7AMITZANYER

MetaShape — Mixamo — Unity#&

D6 2024 HE/MNE



1. FU&IC



1. FU&IC

1VAN=ILTBHED

TR UER(100K 501 ?)

- MetaShape(7 A XKUY T RN)

https://oakcorp.net/agisoft/download/

MNSEDDRBEBODRAY VI —RKikZA VA=)l (2024F11BIRE. 2.1.3H %)
- Unity ERRICE-TeETILZE > TH D)

https://unity.com/ja/download

NS BADREDUNity HubZ 1 >V X =)L

Unity HubTUnity 6 (R&#ThR) Z1 A=l  <UnityZ7 o> MhHHE

(Google” o> kTHA)



https://oakcorp.net/agisoft/download/
https://unity.com/ja/download

2. MetaShape(7 # k5 X MV)iR



2.MetaShapeifR

ZEliFAgisoftdMetaShapez £ (Mac THEZ 5 &1+ HEEH)

Metashape Standard % :Hfikk 7 > X TikEFIET 2 (FBD B%17)

vt

VIEEEFICCD T4 Y RODNBEZDT2EREDERE N T4 7))L % &R



2.MetaShapei

EEUESEEXZ2—/\—D7T7—0 70— EE%EIl%

@ Metashape 771l

mE Ea—

e Tt EX V- ALY

A1)

12E

3 B

TRV VAR=R (1 fHADF+v>7)

Chunk 1

T BEEZIEM...
% Z7AILYEEM...

BHEOZ ZAVAY ...
Xy a ...
TURAFv—HEE...
BERIRAIVKNIZTR.L
IN/ FXZERK...

FrIIDTFAIRAY S
Fv I ERA...

Ny FAFE,

Untitled

iR



2.MetaShapeiR

B LI 100BLEWERZE 2 TEIRLTHC

&< ESEEB < o v % o : 2018 Q
32 Dropbox
B3 Google... =] B% 30 H
© Downloads 101.texture.jpg
8% 30E )
(Y Documents - 102.texture.jpg
53 _2303 > ;
5o EH 103.texture.jpg
104.texture.jpg
s 00 2017 >
=R — 20 I 105.texture.jpg
B8 zx7Y—-- 106.texture.jpg
= 2018 > : :
= Desktop 107.texture.jpg
S it ] [ 109.texture.jpg
' - [El 110.texture.jpg
G} kamonoh... EJ 111.texture.jpg 94EH
" 8A 5
B8 &% [ 112.texture.jpg 94 - 21.9 MB
® MEGAsync = - S4flxNlsle
All Formats (*jpg *jpeg *jp2 *j2k *...
iCloud
- FRIANY  ATVaY * vt B <

windnwe




2.MetaShapei
BEEZ N7 —770——FEDF7 24XV N T

@ Metashape 771/ {E Fa— 9—s70- EFI BE Y- ALY

@ ® % BEZEBM...
e ALY EB...

BERD7Z A VAY ...

Xw o S

o T 59 RF v — ...
- o . Perspec . .
= D—JZAR—=R (1BAOFv+>7, 1. BEINRIVNITUR...

- Chunk 1 («f X — Y% 94) IN/ SR ZEEK...

v m 1A= (0/94 7 4 VFEE FoIDT AKXV M.

. N
Cd 101.texture, NC, NA Fr YU ERE...

L 102.texture, NC, NA Ny FALE...

"4 103.texture



2.MetaShapei
PI2AIAYREKEULTOK]IZHUTT AV XY N ZFD
(BFEAIEND RV M)

Frell




2.MetaShapefR
PoOAVAYNCHITT 2 EEDDWeREHTETILOITIZEZE LN ->TL3S

Perspective 30°

34,586 points




2.MetaShapei

RINU I SELEDERY —ILTETIZEEKRT 2B ZIEET 5

L a1
T L C i ‘ ‘” i
EX IR b EEERE
N smmEUYX
Perspective 3

L RIS O
EEOUEY b

34,586 points




2.MetaShapeiR

RITIEH DY —ILHEIN S < 5 WEEZ SR &
MEEXTETIVERSNDDTER




2.MetaShapefR

HBERULEST—T7 70— Xy Y1 EEeRT

@ Metashape 770/ {E ta— 9—470- EFI EBE Y-

~NIVF

000 % SEAEN..
e ALY EEM....

BERD7Z A VAV ..

T AFv—REE...
BEIRIVRNISIR..

v Chunk1 (1 X—3% 94,348 = IN/ FREEM...

> B S
TR D—OZAR—A (1BEBOFv>7, 1. pe-rspe

v m A=Y (9494 7S51vE - ROV S S
s ; S P
£d 101.texture, NC . FyYIERA..

£ 102.texture, NC LT Iy FHLE,.




2.MetaShapei

Xw 1 BEREZETFUTCOK]ZHLTHED
(BFEHIMNBRA > K2)

—R

=T —4: RET Y

Y-z RT147: BHEAZIR(3D)

s
Y TV th

> EFi




2.MetaShapeiR

EFFCWC EZALBRD
FHENTBEDHNRICES ANFEBRENSPDEITMN ERANVRAASTET
FOHEFT U TETILEE> TMaya®BlendercE&ikI T 23 W

faces: 32,947 vertices: 16,722




2.MetaShapei

ETFILEER LS T—0 70— TFT 9 AF v+ —EBEET

@ Metashape 77J)l #HE CEa— 9—s70- EFIL FE

N XN ) % BEEB...
% 7AILTEEM...

BEROD7Z7AVXY k...

Xy 2.

o B 54 2F ¢ —fBE. .

g HZR—Z (1 EOF VY, . orSPe P I

v Chunk 1 (/r)(._.‘/“%z 94, 34'E /\o/ 37%*&-..

v m XY (94/94 754 ViE FYIIDT A VAY M.

s o
[ 101.texture, NC FrrIma..

[ 102.texture, NC I\ FALE.
[4d 103.texture, NC
[4d 104.texture, NC




2.MetaShapei

TIAF v —BREREULTCOK]|ZHULTEFD
(AL DB RA >~ 3)

—fiR
T AF ¥ DERE
Y—RAT—%:
NvEYITE—R:
LY RE—R:

59 2F v —H A ZMEE:

> FFil

e~y 7
AX—=Y

LA

TV AU (FRE)

8192




2.MetaShapefR

EFLWCEZTARRED

Perspective 27°

faces: 32,947 vertices: 16,722



M=l

12E

IREBFEHEH A o

2.MetaShapefif (4)
TXZWH FY,
(1) ZERY—IL

S () RIREH % AR

FERHHR

TIRR

U, A A—I8 9€ B ERIR e 20 e ‘% v :
36,884 7171 ==J))

S g -
RIRFIGH % HIBR
2% RNEER
) Perspective 30° &
b

)
5, 7T U VY B) ( . v

th 25) K 4

(2) W—YVILTHATERT S

faces: 93,126 vertices: 46,848 selection: 97



2.MetaShapeifR

ErOoAT7I o NY—I)ILTE

I/
¢

faces: 32,947 vertices:

- &y -

& ATV N 2BE

O ATV NERT—UVY

©, ATV NEEER
- COLCUN

NSV R T 4 —L(EH) ZEH

16,722

—\V

>

IV EEZRAEC KSRABLTL LS W




2.MetaShapei
CHDEEE—ZUEYNULT,
BEEDARZET 7AIKNCRIT ZEISEELTLIEE WL,

Q & 11829H(K) 14:05

@ Metashape 771

AN Q X—h1v 3 + Untitled

Q X—LFIh

o Ea—zYtyh 0

Ea—%&Fv7Fvr—

3 & v S O—y28=2
"8 )—HJZAR—Z (1EOF vV, A B P-X—Y3Yv Visible selection
v W BER
v VY=
v I ¥aJd
v Y=)LIN—

4 Chunk 1 (-f X —3# 96, 36,4

TIVRG Y=Y

faces: 91,568 vertices: 46,063 selection: 26




2.MetaShapei
BERICETILE I AR—K

@ Metashape 771 ®E Fa— 9—470- EFFI)I BE VY-l AT

900 B 8 8N
~oB<.. %0

BA0...
B R ®8S
) e ZEEM T TRE... &8S

e e I
v Chunk 1 (,rx 1 Vik—k > EFIEIIAR—K... ‘\'v

F=A%EF7v7O—-K.. N SREIY AR—K...
LR—h~%&4£R...

1 kodaka.psx
2 test.psx AAXSHIYZAR—b...
T e RRIELY A= b ..
(4 103.texture, NC FHRFv—HETIAR—K...
£l 104.texture, NC TA—VEEBTS...

L4 105.texture, NC



2.MetaShapeiR

CNCON
LL<ESHEE

22 Dropbox
B35 Google...
© Downloads
(Y Documents
B8 k&

B #®E

=) R Y=o
= Desktop
2 Applicati...
{a} kamonoh...
8 &

® MEGAsync

iCloud

<> @M~

HEE

2| kodaka_1.mtl
kodaka_1.0bj
©| kodaka.fbx
B kodaka.jpg
®| kodaka.mtl

1 kodaka.obj

RIS

Oobjz I % ZE IR

2 )

e

g 77 metashape Q B’E

<H

77 ko.files ’
o Ko.psx

(=)

77 kodaka files >
4 kodaka.psx

Wavefront OBJ (*.0bj)

Frrel ke




2.MetaShapeifR

T AR—ME&E U TMetaShape TOEXEITIRT

INTGA—=F—HTY AR—k
EBm/—<I)

JPEG PNG TIFF EXR

Generated with Agisoft Metashape

REE: 6
UDIMT 7 AF¥—L A7V h%ZfER

FILV77F v VRILVEEZAD

Frotl




3. Mixamo(VF> T « AF*x =V ))iR



3. MixamoiR

B U ETILZEO T o ITMixamoZzFER U E T
https://www.mixamo.com/




3. MixamoiR

A EDUPLOAD CHRACTERZH# T

ODAKA_1

DOWNLOAD

SEND TO AERO

‘ UPLOAD CHARACTER |

Reloading ) 4




3. Mixamofi®&

AR UTcETI)L.objz KT v o7& KOy FhSelect character file T:ER

UPLOAD A CHARACTER

Hi there!
To upload your character to Mixamo, drag and drop your 3D character file in the
drop zone. Need instructions? or

L or drop character file here.




3. Mixamofi

ETOXRHNY Y TETIVAEEZRAL &S icEERs & T[NEXT]

AUTO-RIGGER b4

Orient

For best results, have your character in
T-pose and fingers spread apart. Use
arrow buttons to rotate your
character and have its front face
forward.

(2]




3. Mixamofi

ETORA YT ZZNENETILOEMIICEET %
J:b\’a&(—_’:\\ %EE\ HT_I-\ Hﬁjg\ Hﬁﬁﬁﬁ

AUTO-RIGGER X

Place markers

Place markers on your model, and
then press Next to start the Auto-
Rigging process.

WRISTS

ELBOWS Skeleton levels of detail

Choose different versions of the
autorigger skeleton to optimize
performance. Select a Skeleton LOD
option for more information.

Need help?

BACK Use Symmetry  Skeleton LOD‘ Standard Skeleton (65) v m




3. Mixamofi

ETDOIRA VI Z2ZFNFNETILOZBALICEE LU TINEXT]
J:b\’a&(—_’:\\ %EE\ HT_I-\ Hﬁjg\ Hﬁﬁﬁﬁ

AUTO-RIGGER b°4

Place markers

Place markers on your model, and
then press Next to start the Auto-
Rigging process.

WRISTS

ELBOWS Skeleton levels of detail

Choose different versions of the
autorigger skeleton to optimize
performance. Select a Skeleton LOD
option for more information.

Need help?

BACK O Use Symmetry  Skeleton LOD\ Standard Skeleton (65) v




3. Mixamofi

UFX>T - AXZV TN EFL W> TWSEHVEE L TINEXT]
FENBT EMTICHE D AlEMayaPBlenderTREL TS £ W

AUTO-RIGGER %

Review

Press Next to confirm your Auto-
Rigged character, then apply
animations and download your
character.

Not satisfied with the results? Press
Back to adjust markers or change the
skeleton LOD.

NEXT




3. Mixamofi®&

[INEXT]

CHANGE CHARACTER

Your 3D character has been uploaded.
Proceed with this new character?

Your previous character will not be saved.

(J Do not show this warning next time




3. MixamoiR
XV - AXZ VIO T UEOTHER T _A—Y 3 0%
ENSZEEATDIFTLIEEW

mixamo

e
48 Perpage V| &+ RELOADING ON KODAKA_1

DOWN LOAD

SEND TO AERO
[ UPLOAD CHARACTER J
Reloading X
Walk Speed 50
3 % *
Type 50
Shoved Reaction With Spin Defeated P ®
Overdrive 50
_ o
A Character Arm-Space 50
o
Trim rames
[ J o
100
O Mirror
:k & * In Plac
Old Man Idle Sitting Laughing

Taunt
-
I Nl

Q -
 /



3. Mixamofi

FPIX=2 3V EALSHEODOWNLOADZ Y Uy &

ODAKA_1

DOWNLOAD

SEND TO AERO

UPLOAD CHARACTER

~ _ 01 _ _ § A A



3. Mixamofi®&

=47 L C[DOWNLOAD] TMixamo TOEE #& T

DOWNLOAD SETTINGS

Format Skin
FBX Binary(.fbx) v Wwith Skin

Frames per Second Keyframe Reduction
30 v none

CANCEL




4. Unity (EBICEIN U THB) R



4. UnityiR
P IA—= g RFEDOETILZUnity TEINUL X T

2 3 Q 8 © 972080k 0:28

RO O D 6 v

.' Unity File Edit Assets GameObject Component Window Help

(0] A [uers  ~Jaya |

= Hierarchy I Project © Inspector
] A Cr T — )| A EIEIRAES
v i SampleScene ¢ | v @@ Assets
&) Main Camera » @ Hip Hop Dancing
) Directional Light R kodaka_1
» Bm Scenes

» Bm Packages




4. UnityiR

SoldE LD [Default W] TL A 70 M %Z2by3IcLTET

"’ v unamec
— | Default

Tag Untagg o

v ).  Transfori Wide

Position X Save Layout...
Rotation & save Layout to File...
Scale & X

Load Layout from File...

v % v Skinned| Delete Layout >
' Reset All Layouts 1




4. UnityiR

£ 9 Mixamoh 5DLU7=FBX&MetaShape TEEH UL TV AF v &
Project” « > RO MDAssetsfc FICKZ v 7& KAy LTLEE W

RO ¥ ODE @& v DB m T

@& Unity File Edit Assets GameObject Component Window Help
° 9

3 Q 8 © 98208 (k) 0:28

| Signin| & | © |

## Scene
167~ |~ [ G 5 [l ~

(> [ | ® | O |Layers  ~v|2by3 ]
= Hierarchy ject € Inspector

Qv 20 n 16 3v.|v. + v (Al
v ampleScen
53]

v
» @ Hip Hop Dancing
R kodaka_1
> Bm Scenes
» B Packages

s Project
+~v [ 2

. V (a9 Assets
I » i@ Hip Hop Dancing
@ kodaka_T1
> Im Scenes

> Bm Packages




4. UnityiR

RICES ANT-FBXZ#DHierarchyv 4« > KU D
SampleScenefc FICKZ v /& ROy LTI W

RO B e < Y 3 Q K © 9A20H (K 0:29

@& Unity File Edit Assets GameObject Component Window Help
° 9
Signin | @ | (> [ ]

# Scene = Hierarchy

'O |Layers  ~v|2by3  ~|

Project O Inspector

&> @~ || . L O~ 2 n &~ o v +VVCQ' AS“ampIeScene . - un & ‘i 'v| Hip Hop Dancing Istatic v
: (@ Assets
. 9 Main Camera » G Hip Hop Dancing 7 Tag Untagged  ~ | Layer Default  ~ |
) Directional Light B kodaka_1 Model  Open | Select | Overrides v
Z
H.= - L sgemes v ) Transform e i i

A = Packages

Position X 0 Y o zo
Rowion X0 vwaJzo
Scale © X 100 Y Z 100

v v Animator o

Controller None (Runtime Animator Co ®

p Hopo DancinaAvatar _ ®

= Hierarchy

+ v [ Al

oo Game

|2

Game v Display 1 ~ Free Aspect v | Scale @— 1x Play Focused v -E

v f SampleScene

.o

? P Main Camera
) Directional Light




4. UnityiR
HierarchylCEW/cFBX%Z:ZER U, G DInspectorv« > Ko D
TransformTAIE. (s, U1 X ZH/ETEXT

RO B e < Y 3 Q K © 9A20H (K 0:29

Window  Help

@& Unity File Edit Assets GameObject Component

‘i 'v| Hip Hop Dancing

v Tag Untagged v ayer Default
I

eeeee

© Inspector

"’ 'Hip Hop Dancing | Static v
" Tag Untagged v | Layer Default
Model  Open Select | Overrides

\ AP % Transform

Position

Rotation 180
' Scale @ X 100 Y 100 | Z 100




4. UnityiR

RICProjectV « > KU TAssetsZEIRULAGY VY I TAZa—ZHUET

@& Unity File Edit Assets GameObject Component Window Help RO B @ e W 7T 3 © 9A20H (k) 0:29

= Hierarchy I Project O Inspector
| v @~ [IEdw i v b~ ICRAEY © EIEN = [ © | EANCET &) Assets (Default Asset) o
v fp SampleScene E @@ Assets -m
0 Main Camera » @ Hip Hop Dancing Create >

€D Directional Light B kodaka_1
» @ Hip Hop Dancing » B Scenes
» Bm Packages

Reveal in Finder

Open

Delete

Rename

Copy Path X¥#C

Open Scene Additive
View in Package Manager

Import New Asset...

Import Package >
Export Package...

Find References In Scene

Select Dependencies

Refresh #R
Reimport

Reimport All

Extract From Prefab

Update UXML Schema

Open C# Project
View in Import Activity Window

Properties... XoP

» @ Hip Hop Dancing Create
8 kodaka_1
> Bm Scenes

» Bm Packages

Reveal in Finder

Open

Delete

Asset Labels



4. Unity#R

X Z 3 —®dDCreateh>5Material &

@ Unity File Edit Assets GameObject Component Window Help — © 9B20H (k) 0:29

C# Script
2D
Visual Scripting

SampleScene Sigetr

P Main Camera Shader Variant Collection lCreate S

() Directional Light | Testing —

» @ Hip Hop Dancing Reveal in Finder

Playables G
Assembly Definition Delete
Assembly Definition Reference Rename
TextMeshPro >  Copy Path X8C
Text » | Open Scene Additive
Scene View in Package Manager
Scene Template From Scene
Scene Template Import New Asset...
Scene Template Pipeline Import Package >
Prefab Export Package...

Prefab Variant Find References In Scene

endencies

Audio Mixer

Refresh #R
v Display1 ~ Scale ®— 1x  |PlayFocused v | BB Stats Giz Lens Flare
RenAer exture Il
Lightmap Parameters Extract From Prefab
. . Lighting Settings
AU d | O M | Xe I' Custom Render Texture Update UXML Schema

Animator Controller Open C# Project

Animation View in Import Activity Window

Animator Override Controller Properties... <oP

Material

Avatar Mask

Timeline
Signal

Lens Flare

Physic Material

GUI Skin
Custom Font

Render Texture

Asset Labels
v




4. UnityiR

AnimatorControllerz#IRUTERK U X

@& Unity File Edit Assets Window  Help

GameObject  Component

SampleScene
&) Main Camera
7 Directional Light
» @ Hip Hop Dancing

- Display1 ~ FreeAspect - Scale @ —1x _|PlayFocused - | Stats Giz

Custom Render Texture

Animator Controller

Animation

Folder

C# Script

2D >
Visual Scripting >
Shader >
Shader Variant Collection

Testing >
Playables >

Assembly Definition
Assembly Definition Reference

TextMeshPro >
Text >
Scene

Scene Template From Scene
Scene Template

Scene Template Pipeline
Prefab

Prefab Variant

Audio Mixer

Material

Lens Flare

Render Texture
Lightmap Parameters
Lighting Settings

© 98208 (k) 0:29

iCreate

Reveal in Finder
Open

Delete

Rename

Copy Path

Open Scene Additive
View in Package Manager

Import New Asset...
Import Package

Export Package...

Find References In Scene

Select Dependencies

Refresh
Reimport

Reimport All

Extract From Prefab

- UXML Schema

Open ># Project

Animator Override Controller
Avatar Mask

Timeline
Signal

Physic Material

GUI Skin
Custom Font

Properties...

Asset Labels

View i1 Import Activity Window

N

X#C

#R

X<$P




4. UnityiR

RICProjecr/Assets/*mixamoTDLU f=foxIc & T\ 3
mixamo.com&E WS P XA — 3y 77 )L Z2BIRUTH+DTERUET

@ © 98208 (%) 0:30

File Edit Assets GameObject Component Window Help @ Q ¥ @ @ )

@ Unity

'O |Layers  ~v|2by3  ~|

= Hierarchy I Project © Inspector

[Ov 2 7 w ¢ v mv l + (Al =) A Mixamo.com (Animation Clip) o:
v R} SampleScene : | v @@ Assets = 7

€7 Main Camera WI -Edut...

(@ Directional Light §@ mixamorig:Hips Length 13.767 30 FPS
» @ Hip Hop Dancing @ unamed Loop Time [ |
£ uname::l 5 Loop Pose
“i= Hip Hop DancingAvatar Cycle Offset 0

Root T Rotation

= "
*2 New Animator Controller -

Q New Material
» Bm Scenes Based Upon (at St: Body Orientation v

» Bm Packages Offset 0

Root Transform Position (Y)
BakeIntoPose
Based Upon Original v
Offset 0

= Project
+v [a )

Vv [aw Assets

v @ Hip Hop Dancing
@ mixamorig:Hips
§# unamed
HH unamed
-'A mixamo.co

Root Transform Position (XZ)
Bake IntoPose |

Based Upon Center of Mass v

Mirror

Average Velocity: (0.005, 0.000, 0.022)
Average Angular Y Speed: 0.0 deg/s

Curves Pos: 0 Quaternion: 0 Euler: 0 Scale: 0 Muscles: 130
Generic: 0 PPtr: 0

Curves Total: 130, Constant: 22 (16.9%) Dense: 99 (76.2%)
Stream: 9 (6.9%)

169.7 KB

v | Display 1

@ Assets/Hip Hop Dancing.fox mixamo.com



4. UnityiR

FBXICIRMENTNWE P Z A= 3V EZDERIXL EMETETRVDTI NN,
BRIV A=Y 3V IRETEEDTIL—7Z0ONICLET

e " =

@ Unity File Edit Assets GameObject Component Window Help RO B @ © 9A20H (k) 0:30

O |Layers  ~v|2by3  ~|

I Project © Inspector
+ +v (@ @) A Mixamo.com (Animation Clip)
v i SampleScene i | v @@ Assets - -m
) Main Camera Hip Hop Dancin:
5] afreﬁtiongl Light %ngﬂp; Length 13.767 30 FPS
» @ Hip Hop Dancing @ unamed Loop Time [ ]
£ unamed Loop Pose ]
A mixamo.com
“i= Hip Hop DancingAvatar Cycle Offset ©

odakat) Root Transform Rotation
Q New Mateal Based Upon (at St: Body Orientation v

» Bm Scenes Offset 0

» Bm Packages

=A mixamo.com

Root Transform Position (Y)
Bake IntoPose
BasedUpon  Orgnal -

Offset 0

Root Transform Position (XZ)

Bake Into Pose

Based Upon

Mirror ]

Average Velocity: (0.005, 0.000, 0.022)
Average Angular Y Speed: 0.0 deg/s

Curves Pos: 0 Quaternion: 0 Euler: 0 Scale: 0 Muscles: 130
Generic: 0 PPtr: 0

Curves Total: 130, Constant: 22 (16.9%) Dense: 99 (76.2%)
Stream: 9 (6.9%)

169.7 KB

+v a2 B e ®

Vv [&@ Assets
v 7 Hip Hop Dancing

@ mixamorig:Hips Length 13.767

g unamed Loop Time #

£ unamed m

. Loop Pose

=A mixamo.com

“&~ Hip Hop DancingAvatar Cycle Offset 0

R kodaka_1

A mixamo.com

¥a New Animator Controller

__‘ Mixamo.com (Animation Clip)

Root Transform Rotation
Bake Into Pose

A Assets/mixamo.com.anim mixamo.com




4. UnityiR

JclF EE R U 7zProject/Assets/New Animator Controller%
I )w T UTAnimatory 4 Y RO ZHEET

OB @ < W = Q & © 98208 (k) 0:30

GameObject Component Window Help

@& Unity File Edit Assets
[ J
Sgn] @] o)

> Animator

Layers | Parameters | ® Auto Live Link

m _Layers v _2 by 3 v

= Hierarchy I Project © Inspector

+ v [ Al . @ New Animator Controller (Animator @ =t :

o v i SampleScene i | v @@ Assets ‘e Oj
= pen
m &) Main Camera v @ Hip Hop Dancing
A 1y St () Directional Light @ mixamorig:Hips
» @ Hip Hop Dancing §@ unamed
FH unamed

A mixamo.com
<&~ Hip Hop DancingAvatar

-
A mixamo.com
®a New Animator Controller

Q New Material
» B Scenes
» Bm Packages

“&~ Hip Hop DancingAvatar
@ kodaka_1
A mixamo.com

%a New Animator Controller
Q New Material

e B CAaAnnrmAan




4. UnityiR

5elF EE R U 7=Project/Assets/mixamo.com*
Animatorv« Y ROICKZYv I 7Y RRAYFUET

@ Unity File Edit Assets GameObject Component Window Help RO B
° <]
signin | & [ © | (> [ 1]

> Animator

© 98208 (k) 0:30

[Q Juoyers~[2oys -

ierarchy I Project O Inspector

Layers | Parameters | ® Auto Live Link | 4+ (o Al B+~ (= 2| 3| e |» —— o :
+ v ;) SampleScene i |v oo Assets by X
y State o W ERiEE v @ Hip Hop Dancing
il L)t @ mixamorig:Hips Motion “ mixamo.com 0]
» @ Hip Hop Dancing @ unamed —_—
Speed 1
FH unamed - e
A mixamo.com Multiplier v \: Parameter
Hip Hop DancingAvatar Motion Time  Parameter
Mirror [ | ~ Parameter
Cycle Offset 0 . Parameter
ontroller —
Q New Material FootIK _‘
» Bm Scenes Write Defaults v/
» Bm Packages [ T iti Solo Mute ]
List is Empty

New ator Controller.controller

@ Game

Game v | Display1 ¥ Free Aspect v | Scale @— 1x Play Focused -

%3 Assets/New Animator Controller | Asset Labels



4. Unityi®

FelF EE R U 7zProject/Assets/New MaterialZ &R U T
Shadern 5 Unlit—




4. Unity#&

Shaderh 5 Unlit—Texture % &iR
(SAF 1 VP ICEEINBEWIT U TIL)

Texture




4. UnityiR

MetaShape TCEBR LTV AF v 2N T ) 7ZILICERELEXRT

@ @ T 3 Q & © 98208k 0:31

File Edit Assets GameObject Component Window Help RO B O

@& Unity
[ J

[sonin| @ | 0] © [ Jloyers ~[zov3 -
5 Animator [ Project @ nspector | A
Layers | Parameters | +> [xan [+~ (2 =R AR New Material (Material) R
ak v i SampleScene i |v @ Assets n T
i Shader  Unlit/Texture v || Edit...
~ 0 Main Camera » @@ Hip Hop Dancing R ——
= Base Layer & () Directional Light @ kodaka_1 B RGB .
» @ Hip Hop Dancing A mixamo.com Bes (e 3
%2 New Animator Controller Tiling X 1 Y 1 L .
@INsilaterial Offset X 0 Yo o [@elScct
» B Scenes
» B Packages SR
Render Queue From Shader v 2000
Double Sided Global lllumination [ |

New Material (Material) (2 Ll
Shader Unlit/Texture v  Edit...

= Project
4+~ (2 2

v [@@ Assets

/' B B g
@ kodaka_1

A mixamo.com

s New Animator Controller Tiling
® New Material Offset X 0 Y 0
> Bm Scenes

> Im Packages S
Render Queue From Shader ¥ 2000

Double Sided Global lllumination

nat New Material H




4. UnityiR

@& Unity

rameters |

File  Edit

> Animator

Assets  GameObject

Component

Window  Help

®

~ Base Layer

V =@ ASSels

» @ Hip Hop Dancing

@ kodaka_1
A mixamo.com

¥a New Animator Controller

Q New Material
> Bm Scenes
> Im Packages

=]

)

@ @A T 3 Q & © 9820H(K) 0:32

© | O |Layers ~v|2by3 v

. Onen

Model | Rig

Animation Type

Avatar Definition

None
Legacy

Generic

Skin Weights

Standard (4 Bones)

v Configure...

v

Strip Bones v
Optimize Game Objec

Revert  Apply

| = Hierarchy i | BmProject © Inspector
+v (Al +~ [« &) . Hip Hop Dancing Import Settings ~ @ 3 i
v SampleScene i | v @@ Assets Pnen)
) Main Camera » §@ Hip Hop Dancing o
) Directional Light B kodaka_1 Model m
| » @ Hip Hop Dancing A mixamo.com Legacy
%2 New Animator Controller Animation Type Generic
» B Scenes Avatar Definition _———
» Bm Packages v Configure...
St SEmeElEEhey) v
Strip Bones v
Ontimiza Gama Ohiar
|
Revert  Apply

CUNERE)
FTA—Ta /Il -oTiX
| Humanoid| Tix5 T < 8
RNDDONDHD LD T, AiH
2Tl [ Generic] DF FiZL
THENWTL 7230,

Hip Hop Dancing

Hip Hop Dancing.fbx




4. UnityiR

Bt (CHierarchy/SampleScene/*mixamo DL U fefbx % 3#3iR U
A DInspectordAnimator (*Add component®S1ERL) H S Controllerz

= Hierarchy

e F EA K L feNewAnimationController|c %7€

@& Unity File Edit Assets GameObject Component Window Help

+v

Lo All

v i SampleScene*

) Main Camera
) Directional Light
W# Hip Hop Dancing

P

CMerchy | A%

QO ¥ ® 0 &6 v B

=JLr==

@y = 3 Q & © 9/20H(K) 0:32

m _Layers v _2 by 3 v

(kv = @8 e s

v i SampleScene*
) Main Camera

s Project

4~ cm @

() Directional Light
@ Hip Hop Dancing

' @@ Assets
» @ Hip Hop Dancing
@ kodaka_1
A mixamo.com
%2 New Animator Controller
Q New Material

» Bm Packages

+v (2

"‘v v Hip Hop Dancing ~ IStatic ¥
Tag Untagged v | Layer Default v
Model Open Select Overrides v
v ). Transform [
Position X 0 Yo Zo0
Rotation X 0 Y 180 Zo
Scale @ X 100 Y 100 Z 100

9 3o

% New Animator Controller ©

“& Hip Hop DancingAvatar ©

v > v Animator

Controller
Avatar
Apply Root Motion v

Vv (@@ Assets

» @ Hip Hop Dancing

@ kodaka_1

m

A mixamo.
¥a New Animator Controller

Update Mode  Norma! -

innMode Wi @nspector =
) "' v Hip Hop Dancing  Static v
7 Tag Untagged v Layer Default v
addcompe | Model Open | Select Overrides v
v ).  Transform e i

Position X 0 Y O Z 0

Rotation X 0 Y 180 Z 0

Scale @ X 100 Y 100 Z 100

v » v Animator o :

Culling Mode

% New Animator Controller ©

EARAL AR AT AV CLC I

Normal
Cull Update Transforms v

[ Clip Count: 1




© [ O [Layers vi2by3 v

I | A
" | Z Hierarchy | 2 i | BmProject | 2 i | @ Inspector | 2
v - All v ;" y . .
k| = [ + . o|¢|® "’ v Hip Hop Dancing Static ~
v i SampleScene* ! | v @@ Assets v
) Main Camera » & Hip Hop Dancing Tag Untagged v Layer Default v
() Directional Light B kodaka_1 Model ~ Open Select Overrides v
| @ Hip Hop Dancing | A mixamo.com = o =
#2 New Animator Controller - .
Q New Material Position X 0 Y O Z 0
> Bm Scenes Rotation X 0 Y 180 Z O
> B Packages Scale @® X 100 |Y 100 Z 100
. v > v Animator 0
(/ J \@ (£> Controller . New Animator Controller © |
. 5 . - SNA=| Avatar & NONE (Avatar) ®
Animation TypeZ% [ Generic] 2L 72%; S
Apply Root Motion
~ ~ © ~ o
él\\ N /J:@beGiAmmator:T Ve J‘j‘ _— Update Mode Normal v
Cullina Mode Cull Undate Transforms v
2V FETIZANVETIERbEEA, 2 P
AT Curves Pos: 0 Quat: O Euler: O Scale: 0 Muscles: 130
0)% =~ rAdd ComponentJ 753 ﬁ) g 7] T Generic: 0 PPtr: 0
. ® . Curves Count: 130 Constant: 22 (16.9%) Dense: 99
| Animator| ZHdE L 7, (76.2%) Stream: 9 (6.9%)
25
| Add Component
5i



4. UnityiR

Hierarchy/SampleScene/*mixamo DL U f=flbx/unnamed %z #R L
£ Dlnspector®SkinnedMeshRenderer®Materialz 45 U 7cMaterial ICERE U T

& Unity File Edit

= Hierarchy

GameObject Component Window Help

Kl (oA

v i SampleScene*

0 Main Camera

(0 Directional Light
v §# Hip Hop Dancing

» @ mixamorig:Hips

) unamed

2?0 RS

Sderrcny | A

AutoLivelink |+ » (el |5

G- P

0D & v B = Q S

(i}
5] v| unamed

v i SampleScene*
) Main Camera
() Directional Light
v @ Hip Hop Dancing
» ) mixamorig:Hips
1) unamed

= Project

+~v (= |7 & € | »

| v [a@ Assets

» 4@ Hip Hop Dancing
@ kodaka_T1

ZA mixamo.com

. .

Q New Material

» Bm Packages

© 98208 (k) 0:32

_ Static ¥

' @ Assets
?“ Hip Hop Dancing 7 Tag Untagged v Layer Default v
-kgdakaj v ). Transform o
A mixamo.com
%2 New Animator Controller Position X 0 Yo Z0
Q New Material Rotation X 0 Y 0 Z0
o= Scale ® X1 a1 201
» Bm Packages
v & v Skinned Mesh Renderer o it

£ EditBounds

Bounds

Center X -0.00073 Y -0.00289 Z -0.00283

Extent X 0.013702/ Y 0.03068¢ Z 0.013813

v

©

1

[

Vv % v Skinned Mesh Renderer Q@ i+ :

Quality Auto

Update When Offscre

Mesh fH unamed

Root Bone < mixamorig:Hips (Transforr ®
¥ Materials

Q New Material (]
» Lighting
v Probes
Light Probes Blend Probx

'V Additional Settings

Skinned Motion Ve v
Dynamic Occlusiol v |

Reflection Probes Blend Probt
Anchor Override  None (Tran

o New Material (Material)
S Shader | Unlit/Texture

Add C

ent

> | Edit Bounds
Bounds
Center X -0.00073 Y -0.00289/Z -0.00283
Extent X 0.013702 Y 0.03068: Z 0.013813

Quality Auto v
Update When Offscre
Mesh B unamed O]

2~ mixamorig:Hips (Transforr ©®
al

Root Bone

Q New Material

» Lighting



4. UnityiR

BAFEICHIBERY VERTE

@ Unity File Edit Assets GameObject Component Window Help © 9B20H (k) 0:32

* Animator I Project © Inspector

Layers Parameters| ® = $ samplescans* ‘,’ [ Bunamed [)static v
V [ Assets v
) Main Camera » G Hip Hop Dancing Tag Untagged v Layer Default v
() Directional Light kodaka_1 5 = &
v @ Hip H°p anci(\g !mixamacom v /). Transform 2
> (9 mixamorig:Hips %2 New Animator Controller Position X 0 Nalo zZo0
Q New Material Rotation X 0 (o Z0
- Cseemes Scale ® X1 |y[ z
» Bm Packages
v & v Skinned Mesh Renderer Q it

?‘ Edit Bounds
Bounds

Center X -0.00073 Y -0.00289 Z -0.00283
Extent X 0.013702 Y 0.03068¢ Z 0.013813
Quality Ao v

Update When Offscre

Mesh ‘B unamed ©

Root Bone 2 mixamorig:Hips (Transforr ® |
'V Materials 1]
+ -
> Lighting
vV Probes
Light Probes 'Blend Probes v |
Reflection Probes Blend Probes v
Anchor Override  None (Transform) )
v Additional Settings
Skinned Motion Ve v
3 Dynamic Occlusior v |
' New Material (Material) [> Il
N ~ Shader  Unlit/Texture ~ | Edit...

Add Component




4. UnityiR

BEEXT




0. fiE



MIXAMO—UNITY (& 1)

TNZ—pHEZE)FEITH T A= a2 ERRL XY,

s Project Dl
+v «a A
(@@ Assets

[ _mixiamo Loop Time

7 FastRun
A FastRun
A Jump
@ Jump
2 KodakaAnimator
e KodakaAvatar
New Terrain

Tree
Im Tree_Textures
Im Packages

> Animator
®
+
&

Any State

Entry

FastRun

Window/Animation/Animator

Animatort

Original

Original

Base Layer © Inspector

..! FastRun
Tag

Motion
Speed

Motion Time
Mirror

Cycle Offset
Foot IK

Write Defaults

HSFastRun® ./ — K Z3%#iR

A FastRun
0.1

 Inspector
a @ v Terrain
& SampleScene : 3
Q Di nal Light Tag Untagged

Transform

@ Main Camera
@Terram 7= v Terrain

B v Terrain Collider
pterial
rrain D

habls

O Inspector
% v Main Camera
Tag MainCamera

Transform

@ Main Camera
D Terrain
N7 B v Camera

v Layer [Default

Layer Default

ARZETFNI—DFATIz IR EL, iEZ (0,1,2) - HHA%E

(0,180,0) &9 3.

ZA0—FE—Y 3 5k
ICEYVHRITET/NZ—
ZIEEHDOIRZ B —
vHERLET,




S i
duto Live Link

B Project
++ a
@@ Assets
(& _mixiamo
7 FastRun
A FastRun
A Jump
@ Jump
| %a KodakaAnimator
Bm KndalkaAvatar

RZvy&rkay7
.’_’ llires

[ “RICERESWIES
e Packages

KodakaAnimator.controller

RO—3iC TJumps ZEMULET.

FastRun

Make Transition

Copy

Create new BlendTree in| gussmmn
astRun

Delete \

TFastRun; ZH%7 Y v Y LT "Make Transition; %3
RU, TFastRun; HSEHUZIRI 3 V% TJump: I
BoETIYYILTLIEE .

A FastRun
0.5

Motion Time

© Inspector

..! Jump

Tag

A lump
0.5

ZNETNDOT A -3 Y ERDEEZ0.5& LIk,
Animatort 1 —7T. FastRunH®SJump®DIAXI 3>
ZFRL. RunhSJjumpNEBBI B9 1SV (Exit
Time) , EBKE (Transition Duration) R EZRE
U % 9. Transition Duration(, B5H B BBERIET 3
feHICHFICEETT,

© Inspector
o®  FastRun -> Jumy
&8 1 AnimatorTransi
Transitions

FastRun -> Jump

-
A
FastRun -> Jump

Has Exit Time
Settings
xit Time
Fixed Duration
Transition Duration (s)
Transition Offset

Interruption Source

FastRun FastRun FastRun FastRun

Jump

| SEHANESRICC Y TLT, BiILET.




Unity X7 U 7 N DERE AT« 7IZEE EHI

MediaPracticeO1
UnityE T7 « 5 DiEE

New project
Editor Version: 2020.3.33f1 INTEL LTs

v

All templates
Core

s Sample :
\
Learning a2z
3Dz &R 3D
This is an empty 3D project that uses Unity's
built-in renderer.

- 3D Sample Scene (HDRP)

> a8 Read more
Sample

3D Sample Scene (URP)
* Sample
MediaPractice01

VR
Core Location
[Users/kenrikodaka

Unity 7 77U —>a v a2B0WEE, FE7A L 2EYA
SRTICYERL L, Z & % Location& LT, MediaPractice01 & o [ereateproect
WD) ZBIDProjectz2< Y £ L &£ 9.



Unity X7 U 7 N DERE AT« 7IZEE EHI

Install Unity Editor

Official releases Pre-releases Archive

Unity 6 g Silicon LTS
Recommended version

Install

Unity 6 @ Intel LTS Install

Unity % Silicon LTS Install

Unity @ Intel LTS Install

Unity é Silicon Install

& Unity & Intel Install

B Unity silicon LTS Install

Beta program webpage




R0 7 bofERY (MediaPractice01)

PIUT—vay | - o Projects
S PAUS—vay » 53 SuperMjograph.app
X AT LA > TeX 1
B 2 » @ Time Machine.app
& 173 > Unit S

Unity_2018.2.6 >
ﬂ Visual Studio.app

Unity Hub%Z &C &

: New project
Installs ocate’] R ditor Version: 2020.3.33f1 (& wreL 'iTs

Ed

e

= Alltemplates 13
Core E——
4¢  2020.333f1 7‘
Application L 0
3D
g _rwasn 5 ‘

3D Sampl
Sampl

EHTARDUNITYANA > A b —
LEnTWwasZ &ziER (&
FNiE1 > X ~=JL) -,

Create project

20224 B BER D, BHOLTEHI )
[2022.3.33f1| T4,



https://github.com/unity3d-jp/FirstTutorial/wiki/0.%E3%83%95%E3%82%9A%E3%83%AD%E3%82%B7%E3%82%99%E3%82%A7%E3%82%AF%E3%83%88%E3%81%AE%E4%BD%9C%E6%88%90

R0 7 bofERY (MediaPractice01)

PIUT—vay | - o Projects
S PAUS—vay » 53 SuperMjograph.app
X AT LA > TeX 1
B 2 » @ Time Machine.app
& 173 > Unit S

Unity_2018.2.6 >
ﬂ Visual Studio.app

Unity Hub%Z &C &

: New project
Installs ocate’] R ditor Version: 2020.3.33f1 (& wreL 'iTs

Ed

e

= Alltemplates 13
Core E——
4¢  2020.333f1 7‘
Application L 0
3D
g _rwasn 5 ‘

3D Sampl
Sampl

EHTARDUNITYANA > A b —
LEnTWwasZ &ziER (&
FNiE1 > X ~=JL) -,

Create project

20224 B BER D, BHOLTEHI )
[2022.3.33f1| T4,



https://github.com/unity3d-jp/FirstTutorial/wiki/0.%E3%83%95%E3%82%9A%E3%83%AD%E3%82%B7%E3%82%99%E3%82%A7%E3%82%AF%E3%83%88%E3%81%AE%E4%BD%9C%E6%88%90

GUILA T FDEE

[ 2o ] < SampleScene - MediaPractice01 - PC, Mac & Linux Standalone - Unity 2019.3.9f1 Personal (Personal) <Metal>
= Hierarchy 2 i #Scene |ewGame @ AssetStore i ©nsector
v eh e w2 v ol |~ % | @0 Gizmos | v o

R S

eeeeeeeeeeeee

eeeeeeeeeee

Layers v | Default ~«
2by 3
4 Split
Default f >
Tall 2

Wide

yector

BIRDOUNITY Tld, Defaultd Save Layout...

GUILA 7T FDDER>TULBED Delete Layout...

T, 3L A4T7 T % [2by 3] Revert Factory Settings...
ICEBLTLEZET W (@) o '

REERHZ, [2by3] oL AT

F A EIIRICED TWE XY,


https://github.com/unity3d-jp/FirstTutorial/wiki/0.%E3%83%95%E3%82%9A%E3%83%AD%E3%82%B7%E3%82%99%E3%82%A7%E3%82%AF%E3%83%88%E3%81%AE%E4%BD%9C%E6%88%90

GUIDREE - B/ ILDMERE 2by3 L AT H)

[> it »] rT— rT—

+= | = Hierarchy »= @ Project & = © Inspector & =
~[120]] % | <) | & || | Gizmos -] (arAN [creste o @A | J= || creates| @ D&% |*
Main Camera *\_{ Favorites Assets

Directional Light oo This folder is empty

<.

Hierarchy;
Eae= Inspector;

Maximize on Play | Mute audio | Stats | Gizmos '~



https://github.com/unity3d-jp/FirstTutorial/wiki/0.%E3%83%95%E3%82%9A%E3%83%AD%E3%82%B7%E3%82%99%E3%82%A7%E3%82%AF%E3%83%88%E3%81%AE%E4%BD%9C%E6%88%90

& SampleScene - MediaPractice01 - PC, Mac & Linux Standalone - Unity 2019.3.9f1 Personal (.

IWI

|§5|@E EIES I EPivot I@Globalli?,

# Scene
Shaded

o Game

Display 1 ~ Free Aspec
- Shader >

Folder

Testing
Playables

TextMeshPro

Scene

Audio Mixer

Material
Lens Flare

= Hlerarchy

v/l @ w0y~ °f+v

v < SampleScene

£0) Main Camera
) Directional Light

Assembly Definition
Assembly Definition Reference

27U 7 MEB D ZEE

i | B Project

(& Assets
» Bm Scenes
» Im Packages

C# Script®
771k
BUET.

Project7 27D L

A7 I MD—=FER S
TQ%Z&%ﬁ%bT

v One Column Layout
Two Column Layout

>
>

>

Lock
Maximize
Close Tab
Add Tab I
UlElements Debugger nF5
s Project S i
- G 3 RS
v (@@ Assets
# [MyScript
» Bm Scenes
» Im Packages

Project7 Z 7 (C
JILHRRE niﬁ'

%

"MyScript

%m%ﬁﬁwcw 74

SE, 77 AILDE

ux%bibck’).




NGBR T VT T T4 XDF

a

| MREE - R e
# Scene i | = Hierarchy
Shaded v[|20 || ® [0 |2 |~ |50 (£ || K |§+~ [« A

| £ Preferences

General
2D
v Analysis
Profiler
Cache Server (global)

Shortcuts...

@ Game
Display 1 ~ Free

Manage License...

1

Services »

Hide Unity 3#H
Hide Others "\ 3H
Show All

Quit #Q

v € SampleScene
= — A Main famara

S i | BuProject
+~

i | v G Assets

External Tools

External Script Editor

External Script Editor Args
Reset argument

Generate all .csproj files.

Extensions handled:

Add .unityproj's to .sln

Editor Attaching

Image application

Revision Control Diff/Merge

& Collab ~ E Account ¥ I Layers ¥ I Layout ~ I

S i | O Inspector =

| Visual Studio Code v I
rojectPatn)’ -g Te) -S(Line):s(corumn)

cs;uxml;uss;shader;,compute;cginc;hlisl;glslinc;template;raytrace;txt;xml;fnt;cd;a

v
Open by file extension v
Apple File Merge v |

IEC®IC, AZLR 7Y ThDTT 4K E LT [Visual Studio Code| #5%ELTH

2EY, Inelhwnwe, JAJSFLRIBELTHDTFR M IT A ZHHEX
ER




