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AHAJII3 CUCTEM NPOLEAYPHOI AHIMAIII B 2D-
MJIIAT®OPMEPAX

BinHMIBKWI HAIlIOHATHHUN TEXHIYHUNA YHIBEPCUTET

Anomauis

Y pobomi Oocniosceno emanu nobyoosu cucmem npoyedyproi auimayii ons 2D-niamgopmepie na 6azi
ieposozo pywia Unity. OchosHy yeazy npudileHo MexaHizmam OUHamMivHoi adanmayii nepconatca 00 cKi1aoH02o
penvedy 3a donomozoro ancopummie ineepcroi kinemamuxu (IK) ma mexnonocii Raycasting. Posensanymo
KOHYENYiro (hyHKYIOHATbHUX KIHYIBOK, SKI NOEOHYIOMb GI3VAIbHY NIAGHICMb [3 AKMUBHOIO (DI3UYHOI 83AEMOOIEIO,
WO 00360J1€ NEPCOHAIICY Nepecmynany yepes nepewKkoou ma aoanmysamu ONOpHi MOUKU 8 PealbHOM) Y4Aci.

Knrouosi cnoea: npoyedypra amimayia, Inverse Kinematics (IK), Raycasting, 2D-niamgpopmep, npsama

Kinemamuxka, Unity.

Abstract

The paper investigates stages to building procedural animation systems for 2D platformers based on the Unity
game engine. The main focus is on the mechanisms of dynamic character adaptation to complex terrain using
inverse kinematics (IK) algorithms and Raycasting technology. The concept of functional limbs is considered,
combining visual fluidity with active physical interaction, allowing the character to step over obstacles and adapt
anchor points in real time.

Keywords: procedural animation, Inverse Kinematics (1K), Raycasting, 2D platformer, forward kinematics,
Unity.

Beryn

VY cyuacHiif iHaycTpii po3poOKH BigeOirop ONTHMi3allis pecypciB Ta peaji3M Bisyaiizalii € npiopUTeTHUMU
3aBJaHHsAMU. TpaaMiliiiHa mokajgposa (CrpaiiToBa) aHiMallisi BUMarae 3HAYHUX BUTpAT Mam’sTi it 30epiranHs
BEJIMKOT KUTBKOCTI aTyiaciB Ta 300paKeHb YCiX MOXKJIMBHX CTaHIB NEepCOHa)ka. BUKOpHCTaHHS TpolemaypHOi
aHiMaIli 103BOJIsI€ OOYMCITIOBATH PyXW Oe€3MOocCepesHbO Tia 4ac poOOTH TPH, IO CYTTEBO 3MEHIIYE OOCHT
rpadiuanx ganux [1]. Kpim Toro, mporeaypHuii miaxia 3abe3mnedye OiIbll peaaicTHUHY PeaKilito MepcoHaxa Ha
3MiHy T'€OMeTpii cepeloBHIa Ta CIPOIIYE MAcIITa0yBaHHS MPOEKTY: CTBOPEHY CHUCTEMY JIETKO a/IaliTyBaTH JI0
HOBHX IIEPCOHAXKIB, 1110 3HAYHO 3HWXKYE 3arajibHy TPYJIOMICTKICTb PO3POOKH.

Pe3yabTaTu gocaixxeHHs

Cucremu mnporeaypHoi animamii B 2D-murardopMepax CKIamalThes 3 JACKUIBKOX B3a€MOIIOB’SI3aHUX
CJIEMEHTIB, KOKEH 3 SIKUX BIJAIOBiJA€ 3a MEBHY YacTUHY (Pi3MUHOI B3a€MOJIiT MEpCOHaXka 31 CBITOM. AHaJi3 LUX
KOMITOHEHTIB JIO3BOJISIE 3pO3yMITH MEXaHiKy GOpMYyBaHHS CKIIQJIHUX PyXiB 0€3 BUKOPUCTAHHS FOTOBUX KajpiB.

OCHOBHHM €IIEMEHTOM aHallizy cepeioBuiia € Raycast-cencopu. BoHM mpaiioloTh 3a TPUHIAIIOM
MIPOEKTYBaHHs IIPOMEHIB BiJ IepcOHa)ka /10 MiyIord. B irpax mi mpomeHi BUKOHYIOTH POJIb JETEKTOPiB: BOHU
MOBEPTAIOTh KOOPJMHATH TOUOK 3ITKHEHHS, HOpPMaJli MMOBEPXOHb Ta ieHTH(]IKaTOPU 00'€KTiB. 3aBISIKU IIbOMY
cucreMa oTpuMye iH(opMmalio npo reomerpio TarGopMu, HaXWII CXHWIIB Ta HASBHICTH MEPENIKOJ, IO €
HEOOX1THOI0 YMOBOIO JUIsl PABUIILHOT pOOOTH 1HIIMX MOAYJIB [2].

KittouoBuM 00YHCITIOBATBHEM €IIEMEHTOM € alropuT™M iHBepcHOi kiHematuku (IK). V Tpamuiiiinii animarii
MOBOPOT IJIeua BUKJIMKAE PyX JIOJOHI (TIpsiMa KiHeMmaTuKka). [HBepcHa KiHeMaTHKa IMpaloe HAaBIIaKH: CHCTEMa



OTPUMYE MUTBOBY TOUKY IS CTOTIH, a nakeT 2D IK aBToMaTHIHO BHpaxoBye HEOOXiIHI KyTH 3rHHAHHS CYTIIO01B.
Lle 3abesmeuye TouHy (ikcalilo KIHIIIBOK Ha HEpIiBHOMY penbedi, 3amodiraroun BizyalbHUM JedeKTam
MPOXOKESHHS HOTH KPi3b TeKCTypH [3].

HactynHum Ba)XJTMBUM €IEMEHTOM € KOHTpOJep KpOoKiB. BiH BiaNoBigae 3a KOOpAMHALIIO HIT MiJ Yac pyxy.
3aMiCTh IUKIIIYHOTO BiATBOPEHHS KaJpiB XOILO0HM, KOHTPOJIEP MOPIBHIOE MOTOYHE TIOJIOKEHHS OIOPHOI HOTH 3
BEKTOPOM MIBUAKOCTI. KoM BiICTaHb TIEpeBUIILYE 3aJaHHiA TIOPIT, 1HIMIFOETHCSA KPOK — MPOIeypHE TTepeMileHHs
uinboBoi Touku IK 10 HOBOT mo3mmii 3a JOMOMOTOIO CIIEiallbHUX KOHTpOJEpiB a0 MareMaTWyHuX (YHKIIH
(HampHKIIa1, CHHYCOI/TH), III0 CTBOPIOE e(EeKT M'IKOTO KoKy [4].

Oxpemy ponb Bifirpae (QyHKIiOHATBHA IHTErpallis MpoIexypHoi aHiMarii 3 (iI3WYHIMH BIACTHBOCTSIMH
nepcoHaxka. KiHIIBKM B Takiii cHCTeMi BUCTYNalOTh HE JIMIIC Bi3yaJIbHUMH €IIEMEHTAMH, a ¥ aKTUBHUMH
¢iznunuMu o0'extamu [5]. THTerparis 3 Gi3MYHUM pyIIiEM TO3BOJISE MEPCOHAXKY BUKOPUCTOBYBATH HOTH LIS
MepecTyanHs Yepe3 HeBEJHKI MepeIKoAn ado MmiITATYBAaHHS Ha YCTYIIH, SKIIO [iThoBa Touka K 3MmimnyeTses Ha
BEPTUKAIbHY MTOBEPXHIO.

Onucani eranu TPOIEAYpPHOI aHIMalii MOXYyTh OyTH pealli3oBaHI 3a JOIMOMOIOK CKPHUIITOBOI CHCTEMH
irposoro pyuist Unity. s peanizariii MokHa BUKOpUCTaTH cKpunTe Tty MonoBehaviour, siki MaroTh ITHKOKHi
KUTTEBUU ITMKII, 30KpeMa MOJJIMBICTh BUKOHYBATH OIeparlii KOXeH KaJp IIiJ] 4ac TPH, IO Ja€ MOXKIUBICTh
3MIHCHIOBATH MEPEBIPKY KiHIIBOK MEpCOHa)Ka Ul TUIaBHOI Ta BYACHOI ajanTalii iX monokeHHs. Pymrniii Hajgae
0i0mioTekn IS MaTeMaTHYHUX OOYHCIICHb, 30KpeMa POOOTH 3 BEKTOPHOIO MAaTEMAaTHUKOI Ta OOYHCIICHHS
noBopoTiB 00’exTiB. Takox Unity mae BOynoBanuii (hi3sudHuid pymriid, SKAi MiATPUMYE KOJIi3ii, TpaBiTaiito, Ta
Ji0 cuiT Ha (pi3uUHI TiNa, 1110 J103BOJIsE CPOKYCYBATHUCS CaMe Ha peaji3allil eleMeHTIB MPOLICYyPHOI aHiMarlii.

TaxkuM YUHOM, TEpexij BiJl CTATUYHOI A0 NPOLEAYPHOI MO J03BOJISIE 3aMIHUTH COTHI rpadivHuX (aiiiiB
KOMITAKTHUMH MaTeMaTHYHUMHU aJITOPUTMaMH, SIKi TAPAHTYIOTh aJalTHBHICTh Ta PEANICTHYHICTh Y OyIb-SIKHX
ITPOBUX CHUTYAIIisIX.

BucHoBkn

[Iponieaypna aniMariisi € epeKTUBHUM IHCTPYMEHTOM IIiJIBUIIEHHS iHTEPAKTUBHOCTI Ta Bi3yalbHOI SKOCTI B
2D-irpax, ocCkigbKM 3a0e3riedye JAMHAMIYHY aJanTallifo pPyxiB J0 CKIAIHOTO TE€OMETpii CepeloBHIIA.
BukopucTanHs iHBEpCHOT KIHEMAaTHKH JI03BOJISIE YCYHYTH apTe(akTh Bi3yalbHOTO PO3PUBY MiX MEPCOHAKEM Ta
irpOBOIO TOBEpPXHEIO, POOJISUM TMOBENIHKY O00'€KTa HPUPOIHOIO AJISi CHPUHHATTSA. 3aBISKA aBTOMATH3aLil
PO3paxyHKy 103 y peajibHOMY Yaci JIOCSATa€ThCsl 3HAYHA EKOHOMIsl IaM'sITi 3a paXyHOK BiJIMOBH BiJI CTATUYHHX
rpagiunux atnaciB. OTKe, MPOLEAYPHUH MiXiJ € Ba)XIUBOIO CKJIaJOBOI0 Cy4acHOi irpoBoi po3poOku Ta
HEOOXiHOI0 YMOBOIO [UIsl CTBOPEHHSI INTHOOKOT0 ePEeKTy 3aHypEHHS B IHTEPAKTHBHE CEPEIOBUILIE.
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