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CCFOI[HSI PEAKO MOKHO BCTPETUTH UTPY 0e3 aHUMallu, IOTOMY 4YTO OHaA ABJIACTCA Ba’XHBIM
ACIICKTOM II€pE€aavdn ABUKCHUA. bes aHUMalnu 6yz[eT Ka3aTbCs, YTO MIEPCOHANK HC 6e)I(I/IT, a
CKOJIB3HT.

K cuactero, Unreal mo3BomsieT ObICTPO U yTOOHO aHUMHPOBATH IIEPCOHAKEH !
B 3701 yacTu TyTOprana Bbl HAYYUTECH CIEAYIOIIEMY:

o lMmopTHpoBaTh MEII CO CKEIETOM

e HMnoptupoBaTh aHUMALIUH

e Co3pmaBare Animation Blueprint mist mepexoa0B Mex 1y pa3HbIMU aHUMAIHSIMH
e BrinmonHATH M1aBHBIE IEPEXOIbI AHUMAIUI



Ipucrynmaem k padore

Ckauatite https://koenig-media.raywenderlich.com/uploads/2017/09/SkywardMuffinStarter.zip u
pacmakyiite e€. B kopHeBOM Kartaiore ectb mamnka Animation Assets. B atoii namnke HaxoasTCs
HepCOHa)K H aHUMaluu, KOTOpBIe MBI 6yz[eM HUMIIOPTHUPOBATD.

Animation Assets SkywardMuffin

OTkpoliTe MPOEeKT, Mepeiis B manky npoekra u 3anycrus SkywardMuffin.uproject.

Ipumeuanue: ecim OTKPOETCSI OKHO, COOOIIAOIIEe, YTO MPOEKT CO3/1aH B 0oJiee paHHEH BepCHH
Unreal editor, To Bcé B mopsiake (JIBUKOK 4acTO OOHOBIsIETCs ). MOXKHO MU BBIOPATh OMIIHIO
CO3JIaHUsI KOITUH, WM OTIHUIO TIPe0Opa30BaHMs caMOTro MPOEKTA.

Haxxmure na Play, uto0sl 3amyctuth urpy. Llens urpbl 3akirouaetcsi B TOM, 4TOOBI KOCHYTHCS
KaK MOKHO 0OJIbIIEro yucia 00JakoB, He ynaB. YToObI IPLITHYTh Ha IepBOe 00J1aK0, HAXKMUTE
J1eBYI0 KNABUULY MbILUU.

3aros10BOK cnoisiepa

BwmecTo mpocToro kpacHoOro Kpyra aaBaiite OyneM ynpaBisTh STUM MUJIBIM MadGUHOM:

OtoT MaPuH UMEET ckerem, KOTOPbII MO3BOJSET HAM aHUMHUPOBAThH €T0.


https://koenig-media.raywenderlich.com/uploads/2017/09/SkywardMuffinStarter.zip

Yr1o Takoe ckejer?

B 3D-penakTopax CKelleTOM Ha3bIBA€TCS MHOYKECTBO B3aUMOCBSI3aHHBIX TOUYEK, HA3bIBAEMBIX
wapnupamu. Ha pucyHke HUXe Kaxkaas cdepa sBIsIeTcs [IapHUPOM.

Ipumeuanue: B Unreal ucnonb3yroTcs: B3aMO3aMeHsieMble TepMHHBI jOINt u bone.

anaanm OTUMMU HIapHUpaMHU, MOXKXHO CO3aaBaThb Pa3JIMYHBIC ITO3bI IICPCOHAXKA.
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IIpu nepexojie U3 OTHOM MO3BI B APYTYIO CO3MAETCA AHUMAYUSL.




Ecnu co3nate eni€ 0obIie mo3 Mexay MpeablIyIIiMU, MOXKHO MOJIYYUTh YTO-TO BPOJIE TAKOTO:

3aroJ10BOK cnoiiiepa

B Unreal mo60ii mem co ckenerom HazbiBaeTcs: Skeletal Mesh. Jlasaiite Hauném ¢ ummopta
Skeletal Mesh nns madduna.

Wmmopt Skeletal Mesh

[epeiinure B Content Browser u 3aiiqure B8 Characters\Muffin. Haxxmure na Import u
nepeiiaute B SkywardMuffinStarter\Animation Assets. Beioepute SK_Muffin.fox u maxmure
Open.

AL Import X

N <« Skywa... » Animation Assets v O Search Animation Assets P
Organize v New folder == v [H 0
~
Name Date meodified Type Size
SK_Muffin.fbx 13/09/2017 3:03 PM 3D Object 93 KB
SK_Muffin_Death.fbx 13/09/2017 2:47PM 3D Object 331KB
SK_Muffin_Fall.fbx 13/09/2017 2:28 PM 3D Object 482 KB
SK_Muffin_ldle.fbx 3D Object 327 KB
SK_Muffin_Jump.fbx 13/09/2017 2:28 PM 3D Object 481 KB
SK_Muffin_Walk.fbx 13/09/2017 228 PM 3D Object 435 KB
File name: | SK_Muffin.fbx v| |All Files (*.392;".3gp;".3gpp;™.3¢ Vl

_

B oxnHe ummopTa nepeiiaure B pazaen Mesh u caumute diaskox ¢ ormuu Create Physics Asset.




Physics Asset momoraeT co3nath 3gdekT paraomia. B atom Tyropuaiie Mel He OyaeM ero
UCIIOJIb30BATh, TOITOMY OH HaM HE MOHA00UTCSL.

4 Mesh
Skeletal Mesh

Import Mesh

Skeleton

Update Skeleton Referer .

Use TOAs Ref Pose 0

Preserve Smoothing Gro
Impert Meshes in Bone |
Import Morph Targets .
Keep Overlapping Vertic .

Import Mesh LODs .

BEEIRIEE ROl Compute Normals v
Normal Generation Meth EEITCEETEL IS4

Create Physics Asset .

B npoekTe yxe conepkutcs MaTepuai 1 Tekctypa MaduHa, 1o03TOMy UMIOPTHPOBATH UX HE
HyXHO. CHumume ¢radicku ¢ ommii Import Materials u Import Textures.
4 Material
Search Location

Import Materials

Import Textures

Bce ocranbnbIe HaCTpOﬁKH OCTaBbTC 11O YMOJITYAHUIO U HAMXKUTC Ha |mp0rt. HpI/I 9TOM
CO3aagyTCd CICAYIOIMUE aCCCThI:

o SK_Muffin: accer Skeletal Mesh. Dto mpocTo mer co ccbutkoit Ha accet Skeleton.
o SK_Muffin_Skeleton: accer Skeleton. On conep>KUT CIIUCOK MIAPHUPOB U APYTYIO
uH(pOopMalLKIo, HaIpUMep, 00 UX HepapXuu.
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SK_Muffin

SK_Muffin Skeleton

NmnoptupoBas magGuH, Mbl TOTOBBI HCIIOIB30BATH €TO.

Ncnouas3oBanue Skeletal Mesh

[Ipexne uem ucnonb3oBath HOBBIN Skeletal Mesh, HyxHO naTh emy Marepual, YTOObI OH HE ObLT
IIPOCTO CEPBIM MATHOM. J{saowcowt wénknume ua SK_Muffin, 4To06s1 OTKpBITH €ro.

[Mepeiinute B manens Asset Details u naiinure paszgen Material Slots. Hasnaubte matepuan
M_Muffin u 3akpoitre SK_Muffin.
Asset Details
Search
4 Material Slots

Material Slots 1 Material Slots 4=

Element 0 M_Muffink w» 4 O =

Slot Name

Teneps paBaiite ucnonbsyem SK_Muffin B kauectBe nepconaxa urpoka. Bepaurecs B Content
Browser u dsaorcovt wénknume va BP_Muffin, 4to0b1 OTKpHITH €ro.

[Tepeiinute k nanenu Components u Beidoepute kommnoneHt Mesh (Inherited). IepexirounTtech

Ha manensb Details u Haiinute pasaen Mesh. [{ns cBoiictsa Skeletal Mesh BriGepute 3HaueHne
SK_Muffin.

=
SK_Muffin

¢ O

Skeletal Mesh

Haxxmure mHa Compile u BepHuTech B 0CHOBHOI1 penakrop. Haxkmute Ha Play, u Bb cMoxkeTe
yIpaBisATh B Urpe Mmappuxom!

3aroJi0BoK cnoiiiepa

Urpa yxe BbINIsLIMT HaMHOTO Jtydiie! Ciaeayromum marom 0yaeT UMIOpPT aHUMAalui, KOTOpbIe
BJIOXHYT B Ma(PUH KU3Hb.



Nvnopt anuManuu

[Tepeitnute B Content Browser u Hasxkmute Ha Import. [lepeiiaute B
SkywardMuffinStarter\Animation Assets. Beibepute cinenyrorue daiibi:

e SK_Muffin_Death.fbx
o SK_Muffin_Fall.fbx
o SK_Muffin_lIdle.fbx
o SK_Muffin_Jump.fbx
o SK_Muffin_Walk.fbx

Bri6pas ux, naxxmure Ha Open.

AL Import X

4N « Skywa... » Animation Assets v O Search Animation Assets o)
Organize ¥ New folder == = o
~
Name Date modified Type Size
SK_Muffin.fbx 13/09/2017 3:03 PM 3D Object 83 KB
SK_Muffin_Death.fbx 13/09/2017 2:47 PM 3D Object 331 KB
SK_Muffin_Fall.fbx 13/09/2017 2,28 PM 3D Object 482 KB
SK_Muffin_ldle.fbx 13/09/2017 2252 PM 3D Object 327 KB
SK_Muffin_Jump.fbx 13/09/2017 228 PM 3D Object 481 KB
SK_Muffin_Walk.fbx 13/09/2017 2:28 PM 3D Object 485 KB

File name: | "SK_Muffin_Death.fbx" "SK_Muffir v | | All Files (*.3g2;*.3gp;*.3gpp;*.3¢ v

Open Cancel

B oxuHe ummnopTa nepeiiaute B pasaen Mesh u cuumume ¢hnascox ¢ onmmu Import Mesh.
bnaronaps stomy Skeletal Mesh He Oyner uMnopTHpoBaH CHOBA.

4 Mesh

Import Mesh

SK_Muffin_Skeleton
Skeleton

Teneps npoBepbTe, uTo cBOMCcTBO Skeleton umeer 3nauenne SK_Muffin_Skeleton. 3o
OTpe/esIsieT CKeNeT, KOTOPbIi OyIeT UCIONB30BaThCS B AHUMAIIHH.



4 Mesh

Import Mesh )

-
T K Muffin_Skeleton
Y] O -

Skeleton

3atem Haxxmute Ha Import All. Tak BbI UMIIOpTHPYETE BCe aHUMALIUK € TOJIBKO YTO YKa3aHHBIMH
HaCTPOUKaMHU.

U FBX Import Options %]

Import Animation Reset to Default

Current File: /Game/SkywardMuffin/Characters/Muffin/SK_Muffin_Death

4 Mesh
Import Mesh -

=" sK_Muffin_Skeleton
Skeleton :
& D s

4 Animation

Animation Length Exported Time «

v

4 Transform

Import Uniform Scale _

4 Miscellaneous
Convert Scene
Force Front XAxis

Convert Scene Unit

v
mportll | ~impor ] _cancel

Temnepsb, KOraa y Hac €CTh BCE aHUMAIIMH, HAM HYXKEH CIT0CO0 UX BOCIPOU3BEACHHS. MOXKHO
BOCIIOJIb30BaThCs Juist aToro Animation Blueprint.

Co3nanue Animation Blueprint

Animation Blueprint moxosx Ha 06br4nbIit Blueprint. Oqnako B HEM Taxke ecTb rpad,
IpeHa3HAYCHHBINA TOJIBKO IS 3a/1a4 aHUMAaInH.



YroOsl co3nats ero, nepeiiante B Content Browser n Haxxmute Ha kHonky Add New. Beibepure
Animation\Animation Blueprint.

Bo BcrmisiBaroneM okHe Haiinute cBoiictBo Target Skeleton u seioepure SK_Muffin_Skeleton.
3arem Haxxmute Ha KHONKY OK mmst coznanus Animation Blueprint.

/L[ Create Animation Blueprint ™

Parent Class:

O Animinstance

(O PROTO_BP_AnimBlueprint_0_C
O TutorialAnimationBlueprint
O TutorialTPP_AnimBlueprint
O vehicleAniminstance

5 items @ View Options~

Target Skeleton:

Search Assets

B SK_Sphere_Skeleton “Skeleton

2 items (1 selected) € View Options~

o [ cance

[Tepeumenyiite accer B ABP_Muffin. TTocne aToro dsascowt wénknume va HéM, 4TOOBI OTKPHITH
ero B Animation Blueprint editor.

Animation Blueprint Editor

The Animation Blueprint editor moxosx na Blueprint editor, Ho B HéM ecTh YeThIpe
JIOTIOJTHUTEIBHBIX TTAHEITH:


https://koenig-media.raywenderlich.com/uploads/2017/09/20.jpg

1. Anim Graph: 3To cnenmanbHbii rpad Ui aHUMaIKi. 31eCh BOCIIPOU3BOISTCS BCE
aHMMAIlUH.

2. Preview Scene Settings: sTa maHesb MO3BOJSET HACTPAUBATh CIICHY MPEIBAPUTEIHLHOTO
npocMoTpa Bo Viewport

3. Anim Preview Editor: co3maBacmbic mepeMeHHbIE TakKe OyIyT 0TOOpaKaThCsl 3/1€Ch.
Hcrionb3yiiTe 3Ty MaHe b VIS IPEIBAPUTEIILHOTO IPOCMOTPA TOTO, KaK BIUSIOT BAIlX
MNEPEMCHHBIC HAa KOHCUHYIO aHUMAIHIO0.

4. Asset Browser: sta maHelsb COJCPKHUT CITUCOK aHUMAIIHI, KOTOPhIC MOKET UCIIOIB30BATh
TEKYIUN CKEJIeT.

Jns 3aaHust CUTYaIHid, B KOTOPBIX JTOJDKHA BOCIIPOM3BOJUTHCS KaXK/1asi aHUMAIUS, MOXKHO
UCIIOJIb30BaTh KOHEUHBIH aBTOMart (State Machine).

Y10 TAKOE KOHeYHBIA aBTOMAT?

Koneunsrit aBTOMaT — 3T0 HA0Op cocmosiHull M npasui. B HaieM TyTopuasie MOKHO CUUTATh
COCTOSIHME aHMMAaIUEH.

KoHneunble aBTOMaThl OJHOBPEMEHHO MOTYT HaXOJIUTHCS TOJIBKO B OJJHOM COCTOSTHUU. J[ist
NIEPEX0/1a B CIEAYIOIIEE COCTOSIHUE JTOJIKHBI BBITIOIHATHCS ONPENEIEHHBIE YCIOBHSI, 3a/1aBa€Mble
IIpaBUJIaMHU.

Hwxe npeacrasien npocToi mpuMep KOHEYHOro aBTomMara. B HEM Moka3aHbl COCTOSHUS
IIPBDKKA U IIPAaBUJIA [IEPEX0/IA B KAKI0E COCTOSTHUE.


https://koenig-media.raywenderlich.com/uploads/2017/09/20.jpg
https://koenig-media.raywenderlich.com/uploads/2017/09/20.jpg
https://koenig-media.raywenderlich.com/uploads/2017/09/20.jpg

Is Z Velocity > 0?

r
l Is Z Velocity < 0?
Is Z Velocity == 0? m

CocTosiHHMSI MOTYT UMETh U JIBYCTOPOHHIOIO B3aMOCBSI3b. B npecTaBieHHOM HIKE puMepe
cocrosiHust Jump u Fall Moryt nepexoauts Apyr B apyra.

Is Z Velocity > 0? I l Is Z Velocity < 0?

be3 370l 1ByCTOpOHHEH CBSI3U MEPCOHAX HE CMOT ObI BHIIOJIHATH JBOWHON MPBIKOK, TOTOMY
YTO OH MOT OBl IEPEXOIUTH B cOCcTOsIHME Jump TosibKO U3 coctosiHus Idle.

Entry ee=ip

Hy, 10BOJIBHO O KOHEYHBIX aBTOMATAX, JABANTE yKE 3aUMEMCS UX CO3TaHUEM.

Co31aHHe KOHEYHOI0 AaBTOMATA

[Tepeiinure B Anim Graph u nascmume npasoii kiaguwieli mviwy Ha mycToi o01actu. B MeHto
BeiOepuTe Add New State Machine.

All Actions for this Blueprint % Context Sensitive

Add New State Maching| X

4 State Machines

% Add New State Machine




Oro nobaswut B rpad Hox State Machine. ITepenmenyiite State Machine 8 Locomotion. 3arem
COCJIMHUTE KOHEUHBIH aBToMaT Locomotion ¢ nomom Final Animation Pose.

~ Final Animation Pose

Locomotion ‘

Vg =

; Ll

Teneps KoHeuHBIH aBTOMAT LOCOMOtiON OyzxeT onpenenaTh KOHSUHYIO aHuManuio MadhuHa.

Hsadicovl wénknume Ha KOHEUHOM aBTomMate LOCOMOtion, 4roObl OTKPBITH €ro. BHyTpH BbI

yBuauTe HOX ENtry.

CoenHEHHOE C ATUM HOJOM COCTOSTHHUE SIBIISIETCS COCTOSIHUEM 10 yMouanuo. B Hatiem
TyTOpHaJIe COCTOSTHUEM 10 YMOYAHHIO OyJeT aHuManus oxxuganus. Co3gaite 3T0 COCTOSTHHE,
Hadicas npasotl Kiasuuleli Mbluiy Ha ycToii obnactu rpada. B mento Beioepure Add State u
nepeumenyiite ero B ldle.

Teneps Hy)XHO coenuHUTh HOA ENtry ¢ cocrostauem ldle. Ilepemawume xourtakt Entry x cepoii
obnactu cocrosinust ldle. Ormycrure negyro knasuury mvluiu, 97001 COSAUHHUTD HX.

[Ipu co3zmanuu cocTOsAHMS Yepe3 KOHTEKCTHOE MEHIO C HUM He OYyJIeT CBsi3aHa HUKaKas
aHumanus. /[aBaite 3T0 UCIIPABUM.

le/IBﬂ3bIBaHI/Ie AaHUMallu1 K COCTOSAHHUIO

Heaosicovr wénknume ua coctossuuu ldle, 9ro0bI OTKpPBITH €ro.

YT00BI IpUBSI3aTh aHUMALHIO, TIepeiinuTe B Asset Browser n nepemawume anumanmro
SK_Muffin_ldle. Otmiycture esyro knaguusy mviwuy Ha myctoid odnactu rpaga, 4ro0bl J00aBUTH
e€.



Anim Preview Editor == AssetBrowser

3

Path
Auffin_Death /Game/Skyward Muffin
_Muffin_Fall /Game/Skyward Muffin
Auffin_ldle /Game/Skyward Muffin
Muffin_Jump /Game/SkywardMuffin
Auffin_Walk JGar rward Muffin

Jnst ucnionb3oBanus Animation Blueprint Ham Hy»HO 06HOBHTH BP_MuUffin.

Hcnoab3oBanne Animation Blueprint

Haxmure na Compile u nepexmounrecs Ha BP_Muffin.

[epeiinute B manens Components u Beioepute komrnoneHT Mesh (Inherited). [epeiiaure B
naHenb ¥ Haiaute pasaena Animation.

Bei6epute ast Animation Mode 3nauenne Use Animation Blueprint. s Anim Class BeiGepute
snauenne ABP_Muffin.

4 Animation

Animation Mode Use Animation Blueprint v

Anim Class ABP_Muffin_C d O &

v

Teneps Skeletal Mesh B kauectBe cBoero Animation Blueprint 6yaer ucrnonb3oBarb
ABP_Muffin.

Haxxmurte nHa Compile u 3akpoiite BP_Muffin. [lepeiinute B OCHOBHO# pelakTop U HAKMHUTE Ha
Play, uto6s1 mpoBeputh Animation Blueprint. [Tockonbky ldle sBnsiercst cocrostHuem mo
yMoOIJT4aHu10, MaQdUH cpa3y ke UCTIOIb3YeT aHUMAIIMIO OJKUJIaHHUS.



B CJICAYIOHIEM pa3aeyi€ Mbl CO3JaIUM COCTOSAHUA IJIA ITPBI’KKOB U ITAICHUS.

Co3naHne COCTOSTHUM NPBIKKA U MAJdeHUs

Bepuurtecs k ABP_Muffin u nepexmountech k rpady koHeuHoro aBromara Locomotion. Oto
MOXHO C/IeJIaTh, HAXKaB Ha cJI0BO LOCOMOtion, pacronoxeHHOe B BepXHEil 4acTu rpada.

* Play SK_Muffin_ldle

Bwmecto CO3aaHusA COCTOAHUA U IPUBA3KU K HCEMY aHUMAIlUU MOYKHO CO31daTh COCTOSAHHUC C YIKE
HpI/IBSISaHHOﬁ aHI/IMaI_[I/Ief/’I. Z[aBaP’ITe CACJIaCM TaK IJId COCTOSHUS IMPbIXKKA.

[Mepeiinure B Asset Browser u nepemawume anumarto SK_Muffin_Jump. Ornycrute zesyio
KAasuuLy Ml Ha IyCTOM 00macTu rpada. ITo CO31aCT COCTOSIHHE C YK€ TPHUBSI3aHHON K HEMY
aHUMAaIUEH.



Anim Preview Editor == AssetBrowser

Path
Auffin_Death /Game/Skyward Muffin
_Muffin_Fall /Game/Skyward Muffin
Auffin_ldle /Game/Skyward Muffin
Muffin_Jump /Game/SkywardMuffin
Auffin_Walk JGar rward Muffin

[TepeumenyiiTe cocrosiure B Jump.
[ToBTopute npouecc ¢ anumarueit SK_Muffin_Fall u nepenmenyiite cocrosaue B Fall.

Temnepsb y Hac ectb Tpu coctosiuus: ldle, Jump u Fall.

Teneppb MbI CBSKEM COCTOSTHUS APYT C IPYTOM. DTO MOXKHO CAENATh, nepemaujus cepyio
00J1aCTh COCTOSIHUSA, 13 KOTOPOTO HYXKHO BBIIOTHUTH mepexo]. OTIYCTUTE 1e8)I0 KIAGUULY
Mbluiy Ha cepoul 00JIACTH ye1e6020 COCTOSIHUS ISl CO3/IaHuUs IEPEX0/a.

CoznaiiTe crneayroume nepexosl:
e U3 ldle B Jump
e U3 Jump B Fall

e U3 Fall 8 Jump
o Mz Fallsldle

Entry B > Idle




Temneps, KOraa y Hac €CTh EPEXO0/Ibl, HYXKHO 3a1aTh YCIOBHS, IIPH KOTOPHIX OHH MPOUCXOJIAT.
3T0 MOKHO C/IeJIaTh C MOMOIIbIO mpaBmil iepexoaoB (Transition Rules).

Transition Rules

Or1oT 3Ha4OK 0003HavaeT mpaBmwio nepexonaa (Transition Rule):

Kaxmoe mpaBuiio nepexoaa coaepxut Ho Result ¢ eauHcTBEHHBIM OYJICBBIM BXOOM.

Result

Can Enter Transition D

Ecau sToT BXOJ PaBCH true, TO ITPOUCXOIUT IICPCXOI.

I[anee HYXHO CO31aTb ICPECMCHHBIC, COO6IJ_[8.IOIJ_[I/I6 HaM, IIPbIracT UJIN IIaaacT UT'POK. Mp1
MMPUMCHUM 3TH NICPEMCHHBIC B ITpaBHUJIaxX MEPEXOI0B.

OmnpenensieM, NpbIraeT NEPCOHAK UM NMagaeT

Co3snaiite 1Be Hye6wi iepeMeHHbIe ¢ Ha3BaHusMu 1sJumping u IsFalling.

Bo-niepBriX, MbI 3agaaum 3Hadenue 1sjumping. INepexmounrech Ha Event Graph u Haiiaute HOZT
Event Blueprint Update Animation. 3tot Hox pabotaeT mogooHo Hoxy Event Tick.

2} Event Blueprint Up&ate Animation

D

Delta Time X O»

YToOBI MPOBEPUTH, MPHITAET JIU MEPCOHAXK, CO3JaIUM CIEAYIOIIYIO CXEMY:


https://koenig-media.raywenderlich.com/uploads/2017/09/33.jpg

© Dvent Bloepoint Update Animation »+ Caxl To BP_Muffn A'g Sequence j
P~ » P — » Then 0 B
O Then |

ot Tire X O byect ast Faied 15

5 Muffen K

Tax MbI poBepHuM, OOJIBIIE JH HYJIS CKOpOoCcmb TIEpcoHaXxa 1o ocu Z. Eciau 3To Tak, To
HepPCOHAX MpbIraet, a 1ISJumping mo/mkHa MpUHUMATh 3Ha4YeHHe true.

Ipumeuanue: npuBeaute e€ K Kiaccy, KOTOpbiii Oyner ucnoias3oBath Animation Blueprint. 3to
OYEHBb BAXXHO JJISI TOTO, YTOOBI MOKHO OBLIO MPEABAPUTEIHHO IPOCMATPUBATH TIEPEMEHHBIC C
nmoMo1bo Anim Preview Editor.

Yr1oObl MPOBEPUTH, NAAAET JIU EPCOHAXK, HAM JOCTATOYHO BBIMOJIHUTh POTUBOIMOJIOKHYIO
npoBepKy. [lo0aBbTe BbIIEIEHHBIC HOBI:

© Dvent Bloepoint Update Animation »+ Casl To BP_Mafin

Teneps IsFalling Oyner paBHa true, korma ckopocms no Z nepcoHaxa MEHbIIIE HYJIS.

Hacramo BpEMs UCIIOJB30BATh OTU MEPEMCHHBIC JJIA 3aaHWA ITPaBHUJI IIEPEXOAO0B.

Orlpezle.nelme nmpaBuJI MEpexoa0B

Bo-mepBbIx, HaM HYKHO 3371aTh mpaBwio nepexoza ldle to Jump. TepekmounTtech 0OpaTHO K
KOHeYHOMY aBToMaty Locomotion. /Jsaowcowst wénknume na npasuie nepexosa ldle to Jump,
9TOOBI OTKPBITH €TO.


https://koenig-media.raywenderlich.com/uploads/2017/09/33.jpg
https://koenig-media.raywenderlich.com/uploads/2017/09/33.jpg
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https://koenig-media.raywenderlich.com/uploads/2017/09/33.jpg
https://koenig-media.raywenderlich.com/uploads/2017/09/34.jpg

Result
T —
Is Jumping Can Enter Transition

Teneps cocrosiame ldle moxer nepexoauts B cocrosiaue Jump, koraa IsJumping pasHo true.

[TosTopuTe mporiecc s mpaswi nepexomor Jump to Fall u Fall to Jump. Mcnons3yiite
CIICTYIOIINE TIEPEMCHHBIC:

e U3 Jump ¢ Fall: I1sFalling
e U3 Fall 6 Jump: 1sJumping

Jump to Fall Fall to Jump

Result Result
[ —— ;
Is Falling Can Enter Transition Is Jumping Can Enter Transition

Teneps cocrostaus Jump u Fall moryT nmepexoauth apyr B aApyra.

Ocrayoch Ha3HAYMTH €I€ OJIHO MPaBmWIIo nepexonaa. OTkpoiite npaBuio nepexoxaa Fall to Idle.

Jns epexona B cocrosiue ldle urpok He TODKEH MphIraTh WM MaaaTh. YTOOBI BBIMOIHUTE 3TY



IPOBEPKY, MOXKHO Hcnoib30oBaTth HOJ NOR. DToT HOIl BO3BpaIaeT true Toiapko Korjaa 06a Bxoaa
umMeroT 3HaueHus false.

Cospaiite Hox NOR u coequnnte ¢ Hum Hox IsJumping u IsFalling. TTocne atoro coenunute
mox NOR ¢ nomom Result.

e ®
: .
Is Jumping . Result

Can Enter Transition
7 S —
Is Falling

Teneps cocrosiue Fall moxer nepexoauts B cocrosinue ldle, korma IsJumping u IsFalling
paBHsI false.

Haxxmure Ha Compile u Bepuutech B ocHOBHO# pepaktop. Haxxmure Ha Play nis nposepku
NEPEXO0JI0B.

3aros10BOK cnoisiepa

Tlpumeuanue. Taxxe BbI MOXKETE IPOBEPUTH MEPEXO/IbI, U3MEHSS IMEpeMEHHbBIE B Anim Preview
Editor.

[Toka mMaddhuH Tpu IBUKCHHUH 10 3€MJIC TOJIEKO CKOJIB3UT, TOTOMY YTO MBI €€ HE MPUMCHIIN
aHUMAIIIIO XOAbOBbI!

BwMecto CO3JaHusg HOBOI'O COCTOAHUA IJIs1 XOL[B6LI MOXHO CMe€IIaTh €10 C aHI/IMaLII/IE‘,ﬁ OXKNJaHUus
¢ momotsto Blend Space.

Yro Takoe Blend Space?

Blend Space — 3o Tun anuMarmoHHOro pecypca. OH BBINOJIHSET HHTEPIIOJISIIHIO MEXKITY
pa3sHBIMU aHUMAIMSIMUA Ha OCHOBaHMM BXOJHBIX 3HaueHUil. B 3ToM TyTOpHasne Mel Oyaem
HMCMOJIb30BaTh B KAUCCTBE BXOAHBIX JaHHBIX CKOPOCHb UT'POKA.

3aroJ10BOK cnoiiiepa

Blend Space Taxxe momMoraroT yrpocTUTh KOHEUHbIE aBTOMAThL. BOT kak OyAeT BBITTIAAETh
KOHEUYHBII aBToMat LoCcomotion, eciu He UCTONb30BaTh [Tt X046061 Blend Space:




bnaronaps Blend Space moctaTodno mpocTo 3aMEHHTh aHUMAITUIO OKHTaHHS.

Jump

Entry B > IdleWalk

S|

o,
"

Fall

Teneps, Koraa Bl Mo3HakoMmIKUCh ¢ Marueit Blend Space, nactaio Bpemst co3ath €ro.

Cosnanue Blend Space

[epeiinute B Content Browser u maxxmute Ha Add New. Brioepure Animation\Blend Space 1D.

Ipumeuanue: pazanna mexay Blend Space u Blend Space 1D 3akimtouaercst B TOM, 9TO Yy
IIEPBOTO €CTh 08a BXoja. ITocieHee HMEET TOIBKO 00U BXOI.

Bo BcmisiBaromiem okue Beibepute SK_Muffin_Skeleton.

Pick Skeleton

SK_Muffin_Skeleton
Skeleton

SK_Sp here_Skeleton
S ton

[Tepeumenyiite accet B BS_ldleWalk u 06asrcowt wénknume na uém, 94T00BI OTKPBITH €TO B
Animation editor.

Korna otkpoercs Blend Space, Bbl yBuauTe nanesnb B HIKHEH yacTu 3kpaHa. 1o Blend Space
editor, B KOTOpOM MbI Oy/JieM JOOaBIIATh aHUMAIUH.



BS_|dlewalk

Jagaiite nobaBum anumaruu B Blend Space.

JlobaBsenne anumanuii B Blend Space

Bo-mepBbIx, HY)KHO H3MEHHTH UM 3HaYeHsH ocu (Bxoja). [lepeiinute B manesnp Asset Details u
Haiiaure pa3aen Axis Settings. M3menure coiictBo Horizontal Axis\Name na Speed.

Teneps mbl 106aBuM anumanuu. [lepeitaute B Asset Browser u nepemawume anumaruio
SK_Muffin_ldle. TTepemectute e€ 61e60 Ha cetke Blend Space, 4ToObI OHa TpUBsI3aach K
snauenunio 0.0. Otmycrure egyio kiasuuty moliuu, 9T00b1 100ABUTH AHUMAITHIO.

S IdleWalle = AssetBrowser

S_ldleWalk
Wuffin_Death

._Muffin_Fall
Muffin_idle

_Muffin_Jump
uffin_Walk

3

100.0

IIpumeuanue: st 0ToOpaKeHMsI HA3BAaHUN aHUMAIIMI HAKMHUTE Ha 3HAUOK MemKU B 6epXHeM
negom yriy cetku Blend Space.



[Tocie storo mo6assTe anumanuto SK_Muffin. Walk B 3mauenne 100.0.

BS_[dlewalk

€ SK_Muffin_ldle SK_Muffin_Walk &

Teneps Blend Space Oyzner cmemmBaTh aHUMAIUU OKUJAHHUS U XOIbOBI B 3aBUCUMOCTH OT
BXo/iHOTO 3HaueHus1. Ecmu BxoaHoe 3HaueHune paBHO 0, To OyaeT BOCIIPOU3BOIUTHCS TOJIBKO
aanmManus oxunanus. Ecnu Bxognoe 3Hauenue pasHo 100, To OymeT BOCIIPOU3BOAUTHCS TOJIBKO
aHMManus Xo1s0b1. Bce mpoMexxyTouHble 3HaYCHUS OyIyT CMEIIBATHCSL.

Ilpumeyanue: 3TV 3HaA4SHUS BHIOPAaHBI IPOU3BOJILHO. Hampumep, MOXKHO N3MEHUTH
MaKCHUMaJbHOE 3HaueHue, cienas ero pasHeM 500. B aToM cimydyae anuMarus Xxonp061 OyneT
BOCIIPOHM3BOAMUTHCS TOJBKO TPH 00JIee BHICOKUX CKOPOCTSX.

MosxHO H3MeHSTh 3HaUeHus pasznena Axis Settings B manenu Asset Details.

Hacrano Bpems ucnons3oBath Blend Space.

IHpumensiem Blend Space

3akpoiite BS_ldleWalk u otkpoiite ABP_Muffin. TlepekntounTtech Ha KOHEUHBIN aBTOMAT
Locomotion u otkpoiite cocrostaue ldle.

Bo-nepBsix, ynamute Hox Play SK_Muffin_ldle.

3arem mobassTe Blend Space BS_IdleWalk ¢ momorsio neperackuBanus. CoeIMHUTE HOJT
BS_IdleWalk ¢ Hogom Final Animation Pose.



Final Animation Pose

BS_ldleWalk :

O Speed [0.000000 * = * Result ﬁ

Teneps BS_ldleWalk 6ymer Bocripon3BOAMTHCS aBTOMATHYECKH, TIOTOMY YTO SIBJISIETCS
COCTOSIHHEM 10 yMoyanuio. OTHaKO OHO OyeT 0TOOpaXaTh TOILKO AHUMAIHIO OXKHIaHHS. Tak
HPOUCXOUT MOTOMY, 4To BX0 Speed ocraércs paBabiM 0.

YToObl CHPABUTH ITO, HYKHO MEpelaTh eMy CKOPOCTh UTPOKA.

IMosiyueHne CKOPOCTH UTPOKA

Cosmaiite HOBYIO nepemennyto Tumna float ¢ umenem Speed. 3arem nepexiountecs Ha Event
Graph.

I[O6aBBTe HOBBIM KOHTaKT K HOY Sequence, a 3aTeM ,Z[O6aBBTe K HEMY BbIICJICHHBIC HOJbI:

< Event Blueprint Update Andmation »» Cant Yo BP_Nuftin
»P—»

*f Ty Gat Pawn Daner

OTa cxema 6y):[eT MOCTOAHHO MPpHUPABHUBATH ICPEMCHHYIO Speed K 3HAaUCHUIO CKOPOCTHU UTPOKaA.

I[Mepexirountech 00patHoO k rpady cocrosiaus ldle. Coennnnre nepemennyto Speed co BX010M
Speed noma BS_ldleWalk.

Final Animation Pose

BS_ldleWalk :

Blendst
Valmmee __oooommme

Speed @—— @ Speed * all *Result
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Teneps cmosket BS_ldleWalk BeimonHATs cMelMBaHne MEX1y aHUMAIMSIMUA OKUTaHUS U
XOJIbOBI.

Haxxmure na Compile u BepauTech B ocHOBHOIT penakrop. Haxxmure Ha Play, 4ro0s
nporectupoBath Blend Space.

3aro;10BoOK croiijiepa

Ectp eLLIé OJHa aHUMalus, KOTOPYHO HaM HY’KHO UCIIOJIb30BATh: aHUMalUsl CMepTI/I!

HUcnonb30BaHue AaHUMALUU CMEPTH

B at10if urpe MmoxHO ymepeth ToibKo B coctosiuuu ldle (Ha 3emie). OnHako naBaiTe
IPEICTaBUM, YTO HI'POK MOXKET YMEPETh B JII00OM cocTossHuM. [1epBoii MBICIIBIO Oy/IET cO31aTh
cocrosinue Death u coeuHUTh ¢ HUM Bee cocTosiHUS. Tak MOXKHO c/ieaTh, HO 3TO OBICTPO
NpUBENET K 3ayTaHHOMY Tpady.

PemreHrieM MokeT cTaTh Mcnojb3oBanue Hoaa Blend Poses by bool. Dror Hox moxer
HIePEKITFOYATHCSI MEX/Ty IByMSI aHMMAIIUSIMK B 3aBUCHMOCTH OT 3HAYCHHUS BXOJHOTO OyJieBa
3HAUCHUSI.

[Ipesxie 4eM co3IaTh 3TOT HOJl, HAM HY)KHA IIEPEMEHHas1, COepIKaIlIasi CTaTyC CMEPTH HIPOKa.
IIpoBepsieMm, ymep Jid MTPOK

Bepuutecs nHazan k ABP_Muffin u cosnaiite mepemennyto tumna boolean mox nassanuem IsDead.

3arem nepexitounteck Ha Event Graph.

I[06aBBTC HOBBIM KOHTaKT K HOY Sequence, a 3aTeM ,Z[O6aBBTC K HCMY BBIJICJICHHBIC HOJbI:


https://koenig-media.raywenderlich.com/uploads/2017/09/48.jpg

 Get Velooity

& Event Blocpoin Update Animation »» Cast To BP_Muftin
»P—»

e X O

T Ty Cet Pown Owre

Tak mbI 3amaaum nepemernyio IsDead, 3aBUCSIIyIO OT COCTOSIHHSI CMEPTH HTPOKA.

3atem MbI Bocriosib3yemMcst HojoM Blend Poses by bool.

Hcnoab3oBanue Hoaa Blend Poses by Bool

[Mepexmountech Ha Anim Graph u 1o6aBsTe anuMario SK_Muffin_Death. Beiopas eé,
nepeiaute B manens Details u chumume ¢aasicox co coiictsa Loop Animation.

5 Details 5 Preview Scene Sett

4 Settings
B (As pin) Sequence SK_Muffin_Death

.(As pin) Loop Animation - ]

.(As pin) Play Rate

B (As pin)  Start Position

D Sync Group

bnaroxapst aToMy aHuManusa cMepTy OyJeT MPOUrpbIBaTHCS TOJIBKO OJUH pas.

3arem co3maiite Hox Blend Poses by bool.
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Blend Poses by bool
Active Value (0) Q

?“} True Pose

m False Pose

True Blend Time
[0.100000 |

False Blend Time

" [0.100000 |

Bribepute Hox Blend Poses by bool u nepetiaure B manens Details. B pasaene Option
nocmasvme ¢hnaxcox ua corictse Reset Child on Activation.

5 Details 5 Preview Scene Sett

4 Config
> E(As pin) Blend Time

4 Blend Type

None

€0

Custom Blend Curve

Blend Profile

4 Option

Reset Child on Activation 2

HOCKOJILKy aHUMalus CMEPTU ITPOUTPBIBACTCA BCETO OAWH pa3, 5Ta OIMIUA 'apaHTUPYCT, YTO
aHUMalus C6paCI)IBaCTCSI nepea BOCIPOU3BECACHHUEM.

Haxkower, no6aBbre nepemennyto IsDead u coenuante BCE CeyONMM 00pa3oMm:



/7 ——
Is Dead

" Blend Poses by bool :

Play SK_Muffin_Death Active Value *

* _ *TruePose

* False Pose .
* Result

Final Animation Pose

A
Ve

True Blend Time

© 0.100000] > :

False Blend Time
" [0.100000]

Locomotion

Teneps ecnu nepemennas IsDead 6yner paBua true, To HaYHET BOCIIPOM3BOIUTHCS aHUMAIIUS
cmeptu. Eciu IsDead pasho false, To 6yaer BOCpon3BoANThCS TEKYIask aHUMAIUSI KOHEYHOTO
aBromara Locomotion.

Haxwvure na Compile u 3akpoiite ABP_Muffin. Haxxmure Ha Play u nporectupyiiTe HOBYIO
AHUMAIIHIO0 CMepTH !



