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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. (M 22 3 &)
All of texture size is 2048 x 2048.

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. (M 22 3 &)
All of texture size is 2048 x 2048.
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Sheath :

High Model : 3030 Tris, 3263 verts, 8 Joint
Low 0 : 1606 Tris, 2230 verts, 8 Joint
SD Model : 1606 Tris, 2230 verts, 8 Joint

Sword :

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

SD Model : 265 Tris, 361 verts, 2 Joint
Weapon model uses 1 texture set with 1 Material. Shared with sheath and sword
Texture size is 1024 x 1024.
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MEHES =32 [l : BR_AnimatorControl.js >> Setlump()
cmm_Jump_up, srd_Jump_up, sth_Jump 01 up
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=9o| E2|HE &4 : 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
twitter : https://twitter.com/0z_TM



