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MIENEIRETNE, FEAMDNEGIE, FMITAMAGEIRE, thasEAIH
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WEFRINEESHEHTHTFZE. RETRELHRLRNEIWAR, HXER
EREIE:

- BEEMTRF AT EENLER, E0S5FWEEMmRE LA

- B&{ER C++. C# Bk Unityscript SESREHIA/AUEBHIRTR

o ZNIEENRNTREREE (WRESIRITE E)

- BEEERHTE/ AVEENEEIERR

« P Python. MEL 1 MaxScript S FHEFIE (DCC) HAES

o THRERSEGERRE (B AMIMIMNEER)

o TENMHEENS. HRRGFIEITRES BESHENAREEN

«  PEERR Adobe Creative Suite, Substance Designer. Substance
Painter. Quixel Suite, Autodesk Maya #1 3ds Max, Pixologic
ZBrush, Motion Builder & EHIETE,
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"ERF[IIAREARIT: SLRENE" INIEEEREEETESERLEE
eI B IRER R PRRTER e, RERE MR ESFEELRANR
EE @A,

Rt

« IHMEBEIRITA (GDD) |, #EML A ERERR TREAOITEARER
B RIRFI S B AR T 5

« SRAHTFEMENBSEIEATERE, USIEREMEFHRAIRIT
# (TDD)

o EXISIEFIBSRSERR, IHEFEERARRS SR

it e =g

. TEHEBESANREHIIBN

o FEFHER GameObjects BHFHFEESLII S
«  E#IZ4 GameObjects F92%4

o FEFRAHSCITAFIZE

,E% GameObjects
NFFEIERSBMETER (LOD) RISIFHIF

o SCHLFFMRET AFCADIB R B 4e s EREY

o FRXT. L RIERYIBEAERASFERIMHERE SR RERA,
PASEE AT EATRENG I E EEX%

o CIEFNKEEXYIEMER, ST A

o ITHMEFICEATEER (Compound Colliders) | MigHEA (Mesh
Colliders) LAK4EER4R (Physics Materials)
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RS HEERSH (Blend Trees)

. ERESNHAEZ (BESMTERRESHNE) NEHEETAREHA

o BIEERESINER, Lo EREENE

o BEERESHITA, LUTERSHIR (Blend Shapes) BINEHAEFINYE
TEXIER

s EFERBRPIEEETIER/ R
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. Tﬁ;’iIEr]ziJjjaL (FK) MRMAE=INZE (IK) BRZENERKRARE XL
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o (FRMBEDHTES (Profiler) iHEimEMREF L LRIM

. EEERSZE. WMBENMSE®ESESHE, FhEEY CPU 1 GPU
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[AJRR 1

IRIEASHE AT IRIT I (GDD) X, EnxmE (NPC) BE—F7
shiEl, SfE=R. 5. B, NPC 7ERSHHESERENTFY, HAfE
AE.

GDD #ME NPC LB NEBERENAEEE, KEEEM(ERMFRIS
M. EEXZNEHFBRNACEERR, SibtERE. ERBHMERERIOA
MEBBNR, BEME, WEBER. SiEpkETlite, —BEEERNA,
NPC HFMASHELRL.

R HRENRRG REM A?
A &£ OnAnimatorlK() RIREME. TeEMBEXINERFBMNEIRSE L.
B X3 FE Avatar, IREMERR "SHIAIRE" LIESMEIINTF.

C {#F&= OnStateMove() # StateMachineBehaviour FiEA
animator.MatchTarget() SRFEEFHINE,

D 3FEA Avatar, IREFUN "ANABE" IINFELITERRS.
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MR (GDD) BRLUITEXK:

o HEALAMENFEIL,

s ZEEES5—/EA PropWeapon HKTHEXEX,

+ PropWeapon 2f&RIVFIL,

EHFHRASIE (DCC) B9, FHEHBNER PropWeapon ¥X¥5 Fi9#05R, 3k
SIS FENRE. ShEEE—IEMHEE, F6ER FBX S, AR
EANTERRIZHFE "miEes" BT, HEEEIW T DCC B8HigBRILan
=,

HEREMRERTA?

A BB —RFHNEFN T PropWeapon X7,

B E4EIRBIIESEAR.

C KRR RXTIRBERSFXEX,

D shE=HIESHIRIZEIE NN T PropWeapon XTHHINE,
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—EFIRRYEKRIRITIH (GDD) #4a T AXRIRB L 28 AT
. NIRARGREIIIMEBHAETEERTAENET NREESE. SIESE
ERNBAB—ENNERE. ENWLE, ARKFINSBABBREER "A
FEZRaESEE"  (Humanoid Rig Animation Types) RERizshzahiE,

BARERIBRGZAMT DA EIRE Avatar REHIEHMRUEHIER?

A R "BIWIRE" REWBARIESEE, FIBAKRIRERBAFOAR
.

B 51128 ARY Avatar iE /8 A-pose, FEBASERNZES T-pose.
C NS AR LB ARERKE, REARN EENMARESKE.

D ez A LERFNEB RIS KAzaFEE, (EAREEARLERAIE

B,
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—(RAREARIMEESEA—DPABBRS, EEEBNSETREERMIGIIT
ERRR, WERSEERTSMNANMNIBE. LR EEEM N ERTE:
— I BTAFAENRERRD], B— M HENRTERHIVRHERE.

REN—o BEGMUERFIME £, NT™AR:
Vector3 ProjectPositionOnGround(Vector3 position)
{
Vector3 ret = position;
RaycastHit hitinfo = new RaycastHit();
if (Physics.Raycast(position + new Vector3(0, 0.5f, 0), new Vector3(0, -1, 0),

out hitInfo, 1.0f, m_LayerMask))
{

ret = hitInfo.point;

}

return ret;

BRAZAINISI—LABHREBHMANZE (IK) RELSHEEGHITIE. mmEXx
IR RZ A MIE?

A ISIRBER, LARRATE BEEBXIERATRIHE IS T 2% 8.
B tRIEAEX/IMERRERME Raycast R,
C 4558 Raycast HMXELARREIRZEEBZEMEIRIE (Collider)

D 1R#& Raycast JR=#1 maxDistance ERNFHFAR/IMERREE.
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EHFAFEE (DCC) BhFERXFE—AR, MFE—HSERTAAIEN,
XA T B ERIBE AR LE AVTE SN ENSAE BRI FESWFE. N TIXE
EIBRBIWE, REUREFERT 12 MNMYIERNRIEINERR. P HIRE
AELA Humanoid Rigs S\, HESEREREIEZE,

B e ERESE T AZTE.,

e ERENETAHFIRANENRE ARG ERTA?
A %58 DCC Rig HimisHEMR FRIXTEIE.
B #®iE DCC Rig HA}ZEW LR BlendShapes B X T5iRE.

C ESAFHEREE 12 NHEMSEEFFER Unity Physics B EFEIEF
REEITA.

D S A\ERHEE 12 NHEREHAIE—MHALIS DCC Rig IREHE
PLECAITT A,

IEffEZE: AL B AL D. D
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