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[ToooBnNkn animation e1mBeoNc -
Attack

» Me TOV 010 TPOTIO TIOL EXOLMPE KAVEI OAQ TA TIOONYOLUEVO
animation 6a oénuiovpynoovue eva animatfion emBeong. Ta
AVTIOTOIXA sprite €ival ol eikoves attack kal Ba ovopdoovue 1O
animation attack. Alaypapovpue Tov controller Kal To OTOIXEIO TTOL

eupavideTal oTNV IEQAPXIA KAl UETAPEQOLUE TO Gmmchon Attack
OTO (PAKEAO UE TA animation.

Towpa Ba YETAPEPOLIE TO VEO animation
oTov animator kar 6a KAVOLUE TIC
AVTIOTOIXEC WETAPRAOCEIC. Apa Ba TTPETTE
VO OLPOLHE TO VEO animation OTOV Eleem—
Animator (OAa aQLTA UE ETTIAEYUEVO TOV
Player)




PuBuIoEIC & transition Tou
animation Attack

» Oa TTPETTEl VA EipaoTE O€ BEoN va pETAPEPOOLUE ATTO TO run
oto aftack €101 wWOTE va UTToPEl va PETAPEl OoTNV Kivhon TNG
ETTIBEONC ATTO TNV KivAON run PeE TO TTATNIA TOL TTANKTOOL TTOL
Oa LTTOSNAWVElI TNV ETTIBECN. ©a TIPETTEl £TTIONC VA UTTOPEI VA
ueTaPei amo TNV kataotaon idle otnv  attack. Apa
SnuIovpyoLE 2 transition OTTWS PAiIVOVTAI TTAPAKATW




PuBuIoEIC & transition Tou
animation Attack

» Xpeialdetal TTOOCOXN YIATI 6&V UTTOPEI VA TPEXEI KAl VA ETTITIOETAI
TALTOXPOVA (6ev EXOLUE TETOIO animation). XTAUATAEl VA TOEXE
Kar emTiBetal.  Omote 6 xpeiadetal va  dSNUIOLPYNOOLUE
transition ammo to atfack oT1o run, TOPA YOVvo fransition Ao TO
affack oTo idle kar amo €kel OTO run. ANUIOLPYOLME TO
transition ammo To attack oo idle.

» YOVOAO EXOLUE 6nu|oupyn0£| 3 ’rronsmon (run% o’r’rock |dle >
aftack, attack -2 idle) EEEsE—" i © -




PuBuIoEIC & transition Tou
animation Attack

» KOvte TIC TOPAKAT®W pLBuicec oTa  fransifion  TTOUL
sSnuiovpynoate EKTOX AMO TO TRANSITION ATTACK-IDLE!
ALDTO TO KAVOLWPE VYIATI OEAOLUE VA ETTAVEQXETAI OTNV
KaTtaoTaon idle ye 10 TToL TEAEIVEI N KaTaoTaon attack.

» AtmroemmAoyn Has exit time
» AtroemmAoyn fixed duration &
» fransition duration =0




Conditions Toub animation Attack

» Toopa Ba opicovpe To condition Tou transition idle-attack To
otToio Ba ¢ival trigger. H Siagpopda Tou trigger armo mn bool
parameter eival ot N bool utmopei va eival true-false, eva n
trigger amAQ «ImaipVel Eva Evavouan Kal eKTeEAEITal. OTTOTE Ba
TTOETTEI VA SNUIOLPYNOOLUE UIA TTAPAUETPO trigger Kal 6a TNV
ovopaoovue aftack.




Conditions Toub animation Attack

EmAcyovpe To BeAaKI TOL fransition run—=>aftack kar TpoocBeTov
TO condifion.

TMIAEYOLUE ATTO TN AIOTA TV condition 1o attack
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Conditions Toub animation Attack
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PuBuloeIc Tov animation Attack

» 'OTtav TTATNOOLPE TTAV®W OTNV TTapaueTpo attack Ba dovue TO
animatfion Aftack 1o oT10il0 OTAUATAEl POAIC OAOKANPWBE. ©Oa
TAPATNPNOETE ETMIONG OTI O Player perageperal Aiyo TIOOC TA
APIOTEQA OTAV EKTEAEITAI TO animatfion attack. Avto coupPaivel yiaTi
Ol EIKOVEC ALTOL TOL animation &ival PEYOALTEQEC O€ peEyeBocC. ©a
TTOETTEl VA TO S1000WOCOLE ALTO.

» [a va 10 SlopBwooLuE peEvovpe o€ Play mode kal mAEyoLuE ATTO
TO PAKENO sprites Tov pakeAO characters kal armo kel OAeC TIC
eikoveg attack.




PuBuloelic Tov animation Attack

YTOV Inspector aAAaérte 1O pivot amo center oce custom.
ANALOLUE YIOTI TO KEVTPO &€V €ival IG10 YIA OAEC TIC EIKOVEG, APOL
eival SIAPOPETIKOL HUEYEBOULG.

©a aAAafovpe TOo X (pe SOKIUES) YIa
va S0LUE TTOIO €IvVAl TO KATAAANAO.
e =— Matape 10 VOLUEPO, £meiTa apply Kal
B UETA TTOTAPE TNV TTapdueTpo attack
yia va 6oLpE atmevBeiac TS Ba
| paiveral. Aokiuadote 10 0.23. av
OEAETE SOKIUAOTE VA AANQEETE KAl TO
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Script Animation Attack

» Oa SNUIOLPYNOOLUE HIA METARANTN
private bool afttack;

» Kal yia covaptnon

private void Handle Aftacks()

{
if (attack)

{

myAnimator.SetTrigger(“attack”);

}
}



Script Animation Attack

» Acg Sivoope evavopa (trigger) Topa otn Handle Attack
OTTOTE Oa TTPETTEI VA TO TTOOOOECOLE. A VA TO KOVOULUE

ALTO BA TTPOOCOBECOLUE AKOUA HIA CLYVAPTNON
ESw Aépe OTI av TTaTNBEl TO

private void Handlelnput() QOIOTEES Shift 83 ExoLLE
{ £TTIBECN. XTNV OLOIA OTAV

maTnBei Oa vivel true n bool
If (Input.GetKeyDown(KeyCode.LeftShift)) peTaPANnTh kai Ba Tpeger N
{ Handle Attacks

myAnimator.SetTrigger(“afttack”);}

} ESw Siveral To evavopua



Script Animation Attack

» Twpa Ba mperel va kaleoovue TN Handlelnput yeca otnv
Update

» Avapeoca otn Start kal TN fixedupdate Ba mmpoobecovue
uia vupdate

Void Update()

{
Handlelnput();

}

> Oa TTPETTEl ETTIONG VA KAAECOLPE KATTOL TN Handle Attack
oTTOTE TTPOOBOETOLUE OTN fixedUpdate

HandleAttacks();



AOKINACOLUE

»  OAOKANPWOUEVOCS KWOIKAG

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Player : MonoBehaviour {

private Rigidbody2D myRigidbody;
[SerializeField]

private float movementSpeed;
private bool attack;

private bool facingRight;
private Animator myAnimator;

// Use this for initialization
void Start ()
{
facingRight = true;
myRigidbody = GetComponent<Rigidbody2D>();
myAnimator = GetComponent<Animator>();

}

ivat id HandleMo t(float horizontal
// Update is called once per frame pPlV? e void HandleMovement(float horizontal)

void Update() myRigidbody.velocity = new Vector2(horizontal*movementSpeed,

myRigidbody.velocity.y);

HandleInput(); myAnimator.SetFloat("speed", Mathf.Abs(horizontal));
s }
void FixedUpdate () private void HandleAttacks()
{ {
float horizontal = Input.GetAxis("Horizontal"); if(attack)
HandleMovement(horizontal); {
Flip(horizontal); myAnimator.SetTrigger("attack");
HandleAttacks(); }
} }
private void HandleInput()
{
if(Input.GetKeyDown(KeyCode.LeftShift))
{
attack = true;
}
}
private void Flip(float horizontal)
{
if (horizontal > @ & !facingRight || horizontal < @ && facingRight)
{
facingRight = !facingRight;
Vector3 theScale = transform.localScale;
theScale.x *= -1;
transform.localScale = theScale;
}
}



using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Player : MonoBehaviour {

private Rigidbody2D myRigidbody;
[SerializeField]

private float movementSpeed;
private bool attack;

private bool facingRight;
private Animator myAnimator;

// Use this for initialization
void Start ()

facingRight = true;
myRigidbody = GetComponent<Rigidbody2D>();
myAnimator = GetComponent<Animator>();

I

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

HandleInput();

void FixedUpdate ()
{
float horizontal = Input.GetAxis("Horizontal");
HandleMovement(horizontal);
Flip(horizontal);
HandleAttacks();

private void HandleMovement(float horizontal)

{
myRigidbody.velocity = new Vector2(horizontal*movementSpeed, myRigidbody.velocity.y);
myAnimator.SetFloat("speed”, Mathf.Abs(horizontal));
¥
private void HandleAttacks()
if(attack)
{

myAnimator.SetTrigger("attack");
}

}
private void HandleInput()

if(Input.GetKeyDown(KeyCode.LeftShift))

attack = true;

}
}
private void Flip(float horizontal)
{
if (horizontal > @ && !facingRight || horizontal < @ &% facingRight)
{
facingRight = !facingRight;
Vector3 theScale = transform.localScale;
theScale.x *= -1;
transform.localScale = theScale;
}
}




AIOPOQ2LH TOY LOOP

» Aalpovue amo To animation Attack 1o Loop Time, aAAG
TO TTPORANUA &€ SiopBwveTal.

> Oa TTPETTEl VA YLPIOOLPE TN PETAPRANTN attack pe kaTtTolo
TPOTTO O¢ false, omoTe Ba MEOCBECOLE UIA CLVAPTNON

private void ResetValues()

{ ALTN TN cLvAPTNON Ba TN
XQNOIUOTTOIOVE KAl YIO AAND
attack=false; animation kTA -Trx Jump

» Kalovpue auTtn Tn ocvvapTnon yeca otny FixedUpadte
AOKIMAZOYME =ANA!



AIOPOQ2XH THX KINHXHX KATA THN
EMN©QELH

» Eva akopa mPOPANUA TTOL PTTOPOLHPE VA EVTOTIIOOLUE &ival OTI O
TTAIKTNG &€ OTAUATAElI VA KIVEITAI AKOUA KAl OTAV €mMTIOETAl. ©a TTOETTEN
va OTAPATAEl OTAV ETTITIOETA.

» Méoa otn HandleMovement Ba mpooBécoupe TO TTAPAKATW EAEYXEL TNV
TpEYOUOA
Kataotaon

TOU animation.
Wayvoupe

ToLo
animation
naidel Ko ov
To tag AEN
gtvau (!)
Attack,
eKTeAelTOL N
Klvnon

Kai 8a vyivel



AIOPOQ2XH THX KINHXHX KATA THN
EMN©QELH

» Oa Tmpemel va Paiovpe kalr Tag oOTO
animation ouw¢ av  Bglovpe  va
SOLAEYEI.

» Me emAeyuevo 1O state Aftack otov
animator mpooBeTtovpe tag Attack

» Av TO SOKIUQOETE Ba TTAPATNENOETE OTI
00O emMTIOETAlI &€ UTTOPEI VA TTOOXWPNOEI
KAl TTIOOXWPEAE JOVO OTAV TEAEIWVEI QLTN

n Kivnon.




AIOPOQ2XH THX KINHXHX KATA THN
EMN©QELH

» Oa TTPETTE TWPEA VA SI0PBWOOLUE KAl TO OTI OO0 TPEXE
UTTOPEI VA ETTIOETAI KAI (PAIVETAI OO VA CEQVETAI

» ALTO Ba 10 SlopBwoovue peoa otn HandleAttacks
TOOOOETOVTAC TO TTAPAKATR

myRigidbody.velocity=Vector2.zero;

» AOKIUAOTE TO: ©a TTPETTEI VA OTAUATA TTOIV KAVEl TNV
£TTIOeoN



AIOPOQ2XH THX KINHXHX KATA THN
EMN©QELH

> Oa TTPETTEI VA KOVOULUE KAl pIA TEAELTAIA SI0POBWOoN TTOL
ApOPEA VA PNV UTTOPOLUE VA EEKIVNOOLE HIQ VEQ ETTIOEON
AV &V EXEI TEAEIWTEl N TIOONYOLEVN.

» [0 va TO KAvOoLPE auTO Ba TIPooBEcoLE OTO if TNC
Handle Attacks

Kal 6a yivel

AOKIMAZOYME AN AOYAEYEI



