L3E0T 7 U H

& unity

UnitylXx C ¥ % &
~T7 Ly kAT~

HEeRARREZABLI-T—LIT VPV
http://japan.unity3d.com/

KWAABRBEOAHNRI2ERNBOTHBPLZHEICL THIWBONHY £F, ERICIIALOBKREEVETALLRERD/-HTT, TTHELLEIL,
ZDERRNO—EBOER, —BOXEFUnity AR YA b SEIBELTVWET,

© monolizm LLC



LR A47-5TC?

TJLYF AT I T A= 3D—DTH B,
R—=2%EOLTICA Y 2DIESZEHL T
T A= 3 v X H B

F¥ 70X —DFKEFEZIFA—-IILTBHDIC
< fEHLNBESLL, @EmEeh)




LF 87 7V

JLyFrForzA47oLrry

© monolizm LLC



1. %TU/777FT7V/FVI47%“*T%
Z TliBlenderChO R E FH %% 5iBH

2. UnityCETILVT—RX%EFHHAIAAT
VAR WA =1




LI BNT

1. ETYYIY7bTCTLY Rz ATZ2BET S

User Ortho

&
%
7
Y

Eyeleft
Set Origin

v DoubleSi..

Global

v Relative

1. Object®E— FIZT 3
2. 7LV Rz A 78 -WF T T bEER

nonolizm LLC



3. XFIUDIERREZ 2 (ERZTRDPDHH S A L)
4 . ShapeKeysdD+R & > % 2 [T,
¥ 1 [a)# 3 & BasisHh ER S 11,
H 5 —[EFRT & Keyl BMERKES NS




LTE1T 7 U

v DoubleSi...

Tips

B 1IHGRY T o71F &,
BEAFECTEZ2BL 2N TELRD 212D T,
RYIVvHE % L-E

5. KeylZzZEIiR L 7=IKRE TEditE— F IV |
[BEmx B cEind
XKeylldhh W) P TWEZENIICEZTH I D
4-[a]|%EyeClose
6. RELTET,., SEIEIFBXET 7 AKR— b+ LTHL,




LTE1T 7 U

2. UnityCETILT—XZHmPIAATTI LY P A T#BE

v . [¥ Skinned Mesh Renderer %,
¥ BlendShapes
EyeClose 0 | 1
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Receive Shadows 4
Motion Vectors ™4
¥ Materials
Size 1 |
Element 0 | eyes@chichimo e
Light Probes | Blend Probes 3]
Reflection Probes | Blend Probes &
Anchor Override None (Transform) o}
Lightmap Parameters None (Lightmap Parameters) [0}
Quality [ Auto ™
Update When Offscreen O
Skinned Motion Vectors ™4
Mesh il EyeLeft e
Root Bone | A Spinel (Transform) )
Bounds
Center: X -0.5714329 Y 3.702864 Z 09193497
Extents: X 0.2134325 Y 0.1902983 Z 0.08099431
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private SkinnedMeshRenderer m_leftEyeSkinnedMeshRenderer;

AR—F> FEEHICE Y F
m_leftEyeSkinnedMeshRenderer = LeftEye.GetComponent<SkinnedMeshRenderer>();

TRz 4733 —D2HDFES> x4 TF—DEE, Z2HD5|EHZEHT 31E(0~100)
m_leftEyeSkinnedMeshRenderer.SetBlendShapeWeight (0, blendValue);
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