doi sprite khac (player_1 thay vi player_0). Chon nut
dugc bao quanh badi 6 tron do, réi chon Sprite khac tir
clra sO mdi hién ra.




Animation

Tao animation bang Unity

. Bay @i, chung ta chi can click dup vao thanh Key
Frame dé thém cac key frame va kéo tha céc key
frame sao cho thoi gian phU hop dé cdé dugc chuyén
dong can thiét.




Animation

Tao animation bang Unity

. Ngoai thay doi sprite ching ta cd thé thay doi
Transform (Translate, Scale, Rotation) cho sprite tai moi
key frame, bang cach thém Curve Transform cho doi
tugng Animation nhu hinh:




Animation

Tao animation bang Unity

. Sau dé ta chi viéc chon cac key frame, réi dat cac gia tri
transform cho phu hgop theo ba truc x, vy, z.

. Tuong tu ta sé tao cac clip Jump (nhay), Idle (trang thai
nghi) cho doi tuong.




Animation

Tao animation bang Unity
. Chuy:
. Thay doi transform va sprite render cua doi tugng con

Animation chir khdng thay doi transform va sprite render cua
doéi tuong cha la MainCharacter.

. Gidi thich: Animation sé lam thay doi transform cula sprite, nén
néu thém truc ti€p vao dodi tugng cha, sau nay thém thanh
phan vat ly, hodc ap dung céc phép transform vao sé bj sai,
hodc mat tac dung.

. D6i vdi cdc hanh dong nhay ching ta sé khong thay doi vi tri
cac key frame, vi lam nhu vay khi thém thanh phan vat ly
vao doi tuong cha, Idc nhan vat nhay, hinh anh cla né nhay
lén nhung vi tri cta nd dé tinh vat ly (theo do6i twong cha) van
nam & dudi hodc thap hon hinh anh --> Khéng dung thuc té.

. D6i véi hanh déng nhay nay, ta chi can chon sprite dang ¢
thé nhay ma thoi.
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