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1. &t

ARG EEBI R T AT FE Xk 5128 Unity 3D EEUETREE Axis R A shiiE 409 E 50 IR 50E .
AxisStudio B X LR ER B A BIBENSR IR, BLEUBRERMMSIEEE, SRR ER LS
¥R, SR EHEIEFTASURRTTXE, AxisStudio Bt i Y B 4 5RE/SE I RSB IT MK B &5
2| Unity 3D 3. A7 AEMRIA T INEZEFEAE L X6 EEE R T HIER N .

IR RIEIT MR E R Adis B4 A EREEEESSREHE] Unity 3D 34F, FRINIAZEHRE Axs
BAES Unity BRFREESIMKERZRIT], RNERDIAER—BSBER LIETT.



2.Unity ZifERFEESA

FTFF Unity TH2fE &7 Asset >Import Package >Custom Package ¥ PerceptionNeuron.unitypackage 7
PR Unity TREHEIT],

€0 Unity 2017.4.3f1 Persona
File

ar & Linux Standalone <DX11>

Edit Assets

Show in Explorer
COpen
= Hierarchy Delete

v € untitled Open Scene Additive

Import Mew Asset...

Export Package...

Find References In Scene Cameras

Characters
Refresh Ctrl+R CrossPlatforminput
Reimport Effects

Select Dependencies

@ Project Environment

Reimport All

ParticleSy

Prototyping
Run API Updater... Utility
Vehicles

Extract From Prefab

Q) Import package ... X
< ~ 4 > ThisPC > FO0% (D) » Axis_Unity SDK v | @ | Search Axis_Unity 5DK P
Organize Mew folder = M @
| Tmp *  Mame - Date medified Type
[] sz B | & Percepti ity ion0.2 16.unilypackage| 7/27/2020 1:41 PM Unity package fi
@ OneDrive
DI Documents
B rcues o >
File name: | PerceptionNeuronUnityl ion0.2.16update.unitypackage | unitypackage (".unitypackage) |

I Open I | Cancel |

Import Unity Package n

PerceptionNeuronUnityIntegration0.2.16




3. PerceptionNeuron.unitypackage HRIEE &

3.1 »~HigE

1£ Assets >Noitom >PerceptionNeuron >NeuronExamples FE 7 LN =FEsE, B0 T:

M owon

FaceToVrCamera: Sk 7=, vr iREY & @FI LR E—2
OVRExample: KERHI, LKBRELE S
ShutterKeyBinding: Shutter #\&&7 =1
SimpleFBXAnimation: FBX =& X 14K F 7~

B Project | [ElConsale

| Create '|

Yﬂf’Favoritcs
@AII Materials
© Al Models
@AII Prefabs

¥ &5 Noitomn
¥ 3 PerceptionMNeuron
¥ &3 NeuronExamples
ﬁFaceToVrCamera
55 OVRExample
55 ShutterkeyBindings
53 SimpleDataStreamR eading
55 SimpleFBXAnimations
55 QuickStart
Yﬁ Resources
55 Materials
» 53 Models
&5 Prefabs
&3 Shaders
ﬁTextures
¥ & Scripts
&3 Editor
&3 Mocap
& Utilities

3.2 B A

Assets/Neuron/Scripts/Mocap/NeuronDataReaderManaged.cs

BEIREWR B Axis B bvh £4E

Assets/Neuron/Scripts/Mocap/NeuronConnection.cs

BIEG Axis RIFMEERER, IHTIAER
Assets/Neuron/Scripts/Mocap/NeuronSource.cs

NeuronSource 1@1d activeActors #1 suspendedActors FH K EIE NeuronActor AISEA,
NeuronSource {# f§ OnUpdate 7731451 NeuronActor NEREY TR BB E 5, A RESk
HMREBRRRTEEAZE5E (Ads PNSEZFHRECENIERETEERX) . REXMER,
NeuronSource Y7 P/ MEH Z [B R IS MIER actor, FFi@A NeuronActor,



10.

11.
12.

13.
14.

15.
16.
17.
18.
19.
20.
21.
22.
23.
24.

Assets/Neuron/Scripts/Mocap/NeuronActor.cs

R tERITEBIREMAETRESE, TR T —EIERBAT AN DU R ER R AR E
HEENEHE.  NeuronActor IR TT URTF Mocap 158, FFiRf## NeuronSource R E & {F[E]
VAR EMEIENTT .

Assets/Neuron/Scripts/Mocap/Neuroninstance.cs

BT HEBOEHEERMN ST BIMES,. 4K B UnityEngine.MonoBehaviour, Neuroninstance
RELRESFEBUAZM NeuronActor SEBIEIRL Mocap 5 2 MIEIAE, %5 Bl EESHMT X
PBEFNLIA ERRREERMER, B USRDIRHBEXITERN BEsids, LIRS
E B Mocap 152

Assets/Neuron/Scripts/Mocap/NeuronAnimatorinstance.cs

487X B Neuroninstance, RHtBENXTTE, M Neuron EZaf#dER AT Unity )@ 4 4+
BENBRNTHRAN. FEARLBRREAELELE
Assets/Neuron/Scripts/Mocap/NeuronAnimatorPhysicalReference.cs

#okk, BMTHHEANBEERTETUTRBRRTEINSE B Unity NRIEAMR. WRE
BT #IEY#, MH NeuronAnimatorlnstance {5 .
Assets/Neuron/Scripts/Mocap/NeuronTransformsinstance.cs

4k7% B Neuroninstance, 12ftBE X TT7EMERR Neuron Eah#iEN BT LA MG, KHAB
FTELXASNY BRI BEHREEL T Unity FEANRINZENER.
Assets/Neuron/Scripts/Mocap/NeuronTransformsPhysicalReference.cs

#iEk, ATHHRAMBEERTETUTRRRTEINSEER Unity RIGAMR. RE
T 4320, M NeuronTransformsinstance &£
Assets/Neuron/Scripts/Mocap/NeuroninstancesManager.cs

SFFE NeuronActor, NeuroninstancesManager &< {& NeuronAnimatorinstance.,
Assets/Neuron/Scripts/Utilities/Boneline.cs

R R AT B AN AREFE

Assets/Neuron/Scripts/Utilities/Bonelines.cs

Neuron 4 #r 9L FIREF3E, AT/ INEMIER Bonelines.
Assets/Neuron/Scripts/Utilities/BoneRigidbodies.cs

Neuron ZRiEar 9L HIEFR2E, AT ARINSMIBRRAIEA
Assets/Neuron/Scripts/Utilities/FPSCounter.cs

RTIHE FPS (EPmE) HSSAEFE.



3. 3 NeuronTransformInstance. csfINeuronAnimatorInstance. cs HIX H]

A MNHAEARIER, WRIEEER Unity 3IREAAEEE (Humanoid) "R%, BB ERHIFET
Fe{1. Ak, FAE A NeuronTransforminstance.cs FIZHEAYE T NeuronBones ZF#R (155 KI5 B:
BEEE) FARSHNE—IMRFF, RE MABEERES, 5120 Hips, RightUpleg, LeftUpleg % .

© Inspector

[ [NeuronRobot_sSingleMesh | [] static =
Tag [Untagged ¢] Layer [Default
Model | Select Revert

@ Neuron Animator Instance

=R & [& &) [E)

3. 4 NeuronAnimatorInstanceiid< A2 & 6B

1. Address: 517 Axis AP ZERITTEALAY 1P dhit. IR ER—BITEA, TINER 127.00.1.
WRAER— I EY LIEE R E St .

2. Port: Axis #R{FH Y BVH #E R 195 A 5.

3. Socket Type: MWL, KiZ5 Axds BRfFHIRERR.

4. ActorID: BEELAKERMNID S, MRE Ads RIFRERT ZMHE, ML ID SKIEBN.
BMEX 0 RTRERABIRTNE— I AEEIR.

5. Connect To Axis: ] At AL FF X3k B a5 L BHER A UL

6. Use New Rig: AiEHIEFS R A AxisNeuron/AxisNeuronPro B8&, ST ANAIT:



Spine Robot_Spine (Transform)

Robot_Spinel (Transform)

Robot_Spine2 (Transform)
Spine3 Robot_Spine3 (Transform)
Meck Robot_Meck (Transform)

#N5R3%E F N R A PerceptionNeuronStudio B8%, SN T:

Spine MoitomJoint_Spine (Transform)
Spinel MoitomJoint_Spinel (Transform)
Spine2 MoitomJoint_Spine2 (Transform)

Meck omloint_Meck (Transform)
Meckl Moitomloint_Meckl (Transform)

D MM BEHRENSEN X BB

Bound Animator: IR E¥NEHEN BRI AR L, MRETIREAT. SBEHES
[ A% Animator component FEVAE, MRIEET AE, BN AZEERAE L.
Motion Update Method: Z&# A Unity 1IREMRNIEIIEE R FiekE N B8, BATER
BEBEIN float EERNBTEIMNEBRNERIE.



4. ST 7E Axis SR IR BERRRE X

4.1 Axis Neuron/Axis Neuron Pro #fFi%E

1. Bah Axis Neuron/Axis Neuron Pro #rft
2. BENXMH >RE SEIEEX

O |[gi0m  TE(
FTH (0],
TF B F(D)...
IR T I3 (C)

3. EFF TCP/UDP, iZ=fId X TCP A, $TFF BVH #dE:An %, EMiXBERIFRIAAE AT [#
E

fERIE

hEES]

BH

i H A EEHE

BH

4. BH—IXHHEEERE

4.2 Axis Studio B E

1. 2= Axis Studio Hf



2. mifExRE >RE >BVH #HIERE LK

3. EFREIRBEIFITHZEUREF %, Axis studio Itk SIREUEREAEIE W

4, BRBEFIETEIRE BVH-RE, MEALHEIESEERF BVH- IR, 1Z=0FF L BVH-4
38 H15), 1EFF TCP/UDP thi, 1Z~flh I TCP A6, EMikBERIFEIA, RBETHESE (5
E] %5

-/

3 EEFRUnityh#ETURTRIFARG
=]

IR
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5. Neuron Skeleton Tools

NeuronSkeletonTools — o] IMFBREEEMESUREAN TR, ZE3 8 Neuron-> Skeleton Tools #,

t Component] MNeuron  Window Help

SkeletonTools

NeuronRobot_SingleMes :EEE_

LA
1. BEEEHREEFNFEEIIRMIT NeuronTransforminstance A

2. XFERARII/MER Rigidoodies
3. HFFARI/MBR Boneline, (Boneline BIFIXMGET R, FRYIEEHN, T EERFINT

Sk B2 B22H ., Bone Line Render Order EX 7 1R % % Bone Line Bf, BREKIETNEBES.
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6. I fic B/ Fwh it EY

1. ERAFEEREL

AR RieREX A 08

REIARSTEZ T pose

MRRHRBESRMNEXNBRERA—E, FEIWER Axis P iBEdE, HFEAE Axis 14
IR BETTABUE AR MBRIT, BUBRENBEEIRITAEME BBNEIENTABZEdE 2
B Hip BEsIN AL BB A AB AR

IR IR Axis BIEEIEN BRI EARNRL EERRAY, BENNRUESHI U LRINLAE
K, IRTHEIFERNRE, RIFNENRZSENEE, ERERXEIBNNITESRL, ER
BREOAREUPRZELE . Neuron/Resources/Models/Template Bone Structure.fbx

> oW
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7. T fE A Axis 3R R SCIRIERD Unity 5

1. 5 A PerceptionNeuron.unitypackage %iREE, IMTSATIUNS%E Unity SIERBEESA

2. BEFEA— Humanoid AFEBRMERE, REERSEINTRE/EFNHERLY, KEESAZ
Unity, %751 5¥§4s F AxisStudio 2R R {455

3. Asset HEFHSAMREL, £ Unity (Y TE MR H, BHENER, REERETRE N FLEE R
HIR, WENNEXEIEEH AR (Humanoid) ", REEE [KA]

(L FI7tRg

Animation Type 2 ¥ Animation Type ZEFEHumanoid

O gL SE Sl Configure..

SApply 1 3 JALLN

4. i [BEE] MR Avatar ARELEHRE. AEMNEHRENLE Mecanim HiE XA BHEEM
BRREUER T FEHE (T-pose), T—RFEER. /E [EKB]EER— T EBHBUSIHIF Avatar
ELIRE MER

€ Game £ Asset Store
= | <) | &I

Avatar Definition

Optimize Game Objects

. 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 .=,

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

:urenRobot_Mesh
siramDakhat SinalaMashfustar
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R WMRBHRE (RS (Mapping)->BaIBRET (Automap)) TEEHEMMD KM, W& U@L NG =R
(Scene) S EZRME (Hierarchy) R B K AEKE. AR Mecanim INA—RBEEE, ZBHRS
7£ Avatar 188 (Avatar Inspector) F B AZKE, BUEBETALE. &, MRBRBELH, EHREHN
EHER, USFIER BERER T F&H (Character notin T-Pose)”. BJ{£f5&H| T &S (Enforce
T-Pose) HITIEH, HERRRNBHIRENR T F£H.
5 WKEBRFTERSE Avatar MIBRFERE EREN ALK (FREHD ~ht), XEXHTTY
HEALMSNETAERESER. X+0FH, fludsiEXREBRER—SNHRBHGHA
7, 1B Mecanim AFEITHEEECR. MET NG MEERME (Load) .ht X, MEFHEH

Hy%%j-/\ﬁﬁl_'f—.l’
6. BSANRIRERINEREM (Hierachy) "H, NEFrR:
= Hierarchy

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

7. Hierachy Ak Ak RAEAIFE R Inspector EHR ¥ NeuronAnimatorlnstance.cs BBt N Z £ R -,
WRE(FATENEFIREH, o I{EH NeuronTransforminstance.cs
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(O EAS = Bl ] [center [ SLocal | > 1M [(@collab - | [ | [Account ~ | [Layers - | [Layout -]

= Hierarchy mr= | scene € Game £ Asset Store I @ Inspector I =
Lerste | GeAT aic SIEEAETN T V¥ FsudoAveEvzs ] (stete v
¥ € samplescene* = -
L Main Camera Tag [Untagged ¢/ Layer [%J
|| Dicsgtin Model [_Open Sslsct | [Ovanidss \
i PNStudi S cmehiEm Y.~ Transform @ =
Position ®[0 0 zo |
Rotation xo  v[o z[o
Scale X[ Y1 2
v 55 Mani &
Controller [ None (Runtime Animator | @
Avatar [ & PuStudioAvatar_vz.0Avat ©
Apply Root Motion [
Update Mods
Culling Mode Cull Update Transfarms P

10
= 0 Quat: 0 Eular: 0 Scale: 0 Muscles: 0
0
( stant: 0 (0.0%) Dense: 0

lesm:ﬂ(ﬂn%)

Add Component
o B
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

@ Project | [] Consale a-=  Camera Reset To Neuron
= & &
ereste | ETLYE; New seript >

¥ 7 Favorites Assets > Noitom > =
©L Al Materials & PerceptionNeuron 9 ol
(LAl Models NeuronAnimatorinstancefifs
(L All Prefabs

¥ i Assets

8. 1RIE Axis BFFIR BEMEIR R SEGER Connection Settings 18 &, Axis IR REAEESE
AT FE Axis IR BB R A, A RBIEIRERFE B AxisStudio B4 EIEHE, BN AxisStudio
REREMENE B XXE, RIEEUERATR, B RMERREWNEFR:

¥ ooy [« Neuron Animator Instance (S¢ i 8
Script MeuronAnimatorInstance  ©

Connection settings:

Address 127.0.0.1
Port 7001
Socket Type [ Tce
Actar ID 1]
R Connect T(? Axis [+
Use New Rig
Bound Animator Mone (Animator) 6]
Motion Update Methc Mormal n
Enable Hips Movemely
Physical Reference € Mone (Animataor) (o]
Velocity Magic 2000

Angular Velacity Mag 20

’ Add Component

9. HMIAFTEIHAT S 3.4 NeuronAnimatorinstance filzs A /A 3 2 215 BF
10. Unity B mtr [izf7], UTEBYFHREY Axis FIESSRIRFIMNENERNER, WEFf=:

15



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

File Edit Assets GameObject Component Neuron Window Help

chr00

IR FREPH QuickStart =B, BE T ARIEE MR EHIR A NASK SCEL SRR D .

E3 Project

| Create T|

T{}Fawuritci Assets » MNoitom » PerceptionMeuron > QuickStart
@lﬂ” Materials

0 Al Models
@lﬂ” Prefabs

Tﬁniiets
¥ 55 Noitom
¥ 55 PerceptionNeuran
b 55 NeuronExamples
== QuickStart
b 3 Resources
b 53 Scripts
ﬁ Scenes
b 55 Packages

16



8. kB &

8.1 LB BAxisFBERFEEM

1. EFERALEE®MIes (Rotation) B, ANEFEALEMAME (Position) &
2. ANEEEFME (Hierarchy) FEFELBHFHEEITR (GameObject) 5EEERER N ATk

8.2 FHIAER T 577 AT

% NeuronExamples X4 H—1 %4 OVRExample 761, EEE— M EENHATI—M oS
BRNEAESNERGESEAEMRLLEEES, T ESNHAN TERENT:
1. BEIEESR VR Camera XENMNEEEF LN RAENNMNE.
2. WBid7E Head BR TEHEIE—/=M object (Hierachy >Create Empty) 3EE X offset Z#X1E Head

(VA=
“= Hierarchy

£ Asset Store - @ Inspector =
| Ereste .‘ GL L ' OVRCameraTarget [] Static *
Ad @ OVRExampleScene = ¥ = —
T JPlane Tag | Untagged 4| Layer | Default i
| Directional light ¥ .~ Transform oo
L/ Camera Position X0 0.09000) Z -0.0650

¥ WyMeurcnRobot_SingleMesh
L/ MeuronRobot_Mesh
¥ |/ Robot_References
¥ ., Robot_Reference
¥ | Robot_Hips
P | Robot_LeftUpleg
b | /Robot_RightUplLeg
¥ | /Robot_Spine
¥ ./ Robot_Spinel
¥ | /Robot_Spine2
¥ .,/ Robot_Spine3

Rotation X0 ¥ 180 Z|0
Scale X1 Tl Z|1

Add Component

P |/ Robot_LeftShoulder

¥ ./ Robot_Neck
¥ | Robot_Head
| 'Robot_Head_End
arget

(5 #eHead BBEZ ol

3. HFAERBMNEBARE T -BETT, REE'R REIFELEMURIELES EABREMHTT
IR XSTE

17



9. Iy {s A AxisStudio SH AY FBX X{4IREhIEEY

9.1 Humanoid A3

1. SAtER, 7 Inspector EHR ¥ Animation Type & & X Humanoid”, HARIZFEINLE, REX
AEsdr [Apply] KA

2. mir [Configue] ®E Avatar BEEMEYS, o MEREINEINMEF BB X, Mapping H
R & Mapping >Load AxisStudioMapping.ht X, NEPRTR:

Musclas & Settings J

eftUpleg O At
(® Lower Leg AlLeftLeg (Transform) o
(® Foot A LeftFoot (Transform) o

I Toes ANone (Transform) [}

¥ Right Leg

@ Upper Leg ARightUpLeg (Transform) o

(® Lower Leg ARightLeg (Transform) o

(® Foat ARightFoot (Transform) o
£ Toes ANone (Transform) (o] v
| Mapping *| Pose * :
_ Clear | Revait || Apply || Done :
- Automap .
f uae
¥ X0 yio 1zfo :
f Save X0 Yo 1zio '
- via - v l20 -

18



€ Open Human Template X

<« v P |:,I « Assets » MNoit » PerceptionMeuron » Resources >| o v O Search Resources P
Organize v Mew folder =~ ™ @
o~
8 This PC *  Name Date modified Type Size
: 3D Objects |]| Materials 7/30/2020 6:21 PM File folder
B Desktop | Models 7/30/2020 6:47 PM File folder
Documents B Prefabs 7/30/2020 6:21 PM File folder
|]| Shaders 7/30/2020 6:21 PM File folder
& Downloads )
) |:,!| Textures 7/30/2020 6:21 PM File folder
& Music | L1 AxisstudioMapping.ht | G 7/30/2020 £:02 PM HT File 2KB
=] Pictures [T NeuranSkeletonMapping.ht 3/26/2018 5:52 PM HT File 3KB
B videos D MNeuronSkeletonMapping_MoP refic.ht 3/26/2018 5:52 PM HT File 2KB
i, Local Disk (C:)
- HTOE (D) iz 5
File name: | AxisStudioMapping.ht v| Ity |

3. RERi [Applyl NRIZBRES

4. Hierachy K& SR BEE, FH Transform A Rotation FERSE,

AR MREFIENNEEIEZM AxisStudio TR, BEMMREEE T pose ZAIATAIREM
f9 7~ IR AL “StudioRobot_45_Zeroed"—%, MATBERKEEN LeftHandThumbl Y Rotation IRE A X
=0, Y=45, Z=45, RightThumbl fj Rotation & &k X=0, Y=-45, Z=-45, W TEFx:

5. ¥TFF AxisStudio St FBX X, SHREFRBMN TR E, BTz 6H 6 HAVER N AxisStudio
FIFRARRE, FrIXSH & B R BE%EFELE PerceptionNeuronStudio, INREFAMIREIBERER
5 AxisNeuron B9—%, BBAIEIEFE PerceptionNeuron B &

19



| chr00

Perception Neuron Studio

xport (*.fbx)

s/admin/Des

6. ¥ FBX RhE XH-SAE L BTHTHAY Unity TR
7. EHRSABHE

[Configue], fNEIFF:

4 |45 | % [ *

Inspector > Rig> Animation Type 1

m = | @ Inspector

& Assets > MNoitom » PerceptionMeuron > NeuronExamples > Sim

" .0- R!qular chrof

2.0-Regul..

o G

%3%F Humanoid /&

ki [Apply] BRdE

=
2.0-Regular Finger mavement_chrod Import @ 3¢ %

LB

8. Mapping k=7 Mapping >Load ,

. | open |
2 ¥ =iiRig
Model BEBMY Animation | Materials

Animation Type ¥ #&FHumanoid

Avatar Definition Create Fram This Madel

o G aeeite 10 | Configure... |

Optimize Game Objec| |

| Revert) | Apply

CX e

HAMBIFHS AxisStudio BIREEEABERMRE XM, FRIERLTE 2

i MERFEHANE AxisNeuron T UAIE NeuronSkeletonMapping.ht 3Cf5,

Noitom B 8&Hk &S

INE Resource HTAE R AxisStudioMapping.ht X1, %X
BRMRIIESERR A

20



10
11
12. mif
13

mEERdE [(Applyl N HAZEHRERS
#H Transform HfY Rotation HEPE
¥ P B B89 Rotation {EARZE N 0 Fmd [Applyl

Hierachy Rk HEIR B,

[Done]
wHhshE, FIASIETR
WME AR

AEA NI RDUEFIER, RAER

At Assets/Noitom/PerceptionNeu

* [Play] Bt TR SIZEE T

nExamples/Simp==—0=—

0:00 (000.0%) Fram:

e 0

%, BHERAEFIENEHR

MINIi%Z & Humanoid AYERY

21



IK2D b =D e

2:19 (004.9%) Frame 79

E MRFEEIERZM AxisNeuron S H ), ¥ fox SIEXHSAE Unity J5, Rig >Avatar Definition i%
## “Copy From Other Avatar”, Source 1%£3%"Tristan30Neuron_CharQ0Avatar”, INEFrR:

DailumpéroundChar00 Import Settings S
N‘ | cpen |
’Model m Animation | Materials ]

Animation Type [ [ Humanaid |° n
Avatar Definition |[ Copy From Other Avatar | #]
1

If you have already created an Avatar for another model with a rig identical to this one, you can copy its Avatar definition.

With this option, this model will not create any avatar but enly import animations.

Source ||;TristanSUNeuron_CharUOA\ratar | a | e

4
Apply

22



10. Bff5% A: Noitom -

10. 1 PerceptionNeuronStudio B §% st

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)
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Left Fingers
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L
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H H
ae
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H H
L
=
HLH
ae
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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
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im
H H
. e
im
H H
. e
e
H H
. e
imi
H H
. e
im
H H
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im
H H
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imi
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H H
. e
im
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im
H H
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. 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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10. 2 PerceptionNeuron’f % B &
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11. Bf3% B:

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«

At By %

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+

2. RightUpleg+

3. RightLeg+

4. RightFoot«

5. LefiUpleg+

6. Leftileg+

7. LeftFoot«

8. Spine+

9. Spinel«s

10. Spine2«

11. Meck+

12 Meckl#

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, RightinHandMiddle«
26. RightHandMiddlel+
27. RightHandMiddle2+
28. RightHandMiddle3+
29. RightinHandRing+
30. RightHandRingl+

M ER5TEA 59 IREHFS, RFE Unity REMAIRELE Humanoid B8, TN 2RI E#H
FEE InHand F9EEE, B190: F50 21 B9 RightinHandindex, o] A ZBEIEM T Spine B, FiFiX 11 1R

31.
32.
33.
34,
3s.
38.
37.
38.
39,
40.
41,
42,
43,
a4,
45,
46
47.
48,
49,
50.
51.
52.
53.
54.
55.
56.
57.
58.
59,

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

MRERERNNAFTELIEAIER T 49 REERABETRI T,
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12. Bfi% C: —#HEIRES

Axis BB —HFIBIRNENFIIN T ERE, ER—4F A AEARMIR
FPAKE, REEBRTEREFERABEIE.

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 65 120 121 122 123 124 125
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
LeftupLeg

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

Position

0

MO DISPLACEMENT

¥ o2 KOy
1 2 32 4

12 13
1z 16
18 18
21| 22
24 25
27| 28

iz 24
36| 37
g 40
42 43
45 48
43 49
31| 52

37| 58

g3 64
66| &7
6o 7

72| 73
7> 76
T8 7O
81 a2

gr| a8

g3 94
g8 a7
ga 100
102 103
105 106
108 100

Rotation

Z

101
124
107
110

WITH DISPLACEMEMT
Position

x
0
&

12

18

24

a0

36

42

28 ESE

102
108
114
120
126
132
128
144
150
156
162
168
174
180
186
102
108
204
210

A
1

7
13
13
23
31
a7
43
44
35
gl
67
73
g
85
g1
87

103

128

115

171

127

133

138

145

151

157

lgd

lgg

175

151

187

133

138

205

211

£
2
g
14
20
26
32

38
44
50
56

62
68

7
a0
g6
g2
g8

124

110

116

122

128

134

140

148

152

158

lg4

170

176

182

138

124

200

206

212

Rotation

X
3
g
15
21
27
33
i
45
21
37
g3
aa
[
g1
87
g3
8o
105
111
117
123
128
135
141
147
153
158
165
17l
vy
183
138
1as
201
207
213

Y
4
10
15
22

28
34
40
45
a2
38
g4

7
]
82
g8
24

100

106

112

118

124

130

136

142

148

154

160

166

1z

178

184

180

186

202

208

214

Z

=
11
17
23
28
33
41
47
a3
38

101
107
113
119
125
131
137
143
148
155
181
ler
173
17a
185
181
1a7
203
200
215
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