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2. S ANREE

FIFSEFHE— Unity TFE, s Asset >Import Package >Custom Package, #EFS A

NoitomMocapLiveUnity.unitypackage

Show in Explorer
Open
= Hierarchy Delete

v €] untitled Open Scene Additive

Import New Asset...

Export Package...
Find References In Scene
Select Dependencies
Refresh
Reimport
23 Project
Reimport All
Extract From Prefab

Run AP| Updater...

Assets 4

- Import package ...
«

Organize v New folder

_
&
[ This PC Neme

20

Cameras
Characters
CrossPlatforminput
Effects

Environment

Partic
Prototyping
Utility
Vehicles

“ Al ThisPC » BFADE (E) » Axis_Unity SDK > MocapLiveUnity

Date modified

- 3D Objects

I B toitemMocapLive_Unity_v1.0.2.Lunitypackage

JH Desktop
Documents
4 Downloads
b Music

v

03/12/2021 18:18

v | L Search MocapLiveUnity
- T @
Type Size
Unity package file 4,958 KB

File name: | NoitomMocapLive_Unity v1.0.2.1.unitypackage

~| unitypackage Cunitypacksge) |

Import Unity Package
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1. QuickStart: ERTEEMNRAIGR, NBMEEH NeuronTransforminstance.cs FIARIEKE— N7 5=

AR EY
2. PNSGlovesMocap: —/MEEMTHIHT, NBIEIFEM Axis Studio FERRNEIEIRFNF AP
il
3. SimpleFBXAnimations: —/MERMNTEIHR, NRMEERSHE fox F1EXHRIERFHAY)
e kil
4. AliceHybridMocap: —MEEARBI, N B Alice RAOREREIE
w

¥ 3 AliceMocapExamples
¥ &3 AliceHybridMocap
55 Materials
53 Models
‘Fﬁ MeuronMocapExamples
¥ &3l PNSGlovesMocap
3 Materials

3 Models
&3 QuickStart
&3 SimpleFEXAnimations

3.2 B HARR

1. Assets/Noitom/Scripts/Mocap/MocapApiManager.cs
EIES Adis IS EUEERE, IHTLFIEE.

2. Assets/Noitom/Scripts/Mocap/NeuronActor.cs
HiRk, BT AG@ESRFEIEMIHRA T BTEIEMATTE.

3. Assets/Noitom/Scripts/Mocap/NeuronSource.cs
NeuronSource 83 activeActors F1 suspended Actors FH#3EKEIE NeuronActor AL,
NeuronSource {#F OnUpdate 773% 5% NeuronActor NSRRI QB E#H, HEARENR
HERRRTEEASE5E (Akis PRNZEZFHEEEFNHERETEERK) . REXMIERM,
NeuronSource ¥ 7E F-Ma 82 2z [E 7R Nk Bk actor, FHiBEN NeuronActor.,

4. Assets/Noitom/Scripts/Mocap/Neuroninstance.cs



10.

11.

12.

13.

14.

15.

BT HEBOE S EERMN ST BIMES,. 4K 8 UnityEngine.MonoBehaviour, Neuroninstance
RALRSERUA M NeuronActor SEBIHEIRL Mocap S EMEIAE, %5 BT EE s HibTT %k
RBEFLIH. WERAREERMER, B USADIRBBENITTIERN BEsEdE SBRTS
¥ B0 Mocap 15 2.

Assets/Noitom/Scripts/Mocap/NeuronAnimatorinstance.cs

#%7% B Neuroninstance, HRHEEENX T ER Axis shBEEBE N AT Unity A9 Animator 2B/
I E B I transform A, GERTAEER
Assets/Noitom/Scripts/Mocap/NeuronAnimatorPhysicalReference.cs

#okk, BTG ANBEERTETUTRBRRTEINSE B Unity NRIEAMR. WRE
BT #IEY)#, ME NeuronAnimatorlnstance {5 .
Assets/Noitom/Scripts/Mocap/NeuronTransformsinstance.cs

4k7% B Neuronlinstance, 2B EXITEE Axis SIEEERE R BT transform A1, ERT
FARBRNERNEREBES T Unity BUABEREERIEE,
Assets/Noitom/Scripts/Mocap/NeuronTransformsPhysicalReference.cs

HaRE, ATYHEAMBERTETUTARETENNSE B Unity BINIREM. WRE
BT3B Y#, WA NeuronTransformsinstance %,

Assets/Noitom/Scripts/Mocap/ NeuronRigidbody.cs

IR Axis Studio B9 iE B EIE

Assets/Noitom/Scripts/Mocap/ NeuronRigidbodyListHelper.cs

RTERM Axis Studio FIREI ZDAMFRIERM IR, FEERHIERL D,
Assets/Noitom/Scripts/Mocap/NeuronTracker.cs

T Alice REYYEREE KR

Assets/Neuron/Scripts/Utilities/BoneLine.cs

fER%E LR AT B LMK AREFE,

Assets/Neuron/Scripts/Utilities/BoneLines.cs

Neuron Zg#Ea9SCTEFFSE, AT RANEUMIER Bonelines.
Assets/Neuron/Scripts/Utilities/BoneRigidbodies.cs

Neuron ZRiEar 9SS TERF2E, AT ARINSUMBRRBIEA.
Assets/Neuron/Scripts/Utilities/FPSCounter.cs

RTIE FPS (/) BISEAERFE.

3.3 NeuronAnimatorInstancef{iZ< /A AF & i B



A ow ™

P

Address: 27 Axis FIEFE TCP WML# T bvh EUE R A R& B R (P Hbti

Port TCP:: & Axis BRf-HiE #% TCP i 4T bvh FIERE R MR ENIRH S

Port UDP: 2 Axis ERfFHi£#% UDP i 4T bvh BIERHEAMNREN KOS

Actor ID: EIREY ID 5, BUAZ 0, AR Axis FE—1 AR, NRE Ais KEFFEZ I RE
N, E—AAEEIDHAO, E-NAEE DEAL RILEH,

Connect To Axis: B A AL FF <SR B an/MZ 1L EHE R A 1

Skeleton Type:

1) &£ #% Perception Neuron Studio, #ZFF& M PN Studio BE&RS, HEHE=T, BFFE®T,

Spine # Neck BEt 70N T :

Spine MoitomJoint_Spine (Transform)
Spinel MoitomJoint_Spinel (Transform)

Spine2 MoitomJoint_Spine2 (Transform)
Meck Moitomloint_MNeck (Transform)
Meckl Moitomloint_Meckl (Transform)

2) % #F Perception Neuron, T2F<{#H PN/PN Pro BB & %, BHEEANY, BEFE—T |, Spine

F0 Neck FYBRETZN T

Spine Robot_Spine (Transform)
Spinel Robot_Spinel (Transform)
Spine2 Robot_Spine2 (Transform)

Spine3 Robot_Spine3 (Transform)
Meck Robot_Meck (Transform)

A BB E XS EH% B EREHT%

Bound Animator: T B¥EHIEN AR AE L, MRETIEEARE, SBEHES
Rz A% Animator component FIAE, MRIEETAE, BN AEIEEAE L.
Motion Update Method: 2&# A Unity IREMRNIEIIEE R FiekE N &8, BRATER
BRI flat EERNATEIMEBNERIE.

Disable bone movement: X BEREN ABAMEEIE AEEHRKRTALA



4. 90{aT1E Axis ERIFRR IR BEEURR L X

4.1 Axis Neuron/Axis Neuron Pro W% E

1. B3 Axis Neuron/Axis Neuron Pro Eif4
2. mEXfH >RE SHIEEL

FTHFICE(D)...
ITFBE=FD...

BRI T FH 4O
=L TFEFER)

3. ®EFTCP/UDP, iZw=fBldh X TCP X, ¥TFF BVH BRI %, MR ERIFIRIARE = [F
E

fEFIA
Eh{ERS

=iz

S Hh AR

Bf

4. BE—IXHHEEERE

4.2 Axis Studio B E
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2.

J2T Axis Studio Er{4
B EXE >RE >BVH iR L

VEFREIEEI T FIZEIREFF %, Axis studio i E LR EUEMBLEIE,
R BAEIETELRRE BVH-HIE, MEALHEIES EiLFE BVH-HIE, 1Z7FH L BVH-4
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5. Neuron Skeleton Tools

NeuronSkeletonTools &— Mo UFRIREEEMEXIREANT R, 73 % Neuron-> Skeleton Tools H1,

t Component] MNeuron  Window Help

Skeleten Tools

| Shaded wllop |l o [ah | & =]

SkeletanTools

Various tools to add or remeve compenents fram every bone,

-~ Transform - | Target Objects:

\aNeuronRobot_SingleMesh | @ [Robot_ |
[ Clear ]
Colliders Settings:
Bone Collider Layer: | Default ™
[ Add Colliders |
[ Remove Colliders ]
Bone Collider Color: l |2
[ Show Colliders ]
[ Hide Colliders |
_ Rigidbodies Settings:
e | Add Rigidbodies |
[ Remove Rigidbodies ]

Boneline Settings:

Bone Line Color: 3
_ Bone Line Parent Width: .

Bone Line Child Width: —Cr 0.008 |
Bone Line Render Order: 10 |
| [ Add BoneLines ]
. [ Remove Bonelines ]

fER A

1.

HAERREIEFERFERITRHTINT NeuronTransforminstance IS, Z0E Frox:

File Edit Assets GameObject Component MNeuron Window Help

& Coizo - LS

@ Inspector

Sree A=peck w4 & [PNStudio_Avatar_DefaultSize | [ Static =
Tag [ Untagged 4| Layer | Default t]
Mode! [ Open [ Select | [©verrides -]
¥ .~ Transform o
Position ®0 Y0 Zo
Load your model into the scene .
(2] Lo=d y Rotation %o v zo
Scale X1 Y1 Z|1
¥ 32 & Animator o
Contraller [ None [Runtime Animator Controlle @
Avatar = PMStudio_Avatar_DefaultSizeAvat: @
Apply Root Motion ™4
Update Mode [ Mormal 4]
Culling Mode [ Always Animate a
Clip Count: 0
Curves Pos: 0 Quat: 0 Euler: 0 Scale: 0 Muscles: 0 Generic: 0
@ PPt O
Curves Count: 0 Constant: 0 (0,0%) Dense: O (0,0%) Stream: 0
(0.0%)
T
3 ¥ Neuron Transforms Instance (Script) I -

Add NeuronTransforminstance or

NeuronAnimatorinstance
i@ Project

| create -
¥ 1/ Favorites FI Assets > Moitom > PerceptionNeuron > Resources > Models >
=

I Socket Type

10



FEAERIE 5 T s Neuron >SkeletonTools ¥R EEMR, /G BIRN RS BINHEFERIES

AUREY, SNEIFTR:

r model automatically

Select your model

U ERPRETHER T UG EENBRATEHENEE T, Hla:
1) RHI/MBRREERS

2) BR/RERIERS

3) FRIN/ME: Rigidbodies

4)  7hn/Mikk BonelLine

11



6. NI HC B/ 1k F R

N

o >~ w

6.

EIEPNIA =L ki

RREVIR T BB IUA 0 1B

REVNIRETSREF A T pose

T pose AR T B BHAEEEN O

FrEBHMNE SLRA—, XiEA, Yk, ZEanEmR:

WEFRESENTRM, —MEBEFE, —MEWISKA 45°
1) 4534k, 7E Studio BAFAH XS A% B 8% B FR A “Perception Neuron Studio i”, HFHLEF
IEE I NEFrR:

12



2) HESKFF, 7 Studio ER14HR XV AYH B 88 & FR A “Perception Neuron Studio -Thumb open”,
HEFMERE LD TERR:

7. Noitom FHFERFEXIFHERH, PN/PN Pro BEEH PN Studio B8, SEKIE B BEEHE
8. ATHEERENAMHEIEELMETRMENE Axis PEARENEHRRNTELRS, &%
Axis B iR B IR G A e AR ARSIV EUR . 7E Axis IFEURRIR B TR BUE AR %R0 o],
BUB KX IR AR B NEUE AT ABEIRE, R 2k Hip BRI EM BB AT ABEIE.
AR MR Axis shEHIER B AT B AER FRERAY, BEARUEREEHEN LRIV LRE
K, MRTHZIFERNEE, RIMNELREENEE, EREREIRNNTERRL WET
BRHUARRVERZELE . Neuron/Resources/Models/Template Bone Structure. fbx
13



7. 30T {E A Axis BB R SEAT K] Unity FHAREY

1. 5 PerceptionNeuron.unitypackage FiRE, IMTSATIUSE Unity SIETREESA

2. BEEA— Humanoid AEEBRMER, RABERSEIWMELE/EFHHRE, FRIUVSGNE
Unity, Zonfl R A Axis Studio B BIARE

3. Asset AR SAMREY, £ Unity (Y TE IR, BHENER, REERERE NP HE R
‘I, BENshEXEEE RN AR (Humanoid) ", RE2E [NA]

[} #177Rig

Animation Type 2 ¥ Animation Type ZEFEHumanoid

O gL SE Sl Configure..

SmApply 2 BT

4. =i [EEE] MHR Avatar BEEREE. AENEREMWIIE Mechanism FEXNERELE
HWEARTER T FLH (T-pose), X—RIEBFEE., nit [RE] BEEE— 1 HE BRI
Avatar BCE W=y, WEPTR:

Avatar Definition

Optimize Game Objects

® Inspector
PN Avatar NewModel v20208vatar 3,

ILETT:s:@ Muscles B Settings

. Optional Bone -
¥ Body

(@ D) |4|‘|* (®) Hips L Hips (Transform) @ ©
Moitorn > PerceptionMeuron > Resources > Models > @ Spine ASpine (Transform) @
rials - ::.:: Chest A Spinel (Transform @
ey2_SkinRig_V3 8: Upper Chest ASpinez (Transform @
onRobot Bone Structure ¥ Left Arm

Robot_MultiMesh Py

B i#: Shoulder ALeftShoulder (Tran @
onRobot_SingleMesh = -
suronRobot Mesh A LeftArm (Transforr
| = | Mapping - | Pose -] |
1bot_References

:urenRobot_Mesh
siramDakhat SinalaMashfustar

14



TR WMREFRE (R (Mapping)->BaI#ES (Automap)) EEHEMH KK, WA NBEMNGHFR
(Scene) SERME (Hierarchy) RIEH R AEME. MR Mechanism INA—RBHEE, ZBHS
£ Avatar 140l#% (Avatar Inspector) R R A%KE, BUERALE. &KiE, WRERWEER, EAEN
RHER NSEBEIEE BEKRIER T FEH (Character not in T-Pose)”, TI{EFEE] T F&#H (Enforce
T-Pose) #HITIEH, BHERRRNBHIRER T F£H.
5. TIN&TH Mapping >Save (REFBRFEHES Avatar FIREIAR TRBEHN «ht), XLEHFTIY
HEALRFNETHEESEFER. X+28H, fINSmENREEREA—SNmEMNGEN
7, 18 Mechanism AHEMEBRETH . BETUNEMIEINE (Load) ht X, EFHE
RS RABHIT K,
6. BSAMRIRFINEREM (Hierarchy) "F, WEFFTR:

= Hierarchy
| Create '| (e all
YQSampleScene*
. Main Camera
Directional Light
& PNStudicAvatar_vZ2.0

7. Hierarchy A1EFERIFE] Inspector EHRF 4 NeuronAnimatorlnstance.cs BIZF INZI4ER F, 40
REFATENTIREM, I UER NeuronTransforminstance.cs

15



o > o] CTmEErTs TR RS E e [T [T
= Hierarchy | a-= | @ inspector I a-=
| creste -| @A ] b [PNStudioAvatar_v2.0 [] Static *

Tag [Untagged 4] Layer | Default 0
Model | Qpen Select | | Overrides )

¥ € samplescene* =
| Main Camera

i PNS

S0 schmechEm ¥ .. Transform @ %
Position ®[0 v[o z[o
Rotation %[0 ¥[o z[o
Scale X[ Y1 2
v 55 Mani S,
Controller [ None (Runtime Animator | @
Avatar & PNStudioAvatar_vZ 0Avat @
Apply Root Motion [
Update Mods
Culling Mode Cull Update Transfarms .
Clip Count: 0
Curves Pos: 0 Quat: 0 Euler: 0 Scale: 0 Muscles: 0
(1 Generic: 0 PPt O
\!. Curves Count: 0 Constant: 0 (0.0%) Dense: 0
(0.0%) Stream: 0 (0.0%)
Add Compenent
N &
Q. Newron @)
Search
B Neuron Animator Instance
e Neuron Instances Manager
e Neuron OVR Adapter
e Neuren Transforms Instance VR
e Neuron Instance
Neuron Transforms Instance
@5 Project ‘ (] Console Ched  Camera Reset To Neuron
- & Fy
l Create | [EIEYES New seript
¥ /Favorites Assets > Moitom > =
LAl Materials &5 PerceptionNeuran 9 ol
L .
(2L Al Models NeuronAnimatorinstancefiz=
(©L All Prefabs
¥ i Assets

8. RE Axis Bt Hi% BIIEIE RS Connection Settings &, Axis G HIBRERIEES X
WNME7E Axis B R BEIE R &, 2B B8 RS 5 A Axis Studio B4 B LR, B Axis Studio
AR EIRE N XX, RIEEURRA TR, IR RAEXRBNE M

¥ [¢| ¥ Neuron Animator Instance (Script) @ %
Connection settings:
Address 127.0.0.1
Port Tcp 7003
Script NeuronAnimgtorinstance o
Socket Type [TcP

Index of avatar in axis software, default is zero
Actor ID [

Whether to connect to anis software
Connect To Axis

p—— Skeleton Type [CRereeption Heuron studio]
Animator to motion, null means motion self animator
Bound Animator None (Animator) ]
Enable Hip Move ~
Enable Finger Move ™4
Motion Update Method [ Mormal

disable bone movement:
Hips
LeftUpperLeg

oo

S

A EZEFEBTSE: 3.4 NeuronAnimatorinstance IR AL T 215 07
9. Unity fmifr [ET], TEBELRREEK Axds BRI IRAMFNERR, WEPR:

16



chr00

Q Unity 2018.3.0f2 Persenal - 5ampleScene.unity - Project15 - PC, Mac & Linux Standalone <DX11>

File Edit Assets GameObject Component Neuron Window Help

17



8. LBE&ERY

KB 5 Axis S ERBEREM
1. BEALEBEWMNIEH (Rotation) &

2. ANEFEFALBWAME (Position) 1E
3. AEEERHUE (Hierarchy) FIEFELBHFRKITER (GameObject) 5

18



9. 7 AHM/Alice HEIE B

9.1 FEAHM/Alice X BHBRER

1. IZ{TAHM/Alice

Recorder / Player
Lamguage Setting

About Us

2. Rk B SENEIN >HEIHIRE, BFMocap, EE TCPERUDPHINY, 1&RARERRYIPIHEL K2 is ]
WNE 2 EFTCPHHATAYIEIR,

Data Output

3. RmEHELMFIREEL,
9.2 AHM/AicelfiEEi%E

1.J=1TAHM/Alice

19



3. REITLUEI—NNRE. kiR RT IRE K EIRERIEML.

TR IRERHNENEFIMRE.

D

4. WMNRERR (LWRTREHRATEUnyRBIBERER, AUES) | FERBERREL
ENIREHZES, R e EREEN.

Device

Calculate

Translation

20



10. nfarfE F§ AHM/Alice F9I% & FE IR E A

1.8 —4> GameObject 3 [Add Component] , i%F%"Neuron Tracker".
2. W E AP ZH LRI AHM/Alice K H B

a) Address: IP Hifi: ([ AHM/Alice ¥ B s i i & Huhlk)

b) Port: 415 ([ AHM/Alice & B it K i 1)

c) Socket Type: TCP/UDP ([H] AHM/Alice ¥ B AU s K WS

d) Device Name: &% ([F] AHM/Alice 1 B W& 4 HFK)

21



11. Z{af A Axis Studio S H B FBX MA4-IK =R EY

11. 1 Humanoid H3\

3. B AR 7 Inspector EHRHE Animation Type & & 4 “Humanoid”, HA{RIZFRIAEE, RET
AE R [Apply] KA

4. =i [Configure] & E Avatar BE&ERES, T IEZMBIEKNTNEFHIBHERE L, Mapping &
RS Mapping >Load AxisStudioMapping.ht X4, #NEPRT=:

[RETRIE Muscles & Settings

aftl m,
(@® Lower Leg ALeftLeg (Transform)
(@ Foot ALeftFoot (Transform)
£ Toes ANone (Transform)
¥ Right Leg
(® Upper Leg ARightUpLeg (Transform)
@ Lower Leg ARightLeg (Transform)
@ Foot ARightFoot (Transform)
£’ Toes ANone (Transform)
{| Mapping *| Pose - | i
Clear | Revait || Apply || Done :
A
P 1
FEES
—_—
¥ X[o e 2o ;
¥ Save x0 Yo zio :
e vl vy L a0 =
< Open Human Template X
« v 4 I« Assets > Moitom » PerceptionNeuron > Resources :I o v O Search Resources o
Organize v MNew folder Bz« MH e
E This PC o Mame Date modified Type Size
_J 3D Objects Materials File folder
[ Desktop Models File folder
Documents Prefabs File folder
Shaders File folder
3 Downloads
Textures File folder
J’ Music L] AxisStudioMapping.ht e HT File 2KB
=] Pictures || NeuronSkeletonMapping.ht 3/26/2018 5:52 PM HTFile IKB
B Videos [ MeuronSkeletonhMapping_NoPrefix ht 3/26/2018 5:52 PM HTFile 2KB
‘i Local Disk (C)
TG s
File name: | AxisStudioMapping.ht v| ht (*.ht) ~

[0 o

22



5. KRR [Apply] R FIZBRSS

6. Hierarchy RACKIEHREREFER, KH Transform FAJ Rotation FEREE,

7. ¥TFF Axis Studio S FBX XM, RESESE, BTZ76PERBIEE R Axis Studio AIFR
AR NS HE BN SBRBEERF Axs studio, WMREFHERFEESRS Axis Neuron i
HEFROEER—E, FBATELERE Axis Legacy BHE

2.0-Regular Finger moverr

FBX Export (*fbx)

8. & FBX shE XS AEIHEFTFHY Unity TREH
9. HEHFAXHE, Inspector > Rig> Animation Type 1%#F Humanoid F%k s [Apply] Badr
[Configure], WERFT:

m-= | O Inspector &=
-~ |4 [% | * 2.0-Regular Finger movement_chro0 Import @ 5! #
& Assets » Moitorn > PerceptionMeuron > MeuronExamples > Sim \]4 | ©pen |

2 § —ihRig
Model B fnimation | Materials

Animation Type l3! PFEHumanoid

'2.0-Regular.. | chroQ 2,0-Regul.. Avatar Definition Create Fram This Model

& | Configure... |
(1 it S\ HIFBXSH (5% fConfigure |ICELIFTTN
Optimize Game Objecl|

| Revert]| Apply

o 23
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10. ¥TF Avatar configuration =g, BB EMMN character /&4 T-Pose, WRAZT @IS
Pose >Enforce T-pose ¥ Hi& & A T-pose, EFfR:

i | M;p.ping '[ PHE; "]

Reset

— Sample Bind-Pose —
¥~ Tr

. Enforce T-Pose
Position

Rotation
Scale

11 N ERRF XA ZSIER, o7 Mapping EtRk =& Mapping >Load , % Resource HE
9 AxisStudioMapping.ht X4, ZXHATNEFHS Axis Studio FIBEE @A BERRE X, #
BRI R 2, o AFaERMET KR,

S MBREAMNE Axis Neuron TJ UANE NeuronSkeletonMapping.ht 3X {4, BE&MEIESEK F AL

Noitom B 8&RRES

12. Hierarchy FRRIE PR EEE, HH Transform HAY Rotation H#ENEE, LHEKIBIE, BRI Axis
Studio SHiAY fox AR Unity PEIRMN A BN RIBIEVRESEERELR -, AFTERFK

345 Rotation IRBEANE, BENZSEERERBENVGBESHE T .
13. U E&EBREREST [Apply] NH
14. =i [Done] &R[E E—ZH=

15. EREhE, FTASETESRE, sifd THTDUEFER RELNEENIFNEZE Humanoid FY1EEY
WNE PR

¥

=S L I
0:00 (000.0%) Frame 0 2 EeFHER -

®

24



16. e [Play]l steT TS IZEE 7

2:19 (004.9%) Frame 79

11. 2 Generic H R,

Unity A E X BY Generic KEIESRIRBIFFNE LGB EMANERENTE K, WRIRHNE
BEREREMIGTRE Axis SH FBX XHMEE—3, AR UL Generic AR, #
Rig >Animation type X & A Generic, Avatar Definition 1% & 4 Create From This Model B ],
AR Axis SHIM FBX XHFHEXMBRERMTBTE —BMSERENE:
Neuron/Resources/Models/PNStudioAvatarSingleMesh.fbx
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12. i A: Noitom &M

12.1 PN Studio ‘BESmL&t

F Head
:Elz‘. Neck
@ Head
. Left Eye
. i Right Eye
U Jaw
l-'-E!od'f
@} Hips
i | @ Spine
:ﬁ‘. Chest
:ﬁ‘. Upper Chest
¥ Left Arm
{8: Shoulder
;) @} Upper Arm
@ Loawer Arm
(®) Hand
¥ Right Arm
:ﬁ‘. Shoulder
v (® Upper Arm
@} Loawer Arm

@} Hand

@ Lower Arm

@ Hand

¥ Left Leg
@ pper Leg
(®) Lower Leg
@ Foot
:ﬁ: Toes

¥ Right Leg
@ pper Leg
@ Lower Leg

(®) Foot

e
i@ Toes
ae

A Neck (Transform

A Head (Transform

)
)
A Mone (Transform)
A None (Transform)
A Naone (Transform)

A Hips (Transform)

A Spine (Transform)

AL Spinel (Transform)

A SpineZ (Transform)

A LeftShoulder (Transform)

A LeftArm (Transform)

A LeftFareArm (Transform)

A LeftHand (Transfarm)

A RightsShoulder (Transfarm)

A RightArm (Transform)

A RightFareArm (Transform)

A RightHand (Transfarm)

L RightForeArm (Transform)

A RightHand (Transfarm)

A LeftUpLeg (Transform)

A LeftLeg (Transform)

A LeftFoot (Transform)

A LeftFoot_End (Transform)

A RightUpLeg (Transform)

A RightLeg (Transform)

A RightFoot (Transform)

A RightFoot_End (Transform)

o e e a @ @ O 0 L2 I - I IR L2 o R I 2 28 2 28 a

Qo O o

Left Fingers

r"‘\
H H
ae
aw
H o
r"‘\
H H
ae
r"‘\
HLH
ae
r"‘\
H H
ae
L
AL
ae
r"‘\
H H
ae
H H
ae
-1
H H
L
-1
H H
ae
]
H o
r"‘\
H H
L
=
HLH
ae
.-;.
i
"
H H

a#

Thumb Proximal
Thumb Intermzdiatz
Thumb Distal

Index Proximal
Index Intermediate
Index Distal

Midd e Proximal
Midd e Intermediate
Midd e Distal

Ring Proximal

Ring Intermed ate
Ring Distal

Little Proximal
Little Inte-mediate
Little Listal

Right Fingers

]
H H
. e
im
H H
B
im
H H
. e
e
H H
. e
im
H H
. e
im
H H
. e
e
H H
. e
imi
H H
. e
im
H H
. e
im
H H
. e
imi
H H
. e
im
H H
. e
im
H H
. e
im
H H
. e
im
H H
. s

Thumb Proximal
Thumb Intermediate
Thumb Distal

Index Proximal
Index Intermediate
Index Distal

Middle Proximal
Middle Intermediate
Middle Distal

Ring Proximal

Ring Intermediate
Ring Distal

Little Proximal

Little Intermediate
Little Distal

A LeftdandThumbl (Transform)

A LeftdandThumb2 (Transform)

A Left1andThumb3 (Transform)

A Leftdandindexl (Transform)

A Left4andindex2 (Transform)

A LeftdandIndex3 (Transform)

A LeftdandMiddlel (Transform)

A Left1andMiddle2 (Transform)

A Left1andMiddle3 (Transform)

A LeftdandRing- (Transform)

A Left4andRing? (Transform)

A LeftdandRing3 (Transform)

A LeftdandPinkyl (Transfarm)

A Left1andPinkyZ2 (Transfarm)

A LeftdandFinkys (Iransfarm)

A RightHandThumbl (Transform)

L RightHandThumb2 (Transform)

A RightHandThumb3 (Transform)

A RightHandIndex1 (Transform)

A RightHandIndexZ (Transform)

A RightHandIndex3 (Transform)

A RightHandMiddlel (Transform)

A RightHandMiddleZ (Transform)

A RightHandMiddle3 (Transform)

A RightHandRingl (Transform)

A RightHandRingZ (Transform)

A RightHandRing3 (Transform)

A RightHandPinkyl (Transform)

A RightHandPinky2 (Transform)

A RightHandPinky3 (Transform)
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13. B3 B: BE&M=

Axiz Meuron:

1. Hips+

2. RightlUplLeg+

3. RightLeg+

4. RightFoot«

5. LeftiUpleg

&. Lefileg+

7. LeftFoot+

8. Spines

. Spinels

10. Spine2«

11. Spine3«

12. Meck+

13. Head+

14, RightShoulder«

15. RightArm«

16. RightForeArm+

17. RightHand+

18. RightHandThumbl+
19. RightHandThumb2«
20. RightHandThumb3+
21. RightinHandlndex+
22. RightHandIndex1+
23. RightHandIndex2+
24. RightHandIndex3+
25, RightlnHandMiddle«
26. RightHandMiddlel+
27. RightHandMiddle2+
28. RightHandMiddle3+
29. RightinHandRing+
30. RightHandRingl«

31.
32.
335.
34.
35.
36.
37.
38.
39.
40.
41.
42
43.
44,
45,
4a.
47.
48.
43
50.
51.
52.
53.
54.
55.
56.
57.
58.
59.

RightHandRing2+
RightHandRing3+
RightinHandPinky+
RightHandPinkyl+
RightHandPinky2+
RightHandPinky3+
LeftShoulder«
LeftArm+
LeftForedrm+
LeftHand+
LeftHandThumbl+
LeftHandThumb2+
LeftHandThumb3+
LeftinHandIndex+
LeftHandIndex1+«
LeftHandIndex2+
LeftHandIndex3+
LeftimnHandMiddle+
LeftHandMiddlel+
LeftHandMiddle2+
LeftHandMiddle3+
LeftinHandRing+
LeftHandRingl+
LeftHandRing2+
LeftHandRing3+
LeftinHandPinky+
LeftHandPinky 1+
LeftHandPinky2+
LeftHandPinky3+
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Axis Studio:

1. Hips+ 31. RightHandRing2+
2. RightUpleg+ 32. RightHandRing3+
3. RightLeg+ 33. RightinHandPinky+
4. RightFoot« 34. RightHandPinkyl«
5. LefiUpleg+ 35. RightHandPinky2+«
6. Leftileg+ 36. RightHandPinky3+
7. LeftFoot« 37. LeftShoulder+

8. Spine+ 38. LeftArm«

9. Spinel«s 39. LeftForeArm+

10. Spine2« 40. LeftHand+

11. Meck+ 41. LeftHandThumbl+
12 Meckl# 42 LeftHandThumb2+
13. Head+ 43 LeftHandThumb3+
14. RightShoulder« 44. LeftinHandIndex+
15. RightArm« 45, LeftHandIndex1«
16. RightForeArm+« 4. LeftHandIndex2+
17. RightHand« 47. LeftHandindex3+
18. RightHandThumbl« 48. LeftinHandMiddle+
15 RightHandThumb2« 43, LeftHandMiddlel«
20. RightHandThumb3+ 50. LeftHandMiddle2«
21. RightinHandlndex+ 51. LeftHandMiddle3+
22. RightHandIndex1+ 52. LeftinHandRing+
23. RightHandIndex2+ 53. LeftHandRingl«
24. RightHandIndex3« 54. LeftHandRing2+
25. RightinHandMiddle+ 55. LeftHandRing3+
26. RightHandMiddlels 56. LeftinHandPinky+
27. RightHandMiddle2+ 57. LeftHandPinky 1«
28. RightHandMiddle3+ 58. LeftHandPinky2+«
29. RightinHandRing+ 59. LeftHandPinky3
30. RightHandRingl+

25 A 59 IREERFS], MR Unity REARREZ Humanoid B85, BT INZEETHES
RS InHand FIEEE, a0 5 21 B RightinHandIndex, o] I ZBRER T Spine B8, XX 11 1R
RERERMNRAETELIELIER T 49 R EHRAMETEIT .,
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14. B C: Z#HHIEHEFS

Axis =B —HBIBIRNENFIINTERTE, ER—4F i, EEARMIR
FPAKE, BEBURTEHEEEHEMAMBEE.

AxisNeuron

NO DISPLACEMENT WITH DISPLACEMENT

Position Rotation Position Rotation
Bone X Y Z:'Y X Z X ¥ Zi ¥ X 2
Hips 0o 1 2t 3 # b 0 1 28 838 @4 B
RightUpLeg 6 ¥ 8 6 7 8 8 0 M
RightLeg 9 10 11 12 13 14 15 16 17
RightFoot 12 13 14 18 19 20: 21 22 23
LeftUpLeg 15, 16! 17 24 25 26 27 28 29
LeftLeg 18 19 20 30 31 32 33 34 35
LeftFoot 21 22 23 36 37 38 39 40 41
Spine 24 25 26 42 43 44 45 46 47
Spine1 27 28 29 48 49 50 51 52 53
Spine2 30 31 32 54 55 56 57 58 59
Spine3 33 34 35 60 61 62 63 64 65
Neck 36 37 38 66 67 68 69 70 71
Head 39 40 41 72 73 7475 76 77
RightShoulder 42 43 44 78 79 80 81 82 83
RightArm 45 46 47 84 85 86 87 88 89
RightForeArm 48 49 50 90 91 92 93 94 95
RightHand 51 52 53 96 97 98 99 100 101
RightHandThumb1 54 55 56 102 103 104 105 106 107
RightHandThumb2 57 58 59 108 109 110 111 112 113
RightHandThumb3 60 61 62 114 115 116 117 118 119
RightinHandIndex 63 64 65 120 121 122123 124 125
RightHandIndex1 66 67 68 126 127 128:129 130 131
RightHandIndex2 69 70 71 132 133 134 135 136 137
RightHandIndex3 72 73 74 138 139 140 141 142 143
RightinHandMiddle 75 76 77 144 145 146 147 148 149
RightHandMiddle1 78 79 80 150 151 152 153 154 155
RightHandMiddle2 81 82 83 156 157 158 159 160 161
RightHandMiddle3 84 85 86 162 163 164 165 166 167
RightinHandRing 87 88 89 168 169 170 171 172 173
RightHandRing1 90 91 92 174 175 176 177 178 179
RightHandRing2 93 94 95 180 181 182 183 184 185
RightHandRing3 96 97 98 186 187 188 189 190 191
RightinHandPinky 99 100 101 192 193 194 195 196 197
RightHandPinky 1 102 103 104 198 199 200 201 202 203
RightHandPinky2 105 106 107 204 205 206 207 208 209

RightHandPinky3 108 109 110 210 211 212:213 214 215



AxisStudio

Bone

Hips

RightUplLeg
RightLeg
RightFoot
LeftuplLeg

LeftLeg

Left Foot

Spine

Spine

Spine2

Meck

Meck1

Head
RightShoulder
RightArm
RightForeArm
RightHand
RightHand Thumib 1
RightHand Thumb2
RightHand Thumb3
RightinHandindex
RightHandindex1
RightHandindex2
RightHandindex3
RightinHandMiddie
RightHandMiddie1
RightHandMiddie2
RightHandMiddie3
RightinHandRing
RightHandRing1
RightHandRing2

RightHandRing3
RightHandPinky

RightHandPinkyl
RightHandPinky2
RightHandPinky3

X

Faosition

0

MO DISPLACEMENT

¥ o2 K
1 2 3 4

12 13
15 18
18 18
21| 22
24 25
27| 28

i3 34
36| 37
38 40
42 43
45 48
48 49
2l 52

ar| 58

g3 84
66| &7
6o 7

TZ| 73
x| 76
78 7o
g1 az

87| 88

g3 o4
g8 47
g8 100
102 103
1053 106
108 109

Rotation

Z

11
104
107
110

WITH DISPLACEMEMT
Fosition

X
0
&

12

18

24

0

36

42

S8 ES

=R

102
108
114
120
126
132
138
144
150
136
laz2
le8
174
180
186
132
lag
204
210

f
1

7
13
13
25
31
a7
42
44
I3
g1
87
73
g
85
gl
g7

103

108

115

121

127

133

138

145

131

157

183

1&g

175

181

187

133

lgg

205

211

il
2
8

14

20

26

32

38
44
0
6

62
68

i’
a0
g6
g2
g8
104
110
116
122
128
134
140
148
152
138
1s4
170
176
182
188
124
200
206
212

Rotation

K
3
g
15
21
27
33
38
4z
21
=T}
63
g2
[
g1
87
g2
8o
105
111
117
123
128
135
141
147
133
158
165
171
177
183
188
1as
201
207
213

Y
4
10
16
22

28
34
40
48
a2
a8
a4

7
76
82
88
o4

100

106

11z

118

124

130

136

142

148

154

160

166

1v2

178

184

180

188

202

208

214

£

=
11
17
23
28
35
41
47
a3
28
63
7l

[
83
i)
g5
101
107
113
118
125
131
137
142
149
135
181
1a7
173
17a
185
181
1a7
203
200
215
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