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Animation®JREEA' [FastRun| & %=
29

. if (animator.GetCurrentAnimatorStateInfo(0).IsName("FastRun"))
KeyAnimator.cs 30 ;
31
1 using System.Collections; 32 if (Input.GetKeyDown (KeyCode.UpArrow)){
2 using System.Collections.Generic; 33 speed = Mathf.Min(speed+1,20);
3 using UnityEngine; 34 S
4 35 if (speed>=20){ KEY LA % /b‘?iéiﬂ%) £
5 public class KeyAnimator : MonoBehaviour 36 speed = 0; speed& 1389
6 { 37 animator.SetInteger("aflag",2);
g bublic float speed = 0; 39 } speedn'20(C7%: % &, aflagz2ict v b
9 Animator animator; 40
10 41 if (Input.GetKeyDown (KeyCode.DownArrow)){
42 speed = Mathf.Max(speed-1,0);
43 } S S
12 void Start() [Ny 44 KEYTHRZ DI & speedz Do
13 { 45 }
14 animator = GetComponent<Animator>(); A6
12 , animator.SetInteger("aflag",0); Animation0)=lk ...E:bﬁ rJumplngJ DE =
wEFICaflagztOicty b U
Start() 47 if (animator.GetCurrentAnimatorStateInfo(@).IsName("Jumping"))
48 {
17 49
18 void Update() 50 if(Input.GetKeyDown(KeyCode.LeftArrow)){
19 { AnimationDIREEA® [Flair] & = 51 animator.SetInteger("aflag",0);
20 52 }
21 if (animator.GetCurrentAnimatorStateInfo(0).IsName("Flair")){ 53 ¥
22 54 KEYEAERZ A #HEINB &, aflagz0icty b+
23 if (Input.GetKeyDown (KeyCode.UpArrow)){ 33 }
24 animator.SetInteger("aflag",1); 56 Updatate() 3/3
25 }
26
27 }
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ty 57 ublic void t d(float val
Updatate() 1/3 Seee e o | P ieespent o eat; :
59 }
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Updatate() 2/3

Animation®IKEED® [FastRun] D& =

if(animator.GetCurrentAnimatorStateInfo(0).IsName("FastRun")){

if(Input.GetKeyDown (KeyCode.UpArrow)){
speed = Mathf.Min(speed+1,20);

if(speed>=20){
speed = 0;
animator.SetInteger("aflag",2);

}
if(Input.GetKeyDown (KeyCode.DownArrow) ){

speed CIEICRMETE-WiGFE. IR IE

speed = Mathf.Max(speed-1,0f);
' BTD LS5 Ba— FEANTL 2,

//7Vector3 pos@ = this.transform.position;

Vector3 posl = new Vector3(pos@.x,pos0.y,pos0.z+speed*0.01f);
this.transform.position = posl;

\\‘animator.speed = 1 + speed * 0.05f;
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Edit—Project Settings—Package Manager®Scoped RegistiesTLLTD U
R b VIFHRZ S8R

Name : Keijiro

URL : https://registry.npmjs.com

Scope(s) : jp.keijiro

£ Project Settings

Adaptive Performance - package Manager
Audio

Editor Advanced Settings
Graphics Enable Pre-release Packages
Input Manager

r'v’t’”'f_fl'v' Enf_“’.'.i[“_}"_- Pre-releas es are in the process of becoming stable and will be available as
Pack: (' Manaaer Q productior )y the end of this LTS We recommend using these only for
ool Sl testing purposes and to give us direct feegback until ther

Physics
Physics 2D Show Dependencies
pl;j'_v'fjl

Scoped Registries

Preset Manager

Ol.ld“'.'_\" By installing a scoped registry, you might give third parties access to your data
Scene Template

Script Execution Order

Services
) Keijiro Name Keijiro

AdS

Cloud Build URL https://registry.npmjs.com

Cloud Diaanostic s ey
Cloud Diagnostics Scope(s) jp.keijiro

Collaborate

In-App Purchasing
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Window—Package Managerzf Z.
74~ K E EDPackages:DIEHR My RegistriesicZEE T 3.

& Package Manager
ckages: Unity Registry

v Unity Registry

My Registries

In Project

YR bA5 0SClackZEIR L, Installi % > %#
F.IhTAVHE-FRET.

o Package Manager

& Package Manager
<+ v Packages: My Registries v Sort: Name (asc) v Filters v Clear Filters

M-LSD (Line Segment Detector) 1.0.0 _
OSC Jack Install

2.0.0 - April 25, 2022

NeolLowMan 1.0.0

NNUtils 1.4.0

From Keijiro by Keijiro Takahashi
Noise Shader 2.0.0 . .

jp-keijiro.osc-jack

OSC Jack 2.0.0
OscJackVs 2.0.0

Q This package is hosted on a Scoped Registry.

PCX 1.01
Procedural Motion Library 1.1.0

Description  Version History  Dependencies
Procedural Motion Track Library 1.0.2 E—
Pugrad 1.0.0 Lightweight implementation of OSC server/client

RtMidi 1.0.4

Last update Dec 19, 11:06
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=) Q Osc OSC Jack

. 2.0.0 - April 25, 2022
Keijiro Takahashi

OSC Jack 2.0.0

From Keijiro by Keijiro Takahashi

jp.keijiro.osc-jack
OscJackVS 2.0.0

Install

0 This package is hosted on a Scoped Registry.

Description  Version History = Dependencies

Lightweight implementation of OSC server/client
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psketch_Touch.pde

il import processing.serial.x;

sl import cc.arduino.x;

& import org.firmata.x;

.

8l Arduino arduino; Arduino®ANE’ > [&, Processing

[ sensorpin - 0; //A0n | (RSN g

7

¥ void setup(){
81 //println(Arduino. list());

¥ arduino = new Arduino(this, Arduino.list()[3] ,57600);
11 arduino.pinMode(sensorPin, Arduino.INPUT);

12 size(800,100);

orSMax (V) Z0H510230DL Y I TH
HABHET. T DFITDMax(d4.63VTT .

B void draw(){
¥ float val =Jarduino.analogRead(sensorPin);
% println(4.63 x val / 1023.);

18

® |background(@); fill(255,100,0);

stroke(255);

26 rect(0,0,widthxval/1024.,height);
21
VBl EREFE, BDDORLAL Y.

BHROEIEFA T, vallcib U TR

AFEDEZZ{SETWVWET.

GND
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@ psketch_firmata1

1.4/09 L

1.4618671
1.4618671

[>_ ARV A IT5—

EAe 9l de, "—DRIHPHRVEALET.

( @ psketch_firmata1

3.7248192
3.7202933
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import processing.serial.x;
import cc.arduino.x;
import org.firmata.x;

import oscP5.x;
import netP5.x;

Arduino arduino;
int sensorPin = 0;

psketch_Touch_osc.pde

psketch_Touch.pd
elCOSCEEna—
FZzEML X7,

0scP5 oscP5;
NetAddress myRemotelLocation;

void setup(){
arduino = new Arduino(this,Arduino.list()[1],57600);
arduino.pinMode(sensorPin, Arduino.INPUT);
size(800,100);

0scP5 = new 0scP5(this,12000);

myRemoteLocation = new NetAddress('127.0.0.1",6666);

void draw(){

float val = arduino.analogRead(sensorPin);
println(5.17% val / 1023.);

background(@); fill(255,100,0); stroke(255);
rect(0,0,width x val/1024., height);

OscMessage myMessage = new 0scMessage('/touch");
myMessage.add(int(val)); /% add an int to the odgc message */

oscP5.send(myMessage, myRemotelLocation);
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QLocal v RN panels

Layouts
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0SC Monitor @ Ball (Sphere)
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Unity Version Control @ OSCObject

[touch: 27
[touch: 27
Jtouch: 20
[touch: 20
[touch: 20

sketch_240110b
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@ v 0SCObject Static v @ v 0OSCObject Static v
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' - -+ 3
A Transform L g Transform Q i+ :
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Rotation X 0 Rotation X 0
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Add Component ﬂ v 0OSC Manager (Script)

Q
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Ul Toolkit
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New script
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T 7 # )L b DstartB9%K
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using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class 0SCManagerj: MonoBehaviour

{
public int touch;
public void getTouch(int val){

touch = val;

/touchZz=FTE B =bDa—ILT vy
TR EIERRLTHEEET, 58D

iNtBThsdZ LITER, (BZHL
ER DB 5T & N L ERR)

OSC Manager (Script)

Touch 0
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Tag Untagged v Layer Default v

= Hierarchy Connection @ 0scServe
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public class TouchAnimator : MonoBehaviour
O Inspector 2 {
W@ ~ Avatar Static v public GameObject oscobj = null;
Tag EUNCHEESNNN Layer RN private KeyAnimator keya;
Prefab @ FastRun ® private 0SCManager oscmng;

Overrides v Select Open void Start ( )
P Transform EL pUbllC int touch; {
Position X g Animator animator; oscmng = (0SCManager)oscobj.GetComponent ("0SCManager");
R i X . . .
S‘C’;T:"n f keya = (KeyAnimator)this.GetComponent("KeyAnimator");
animator = GetComponent<Animator>();

*& v Animator L }

2 v Key Animator (Script)

Speed 0

void Update()

2 v Touch Animator (Script) L {

0Oscobj © 0SCObject touch = oscmng.touch; AnimationDIREEH FFlairJ DL E

Touch [0)

if (animator.GetCurrentAnimatorStateInfo(®).IsName("Flair")){
= Hierprchy if(touch>600){
+v K animator.SetInteger("aflag",1);

@ SampleScene* } touch>6007T, aflagzlictv b
Main Camera } . . 8 S
%Directional Light AnimationDIKEEH® [FastRun] D& =
if (animator.GetCurrentAnimatorStateInfo(®).IsName("FastRun")){

float newspeed = keya.speed + 0.01f x (touch - 600f);
newspeed = Mathf.Clamp(newspeed,0f,100f);

W@ Avatar
9 mixamorig:Hips
A unamed

@ OSCObject keya.SetSpeed(newspeed) ;

y touch=600%1%(_. KeyAnimator®speed%.
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