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https://bowlroll.net/file/152466
Mbziph L m—R L TR
[Assets]-[Import Package]-[Custom Package] TR —h

Asset Store/HLL FaA AR —h

Mecanim Locomotion Starter Kit
"Unity-chan!" Model

[Hierarchy] C[Create]-[3D Object]-[Plane]
[Project]?[UnityChan]-[Stage]-[Materials]-[tile3.mat] % [Plane]{Z K Z 7

[Hierarchy] C[Create]-[3D Object]-[Sphere]
[Inspector] C[Transform]-[Position]%[4 0.5 4[{Z¥ %

[Project]?[UnityChan]-[Prefabs]-[unitychan.prefab] T — /B
[Inspector] C[Transform]-[Position] & [-4 0 -4]I1Z 9%

[Project]®[Mikoko]-[Mikoko.fbx]% > — 2B /0
[Inspector] C[Transform]-[Position]2[0 0 0]iZ9%

[Main Camera]Z3&4R L C

[Inspector]®[Add Component] C[Camera-Control]-[Smooth Follow]% 1B/l
[Inspector]®[Smooth Follow]?

[Target]% [unitychan]iZ

[Distance]Z[5]iZ

[unitychan]Z &R L T
[Inspector]P[Animator]-[Controller]Z[Locomotion](Z
[Inspector]®[Add Component] C[Scripts]-[Locomotion Player]% 8/l
[Inspector]?[Animator]-[Apply Root Motion|{ZF =7 % A5

ZZETTEIEMER
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[Project] C[Create]-[Animator Controller]% 1F/ik
[Animator] C[Create State]-[Empty]%1Efik
[New State]% 324K L T[Motion]|Z[Walk]Z 3% &

[Mikokol] % &4 L C

[Inspector]?[Animator]-[Controller]%[New Animator Controller](Z
[Add Component] C[New Script]% 1E%

[NewBehaviourScript)|& 4 7 /L2777

PUF D EHIZEEEEL T /LR L TVisual StudioZ LS

using System. Collections;
using System. Collections. Generic;
using UnityEngine;

public class NewBehaviourScript : MonoBehaviour f{

// Use this for initialization
void Start () {

}

// Update is called once per frame
void Update () {
float z = transform. position. z;
if (z > 4.0 || 2z < -4.0) transform. Rotate(0, 180, 0);

ZZETTEIEMER
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[Hierarchy] C[Create]-[UI]-[Text] & 1E ¥,

[Inspector]®[Rect Transform]?[Pos X, Pos Y, Pos Z]%[0 0 0]iZ
[Inspector]®[Rect Transform]?>[Width, Height]%-[640 50](Z
[Inspector]®[Text]-[Font Size]Z[40]iZ

[Inspector] [ Text]-[ Alignment] % H1 L4 Z (2
[Inspector]D[Text]-[Vertical Overflow]% [Overflow]iZ

[Sphere] & &R L T
[Inspector]D[Sphere Collider]-[Is Trigger|{ZF =7 % AiLd

[Mikoko]Z R LT

[Inspector]®[Add Component] C[Physics]-[Box Collider]% i8N
[Inspector]®[Box Collider]-[Is Trigger|{ZF =2 % A5
[Inspector]®[Box Collider]-[Center]%[0 0.7 0]iZ
[Inspector]®[Box Collider]-[Size]%[0.4 1.4 0.4]iZ

[unitychan]% &R 1L T

[Inspector]®[Add Component] C[Physics]-[Box Collider]% i8N
[Inspector]?®[Box Collider]-[Center]%[0 0.75 0](Z
[Inspector]®[Box Collider]-[Size]%[0.4 1.5 0.4]iZ
[Inspector]®[Add Component] C[Physics]-[Rigidbody]% 1B/l
[Inspector]D[Tag]Z[Player]iZ

[Plane] &1 4R L T
[Inspector]®[Add Component] C[Physics]-[Rigidbody]% 1B/l
[Inspector]P[Rigidbody]-[Use Gravity]DF =7 %43

[Text]ZiERL T

[Inspector]P®[Add Component] C[New Script] &£,
[NewBehaviourScriptl V=L TNV

PUFDO XAz FEEEL T /LRL CVisual StudioZ LA

using System. Collections;

using System. Collections. Generic;
using UnityEngine;

using UnityEngine. UI;

public class NewBehaviourScriptl : MonoBehaviour {
public static Text message;

// Use this for initialization

void Start () {
message = GetComponent<Text> () ;
message. gameOb ject. SetActive (false) ;

}

// Update is called once per frame
void Update () {

}
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[Sphere] & &R L T

[Inspector]®[Add Component] C[New Script] &£,
[NewBehaviourScript2|% 4 7 /L7 7

PUF DIz 5EEL T /LR L CVisual StudioZ B2

using System. Collections;
using System. Collections. Generic;
using UnityEngine;

public class NewBehaviourScript2 : MonoBehaviour {

// Use this for initialization
void Start () {

}
void OnTriggerEnter (Collider col)
{
if (col.tag == "Player”)
{
NewBehaviourScriptl. message. text = “GAME CLEAR”;
NewBehaviourScriptl. message. gameOb ject. SetActive (true) ;
}
}

// Update is called once per frame
void Update () {

}

[Mikoko]ZE&4R L C
[NewBehaviourScript]z 4 7 /L2727
AT D LSz 528 TE /LR L CVisual Studioz U5

using System. Collections;
using System. Collections. Generic;
using UnityEngine;

public class NewBehaviourScript : MonoBehaviour f{

// Use this for initialization
void Start () {

}
void OnTriggerEnter (Collider col)
{
if (col.tag == "Player”)
{
NewBehaviourScriptl. message. text = “GAME OVER”;
NewBehaviourScriptl. message. gameOb ject. SetActive (true) ;
}
}

// Update is called once per frame
void Update () {
float z = transform. position. z;
if (z > 4.0 || 2z < -4.0) transform. Rotate(0, 180, 0);

Uk




