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AFYDABTEFYTFrL | xz—45—TUEIID,
THLEET B /\yIT7—F
TLURIZERSIN, A—
IN—AYRNIEZ 5,

Outline Translucent Texture

o FIvIEANDE. FERTIVAFVYREDTRELGO>TWNASN—YDEBIZT
A ERRL, HRN—YZERIRIELE T, Outline Width THRD1EZ . Outline
ColorCHRNDBEHRETEEY,

Global Mesh Division Ratio

o BTME-moteF¥IIZHEELZRITT . Ay anBEDSITO—/N\IILERETT, Ih&
KT BHECPUEENEGYET A, AV EEDRENTHAYXYSDOENERL
IZEANZET . ERLEDOTRIZ03H-YTT,

Global Translate Limit Velocity [TYPE2]




API

o E-moteFrSZEEMLIBZED. MMEERICESFYSOBERED LR IZ%
EHEFEY BAEm/sITY 0KYKRELVMEZRET D& ENLEITHLIFYS
ZE}NLTH. REREZ LIRELTYEBENMTONSIIIHRYET,

Global Hair Scale

o ETODE-moteX ¥IICHEZRIZT . BOENFREDI/O—/NILBRETY, h&

KT HEEMNMENGLLGYET,
Global Bust Scale

o ZTOE-moteXvIITHEEZRITT . MOBENFRBDITO—/NILEETT /&

KT BDERMMENLGLKLGYET,
Global Parts Scale

o ETDE-mote¥¥IITHEBERITT . N\—YDENFREDI/O—/NILEETT,

INEKT BDEN—YDENGLLBYET,
Supress builtin texture warning [TYPE2]

o TYPE2 SDKICTYPEITRDTIAFYABE T —4ZHAR_AFEHEIY—ILIC
BEAYE—IUNKRIREINET , COEBICFIVIZANDETDESFAYE—Y
MNRRINGLGBYETS,

Windows/0OSX/i0OS/Android/WebGL/Switch/PlayStation4 Settings

o BIIYNIA—LDEFHRETT . E—T D FILEHI=OIZHONLDHTER

THAE)ITOVIEMBETHRELET,

Preferences|ZE%7E LT={E (L. Assets/Resources/emote/EmoteGlobalSettings.asset [Z{RTF S
N EIRLEZTVIZBESMIZRBENET, -, 7IURBRICAPIZEL TINODIEZEMN
IZERITHELHEFTS,

class EmotePlayer {
static public int maskMode;
static public bool maskRegionClipping;
static public int alphaCutoff;
static public bool generatePremultipliedAlpha;
static public bool protectTranslucentTextureColor;
static public bool outlineTranslucentTexture;
static public float outlineWidth;
static public Color outlineColor;
static public bool supressBuiltinTexturelmageWarning;
static public float globalMeshDivisionRatio;
static public float globalTranslateLimitVelocity;
static public float globalHairScale;
static public float globalBustScale;
static public float globalPartsScale;






UnityME-mote SDKTIL. #EE DEmotePlayerMELHF B!1))—X%EmoteDeviceEL T, —1F
EILTLVET . E-mote Global Settings TEXE CEAHSDKEHDE—THERELTIE
EmoteDevicel ZFTEL TLVET,

EmotePlayer® F| A& M & EXEmoteDevice DIFEFEH T H_&ITHYFEE A EmoteDevicelk
DI7LURAAI N AR TEEEN . EmotePlayerD U &ED THA R EN F- B ) TEmoteDevice A
Y&t . EmotePlayerMUEDHFEFE LKA o= 5 TEmoteDevice N EIN D ELVDKSIZ,
WEIZIECTHFICER - BREINDLIITHEH>TULET,

TIH.ADVDLEEE—2 D LS IZHEFIZEmotePlayerD L B I EMNIRY RSN BT EMNEE
SNBIGETIX., 8% EmoteDeviceD E R - HEMN /T —I U X EDRREIZ DM B 47— x;f,\
HYFET,

CHOL-MRBIZx 0T 51=8 . BARBIIZ EmoteDevice ZA—K -7 O—KTE3
EmoteDeviceManager 75 AMEELET .

class EmoteDeviceManager

{
public EmoteDeviceManager() ;
“EmoteDeviceManager();

public void Load();

public void Unload();

public bool loaded;

public int activePlayerCount;

public List{EmotePlayer> getActivePlayerList();
public int deviceRefCount;

public bool deviceResident;

public int getMainMemTotalSize();

public int getMainMemAllocatedSize();

API F£if

e Load()
o [FRA—RIKREE % 5EmoteDeviceM ) 77U AN U b1 DIEHPLTIO—RIKEE ]
[CLFET,
e Unload()
o I'O—FYKEE |%5EmoteDevice D T7L U AN U ME1DELLTIRO—RIKEE]
IZLET,

® bool loaded



o A—FREIMNESHEZHIELET,
e int deviceRefCount

o EmoteDeviceD) I7L U AN NERELET,
® bool deviceResident

o EmoteDevice WEEHIREEMNZHIFELFET , (deviceRefCount > 0)ERETY ,
e int activePlayerCount

o REY—YEIZHFEAET HEmotePlayerD iz RLET,
o List<EmotePlayer> getActivePlayerList()

o WHEI—YEIZHEET HEmotePlayerD ) ARFRLET,
e int getMainMemTotalSize()

o SDKEIBE—TD#MHAXENA BEETRELET,
e int getMainMemAllocatedSize()

o SDKEEE—TDEASHAXE/NA ERMTRELET,

EmoteDevice.cs

I5(2, [ —2 N TEmoteDeviceZ FE [T HEEFIREEIZT B 11=8(Z. EmoteDevice.cs &N D R BZL
HWRIRV)TEHRAELTHYET,

CDRAYYTRIE., TEAISEFZ EmoteDeviceManager & Load()L . #& T BFIZ Unload() 3% 1&LVS
DUTNEEMEERTLET . O NOBEEEA T O IMITEAYFLTEFIE. ZD—2 R
Tl EmoteDevice N7V A—REIN B EHCEELTITAEMNRIESNET,




E-mote®l R 71=8 JICB95T0/\T4TT,

e Data File
o E-mote TTARTILHYRR—ILI-E-moteT—2%ZRELET,
o Mesh Division Ratio
o FNITLEDAYLARBIERDFRETYT , /INSCTHECPUEENBELZYFET AN,
AV A BEEDEENTHYX YISO RRICENET . ERALOTRIK0.3H
=Y TY,
o Grayscale Rate
o JL—RT—IDEENTY, BEZRETIEBRRICEENTHY T HLEE
2ICRBITHEYET,
e Vertex Color
o E-moteDERDLAVIZHL TCERAINSIERAT—TT,
o & IIRGBA=(0.5f0.5F,0.5f,1f), RGBIX0.5 kY /NELMEZE R TE T B EMEAEY . K
ELMEZERTE T HERLALRYET,
o E-motelIBEHDLAVEERTHRIGZERTHD T, TILIFEZHRET HEL
TOEIITHEIFTLENET,

API

class EmotePlayer {
public string DataFilePath;
public float meshDivisionRatio;
public float grayscale;
public Color vertexColor;



Raw Level API

class EmotePlayer {
// E-moteT—A%ZHA—KFLEY,
// datalZldbytesT—% ., THF AT Yk, /3R
/! REITYRAR—bT—2(E. TNEDERINEIEELTA—FLET,
// Ef=z. EmoteAssetA T UMEIEE T HEEHHEEET,
// bundleFIEET HE. TEYMAURILAST—2EFO—RLET,
public void LoadData(object data, AssetBundle bundle = null);
// E-moteT—AR%F7>O—FLET
public void UnloaData();

/) ) —ADERAFRARAAEITVET,

// pathObjectIZIE) Y —RD/AREXF M, XFHNDEFITHEELET,

// bundleFIBET HE. TEYMNIURILMAST—2%0—RLET,

static public EmoteAsset LoadAsset(objec pathObject, AssetBundle bundle = null);

// ) —ZADERAFTEAAAZHRIALET .

// pathObject|ZIE) Y —RAD/ARZEXFFIH XFHDERIITHEELET .

// bundleZ B ET L. TEYMURILNST—2%20—RLET,

static public EmoteAssetRequest LoadAssetAsync(objec pathObject, AssetBundle
bundle = null);

|5

// IERBAFTE A AH SN Tz EmoteAsset JS5RE) VTR FET,
// AN—FELTHERTIEETT,
class EmoteAssetRequest : CustomYieldlnstruction {

// FHFIAENTLVAEmoteAssetZEIRLET,

public EmoteAsset asset;

/) BEDRR T LI-ERELET

public bool isDone;



E-moteD I ENE IZRHT 5T A/ 8T4TY,

70D/ \o —_

Transform

Alignment Align to center

Object TIRA

e Alignment
o GameObjectMERIZXFL T, E-moteF ¥ NEDHUBEEEHEINETERELE
ER
e Covolve Object Transform to Physics
o FxIvhEANSDE. EmotePlayerd 7 2y FL1=GameObject® Transform®D EEIZFE
FEEIERIZKY . E-mote DPEETE M ITHON . 2N BENL . A—VENLIH
HLEY FIvIaN T EENEEIYEE AL
e Fixed Scale
o FIVPEANDE ITAATEELEFVYIDEREEZER/LTREDR Y —
JLTUnity BERR R AN DR R BEITOSOITHYET  #HiEEL T0.01(1/100)% 5% E
FHE. Legacy 7 I AVM L LI ERIFEDBETRIEITVET,

API

class EmotePlayer {
public enum TransformAlignment {
LEGACY, // LA —TF 4 A2k
ORIGIN, // E-moteX ¥ DR RIZT M Ak
TOP, // BETAERIZT 54 Ak
BOTTOM, // BTF&EBIZT A4 AUk
CENTER, // TOPEBOTTOMMD I SA A
BUST, // MIZT7S4 A+
MOUTH, // BIZ7 34 Ak
EYE, // BIZT7 24 A
L
public TransformAlignment transformAlignment;
public bool convolveObjectTransformToPhysics;
public float fixedScale;

Raw Level API

class EmotePlayer {

/¥ oDEE
public float charaHeight;

/! XD I—H—DEZET—I)LREEZETIELET,




// key I1ZI& “top”, “bottom”, “eye”, “mouth”, “bust” DLNFT NMEIETE.
public Vector3d GetCharaMakrer(string key);



HE/N\YIF7THALUE —THORAFYIZETET0/874TT,

70D/ \o —_

Render Texture
< Map to RenderTexture

Clear Colar

Calc Suitable Clear Color

M Mone (Mesh)

® None (Material)

e Map to Render Texture [TYPEZ2]

o TYPE2 SDKT, LU —FTIRFXIIRYTTEMESIHERELET . FTvieg
ANndE, —BLIA —FTO9RXFYIZE-mote DIABREHEBEIL TH D, O THEZE
TIKIIHYETS,

o TYPEITIXEICLUA—TIRFYBATHENTHONET,

e Clear Color [TYPE2]
o LUA—TFTORFYDI)TH7—%HELET,
e Calc Suitable Clear Color [TYPE2]

o EBTIVCERESNIZIBEELZIITHS—1EHmAEL. JVTHS—EBHHRELE
E

o NEERLY)THT—I1IEE-motel 9. 7p3 AN T T2 THALI-ETILT—RIZH
FMIZfTImEhEd,

o EFETIICMHEIEGY)TAT—IDNEESNTULVELSE I, Unity LTI T 420V
ETHDERLETIILT)RLTYTZIVEALIZEDIEEZSTELTYITHT—IZEE
LET,

e Main Color

o LUYA—THRAFvEEIERTAHIERAHT—TT,

o HtEfILRGBA=(1.0f, 1.0f, 1.0f, 1.0f) T, RGBIZ/INSLMEZFIEET LMY E
E



o vertexColor&E LY, —BHBEIZSE TLILUA —TORFYIERAT AELD T,
FILIFIEZ R ELTHHBREICHFESERICHEYET,

Texture Width

o LUA—TIORFrDIEREIEELET,
Texture Height

o LUA—TIORFrOiftieziEELET,
Sorting Layer [TYPE2]

o LUB—THYRXF¥® Sorting Layer ZIEELET,
Order In Layer [TYPEZ2]

o LAVYATOHORTREBERIELZIEELET,
Mesh

o LUF—THORFXERHET DAV 250N EISIEELET .
Material

o LUA—THORFYEHETHITITILENRISIEELET,

Resolution Collection [TYPE2]
o LUA—TFTORFYITRIELT T BRI\ TFILURDTS—0EFAID%N
REZ TUORFYHBBEICEOLETHET INEINERELET,
Texture Margin
o LUF—TIORFYDIVELTHEEZROHEE. NIV XD LETERICMAS
I—UUDEFO—DIVEZERTHRELET.
o SceneE A—ITHRBTRIRINTULAIRNNIUX ERETRIRIINTLLSEN
R—IUEMR LU —TORFYDIVELTEHETT,

Clip



o LUA—THORFYDIVELTEHEED )y T AEREON—DILERZRTIEEL
T3, V)VTERETBE LU —TIRFYDORYTERHIT Y )T ERELT-
fEiE I/ NENET,

o EEMIRTETUVELTEBENLHDIIEN MO TLSEFIL, V)V TEHRTE
FTEHEETLUA—TIRFYDRBEEAEMERTHIENEEFET, LITIZ.
EL256x256 DL B —TIORF X TOIVTDHEIZKLBRBEDENLES
F—Z2DFIERLET,

Texture Width : 256 Texture Width : 256
Texture Height : 256 Texture Height : 256
Clip: Off Clip: On

API

class EmotePlayer {
public bool mapToRenderTexture;
public Color renderTextureClearColor;
public Color32 suitableClearColor;



public Color mainColor;

public int texWidth;

public int texHeight;

public string renderTextureSortinglLayerName;
public int renderTextureSortingOrder;

public Mesh renderTextureMesh;

public Material renderTextureMaterial;

public bool renderTextureResolutionCorrection;
public float renderTextureMargin;

public bool clipRenderTexture;

public Rect renderTextureClipRect;

public bool renderTextureCurve;

public floatl renderTextureCurveTopRate;
public floatl renderTextureCurveTopShift;
public floatl renderTextureCurveBottomRate;
public floatl renderTextureCurveBottomShift;
public floatl renderTextureCurveMeshCount;
public void calcSuitableRenderTextureClearColor();



MARRICET A0/ T4 T,

7OE/ \o —
Stereaovision

+ Enabled

Default

Default

Parallax Ratio

e Enabled
o IMARERANCTEINEMTINEHRELET,
Left Eye Layer
Right Eye Layer
o E-moteDILAMII. FREICKHICLI-EBLL2MDEBRZEZEMT HETERINE
. 8BA. EBADOHASZEERICIEE LRSI, MEXRLAVZEERI
BEMBEICHE>TUWET . 88, Unity5.6 AR TIXS VT IWHhASER R ELTZILIK
AEEICHELTEY. TDGEELAVYEREMNICEE T IV EIHYFEE A,
e Volume
o E-moteF¥IITAAMENTEHIESGIMIEHRELES, NEKTHILET. RIS
SRR SLEIGEYET L ARRDBELTEIRET ILELNHLHESIC
EWET,
o Parallax Ratio
o E-moteF¥TNDEADEFBEEDAENIZITDEEEREFALLTHROINEHRTE
LET . @EHE. EmoteBillboardControl MAAS LD FEREEIZIEC TEEMIZIEEERTE
TEH5DT. FHTHEITILEFIHYVEEA,

API

class EmotePlayer {
public bool stereovisionEnabled:;
public int stereoVisionLeftEyel ayer;
public int stereoVisionRightEyelayer;
public float stereovisionVolume;
public float stereovisionParallaxRatio;



E-moteDl 5B FEL\IZEHT BAPITY,

7OE/ \o —_

e Update Timing
o E-moteDT/IN\F—%EE#H T B2/(3% % Update() & LastUpdate() M51ERLE
T o T 7AILED LastUpdate() DEFICLTHITILTE-moteZHliHT ZBID R 1)
ThDUpdate() | KYEICEITEINDLSITHED T, BEITZENTHEHYEL
Ao
e Step Update
o FrIvIEANDERTYTEITIZTILIIHRYET,
ATYTETHIE. ToA—2a Z ELLVEHAOIA LAV EFHFINTFz2/3
DT OAHEEDEHFUEEITILSITEY ., BRGRBETERBEF - -BF2S
TonET,
o Apply Time Scale
o TimetimeScale DEEEZITAMNEIMNERELEFT . FviEsd L.
Time.timeScale ZER L CTEICERRB T = A—23095K5I2HBYET,
e Speed
o E-moteDEEREEZRTELET  EZ/NEKTEHERA—(C, KECTHEREILIC
BYFET,
e Hair Scale
o FYITLDEDENFRHEDEBRETYT, IMNKTEHEBNENLGLLGYET,
e Bust Scale
o FXITLOMDIENRBDEETY , MEKT HEMAENLGLLEYET,
e Parts Scale
o FNITEDN—YDENFRBDEETY , MEKTHEN—YNENLGLGYE
T
e Wind Speed
o BDEETT,



WInd Power Min
WInd Power Max
o BODHE/ME.ZKIETT,
e Skip
o BEAEETHFDIALIAVELIVERDERE. [REMICIBRDOLEET,
o BEFERLITEYN SBEIZFENET,

o BEETHFDIAANLSAVELVEHDBRELOOMIIEHLEET,
o ADVDRF YT —UTHEAT7OT#YVEZBELEIZFESE BRILELEAS
HBOMNIFYIDEFHEBRLTLNITET,

API

class EmotePlayer {

public enum UpdateTiming {
UPDATE,
LATE_UPDATE

L

public UpdateTiming updateTiming;

public bool stepUpdate;

public bool applyTimeScale;

public float speed;

public float hairScale;

public float bustScale;

public float partsScale;

public float windSpeed;

public float windPowMin;

public float windPowMax;

public void Pass();

public void Skip();



E-mote X v S DEFEHIET B 244 LSA2 1T HTO/NTATT,

[BALSAV1EIX ERDERDEEEZRRIICB>TERLT, TNICRHZEDT-HET
Y o E-moteDF v SHIEIE, CDT2A LAY B DOFIEZEERLELTITVET

J0a/\r+

Timelines

Main Timeline
Diff Timeline #£1
Diff Timeline #2
Diff Tirme

Diff Time

Diff Timeline #5
Diff Timeline #6
Fade Out Time

e Main Timeline
o [AVBALSAV 1ZHRELET,
o [AVBALZAVNZKYFYIICEZON-EITBEBANGEDELGY ., TALY
RALTGAV | ZNYBZA-RLTOFERENERYTTET,
Diff Timeline #1
Diff Timeline #2
Diff Timeline #3
Diff Timeline #4
Diff Timeline #5
Diff Timeline #6
o TERFALFAVIEEELET,
o [EDAALZAVNIZKYFYIICEZAON-EILE—FRHGEDT, [EH52M L
AV IEYYBEZDEEDEEITEBILRYET,
o HIMOHEETEDDRAAVIAELTHY., IFHIL—T ITRERSIMEEIGE,
ATI)ZEIFEWNR T HRFEERLTLET,
o Fade Out Time
o ENFALTAVAOVECDAREVYEZA-IRE. BERIEFTHELTWW-ES 2L
FAUIE, CCTHRELEFRBZMNT TRRIZCTI—F 7O ET . SNITKYEDS
MMIERFALSAVEYBZONET,

API

class EmotePlayer {
public string mainTimelinelLabel;
public string diffTimelineSlot1;
public string diffTimelineSlot2;
public string diffTimelineSlot3;
public string diffTimelineSlot4;
public string diffTimelineSlotb;



public string diffTimelineSlot6;
public float diffTimelineFadeOutTime

Raw Level API

—REEEVOGICOVTIEI LEDBEEAPITRY S TLEI . A—LAJLAPITRY & EGH|{HZ
TWzWMGEE . TSR TH— LT EDE-mote Native SDKDJIT7L U AT =27 JUIZEEM7L R &R
AHYFET DT, ELLESHBLTTEL,

class EmotePlayer {
public enum TimelinePlayFlags : int {
TIMELINE_PLAY_PARALLEL =1<<0,
TIMELINE_PLAY_DIFFERENCE =1 << 1
L
public string[] mainTimelineLabels:
public string[] diffTimelineLabels;
public bool IsLoopTimeline(string label);
public float GetTimelineTotalSeconds(string label);
public void PlayTimeline(string label, int flags = 0);
public void StopTimeline(string label = “”);
public bool IsTimelinePlaying(string label = “);
public void SetTimelineBlendRatio(string label, float value, float frameCount = 0,
float easing = 0, bool stopWhenBlendDone = false);
public float GetTimelineBlendRatio(string label);
public void FadelnTimeline(string label, float frameCount, float easing = 0);
public void FadeOutTimeline(string label, float frameCount, float easing = 0);
public struct Timelinelnfo {
public string label;
public int flags;
L
public Timelinelnfo[] GetPlayingTimelinelnfoList()



E-mote X ¥ S DEBZHIET A EHIICETHT0/374TT,
TEHIFTEOEEREITOOREILE . E-moteDEEIZ &I A R/NEMDIEZ T,

FYIDREBFEDFTHRARTREEITHRDIZA LTI 1ZFEIENEL ERZEEFIHT S
T=RFDENTT,

YIORAD—YILIZBBZEBRIEDILE, EREGNZT TN S DESHEBRIIZHIEIL
FWMEEIE, EREN R TEHEETERRTAIENEEET,

Transition Time
Transition Easing

head_ LD

Em|IF

InspectorMIBEE(CHDEY. COTONTATHEL-EBDEIFIECIBLRESNT .7
TVEELRLTERBENE R A, BHIC, ZHOHEED-HIZ, ERSNTLSE2TOEHET
LE2—9 5 ENHEDLIITHELTLET,

e Transition Time
o ZEHIFHULIME~NER T HRMEEELET,
e Transition Easing

o EHEHLWMENEBRTIEDA—DUTEHRELET,

Raw Level API

class EmotePlayer {

public class VariableFrame {
public string label;
public float value;
L
public class Variable {
public List{VariableFrame> frameList;
public string label;
public float minValue;
public float maxValue;



public List{Variable> variableList

/) ERDEEERTS

public void SetVariable(string label, float value, float sec = 0, float easing = 0);

/) EROEERFTS

public float GetVariable(string label);

// BERDEICEREMZ 5.

// modulea TELGOXFIEE5ZBHI LT,

/N DDERICRFICEROELGLIEMEMASIENHESD,

public void SetVariableDiff(string module, string label, float value, float sec = 0,
float easing = 0);

/] BEHDEDERERETS

public float GetVariableDiff(string module, string label);



E-mote SDKIZ. T/\v4 B TAPIO— )LD OS %88 -BAE T A2 EF->TULVET,

Raw Level API

class EmotePlayer {
// BT DEExERRT S
public void StartRecordAPILog();
// BT DERFERT TS
public void StopRecordAPILog():
// BT QREFRMHIET D
public bool recordingAPILog;
// BT OBEFRET S
public void StartReplayAPILog();
// BT DBEERTTS
public void StopReplayAPILog();
// BT OBERNMIETS
public bool replayingAPILog;
// BT&EIITE S
public void ClearAPILog();
// BT EXFEHELTRF-HETD
public string apilog;

Component

#Ba R—R2 TdH D EmoteAPILogger.cs & EmotePlayer A7 7z OMIT7 A YF§THE
T. Raw Level APIZEEMMNGELTE ., Inspector KYFEICAPIOY #5E8k-BAETAHAIENEFEE
ERR




YTy

ZDtHar Tl RAKBEANEGEYN 7Y TE#RBNILET,

Flo ZNIZHED KOO DB RGHBR IV TMIDWTHRREITVET

YT —>
Assets/EmotePlayer/Scenes/Emotelogo.unity
1. EmotelLogo.cséRZEN YN YTEITS,

#E

E-moteATd DRIRETLNET,

J0/\r+

7 Emote Logo (Script)

MNext Scene Emotelogo
Can Skip v
D4

® nextScene
o ATMBERICERILI—VERELET,
e canSkip
o TLAVY—DAAITKYRFYTARENEINZRELET,
® resolution
o OJNHHLTDREESED2 D4, D5 MhioEIRLET , 7TV r—a> DETHE
BEICEDE TEATIZEL,



YT =2

Assets/EmotePlayer/Scenes/GenerateTest.unity

B
1. CameraZfERLZE 9 (TRS=(0,0-1.5):0,0,0):(1,1,1))
2. Emote Generate Test AV R—R k& CameralZ7AYFLET

8: Reload

4: Toggle Device (Unloaded))

>: Toggle Auto (Off)

Fl-.E-mote NGB T ARETNA R —RADERFAZIVITEEETD
EmoteDeviceManager DE{ET AMZIH%E->TLNVET .
E-moteld. FDRTD=-HOICEADE—TOVRAMGEE,, 1 —F — 1 ERRBETINAR) Y —

REDBEELET,
NEDTINARYY—RIEBETDEDTEHEmMotePlayerM 7 O T4 12> 1= 1R ICHER S
. IxEDEmotePlayerhM &N A>T IR ICHEESNE T,
TIH. TNAR)Y—ZADFEFR - WEITFNLGYICEVNLIETH ST, EmotePlayer DAL
EFHILTEEDZAZIVIT TTINARYY—RADERZAZIV T EHEHT HEHMANRELTH

VEI,



EmoteDeviceManager 75 ANA T U E{ERLL T, LoadOBE%K. UnloadOBE TENENT
NARYY—RDA—K, FUVA—REFEDFA(ZIUTIZRTHEET,

SHIZKYEEA A ERELT, Emote Device AVR—RUMNEL—VFDEEDAT O IMNIT
BYFLTHELIET, —oDA—KERBFIZE-moteDT/NA R)Y— AN RSN, O—2 DTV
A—RERBFIZT/NA A —ADNEESNEESIHYET,

API

class EmoteDeviceManager {
public void Load();
public void Unload();
public bool loaded;



YT =2

Assets/EmotePlayer/Scenes/BillboardSetup.unity

B

ZE D GameObject (TRS=(0,0,0):(0,0,0):(1,1,1NEEKLET
GameObjectIZEFEET L. Models/room Z 72 vFLET,

Camera (TRS=(0,0,-1):(0,0,0):(1,1,1)&4£KLET

CameralZ Emote Fps Camera Control AV R—R U METAYFLET
Clipping Planes® near Z0.1I1ZZ&BELFET,

22 ) GameObject (TRS=(0,0,0):(0,0,0):(1,1,1)EERKLET .
GameObject|Z Emote Player AV iRh—R 2T A YFLET,
Transform —> Alignment [Z Align to bottom Z#8FELET .

Data File [Z vr_girl Z38ELEY

10. Emote Billboard Control AV R—R U&7 2V FLET,

11. Emote Fps Control A2 7R—R> kM Target Player |Z EmotePlayer Z3§ELET,
12. Emote Billboard Control @ Target Camera [Z Camera ZI8ELE T,

el B

©

#E

E-moteXvS5 &= RITICEMIZEBEL. BIZHASAERTEEILR—KELTEIEHT YT
ILTY,



Camera [Z72YFL1= Emote Fps Camera Control A R—RUME, T/NT BIZAASDFPS
B —iR{EEZalgEIZT HARAYYYT T,

Emote Player @ GameObject [Z7#vF LT= Emote Billboard Control [&. E-moteF¥¥S%HI[Z
HASICESESE ., EIR—KRELTHIEILET . E-mote3.8DVRIL T TL—FTEONI=F¥S
. TEFREZRIT. RICHZEHL. RERICBEEEMITEIEESBARALGEETHASITERT
HEITYET,

Emote Fps Camera Control

Target Player
o A—4whk&#ib EmotePlayer ZHEELET,
Target Camera
o A—/Tyk&rid Camera THEELET S
Look At Target Player
o FYIDEEDEFEDRAUIEFRTHLIITEHELES,
Speed
o BENEREZEZHRELET.
Rot Speed
o MERIEEZHRELET.
Slerp Speed
o BEIVCIEETEMINEXIESVEIEELET,
e Show Status
o FIVIEANDE EBORAEENRTEINET,

F—NAUFEUTORYIZHEYETS,

e W/S/A/D Hi/&/E/ A
e Q/E K [ElEL/ A [BlER
e 1/1 ER/ T

o —/— HET/HRat
o L ARRER



Emote Billboard Control

Target Player
o A—4wk&#ib EmotePlayer ZHEELET,
Target Camera
o A—4whk&#ib Camera ZIRELET,
Tilt Rate
Tilt Angle Limit
o AATHFYIITHBIRITEAFUVEFIZ, EJILAR—FZRAZEL TR IXSE R
THHEHETSH. TDEEVEREAZIEELET,
Fadeout Begin Distance
Fadeout End Distance
o AATHFYIITEMEBAEBFICFvINCEILBEELTLESIHKRFER AT
516D, 7z—F7 I bHlHEEFZ R ELE T . Begin Distance ETIEfFKETT—
F7 O r%BARL . End Distance TIT—R7OREZETLET . LU F—EF—5vEH
B35S [EmainColor, 37135 & [LvertexColorMalphaflE TT7z—F D il 1%
TUWET,
Head Tracking Threshold
Head Tracking Interval
Body Tracking Threshold
Body Tracking Interval
o BEEBARDEINENIIDVT,;MyF I MBI IERLLGIAEL. FoVF
DU ERBLTHLRET I H5FETORBEHRELET,

Pupullary Distance



o EHLABEDRIDBRELZRELET . MARBHLENLHIZEIL. FYIEAASHD
BB, AELZMD{EZEITIZ. EmotePlayer.stereovisionParallaxRatio ANBE EIER E =

nE9J,
o Angle Min
e Angle Max
o E-moteXvINEABRELEMIHREINTVSR-BLOAEDLUCEIEEL
F9,

o Parallax Ratio Limit
0 HAATHFYISITIEMNTEINULEFZ EFHANELNVSHRERDRKEFRELE
ER
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Assets/EmotePlayer/Scenes/LipSynchSetup.unity
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1. F9. Billboard Tvr 7 v T EEHFEDEREEIT.

2. Emote Player @) PSB File % vr boy [CZE T 3

3. Emote Player M GameObject MFEL THLLY Game Object Z4ERLL . Audio SourceZ 7
2IFT B,

4. Audio Source ) Spatial Blend % 3DIZ#RYUE]S

5. Emote Lip Synch Control AV R—RUNETHRYFT B

6. Targe Player IZEMEmote Player. Target Audio & Target TransformlZBH % B & ) Game
Object Z1EE I B,

7. Show Status [CFTvIEAND

Audio Source DEZFHIIZF v TF YL T, E-motelCEHEITO/\UZEEBRYYTRTT,



Emote Lip Synch Control

¥ Emote Lip Synch Control (Script)

Target
Target Flayer

Auto Lip Sy

Emote Variable
Variable Label
Variable Range

*-ﬁmpllnq {rpvritlun

Auto LipSynch Operation
Transition Interval 0.03

Debug

Target Player
o A—/7yk&T B Emote Player ZHEELET
e Target Audio
o A—4wk&d B Audio Source ZIELET ,
o Audio Transform
o Audio Source 7% YF 1= GameObjectD TransformZFIEE T HE. FDA TP
IREF ST —D— “mouth” DEEIZEENRIIZEREL T, SDAMIZIELLNADAL
BETHEFITLHLIILHYET,
e Auto Lip Synch
o FIvIEANDE. RAROBELEBRIZIVFLIZONIZTEHLIITHYE
ER
Variable Label
Variable Range
o E-mote DOA/NYICHELI-EHDLRIELUDERELET,
e Sampe Dynamic Range
o YUTILEBEDAAFIVILUDERELET,
e Sample Gamma
o HUTILIEBEEEZHETIAVTEREEIEELET,
® Smoothing Rate
o BUTLEERDIL—LDELERLTRL—UTEMNT AR BEREE
E

e Mute Hysterisis



Mute Hysterisis Range Min
Mute Hysterisis Range Max
o FxRILTEHSCTES. ADIAEITFHACIZHET HERBEHEHRET HMES
MNEEELEY,
Transition Interval
o Auto Lip Synch FfIZ, ANRDIEFE CTEB T HEHFRZEZIEELET /ST hiEO
INGHGELEY  RECTNIEXANRID BN ZHYET,
Show Status
o FrIviEANDEL. BEOBERIVHAGUICRRINET,
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Assets/EmotePlayer/Scenes/MultipleSetup.unity
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F9 . Billboard Ty 7 v T ERF DR EEITI,

Emote Player D7 — LA Tz HMEERT S

F7A® PSB File % vrboy IZEE ¥ 5

Position ZFAEL. 044A—FILIZEHRERET

CameralZ Emote Depth Sorter AV R—RUMETRYF TS

#HE

a s~ b=

TYPE2 SDKTI&. EmotePlayer @ OnRenderObject A XU MMIEENT=2A/Z T TEXS DI
BEZERITLTWET, ZD=OH. TIAIIMRETIEAAZICH L TR SDRIEBZREFELILIE
HEFH A, (Map to Render Texture [ZF TV IF AN TULBIGE L., BE D QuadZ{FE->THiE%
TN TISLE-MEEEFEEA) .

NI T BIZIE., HEEZETIT BHASIZ Emote Depth Sorter AV R—RURET A YFL
TTF&ELY, BASE EmoteGameObject M EEBEIZELC T, BEIRIIZY—FA TN, ELWIEF T
FrIhEEINDLIITHYFET,



OnRenderObject) A RUKMEITAASHDBEDL AT NETR =1 THIENET,
TYPE2 DHEELT ZDAASDRBERBNE TR ORI, FEARIT D LAFDRNZEE
BHLELYITEITENFET,

E-moteZA Tz OMDESIZ LIZUILEFRRLIZLMEE X, E-mote DA AT LY EDepthik ED
RKEWVEMDAAZTEIERL . E-moteDIEE A O ZRIICENODBEZEITOKIICHERMLT
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Assets/EmotePlayer/Scenes/StereovisionSetup.unity
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10.
11.
12.
13.

14.

15.
16.

F9 . Billboard Ty 7 v T ERF DR EEITI,

Layer EXTEZZ B L. "User Layer 8"% "Left Eye Layer”. "User Layer 9”% "Right Eye
Layer” &8 {F(+5,

Emote Player @M Stereovision => Enable [ZF T v9% AN 5, Left Eye Layer & Right Eye
Layer IZERIFE BT FI-LANVEFTNENERET D,

————————— SCFETH UKBERICERLERICH A DEBGEFYHT O DERT. =
NBATIE. ERLIZERERGDHASTLUFY LT \yT7IEEHL . ABLTHREIL
AERICERL-BEZETHOE SO DERTY

Layer EXTFEZZHE L. "User Layer 10”%” Anaglyph Composite” && (15,
LB T T AF+ Left Eye Texture & Right Eye Texture Z{EE DY A X THERLT
%o

Main Camera @) Culling Mask % nothing IZZBL T+ L WNESIZT 5,

Main Camera @D FIZE =122 D MDH AT Left Eye Camera, Right Eye Camera Z1B/19 %,
Left Eye Camerald7ZE[Z -0.0325, Right Eye Camera [£/120.0325 §° 5L, HREZDI(T5,
Left Eye Camera M near clip Z0.11ZZ & , Culling Mask % Default & Left Eye Layer D&
[ZZEH , Target Texture [Z Left Eye TextureZEXE 9 5,

Right Eye Camerat[EI#kIZERET 5,

FRIZKFBERADHAS Anaglyph Composite Camera Z1ERL T %

Anaglyph Composite Camera® Culling Mask Z Analgyoph Composite D&HIZEE T 5,
Anaglyph Composite CameralZ22 @) GameObject Z1BIL . TN F N Left Eye Quad &
Right Eye Quad &4 11115

Left Eye Quad [ZQuadZx 7 %Y F, L1 %Anaglyph Composite [ZEE, > x—4 —
Emote/AnaglyphComposite &7 #wF, Color Z (1,0,0) [ZEZ%E ., § 5. Texture [Z Left Eye
Texture %7€

Right Eye Quad £@E#kIZEZFE . Color [& (0,1,1)

Anaglyph Composite CameralZEmote Anaglyph Composite AVR—RUMETRAYFT 5,
Left Eye Camera, Right Eye Camera, Left Eye Quad, Right Eye Quad D& IE B %@ Y]IZE
E9 5



REAS—HFRFAHRTRONBZTFI)ILUA) T ELTIIARATREL IR G EH HT 5
Y7 VI TI,
VRADE-moteET LD ELE, FRICTIEBEMNTIHATIZENERET,

GF—%g & [hS—TFFTUT1ETER/ VDT TV 12NV EZHEANHEKFES  BIET
IHHEEBFRLERDHETI A, FYBN LT LGO>TVET,
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VROERHIEL T, Billboard vk 7y T H#AN—XIZ, VRIREEIZE-mote VREE AT HATVT
TRBLET,

Unity5.6 AR TIE. UnityD BE— D ASICKAHILAMBRIME IS S L TS =86, SEEICFEICVR
IRIEA~E-mote VREE AT HEMNHEFET,

V973
1. F9. Billboard Y r7 v T ERIZEDHREETTI.
2. Emote Player @ Stereovision —=> Enable IZFTv9&% A N5,
3. Player SettingGVirtual Reality Supported |[ZFTvo& AND
Virtual Reality SDKs
Cculus
OpenVR
JEE A
o Unity2017 2Ll DIREBETI OV IWIRARTLALUA) VT 1% ERT3581%. T
EmotePlayer®Map to RenderTexture JICF TV IZANT, LA —THORXFvIZLTL
BT ETBEICIBEL TSN LN EIRENEHICHYFELE A,
Virtual Reality Supported &
Virtual Reality SDKs
o SUUIIWNRARRTLALUA T EFIATEEE. BE—DIx—4F—T. ox—45—/\3

A—A%SBLTAEBREEBROTIRFYDH LTIV TEYBZTOET, ST
TUTZIWEHRET HHE. [ MainTexITER. [ MainTex2 | TEEDTIRAFv&SHL.
unity_StereoEyelndex DIEZE R THU T ITIORFYENYEZ S —F —% 8RBl
TR TS, FEMIE
EmotePlayer/Scripts/Resources/EmoteStereovisionSprite.shader D EIEFSE(ZL T
=0y,



VRO HI&EL T, Billboard 2y 7 v T ZEA—XIZ, Steam VRIZE-mote VREZEB AT HRATY
TH#BERLET,

HE. OB A EXUnity5. SLIRTIZR 324 T3> T, Unity5.6 LI TIXRTR D A2 TEY
UTNEEYRT YT ERETT,

979

4.

F9 . Billboard #Yr 7T ERFDEHREEITI,

Layer EXTEZZ B L. "User Layer 8”% ’Left Eye Layer”. "User Layer 9”% "Right Eye
Layer” &8 fF(+5,

Emote Player M Stereovision —> Enable [ZF T v9% AN 5, Left Eye Layer & Right Eye
Layer [ZHIFERFFIFI-LANVEETNEFNERET S,

AssetStore M 5SteamVR PluginZ /> R—k3 3%

BEfFEDMain CameraZEMILT S

& VRSetup®
Room
Emaote Player

SteamVR/Prefabs&kl) . [CameraRig] ZA A AV TA T 5
Emote Player @ Emote Billboard Control A ik—K kD Target Camera % . Camera
(eye) IZfTITEZ D,

. Camera (head) % Duplicate 9%,

4 VRSetup?
Room
Emote Flayer

Camera (head) (1)

Camera [eve)




12. 83T Camera (eye) M. Culling Mask HVi5 Right Eye Layer 4L, Target Eye % Left
[CERET o

& yRSetup®

Camera [ears)

13. #2850 Camera (eye) M. Culling Mask H'5 Lefy Eye Layer Z#4}L. Target Eye &
Right IZEXE 9 %o

= VRSetup*

Camera (head) (1)

Camera (eye

Camera [ears)

14. 815D Camera (head) M Camera, Steam_VR Tracked Object, GUI Layer Z#E3ZI{Ld
R
3 VRSetup®
Room
Emote Player g P Camara thead) (1)
N Tag | MainCamera
Prefab
Transform
Camera
Steam VR_Tracked Object (Scr
B " GUI Layer

Camera (head) (1)

Add Component

Camera (g




15. 238150 Camera (eye) M Flare Layer b9 5,

2 VRSetup?

™ Y Camera (eye)
Tag ! MainCamera
Frefab
Transform
 Camera

Flare Layer

Camera (ears)

Tag | Untagoged

Prefab

(® 7 Au Listener
¥ Steam VR_Ears (Script)
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1. EmotePlayer|Z, EmoteTextureCurve.cs&® 72 yFLET .

#HE

VRIZEILAR—RERRLBROTEREERT HIZF, AvPazhomhLoOMAGE EISE/SE

THEEERNEMTT,
EmoteTextureCurve RV TR TIEZESL=VREITD AV 1R TEET,

Z0/\7+

v Emote Texture Curve (Script)

Target

Target Player B Emote Flayer (EmotePla: @

Parameters

e Target Player
o A—4yhk&iiHEmotePlayeraiEELE T,

e Top Rate
o ERIAMMEIDZEHMESWZNLIDEHBE THRELET .



Top Shift

o BETEEMAIZTERIZE|0AHIMITFRHICHIT M E- 1M1 DEHETEELET .
Bottom Rate

o BTHEINZHESNZOMNSIDOHEETHRELET .
Bottom Shift

o RTEMUZETRIZESRAHAIMNITFHICHTME-1DSIDOHETHELET .
Mesh Count

o HMARDAY1DREIHEHRELET,



LTFTOREEIZEBARIZ))—RFTBN—23 0 TOBEEZEFELTULET,
e Emote Player 7 O/X T4 ~DE{EIZUNDO/REDOAFIAVAELY



