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Overview of Unity 2D 
Animation
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Cycle diagram

2D Animation 
in Unity
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2D Animation 
in Unity

ProgrammaticSprite animation 
(frame by frame)

Rigid-body 
Animation Physics-based Bone-based 
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Why?

- Polished look

- Interactivity

- Game feel (hit effects, camera shake, 

feedback, etc)
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Vocabulary

- Sprite/spritesheets

- Keyframe

- Interpolation

- Unity Animator

- Parameters
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Create a new Unity 2D project or use a pre-existing one
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Course website → week 4b

http://www.madwomb.com/tutorials/GameDesign_Unity2Dintro.html
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Hit “apply”
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Drag the first sprite into the Hierarchy

If dragging doesn’t work:

- Create new empty GameObject

- Add Component - Sprite Renderer

- Select the first Mouse sprite 

through”Sprite” 
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Check for 
understanding
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Animation panel
- Allows you to 

add animator 
component to 
gameobjects

- Allows you to 
create  & edit 
animation clips 
attached to 
gameobjects
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Have the player selected before creating an Animator 
& Animation Clip
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- Hit “create”

- Save the animator in an Animation folder (or create a new folder)

- Rename Animator to mouse_idle.anim
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Shift+click to select 1st & 2nd 
sprite
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Mecanim State Machine
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Mecanim State Machine

- Type of finite State Machine 

- One animation clip will play

- Uses: 

- Character animation & 

transitions

- UI 

- AI

- NPC/enemy

- Objects
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Just an example of state machines in action

30

#
#
#
#


Select Player Animator Controller
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- For booleans, set to true

- For Float/Int, set to > or < a certain value
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Summary - State Machine

Adding animation to script

- Declare animator: public Animator animator_name;

- Edit Parameter: 

- animator_name.SetBool("name_of_condition", true);

- animator_name.SetFloat("name_of_condition", 1.5);

- animator_name.SetTrigger("name_of_condition");

Creating transitions in the animator

- Right click and “create transition” 

- Add a condition based on your parameters

- Turn off “has exit time” if you want your animation to continue
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Controlling States 
through Scripts 
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Using State Machines to Create 
AI Behavior

https://medium.com/the-unity-developers-han
dbook/dont-re-invent-finite-state-machines-ho
w-to-repurpose-unity-s-animator-7c6c421e57
85

- Create a script, inherit from class “State Machine Behaviours”

- Script -> change Animator state -> call other scripts

-  OnStateEnter and OnStateExit

- class TriggerContinueAfterDelay : StateMachineBehaviour {
    private float delay = 1.0f;
    
    void OnStateEntered() {
        this.DoAfterDelay(this._delay, () => {
            this.Animator.SetTrigger("Continue");
        }
    }
}

    void OnStateUpdate() {

        this.Animator.SetBool("BoolName", 

False);

    }
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Post to Piazza:

A screenshot of your state 
machine with one or more 
parameters
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Additional Resources

Using Mecanim State Machine for AI: 
https://medium.com/the-unity-developers-handbook/dont-re-invent-finite-state-machines-how-t
o-repurpose-unity-s-animator-7c6c421e5785

Animating visual effects in Unity: 

http://www.madwomb.com/tutorials/GameDesign_UnityScripting.html#2e

Animating background/menu: 

http://madwomb.com/tutorials/GameDesign_UnityVisualNovel.html#animation

Tweening: http://www.madwomb.com/tutorials/gamedesign/GameDesign_Tweening.pptx
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