Summary:
BMSRhythmPlayer is an extension tool that allows you to play BMS files exported from iBMSC in Unity,
and convert BMS file information into Asset data for storage

Use the Editor extension to convert BMS files into Asset data.
Place BMS files inside the BMSFile folder
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Open the extension window from Window - > BMS Editor Window
: | Window | Help

Panels *
MNext Window Ctrl+Tab
Previous Window Ctrl+5hift+Tab
Layouts *
BMS Editor Window

BMS File List: Displays the names of the BMS files

Reference Note Folder: Specifies the folder containing the audio files

Asset Name: Specifies the name used when saving as Asset data.

Rhythm Duration: Specifies the rhythm duration. If set to 0, the system automatically calculates the optimal
duration based on the last note. (If the duration does not match, please adjust manually.)

Reference: Before change

EMS File List Reference Note Folder Asset Name Rhythm Duration

Folder: s g Time: 0

Folder: =018 ez W Time : 0




Reference: After the change

BMS File List Reference Note Folder Asset Mame

Folder: 018
older :

Fold

Rhythm Duration
Time: 145
Time: 0

Time: 0

Select the Track Settings panel to configure tracks.
Use [+ Add Track] and [- Delete Track] to add or remove tracks.
Key:

Select the key number you want to assign to the track.

Key numbers correspond to iBMSC’s A1-B15. (B1-B15 are BGM tracks.)

SF (Simultaneously Falling)

Track Settings

When enabled, the selected keys will be processed as “simultaneously falling.”

Show Log: After building the Asset, missing audio keys will be displayed. If the keys do not use audio files,

you may ignore them
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Sample diagram for Log display:
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Save Settings: After completing the build settings and track settings,

click [Save Settings] to save the current configuration.

This will generate:BMSEditorPlayer/Resources/BMSEditorReference.json.
Build a single Asset: Click [Build Asset].
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Using Built Assets for Playback
Use the Demo BMSFromAsset.
Specify the Asset in the Bms Table.

T 5018_es (BMS Table)
B EMSFPlayer (BMS Player)

Bgm Track Title: Specify the BGM track title.
After setting up, you can play and test.

BMS Track Manager (Script)

Track Prefab

Bgm Track Title

Element O




BMSTable Class Reference
Get total number of notes (Long Notes count as two)
public int GetNoteCount

Get basic note speed
public float GetBasicNoteSpeed

Get rhythm duration
public float GetRhythmDuration

Get BPM track information (used for variable speed)
public List GetBpmTrackinfo()

Get all track packages (includes BGM, excludes BPM track)
public List GetTrackPackage()

Get variable speed information (used per frame)
Parameters:
index: BPM track list index starting from O; returns the next index
time: delta time per frame
totalTime: total elapsed time
basicVariableSpeed: current base speed
public BPMVariablelnfo GetBPMVariableSpeedinfo(int index, float time, float totalTime, float
basicVariableSpeed)
Refer to the BMSTrackManager class in the demo.
Since the BGM track does not generate or display notes, it must be handled separately.

Generating Notes
Refer to the BMSTrack class in the demo.

When simultaneouslyFall is true, simultaneously falling notes will be generated.

k.notelInfo.keyType == KEY TYPE.Short Note)

P .Inztant e(shortRedPrefahb) ;

ShortNote (short notes)
Position generation:




LongNote (long notes)
Position generation is the same as ShortNote.

Length calculation:

width = info.notelnfo.n

Movement distance
Refer to BMSPlayer.
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Edit track titles and key numbers (A1-B15).
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Simultaneously Falling Keys
Handles keys that fall simultaneously (e.g., for same-color display).

GenerateTimer

Specifies the timing when notes are generated and start falling
~ BMS Player (Script)

Bgm Track Title

Specify the BGM track title (must match the title in Mergelnfos).
BMS Track Manager (Script)

Bgm Track Title

Element O bgmTrack

Playing BMS from StreamingAssets
Select a BMS file — click Play
Pause UnPuase Quit
Select BMS File
Speed Level : 1
® Time 00:06:69
- [Folder] [BMS File]

s018 es.bms

s018 ex.bms

s018_hd.bms




Error:
Displayed when audio files are not specified or cannot be found.
If the key does not use audio, you may ignore it.

Example:
Empty AudioClip Keys: ZZ, UP...
Pause UnPuase Quit

Select BMS File
Speed Level @ 1 :
Time 00:06:69

Empty AudioClip Keys : ZZ, UP, V8, V4, YN, YD, XX, Y6, W6, W7, W8, F8, YO,
2X, 2Y, 30, G5, OH, OZ, 1J, 07, 0A, 0C, OF, 0K, OL, Qw, 1A, 38, 3B, 3F, 3I, 3K, .
YT, YR, YP, YW, UO, 5E, 5Q, 5T, 63, 48, 6C, 6E, 6D, 6G, FK, 6X, 70, 72, CN,
UZ, Z4, Us, EV, WC, O1, P1, OE, NX, CT, MO, 1T, 23, 26, 2G, 2J, 2M, 31, M7, |
45, 4U, 4W, 4Y, 57, YY, UR, 5M, 50, 5R, 62, 66, 6A, 6F, 6V, 6Y, 71, 73, CH, Y9
MP, OT, MQ, CS, M6, NS, 20, 22, 2B, 2L, 2N, 2Q, MO, 0S5, CG, 00, OM, 00, OH
5A, 5B, 5F, 5l, 5L, 55, 5W, 5Y, 5Z, 67, 77, 79, Q9, QE, AR, AY, B1, B8, BH, BJ,
21, 28, 2H, 25, GR, 0E, 1B, 35, 3G, 3U, 3Z, 47, 4K, 4X, 8Q, 8R, 8T, LL, YV, ¥S,
21, ZM, ZR, 2V, 26, 2C, 5, Y7, ¥5, XN, XH, XY, MA, CP, CR, N3, 1Y, 2A, 2F, 2
43, 46, R9, 8M, GN, YO, YZ, UJ, 5G, 5J, 5N, 5U, 61, 69, 78, YA, Y8, XZ, QB, Q
2Z, NB, OG, NE, ON, 13, 18, 34, 44, 4B, 4T, 50, 56, F2, YC, UM, 64, 65, 6W, 62
FB, 75, BS, BY, Tl, V5, UB, 10, 1R, O3, 01, 0S, R6, RD, RB, RU, R2, RW, PL, ¢
BX, TR, 1P, 1Q, 0U, OV, RP, RO, S0, PS, 4G, EY, V1, 98, 9E, SH, BQ, BW, TR,
9H, 59, UU, UN, UG, BT, BZ, TF, NC, MX, 0X, FO, G8, PO, GJ, YJ, 99, 9C, UQ,
Ul, W5, BU, CD, V9, NO, OR, R3, QS, PH, 4P, PK, H7, LV, LS, LT, OA, 0T, RF, {
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