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about character :

High : 7376 Tris, 7327 verts, 69 Joint
Low O :4954 Tris, 5447 verts, 67 Joint
Low 1: 3564 Tris, 4428 verts, 53 Joint
SD Model : 3488 Tris, 4413 verts, 53 Joint
1DRTIVTILE LD THVRAF Yy ZEERLET . Texture size : 2048 x 2048.

about weapon :
High Model : 1497 Tris, 1850 verts, 4 Joint
Low O : 964 Tris, 1308 verts, 4 Joint

SD Model : 964 Tris , 1323 verts, no skinned
1DITIVTIVENDTIRAF Yy b EERALET, Texture size : 1024 x 256.
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x> JHE : ( MbladeAnimatorControl.cs > Setlump() )
jump_00 _up, jump_01, B_jump_00_up, B_jump_01

WERIXESNBE : ( MbladeAnimatorControl.cs > SetBlowOff() )
B_BlowsStart

KB EBHEZSHE : ( MbladeAnimatorControl.cs > AttachWeapon(int idx) )
B_takeBlade, DisarmBlade

c)A—Z5IK. $EANS KNEFELREAIS - ( MbladeAnimatorControl.cs > PullTrigger(), SetFire() )
B_AtkOO 03, B _Shoot 00, B Charge_ Atk 00, B _Dash_AtkOO 02
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E-mail : trhunter@naver.com
twitter : https://twitter.com/0z_TM



