\
Animation Blending - B1Z=E&
BERZEER :
http://unity3d.com/support/documentation/Manual/Character-Animation.html
BT
http://unity3d.com/support/resources/example-projects/character-animation
£ Unity 1@ - I UEARER Animation APl iEMTEEIE (ex. EIE+HE) - BH#EA Script &
TREEEMB R G L ENF - BEFEZNHEERS N 3D REGREFROSRE : EEHEAFHM
#8275 Animation Blending

Bz
Unity B9 3D EMEELEREE7E PhotoShop BEMEE—1 - BEEHFHARELMNS -
EMEEFARERE - BFANEFERESRBEF/ NWEEERE - A1U0 - MERFEHFFARRE
EEFNER EEBREBETAYHEEIFRE  (REBEIIRIAMML 7 HEEE - BA
MR BB EREEF - AARNEEREEZBEE Y - AtERERREEREIFNGFTES
fFRUEE - DJLUEEA Animation Blending IR BRNSEEFERAEREPES L ENF - BER
At Unity Z2RISEEFERS —ERE2 LXBBROMEE  ZEHFNFBNER  EF¥E
FROIDIER S HthEN{F(ex.ER) - Mo/ UL BRNEN G EBOEF S -
7B BiiR, - AT ZSHE Animation API SRR E R T
animation.AddClip( )& animation.AddMixingTransform( )
AR LUFTREZEZEP Robot Simple Mixing B3 i Mixing - Cross fade 55K - £%
Robot &5 i MixingCrossfade.js 21
B MEA animation. AddClip 2R#EE H —EFTRYEIE Clip :

| FZRE S ENF | BIEFEN R B
animation.AddClip(animation["shoot"].clip, "shootUpperBody");
EZFH animation. AddMixingTransform RIGEEEEEEREINZER - FBEUW T

| EEERNSREE

animation["AtkUpperBody_LC"].AddMixingTransform(transform.Find("Robot_Center/Ro
bot_Pelvis/Robot_Spinel"));

EER—R Unity E8fE—REREES %ﬂ‘ 2E)E ¥ BRIFEIME shootUpperBody - ## Nk fE
F8 Animation.CrossFadeQueued( )& EEH &) F -

animation.CrossFadeQueued("shootUpperBody", 0.3, QueueMode.PlayNow);
BMAAZ2E R CrossFade( ) It - B8 2 E % CrossFadeQueued( )2 18 Z & M B9
AtkUpperBody_LC EIfFE#® MM T —EZEERIENF - FUCEEIIZIBAIRE - o] DURIRRVE
BREESEREIE -

AEREIR

£ A BlandingAnimation E1&75% - fRiN/REEE 3D RENSREE -


http://unity3d.com/support/documentation/Manual/Character-Animation.html
http://unity3d.com/support/resources/example-projects/character-animation

Additive Blending - MfiIIEERS

ERZEZEER :
http://unity3d.com/support/documentation/Manual/Character-Animation.html
BT EH
http://unity3d.com/support/resources/example-projects/character-animation

Additive Blending ¥R Animation Blending —#x#B 0] LIFAREEEENEHE - AIUNIRESKEE—
8 "E, EH—{E "L, BE - MREEERABPEIGNMENNEF - ROUBEFEEMAS
PR TAIEER, THRIEER T AERD B TAERY  3E - REEENHEZ LMD
NfE - 5 7 RREEMERFRIET R EERERA/N  JURERE A, B THIE, NEFBE
f£F3 Additive Blending #ili2lEB & H T A IEER " BEER . T AIEED ) B T HERY
BE - MIt—REBSHEMS NEIARFE "AME, "THEL "TER, "D, TE -

BRI Additive Blending 25 - ZFERMBEBLESESRIFE

1. BMFRUIRE—RBEESR (TR 0~1 Z@ ) JRUEBRRIRMEUES - Sl T E&K L7
RERERN idle BIERERHER - BURIEBNDIR - BEBEHER ide NEEZETRD
B0 PEBFIRERR walk BN ERENER - BEREER AR 1 BRHE walk E)1F
e WA idle BfF 7 - BEEMXEWR RS HLR  BIEETZEE EFARNIEE
B oIDERREREBRNSERERER - WBRBENR

unite 0S

Walking / Running

* Example:
Idle, walking, and running

* Weights of the three animations
can be controlled as a function of
the current speed.



http://unity3d.com/support/documentation/Manual/Character-Animation.html
http://unity3d.com/support/resources/example-projects/character-animation

2. Zm—REEMEHEREAHEER - JLUEB SynchlLayer( )an <R EL - (BRI ThEE B
BEFEMLNER (AN THE walk £2 run EZ2UELMRTHE ) FTEITLIER run 2 walk
HERLRCABEHENRE -

unite 0S

Walking / Running

Important to synchronize
animations!

» Adjust lengths of animations to
match by using SynchLayer().

* Make sure animations have similar
timing.
E.g. start both walk and run cycle on left leg

* (Automatically handled in
Locomotion System)

3. EATHMEIE  ZEHLUEIENRENREZE (HENABREEUBE ) BRBEIRR

AR LR - sio LR aE M Additive Blending 1 -

%7 Additive Blending - KR ERENTE 2R EMIEFIRE - RATLIIGEEN
AnimationState 2R¥#ETTHEHI - AnimationState EFEEE BT AIIEMEN EHIEE (Speed) -
& (weight) - B (Time) Mg EE & (Layers) - EEANEEM LEEREERERNA KR
BEENERES  AUHEBRARW AR ESEHE Animation Blending #(2 ob & 4t 5 A
AddMixingTransform( )#2 CrossFadeQueued ( )WAZERBSEF - £ % Additive
Blending M#EBIFIRAEEEI CrossFade( )EEEEHIR - (BRI DUEHIWE ST E
Z  OUEHENRSEB/EZIHREEBA -

— R ERER O DUSE 2 1 FIAR #7F AnimationState ROZ 8] - FEAMH

private var run : AnimationState;

run = animation["run"];

Bl Eitpy AR A E S E—ER A "run"# AnimationState 2% - BERMNEE "run"E
EE - BEMENEZERFR AnimationState WEEBMIMEHEAZ - B T RNORAEE run 1Y
EEZ M 05 WEHREZRE runspeed= 05 BT - M AHFEZ M

animation[run].speed=0.5 - EREEXNIEY LEELTEIHHEFEHFZ -



BARZE"weight" - tURZ2FBHN"EE" BEEZI R 0~1 ZE - EFELMRUEDERE
L2 0%~100% - RENSBEZZFEHERVESILE - AN TNENREAMZREIH

FERETWERED 1 MEBBSE—VERED 0 HMAESEIBEBRDHHRAE
EEMER—ER -

Function Update(){
run.weight -= Time.deltaTime;

walk.weight += Time.deltaTime;

AIEFMEASEREAHEER - oJLUEB Synchlayer()an< 2KEE - S8 API o] LUIAZGEE
—& Layer ERMVENEETTRL - NEAVEARNE Layer(0)E—BRIFFAEIERID -

| WEFRREZRTHWEIEZEEE ( Layer)
animation.SyncLayer(0);

£ Animation Blending 122 Layer EARERBEFMENEE - EMEEI S FRERM
iz BEsSHEEgREAERBENESMBENLR  NEEEEBREANEIENE ? BMEEES
SEIRET - SELROUDREENIEE—BEEREX—EHR - Al FEMSAZRE dle
0 shoot ZE[E—/E - M run F walk EE—[E -

animation["idle"].layer = 1;
animation["shoot"].layer = 1;
animation["run"].layer = 2;

animation["walk"].layer = 2

BREHMNEERONE :

© ¥ Animation
Animation B 21 1Idle

Animations

Size 5

Element 0 B 21 Idle
Element 1 ﬁ Al Right
Element 2 B A1 Left
Element 3 B 21 wall
B Al Run
Play Automatically 4
v

Animate Physics

Animate Only If Visible



fREJAEZIFPIAE 1 Idle ~ Walk ~ Run F={E% RENF - HZI R EEMAIZEIE (Left ) F1A
8 (Right ) BMFRIZRNEAMEZLEREE - WHE :

( 1 Left 1 Idle 1 Right )

EHEERIEREBERET 3D BIEHRTRAZAYELN—REENREMS - BB 2R0E
BHIEHEH ¥ E5EREARE - HERBRED BB AEIEE - AL Left 22 Right EmifE
iﬂzﬁﬁﬁﬁﬁzﬁﬁxﬂﬁﬁ%ﬁ—iﬁ*ﬁﬁ%ﬁé R EE R IR AMEENF - ZEI ST EEE

Left &2 Right B1EZ RS (AnimationBlendMode)z& E % Additive - B EEAGEEIE R
REBIREMW (Loop ) ALt ZEEMESIER WrapMode 27E % ClampForever ( &R EIR
BHEFERE—EE ) EENOT

Left.blendMode = AnimationBlendMode.Additive;
Right.blendMode = AnimationBlendMode.Additive;
Left.wrapMode = WrapMode.ClampForever;
Right.wrapMode = WrapMode.ClampForever;

M _EXR#ZH Additive Animation ZRIPREEEBHEREMNE - B M RARULITHE A EXRE
Bl 9 Soldier Blend Advanced &I 2K WalkRunldleBlend 15 =R #E Additive
Blending WERIEX - IR ILEBAIE AR ComplexWalkBlend.js BIAZ UM T ¢

[/ RRETREBNRANEREER

var walkSpeed = 2.3;

[/ RRETREBS R ERAEER

var runSpeed = 3.6;

//RRAERZEZE LR idle ENF

var idleThreshold = 0.3;

//RAGRAEEFUIRARNFIEE (HEHESSEUIRTENKENS )
var speedSmoothing = 8.0;



[/ R fEF B2 S 2RV R
private var run : AnimationState;
private var walk : AnimationState;
private var leanLeft : AnimationState;

private var leanRight : AnimationState;

//EEFRERMRERENEE - BRER 0.0

private var currentSpeed = 0.0;

//smoothedSpeed ZEEBERXBRUBNEESL - RESHEF
private var smoothedSpeed = 0.0;

[/ BERENE - FBERER 0.0

private var currentLean = 0.0;
[/RRFRER B ERED M —ERAE

private var smoothedLean = 0.0;

//#EUW SampleMoveScript.js EiERMNSE - WEH curentSpeed KA
function SetCurrentSpeed ( newSpeed : float)

{

currentSpeed = newSpeed;
}
//¥UX SampleMoveScript.js B3RS E - WEF currentLean
function SetCurrentLean ( newSpeed : float)

{

currentLean = newSpeed;

function Start ()

{
[/ MR BT EN IR IE I
animation.Stop();
animation.wrapMode = WrapMode.Loop;

/RS EEEERRZENEZER
walk = animation["walk"];

run = animation["runSlow"];
leanLeft = animation["leanLeft"];
leanRight = animation["leanRight"];



//MRBIENBEFE - B EREIERES Additive Animation

// blendMode : FREREHNER - BEEEMR Additive - IFLERIMANEXRKES -

// wrapMode : BREEEEMAMEE - EEFE A ClampForever - KRB EFZEEZE 18
[/ —BEERE—BOENE -

// layer : AR EBENBEEMNESLERS - PHEMAMEZERN layer RERLE -
// weight : ERERBMEEREA -

// enabled : R EENE I HWIEN -

if (leanLeft)

{
leanLeft.blendMode = AnimationBlendMode.Additive;
leanRight.blendMode = AnimationBlendMode.Additive;
leanLeft.wrapMode = WrapMode.ClampForever;
leanRight.wrapMode = WrapMode.ClampForever;
leanLeft.layer = 100;
leanRight.layer = 100;
leanLeft.weight = 1;
leanRight.weight = 1;
leanLeft.enabled = true;

leanRight.enabled = true;

//E%E walk B run EySE ol REMN - WHETEERD -
walk.enabled = true;
run.enabled = true;

animation.SyncLayer(0);

//&E idle BfFEERRE - BERGMESLBBUEMTAEERAESER idle ENF
animation["idle"].layer = -1;

animation["idle"].enabled = true;

animation["idle"].weight = 1;

function Update () {
// smoothedSpeed 1217 currentSpeed(In R BAIMUBRIRE)FEiL - REZHES
smoothedSpeed = Mathf.Lerp(smoothedSpeed, currentSpeed, Time.deltaTime *
speedSmoothing);



//smoothedSpeed 2 AiB38 2.4(walkSpeed)Z Al - runWeight FIEEIZ 0 - &R

//3.6(runSpeed)f runWeight 84 1 - #&88 Sample Move Script F speed RFERR1ET]

//H1 smoothedSpeed &A% 3 51 4.5

var runWeight = MathflnverselLerp(walkSpeed, runSpeed,
MathfAbs(smoothedSpeed));

// runWeight £ smoothedSpeed B84 2.4 I5E87% 0 - URLZMENUBEE 2.4 DU

// (EBARER ) KABEMNMER ENE

var targetLean = currentLean * runWeight;

smoothedLean = MathfLerp(smoothedLean, targetLean, Time.deltaTime *
speedSmoothing);

[/BBERRE run M walk BIEERAVER SRS IRMBRE - B EE B ATERGER -
run.speed = smoothedSpeed / runSpeed;
walk.speed = smoothedSpeed / walkSpeed;

/B MUBREER idleThreshold B - ##iE run 3¢ walk FIREEE R 12K ( S ERFHE
//EFBIEN idle )
if (Mathf.Abs(smoothedSpeed) < idleThreshold)

{
run.weight -= Time.deltaTime * 5.0;
walk.weight -= Time.deltaTime * 5.0;

}

else

{
var totalWeight = run.weight + walk.weight;
totalWeight += Time.deltaTime * 12;
//totalWeight WEE TR 0~1 2/
totalWeight = Mathf.Clamp01(totalWeight);
//F runWeight 2RE&%E run 2 walk FI#E - & L totalWeight I DGESEZ(EE A
//IRLE - TIPRME run B2 walk BN E IR BEEIRV RS
run.weight = runWeight * totalWeight;
walk.weight = (1.0 - runWeight) * totalWeight;

}

[/ NERERBAEESEEENGE S EBEETT - AAMARENEERHT
if (leanLeft)

{
//MR smoothedLean KR 0 - R REEHE



if (smoothedLean > 0)

{
//RELBEHEFEEEFE 0T - IMEAENER
leanLeft.normalizedTime = O;
/1R EGIEFEENE smoothedLean BERTRAFEIES ( nomalizedTime
//REENERERERE - MR 0~1 28 0 "X-EFE—FMK - 1T~y
//HIEEE ) BB smoothedLean Bt ZNMIN 0~1 2/ - SO ARERES
//BRNEER - HitEE2ERRENaENEsE
leanRight.normalizedTime = smoothedLean;

else

/R ELIEEENHIRER ( smoothedLean IR EEE - WEFR-1 8B5S
//1IEE)

leanLeft.normalizedTime = -smoothedLean;
//REREHEFE—RENRRE

leanRight.normalizedTime = 0;

FB_Ea]#0 - Additive Blending I 3F#N[E 2 AT Animation Blending &&%%#%38 CrossFade 8
BEMAAGEFEE  RMEBZEEANERRETREEELFNFEM  JLUHREETEN
T BEREEFRCHRFRATURT RS ARNEFLRLK - BUXIREEESRIFHE -
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