LI BT 7 U

Unityld U & % £

~SimpleAnimationZfE>TH1=~

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

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

© monolizm LLC



R ONE
- SimpleAnimation> T ?
- WA
3 ¥ .5




SimpleAnimation-> T ?

SimpleAnimation> T ?

R7UT PO OEEICTA—a v 2P0 EBERAB 00
:I“/"J':—*“/ I~o




LTE1T 7 U

SimpleAnimation-> T ?

AnimatorController?*» 3 D I NHE ?

W
4

1. RF—FUREED)EBA X7 Y 7 MDD 1 BHAFTHFLD,

AnimatorControIIer’Eﬁ?i%l/i\ti\ 8720 il e

7k
AnimatorController® 2 EEEB & ->TL £ 95,

enum AnimationState
Ry State

Idle,
Move,
Jump,
Sleep,
Attack,
Deffence,
Escape,
Magic,
Happy,

Zombie,
Dead
}

const string kAnimationParamaterMoveSpeed
const string kAnimationParamaterJump
const string kAnimationParamaterSleep
const string kAnimationParamaterAttack
const string kAnimationParamaterDeffence
const string kAnimationParamaterEscape
const string kAnimationParamaterMagic
const string kAnimationParamaterHappy
const string kAnimationParamaterZombie
const string kAnimationParamaterDead

"MoveSpeed";

""Zombie";
"Dead";
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using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class StickmanController : MonoBehaviour {

// SimapleAnimation3K—F 2k
SimpleAnimation m_simpleAnimation;

// Use this for initialization

void Start () {
m_simpleAnimation = GetComponent<SimpleAnimation> (); SimpleAnimationa > R—%> b ZEE L T
m_simpleAnimation.Play ("Run"); EDBTZA—aVEETE
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// Update is called once per frame
void Update () {

/] 1F—DWIN=5T T4/ &

if (Input.GetKeyDown(KeyCode.Alphal))
{

}

/! 2F—HHEIN=5ES
if (Input.GetKeyDown(KeyCode.Alpha2))
{

m_simpleAnimation.CrossFade("Default", 0.5f);

m_simpleAnimation.CrossFade("Run", 0.5f);

¥
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if (Input.GetKeyDown(KeyCode.Alpha3))
{

m_simpleAnimation.CrossFade("Crash", 0.5f);
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