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character outfit_00 :

High : 16004 Tris, 12059 verts, 97 Joint (2 texture set, 5 material.)
Low 0 : 9801 Tris, 8066 verts, 93 Joint (2 texture set, 4 material.)
Low 1:7419 Tris, 6480 verts, 52 Joint
SD Model : 7375 Tris, 6459 verts, 52 Joint
2 texture set, 5 material. (€T JL18)
TORAFYDREE(TT N T2048 x 2048[Z4>TLVET,

character outfit_00(helmet) :

High : 14270 Tris, 10704 verts, 98 Joint (2 texture set, 4 material.)
Low 0 :9113 Tris, 7445 verts, 94 Joint (2 texture set, 3 material.)
Low 1: 7055 Tris, 6100 verts, 53 Joint

SD Model : 7011 Tris, 6079 verts, 53 Joint
2 texture set, 4 material. (2 €7 /L&)
TORAFYDRKEEILT NT2048 x 2048|275 >TLVET,
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Sheath

Sword :

High Model : 3030 Tris, 3263 verts, 8 Joint

Low 0 : 1606 Tris, 2230 verts, 8 Joint
SD Model : 1606 Tris, 2230 verts, 8 Joint

High Model : 697 Tris, 793 verts, 2 Joint
Low O : 265 Tris, 359 verts, 2 Joint
SD Model : 265 Tris, 361 verts, 2 Joint

1 texture set, 1 Material. ($§&&ITHE)
Texture size is 1024 x 1024.



OO —a7I)ILIRTYTIL

L7 Ykl Substance DesignerlZ& > TER SN =, TAOL—aFILITUTZILBEENT
WVET,

Substance (color edit)/ \'w4 — [ [Assets / SaladMixSutdio /o Bren’ERooney](:&) Umd,
UnityPackageZ AV ih—h 9 B &ET. AT—ITAYR—2 0T UNTEERTEET,

Unity 2018.1 Tl&. UnitylZSubtance Plug-inmM & £ N5 51-8 . 3£ 9 Subtance Plug-inZ -1 >/
R—RLTHEDELIBHYET,

v &5 Assets Assets » SaladMixStudio » BrentRooney !
v G SaladMixStudio W __Document
== __CommonResources & AnimatorController
= RABRE & model
W _ Document &l prefab
&l AnimatorController &l scene
» & model
» & prefab
» Gl scene

& script



B0 —oa7)LITYTIL

JOL—SaF7IILRTITIVIZIEAT—IT a9 DE=HDINTA—EANFESNTEY.,
BINGA—AEABGTBHIET. BREHTOAS—IZERTTAIENTEET,

Changeio)
[ skinihe J Body ]\ "“‘”J J Viewerivode)

Ul On / Off
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O JTIRE %L T=F : BR_AnimatorControl.js >> Setlump()
cmm_Jump_up, srd_Jump_up, sth_Jump_01 up

I HFHZE X A : BR_AnimatorControl.js >> AttachWeapon() , WpnSheathOpen()

cmm_changeToSrd, cmm_changeToSth, srd_changeToCmm, srd_changeToSth,
sth_changeToSrd, sth_changeToCmm, srd_win_00

k)7 —% 5| <BF : BR_AnimatorControl.js >> WpnPullTrigerLeft()

sth_attack 00 all, sth_attack 00 3, sth_attack_00_3c, sth_attack 01 all, sth_attack 01 1,
sth_attack 01 1c
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E-mail : trhunter@naver.com
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