How to port animation Into
Unity
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1- Open unity, (Version 2019.3.9f1 used.)

m Rig test - Rigtesting - PC, Mac & Linux 5tandalone - Unity 2019,
File Edit Assets GameObject Component Window Hell

2
+
‘= Hierarel
+~

v <
£
£

Create

Show in Explorer
Open

Delete

Rename

Copy Path
Open Scene Additive
View in Package Manager

Import Mew Asset...
Impeort Package

Export Package...

Find References In Scene

Select Dependencies

Refresh
Reimport

Reimport All
Extract From Prefab

Run APl Updater...

Update UlElements Schema

Open C# Project

> 2- Assets> Import new asset
And find the Tpose of the model you
want to use.

Alt+Ctrl+C
3- Place asset in world or in the
’ hierarchy. Or click it on the asset
window.
Ctrl+R
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4| 4- Select model and go to inspector.

.......

5- Click on “rig” and change animation type to “humanoid”
and select “apply”
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@ Inspector | &
=g~ LORLODO HI SubmarinerCrewAvatar [-X- 1
"

Mapping | Muscles & Settings

7- Make sure bones are applied correctly in Unity: E.g.
Ensure jointl is Right eye Joint2 is left eye.

8- Click apply.
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i Optional Bone
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GameObject Compenent
Create

Show in Explorer

Open

Delete

Rename

Copy Path
Open Scene Additive
View in Package Manager

Import Mew Asset...
Import Package

Export Package...

Find References In 5cene

Select Dependencies

Refresh

Reimport

Reimport All

Extract From Prefab

Run APl Updater...

Update UlElements Schema

Open C# Project

Alt+Ctrl+C

Ctrl+R
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v ) Transform @ 3
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Rotation Xo YO0 Z0
Scale x1 Y1 i 1
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Controller
Avatar
Apply Root Motion
Update Mode
Culling Mode

Clip Count: 0

| ' Curves Pos: 0 Quat: O Euler: 0 S

Mone (Runtime Animator Controller)
F LOR_LODO_HI_SubmarinerCrewAvatar

Normal

Cull Update Transforms

: 0 Muscles: 0 Generic: 0 PPLr: 0

* | Curves Count: O Consetant: O (0.0f:) Dense: O (0.0%) Stream: O (0.0%)

Adr)/ Component

9- With humanoid skeleton applied. The inspector will now show an Animator option when

you click on your model.

10- Import the animation you want to apply



11-Click the animation in the asset window and repeat process 4-8 making the animation “humanoid”

.
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Animation Type Generic

Avatar Definition Mo Avatar
Skin Weights Standard (4 Bones)

Madel | Rig | Animation | Materials

Revert  Apply

Animation Type [ Humanoid -]
Avatar Definition Create From This Model -
The avatar can be configured after settings have been applied.
Configure...

Skin Weights Standard (4 Bones) -
Optimize Game Objects

Revert | Apply
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Create >
Show in Explorer

Open

Delete

Rename

Copy Path Alt+Ctrl+C

Open Scene Additive
View in Package Manager

Import Mew Asset...

Import Package >
Export Package...

Find References In Scene

Select Dependencies

Refresh Ctrl+R
Reimport

Reimport All

Extract From Prefab

Run AP| Updater...

Update UlElements Schema

Open C# Project
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Folder

C# Script

Shader

Testing

Playables

Assembly Definition

Assembly Definition Reference
TextMeshPro

Scene

Prefab Variant
Audic Mixer

Material

Lens Flare

Render Texture
Lightmap Parameters

Custom Render Texture
Sprite Atlas

Sprites

Animator Controller
Animaticn

Animator Override Controller
Avatar Mask

Timeline

Signal

Physic Material
Physics Material 2D

GUI Skin

Custom Font

UlElements
Legacy

Brush

Terrain Layer

14- Right click in the asset window, Create>
Animator controller
: Rename to appropriate name. e.g. the name of the

animation you want to apply.
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Controller
Avatar
Apply Root Mation
Update Mode
Culling Mode

Clip Count: O

Curves Pos: O Quat: 0 Euler: O Scale: 0 Muscles: 0 Ganeric: O PPLr: O
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15- Click on the model you want to apply the animation too and

® open inspector. Drag and drop the animation controller into the

®
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“Controller” part of the Animator.
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Controler % BinocularAnimation » 16-Remove “Avatar” by clicking the
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Update Mode MNormal -
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@ 17- Double click your animation controller to open up new

.
window.
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18- With this window open, drag and drop
animation into the window.
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Layers | Parameters

~ Baselayer

FG_PortoleAnimation.controller
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Apply Root Motion v animation humanoid to the models “avatar”
Update Mode Marmal -
Culling Made Cull Update Transforms -

Clip Count: O
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* | Curves Count: 0 Constant: O (0.0%) Dense: 0 (0.0%) Stream: 0 (0.0%)

20- Now when you
press “play” the
animation will play.




