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SetlKPositionWeight(EihL1=L\ih—>, EA[0.0f~1.0f]); // GBI B
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SetlKRotation(EiH L= \ih—>, B tZ[BlEx[Quaternion]); // [Bl#x

—nhfEIHTd,




y & DWANOE: -
fiEsh

LLBIT. HeadLookControllerGCXo-> 1=l 8% B EW¥IZ M (15 |
ELVDHCEBIKTTEERLE !

BEHETYRT HAYYER
SetLookAtWeight(Z #+[0.0f~1.0f]);

BiEZtybd HAVYR
SetLookAtPosition( H 1Z{i & [Vector3]);




LTE1T 7 U

y & DWANOE: -
fiEsh

WNOWIsDEINOY. O NWIN)) E
FFYITEIKE.EFEFTYICHESALSICLTLNET,
CDFE.EBEHLFITYICHELKEIIZHELTILNVET,

OnTriggerEnter&OnTrggerExitza{#E->T.
FFYITEDN: FTUYUMGEENT

ZHIELT, IKEFEI/MEDZEWETYEZTONET,

F=  UIYBZBRIC, FRIFEETHEOMNIEILLT HLIIC

BEADEZERLTHYFET,

SetIKPosition T EE TEAD L. H<ETHLHELTDAE,
AHNEBZEMZZWNE FTYDORILEREFTEFDELIICHEH>TLEIDT,
HWVUEICEOETCEFIYEE OMEZEZASLSICLTHYFET,
f=1=L. B SR IGED T 5 — LG ETHESIHE T LGIE A B E,




LT T 7k

7 70 Y il:l:
using UnityEngine; x I J I\ 0) E{ m
using System;
using System.Collections; 3 =2
1 Unity St e=a PJU B THROY T EHELFL 1= ﬁ#‘ DR
[RequireComponenttypeof(Animator))]
public class IKControl : MonoBehaviour {

protected Animator animator; // Animator

puﬂ\c bool ikActive = false; / IKIDON/OFF

put

andObj =null, //
public Transform ookObj = null,  / SEEAODATE

private float ~ ikWWeight = Of; 1/ IKEONOFF 3 B 854V =D Bk 51
void Start ()
/ Animetor ZIRiF
] animator = GetComponent<Animator>();
1 IKPass| “FryOE AN -CE TSN B S| T2 BHE
void OnAnimatoriK()

g // Animator TR CE 715
if(animator) {

KA
i(kActive)

1 BN DD SIS I AT YT
i(mkWeigm <1.07)

WWeight += Time detaTime;
i (kiNbight > 100

) ikWeight = 1.0f;

}
}

VKD
else{

505 TRABNFE G —Rb,

n ikWeight = 0.0f;

; JAVTIMNADY —REFEZRLZEN,

/R

iflookObj 1= null) {
/ IKDERE
animator. SetLookAWeight(Keight);
1 EEEERB G

}

Obj.position);

NEF
iffightHandObj 1= null) {
{LEOIKi
animator. SetlKPosition\Weight(AvatarikGoal. RightHand,ikWeight):
VA= -2l
animator.SetlKRotation\Weight(AvatarlK Goal. RightHand ik Weight);
VA MWW %gf"}l;‘?ﬂ_‘io TR/ ZHTIRE)

pos.z = transform position.
Bniretor SailkPostoniAvatarlkGoal RihtHand,pos)

R RAR ([ET)
animator. SetlKRotation(AvatariKGoal. RightHand, rightHandObj.rotation);
}

}

}

void OnTriggerEnter(Collider collider)
i (fghtHandObi)

W FFYI S
if (colider.name == rightHandObj.name)

) ikActive =true; // IKEEZ)

}
}

void OnTriggerExit(Collider collider)
if (rightHandObj)

1 FFYBSRENSTS
if (collider.name == rightHandObj.name)

d ikActive =false; // IKZ#EHs
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