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T B A S i W I, 55 0 SR B WU A, % B WA R o AN BN G IR B AT 4 R A2 Bl 1] A ol v A
3SR .

S W Sprite Sheet F, 45 0 7E Export To Sprite Sheet( 5 H & Sprite Sheet) %} & #E # /4] % Use Scene
Markers to Export Clips( X} 3 i BY 38 4 Fi 3% R w1 ) 6 0l BRAE A .

2y i Ak B 4 7E stage.xmU H [ 73 FIA B 05 2, AR R 38 A 3h i 4 Sk A B 37 S 5 B RS SOpE A B
I #5773
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KT EHBZBEH

Harmony X A W Fh #Z A4 L 0T H -
e EM
o IEHF

IS B AR AL L T ik TAR AR o SRABRHL R NGB SO IE S o AR R AT K s I BR L o tholh A i “fit
B N B A E . X RAE Z 5 B2 B I RN 8RR TN AE

1E S AR WL AT E Scene Settings( 4 5t % B ) X G HE o 25 2 BRI S H IE 5 S8R 0L 6 2 37 55, 0 406 20 6) 2
1B E X35 PR

ELERH ENRRN
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B 3FE: KT FHE Unity

B 3E: XTRH3I Unity

R B E SO 51 8, T LUAE L3 B Harmony 50408 1 4k 22 58 BH LR AR - ] DUB e 3 AR,
il 15 A 1

TS e (POONL TN

Ry YRt YO 2

219 UMNT wom\\ .

}

S
o ¥R B N Display( &) 11 JE Display AW( 4= 3 & 7R) »
o ZWRAFY S, Harmony 2T tvg XS, I RIRAF A= FH .

o ¥ Harmony 37 5 % B N IE 7 K20 #55 (11 1024 x 1024) . % Scene( 3% ) > Scene Settings( 37 &
WH) .
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F i R

wE# R

B Unity Z 8, B i% 5 B8R AT A4 BB DV A
i T 18 A 0 3 1 I TR AR Ik 51 bS] R A B R

W R E W R

1L HE-NMLKEE, HRE RN A HE a4

2. ez K E M Layer Properties( B 2 J& 14) 19, & Fil o0y £ 3% BT 1% 9 Don’t Use Embedded
Pivot( A E F A Bk & 0 1) 5 Apply Embedded Pivot on Drawing Layer( 52 F8 P B 3h 0 B T 22
BEE) . RN O T A ALAT T VA AR U i U B Unity, & £ KO AE R

3. SERRUCERE S, AT LS A B T R e A B R R0 A, s 4 Bl T B R e
THE. 2EEENEZEMER RS0 DUE B 8O AR o W1 SR A 3587 e A 0o 20, U BRI AL
T Harmony 5 10> (0,0).

4. BB 5, % Drawing layer( 4 K K JZ2) I # 5 Game( U7 xk) T H 42 B ) Toggle Anchor( 1] #:
BR) X M. BT Z %, ANEZANAZEEE B A,

22 B I J2 e A e TR e RS L DL s R s o BUAE T UK S AR VB RAEA T .
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B 3FE: KT FHE Unity

5 H Sprite Sheet
“SH F Sprite Sheet"# N1 S HZ M 28R, SHEREZ A xml CHF1— A 8L £ 4~ Sprite Sheet, E &Ik T
TN T UMK RaER, .

PR HRAE 2 05 5] — A € 0 AN [F) 3 i BLAR (] 44 AR R A7 o B n, an SR 25 0 9 B AN Bk BR 3 m, B A1 3R = A —
BRI A NS E ) B ES . EAENOEANRK RS RRA, KKK EZNMA T %
R I PT A B . RS 7 SRR R R D9 B R 1 T

Sizhmn, 3Rzt 0. ARSI RIS, R HES K Sprite Sheet.

¥ 2 A B AR AF N [F) — % P 4 R (10 SpaceDuck: run, idle) , ‘& 4x H i 4 & Sprite Sheet, i 2 15 1% ¢
o e A By A Bl BT R 2 B R — A B S, (B E S A R — R

BEE

L FE T IR E 22, Harmony S th ) XML 4 7T BLTE 2 J5 % 4k o 58 A0 40 1 — 3F i S0 30 45 44
B XML A k4 R, B A Xm2Bin st A2 . S22 % Toon Boom Harmony
B AR R XML B8 25 48 Ak O R 4 1) e R SR S5 A . e SE R R AL T
/HarmonyGameSDK/Plugins/ F i %% SDK.

o Plugins/Mac:-Mac OSX ) ¥l 4 % — i3t i) .
 Plugins/Windows\x86: Windows [#] il 4 &% — 3t i .
* Samples/HarmonyGameSDKSource/Utils/Xml2Bin: Xml2Bin ¥ .

* Samples/HarmonyGameSDKSource/Utils/Xml2Bin/proj.mac.Xml2Bin.xcodeproj: Mac OSX f{]
Xcode Wi H

¢ Samples/HarmonyGameSDKSource/Utils/Xml2Bin/proj.win32/Xml2Bin.sln: Visual Studio
2010 solution for Windows.

A B R A xR 51 B, FTAE B R AR Hh E A AR AT A BE AR S5 A ) e AT .

{5 Y Sprite Sheet

1. %+ Windows( & ) > Toolbars( L EA#%) > Game(J#ExR) , 7 sk T B

FHF Sprite Sheet FHF Easel JS

b

i S

2. fF Game( ¥ %%) T B £ Py #. 7 Export to Sprite Sheets( 3 i & Sprite Sheet) ggy #% #1517 I A .

Export to Sprite Sheets( ‘T tH & Sprite Sheet) & 1K 47 JF .
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i

Project Settings = Sprite Sheet | Sprite Resolutions  Palettes

Max Height: 2042

Resolution Type PO

Threshold: | 2 %

B Clear Texture Folder

Save and Export Cancel

3. WR TG FEH, 5 Save Path( £ 47 £ 1%) W B A Unity I H FFIE# ) SO 92, R AT H
B H, AT VR AR AL E , AR5 5 3 AL F B Unity B0 H B2l Y 3 Ath i 3k 51 25 .

4. ¥ B Sprite Sheet 1 1%L 1 .

5. Hii“Export”(FH) .
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B 3FE: KT FHE Unity

BRIPR

ey LUAR 48 i xR 00 H bn 20 95 i B R R R A H AR 0 #F R W] 2 T A AL T BB RS H AR A

X T “3 & Sprite Sheet( XML) " & [ 112> HF 2 "k W1~ B 48 8 &S B AR 70 HE 3%, # & #7 i — A Sprite
Sheet. Vjj i) b & 1 RT 75 5“0 8k T H L - % % Windows( B 1) > Toolbars( T EA2) > Game(J#XR) -

Sheet  Sprite Resolutions | Palettes

R, RN A B 2T Harmony B K /N .

AT B E Mg R PR

1. B Ao T B A % # Windows( & H) > Toolbars( T E#2) > Game(##3%) -

2. & Export to Sprite Sheets( & il & Sprite Sheet) gy » M. 23T JF“F i & Sprite Sheet(XML) ”
,/_‘@? D o

3. 7“5 1 & Sprite Sheet( XML) "% 1if #E , £ ## Sprite Resolutions( ¥ & 4 ¥ ) & Wik . ik Wi &
SH BT A AT B AR HEER .
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feim

4. Hif Add(EIN) - BIFR o R R 4 H bR 4 PR AR AT .
5. i NGHH b5 4> ¥R 1) Name( 4 FK). Width( % ) 1 Height( & ) »
BN B bR 2 #F % & HD. FullHD Al QuadHD. %1l H 1 B %% 23 9% 2 32 7 7] Ao iie 2% 10 H A5 % 4 o

BT LR Hibr 0 #F R A Z AR F R MM HHE . SANBUERTIEE, 7TLE R
78 4% 1] Sprite Sheet %t ¥ 21 & 78 1) 43 #E %,

®oR
o K R I M AR 52 25 1 2 ik 1) 46 TR T
o GETR % B B GE AL BT AR W e R R AR
o HEBRKER IR, W4 BT EE

22



B 3FE: KT FHE Unity

¢ F§ Bake_Group
Bake_Group /& — 2H 4 I FURR 2015 50, 7] LAE 9 Sprite Sheet )4t — 2 K — 2 F th .

w0 feT B 2 B RS A

1 BE-EHRENEZEHE—H. BT SHEREESH. .

o
Bake_group W R H — M A — A . K& bake_group WL AIE & — NE A

TR, RHMARIER TE. E 25 EF UL E AT IR |, BOVPT A & A4 &
A HRYR A B E LET o

[ » mcDeformation-SLY_tail-G  »

[d »  Multi-Port-Out

2. TR [a)Hh A, B4 809 00 “bake_"HI 4% .

BAE TR B 3 “bake "R 4R AT S FEC . AR 1 N “hips™ i “group” 4 FK N A “bake_hips”, T
e N HE RS

1 4% A5 “bake "HT 4%, K o3 BT LR SRR B B A0 Az B e i, B AN RE R AT 3 N
Sprite Sheet [FJ ¥ & -
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Tt b 7 AR

XTI e AR RS R, K 2 G0 R O 4 B S, IR SR 45 U xR 51 B . U Rk B BTk U7 R A N R
o, mREENHYUNEELEBHRBANLE.
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B 3FE: KT FHE Unity

S H = Easel JS

“Export to Easel JS"( F i & EaselJS) & I 7] LAHF & a1 B 5k« RIEA — A58 a9 e iR e f &
shim ek AN EEE, T35 &% & Wi Pt A, 7 Sprite Sheet W I il — 41 . X #F, & 0] LA AT =
T H B A e, RGN BUE B BT . (H AT RS & SR K, BB T 3 i B AR A
S KN

T % H 2 Easel JS

1. 3% Windows( & 1) > Toolbars( LT EA2) > Game(J#EXR) , W Ik T B+,

S HF Sprite Shest T HF Easel JS

b

i S

2. 7E Game( %) T E #% 4 # 1 Export to EaselJS( 5 ! & Easel)S) gy 4% 418 47 I A

Export to Easel JS( 5 ! & Easel JS) & 144 47 IF -

3. WREHBEF, 15K Save Path( fr 17 Bt 42) ¥ B W Unity B H 0 IE#H 19 SCHF K. IR AR
2, W ARAFAEAE AL, AR5 R Bh A% f B Unity I0H B34 A0 3L i 3k 51 %

4. ¥ ® Sprite Sheet 1 1 i .
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&

5. Hi; Export(BH) .
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B 3FE: KT FHE Unity

B AR A

A RIRE At B E SCERIN e R B T RE, T @A Rk 22 5 IR A A RO« £ Harmony H, BT RL N —
G 2 A TR, A AR T P 2 B [ A R

7t Harmony H @l & 1 M & S Hta i s, 3t vl DUA AN GO /5 F H 2 Sprite Sheet.

] a9 3R A Bl B B AR AR A

1. B E s, & — AR R AT R

2. BAT LA Hod— T {E : ) Colour( Fil f2) 2% ., % ¥ Palettes( 4% ) > Clone( 52 f&) 5 £ 5.
1% # Clone( T4 [&) -

o A R 5 i% ¥ Clone( 3T [E) -
o T Colour( Hits) 3£ =,, SR J5 % #% Palettes( 4 4% ) > Clone( 34 &) -
It i K 4T FF Clone Palette( 57 B €4 4R) Xt i HE

3. fE New Palette Name(#7 B4 4 K) 7= B, i NGB (o B 44 Bk o 80 44 R BR DL 2 i B B 42 Ak
inE-clone”. 5= Bt b U5 () G AR 51 3R 51 i 3 7€ A B CUAE AR B BB o T ER AN B 44 BRI
ol B A .

4. Hifi OK(HRE) -
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Tt b 7 AR

e FE 1 AR B O AR AR S R .

Ft 4 1% 5t 8 4R 2 B 78 £ Export to Sprite Sheet( 5 i & Sprite Sheet) & I [f] Palettes( 4% ) i% 5 &
.

A ik 24k F H —4 Sprite Sheet.

1. AT PA T #8422 — )8 i de R 1A
o TE T B 3% % 3% £ Windows( & [1) > Toolbars( T. .2 #%) > Game/( 7 %) -
o AR R LA S 1L Game(¥RR) -
2. {E Game( i %) T. L £ % # Export to Sprite Sheets( % i} & Sprite Sheet) g5 -
3. 17T Palette( i) i T . BLIN BEE 2 BT A T H B AR S oo B AR .

R
RO 78 b J o [ i o BB R A A B R

4. EFEFHARM AR & WA AR & A EKERNE B Sprite Sheet — 2 T Hi .
5. F i Sprite Sheet.

A5 N F Unity J5, AT L 278 42 1) Sprite Sheet % % B 7R ) (AR -
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% 4 % : % T Harmony Unity SDK

% 4 F : & T Harmony Unity SDK

Toon Boom fE Unity Assets store $& it — 4~ Unity % JE L, £ & 5 A M Harmony 5 th 1) 248 BT 75 10 I8 4% .
fift 5 3] Unity 3 5 H J5 , Toon Boom Harmony Gaming SDK 34 32 45 # 9 &5 :

o PRV (FF RN N Unity 5 S £

o 34 (SDK LA )

o FEA (IR TSI SDK IR P S — AN WL )

o B AT B I (5% % B R AT 1 Harmony 1 A<)

o G 2% (AR g 48 25 18 4T I Harmony AR, A H BLAE build )

* Shader( #2 it 1F 1 /& %« Harmony 4 & 34 B ) shader)

o M (fi Fl Harmony shader () 75 1 #1 Ji )
IX 86 HEJE AL @ L Unity () Package Manager( £ H 3% ) 51 T 27 5 B . 4 SR 5810 Unity A 5
Harmony [ 2 (¥ G AN e 25, IF R N 53 mT0f 55 I B T 25 R T 2%

4] Al B — 4 Unity SDK TR H

1. Bl — N2 Unity Sk 0 H o @3S 812 — 2510 2D Unity I xR 00 H , X Fh I H & T 4
2D VE QM B,

ER
2% 8 FH 9 Unity 2020.3.36 3% 58 /& i AS, I B AR AS 1) Unity S B 4% 52 R 5O\ F1E G
TBG X1 1y B IS RE &

CANCE m

2. 1E Unity Asset Store % %% Harmony Game SDK. 15 SDK & F3) ~# i, 7] LLTE Unity Ti B 3T
TF B W5 .unitypackage 348,
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i

B 2> 3 Y Additional Packages Requested( T i 3R Fff inf) & 11, 0 47 & 41 iz 47 i 14k 2D
B A2 Unity £,

3. #ii Download( F#) .

Additional Packages Requested

The following package

com.unity.<

Not Now Download

Unity & 2 58 Bt & (108 ) 9 28 56 BT 43 A J& | T H it T BLJT 46 % A\ Harmony A1 8 7

£/
% %% Toon Boom Harmony Game SDK J&5 , % 20 Harmony SDK &, 5 A 2| & > £ Harmony 1 ¥t
HEMIUH .

A -F AT H

1. %% Window( & 1) > Asset Store, $] JF Asset Store. I 2 $T JF Asset Store % i F »

2. {E Asset Store H1i% ¥ Open Package Manager (T B & # #) . L & 1 JF Package Manager
(BEHIE) AL,
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% 4 % : % F Harmony Unity SDK

a o

-

Import Re-Download

3. WEMHSAE EAKG TR SREA A LI
 Packages: Unity Registry( £ : Unity 73 fit %)
» Packages: In Project( 5 : I H A1)
* Packages: My Assets( {1, : 3k [ % =)
» Packages: Built-in( 1 : N &)
4. 1% +* Packages: My Assets( 4, : B % 72) -
TR M H W BoRE T 7 5 £ H . Package Manager( £ 8 B 2% ) 6 15 A5 1 £ & 7 B 3% %57 10

BE.

5. i% % Harmony U 5 , &% £ 8 & B 48 K5 1 Import( 3 ) o BB & IR IR T
Unity Package( 5 A\ Unity ) & [ .

NN

%= SCAE ) Import

P
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6. & Import(FA\) .
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% 4 % : % F Harmony Unity SDK

Harmony Previewer

AT A BT AR A 22 2% Unity (915 &0 K {8 F Harmony Previewer 5 & ) Hj .
Harmony Game Previewer I 1, & Windowszk macOSI] build, 7] LA H. 4% fif & 45

HER
1 21 i Unity T H 9 ) build, 8 3R B B SO 6 P9 A 1 4

WA 1% B Previewer
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<% Harmony Game Previewer

Zilky_Blefd_rig

Alpha
Discretization Step
Skin

none

Go Back

1. iZ4T7Harmony Game Previewer.exe &Y, Harmony Game Previewer.app

2. NnE g R T E MM IUE . XTI H M Harmony Resources SCAF I im#k ik, 3£ H &

5 Harmony Game Previewer.exe &Y, Harmony Game Previewer.app # A .
3. ffiH Prev( E—A4) Next( F —A) 4% 41 5 0 3) i .
4. fEF A b AR R4 A T B i3, <87 “Discretization Step” 1 “5¢ K "R E .
5. 17 Go back( iR [\]) #% £l [B | E—3g 8, n 8 —shm .
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% 4 % : % T Harmony Unity SDK

Rz
AT B A 4 Unity B ) Harmony Mesh #1 Harmony Renderer 21 {4 .
TBG LEW

#FEiE TBG TAEM KK R T A Unity, TBG ST 1) 5% 7= 45 4% 1% TR B 7R 7 Inspector View H . 1X B B 7R
M P2 kS XML TAER 2R A F .

TBG Asset Renderer

|
ap
[aYay

TBG X+ T.E i i) Harmony Renderer % il TBG 314 ] Harmony ¥ 77 [ Zh i 55 78 4, 3F & 7% 38 A7 I
WHNEEAE,

wnfa$$%E TBG TERELE S

1. fEY sk — M. TBG Renderer( il A) £ <> i 3LAE 45 ] ¥ Inspector( £ 25 45 ) 1% T R

Sprite Renderers

Materia

2. EHlfAORHKEUTIA:

» Project(Ji H) : TBGStore % /= 1151 H o L% 72 B S N 8 42 5k, B & B 25 B AnimationClip A i
71 TBG I H 4 .

* Resolution( 43 ¥ 2) : & 7m BE 1 2 1 73 9% . L IBUL E AH 5% 1) Sprite Sheet 44 74
o Palette( AR : & Ik A €0 110 (AR . BL ITUC S AH G 1Y) Sprite Sheet 44 5 .

* Material(#4 &) 7 4= M 0 B 52 044 )51 . SDK Bl B B8 140 52 52, AN KOG H Tt

o Color(Bifa) 2 xF 5% 7™ B fiN i € £ 1) 38 01 .
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F I b

o Skins( % ) : fU ¥ SE I B 2 Harmony 3 HH 952 B . A #A E SR L Fhdl R, &5
TR AN RN AT — X T A H RIS .

TBG & A 2%

TBG X 5 N\ F| Unity it} , Harmony % 7= % 4 v Unity prefab. AnimationClip #1 ¥ 7= . TBG T A %%
A AR T B AN 2 i B .

T ##E Harmony TBG &= 5 A Unity % B

1. 7E Project( Il H) ML H & — 1> tbg M 4. LB 24T HF inspector( & 25 %) 1% W+ -

2. fE inspector( & £ %) M B T30 B o5 45 Y ) Select(3E #;) - LI 2 F7 FF TBG Importer( TBG § A
%) ME, B8 TBG S A BT .

Animation

Maintain (

Material

3. WEUTAREES s ESANK T
- FHERE
« Discretization Steps: — > & 7~ ki R 75 3 17 & #5242 T2 W) 40 E1) 1 1 51 B0/47 2501 o B

» Frame Rate: Unity ] 2l il 5 45 4% i Harmony i ) 2 ) 3 % . I AE N T Harmony il % A
] o

* Stepped: ¥ i%& ', Bl HKE LR HMURI AL B, A S PIRIRE . A ORIE A, Bh R AR S
[ 4% 75, DASRA5-iAL 1% 1) 50 i RR
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% 4 % : % T Harmony Unity SDK

 Create Animator Controller: 7 4] if , It T AN #6 B 3h# @ 5 - &4
AnimationClip ffJ Animator Controller, 37 7E Project( 3 H ) 4 &l b 3% %% 7= il & 7£ prefab 5%
2.

 Animator Controller: & 2 .tbg X141, 51 I i Animator Controller ¥ & 37 )
AnimationClips.

 Maintain Curves on Cloned Clips:#7 & H, M .tbg 4 H [ 85 4 sub-asset & il ( H-1E
AnimatorController H 5| H) [ il £& 4% 4 58 % 19 .thg SCAF 198 205 78 &5 -

- MAHRE
e Shader: il & prefab J5 , T & SpriteRenderer #5544 5| F§ — Ff {f /i itk Shader 4E B 1) 44 i
» SRGB Texture: # & i1, BT A= ji S0 FH 1) 410 35 750 €0, 7 8] K It S 4 18 230 0, 72 [ 7 4 .
* Filter Mode: S0 F i) AH 4B A& 2 4T 4 1A -
* Mipmap Enabled: “£ BB 73 #F 3 (R S0BE, 39 IniE G b &

o Create Sprite Atlas: %5 2 i% , th 5 N 45K B 28 & 0 & fr A 24 ks R 1) Sprite Atlas,
FF1E Project( It H ) A B H % 55 77 il B 7 prefab 5514 .

* Sprite Atlas: 42 5 .tbg S} 5, Sprite Atlas 51 FH & 55 ¥k & .

XML TE%

FriE i XML TAE ¥ K R 5 N Unity, TBG SCAF 1) 58 7= #8428 1% i 2 7R 78 Inspector View . 1X B R
% P Rk TS TBG TIEmR B A [ .

Harmony Mesh
Harmony Renderer i@ i Harmony Mesh 20 11, 3 T~ % 1) 2 1) B 't 1) 22 &1 1) 2 5% 77 0 4% o
XML Asset Renderer

XML L AE ¥ i Harmony Renderer #% il XML 14 i) Harmony % 77 [ 3 ) 5 vE 4t , I B 7R s 47 I 7] G B
oA AR

04T B 4% XML T4k R ¥ e B8 7=

1 EyFPEFE—-IME

2. fE Inspector View % #£ J&& #5 i) Add Component( ¥ Il 41144) - A £ 78 HarmonyRenderer £~ .
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e I HarmonyRenderer

QuadHD

Pro
;
f
f
|

PerryPoireau_idle

v

Update Animator

Update Current Clip

3. wEHlAEETHFREL T
 Project(Ti H) :Harmony Tl H — @ il % P~ 1 51 H o % 7=l 5 N 88 42 i, B & R it il #% 0
# Harmony it H #4E .
e Render Settings(JEHRPWE) :H W B H T RE ™, vl 5 o o FR s H T iE 30
Shader, B 5 A8 T i & .
Render Settings
Resolution ipad

[ EENE] reSkinning

I, -~
L

Discretization Step

* Resolution( 43 ¥ 3 ) : 7 I M €10 ) HE R . L IRUC BCAH 5% 19 Sprite Sheet 44 74 .
o Palette(fAR) @ J& 7 I A 4 1 BRI IUT T AH 5C 1) Sprite Sheet % K o

* Material(#F8}) 77 £ A BRI A B SDK BE B RE 148 52 e, AN RO6H i .

o Color(Bita) 2 xF 5% 7™ B i1 i € B 4 1) 328 1 .

« Discretization Steps: & X [t A2 ¥ £ &l i 7 51 1) g e
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% 4 % : % F Harmony Unity SDK

 Clip Settings(BY%& ¥t B ) : 8745 & B AT T shm & 1 15 0 F & F s . LI AE Editor( 4
) BRI H , BN, S E RS S BT E

Clip Settings

Current Clip Index
Current Clip Wishling_ldle

Current Frame

e Current Clip Index( X RiBY 38R 5]) : Do M 7898 R 5] . vl 7630 | & 1+ 23\ 1k .
o Current Clip( 24 B BY $8) : ik 5% 22 B R WEAN 2 ¥ R 25103 o 5 200 87 82 5] % B .
o Current Frame( 4 B M) : 24 A & 7 1l 5 .

 Animation Settings(Z1 E & &) : 5 5 A5 7 & E M F . 7 ANBCE RS A B 5 2] Harmony
B LR . SERESUE , B Update Animator( 5 %7 2 ilfi #2) 5 Update Current Clip( 5
LT BT 4R ) IRAF 1B 2.

Animation Generation
Animation Settings

Frame Rate

Strip Prefix

Update Animator

Update Current Clip

* Frame Rate(W{#) : Unity [ 3} il 5 4t 8% 75 Harmony i ¥ 2 ilfi 3 2 . L {5 2 T Harmony
A A

* Stepped: 7 i%& ', Bl K LR ECWURI RS B, A S PIAEE . A ORIE A, Bh R e R Ho
[ 4% 78, LASR A5t 19 1) 30 i R

o Strip Prefix( X BRI : FH T M B 2 i 4 R AT 4% . 4, 280K “Wishling_ldle" 5 4y
“ldle”, F “Wishling_" 15 B N BT 4% . Ui 3% 1) BT A £ 630 1 42 FR A [ B, D4R A A -

o Update Animator( 58 51 3h B 8% ) : 5 ol b F 40 3 5 M (o B £ 5h il , 5 Harmony 5 H
S UC D o U J50K o IR 3 S B A N B IR B, RN R BRI E .

» Update Current Clip( 5 %1 24 8 BY 88 ) : {0 56 37 24 il ik 2 10 89 45

FHEKE
SRR E SN ERM Harmony S RIS . BE E AT B T + A H 1 —4 . 7 EE Harmony

SRR NENAERTAEH. WREEDH, RFEM—HIFRE . G LUE SCEAZ SO 21 DL KK i
B BE g A o AT DAk B A A 4% - A HLIN B % 4.
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Skin Settings
Starting Skins

List is Empty

Skin Settings
Starting Skins

Group Arms * Skin 01_Leaf

Group Head ¥ Skin nane

WATFE XML TYER P E S FE K

1 By + i —H/2 4.
2. B H, MR EEZA .
3. B RAE BT - M ERIZA
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% 4 % : % T Harmony Unity SDK

X F Unity 7~ %1 31 B

Toon Boom& — A~ Unity 7= 1 15 H , b AL 5% Harmony 3 H I diE S NFIIA . TLH N I Asset( % 77)
A AL B LR ST

¢ Plugins

* Scenes( {7~ F A — TR )

* Scripts( it & Harmonyl )

» StreamingAssets( T 5 Harmony3% 5t 3L S AR B)

fic & Harmony il A )5 , 7] [ 31 5 11 3 i 3| StreamingAssets S 3¢, i, Unity ¥ 55 2 hn & 4 3078
JE I B BT 7 . AR LT B T W Harmony 50 85 BN A7 & .

41



Tt b 7 AR

xF Unity F1H

T %1 A Unity 510 1) 35 2 4 A4 K H Harmony Xt 37 2H £

BE4E (Unity) =R [2] 3531 &

%
BIEE (Harmony) Scene View (Unity) = 51l

#LE (Harmony)

TEEE(Unity) =
EERMT (Harmony)

FEnEsE Uy @ ;f;ﬂ%%%%’“'w e

Unity Harmony ik
Scene View B BB E, Hha] DUk E MRS I

FBGH FF R HARFTHA GameObject.

T B o 1% T AR R . RN R 2Rk A I I
20 bt (5 BLT ;ﬁ;ﬂk*?ﬂ%mmﬁmﬁ@ J& N B 2 R AT W
N I &R AT % GameObject I FE4IE B, W45 T A Iy
o Mz it 1400 2 3L IR

— BoRZ =PI EIESR, vONA R kT %

= o Il -z
=34 e 18] il A P 1) T )2 =R
) I B 1] il 400 P 1) R A By ] AL AR 6 1 B i 9% B i .
o SRR B, w] B A A [ R 3
2y i i s

- F 3L K $ 1E
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