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169087

84304
168148
107309
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@ S0(7t 2 | Unity OfLIDOL @UEEBE| | 5121 ofL130] &

2ot M2 et MO E 2l =322 i

Outliner
Show

Display

=3 Eyes

«J» Eyelashes
«J» Body

3= Hair

<2+ Bottoms
=3= Tops

+3» Shoes

)

»
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+,  mixamorig:Hips

Options

Outlineroij A D 2HEZ 2|3
LEE Meigh|Ct,

)
1T
Iy
10
Sl
Im

Select > HierarchyZ 0| 5510 HZE R E
H{CHE MEBIL|CE

Shift 712 42 Aol A H2Efe] 2E HiA
QuEES Mefsh |t

File > Export SelectedE ME{EL|Ct, FBX
MUZ AAZEBIL|CE

O[H| ofL|Tf|o| S AAZESX| FHOIM

Meg & gLk Meietx] gop mupt

ojAmESIL|CH T-EX FH2E{Ql 2L Unityol A
B 0| OfLIHO|M R3S MHst7| HALICH

OfL|H|O|MS QAT ESIEE MEfSE AL
OfL|H[O|ME H[0o|2st= SME MEHBHOF
A

SfLICH AR Dt B2 T3PS 2T

m o

gt

A
a

AGLCEH 2 E 2M0| 7|2 ofL|m[o] M T =

H[O| 3|0 3D H|A|2F &M AAZEEL|CY,

Presets

t: User defined

Include
Geometry

Animation

Extra Options

Bake Animation

Deformed
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@ | Unity2 oI 0|4 JEES7] |

Blender2| OHL|H|O|M AAILESY|

Blender0f| A 2/ AZXESH= HH2 CHEat ZELIT

B Scene Collection

v || Collection
> 'ﬁ; Armature 7_>

Operator Presets

path Mode 2. ArmatureE MEHSIE|, AEE 2|2 Blender0f| M Unity2
Batch Mode AAZES £ QOO E MEHSHK| ELICE
V Include . =
3. File>Export>FBXZ 0|SgfL|Ct,
Limit to Selected Objects

B cin ot 4. FBXOAZE SMojA Visible OnlyE MegiLct.

Object Types = Empty OI%‘;"I}” 6"% ﬁE% é!OIL_l' El‘% _?LDI-%OI I[l-OEIO” Q!ﬁEEElXI
- ELICH QEME QA A Armature?t Mesht
Armature MEHSIL|CHShift 7| € 52 &EfolM o2 S MEH).
Mesh
- 5. Armature £0{| X Only Deform BonesZ MEist

v Transform
Scale
Apply Scalings
Forward

up

> Geometry
v Armature

Primary Bone Axis
Secondary Bone Axis

Armature FBXNode T...

v ¥ Bake Animation

Sampling Rate

Simplify

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
1.00

1.00

Export FBX Cancel

© 2024 Unity Technologies

Add Leaf Bones= ME{5HX| gt&L|Ct Deform Bones
2t A& Hddst= 242 i E 2|0|EL|Ct. Bake
Animation2 ME{SIX| OH HA|TF AT EBL|CE,
Bake Animation2 ME{SIH ZHEE 2|0f|A Mot
SEg Tttt 2 E ofjL|m|o]M0] 7] el ofL|m[o]M
EZOE 0|3 &[0 BTH AAZEELICE H|MY Of|C|E{2]
DE ofL|mH|o|d AERIO| HEQ| 2H|C|= ofL|H[o|M
SzZlo2 AAREEIL|CE,
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@ SO0{7h= 2 | Unity= ofL|mlold QUTE st | 7= 0fL|mj0] 4

Unity=2 OHL|TH|0[M I ES}Y|

UH|C|= ofL|H|o|MO| Q= 3D ZHO| IBIOZ FBXZL 2 MEELICE Unitydl| FBX IS X ESHHH
AEE 9 ot =22t KoM HCIE|Q] T2 HE (Project) &0 2 X|H =ajagtL|Ct.

[

(A

§# Armature HH Armature_Mesh ArmatureAvatar Skeleton

Starter Assets - ThirdPerson CharacterController

FBX IOl = MAl, XIQH EE|, HE|2|Z, =4, OtHIEL, OfL|H|0| S H|R ot Chefoh AMICIE HEHESL}
IT2HE|7} AF LT
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@ S0[7H 2| Unity2 ofLIBIol HEE S| | HU2 oLl

O Inspector

Armature_Mesh (Mesh)

Vertices: 29936 (2.3 MB)
Position Float32 x 3 (12 bytes)
Float32 x 3 (12 bytes)

(

Normal §
Float32 x 4 (16 bytes)

(

Tangent

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)

False

Bounds Size

Read/Write Enabled

XM EZ|

XM ER[E= HAIE 7|EC 2 st= E2|H
DERILICH X|QHER|l= MolM EHE=
BiHIL AZI0| SHO| A EE WHE
Holst= Skinned Mesh Renderer
AXHEQ Feo= 59| trHT}
220|= o wzt =/o|A| ElLICE
Skinned Mesh Renderer AZHEES
Edff X|QH E2|of HE|Z|YS e

ALt

© 2024 Unity Technologies

Float32 x 4 (16 bytes), stream 2
UInt32 x 4 (16 bytes), stream 2

© Inspector

%
H’v v Armature_Mesh

Tag Untagged

B Transform

Position
Rotation
Scale

HIA|

HAl= QEMEQS| HO|ZE Fodt=
3D 22 H|O|E LITE. Unityoll A HA|
ofslof= RHO| RE HEA H SHE

MIO|&, UV HIO|E{ 7} B A ASLICE.

=]

Static

Layer Default

X0
X 0
R X 1

?o v Skinned Mesh Renderer

Bounds

Quality

£ Edit Bounds

Center X -5.960464¢ Y -0.092142¢
X 0.5281845 Y 0.8809299
Auto

Extent 0.2205018

Update When Offscreen

Mesh

Root Bone

Materials
Element O
Element 1
Element 2

Lighting
Cast Shadows

£ Armature_Mesh
A Hips (Transform)

© M_Armature_Body
© M_Armature_Arms

®© M_Armature_Legs

Static Shadow Caster

Probes
Light Probes

Anchor Override

Blend Probes

None (Transform)

Additional Settings

Skinned Motion

Vectors v

Dynamic Occlusion v

Rendering Layer Mask

Light Layer default

0.0262486:
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@ S0[7h= 2| Unity2 oHLITIOlM IEESE| | A2 ofL|o)

© Inspector H I:I'IEI EIOE'|
M_Armature_Body (Material) Z
Shader Universal Render Pipeline/Lit e D'|E|E|Oég QEEE Eﬁol EJEI%! A|
—— O HO|=X| Holst oMoz,
Workflow Mode Metallic XU EE|0f ME2E HANE Unity
Surface Type Opaque Hlol[—lg 724‘0';!-610;' Alﬂoﬂkl El:é'_lol 01%17'”
Render Face Front ET’J ElEX| §9|§.”—| I:l'.

Alpha Clipping

Receive Shadows

Surface Inputs
'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

=42 el 23 (0|5 2
FHEIE{ O] AR XA 157H) =, HA|2}
Ao M L FHEIE e &Y
OjL|mHlo| Mg RBLICL ZZH2 M
(Scene) & % A (Game) FAHIA
J|1B2MoZ HO|X| ol Al
TE(Hierarchy)of| A M| ATH 4
UASLICE SAES Al Zststa{H o
HAHH SISE 9l ofL|mH[o]M 2|2
MMOj| M HEEHSH= Bone Renderers
AN 2.
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@ S0[7H= 2| Unity2 oHLIBIO1M IEESE| | A2 ofLlg o]

OfHIE}

OFHIEF = FH2IE{ 9| BCH 2|0j0tR S
HOISHH, Unity OfL| 0| O] E
ANARIORZ FHElE £ QU E
OftH OHL|H|O| M S FItE = A=A
FolFL|Ct H|UIZ OfHIER= 0| = Y
T2t otel SEa Y=ol MEE

AELICH oy
Head

Left Hand
Right Hand

Clips Start End

Run_N 0.0 200 OH LI u'"olﬁ

A "N : FBX Itofl= LHEE ofL|mo]d 2 & o2 JHE
MEge + AFLCH 2 ofivjmo|d SEdl=

ocs 016 5 ; IH2IE2] =2 OfL|H|0| S EHSt= 7| =2y
24 ollofE{7F MEELIC

Start 0
Loop Time
Loop Pose X|9|J'||EE| 810| OHLlﬂ'llolﬁnl_l' E-O;I-El_l FBX
- Thelg olAmEstE B2t ofiLiool 4 S0l
> | o 100 Z3te|o, A2t 00| 202 HAIEILICY,

0:00 (000.0%) Frame O

L
NI\

Jump--InAir.anin Jump--Jump.anin
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A

£ 9 | Unity2 OHLIB|0 & QT E3}7] | 71| 0|50

v B mvy Qv

Qarmature t:Model 2

All In Packages In Assets  'AnimationTests'

AB
w
@ Armature

@ Assets/StarterAssets/ThirdPersonController/Character/Models/Armature.fbx

Unity 0l =29l O #2 Xt=:
—  Model ®H

— RigH

—  Animation

—  Materials &

© 2024 Unity Technologies

¢ 0 x 20

O Inspector =}

Open

© Added Checkin Undo

Model Rig Animation Materials

Scene
Scale Factor
Convert Units 1cm (File) to 0.01m (Unity)
Bake Axis Conversion
Import BlendShapes
Import Deform Percen
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
3 Index Format Auto
Legacy Blend Shape Normals
Normals Import
Calculate
Area And Angle Weighted
Prefer Smoothing Groups
Smoothing Angle L
Calculate Mikktspace

Blend Shape Normals
Normals Mode
Smoothness Source

Tangents
Swap UVs

Generate Lightmap UVs
Strict Vertex Data Checks

Armature

@® AssetBundle None

Armature Import Settings o
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https://docs.unity3d.com/kr/current/Manual/FBXImporter-Model.html
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https://docs.unity3d.com/kr/current/Manual/class-AnimationClip.html
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M|U=! oL H|0] 4 7

TT O

Unity= F[L[2] 8 500/ =2He & 7FX| 28 ofLIHl0|M 38 AFZ3I0] FH2IE] ofLIm|0| M FOfEHLICt,
E0=0|E SYS BE 0| B8 FH2E o) M 4 Y BHEl PxQILICH MUY RS 2 e 2|
27| PxYE CHELICH ofLinjo] M {0l 91X, 31, ALY, RSt 28 B7H0| YALICH

© 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

B0 A8 E = A2,
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@ nity = O[O 0] M L ESH] | &Mu|2! ofLo]Md RE | Unityol|Af ofiL|ofof

XHM| FBX DY 2 AEESIH 7|2 MO 2 GenericQ 2 M ELICL O] OfL|H|O|M R EX FH2lE2t
3 =2 2f|o|ot2of et D FSHA| LEEHELICH HMUI2] Lm0l RS A8Y o 24 #XIHLIE
FH2IE{2f OfL|H|O] M2 O] FHEIE{O| M 2FSSHA| §i2 4= AKX, =3 0|0t 0| 22 FHEH Zholl= 4|2

OiL|mlojdE SR & ASLICH

FBX I+ 9| Rig E0f| Af

==
OfH{EZ} BICHH W +

CHe HiwE A3l AMEX] OfiLHO| M FHS HEY - ASLICH
USLIEH T-EX L= A-EX0| DHOf| M OFHHELS Mddh= 20| 71 E&LICh

Model Rig Animation Materials

Animation Type Generic
Avatar Definition Copy From Other Avatar v
y created an Avatar for another model with a rig identical to this one, you can copy
this model will not create any avatar but only import animations

Source - ArmatureAvatar
Skin Weights Standard (4 Bones)

Strip Bones v

OHL{m[O] M M FBX LA 7|2H = H|U|2! ofiL|H[o]d &S AFSRILICE OfL|H|0|H0] FHEIE 9|

- -O

=20 tt2H| ohX|=|2{H s TFUol M FBX 7H2IE I Q| OfHIEHS & Z=sH{of BLICt.

FBX 2ZE 72| Animation R0 A S & MM ot2f2| + 0t0|2& 22/5t0] ofL|df|o]d SEIS FAY
AFLICH ot 20l 642] 72| 2M0| AV|= 3, 0| FR0= 2 ZHS JHE SE L2 LiwOF gL|Ct.

Holel 280| glrtH X 29| 0|F0| Take0122 HFELIC

Clips Start End

1.0 149.0
1.0 90.0

[o][=]
Idle (1)

Start

Loop Time
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@ | RIEI ofLisiold 93 |

A% /B= 0tHE ZHSHAHL Start L= End X0
[

AELICH ApplyE 2=2I56HH ofiL|mjo]d SES 7=

SEO| HE MY =8 YL HHE M0| JESHX| §ITHH AO|2 2
ol [e]

APO|E @IEMIE 9 Iy

i)
B
2
ot
g
mu
i)
1o
o2t
N
IH
o
o
[
=]
A
12
N
IH
o
u]

Animator ZAEE]

Jumping 0

Forward Attacks

Knocked Out

Jumping

Running Backward Flip Runhing Forward Flip

Kip Up

$

Falling Back Death

Fighting Idle Walk Forward

Standing Taunt Battlecry
\ )
Any State
Leg Sweep

Crouch

OHL|m[Of 44 &FEN THA

Animator ZIEE2{= FH2IE{9|] B E OfL|H0| M2 K&t A¥lst= HAgts EEHiL|Ct Animator
ZEERE MMM T2HE 2 Q2% 225110 Create > Animator ControllerS ME{TL|C

FHRIE{ 0| Animator ZHEE2{E M2|® Animator ZZH E 7t QLO{0F BHLICE,

™ v Animator

Controller % Controller
Avatar ‘& ArmatureAvatar
Apply Root Motion

Update Mode Normal
Cull Update Transforms

Culling Mode

Clip Count: 0
Curves Po uat: O Euler: 0 Scale: 0 Muscles: 0 Generic: O PPtr: 0
Count: 0 Constant: 0 (0. Dense: 0 (0.0%) Stream: O
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@ | REI2 ofLisiold 23 |

O weE WH2 T2HE oM AE =0 {2l Ze|fo 2 288 Sefjasks ZULICE oA ofH
FHE2IE{ 0| Animator ZEHE 7} 227}t 11 Animator ZAEZ2{0]| ojL|mH|o|M S&l0| E=I7}ElLCT,

HEEZ2{0of| AN Atz Window > Animations > AnimatorE £3ll Animator & €L} TZHE
FOolM Animator ZHEEZ E G £ S2gfLICt oA ofL|m|o|M S2S E2fT5t0 JH2lEof 2
UELICE FH2IEof M El OfL|m[Oo] M R&0| 5= ofL|mjo| Mot ghebsioF sfL|Ct HH|2 FH2IE{ 0=
X2 ojL|mH[o|ME, T H 0| = JH2lE{ofl= FH-O|= OjL|H[O| S SEtatL|Ct,
Auto Live Link
List is Empty

InAir

Walk_N

Any State

JumpStart

Entry

2| Animator &2 AR HO|= FHM EE52 OfL|H0|M MEf =EQIL|CH O] LE= 7t H
At 7] ofiL|mo] M LIEFHLICE 3t = EO|M CHE LEZ 0| S T 5_% xItstz{H LEE
£2I6t11 Make Transition= ME{SH CHS ISH= OfLIHIO| M LEE MEHBIL|CY,

_i
SEE

2l olAle] HEt2 Idlent Walk_N ALO|E 7| &=3tH FLE FYRiLICh HI S-S 9l THE 2719
L EE|dleO|Lt Walk_NOE ZHIE MetE|X| oD 2 T ME|X| & LICE OfL|H| 0] M0 EMote|2{H
FEM Lol 72 HEfol| HEE =0 M HBHE| 7L Any State = =0f| A T 2te|0{0F BfLICE.

LY

SEI5HH Heto] ojLt= Z=AHO[L Y

225k M sie Hero| MHS ol

i

mjo
oin
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Q nity = OO 0] M = ESE] | HMu(2] ofL|Ho]d K& | Unity ol Af Ofi L] of+

2l O|O|X|of| M 'EZHM dXt= 2=
|

et MM < ofLioflo| 4 Zhol SR AIZE LiERLICE,
2y A|7+0| PN =

I
Al ASEILICE O[3 5121 B OfLIo| Mol Af TtS ofLigoj 4oz
RS

OF T2HA S ES o) okl S OfLIBIO|M Zhe| ST AjZHS S2iAL BY £ YLt

Has Exit Time 82 MeistH A
M= 20| giCtH o] M3 MEHEHLIC

—

ofLioi|o] Mo| 23| XHAE oflof ke ofLinjo Mo MEHELICH,

=

SHO0I07t HES F2= WS S22 Animator ZIEE2{9t &% X830 OfiL|H|0|MS Haiet 4= A0{of
3 | Th2to|E 7t 2 RErLICh Th2f0[E = OfLImH[O] M Heto| A ==

Y% 383 9lef HES2
hE 4 s w4 YL

+0p0| 22 22/6t0d Walking It2t0|E{0l| Bool2 F=7tLICE Jumpit= Trigger TH2t0|E{ = MARL|CY

# Scene a® Game > Animator # Scene a® Game > Animator
Layers Parameters ® BaselLayer Layers Parameters ® Base Layer
o +~ .
Walking Float
Int

Bool Jump
Trigger

Walking

Trigger
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@ | RIEI ofLIsold 23 |

=2oHd

Idledil A Walk_NQZ F2tet ol Walking =712 trueZ MAL|CL Has Exit Time &M
%OM |dle OfL|m[O]MO| 2t= & mi7tX| 7|Ch2|X| Q1 HEE MeHElL|Ct,

d i @ Inspector
Auto Live Link

mm  Idle -> Walk_N

B8 1 AnimatorTransitionBase

Transitions

Idle -> Walk_N

ne
abe
Idle -> Walk_N

Has Exit Time
Settings
.00

Conditions

Walking

Walk_NOllA CHA| Idle2 HeHE o, Walking =71 S falseZ MATHL|C},

JH=|Eqo| mfatn|ElS Mofstal® Ct A

[
i
[m
N
1]
fO
ot
i
n

Animator animator;

O
animator = GetComponent<Anir
Walking
O
if (Input.GetAxis("Ve
{

animator.SetBool("Walking"

else

{

animator.SetBool("Walking",

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

Sondition:

Walking

© 2024 Unity Technologies
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| Mlul2] ofL|ofold R |

A SR EQ| Start()0ll A animator = GetComponent<Animator>()'% Edf| JH2IE{Q| Animator AXHEE
bM<t M LICE Update MM E0iA = Z2i[0[017 MZE LRI W E= 9% 3IAE 7|E +E Wit
7|CHELICE 7|7t &2 ofL|H|0|E{e| Walking 20| trueZE MM ELICE J2{H IdledM Walk_N2=E
MetElLICE

E2{0]0{7} 1% 7|E £21 A= S Walk_N O{L|H[0]ME A& WL CE Z2i|0]of7t 7| Y S
HZ=H ojL|H|0lE Q| Walkmg 20| falseZ MY ELIC} Walk NO| A IdleZ H2tE| 11 E2{|0]07t 9|
SHME 7|8 CHA| 55 mi7HX] Idle OHLIH|O] 0] XHAMEIL|CE.

Update HIMEE Z0|0{7} HZ 7|(7|2X O Z AL0|AHNE +E Wi7tX| 7|CHEIL|CL M 71§ =2H
OHLITIOIE{ 2] Jump E&|H7t 2430 AH|[O|AHIE +5 miotct F I ofL|mjo| 4 S R HerLCt.

CH7|(idle) &EH 2 27| AMEHOlM HE IS 4 QU0{of StE 2 FI OfL|m|0| M Mtk 27H0|H, & Fgto|
ZUE Jump= AHTtL|CE,

1 &

Walk_N -> JumpStart
JumpStart
Has Exit Time v

Settings

™:00,

Walk_N

Conditions

Jump

I CHE 22 Any State = E0i M TRtSHES Sh= A YL|CE SEX|2F O] A| St A OfLImH|O|E{ Q|
SN =& £ ACk= Hoi| F2Asiof FLICH oiLm[o]d RLE |X|5t7| 2l6h 2t=E <0i|= Idle2

Transitions Solo Mute

AnyState -> JumpStart

e
ta
JumpStart AnyState -> JumpStart

Has Exit Time

Settings

Preview source state Idle

) 2

Any State | | |11
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@ | RIEI ofLIsold 23 |

OHL|miold =8 S2I5t0 Ml =8 2|7 = waA =Fe 4 ASLICH Tag EE0f ofiL{mjo]d
Ef2E 2ot T Y Al RE5HA 28 £ ASLICE of2h of|A|ofl A Walk_N OfL|H|0]H0i|:=

motion Ei 27t AX| 2 Idle OHL|H|O| Mofl= Ef 7} GIELICE O[FA| St ZE0M HEIE7L 20|

AFE Al 4 ASLICH

3 i @ Inspector

Auto Live Link Walk_N

Tag |motion

Motion A Walk_N
Speed i

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

Transitions Solo Mute

Walk_N -> Idle

Add Behaviour

AT E|M OfL|H[O]M S ZLIER-SIE{H AnimatorStatelnfo FEME AHEELIC Z2j|OLCt
OHLIT[OIE o M| SEE ATRE|M 2E = AFLICE of2 ol A|2] Update HIME0M= 7=
210]012!1 0 2{|0[010i| A OHLITH|O[E{2] FEE 7+M ZLCt.

motion Ef2 7t &2l ofL|H|0| M S 20| MME|= AL transform Translate HMEE Edlj HHZIHE
gtoz 2=IQ|L|Ct,

s Walk T MonoBehaviour

‘e Animator animator;
AnimatorStateInfo info;

info = animator.GetCurrentAnimatorStateInfo(0);
if (info.IsTag("motion"))
{

transform.Translate(transform.forward * 2 * Time.deltaTime);

}

AnimatorStatelnfo 2 ZHIE AFESHH OHL|H|0| M0 THME|AHLE MetE|= A|™ S IHetsto Animator

HEHE 53 IEE HAH + ASLICH
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Humanoid
Transform

& ArmatureAvatar

Import skeleton

Name
Geometry
Armature_Mesh
Skeleton
Hips
Left_UpperLeg
Left_LowerLeg
Left_Foot
Left_Toes
Left_ToesEnd
Right_UpperLeg
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

OHL|mO|Efol Z=7t5t AH2R
Layeret 5

7EXIE =H3tH 0] 2|0[E
7tEX|7t 10| 7| 2|0]o{Q] WLHE
OfL{m[o] M Ztof| 2

» Animator
® Arms

+

Base Layer e

# Scene
Layers Parameters

s Game

M

Arms Weight
Mask

Blending

Sync
IK Pass
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Expand All
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AL

% Avatar Mask
Override

Transform MM A= FHE
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C# 23E-EO|M 20]0f 7HS XIS Mofota{H 2= ool mp2tn|E{(2{o]of A, o]0 7S X])E =FeILICt
ozl oAl 201 M Arms 2{|0]0{2| QIE A= 10|H Shift 7| & +2™ 7}&X|7} 10|12 Shift 7| £ s HIsHH
7S X7F 0L CE.

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

animator.SetlLayerWeight(1l, 1);

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

{
animator.SetLayerWeight(1l, 0);

}

E2)0] ZE0M Shift 7|E +E ez ZoH ASZENM F ofL|H|0|8S ZEetL|Ct.
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= mafo|Eof et M| 74X| o Aol ofL|Ho|ME SXM o= EH SHIY sl of 5t
AEEL|CE SLIE|O|AM HM|ZFst Starter Assets - ThirdPerson 7| X[ M= &
FHEIE E M2 Ho{gtL|Ct.

—
=
HE

C2 226t SHE E2| 2o ZYeLth. SHUE ECM Li7tHH &= EHol HES AHERILICE

= Animator
® Base Layer Blend Tree

+

e
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Otz Gl Al M= THY| HEH, 271, &2|7]9] 37X ofL|H|o| 84S ST RLICL W | = 915 St E 7|15
FE& 0] w2t 0.001M 1.022 Hst= E2E S HIEQZ ofiL|d|o|Mo| ST ELICH

Blend Tree

Blend Tree Walk_N

- Blend Tree

Blend @ Run_N

- Blend Tree

Blend Tree

ELL
Walk_N
Jum P - Blend Tree

Blend Tree

- Blend Tree

. = Blend Tree
Horizont:

Vertical

Vertical

+ Blend Tree

Select
Select

21 olIXIolAl FIZ 27| OLITH|0| 42 Walk_N OLITIO| S THALSSID] M4 S=5 12 s HR|stof
THECH= 22 2 4 UBLIC,

OlM| ZEOIM W H S| EE= /F U o2 oMM E 7[2| 3 =(Input GetAxis(“Vertical”))2
OfL|m[O|E{o] 2R E mztO|E{0f] MEE = USLICE 0= 1D S E Mo|Zo| ST S Ho{>L|Ct.

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

NEE HEZSH

EE= 240|012 FHEIEE HOfs}| 2l MEEIH, S22 ZA HEHO|L} AT
gt & QI&L|C} Character Controller AZHE = =2 2|X|EHIC| S22
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HSstEZ2 NS WEH TZEELO[TE 4 AUSLICH
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3. EHE Host= E=E mi2t0|E VerticalE ‘4-43st1 of2fi o|0|X|2t 0] 1D S =2| TZt0|E 2

Blend Tree

Threshold

Run_S

- Blend Tree

Blend Tree
Ac N e Select
Blend Tree

Run_N

Vertical
« Blend Tree

tem.Collections;
tem.Collections.Generic;
UnityEngine;

rer .
BasicMove : MonoBehaviour

or animator;
erController characterController;

walkSpeed = 2.5f;
rotateSpeed =

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

| 0 referer
e()

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

or3 forward = transform.TransformDirection(Vector3.forward);
t curSpeed = walkSpeed * Input.GetAxis("Vertical");
characterController.SimpleMove(forward * curSpeed);

Input.GetAxis("Vertical™));

animator.SetFloat("Vertical",

4. F2IEo] ATZECL} Character Controller ZEXEHEE FJtEHLICE
5. Step OffsetS ZHst0] FH2IE{7t ATHS QE 4 UL E AMBILICH IH2IE T} OFF =2 ATHS QE £
UO{OF BICHH O] XIS = A A™ELICE SHXI T LT =OH FHEIE 7L &2 HE HO{7t HE 4~ USLICE

HJ
II
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6. Slope Limit TRHEIS ZHs10! H2E7H ZABS 2o OF 4+ YES MHBILICE 71222 45X/
HEE7} O JHIHE ERS 98 + UTS O 5| Y 25 ALLITL 90 04O Mot

WEIE 7L 22 HE Z20f 22t =& ASLICL
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7. HEIE HEE2{Q| /X S5 H2EH Salat LXIAF|2H Center Y S 12 HFELICL

8. Height= 22 2F3st0] FH2IE{Q| 7|0f StELICH FH2IE Q| 7|7} I ACHH Height 212 O =2
Aot

9. Radius 22 HE0I0] LH|IE Z=HYLICL JH=IE Q| Z0| Ho™ 10|14, E2H 0.3 0[5t2 HFeL|Ct.
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Untagged ¥ Layer Default

Select
Transform
osition X Yo
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» v Animator

Controller

Normal
Cull Update Transforms

Rotate Speed

Add Component

Cinemachine2 15 7tH|2t ZHEE, EXIH ofjL|H[0]M, AODLE FtH2t &2 Eoll Al U AIZ0|MS
2zt S5 FtH|2t AAR HE T2MAZS ZEASHSHE Unity ol MIILICEH Cinemachine] CHEH A= O] 49|
ZHHEO)| A XS] AT 2 2 SLIC X|22 Window > Package Manager2| Unity Registry |4 0f| A
CinemachinegS Mx|gtLICt.

Cinemachine Remove

2.9.7 - May 08, 2023 [R;

om Unity Registry

Samples

achine asset from your project BEFORE Installing
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OHL 0] A4 H|=Hs}

BE QEHMEE Unityd|A I ofL|Ho|Mate &~ JQ&LICE Window > Animation > AnimationS
MEHSES] Animation 58 ELICt.

FBX Ih0f| LHZHE OfLIT|O[d 2 17| TERLICt S/ HEUSHAH =X stx|2, 2 &S =H|sHH
Cf O] &} OHL|M[O] M FHS HAY 4= QL] FOISIM| K. OfiLIHIO|H RS HESHH FBX Il Y=

S0l AN 23Ok SLCE.
OfL|m|o| & MEHStT Ctrl+D = Edit > DuplicateE =2{A SX|ELICE
ThirdPersonController > Character > Animations

© ©

Skeleton
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& i @ Inspector

Auto Live Link
? Idle
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Motion A |dle
Speed ]

Parameter
Motion Time Parameter
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Cycle Offset Parameter
Foot IK
Write Defaults

Transitions Solo Mute

Idle -> Run_N
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Idle (Read-Only)

v Idle (Read-Only)
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Jumpland (Read-Only)
JumpStart (Read-Only)
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’ Transform @ i
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Render Type
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Clipping Planes
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Environment

Category
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Main Menu
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Curve Editor
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Help
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WalkControl : MonoBehaviour

Animator animator;
AnimatorStateInfo info;

c GameObject splash;
Transform 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 Z0f|Af OfL|H[0] 49| ZHIE Al O|HIE AlZhs 2FE 4 ASLICE OHIE 00|22
E2I5t0 O|HIEE FFIteiLICt

—_—= T

I
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:—‘ Walk_N

Start (0]
Loop Time

Loop Pose
Cycle Offset

Additive Reference Pose

Curves
Events

Function RightFootimpact
Float 0
Int 0

String

Object B None (Object)
[VEETS
Motion
Import Messages

Revert Apply
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Controller % Controller
Avatar “& ArmatureAvatar

Apply Root Motion v

Update Mode Normal
Culling Mode Cull Update Transforms
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Stream: 190
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Root Transform Rotation
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Root Transform Position (Y)
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Based Upon (at Start Original
Offset 0).7

© 2024 Unity Technologies

2 1 SE2 HX|E of2] A 22l= SM HEENY €S 2= WEA SH0l=

2 ofiL|m[o] Mofl REBHAI AHEE 4= UALM, UnityQ| EfJEIRIE
HI ofiLimjo] el B FHEIE{2lY

510f 121] unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/kr/Manual/ScriptingRootMotion.html
https://docs.unity3d.com/kr/Manual/RootMotion.html
https://docs.unity3d.com/Packages/com.unity.timeline@1.8/manual/index.html

@ | 23 oLIgol4 715 |

ATREE AF8SH0 FH2IEQ TS HojE & AFLICH 110 I ofjL|H[o]ME F#stH
Rigidbody.AddForceE AF23IANIR.

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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Source Objects
Target A RightFootTarget (Transform)
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# Scene  o®Game  * An i
same ~ Displayl v Fi ot v Scale ® x PlayFocused v 3 W B Stts Gizmos

MProject B Console  Hi Timeline
Sreview ke 14 B M M [»] 2449 ~ @ CockpitFlythrough (Director)
TR W 1209 |

Wingman2
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¥ @ Geometry (o]
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Za|xte| Cinematic Studio ZM0j| OHL|H|0| M A|ZAE HESH= O £=20| &= ChFst
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Cinematic Studio Install

Animation
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Sequences: G2tLt A|H|OFE] 22 ME ZHXE HZe & JELICH

FBX Exporter: UnityOl A ®IZfet X| M| E2], 23, 72t OfLIH|0]HS 3D 22T 2T E0{0]
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© Inspector

H-H TimelineHolderTimeline
[

Frame Rate Game: 60 fps
Duration Mode Based On Clips
Duration S@ 22233933

Scene Preview v

OfLmo]d 25 =7t

Track Group

Activation Track

Animation Track

Audio Track

Control Track

Playable Track

Signal Track

Cinemachine Track
UnityEditor.Recorder.Timeline >
Alembic Track

Sequencing >
Scene Activation Track D TimelineHolder

Storyboard Track ) [£2 e
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Duplicate Ctrl+D
Delete
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Add Signal Emitter
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H Timeline
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Adam (Animator)
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y Timing

Duration

Ease In Duration
Eas

Extrapolat Hold = Infinity

None
+ Hold
Loop

Blend Curves

Ping Pang
Continue
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Copy Ctrl+C
Paste Ctrl+V
Duplicate Ctrl+D
Delete
Match Content
Edit in Animation Window
Editing Trim Start
Tile Trim End
Find Source Asset Split
Reset Offsets Complete Last Loop

SR g yey  Cxport Clip To FBX... i L5 e
Add Signal Emitter WS H R
Add Signal Emitter From Signal Asset Double Speed
Half Speed
Reset Duration
Reset Speed
Reset All

B Console £ Timeline*  Im Project
Preview ¢ |4 » Pl M [#] 428 D TimelineHolderTimeline (TimelineHolder)

+ - | | ( |300

A > Adam (Animator) 0]

O Inspector

Idle

Clip Timing
Start 0
End 8.333333
Duration H333333

Ease In Duration 1.87

Ease Out Duration 1.8
ClipIn 0

Speed Multiplier 1
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Duration

Ease In Duration
Ease Out Duration

ClipIn
Speed Multiplier

Blend Curves
In
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Audio Playable Asset
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Loop
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ZIEE E3 AIE5HH d EfY2telolM CHE Et2tels QAIAER 0|8 4= JAELCH EF I"*Oil
21 7ol Etatel Alﬂ?_JﬁE AMZESH = 22 TimelineHolder Al REREE 2ol =

B Console Ed Timeline*
w M4 4 > Pl M [»] 563 D TimelineHolderTimeline (TimelineHolder)
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“A > Adam (Animator) ® 2 Walking

& Control Track H SmallExplosionEffect % - TimelineHolder2 $

S20]01= ES AIBSHH HAR AIZEES WS o] EHO| FIISI] A|RA =5 QEBEL JHEIHE
ZAY £ AFLICE O XiMeE LHE2 O Unity =271 AAZ0M Hd{EN K.
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A2 S22 Animation 89| O]UIES} o2 SASH HSELICE ARl 2 sol Amdse
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System.Collections;
System.Collections.Generic;
ing UnityEngine;
Footsteps : MonoBehaviour
AudioSource m_AudioSource;

AudioClip leftFooptStep;
c AudioClip RightFooptStep;

m_AudioSource = GetComponent<A oSource>();

d PlayLeftFootSound()

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

d PlayRightFootSound()

m_AudioSource.clip = RightFooptStep;
m_AudioSource.Play();
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Y + ASLCH AI-EES MESHH PlayLeftFootSound &
PlayRightFootSound & 4& %0t 2t HA2|0f| off A|2EE FT71e
UA&LICH

Footstep

& Signal Receiver

Runtime (v  No Function
Sl  No Function

GameObject
Transform

Animator

SignalReceiver

bool enabled Footsteps . ;
B Timeli

string name

bool runinEditMode 4 b 4]

string tag

bool useGUILayout
BroadcastMessage (string)
Cancellnvoke (string)
Cancellnvoke ()
PlayLeftFootSound ()
PlayRightFootSound
SendMessage (string)
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MEILICE Cinemachine EAE At26IH
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®
Cinemachine0i| ArE&|= 7H 7HH|EIE HM[O{5H0] 4] E
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8 Console H Timeline
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MainCam
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B Timeline*

4 > Pl » [»] 81 D TimelineHolder2Timeline (TimelineHolder2)

A !r" ! R

A > Adam (Animator) (O] H Walking

Main Camera (Cinemachine ® H VCam1 VCam2

2| 232140 M= Cinemachine ™ 27t AFEE|IELICH Cinemachine 7 32| ME22 7|s0f cist

ItAIt 82 o] =271 =28 HZSHMIK.
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B Console i Timeline*
Preview < |4 » Pl MM [B] 275

+ - 1 s

Adam Walking
A > Adam (Animator) ®
' & Adam (Signal Receiver)

¥ @VCam1
&, Control Track H SmallExplosionEffect %

Main Camera (Cinemachi ©® H VCam2

O OHE B OES A(A008] Er2tQlof O B2 32t efEsHH o 0|5HA| BHAg 4 A ELtt

NE B

Sequences Ii7|X|E AHE5HH EfY2telolM ZHE mf 2 Z2HMES O gA M2
S0 EF AHO| ME SHOZ ZEY £ ACHZ [ | WS HUY + A= NOIE.

0

SLICh Td

Sequences T 7| X| AHSHO|| CHEt BHAE JHRE Of Unity Learn REE|YS EX5HM|R.
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FH Bo_mesh (Mesh Filter)
8 v Mesh Renderer
i v Mesh Collider

Everything
ff
Hbo_mesh

Nothing

Nothing

None

Discrete

Nothing
Nothing

Lo HEn 29| Rigidbody HEHEES AHEHSHH HAM QEMET Yot i 37|92t &= A&

o o
HAS AZ2 0| M £ ASLICE EH 20|HE EEst L H2lste, LEXMETL ™=l 2|o[ofof Y=
CIE QEMEN T ZE55E AT 4 AESLICEH Freeze Position 2 Freeze Rotation XS Al23510
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AE20|HE O MESHA Mg == AL

IsKinematic Z2I{E|E MEHS}IX| Qi é!EHE £H QENENAM S ALERLICE IsKinematicS
MEiSIH QEHNE|M SHS AIRSHX| X0 ZE 22 22| 7|8 A 82 of™s| M| 4 AU&LIC

S20|H e 7|2Mo R 22| S20|HOo|H QLEMETL CIE QEMES Sutste Ags WX[gL|Ct d2iLt

Is Trigger SN2 MEiSIH S2(X ZHS H|gMelst= EE|A S2t0|HZ e S2t0|HE HHESHH

QH"“E7f CIE QENEZ SWSHX|T CHE QENEQ} WXt Al0f= 6{TS| E2|HE HISSIEE Aol
UELICL o] M2 2E0 FEEE & JUELICHL

oAl E2to|Holl S2| HE[Z|Y of|4lg F=Tt6t0] Sid QEHMEES /\IgEﬂOI"’I t= AlO2 QHHET}

SXSCE MAE £ UASLICH OIS 50 B Q= 1229 AL, Collider ZEXHEQ| Material Z =0

Bt S2| HE[Z|YE F=Tt8loF ZLICt.

M 22| HE[2|YS Myste{H TENE XHoj|lM REX 22611 Create > Physic Material2 ME{st =
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@ Inspector
s Staff (Physic

0.45
0.45

0.1
Average

Multiply

2 v Mesh Collider
Convex
ger
Provides Contacts
Cooking Options
\EICHE]
Mesh
Layer Overrides
Layer Override Priority
Include Layers
Exclude Layers

Everything
& Staff

f bo_mesh

0
Nothing
Nothing

R e | eaion | Bounciness | (bl combine
et A 0.3 0.3 1 Average Maximum
=1 0.1 0.1 0 Multiply Multiply
X|cH opE 1 1 0 Maximum Average
EE 0.15 0.15 0 Minimum Average
g 1 1 0.5 Maximum Average
LtS 0.45 0.45 0 Average Average
O els 0 0 0 Multiply Average
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Edit > Project SettingsZ 0|S5t0{ Physics 88 & =X & JSLICL 07| ZHES HES
JAELICE 7| 2HoZ2 = iAol a0l 9812 MM 0 UX|D gt HASIH 2FE /Y

AlZ0| Y = ASLICEH

Physics

Persistent Contact Manifold
Fixed Update

ynejaq

Q

Default v v
TransparentFX v
v
v

<

o
=
o
=
4]
)
W
-
[+i]
(%)
=
o
b
v

Ignore Raycast
Water

Ul

isable All  Enable All

StEte) 24|00 £= MHEZIAS AFESH0 OfH 20]017F M2 &= 28T 4 JU=X| F2PfLICh

Component > PhysicsO| A Ctot E2| S2t0|H, =0 E, dg FIIe £ JASLICL

Component Services Animation Rigging Jobs Tutorial Window Help
Mesh >
Effects > o
Physics > Rigidbody

Physics 2D > Character Controller
Audio D Box Collider

Video 2 Sphere Collider
Rendering D Capsule Collider
Tilemap v Mesh Collider
Layout D Wheel Collider
Playables 4 Terrain Collider
Miscellaneous » Cloth

Scripts > . )
. N Articulation Body

ul N Hinge Joint
Fixed Joint

Visual Scripting N lxé 0|r7

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

Ul Toolkit >
Add... Ctrl+Shift+A
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A2 Sl(constant force)2 HiZH =
WeoZ Blg Jtetn g o R8It

m.Collections.Generic;
nityEngine;

5 KnifeThrow : MonoBehaviour

> Rigidbody rb;
hrowSpeed = 1.

if (Input.GetMouseButtonDown(0))
{

rb.isKinematic = fa

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

ol Rigidbody HEHE =Y 0|5 H0i| 2FE|0f
2o £ = MTIEL|CE
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2 HHEHOl BO{X|X| &0 FEOM HH

PS Transform 2]

Position X 23533 Y 326.087 Z 63.07
Rotation X 0 Yo Z 77373
3 X1 el 1 4

& v Box Collider

Aaterial)

Layer Overrides
&  Rigidbody

Ma

Angular

None
Discrete

Nothing
Nothing

B v Knife Throw (Script)

Throw Speed
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s BasicMoveNoRootMotion : MonoBehaviour

Animator animator;
Rigidbody rb;
te Vector3 rotatey;

walkSpeed = 2.5f;
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 = i Vector3(0, 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"));

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

animator.SetTrigger("Jump");
rb.AddForce(Vector3.up * jumpForce, ForceMode.Impulse);
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ot

QERE Cloth AXZHEES F7I0t =, 2t HHS AI850] HE[2|Y ¥ S FoRLICt Stretching
Stiffness, Bending Stiffness Z2 ZE2HE|E ZFSIH J1F, A3, H S Al 220[8Y & JA&LICH

|l Visualization Max Distance

(0] BN 0 Unconstrained
Select Paint Gradient Tool

v Max Distance 0

Brush Radius
Constraint Size
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© Inspector

7> .
H’v v ribbon_mesh

Tag Untagged

7 Transform
Position

Rotation

Scale &

| ng Algaold |

X
X
X

v Layer Default

0
0
1

% v Skinned Mesh Renderer

Y v Cloth

Stretching Stiffness
Bending Stiffness

Use Tethers

Use Gravity

Damping

External Acceleration
Random Acceleration
World Velocity Scale
World Acceleration Scale
Friction

Collision Mass Scale
Use Continuous Collision
Use Virtual Particles
Solver Frequency

Sleep Threshold
Capsule Colliders
Sphere Colliders

Virtual Particle Weights
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‘ A2+2 Max Distance M| IEAES MEH
Visualization Max Distance | oHI-||o|-O:| |:| |E Xlol-Dli OlE-Ial;l' E‘g

0 BN 0 Unconstrained
Select Paint Gradient Tool

mlofo| gl H2M Mo SokLCh

AlZ3|0|d Al M LEME = FH2{E{9| LIHX| 221t WASIEE HO| FHHEE SUSHK| Rot=S
Z2t0|E & i X|3H{oF LIt M2 & Z2t0|Cef Am|of Z2t0[H T XA gL Ct.

ofe] 7Hel WEat HE ArEsH et HO|ZE Yol &S Ho|ZE BHE Ct3, Cloth HEHES
H& A 20|0f Z2H0|C H{EOf| 0|2 7t =+ ASLICh

erarchy i # Scene @@ Game > Animator

— Apivotv @Globaly Y w
R} Ninja city* :
Q) Cameras

lose Camera
/isual_Settings
& Lighting
Processing

lobal Volume

ectionProbes

AZE 0N sHE tCHoll & = FHE F716t0 XIS XIFELICH S2H0|H & ool DE = of
FHIE Ol A AFE 0|1 Fetot 28 R FLICH Z2t0I6 7F MIXI2|of HiX|=H @EZE 225t
Remove ComponentE ME{5I0] Z20|H0]| X & Renderer AXHEE A LT
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* Animator
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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Use flipForward to flip the
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Edit Angular Limits
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X 0
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Auto Configure Connectec v

Connected Body
¥ 0
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Anchor

Axis
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Connected Anchor X
Swing Axis 2 O
Twist Limit Spring
Low Twist Limit
High Twist Limit

Limit

Bounciness

Contact Distance
Swing Limit Spring
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Limit

Bounciness

Contact Distance
Swing 2 Limit
Enable Projection
Projection Distance 0.1
180
Infinity

Projection Angle
Break Force
Break Torque Infinity
Enable Collision

Enable Preprocessing

Mass Scale

Connected Mass Scale

Character Joint X HAEE £H35t0]
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0| 2HIE s Zstz{™ 2t 2| Rigidbody ZEHE S isKinematic@Z A 35t0{ OfL|H[O|E{ 7} TH &
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s RagdollScript : MonoBehaviour

Animator anim;
Rigidbody[] rigidbodies;

anim = GetComponent<Animator>();

rigidbodies = GetComponentsInChildren<Rigidbody>();
for (int i = ©; i < rigidbodies.Length; i++)

{

rigidbodies[i].isKinematic = t:

rigidbodies[i].isKinematic =

© 2024 Unity Technologies 101 0f 121 | unity.com


https://unity.com/releases/lts

Q fiLioiofd ZiM S 2I5t Efiatel | g AE2{|0]M | OfL{of 0] A ¢

Doef Hef

UnityS| HDRP(3l At 2l mbo| Zatel)of M R S8H= M1t Shader Graph 7|82 & 0f 40| E S35l
2

X
o
ICi22 AIR310] 2 7S XY T &

AtAEl Rt RIS LY o ASLICH 2l 7[gh &
UASLICE FLIEIS] AL E 0 HH| 2E ALIE 2elstAR.

o{7|X| 22| X2| High Definition RP MlM0f| A Materials Samples ZHE M X|sto] &0 Mo|E{2| ME

HE e + ASLICH

High Definition RP Remove
14.0.8 - August 15,

m Unity Registr

ng Data Import

Dirt textur

Import

Procedural Sk;

Adds
Import

Import

102 of 121 unity.com

© 2024 Unity Technologies


https://unity.com/releases/lts
https://docs.unity3d.com/Packages/com.unity.render-pipelines.high-definition@14.0/manual/hair-shader.html
https://www.youtube.com/watch?v=KpPx_lvthBQ

| 0g Algafold |
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b Game = Animator i @ Inspector
Display1 v FullHD (1920x1080)  ~ Scale @ Play Focused v W B8 Stats Gizmos v Priority 0

["‘ {airRil 1 (Material)
Jshacer HDRPSamples/PhysicalHalr_Ribben  ~

Surface Options

Surface Type Opague
Rend Pass Default
Cull Mode Back

Double-Sided

Double-Sided GI Auto

Receive Decals v

Recelve SSR v

Exposed Properties

Color

Root Golor

Length Color

Per Strand Hue Variation
Root Distance:
Root Fade
Tip Distance
Tip Fade
A Physical hair shader that uses per-strand geometry. Gomg Ol
Ambient Occlusior
Structural
The Physical model is based on the Marschner algorithm. This example uses an Length Smoothness
opaque Material with no Textures. Instead, it uses vertex color for ambient occlusion, Root Smoothness
strand index, and radius. Each strand is a screen-aligned ribbon.
For best results, enable MSAA.

Root Smoothness Di
Root Smoothiness Fade
rand Smoothness Variz—@

d|

Submit Revert »
o

Open

Interteaved

Everything

Relax Strand Length

Bulld srand groups
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alembic T2 = 1452 H Alembic ES AFE3I0] EtU2IQ! A|F A0 QEHES FIH3tL|CE

Mone nfinity

Alembic Shot Asset

Stream Player B waterSimulation (Alembic Stream Pl: @

i Timeline*

4 P Pl oM | £ &) TimelineHolderTimeline (TimelineHolder)

AlembicShotAsset
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OHE|S 20HE ROLEM Unitye| 1 AlZf 21f EF B4 710|= AP S Sdf Unityoll M THE| S 210t
UC = YHS LOIEAMR.

UNITY FOR GAMES

's @ side-by-side comparison:

= T Mesh sampling effects

~=31] ;

g  Tos

. 3 -

~

~  Sample Mesn Operator

it-in Parti i ics system and - .
with gameplay more directly, but its particle count is limited and its

jons must stay relatively straightforward.

‘Sample Mesh Operator Position (Mesh) Block

0ad the Paiicic Pack from the Unity Asset Store to get a set of

of e effects (fire, explosions, ice, and dissolves, among ‘The Placement Mode can be set to Vertex, Edge, or Surface, Here's the
You can also check out this D1 ‘over for more information on Position (Mesh) Block at wark on some simple meshes:
ader Graph with the Buit-in Particle System.

fers standard shaders (LI1, Ui, Simple L) for the Built-in Particle g
‘whereas HORP provides Shader Graph-based shader samples
- You can
on for render pipelines here.

Vertex Surface Edge

THE DEFINITIVE GUIDE TO CREATING

ADVANCED VISUAL
EFFECTS IN UNITY

startzo| iy

1201120 untycom

2021 LTS EDITION

Unity B Crez e
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Al FH2IE

NPC(t=B2]0]012 HH2IE()2 ofiLimlo|3tsHo} sEALE WA chiF@o| 2 THsHof o
ALLHE| (0] 41 A A2 AFESH HHIEIS 2t2f ofL|Blo| Msfot= o AIZHS
Of AlAEIS ALBBHE Mol SEBHE e

M2 FHEIEIL AS0|Lt QENMES &
AEE HOjE £ ASFLICE

= Ho

= 2%, Unity2
ghofShx| oot ElL|CE.

£ X|Lp7FAL M2 23| |
LHH[AH|O| M A ARIS

AlZfSte{E -101 M 1 AtO|Q] 4
HofE[= FH=lE Q] S

Aot
£ E2|E HEHCH

E A8l T7| dEliet 27| HEHE

— - Blend Tree

Blend Tree
Walking - — Blend Tree
Idle
Walking -

AlMoven 0

— + Blend Tree

Valking

& |dle

& 'Walking

Automate Thri

Compute Thres
Adjust Time
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Q Llofojd ZIW S Qfet Efjetel | ng A0l M | OfL{o|o] M AR E

I{7| x| 22| Xtoil A Al Navigation I{7|X| S Mx|gtL|Ct.

c)v Filters v (

2L lllemap Editor
2D Tilemap Extras 392 Al Navigation PEE

otive Performance 4.0 1.1.5 - October 03, 2023 |R

Description  Version History Dependencies Samples

forb t runtime and at edit time.

Apple ARKit XR Plugin

AR Foundation

O|H| NPCOf| I—HHIIHIJKI(NavMesh) OIO|MEE =7te = AELICHL HFS HEFSI0 FH2ETH 210 3 T5h=
£ =2, 3 HEIE| THE FHRIE 7F FotLt 77t0] Ch7kE o= JA=X| 2HS PE Olo|ME BIX|EE Hoje 5=
ALt

v Nav Mesh Agent

Humanoid

Auto Braking

Obstacle Avoidance
0.5

2

Quality High Quality
Priority 50

Path Finding
Auto Trave Off Mesh Link

v

Everything
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@ OHLIBO] 4 22 218t EFEtel | DF AIZ0|4 | ofLloijo] M el AEE

FHEIE{Q| 0|52 KIA|St2{™ LHH|HIA] Of|O]HEOf| NavMesh Surface Z LA E 7L QU0{OF BHLICH,
GameObject > Al > Navmesh surfaceZ 0| S LICt. LHH|HA|E H|0|23t7| Mol & FH2IHE 25
BL|Ct. Show NavMesh SM S MEiSHH LHH|H|A| 7} TH2tM FHO = HA|ELICH NPC7F Z0{Z EF2
QHNEE FTtgtL|ct.

il
S uliall

W NavMesh Surface

Add Component
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| 0g Algafold |

LHH|H|A| OO EE HO{5t2{H AR ET HQpfL|Ct O] ASREE= 0|HET SXY W AI|E
MESX|, HHS wf 7| SEfZ HHEYX| ofo|HES £ E &850 OfL|H[O|E{of & FLICt

AlMove.cs & X
£3 Assembly-CSharp = %A\Move
System.Collections;
System.Collections.Generic;
) UnityEngine;
UnityEngine.AI;

cript | 0 references
AIMove : MonoBehaviour

te NavMeshAgent agent;
e Animator animator;
at characterMovement;
moveSpeed;
Transform target;

Unity age | 0 references

)

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

| 0 references

0

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

EIZIE 0| ASRIEQS| £20=2 EejastL|C}. EfAID} 2=
7t=2X0|H FHEIE Y StLte| ERUIE XHst= Aoz 4FE HadtA |XIstA .

Area Mask Everything

P ~ AlMove (Script)

Target A Target (Transform)

Add Component

O 20| REE H&sIH H2E = EtUS el ZO{Z LIt S210|= ERZUS OfL| |04 2t5te NPCIt
MEf7HA Feigd = ASLICH Al LHB|AH|IO|EE A3 T 2F Al22l0|4S 2ot A Foie &
UEX| LOLEM K.
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1L

-

Of LT[ O]

B BHRI2 Z 57U DCC S0 A OHL|HO|ME TS A2 B2 OHL|MO] Ml FHEIE| Z Unitydi| M CHE
LTEYNZ YATESIH M0} St= 27t ELICh

FBX P2 OARE

{7 | X| 22| Xt2| RegistryOll M FBX Exporter?t A X|=|0] RL0{0F RL|LC},

S Package Manager
<4 ¥ Packages: Unity Registry v Sort: Name (asc) v Filters v Clear Filters
All_ Services

Deployment -
Unlock
Device Simulator Devices Xporter

oo a2 @ 4.2.1-January 10, 2023 | Release

€ isinstalled as part of the feature.
Editor Coroutines

From Unity Registry by Unity Technologies Inc
Entities

com.unity.formats.fbx
Entities Graphics

FBX Exporter
Description  Version Histor Dependencies
Google ARCore XR Plugin L e
Havok Physics for Unity 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
High Definition RP with minimal effort
In App Purchasing 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
Input System your work in Unity.

i08 14 Advertising Support

& JetBrains Rider Editor

FH2IE{= Animator £H0jlAf OfLIT[0|440] M El AteHo{oF FHLICH FH2E S @ 8t Export to
FBXE AefgiL|ct,
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o[ ofiL]ofjojd AAZE | 2D

Export Options

Naming

Export Name

Export Path

Transfer Animation
Source
Destination

Options
Export Format
Include
LOD level

Object(s) Position

Ninja
Assets/

A Ninja (Transform)
A Ninja (Transform)

Binary

Model(s) + Animation
All Levels

Local Pivot

QIATE MXJL EE|n A ECE MEfE
= AEHLICE 7|2 e E0 = Project
Assets ZC{ L|Ct,

FBXIIUS & AT EQ0fo] w2t ASCII
Eth I:I|-O|L‘|E_| EDHOE Hf°|9 OIAEE‘é'I-
2 USLICE Blendere| Z2 Binarys
MEdSL|CY,

Ofmff I 3D MIA|ALE oL || 0]
TpUO[LE = tH &= AFLICE

Animated Skinned Mesh v

Compatible Naming v LOD -/F‘;Eol %EE 75'-?- E—'|:— Qlﬁ _6"7" '-f
Export Unrendered v .75_|_T'_ EEE -*—| 1 E—l E‘”.OE' —?——E—(LOD) E)_l'l--I'E
Preserve Import Settings M EH?SI-[_| |:_|-

— g .

Keep Instances
Embed Textures

Animated Skinned MeshZ AMEfs}0q
AZIE XQHEE|7} AT E {0
HAEEE L|C "HAKN T CHE

AT EL0{0] EA|SHH Embed
Textures 42 MEfBIL|CE

Don't ask me again Cancel

AARE 20i|= ChE 3D 2T E 00| M TAS H0f 3D Al 2= OfL[mH|0] M ThU S Z=FSHH EL|Ct

o Hecarren

UHIC| = OfL|H|0] 42 Blender®| H| A& OfL|H|0]M EojM ALY 4 UELICL A S AT 20i= FBX
o2 A AIXLESHO Unitydl A & 4= ASLICEH
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Unity Recorder

Unity2 OfL|H[O]d HotE MZSHAHLE DEE AIY S0| 2Rt 32 2S5 ofiLiHojdE S T2
QAZESILILCY

OCIE] i WENIM HIYS B2OISHRIA 2 JAS UHHE SA0| SHY Y ATZEY0|S Mgots
HEE 24200 257t Za, AY0| DRIt SB4 BHX S0 B3 orZo| B
4 UBLICH 2 ZAL{F7| 2 QI3 SO 314 glo] OOl mal|Y 4TS Bt

T Md [m=} = o
ZEE @I fIoH Unity Recorder & AHE3HH Of|LIE] LHO|M HA|ZIRZ S Y = O|0[X| A[HAE
Mzt 4= ASHCH

Recorder Remove
4.0.1- May 17, 2023

From Unity Registry by Unit hnologies Inc.

com.ur

e Config

Id Pipeline
Description  Version History  Dependencies  Samples

capture and save data from the Uni

H|7} £|™H Window > General > Recorder > Recorder &2 2 0|S&tL|Ct MH
HASHALE 2™ Ho|gh 4+ ASLICE S HEXQ SEA U2 MM6t7| 2l

[ =2 T M
HIEZ|0|ES LF5HA |RXIELICH

250 MEEE S8 S0

X
rx
4
9,t
r
o
i)l
o8
kel
=)

MEL =3t MMstz{™H Add Recorder &

L==R=a | E=2—1
= oo 0= = (e o X
O[O|X| AfHAE MEStHLE QE|RE AAXETE 4= QELCE

Recorder

R f RDIN 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
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P

204 [ oiL]afjo]M AAILE | 2D Off |0 0]

Movie SMS MEiStD AARE Q71 Abetof StA| @S HAE{OIO| ZFILICE O] SF =2 W ROIM
=SEB2 W 1'?'r01I HEAE = 2E WHE0| setELICH £ 2o M2t S &S =215t VRE 360°

HE ZE0|M £ M TE HFSHAL Y MY £ Ao, I =3t Al W JIL i HHEE
MHELICH 4:3ME CHE HIE2 W0| MFE 0] = B2 16:9 £33 MEISHH =2 Alof] 4 §7116:92
HEED 2 SEHO0| oC|E Q] Wat= CHEA B & JUELICH

Output FormatOlld= AH8Y QIZHE MEHY 4= ISLILE Unity Media Encoder= H.264 MP4 5!
WebM ZEIS X|ARLICE Apple ProRes Q12 H = Apple ProRes 4444 5l 422 3iIE X|ARLICE. Gif
Q1A= OfLIHO|M gifS AAZESH= O AFRELICE,

SEY ALAZE A QL|QE ESHALL M2St=E 4HY - ACH, It 2 T2HE 9| recordings2ts

Recorder

START RECORDING Frame Rate
’ ExitPlay Mode v Playback Constant

Recording Mode Manual Target FPS 30
Cap FPS v

+ Add Recorder i Recorder Type Movie Recorder Settings

Input
Source Game View

Output Resolution 4K - 2160p
Aspect Ratio 16:9 (1.7778)

Output Format
Encoder Unity Media Encoder
Codec H.264 MP4
Encoding quality High
Include audio v

Output File

File Name <Recorder>_<Take> + Wildcards v

Start Recording2 =2{ =3t REZ H&sIH SHH0| Sobe|HM A2 A T80| AIZFEILICE 0I[EH
Ml stHO| BRI mayQl £ 2 Mohe| 0, BRI T K HCE S2|A JME 2 JAELCHOl= 212Y
DZMHAZ Qot HYoR SFEY KM= B 2| £ =2 BEFA EELICH

Recording Mode?t Manual2 HEE A< MYt AlZtol]| X|IE =2{0F ZLICL Recording Mode
HHOIM =2oto| AR Z2fut Z2 O '
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m
m
oo

u
els

o2 ALg ol Tl S 718 £ ULICL ES Q2% S2/st0f RecorderClipS
7

O| EA2 &y SEXNT ZSotH oid 2F2| X|& A2t St =9t

E Timeline
4 > B[] @ Time e_Intro_Dragon (Timeline_intro_Dragon)

Cinematic Bars

Unit Ul

VCam_Runin VCam.Clo.. | V.

Unit_Move_To_.

Bipedal Run.

Knight

Wolfman

Muted

+ 4+ + + + + + + +

Active

Flying
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2D OffL|t| O] 44

Unitye 2D T2ME L H|&8 E1t YIZZE 2RBILICE 2D T2 EO]|A FBX 3D 20| sigst= He
2D AZEIO|EQILICE 2D AZEH0|E O C|Ef, 2D EFL Y A|AE 2D AT E[0|E M|O| 8Tt ofL|2} 2D E2
% =H EME JASLICE Animator HEE 22} EIRIEIQ EX 2D T2 M Ef| AL EILICE

71Z2] 2D OfiLIoil0| 42 2D Al M THROIA 7H MCHED AIZto] 20| Zals B2 4 ALICE 2D
270 0fL0] 52 NSt AIZHS Helel, Ciefst BT 4 SlonikE Baie ofumo]sg oS 4

UACH, M H2 oMo o 2 OfL|Ho|MS FoIE - AFLICE

[Eo g

PSD ¥ 3=

2D Animation I§7|X|E AtEstH FH2IE OLER I E PhotoshopdllA| UnityZ HIZ JEES 4 QUEL|CE
2D PSD Importer If7|X]i= 0|23t EM O 2 2{[0|0{7t M EE PSD2t PSB LU S M| SfL|Ct FH2IE Q|
DE 20|0|E AZEI0|ERZ ARESIH HolM 12 & i HiX|e = JAELICH

i PSBIHUS MEfstE AmEto|E YEE MHD

==

Y EES = b H|XPH 40| 2D ofiL|of|o| M 3! 22 at
BHAE F7H A o EAIELICH MEisiop ® e SH2 CHEat

Import Hidden Layers: 0| 82 &A% 2/|0|0{§ X &3t0] PSD = PSB I Q| B E 0|01
UL ETILCE

— Individual sprites (Mosaic): 0| 4&2 Texture TypeO| Multiple2 MHE Z 203t AT £
UAELICH LAEXESH 2[0]0{0)| M AZEIO|EE RHED B AKX OHEZA0]| HiX[SH= MEQLICH
FHEIHE 2|d5t2{H 0] SMS Sttt HEfE FAHIR.
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— UseasRig: 0| 482 PSD &= PSB It2at St 0|0 AZ = A IKIE RXISHH H2IE
Zo|Ms dgech

—  Use Layer Group: PSD = PSB IR0 A 2i[0]0] IF S FIHELICL 0| M S &35t
AIZIO|EVF wHEl 22 S H2E Q| 2[5 183t & JUELICHL

Layer Management AM0j| M 2|0]0{Q] AE L XE &Ql5tn AXES 20| E £ E FII6H7ALL

HAE 4 JAELICH

S| SHH|AE

AI2I0|E oC|E0|AM e 2|

AD20|E O|CIE| LHEL] Skinning Editor0llA] FH2{E{2] ZHE TtE 4= UELICH HX Create Bone
HES 228 £, 0jel & J S S=etL|ch X M 220 = Mrio| SoFo| MY =M = Hi 22lo=
t{CHe| & X7t EA|ELICE O] E2 HIHE MZE AASID S™HA|IZLICL

1o

Edit Bone HHES A3 HH{LHE ZFEILICE Split Bone HES AL25IH WIS E2 L= = ASLICH
LCH2|E oS uf R8¢ SHYLICH CI2| tCHE stLt 2tS0 20| 2 XS S2I6HH tiCh7L K| 222t
Sot2| 292 Lt

HE X7t SHIEX| 20lst2{ ™ Preview Pose HE S MEHstT B 71X TXE HAESHL|CY, {CHO|
2|X[E MAEHGH™ SHIO| A Reset Pose HES FELICE.

ATZI0|EE Wi, X|QUHEZ], 7t X0 HZ

Z20|EE YEotHH XM EZ|
| H

£ MMeliof gtL|ct HA Auto Geometry HES SELICt
XHER| 4o Walg Hog

o o
x|
o
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HE S20|HE 022 HFSI XM ER|E 2|Che 2HEHD| |XISHs 20| Z&LICE Weights S82

E
2hd5tst0] tCHE AX2t0|Eof| XtS 2 E HIRIYBHLICE Generate For All Visible HES Z2I5tH EE
A IO E0f CHet t{CHe| 7FEX|7t MM 5l AF-ELICE 0|E I8 AX2t0|Eof| M85t H ATZ0|EE
C2 Z2IgL|Ch EX ATZI0|EQ| X|QHER|IE XX O S8 HIHQIL|C},

—'—O TTo - odd

Creeh HEIAL X QH EE| 2F LATIX| HE M52 H Geometry MMM E2 HAE 522

Clo
o
HESHOF BfLCt.

7|.:Lx-| K-IO Ao| H-|

ALESHAI Q. THO| S| T0of| W2t 2 HEIA QX|S A LeHoF StE 2 HEA 47}
[ELICH O 7t HE4F 1S 280| O +Eot22 HEA It HOoH
Cl

A
—_=
HOH 448 HorE 4

—

S A Xo| A|Y HEA = B ZAHFO0IL LEL XM EZ= g

tE A

AZIZIO0|EQ X|QHEZ|E 2B F2|YCHH O|X 7tFXE FY A YLt 7S K= o7t 2
HEI A0 O|X|= &S 00l 12 FOlgfLICt. 02 WTh7t HE A 0K E0| IS8, 12 HE ATt
tCHoll 22 KOl SZ0l= XS 20l MBS 7EX|7F BYEH HA2 2HE AMAUHOZ BHY

USLICL 7ISKIE BR 2HoH Yo SYHS THEE|D AZ2H0|EE HFAIZE = ASLIC

715K MEE AEtst2{H EX AX2lo|Eof| FEFS 0|E wHE Molsliof gLICE Bone Influence HES
galsta Azgto IEE MENSHL|CE, ZH2 ) AHO| HA|Z|H MEHSH AT2L0|EOf| FES O|X|= tHIHE
MAES 4 USLICEH ATZ0|E0]| G 37| 2lo 2R3 ot M™stD LHHX|[= MIHAEL|C
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AIZZI0|E 2|EH 32D K

5f|| 5tH| A E(Happy Harvest) Unity MZ T2HEAME 02 ATX2I0|EJt SUSH WCHO| FEFS g
Ag =old 4= USLICL o|E S0 & AZE0|E= OfL|m|o| M HEHI_ =AY E0] Fof| ZH, o4H,
HH SO CHAet HEl2 wHIE 4= JSLICH ot A HEo| BHEot= ofLH|o|M S M&ste = < 2D
AR S(IK)2 AH8SIH 2™ S AlMSt D AZE WIS EF2 °IXI§ o|sg & USLICH
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