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// define container

REEEREES
Animator UnityChan_Live2D Animator;

REISERHFNERE S
Component

void Start()
{

this.UnityChan_Live2D_Animator = this.gameObject.GetComponent<Animator>();

}

SE AN (Script)Hi 5 £/Component (Animator) )

= v Animator e ¢

Controller *a unitychan

Avatar None (Avatar)
Apply Root Motion
Update Mode
Culling Mode

Clip Count: 5

Curves Pos: 0 Quat: O Euler: 0 Scale: 0 Muscles: O
Generic: 194 PPtr: 0

Curves Count: 194 Constant: 148 (76.3%) Dense: 0
(0.0%) Stream: 46 (23.7%)

Normal
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// define container
6 references
Animator UnityChan_Live2D Animator;

// Start is called before the first frame update
0 references
void Start()

{

o'

S

this.UnityChan_Live2D Animator = this.gameObject.GetComponent<Animator>();
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// define container
6 references
Animator UnityChan_Live2D Animator;

// Start is called before the first frame update
0 references
void Start()

{
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S

this.UnityChan_Live2D Animator = this.gameObject.GetComponent<Animator>();
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// mouse
// @ for left button, 1 for void Animator.SetTrigger(string name) (+ 1 Z6&%)

if(Input.GetMouseButton((int Sets the value of the given trigger parameter.
this.UnityChan_Animator.SetTrigger(“Play idle 02");

}
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// I set
// mouse
// @ for
if(Input

this
}
if(Input

this
}
if(Input

this
}

three situation to change animation

left button, 1 for right button, 2 for the middle button.

.GetMouseButton((int)MyMouseCode.Left)){
.UnityChan_Animator.SetTrigger("Play idle 02");

.GetMouseButton((int)MyMouseCode.Right)){
.UnityChan_Animator.SetTrigger("Play m 01");

.GetMouseButton((int)MyMouseCode.Middle)){
.UnityChan_Animator.SetTrigger("Play m 02");

)
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’ void Animator.SetInteger(string name, int value) (+ 1 Z%&)

if(Input.GetKey(KeyCode.Spac Sets the value of the given integer parameter.
this.UnityChan_Animator.SetInteger("Motion ID",1);

J2BRAY1REEFAEE] - EControllerd FH I Z27EAny StateEMIEHEHIEE @ E2EN—([EEE: EEEMIFEEE
ABEE - REFEAEER - T ARETE N —1TH R EParameters &0 L NE |

iF(Input.GetKey(KeyCode.Space))!
this.UnityChan_Animator.SetInteger("Motion ID",1);

// return @ to avoid trigger again

this.UnityChan_Animator.SetInteger("Motion ID",0);

QQ) BEZEHEN - EHRParameters E A - B Unity? KA R BRI ELE2R Y oﬂ?
2539 5 E L BIUnity BBV T4 - BB E SR &L
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if(Input.GetKey(KeyCode.Space))!
this.UnityChan_Animator.SetInteger("Motion ID",1);

StartCoroutine(DelayLastFrame());

IEnumerator DelaylLastFrame(){
yield return new WaitForEndOfFrame();
this.UnityChan_Animator.SetInteger("Motion ID",0);
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WaitForEndOfFrame() &5 2845 E -
StartCoroutine(DelayLastFrame()); & sEyield return -
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IEnumerator DelaylLastFrame()<{

yield return new WaitForEndOfFrame(); =RA R B

this.UnityChan_Animator.SetInteger("Motion ID",0); Coroutine(1312) *

; lenumerator(%/2883) X &£5 -
Yield return(R BEE F) X £
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