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'-A Fast Run (Animation Clip) [2 JrLa] '-A Flair (Animation Clip)
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e Project
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(e Assets
@@ _AnimationClip
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b Transform
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Rotation X 0
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Y& v Animator
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% MotionAnimator
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Apply Root Motion
Update Mode
Culling Mode

Clip Count: 3
Curves Pos: 3 Quat: 84 Euler: 0 S

0 Generic: 0 PPtr: O
Curves Count: 528 Constant: 215

0 (0.0%) Stream: 313 (59.3%)

Normal
Always Animate

Add Component
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Tag Untagged Layer Default

2 Main Camera
@ Directional Light
@ Avatar
& mixamorig:Hips
@ unamed
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Overrides Select Open

l Transform

Position X 0
Rotation X 0
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Y& v Animator
Controller % MotionAnimator
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Apply Root Motion

Update Mode Normal

Culling Mode Always Animate

Clip Count: 3
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b Transform
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2 MotionAnimator
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Animation®JREEH* [FastRun| D& %=
29

. if (animator.GetCurrentAnimatorStateInfo(0).IsName("FastRun"))
KeyAnimator.cs 20 y
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 EA % /b\¢1§ﬂ% N
5 public class KeyAnimator : MonoBehaviour 36 speed = 0; speedx 13E¥ 9
6 { 37 animator.SetInteger("aflag",2);
. bublic float speed = 0; 39 } speed'201=7% % & aflagz2(c
9 Animator animator; 40
10 41 if (Input.GetKeyDown(KeyCode.DownArrow)){
42 speed = Mathf.Max(speed-1,0);
43 } S s,y D
L2 void Start() EERIMEIGIEIE s S N3] 4 S e NS e DR
13 { 45 }
14 animator = GetComponent<Animator>(); 46
12 , animator.SetInteger("aflag",0); Animationa)qkt?‘bg UumplngJ DL 3
ek icaflagz oty b+ i
Start() 47 if (animator.GetCurrentAnimatorStateInfo(@).IsName("Jumping"))
48 {
17 49
18 void Update() 50 if(Input.GetKeyDown(KeyCode.LeftArrow)){
19 { Animation®IREEA® [Flair] o & = 51 animator.SetInteger("aflag",0);
20 52 }
21 if (animator.GetCurrentAnimatorStateInfo(0).IsName("Flair")){ 53 ¥
23 if (Input.GetKeyDown (KeyCode.UpArrow)){ 35 }
24 animator.SetInteger("aflag",1); 56
25 }
26
27 }
o8 KEY ERZ Y AE D & 56
—t 57 ublic void t float val
Updatate() 1/3 il =2 58 P this_spezz ip::c{: aut SetSpeed()
59 }
22 } NERD HspeedDIEAXEE T 57D/ T7 Y vy
o IRAY Y RERELTEEET,
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Updatate() 2/3

AnimationDIRFEAH® [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);

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

speed T EICKRMEB-WHEE, FAIZIL

speed = Mathf.Max(speed-1,0f);
' BTDLS Ha— FEANTL &,

//rVector3 pos® = this.transform.position; \

Vector3 posl = new Vector3(pos@.x,pos@.y,posd.z+speedx0.01f);
this.transform.position = posl;
\\‘animator.speed = 1 + speed *x 0.05f; 4//
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A Transform
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Edit—Project Settings—Package Manager®Scoped RegistiesTLL TN Y
R P VIFRZEF®R

Name : Keijiro

URL : https://registry.npmjs.com

Scope(s) : jp.keijiro

2 Project Settings

Adaptive Performance

« Package Manager

Audio

Editor
Graphics
Input Manager

Memo

Preset Manager
Quality
Scene Template

t Execution Order

Cloud Build
Cloud Diagnostics
Collaborate

In-App Purchasing

Advanced Settings

Enable Pre-release Packages

Pre-release packages are in the process of becoming stable and will be available as
Q production-ready by the end of this LTS re se. We recom \ { (
testing purposes and to give us direct feedback unt el

Show Dependencies

Scoped Registries

Q By installing a scoped registry, you mic

Keijiro Name Keijiro

URL https://registry.npmjs.com

Scopels) jp.keijiro

ht give third parties access to your data
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Window—Package Managerz R Z.
74 v FJELEDOPackages:DIEHR #My RegistriesicZEE T 3.

& Package Manager

v Unity Registry

My Registries

In Project

YR bA5 0SClackZ IR L, Installi s > %H#
F.ZhTAYR—FRIET.

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

2.0.0 - April 25, 2022

NeolLowMan 1.0.0

NNULtils 1.4.0
From Keijiro by Keijiro Takahashi

Noise Shader 2.0.0 . .
Jjp-keijiro.osc-jack

0OSC Jack 2.0.0
OscJackVs 2.0.0

Q This package is hosted on a Scoped Registry.

PCX 1.0.1
Procedural Motion Library 1.1.0

Description  Version History  Dependencies
Procedural Motion Track Library 1.0.2 -

Pugrad 1.0.0 Lightweight implementation of OSC server/client

RtMidi 1.0.4

Last update Dec 19, 11:06
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F— MERAEEE T % Connection®

Project% 7 /& £ V¥ —ScriptableObjects—0SC Jack—Connection
LI EDiEHIERZEEBTSHF 727 F&22%pk L (Unityfil & Processing
) . ZNFh0scServer, OscReceiver& Vx—LLEL &5,

(16) -V scriptableObjects > 0SCJack > Connection

Folder O O Layers

© Inspector
C# Script P

2D e @ Osc Receiver (Osc
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Visual Scripting

Shader Type

Host
Port

Shader Variant Collection
Testing
Playables

Assembly Definition

. PrOJeCt Assembly Definition Reference - PrOJeCt e' :

+ v Q @ 3‘ TextMeshPro + v Q @ z& & o @

Text

(a9 Assets Senc (@ Assets

FloorController R — FloorController

® New Material g New Mate'rial |
g NeW PhySIC Material Scene Template Pipeline ¥ New phVQIC Materlal

f o .
Prefab &7, OscReceiver
&7, OscServer
e Scenes

Audio Mixer

Material
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127.0.0.1/ 6666 127.0.0.1 / 5555
SERVER Client

m <O

© Inspector : © Inspector
6) Osc Server (Osc Connection) L 6> Osc Receiver (Osc Connection)

'@

Open

Type UDP Type UDP v
Host 127.0.0.1 Host 127.0.0.1
Port 6666 Port SIS
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EventReceiver D& E

= Hierarchy
G
Create Empty

Create Empty Cniia Add ComponentJ: U :Project Ta—
Cret [ EventReceiver| %#2D3E& '

3D Object [aw Assets

Effects j.-”:l L/ i _g_o %1%’3_ % OSC'l\%E FloorController

® New Material

Light %& % %Ig‘a_ %) 7': &b a3V New Physic Material
e R T,

ServerOperation
O Inspector g : B Packages

= Hierarchy @ v 0SCObject Static v v Event Receiver 0 i+ :

+ v ar v Tag Untagged v Layer Default v Connection & 0scServer (Osc Connec ®

OSC Address [touch
Data Type Int

R SampleScene 4 Transform o
Main Camera Position X 0
% Directional Light Rotation i ° ItEvend 2
P 9 Scale ® X 1 Y 1
h,’ Avatar - List is Empty
9 mixamorig:Hips Add Component
& unamed
@ OSCObject N . \
B3 Event Receiver ConneCtlonC:T’C“CCﬂEﬁx Lf:
- . _— ngEventSy.stem rOSCServerJ 75: '7 g S, _j/_ [/\
ZDT—LAT7Z 7 b 19O OSCAddress|Z/touch% .

5 . B3 Base Input -
75:«?)?5 L. OSCObject 2aneIIEr\J/entHandler (Ul Toolkit) Data Type% [Int] (CERELT
<\_f_ U T~ —_[A'g_é ° E3 TMP_Scrollbar Event Handler j:s % i —a_o
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psketch_Touch.pde

il import processing.serial.x;
)] import cc.arduino.x;

& import org.firmata.;

4

4 Arduino arduino; Arduino®ANE’ > [, Processing
@ int sensorPin = @; //AQICHTIn TIFEHBIDONICHIG U XT.
7

4 void setup(){

] //println(Arduino.list());

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

#] 5i1ze(800,100);

o 5Max (V) Z0Hh51023D LY Y THE
14 HRAFHET. ZDHITDMaxid4.63VTT.

el void draw(){

¥ float val =Jarduino.analogRead(sensorPin);
M println(4.63 *x val / 1023.);

18

i [background(@); fill(255,100,0);

stroke(255);

20 rect(0,0,widthxval/1024.,height);

21

22 } -‘%5%6 /ﬁ%bj/S\L}j l///\

TM@@@ atEI'C\ vallZla U TR
HEDIEZZ{LS T TWET.

GND
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@ psketch_firmata1

1.470918¢
1.4618671
1.4618671

[>_ = AYE % A T5—

HITHRER
EHht 5 %de N"—DORIPHUOHBEBALET.

3.7248192
3.7202933

avy—=i A IT7—
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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.pde
ICOSCEfEna—F
ZzEML X7,

0scP5 oscP5;
NetAddress myRemotelLocation;

void setup(){
arduino = new Arduino(this,Arduino.list()[1]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 odc message */

oscP5.send(myMessage, myRemotelLocation);
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OSC MonitorlZ & 2 {EIRT D HE

Z DIREET. Window—0OSC MonitorZE\LTUnityZ2ESHE 3 —7A.

Processingfllbi#cE LT, EAEY%Z#I &, OSC Monitoric[EHhtE Y

DEEHRVNTWB Z &b 7,

OSC Monitor

OSC Monitor
Jtouch: 44 7 @ rigHips
[touch: 43 @ unamed

[touch: 41 3 D OSCObject

Jtouch: 41
Jtouch: 37
Jtouch: 30
[touch: 26
Jtouch: 27
Jtouch: 27
Jtouch: 20
Jtouch: 20
Jtouch: 20
[touch: 20
Jtouch: 20

Component Services Window Help

SElls  Minimize dows, Mac, Linux -

) SampleScene
& Main Camera
(D Directional Light
a

® Zoom

> Animator Bring All to Front
Q@localy | £y v i PN

Layouts

0SC Monitor (@ Ball (Sphere)
@ Floor (Plane)

Unity Version Control @ OSCObject

sketch_240110b

z

sketch_240110b

touch: 647
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O—JL/ Ny BB OER & BEERIT (1/3)
OSCObject(D:l VIR—=2VFELT. ILWRIZUTZ 7740
~ (0OSCManager) Z{ERKL X7,

© Inspector g i Add Component © Inspector 2 i

@ v 0SCObject Static v @ v 0SCObject Static ¥
v v

Tag Untagged v Layer Default v New script Tag Untagged v Layer Default v

;s Transform T e A Transform
Position X 0 OSCManaged Position X 0

Rotation X 0 Rotation X 0

Scale ®R X 1 Scale R X 1
E) v Event Receiver i E) v Event Receiver
Ed v Event Receiver L Ed ~ Event Receiver

Add Component G [} v OSC Manager (Script)
Component

Add Component

Adavéom onent— - \
NeW Scrippt Create and Add ;F,_ﬁ_f: L:'f/lzﬁk_,é *Lf:\

| : rvs OSCManager&x %X 7L 2
Physics e 7 U 7 l\ GD% HU% N = —
e [OSCManager]| & L )77 LT RRTT A X

Rendering

Scripts [ Create and Add| L S £,

Tilemap T{/EE\Z
Ul Toolkit
Ul

Video

ToUUl ULy

New script
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T 7 # )Lk DstartB8%K
& updateBEZISESE L
TL 72Uy,

O 00 NN O U B WIN -

S
U H WNRFRPR S

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class 0SCManager): MonoBehaviour

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

touch = val;

/touchZ = TERB 7D —ILT v
JEMEERLTEZT T, 58N

intBlchaLicEzEm, (B8F5L
EH DB T & N WERE)

B} 0SC Manager (Script)

Touch 0)

publicZ#i%. DO X 7 YU T 7 7 A ILH HSEBRIEEIC
BAHAEELEHIT, AVARIZE2—IZRREIN, U T
RALICEEZSRBIAIENATEALSICHY £,

/touch
Ty FLEHDE (int)

<O
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© Inspector Q

ERIDOSCT FLRZEIS, TT & - oscoviet Stotic ~
‘:1’Eﬁk5§&d):—}l/l§“/ 7E§§£% v Tag Untagged v Layer Default v
MBS ETLE R %%E@‘:‘ J.  Transform 0 + :
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public class TouchAnimator : MonoBehaviour
O Inspector o {
@ ~ Avatar Static v public GameObject oscobj = null;
Tag Untagged v Layer Default v private KeyAnimator keya;
Prefab @ FastRun ® private 0SCManager oscmng;

Overrides v Select Open void Start ( )
.o Transform L public int tOUCh; {
Position U Animator animator; oscmng = (0SCManager)oscobj.GetComponent("0SCManager") ;
zzz:m‘ “ )’: 10 keya = (KeyAnimator)this.GetComponent("KeyAnimator");
animator = GetComponent<Animator>();

& v Animator L }

2 v Key Animator (Script)

Speed 0

void Update()

[ v Touch Animator (Script) LI {

Oscobj © 0SCObject touch = oscmng.touch; AnimationDIKEEA® [Flair| & =

Touch 0

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

@ SampleScene* } touch>6007T, aflagzlict v b

2 Main Camera ¥
(D Directional Light
\# Avatar

Animation®IREEH* [FastRun| D& &

if (animator.GetCurrentAnimatorStateInfo(®).IsName("FastRun")){
& mixamorig:Hips float newspeed = keya.speed + 0.01f % (touch - 600f);
& unamed newspeed = Mathf.Clamp(newspeed,0f,100f);

@ OSCObject keya.SetSpeed(newspeed) ;

touch=600%1%(Z. KeyAnimator®speed% .
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