:L.\FE 7_'=F'Z I\

AO2

V_A—<,3>

F_A—=>3 &
2-1 FvSOF—T_A—>3>

2-2 Tween)/—_X—=>3>
2-3 BE/ XS

N=2324.21R=X(EK L. 4.3.0(CEHIGLTNET,

+ +SusEEM — 0

' O GameProgrammingLAB

=L JAOTS=2 ,-/.1"
@ ProglLab

70935 K—

ver.1.0.0

@ GODOT

ARE(FGodotT>>>DER. FEZEMNIC
TOUSRBESEEEZERZESNFWELIZEDTY,

AEEFA ARy b ETERMARLTEDERIN
EFIEIIRELTEDEE A,

H|UrCORE. BR. B, EZESHONZULET,
EEBNTOFNAE. FrICEBEDHFIZF TS,
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A02

P A—=>3 V&

2D — LN TV ZA—S I ESIBERZERITCHET . J—REFTIRLS, TweenISRAW, 21 —45-JY—-X%&
WY UBEH U — RZEEDBREIZNTIN HF(C ESCETEIDRIBADDENT ZA—2322D<DIEN
AnimationPlayer(3F'—AAT =10 FDWB B IRIREE TEFET,
RIESEDENTED S, ELTRLIEZW — R T,

AoO-)IL9 355 FvvSI5— « AT/ Ul @—Y—+a>—-J1—X) ITJx0b

m [#] ParallaxBackground AnimatedSprite2D

m Player GPUParticles2D

<>x 52
Yyvye

EEY)DBZZNR S—LATZT O
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FVSOH—T_A—=>3>

« AnimationPlayer (1)

« AnimationPlayer (2)

« AnimationPlayer (3)

« Sprite)7=—X—=>3> (1)

e Sprite)7=—X—=>3> (2)

« AnimationPlayerZz{#> /=Sprite 7 _X—>3> (1)
« AnimationPlayerZz{#> /=Sprite 7 _X—>3> (2)
« AnimationPlayerZz{#> /=Sprite 7 _X—>3> (3)
« AnimationPlayer®;&H (1)

« AnimationPlayer®;&H (2)

« AnimationTree [StateMachine] (1)

« AnimationTree [StateMachine] (2)

« AnimationTree [StateMachine] (3)

3 Copyright © ProgLab All rights reserved.



AnimationPlayer (1)

AnimationPlayerOEARNIMEVNA ZEHRLUE T, - bSO e AIZEEETDIMN TN

L NTWEY, JO/\F o RSAENR[ME
Bn, HAXREZBIETEEFI L. A
Vv RO UIXT7 Z A= 3 > 0O
EDIAZTTAIY REETTE
EC

-r 0 o 4 5 *;| ); —
E W
® Sprite2D

AnimationPlayer ® sprite2p

Sprite2D) — REFZ =X —< 2B ZZTlE. O/NF o S OEIEA
3> EHBTECUET, e 5 THEDHFT,

B 37

@7 A-—3vOEE.

B Sprite2DMDposition /7« Z
A cer ciip. X ASY cAGNID S S Ay 4
ALSA2NTED
NDFET,

4 4 B p» p O

+ RSy EEN —Tu:u

A (EHRERRE () 2
RKUTVET,

Y = ARFuF 0.1 £ v &

NSy OEEMNEI VY ITDE AZ1—MNRRSNFKT,

Next Page 1ér
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AnimationPlayer (2)

2-1

M Sprite2D
x:0 y:0 ODER=ICAE D&
SNTUWLET, RPN Position [0/ 1 (DS

Animatior 7_0%0 IJ v 0 L/gsa-o

Region

Transform

A

BALSA NTIRA > BAY
fienxElic, CIhi+—
jl/_A(:UDgEa-o

A LTA > DEFEDIBDES
BEIOUYITITIMN EDRy D
AIC1EANDTDE BEANY R

(BULHEER) M0 EC3(CHE
BILEXT,

Sprite2DZEIH £ A UBMNIEAIEFT CTRESEBE I . &
(FEHCTRWCTT,

O Node2D

Transform

B = /=positionT 01/ S5 O
wo— xSy I LET,

INTOWEIRICF—-TL—
L TESNDFE L.

ELrORT2ZEDIT, PZA—23>=BE U TEMFhE
aLEY.

F—IOL—ATZA—>3>2(F BEERISICENTNSETE
UlieF—JL—LADORIZEENIC A A—XICHTTIT DT A
—> 3> DL BNBOMNEETY,

Sp—="y

+ &

AOVT QBT ZA—-23>
ZHEITBICE. play() AV
RTV_A—23>D%a1%Z18
ELUTEITUET.

Next Page 1ér

® Sprite2D

HE AnimationPlayer
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AnimationPlayer (3) 2-1

hSwOZBIMUT, BENRVZA—23>2(CUET, - RBRCS—ERITUEBRICICICTZA—23 >R SED
C CTl&. rotation ([El#Ex) D L BEY. PIA—23 &)L -TEE35EEELDORT >

JO)N\F+4 DS YvOZEENMU ® /74 0BR . TEREUFET,

BEBESEFT,
a = »

O MNodez2D

PA=23>&I—T=E

2 position 9,
— FLE rotation
rotation 8w I EIIENE LU, positiondEEZERU : ﬁfﬁgi;ﬁﬁﬁ?%ﬁ
KDIC. BEAY ROMUEZEHNL TS, F—TL—LA%Z
RELTWVWEET,

L F=TL—LDORA> MINDRD RS Y I TR SES
¥ arekul . LBTE PIA-SILEWHEET ST LN AT,

O Node2D

Transform

NSYORIMRIC(E. 7ZXA—23 22T DTEZRET
BAZA—EHDET., WBWBHULTHKD,

BETDE, MEURNSEETDI T ZA—23 2 (TRADFE
Ulce SOXRIICHSYIZMBHENDE THEMEIT A2
322 D<K D2 TCVEFT,
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Sprite7Z-X—>3> (1) 2-1
2D — ATFRICTZA—23>%58 DL BT ENTETDD CCNETLAY—F SO HET A -3 TED.

A, AnimatedSprite2DT9, RITS5A b —hZFE>THF | EEMNRI-RTY,
VIO —T _A—=23>%ZERUZET, :
if is_on_floor():

. if velocity:

if velocity.x > 0:

.flip_h
elif velocity.x < O:

.flip_h

CharacterBody2D./ — RTI LAV —F v SUO5—%2T7_
A= 3>2TBBRCENTEFET,

. |]-|_.'-|":_.-" f ||I_,Un|| ]

.play("idle")

¢ CharacterBody2D

@ AnimatedSprite2D =44 : https://pixelfrog-
assets.itch.io/pixel-
adventure-1

.play("jump")

— p——— . is_on_floor() XY w R(&. CharacterBody2DDAXYVw KT,
Bl = | v 5 ala a5 i <10 - FYSOY-DERHDIVZIATSI AT MoV T
—_ ST AT (HERE) ([TIEAU TVDIHBEI(C True ZRL

T EEE] -

. Velocity 70/ ¢ (3 CharacterBody2DD 0/ (5 T,
A A A L XEl (EEDBE) Y (L TOBE) ORAER DA

: : C OBNILTY . NP EODGEFEEE L TORWEHTET
COFITE. idle ((FH) . jump (Z+>7) | run (FE - EL BDSTRWNGE(E. XEHDESS5DAMEICEVNTLDD
D) D3DDIRRED T A —23>ZHELTNET, D ZHBITEFY,

ZD2D%AED TH v ST —DIRREDHIEZITL.
AnimatedSprite2D(TERE U 7 A —>3 > OBEZfEL
DT TVET,
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Sprite 7 -—X—>3> (2)

AnimatedSprite2DZ{E>7C. Fv S5 U5F—

® AnimatedSprite2D

Animation

AnimatedSprite2D_/ — [* g ®: 3740 SpriteFrames
ZEIRLUT. A2 ARTS
—®D[Sprite Frames]h'5
##8SpriteFrames;&iR,

EE FECI X —23>
JSFRIVDRRENE T

FoA=23v =LA

4 | > [

2T51 k3~

default

“A=232%EDFXT,

INF>ZDOUY T,

ERTDIRATSA b
> — ha#ER.

Idle (32x32).p

ng

PN —
B E SR,

b1
B eEeee e J

HEDIE 4%’%5&517&
MNCEDHETEE.

47 L—A%EEN

BERY>ZT IV IU
THERTEET .

BEB4EIIHAE
ON(CLTHEK,

VA= 3>%B
MTEE9,

VA= 3>%IK
RBERIZEIZDIT
THEFET,
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AnimationPlayer&{#E> JzSprite 7 - A—>3> (1)

AnimationPlayerzff> TH. AnimatedSprite2DDXD(C  : FZA= 32 >HFHREINNRT>ZIUvVIULET,

AT b —bhaEoE7ZA—=23>%D<NFEY, - AnimationPlayer/ — RN & PZA—>3 > &HRE
. BCEDRDICIRADFET,

J— RO TI ., Sprite2DIC(ETextureE U TRATSA b~

>—hZEEIDZTTVET,

M Sprite2D

) [ oamreimvarena v

Offset

i L PIA—IIIEERETBE. FALTAINTESND
. DT, HEWTTONT« hSyTZEMUET .

[
)
-
r__,ji
oF
[
N
Or
Ul
cl
9
U
Sj
9t
:o.|. |

@ Sprite2D FE(C12T0 L — LD — MIIR
D CUL\BDT, Hframes(C12
ZIREULET,

Texture (2] E PLE TR ]

Offset

Animation
Hframes

IJL—LZIEECBESEDD

JL—ALABSEONBIBEDET ., Al B
T. frameZziEUET,

DEFRNZD I OITDEETL—
LrDEFREHERTEET .

CNTEEED, 1TL—ATDRMSNELIZ. TL—L |
#ER(CHEETNE T - A—> 3 ([CRNET, | - frame_coords

Next Page 1ér

9 Copyright © ProgLab All rights reserved.



AnimationPlayerZz{E>/zSprite 7 —X—=/3

> (2)

FALSANCF—TL—L%
EBNMUTNWEERT ., 12ARY
H— RV OTEIELET,

exture % inernuyumrng v TO 4 4 8B I » 01
Sprite2D /) — RDA > ANRD

A —h5. FrameDiE~—72
20w O UET,

+ FSuvEEM —~ 0
® Sprite2D
B

0JL—LBDEHENF—TL—
LEUTEESENF L.

BY—DZHEMIOVYITDE
CDEI(CF—-TL—LHNEN
SNTNEFT,

BY—0ZOVYIFTBEUC. TL—LTE
S(F1IDBR TV, IBESRDI L
—LEMENFET .

ALSA2Z2RPISUET,

4T —LDEMULELUE. £EFCL12TL—LHDDTED
ZEMUTWEET,

ETDORSAYF—&i#ELTH

10JL—L2EMuELER. TIAIRTIEITZA—>3
SOESMET, 1L —AN0.1OEE(CIRD TWLDBIE
H. TN ETL —A=EPESNEE A

4 a 8 » 1

v B BE ® ¢

=
& 1 [oe)

1
{

T__A—=>3>2DE
SEERELUET,

1L —LADBAR
M ELERT,

FPZA=23>ORSZ1.2MICEELUT, KBDD2TIL—A
ZIEMUET,

1

PR PR REY

TROXSICTL—LBICTL —DBNRRSNIBEE.
B IL—ABSHERLU CGEESNTLET,

(o]
2 O x—mEA

& ToERs IL—LEEIUY

O UTHF—ZHIBRT
X9,

) RESET{E&EIEN

o +-—%&li%

ZTDIHEEF—ZHIRLUL TS, A 2ARDEY—-TIL—L1A
BEZEVRZHEL. F—TL—LEBIMZPDEULET,
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AnimationPlayer&{#E> JzSprite 7 - A—>3> (3)

AnimatedSprite2D E[EEk(C. BEDT A —>3 > Z/ERK
L. Scripth 57 ZA—3>&%YDBXTBLEIDBCEE
TEFET,

ATS5A4 b2 — MMIETORENSENTULDIEEE. N
TNDIRRED T —A—23 > ZBINU. ERT L — L%
EITBDCET, BEDV ZA—23>ZEKCTEET,

DA

P
E v -
https://clembod.itch.io/war @ &
Y

rior-free-animation-set

—h. FEDKICT7OS 3> EICRTSA 2 — MY
M TWBIEE(E. BRCEHRMAD B EZEDFTT,

de i) BHEEPHTRLE2S

rn(20) @E@O O30 8BE
EARBIMERFIESRIR—FKTODED TI A, Texturell

2T54a4 b2 — bEEEURIC, Texture&HframesDi
AU oL THEEET,

® Sprite2D

Texture ) B cvnmmvinnme o
il  1dleFD>—
Anima

FALSA2TREIDKDIC
Sy IMEMESNE T,

ZD&. frameZzRIR—ZOFIBBDEIMU T, idler7=—X
—> g > W TEHN>IEIREET T,

4 4 B B » 11

+ FSvo®EEMN —+0
® Sprite2D
[ K] *
B

*

RICrunZ ZX—=>3>7%EN0. 1#RUL. Textures(Crunf
DATS5A 2 — bEEEL. BU < Texture&EHframes®
B>z 0IUvwIUET,

® Sprite2D 4 4 BB O $| F-A-33Y |run

) B oonmeimruwiun

Ll RunAIDS —
Animatio

*

CODIFTBDBTET. 1DDSprite2DICEHMDRA TS b2 —
BEREL. ENTNEBIDF A -3 > & EHRITDEN
TEXEY,
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AnimationPlayer®;&R (1)

AnimationPlayerz{E> &, 80O/ —RJO/NFa%2T - ERCOUZI>ZIL—ASEICEBUREHITT,
L—AZECEEITDCENTEEY, :

DT —XTld RIZA MDFZA—->3>(Ck>TaY
S3ZOMBENINTCUEDCEZRRHEITDEHIC, TL—
AZELECOVUZI2OR (BAX) LUBZEEULEFT,

4 .
BEEOIUSI >0 MEE—S 3 B(C e
i JUS 3R B,

TREMTRIDOED (COVZI > ZRELHTT. TLA
V7 —DEF L TERERICRIDEPD (COHFRBHIEZDITEXT .

JUSIZDA P RRII—T

- (F. &TOUS 1 (TR

At DERENDZH, THTF—
s IL—LERELET,

on M 1

V23>0 8+ X(&. Shape

——— TOIF+ ZHFZICEBETBRIET
rransform ZEL. B PositionT /T2 & [EEEEs e R
Position 0 - ;C(L_ON/OFFL/TE }:Ebgsg_o
, ZELUET. ; -

KDoAV 3> 0B - EHE
DisabledJ O/« &TJL— LA

CNICED TL— LT E(CHTAEET T ’

BCENTEET, AnimationPlayerz{E> C & T, #RLIMREZ (L &MNNCT
>hO—-ILTBRCENTEET,
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AnimationPlayer®;&R (2)

AnimationPlayer(Z bS5 v OZEBIMITNE. EEDTA1ZS - (@ r-gvvss) resn
J (F=TL—L) T. AR EEEZETCEEY. :

R A—FTAABERSYD

VA=A ORERBDIA I THREZBESEFI,
ZITE RIZRDIBZIESECHELL D,

V_A—=2329B/)—R(&E
AudioStreamPlayer_/ — R%&3&V

HfmE LT
AudioStreamPlayer_/ —

REENML CHEFT, BMENEA—F 1A RSYID

e SEELEUVVIBA. BEJ7
| (L2 RSwvJ& ROY I TEE
LEI,

WREBRMET 7 AIZATLAACERBLUTHEFT .

... Warrior_SheetnoEffect.p... =MW %5/1_\
5 #ITE52.mp3 https://soundeffect-lab.info
o o _ \ L EEIFAINERBEN. ToA—23SDIAZICE
AnimationPlayerlCA—F+« AB&E NS ORENUET, . BEIJ7AI)IUDEE
Y 7 = L LB TELNBEINET,

RITHEFRZ VY.

*F=FABEFS V..

FoA-avBERFSYY..

13 Copyright © ProgLab All rights reserved.



AnimationTree [StateMachine] (1)

=

AnimationTree(d. AnimationPlayerCa¥EULET7 A —=
3> ZHEHT DzsHD ) — KT,

m StateMachine (RF—hbk¥3 )

State (R7—F) &(& [HARE] DZET. AT—KYS >
BiR(EGodotAIN THEFENNDAHEETYI . AnimationTree®
StateMachineZ{f> T. IO —_A—= 3 > DI REZH|
HIBSENTEFET,

HIZ (L, IDLE (fF#%) MSRUN (ED) RR&ICIED & E (T,
TNTENDT A= 32/MRTET (S, MEERITIDE
DOTRLWTIH, WE (RE) PZA—>32(F &H
TRTIDERDFT,

—
)
—
m
A
\ 4

RUN IDLE » ATTACK

A

S—LURAICTZA=23> WG ATTACKZ ZA—=
Z L TERULL, IHETLTH S,

IDLE(CERD TARLL Y,

ROV TRTTFZA—2 3> D TIRER EZHEMHERIN
(E. TERLIFIRBRNWTIN, MO RICIERD>TUEVE
FTUERNTIEHDEEA.

AnimationTreeZEX (FT>F«YEBEME LT, &7 X—>3
ARREDRREZ S TETCEDIcS. BIEMNDHNDDOT < FEE
(CIRDZET,

AnimationTree/ — RZEMNMLES. 1> ARTS —DANIM
PlayerZO/\F 1 D [BIDHET...] ®OUVIULETY,

I AnimationTree

Ba ﬁ AnimationTree E
BOHT..
AnimationMixer

AnimationPlayer%zi&R U
9, CHUTAnimationTree&

#5]: HH AnimationPlayer

{# AnimationPlayer

A > ANRDT S —DTree Rootz
MEUZEY,

¥R AnimationNodeStateMachine
ZBRUET,

BERORERCNTETCT. N .

Next Page I" Root Motion
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AnimationTree [StateMachine] (2)

BUCLDICULT, thikRE
Z=FRI ) — RZENMLTLY
=F9,

AnimationPlayer(Ct\< D
DDF A= 3 HEE
SHCVDIREEN SEESDE
ER

| (IBEHETEZBNDD
AnimationTree ) — REBIRUITIREE T, MRRAJSRILDS - _C\DE‘——:_C(I’J/:UF”%EH_C“
[P=X—23>WU—] BRIRLET, co/rLTr= | PEETCRNTY.

A—2 3 VREOREN T ERE L TVEET, “
EEDRE > EERSRADEDICEELET.

> RS izegi: p BIE v

TLAE—F: » FSRIL v

J—RW5 ) —=RARYDRARSYIFTDERDKDICKREIN
DI ET,

R I - FTORESEC, J— REERITRATOEET, B
\ CNTVWD ) —RAILTDVZA—=232(F PZADDREA
JFIVADBHIMMIE TEIIYOIITDIEAZI-NEAND | s z3 L35 CRNET, 7= °
DT, [7P=ZA—=>3>%1EN] — [IDLE] Z:ERLF T, :

ZoFIfZE. RUNE
ATTACKD 7 =A—->3~
(& DIFFBZFE LR
ZEICIRDFET,

FoA—3vEENM ¥ & ATTACK .
. ek [IDLE] DD > DK D73
e DN TEHNDET,
o XTNEJ)— RELVET
& RESET )
RISFEGUIER DA IR ER
TOTLWEFET,

Next Page 1ér
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AnimationTree [StateMachine] (3)

BSA>DHFELTWLNLSIZSH, J—RED - CCTEHIEVCTUTOLSREFEICLE U,
) D == ~ | Jw 158 i
RWESA>HZIUVIOUGERUET, HARC(d. Immediates

Enabled(CLUTTCWLET,

Switch

a4 > AR S —(CAnimationNodeStateMachineTransition
ERRSNETONF A EENE T,

Switch Mode Immediate

Advance

3IfninjitionNodeStaceﬁMachineTransition (/ \ < DD\I,EE D\E D azg—b\‘\

R - Switch : IREEZZ X DF1 =27
Advance : FFHI7RENE
ZERELUTVNEFET,

Mode Enabled

ATTACKMSIDLEICRDS1>D
I VA= 3a>hiEHo>Th

5(Curzuyizsdb, At End(iCULTTLY
T —LBROBEDIL—IL®. | x5

TZA=23>DRTIS5A K, °
A—H—-ARCHITDIAIY

j I\ (C <:t 2C :6 N E-ﬁﬁmérﬂh E Switch Mode At End
W?él(g:g*) D iﬁ'o Advance

Switch
Switch Mode

Advance

Enabled

ROUT M EITT,

Switch Mode
- Immediate (1=« I1 k)
I (TIRDIREEICEET B,
- Sync (2>7)
I (TRDIREEICEE LUDD. BIEDIREZR U
A= O TREISE S,
-AtEnd (v b-I>2R)
BEDODFV ZA—3 28T U THSIRDIRREICT D,

At End

Advance®Mode

led - Disabled (74 ATAJILR) state_machine.travel("RUN")
Enabled ﬁﬁ'}b (: 3_ 5 ° i .
SEs . %ﬁ?&é/]’*_j)b X state_machine.travel("IDLE")
- Auto (A— 1K) : glse:
BEN(TREIT D, : state_machine.travel("JUMP")
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2-2 Tween?7_-X—>3>

TweenZ=>X (1)
TweenZ=>X (2)
TweenZ=>X (3)
Path (JX{X)
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AnimationPlayer(Zd 5 U7 —A =23 > & ERLTH - FT9DE. 1IBREIZMNTTAT (200,100) DAIENTEE)
= S ANORRICE>TT—A—S 3 >5@BESEEE © UET,

ENTEFET,
;
TweenZ S A (EScript T —LARAT T 0 T 0O/ G+
EEALSIT T ZA—23>2EBTENTEFT, —A
NOIRRICENDTETUTILIA LT ZA—>3>%33D
HZEREFITweenZES EVLVWT UL &L S,
+ & TJousy-Em Qo Sprite2DDZAEAD DT NELDS
JE—k O—AJL (C. TextureRectlCF T v ItEtk%
o main BNTLET . tween_property(A7'>T Uk, O, Z{bi%, EFRIIE)
iﬂz;t ~ 0 x| ATSIOROTO G EEE BT A—S I EFVET,

BEUZRIC, KESTZ2EB(CTUIBRZTEMUE U,

var tween = create_tween()
tween. tween_property(self, "position", Vector2(200,1068), 1)

‘ B tween.tween_property(self, "scale", scalex2, 1)

COBIL. TweenTOS A ZzERk L. EEDORIEANEE T DX
JUT NTY,

func _ready():
var tween = create_tween()

tween.tween_property(self, "position", Vector2(200,100), 1)

BE DR ZIEEL TVXT
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Tween IS ANV A= 3 (IIEEITEITESNE T, 4l
ZEESZTEFEDTZA—-2 3> DRIEIC. positionEFRRT
DB ANTEITUET.

print(position)

var tween = create_tween()
elf, "position", Vector2(200,100), 1)
tween.tween_property(self, "scale", scalex2, 1)

tween.tween_property

print(position)

ERIIBERIDOEBENEGRFT RSNEL,
CHUITween 7 —_A—>23>Z2 U CWLDES
MDAIB(IEDFEITTLNDEWNDCETT,

Tween 77— A —=<3 2 h%ED > TH ST DIIEZ U=\ )\i5
&lE. tween_callback() AVv RZEFENET,

func _ready():
print(position)

()

self, "position", Vector2(200,100), 1)

tween.tween_property(self, "scale", scalex2, 1)

1_callback

var tween = cr
tween.tween_proper
tween. twee inish_tween)

func finish_tween():
print(position)

2 DD TweendLIEH D> THS,
tween_callbac(AYVwv R&Z)TIEE=N/Z
AV RZEOH UET,

KITHR

19

f(CETweenZ I TE DUIENN DNH D FT,

tween.tween_property(self, "position", Vector2(200,100), 1)

tween.parallel().tween_property(self, "scale", scalex2, 1)

parallel)ZDIFz77 —X—=> 3> (&, MiTUTEITEINE
9, COBEEIBE UGS AT ETEBRAKFICEETEEINET,

var tween = create_tween().set_parallel()
tween. tween_property(self, "position", Vector2(200,100), 1)
1f, "scale", scalex2, 1)

F/z. tweenT S X{EREF(C. set_parallel)ZiEELTH
<&, ETHIATIVEENFE T,

tween.tween_property(se

var tween = create_tween().set_parallel()
tween.tween_property(self, "position", Vector2(200,100), 1)
tween.chain().tween_property(self, "scale", scalex2, 1)

tween.tween_property(self, "rotation", deg_to_rad(90), 1)

set_parallel )MMEESNTULTSE. chain()h¥EESNTL)
NUFIDRIDT ZA =23 2 HHEHD D> THBEITESNET,

tween.tween_property(self, "position", Vector2(200,100), 1)
tween.tween_interval(l)

tween.tween_property(self, "scale", scalex2, 1)

tween_interval(B5fE) (&, #EE LRI ZXA—23
AR OE T,
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TweenZ35R (3)

2-2

TLAY—DF7023>TESHELT, BECTHZDMND THE
RiRd (Jvo)\wD) 338MFaTweenTDO<DET,

TLATVT—REELCRNDNDESTFILICEKD, JvT)\w T
FTRIXVY RO IKDICULET.

x99, JvI)I\WIODER=ERTELEI ., kb_distancelddk
RIRZIEEE,. kb duration(ZBkIuR BKFEITI,

player.gd
kb_distance = 50

kbl /w2 )\w 2 (knock back) &
BIXTY,

kb_duration = 0.2

B (SO Ieh EDIETT,

player.gd
_on_area_2d_2_body_entered(body):

direction = -transform.x. @]

kb_position = position + direction * kb_distance

tween = O

tween. , "position", kb_position, Kb_duration)

direction(3BEAMICNYAFTRZDITFTDZET, HEABEDN
I RILICIERDET, AEESIEATVDIESE
Vector2 (-1,0)(C72DFET,

kp_position(d. BENEDpositionz&H UET ., IRED
position(C A & EEREZERNITZEDHIIEIASNE T,
T, tweenI S AZE&R UBMRIRDUIEZ LFE T,

ES—DODHITIE. FvSIOF—DIA—KIBELUT, &
ZTween CTZALETBTWLWET,

.modulate

"modulate", Color(l1.0, 0.0, 0.0),

(0.2).timeout

"modulate”, original_color, 0.1)
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Path (J\X) 2-2

TS5y NIA—NX—DEBZ—TED)L— MNITA> TREIStE . Sprite2D./ — R%ZPathFollow2D./ — RDF_J/—REUTHE
DIGERE, [HFig] MERIZES(CPathZzERALET. - R LUET,

Path2D_/ — RTRIE LD T—I&EKR L. BI&ITIBDT
O 9 f=sb(CPathFollow2DZ{EFHUE I,

Path2D_/ — RZEIRT D&, W)U —(C) R ZHE T D

R— ASA5— &I D&
T=shDY — LR ENET . = -

JCRI(Z3A> TSprite2D ./

CRhEE LT,
Bl i imr | czofcuraER. BB
L KA MEE | AV rDOH—TEEET S
= KAV LB | A R ERET S
_- ] N . ‘ : @ RotateszAT(ICITDE
g FIYEER A rERRT S : JCR (TR > TSprite2DJ —

RAERR LR <IEDET,

INR % B l.”l%) NADRIERI T ZDHNWTEHLET

(]

_process(delta):

I\ RIVEEELTH—T D .
EE&\WZHRETEEI, : PathFollow2D progress_ratio += 0.005

progress_ratio (FOJL AL
7)) #BIL—ABINESE3ZETE
BB ENTEET,
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T—LOBEFAICEXLDFTIN, F—LADOBRIHEEN (CHA
BZoADFETEDD., BITIREDERZRRLIZNDTD
ZEBTEFY,

m ColorRect

BH3I>27)LIRAEIE. ColorRect (BS5— LK) J—
RZzE>T, HEONAK TESEZRIEIBZIPDATY,

A AN AN AN AN AN
CNRIFITES — ADBESHE
D3O DET.

[®] ColorRect

o I

O Control

Layout
Localization

B TextureRect

EREE=(CEVEVEE(E. TextureRect (FOXF v -
LK) J—RZEENET,

TextureRectd-1 > AT S —"TI3.
{ERAY BTexturez L\ DH\DFELE
MoEIRUET,

[a] TextureRect

CCTCIIEBREFEDSIZITTIDT,
—&HB D [F7HAD...] 5. FH
G REURT 7 1)L ZFHHAHADH, <
E>OEZARIC, BEFEERI 7L
®RSYWIUET,

[=] TextureRect

o W

Texture

nnnnnnnnnn

Resource

BT 7 1 ILSiAHAEN
T. BRERRDFLUE,
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Parallax2D (1)

Parallax (J\S55w2oRX) &id. REOBENCK> TELD
YK &= < DYMANBIRDIRE TENK KDICEXBIRRDC
ETY9, BHERETE [RE] EBEENET,

2D — AT NSV IRDREED T ETERITERA®
HRBRDHDIERECENTEXT

GodotTEParallaxzxR&E I BcHD ) — KD, -2
3>4.3M5(& [Parallax2D] J— RHYENIESN. &NLET
DI)\—=3a>THERU TV — REFEDT ([CREEICE SR
BHERIRTEDESICRDFELUE,

BYTRIRZFEDIRKTE. Z2TILICROO-IILTDERE
LCHE/EXFT.

m Parallax2D

Parallax2D_/ — RZENML. B=E{RE U CTextureRectz
¥ /) —REUTERELTWLWET,

A ARDE —=TIFEROAOO—
JLREDIRUVDEENTEFT,

ZOPITIF. BREFN'1024x1024

[ Parallax2D

Eot)LdDizs. Repeat Sizell(E T |
10247%z187E L. Repeat Times(C(d2
ZERELTWVWET,

Limit
Override

BAM1E

BREGNEAICUE—hSNFIDT, NLEITTEHRE
BRI DCENTEFT,
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Parallax2D (2)

E5=X270-) - Parallax2D_/—R%Z= 2#ABULZE,
S a—F+ 2O — APPSO F— ATITEENBEEMICRY
O—J)LTBCET. AT—DETPPRAE—RERIETBC
ENTEET, Parallax2D./) — REFES ZET. B=NRE
BR< UE— bhE=NET,

Repeat

AutoscrollZs%E I NITE SN BEEH
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ZOFIT(E 1 FRIC100pxEAMEIC R Re”""‘ _
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Xo0O0-)LRE— RZ&E<

— e L L SR TEERERLL

. TWLWZEd,
rArAAAAAA rAAANAAAA .

N .‘_"L * |
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: PAAAAAAAA

mZEIAV0-) :

EHOEEEBEL. RIO0—ILAE— REEZ BT TR

TRAEEE T BN TEET, FlELTERRERED 2K

DEM AR LET,

ERCEB TN U THRINEDMDICKNWTIN, BRER
MEXARTENE. ETEMEICDKBITENTE F—
LDBEITERZHIT ZENTEFT,
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PDASZFENEKT,

GodotD2D4 — /A Tld. Camera2D/— RZEEHULEI,

Camera2D
DELE

7 A NOFEFTETLAT7—
PRICERRENBIESH, /(S
—SREEZBELFT.

ftAmoDYy%E-210px(CEREL TLY
F9, HASH LEAEIC210pxiE
9D ET, 210px A TX
RSNBESICRDELE,

nnnnnnnnn

TLATVT—DHE(CENDE T, 2DOBEENENTNEIRD
AE—RTROO-ILIFTBDLDCHELET,

[ Parallax2D

Scroll Scalez ZN<1.
0.5&0.8(CE&REFELE UL,
ELOESEEFEREZ/NE
<ITBDONRA> NTT,
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A ASEE

Camera2D(C(EMCELZ K DINGA—=FINHDFET, K<fE Position Smoothing

PNBEDEMBHRLET, | CORELCFIYTEAMBE, DASDEMERSNCT
Limit : ~ :

NASHT LA —TEH T BEEEHRLET, e

2 B

TopZ0ICLT. H#0MRo0— | Drag

)I/%:I\/ |\D—)|/L/353_o :ODL/EZ : _ —_ \ N Yo e
’%‘(JOffset:E;}EE L/_CL\57_:&J\ jl//r—v (LEB@ bfdb\iﬂ%nﬂﬂi L/ia_o

PNEDRZ CLETNET, BT, SESEIDERLL)

HEZVDBEXET,

H75mE. MmO A SRR
fIBZ3F5UFT,

Left®0(C9DZET. ik
(CEXoO0-)LULEHA.

FTFEEDN—>> (BREY
BDETHORME) EE,

A Y|
Editor
I+ AEmHELE CORFEEXUET,
BottomZEREIT D ET. L :
TLAYv—hEBTUL\DT ‘ : Editor
EHASSERLIENLS - Y ‘; ; Draw Screen NASDIREERIR EZ TR
[CTEET. e A ‘ A DA>ATEGDERET.

27 Copyright © ProgLab All rights reserved.



	アニメーション
	アニメーション概要
	キャラクターアニメーション
	AnimationPlayer（１）
	AnimationPlayer（２）
	AnimationPlayer（３）
	Spriteアニメーション（１）
	Spriteアニメーション（２）
	AnimationPlayerを使ったSpriteアニメーション（１）
	AnimationPlayerを使ったSpriteアニメーション（２）
	AnimationPlayerを使ったSpriteアニメーション（３）
	AnimationPlayerの活用（１）
	AnimationPlayerの活用（２）
	AnimationTree【StateMachine】（１）
	AnimationTree【StateMachine】（２）
	AnimationTree【StateMachine】（３）
	Tweenアニメーション
	Tweenクラス（１）
	Tweenクラス（２）
	Tweenクラス（３）
	Path（パス）
	背景＆カメラ
	背景
	Parallax2D（１）
	Parallax2D（２）
	カメラと背景
	カメラ設定

