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TR 2:EHGZ R EDE

RO T DULAE — N3 57 h A 4k Q0@ B A tzhm, 4040 22 0 | 7 B BERR AN BN o SRR {3 37 R AR A A il
I b B A 2 i

AR AC B AS B 1 T B, 55 0 SC B WUT 4R, SC B WIS R . A BN RS 46 s 45 ST 4 i 12 B0 v 8] Y T L6
[T By AN

5 i} Sprite Sheet I}, %5 @4 7£ Export To Sprite Sheet( 5 1! & Sprite Sheet) %} if E # 2] i Use Scene
Markers to Export Clips( X} 5 4 By 84 F 3 Bt dnic) & 0. B A .

) AL BY 45 7 stage.xml ¥ 73 AT F 05 2, AR R TORE A AS BB Sk A B 3 S B RS S AL B
I F) 87 7 3
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RTEHBZEN
Harmony 4 4 3 Fh AR HL AT
o E
o IEH4

IS FBHLL T R TAE AR . SR AL MBI SON IE G o 22 AT K K BB A 2 %
BN A B X RAE Z 4 B8 2y R/ B AN AE

1E 3 5% % WL AT 7F Scene Settings( 37 5 % &) X 1GHE o 5 BB E H IE S 3G AL 60 2 37 5, W) 206 2 5
HEE e R R,

ELERH ENRRN
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% 3 KT T F Unity

% 3FE: XT3 H 2 Unity

R B e SO AR 518, AT DU S H 0 Harmony 208 Fi 4k 282 58 B0 IR RE . AT DB S0 A,
i 2 75 A AR

I e LT T Y LY ey y s

NI/ TN @AM PO

mmwvout\\.

}

T s
o %R B NDisplay( &7) ifi 4k Display All( 4> # & 75)
o % RAFI F . Harmony & T tvg ST Y, i IR R A7 BE T A & 3 i .

* ¥ Harmony 37 5t ¥ B 9 IE J5 1% 23 3¢ (40 1024 x 1024) . % #% Scene( 3 ) > Scene Settings( 37 5
WH) .
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BEH R

S 3 Unity 2 BT, B21% 75 R A4 1 B 9 il n .
B A R At 3 G £ 300 1R) A 9 xR 51 B R S M B A e

LURGR &K o)

1. AN EEZE, 08200308 50 HE 4.

2. 4 E K21 Layer Properties( & 2 J& ) P9, {7 4l -0 3% T £ %2 v Don’t Use Embedded
Pivot( /{3 FH P4 #k #i -0» 5%) 5 Apply Embedded Pivot on Drawing Layer( 3 fH P #cdh 0 B T2 B
BE) o B B N B0 T A2 58 AL AT T VA R 47 3k 98 $) Unity, £ R0 SR

3. SERUMCERME S, v DU A Bl i TR B R e AL B2 0 B0 A, 90 s B T BRI e i
TH. ZEEEMEEEM A R 2 0] CUE 25l 55 A BR o 0 A 5580 2 A 50 i, BRI 7
F Harmonyiz = # » (0,0),

4. W B )5, 1% $ Drawing layer( 2 K 2) I ¥ 7 Game( 7 %k ) L. B #2 B ) Toggle Anchor( 7] #t
HE) X M. B L2k, ANEZANLSEEE FRE S

22 P P J2 e A I () Al R T R B LA v S B o DR W) DR Bl AR B B AT T .
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% 3% KT 5 A Unity

S Hy Sprite Sheet

“ 1 % Sprite Sheet”& H 5t 2 ff 70 #F &, & A M2 A xml SCAFAL— 4> 8 £ 4> Sprite Sheet, F 4 Bt T
BT LIRS Ry W5 o

PR HRAE 2 0 A — A € 0 AN [F) 3 m BLAR (3] 44 AR R A7 - B n, a0 R 250N F B Ak R Zhm, A3t = A —

A L E R R Ao S L R R R AP SR A, 2 PR R T %

R I B . R 37 SRR RS 7R D9 51 R 1 T
Tahmn, RSz R a0 e . Irf g B E R l, AR5 B4 S > Sprite Sheet.

7B 22 AN B AR AE N R — ¥ 7 4% FR (T SpaceDuck: run, idle) , ‘B 4> H ¥ % & Sprite Sheet, f# 2 1,5 1%
R Jerh it A Bl i BT A 2 B, R — AN B SO, (R E B R —

EE

A FEF 5L E 2, Harmony T Hi 1) XML #5045 7] LLTE 2 J5 % 4k o 5500 Ak 00 — 3dF i 80908 25 44 o
ZLH XML #4169 — g ) 4% 5, 3% 8 A XmI2Bin s2 A #2 )7 . Ik SE A #2 /7 % Toon Boom Harmony
BT AR B XML 50408 45 46 3 A 9 TR 48 1) — i ) Bt 25 4 o b sk AR P AL T
/HarmonyGameSDK/Plugins/ T fJJif ¥ SDK.

Plugins/Mac:-Mac OSX [ i 4 % — 3k ] .
Plugins/Windows\x86: Windows [f] i 4 % — i3k 1 .
Samples/HarmonyGameSDKSource/Utils/XmI2Bin: XmI2Bin J4 .

Samples/HarmonyGameSDKSource/Utils/XmI2Bin/proj.mac.Xml2Bin.xcodeproj: Mac OSX ]
Xcode Tt H .

Samples/HarmonyGameSDKSource/Utils/XmI2Bin/proj.win32/XmIi2Bin.sIn: Visual Studio 2010
solution for Windows.

o EAE R X 51 B, RTAE B R AR o E A A AT AL B AR S5 A R CH+ RS .

{5 4 Sprite Sheet

1. % Windows( & 1) > Toolbars( T E4%) > Game (¥ xR) , 78 Ui k" T B A%

FHF Sprite Sheet FHF Easel JS

b

i S

2. 7 Game( %) T. B £% 4 # il Export to Sprite Sheets( 5 ! %= Sprite Sheet) gxy 1% £ iz 47 I 4 .
Export to Sprite Sheets( 5 th & Sprite Sheet) & 14 47 7F .
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Asset Name: | Harmony_Project

Existing Cli

Threshold: | 2 %

B Clear Texture

Save and Export Cancel

3. WIRE A E R, iR Save Path( fr A7 #12) it B 4 Unity T H =8 (9 3CF K. IR AEH
W, W AR R AL E, 85 4 3h A% fay 2 Unity 350 H 502 A8 A0 A Tt 51 2

4. % '® Sprite Sheet 1 1% Il .
5. Hd“Export”( B H) .
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¥ 3F: KT F A Unity

BRI HR

T mr DUAR 5 90 2 K bR 23 % 5 v B RAR R B H b 20 H 3 ) 3k T i AL BT L BE R 55 H A B A

143 th £ Sprite Sheet( XML) "% 1153 ¥ 271 10 Hh 458 1 10 B A H AR 2 9, 22 B — 4> Sprite
Sheet. Vi in) & AT 75 8“0 3% T A2 i% # Windows( & 1) > Toolbars( T E£2) > Game(##3%) -

e Sheet Sprite Resolutions | Palettes

WEVERE, KRR/ A B8] 28 T Harmony B K /).
W] ¥ B & o R 4 3R

1. 8 iR T A 1 3% $E Windows( & 1) > Toolbars( T ) > Game(J# k) -

2. 1% #+% Export to Sprite Sheets( 5 i} % Sprite Sheet) gg . I} 247 H“F H & Sprite Sheet( XML)”
.

3. 7E“% i & Sprite Sheet( XML) "X} & 4E , % #% Sprite Resolutions( ¥ R 7 # R ) i Wi+ . SLik ik
2B A G E bR R

4. B Add(7N) - BIAR . SRR AR R DR 0 H Br o B R B =R AT
5. % A ¥ H bR 20 ¥ % 1) Name( 4 FR). Width( 58 ) 1 Height( = ) .
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T A AR AR

BN H A5 0 9% %2 HD. FullHD A1 QuadHD. 51|t [ B 5 70 9% 2 & 7 7] LA Do il x 1) H 5 ¢ 4

185 56 40T DUAR 9 H 5 43 9 3R R AR 72 1% 5 R F- 3 i I s B 4> HE R . SNEIEAR 51 % )5, 7T DL
78 Y4 ff) Sprite Sheet i% £ . /R i 70 K .

®R
o K R I M AR 52 25 VR 2 ik 1) 46 TR T
o YT & B B 2 AL AT AN R W e RS R R .
o HEWKKRISHR, 4 B TR R
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¥ 3F: KT F A Unity

1% F| Bake_Group

Bake_Group /& — 4 2 B FlE R 55, 7T LALAE N Sprite Sheet 14 — 2 B —il2 T iH ©

e ) 2 B R 4

1. BE-EEENEZHR —H. BT AREEEESH. .

ER

Bake_group b K A5 — M N Fl— i . =k #E bake_group Wi S — AN E A
Fi, SHARIER T/E. BEZEFEWMLEMATHRSLE, N RNTE €M &
L HRYE E AL A BN E ALET .

[ » mcDeformation-SLY_tail-G  »

[d »  Multi-Port-Out

2. FEIE) A A, 2H 44 7S 0 “bake "R 45

BE T 7~ B 5 “bake "HT 478 14117 A FE 0. AR IE N “hips™ i “group” 44 Bk M. N “bake_hips”, 77
AN EREY

0 L7 “bake RIS, K 2 HT 1% 4L B AL B B R 42 PR B 0 o, A AN R R TR 5 RN
Sprite Sheet i # & .

Xb R AR R RS R, K = Q0BT 10 2 BB, O SR 45 Ui xR 51 B T R 51 B TR IR U7 IR A N 0 5
W, R ENHUNEE2EBHRB RN RE.
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S H & Easel JS

“Export to Easel JS”( 7 11 % Easel JS) & H A LAHf & 2\ ) B 5 Sk o RIE A — 4> 58 2 405 1A 1 B0 5
2 Sk 1 A R U508 2 a2 i 5, fE Sprite Sheet W il— 41 . IXHE, &R URE AR &
TR BUR o g, RAETEANBUAE B i S . (EATRE & A SR SR, ORI 3 m R RE  R A EA
TR

& H & Easel JS

1. 1%+ Windows( & ) > Toolbars( TR ) > Game(J# &) , ¥ i “JiF x&” T H A~ .

FHF Sprite Sheet FHF Easel JS

b

i o

2. fE Game( i #%) T. B K Py 24 1 Export to Easel JS( 5 i} & Easel JS) gy 14 4111 17 I 4% .
Export to Easel JS( ‘T ! & Easel JS) & ¥ 4T JF .

3. WREHZNE W, 4 Save Path( fr 17 % 12) i B 4 Unity 3T H H IE 5 19 30 . iR A EH
B H, AT LRI AEAE R AL B, 2R )5 s 3l 4% fi 1) Unity T 230268 A ) 2 A3 2k 51 %

4. ¥ & Sprite Sheet 14 % i .
5. ¥ Export( & H) .
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% 3% KT % 2 Unity

R 2R A

AR A B E G IR R T Re, @ GV A G E 7 KA R A G . £ Harmony i, B LAY —
AN G0 2 A TR, AR T b S A TR A

7E Harmony H G & 1 /At L H i G, 8t vl DU RS BBCK A (5 H 3] Sprite Sheet.

07 9 3R AR 8B B B R 3R Ak

1. FE B AL B, 28— R AR AT SE R

2. AT AR H R — Il A - )L Colour( i 1) £ B, 1% #% Palettes( a4 ) > Clone( 3¢ &) 5k 45 ## 5. o7
1% #% Clone( 7% %) -

o i ¥ 5155 7 4% Clone( L RE) -
 {TJF Colour( Hifa) 32 8. =, SR J5 1% ¥ Palettes( 4K ) > Clone( 72 k&) -
I K 4T JF Clone Palette( v % 8 4 ) %o} 15 HE

3. f£ New Palette Name(#i iR 44 #%) 7 Br b, S AT (o pi i) 44 A o E B A PR BRI 72 Ji € Ak 44
hn_t“-clone”. 1t Bt £ 77 B Ak 51 3R 51 i 16 5E A B b AR AR GBR. B IR BN B 44 FR R B
N LR TR P

4. ¥ OK(HiSE) -
e i 1 R B AR AR B R
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T A AR AR

Fi 5 3% 5% (B # 2= 1k 7R 7E Export to Sprite Sheet( 5 tH & Sprite Sheet) & [ 1) Palettes( tf i) i I R
W,

W A AR Bk T H —A Sprite Sheet.

1. AT BL N B AE 2 — 8 F “Je XL 1
o {E TH & 3¢ 5 1% % Windows( & ) > Toolbars( L. B #%) > Game( i %) -
o B AT R T H A S %k Game(#ERR) -
2. 1E Game( i %) T F £ 1% $% Export to Sprite Sheets( 5 il % Sprite Sheet) &5 .
3. #1JF Palette( (L) LTI~ . BLIS BEFE B BT A BUH €A K H 50 B G

TR
RS 7 b B v B R o BRI A A B R

4. EHEIFHMARP LR & A GIR & H MO AEN B SR Sprite Sheet — 2 F Hi .
5. 5 Sprite Sheet.
&5 N E Unity J5, 77 LLBE 207E 4 1) Sprite Sheet i £ 2 B R (1 L4 .
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# 4 % : 55T Harmony Unity SDK

% 4 % : 3 F Harmony Unity SDK

Toon Boom #£ Unity Assets store $2 fit — /> Unity % I €, € & 5 A M Harmony 5 H 1) £04 B 75 00 B4 .
fift |5 %] Unity 37 5 H 5 , Toon Boom Harmony Gaming SDK 3 245 ¥ 4 45

o FRFFULHI(IF RN G E I Unity 5 (5 5

o i (SDK 3L )

o FEA(HEZRF . FHAMA . SDK YLLK — A FUS % Fr)

o 3 AT IR TA] (3% XK A N 4RAT B9 Harmony JH 4% )

o i 4 2% (X AE % 4B 2% 33 1T (1) Harmony B A, AS i BL7E build )

* Shader( 42 it 1F #i ¥ 4% Harmony ¥ 5 Th i 1) shader)

« F 5 (f# F§ Harmony shader [ i 1 #1 51 )
IX & 7% Y5 A m] 3@ ik Unity 1) Package Manager( £ % 3 8% ) St F 208 2 . Wi 2R 56 5 (1) Unity lR A 5
Harmony A1 A< 1) 6, A 3 2%, JF R N B3 AT 0 8% Y560, TH 2 F B 2

n{A] )] & — 4™ Unity SDK 5 B

1. G — A2 Unity 7 R0 H « 2 3CE ) — A2 19 2D Unity i X300 H | X Fh 051 B & 68§ b 3

2D yE YA 3,
ER
2% 8 FH 9 Unity 2020.3.36 2% 58 /& i A, I BT RRCAS 1) Unity S H 45 572 85 5O RV e
TBG 34 1 % B T g o

CANCEL m
2. 7£ Unity Asset Store % % Harmony Game SDK. #15 SDK /& T3 F# f, 7 LL7E Unity 3 H 4T
JF I X7 .unitypackage 14 .

B £ 5% 1 Additional Packages Requested( & % SR M in &) & 0, B 4 & & 8 17 & 4k 2D
) ) [ 3 25 Unity 4.,

3. H i Download( F#) -
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Additional Pac

com.unity.2d.

Don't Ask Agai Mot Now Download

Unity & 2 5 Bt 7 (08 )F 9 B 56 B 43 A J5 | B0 H &t T LLJT 46 %\ Harmony #1 (5 1

iy
‘% %% Toon Boom Harmony Game SDK J& , % 4 ¥ Harmony SDK {1 § A #4534~ 7 Harmony H #7
HIIIUH .

mTHaE S A H

1. & F¢ Window( & 1) > Asset Store, #1 JI Asset Store. I 2 4T I Asset Store i I F .

2. 1 Asset Store 1% # Open Package Manager( T /& & # 28) . i) £ 4T JF Package Manager
(BB EO.
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# 4 % : 55T Harmony Unity SDK

= N

-

Import Re-Download

3. BEHMSA LAKE T hAA YA LI :
 Packages: Unity Registry( 3, : Unity 73 fift %)
» Packages: In Project( 1, : 5 H 1)
» Packages: My Assets( 1 : & i % /%)
» Packages: Built-in( & : N &)

4. %% Packages: My Assets( 2 : R &%) .

T K R 7E R U5 FIl % b . Package Manager( {5 & BE 28 ) % 11 R A I 4 5 R P ik B
15 B

5. %% Harmony 1, 5 , % % A0 8 3 28 JEE %5 1 Import( S \) o B £ 3 8 7R %5 72 S04 ) Import
Unity Package( & A Unity £3) & 1.
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6. &+ Import(FA\) .
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% 4 % . 5T Harmony Unity SDK

Harmony Previewer
AT G e AR AN %2 %€ Unity 115 50 T 18 Harmony Previewer 2 % 2] i
Harmony Game Previewer /4 £1 & WindowsE{ macOSH] build, 7] DL B 4% fift [& 45

ER
15 71 fif & Unity 350 H A F build, 2 307 e 5 B SO e A s 4

4] 18 B Previewer
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<% Harmony Game Previewer - ®

Zilky_Blefd_rig

Alpha

Discretization Step

Skin

none

Go Back

1. 1217 Harmony Game Previewer.exe B, Harmony Game Previewer.app

2. N\InEk AR TSR R E AR I E . X &0 H ) Harmony Resources 3C 4 J&in % 1m >& , H H %

5 Harmony Game Previewer.exe B¢, Harmony Game Previewer.app # 7] .
3. fii F Prev(_E—) /Next( F —4) %4 S i shm .
4. A B A A R EE i 2, “4 87, “Discretization Step” il 5% [ 7k E .
5. i Go back(iR A1) 45 4 [0 £ b — g8, Nk —3hE .
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# 4 % : 55T Harmony Unity SDK

B

A i A 48 Unity 1 () Harmony Mesh #1 Harmony Renderer 41 4 .

TBG TAEH

#d i TBG TAE KK R 5\ Unity, TBG SCAF 1 5 7= 4 4% 3% W0# 2 7/R 7E Inspector View H1 . 1% HL % 7R 1)
W TS XML TAER SRR .

TBG Asset Renderer

TBG X # T.1F i i) Harmony Renderer % #i] TBG 34 ) Harmony ¥5 7 () 3l ) 55 78 4%, 3 5% 78 8 47 I 7T A
EH M EERE,

e #4% TBG T4E Wi e % 7=

1. £ it — Mt . TBG Renderer( i A) £ <=t BIL7E 45 I ¥ Inspector( K £ 2% ) 2 Il R

2. EHAEEFREUTIA

* Project( 3 H) : TBGStore %t/ ) 5| Fl - b % 7™ 1 5 A &3 2E 1, €5 i 24 i AnimationClip % i
i (1] TBG I H #4i -

* Resolution( 4 ¥ #) : J& 7 Uk Ay (1) 73 HF 3% . LI UG L AH 2% 1) Sprite Sheet 4 7k .
o Palette( ta#R) : & 7 Ik A1 €4 1 €4 B o I THL DT I5E A 55 1) Sprite Sheet 4 1 o

« Material(# R ) : 7 4E ffi (B 5 (164 5 . SDK B PR3 1R 52 1, AN BB

o Color( Bifa) : f ¥ 7= & Jin ik 1 B €0 1) 3 750

o Skins( % ) : oo VF K SL I B 2 Harmony 5 H B 58 B . MR O ) N hig R, &R
TR F R BT — kT T SR
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T A AR AR

TBG 2 A #

TBG 3L 5 A #| Unity i, Harmony ¥ 77 ¥4 % # >4 Unity prefab. AnimationClip 13 fth % 7= . TBG T A\ %%
A48 8 B AN B i B g7 2.

W47 #:## Harmony TBG ¥ 7= & A Unity K& B

1. 1E Project( Wil H ) #8 B Hh ik 8 — 4> tbg £ (0. LI 247 JF inspector( £4 £5 #% ) 1% 11 - .

2. £ inspector( £ 2 2% ) A & T B B o A5 7 11 Select(3% #) - It i 2 47 JF TBG Importer( TBG § A
B)VHLE, BoR TBG 5 A #8117

Animation

Maintain (

Material

S DTS U EINGPIES
. HBRE
- Discretization Steps: > % 7% 7 i 17 5 25 T I 45 1 Ak 6 310 /47 10 3 3

« Frame Rate: Unity ] 3l i % % #% it Harmony i () 2/ i 3 28 .t 4B M. T Harmony il 2 AH
] o

* Stepped: ik i, B mUR A BEBOWIRI AL B, A2 TIRHRE . 5 ORIE S, B DR AR B Hobi
[ 4% 75, LASR A5t 1% 1) 30 i ROR

 Create Animator Controller: 75 2) i% , It 5 A\ 286 5 2h ¥ & & & Fr A & 4 i AnimationClip
[¥7 Animator Controller, 3 7& Project( I H ) #i & H K 5% 7= Jit & 7 prefab 5% i1 .

« Animator Controller: 5 1 .tbg SC £, 5| A i) Animator Controller ¥ 5 37 i)
AnimationClips.

 Maintain Curves on Cloned Clips: 7 % ', M .tbg SC {4 H [¥) 85 45 sub-asset & il ( I 7£
AnimatorController H 5| FH ) 1 il 284 %% 5538 1) .tbg SC A4 1 i H4 78 55 -

34
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- MRBE
 Shader: fi| & prefab 5 , Jit &5 SpriteRenderer #f:¥ 51 Fi§ — Ff {8 F] it Shader 4 i i 47 )5 o
« SRGB Texture: # it 11, Jif A= fit SC 3 (9 1 B 230 €0 2 1] oK% A S 2 1 P06 2% [ i e
* Filter Mode: £ 3 (1 #H 4B 44 2 4 i 4 A
« Mipmap Enabled: £ i 51K 75 #F 26 1 902, 3 0 vE QL 6 5

« Create Sprite Atlas: #2416 , It 5 A\ #4 H 38 @6 5 P A 2 A4 ok 2 1) Sprite Atlas,
I+ 7E Project( i H ) #1L &l vh ¥4 %% 7 i B 7E prefab 5514 .

o Sprite Atlas: 7% 5 .tbg S 5 , Sprite Atlas 5| FH K 55 ¥k & -

XML THE%

FE i XML TAE KRS R 5\ Unity, TBG SCA4 19 5 7= 48 45 3% T0# 7R 75 Inspector View H . 1% B % 7R 1)
BrrEE RIS TBG LIEW B B KA FH .

Harmony Mesh
Harmony Renderer il i Harmony Mesh 2, & T~ %5 1) 3y 1) B ' 1) 253 1 1) 2 5% 7 X 4%
XML Asset Renderer

XML T {E i 9 Harmony Renderer % il XML SC A4 ] Harmony %% /= 1) 3l i 5 78 4%, I & /< 38 17 B nf g 22 50
o{ ) BT

04T B 4% XML T4k I v e B8 7=

1. Yy RPhisE—1me
2. f£ Inspector View 1% #% J&§ # ) Add Component( s 4L 14) - i 4> & 78 HarmonyRenderer £% .
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e I HarmonyRenderer

QuadHD

Pro
;
f
f
|

PerryPoireau_idle

Update Animator

Update Current Clip

3. Pl B H W E LT I

« Project( T B) :Harmony Ti H — ikl 5% 7= i 51 F o 65577 5 N8 A2 ke, 80 3 A 28 — kil g =X
i) Harmony 5 H % % .

» Render Settings(JEJ4 ¥ B) : 5 4+ 1% B H T8 S5 ™, nld 5 oo Fre s TiE 4 1)
Shader, 505 52 I it & .
Render Settings
Resolution ipad

[ EENE] reSkinning

Colo I, -~

Discretization Step

* Resolution( 4 F¥3&) : J& /x Ik M € 1) 43 B2 . L ITUC i AH 5% 1) Sprite Sheet £ 4 .
o Palette( 4R : f& 7 Ik A €4 (0 (4R o BLT0UC i AH G ¥ Sprite Sheet 4 Fx

* Material(#4%}) <77 28 fiy (5 B 52 A KL . SDK B B 58 4 52 B, S8 A R OG5

* Color( B ) : hf ¥ /™ B ik & B 1) 1% 5

« Discretization Steps: & X it 5 42 ¥ 2 B 1 HE 21 1 1 5 .

36
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* Clip Settings(37 & & B) : 8948 & B & AT shim & 1 @ 00 N & & shim . Y AE Editor( 4
%) BRI, 3RO R, B S S BT AR .

Clip Settings

Current Clip Index
Current Clip Wishling_ldle

Current Frame

» CurrentClip Index( ZRIBI3ER5!) : Bon WE B\ R 5 - AT 7E8h i & 1+ 3 4k
e Current Clip( L4 AT BY4E) ik HZE B R WAl 1) FH2 513K . 5 280 89 48 & 5] X R,
o Current Frame( 24 B i) : 4 A1 & 7 1M 5 o

 Animation Settings(FE R &) : 5 F AN E - W E A F . 5 N BCEP 5 A B 2] Harmony
AR A . S8R E MU , B Update Animator( B ¥ 50 i %% ) 5t Update Current Clip( %
LT BT 4R ) IR 1B 2.

Animation Generation
Animation Settings
Frame Rate

Stepp

Update Animator

Update Current Clip

 Frame Rate( Wi Z&) : Unity 1) ) @ £ 45 4% it Harmony i (1) ) 1 3 % . 615 B T Harmony
it 2 AH (7]

« Stepped: ik, B R AR B EOMIRI R B, A2 FIHEE . 5 oRIES, B R AR R Hob
[ 4% T80, VAR A5t 1 1) 50 i 2R

o Strip Prefix( 2B aI ) : F T M Bk 2 6 42 Fx 1 8048 . 140, 454 “Wishling_Idle” 5 &5y
“Idle”, ¥4 “Wishling_" & B 4 5T 4% . W Xk 16 BT A 1 6 30 i 42 F) A 5] B, IR A6 o

» Update Animator( EFi 30 I 2%) : 5o i L i% 4L E 3 A (1 & 5 im , 5 Harmony T H (1) 4
ZVCHC o S0 X BLA 2 R S N R B, JEA R i E

« Update Current Clip( 58 7 24 B BY %8 ) « {5 5 57 >4 A 8 &€ 1 89 45 .

ZERE
5B BB ] SR B MM Harmony 5 H I 58 1% o BE O S R AT B iE R + DR I — 4 . 7R EEAE Harmony

Tl A MENA KA. WRRAA A, ATEIN AR R BUE SCEAS SO A 4 DL K
AN B2 Koy BO 45 R AN 2H o TT DA 3 4L 4% - 4% HLI BR 1% 4 .
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Skin Settings
Starting Skins

List is Empty

Skin Settings
Starting Skins

Group Arms * Skin

Group Head * Skin

WTE XML THERFERFE K

1. B - S m—4H/Z 4.
2. B H, R ZA.
3. MR RA S Bl - HAMERIZA.
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% 4 % : 55 F Harmony Unity SDK

KT Unity 7~ ) 31 B

Toon Boom#5 — /> Unity 7= 5L H , H o 40 51 Harmony 3 th ) 24l & A AC . T H N (1) Asset( % 7)
SCAE e PR S

¢ Plugins

 Scenes( ¥ 7~ 3 5t A — A T FE )

« Scripts( T i Harmony il 4%)

« StreamingAssets( Jif 5 Harmony & XL /4 5 N K7 &)

fic & Harmony il 4 J5 , 7] [ 31 5 1 5 1 3] StreamingAssets S 3. it , Unity 34 55 25 0 4% 1 90 7E S04
() F B 0% 7 o A AT DLFE 38 3 i Harmony 2048 N Ih A E .
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% F Unity A 1H

N %1 4 Unity 51 /9 32 2244 44 K H Harmony X} v 2H £F

BE42E (Unity) =BT ]300 E
84 2 (Harmony)

Tt 5 585 (Unity) ZEES
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