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JIEMO CLIEHA

Anumayuu

Tak Kak 1eMO ClIeHa UCTIOJIb3YET aHUMAIlMU U3 APYroro accera, HyKHO CKayaTh
stoT maket anumanuii. Asset Store: RPG Character Mecanim Animation Pack FREE
(Cmacu6o Explosive).

[Tpu uMIopTe MocTaBbTE TaJOYKy TOJIBKO Ha manky «Unarmedy, kak Ha 1.1
PUCYHKE.

RPG Character Mecanim Animation Pack FREE
Kz
v = 58 RPG Character Animation Pack FREE
v =2 &5 Animations G
> [ &5 2Hand-Sword [ MEW ]
» & &5 Unarmed [
» [ & code [ M|
| 3 |_| ESFlaments | MEW ||
Pucynok 1.1

[Tocne mmmnopra ciexyer mepesanyctuth Unity mis toro, 4roObl aHUMAIUK
PaBWJIBHO CBA3AIHUCH C MPOEKTOM. [lociie 3Toro MoKHO 3arycKaTh IEMO CIEHY.

Ilocmaghghexmoi

st Toro, 4ToOBI chenaTh TaKyl0 K€ KapTUHKY Kak Ha BHUIEO, HYKHO
uMmnopTupoBath makeT PostProcessing uz Package Manager.

[Tocne mMmmopra y oObekra «POStProcessing» mosBuTCA KOMIOHEHT «Post
Processing Volume» ¢ mycteim mapamerpoM «Profiley. Tyma Hy»XHO IOMECTHTH
TOTOBBIN Mpodais, KOTOPHIH Mmoka3aH Ha 1.2 pucyHke.

Assets » Ragdoll Mecanim Mixer » Bonus-Dema = Other

== Character
= Fighter

% PostProcessing Profile

Pucynoxk 1.2


https://assetstore.unity.com/packages/3d/animations/rpg-character-mecanim-animation-pack-free-65284

CO3JAHUE RAGDOLL HA ITPUMEPE ITEPCOHAXKA ETHAN
N3 STANDARD ASSETS

1. KommnonenT «Ragdoll Constructor» u BeIOOp aKTHBHBIX KOCTEH.

KommoHeHT oTBedaeT 3a co3/laHHE CIEHUAIbHOTO PIrIoula Ui PaboTHI C
acceToM. DTOT KOHCTPYKTOP OTJIMYAETCS OT TOTO, YTO BCTPOESH B JABIMKOK. ET0 MOXKHO
HAWTH 1O MyTH U300pa’keHHOM Ha pucyHke 2.1.

Assets » Ramecan Mixer » Scripts = RagdollConstructor

c# Extensions
et PreviewBone
ot RagdollAvatar

H RagdollConstructar

Pucynok 2.1

VY Hrana A0BOJIBHO MHOTO KOCTEH, U BCE OHM OyIyT OTOOpakeHbI B BUJE
UEpapXUM KaK Ha pUCYHKeE 2.2.

¥« Ragdoll Constructor (Script) @ =t =
Character bones hierarchy.
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Pucynoxk 2.2

Hy>xHO BBIOpaTh IMEHHO T€ KOCTH, U3 KOTOPBIX OYIET CTPOUTHCS paraoiui. Ho
JUTIA Havajia TpeOyeTcsl yCTaHOBUTh aBaTtap. MOXHO UCIOJIb30BaTh OJMH W3 FOTOBBIX.
Onwu Haxonsares B manke «Ragdoll Avatars». Ha pucynke 2.2, BHU3Y, €CTh CHICIIHATbHBIN
napameTp. B HeTo u Hy>KHO MOMeCTUTh BRIOpaHHBIN aBaTap.

[Tocne ycTaHOBKM TOTOBOTO aBaTapa B HMHCIIEKTOPE IOSBUTCSA €IIe OJHA
uepapxuss Kocteil. Eciu KOHCTPYKTOp ONPEICIUT OJWHAKOBBIC HA3BAHUS MEXIY
KOCTSIMHM TICPCOHA)ka M KOCTSMHU aBaTapa, TO OH aBTOMAaTHYECKH WX CBSIKET. A eciin
KOCTH aBaTapa OCTAlOTCSl KpaCHBIMHU, 3HAYUT HYXKHO yCTaHABJIMBAThH CBSI3H BPYUYHYIO.
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JUJist 5TOTO HAIO0 3aKaTh MBIIIb HA KOCTH aBaTapa v MPOTIHYTh COSAUHUTEIbHYIO HUTh
710 COOTBETCTBYIOIIEH KOCTH MEPCOHAXkA, KaK HA pUCyHKeE 2.3.

¥ o Ragdoll Constructor (Script)
Character bones hierarchy.

[ThlrdPers:nC:ntr:ller

Ethan Ethan [Ethanskeletun
Body Glass

[EthanHlps

Ethan || Ethan

Leftl ||Right

pLeg UpLe{

=
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Connect corresponding bones,
Avatar [Plavemvatar (RagdollAvatar)

|| Restore Previous Configuration

[ Configure Selected Bones

Pucynox 2.3

Ho tak xak mms MtaHa ecTh TOTOBBIM aBatap, TO ynoOHee B3SATh e€ro. Torma
COEMHEHUS HACTPOSITCA aBTOMATUYECKH, 110 HA3BAHUSAM KOCTEM.

3enenvim yeemom nooceeuusaromcs akmugHvle Kocmu, u3 Hux oyoem cobpau
pazooan. Ilo Hadicamuio Ha KOCMU NEPCOHANCA, MONACHO BKIIOUAMb U BbIKIOUAMb UX.

Ecnu BBl XOTHTE CO31aTh HOBBIM aBaTap, TO JOCTATOYHO HAXKATh IPaBOU
KHOTIKO¥ MBIIIIX B 00J1acTH BKJIaIu «Projecty u BpIOpaTh B OTKPHIBIIEMCS KOHTEKCTHOM
mento «Create — Ragdoll Avatary», kak Ha pucynke 2.4. OH HAXOJIUTCS MTOYTH B CAMOM
BEpPXY CIIHCKA.

Create » Folder
Show in Explorer Raadoll Avatar
Open
£ Seri
Delete C& Script

Pucynok 2.4
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[Tocne Toro, Kak Bce HY>KHbIC KOCTH BBIOPAHBI M TIOJICBEYCHBI 3€JICHBIM IIBETOM
MOXXHO MPHUCTYIHUTh K KOH(PUTYPHUPOBAHHIO KocTed. [ 3TOro Hy>KHO HakaTh Ha
kHonKy «Configure Selected Bonesy, n3o0pakeHHyI0 Ha pUCYHKe 2.3, BHU3Y.

2. KondurypupoBanue koctei.

Ha sToM 3Tame mpoucxoauT OCHOBHasg paboTa mo HacTpoiike kocteil. Ilpu
Ha)XaTUW Ha KOCTh, BHU3Y KOMIIOHEHTA MOSBISAIOTCS €€ HAaCTPOMKHU, a B ClieHEe OyIeT
O0TOOpa)KeH KOoJUIaiep WK JUKOUHT 3TOM KOCTH. DTO MOXKHO YBHUJIETh Ha 2.5 PUCYHKE.
N3MeHsaTh mapaMeTpbl KOCTEM MOYKHO KaK BO BKJIAJIKE MHCIIEKTOPA, TaK U Ha CLICHE.

b = ¥ Third Person User Control (Script S,
» « [ Third Person Character (Script) @ = %
¥ =  Ragdoll Constructor (Script) oy

| Change Active Bones |

|Ethan5pine |

EthanLeft
UpLeg

I I
EthanRight fEthanSpmel |
UpLeg I

EthanSplneZ |
' Eﬂunﬂ. ] EthanLeﬁ:A |

*J_
EthanRightF
oreArm

Ethaanght

Leq

EthanLeft Ethaanght
Foot Foot

EthanLeftF
oreArm

EthanLeftH
and

EthanRight
Hand

Layer | Default 4]
Mass 170 |
Material «2None (Physic Material) e
Spring 11000 |
Damper 110 |

[ Copy. ]\ Paste |

Mass In Percent —) | 0,0625 |
Mass 4.38 kg out of 70.00

W Collider

Collider Type | Box 3]
Center X0 ‘Yo Z0.05
Size X01 Y |01 1201

Edit Bone Rotation [_|
Rotation %/270.019 Y [179.999|z0
M Joint

( Save Avatar 'EthanAvatar’ |
[ Create Ragdoll |

Pucynox 2.5

[Tocne HACTPOMKM OAHOM KOCTH BBl C JIETKOCTBIO MOXKETE CKONMPOBATH 3TU
napaMeTpsl B IPYTyI0 KOCTb. DTO MOKET MOHAA00UTHCS MPU HACTPOMKE OJMHAKOBBIX
WU 3epKalibHbIX yacTei Tena. CKeleT paraosuia HEMHOTO OTJIMYAeTCsl OT CKeJeTa
MepcoHaxka OpUEHTAUSIMU KocTeil. OH CTpouTcs Tak, YTOObI NPU KONUPOBAHUU
3epKaJIbHBIX KOCTEH, OOJbIIas YacTh HACTpOeK ObLTa HiaeHTHYHOW. Ho ecTh nBa
napameTpa, KOTOpbIe, HEOOS3aTENbHO, HYKHO OyJeT W3MEHHTh BPYYHYIO, MpHU
or3epkanuBanuu kocteit. Ilepsoiii, «Collider — Rotation» — sror mapamerp He
KOIIUPYETCs, a OCTaeTCs TaKuM ke, KakuM Obu1. Bropoii, «Collider — Centery — sror
napaMeTp KOMUPYeTCs, HO OAHY M3 oceil (00braHO X) Hajo OyIeT WHBEPTHPOBATH,
no6aBuB WM yopaB 3HaK MHHYC(-) mepe 3HaYeHHeM napamerpa. Ho B OOJBIIMHCTBE
CJIy4aeB MOKHO OOOMTHUCH O€3 UCTIPABIICHUS STUX apaMeTPOB.
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Ha oOannom omane owcenamenvHo 6vibpams ciou, 6 KoOmopom 0yoym
Haxooumwcsi kocmu. Cogemyto cozdams cneyuanvhwiil ciot «Ragdolly, u ésiopams eco.
Y CTaHOBUTH CJIOH MOKHO OYJIET M TIOCIIE CO3JaHus PIrAoiIa.

Yro OBl cO37aTh HOBBIM CIIOH, HY)KHO HaxkaTh «Layer — Add Layer», B camom
BEpXy HHCIIEKTOpA. A TIOCJE€ 3TOTO BBIOPATh CO3MaHHBIA CIIOM B KOHCTPYKTOPE
paraosia.

Buuzy 2.5 pucynxa ecmwv knonxa «Save Avatary, mpeomasnauennas O
COXpaHeHUsi cex NPOU38e0eHHbIX HACMPOeK, OMOeIbHO, 8 agamape, 05 NOC1e0yIoule2o
UCNONIL30BAHUS NPU CO30AHUU PI2OO0JILA OPY2UX NEPCOHANCELL.

[Tociie mpou3BeIeHNUsT HACTPOEK OCTAETCs TOJBKO HakaTh Ha KHOmKy «Create
Ragdolly», uro0bI co3math Bce Hy X HbIE 00BEKTHI U KOMIIOHEHTBI PAr0JLIA.

3. IIpoBepka parpomia u mogudukanus koga « Third Person Charactery.

[Tociie HakaTHsi Ha KHOIKY CO3JaHMs POrI0/UIa Ha CIEHE CO3JacTCs OOBEKT
«ThirdPersonController Container». DTto caemaHo ajs TOro, 4o Obl HE MOTEPSThH
CBSI3aHHBIX MEXAYy c000# mepcoHaka M ero pormoul. OHH HaxXOmSATCS BHYTPH
koHTeiiHepa. Tak ke coszmaercs o0bekT «Ragdolly, BHYyTpH KOTOPOro HaxomsaTcs BCE
CO3JIaHHBIE KOCTH ¢ KoMIOHeHTaMH. OTIMYne OT CTAHAAPTHOIO PATAOJUIA B TOM, YTO
PACI0JLI CYIIECTBYET OT/ICIBHO OT CAMOT0 IIEPCOHAKA, a HE B €r0 COOCTBEHHBIX KOCTSX.
Bce 310 n300pakeHo Ha 2.6 pUCYHKE.

v € characterThirdPerson* =
¥ GeometryStatic
P GroundObstacles
» GeometryDynamic
¥ Helpers
» Ul
» Cameras
¥ Lights
¥ Ragdoll
EthanSpine
EthanLeftUpLeg
EthanLeftLeg
EthanLeftFoot
EthanRightUpLeg
EthanRightLeg
EthanRightFoot
EthanSpinel
EthanSpine2
EthanHead
EthanLeftArm
EthanLeftForeArm
EthanLeftHand
EthanRightArm
EthanRightForeArm
EthanRightHand
» ThirdPersonController

Pucynox 2.6

dakTHUECKH PITJIOUT YXKE TOTOB, UM MOXXHO IOJIb30BaThcsd. Ho B JaHHOM
cirydae, B kone «Third Person Charactery» nmeercs Raycast iryd, KOTOpbIi HATBIKACTCSI
Ha Koyuiaijepsl parmoiuia. [1oaToMy TepcoHak MpHUCENaeT, TaKk KakK JyMaeT, uTo
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HAXOJIUTCSI B OTPAaHUYEHHOM MPOCTPAHCTBE. DTO OYCHB JIETKO MCIpaBUTh. 1) Havaa
cienyer OTKpeITh kon «Third Person Character» u no0GaBuTh mNEepeMeHHYIO
«layerMask», kxak Ha 2.7 pucyHke.

17 [SerializeField] float m_GroundCheckDistance = @.1f;
18 ¥ [SerializeField] LayerMask layerMask;

2@ Rigidbody m_Rigidbody;

Pucynox 2.7

Dta nepeMeHHas OyeT 0TBEYAaTh 3a TO, KAKUE CJIOU OYAyT BHIHBI JJIs1 pIiiKacTa.
B Kkojie eCTh TpU HMCIONB30BAHUS PIHKAcTa, B HUX HYKHO OyneT J00aBUTHh mapamerp
«layerMask», TouHo Tak ke kKak Ha 2.8 pHCYHKE.

93 = if (Physics.SphereCast(crouchRay, m_Capsule.radius * k_Half, crouchRaylLength, layerMask, QueryTriggerInteraction.Ignore})
= if (Physics.SphereCast(crouchRay, m_Capsule.radius * k_Half, crouchRaylLength, layerMask, CQueryTriggerInteraction.Ignore))
212 -l if (Physics.Raycast(transform.position + (Vector3.up * @.1f), Vector3.down, ocut hitInfo, m_GroundCheckDistance, layerMask))

Pucynox 2.8

Tenepp ocraercs TOMBKO YOpaTh TaloOuKy pSJIOM CO CJIOEM parjoiijia B
kommonente «Third Person Character» B uncnekrope.

Komnonent «Ramecan Mixer» BBINOJHAET BCIO PabOTy MO CMEIIHBAHHIO
bu3uKK paraosia ¥ aHUMauy mecanim. OH aBTOMaTHYeCKU JT00aBISeTCs IEPCOHAKY
HocJie 3aBEPIICHUS] CO3JaHus PATI0IUIA B KOHCTPYKTOpE. A KOMHOHEHM KOHCIMPYKMOpa
MOJICHO YOAIUumy, eciu oH 8am boavute He HyxceH. Ho credyem ymounums, ymo nocie
yoaneuus, pi32oosl MOMCHO OyOem  USMEHUMb MOAbKO HANPAMYIO, uepe3
coomeemcmayoujue KOMNOHeHmbl KOCMel.

YMEHBIINB KOJIJIalIep caMoro MepcoHaXka, MOKHO JTOOUTHCS B3aUMOACHCTBHUS
PATIOJIIA C OKPYKAIOIIMMHU 00bEKTaMHU, KaK Ha pUCYHKe 2.9.

Pucynox 2.9
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PABOTA C COCTOAHUAMU B RAMECAN MIXER

Komnonent «Ramecan Mixer» mpencraBiseT u3 cebs Gpopmy s pabOThl ¢
cocTosiHUAMH KocTed. Kak MOXHO yBUIETh Ha pUCYHKE 3.1, B BEpXHEH 4YacTH €CTh
BO3MOXHOCTh JTOOABISITh, YIAISITh M HW3MEHATH COCTOSHUSA, a HEMHOTO HIDKE
MPUCYTCTBYET UEPApXUsl KOCTEH paraoiuia. A IpH Ha)KaTUW Ha KOCTh, B CAMOM HU3Y
MOSIBJISICTCSL TEKYIIEE COCTOSIHHE IMapaMeTpOB KOCTH. MOXKHO BBIOMPATh HECKOJIBKO
KOCTEH M U3MEHSATh UX OJTHOBPEMEHHO.

¥ = [ Ramecan Mixer (Script) @ ' %,
| 0, default 4| Delete |

State Name default
" Update
Transition Smooth 1

[ Copy States ] Paste States

[ Select/Deselect Bones

1 1
| EthanLe'FtUpLeg | |EthanRightUpLeg || EthanSpinel
1

|EthanLe'FtLeg ||EthanR|ghtLeg ||EthanSp|ne2

| EthanSpine |
|
|
|

| EthanLe'FtFoc-t 1 EthaanghtFoot |[EthinH!id]| EthanLeftAlrn | |EthanR|ghtA|m

| EthanLeftFmeAlm | |EthanR|ghtF0|eA|m |

|EthanLeftHand ||EthanR|ghtHand |

Is Kinemnatic -
Only animation

Self Collision O
Position Accuracy

Rotation Accuracy

Angular Limits 4

¥ Joint Drive
Pucynok 3.1

I[Ipy cMeHe coOCTOsSiIHHMM, MapaMeTpbl KOCTEH MEHSETCSI COOTBETCTBEHHO
BbIOpaHHOMY cocTosiHuio. Ho st Havana Hy»KHO 100aBUTh HOBOE. [[j1s1 3TOTO MPOCTO
BBEUTE €ro Ha3BaHue, Hanpumep «deady. Toraa kHomKa psioM u3MeHHUTCs Ha «Addy,
€ W HYXHO Haxarhb. Xopomro. Crenyroomui mapaMmerp, 3TO IUIABHOCTh CMEHBI
coctosiHuid. YeMm MeHbIIEe 3Ha4YeHHE, TeM ObIicTpee W pemie Oyaet mepexon. Ecmum
3HaueHue oynet «0», To mepexoa OyJeT MTHOBEHHBIM.

[Tpu BeIOpanHOM coctosiHuu «dead», Haxxmute Ha KHOMKY «Select/Deselect
Bonesy», 4tobbl BBIOpaTh BCe KOCTH. Bbul yguoume, umo napamempul C613aHHble C
8pawyeHuem cmaiu HeaKmueHbIMU. Imo nomomy, Ymo 8bl0eeHa KOPHe8asi KOCMb, a Ha
Hell omcymcmeyem Oxcounm. Ecau vl masicmeme ma xopHesyro Kocmb, mo ¢ Hee
CHUMemcsl 8bloeieHue, U NApamempsl OHCOUHMA CIMAHYM aKMUEHbIMU. 31€Ch HYKHO
u3MeHuTh mapameTp «Rotation Accuracy» Ha 3Hauenue 0,1. Tenepb cHOBa BeIOEpHTE
BCE KOCTH, ¥ U3MEHHTE mapameTp «Position Accuracy» Ha 3nadenue 0, 11 TOro 9To0bI
MEPCOHAXK HE CTOSJI BEPTUKATHHO B MPOCTpaHCTBE. Elle MOXHO BKJIIOYUTH MapaMeTp
«Self Collisiony. [y coxpaHeHHs COCTOSTHUS, HAKMUTE KHOTIKY «Updatey.
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Ecnu 3amycTtuTe cleHy, TO BBIOpAaHHOE COCTOSIHUE aBTOMAaTHYECKU
akTuBHpyeTcs. MOXHO MONpoOOBaTh CMEHUTh COCTOSIHUE, U IOCMOTPETh Ha PEAKIUIO
nepcoHaxa. [Ipu pyuHoil CMEHE COCTOSIHUSI OHO CMEHSETCS MTHOBEHHO, 0€3 MJIaBHOTO
nepexoaa. Mbl OyieT U3MEHATb COCTOSIHUE TPOrPAMHO, 3TO OyJI€T UMEHHO TaK IJIaBHO,
KaK HY>XHO.

CnenaemM mpoCTOW CKPUIIT, KOTOPBIM OyAE€T MEHATh COCTOSHHS MO HaXaTHIO
KHOTKU. /{51 Toro, 9ro OBl CMEHHTH COCTOSIHME, HYXXEH BCETrO JIMIIb OJAWH METOHd —
«BeginStateTransition». B Hero HyXHO BIucaTh UMs TpeOyeMOIo COCTOSIHHS, JTHOO
MOPSIKOBBIA HOMEP.

using RagdollMecanimMixer;
using UnityEngine;

public class ChangeStateExample : MonoBehaviour {
private RamecanMixer ramecanMixer;

void Start () {
ramecanMixer = GetComponent<RamecanMixer>();

}

void Update () {
if (Input.GetKeyDown(KeyCode.UpArrow))
ramecanMixer.BeginStateTransition("default");

if (Input.GetKeyDown(KeyCode.DownArrow))
ramecanMixer.BeginStateTransition("dead");

OcTanoch TOJBKO TOOABHTH ATOT CKPUNT TNEPCOHAXKY M 3allyCTUTH CIEHY.
Tenepb mpu HaXKATHUKM HA CTPEIIKA BBEPX U BHU3 COCTOSIHUIO OYIyT MCHSTHCS.

D10 OBUT AJNEMEHTApHBIA MPUMEpP HCIOJIB30BaHUS COCTOSHUN parmoiuia. C
MIOMOIILI0 HEr0 BBl CMOXETE CO3/1aBaTh TaKOE MOBEACHUE PATrI0JUIa, KOTOPOE BaM
TpeOyercs. B acceT Tak ke BKIIIOYCHA JIEMOHCTpAIIMOHHA CIICHA, B KOTOPOW IMOKa3aH
OJIMH M3 BO3MOKHBIX BAPHAHTOB UCIIOJIH30BaHUS.

XKemaro ycnemHoro u npusaTHOTO Ucnoib3oBanus «Ragdoll Mecanim Mixery!
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BAXHBIE 3AMETKH

1. ¥V xommonenta Animator nepconaxa napamerp Culling Mode nomken 6bITh
BbIOpan Always Animate. B atom ciydyae anumarust Oy1eT mpOUTPhIBATHCS J1aXe eCIIH
MEPCOHAXK HAXOJUTCSA BHE MOJS 3PEHUS KaMepbl. JTO MO3BOJUT M30€KaTh CTPAHHBIX
PBIBKOB, KOT'/Ia IEPCOHAXK MOSBISETCS B MOJIE 3PEHUS] KAMEPBHI.

¥ .o ¥ Animator @ 3 %
Controller B Fighter o]
Avatar = playerAvatar ]
Apply Root Motion [+
Update Mode lMormal £ |
Culling Mode ﬁm'] :
Pucynok 4.1

2. B HEKOTOPBIX CiIydasXx MOXET MOHAJOOUTCS MCTIOIb30BaHUE PA3HBIX CIIOCB
JUTSL CaMOT'0 TIepcoHa)ka U ero paraosna. Cioit 1uist paroiijia MOXKHO Ha3HAUUTH 3apaHee.
B komnonente Ragdoll Constructor umeercst COOTBETCTBYIOIIHI TapaMeTp.

OOpatuTe BHMMaHHE, 4TO MOCJIE MMIIOPTA acceTa, y MepcoHaxa M y KocTen
MYCThIE CJIOU. DTO MPOUCXOTUT TOTOMY, UTO CJIOM HE TIOJIJIEXKAT IKCIIOPTY.

|han-:|.L ||hand.R |

Layer iRaganI \

Mass 70

Ak

Pucynox 4.2

3. Jlna mepenBMKeHHsI MEPCOHaXKa CIENyeT MepeMeniaTh OCHOBHOM OOBEKT
nepcoHaxa, a He ero KoHrteitHep. Ilpu co3zmanuu parposia, KOHCTPYKTOP CO3JAET
KOHTEHHEp IS IEPCOHaXKa M €ro parjoiiia, kak Ha 4.3 pucyHke. Parmosn HaxoguTcs
OTIEIBHO, NIl YIy4IIeHHs (U3UYECKUX MapaMeTpoB. A KOHTEHHEp co3maeTcs M
TOT0, 4TO ObI HE TOTEPAThH CBA3AHHBIC OOBEKTHI.

¥ player Cnntainex
k- Ragdaoll

Pucynox 4.3
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