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* Tweens
* Coroutines
* Scripting
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Playable
director u

Exposed
Reference

Timeline (Playable asset) 3TO acceT n He
MOXET coaepXaTb NPAMbIE CCbINKN Ha
00beKTbI cueHbl. [loaToMy B acceTe
cospgatotca Exposed reference, B KOTOpbIE
NPU UCMONTHEHUU C NOMOLLbIO Resolver
(Playable director) OyayT npocTaBieHbl
HeobxoanMble OOBLEKTHI.
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Signals

* Signal Asset - cBA3yloLlee 3BeHO Mmexay Emiter
N Reciever. MoXeT ObITb NEPENCTOSIb30BaH B
Pa3fnnYHbIX TanMnanHax

* Signal Emiter - cogep>XUT CCbINKy Ha Signal
Asset. Ha TanmnanHe Bu3yanusnpyeTtcs Kak
Mapkep

 Signal Receiver - KOMMNOHEHT CO CMUCKOM
obpaboTumk. B kaxxgom obpaboTumke ectb
CCbIfika Ha Signal Asset

same Signal Asset is triggered.




 Behaviour
* Clip
* Track

* MixerBehaviour




Behaviour

KacTtomHas normka. Boobuie gomkeH AormKkeH
peanuni3oBbiBaTh

Ho Ha CKpWHe ero HeT, TaK Kak ee peanuayer
mixer




CogepXuT gaHHble U cepnanmayeTcs B
Timeline Asset

,D,OJ'I)KHa peajin3oBblBatb METO/

le CreatePlayable(PlayableGraph graph, GameObject owner) 1
1ptPlayable<UIScaleBehaviour>.Create(graph




Track

UIScaleTrack : TrackAsset {

Playable CreateTrackMixer(PlayableGraph graph, GameObject go

ptPlayable<UIScaleMixerBehaviour>

MoXXeT XpaHUTb B cebe CChISKY Ha
GameObject, Component Unun Asset.

GatherProperties(PlayableDirector director, IPropertyCollector driver) A

= director.GetGenericBinding(

0D03Ha4aeT C KakuM TUMNOB f}f
PlayableAsset byneT pabotaTb aHHbIN TPEK. S0 = new Serializedobject(conp)

ite = so.GetIterator()
iter.NextVisible(
(iter.

yKa3b|BaeT Ha TO’ C L‘IeIVI l¢— .AddFromName<RectTransform>(comp.
MOXXHO OyaeT B AanbHENLWeM CBA3aTh “
OAHHbIN TPEK.

.GatherProperties(director, driver)




MixerBehaviour

ProcessScale(trackBinding

[lo3BonseT Aenartb NepekpbITUE TPEKOB Ha |
timeline. [NepeonpenensaeTt noseaexHne
Behaviour. otalWeiant = of;

e<UIScaleBehaviour>)playable.GetInput(l)
nput.GetBehaviour()

playable.GetInputWeight(1i)
ut.GetTime() / playableInp

+ innut

- totalWeight)




