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FERFE UL T, B IEAE RSB T, BRI FE et
TR, FAFEFRHE N HITBAT, AT
EFAFEES BT,

FEA, Sk kit B EHE, — BRI RS

WE, THEE,

4

Run Forward



RUN FORWARD ON ERIKA ARCHER

DOWNLOAD

UPLOAD CHARACTER
Run Forward x
Overdrive 50
[ J
Character Arm-Space 50

Trim 28 total frames

® e
0 100
I irror
Min Place
P2 TR, 48 SR IR Hh /b IR T B,
BRI 4B E, TEM A, Beth T #EEI75,
UPLOAD CHARACTER
Punch Combo *®
Overdrive 75
o
Character Arm-Space 50
[ ]
Trim 45 total frames
M
Punch Combo 0 100
Description: Four Punch [ irror
Combo
TR
DOWNLOAD SETTINGS
Format Skin
‘ FBX For Unity(.Fbx) ~ l ‘ With Skin W ‘
Frames per Second Keyframe Reduction
‘ 30 v l ‘ None hd ‘
owea |



IERAIDE T8 A RR, A unity,
7 "HREE AR B U SO, HE T B SRt KBRS,

IR ARG L, B "SI AME R,

Assets/Models/erika_archer@Punch Combo.fbm/FemaleFitA_Std
Assets/Models/erika_archer@Punch Combo.fom/Erika_Archer_cCl

IR R NZATEI AT (SRR AR )

@ Project ) El

Assets » Models

T, AR RIS R T el AL O Bl B STk



HAETRAT]— BT At i & B, SR V5 Hi B B M > 22 IR ORI SO 3R, SEAT AT 4L
B, RN TROE B B SR,

FRATTAF I 22 IRARIRY T,

Assets » Models

wrerika archer@ldle fbx

BTER, SUFRIA FREIERIARADECER, 24T AT DU AR AR U BRI A SCiF, — B, 28R AR
AL TARUR EARTSK, BORHT RRUR, e ) eT LUE B ERIFT A A 1.

IEAMRATEEIN), A — 22N E, REE, et + AR AL SR,



Assets » Models

FAT I P71y & ol SR, AR EL AT T LU ELHE 2 s SCpfskerh, SIS T B Fp
RAERL,

\ssets » Models

@ Project

& 4

Animation

SERRR, ST LA BRIE SRR, PR AR,
“@roject | Animation (] Gonsale T

Assets » Models

LR 1 237 s AL



MBI bR, SRR B FABHL, AR SF BB DR, prol RIS EIEREIE, T
FRVERGTREE DT A& AN TR A7 s A,

MEEH, NERER HIEFE L RGHL,

= Hierarchy [
| Create * | (G Al

v € Untitled*
Main Camera

P erika_archer
Directional Light

7Tk, TA RIS BRI R-> GBI YT

o]




ts GameObject Comp Window Help
] Create Empty Ctrl+Shift=N

Create Empty Child Alt+ShiftsN S sc
3D Object
2D Object
Effects
Light
Audio
Video
ul
Camera

ORI A B ) IR GSL, RORHERMNRERER S K
BT R A T 120

v ¥V VvV Vv v v v

Center On Children

Make Parent

Clear Parent

Apply Changes To Prefab
Break Prefab Instance

Set as first sibling Ctrl+=

Set as last sibling Ctri+-
Move To View Ctrl+Alt+F

R

HAERMNCRREL T, TAVEIAa R s Come 5 Folde

. . _ Show in Explorer € Script
Rz R, 5, BT EeNE — N of Open Imvascipt
Delete Shader 3
FEI‘PI'B%IJ%%O g%ﬁﬂfﬁg%aﬁﬁ?i'ﬂt% Open Scene Additive Testing >
. ' = . Playaes >
i "B > RN B SRR, et e fet | =
Export Package... Prefab
TEBCRITEUL T, & AR EIETID A e o
755(7:7:%7] @‘i{q:;% EF[o (=it EoE Lens Flare
Reimport Render Texture
Reimport All Lightmap Parameters
Run API Updater... T R A
Open C# Project Sprite Atlas
Sprites >

@ Project

Assets » Animation

Animation

MIXEL, T TG EHNBIB LRI, ¥ erika, NG BE B AR HN,



© Inspector

o erika_archer [ | static =
Tag | Untagged ¢ | Layer | Default ™
Model | Select | Revert | Open |
¥ .~ Transform &,
Position X -0.8438228 Y -0.5576928 Z -6.175894 |
Rotation X 0 Yo zo |
Scale X1 [Y([1 |Z|1 |
v it o Animator ®
Controller |_None (Runtime Animator Controller) | (o]
Avatar & erika_archerAvatar e
Apply Root Motion LJ
Update Mode | Normal : |
Culling Mode | Cull Update Transforms :)

AR — BB, (HIEA PEf g, RTINS ST, (5 B Ank B el r )
2] 25

v ¥ Animator &,
Controller pIayerAnimator | @
Avatar & erika_archerAvatar )
Apply Root Motion L]

Update Mode | Mormal :
Culling Mode | Cull Update Transforms ‘)

SERCERES, R ERE B B, BORHT I N E ISR,

#2 Animator |

| Layers || Parameters | ®  Base Layer
+

BB IRRF "ZE IR B MBS SRR AR ER" 5 H



Tdle  playerAnim_ PunchCom._ Run Fe

ZENBE R, ]

X EWA R TRFIEOANERAE, 1 RIxI

FESBATIERE, ﬁ?é—:\%zﬁﬂﬁﬁéﬁﬁﬂﬁ%ﬂ Al

MR ZE N T
BB,

B P, 18 M BRI AR A R B, SR SE

IREF R B E— NMERE B FIE R LH, SR, it
HRIX R ANHE, SR FE X HOHA T

iz, R4S

© Inspector  SEESEIIIIIIIIII

SHEER, o I

Length 16,633
Loop Time
Loop Pose

4
4
Cycle Offset 0

MK B, AR T 2 B A




TBIEE, BronmiAR AR BIANRIE, Xt B I RIK A A BRI, BAIIIEEMAE,
A OESLE A maiE, B wasd B0EHREE,

FARBANVEER B, BTG Ao, M RES AR, Kk, BEHIE LRI THY
i, S8R BB R M T AR TR RS RO P B IEAE,

Run Forward &,
a Open
Length 0,900 30 FPS
Loop Time 4
Loop Pose ¥4
Cycle Offset 0 ]

Curves Pos: 1 Qual n: 52 Euler: 0 Scal 0 Ptr:
Curves Total: 211, c n us(su%)n nnnnn o(uuss)s: am 203(952!&)
56,7 KB

BECh i CA5ERL, WATRATR IE, AR TN, AR E T L

Make Transition

Set as Layer Default State
Copy

Create new BlendTree in State
Delete

MR, 7 Sk s BB T8 A T

WRARBAE B TR, IR 2B BB A T 22 RGN, BRI ERRIEIm SR, Aa hIWrEaTT, K
IR EIE IR M, SRR FA AR, (AR TR E E A N RS, B w sl -F73k

o EMENX — i, W EMEBIE — 1, DUEIRAE R B ERRURI 2 R RIS, A,
AR eI — Ml EE, AN T3,

AT ERN R AEZMEIL BN — Ml g, BRI — L, A2 SO shEfiE Ry "2
FIBJJ



8 Animator
| Layers ]. Parameters | k-] Base Layer
(arName R

List is Empty

T B KRS T, RN, BEN IR R,
®% Animator [ i R E AR S AT AR R TR

| Layers || Parameters | ®  Base Layer
farfame ) .'!z Animator
HiLR F i Layers ]. Parameters |
Int forMame
Bool
Trigger

sehkE, B "EIR" 1, AR RIS,




© Inspector  [ISEIViEES e

~ Tag | !
Motion Bidie -]
Speed {1 |

Multiplier . [ Parameter

Mirror . [ Parameter
Cycle Offset 0 | Parameter
Foot IK ]

Write Defaults 4

Transitions Solo Mute
= 1dle -> Run Forward O o

TR RN FADST RFHT I mE AR LA HEAIRA

Write Detaults 4
Transitions Solo Mute

—E

™1 Qe

== Idle -> Run Forward

Has Exit Time ¥4
b Settings
Gap: 00 S:00 10:00 15:0C;

Conditions

| List is Empty

[ Add Behaviour ]

TR Sy 0 2e, IRAFTEIRIMIEAEBESRAT, B8 + 775



TEFAMR G |y, BEEA — N0 IR MHENE" 098 e, XA B 2, R shEfE
BE| F— Aoz gisemk, XA eI BERITA, MRIFE A w g Eetr, Fl)m e
1S EIFAEEAT, AR 22N e,  BUE e B IR Y8,

|

Idle -> Run Forward

HAETAVFEEM— DD EEORMTEAR AL, FEZ PSS rh QU — AR SR, IFE Bl
— NIERPERI G A, SRE FT IS

‘@project  [(OlAnimation (] Consele

Assets » Scripts

IR 5L AR



playerController : MonoBehaviour {
Animator anim;
speed = 10.0f;
rotationSpeed = 100.0f;

O A

anim = GetComponent<Animator>();

0 A

translation = Input.GetAxis("Vertical") * speed;
rotation = Input.GetAxis("Horizontal") * rotationSpeed;

translation *= Time.deltaTime;

rotation *= Time.deltaTime;
transform.Translate(®, ©, translation);
transform.Rotate(®, rotation, 9);

(translation != @)

anim.SetBool("isRunning"”,

anim.SetBool("isRunning"”,

FER LRSS, AR erika R B &R AR L,



O Inspector

W erika_archer | [ Static =
Tag | Untagged ¢| Layer | Default t]
Model | Select | Revert | Open |
¥ .~ Transform &,
Position X -0.8438228 Y -0.5576928 Z -6.175894
Rotation X0 Yo Z0
Scale X|1 (¥ |1 |z[1 |
v i ¥ Animator &,
Controller [ipla\rerAnimnhor (o]
Avatar | & erika_archerAvatar (o]
Apply Root Motion O
Update Mode [ Mormal 2]
Culling Mode | Cull Update Transforms N
Clip Count: 3

Curves Pos: 3 Quat: 156 Euler: 0 Scale: 0 Muscles: 0 Generic: 0 PPtr; O
Curves Count: 533 Constant: 132 (20,9%) Dense: O (0.0%) Stream: 501 (79.1%)

v |@| ¥ Player Controller (Script) 1,
Script - playerController |
Speed 10 |
Rotation Speed 100 |

SRR —F, TAIb A ER AR, (B, MRTNNZ ILZ R AT, TAWAA S
1T LAERIB I, SR SRR, TR AN M M AE TR ZE IR RS, S EiE I
TH#E T R AT E,

&= Run Forward -> Idle

Has Exit Time O
» Settings
5:00

FAPRATATIN-> ZE R E AR TR — R, FRPHE L,



© Inspector

w=  AnyState -> Idle o
ws= 1 AnimatorTransitionBase

Transitions Solo Mute

goomoie DD

- "
W= AnyState -> Idle

Has Exit Time Cl
» Settings

Preview source state [ Idle 4]

Conditions

I= lisRunning [-]
CER—

ot 1+ PR s e B A R A 2 R

Bl fik A 45

Qriame +

= isPunch o

IR SN IEAEHE DR R 2245 58 (FEARES 5 [T 0 BkEE,



© Inspector [ Serviees e

? Idle -> Punch Combo &,
w1 ApnimatorTransitionBase

- Transitions Solo Mute
- @
#== Idle -> Punch Combao

Has Exit Time L]

» Settings
p: 00 5:00 10:00 15:004

Conditions
= isPunch -]

MIFRA S R AR E S 222N



| @ Inspector Services .=
&= pynch Combo -> Idle g =
=== 1 AnimatorTransitionBase
Transitions Solo Mute
Punch Combo -> Idle " .
— U ﬁr

=== punch Combo -=> Idle

Has Exit Time v
P Settings

Conditions
List is Empty

Rz T B PE g TS

(translation != 9)

anim.SetBool("isRunning",

anim.SetBool("isRunning",

(Input.GetButtonDown("Jump"))
anim.SetTrigger("isPunch");




SER IR E R, BN AT, RN ER RS ATING, A5 2B o 2 BRI, 1B A
IRBE-> 22N LRI B SR, 3 ENRE I PR IE F SO T — MRS,

=== Punch Combo -> Idle

Has Exit Time

¥ Settings
Exit Time
Fixed Duration
Transition Duration (s)
Transition Offset
Interruption Source
Ordered Interruption
0:0

10.8295454

Neone

¥ None
Current State
Next State
Current State Then Next State

MEXHL, TER LI I E AL B R 1, 285 R EARALIR BV R A

GameObject Component Window Help

Create Empty
Create Empty Child
3D Object

2D Object

Effects

Light

Audio

Video

ul

Camera
Center On Children

Make Parent
Clear Parent
Apply Changes To Prefab

Break Prefab Instance

Set as first sibling
Set as last sibling
Move To View

Align With View

Alimn Vs ¢n Calartad

Ctrl+Shift+N
Alt+Shift+N

v v v v v v v

Ctrl+=
Ctrl+-
Ctri+Alt+F
Ctrl+Shift+F
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