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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
19| O 2| Y., 19|Bl A M S AFESHL|C}. 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
10| O 2| L. 19|l A M-S AL SHL|C}. Texture size : 1024 x 256.
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https://www.assetstore.unity3d.com/jp/#!/content/14147

B AHLEH ZMHO0IE

= Mo|lHe| 278
B MainTex= EE AR T = Z 2| QlL|Ct.
B Shadow Color Map2 12 A} E 20| M5 HAMSHL|LC},
JEIX7F K| = B2 20| Shadow Color MapZ} MainTexS &=zl Et AHO| L= L|LC}.
B Specular Power Map= GlossinessMap®| dat= ofL|LC}.
B Toonramp map= M|O|F Q| EtAIQt HE = ZH L[}
Toon ramp? A 2A0| A A2 ShadowColorMapl| Al ALO 2|
A2 A 2| 2 Jh= 12t 0| # % 0= Shadow Color Map 0j| A
MainTex2 M X} H3[SHO, 2| AH(50%) 0| A MainTexQ| AHALO 2
oMM 2l Mo 2 HolSH= X2 Specularl| A AH0]| 2} MainTexZ B | #H 2}
AL Ct.
O| A2tH|o| Mo HRE ZEHLEMN MO|F2| HEE =EdlE = JUSLICH
B OutlineColorMultiply= O} 22} Q10| M ALY HekS FL|LCt,
OutLineColorMultiplyO|00|H ZH-2AH 10| 2}HShadowColorMap?| A AFO| =l L|LC}.

w m_PBody_ toon
Shader | SaladMixStudio/TeanRamp_Cutline

MainTex

Tiling X1

Offset ¥0

ShadowColorMap

Tiling |1

Offset ¥0

SpecularPowerMap

Tiling 1

Offset ¥ 0

SpecularPower
SpecularColor
LimLightPower
LimLightWidth
NormalMap

Tiling X1

Offset ¥ |0
ToonRamp

Tiling X1

Offset ¥0

outLineColorMultply
outlinewidth

@ %

- - L J |

L]
elect

H

o

(1

[ |#

(1

0.5

Eelect

I Belect

0.6
0.15




W Ofj Lt O]-4

MECANIM(S - O| E )& Alo| I M 40+Z= 29},
FI7[ A& Al L] Off L| | O] A,
A Z animator controller 7} ESHE| O Q& L| C}.

1
c
g]
T
2

|
=
|
g
=
@
o
0
E=

LI I
o
o
3
2

aaaaaa

[n]
sifa) G‘DDDD‘DD‘DDg‘G‘g‘




B G| 2 A10f CHoHA

Viewer mode - ofL|0j|0| M2 SHLFA XH A8 SHTH A
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Settings for Web Player
Resolution and Presentation
Icon
Splash Image

Other Settings
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Static Batching |
Dynamic Batching ]
GPU Skinning™* |
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St [ : ( MbladeAnimatorControl.cs > SetJump() )
jump_00 _up, jump_01, B_jump_00_up, B_jump_01

AN LIZ O : ( MbladeAnimatorControl.cs > SetBlowOff() )
B_BlowsStart

2O &2 ] / =2 [l : ( MbladeAnimatorControl.cs > AttachWeapon(int idx) )
B_takeBlade, DisarmBlade

E0| EZ|AHE HZN, ZFN A 30| LEZOY : ( 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



