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character outfit_00 :

High : 18366 Tris, 13414 verts, 156 Joint (2 texture set, 5 material.)
Low 0 : 10503 Tris, 8411 verts, 132 Joint
2 texture set, 4 material. (HighE®TIILDTIRAFYERALET,)
Low 1 :5941 Tris, 5144 verts, 60 Joint (2 texture set, 4 material.)
SD Model : 5917 Tris, 5145 verts, 60 Joint
2 texture set, 4 material. (Low 1ETILDTIORFYZEHRALET,)
TORAFYDREE(TT N T2048 x 2048[Z4>TLVET,

character outfit_01 :

High : 17890 Tris, 12674 verts, 130 Joint (2 texture set, 5 material.)
Low 0 : 10395 Tris, 7970 verts, 116 Joint
2 texture set, 4 material. (HighETIILDTIRXAFYERALET,)
Low 1 :5937 Tris, 4868 verts, 44 Joint (2 texture set, 4 material.)
SD Model : 5913 Tris, 4863 verts, 44 Joint
2 texture set, 4 material. (Low 1 ETILDTIRF¥EHRALET,)
TIRFYDRESIET RT2048 x 2048I27%>TULVET,
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SideBag :
High : 650 Tris , 563 verts, no skinned
Low : 385 Tris, 398 verts , no skinned

sideBag model uses 1 texture set with 1 Material. Texture size is 1024 x 1024.

Weapon 00 :
High Model : 3328 Tris, 4027 verts, 7 Joint
Low O : 2082 Tris, 2824 verts, 7 Joint
Low 1: 1525 Tris, 2177 verts, no skinned

SD Model : 1525 Tris, 2180 verts, no skinned
Weapon model uses 1 texture set with 1 Material. Texture size is 2048 x 2048.
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Weapon_01(Axe) :
High Model : 854 Tris , 832 verts, no skinned
Low O : 618 Tris, 662 verts, no skinned

SD Model : 618 Tris , 662 verts, no skinned
Weapon model uses 1 texture set with 1 Material. Texture size is 2048 x 2048.

Weapon_02(Gun) :
High Model : 1994 Tris , 2397 verts, 6 Joint
Low 0 : 1293 Tris, 1669 verts, 6 Joint
Low 1:1129 Tris, 1447 verts, no skinned

SD Model : 1129 Tris , 1447 verts, no skinned
Weapon model uses 1 texture set with 1 Material. Texture size is 2048 x 2048.



B0 —oa7)LITYTIL

é’l?ji_‘b“/HUiSubstance DesignerlZ& > TIER SN =, TAOL—LaFZILITUZILBEENT
WET,

JO =237 IR T TFIVIZIEAT—ITAvbDI=0DINTA—E2RFEINTHY.
BINTGA—RFRETHET. BRETOAS—IZEETH5ENTEET,
(L7 tvhDiBEE(EAIbeo., Metallic/SmoothnessT Vv T2 ELET . )

Now/Editing': Body/Material) MetalR

CHENgeito)
VieweriMode]

Ul On/ Off

In Substance Designer



OO —a7ILIRTYT7IL

FAY—VaTFLRTFUT ML T ILEA LTEIELE — :

WG

4

ey

N < 2 an Play | Mute audio | Stats | Gizmes = Create 7| (orAll l:‘ :
N — @ MNermal Map 1
d 75\ I 9 t z % &) \ }—9% '355 E L/ 7—7 z % : ; » Canvas_UIonoff -
> / 7 —v ity s EventSystem © Height Map
- -
ERBLTHCLLTEET = Ry
N Reflection Probe . m
<Y — o © Emission 0
- F Pivot 1 k -j
. é 6 — 7 i . E . Directional light-backL B (=D
H Elz ;h TIORF¥| Export Bitmaps*—1 TCJ ”% Directional light-backR Tiling [T YT
‘v < p p Directional light-Sun Offset X0 Y0
ALELTREL, BEOITUT LT =& e
77 ) % 0) J ) ﬁ — » AdditionalLight_For_ReflectionProbe Secondary Maps
»DA_model_00 o Detail Albedo x
'te%ij- ° »DA_model_| @ Normal Map 1
Tiling X1 1
‘|-;| Offset K0 0
Lel UV Set [uvo &
= e Inspector w el _0 ;| Procedural Properties
k! Generate all outputs [
o DA_ColorEdit_00_bedy : Be=! Generate Mip Maps B
3 Create * g \l 4% Randem Seed Randami 0
- Shader | Standard SE'ECt ShEIIjEI’ T T AVEITEES 4 Assets » AnnetteDill » model » substance ar\ om See { Rendomize
) ¥ [| DA_CalorEdit_00 T Shirts 1
Edit Shader... 1 = DA_ColorEdit_00_body Color [ | #
W' DA_ColorEdit_00_body_toonShadow Contrast E— p— (]
(@) DA_ColorEdit_00_skin Luminosity —— p— (]
i Y55 Assets UDA ColorEdit_00_skin_ToonShadow Roughness —— [0
»&  notincluded NDA ColorEdit_00_body_basecolor Metallic - 0
v&5 AnnetteDill DA_ColorEdit_00_bedy_metallic _
& Cocument ﬂDA_CoIorEd|t_00_bodr_toonsh ow_basecd ¥ Shirts_2
b %;imator(:ontroller a4 DA_ColorEdit_00_body_toonShadow_metall Calor [
1 ¥& model DA_ColorEdit_00_skin_basecolor Contrast —— —
Y& character DA_ColorEdit_00_skin_metallic Lumninosity —— p— (]
I &5 Materials DA_ColorEdit_00_skin_ToonShadow_basecc Roughness - 0
_ &5 Materials_low DA_CoIcrEdlt_UU_skln_ToonShadow_metaII| Gl - 0 E.
e | (1,7 &5 Materials_toon > [&] DA_ColorEdit_00_Low =
o » @ DA_weapon_ColorEdit_00

Ly

@ Emission
@ Detal Maslk

Tiling X1

Dffset ¥|0

Secondary Maps

Rendering Mode | op:

Main Maps Reset

g @ Albedo L 9 _Export Bitmaps

E @ Metallic

== . —
v

&5 Materials_toon_low
bl Effect
&5 environment
b items

-

I »&al scene
i} &5 script
&5 shader
G AssetStoreTools

4

) m_skin_Cutout_sbs

) m_skin_Fade_sbs

) m_skin_low_Cutout_sbs
) m_skin_low_Fade_shs
) m_Skin_Trs_sbs

©|DA ColorEdit 00.shsar (—

DA_ColorEdit_00_body
2048x2048




B HORRLEY—2T—5 —

BT EYMIFARR LI =20 T —F —DEFENTLT, 77 L DshadernEZiRA=a2D
[SaladMixStudio/ToonRamp _????]MDECAIZEMENFET,

Shader Forge TR N =T —H —T9 DT, £ LShader ForgeZ &5 TLIzoO—FEEH
TEH. CHEBTHRATARTHIELTEET,

radowColor

Shader Forgeld T T4 4—¥iE 7 ybTY , cTHLBEATEET : https://www.assetstore.unity3d.com/jp/#!/content/14147

= | © Inspector &=
s m_Body_toon @ %
f Shader | SaladMixStudia/TaanRamp_Outline v
MainTex Standard
Standard (Specular setup)
Tiling
2
Offset DA
FX 3
ShadowColorl
GUI 3
e Tiling Mobile 3
Offset Nature v
SpecularPowe Particles »
ToonRamp | SaladMixStudio 3
ToonRamp_Cutout Skybox »
B v ToonRamp_OutLine Sprites 4
ToonRamp_Transparent UI »
= S Unlit 3
S LimLightWidth
ill » maedel » character » Mate Beliian Legacy Shaders >
Tiling >4 bl Y1 s b
_Cutout Offset FAal Y0 -r=—=
Trs ToonRamp .


https://www.assetstore.unity3d.com/jp/#!/content/14147

B HORRLEY—2T—5 —

Toon Shader®

B MainTexEW VD3 DHS—TIVAXAF¥TY,
B Shadow Color Mapld &%
22|11 A 5818 1ZShadow Color Map&EMainTexmM I LU RENET,

B Specular Power MapldSpecularMask4°GlossinessMap& L THEREL £,
B Toonramp maplIEZDHMYEBEESZRELET,

SEERDECAH(FShadowColorMapDEIZIEY BT LANDT 5T —2aV T,
Shadow Color Map&MainTexbN I L RanEd,

7 LA (50%) TldMainTex. T LA DBEANLESpecularD T EIZ K YMainTexFBE 5

LLTWEFET,

CDITST—avDEEFRBTLIETUI—TAVTDES
B OutlineColorMultiplyl 7 DS A DBFHRELET .
OutLineColorMultiplyh30%ii5 £, 1425 ShadowColorMapD & (ZHEYE T,

X AE o

BRETDIVITERYET,

AETEET,

!. Iﬂ m_Body_toon
Shader | SaladMizStudio/TeonRamp_CutLine

MainTex

#,

Tiling X1

Offset ¥0

ShadowColorMap

Y0 elect

Tiling |1 ¥l
Offset X0 ¥ 0
SpecularPowerMap
Tiling 1 ¥l
Offset x 0 ¥ 0
SpecularPower
SpecularColor
LimLightPower
LimLightWidth -
NormalMap =
Tiling X1 Y1
Dﬁset :': U Y U Eelect
ToonRamp
Tiling X1 ¥l
Offset X0 Y |0 I Emct-
outLineColorMultply () 0.6

outLinewidth

0.15



B Et— 3

ECANIM(E2—<T /A R)REDE— 3 AV 7075 (T E,
HI{EH> T JL Danimator controllerA{FEL TLVET,

m

_qun,wa\k,nn,L _qun run_00_L
_gun,nalk,nn,k _qun,mn,nnj

=== e
qun_damage_arp
_gun,guard,m
_gun_guird_grp

emm_walk_00 emm_run_00
= = gqun_stepMave_grp
qun_stephove_grp
emm_walk_00_L emm_run_00_L
qun_idle

qun_idle qun_jump_grp

gun_Attack_combo_01
emm_stepMove_gr| un_Attack_combo_00

emm_idle E—— emm_jump_arp cnide cmm_changestyle

emm_jump_gre B emm_changeStyle ose_Test_J
Pose_Test_z
Pose_Test_3 axe_idle .

axe_idle axe_jump_arp
=2 axe_jump_arp
Pese_Test 4
axe_stepMove_arp

sresteptiove_grp T
Pose_Test_5 axe_Attack_combo_00

axe_Attack_combo_00

p— T e ouard_ar m axe_guard_arp

axe_Attack_combo_01
axe_Attack_combo_01

qun_Attack_combe_01




B TE—2IZEELT

Viewer mode - 7=A—>3 % —D23 DHA LGNS HESR
Interactive mode - ¥— LD &SIZF—R—FTxXxv¥S593—%i124%

ColorEdit mode - 70— a7 TUTZILEFRIAL. TORFYAS—DEEEITI CCCLEHELT-
HS5—IFE2—F7E—FICES2TILAIZESELREETT,

7= A—A—a>kO—3l%ViewerMode, InteractiveModeD2FEEEAHY E T,

@ &2 0 % @ 1 SN

Settings for Web Player
Resolution and Presentation
Icon
Splash Image

Other Settings

FRTORI) =223 ykOTEL—2EE X Linear Space ET S —

w52, BEISN =D TY , Unity D EARFKTE T HGamma Space § Rendering pat Forar :

TRHREFTRBEVNZEDODSILITEEL TS, e e AR I
Dynamic Batching [+

GPLU Skinning® [+




B TE—2IZEELT

EL—2DFIEAIZ. WO DE—AVITIFANVEDNERESNTLVET

DN TRAVELT-E : DA_AnimatorControl.js >> Setlump()
cmm_Jump_up, axe_Jump_up, gun_Jump 01 up

E—2328(20% T 5ED : DA_AnimatorControl.js >> SetlumpSC()
gun_attack 01 02c, gun_attack 01 03c, gun_attack 01 02, gun_attack_01.03

KB EBHZE X S : DA_AnimatorControl.js >> AttachWeapon()
cmm_changeToGun, cmm_changeToAxe, gun_changeToCmm, gun_changeToAxe,

axe_changeToGun, axe_changeToCmm

k)7 —%5|<BEF : DA _AnimatorControl.js >> WpnPullTrigerRight(), WpnPullTrigerLeft()
gun_attack_00_00, gun_attack_00 01, gun_attack_00_02, gun_attack_00_03, gun_attack_01 03,
gun_attack 00 _00c, gun_attack_00 Olc, gun_attack 00 _02c, gun_attack 00 03c, gun_attack 01 _03c
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