3D7INZ—%DK Y., 2THh%T>

AAIVT IR TOYE A=F4—

- Sculptris < Mixamo * Unity@DH\ DMz -

CoderDojoETE



SEDEWNEKD

ABIVTRUR

* Sculptrisz DHN,

SHYE
« MixamoZDhH Ly,

RAEDEKSITBDDHOSEZIEVET

3DDOHLSEIC hAEDE

BoTWLET (7NN Z2—h S5 &3k

B)_

ZTrq4—

Umty’é‘:’)?b‘(,\ T—LDEHITTINZ—%&"ZS5ELET

FEHITI7A4IV OBJ. PNG

=| <

{

o

B, Sk

g
J

741V OBJ

FEHIT

J

711U FBX

4

GG T7 741V FBX. PNG




Sculptris3DETFIVDK Y

 Sculptris7ra>&o2 Vv LEY * Sculptrishh&®¥ES5EhFE L1

« B = O = ¥F»




Sculptris 3SaDEFIVDK Y ( SED EEY A

BR. 2T, BZ2K%,
2T, B GH&IC DL %,

GBDETFTIVLEDL % KEhn) 9 STIE F&LZIcDIFT, )
AW BAEE FSIC T7INZ—DREEVET BEDIFTET
Lfcy UolEo 1Y -+[1] --+[2]

L&Y




Sculptris3DEFIVILK YW [1]

*PF—ZHLTLEETW
—>LEZ LHTRD

U&H2CENET
( WA
Bl Front
< ;§5 ?aCk Fronth g
D op (B/3%/0)
B Bottom




Sculptris3DEFIVILK YW [1]

[/ Lw < L&D [HWTAI
2y FINY FT2HRDYU%Z RAEDS FENTEL & T
EPTFICSTHT E7Vv 7 LEEE
E31XKDPTU%ES THT




Sculptris3DEFIVILK YW [1]

SED2HD EDS

//> 1>70L—F

m INFLATE E

SLBETFY

| DRAL

o | oraw E
d A<EYBIFBETFY

\_

A
FLATTEN
F575Y

AL—X
SMOOTH
LHSMICTETFY

)

X ZDADLUNMCEBEREITH Y T H.
TT)r—a3 o vovradsZEhbUET,



Sculptris3DEFIVILK Y [1

-

ZZTlETophr U &> LCLTVE
e

@INFLATEZZ Vv I LET
(BBZSN5FEcKSEHR)

@Size & Strengthzx: 5 & S50
LEXT

ORAEDLETEZ )Y Y
(BLODITEY)

RECHBYBIFBHIEDTEE
.




BRUSH MATERIAL

Sculptris3DEFIVILK YW [1]

* FrOntb\BE% (‘.: INFLATE
BEDARSAUDTETWET

« £[Bl. SYMMETRYIZONTY
OFFICLEXHA
ffot#b??é@iiﬁ

)
—EAEVWLEYDO=BICEY E
Cl



Sculptris3DEFIVILK Y [1

@DRAWE 7 U w7 LETF
(B B Y BHSFAR) A

@ Size & Strengthz 5 &£ 5 H L
LE¥T

OhhEDLETEI Y Y
(BLODFET)

NELEYBIFBHTEDTEE
.



Sculptris3DETFTIVDLK Y [1

ATTEN

@OFLATTENEZ v 7 LET

(F5) o

@ Size & Strengthz 5 &£ 5 H L
LE¥T

OhEDETEI )Y
(BLD2DIFET)

10



Sculptris3DEFIVILK Y [1

OSMOOTHZZ Uy 7 LET
(&S5 0 a

OTH

@ Size & Strengthz 5 &£ 5 H L
LE¥T

OhEDETEI )Y
(BLD2DIFET)

AV IAVEGHOMCTEETT

11



Sculptris3DEFIVILK YW [1]

cCtrl+ZHFESET1DFIOL &OFcWICHERFET

c IEDBHDPAEBVTBET. TESHICE—TLTLEETW

/
- SAVE
b SR T EERBEL—TT 3
77 CIVRISERERIC LT TV
\

FIIE, IFELABVEEELELDS

12



Sculptris3aDEFIVILK VW [2]

MHHDARNLTS BERYET (RIVPEE
AU VIFEELS5E8TBE, BES5TL/EICY ICIF B ENTF A

ifEbbAELNLEES AYITTTATEITNIE -@mEIY I LTFELRRBICTS
PAINTZZ v & OK&ZEZ)wy - Size&StrengthzZ B £ > ELVT S
-BEHYEWNMELLETEYI Y v Y

(BLoDIF

2)

B&5TL/iEo<Y
IZid LENT A

13



Sculptris3aDEFIVILK VW [2]

UFEHBDAEWNLTES BEHBYVET (RIVFEES
BY)Hbhotcs, BOTF—42EEEHLET (MixamoTIE DD bH T, UnityTOHLET)

BuHsbofc5 . - -

(MShow advanced tools® TZ714IVEAEANL, png7 71 IVERTEIT S
AREVZHT

(@SAVE TEXMAP =9 S 9 | I vy

=B FLLTAIS o~ @
BRUSH TEXTURE nvert (X1 | e
’ JOI5EIRE
- FouE
2024 TYUNCyT
- WebAfEHY
3 s) FRIDBA-JLERE
d
5 05(C)
o= USB F547
Tool: Paint bump (B) o= USB K547 (E)

A TANF-0RER ot

14



Sculptris3aDEFIVILK VW [2]

BT REEEHLS, 3DT—2EZEEHLET

-

o

EXPORT
ObjEN T e LI3DT— 2 2B EHT

7271 IVAISFAEYPICLTLETL

)

I7A7A—5T B7—2((PNG). 3DT—Z(OB)HMREFEETNATWVS L&

ZHHCIchLES,. Mixamolc T3 HEL L&D

15



Mixamo /7’ X— 38> TW

* Mixamo77A A&7 ) v I LEY « Mixamoh U &5 LT N5
[UPLOAD CHARACTER]1ZZ V) w o LEd

16



Mixamo/’

Sy T LET

AAAAAAAAAAAAAAAA

Hi there!

To upload your character to Mixamo, drag and drop your 3D character file in the

drop zone. Need instructions?

0bj 7741V

“X—vavE-oTW

c TERFEEEHLcobjT7 7ML %E - LIFSKFBET

AAAAAAAAAAAAAAAA

17



Mixamo77 = X— 38> 7CTW

* K 2feF v ST R=H

IHE5ZLWLTHTES OKTY.

INEXTIZ2 Uy I LET

AUTO-RIGGER

BACK

For best results, have your character in
T-pose and fingers spread apart. Use
arrow buttons to rotate your
character and have its front face
Forward.

cRIEHB T TIVDIEETATSICLT
hPAEDDESTWEIZILHET

AUTO-RIGGER

BuseSymmetry Seleton 0D s st 1 ]

Place markers

Place markers on your model, and
then press Next to start the Auto-
Rigging process.

Skeleton levels of detail

Choose different versions of the
sutorigger skeleton to optimize
performance. Select a Skeleton LOD
option for more information.

Need help?

=

18




Mixamo /7’ Z X—v 38> 7CTW

-H. FH. UL, T, THhAED
DIFL Ll hEZFSY I LIS,

INEXTIZ2 Uy I LET

AUTO-RIGGER

Bse Symmetry Skeltan 10D sanasscton 9 |

FPlace markers

Place markers on your model, and
then press Next to start the Auto-
Rigging process.

Skeleton levels of detail

Choose different versions of the
autorigger skeleton to optimize
performance. Select a Skeleton LOD
option For more information.

Need help?

cF VY SIUR—HBTZA=a3VLES
[NEXTIZ2EIEE V) v I LET

AUTO-RIGGER

Review

Press Next to confirm your Auto-
Rigged character, then apply
animations and download your
character.

Not satisfied with the results? Press
Back to adjust markers or change the
skeleton LOD.

19




Mixamo /7’ X— 38> TW

ODHHAILEE S5,
ELITAERY 7RI Tty c‘:J\jJ L
Enter¥—%Z&HLET e

»»»»»»»»»»»»»»»

@ [T-Pose] D7 Z4— 3% |
HUy o LET e g & § ‘ -
OF v 57 E—HTR—ZELES | o | e | i
[DOWNLOADI% % U v & LT T X i
FoA— 3% — e
BEHLET ;
& D i o>

20



Mixamo /7’ X— 38> TW

- [DOWNLOAD) =7 v 7 LET + CESTEIIC fXT7AIVHEEHTNE
j—

DDDDDDDDDDDDDDDD

CCCCCC

IVARA7TA—5TZ7rO—R7xIVAIC
T A= 37— 2FBX)DMREINTWAS I &K ICALES
Unitylc 9 gHE L&D

21



Unity7INZ—% 5 &

* Unity HUBR EE S TS
« Unity HUB7 /A&7y LET EELDIBT7OIV I EZTIVI)YILET

& ¢ ' 9 & 8

@

JOo>xok W< - | mLLTOSTo-

22



Unity7INZ—% 5 &

cTFIFLEEFHLXT 7ML . "
7avzy b RSy MG '

rt generated 2

oMaric { Print to console
L i —a— e Warnings

Model Rig Animation Materials

S — oy ' I.' . —
: . - Asset PostProcessor
Jse UnityFBXExporter.

.be 7 7 ’r’lJ I Packages

23



Unity7/\2—%Z>5%¢

c A VANY Z—=DEH
D

= -
e
<

ast import generated 2 Print to console

RiglE €At LET { T A
T A= 3 VRAT% [
[t1—</4 KlcLES

- (BRI A7)y I LET

I Packages

24



Unity7INZ—% 5 &

c A VAN Z—DEHD
[Animation]= AT LET

AL KICF TV IR—VZDITET

®© BEEIV—7

@ Jb—F bR T+—LEER
@ Ib—=FFSZVRT F—LAE(Y)
@ Jb—F S VRT +—LAENXZ)

- BRI BIZEV) v I LET

25



Unity7/I\2—%Z>5 &

- T-Pose%[Luigi]lc o 1 o 9 o rees v -
|‘°5 b4 7\\L$_§- N ontrol » E . : : A1~ Default

C R — L DBEE _ Ly 5 T
55580 LET : ~ i

A=l

(FRE—DREEERS) o 2 P

Im Packages

26



Unity7/I\2—%Z>5 &

+ [LuigilZt Atz < G

ntagged Default v

A VARG E—0) — = 5 T
[LuigilDEICHBF vy
wIETLET

Im Packages

27



Unity BDIXAZ LY (BIET7/INZ—)

TEEFESEFE L epngT7 71V E 7"|:|“‘I'7 I~0)7’"75‘Lc. F‘%‘/’?“Li?‘

® . v B my P +

28



Unity 8DIXAAL (BIE7INZ—

@[LuigilDixHhDT-Posex AT LET

@7AaYzy dcbnfepngZ 711V Z RS v I LT
V—=VE1—DT7NZF—DETATREGLET

Qv 2 [ ] g, * v B mvy Qv + -

P Mechanics*
B

x -

FFFFFFEFF =

29



Unity BDIZA XL (BIETIZELTINE—)

c @/\0_ :/\QQE",E Li‘ Foszok 3 1 @ A2AAG- B
BIET N2 —DMERED D T AD T e eecs i Treorm es

<

V) —FEMZED EERTFITVET

YTUFIAEREE—F Impc

c AV ANT Z—DIEzHD
[Materials] =A< LE¥T

[TVRFrEZEHIZV VY I LET

Asset PostProcessors

UnityFBXEx porter.FBXModelPostProcessor

NEGEETIEZOEFEAEET
[Z#IVEDFEIRICVFZ o) v I LET

SFYSU8—HS—HERThELE

30



2 i @ a i

T-Pose_ 7 LEL O

.+ [Luigil DA I s, — - —
T-Posez8ATc{ L& s = Lelotarerameverk 117 a7

3- 0 " Transform

A kO—5—% SpaeFcess "
[XBotPlayer] ICLE T '

RITRZ2V(BEE=A)%
BELT. 7N\2—%%>
SLTHELLD !

F—LE1—DHEDIFZEI )Y L.
[BZKIL1ZV ) v IV TBHEREGEBmMTOTHEET

31



TFXAMNTOTS=ZT
[<HkEy LTk D

A EIBRLTCKRSGESDF1—7



= kEIIILF—

2D ATz s
3IDATIV bk
I7x7hk
>4k
A=F1 A
EFA

uild» &8 ¢ e 7Ok~
@ +v Q

[ Assets
Ed BoomStart

33



=EkEIT)INF— ProBuild» 3 { Wm~70O0Yx2hk 3 i @AVARIY— g i
v - w », -~
R J K D] e Boom B -
7 Lt 4 v [m Assets =

(2) L
"/,:i Lfﬁ (4) B BoomStart ’ 44 Untaggy L -+ — Deiv
7Lt () im Gizmos . .
(5) 7L J\7 @Boom ®
(6)
(

-
_4" EE @ HelloMarioFramewor

2 ! B8 Animations A=N=51k~ FER B
z# Toad (Yellow) (1) B Audio

&g Block Switch (1) ! Transform 3

s Material ‘ ©

P Lava [ Prefab ME X O Y 1 4
Z

7z

Zg Toad (2) e

2 R Bm Decor ElEE X

e i 0 Y 0
z# Warp Box Destinati B Enemy

79 Warp Box Destinatit & ltem A& X 4 Y 4
zg Warp Box Destinatic & Menu

¥ Warp Box B NPC
@ Warp Box (1) & Particle Iy 9—%H<.

b4 Particle System @

2@ Toad (Purple) (3) <.
/» Boom ol

Ng Warp Box Locked . —
:’: Kez/rpCoi?wx OcKe N# Fire (Purple) Q-

M Fire kTR RS

~

.” 2D Camera W Poof —F

N Warp Box (2) -

- §¢ Tornado

W Warp Box (3) B Physics BASADIEIE

W Trampoline (1) M Player BRSO LA R

7# Cloud B8 Scene BRSAR OO

7g Needle Cube B Scri BISART D 3D H 1 X

A . cript N :

z# Captain Toad DY 1 X

W@ Checkpoint (1) " Bt D 3D [EER

& Checkpoint (3 AR O [E3E

& Checkpqing EfnzRIEY B
RSO &
BEHY—R 3D yEEE
N=T 1IN AT LH—T




O VARG H—

@ v Cube

T ey Untagge~

@ E OF 2—T DAV ANY Z—HHEE?

[ X O Y O
AR X1 Y 1

B  Cube (Mesh Filter) @ -
Ay B Cube

F8 v Mesh Renderer 0 -
W v Box Collider (2
v Boom Start (R4 U @ 3+ :

' Default-Material (Materic @
Edit.. =+

OV R—%> k%

Input @ 7 l) “/ 7
Layout

Mesh
Miscellaneous
Physics 2D
Physics
Playables
Rendering
Scripts

Ul Toolkit

0]

XR

New script

OdAvR—3> h%&EMN

New script

EA
MyCubelScript

N

YERL U TiBAN

O ARG — 2

@ v Cube ey
oy Untaggev L - — Defe

g Transform 0 I+
fiiEd X -264 Y 05 Z -90.3
B X O Y O Z 0
A& X 1 Y 1 Z 1

B  Cube (Mesh Filter) @ -
Awg B Cube

v Mesh Renderer 0 -
v Box Collider 0 -
v Boom Start (A7 U @ :

v My Cube Script (R @ -

" Defal__.llt—"‘ial (Materiz
®FTIVI) v .

AVIR—FR > ~ BN

35



LoodouUbhWNE

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class MyCubeScript : MonoBehaviour
{
// Start is called before the first frame update
void Start()
{

¥

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

~ ¢ .

ZZICANT S

private void OnCollisionEnter(Collision collision)

[/ IN—=FT 1 7ILET
Transform child = transform.GetChild(@);
child.gameObject.SetActive(true);

//BEZD
Renderer renderer = this.gameObject.GetComponent<Renderer>();
if (renderer != null)
{
// BERIEE
renderer.material.color = Color.red;
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