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7‘ Trash vs Hard coding vs Lottie
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7‘ Trash vs Hard coding vs Lottie
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}
2)} "ao" 0,"shapes" [{" :
0,0]1,[0,0],[0,0],[0,0]],
-1. 792] [381 718, 31]
H ADBE Vector Shape -
4

R lottie.loadAnimation({
P : container: element,

[o, 0] [0,0], [0 0], [0,0]]
. 381.718,-5.31],

s renderer: 'svg’,
“%55“?:”2355”%" s loop: true,
*%Dﬁﬁ.zef't?fFrw;‘;?"s[g;{;;ggeygzi o autoplay: true,
path: 'data.json’

1

hd":false}, {"ty"
0,0],[0,0],[0,0], [0,0]]

nd 0 1,"ks 0, 0
fa al fa a1 Ta all [1-118_R24 -20A_7A11 [147_51 28R8_3071 [114_R24 20A_7A11

1.json
JSON Document - 1,8 MB
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https://emojipedia.org/raised-hand

7‘ KoHeuHo, Lottie

=tech

Lightweight, scalable
animations for your
websites and apps

LottieFiles takes away the complexity from motion design. It lets
you create, edit, test, collaborate and ship a Lottie in the easiest

way possible.

Go to Dashboard




2015: co3gan nnaruH - Bodymovin gnsa akcnopTta
aHumaummn n3 After Effects n nepsyto Bepcuto
nneepa

2017: penusHynun nneep
2020: cosganu HoBbI doopmaT dotLottie anga android v ios

2023: pegaktop 415 Co34aHMs aHMMauni Ha
6a3e npoekra thorvg
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https://emojipedia.org/raised-hand

7‘ [TannnanH co3gaHmMa aHMMauUnm
Ha Lottie

Lottie pipeline

Ai Q o Design Ae Animate » oo g -
Lottie

lllustrator, Figma, or Sketch After Effects BodyMovin (json)
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[MnarnH gna AE

Workspace
Assign Shortcut to “Default” Workspace R mall Sc a a Search Help

Find Extensions on Exchange... .o |

Extensions v LottieFiles

Align
e confetti by mauriac@g!
Brushes
Character
Content-Aware Fill
Effects & Presets
Essential Graphics
Info
Learn
Libraries
Lumetri Scopes
Mask Interpolation
Media Browser
Metadata
Motion Sketch
Paint
Paragraph

v Preview
Progress

v Properties
Review with Frame.io
Smoother

v Tools
Tracker

Wiggler eature Support Checker

v Composition: confetti by mauriac@gmail.com
Effect Controls: confetti base

Flowchart: (none) Render Graph
Footage: (none)
Layer: (none)

v Project
Render Queue
Timeline: confetti base

Background

® w

v Timeline: confetti by mauriac@gmail.com

Create Nulls From Paths.jsx
VR Comp Editor.jsx

va None
) None
None

PHBYY B

®
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7\ CnnMcoK CBOWCTB

Lottie Supported Features

Lottie does not support all features of Adobe After Effects; please refer to the list below for details.
To test your animations with web, iOS & Android players, please use LottieFiles

apps.

Web Web Web

Shapes Android i0os Windows (SVG) (Canvas) (HTML)

Shape

Ellipse

Rectangle

Rounded Rectangle
Polystar

Group

Repeater

Trim Path (individually)

Trim Path
(simultaneously)
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7‘ Ha Bbixoge JSON, BHYyTpW
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0lUoi®y
10,
180,
: "Animation",
60,
512,
512,

180,
'Layer",

: {QAnimated Position
ralt o,

VEGEoT



7‘ BHYTPW MHCTPYKLUNW

Home Guide v  Lottie Format ~  Playground v  Advanced Concept ~ Search Previous Next > ) Editon GitHub

General concepts

General concepts

Booleans
Colors Layers This page describes values and other objects used throughout the lottie format
Gradients Shapes

Gradients without Booleans

Assets

Gradients with tra
Layer Effects In some places boolean values are shown as booleans in the JSON ( true / false).In other places they are shown as

Gradient Example integers with 0 or 1 asvalues.

Lists of layers and st~ Enumerations

Animated Property  Text Colors

Keyframe
Expressions .
Colors are represented as arrays with values between 0 and 1for the RGB components.

Animated Position

for example:
Transform

Split vector @0 0
@1, 0.5, 0]

Note sometimes you might find color values with 4 components (the 4th being alpha) but most player ignore the last

Bezier

component.

Gradients

Gradients are represented as a flat array, showing offsets and RGB components.

There are two possible representations, with alpha, and without.

Gradients without transparency
The array is a sequence of offset, red, green, blue components foreach color. all values are between O and 1
So let's say you want these colors:

- @ [0.161, 0.184, 0.459]

=tech - R




7‘ Hernan npo paboTy Hag nieepom

«Specifically talking about Lottie on the web, the
player file size is pretty large, and it's a lot of

JavaScript. It's like trying to have After Effects in 60
kilobytes of JavaScript»

(Hernan)
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7\ 3arpy3ka mn3 asset

if
let animationCache = animationCache,
let animation = animationCache.animation(forKey: cacheKey)

/// If found, return the animation.
return animation

do {

/// Load jsonData from Asset

let json = try Data(assetName: name, in: bundle)

/// Decode animation.

let animation = try LottieAnimation.from(data: json)
animationCache?.setAnimation(animation, forKey: cacheKey)
return animation

catch {

= tech —— _—



7\ YTeHne MHCTPpYKLUUM

startFrame = try dictionary.value(for: CodingKeys.startFrame)

endFrame = try dictionary.value(for: CodingKeys.endFrame)

framerate = try dictionary.value(for: CodingKeys.framerate)

width = try dictionary.value(for: CodingKeys.width)

height = try dictionary.value(for: CodingKeys.height)

let layerDictionaries: [[String: Anyl] = try dictionary.value(for: CodingKeys.layers)
layers = try [LayerModell.fromDictionaries(layerDictionaries)

if let glyphDictionaries = dictionary[CodingKeys.glyphs.rawvalue] as? [[String: Anyl] {

enum CodingKeys: String, CodingKey

case version = "v"
case type = "ddd"

case startFrame = "ip"
case endFrame = "op"
case framerate = "fr"
case width = "w"

glyphs = try glyphDictionaries.map { try Glyph(dictionary: $0) }
} else {
glyphs = nil

case height = "h"
case layers

} case glyphs = "chars"

if let fontsDictionary = dictionary[CodingKeys.fonts.rawValue] as? [String: Any] {
fonts = try FontList(dictionary: fontsDictionary)

} else {

fonts = nil

case fonts
case assetLibrary = "assets"
case markers

= tech



PnucoBaHue

for layer in layers.reversed() q

layer.bounds = bounds
animationLayers.append(layer)
if let imageLayer = layer as? ImageCompositionLayer {
imageLayers.append(imageLayer)
}
if let textLayer = layer as? TextCompositionLayer {
textLayers.append(textLayer)
} layerImageProvider.addImagelLayers(imagelLayers)
if let matte = mattedLayer { layerImageProvider. reloadImages()
layerTextProvider.addTextLayers(textLayers)
e layerTextProvider. reloadTexts()
A layerFontProvider.addTextLayers(textLayers)
layerFontProvider. reloadTexts()

/// The previous layer requires this layer to be its matte
matte.matteLayer = layer

let matte = layer.matteType,
matte == .add || matte == .invert

{
/// We have a layer that requires a matte.
mattedLayer = layer

}

addSublayer(layer)

}

= tech



[TannnanH co3gaHnd aHnMaunu
Ha Lottie

Lottie pipeline

Ai o Q Design Ae Animate ° Export s Run

lllustrator, Figma, or Sketch After Effects BodyMovin (json)
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editor.lottiefiles.com

2Feditor-integral vorkflow.lottiefiles.com!

10 edits available

LottieEditor

Edit

Toggle switch
Unique colors
Toggls background

All colors

Attributes
Layer Nam

Toggle switch

& New Animation

o e T b A A b a4 35

M s ¥,

= tech - T —




lott

c @ lottielab.com/editor?file=887a7740-4895-412a-bab1-e250d684b1d9

'

Layers

[0 Toggle switch

0 e background

0.0 0.2 0.3 0.4 05 06 0.7 0.8 0.9 1.0 11 12 13 14 16
A O A A A e N T O T TR TR T

Q O 0 O o) O

e ks st - S 5 WIS 0, T A A sl T S =
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7\ Cammapu: Lottie

HeT egMHOro MexaHm3ambl /19 CO34aHUA aHMMaL N
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7\ Cammapu: Lottie

HeT egMHOro MexaHm3ambl /19 CO34aHUA aHMMaL N

Tem 6onee ons BOCNponU3BeOeHUS
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7\ Cammapu: Lottie

HeT eanHOro MexaHmambl O/ CO34aHUS aHMMaLU N
Tem 6onee ons BOCNponU3BeOeHUS

. Henb3a B paHTaVIMe B/INATb HAQ aHMAUWNU
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/| Cammapu: Lottie

‘ HeT eANMHOro MexaHun3n
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( Ho!l HoBaa punya... !
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CKaK peann3oBaTb Takoe
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https://emojipedia.org/raised-hand
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Rive, welcome

@ rive.app o * © ® B v @ » X

? Products Community Learn Pricing Downloads

RIVE

Build interactive animations
that run anywhere

Blazing fast. Tiny size. Made for runtime.

Bring video games to life with Build animated Ul components that Bring brands to life with animated
characters, props, and Ul are ready to ship hero moments

= tech



7‘ [loBepuM, 4TO ganbLue?
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animation.riv

5249
0001
0087
0472
3fod
7275
bc@8
9488
2543
6f3f
0505
cloe
0620
401a
38db
c440
1860
1205
6605
b@c3
4544
18e8
dlee
050e
bd53

5645
0405
4409
6f6f
doe7
636b
9bc3
3f11
0002
1117
1001
afbl
0100
0090
0242
19b0
dc79
9302
0510
@e5c
3a20
901b
5941
1893
2bcf

RiveViewModel(
fileName: “animation”,
autoPlay: true

).view().frame(
width: 200,
height: 200,
alignment: .center

)



7\ [1pobyem n BCe paboTaerT

Android Emulator - Pixel_5_API_30:...

wtech A — _AKEErES



2014-2016: Max Wihlborg n Michelle Engvall
Hayann paspabaTbiBaTb UHCTPYMEHT

2017: 3anyck Flare, nHCTpyMeHT
ON9 cO30aHnd aHMMauun 1
akcnopTa ux B gif nnu Lottie

2019: Flare -> Rive

2020: NMownu B Kpoccniatpopmy,
Bktoyaqa Flutter, Unity, React
Native

2021+ AKTMBHO BHEOPSAIOT HOBbIE
dunun




7‘ [TONTHOUEHHbIVN peaakTop

&« > C @ editor.rive.app/file/splash/503867 h % ® ® B3 ¢ @ » O

Get the Desktop App B

© =

= splash

® ANIMATING

250
145% © 145%

0°

Normal

= [ rreeer

K
= FFFFFF O 4 ©

B eeeee

M scs7eD

Animations

> Timeline 1
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7\ MalLumrHa COCTOAHUN

Indeterminate
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7‘ 3aBNCMOCTU N3BHE - boolean

> Inputs

PlayAgainDefa..

isShow

FaceUp

EyesIdle

IdleLigh

Entry Dance

= tech



7‘ 3aBUCUMOCTU U3BHE - trigger

> Inputs DanceStop Console
PlayAgain PlayAgail..

Entry

tap

Celebration

PlayAgainDefault

EyesDAnce EyesIdle

Stop Dance

PlayAgain PlayAgai..

= tech



7‘ 3aBUCUMOCTU M3BHE - humber

> Inputs

PlayAgainDefa..

isShow

FaceUp

EyesIdle

IdleLigh

Entry Dance
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7‘ BHelWwHne nepeMeHHble

@ tech



7‘ Co3gaHne KocTen
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7‘ Co3gaHne KocTen
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Lottie -> Rive

@ Cheme Fle Gdt Vew Histery Bockmads Profles Tab  Windew bl T 8 ® B T @ a4 Q8 & Wedd0iug 1142

Rove - Lstar X [ Festued minstossbomon X 4 v

“ C & lottefBes.comanimations/at 2~ YpokLAML2 Hh %« O 0M s O0ON LD
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Features

o State Machine

Built for interactivity

State Machine Layers

= tech



=tech

Jsehr .riv

animation.riv
52 KB

Last modified on 30 Aug 2023, 9:47:56 AM

4) animation.riv

5249
0100
eofa
6761
0000
3537
2031
9501
0417
746b
0ofa
616e
0205
0b4d
4d62
420e
3105
09505
0507
00c0
54c2
c319
5602
003b
8043
0125
020d
7f6a
7065
6172
6820
2cc4
4356
0000
9677
1418
25ff
o50f
1900
1b00
0096
ac3e
1921
238e
abc3
ffoe

5645
0000
43ec
7264
137
of53
0039
0000
616e
7a7@
4409
6405
01ed
6964
440e
ec2l
0400
0002
0010
cb43
3157
0000
26a0
4319
56de
8200
clca
bed3
pLED
6d05
3105
1900
c3b7
béc3
4356
0080
6043
0002
0205
1005
c254
57e7
0092
ba3f
1900
2fes




>-android / submodules | (&

‘ mjtalbot patch up division by zero issue on no

rive-ios / submodules /|

‘ mjtalbot patch up division by zero issue on normali;

n normalizing Le




[ ] [ ]
riv — binary
private:
static constexpr-char fingerprint[] = "RIVE";

for (int i =0; i < 4; i++) {
auto b = reader.readByte();
if (fingerprint[il !=b) {
return- false;

header.m_MajorVersion = reader.readVarUintAs<int>();
if (reader.didOverflow()) {
return- false;

s

header.m_MinorVersion = reader.readVarUintAs<int>();
if (reader.didOverflow()) {
return- false;

header.m_FileId = reader.readVarUintAs<int>();

if (reader.didOverflow()) {
return- false;

@ tech



while (true) {

[ ] [ ]
auto propertyKey = reader.readVarUintAs<uint16_t>();
I
° if (propertyKey ==

break;

reader.hasError()
delete object;
return nullptr;

object == nullptr || !object->deserialize(propertyKey, reader)
W ( unknown-object-or-propert irst-see-if-co kno
the rty-typ
int-id CoreRegistry::pri rtyFieldId(propertyKey);
if (id =) o
No, -check - if-it's-in-to

id = header.propertyFieldId(propertyKey);

=) A

St ldn
fprintf(
stderr, "Unknown property key %d, missing from property ToC.\n", propertyKey);
delete object;
return nullptr;

switch (id) {

case CoreUintType::id:
CoreUintType::deserialize(reader);
break;

case CoreStringType::id:
CoreString deserialize(reader);
break;

case CoreDoubleType::id:
CoreDoubleType: :deserialize(reader);
break;

case CoreColorType::id:
CoreColorType: :deserialize(reader);
break;

=tech



riv — binary

if (object—>import(importStack) == StatusCode::0k) {
switch (object—>coreType()) {

case Backboard: :typeKey:
m_Backboard. reset(object->as<Backboard>());
break;

case Artboard: :typeKey: {
Artboardx ab = object->as<Artboard>();
ab->m_Factory = m_Factory;
m_Artboards.push_back(std::unique_ptr<Artboard>(ab));

} break;

case ImageAsset::typeKey:  {
auto fa = object—->as<FileAsset>();
m_FileAssets.push_back(std::unique_ptr<FileAsset>(fa));
} break;

}
}-else {
fprintf(stderr, "Failed to import object of type %d\n", object->coreType());
delete object;
continue;

@ tech



riv — binary

case Backboard: : typeKey:
stackObject = new BackboardImporter(object—->as<Backboard>());
break;
case Artboard: : typeKey:
stackObject = new ArtboardImporter(object—>as<Artboard>());
break;
case LinearAnimation::typeKey:
stackObject = new LinearAnimationImporter(object—>as<LinearAnimation>());
break;
case KeyedObject::typeKey:
stackObject = new KeyedObjectImporter(object->as<KeyedObject>());
break;
case KeyedProperty: :typeKey: {
auto importer =
importStack. latest<LinearAnimationImporter>(LinearAnimation::typeKey);
if- (importer == nullptr) {
return ImportResult::malformed;
}
stackObject =
new KeyedPropertyImporter(importer->animation(), object—>as<KeyedProperty>());
break;

= tech



riv — binary

case StateMachine: :typeKey:
stackObject = new StateMachineImporter(object->as<StateMachine>());
break;
case StateMachineLayer::typeKey: {
auto artboardImporter = importStack.latest<ArtboardImporter>(ArtboardBase::typeKey);
if (artboardImporter == nullptr) {
return ImportResult::malformed;

stackObject = new StateMachinelLayerImporter(object->as<StateMachineLayer>(),
artboardImporter->artboard());

break;

}

case EntryState::typeKey:

case ExitState::typeKey:

case AnyState::typeKey:

case AnimationState::typeKey:

case BlendStatelD::typeKey:

case BlendStateDirect::typeKey:
stackObject = new LayerStateImporter(object->as<LayerState>());
stackType = LayerState::typeKey;
break;

case StateTransition::typeKey:

case BlendStateTransition::typeKey:
stackObject = new StateTransitionImporter(object—>as<StateTransition>());
stackType = StateTransition::typeKey;

F’ teCh break;




7\ Cammapu: Rive

EQnHbIN npoLuecc co30aHns U MpourpbiBaHUS
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7\ Cammapu: Rive

EQnHbIN npoLuecc co30aHns U MpourpbiBaHUS

MHOIro NPUATHbIX Puny
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7\ Cammapu: Rive

EOvHBbIM Nnpouecc co3gaHusa 1 npounrpbiBaHna
MHOIro NPUATHbIX Puny

. [loooep>kka 60MbLUIMHCTBA NNaTHopm
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7\ Cammapu: Rive

EovHbIN Npouecc co3aaHna U NponrpbiBaHUS
MHOIro NPUATHbIX Puny
. [loooep>kka 60MbLUIMHCTBA NNaTHopm

KoHBepTep Lottie -> Rive

=tech



/| CpaBHeHMe nponsBoanTensHOCTH

Lotic Rk Five
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7‘ [Tpnmep 1

[MpocTblie TpaHcdopmaumn
No3nLMN SNIEMEHTOB
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RAM: 35 MB 72 MB
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RAM:
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RAM:
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RAM:

@ tech



* "‘&‘,
B
1

3
13

r's

» “&..
e
‘
»

-
13

1
»

3

7
v
-

é'“"(“

®

*
p
&

»
L

RAM:

= tech



7\ [Tpumep 2

[MpocTblie TpaHcdopmaumn
No3nLMN SNIEMEHTOB

+ nameHeHue path y svg
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/] BbIBOA

YouBaewm Lottie? Y/ N

Tawmm Rive?
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Cnacmnbo 3a BHMMAaHme

P.S. loBute Ha nnowaake,
NOroBOPUM NPO aHMMaLNK



