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«J» Body

3= Hair

<2+ Bottoms
=3= Tops

+3» Shoes

)

»

+,  mixamorig:Hips

et

w

>

IORR=bLIEVWR VS I2—Z2RIRLES,

TINSAFT—DBZI )y LTRTILE>D
I—b/—RZERLET,

FSelect)>Hierarchy1 h'5&EESNIITARTD
R—2=FEIRLE T,

Shift ZRIBLLENS FvIIF—DXyPa
ATV EERLED,

TFilesj>TExport Selection | &1L £ 3, FBX
T7MILELTIVRR— TR EEIRLET,

CCTTIXA=3VEITIVRR—MTBILD
TEBLIICBDE LI FIvIZANG L,
ETINDAIDNITIRR—FEINETFvT702—H
T AR—X7%5. KDEHEIC Unity TeEa—</1F
TR DFREZTOENTEET,

FIX=2avHITIVRR—FLEVWSEEIE.
FIX=2gq>&BRA0$24FTa>iced
FIvIZANTKEIV BB TIL—LEKT
TL—LERETIFEFT,CNT.3D Xyiak
—HICIORAR—bINBZEF—TL—LTZX—
2V IFAILS TR TDE—aohRAIEN
7,

1t Preset: User defined
V¥ Incdude
» Geometry

¥ Animation

P Extra Options

¥ Bake Animation

Deformed Models
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@ | Unity ICP=X—23 A VR—+553 |

Blender W7 ZAX—>3> A T UORR—KT53

Blender 5T IRR— T RBEIEIUATOFIBICHR TSI LY,

1. IVRR=bLIKBWAT I TIMI AT I MOBICRRTNBARE (B) 07110 %
VY I LTHRRICLET TIVRR—FLIEVWF ¥ S IE—DHNRTENDELSICLET,

=y @ O

B Scene Collection

- n
v '@ Collection

> 'A‘ Armature z)

Operator Presets
Path Mode
Batch Mode
V Include

Limit to

Object Types

v Transform
Scale
Apply Scalings
Forward

Up

> Geometry

v Armature

Primary Bone Axis

Secondary Bone Axis

Armature FBXNode T...

¥ Bake Animation

Sampling Rate

Simplify

Export FBX
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Selected Objects
« Visible Objects

Active Collection

Empty
Camera
Lamp
Armature
Mesh
Other

Custom Properties

All Local
-Z Forward
Y Up
« Apply Unit
& Use Space Transform

Apply Transform

Y Axis

X Axis

Null

¥ Only Deform Bones

Add Leaf Bones

« Key All Bones
« NLA Strips
& All Actions

« Force Start/End Keying

Cancel

TArmature ) Z:&IRL 9, > bO—JLUZ L Blender
5 Unity ICTIRR—bTIHEVDTERLAEVWT
<TETLN,

lFiles>TExporty>TFBX1ICEL XY,

FBX TORR—rA T3> TlVisible Only) ZEIRL & 95
ChiCED O hO—ILI IR MOERIZ T 71IILAIC
IVRR=FENECBAT—IFaTEXYaDFT
VIVRZATDOREERLEY (BHOATa %z
BRI BICIE Shift ZRLLTERLET).

lArmature ] TlOnly Deform Bones |CF T v o %
AN.TAdd Leaf Bones | OF v oA LET.EH
R—> (deform bones) (ZX Y25 BRIEZ XTI
k> 7R—>T9,.Bake AnimationjiCFTvIH A>T
WEREWERIF XY 20ANIIRR—bINET,
lBake AnimationJICF Ty IEANB L. TX—3>
DUy TDF—TL—LIIRAIEIVENZE T A —
ay(AyrO—-ILUJICEDERESNT-HE5D B
FooarvESU) NI IVRR— L EINEST,/VUZT
ITAA—RDTZA—=3 ANy TS BRI DIBEHIA H
FZA=23> 0 )y T LTI IRR—bINET,
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@ [ L@ | Unity IK7ZX—=3ayBAVR—= T3 | DUy 7= A1

Unity IC7ZX—=3 %A VR—89 5

FBX IZ7=X—>a hEsiA s 3D EFILICHELIEFER TS CHED PC OI771ILTSIHHS
Unity T57+432—® Project 4> RIIZRS I §BE T FBX 771)L% Unity |1V R—FTEET,

o

(A

@ Armature HH Armature_Mesh ArmatureAvatar {# Geometry Skeleton

Starter Assets - ThirdPerson CharacterController

FBX 771ILCIE Ay 22 PARXMIITUTILRATILE A TNRNE— T ZRX—=23207 . Z<D
JAVR= R TONTAHEBEDAFNATVET,
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P

| Unity IZ7P =X =221 R—RT5 | Dxr )y o7

O Inspector
Armature_Mesh (Mesh)

Vertices: 29936 (2.3 MB)

Position Float32 x 3 (12 bytes)

Tangent Float32 x 4 (16 bytes)

(

Normal Float32 x 3 (12 bytes)
(
(i

uvo Float32 x 2 (8 bytes), stream 1

Indices: 143652, UInt16 format (280.6 KB)
3 submeshes:
I #0:10040 triangles (30120 indices starting from 0)

I #1: 26616 triangles (79848 indices starting from 30120)
l #2:11228 triangles (33684 indices starting from 109968)

Skin: 68 bones
BlendWeight
BlendIndices

Other
Bounds Center (0,0.889,0.03278)
(1.036,1.762,0.3834)

Read/Write Enabled False

Bounds Size

SFKXR

AR RS2l & TEEIIND
MIEETFILTT, CNICIF.O—>TD
BIAZREETSZ AT Ayoal 45—
JVR—2 U bhEENTED RTILEY
ICREETNTVBTD XTILED
R=COEEZICEDETIHITEI . AFY
XyalVAS—OVR— DI FX
RICIZRTUTILEZIDY TR A
ISSEED
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Float32 x 4 (16 bytes), stream 2
UInt32 x 4 (16 bytes), stream 2

© Inspector

Ayoa

Xy ald ATV MDIREERT D
3D EFILTF—RTY,Unity TldMesh
Ty rBETILDITRTOIES. ER.
TLYRITAT UV T—2EFREFLT
WFd,

=]

"’ v Armature_Mesh Static
v

Tag Untagged

B Transform

Position
Rotation
Scale

% v Skinned M

Bounds

Quality

Layer Default

X0
X 0
R X 1

esh Renderer
£ Edit Bounds
Center X -5.960464¢ Y -0.092142¢

Extent X 0.5281845 Y 0.8809299
Auto

0.2205018

Update When Offscreen

Mesh
Root Bone
Materials

Element O
Element 1
Element 2

Lighting
Cast Shadows
Static Shadow
Probes
Light Probes
Anchor Overridi
Additional Settin
Skinned Motior

£ Armature_Mesh

A Hips (Transform)

© M_Armature_Body
© M_Armature_Arms
®© M_Armature_Legs

Caster

Blend Probes
e None (Transform)
gs
n Vectors v

Dynamic Occlusion v

Rendering Layer Mask

Light Layer default

0.0262486:
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@ Lo [ Unity IK7ZA=2a> BV R— g5 | Doy 7 m b

O Inspector E. ?7_- IJ 7}L

M_Armature_Body (Material)

Shader Universal Render Pipeline/Lit T 77__ U 7)[/‘3:\ I/‘/QU \/7B§‘:7.1—7¢/I
R IROREHEDESICRIBNETE
Workflow Mode Metallic 937t vhT, Unity ‘)I—ﬁ— i&@ﬁﬁ
Surface Type Opaque LT‘)ZX"U ‘:ﬁﬁﬁ —L‘ghéa—_gxa'_,\,,%
RenderF.acje Front l%ﬁgjébtt\ ‘\/_\/—COJ:E?}L@%EQ%
Alpha Clipping _

E&ELET,

Receive Shadows

Surface Inputs

o

2 Base Map
@ Metallic Map
Smoothness

Source Metallic Alpha

| @Normal Map ]

@ Height Map
@ Occlusion Map

Emission

Tiling
Offset

Detail Inputs
@ Mask
@ Base Map
@ Normal Map
Tiling
Offset

Advanced Options

ATV

2T IS —EDR—2 (Z BT
DF v IZ—DIHFE DD

15 @) T.o— VAR TDF v S I4—D
BT A= %I BT 8IC
XYl AFZVTINET AT
ol o—YEa—5—LEa—
T T 7AW ETIERTRICHEST
WET, X7 JLEVICIE. THierarchy )
WETIEATEET RTILN V%
FRRLEWEBEIZ. CD eBook @
BBOTZA—=2a30)F T Y
SV THBINTWRR—Y
LYAS—=@BRALTIIESL,
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@ 1 | Unity ICP=X—>a B R—hd5 | O 7= EVZ:

7"‘9— © Inspector

TINEZ— FF S IR2—DHR—>
L1177 zE&ELEFT, NI Unity
Animator Y XTLZFoTHFYSIF—%
AT TIMIEDESICT=ZA—7>
T30 EEELFTT.—MRHAETN
2= BRI ) —Fr—ITBLIEZR
HITTIEBRMEEICTZ A TIET,

Head

Left Hand
Right Hand

Optional Bone

Clips
FoA=Say

A RN ¢ FBX 771 ILICIES RO T =ZX—3>0)y
FIBOADZENTELET BT X—23>0
Dy ANEF S IEZ—DRT IV AT ZA—
oa>DF—TJL—LhTenfzE—>3>

Start [0]
Loop Time 7_"—973\\1%@Ckn—c \J\ij-g
Loop Pose
I et SFANIBL (LT ZX—2a>HD) D
> | 5% FBX 771 EITVRR—,T B ZAFOD
FAAVTRINERATILA YV ETZA—2 3>
) THEENET,

0:00 (000.0%) Frame O
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FBX T YR=RIL=bZTST Ok
FBX 1 YR—RIL—bA Tz IMMIFBX T7MILDREEST AT VD FBX AT I RTY,

© Inspector =}

Sy B mvy Qv Armature Import Settings o

Open
© Added Checkin Undo

Model Rig Animation Materials

Scene
Scale Factor
Convert Units 1cm (File) to 0.01m (Unity)

Import BlendShapes
Import Deform Percent
Import Visibility
Import Cameras
Import Lights
Preserve Hierarchy
Sort Hierarchy By Name
Meshes
Mesh Compression
Read/Write
Optimize Mesh Everything
Generate Colliders
Geometry
Keep Quads
Weld Vertices v
Index Format Auto
aarmature t:Model 5 Legacy Blend Shape Normals
Search: All In Packages In Assets ‘AnimationTests' Normals Import
Blend Shape Normals Calculate
Normals Mode Area And Angle Weighted
Smoothness Source Prefer Smoothing Groups
Smoothing Angle @
{:;} Tangents Calculate Mikktspace
@@ Armature Swap UVs
Generate Lightmap UVs
Strict Vertex Data Checks

Armature

{# Assets/StarterAssets/ThirdPersonController/Character/Models/Armature.fbx ) AssetBundle

Unity Y=a7)LTRATNTLBZDtMD Y —X:

—  TModelj%# 7
— TRig1%7
—  TAnimationy %7

—  Materialsy %7

© 2024 Unity Technologies
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paedayl 0
-1 o

Unity Tl FvSIF—DT7XA—23>0a>bO—)USFEICTV Ry bEa—<T /1REWVWS 2 DD
TIX=2a @172 FERALTVET  Ea—T /T RIFIRTOZRBESHITDOF v U2 —ICEATES
AR BBEEZRHELEIT. PRIV IREE Xy IIF4—DBRIEEICEBEDHDTI 7= X—>3Y
A= LB BER. T — L. B LV ERIEINTZIYRILAR—ZTT,

O Inspector

Armature Import Settings

Model Rig Animation Materials
Animation Type Generic

Avatar Definition Create From This Model
Root node None

Skin Weights Standard (4 Bones)
Strip Bones v

Optimize Game Objects

DIRVY I T A= 30BA NI T ZX—=BZ—=D T3 T—RFR2IT1 X (FK) ZEFEBE LT Unity I T
EET7-X—2300F—TJL—L%EITB-WEER. B BRBELZ I DX v U2 — TV XA— 3y
EHEFTINEHLRVIGSICERTEEY,
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@ Unity IC7 = X—3> %1 2K 5| STRUYITZR—=22> 81T | Unity TP =A—>a a(Fflid %

BA®D FBX 771 EAVR— bR TIAIN P TIZTRIYIICRETNET . COT - AX—3>
FATEEDFVZIZ—EBRERLATIMIEBDOD T PRy o7 X—2ara1 = EAL
e BBIBRREZFH DX VvIIVZ—HOMD T ZA—2avF . COFvIIF—TIIHEELE L
ARRMDBOE T PRIy I T ZAX—2aVZ RALBRLAT UM 2 DFv5 72 —TIdRE%<
HREL £,

TZX=23YDEAFIFFBX T7MILDIRigIZTDROY T HIURZa =5 VWD THEETEEY,
TNE=DERBWGEIECOETIDSTNZ—ZERTBEDHTEIETT £l AR—IDETIL
METNE—ZEHT DN BT,

Model Rig Animation Materials

Animation Type Generic

Avatar Definition Copy From Other Avatar v

ady created an Avatar for another model with a rig identical to this one, you can copy
ition.
s option, this model will not create any avatar but only import animations.

Source <& ArmatureAvatar
Skin Weights Standard (4 Bones)

Strip Bones v

TZA=2a>DHD FBX T7 1L T I TR TRy I T ZX—23>21 FZFRALEIFBX
FvSOF—T7AIDETNE—ZBRL. TA—23VEEZDF VI I2—DRTILEVICELLEDES
BELNBDEY,

)y TEo2a D TFILHBZT+17AA %IV I TBEFBX 1 VR—MREDAnimation 27T
FZA=2a> 0Ny T 2R TEEIALIVYTORICERDE—2a>hHEeHHD ETH.
FOBEITIEFNZENOE—2a>F/I L)y IR T ZRELRHDE I AHERINTLERVNES.
)y T&lETake01 &R0 F T,

Clips Start End

Idle 1.0 149.0
Idle (1) 1.0 90.0

:-‘ Idle (1)

Start 1

Loop Time
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@ | SxRUYITZA—=30817 |

AVEIRBTIDI—D—ZRBITBHTL—LES% Start £7ci3 End AOYVMIAHTSBILT
IV TDIAZI VT EERBEDNTEEIAPPlYI 27V ITBEF VI IR—TLNTICT ZX—
23>0 )y FEAVR— TEET,

e OV TEIN—TIEBZIERIN—TDN—LLATHRWGE YA IILA Ty EREITSZED
TEEINZHIL—LPFRI BT IV TORNEFERDF—TL —LZERIC—RIEZ N
TEED,

FoA—H—OvhO—F—

Jumping 0

Forward Attacks

Knocked Out

Running Forward Fiip

Kip Up Running Backward Flip

Falling Back Death \\

Fighting Idle ———— Walk Forward
]

Standing Taunt Battlecry

\

; ]
Any State

Leg Sweep

Entry

TIA—=23YRT—hITY
ToA—=BA=OVFO—F— I F¥SIE—DIRTDT X =3V DIRIF LR ZITLVE T, TProject]
27%H20)w2 L. [Createl>TAnimator ControllerjH'5 7 ZX—4—J>bO—5—%{ERLE T,
FvIUF—HTZA—F—O bO—F—ZFRKFFTBICIE Animator IV R—2 2 O ETT,

™ v Animator

Controller % Controller
Avatar ‘& ArmatureAvatar
Apply Root Motion

Update Mode Normal

Culling Mode Cull Update Transforms

Clip Count: 0
> s Pos: 0 Quat: O Euler: O Scale: 0 Muscles: 0 Generic: O PPtr: 0
Q ; Count: 0 Constant: 0 (0.0%) Dense: 0 (0.0%) Stream: 0
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@ | SxRUYITZA—=230817 |

EOF-BDEREWAEIZ Project Ea—dIHierarchy IC$H2F v S 02— LNTNCIVv TR RT3y 93
T UKD F T U2 —IZTAnimator] AV R—R 2 MAEBIMIN. FZX—2—a>,AO—5—I(C
TZX=2ay o)y rIhBmaEnd,

d>bO—>—IZiE. TWindow) >TAnimations >TAnimatory 55 Animator 7+ > R o%R<HN.
Project Ea—®TAnimator Controller1Z 4L 0w I TBETTIEATEET, N T T ZA—
2 I )y T 'RV LTEYIIZ—ICBIDETONBRIICHRDE LI 72X =23 i v 5042 —
ICRETNTUVBR T ZXA=230F1Te—BLTWA ez L KLKIESVW DRy IXx v 502 —
ICIES TRV I T=A=2a Ea—<T /A REvSIZ—ITIFEa—<T /A RTZX—=230%EDYTS
MREHLHDET,

Auto Live Link

List is Empty

InAir

Walk_N

Any State

JumpStart

FED Animator D4V ROUDR I =223y bMIHZALOCEOTOVIIE. 7o A—2a3 27—+
J=FT U BRICBETNZ T IAHILED T ZX—23 > TY,/—RETHZ)yo L. 'Make
Transition] ZEIRLGERLIE T X =23/ —RIZBEITAZETHED ./ — RS RD ./ —RAD
BEREZEMmLET,

LofiTizddle h5 Walk_N ICBE L TBURZ EWoTc.—EDIL—TE2EDHELTVE T, v 7D
D 2 DD/—Ri.Idle £7zlF Walk N NDEHEBEN GV BEINFEA T AXA—230%
TITAICTBINE ALY/ — RS E LT 74 R T— IR INEED / —RHh 5 DER.
F7cI&TAny Statel/— RH'5DEBRHRETT,

BRI )Y ITBE VWDEDKIICEBRNELET B3N DRGEZE . TDEBORENKRTEINE T,
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@ | SxRUYITZA=230817 |

FOEBRT HRRTEAIN TV NIBFTVEDIE 2 DOT7=ZX—=23 0T LY REREZTRLTVED,
TLYRDBRITNIEEWRE BBIZBONNCADE T CNICED HBIToA—=30h BN T ZX—
SaVICTIDE DL BRI BIL D /A X =B e TEE T,

2 DDFVKRHZRSYITEIET.2 DDTA—3> DT LV RERZHETI XD,

lHas Exit Timel 7 7> a> B IRTIE BN T ZXA—a R IlBETNTHE RO T X —
aAVICBRLET. ZUNBETNTLAVESIE. ChEBIRLTET L,

INTA—H—

TFA=Z—OAbO—F— 3. LAV —DRFEDREVEZHIRELTTX—2a > h e
TEBESBAVESITATBHDTHEIUBABDE T A 2E5 071N TBIiE avkO—5—IC
INTGA—=Z =T BINTRARNEBEDHDE T /N TA—F— I T A= 3 B TR EC LTERETIIEH
AHTDZETT,

T+ 70a>% 21y LTIWalkingl E WS NSX—2—(CT—U 7 %EBMLET. Jumpi& WS
MTrigger] /NI X—4—%ZH{/ETHEDHTIXT,

# Scene @ Game > Animator
Layers Parameters & Base Layer

oy

H Scene o Game > Animator
Layers Parameters ® Base Layer

Q-

s

ey Walking

Jump

Trigger

Trigger
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| SxRUYITZA=30817 |

R Idle 15 Walk N NDB# T, 'Walking D54 % Mtrue, |
BIREMERLET, T3 L. dle PTZX—23 aRelICBETIRELR ITISBR I TONET,

Walk_N H'5 Idle NR 3BT, 'Walking ] D214+ % Mfalse  ICEREL £ 9%

FYIIR—DNFA—E2—% AV O—ILTBICIFCH RV TR ETY,

animator = GetComponent<Animator>();

O

if (Input.GetAxis cal") > 0)
{
animator.SetBool("Walking",
}
else
{

animator.SetBool("Walking",

if (Input.GetButtonDown("Jump"))
{
animator.SetTrigger("Jump");

aye |dle -> Walk_N
R/

1 AnimatorTransitionBase

E L %7, Has Exit Time;4+ 7> 3>®
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ROV TMME FYI 02— bO—)LT BT [Start() R Tlanimator =
GetComponent<Animator>();1 2 A LT F+ZU2—0 Animator AV R—% b EEELET,
Update XV YRDEIE. FLAV—D'W F/E ERENF—%BTOEFoCVWBIRETY (ChISEE
ABEDAITY) . F—HHRINB . Animator DHEDT—UT7oH truel ICEREINF T, ZNICEKD.
Idle 55 Walk_N ADBRHTHNET,

TLAV—DEXRHF—%HLTLWAE.Walk N D7 ZX—=a A BETNEITALSICEDET,
TLAV—HDLERET—%BITDOERH B . Animator ODHEIDT -7 Uh Mfalse ] ICEREINE T,
Walk_N h'5 Idle ADBEMNTHN. ILAV—DBULKHMF—%Z2HTET Idle 7ZX—3 W
BEINKIITED,

&7z Update XV RIGTLAV—D v TH—%IDEFLEEY (T 74 ETIE CHUIRR—ZF—(C
BESINTULEY) o F—HHRINB & Animator [FPv>TRUA—ZRITL AR—ZAN—DHREINBE(IC
v T T A= a v 1 EBELET,

Dy T DT ZX=2aVIIFRIEESHITOVWTNDRT— D 5dIv T2 2D H S5 7 8.
MANSD 2 DOBBHNAEINTED . MWHDEBBRDORENJump) ICRESNTUVET,

4 &

Walk_N -> JumpStart
JumpStart
Has Exit Time v
Settings

”):0( |

Conditions

Jump

CNEERTTZH50 D20 HEIZTAny State| /—RH S DB DI L T, Zid. Animator £1KD
EDV)yTHETHRVEEZCCIEELTKETVW T ZX=2a3 =T %7071 IR DT,
ST 3L Idle ICRZBELRHDET,

Transitions Solo Mute

AnyState -> JumpStart

A
L
ota
JumpStart AnyState -> JumpStart

Has Exit Time
Settings
Preview source state Idle

~

Any State
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~

ZX—=2aY/—REIVYyITEZCC. BEREEZ AR TEE T £ [Tagl 71— LR TRED 7 ZX—
VR EEDE TR ENTE A—Tr VI RICEN T, FORFTIE Walk_ N 7=X—>3 (i
E—2arvEIDHBOETH Idle T=A=2aUIlIEZHD FHEACNICED. O—RIFFvSI2—HELWT
WBEEXBATEIBRLSICARDET,

3 i @ Inspector

Auto Live Link Walk_N

Tag |motion

Motion A Walk_N
Speed 1

Parameter
Motion Time Parameter
Mirror Parameter
Cycle Offset Parameter
Foot IK
Write Defaults

Transitions Solo Mute

Walk_N -> Idle

Add Behaviour

AnimatorStatelnfo #B&EZFERA LT ATV TIHST A=  FBERLET, ZHid Animator @
BEOT7IT14ETAICHAT3E®REEIL—LRIUTMNIELE T, TOFITIE. Update XVwRT,
Animator H'5 Base Layer (L1¥—0) OIFHRERELTVET,

T3 BTDFNIETZAX=23>00 )y TIHBEINS . Mransform. Translate] A R&EFE>T
FYSUOR—ZEHESEET,

ot (1 asset reference) | 0 reference
ass WalkControl : MonoBehaviour

> Animator animator;
te AnimatorStateInfo info;

%)

animator = GetComponent<Animator>();

'Tﬁjf(j fermiees

info = animator.GetCurrentAnimatorStateInfo(0);
if (info.IsTag("motion"))
{
transform.Translate(transform.forward * 2 * Time.deltaTime);

}

AnimatorStatelnfo & EFERATIE. T A—2a Y OBECEBDZII VI #ESRTE
Animator IV R—R U MIEDOA—RDEAI VI %EHDBORAERRBELTUUNET,
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LA 7 —

FrIUF—DTZA—2aVDRENR LAV 2B D TEET . FvII2—DRTA/IN—VIC
TNTNEBETA—23 ZESCUDTEERDOT X —2a Z A O E THEDH LWLV ZX—
2aveEFB LD FIRETY,

BRI SIOTZX—30d Animator KD Base Layer EIEENBL1VY— 0 ICHDF T,
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TINE—I R =ER T BICId. Project
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lAvatar Mask %#i#3R L £ 9. Inspector
I F VT IR—DMERTEIT7X—3Y
DEAALTIIGL T2 DDORATHRRIN
£75

Ea—</MRIE F¥TIF7—DREM%R A
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2. Ava

-~
[A)

Humanoid
Transform

Use skeleton from

& ArmatureAvatar
Import skeleton

Node Nam:
Geometry
Armature_Mesh
Skeleton
Hips
Left_UpperLeg
Left_ LowerLeg
Left_Foot
Left_Toes
Left_ToesEnd
Right_UpperlLeg
Right_LowerlLeg
Right_Foot
Right_Toes
Right_ToesEnd
Spine
Chest
UpperChest
Left_Shoulder
Left UpperArm
Left_LowerArm
Left_ Hand
Neck
Right_Shoulder
Right_UpperArm
Right_LowerArm
Right_Hand

Toggle All Collapse All

Expand All

Mransformit o avid Fv>042—0D
BIREBED Y )— L7 I ERHEL.
SIRVYITZA—=3>0 31T HIC
FERINET . FvIIZ—DTNEZ—%
BIML.FDOTNZ—DSRTILE %
O—RTIBELNHDET,

Y —ZREALTIRNTOR—>ZREL.
RNIIWVRETHAU A TZNDBEZ BN
TEETNA—RTIA=23 % F—/\—
FARTBEIICRET B 71 TLZHERL
EIRBROTATLDRATNET,
DEDNR—RTZA=23VHENED
R=UICERAINET,

LB TIE FvSI72—DBRTEFHNEIR
INTVBDTFHLWT=ZA—=30h
BEFHD L AR—IXTAX—23>hFvS
I2—DEDOHRZEMHLE T,

Animator ICHILW A Y —HAEBMEN B LA RETOSv > T T7ZX—a hMERINE T,
BRI Base Layer AR T 7NE—IRXINWEORE A2 )V I LTTFIERATES

Mask ZOvhERINET,

ZDLAV—IEUT TV FO—IILTEET, Uk 0 IX Base Layer ANDEEN TV EERLET,
JrMh 1 I3EERBERES.Base Layer DAR—VEREICA—N—FIRTZIEEKRLET,
DM b EZCIETEHAWMERZBAD. 72X —=03 872 X—=2a > DRIOBS I RIL VU RE

RHRLAEDITBILHTEET,

# Scene o Game » Animator
Layers Parameters ® Arms

+

Base Layer o

A M Weight
Mask

Blending

Sync
IK Pass
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BIMRONIA—2— (LIVY—TUTYIR, LAV—0 11 N ZFE T B T.CH RV TLAY—D
DA IO TEEIUTOI—RAITIEArms LAY—D1 27Ty XH 1 T Shift Z3#L7c
EEDTTA RN Shift ZBELTcEZID IO THBILZRLTVETD,

if (Input.GetKeyDown(KeyCode.LeftShift))
{

animator.SetlLayerWeight(1l, 1);

}
if (Input.GetKeyUp(KeyCode.LeftShift))

{
animator.SetLayerWeight(1l, 0);

}

BEE—RARSHift ZRLADSHECE ATVTMME 2 DDT7ZA—2a zilaEbhEET,

TLU kY-

2 DU EDTZA=230% ATINGA=EZ—|CEDVWTENICTL VY RTZIBRELHZHEIE.TLUR
W) —%&EALE T, Unity DMER LT Starter Assets — ThirdPerson /Nwy—SE JLY YU —%
FHLT=AMBERDF vy I72—DE—a>&a0bO—ILLETD,

Animator Controller Y« >Ro%HIUvI L. AVTHFIXMXZ=a2—TlCreate statej>From New
Blend Tree] & &IRLTIL VRV U—%2EBMLE T,

NzFdTINIVY I LTI LURY ) —DREZHTET. ILVRYI—ZRALWESIX A LDREZ %
IV ILET,

> Animator
& Baselayer Blend T Tree

-+

o
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TLYRY)—=/=Re7 )y LT ILYRLIEWT ZX =23 2 BMLE D,

TOBITIZARLESEEOD 3 DDTZAX—2a3>%TLYRLTVET CNIE W ol ERSKE%E
9L 0.0 55 1.0 IC4B Float AL THIFEIINE T, TOHFICEDVTTZA—23>H
TLYRENET,

Blend Tree

Blend Tree Walk_N

- Blend Tree

Blend @ Run_N
- Blend Tree

TLYRYI=I3 1 DOANICETKHD (ID TLUR) &2 DOANICEDKHD (2D TLVR)HHBD
FIHRIZWASD F—ZH T FvIT 72— DHETZKFHLEEOHRAMTIVFO-ILTEET,

Layers Parameters
'.‘.’n \/ a| k in I—_-] Blend Tree
Walk_N
Jump - Blend Tree

R Blend Tree
Blend
- Blend Tree
Horizontal
= Blend Tree

Horizont:
Vertical

Vertical

+ Blend Tree

2D TJLYRYVY—IZIZ BRBFAEICEH T=HIC 2 DDOINSA—E—HBRETT X B CKEHMA) &
Y B (EEAH) ORAEEZRETIXT,

LoERIEF Walk_ N DT ZX—=2a>OBEREZ -1 ICKRELTBIAIZCT RIMATIICHL
TZX=23 = ERLTVWA I ZRLTVET,

O—RTIEW & S F—F I ETFREIDF—ICKDASTINIEADEZ Animator @ Float /NTX—%—
(Input GetAxis(“Vertical”") ICEE3&SICABDE LIz NI 1D TLURY A 7DTLYREO VR
D—')Lbi-g—o

animator.SetFloat("Blend", Input.GetAxis("Vertical"));
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2D TLURICIE 2 DDNFA—EZ—Z ANTBHENBHDET,

©)

animator.SetFloat("Blend", Input.GetAxis("Vertical"));

*voOF—>rO—T—

Character Controller AV R—XMEITLAT7IINF S5 02—%2>bO—IL§D7=DICERIN.
EDABRDFIRCPEREEDETDFIPBREVWSZLOTONTAZBATVWE T, — &M IC. Character
Controller AYR—RUMI U YRRTAYBEEZFER LAV ZAMBE£/IE—AHESD
TLAv—arrO—JLICERINET,

Starter Assets - ThirdPerson /\w/7 —J OMIZH Unity BMERLT=H5DDD/\wir—2, Starter
Assets — FirstPerson %z Unity Asset Store B VA TVO—RLTLIETVEESH/N\YT—J 6,
=2O7ARA T 2R BUERTIZLS REBADFvI 72— O—F—ZRELTULET,

Starter Assets - ThirdPerson (= A#5) Starter Assets - FirstPerson (—A#R)

SIS TLATINFvS02—BICEDDF v 02—V O—F—ZREI B ELFIEZA
LET,

1. 3 DDTF=A=23>0)y T @FIIHLIER KRIET R BATHLES) ZEOHHRIL VRV —%
{ERL L £ 9, Automate Thresholds | OF v I D ANTWBZE ERERL T IV LEVVEE,
walk backward (#5124:<) 1Z -1.idle (4KLE) I% 0. walk forward @JicE<) X 1 ICRELE T,

2. RBRIUATOLIICHEDET,

a. WH—Z=RLTHEhz 1 ICL.FvSI2—ZRICSDE S,

b. SF—Z=IRLThitdZz -1 ICL.FvII2—ZRBIHEDES.

c. AFX—ZIBLTHEEZ -1 ICL.FvII2—ZEANSIES,

d. DF—ZRLTHEHZ 1 ICL.FvIIF—ZARICEHIES.
CNTTLYRYI— I3 EEHM K FHRICELVEZZEDESRLIICRDET,
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3. E—IayxEIrbO-ILTBi®HIC [Verticall WS Float /XS XA—2—%Em L. FSCOEIRD
ESICID TLURDNFGA—RZ— LTERELET,
(éi Blel

Blend T

Parameter

1

Motion

Aldle

Run_S 4 Run N

- Blend Tree

Blend Tree pute Select
Select
Blend Tree

Vertical
« Blend Tree

IS VTN BEYSOA—OAbO—F— DT ZFE> U Fv I I/2—0ITZOMO—-ILT S
ROV TEDREBICHRDET,

System.Collections;
System.Collections.Generic;
g UnityEngine;

sicMove : MonoBehaviour
Animator animator;

t walkSpeed = 2.
t rotateSpeed =

animator = GetComponent<Animator>();
characterController = GetComponent<CharacterController>();

transform.Rutate(@, Input.GetAxis("Horizontal") * rotateSpeed, 0);

Vectm 3 forward = transform.TransformDirection(Vector3.forward);
float curSpeed = walkSpeed * Input.GetAxis("Vertical");
characterController.SimpleMove(forward * curSpeed);

animator.SetFloat("Vertical™, Input.GetAxis("Vertical"));

4, RJV)Fk& Character Controller AV R—RUhEF 52— |BMLET,

5. Step Offset ZFHRL U FvSIZ—HDREZHITRESICLET. FYSIFZ—NIERICRBERES
BAIVELNHIHBEIE.COBEEZELET (L. BLTTFRE/NSVERSEAHABITLES
ABEMNBDED),

6. Slope Limit 7ONTZRBL UL Fv I 77— MMEREZSHITEESICLET T 74U MBI 45 F
TINMFvSU2—DAREZENS LS. COBEZEEEIDZCENTIHT90 B LIS
RETREFVSIZ—DEYDEZHITBLIICHDET,
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7. FvIUZ—OHMIEDLETFvIIE2—I0bO—5—% LIF3ICIF Center Y DfEZ 1 IZRE

L&,

8. B/IZ2ICRETRHILFVYIIF—DERICEDEZZELDNTELT . FvII/F—DERIFL
BRIF.COEZRELES

9. MEZHABIBZICE FEDOEZEELITBBEBNARIVF LS I2-—DIFEIF 1 U EMWEEIE

0.3 UATICRELEY,

w S v B omy Qv

© Inspector

Z
7] v Armature

7 Tag Untagged v Layer Default
Prefab @ Armature

Overrides Select
2 Transform

Position

Rotation

> v Animator

Normal
Cull Update T

Character Controller

Limi

P -~ Basic Move (Script)

Walk Speed 25
Rotate Speed 1

Add Component

Cinemachine . BEARAXS AV FA—IL. TAS—IVIL T ZXA—23 0 AN — MR AXSEEZ IR
FTRET T =L Zal—2avA0RMFTIvIAXRTIATLAOER IO R ZEHR1L TS Unity
TEYRTIFHICDOVWTIE AZDHF D Cinemachine ICDWTEID EIF et o3> THEALET,
D 9. Unity Registry X=a2—®DIWindow]>TPackage Manageri/h*5 Cinemachine 47>

O—FLTLEE LY,
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Q Unity IC7 =X —23>% A VK 5| DTRUYITZA—=S3081 T | Unity T7=A—m 0w Fid 2

FGameObject >Cinemachinel>lVirtual CameraihS LAV —BRHAASEZEBMLE T,
TFollow] 7-r—JL & TLook Ati 74 —I)LRICFvSU2—ZEBML. EZFAHLT Scene Ea—DHAZ%
BRELET,

CNT T —LZTLATBRRICCWASD FIdKRHNF—TEvSIF—ZRIETIBLIICHRDES,
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Unity T3 EARBRA TS I MIBEE T =X =23 %[5 D TEE T, 'Window) > Animation >
FAnimationyHh'5Animation E2—%Z £,

FBX Z7MILISBOHIAENT T ZX =23V 3FHisMDERATIHmETBICIZ IV TZ2ER T BZHED
BOFITH IV TZERHIBEL EDTZX—230Z( T 2BBTEIHRLRBZIDTERELTLEIW
(TZA=23Y 81T 2EETBICIIFBX T7TMILADTDI VY AT I ERTBRENHBDET)

TZA—30%FRL.Ctrl + D %713 TEdity>Duplicate; THEEL £,

Assets > StarterAssets > ThirdPersonController > Character > Animations

// /, // // /, /, // //
AT AT AT T AT

Jump--InAir. Jump--Ju... Locomotio

Locomotio Locomotio Stand--Idle..
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Iy L FILWTFZX—23> 771 )L% Motion] 74 —ILRICRS VI LE T,

& i @ Inspector
Auto Live Link
? Idle
Tag

Motion A |dle
Speed ]

Parameter
Motion Time Parameter
Mirror Parameter

Cycle Offset Parameter
Foot IK
Write Defaults

Transitions Solo Mute

Idle -> Run_N

FvSUR—%FEIRT B L. Animation Ea—HSEET7A—F—OAVrO—5—RADTZA—3VIC
TOERATEBRLIICEDFTCNBSIFENRRKILOROYTIHIVAZ2—H5BIRTEF T ERINT:
VY FIIRERTRETI M EBOIAENI= IV T IEFHEAHEDERTY,

© Animation

Preview <« |4 P Dl

Idle (Read-0Only)

v Idle (Read-Only)
Idle
Jumpland (Read-Only)
JumpStart (Read-Only)
Run_N (Read-Only)
Walk_N (Read-Only)

Create New Clip...

Dopesheet Curves

FLCROvFEI X =a—h5. [Create New Clip) ZZEIRL T H LW T ZX—23> 0y I ER TS
ZHTETEY,
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WEMUFEIETL—LBATRRLIED. YU TILL—R% 30fps H5 60fps ICEBLI-D. ZDOWHEHATEE
T9,

FLWIUYTTHBEDIAT—RERITAY I (FK) PZX =23 B EH TSI E I HLWLWI UV T,
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© Animation
Preview < |4 > Pl

New Animation
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Key | ZB#IRLE T, CNTRIIDF—TL—LDERESNET,

O Inspector

<
H'v v Left_UpperLeg

Tag Untagged v Layer Default

g, Transform

Position X -0.08610: Y -0.05345 Z
Rotation X -0.299 : 7
Copy Property Path 7
Apply to Prefab 'Armature’

Revert

Scale

Copy Euler Angles
Copy Quaternion
Paste

Add Key

Remove Key
Remove All Keys
Key All Modified
Key All Animated
Go to Previous Key
Go to Next Key
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Static ~

v
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© Animation
Preview

LU0 B )
New Animation
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EffectExan
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EBMIBIeHTEET,
© Animation

Preview e 14 > Dl » 30

New Animation v LR S

_ Add keyframe.

Add Property

BEDR—UNIDHF—FFTBEIWGE VAN S ZDHR—>%FEIR L. [Filter by selection1’h 2> %
Uy LES, CNT.TAMD keyframe | REZVEIRT . FNEDR—>DF—12FHBIMINET, it
FHTER—DEEZEI )Y L F—EEBMTEEDHERCTEIET,

© Animation
Preview e 14 > Pl P

New Animation

Add Property

X Bh.Y #h.Z #D Rotation, Transform,Scale DE%E{ERICFEITHRELIDIFEDEZASLIED
TBRBELHTETXY,

© Animation
Preview @ K<« 14 > Pl M 60
wave v - o b

A Right_UpperArm : Rotation o

Add Property

Animation 4> RUDKRZ>T Dopesheet Ea— (F—TJL—L%EKRRIBEa2—)H5 Curves
Ea—ICZBL ENDF—TL—LDA—TE2 )y LTURELILDENLIEDTEET,

Dopesheet Curves
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© Animation
Preview @ ¢ |4 > Pl M 60
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Delete Key
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Animation T+ > RODER 7G> 3—NHvk

Animation T4 RUDIg—hAhyvbERRTBICIE. £ TEDit)>TShortecuts 2B 3. U DS
lAnimation = ERL £ 9,

Category Command Shortcut

All Unity Commands Show Curves

Binding Conflicts
Main Menu

3D Viewport
Analysis
Animation
Camera

Curve Editor
Grid

Help

Hierarchy View
Overlays

ParticleSystem

Profiling
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e Project © Animation
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re : Animator.Ches ft-Right  -0.008C

nature : Animator.Head Nod Down-Up 011357
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ChiZ&D.Scene Ea—TERINLA T IO TOANTADHZRRLET. CNZENICT D L
TZRA=23> 7y TOIRTOTOANTAHRRINET,

VA=23>A Rk
CH ROVTRTRITI BBRE N H—F 51 RY M, F2X— S a v hSIEGHY C EATES, S50
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nces

: MonoBehaviour

Animator animator;

e AnimatorStateInfo info;

GameObject splash;
ransform spawnPointl, spawnPoint2;
AudioSource audioPlayer;

animator = GetComponent<Animator>();
audioPlayer = GetComponent<AudioSource>();

LeftFootImpact()

Instantiate(splash, spawnPointl.position, spawnPointl.rotation);
audioPlayer.Play();

RightFootImpact()

Instantiate(splash, spawnPoint2.position, spawnPoint2.rotation);
audioPlayer.Play();

Animation T4>RUTIE TZX—2aYDELWMIBICARY DRIV T ZEHDEZIEHTEET,
ARVNTAI =2 )Y ILTAIRY M ZEMLES,

I
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Inspector TlE hIH—FBBHZR I VT D S5EIRTEESRHBENET,

Function: WalkControl/Methods/LeftFootimpact ( )

TX—=23 ZBE TR RBHKEEDICEHISTBISKLIZIOMENEEL HITHAIILICE
ETRENANE T,
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HANDERT ZX—23>DA R h

ARVMEFBX 77MILRICEBODAFNIHRAFRDERO V)Y AITEMTZ e HTEET Uy TH
FBX 771ILHSEE TN TULAEWVES . Animation Y4V RO TIRET I LIZTEEE A

FBX 771D T =ZA—=23>1w0>avil#H3 Event €I a>zHEET,
EBIE FERD Preview T4V ROERBHS IV TDRAZ TR TEET, '
FAdd Event 1% 27w L%, +

TR RIVIVTMNCBBBEFH TANTIRED DD F T BH FB BB XFIREBER
NIR—B—ZBMNT2AT2a>dbHDET,

__—‘ Walk_N

o
Start (0]

Loop Time
Loop Pose
Cycle Offset

Additive Reference Pose

Curves
Events

Function RightFootimpact
Float 0
Int 0
String
Object R None (Object)
Mask
Motion
Import Messages

Revert Apply
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@ Unity TP=A—23025i 05 | EREMITOTIX—2av e | b 1—v /7 r7= EVEEW

II—hE—23>
ZLDV)Y AT in-place PTZA—23> TEKTZA—2a > hBEINTVBE. £ v 02—I1% 1 HFRIC
BEDFT RIS ZFESETEYSIZ—OEFETZAO—ILTEET,

—EBDIVYTICIF 3D EETHFvSI/E2— @D IBIHF—TL— LD ENTVEIHIRIZ HT
TZX—=2a TR IVYTHBETNBB. FvI 72— 3 AIER T T L L. IV THIL—TFLT
BNICRB L FvIIF—bRRUICTvIILTLEVWEN LRI EICESTLEVE T,

™ v Animator

Controller % Controller

Avatar & ArmatureAvatar
Apply Root Motion v

Update Mode Normal

Culling Mode Cull Update Transforms

0 PPtr: 0
Stream: 190 (6.1%)

Animator AYR—X ML= E—2a3 0 BBRT34 723 b HDET . CORYIRICFTVI%
ANBE VYT =T TR TOMNBICS YT LTRZDTIEABLL . BEOUBHNS VYT &
BiF3ESICBDET . CNICED. F T IF2—IFBAICHIANSIESICBEDET,

W—=hE—2a3VR FvI02—DF—TL—LERZIIVJZEDOETHH IO IR EEZET,
BHHEICEMT B FvI 02— 3BRARBHTHEL. - R TFv I 72—Z2@H LIBRICSECD S 3.
BHB->TLESHEZER TEET,

IL—=bE—2aVIiE TR RTILFNFAVRZEOR TR —DX S I77—  BHHIRERIC
RRCEKESBEMBEFTISELTVETY,

ST TIA—=23>EFE Iy FiE Unity @ Timeline ZE>THF v I2—DuExsIrcO—)L
TEBHYRD =T ZX=2aVI BT BT — LT LA TOIv YT T A—23>TR Fv75
DA—HERISTENBVKSISF VI IEZ—D Y UBZ VY TIIRAILET,

Root Transform Rotation
Bake Into Pose v loop match
Based Upon Original
Offset 0

Root Transform Position (Y)
Bake Into Pose v loop match

Based Upon (at Start Original
Offset 0.2
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ROV TR EFESZE TRy I2—DIv T2 A MO—ILTEE T, Rigidbody.AddForce ZERALT
BRERIv I THREEAHLELLS,

System.Collections;
System.Collections.Generic;
g UnityEngine;

s JumpScript : MonoBehaviour

body rb;
. jumpForce = 12f;
= Animator animator;

rb = GetComponent<Rigidbody>();
animator = GetComponent<Animator>();

if (Input.GetButtonDown("Jump™))
{
animator.SetTrigger("Jump");
rb.AddForce(Vector3.up * jumpForce, ForceMode.Impulse);
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JLoRS 1S
TLYRSTAAIE D 3D VIR I 7Y —ITIEE—TE—T YRR ENZEDHHD. FvS05—D
Xy aRICH LTESRZER IE3 DD T oD Xy af ke JL Y RTEZZENTEET,

TLURS AL FBX T7TILICARA 73N, Inspector THEARTIXT, FOERICHBIRS14—%
HEITZCT ILVROUIA N ERET RN TIET,0 TIIEERL TERRICA—N—1K
LETEBDASAE—ERBETHLVWILYRE—TEEZ N TEET,

Head_blendShay
ad_ble

ble

TAIvIL)TDT LRI 171 [The Heretici® Gawain D& 5%, LD EFEEBITOF¥S o2 —IC
SEAINFTEHBOREUTILZALTRSYI LU IEIERRBEEDHE T A TEET. Nl
BEDEACEHLETITILESDEEINTR )Ny T ERTZT o2 Ea—<I oo r—4— il
EHINTVET,
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KEBOTATLICTL YR T FZEML T Unity TRMAEIZEDEIZEHTIET.CORD
JL YRSz 7l Blender ¥ Maya 2¥® 3D VIR I 7 TE TSI £,

~ Shape Keys

(@ Basis
@ Tie_Raise
(B TielLeft
(@ TieRight

S8

>
+ Relative
Value

Range Min

Max
Vertex Group
Relative To

Add Rest Position

FIRDBITIZIED T ZA—2a T BEEBRIBIODICHICT LRz TIHIMERTINTUVET,

> Animator i @ Inspector
Wy iy B évs@livgv‘,' 73
Tag Untagged
4 Transform

0.00036157¢ 0.008737012 Z

4% Edit Bounds

E
BlendShapes
blendShaped.left_lower_wing_r
blendShape4.left_lower_wing_«®
blendShaped left_| ing_c
blendShaped.left_lower_wing_t ®

ng_pu®

Update When
oot ne
Materials

Element 0

Lighting

Blend Probes

None (Transform)

Additional Settings
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Ca—<Y/1F
T A= 31T

Ea—V/ART7ZA=2avIE AR DFYSIOZ—DAETHEETIHNELH B 7 X—a VI ER
INET Ea—T/ATRTZA=23>TIE THT—REXITr X (FK) Z{F>T Unity TEEX—7
L—L%EI DI TEEF B A MDD MDY IR IT T TP X—> 3>/ L. Unity (12172 R—k
TRIEDTEEFT LA/ MRTEA—=2ad BOE I3V THHRAINZ T X—2a x> IT
J>kO—IJLTEXY,

Ea—R/ARTZA=23YFA TR VA RNR=20 ) =D R—2% T R— b9 30 EDHEEICKD.
— BB DLIDBEHICE>TVET  Ea—T/ART7IX=23VR PRIy ITZX—3>
BATDESICBRTEDR—ICEBDTIIBR—VDUEBEICKH L TERAUBZES O FLALD
ABDXvS U2 —THEELE T,

Ea—Y/ARTZX=2a VB TR ET BRI E—T YN ERBEICBETIZLS. Fv T304 —
ETFILDT £HIE A DR—IATHAEEHRLTLKIEIVWFBX EFI/ILD Rig Eo>a>c raOyvS
A RS THumanoid 12 ZBIR L. CDETILDS TNE—%ERELE T, TApplyl1Eo v LT
TIA=2 a3V BA1THEBLET,
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Model Rig Animation Materials

Animation Type Humanoid

Avatar Definition Create From This Model

ar can be configured after settings

Skin Weights

Max Bones/Vertex

Custom

Min Bone Weight
Strip Bones
Optimize Game Objects

Asset PostProcessors

Revert Apply

lAvatar Definition] 7-r—JL R Gl Create from this Model1 DA 73 % REIRT 3 ¥ (L FTOEKREZ
B  Ea—T/TRADER IO RICEDGERINI=F v S 72— DBRIBEEDDITINE T RA—2IL
FTEARMUBTHININ. TELBRUBOROVMNIEBEINET.AZIE. EHOBRBRMUEBETIZ.CO
XS I2—DLEBROR—DMERTNE T R—2DOAFNEDIFPREREL TZX =3 g R TILEVIC
TZAX=23 = ST BT DICBRABZFERT I N TEXT,

THRICHKINT B Rig B2 avicXyE—INRRRINET,

T CRIEN B BIEA Unity IR OB BT R—> & N1SAMRTRLET. CDOBE FEFTR—>%
EHEBIRELNHZDD LNFHAFVYSIIZ—DBRIEMITIZEE . Ea—< /A RICEBRTERL

Model
Animation Type Humanoid

Avatar Definition

Standard (4 Bones)

Skin Weights
Strip Bones v

Optimize Game Objects

AL BDET,
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Rig Animation Materials

Create From This Model

v

Configure...

configured
sonfigure to modify
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ZDBEEConfigure1 20 ) v I L. Ea—</ARTZX=23 B4 FILEDLETR—2%2FHT
BRELTIESL,

Body
Head
Left Hand
Right Hand

Optional Bone

A Hips (Tra

[0}

Foot
S

Right Leg

Ea—</ARTZA=23 B3ATDF S IR—ICO TRV I T A= % ER TR F I 07—
LT OEROESHFHRER—XICHEDET,

Ea—RIARTZA=2a @1 TOEHTOE RS F v I 07— T £cld A R—X DR K <HEEE
LET.CNS5DR—XTIF Unity BMEETRAEICAR—VHEEINEINS T FvI7I7F—HD T X—
23V DR—AZESTVWBIHA R— VI ERE CIZRBRBMUBICHZSED B O ETHELHELIBDED,
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T R=ZXDba—<T/ARTNEZ—=%ER L. CDOTNRZ—%ZE>TAVR— TR TZA—=3>00)vS
T7MILE2ZEHBLET,

FIZIEMixamo ST ZX—a3> )y T a1 VR— 9 3EE . ZiR 7Ot XA Avatar Definition]
7+4—I)LRTICopy From Other Avatar1 47> 3> % &R T R—ADF v S I2—h 5T /N\F—%EIR
LE9S

O Inspector*

il

Ninja_idle Import Settings *

Model Rig Animation Materials
Animation Type Humanoid

Avatar Definition Copy From Other Avatar

alre

Skin Weights Standard (4 Bones)
Strip Bones v

Revert Apply

Asset PostProcessors

T R=ZFvSU0F—DFNE—IE.TZAX—=2a> Iy T 771 ILEALBEEBEZF>TWAILH
BEROT 7IA—23 OERPAIYO—RICERALTVWRY IR II7DS. TZX—23> o)y
HETT R—XEFTINHAVR—FLTLETL,

NEDY )T a—< /A RICEETBTDICT R—XZESTRDF v S 78— DT NE—ZES DI,
BIEDELZDTRHE L&D,

Iy TNEa—R/ARTZA—23 VB FIIEBRENZ L. TDOFVvSI2— 2T TR Ea—< /IR
TIA=23 BT ERT MO _BHITDOF v 72— DARFETOMEET BLIICHRDET,
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ol

Ea—< /MRy TR DIy FICEDLETERCREDA Ty b ZRABT IR DR vy
Iy TEDEHZLDREDHDET,

UTOEBRDLSIC, Nloop match 47> 3 R IRTOREICH LTHRICE>TOWE T S &L
REOF—TL—LH—HL. O—LLRABIIL—THMER TN TVWS e 2Bk L 9, Transform DFE.
CHUFF VYT IF—DTZA—2a BN EDFTITONTVWR L ZRBIKRL. 7= X—=2avii¥—TJL—LH
NI — R E—2a BV ZEKRLE T, CORZA 7DV )y I D—RZ2fE>TF v S I32—%
EBHIIRICERI TS,

Center of Mass

Center of Mass

CDFA T B FRWMEEIE. F—TL—LD L TVWRVWI e EEKR L. 7= X—=3>h L —FLTRIC
FEDNIAILTLEVET ITRTDI VY THIL—TTRLSICKETINTVBDIFTIEH D FHAD
COFRIETZA=2aVIlF—TL—LDPRESNTUVWBR L ZBRLET . ChIFIL—FE—32K
WWIIL—RE—23>0HBEa—<T/ART7ZX—23 & FERALTVAIES X Animator O 7R—
2> M TClApply Root Motion | A/ avicmh e Frv Iz ANELLS,

> v Animator
Controller % Ninja_RangeOfMotion
Avatar " NinjaAvatar

Apply Root Motion v
Update Mode Normal

Culling Mode Cull Update Transforms

Clip Count: 11
; P 63 Quat: 673 Euler: 90 Scale: 763 Muscles: 14

onstant: 5902 (78.1%) Dense: 620 (8
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Dy RRTFA YNBSS RE I DX v S I — I IL— b E—23 7 71ILEDFRE %5 | SR T e
HOET,CNSDHRE DX EE LT, [Bake Into Pose ) A 7> 3>z ERALTE—avaz o v I
RAILET,

Loop Time

loop match

Root Transform Rotation
Bake Into Pose loop match
Based Upon (at Ste Body Orientation
Offset 0

Root Transform Position (Y)
Bake Into Pose loop match

Based Upon Original
Offset 0

Root Transform Position (XZ)
Bake Into Pose loop match

Based Upon Center of Mass

Mirror

Additive Reference P¢

'Root Transform Rotation ¥ 'Root Transform Position (Y)] (- FICS v T §3E—23Y) DFRET.
CDAFAVIF VI EANTLKIE IV LUENCS<EN I E R AICH<EN T T MIF T 5726 TRoot
Transform Position (XZ) D% E TBake Into Posel DA S>3 & F v o LEWT I,
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ETHAT —LTIE T —LTLARICRBECF v S 02— DUBHNELLEI. T—ILRATF v S5 —%
DT ILCEID ST TeDICBBRINTONIIT—23> TR TR EIIHMLVTLES EH5 Z & RITHIC
T=LDEBPREDZ—AICESVWTBIFEO 7 ZA—2a 2B TEIE AR TH D HREOEHNICH
BOEY,

Animation Rigging /N7 —JIZ&D Unity RO HSDZFA1TDFvZI0F—HLVF T IMI1Y
N=RF2IT1IX(K) ZER TR LD TEEL T DRIy I bEa—</IROBADT = X—3>
21T T . Timeline T712—ATHIEEELX T,

AIVN=RZAFRZIT1I7ZA(K) 1. T=X—=3>0%ORYy IR THEAINIEM T FvS5I4—D
FRRBEVSIAIVRITIIZ—DEELWMIEBICEDVWT. BRIEEICH T ZBEEDNE L ClER%E
RELKODBERTUTZILAEEZRIRAEICLET. Y —LRTEFYSI2—OF 20O -ILTS
HEERIRLTIEIVAUN—ZFRZITA IR K) ZERTZEFENEEDMEIKDESITHD
ZEHFEFHTHHN IO TII AL BMICF2MHIELIEWMIBEIEE T35 TINERIETIEY,
K SRTLIF EOMNBICFZ2HIETEDIC BN FEOBEZ DL SICRET 2HEBEHIC
HBEL.LDBRATRNZSSAFHIERIRLETD,

'Window]>Package Manager1 I £ LD ROYF AT XZa—h5TUnity Registry Z#&EiR
LT Animation Rigging /\w7—2 %AV AR=ILLELELD /NI —S AV AN—=ILLTES BT
INTr—SHATVAO—RTBReEZETTHLET VAN —JIZIF VX I AV AV D
BTN —REENTED. TOTIIMIE DL SIIRETEINZRERT I EHTEET,
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B> Samples TAIIA—ICHD EFT. BEE—RICA D Hierarchy TZDB &R TS LT,
YOTINDEDLSICHBET D 2T LE2—FB e TEET,

JIYRMLAVMEERBADRZUTMIEDIWVWTE D Unity BIFD IK VUa—23> % LDBEIC
WETTFFI L AVAMAVMIED2—ILETNTVE T F VS IZ—DRTILEYDIANTD
R—2%d2rO—-L$BE—0 K VIZERT3RDDIS I —Fr— DL S BZRHITUAND
FvIIF—B0. H5PBFVvIIZ—FATICEDLETEADIVAML AU b EBAEDESZI LD
TEEIKVIO—BZMILTATICTBIEDHTEE Y

OV LA > hCi&TComponent >TAnimation Riggingih'5 77 X TEXT,

Scripts >

Cinemachine b

ul >

Visual Scripting >

Animation Rigging > Setup >
Event > Blend Constraint

Input > Chain IK Constraint

XR > Damped Transform

Ul Toolkit > Multi-Aim Constraint

Add... Ctrl+Shift+A Multi-Parent Constraint
Navigation > Multi-Position Constraint

Multi-Referential Constraint
Multi-Rotation Constraint
Override Transform

Twist Chain Constraint
Twist Carrection

Two Bone IK Constraint
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A A==
K T DExE
FvS>5o4%2—%#FERL. TAnimation Rigging)>TRig Setup) ZFE £3, ZNiZ&D. Animator J>7R—
F*> bk Rig Builder AV R—F VD BMEINET DI —bF¥S 74— —LATI UM Rig
Builder AV R—X U rZEBMT R L. ZDIL—bDF %D Rig S —LA TPV BEIMICIERR I N,
T4 (ZEEAHE) T Rig1 @& INEzT (FTOEKRESR) .

Animation Riggingl>Bone Renderer Setup i "5 Rh—> LA 7 I ERRTZEDHTEET. i
BROLATURERENICKRIETZDDTI A\ Rigging /N —2 2 HEEES B 37 DICNEBRDDTIE
HOEEA.COHTROEDDFITIF FvF72—%2RPI<I 378 Bone Renderer IVR—R> %
HUTLET,

3

Position X 2115166 Y 32492 Z 64.02148
X 0 Y 8806 Z O
X 1 ol Zl
Animator o i
% Ninja generic
& NinjaAvatar

Normal
Cull Update Transforms

Rig AYR—%VrDED2Z—%EBMTBICIERIg 1 B INTEDT—LA TSI EBMLET,
TRLAVR—RIIAZ2—DSEMIT B AR AV EEIRTIBLIICHDED,

Two Bone IK Constraint 1&g B 38 EADA1 U N—RF 2T v (K) ALV R 2BIT DI
EARAINFET,F% Hierarchy H'5 Tip OV MMIRSYILET,

© Inspector

@ v LeftArmIK
v Tag Untagged v Layer Default

J.  Transform

Position
Rotation
Scale ® X1
Two Bone IK Constraint

Weight
Root None (Transform)
Mid None (Transform)
Tip A LeftHand (Transform)
Source Objects

Target None (Transform)

Hint None (Transform)
Settings

Maintain Target Offset None

Target Position Weight

Target Rotation Weight
Hint Weight
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3DDEDA T3> TAA>% 0"y L. [Auto Setup from Tip Transform  %3&ER L £9, ZHUICED.
EHRSNAR—REBNICR oW D 2=y ATz e AT O RHIELWMIEISEMN
INEY,

Two Bone IK Constraint
Weight
Root
Mid
Tip
Source Objects
Target
Hint
Settings
Maintain Target Offset Nong
Target Position Weight
Target Rotation Weight
Hint Weight

Reset
Remove Component

Move Up

Move Down

Copy Component

Paste Component As New
Paste Component Values
Find References In Scene
Properties...

Edit Script

Transfer motion to constraint
Transfer motion to skeleton

Auto Setup from Tip Transform

Add Component

e Z—Tybee b AT ERBNT B I TV —DEMEINE S FI—T Y AT I
FoMBCEEZIVFO—-IILL. EXMTITIMIMNOEEZIFO—ILLETD,

IT7x0F—ICI3TESELBODBD YA X AE. DG . BZEETIED,

BALL
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BOX

CIRCLE LOCATOR SQUARE

FlLTe 7 X—2a V3B

ERTY,

mBEIC Two Bone IK Constraint Zf5Z & T
3D EMICEEBET D ENTEDLSICHD

HEEEZBV
FFR Koo odAc LTI cO—)L
LEJT.CNE TS IF—DEEIZHFDH D
1D R 7 ZRIF D EATRL DT BT
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TRTOIAVACLAVMMIE E=T YN DN BREENZRBHTELODVIARRZTIE—H
HOETHED 1 DBEF—TYMIFOMUEZTEICAVMA-ILLETHREN 0 DIFEFICIE
RAIDHELHDEFA X MUBVINMEEEIIA A EIRIZILTIAV AL TEIEHTEET,

BEE-—RELRLI-—FE-RRILEZ—T YL EBHELRBEGEIE L FvIIZ—DBOMUEIC
HEBEEZBUNTEEY,

Multi-Aim Constraint ZE> T F¥F7 74— DBEX 22—V EFWVWTWEA T I RRE) ICAITS
CEDTEXET XTI VMNIENSDA TS IRDRERD XS IF2—3BTHHASEFNEERS
KIICHD X,

@ Inspector

@ ~ LookAt

Tag Untagged Layer Ninja

Transform

Source Objects

ansform)

Settings

© 2024 Unity Technologies 65 of 121 | unity.com


https://unity.com/ja/releases/lts
https://docs.unity3d.com/Packages/com.unity.animation.rigging@1.3/manual/constraints/MultiAimConstraint.html

Q | Animation Rigging |

SEQEIEEHARBRICRZZIEEIZ.FED Aim Axis £ Up Axis DRIZIERESEL TR TV O—HJLZERIIC
WBZCHHERLTKIEIVEEIT Y BiAE%ZR T, TUp AXis1 Z714—ILRD - X [ICRRESTNTLZHEN
HOET,

FIEEDEERZ -90 15 90 FTICHRLIEVWSE R R/N\EEBERANEEZRETSLD
TEEY,

&)

F'Animation riggingi>Rig setup1 05, —FDF v S 72—IZH L TUWK D THUITZERTEH LD
TEFFY,Rig Builder IVR—RUMMIBMINS 2 DBDUIDMERINETRIgT DAVARLA UM
Rig 2 LIS L TEHBEINZ CEISEEL WIETVERDUJ1E. 2 DU EDV T ZE WIS 7L
BEICENTY
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[The Heretic JICBI5T2Fv502—D
Gawain | ZILARTa>RO—IL)T D
—{5I . Multi-Parent, Multi-Position.
Multi-Aim ZREDIFIE AL
Ao bEFERLTERT/N—YEI
O—JLLTWEY,

CDEA1TDREDF S IF EABRRTHFvSI2—% AV MO—ILTEBIETIAVAMNTIUED
WO IK TF VS IE2—FZLICAVMA—IILLET DOV DOMNEF—N—SI RT ER 53
TZX=2aVIlREREZ R B AR—VDUB L EEEHAELET,

BEDOERY S R—2OMUEBEZI Y FO—I/LTES Multi-Referential Constraint ZEZ (3. BXFD
IBEEFRICRDZZEHEHETT. BEOMUERODHE . BEDIBE RHEREF>TIERARMUBERELT
WEY,
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NSEEHDOZ—7T Y (ERAIVEOERYMIL>TOAYMO—IILEINZZ—7 ) eFETIAV RN
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R—=XMMCTIERGTEITFILARIR AT INMITRYFINT=R IV TNDHARZLINT )WY
BEMERET DD TEED,

FrI72—DHDICELETREEZHI I ERBLERAD 2 DONTVyIBBTRI )Tz
ER L&Y,

System.Collections;
System.Collections.Generic;
g UnityEngine;
nces
Footsteps : MonoBehaviour
udioSource m_AudioSource;
AudioClip leftFooptStep;
AudioClip RightFooptStep;

id PlayLeftFootSound()

m_AudioSource.clip = leftFooptStep;
m_AudioSource.Play();

id PlayRightFootSound()

m_AudioSource.clip = RightFooptStep;
m_AudioSource.Play();

© 2024 Unity Technologies 85 of 121 | unity.com


https://unity.com/ja/releases/lts
https://blog.unity.com/ja/engine-platform/extending-timeline-practical-guide?utm_source=demand-gen&utm_medium=pdf&utm_campaign=2022-lts&utm_content=the-definitive-guide-to-animation-in-unity

Q) | Animation &

& Signal Receiver

Footstep

bool enabled

string name

bool runinEditMode
string tag

bool useGUILayout

Cancellnvoke (string)
Cancellnvoke ()
PlayLeftFootSound ()

SendMessage (string)

BroadcastMessage (string)

PlayRightFootSound

i90ing | FZX—=>3>hybd—2Ad Timeline OER | HivEm1 3

BV REBYE 93 Audio Source AVR—R N EHBTRIV T XS IF2—ICT7RYFLET,

RISEAALTANIS T TN SYIZEBMLET BEZH LIVWRIIDRA >V 2H )y oL, Signal
Emitter ZBML £9,9 3. Signal Asset BEREFELAVW D . BBOEEAyEZ—IMRKRRINET,
Inspector M5 ZDT Y M EERTEET,

O Inspector

1al Emitter

Your project contai o Sig

Create Signal...

& Signal Receiver

RO TR IIAZa—h S FvIIF—ICTAVFENIRTOOY
R—=XVMITFIVERTEBRORZRIZTIEHTIEI RIS+ E
#EiIR9 5 . PlayLeftFootSound BE#{& PlayRightFootSound BEEAY
RO ERDOREBICERDIIFILZEBMTI T,

Footstep

Runtime (+  No Function

@Adam @ No Function

GameObject
Transform

Animator

SignalReceiver

Footsteps . ;
i Timeline*

M |4 B Pl oM (] & TimelineHolderTimeline (TimelineH

Walking
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@ | P=x—>3> Ay b —>Ad Timeline O3ER |

Cinemachine FS5v%

Cinemachine TIZEMA S XY T VI HASDEREE RN ETITS e A TIE X, Cinemachine
;2w Tl Cinemachine TERINTULWBN—FvILAXSEREL T 2avbDR1I 28D
FHEELIDTEETY,

XA VAASHZEDIAOYMIRSYITBRE XA AATIC Cinemachine Brain AV R—x > M{ER
TEEI, CNUI ATV AATHN—=FvILAXSOHREICELEZT-OICERINET,

ERB LV TL—I2 I TNIN—F VI AXTIE CDRSYZISEMENE 1 DDAATHRDARSIC
B2 DDOAARS OB ZERNICHY TR EICBDET,

HBAAZTTOAVIZRNDARTTAYVIICRSYITBEIOARF—N—TLYREBD RAIDIav b
RDE3y DB TAATHETEY,

B console 2 Timeline*
Preview K4 |4 P Pl »M [B] 81 f‘f]TimeHneHUIderZTimeHne (TimelineHolder2)

+- I

“A >~ Adam (Animator) (O] H Walking

Main Camera (Cinemachine ® H VCam1 VCam?2

DR —>3y R Tld Cinemachine /N\—3Y 2 BMERINTULE Y, Cinemachine /A—23> 3 D
FHREICRI I 2 EEMIBIRIZ. CB5D T OV =2 BT,
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Q Animation Rigging | P=X—33> v b s—>Ad Timeline OER | HiE110 3

FSvoIN-F
b5y ONHEZBIC DN BT LT Y DRIENE DI R B LN BDET,

boYOIIN—TZESEREDISYIZ—FEDICLTRIBT BN TEET,

B Console i Timeline*
Preview 4 14 B Pl MM [P] 275 @ TimelineHolderTimeline (TimelineHolder)

+ - 1 s

Adam Walking
A > Adam (Animator) ®
' ¢ Adam (Signal Receiver) © X

¥ @VCami ©
&, Control Track H SmallExplosionEffect %

Main Camera (Cinemachi ©® H VCam2

bSO —T2RIMET BE R LTAUNICAR—ZADTEIRIELPIKADET,

e 1 Timeline
> Ml i [»] 2246 v @ CockpitFlythrough (Director)
il B | | | I

AsteroidEati

CcQB

CapitalShips

=T R
Timeline TE¥E Y 3MRIE.Sequences N —JZ@B5L ATATOAD TV MPELRTLLADXT,
BEPRIREDRA VI TO—VEENICO—RTEZDT. O—YORVHBEZICAEDET,

Sequences /N — DR EVAICBILTIZ. CB50 Unity Learn Fa—hU 7L 2B,
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Unity @ Built-In 3D Physics T I NETILZA LTYEEREARV LD ZaL—2a> 2 TVET,
BHICRIST3A T IMP BDEER B XVMNA—TUEREDA TSI RDITILBEIED
SEal—2ayEITSEOICFERTEET,

NN W N —\ =
)W RRTYIRER
V) RYIIBEEEIBIME 3ICIE Rigidbody AVR— e ATz /D MEICIBDENRVELS
Mesh Collider A R—R U hEATITIMMIEBMLET,

VDY RYEIERE IS REBERRICE TR AT/ CEOYEBEMNEEEROUTIIL B Zal—2av 75 L #ELET,
BB . ENBREERGEOFEDSIaL—2arhiThN REMAZEML AT I OEF ZRTETEXT,
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Q TZAX—=3 A® Timeline @50 | HEB@EFSZaL—say | 7= EMIORR/F N

FH Bo_mesh (Mesh Filter)
8 v Mesh Renderer
i v Mesh Collider

Everything

Nothing
Nothing

Rigidbody

1
0
(
ass v
v
v

None

Discrete

Nothing
Nothing

Rigidbody OV R— UM BEEMNHEREL CHEHROYEIE T IZEIICEREEDLSIC
HMEERTZHIOIIaLl—a > E 15 e TEEIHEDLAV—2SDDBFEALIEDTE,
ATV MDERESNLAV— LMD A T IR LDERLBWVLSICTZZENTEED,
'Freeze Position) & [Freeze Rotation | DEREHNS. TSHICHIAK > IaL—a>rxa0O—ILT 3
ZrHTEEY,

AT O MDERICRES &5, NIsKinematic | 7O/ T DF Ty 7 IEANBWTE T E L LS, lsKinematic
PFIvIINTVWBRE AT IMIEAIRVETAD ERDOLS BYPIER—XDIBE(EA XK
CLTUEBLET,

ASAZ—ET 74 M TIIYEBOASA A —ICRETNTVET CNICKD ATV MDA T
IhEEORTRDEMIFET, LN L. (s Triggeri 773> Fry I3 TASAE—%MN)H—
ASAH—C L TERET RN TEEFI MNIA—OT14— I3 ENAAEEENICL. AT
HOATS TN EBBT B EAREICLETH MDA T IR ERELIZESITIFMNIH—ERLET,
CHUEO—RZELRICETHEFITT,

Physic Material 7t k% Mesh Collider ICZEBMLT. A7z MHBREHAOA T I0%
BIRT3LSICEESER D TIETHZIE KKBRZILR—ILDIFE X HiEIEDHS Physic
Material % Collider J1>7R—=%> k@ Material 7r—JLRISEBMT3HNENRHD X T,

L\ Physic Material Z{EB 9 3 ICI& Project T RoTHZ')wo LT ICreatel>Physic Material) =
BIRLBEDORRICADSSICEEFAELET,

© 2024 Unity Technologies 90 of 121 unity.com


https://unity.com/ja/releases/lts
https://docs.unity3d.com/Manual/class-PhysicMaterial.html

\D Timeline

© Inspector

§ Staff (P
=y

Dynamic Friction
St

Bouncir

Friction Combine

Bounce Combine

OER | EpEBIFYSaL—2ay | 7o

0.45
0.45

0.1
Average
Multiply

B2 v Mesh Collider

Convex

Material

Mesh

Layer Overrides
Layer Override Priority
Include Layers
Exclude Layers

Everything
& Staff

i bo_mesh

0
Nothing
Nothing

Material Dinamic Static Bounciness Friction Bounce
Friction Friction Combine Combine
Bouncy 0.3 0.3 1 Average Maximum
Ice 01 0.1 0 Multiply Multiply
Max Friction |1 1 0 Maximum Average
Metal 015 015 0 Minimum Average
Rubber 1 1 0.5 Maximum Average
Wood 0.45 0.45 0 Average Average
Zero Friction |0 0 0 Multiply Average
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meline O7EA | EREBIFSIal—oay | 7o A— 2 OLIAH

<

YIEEEDKE ILTEditi>Project Settings i N SFABTEEX S, CCHSENDERETFETEET,
FTIFIWETIEREEROESLEIL -9.81 ICRESNTVETN FIZIE. Fv¥TI2—DZERITTFNT
WBESICLTEWBRIK . CNEZEETZ N TIET,

£ Project Settings

Physics

Persistent Contact Manifold
Fixed Update

ynejaq

Default v
TransparentFX «
Ignore R: 5t v

v
v

<

44
el
L)
b
o
[
%)
pL 8
o
4
v

&
v
v
v
v

Disable All Enable All

TEOLAV—FERILIYIRZFE>TLEDL AV —HDHEERATESD EEERLE T,

FComponent>TPhysicsi1 5. S E I FAYBEREISAHA— Va7V N IZEBMTIEY,

Component Services Animation Rigging Jobs Tutorial Window Help
Mesh >

Effects % e

Physics > Rigidbody
Physics 2D > Character Controller
Audio 2 Box Collider
Video > Sphere Collider
Rendering 4 Capsule Collider
Tilemap 2 Mesh Collider
Layout 4 Wheel Collider
Playables Z Terrain Collider
Miscellaneous Z Cloth

Scripts >

Articulation Bod
Cinemachine > cuiation Body

ul 5 Hinge Joint
Fixed Joint

Visual Scripting > |er OII'T

imati iqqi Spring Joint
Animation Rigging > )
Event % Character Joint
Input . Configurable Joint
XR 5 Constant Force

Ul Toolkit >
Add... Ctrl+Shift+A
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@ | EREBFSSaL—ay

Constant Force 1. AP ZIRITEIaL—2a R E YEBENAYKRICEEDORRANDNZINZ T
W EFICEFITY,

F7c. —F%ZE>T Rigidbody AVR—RUMIAZMRABIEHTEIETHIRIEIIRI Y IEFIC
NEMATHEDRETHAIZHICRITT A TIET,

KnifeThrow.cs & X

£ Assembly- CSharp
@ = System.Collections;
System.Collections.Generic;
ing UnityEngine;

~ 9gknifeThrow

KnifeThrow : MonoBehaviour

e Rigidbody rb;
throwSpeed = 1.5f;

rt ()

rb = GetComponent<Rigidbody>();

if (Input.GetMouseButtonDown(0))
{

rb.isKinematic 1

1
rb.AddForce(Vector3.forward * throwSpeed * Time.deltaTime, ForceMode.Impulse);

Rigidbody OV R—x ML Y BEEH ETI)—XINTWVWRTOH. T 7IEMEICE B e H<,
A—RTHRESNEHOFRETHIAICRUET,

PS Transform

Position X 23533 Y 326.087
X 0 Yo
® X 1 il 1

-

& v Box Collider

yer Overrides

Rigidbody

None
Discrete

Nothing
Nothing

B v Knife Throw (Script)

Throw Speed 5
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@ | EREBFSSaL—ay

FrIUF—OETZIAVNO—ILTS78IC Rigidbody OV R— Vb EFRATZZCHTEET. JNUd.
T=LT—ILROYIEF T I MIRIGT B TIVEE—a> =R BDICEF T,

CNZITSICIE. O — R T Rigidbody OV R—2 > MMIT72+X L. MovePosition £7z1& MoveRotation
ARV RZEERLEFY,

ass BasicMoveNoRootMotion : MonoBehaviour

e Animator animator;
Rigidbody rb;
e Vector3 rotatey;

t walkSpeed = 2.5f;
t rotateSpeed = 150.0f;

animator = GetComponent<Animator>();
rb = GetComponent<Rigidbody>();

rb.MovePosition(rb.position + Input.GetAxis("Vertical") * Time.deltaTime * walkSpeed * transform.forward);
if (Input.GetAxis("Vertical") != 0)
: if (Input.GetAxis("Horizontal") > 0)
: rotateY = new Vector3(®, rotateSpeed * Time.deltaTime, 0);
1{ (Input.GetAxis("Horizontal") < @)
! rotateY = new Vector3(0, -rotateSpeed * Time.deltaTime, 0);
ib.MoveRotation(rb‘rotation * Quaternion.Euler(rotateY));
;nimator,SetFloat("Vertical", Input.GetAxis("Vertical"));

S I E{TSICIE Rigidbody ICHEEMLEY,

if (Input.GetButtonDown("Jump"))
{

animator.SetTrigger("Jump");
rb.AddForce(Vector3.up * jumpForce, ForceMode.Impulse);
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Q FTZA—>3VhY A®D Timeline ©E[A | HEB@EFSIalL—say | 7oA— 23 0T o208

NS
JOXYNIEER
JOZMIEEEIX.ZOX @) OBZIOIaLl—oa F2 T+ LRNILOYTFTaEDS 3> EED
Ay aIlBATIET AV ald . oIal—2a>hi T3 TUTILAITILEBEITSZTBIDIC
F+RBRIBEEEFFORERHDF TN NTA—I VAT EENIERIFEZLTIEWVT EE A

Cloth AYR—FbEA T IMIBMLRETITUTINZAT2EEZLETE Lo OvbY
REZBIATE LS. IStretching Stiffness > Bending Stiffness | DO/ T Z LTIV,

Visualization Max Distance
0 B 0 Unconstrained
Select Paint Gradient Tool

~1 v Max Distance 0

g

Brush Radius
Constraint Size
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O Ins|
-
@

1

-

Pos|

Rotation

Sca

%
v

Stretching Stiffness
Bending Stiffness

Use Tethers

Use Gravity

Damping

External Acceleration
Random Acceleration
World Velocity Scale
World Acceleration Scale

Fric
Col

Use Continuous Collision
Use Virtual Particles

pector

v ribbon_mesh

Tag Untagged v Layer Default

Transform

ition X 0
X 0

le ® X1

v Skinned Mesh Renderer
v Cloth
LR )

S =) =)

w

tion
lision Mass Scale

4 B2l E=A=00E= o [=l] B9 KS C=llG

S

Solver Frequency

Sleep Threshold

Capsule Colliders
Sphere Colliders

Virt
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ual Particle Weights

DA | EEEATYSaL— 3y | T

20

Static

v

v

ORI HEICEEHVELSERT
AVZMLAVRDRESNTVWALTIE
BOFEFHATFVWEDDTWET S VD
FAAY (EDEGREBR) 20w I3 L.
Cloth Constraints X=a—H'BZF %9,
'Max Distance % 0 |IZEREL.B1H L
T BVWEFRICHRWSRERTVMLET,
EVROERMIEOVIMLA VDAL,
JORDZaL—2avICiDEITET,

FTBEHAEWCBNZ N TES
RAEBZREDHMBETRET LD
TEET. NI RT)—>oavbDBE
DFYSIFA—HETVWREDKRED
KSR EBEVWITUTIEEETBDICEF
TEALUOhSROBOEIE. VORI
BRBZ1TOEMETEEZ3THICEWIC
BN TUW<KRORNEDRERZERE L.
5= Y= )LEFERLTRTIVN
TNTVED,
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Q FIA=2AY YRS —2AD Timeline O3ER | EREBIFSIal—ay | 7oA—2 22O T IR

= ‘ R& X 735414 TMax Distance R X
Visualization Max Distance . @?I‘V7%$'*?(‘Z~E‘E%J:*ﬁg’b—c: \/ZI\

0 B 0 Unconstrained

Select Paint Gradient Tool l/’f‘/l\'éh'CL\EL\%\,\,;‘“LCE‘E 353—0

Cloth 7V TIMI >Zal—2a RICF v I 72— DMDED ERXETBD T VAN FvSI42—%
RERITRHLBVESICOSTIE—ZEE T IV EDH D EF,Cloth (ZATEIILLRTATDIAT14—
DHEHR—FLTVET,

BRONAT IV ERT4 T2 EoTERBIERZERL. Th5%Z Cloth AVR—XhDATEILE
RA74T7DAZAE—ERIIEMT BT ERELBIRZEOD LEIFEIEHTEEY,

= Hierarchy 3 i # Scene o Game > Animator
o P & & Apivotv @Globalv iy w i
R} Ninja city* § §
Q) Cameras

&0 Close Camera
(D Building_Main
@ Visual_Settings

Hierarchy ROBYIRAR—NCAT I FIEZA 707 ZEBIMLEBELEFT. A4 —IFHR—>FEIC
BED F¥SUF2—|CUT7IITELVWEESZRETIDICRIBEEI. IS4 —%EELS. ATy
2L CIRemove Component | #:&RL. D _ED Renderer AYVR— VM EHIBRLE T,
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@ Timeline D& | HREBIFSZal—ay

AEICSAA—ERELIS. ENTNDA TP I RD Cloth AV R—R 2V MIEMLE T,

* Animator i @ Inspector

v skirt_mesh
v Tag Untagged w» Layer Default

P Transform

Position X 0
Rotation X 0
ale ® X1

#% v Skinned Mesh Renderer
Y. v Cloth
r v
Stretching Stiffness
Bending Stiffness
Use Tethers
Use Gravity
Damping
External Acceleration
Random Acceleration
World Velocity Scale
World Acceleration Scale
Friction
Collision Mas
Use Continuous
Use Virtual Particle:
Solver Frequency
Sleep Th d
Capsule Colliders
Size
Element 0 € LeftLegCapsule (Capsule Collider)
Element 1 € RightLegCapsule (Capsule Collider) @
Sphere Colliders
Virtual Particle Weights
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Q TIA=m3 R —2AD Timeline OER | EREAIFSIal—ay | FoA—U3 DTN

— MW J=

SOR—=IILYBERIL. TS I2—DHEICSESDENTEDTIRIC IR /NZNZTIHED
22al—arETVLETUnity IIE FvS92—ORATILEVICYBIAYR—XR VM 2BINT 3
TAVIRESATLDHDET,

Fy>U4—%ER L. TGameObject)>3D Objecti>MRagdolli %7y I LE T, TR RETIVRD
HEEFET . FVvSI2—13 T /213 A R—XEESTVWBIET T BYARIOYMIR—>%Z RSy LT
lCreate1z ' )wo L%,

Qv 20 @ % v B mv Qv

& Ninja city*

Create

T Rigidbody IYR—RVPEFITR—IZAZTILOYBERZEIIY S Character Joint
JAVR=EBURPDER—VIZEMEN E LT
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oA Timeline OEFA | EfREBITSIal—yay | 7oxX—2a300 T

%  Character Joint

Edit Angular Limits

Connected Body & UpperChest (Rigidbody)

Anchor X 0 i 0

Axis X1 i O

Auto Configure Connectec v

Connected Anchor X -0.13423: Y -0.01594C Z 0.1911789

2 O il 0 7z 1

Swing Axis

Twist Limit Spring
Low Twist Limit
High Twist Limit

Limit

Bouncin

Contact Distance
Swing Limit Spring
Swing 1 Limit

Limit

Bounciness

Contact Distance
Swing 2 Limit
Enable Projection
Projection Distance 0.1
Projection Angle 180
Break Force Infinity
Break Torque Infinity
Enable Collision
Enable Preprocessing

1
d Mass Scale 1
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Character Joint O R—3 M EEIELT,
BFHDTTR—ILNRZFZIH
TTFJ,Rigidbody JVR—FRED
Mass 7O/NToICSRELEDH S 3Ia
L—2a>osRICEEL£T. OVR—
FhEIAE—LTURNMIBD TR
L DD R—IZBED T TLHRB D
HRBALZUR—ILEREZIERTZ_ D
TEEY,

BEHRDT7A=2a3VI T R=ILDIZal—23 % FEZTR-O.BEE—RTTIR—I)LYE
EEERBICIE ST Animator AV R—2 R EETITTICLTE TV,
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| EpEATSSaL—a>

BIZIEF VS O2—HDBINIESICTTR—ILMREBLE TS LS XTUFRT Animator J>R—
IR EIETITAINCTBIEDTEFR T LD L TZA—=23>h 55 R—)LICEERITT B BER

BWBOHDICHRETLLIF VI 7F—DYIEREN FHEBEAZREZ LD HDET,

CORIBEEFRRT BICIE Animator KA TICYIDEH B ETEHICLS

ZRITBVES BR—>D

Rigidbody J>7R—>> k% isKinematic IC58E L %9, Z L T isKinematic % false ICR S .57 F—IL
MRHEBER<BEINE T,
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s RagdollScript : MonoBehaviour

Animator anim;
Rigidbody[] rigidbodies;

anim = GetComponent<Animator>();
rigidbodies = GetComponentsInChildren<Rigidbody>();
for (int i = 0; i < rigidbodies.Length; i++)
{
rigidbodies[i].isKinematic = true;

}

id Ragdollon()

anim.enabled = M
for (int i = 0; i < rigidbodies.Length; i++)
{

rigidbodies[i].isKinematic = false;

}
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Q TIA=m3 R —2AD Timeline OER | EREAIFSIal—ay | FoA—U3 DTN

ERCE

Unity @ HD LA —/N1 751> (HDRP) I3 UTIL R ERER E1ER T 1D DB I NI Shader
Graph R—=Z2DAT7 21— —ZBATVWET T SAVR—-ALVAS—%2FALIEBBDOAT
T2 Ub%ER T2 HTEET  Unity OFESIELions TREICTELL T L,

Package Manager @ High Definition RP 227>3>I245% Materials Samples 7#)LZ—%1>X+—)L
THENT I T—F—DOH TN —2RBENTEIET,

High Definition RP Remove
14.0.8 - August 15,

From Unity Registr,

Dependencies  Samples

Plugin

5.3 M import
Havok Physics for Unity 016 P

High Definition RP

Import

Import

Material Sam|

import
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| EREBFSSaL—ay

—>l% Scenes TANA—IZHDETARTVR(R) R—RED—RR=IDATLVEYVY
BERHD. ITUTILA T avid Inspector IZHDET,

= Animator i @ Inspector
Display1 v FullHD (1920x1080)  ~ Scale @ Play Focused v W B8 Stats Gizmos v Priority

['1 12 E n (Material
Jshacer HDRPSamples/PhysicalHair_Ribben  ~ | Edit..

Opaque
ndering Pass Default

Cull Mode Back

Auto
v
v

Exposed Properties
Color
Root Golor

Hue Variation

A Physical hair shader that uses per-strand geometry.

The Physical model is based on the Marschner algorithm. This example uses an
opaque Material with no Textures. Instead, it uses vertex color for ambient occlusion,
strand index, and radius. Each strand is a screen-aligned ribbon.

For best results, enable MSAA.

0.101

F7=. 255D Unity Learn Fa—rU7
ER T3 CHTIET,

Submit

Interteaved
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Alembic

Alembic /\wr— & Alembic 771)L% Unity TERT3ZEEAEICLE T CONYT—J%FEH
TR KR EFDOMDRIKR ECHOEZIREDER LT XA—23> %2 FTDEETITILAESZaL—
2AVvEHEITZNIF—I VAR N LTER TE £, Alembic (. BEE—RTHBEINZ771)LIC
EROEIERIILET,

Package Manager T Alembic /\w/r—2%+ > X k—)LL.alembic.abc 771/l % Unity IZ1>7R—b
L&D,

Alembic Remove
2.3.4 - November 03, 2023 | Rel;

From Unity Registry by Unity Tec

com.unity.forma

Alembic
Analytics 5.0 Description  Version History ~ Dependencies
Android
and Linux

The Alembic format is comm in animation to transfer cloth, and other simulation between applications in the form of baked data.

Build Automation

& Burst

Zal—2avidi@E . Maya.Blender.Marvelous Designer 2 EDMDY 7 U7 TER I M. .abe
alembic 771 DILERFZFEALTIIRR—FENE T Alembic 7L —LZEICTERBZRE
TB1O T7 NI IDNIERICKIKARDFT, >Ial—2a>vDEMSICHEDFTH T71IL T X
1GB UEICBRZZEHFREINET EDD VTINEZALDT —LTLAEDBH TZA—=3200
=T URARBEERFT,

alembic 77-1/L% Project U4 RUICRSYILTAVR— L O—IBMLET,
@ Inspector

P Transform

Position

ation

Add Component
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@ FoA—3 A® Timeline OEF | HEB@EFSZaL—say | 72— 22 0T o208

Alembic 771 )LZBET3ICIZ Alembic FSwoEFERALTAT Sz U 0% Timeline >—47 > XiC
BMLEY,

Mone nfinity

Alembic Shot Asset

Stream Player B waterSimulation (Alembic Stream Pl: @

i Timeline*
4 » Pkl M| C &) TimelineHolderTimeline (TimelineHolder)
[ J

AlembicShotAsset
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@ | 7= —ar b —2Ad Timeline OEA | EREMITSTal—ay | 72XA—2a O TR~

IN—T )L

IN—TA IS NIE K BERE R EDOMRZEDHTOICEONE T, O —VAICAFHD/N—T
INELIUAIGLTH TIL—LL—MIIFCALEEEZSEZBRVD T EVEFIZIEEICRLTY,
Unity Asset Store Tld SEIFHRBEON—T17ILNRERDIFTZ A TIE I, Unity TIN—T+
IR ZVERR T B AHEICDWVWTIE eBooklUnity TO L E@ITE Va7 L REEDREHTR1%
CELIETL,

UNITY FOR GAMES

e s a side-by-side comparison:

Mesh sampiing effects

| | --q'? :
. I

5 s sysimand
meplay more directly, butits particie count is limited and its
y relatively straightforward. ‘Sample Mesh Operator Position (Mesh) Block

cle Pack from the Unity Asset Store to get a set of

game effects (fire, explosions, ice, and dissolves, among ‘The Placement Mode can be set to Vertex, Edge, or Surface. Here's the
fou can also check out this Dev for more information on Position (Mesh) Block at wark on some simple meshes:
ader Graph with the Built-in Parti m.

ndard shaders (L, U /o L1t) for the Built-in Particle.
as HORP provides St ph-based shader samples

Vertex Surface

THE DEFINITIVE GUIDE TO CREATING

ADVANCED VISUAL
EFFECTS IN UNITY

LTS EDITION

Unity eBook Z4~>O—R
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Q FTZA—>3VhY A® Timeline OEF | HEB@EFSZaL—say | 72— 22 0T o208

Al v 02—

ITLATITNFEvYSIE— (NPC)RPERDI—VD T A—a> & EBIBEEIF. Unity @ Al
Navigation 27 AZERATNIX. EF v IF—DT7ZX—=2aV | AEHHEPCTHRENRIEDET,
CDOYVRATFLICED. O—VRDAIBEDLDFYSI2—%2 A O—ILL BYe A TS o M @bkl 7=b.
BWMIRADH D LBEVWLSICTEIENTEET,

TET—2aY AT LZIROBICIFARIEREEHITREDOE Z2EHE T 5.-1 H'5 1 ICELTHEHIC
&OAVPO—-ILTNEFvIIE—DTLYRYI—ZEDES,

_— - Blend Tree

Blend Tree

Walking - — Blend Tree
Idle
Walking - —__

Walking
AlMoven 0 Walking

~—— Blend Tree

& Walking
& |dle

& 'Walking

Automate Thresholds

Compute Thres

Adjust Time &
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@ FoA—3 A® Timeline OEF | HEB@EFSZaL—say | 72— 22 0T o208

Package Manager H'5 Al Navigation /Ny —S% A4 VX —=)LLET,

Name (asc) v Filters v C

2L lllemap Editor
2D Tilemap as 31.2 Al Navigation PEE
ive Performance 4.0 1.1.5 - October 03, 2023

Description  Version History Dependencies Samples
uild t runtime and at edit time.
Animation Rigging

Apple ARKit XR Plugin

AR Foundation

ZNT.NavMesh T—J 1 MI NPC ZEBIITE3LSICADES . REEZTEIZE T Fy7 74—
HORIVPERERT 2RI TV bDFER (MDOF v S 72— ENTEFHEIKIEDTEZH ZERD D)
ZOAMO-ILTBZEHNTETEY,

v Nav Mesh Agent

Humanoid

0 Braking
Obstacle Avoidance
Radius 0.5
Height 2

Quality High Quality
Priority 50

Path Finding
Auto Trave )ff Me v
v

Everything
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@ ToA=aY ks —AD Timeline O5ERA | HEEAFSZal—ay | 7oA—2a 0T 720K~k

NavMesh T—J YV MG BIEHIETRT 37D NavMesh Surface AYR—RYMHPRBRETT,
FTGameObject)>TAl1>Navmesh surfacel ZBE £9.NavMesh XA T 3HICIRTDE 1T
Sy IF VSO FIITHIDE X £, ZNIZkD. [Show NavMeshi A 7> 3> B F v oI TLWB L.
BUWH =TI IMRENE T NPC HSVWTEAMNSIF—T VAT I BMLET,

[7 v NavMeshSurface

a1 ,
8] )

W NavMesh Surface

Clear

Add Component
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@ | EREBFSSaL—ay

NavMesh Agent ZJ>bA—/LEBICIER IV TR ETT CHUSIT—J TV hOREZFE>TEIWT
WBEEICHIEBE T I EFoTWB EEIRIBREEF S 950 % Animator IZI8TRLE T,

AlMove.cs & X
53 Assembly CSharp
@ = System.Collections;
System.Collections.Generic;
j UnityEngine;
1g UnityEngine.AI;

ferences

AIMove : MonoBehaviour

e NavMeshAgent agent;
Animator animator;
t characterMovement;
oat moveSpeed;
c Transform target;

e | 0 references

rt()

agent = GetComponent<NavMeshAgent>();
animator = GetComponent<Animator>();

agent.destination = target.position;
characterMovement = agent.velocity.x + agent.velocity.z;
animator.SetFloat("AIMovement”, gharacterMovement);

ZOVTRDRAOYMMIZ—T b ERSYITLE T Z— Y oF v I 02— SFERFEIFHFOENTEET,
ARETHNUE. —EDFvSIZ—ICDIZ— VB 1 DICTREMEES VTR DTN TEET,

Area Mask Everything

P ~ AlMove (Script)

Target A Target (Transform)

Add Component

CNT BEE—RRICF I IF—D 2= Y MIAD>THELESICADF T BVWTVEZ—4 Y
TZAX—=23>%FIFT NPC IDBRTEZZEHTEETLAl Navigation ZFEXIE BHRESEHDI I
L= oz NIZCBRICITRAZDD DB TLLS,
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F—LTERLID.DCC V=L TTPZX =23 /RS EIO LI WS AED Unity H 5ttty 7k
VITICTVZX=23 D W eFvSI2—2T IR REIBZHENHZIDEHLNEEA

FBX E7I)LOIOXR—hK

Package Manager T.FBX Exporter B’L P X MUDSA YV ZAR—=)LINTWVWB I ZREERLTIZEL,

& Package Manager

<4 ¥ Packages: Unity Registry v Sort: Name (asc) v Filters v Clear Filters

All_ Services
Deployment

Device Simulator Devices
Economy

& Editor Coroutines
Entities
Entities Graphics

& FBX Exporter
Google ARCore XR Plugin
Havok Physics for Unity
High Definition RP
In App Purchasing

Input System

i08 14 Advertising Support

& JetBrains Rider Editor

FBX Exporter
@ 4.2.1-January 10, 2023 | Release

€ isinstalled as part of the feature.

Unlock

From Unity Registry by Unity Technologies Inc

com.unity.formats.fbx

Description  Version History ~ Dependencies

The Unity FBX Exporter package makes it easy to send geometry and animation to any application that supports the FBX format and send them back to Unity
with minimal effort

In particular, this round-trip workflow enables you to export Unity Scenes to FBX files, import them into Autodesk® Maya®, Autodesk® Maya LT™, or Autodesk®

3ds Max® using an artist-friendly interface, export Unity-ready FBX geometry and animation, and safely merge your changes back into those Assets to continue
your work in Unity.

XS UZ—DTZA—=a>iE Animator T4V R TRESINTWBIET T v 302—%2H7)vIL.
FExport to FBX) &R L £ 9,
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Export Options

Naming

Export Name

Export Path

Transfer Animation
Source
Destination

Options

Export Format

Include

LOD level

Object(s) Position
Animated Skinned Mesh
Compatible Naming
Export Unrendered
Preserve Import Settings
Keep Instances

Embed Textures

Don't ask me again

Ninja
Assets/

A Ninja (Transform)
A Ninja (Transform)

Binary

Model(s) + Animation
All Levels

Local Pivot

v

v

v

Cancel

IORR— bRy IZDBERFE
THNA—BERTEEL T T IAILL T
Project Assets 7#4/LA—HMEIRINT
WEd,

FBX 771 &2B<KY 7D 7B LT,
ASCIH £/lgNA1 TR TI 71l %
IURKR—bTEZXI.Blender DFE I
NAFIEEERLTLEST L,

T7AILCIE 3D Xy 2afiif el
TZX=23YVT7MIET HDWVIEED
MAZEETEET,

LOD LNILHEFHET BB EIETNTD
LOD LN ZTIRR— b BD\ Eald.
ROEVFEL NILARBEVFHEL NI
DWITNHZ T I RKR— T EHZER
LET

AFXZVTINESAANIDY TR DT
ICRREINBLS5I. TAnimated Skinned
MeshJICFTvIZ ANE T MDY Tk
DITICTIZAFvORRATETVEEIL.
TEmbed Textures | A />3 & FT vy
L%,

—EITIXR—rTHUX MDD 3D VIR T TI7IIEEHWVWT. 3D Xya® 7= X—2a3>yT71I)LE

FARIBZEHTETET,

HBHIAAT ZX—>37(F Blender D/ VUZTFZX—=23> I« RUTHRATEEZ . —ET77 ML ZRAE

L7e5.FBX 77)LE LTIV RAR—KLT Unity THKZCEMNTEET,
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=2 | PZX=2avOT oK~k | 2D Animation

b
mit
K

Unity Recorder

Unity TV ZX—23 % B9 33550 7 —LICEmBERENVERIGEIX REINAE T X—2a %
ETAT771ILELTIIRR—MLET,

IT4Z—REIRTY —LETLALBHSEMEEFv I Fr L ARKICETAF Y I FvYINII T %
RT3 AEa2a—2—DVY—=RICER/RHBIDDD =TT IR ETAOA T YBERNTY — LD
BOLSICEMEL B RB LD BN ET IL—LRFYAIIEBRZYFZ—DELBWVWERELETL—LA
L—hERBRERL.EEDOLI—To /BB XIRM T 375 Unity Recorder (. TF0Z—RHB5U 7L
AL LTHEVERS — TV XEER TR D TEET,

Package Manager h*5 Recorder 1 > A R—JLLE T,

sort: Name (asc) v Filters v Clear Filters

122 Recorder Remove

4.0.1- May 17, 2023

6.0.1

4.01 v

om Unity Regi hnologies Inc.

110:5
3.3.2
1.21.21

Description  Version History ~ Dependencies ~ Samples

0 capture and save data from the Unity Editor during P e: a rary output variables (AOVs),

-y EHBEL.LIO-—ROE RN TE/=5.TWindow>TGeneralj>TRecorderih5 Recorder
DR EREET . JL—LL—MIEYNIRMDSERETZCEH BN TERITDEDHTEET,
ETFFT771ILDREEDT=DHIC.EVRL—RETConstantj D £ FICL T T,

FLOWLO—FT1>J%ESICILTAdd Recorder1 27 % 7)o L FBEAIERA TS a>h 6B IRLT
TV L—E—BER—T VR FA—T1FEEHTETET,

Recorder

Frame Rate

F’ Exit Play Mode v Playback Constant
Recording Mode Manual Target FPS 30
Cap FPS v

Animation Clip

Movie

Image Sequence
Audio

FBX

Alembic Clip

© 2024 Unity Technologies 113 of 121 | unity.com


https://unity.com/ja/releases/lts
https://docs.unity3d.com/Packages/com.unity.recorder@2.0/manual/index.html

it

=2 | PZX=2avOT oK~k | 2D Animation

Movie | 773> @R . TIVXR—MREICESLSICREZHREIA AL KTV ETF I
Scene Ea—DSERINBD T ZCICRTINTUVBDLDIIINTREINE T, I REDAAZTD
BURT T ZERE LT=D. VR FIC 360° Ea—Z&RELI-DTBLHTIFT,

Ty b)IANDSHNIBBREZRELIED MBORBREZEEZLDT B LD TE RERFIC Scene
Ea— I3 Z0BBEICENLEFT.O—VHERZLERFIZIE 4:3 TREINTLWBRHEE HAOLLT
16:9 ZEIRT B L FEEFIC Scene Ea—H 1619 ICEEIN. IT4X—DI—VLIFBRRBETAH
HATHEFTOT.TEELIESI L,

HEHEXTIEERTZ I O—4—5&RTI £ 9, Unity Media Encoder (&.H.264 MP4 ¥ WebM @
OA—Fwo%xHR—ELTWEY,Apple ProRes T>O—4—|& Apple ProRes 4444 ¥ 422 OA—TvI%
HR—ELTWET, 7=X—23> GIF OTIRR—MIIF Gif T>I—4—hMERINET,

=T A G EIEEF—TAFRLTETAEITIRR— IR HTE I7IILIFTOSIINAD
Recordings 744 —ICREINET,

Recorder

>

START RECORDING Frame Rate

Exit Play Mode v Playback Constant
Target FPS 30

Cap FPS v

Recording Mode Manual

+ Add Recorder

Recorder Type Movie Recorder Settings

7 Movie Input
Game View

4K - 2160p
16:9 (1.7778)

Source

Output Resolution

Aspect Ratio
Output Format

Unity Media Encoder

H.264 MP4

High

Include audio v

Encoder
Codec
Encoding quality

Output File

File Name + Wildcards «

<Recorder>_<Take>

TOPT IR JPG.PNG, F713 EXR 771 ILOERS — TV A LTI IRAR— B EHTEET,
NBIF AT L =TV IR ET AR EMA =R B I ETAREV I CREMNAI YO —R%
TUOIEWSEICERITLLS,

FStart Recording) 2389 £ L I—RE—RICAD =TV ZADBEITNZ L ERICETADTREINE T,
F—yhTL—LL—FTLERDPIRESN.Z—T VR IL—LL—rEDBLEEEINBZLICRI<ND
LNhEEBA.CNIRIYI-RIOERICEIDRETEZHDTIN ETFIZEZ—T Y bDTL—LL—FT
AL—=RNCBETNET,

LO—RE—FPRZaATIILICHRESNTVRIGEIE RE LK TEL 2RI BELHDE I LI—F
E-FRECREOMBIL—LER T IL—LEANTEED
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@ | 7=X=2a>pT oRR—+ |

Timeline ZEALTLI—4—FSYI%EBMITBZEHTEET, FovI%EH w2 LT RecorderClip %
BMLET, CNUE 770770y e LTEEEL £, 07Oy Ihike 9 2RISEFRE D THhNE T,

B Project B Console [ Timeline
Preview ¢ 14 B Dl P [»] O v (@ Timeline_Cutscene_Intro_Dragon (Timeline_Intro_Dragon)

& [ [
* H

Cinematic Bars
Unit Ul
Camera
Ll ¢k Camera_Main (Cinemach ® H VCam_Runin vCam.Clo.. = V.
Units
Witch
A > Unit_Witch_Gic ® i [Unit_Move_To_..
“A »PV_Character_Wit® E Bipedal Run
Knight
Wolfman
Dragon
Audio
VFX
Dragon Air Out

Falling Rocks

+ o+ + + + + o+ o+

Step Dust Muted

8

Other

7 ©Bat ® H Active

A >PV_Bat (Animator) ® H Sleeping Flying
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2D Animation

Unity @ 2D 7AJ I MG BIESHBY—I2T—070—DRASTNTWEY.2D 7O IhT
FBX @ 3D EFI/ILICHETZHDIE.2D XFZ1 T Unity (Z1£.2D Sprite Editor.2D Tilemap
system.&LT 2D Sprite Shape OMICH.2D YEBBEEESATo IV —ILEvbBBHDET,
Animator Controller & Timeline Y—JLiZ 2D 7O T THIEREL X7,

RERD 2D P=AX—=231F.2D ¥—LDT7— b Z2HFETEZ L TROERID D KERED T,
2D RTIVEAINT ZA =233 BREZEHL GBSO TEIGEDEWVWT ZX =23 R L. KDDL
T Vb TEDELDTX—2aV #IERTBDICRIIBEET,

PSD U—2 70—

2D Animation /N —Jd  F 45 IE—DT—RT—2% Photoshop H*5 Unity ICEE1 > R—k93
CZEABEICLE T, 2D PSD Importer/\wi7r— & COEND I L1V —{b TN /= PSD KU PSB
TN ERVET, T IF—DIRTDLATV—ER TS R LTAVR—L 7 U T NISEDIC
BB EHTEET,

A2R—hkL7 PSD &7cld PSB 771 EBIRT DL AT 5A bDA U R—REICMU AT a0h
RIRINEFTH 2D PZA=2a3V e UXVTAOATar BN TOVETERINSEEST
2aVIFTDED T,

— Include Hidden Layers: COA /S avid FERRLAV—Z2ZLIRNTDLAIVY—% PSD F/ld
PSB 771 ILHDSFHHAHET,

— Individual sprites (Mosaic): Z D& E I$. Texture Type H* Multiple ICERETNTWVWBIBEIC
DHFBAE TS o1V R—MLIELAV—D SR TS M EER L. TIRFY 7SR EICEEEL
FToF VI IF—ZIXTTRERIE.COFTa>mzFMILTIESIL,
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@ | 7=~ 5@z 20— | 2D Animation | &

— UseasRig: DA >33 .PSD #7zid PSB 771 ILEBILLAV—RE B EF DT vS5 U4 —
TLNT=ERLET,

— Use Layer Group:PSD ¥7zid PSB 771D SLAV—JIL—TEZEBMLET. CNEAVIC
TRERTSAREANBRI L N—V W T ¥ S IF—D—FEJTIL—LTEET,

Layer Management £ 3> Tl LAV —DOREBEHESR LD AV R— DT ELAV—%FET
BMEIFHIRTZCHTEET,

Happy Harvest

Sprite Editor TD x>

Sprite Editor @ Skinning Editor TFvZ 42—V % ER TEE Y, £9\ [Create Bonel RZ>%
VYT LRIV T4V RITY T TEIVYILET ROV )y I THR—>0FR0ZEER L. 2 BIE D
) ITR=V DD BEY—I LET.COV—ILIE R—VRELEEEELTANFICLED,

TEdit Bone) RZ >V ZF>THR—VHMEARTET £, ISplit BonelRZVIER—2% 2 DIZHBEILET,
NI FREEZDICELIEEBIRE TI AHOR— 2 ED BRHHEIRIHFAEIIVITR L.
R=2EX BB LIS TFDE R ICHDNET,

FERAIELW 2 EERT 5781, TPreview Posel7h 2V ER L TLK DD DR—XEE LTI TLY,
R—2OBZ YT BICId Y —IL/IN\—DReset Posel R =L £ 9,

ATZA R R= O AASI DTSR T S

2T M ZR=VICEIDETAICIF AR NI ZERTIHRELRH D 9, TAuto Geometry1 7 RE > %
BRLTHBLETNIBRY T TV T IV RIDRAE CAXNIDIER B EZERZTEET,
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@ | 7=~ 5@z 20— | 2D Animation | &

CHAARN)ETEBRRLNTO VTR DTEODIC IR TORSAA—ZEOICKRET Z2DHERVTLELS,
Weights 1A 73> 2 BMLTAR—2E2 TS MIBEFMICNT Y RLET, Generate For All
Visible) hZ> %= Oy I T REGRTDATZAMDR—2TTA MHMER SN RESNE T ELD
AT LTINZITSICIE R TSA LTIV )y I LET CHUSBEDA TS DO FA AN %
WEAEE T ZDICENTY,

EEOHPAXNIOEADAZRLICOAVFO—ILTBICIE.Geometry 23> DY —ILEFEST
Xy 2 FETRETINENHDET,

ESTERISARBROD AL TR TV BRERDMUEIFR—VDOEEICEIVTHEINZHUEN
HB1D JARBDDBRWNEENTA—I VR ZNELTEIE G T JERBADBRWMNEE D BRVWEL b
ICVTA P ERE LR ITRB D D DXy V2D RRANKDRLABD T EIS5ILEE—T YT Svb
TA—LICIZIBEN GRS — LIERBH BB DT OAAN ZHRBILT2DHNRLTLLS,

=
EE.

kg lly

RATSARDIARNIDE SIS RIFVIAEDRETT . VITMMNIBRRICH TRV DORE%
0M5 1 EFTTERLETO0 IR—UHDERICHLTHDOEENBEF LBV L ZEKRL BTERD
R=UVICEETNIEELSICHK I ZBERLET Ay aD I b ZSFABTB LT UTILA
B0 AZEAHTENTERI VI TPDOREZRD LT —LADHEBENRNBENID. T Z 1D
EARDLET,

TIThDEREZBDBICIF.EDR—DEEDRA TSI MNMIEETINEERTIHNELNHDET,
MBone Influencel REZ>%E IV I L. RTSA M EERLET/NIBRY T TV T4V RINB ED
A=W BEIRLIER TS MIFEZER R D ERECEET R TFMMIFEZEZRZNEDH ZH—>
R ZEREL RO ZHIBRLE T,
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XTZARINI)LN—=E 2D IK

Unity > 77O o MHappy HarvestiZ R3O R TZ1 MR LR—IZL>TEDLSIC
HEEZITTVWBIDDD OB TLESFIZIEFDRTSA MG E G EAREDNII—2g0h
HD.INBIETZA—=23> DB — L LARICANBEDLDET IS TZX—=23>55— 4
D=ILRICRBEE 372020 1V N—2F 27T 72 (K & BEESHE L. —EDR—>%F—4 vk
NMEICREIEZCHTEIETD,

st B Poss

20006R

At

2D GAME ART,
ANIMATION,
AND LIGHTING
FOR ARTISTS

2D IS4V IR N =T ZA—=a > IZB8§ 3 Unity eBook #47>O—R
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Unity TPZZX—=23> ZERLELSE LTWVWBT7—Tr AR5 Unity FFa X2 D@ et Unity
Learn, Unity 704\ Animation 7#4—5 L& &L T,

HREESLVT7T—T1sAMAEITO Unity OFM%A eBook IF.TRTARINTS T U7+ 2/\T* Unity
RZATFIWDRANT S0 74 22y oa>h6BOIF3Z e TEEXT,

Unity @ Unity Product Board TIFJIRERERD 7 X—2a BEEEOBEICIMZ RO —XIZ
DVWTHIBZ EDTEE I MEEV VT ANEEBIMT R HTITET,

ERROREDHINZHHDELLIFET
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https://learn.unity.com/course/introduction-to-3d-animation-systems?utm_source=demand-gen&utm_medium=pdf&utm_campaign=2022-lts&utm_content=the-definitive-guide-to-animation-in-unity&language=ja
https://learn.unity.com/course/introduction-to-3d-animation-systems?utm_source=demand-gen&utm_medium=pdf&utm_campaign=2022-lts&utm_content=the-definitive-guide-to-animation-in-unity&language=ja
https://blog.unity.com/ja/?utm_source=demand-gen&utm_medium=pdf&utm_campaign=2022-lts&utm_content=the-definitive-guide-to-animation-in-unity
https://forum.unity.com/forums/animation.52/?utm_source=demand-gen&utm_medium=pdf&utm_campaign=2022-lts&utm_content=the-definitive-guide-to-animation-in-unity
https://unity.com/ja/how-to?utm_source=demand-gen&utm_medium=pdf&utm_campaign=2022-lts&utm_content=the-definitive-guide-to-animation-in-unity
https://docs.unity3d.com/Manual/best-practice-guides.html?utm_source=demand-gen&utm_medium=pdf&utm_campaign=2022-lts&utm_content=the-definitive-guide-to-animation-in-unity
https://unity.com/ja/roadmap/unity-platform/3d-characters-and-animation?utm_source=demand-gen&utm_medium=pdf&utm_campaign=2022-lts&utm_content=the-definitive-guide-to-animation-in-unity
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