NabopaTopHas pabota Ne 3. lNpoekT — paszpaboTka npoctoro AR-lMpunoxenna gna Android-
ycTponuctBa (cmaptdoH, nnaHweTt v np.). CozpaHme B rpacduyeckom pepakrope Unity 3D
CUueHbl AOMNOSIHEHHOW peanbHOCTU. BuU3yanusauusa ynpaBnsemon aHumauumm 3D-Mopenu c
MCNONIb30BaHMEM KHOMKMU MIIOCKOro MeHKw. Yactb 2. Co3gaHme KHOMKM MIIOCKOro MeHK OnA
opraHusauum ynpasnsiemou aHumauum 3D-Mogenu, nogrorosneHHoun B JIP Ne 3, YacTb 1.

Pa6oTa no co3gaHuio NpocTenen aHmmaumMm npocTtenwero BupTyanbHoro obvekta 3D Mopenu
Oblina BbiNonHeHa B nepBoun Yactu JIP Ne3.

Mpeametom uccneposaHuss B nepson 4vactu JIP Ne3 cranum anemMeHTbl MeHK OkHa Animation,
KOTOpble MO3BONMAKT BaM co3faBaTb TpaHchopmaumm nobON CHOXHOCTM Ha noom
BpeMeHHOM UHTepBane.

Ha Bbixoge JIP Ne3, Yactb 1 Bamu mornu 6biTb paspaboTtaHbl 3 NMpunoxenusa AP ons:

> BpaleHus BbibpaHHor 3D-Mmoaenu BOKpyr BbiIOpaHHOW ocu (B 3aBUCMMOCTU OT MOENW);

> [MepemelueHuns BoibpaHHon 3D-Moaenu No guaroHanu, HanpuMmep — U3 HUXXHero nNeBoro yrna
B BEPXHUM NMpaBbI;

> «Haespar»/«YpaneHusa» Bpawjarollenca MOAENN Ha 3puUTeENs.

OpgHy (a mMoXeT ObiTb M BCe TpWU, NONbLITKA TaKOW peanu3auvum npuBeTcTBYHTCA!) M3
pa3paboTaHHbIX B paMKax 3Toro 3agaHma aHumauum B JIP Ne3, YacTb 2 MOXHO ncnonb3oBaTtb
ANns CBA3bIBaHUSI C KHOMKOW MJIOCKOro MEHK Afisi CO3[4aHUA € ee NOoMOLWbI0 yrnpaBnsieMon
aHumaumn.

B naHHOM onncaHum BalleMy BHMMaHUIO npeanaraeTcs nogpobHoe nepeyvcrieHme waroB, KoTopble
HeobxoaMMo BbINONMHUTL Ans Aob6aBneHus B NMPoOeKT KHONMKKU NOCKOro MeHH, C MOMOLLIbK KOTOPOW
MOXET ObITb OCYLLECTBMNEHO yNpaBneHMe NpocTenwen aHumaumen (BpalieHme BOKpyr BepTuKaribHON
ocn) 3D-mopenu rpeyeckomn ameopbl — KOHTEHT pa3paboTaHHOM CLEHbI.

WTak, no 3aBeplieHnn co3gaHus npoctenwen aHmmaumm B JIP Ne3, Yactb 1, Bam npeanaranocb
3aKpblTb OKHO Animation n ybeantbca B TOM, 4TO B Assets okHa Project nosiBUNnCb ABa HOBbIX
Assets —Vase_Animation n Vase_Hydria — cBA3aHHble C aHMMaLMeEN = aHUMaLUA U KOHTponnep
aHuMaumun. 3T nmeHa byaeT Ucnonb3oBaTbCs B AanbHeENWeM Npu paspaboTke anemMeHTa ninockoro
MEHIO - KHOIMKM ynpaBneHus aHnmaumen.

Bo3Bpawaemcs B [poeKkT ana cneaymowmx moaudmnkaumm — ONOSTHEHUA:



1. [Jo6GaBneHue B NSIOCKOE MEHIO 3fieMeHTa ynpaBrieHUsl — KHOMKa cTapTa aHUMauum

BcnomHum: 3agaya JIP Ne3 — paspaboTka aneMeHTOB BMPTYyarnbHOro MHTepdenca ana paboTbl
B [P, T.e. ycTaHoBneHue cBa3en mexay nosegeHvem (behaviour) suptyansHon 3D-moaenwm (y
Hac - «aHMMaLMA rpevyecKomn Ba3sbl») U COCTOSHUEM 3fIEMEHTA YNpaBreHUs KKHOMKa.

Ona yctaHOBNeHUsA ykKasaHHbIX cBsizeM B Unity 3D MOXHO MCNONb30BaTb CKPUMTUHI
(nporpammupoBaHue Ha A3blke C#) M ob6oUTUCH 6€3 mMporpamMmmMupoBaHuUsA, MCMOMb3ys
BO3MOXHOCTM KOHTpOnfepa aHMMmauuin.

B paHHOM onucaHuu npepnaraeTcs pa3paboTaHHYK KHOMKY CBsA3biBaTb C aHUMauuen,
MUCNOJb3ysi BO3MOXXHOCTU KOHTpOSiepa aHMMaumm, T.e. 060MTMCb 6€3 nporpamMmmMmmnpoBaHUS.

Bxoaum B NpoeKT, B KOTOPOM CO3[aHa 1 coxpaHeHa ofHa aHMMauns — BpallleHne Basbl (Moaernb
Vase Hydria B Uepapxun). Obpallante BHUMaHME Ha KOPPEKTHOCTb pacrnonoXxeHusi 06 bekToB
B Uepapxum:

0 AR-03-1 - SampleScene - Windows, Mac, Linux - Unity 2023.2.22f1 <DX11> - [m]

File Edit Assets GameObject Component Services Window Help

v ARC

7 Tag MainCamera = Layer Default

A Transform

B v Camera

Asset Labels

B GameObject = Ul BbI3biBaeM KaHBYy And (pOpMMPOBaHUS MIIOCKOrO MEHHO:



0 AR-03-1 - SampleScene - Windows, Mac, Linux - Unity 2023.2.22f1* <DX11> - o X
file Edit Assets |GameObject Component Services Window Help

Create Empty Ctrl+Shift+N

Create Empty Child Alt+Shift+N

Create Empty Parent CtrlsShiftsG = .

3D Object 25 0 & 9 =l ) v ARCamera
Audio P oA MainCamer.~

Effects

Light

Video

Vuforia Engine

Ul Toolkit

Camera

Visual Scripting Scene Variables

Transform

W v Camera

Center On Children
arent
Ctrl+=
Set as last sibling Ctrl+
Move To View Ctri+Alt+F
Align With View Ctrl+Shift+F
Align View to Selected
Toggle Active State Alt+Shift+A
ul > Image
Text - TextMeshPro
Raw Image
Panel
Toggle
Slider
Scrollbar
Scroll View
Button - TextMeshPro
Dropdown - TextMeshPro
Input Field - TextMeshPro

Canvas
Event System

Legacy

@ AR-03-1 - SampleScene - Windows, Mac, Linux - Unity 2023.2.22f1* <DX11> - o X
file Edit Assets GameObject Component Services Window Help

% SampleScene*
ght Default

Transform [

i
"

W v Camera

Flags

01_Prefabs

-‘Af_".

Asset Labels

BAXHO!! M3meHeHnss B uHTepdence n B nepapxumn nocne nepexoga B 2D KaHBY WU
MaHUNynAauMi Onsi COBMELLEHNS KaHBbl C 9KpPaHOM (HOCTUPOBKA — CPEeAHsIst KHOMKa - U
nepeMeLLeHne — 3axartasi CpefHsst KHoMnka).

Uepe3 maHunynsumMm B BepxHen nuHenke (toolbar) gobuBaemcs opueHTaunn KaHBbl
napannensHo aKkpaHy (ganee 6yaem dopMmnpoBaTh T.H. MEHIO Ha CTeKne):



@ AR-03-1 - SampleScene - Windows, Mac, Linux - Unity 2023.2.22f1* <DX11>
File Edit Assets GameObject Component Services Window Help

01_Pre

Hob6asnsiem kHonKy (06bekT Button - TextMeshPro):

A

Nothing

% v Canvas Sc

v Graphic

Raycaster

@ AR-03-1- SampleScene - Windows, Mac, Linux - Unity 2023.222f1% <DX11>
File Edit Assets GameObject Component Services Window Help
Create Empty Ctrl+Shift+N
Create Empty Child Alt+Shift+N
Create Empty Parent Ctri+Shift+G
3D Object
Audio
Effects
Light
Video
Vuforia Engine
Ul Toolkit
Camera
Visual Scripting Scene Variables

n Children

Parent

Clear Parent

Move To Cul+Alt+F
Align With View Cul+shiftsF
Align View to Selected

Toggle Active State AltsShift+A
ul

Image
Text - TextMeshPro

Raw Image
Panel

Toggle

Slider

Scrollbar

Scroll View

Button - TextMeshPro
Dropdown - TextMeshPro
Input Field - TextMeshPro
Canvas

Event System

Legacy

PesynbTar:

1 v Graphic R

ycaster



BAXHO!! Ecnu BbibpaTb Import TMP Essentials, To obnactb KHOMKA W3MEHUTCH
crneayowmm obpasom 1 byaet rotosa Ans BBEAEHUSA TEKCTOBONo 0603Ha4eHUs:

Raycast Padding

@ ™™P Importer o X T
_ Button v
T entials

Import TMP Example:

MNMepemelteHne KHOMKM B HY)XHOE MECTO, B TOM 4MCIie C UCMONb30BaHMEM SKOpPA AN
WHTEPaKTUBHOIO nepeMeLLeHnsa No KaHBe, W3MEHeHMe ee pas3mepoB (BbliCOTa/lUMpUHA),
MoxeT ObiTb ocyuiecTtBrneHo B MHcnektope — B none Rect Transform. OpraHusyite
yOo6HOe C Ballen TOYKM 3pEHMUS NOSTOXKEHME KHOMOK MEHIO.



@ ARProj003 - SampleScene - Windows, Mac, Linux - Unity 2023.2.22f1* <DX11>

File Edit Assets GameObject Component Services Window Help

Raycast Padding

. Button~

HacTtpanBaem o6bekT Button gnsi HaHeCeHNa Ha Hero TeKCToBoW MeTku. [1ns aToro B
mepapxumm packpbiBaem Button, nepexogum B nosvumio Text (TMP) u nepexogum B
MHcnekTop — B none Text Input:

0 AR-03-1 - SampleScene - Windows, Mac, Linux - Unity 2023.2.22f1* <DX11> = a X
File Edit Assets GameObject Component Services Window Help

v TextMeshPro - Text (Ul) @ * i

Text Input

T Text (TMP)
Ever

B nHcnekTope, 1cnonb3yst CBOMCTBA TEKCTA, YKa3aHHble B Main Settings, BBOOMM TEKCT
TMP (TextMeshPro) = TekctoBas MeTKa Ha KHOTKe:



ty 20232.22f1* <DX11>
s Window Help

v TextMeshPro - Text (Ul) @ 3t :

Text Input

Hdanee Heo6xoaMMO cBA3aTb KHOMKY C ee yHKUMoHanom — CtapT BpalweHus.

Ona 3TOoro HaumMHaem paboTtaTtb C KOHTponnepom aHumauum 3D Mogenu
Vase_Hydria = B pabo4yen obnactn Editor’a nepexognm ¢ Bknagku Scene Ha BKnagky
Animator - chopMNPOBaHHbLIV KOHTPOSJIep aHMMaLMKN aBTOMaTUYECKN 3arpy>kaeTcs B
pabouyto obnactb Editor’a:

@ AR-03-1 - SampleScene - Windows, Mac, Linux - Unity 2023.2.22f1* <DX11>
File Edit Assets GameObject Component Services Window Help

O VK~ & fAssetst
+ -
& sampleScene*
jrectic C

Any State

Vase_Animation

Add Behaviour

01_Prefabs

: 2
x
emwEERE $

OueBuaHO, YTO KOTPONMep ynpaenseT aHumaumen cpasy nocne crapta (CoctosiHne Entry).

3 cocTosHusa Entry ynpaBneHune nepegaeTtca HENOCPEeACTBEHHO B cocToaAHMe Vase Animation (T.e.
Bcerga byaeT crtaptoBaTb COGCTBEHHO aHUMMauus). B Hawem cnyvae Heob6XxoAMMO U3MEHUTb ITOT
6a30BbIi cLeHapun, T.e. BKIIOYaTb aHUMaLUUIo C MOMOLLbIO 3NEMEHTOB ynpaBneHus (kHornka Button).




UTtobbl «pasopBaTb» nepegady ot Entry k Vase_Animation, BBECTM B KOHTPOMSep Kakoe-TO
AOMOSIHUTENbHOE COCTOsIHUE, NpeaHa3HayYeHneM KoToporo byaeT «3amblkaHuey» Ha cebsa nepenaym
ynpaBneHus u3 CoCTosaHna Entry n yctaHoBneHue nepegayu ynpasneHus oT 3TOro HOBOro COCTOSIHUSA
Ha aHumaumto Vase_Animation. W, «kpome TOro, Heobxoaumo OygeT BOCMOMb30BATLCA
BO3MOXHOCTSIMU (CBOMCTBaMM) KOHTpOrepa no ynpassfieHMIO BKNIOYEHUA/OTKIIOYEHUSA nepegaydn
ynpaBsneHus, T.e. HANTK CcNocob KOHTPONA Haa nepexogamm Mexay COCTOAHUSIMU.

M3meHuM CTpyKTypy KOHTpoOsnepa — BBEAEM OONOMHUTENBHOE HOBOe cocTtosHue Empty. [ina aTtoro
B NycTom none AHumMartopa no npasou knasuie Mbilwn (RMB) BbidbiBaeM MeHo Create n B HEM B
none Create State Bbibupaem Empty:

O VK~ & [liAssetStorev *Q Unity D O Layers ¥ Layout v
= Hierarchy 3 i #Scene i+ Animator 3 i @ Inspector  @mGame :
- 63 7 Layers Parameters ~ ® Base Layer Auto Live Link .! Vase_Animation

P SampleScene* Pl +- Ta
& Directional Light =d
@ ARCamera List is Empty

D ImageTarget
ydria Speed 1

Motion aVase_Animation

Motion Time
Mirror
[ Vevommaton | Cycle Offset
Foot IK
Write Defaults
Transitions Solo Mute

ist is Empty

Add Behaviour
aQ

Create State 3
Create Sub-State Machine

Empty

From New Blend Tree
Copy current StateMachine

Nokobot/GreekTemple - Vases (Free)/01_Prefabs/Vase_Hydrla.controlle
M Project B Console & =
A Do eO 715
@@ Assets ~ Assets > Nokobot > GreekTemple - Vases (Free) > 01_Prefabs
W Editor
(s Nokobot
(aw GreekTemple - Vases (Free)

5ameObject
VK v & i Asset Store y % O, Layers v Layout

= Hierarchy i & Scene * Animator 3 i @ Inspector @®Game
4+~ o 2 Layers Parameters ® Base Layer Auto Live Link .'! New State
% SampleScene* P + - =
€D Directional Light ag
P ARCamera istis Empty
@ ImageTarget
¥ Vase_Hydria Speed 1

Motion 4 None (Motion)

Motion Time
Mirror

Vase_Animation | Cycle Offset

Defaults
Transitions Sole Mute

ist is Empty

Add Behaviour

ases (Free)/01_Prefabs/Vase_Hydria.controlle
M Project B Console a i
+- 1 & ¢ 0 #15
aw Assets « Assets » Nokobot > GreekTemple - Vases (Free) » 01_Prefabs
M Editor
@ Nokobot

@G ple - Vases (Free)




MNepenmeHyeM 3TO COCTOSIHUE, Hanpumep, B NONE:

ampleScene - Windc Mac, Linux - Unity 2023.2.22f1* <DX11>
GameObject Component Servi Window Help
O VK~ & fiAssetStorev *2 Unity D O, Layers Layout

= Hierarchy H > Animator A i | @lInspector a®Game
+v o ] ayers Parameters ® Base Layer Auto Live Link ]
R SampleScene* H = + ’ =
) Directional Light ag
) ARCamera ist is Empty

p Motion 4 None (Motion)
) ImageTarget
& Vas

: ced 1

Motion Time

Ay St
- Vase_Animation

Solo Mute

ist is Empty

Add Behaviour

s (Free)/01_Prefabs/Vase_Hydrla.cont
I Project B Console =11
+- a 28 €0 #15
e Assets ~ Assets > Nokobot > GreekTemple - Vases (Free) > 01_Prefabs
W Editor
Nokobot
(@@ GreekTemple - Vases (Free)
mm 00_Scenes
Bm 01_Prefabs
i 02_Models
mm 03_Materials
Bm 04_Textures & Vase_Amphora Vase_Animation Vase_Hydria Vas OV
i 05_HDRI
B Docniireac

Asset Labels

+ " Assets/Nokobot/GreekTemple - Vases (Free)/01_Prefabs/Vase_Hydria.controller

Ansa Toro, 4tobbl NnepekntounTs  Entry Ha none,
Set as Layer Default State:

©® VK~ & fiAssetStorev " Unity o) O Layers v Layout
Hierarchy 3 i # Scene > Animator 4 i @ lInspector e®Game
+v a 2 Layers Parameters & Base Layer Auto Live Link T
P SampleScene* i Wa + .! T
(@ Directional Light °
D ARCamera ist is Empty
&) ImageTarget
@ Vase_Hydria

Motion 4 None (Motion)
Speed 1

Motion Time
Mirror
Vesa_Animation | Cycle Offset
Foot IK
Write Defaults
Tra ions Solo Mute

ist is Empty

Make Transition Add Behaviour
Set as Layer Default State

Copy

Create new BlendTree in State

Delete

Nokobot/GreekTemple - Vases (Free)/01_Prefabs/Vase_Hydria.controlle
I Project B Console =]
+- a 7 ¢0 15
law Assets 4 Assets > Nokobot eekTemple - Vases (Free) > 01_Prefabs
I Editor
(@@ Nokobot
(aw GreekTemple - Vases (Free)
Mm 00_Scenes
W 01_Prefabs
m 02_Models
Im 03_Materials
B 04_Textures
M 05_HDRI
B Dacaiirrac

Asset Labels
B Vase_Amphora Vase_Animation Vase_Hydria @ Vase_Hydria ¥ Vase_VoluteKra.

[
+ " Assets/Nokobot/GreekTemple - Vases (Free)/01_Prefabs/Vase_Hydria.controller

ABTOMaTUYeCKM Nnepegaya ot Entry nepeknoumTcsa Ha none BMecTo Vase Animation




@ AR
File Edit G

O VK~ & fiAssetStorev *3 Uni % O Llayers v Layout
= Hierarchy 4 i # Scene * Animator a i
+~ o 7 Layers Parameters ® Base Layer Auto Live Link xit (Exit Node) 9

P SampleScene* : o + -
P Directional Light

© Inspector @ Game 4 i

ist is Empty
@ ImageTarget
9 Vase_Hydria

Any State Vase_Animation

Nokobot/GreekTemple - Vases (Free)/01_Prefabs/Vase_Hydria.controlle
a i
2 e 0 15

I Project B Console
+ v a
aw Assets N
m Editor "
=@ Nokobot
@@ GreekTemple - Vases (Free)
Bm 00_Scenes
m 01_Prefabs
M 02_Models
Bm 03_Materials
I 04_Textures ¥ Vase_Amphara Vase_Animation

5_HDRI

Nokobot > GreekTemple - Vases (Free) > 01_Prefabs

Vase_Hydria

-
Asset Labels

Tenepb KOHTPONMep aHMMauuu cpasy nepeknioyaeT ynpaslieHne Ha COCTOsiHME None, K KOTOPOMY

Mbl HE NPUBSA3aNN HUKAKOW aHMMaLUuK 1, CreaoBaTerbHO, U aHUMaLUUn He NPOUCXoaUT.

UT106bl TEM HE MEHEEe NpeayCMOTPETb B KOHTPOSISIEpe BO3MOXHOCTb aHMMaLmMK, TO eCTb Nepexona B

cocTosHue Vase_ Animation, ycTaHOBMM Takon NEPEXOA: Tenepb OT COCTOAHUA NONe B COCTOSIHNE
Vase Animation.

[ns atoro Bblbupaem no (RMB) gnst none pexum Make Transition Animation:

O VK~ & fliAssetStorev "W Unit % O, Layers v Layout
= Hierarchy 3 i it Scene =+ Animator 3 i @ Inspector o Game
+v = 7 Layers Parameters & Base Layer Auto Live Link T
P SampleScene* H ar +~
P Directional Light
&) ARCamera ist is Empty
@ ImageTarget
@ Vase_Hydria

Tag

4 None (Motion)
Speed 1

Motion Time

Mirror

Cycle Offset

Foot IK

Write Defaults

Transitions Solo Mute

ist is Empty

Add Behaviour

Make Transition

Copy
Create new BlendTree in State
Delete

Nokobot/GreekTemple - Vases (Free)/01_Prefabs/Vase_Hydria.controller

M B MHTEPaAKTUBHOM pexmnme nNpoBeaeM «CTPenky» oT none kK Vase_Animation:




O VK~v & @HiAssetStorey *3 Unity % O, Layers v Layout
‘= Hierarchy 28 i  # Scene * Animator 3 i @ Inspector @ Game
4+ o ) Layers Parameters <® Base Layer Auto Live Link

P SampleScene* H a + -
&0 Directional Light

one
Tag
) ARCamera List is Empty
® Motion 4 None (Motion)
& ImageTarget
W Vase iria

Speed

Motion Time
Mirror
Cycle Offset
Foot IK
Write Defaults
T itions Solo Mute

none -> Vase_Animation

Add Behaviour

I Project B Console
il a
= Assets a Assets > Nokobot > GreekTemple - Vases (Free) > 01_Prefabs
im Editor
@ Nokobot

) s & Asset Labels
@ Vase_Amphora Vase_Animation Vase_Hydria W Vase_Hydrla i Vase_VoluteKra

~ '3 Assets/Nokobot/GreekTemple - Vases (Free)/01_Prefabs/Vase_Hydria.controller

A elle — Ans BO3MOXHOCTUM Kak-TO YNpaBnaTh (MOAKMYaTh No TpeboBaHMIo) TOT UK ApYron nepexos
— a B Hallem crniyyae TomnbKko nepexod oT none k Vase Animation - gaBamTte «npomMapkupyem»
nepexoabl Mexay COCTOSIHUAMW AN TOro, Ytobbl MOXHO ObINIO yNpaBnATb UMK (aKTUBUPOBaTL) C

MOMOLLbI0 3TUX MapkepoB. Mapkepbl — T.H. TpUrrepbl B TepMMHax AHMMaToOpa - CO3[4alTCs B
3aknagke Parameters. Boibepem 3aknagky Parameters, Haxumaem «+» M B BbinagatoweM MEHH
BblGupaem Trigger:

© VKv & fiAssetStorey 7 Un - ® O, Layers v Llayout v
= Hierarchy 3 i #iScene Animator A i  @lnspector o Game g
+v « @ Layers Parameters ® Base Layer Auto Live Link

R SampleScene H a +- ‘!

(D Directional Light
&) ARCamera Istis Empty Float

Int Any State

Bool

one

Tag

Motion 4 None (Motion)

Speed

T
£9de] Motion Time

Vase_Animation A

Mute

none -> Vase_Animation

Add Behaviour

M Project B Console

4 Assets > Nokobot > GreekTemple - Vases (Free) » 01_Prefabs

[aw Nokobot

@ GreekTemple - Vases (Free)
M 00_Scenes -
- .

M= 01 Drafabs

Cosgagum Tpurrep, KOTOpbIA Mbl MfaHUMPYEM WCMNONb30BaTh B AanbHEWWEM ANna ynpasreHus
BKMOYEHNEM aHMMaumMm (T.e. aKTMBauMen nepexoga OT COCTOAHWA nNnone K COCTOSAHUIO
Vase_Animation) n HazoseM ero, Hanpumep To_ Start:




@ AR-03-1 - SampleScene - Windov

File Edit A:

ameObject

ux - Unity 2023.2.22f (11>

omponent Window Help

O VK~ & fiAssetStorey *W Unity V

= Hierarchy
++ o

% SampleScene
g ectional Light

) Dil

D

I Project
+-
- AsSELS
m Editor
(@@ Nokobot

B Console

Bm 04_Textures
B 05_HDRI
Im Resources

2 i #S » Animator
Layers | Parameters @ Base Layer
a +-

To_Start

Any State

Vase_Animation

4 Assets » Nokobot » GreekTemple - Vases (Free) > 01_Prefabs

@ Vase_Amphora  Vase_Animation Vase_Hydria  Vase Hydria ) Vase_VoluteKra.

~ ™ Assets/Nokobot/GreekTemple - Vases (Free)/01_Prefabs/Vase_Hydria.controller

Nokobot

® O layers
3 i @ Inspector

Auto Live Link
..! one

Tag

v Layout

o Game

Motion
Speed

Motion Time

> Mute

e -> Vase_Animation

Add Behaviour

e)/01_Prefabs/Vase_Hydria.controllel
3 i
2o e0 715

Asset Labels

LY
X EO

Mpomapkupyem nepexog none - Vase Animation Tpurrepom To_Start. [na 3Ttoro Bblbepem
(Bblaenum) nepexon none = Vase_Animation, KNMKHYB Ha CTPerKy 3TOro nepexoaa.

Mpn atom B UHCcnekTope B none Conditions 13 BbinagatoLero MeHo ycrosum Heobxoanmo BolbpaTtb
Tpurrep To_ Start:

O VK v & @iAssetStore~ *% Unity

= Hierarchy

o G

P SampleScene
€ Directional Light
0 ARCamera

I Project
+ -
» ASSELS
W Editor
& Nokobot
@ GreekTemple - Vases
W 00_Scenes
M 01_Prefabs
s 02_Models

B Console

= 05_HDRI
Mm Resources
-

ene * Animator
Layers Parameters @ Base Layer

a +~

Any State

Vase_Animation

4 Assets > Nokobot > GreekTemple - Vases (Free) » 01_Prefabs

@ Vase_Amphora  Vase_Animation Vase_Hydria  Vase_Hydria @ Vase_Volutekra

~ "2 Assets/Nokobot/GreekTemple - Vases (Free)/01_Prefabs/Vase_Hydria.controller
ubtable: Form.

O, layers ~ Layout
a i

Auto Live Link

s Game
e_Animation

ansitionBase

ansitions Solo Mute

e -> Vase_Animation

nene -> Vase_Animation

Has Exit Time v

Settings

Conditions
To_Start
al

To_Start
To_Start

s (Free)/01_Prefabs/Vase_Hydrla.controlle

a
7o ¢ 0 15

L ] Preview

Takum oGpasom pa6oTa no Mmoaucmkaummn/HacTponke KOHTpoOsiepa B HaleM criyyae
3aBeplueHa.




BosBpawaemca B Scene B 2D Canvas gns pabotbl ¢ kHonkon (Button B Uepapxumn) CtapT
BpaweHusa. B UHcnekTope kHoNkn Button BeiGupaem HacTporiky On Click ().

@ AR-03-1 - SampleScene - Windows, Mac, Linux - Unity 2023.2.22f1* <DX11>
File Edit Assets GameObject Component Services Window Help
O VK~ & fiAss v

Scene > Animato

[Flcenterv Q@Localv

| CtapT BpaweHus

Automatic

Visualize

aQ

01_Prefabs

Add Component

Button v

Cnuncok HacTpoek peakuun noka nycT (List is Empty). HacTpanBaem peakumto Ha HaxxaTne KHOMKK
Button yepe3 «+» - NONOSIHEHME CNUCKa PeaKLnii:

@ AR-03-1 - SampleScene - Windows, Mac, Linux - Unity 2023.2.22f1% <DX11>
File Edit Assets GameObject C elp

L | B

R} SampleScene* i

t © 9 @ O %~
al Light

® v Button

Automatic

Visualize

01_Prefabs

Add Component

Button v

Ona On Click () HeT pexuma (B nesom nagatowiem MmeHto — Off), He BbiIBpaH 06BEKT, Ha KOTOpPbI

HanpasfeHbl peakuun ot HaxaTtusa kHonku (None (Object)), n He yctaHoBneH cpyHkumoHan (No
Function). MNocnegoBaTensHO 3agaem peakuuu:
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Runtime Only
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Bbibupaem o6bekT (B Hawem crnydae ato 3D Moaenb Vase Hydria): B none Select Object 2
3aknagka Scene = uwem obbekT - Vase_Hydria, Bbibupaem ero:

> u

® v Button

IO sclcct Object

Button v

Pe3ynbTart:
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NMocne HacTpoek BbLIOOpa pexuma U obbekTa nepexogum K ycTaHoBKe dyHKuMoHana. B
cooTBeTcTBYytowem none No Function B nosiBMBLLEMCS HOBOM MEHIO Bbibupaem Animator, n cpegu
BCEX OTKPbIBLUMXCA (PYHKUMM Animator’a Hawero obbekTa MWeM noaxogswyto, T.e. — PYHKUMIO
paboTbl C TpUrrepamu, Co3gaHHbIMU paHee ANns KOHTpornepa BpalleHus Basbl Vase Hydria.
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bool logWarnings
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SetTrigger (int)

SetTrigger (string) No Function
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WriteDefaultValues ()
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>

O6paTtuTe BHMMAHME, YTO CMUCOK MOXET MoTpeGoBaTb CKPOSIIMHIA, Mbl MOXEM OOHapyXuTb
HecKkonbKo (yHKUMIA paboTbl C Tpurrepamu, Hago BbiOpaTb Havbonee noaxoasuyto. PaHee Mbl




cosganu Tpurrep To_Start. O6palleHne K HeMy ngeT No UMEHU, UMA — 3TO TUMN «CTPoKa» (string) 2
B paccMaTpmBaEeMOM CrMCKe eCTb Hanbonee BEPOSATHLIN NOAxXoaALWmMI BapmaHT — SetTrigger(string).
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B pe3synbTaTe — B cnncke On Click () nosiBUTCA cCbifnika Ha KOHTPOSSIEP BMECTO CCbINKN Ha OOBEKT,
Bmecto No Function nosBnsetcsa ykasaHue Ha dyHkumo Set Trigger koHTponnepa (Animator.Set
Trigger), n HOBOe Nnone 4115 YCTaHOBKWU CCbINKM Ha BbIOpaHHbLIN NapameTp - TEKCTOBOe 0603HaveHne
Tpurrepa.

BbiGupaem «Haw» Tpurrep — To_Start (O6patuTe BHUMaHNE — HauMeHOBaHWe HeobXxoaMMO BBOAUTL

Bpy4Hyto!!! B 6yayuwimx Bepcusax Unity Editor 4OfmKHO NOSABUTLCA MEHIO BbiDOpa UX cnncka AOCTYMHbIX
WMEH TPUITEPOB NPOEKTA):

On Click ()

Runtime v Animator.SetTrigger

B pesynbTare:
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HacTpowku 3aBepLueHbl.

MockonbKky B AaHHon JIP npegyCMOTPEHO HECKOSbKO YNpaBnsAloWmMX 3f1IEMEHTOB MNIOCKOr0 MEHH0
(kHonok Button) pekomeHayeTcs KaXOoW M3 HUX MPUCBOUTb WHOUBMAYarNbHble WMeEHa, YTOObI
pasnuyaTtb UX B uepapxum and nocriegyowero agMMHUCTPUPOBaHUS.

MepByto ochopmneHHyro Button nepenmeHyem B BtnVaseRotation -

> B Mepapxum BbiGMpaem KHOMKy Ans nepeMmeHoBaHust Button >

> B MHCNEKTope B BEPXHEM Mosie C coaep)xaHmem Button BBogmm
HoBOE UMA BtnVaseRotation:
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Pa6oTa no co3gaHuio anemMeHTa yrnpaBlieHnsl KHOMKa Niockoro MeHo Button ans crapta
paHee pa3paboTaHHOW aHMMaLWX 3aBepLUEHa.

Mo>xHO npoBepuUTbL PaboTOCNOCOBHOCTL NPOEKTa B pexume Game v BbINOSTHUTb COOPKY
Mpunoxenusa 1P ansa 3arpy3kun Ha MY (nonyyeHue c¢anna .apk)
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2. ,D,o6aBneHV|e B MJIOCKOe MEeHI0 3y1IeMeHTa ynpaBrneHunsa — KHonka oCtTaHOBKU aHMMauuun

[obasum B nnockoe MeHK ynpasneHna nosegeHnem obbekTtoB B lNMpunoxeHun AP (aHMmaums
rpeveckon Basbl) eLle OANH SNEMEHT ynpaBrieHMsl — KHOMKa OCTAHOBKM BPaLLEHUS.

Mo aHanorMm ¢ TONbKO YTO PACCMOTPEHHBIMWU BbINOMHUM HeobxoguMble Wwarn no mogudukaumm
KOHTposinepa aHumMaumm (Animator) n gobasneHnst HOBOro Tpurrepa cpabaTbiBaHNA OCTaHOBKM.

B koHTponnepe (Animator) go6aBnsem eLwé oanH nepexoq Mexay coctosHusaMmn (Vase_Animation
- Exit) n BBOOMM eLe oguH Tpurrep To_Stop:
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B cueHe co3gaemM Ha KaHBe ewWwE€ OAHYy KHOMKYy C OKOHYaTelNbHbiM uMMeHeM B Wepapxuum
BtnVaseRotStop u no aHanoruu ¢ npeabiayLwien Hactpamsaem ans He€ On Click () ¢ Tem Tonbko

pasnuyuem, 4Yto SetTrigger aons Heé yctaHaBnueaem B To_Stop Ansa ynpaBreHUs OCTaHOBKOM
aHnMauuu:
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MoXxHO npoBepuTb PaboToCNOCOOGHOCTL NMpoeKkTa B pexnme Game U BbINONMHUTL COOpPKY
Mpunoxenusa OP ansa 3arpy3ku Ha MY (nony4yeHue chauna .apk).

3apaHue K JIPNe3, YacTb2:

Ha paHHOM 3Tane pa3paboTKM NNOCKOro MeHI ANA ynpaBneHusi oobektamu B cueHe [P
[ob6aBbTe KHOMKKU CTapTa U OCTaHOBKM BbliOpaHHOW aHuMauuu. NoarotoBbTe dpann .apk ana
3arpy3kum Ha MY - TY [1P.

MonyyeHHbIN pe3ynbTaT NPOAEMOHCTpUpOBaTb npenopaBaTento. CocTaBUTbL KOPOTKUM
oT4yeT 006 OCHOBHbIX 3Tanax padoThbl.




