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B EVSHEFEZHNTNET DN EEIIFXF X 22 L >R 5—RDX > 2%
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IXw>aEXFORXy2a L > T— DXy o2 & XE T B8 78 F+wv
TZaINDHNREGEX Y2 EARXT=aTINTIE (I RFR X2y EFEDFET,

XEZGO DO EFLGTIE UMFD YO E58EFa2— K~ T7/ILECES/Z30) . https:/
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1. 1T ®IC

MeshForge &, IRTE5 DDEEY — )L THEM INS Unity T7 4 X—Y— LY b TY,

o XAySalyRAH— (MeshRebaker) : X a% Unity DEEFZRICBRT1ILET, 3
DETUIVIYV T FOERZRODEWIEZ Xy amEOA 7ty FNEEEEBIET ST
OICERALET,

o AT wAa— (splitter) : AFXFVRXA vy aZ@RDET a—ILR/N—VICHE|L.
Xy aN—=YVOBHBEYELEBEZZBRZICLET,

o ¥y v T T7+15— (GapFiller) FERBERFHIIAR)IUEEIRT S, ZOEFEIE
DBRIFLWICAX M) EZBEERL. AFVR XY a0 REZEDE T,

o XXV KA YSadXINAF— (Skinned Mesh Combiner) :[ELR—VEEEHEETS
BHOIX YR Ay a1 DDAF VY RXy S allEEBLET,

e FRAS—=XTFwA— (TopologySplitter) : XX T v I Xya%x ROS—ICE
DSWTERID/N—VICHEE L. D ETIL— L N\T{bZaREIC TS Y —IL T,

AKIZaT7ILTIE. MeshForge #7—27 7 O—ICHAHADB LS. EY—ILDA >R —T T —
R, RE. FAFIEEZSELCEHBL X I, MeshForge ld. 3D ET VIR T ZX—2 3 VDR
BANFEAERLTH, EDEZVa—-ILtENX Y22V R— Y M EFICANTEVWAD
FryaBH3 BN CELTVET,

2. 12X F=ILEEEEHF

1. Unity /N\=—23 > Unity 2021 LTS BRI S (Unity 6 FTT R MEH) o
2RV T T4 T3 2%4 L NET5x UL ZHEE,
LIKENY = !
a. &/ 7 — & UnityEditor 3 & D'MEZED UnityEngine 71 7S U ICKEFEL £,
b. ®¥/\— 3 > D Unity Burst
c. HT/\—7 3 > D Unity Collections
d. &x¥71/\—7 3 > D Unity FBX Exporter
e. BHT/\— 3 > D Unity Mathematics

4.4 > X b=JL . Package Manager h*5 MeshForge -1 > X b — )L 3K, LEEDKE/SY
T—=UDHFRBLTWBRERY T Ty T VRIBRRREINET, oK) 20U wod
322, FERLTWBRKENY T—SHIRTA VA M=ILENET,

ZE Unity DW= X F—IL I BFTLIESSFE. 72X F—IADZT T3

EFTIFTZ—PEZEZHEHL TS0,



.=l

3.1 AL EN
T3, MeshForge Z b S IV EBTB37ODIL—IL/ HAREZ1>TY,

EERROTLNT T =LA T ME BIEICO—VICEREL. NEC[EE%E
0,00 ICEREL TL TV, SHNUITED MeshForge B 1) — > 175 TUIEBTE X T,

UEDIL—ILIZ. XV w AR —Y—)LT lUse Custom Prefab] k' )L% true IC LT=35EICEER
DHDTI,

FERTZTLNTD. =Y r XX VR Ay aDTeRZBTLNTER—THZZ
EERESRLTLLIETL,
2DDAFYRAYyTa (V=REEZ—=4v ) OR—VEBHIAZSKERDZES. B
BREEIARETZ e E2EELTLIEEL, Deformation Z5FA] LIR—ARN— X ZEH
EESCETEETETAREMIEHD £, 7= L—mMBIC. R—YBBHAKET<CER
2200RAF VR Ay ald. TEIFLEHTHAEICFBTEEE A
DELIEZAXT VR XA YD allBEDBCELLERTDELSICTSRICIE. ALR—R
BEFEALTWA LNTETOA XYy azHBLTLETWL, T TN@E1 . [
C7—T1XDFIELT=T7EY MRS E T,

EBBZR—VERBEATHEILIEAF P Xy aZHBTEIRRNOHD TS, BEFEN
IKIE. V=RZAF YRRy allBHBR—2DI55, I—7 v hXFU Ay aill
CHBOER=UHBRIFTTVWBEITOHRETT. COLSBIFE. WINHDOERAHH
WHEATT,

ZE IITOB =2 ICIE. F—EERAICHEIN/ERF S R X w22 7w <
IBEFNFEA CALDF ST F—LIFH—>O0—8—ICHEFIAFEITDEEL T
BOEEA, CCTEO2TVBDIE XFRXw>aD T X =2 NASF HEE S
SEXBF—>DCETT,

R—=y RELIEYV—ADRAF VR Ay 2a0VWTNHIDA Y a2 YRS H—THIES
NTW3HEE. ZEEOBENMBIRELET. mMAZRLCA 7Y FTURAL I T EH\N
EBE5HIRAITLEBVHDOVTNMNICLTLIEEIV, BMEEZEITSICIE. ALAR—Y
BB,/ 77ty bhaHETEZYV—XAXFVYRAY 2824 YEFIAXFVRAYy> a0
AHEFERALTLIEETV, COIL—ILIZIFFIADBD. ERBITRTDIL—ILZBEEZT=5
ZATR=—AR—REB %2 FEATDE. EEICKET S ELL RFZvTInfXy
2 ah@FENBIHEENHD £,



4. Xyl yRALHA—Y=)L (Mesh Rebaker)
4.1 =

YB—RN—=FT14D3IDVITIDESITIRAR—bENETEY M. Unity DEEIZRICIEL < BCE
TNTLVRWEENRHD FT. 7y MIEEBRITAYy > 20REZAT7TEYNTE IR
T43—LZEBINMTRRE. TETERALETEBETEETH. CORZTODA Ty MIKD.
FD X FTIE MeshForge TEATERLABRDET, CNEBRITZDOHNIA Y a2 URALH—T
ER

AXyoal)RA4HA—Y—)LIF:

o 1DDTLNTEZZITED. TOTLNTIHETIIANATORFY R Xy 2DAEF

ZBRELET,
e TI7FINPOAEBRELITTIIERLBWVGSICHEIT. EBMA 7y hOF T3
CERBLET,

o FABBADAFUVRAY D atAFIZHERELLA—VEBZIFE O T<HLWVWIL
NTZERL. AEEBRELTEFHFLLOWX Yy a2 IARTERL. ILLWILNTHOD
Humanoid 7 /XX —Z{ERTET AL SFHLWLWFBX Z{ERL L £ 96

e TDTEYMIEEINT . MOZATIISHEIEBTEIET,

424 R =TT —RALEERTE
Tools = MeshForge = One Shots = Mesh Rebaker DS ZT £,
LATFIE Mesh Rebaker T« Y RIDER T4 —ILREAFA T3> T,

1.Save Folder (fR1E7 #JL4) (47H)

aBATNBIXR YD 2 TFLNTDREFER LD Assets/ IR FDH T T+ ILA N %
RELXY,

b. 5] : MyGame/Meshes ¥ A119 % & &IEIR/VR|E Assets/MyGame/Meshes |27
D%d,

2. Source Prefab (Y—XFLNT) (WET+1—ILR)
a. = hBETLNTZRIY I LTI —ILRICEEEL X,
b.RAZTZBEREISTL/NTTY,
3.Offsets (FT7tv k) Z04—ILF (FR)
a MBEBIIGLTAY 2 aDA Ty FZ2ELICRBITBZ-HDDOAF TS a> T,
4. Rebake Meshes and Create Assets (XS aZURLILTT7EY FEERK) (RE)
A CORFIVERLTRAETOBREZHELE T,



43R Y aA)RL A= DAY I RXAR— |
1. Mesh Rebaker 7 > Ko Z <

a. Tools = MeshForge = One Shots = Mesh Rebaker

Tools Jobs Tutorial uGUl Window Help

Asset Store >

Code Assist Lite - # Scene
ProBuilder Nl |Center v (PLocal ¥ 1

MeshForge > Gap Filler

One Shots > Mesh Rebaker
Splitter Skinned Mesh Combiner
Topology Splitter

2MIEBERELIEVWTILNTZO—=2ICKRSyJ& Ay 7L, BEMFRETHZILE
29 3,

a. XAy aAllATOBRENVENE SHEERT D HEIEVS DODHD £IH.
CCTE 228N LET, 12BIZ. FLNTZS—VICEBE LBICHR— R
BOREBZ NS VR T —L%HRITDZIHETT. BICA 7ty MHRESN

TWBDODEHDEd, CORITIEXEZ-90DA Ty hHBHDET,

." v SK_MalePeasant
Tag Untagged Layer Default

A Transform

Add Component

b. 7EY R T AINATAY D a%ZEREERITDI_EHTEET, CCTlE. Xy
> a unity DIZE Y IZBBRZAIICHRSOTVWRIDHDHND FT, XwvahkE
Tch>TED, BEOA Y aDEITERAIL 2% +YHE L TK->TULBIK
BT,



SK_MalePeasant

SK_MalePeasant
18830 Vertices, 22518 Triangles, 8 Sub Meshes | UV1, UV2, Color, Skin Weights

3.O=YADTLINT % Prefab 71+ —ILFICBCE T S
4. EBOFT7EY FEERT B,

a. COBID Xy aTIFEMDA 7€YY MMIFRETT,
5. TRebake Meshes and Create Assets] R V&g

B Mesh Rebaker

Mesh Rebaker
Mesh Rebaker

Y 1

Rebake Meshes and Create Assets

6. FILLIERSNT=TEY FEEL 3 DDFHLWI A IILADBRTINE T,



2 REDRRNESNZET. FBEOF Ty FTAETHURAITEET, 1
NA OBEESUE D UNA EREBEMR / EBET B0, T A ILADES
MBC Cidd D £ A

7.FBX ICBBEI L. ;iLWZ L /\TE® Humanoid 7/\ X —%FHIRI1EK T 3,

a.FBX 7 7MW %E ) v L. 4RI AZ—O Rig X7 T Animation Type |C Human
oid % . Avatar Definition | Create From This Model Z3&R L. Apply =2 ) w2 L
F9, CNTHLLVF Vv SIX—TNZ—DMERSINE T,

Modula terParts > RebakedFBX

® M_Eye_Learte @ M_Hair_Test ® M_Peasant_B ® M_Peasant_F ® M_Peasant_M root

{# SK_MalePeas {# SK_MalePeas HH sK_MalePeas

baked_Root Import Settings *

Model Rig Animation Materials
Humanoid

Create From This Model
Standard (4 Bones)

Revert  Apply

‘ih

{@ SK_MalePeas. BH SK_MalePeas SK_MalePeasant

5. A7)y —Y—)L (Splitter)

5.1 {1 &

EDa2-INHFvISIRX—TIE TZX—2 a3 R EICHEBLREZRIFLIEEE. 100X
FURXY D aZBHRON—VIIDBITBIBENLLSBDET, LeXE Fv 77 X—DR.
B, RidzznenNE LEBEXARBR/N—VICLEEWEERETT,

ATy Rz —=Y—)LIF :



e 1DDRAFYVRAY S a%JI—TEMTERODIF R XAy all28ILET,

o YOEAFEEDTIL—FICEIDYUTEIH ERDIEBERT S Y RT1IL (floodfill)
RDEIRNATRET T,

e TOBRBMZFEEXLIIFHL. EN—YBRRFZVH T X— 3 algeiRET i
BLEY,

5243 =—T7 11— LHRTE
Tools = MeshForge = Splitter I 5B I £ 9,
UTIEspliter V4 Y RODERT4—ILREATS I3 >VTY,
1. Skinned Mesh / StaticMesh (RF >V FXyoa /A2 T74vIXy>a) (27)
A AFXFYRAYYARERBZT AV IAYaRD TV RIERYIDBEZRZZ D
TEXY,
A RRTAYIRAYDaRTEBD 71 —=ILE (JIL—TEERY U XD Settings
TA—=IRT7ORRICHDXTY)
a. Overwrite Saved Objects (fRFEAAF TSV b EEZE) (KJI)
. EERICRIZEDA I TV 2 EEETESZEEDNIILTY,
i XY aDEEEBEDIRLITOEBICT AIILEDES I BDEFET-VLIES
ICEFTY,
i BRLIERAF YR XY 22D B3 —LFATI I MIAVWTWVWE R
FORXyTabEEZTINET,
b. Add Physics Components (B> R—%> F&EM) (LTIL)
LAVICTBRE. FN=VICYEOVR—2> + (Rigidbody,”Mesh Collider)
HEMEINFET, DEELIN—VICOASA X —%2FERTIBEICRDIE
R f-6. Mesh Collider ZfERA L TWLWX T,
2.Reset (Utwy k) RE>
a. AT YR —T4 VRIDIARTOTs—ILRZEYy N /"2UF7L. >—2A
DFLE2A—FATSTI M EIRTHIBRLED,
3.Save Folder (1RTF7 L&) (#47A)
a HATNBIAX Yy aFLNTDREFEFHEED Assets/ EETFDHT T T+ ILRINX %
RELZET,
b. f5ll : MyGame/Meshes £ A1 9 % & &ARHI7R/N XIS Assets/MyGame/Meshes (Z 7%
D%xd,
4. Source Skinned Mesh (Y —=XXF* UV FXwsa) (@WIA)
a DEELTEWX > aTYd, BWEAR—>. BTHREWITUTZILREDNKRETT,



5. Bone Weight Group Config (R—>0 A FJIL—THRE) EREIIHNE FERHISER
(IN—2 3> 1.1.0 U THIERTRE
a. h—>J x4 MERFED ScriptableObject # A3 7« —JLRTT,
6. Ambiguity Threshold (BEEES L EFLVME) (EE /R—>2T x4 FERED null TRWIEEIC
FARRE) (IN—2 3> 1.1.0 UBETHIAATEE)
aR—=>T1TA4 CR=ADTIL—FbtEFERTZRIC. BERZRETAHDOLE
\MEZEELZXT,
b. ERICEETEADITTIEHD FEHAD. 05ICRETREAR—>TUITA MR—2X
DT I —HEEFICERIEFICAD PRI ADFT, FHXHLEEBRTIIRL.
EDOE—TEHESHEBRICAD XY,
7. Use Custom Prefab? (h X2 LFLNT=ERB?) (ER)
aFIVvITRE A= YvEIFXFVRXy>a (ARZLTLNTHRE) ZIEE
TRIURELRHDFT, BHHAR—>2. BTHEWVWITUTZILBEDRETT,
b.FxwP D, DEILIERAFYRA YD aDBBBRERDZ SLNT%#IEET S
MERHD XTI,
C.FITVvITBRE. HREALTLNTDIL—FR—=2BFBANTE T —ILRHR
RoNEd,
8. Target Skinned Mesh (=% FRXF Y FXwva) (&8 TUse Custom Prefab?) h'tr
ue DIFEICFIARIEE
aV—AZAXYRXy azZHLOWAR—VBEICEDES. £EVEA—4S v T
3. HAIWVIEHZHFRTB N TTFET,
9. Custom Prefab (WX XL FLINT) (@W7E, TUse Custom Prefab?) H'true DIHEICFIA
AJ8E
a. 7LN\TX Assets 7 ILEADSEBEFIEELE T, TLNTIZIERDBHDOHLEEN
TLWBARBELRHDET : TILX ¥ 505 — (KDE]) D skinnedMeshRenderer 1
D, BB — MR,
10. Prefab Root Bone Name (FLN\TDJL—kR—24%) (@7E TUse Custom Prefab?] HY
true DI EICF]FEEIEE
a NRAZALTLNT DI —FR=—2ZE—HBIEIRELHD X T, IL—FR—2
I3EE. R—VBEBORVIDAR—>TY. FEBEAFZEIE. 7L /\T D skinnedMe
shRenderer M RootBone 7«4 —ILRZ BB I)Il— FR—2D&RIDRTIEINE T,
RootBone 74 —ILRD SR T A—L%ZT)wI B, IL—bR—2DF
IR EINE I,
11. Allow Deformation (ZEA;ZEFR]) (ER (EBRAY) TUse Custom Prefab? 7' true DIF
&ICF ArEE
a.true ICERET D E. V—XAXyoahZ—45 vy b Xy aDR—XIZEHE T,
FES5 T4 X (lattice) R—XADFETEFINZET,
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(f£=_ TAllow Deformatio

12. Use Pose Based Deformation? (FR—XAR—XEFEFEH?)
(1 X

n?] Htrue DIFEICFIATTEE)
a.true lIC 3. BEATYTTNA YV RR—X%=FERALTERLE T,
HEEEDX Yy al. £RIFNTVWXY S aDhERIVEZ—T Yy h Xy an
(1 XH

DEFICRERBE T, )
b.false ICT 3. BRAT YT TIT4 AR—RADER=FEAL X T,
BREEDA Y afl. £F/IEKRETVWA YD ahs/hNTWVWE—=Sy h Xy and

ERAERETT, )
13. Lattice Resolution (T 7 1 AFRRE) (EE Use Pose Based Deformation] 7' false D5
BICFIBEIEE
a BEROHAX Y 1 DBEREZEELE T, BEREIELRBEORERTHD.
A—ARU Xy aTlE300 BENRENAGLILORVWRHFREDLSTY, B
& BEEZE<LITFR L unity IS voalfxzd, N—Foz7IRELIC
RE371-%., T5953) oBERZIA—-F—BETHELTLIESIL,
14. Hidden Material (JERRZYTUTIL) (&E)
A FED=AF =D T IEXRIC. TT4X—LTHI Xy a% Ed) =8

ICfERRLEY,
(FE)

1754 ODTFI7AINRITVTIVEFER?)
atruelC 938, Xy>adLEa—ICLYR—NA1TA4>DTT74ILET T

15. Use render pipeline default material for mesh preview? (Xw<a7LEa—IiCL 24—\
FILHMEREINE T, falseiCTBE. V—XAAFUR XAy aDITUT7ILH

TLEa—ICFERINET,
16. Load Bones (FR—2%ZHmMIAL) RE > (WAZE, TUse Custom Prefab?] H'true DIZSIC

FFEeTEE
a h—VHERBY I IT 2—%#HLL X7,
b.2 DDV XA bERKFLET, 12BIFYV—XRXFYERXvIaDR—>, 2281
2=y~ (BhRAL) TLNTDR—2TT,

cELCELSICBMEITARETAR—VREITOEFIZ—HIEZ A TEXT, XSy
R—FNERICY XXXV R Xy ansx2—4y N FTLNTDR—VERE

MNLoad Mesh Data] R& >

PAN
=

ANDNR—=4y NHEZRETDI-HEETT,
d. TApplyNames] RE VIIEEINI-&RiZ EEZT L.
ZzBEMELET,
e. il ) —XIZ Hand_R. #—%"v bIC Right_Hand h*'H B35 E. HFAHDMBIREIC
HbETE—S Yy bERFY—ADEEZEETEET, FREV—XXF UK
Xy afllOBFIEEETIDHNRETT,

17.Load Mesh Data (X W& aT—REHRMHAL) K2 >
aV—RAZAFURAy2anb Xy ar—RZzHnmdrAHFET,
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b. =AW ERIRT Z7DDIT A A—NTLE2a—FATI U b (FEED MeshFilter
/MeshRenderer) Z{ER L £,
CHULTZ S Y RZ17NICDETIFEDFE S, Y IX w22 5[RE T TX w200
REIATOHBVKETTZ Sy R 77 ILEETISE. €D IFEFKTF) D=L T v /LF
ICEIRINFEE Ao
18. Group Management (' )L—7&EIR)

a. Add New Group (BrLWJIL—T%EM) K2 : I —TEBEI Il
Ta—=ILR7IO R LTHLWIIIL—TE2EMLE T, FTLEMLEEYTIL—F

WE 70574070 —T1 ICHEDET,
b. Reset All Groups (TRTDI =Tty k) RE2> . IRTOITIN—T%=F
THILMREICVEY FLET (TIL—FIFHIBREINEEA) o
c. Advanced Grouping (BERJIL—F) KE2> (N—2 3> 1.1.0 URETHIAR
BE) A=A MR=XDTIN—=FTIIAV X LER—=2T A T IL—
TRET7AINEFE>TTIL—TE2ERLE T,
19. Settings (B&%E) (7A—JILRF7THK)
a. Submesh Visibility (F7Xwv>a@aRtE) (~JILUZRE)
L AVNCTBREFDH T XY ahRRIN. XAV MAJREICAED X T, F
JICTRERRINEE Ao
b. Flood Fill Settings (75w K7 JLERFE)
i. Proximity Threshold (AL EFWME) (RZ14—) | =ZAFOBHRIL—IL
(TyIHEDEREFRBIC—HTINELHDH) ZHIELET.
ii. Seed Direction Threshold (>— RKARL EME) (RS04 4—) [ AREET
SYRITqICERLET,. FILLW=AF0AANEROARE—KT
nx. #oJIL—7ICBLE Y,
c. Unprocessed Triangle Edges Settings (RWMIB=AAF; T v JKE)
i. Show Unprocessed Triangles (RUMIB=AF&2RTK) (~JIL) @ Fi201E
(FBIR) SNTVWABVW=AFRDORREL Y FILET,

ii. Unprocessed Edge Color GRMLIBT v D) (AZ—tLov%—) XKL
B=farotxRELET,

iii. Handle Draw Distance (/\> FJLISEEER#) (X144 —) ' SceneView /1
XS5 DL 5V (7—ILRZERM) FT=AF/\> RILERR
ITH3IHLZHIEL XY, COEMZEBRZ2=AFIERRIINEEA

iv. Triangle handle z offset (Z&FN\RILDzA 7Y R) (RS54
A=) ZAFEEXyIaREADLSEIAFRICENTEITEHL THEET S
MERELET, EHFRZTVIETE., ZAFTIEIX vy aREAL SHNTH
BINXYd,

d. Finalize Settings (FEEERE)
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i. Allow Ungrouped triangles to be made into their own group/mesh (RkZIL—7
CO=BR2MBDOIIN—T Ay alcTdeziHFa) (~J
L) 1 FERTBE. EOTIIL—TICHREL TV AVLW=AFH B DY
IW—TICEREIN. RIENABIAF Y RX Yy adLNT EBFFIni”
LNTICEENF T,

20. Groups (Z'IL—7)
a B=F ! BIIL—FICIEZ3DDBIRE—RHIBHD £,

1) Boundary Mode (ERE—F) : COE—RFRTEIRLI-=ZAFIIERCL
THREL X T, EBRrIZ. BRINATLWAVW=ATOEED EFHATH,/
A,/ FHEREORALEFREZEZZZEDNTEXT, EBRE—RIZL
S—RE—RUBEEEELTISYR 7 IILOERBZ LE T, FERHE
CTWARELRHZDIE. 7TV RTIILHERDSIBRED O —RIZH
Mo TETOHTT,

2) PaintMode (RA Y FE—F) [ #FHIOD TSy F 7 )LCIFERBRERL.
—AFZERIEIRTESZE—RTY, 2FD. RAIVME—RFRTHERE
L7e=ZARIEFERICH Y —RICBERAINEEA. 77V RT71IILDE
WaD>T-=AFEEIRLIED. EDAREIAIALIEX Yy a08%s
727D I 3DIEFTY,

3)SeedMode (¥—KE—FK) ! &HICIFERARD, >—FRE—FOD>—FRIZ
T72YRTAILDHAHARELTHELET, —ZAFIIERO=ZAFEHLS
—RO=ZAFICAN > TEBHSNTVLWEEXT, BETITS>— RO
ICHIRRIFRL. 75V RTAIDBA Y 2DHEDBZEHICEIETES
£S5 BEBEEESELTERET Z2OHBENTY, DA X MUDIEREIC
B (BHE=32<<oIL»A KIEFHHHB) AF Y RX v aTIEHF
ICF5T9,

ZEBRE—RES—RE—RTRELE=ZEFEIL. EDI/L—T0" THIFE (processe
d) ; SALVRD. BEAIGIF 2 FX w2 aDEET I — TICIEEECIZEFIAEE
Ao TIN—TEHNIEEE S ICEBRICZBEEZ DI —TICENL =0EEIFE N1 FE—F
FREAL T30,
b.GroupName (JIL—T8) 74— R JIL—TD&FH%*EELET. CDHH]
IFREBIICRAF YR Xy anN—VYDHFIE LTHERINE T, TON—UH
RIBEIPAUTHBTIONRETT, *2  RRNZROTENZTFD, B

BEh=REEZE®EEFLL S,

c. Group Color (ZIL—=TFD) 7«4 —I)LKR : BEEEFDIIL—T%= I <H7
IEER

d. Process Group (ZIL—F%#MNIB) RE>Y . COTIL—FIC/WTBZTTvRTq)L
WIBZRABLET,

e. Process Incomplete Group (RFET ZIL—TF%Z0I8) RX > (Process Group = —E
FRLEEOAFIEARE) ( COJIL—TICHLT2RBIBED 7Sy R I70ILEHE

13



BLET. COTIL—TTHRELIBEADIRNTO=ZAFEFERAL. TOER%
BEEFELALS. FFEUEBETNTVWAVEE=AF%8DLS5 L ET,

f.Remove Group (FIL—TF%ZHIBR) RE> : 7oT4TIN—T%2T)I—TI) X~
M SHIBRL £,

g. Prev State (FIDIKHE) KRR > : FIEAIRELFZE. JIL—TEZgOREICRLET,
h. Next State CRDIREE) K5 : FIATIRELRIZGE. JIL—T2ROKREICEDF T,

21. Separate Part(s) and Save (IN—VZRBLTHRE) (EFZ2>) (FTIL—TFVR MY
IL—=TH 1 DU EEBMINTWVWBIFEDAHFIFEREE)

a. JIL—TOFERICEODVWT. AF VR AP a%ZARDORFTY R Xy a/N—Y
ICPELET,

53 ATy R =049 IX2—}
1. Splitter V-t > F U %ZR<

a. Tools = MeshForge — Splitter

Tools Jobs Tutorial uGUl Window Help
Asset Store

Code Assist Lite bame # Scene

ProBuilder Nl |Center v [Plocal v 1 v o

MeshForge Gap Filler
One Shots
Splitter
Topology Splitter

2.=LATSx o Eo—=2ICFOYTTS
a. 7ty N ITAINEADSTLNT XIS —LATSzo N7y h D —VEE
IRy &rOvLET,
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BL.IRTDI7—=ILFZETI7AILIMDEFICTS
a fRICTRID. ATV YR =TV RIUDT T #IL MEIZZEEL XA
4.)=RZAX VR AXAyoa%Z8bYTS

a s —YAHDTLNTDEREILTmVWAF YR XAy am:&E S XA vR—D«
YRI®D Source 74 —ILRICKRZS I LET,
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5. Tvalidate Setupy 22V v 933

a AFXFYR XYL ICBELH BI5EIE. Tsplitter V1 > R OFERICKRTIIN
£9,

6. TLoadMeshDatay Z2 U w 9953
al—ICFLEa—FATZzI CHERENE T,
b. T IX s a hTILTHIX Yy aDRTRIERTEZTDEZSNE T,

B~ o D e Q0 ¥~ M RN EE ... s

Group

7. TAdd New Groupy Z2VU w993

16



a. Isplitter 74 > R IZFHILWIIL—THEMENE T,

Group Management:

Add New Group Reset All Groups

Group O

Boundary Mode Paint Mode Seed Mode

Vs
Process Group Remove group

v Allow ungrouped triangles to be made into their own group/mesh?
Separate Part(s) and Save

8.7 IN—Ta%2EETS
A BUN—TEBEESPACEITERTENTEEY, H: THand_L) TUpperArm_
RI [Torso) % &,
9. ZAIEEIRTS
a. 7774 7 IL—FhH Boundary Mode] DIREET. Scene View D T=FH2]
(Xwy>a) #OVYILTT 9747 IN—FRHICN—OULFT, ERCLT
Y=V NEZAFITEENTHD.. DEUEBORICIZFZEDEBDIIL—FICEE
NnNx9v, BREERT 2BIE. EBERO=ZALH L) FRICESZELSICLT
KISV, FEOAITIE. BRANFELEZ—RAITZINYROLSICEACTUVLE

ERS
(2w o=EN. G2y o=Hf FIIXLo!) v oML +VIIRZvI=
TRSw BN « B2 YIEHL+VIIRSyI= TRS IR )

Hand_R

Boundary Mode Paint Mode Seed Mode

Hand P] 4
Process Group Remove group
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b. 7T 47U IN—TDE—FK% lSeedMode ICEEL. XwPalls—RERA
YhLET, FHTEZS—ROMICHIRRIEHD FHA. —RIE. XwPad
BEICKVWEE (A X MUDEELRER) . BRO=ZAEHNS Ay ad

W=7 ORMPIDIKICECEY 3 L ROHINRBITI,

Paint Mode Seed Mode

X
#

Remove group

18



c. TProcess Groupl L T7 1 LI EEEITLE T,

dIBROD Y I ZEDTICTIL—FICANTEVW=AE 2 IR TFHTERLICVEG
Al&. Tpaint) E—RZEATZICHTETEI,

10. ESICT =T 2 EBBAIIFIR7~9 Z#RDRT

Group Management:

Add New Group Reset All Groups

Hand_R

B Hand L

Boundary Mode Paint Mode Seed Mode

;

Process Incomplete Group Remove group

<< Prev State
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1. 7BLTRETS

a. Y — JLHAMEARI D Skinned Mesh Renderer (FIL—F i 1D) #ERB L. ZFIRL
727 A ILRETD /Meshes ICX Y S 2% FREFZLE T,

b.#iILKIERCTNIERAF YR Xy at R—VBEBEIFDOILNTHER I, =
IRL7=T AILABETD /Prefabs ICIRIFSNE T,

CHLWILNTZS—VICRSw I & ROy TT3E. RFVR Xy ahy
IW—T&TEEIN, JIL—T%ZHFLRVWIF Y R X v ald Tungrouped_Mes
hsy CWSAVTF RS VAT A—LDOTFICBRESINTVWEDHA DD ET,
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6. ¥ v v 7T I7145—Y=—I)L (GapFiller)

6.1 11
PEILIEREY R Xy aZziRkS 8. BOHBIBBEDHBDINCATLBIAXNIDRELFET,
Fv v T T4 —Y—=ITIERODZENTEET,

o Skinned Mesh Renderer % %R 3,

o NOBABEDERERZY—7T %,

e RUIVTIKREZBEMICIED. ARTHOD 7 IILBYTIUT7ILZEIDHTS,

621 —T T—ALE/E
Unity @ X = 2 —H'5 Tools = MeshForge = Gap Filler T Gap Filler V¢ > RO REITE 7,
LT & GapFillerWindow D& E&E,/ 4 7> a3 > DERAATY,

1. skinned Mesh / StaticMesh (RF >V FXy2a A2 T714vIRXya) (27)

A RAFVYRAYDARERART A Y IAX YD aRDE Y Y T T4 5—TJ0 >V RI%
UhBEZXZZEHNTEET,

2.Reset (Vv k) (FREY)

a g, JrYRI FLEa—FTPzI b IRTDTr—ILRAUEY +
SN TU—VBRRETHERTEFT I,

3.Save Folder (fR1F7 #JILA) (&7E)
a. TSave Folder (Required):] EWSSARILDTFA T4 —ILRTT,

b. HATNB XY a2 FLNT DRFEHKEED Assets/ R FDH T T LA N R %
BRELET,

c. Bl : MyGame/Meshes £ A119 % & &I/ IE Assets/MyGame/Meshes |2 73
DFET,

4.Settings (XRE) (7 A4—ILRTTH)
a. Overwrite Saved Objects (fRTEFEAA TSV b2 EEZE) (KJI)
. EERICRIZEDA TP TV 2 LEEZTEZ3EEDRIILTT,

i XY aDZBEEBEDIRLITOBICT A IILEHES D DD0EFTI-WLWIEE
ICEF T,

OERLIEAF YR Ay aDERBIT—LATO U MIFWLWTWSE X
FURXyIabEEZTINET,

b. Add Physics Components (#JIBa>R—2%> b%ZEM) (FFJL)
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LAVICTBRE. EN=VICYEOVHR—2> ~ (Rigidbody,” Mesh Collider)
MPEMENET, DELIN—VICOASA Y —%FERT3HEICKRDIE
FE727=8. Mesh Collider ZER L TWE T,

c. Handle Draw Distance (/\> KJLSEEERE) (RS54 4 —)

i. SceneView IXSH B DL 5VVOEEE (T7—J)L FZER) £THER/N\VRIL
HERTIDIDEHELE T,

i. COEMZEBRSTERISERAER/NY FILELTERREINE A
d. Vertex Handle Size (TER/N\Y FILHALX) (RF144—)

i EIRARERERICEESNS N\ RILOTAX () ZHIEL X,
e. Group Automation (ZJL—7BE1L)

i. Automate Groups (ZIL—T=B81Mt) (LJIL) truellddE&. JIL—
TEIMEEEEOHFLWA T a AR REINE T,

i.Fan E—RFEFill E—RFOMBICHBIRTDA T3> (FillMode. Secon
dary Material. Convex Fill Mode M 35%& & Convex Steps. Convex Exponent.
Apex Offset 72 ) ZEHF T,

iii. Create Groups (FIL—T&1ERX) (HKZR>Y) (DU wITRETIL—TD
ERR. 7 ¢« L EEITIThNE 7,

5. Gap Groups (¥+¥ v 77 IL—7)

a. XAy a1 EDORBBINPIRABREZ TNENKRIERD FvvTFII-T1 %
ERLTEE Y,

b. T IN—TICIIRD T4 —=ILEDHD £,
i. FillMode (ZJLE—F) (Fan F£7=lZ Convex)
1)Fan : IRNTOBEREREZ 1 DOENMIESRLE T,

2) Convex : MMBIDTAX MU EERLET, 2D lConvex Steps.
TI74INDT7—F= LD HETETEXT,

ii. Convex Steps & Convex Exponent (FillMode.Convex FB)

DERETNZFEIL—-TOHE. ENSHELICEAD > TLEDIZER
<HEENZ D ZzHHEL £ 9,

iii. Apex Offset (THm=A 7+t w k) (FillMode.Convex FH)

D HEENIERISA > e, BROBOD SRS TOERTY,
T4k TRD EFB) §1cid (<EFE3) LN TEET.

iv. Group Color (ZIL—7Dfa)

1) SceneView CEFD I IL—TDFIRENITBER ZAFZ /N1 51
5T,
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v. Gap-Fill Material (¥¥ v 77«1l TITI) (ER) BIOHTBL.
B BSNRDR) IAVIERDOY T Xy 28 LTIDREIRTU 7 ILE
FRALEY.

vi. UV Flip Direction (UV REEAME) : UV DEECRENFIEETS (7> 3
> . None. Rotate90. Rotate180. Rotate270) o

vii. Clear Group Selection (J'IL—7#iRZ V) T7)
1) COTIIN—TICEDETHONTEIRTOERERZ IV T7LET,
viii. Remove Group (' IL—7%ZHlIR)
1) JIN—TZ7mLICHRLE T,
6. Scene View TDIZ(E
a. SceneView Tld. (Handle Draw Distance MEIFAR D) BIERI/NT BNV RIL/F
ZENRTRINE T,
b \>FILZIVYv IR BHE TBEASTNTWVWS] FvvTJIL—TFAOFE
PO BEDLD XY,
7. 7R > . TuUpdate Previewl ¥ TFinalizel
a. Update Preview (FL E 2 —%E#)

. T7I9T7470N—TO—BRHNEB T4 I Xy azdBkLEzT. EFRAIE
O—=VAROFLEaA—FTT I MIRREINET,
b. Finalize (FEE)
L IRTOIIN—TDT7 1 I %ZHEEL. BOHOSNIESAX M) ZHFHFDOFLLS

kinned Mesh Renderer Z{EFL7=5 X T. Xwv> a7ty heFEFEEDOSL
NTZR®REFELET,

63X vV T I745— VAV IRRA—}
1. Tools = MeshForge = Gap Filler Z3<

Tools Jobs Tutorial uGUl Window Help
Asset Store

Code Assist Lite bame # Scene

ProBuilder [lCenterv [Local v

MeshForge Gap Filler
One Shots
Splitter
Topology Splitter
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2. > — U MEE T SkinnedMeshRenderer AV R—% Y b ESUHF—LATI 9 b EEIRT 3,
AE BRIZTS—LATSz U NI TLNTE FHIETILNTIRTBZIFEDT —
LATSzU NEIZHZIRHELRHD £,

(Mesh Filter)
Mes

5 ¥ Mesh Renderer

Materials

Lighting

Update Preview Finalize

r  Synty/CharacterShader

Add Component

Asset Labels

3.GapFiller 71 > RUT:
a. NEIZIGH L T Save Folder D/NZX%#FREL X T,

b.TEENYRILDARELITITTWVWSD, £-3D4TEF35551E. Handle Draw Distanc
e ¢ Vertex Handle Size ZFA& L £ 9,

Handle Draw

Vertex Handle Size

c. Gap Groups DR T
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L FLWIIL—FZEMLET (Add Group R E ) o
ii. Fan £7zld Convex D7 1 ILE—RZBEIRL X T
iii. (Convex M&) Convex Steps. Convex Exponent. Apex Offset ZFHE L £ 9,

iv. (FR) BOESAXRNIJICHDITT) 7ILEFEVT-LISE I Secondary
Material ZER L. YT U 7ILOREAAZERLE T,

Fan

(op ® None (Material)

None

Gap Groups:

up 1 (0

Convex

d. SceneView CIRRIEREY—09 5 :

L IN=—TDITA—=ILRT7IObZIVyI LTEREALEY (797477
}l/_joj ‘:@D ij_) o

i. NOEBRBEBEANEZDLSIC SceneView Z[0lER, X —LLF T,

. ZHITBEER/NRILEI)YILT. P97 77 —7DERICE
hYTET,

e. FET. BHONIIRIGT B1cHDICTIL—TZEML T T,
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4. TN AX NI DORI-BEZRRE LIV FIELVDTH Update Preview Z3H L £9,
5.5 & L7 5 Finalize L X9



a. [FTTD & HI]_Filled & WS &BIDFT L L) SkinnedMeshRenderer B MERL SN E T 6

b. ERIFTOILNT /=LA TV M MRTEFE) SNE T, FE : Skinned Me
shRenderer AVAR—RY hEFDERLIES—LF TS0 M TLNTHE
DBEIF. AFVRAXYy D aFLNT DTS —LA TV MIRESIND LS
TLNTZA—=N—=FA4 LTSIV, FLNTTHWVEEIE. COR1IY
JTH—=—LATSz I b2 FTLNTILLTLEETL,

CARATAVIX YT ablE N, BIRLET +ILAB T D /StaticMeshes |CAZE
INE9,

7. AX 2K XAwvSaa» /N1 F— (Skinned Mesh Combine
r)

71 8E

O—=YRICEBDIAE R Ay ahH R 5EDKEITRBEBOVEDNNT =T ADET
Tdo AFXYRAY S 2aOAYNAFT—=Y=I)LEFEZIE. DHLIAXTR Ay 2% BEIC1
DDRAFYRX YT aICBEETEET,
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AEVRXAyadNAF—=Y—)LIF:

o RXVRAYTDaZFTCI—VADIDDTLNTZZITEO. EnoZzHEELT1D
DREVREXRy 2 aZzBHLET,

71243 —T T —REH/E
Tools = MeshForge = One Shots = Skinned Mesh Combiner 5T £ 9,
BAUF I skinned Mesh Combiner 7 Y RUDERT 4 —ILREA TS 30T,
1. Save Folder (fR1F7 #L4) (&A)
a. lSave Folder (Required):] E¥WS SRNILDTFA T4 —=ILRTY,
b. HAIINB XYL aDREFEFL LD Assets/ BB FDH T T A ILANRZRELF T,

c. Bl : MyGame/Meshes ¥ A119 % & &wIZEIR/NZIE Assets/MyGame/Meshes |2 73
DFET,

2. Source Prefab (Y —X 7L /N7F) (WIE)

a. o—VICEBEINLNTZZITRE 714 —ILRTYd, COFLNTAHNTES
FTRAREVRA YD aLIUAS—DRESIN, BEINRXEF R Xy2adbl
DFLNTICERBINET,

3. Override Prefab After Combine? (8 RICTLNTZA—N—-51F?) (EE +J
L)

a.true T2, FEELIEX Y abBESNETILNTHEFNICA—N—51
FEINET,

4. Combine Skinned Meshes (RF Y K Xwa%zES) (R4aY)
a FEENIBZRITL. BELIEX Yy a%xZY—XFLNTIZEMLEY,

73AF YRRy aQVNAF—= 014 YOI RE2—F
1. Tools = MeshForge — One Shots — Skinned Mesh Combiner ZZE £ 9,
2 AF VR AYZaZBCTLNTZ—VICRS YT LET,
3.o—UMB5TFL/\T% Source Prefab 74 —ILRICKRS VI LET,
4. Combine Skinned Meshes Z 3 L £ 97,

8. hAROY—XF1) v A — (Topology Splitter)
8.1 EIE

(RET 4w I Xy a) MEOEMIHEW. ThROP-—XFVvE—] . XE2T1v7
Xy azRE8TBBRICHEDBHEHTE S, KDBOBIREY —ILzijfts 3 zBL
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LTWET, XuPaZzERON—VICDE# TS bAROS—98) ZILJdVXLICEDWT
BEINTULETD,

fROS—XT)wEZ—Y—])LIL:
e MeshFilter,/MeshRenderer DA EHEEIF OO —VHD 1 DD —LA TS TV %

RITED . Xy az@rION—VICHEILET, TDOR. EN—VYELEDLSICN—
DTN Frv T (B) 3L -HERTEX,

82 VHA—TI—RLH/E
Tools = MeshForge = Topology Splitter 5T £,
LAFIE Topology Splitter V4 Y RUDER T4 —ILREF TS 3> TT,
1.Save Folder (fR727 L) (d47H)
a. TSave Folder (Required):] EWSISRNILDTFA T4 —ILRTT,
b. HAETNZ XS 2 DREFF LD Assets/ B FDH T T LA NZAZHRELEFT,

c. Bl : MyGame/Meshes £ A9 % & &wIEEIZR/NRIF Assets/MyGame/Meshes |27
D%d,

2.Source Object (V=XA T U k) @A)

a. —VICEBEINT. £Tzld Assets T AINAIICH DT —LA TS0 b EZITE
3274—J)LRTY, bAROP—XF)yE—THERATZICIE. COFTPTI
IC Mesh Filter & Mesh Renderer DI AN EZENTUVIHREHLHD £9,

3.Settings (BRE) FOYTHAIY (T4#—ILRTTRK)

a. Overwrite saved objects (fRIFHAFT TV b2 LEEE) (MJIL) FHLLE
LA TSz RTT7EY R 7 ANAROA TSV b2 EEZT LT, &l
DHEBRTHELET, #7158, Fo<HLWATZ U FHER TN,
EBETAIWNAICRESNE D,

b. Allow Ungrouped parts to be used during finalization (FEERFICK S IL—FbL/IN—"Y
DERZSFA) (FJIL) (AVICTBRE. RIIIWN—FSEN—=VIIHRE /21—
HF—HDEDTEITARTDIL—=ILIZHREV. RIEMICERIND T —LF TP MC
BENFET, A7ICFTB8 RIIL—"FMEN—VIEFITRTR RS —LA TV
MIBMENT. FLNATEDHTETEEA

c.Save Meshes (Xwa%®RfFE) (RJI) AICTBe. TLNTREShi=T
RTDN=YDA YD a%ZRETCETET, 771D, EN—=VYDXyTalk
REINFTA. D2FD. FLNTUHICETEIIARTOA T aVHFETER
KBD, O=VIA VARV RSN A TSz FOAERTEET,

d. Prefab main container (X >V TFZFLNT) (LTIL)  TRTD/N—
VEEMNTEIXA VAV T T2 TLNTITB1DICERALET. TTIRTOE
AMN—YETLNTIb) T3 FEDODN—VERFTS (FIL—THRED Pref
ab Group Parts ZBHR) FENHIIHGEZRI. T 7ICLBVWCCEZHELE T,
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e. Prefab all individual parts (TR TOEBIN—YZFLNT{L) (LJI) TD
Xy ahSnMINBLDON—YEIRTILNTILTZ-ODICFERBLET,
FUNCTRE. BHOIRTORIICHLTILNTZIERT 2R L. FER
v >0 ZLNTDERSNZTEEDHZ7-0. T 74 ETIEF 7IC
BToTWXTY,

f.Cap separated objects (DA TSV b XY v ) (RJIL) (BN—VYD
Xy aTREOD-BREICEF vy 72 EBAHL XY, [GapFillery TXw> all
DRAZLFX vy TZERLTEVWBEZRE. A UDXXICTACZHRBLET,

g. Add physics components (BB R—R2 FZEM) (FJI) (FUICTB L.
BN=VICYEIOVR—% >~ (Rigidbody,Mesh Collider) DYEIMENET, 9
BELN—VICOZA X —2 AT 3HEICROIERAT-86. Mesh Collider Zfi
BLTWET,

h. Draw ungrouped parts (R IL—F{b/N—V%&¥EE) (~JIL) A ICTBE.
RKIN—TIN—=VICBT D IRTO=AEIEETNE T,

i. Ungrouped color (R IL—FtDB) (Hh5—tLIE—) [ IRTDOERIIL—F
EN—YD=AFICERTIB8ZHRELET,

j. Triangle draw distance (=B EERER) (R>14—) (XKIIL—FLN—YD
AT —Ea—ICEE T B REL XY,

k. Triangle handle z offset (ZAENVEFILDZ2F 7Y F) (RSA44—) | =ZAF
ZXYYAREMNSEIAABICENEITEHL THET SN ERELEFT, EHK
TVFE. ZAFRRX Yy aREMSENTHEBEINE T,

4. Split Preview Mesh (FLEa=Xwoa%z928]) (HREY)
aV—RAATSxIV MERIEFLTO—VICAIYREZ A EEHL. ThAROD—59
B 7ILdVIALTREILET, bAROS—010 Y RUDED OB ISFHTL VLR
EERRIDEOEFINET,

5. Ungrouped Preview Parts (RZIL—FtTLEa—/IN—Y) (7x—ILKT7T}F)
aV—=RA TV CDBIERENIEITRTORI IL—TIbN—VERTLET,
6.Groups (ZI—7) (T#x—ILRKTTH)
a N=YHBBINTVWRZIRTDIIL—TE2RRLET,

b.Group (FIL—7) (RAFINTETA—ILRTOR) HFEDTIL—TD/IN—Y
¥ Group Settings D RO FA UV ERRLET,

c.Settings (BRFE) (RXLIN=TA—ILRTYUR) (BEDITIL—TDODITARTD
BEXSHET,

i. Group Color (ZIL—7D®) (AZ—tLI%—) [ JI—TO=AF%
HE T ARICFERTIEZRELFT,
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ii. Secondary Material (BIRTUTI) (XTUTILTa4—ILR) [8ETS
Ev N=YXyaDBR%Ex vy TIT3EIC. FDITUTILY
FrvvIITIUT7ILE LTERINE T,

iii. Merge Group (FIL—T&<T—2) (RJIL) truelldd&. TDY
IW—=TDON=Uh TGl Sh. ENS5DON—YDAXYy>aT12DOD
Xy apMEREINE T,

iv. Draw Triangles (=AM ZHEE) (~JJL) (AT, COTIL—TF
DN=YD=AEN—Ea—ICHBEINET, 77ICTREHEBEE
nEthAo

d. Add selected to this group GEIRL7=HDZE DT IL—=FIEM) (R2Y)
O—VBERTN—Y%Z 1 DUERERLTIOREVEZHTE. EDON—YHID
JI—FICEBMENE T,

7. Add Selected to New Group GERL7T=HDZFHFLWVWIIL—TIZEM) (RKE2Y)

a.Y—YTN=VYZ 1 DULEBERLTIOREZ 2\ T . FHLIERENIY
IL=TISEMENE T,

8. Remove Selected From Current Group GEIRL7=HDZIRED T IL—THSHIR) (R&
V)
Al DELEIIERDIIN—TDODN—YVZERLTIDREVZWIT . ENENDIR
FEOTIN—THSHIBRENET,
9. Finalize Meshes (X< a%ZME) (HKE2Y)
a il e, BERLERENERAIN. ZET3EREFTIL—FCIN—YHEIE
SNz Fol<FHLWS =LA Tz DO —DICERINE T,
10. Clear Preview (FLEa=—%&2U7) (RKEY)

AT, IVRRVZ2ESNTLEa—2FCITRTOIIL—-TRo ) T7Eh
9,

8.3 ROAD—=XAFVYBR—= VA4 Y I RR—}
1. Tools = MeshForge = Topology Splitter ZR< o

Tools Jobs Tutorial uGUI Window Help
Asset Store

Code Assist Lite bame # Scene

ProBuilder Nl |Center v (PlLocal »

MeshForge > Gap Filler
One Shots
Splitter
Topology Splitter
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2. Topology Splitter 7 -t > K™J T Source Object 71 —JILRICA TSV FEBINTS
ao—=VFRETEY NI AIINEDST—LATSz VM2 RSy T& ROy L
9, —LATZTU CHBIMTH B T-HICIE Mesh Renderer & Mesh Filter H
BT,

MeshForgeParts

@ SM_BId_Refinery_01

SETTINGS:

Split Mesh (Preview)

3.Settings 74 —JLRE 7R T, COMBELRTERITICBLESERTE (TF72ILE) IK4>T
WBRC L ZMERT 5.

used during finalization?

4. Split Mesh (Preview) K2 > %7

a F—LATOTY FEIREL. DBINETATON—YERLTLE2—4—
LATSIORES—DIcA Y REY R LET,
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5. Finalize Mesh K& > &89

aYVTNATO I MO EREERYERI AT MCEEHED>TLZ 0N
FEERTEE T,

b. ZL NI ENERERBERMERESN Ay > ald EBELLT 71 ILDO5GF
ICHDHET,
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SplitStaticPrefabs

itter > SplitStaticMeshes

tﬁ SM_BId_Refiner... ner... finer.. [ S—H SM_BId_Refiner.

ver... B SM_BId_Refiner..

BH SM_BId_Refiner...

I.RAMTSI9T1REEVE

e Tty hrZERATIEIEX RLIDT7—Ts A/ SHDEELT=7EY FERTDH
Ay aZET¥Toa—-IMLT3&EL5IC93  BFE. ALK R—BEAIMHIFIN
TWBTH. EZa—JLEDRBRZICHED X,
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o X¥vyTI4IRRELWARTIERZERTS | >—YEa—NXTHXv 204
AllCH ZRETIERZEIRT 3G5SIFRETEIDICERL TSIV, >—YEa—HhX
SHX Y aDRAICH 35S IEREFEFTHEID ISEIRL T EE0,

o TEBDIINYITYTTE . TDXy>a7Ey bONYIT Yy TEBICHERIEFLTLLE
LY

e XyPad—EZHIBRLIEWVW? (Zo2EHTV—RY) | XARPERY., Za0)L7)L3
)X LEES OO L VSRR ITEHIBRLI-WSEIE. RAIVEE—FREFERALTLE
TV RAIVEMNE—RTIE=ZBEZTIIL— L. 7073V A LxFEHTICEN
LO=AFZHEETET XY,

o BEUSNEZAK : AFX VXY aDRERIIER > T—HO=ARZ BV SNES
3. DEEAA Y aZBEIXIT) v —IC@L. lGarbagel] CWSFHLWIIL—F
ZEBMLT. RAVEY—ITHRLIZW=ZAFE2BRL TLLEETV, BERICII®NT
lallow ungrouped meshes] ZEAL TL7EE L, FWLWE=ZAFOLBRWX Yy ahFon
x9!

o B, B, THIEL! 1 XyPazXvyv T T4 77—V yR—ITETEIKIC
HIRIZH D FHA. MADY —ILERIEMICHELN. AFYRX Yy a7 BEORICES
FIF TSV,

10.FAQ/ + ST a—Fa1 4
1.Q: —8IESA =AEIRTINBVDIIBETTH?

A : Handle Draw Distance ZHs8 L T< 2TV, HEEY=AFHEDEEFNICH D AIEEMNE
HHb F£7,

2.Q: ¥ v YT ITAIUBICHLVWRAE T Y IXY D2l T I AF v BVDIIBETT
2
AS—YTREVYRXY S aLIUAS—F IO MNEBIRTBE. TOXFXFVUR
Xy alL B S—MN T4 RE2VR) ITVTINEFALTVWBRES. EDAVRA
VRIMREADRET A VIR YT AICBMNTEF A AXTA Vv IAX YT alIIIT
D7 I %EFHTEBERAITIHNELNHD XTI,

3.Q: AF Uy A —T Separateand Save ZH L THERETILNTICTIN—=TH1D2HA-T
WERVLWDIIBETIH?

AL ZZSNBERDVEDIF. Xy a8V —ILz2FERT I, JIL—FIC/L
TEROE—RTX Y anN—VYEDBMLI-ZETY, Z4ILTIIVILTIINL-T
= MUB) LABWESEIE. RAIV M E—REFERTIHRELRHD T, RITVFE—F
D=AFIE. Z0II 7TV LEZFELTICZATZERAISERL TS IL—FIZENT
TXEJT, ZAEEERTBIBIIELVE—RICA>TVWADERL TSV, ER

E—RIFEBROEM. >—FE—FRIF>—FRDIEHR. RT1V FE—FRIFFTIL—TAD=
BAEOEHBEMDIHDHDTY,
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4.Q: =ZAf%E TRy J&ER TELVDREBETIH?

ATERLTWVWS Unity D=2 3 VICERLTVWET. HLW/N—23 2D Unity Tl
ITA2—DARY COGHBOEEOHEAICED. RV T ERHVERES D ICENE
LFEFEA. FIYIERZKRARERTDICIE Unity DNN—2 3 0ZBHLTLIETL,
FZwJBERIZ 2022 BETT A MEATY o & DEAHAATRIDAEL LT Splitter
Window X2 ') 7 k@ OnSceneGUI XV v AT, 220D Mf(&HEF v o) D& TEv
ent e = Event.current;] XDFICRDA— R =BT 2 HELHD 7,

// Get a unique control ID.

int controlID = GUIUtility.GetControlID(FocusType.Passive);

// In the Layout event, register this control to capture events.

if (Event.current.type == EventType.Layout)

{
HandleUtility.AddDefaultControl(controlID);
}

CDI—REXZVZTHEETSE, X7V yH—01 > FOEBL S & TUnity DA
ABY =)L (BB —INGE) DTN FEMETEFLLS HERIEZL TSI,

5.Q : Gap Filler ¥ Splitter V=)L TCAF Z I ENTUVWERWVWX Y 21 ZEHATEFEIH?

ALV, EESDY—ILTHZYTEI3XTICYDBEZBZET. AXFVRXwoaFE
TRER BTy I Xy 2% RETEET,

6.Q: FLEa—4TST o FEBBTAHL, LELE EE>T BHELLZ0REYE
TIH?

A : OnSceneGUI DRITHIC/N\Y RILEBEY — LD GIHEEVWE S H T, BEARN
WEF. FTV—2Ea—hAXTENY RILEERBOSEEMNCBEIL. TLE2—F
T b eHFLEOMNEICBREL TH S, RBICO—2VAXSE TS LEa—FTS o
MIEDITTHEEEBRIZZCTY,

7.Q: COYV=ILISHEBMICHFER T ITH?

A ANE X v 57X —LANDOHIGZRRNICE> TRWEEAD. —BiOEEE T
Yy FOED2—IUEICIERIL TVWE Y, BEIIR—-VEEBOEMIE. 4—7 v b
DR—VEBNALEDESBEDOMIED T, AT ELZHERLTZES 2 —IULT
B0k WP TVWT—2T70—-ICFE LATONIEZMNCEETY,

8.Q: CDYV=IIINAIRIF v SO 2—=ICHEXEITH?

ALV TEDZLLAO-—R)F¥SUEZ—TIHNATVWBDIF. NIEBERT 3=
BEPTEARNDERLC, Xy 10BMIHRRICEWVWZO. V—ILOKEZFERT
DICRDHBBELTUVBINSETY, 7l NT =T RIBRBICL>TERDAITEE
LTLEETW N TFSAA\DEKEZEITE20. > x—4—I3ERET. KHDhIC
Unity $EAIAHD Handles 51 75 1) T=AF, /THERDERERRTLTWVWET, N T +—
Y AMEDT=SH. 28ARDHEFLEIWMEC/N\Y RIILES—2E a—ICHEE T S EHH
EFRELTVETD,
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11. N\—2 3 VEFHEE
MeshForge 7Y 77— bk v1.20 (RE2FT4 v I Av>aT7yvTT—1)

DT v TT—kICIE. Tsplitters Y —JLE TGapFiller] YV —ILDOKIEHZE . [Topologys
plittery] CWOSHLWIFa4 22— > RIUDBMAEZENE T, [GapFillery & TSplittery D
mY =R ZTe v I Xy WG LE LT, #FLL [Topology Splitter] Y —JLI&. kR
AP —ICBETDWTRET A v I Xy aZRETE Xy PaZBRTEI3IRTOA T
fEREMIC TNINTICTS) CEHTEET,

T771ILDEF:

o TIAIMDRETALIMNIZE, 7T bEEKT ST 1> R (Splitter. Gap F
iller 2Y) CCICEABDHDICHDLSEHFLEL

e Combiner ¥ MeshRebaker D7t > K™% [OneShots] EWSFHLWXZa2a—/NXDTF
ICBENL. AEZHREICTI b, SBFELTWVWER D>y MY —ILZEIBL
< LEL

INTHELE ©
o Splitter T IJIL—TZUEy b LTHEXEUDSTIL—FHHEIBRESNGWVWNT ZELE
LFLT
Ul DZEE ©
Splitter Ul —
o RBTAVIRYLAREDIRTDA T ay HeeECRET1vIXvas
JZEMLFL
e ZAFOIATEY FREZEMLE L.
o IRTOHREEIVI—TEEIOVIARICBEL X LT
o JIN—TEHREEXANTBIEDDITA—ILRT7 U MEEBMLE LT
Gap Filler Ul —
o ABTAVIRYABBOIRTDATS 3> MEETLCRAZT v IXyaX
TZzEMLF LT
o INRTOHKRE%R lGapFiller] T4 > RIDLEEBICBEILE LT
o HWMERDIA—IRT7UrEEMLEL
o RBRTAVITULNTIIYEIYR—R2 b 28034 a>zEMLELT.
fIEE, NT7x—T R

e Splitter & Gap Filler D Handles D/N7 #—<Y VXA ZHEL. LDEBEVEBRITEIDZID/N
VRIL (ZA8F TER) Z—EICRRTE3L5ICLELT

o SURALKEEICIHR TIlob e Fr— Y EZEHRLE LT,
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MeshForge 77 75—k vi1.1.0 (B8{L7v7FF—F)

COT7yTT—hrICIE. ATV R—BHOFLWIIL—FER7ILITVILDEEFN. 21—
H—HR—2D A4 FOEREZITV. A—2T x4 MIESLWTEFNICTIIL—TEERTSE
BEDICHDFLTce FYv v T T4 S—ICHEBEPEASNE L. Fv v TZBOHBERIC.
BEORXF Y RAy o a%Zz—EIOBIRL. LT 2 BENLRTEZFEA T Create Groups T3 > %
FHIREITT, IRTOAYZaDITRTDF vy FIZXH LTI IN—TFDIER 7 « ILHTHhN
9, JI—TEHEDI—F—I3ZEZMASNEITH. YT VT7ILOEFHEHFLWLWIIL—
7/ TERFEROEMICESNE T,

T771ILDER .

e  [BoneWeightGroupConfigl & ULVS%TL L) ScriptableObject Z1 F&EMLE L7z &
W—=TIvEVITZBMT2FS>a>xEHET, Bl GroupName (RS v R —T
I —FI/ELT=%H]) . Commonkeywords (ZIL—TFDEEDR—>FRDIT371-
HDHEE) . Leftkeywords (ERICEBT 3T IL—TOREDR—>%RBEDIT3-HDE
58) . Right keywords (BEIICEB T BT IL—TDEEDR—>ERDITDT-ODEEE) ,

UIDEE :
Splitter Ul —
e  [BoneWeightGroupConfig] 7 7T JILFEO 7 1+ —JLRZEBML XL 7
o R=—YUIAJI—THDBONBIRACRKET B27cHDERE LIWMERXS 1S —

ZEBML £ L7
o HR—2TUxAbzE>TTIL—T%ZBEFEM T B Advanced Grouping "3 > =B L £
L/TCO
Gap Filler Ul —

o JII—T7BIMLADNIILZEMLZ LTS

o JL-—THIMLI N ZBERTBE. Y v TTIN—TRECRILBMUIZIIL-TH
ELRADINTOF TS a VHRRINET,

o lcreategroups) CWSRAVEEBIMLEL e Vv o dB. BRLIERXFUR
Xy aDIRTOTIL—FHERLI-BEFLRETIEOSNE T,

o BROATD U MEFIRLERIC. BIRA Tz DTIL—TU R ZXRIT
B1-HDBN—IDRXYIDIFEZEMLF LT

INTEIE :

o XY YT T45—TUI—T%HIFRT BMIC GUI Layout TS5 —HRIREIND/NT EZIELE
L¥xlL7o

FUE -

o XylaZRETBRICTIN-TZEMI BBENBRLGDE LI, CThICLD. T
W—TZEMIBATY TR LTERBEDUEZRREITZIET,
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12. 8HDIC

MeshForge Z CHIFBWEREH DD ESTIVET, Xyl alURAMH— ATy R—,
XYyl I45— AFXVRAy>adVN1A4F—, FELTHLVLWNROS—XF) v iR—
YV=ILICED., TDREERES CeBLKEZ 2a—IIKX v aN—"VYERBECERL. BN%E
CAAXRIDNUICTHIAUTEF T, LEEDERTHEALTVED 7Y MIHBENODHDTHD.
K7y MIEEENTLEREA.

EBMOHYR—ERHEED) VT X MMIDOWVWTIE. AREBEXTXA—ILTITEK LI D anthony.h

alstead@carryforgestudio.com

41



