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Add Property
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Rk A HL (Animator Controller) ¥ 7= i i 32 #. Assets/Create/Animator Controller
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IR o TEBEVAS vh s ) 5 26 2 BT 1) AR B AT S5 30IR 285 18]
F D045 4 T B SO0 I 1) SN AS v i B S8 1) 7R 43 )
J& Animator Z5H 1) SetFloat (), Setlnteger (), SetBool ()
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public void SetFloat (string name, float value);

= Animator

|Layers | Parameters ®
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Int
Bool

a- Name

~ Move

Trigger

K 5-8 SRR

public void SetFloat (string name, float value, float dampTime, float deltaTime) ;

public void SetFloat (int id, float value);

public void SetFloat (int id, float value, float dampTime, float deltaTime) ;

public void SetInteger (string name, int value);
public void SetInteger (int id, int value);
public void SetBool (string name, bool value);
public void SetBool (int id, bool value);

public void SetTrigger (string name) ;

public void SetTrigger (int id);
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public static int StringToHash(string name) ;
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o

Create State > Empty

Create Sub-State Machine From Selected Clip
Paste From New Blend Tree
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Animation/AnimatorController_01.controller
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Tag
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Speed 1
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Motion Time | Parameter
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Foot IK B
Write Defaults vl Create State
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Has Exit Time | |
¥ Settings
Exit Time 0.9157304
Fixed Duration V|
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| Conditions |
‘=\Mave - true v |
+ -
B 5-13 g imiad i
*x52 FEITERMH
B 14 ¥ fi#
- 24 B ] 1o Y AN AR A U A 4 s e O 0T, R 480 R A8 0 b o AR B TR R AT
Has Exit Time .
o

Exit Time M) Has Exit Time B, BAH 2 7R 2847 528 I 0 b o AL 1R[]

BAHA true BFF IR i P I A] LARD R B 0L, (8 false I 32755 5 38 B 1) L JRUCIR 25
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118 | Unityiirsk B IKNFF &
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Movement

2D Simple Directional

Horizontal ¥ | Vertical

 ldleD @| o 0

@ Walk01 - Forwards ®| -0.001210644 | 1.894965
A Walk01 - Backwards ) -1.853818
 Strafe01 - Left ® [-1.394433 -1.104288E-05)
“ Strafe01 - Right @
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X il Pos Y, 1fii X Position From & /x A A 4 I — T 3% B Pos X, PosY fRf¢ A 25, Y
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Speed And Angular Speed
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Angular Speed (Rad)
Angular Speed (Deg)
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