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1. 274
MeshForge = 9| CHA 7tX| =2 =72 M El unity HICIEH =7 2SL|Ct

o H|A] 2|H|0]7{(Mesh Rebaker): HIA|S Unity 2| Z}EAIZ CtA| #|O]| 3 EHLICE 3D R EIE
AT EQ 0o ZEA XIO|2 QIS HA| Bigk QI M 2X|E A= O AHEEL|CY.

o AZE|E{(splitter): A7I= HIAIE /Y ZDEA TIEZ 286I0] HA| THEE A AL SHAHLE
WA 4= UA| gh|c

o 7 E{(GapFiller): ZA| H{EIAL} EEI-E—% MEHSHH oy SHE MR M XLHEEE XS
HEot0] AZI= HiAlS] HO|LL ES HISLIC

o o
o AZ1E H|A| ZH}O|L](Skinned Mesh Combiner): Sst &2 AZS ZQ8I= AZIE HAIS
StLEe| AZIE HAZ ZefgL|Ct

o EZEEX| AEZ|E{(Topology Splitter): X HA|E EZEX| 7|=2 2 J|H IIEZ £2(5|0
Mot JEtet T2 N&2 7HsoHA o= =+ LIC

2 —H5

0| If+22 MeshForge £ YAZR0| SBIE 4 UYTE 2t 79| QIEH0|A, M, AL S
XtAM|8| AEBILICH MeshForge = 3D ZHZO|L} Of IEHIOH“_1 B0l 72| X o ZZohE HA|
AEHEE AN H2 2SS 2% 2 232 HiRs AE SEE Lo

o == T =

fjo

Al ol o)

SX| 9 2 Ale

1. Unity H{: Unity 2021 LTS O| &t S2HEIL|CHUnity 6 77HX| EAEE).

2. AT HE: NET 5.x 0|4 AE

3.9 =M.
a. 0| I§7| X|:= unityEditor % EZ UnityEngine 2t0|E2{2|0]| 2| =&fL|C}.
b. £[ A EHF 2| Unity Burst
c. X[ A HHF Q] unity Collections

d. Z| Al T 2| unity FBX Exporter

>t

e. XAl HF 9| Unity Mathematics

4. A X|: Package Manager HlA] MeshForge & X2 [ 9| o|&EM & F2HEl 20| QO™ FH x|
LIEFLEL|CE, "OK"E 22I8tH =2tE| D= o|=AM0| MX|ElL|C},

=2 ="
17 Unity 7f BIZ|X1E &A1& AlZtE £29 £, EX7} SZE WA FLF FaE
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CHE2 MeshForge & ZH| 80| AFESHY| I8 w#&l/710| = SERILICE.

tfst Ta|MolLt Al QEHME = SHAF HX] Mo HiX|
HHSIM Q. O|HH| SH MeshForge 7t TR ot HHEZ e

%
met 4n

LIHX| 72 AZE|E E=F0|A "Use Custom Prefab" EZ S true 2 ATt 2220 sfEEL|CE

AtESHE Z2[Ho| Btal AZIE HA|7F £t 2| Hat SotX| 2Helst L.
S

& AZIE HA(2A2t EFZ )°I = AlE0| 3| Cr=2H HIFYE el Ho| &g = AELICE D
eformation £ 183t X J[gt HHS MESHH SHZEE = UASLICE SHA|T LHHO=

_§

= AlE0| A CHE F AZIE HAl=E oF O|R 2 M2 2 SHE[X] §

SEE AZIE HAIZH Ol §lO] SHIZH| HYE =5 st2{H St & AES ME8ot= Z2|H
7

s L.

210l DA S BRSIHIR. Ol "YBH O =" 22 OfE|AE T} RIXIBH 00N 2 4 UBLICH
2 750] M CHE Z20E S2E A7IE HAZ 2R 4 s 40| AXLIT
THEOR, AA AZIE HAIO|E QUKIBH EFL AZIE BlAlol 20| B HE r2tEl

ZRYULICE O] FR0l|= H YAl Z SILI7HHIEA] R},

ALTL "= BHE Ol 2 A2 0] BYAIEl AZIE BN IS BEIEX] YSLICk TH EHAZS
= ZO/0) FAEINE NS FLICE 017N BBHE 22 AZIE HA ofLIH0/H0] 2 g2
E= =2gLrt

Bt EE A4 AZIE HA] T StLEHE HIA| 2[HI0|HZ 2HE 32 HY EX71HIEA]
LABLICE = Ot SYet QLEMOZ 2|H|0[35t71LL, = Tt 2|H|0[25HX| g30tof BfL|Ct.
ZHE Dot 22 2 AE/QEME SRotE 24 AZIE KA ERL AZIE OA|ZH
MESHMIR. o] FAlof= oflel7t A=, {8l ZE #AlS &H nefeitt= TSt 2= 78t
HAS AESIH Mo Z ASSh=/SHI=2H AZIE HAIE ¢E == ASUCH

o= _= T

4. H|A] 2|H|0]7{ = (Mesh Rebaker)

4174

MET}E| 3D 2T ERIO{0f| A LHEH 0412 Unity 2| ZHEA| 0| MCHZ BIX|=|X| §4US = USLICE

M=
ofl Al MIZEXEZE HIA| WakE HMSH= EMAES FII5t= S 02 AHOZ 0|2 ¥ T
Ole{ot dtek @ Ml I 20]| Of| A2 MeshForge Of| A 7|5’£".9§ At £~ QA ElLict o

2ot HIAl 2[#|01FH 7t ASLICH.

HAl 2[H|O]H ==

StLto| Za| S Ao si|E T2 ol HEE ZE A7IE HAS] S AFRLIC
712 MEFUCZ HEEX| 2 FRE 2l =71 LEM SHS MSHLCH

ZHE A71E HjAlep eko] MAFE 2 AES 1T 25| MZ2 Ze|Hs ddsty,
tl*°*0I IH*EEE M HAIE 25 HG5tH, A Z2[HE FMHL0|= OHHIELS 2HS = ATE M



4.2 QIE{Hjo|A G HH
Tools = MeshForge = One Shots = Mesh Rebaker £ & L|C}.
CH2 2 Mesh Rebaker £12| =9 TIEQ} S MQIL|CE,
1. Save Folder(X % Z)(Z %)
CEY MM Z2|H0| MEHE Assets/ 5t E0H HZEE HMTL|CE
b. 0ll: MyGame/Meshes E & SIH £|E FE= Assets/MyGame/Meshes 7 ElL|C}.
2. Source Prefab(£&A I2|H)(Zl4 TE)
a. Mol Z2[#s =ejaste] Heof d&LICt
b. 20| ;fE™E ma|HeiL|Ct.
3. Offsets(QIAll) T (MEH)
LRt 32 HAle EME FII2 XH-SH= SME MISELICHL
4. Rebake Meshes and Create Assets(H|A| 2|H|O] 3 I of|All AHM)(

oo
a. 0| HES =2 S MEES =L

E:
fin

4.3 H|A] E||ﬂ|0|9'| = A|Z=F
1. Mesh Rebaker & €7|

a. Tools = MeshForge = One Shots = Mesh Rebaker

Tools Jobs Tutorial uGUI Window Help

Asset Store >

Code Assist Lite > o # Scene

ProBuilder N [Center ¥ [TLocal ¥
MeshForge > Gap Filler
One Shots b4 Mesh Rebaker
Splitter Skinned Mesh Combiner

Topology Splitter

1]
mjo
rs
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i
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Kl

fot

|Ho] HIY&QIx| =telgtL|ct.
HHEOo| 2RSHX| =helsts PEH2 o 7HX|7L 2, 67| M= & 7HXIE
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LIEf ZWH, Te|gs W I HiXIE o =2 71|*°| '='E EMAZS 4THEH
o olAL|C}
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-
.’ v SK_MalePeasant

.
Tag Untagged yer Default

A Transform

Add Component

b. OiA EC{0A HIAE 2F &Y == JAFLICE 71M HAIZF Unity EE CE2 2|
HiX[El AE & & ASLICE HAIZE 501 A2, EtXel HA| e 7|EC= +7
ES Y ZNE FF5t ASLIC

SK_MalePeasant

SK_MalePeasant

18830 Vertices, 22518 Triangles, 6 Sub Meshes | UV1, UV2, Color, Skin Weights

3. Mo| IS prefab BEO| LSL|CH
4 MEHX QmMIS MFhL|C},

a. 0| ofl2] HiA[ofl= =7t QA0 2RSHA| gFELICt.

5. "Rebake Meshes and Create Assets" HES F=8LIC}



B Mesh Rebaker

Mesh Rebake
Mesh Rebaker

Optional Offsets (if additional correction is needed)
Po O et

Y 1

Rebake Meshes and Create Assets

6. M2 WHEl of|Alo] &2l Ml 7Hel M EC{7F 2 ZHeLCt
a. Hots 207t L= Wintx| QEAM LS HHY 7t /5ts 2HE 2H0|3E 5 ASLICH
2[H[0]2 7|S2 oH 2[H|0[3 Z2tE JtHZ WHM|/Fo{ 27| miZ0f| Z2C 7t
O{X|ESXIX| gs& Lt

eshes
refabs

7.FBX 2 0| S5t0] M| Z2| M2 S -0|= OHHIELS A2 2HSLICE.

a. FBX OIS 28 QIAHIE| 9| Rig O Z 0| S8t F| Animation Type & Humanoid £, A
vatar Definition £ Create From This Model 2 MENSIT Apply £ Z2ISHL|C} O|A| A
FH=IE{ OtHIELZ} MM EILICE.

S of
Kl

rts > RebakedFBX

@ sk 5. ®M arte ®M_Peasant B.. @ antF.. @M M... root @ sK

® M_Hair_Test




Model Rig Animation Materials
Humanoid

Create From This Model

Standard (4 Bones)
v

Revert Apply

Asset PostProcessors

LinituEditar Tran AN Imnartar

AZE|E| £ (Splitter)

5170

EE4 FHEE = ofL|H|0| M SOl 2Rt £8S EESITHA StLte| AZIE HIAE o2 IHEZ
Z2[olof ot A7t HELILE olE S0 FHEE Q| &, Ct2|, 382 242 M| 7tse HER 2hE1

2E F ASLIL

AEEH B

o OILIQ AZIE HIAIE I8 T2 o] AZIE HA|Z 2TtL|Ct
o O MZIY0| 0 OF0| £¢X| Z2HSH= 18 E2E (flood fill) 24 MEHS X[ etL|Ct
o o SMEZ HESIHLE AASHY 2t THE Tt Al AZIE/OfL|H0|M Jtsot AEHE RX[SIEE

5.2 QlE{mojA B! M
Tools = MeshForge — Splitter 2 EL|LC}.
LIS L splitter &2 9 TEQ SMAL|CE
1. Skinned Mesh / Static Mesh(2ZIE HIA] / A HIA])(E)
a. A7Z1E HA| HE A HIA| T &2 Mete +~ ASL|Ct
1IA. B A B ME TE(OE 2| AKXt settings T7| SF0|M &S = UI)
a. Overwrite Saved Objects(X &l LEHE HOMT|)(EZ):

L 22 Al 22 0|29 QEHES Hoj& 4 YA st Mem E2uct,



HEHO 2 £FolHM EC7L HX|ENR|= AE U S I

i

iii. MEHSE AZIE HA[Z} &3t A QENME HEE AZIE HA|E HO{ELICH
b. Add Physics Components(22| AEUHE ZX7})(E2):
i. A 2t i mtEof| 22| Z XA E (Rigidbody / Mesh Collider)S Z=7}8fL|C}.
22| IIEo| 20| E Mg uf 7t& Hetsty| 20| Mesh Collider £
AtE3tL|Ct,
2. Reset(X7|8h HE
a. AZE|E Ao BE HEE X7|e/H|RD Mo RE T2 QEHMEE X|HgL|C}.
3. Save Folder(X & 20)(Z2)

a. 3 HiA|2t Z2[0| MEE Assets/ 5t9| E0 225 HFHLICE
o

b. Oll: MyGame/Meshes & UZ5IH %|F HE= Assets/MyGame/Meshes 7t & L|C}.
4. Source Skinned Mesh(£& A AZIE H|A )
22|65t = HIAILICE fE3 2, H|0] /}X| 42 HE[Z|H
5. Bone Weight Group Config(2 F|0|E 18 )4 U /AIE2
7ts)
¢YIO|E MA ScriptableObject £ @= ZEQL|CE.

6. Ambiguity Threshold(2Z M A2} (ME / 2 2[0|E HHO| null O] O} U AHE 7Hs)(HTA 1.1.
0 2E A 715)

a. = F0|E J[gt O FSHE MEY Wl HIE 2T57| 2let YAIZE Folg

Im
|'u>

= o HA o =]
b. 2t%8| M=z == QUX|2t 0.5 22 2 0|E 7|2t OAFSH A| ZAE 124 o= O
20| Ut SRERS A tidl o 18/ Lot A7 2= 0L CH

7. Use Custom Prefab?(7{AE 2| Al
a. N|351H EFZI AZIE M| A|(FH

0l
=
=
12

A D2|Ho|lM 7t ) E XIHMsHof gfL|Ct f2%t 2,
H|O] UX| 42 HE[Z|Y S #F1 JA0{0F gL|Ct.
b. H|35IH B2 E AZIE HA|e] Z0| E Z2| S X|FsHof ghL|Ct.
c. H|3stH HAE me|Ho| RE & 0|58 Y=St= HETL LIEHE LD
8. Target Skinned Mesh(E}2l AZ1E H|A]) (24~ / "Use Custom Prefab?"0| true & I A2 7t5)
o

a. DA AZIE HAIE M 2 7X0f 0jASHALE 2[EF7 ]S, HES 58 £ U&LICL
9. Custom Prefab(HAE Z2|M)(Z =~ / "Use Custom Prefab?"0| true & | AR 7}s)
a. 2|2 Assets ZE 0| A 2E 74 ZLICH Z2|M0j|= CHZ0| ZLetE|0{0F BrL|C}: SLte
A FH2IE(BEE = X| 22) skinnedMeshRenderer, K28t & AH|S.

10. Prefab Root Bone Name(Z 2| £ E & 0|8)(Z % / "Use Custom Prefab?"0| true & [ A
7ts)



a. H{AEH Dg|mMo| 2EE & o%zf QAUX|SHOF SIL|CH 2E B2 QMO Z & A|Xo| X
U 2QIL|CH 2tAISHK| ko™ Z 2| Q| skinnedMeshRenderer HlA| Root Bone
W2 stolsie 2E 29| 0]20] EAIEILICE Root Bone HES| EMAZS Z2|siH
ZE 29| X|7t EA|EIL|CE.

11. Allow Deformation(tH& &{2)(ME / (A& A) "Use Custom Prefab?"0]| true & [f A2 7t5)
7

a. true 2 MFSHE 24 HAIZFEF BAIQ] EX0 W] B E|HLE HE| A attice) 713
4AOZ WHELICH

12. Use Pose Based Deformation?(XEX 7|tt tH& AL 7?)(MEH / "Allow Deformation?"0| true & IH
AE 71S)

a.true 2 MHSIH HY CHAYO| A HIRIE XTXE AIES

off HRILICt (2717t Hl=xet HA|
i 7+

2 e A2 HAIOAM 2 B HIAZ HES Hetgtict)
b. false 2 M SIH Hed CHAO A 2HE|A 7|8t HHA S AL EILICH (3 7|7} BT HIA| 2H
L 2 UM =2 BRI HIA 2 HE" o 7t Hehet|c))

13. Lattice Resolution(B{E| A SHAHE)(MEH / "Use Pose Based Deformation"0| false & U At 7ts)
a. Had Al £ I]'||/K|°| SHMEEE +o|6”—||:f St s HY EXO| HMo|H, =&
HAIS] B2 300 0] A|ZHA &4 glo| Z2 s == L Ct Za: |4 =S T =
XS unity 7t SEELICH |'E-‘|’4|°17} ZIXt CH27| 20l "L F=2" 340l o=
HEQIX|= AFEX}E7L EHehs|{of BHL|CE.
14. Hidden Material(&Z HE|2|Y)(Z 4
a. B MY S Eeldh= St oIC|EoM MEMAIE "&7|=" O AHSELICt.
15. Use render pipeline default material for mesh preview?(H|A| Z2|5 0] 3] mto|jzzlol 7|&2
HE|2| Y ALE?)(MEH)
a. true £ HHSIH H|A| 2|70 T mo|xatelel 7|2 ME|2[ZH0| AHEELILCY. false 2
HESIH AA A7IE HA|2] HE|2[RO| Z2|Fof| AFEELICE
16. Load Bones(&2 22{27]) HE (22~ / "Use Custom Prefab?"0| true & [ AR 7}s)
a. 2 AlE ME of|IC|HE X7|gtetL|Ct.
b. & 72| S22 HAIFLICE & HjlE AA AZIE KA 2, F Hl= EFI(HAE)
mz|yo| 2iL|ct.
c. N2 &2 Yro= FEG0f ot= 252 0|E2 LXIAZE &= JAELICL AE2[HE= 0|
HIEf O = AA AZIE HAS] 22 ERZl Z2[H 2 AlS0l oS 2|Et7 [ EX]|
AYSEE ZREL(CL
d. "Apply Names" HHE2 HZAEl 0|2 H0{2 Tl "Load Mesh Data" HHES &M atgtL|Ct,

=
. 0f: 220] Hand_R O] 230 EF210] Right_Hand 7} QICHH EF2l EEi= 22 0| 0|5S
Mzsts HY FAlof| WA HAY > UBLICH D AA A7

s 71
Fot= 20| 7tE E5LUCLE

17. Load Mesh Data(H|A| C|O|E] E2{27]|) HE

n
=
=
10
2
ol
fulo
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a. 2A AZIE HAINA HA] C|O|E{E &LIC}.
b. M2 E MEHSH 4~ QI 2 0f|C|E L T2|H QBN E(HEZE MeshFilter / MeshRenderer)
M AMBHL|C}
= .

Ol &2/ o'z HEELILE HEDA ZIAIE A AEHAIZf 41

Be/C B2 MY T ST HHES

7] G2 MEE
21812 #27] 0| HEEIX YLict

18. Group Management(21

...
L]

a2 3

H -

a. Add New Group(M 1
x7

7h ME: 18 el Mo M 18 MYl g=oE
ofBILICH M2 %

EF S
Jtel 182 gy 20| FLict,

b. Reset All Groups(2= 1

HASIK|= o2

— Lo

= O
E £7|3}) HE: BE 152 7|2 MR x7[HILICHOES

c. Advanced Grouping(1& &3} HE( 2 7ts): 2 9o|E 7|8t 8=t
I |

L2E 2 HolE 05 HF
19. Settings(2d)(H7| &=)
a. Submesh Visibility(M EHA] 7| M) (E= F5)
i. AH ST MEMHAIZF E0[11 I[Q
b. Flood Fill Settings(E2{E & 43)
i. Proximity Threshold(2H dA|Z})(E2t0|0): A2r& ol o1 &/l
HASHA| LXIsHOF 5H=X[)E H|offL|Ct.
ii. Seed Direction Threshold(A| = &k
AL EIL|CEH A Ab2isio| disko| A
=18
c. Unprocessed Triangle Edges Settings(0|X{2] AF2+3i cllx] MA)

-1 o

i. Show Unprocessed Triangles(DO|A{2] A2t
AM2Ho| HAIE HHHLE BLCL

@

HA|)(E2): OF&! X2|(MEH)Z|X| 2

[N

ii. Unprocessed Edge Color(O|X|2] GIX| MAb) (A A MEHT]). O|X 2| &2t

: AtZIgio| MALS
ALt
iii. Handle Draw Distance(Si& 12|7| 7{2])(Z2t0|H): SceneView 7tH| 2t 25 E
Aot H HZ|(HE SZhHIHK| M2 A E0| 20| =X MO{EL|Ct o] AZ|E
L= AZFS S T A|E|X| QtSL|CH
iv. Triangle handle z offset(&Zt& SHE 7z QT AMl)(&2}0|H): AZHS 0| H|A|

HHONM HH SO Z °*E|H—f ‘HO'IH O2{EX| d-eL|Ct ol 2
ARZFS{0| H|A| BHO|A C Ha| J24EIL|c}.
d. Finalize Settings(2t& 4H)

=
T =

i. Allow Ungrouped triangles to be made into their own group/mesh(1&2}5| X|
2 MZYUS HE OE/HAMZE US7| §18)(ES): MEHSHH o JF0|=

11



tfZfdol Bxof OF0| HiXI=|0f £|F AZI= HiA| Z2|H/H A E

20. Groups(1§)
a. BE: 2t JF0= M 74X MEi RET JUELICE

1) Boundary Mode(ZA| 2 E): 0| REO0|A MEHSE M2t S AA| dS e Ct.

o

=
Al MEEX] g2 2 OFS SoiMte //AR/RAED 22 el
HENZ W2 = USFLICE FA ZE= A= HEQ XY HASE0 E2E EE
|

pN|

x|

ZH[RLICH HEf7L B A0{0F 3= O/ = E2E O
AE ggoz FIHE7| iEYLIC

2) Paint Mode(H|QIE BE). X7| Z2{c o} XIFAQl At glo| Aztsg

1 L- L-1L—- HA

NREA HEY + As ZEYLCL F HQIE ZE0M 2
BAZE AIEEE AMEE|X| 5Lt S21= 2ol FX| &2 é.*’—.*%
MEHSHALE O SEstEl Al 22| Z4lo] RETLICE

TTod

3) Seed Mode(A|E B E): 0|E1} H2| A|E ZENM A|EE E2{E T Jt0|E

—_—— =
HYS SLCh o242 32 M A= MHHHO = K EILICH BiX[E
= A= A= 0= o] gleH, E2{E HO| HA|Q] 2= 0| &gt =

QU= WRSILED Yot B2 AES BiX|SHs 20| O|MEQILICE. Sol

xIQuER|7t 09 BABHEEE - Be S529t Z/E) A7IE HAlo)A
agaLc

2f. ZA HESf AIE BEOfA HFBF AZIS2 T20[ " X2 processed)" /X L= BF X E

AZIE A9 S 0 HE HELA YEL/L) I5E XE/Z B 80/ AREA AEE
E0l F7fof2{H BI2IE BEE AfEIHL.

b. Group Name(2 & 0|8) 2=: 1F2| 0|§2 F2lolH, 0| 0|E2 2= AZIE H|A|

OIEQ| 0| L= AIEELICE diE TET} LIEHH= LM 222 0|F A= A0 7+

ZELICh B0:. FE fAS "ot YL XHM HAHSZ 22|stHL.

c. Group Color(3E M4 . oixf| 21 0l IS HEA AlHY &~ QSLICE

of chet E3{E & T2 M|A

of

it}

m
02 [
|
i |

d. Process Group(1§ M2|) HE: 0]

EA
HHE (Process Group 2 o tHH ALt = 0|2t

e. Process Incomplete Group(0|2t& 18 X{2]) 2ol all
A2 71s): 0] O E0f CHet 2 At E2{E TS A|ZELICH 0| OF T°_47(H Mel=l 2 E
HUAAZS AL, e BAHE E5HHAN OF2] M2 K| ?JS o|2 M2

ST AlZ Lt

f. Remove Group(A&E HH) HE: &M IES IE SE0|A HAHELICt.

g. Prev State(0|™ AE) HE: 7tSot 22 JES O|H™ MEfZ = SELICE
h. Next State(CH2 El) HE: 753t 22 182 OIS MEiZ O|SELICt.
21. Separate Part(s) and Save(ItE 22| U XE)(HE)IE SE0| 2F0| StLt 04 7=

B2 ALE IHS)

of

a. OF ME0)| M2t A71E HAIS HE AZIE HA| TIEZ SetL|C},

12



5.3 AE2|E| HE A=
1. Splitter £ &7|

a. Tools = MeshForge — Splitter

Tools Jobs Tutorial uGUl Window Help
Asset Store >

Code Assist Lite >

ProBuilder >

MeshForge > Gap Filler

One Shots
Splitter
Topology Splitter

a. Ol Al EC0IM Z2|HO|L} A QEHE of Al

fjo

M AZ 2xZ 20 i =EETHL|C

a. Mol ZE|HojlM 2 AZIE HAS MEHSIO] AZE[E] HOl Source EEZ

13



Validate Setup

5. "Validate Setup" 22!

a. 271 HIA|K| 2X[7t JA2H "Splitter A" SHTHO| FEA|EILICE
6. "Load Mesh Data" 2&l

a. Mo Z2|5 QEHEJ} MM EIL|CE

b. MEMAl EZZ MEMHAIE EAl/sHE = ASLICH

14



7. "Add New Group" 2&!
a. "Splitter 2"0f| A 2F0]| Z=7}EILICE
Group Management:
Add New Group Reset All Groups
Group 0

Boundary Mode Paint Mode Seed Mode

A
e ————]

Process Group Remove group

8.1E 0|8 HZ
a. Zt 52 MA| 29It @S LIEPE 2 JLSLICE 0f]: "Hand_L", "UpperArm_R", "Torso"
s.
9. &2t Mef
a. &M JE0| "Boundary Mode"Q! AEHOI|A] Scene View 2| "AfZt"(HA|)S 22510 =AM
OO0 EASLICH HAZ BAE A2 ZISXNo|B 2, 22| 2P0 A A0
XH=l 2F0| ZEEILICH A E oHS [f ZA Aztdo] "Bl HEf7t E| =5 SHM|R.
50| AL AA7t &5 MHIE FE= UME B J0{0F gL,

15



(21Z 22/ - £7} QEE F2/- F7 Kk 2 2 2K+ O}2A EofT="CafT X7, Q2%

52/ R3]+ 042X £ 7= " ST )

Hand_R

Boundary Mode Paint Mode Seed Mode

x
y

Process Group Remove group

b. 2d 1F2Q ZEE "Seed Mode"Z HE °f01 HAlO A|I=E HRAERILICH AL T 5=
A= AlE 0l HMieto] ELICE A== HAOM Z7] 022 SH(X|2H EE|7}
STt JA)0[Lt A 2ol A HIAl J-E-Q-I HCHE: 20f| BHXIE o 7+

=3

Hand_R

Boundary Mode Paint Mode Seed Mode

o
I

—
Process Group Remove group

16



c. "Process Group"2 =2] A 7| 2HS AlaetL|Ct.

Group Management:

Add New Group Reset All Groups

Hand_R

I Hand_L

Boundary Mode

L I

Process Incomplete Group

Paint Mode Seed Mode

Remove group

<< Prev State

17
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11. 22| Y NE

a. =77} 7 Skinned Mesh Renderer(Z1

hes OF2HOfl A& RfLICt.
b. M= HHE A7IE HA2t 2 AE
ofzofl M&ELIct.

c. M ZRIBIE Hof =24 o =8sh

ﬁ éMV_VCVh}_Ro bc?t_Female_OW

xo

=

H A7

- —L——

18
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= IJ1|)K|7f J50IE 0,35
ofzfof x| &l HE =

MESE Z2E 2| /Mes

=[2| /Prefabs

0f




6. 4 T{ =3 (Gap Filler)

A2 ZASICE HH *MJ0f SH= HO|LE SAXT XM E2|7t M LICH 24 23
22 ¢+ ASLCH

Renderer & ME{BIL|C},

7| HEIAZ FASHL|CE

. %EE—QE E2 XSCE MM, Mo 2 HEo| xj27| HE|2[HES X|IF LT

[ ]
-4
o
4
_°
OH 3'

6.2 QlE{Hlo]A S HH
Unity M50 X Tools = MeshForge = Gap Filler & £3ll Gap Filler &2 & = U &LILCt.
CH2-2 GapFillerwindow 2| 2t A&/ZM0]| CHet dHL|CE.
1. skinned Mesh / Static Mesh(2ZI= HA] / EH HIAl)(H)
a. AZI1E HA| HEO A oA el 24 Hal &2 Metd = JEL[C
2. Reset(X7|8H(HE)
a FEHE DE D2|R QEHNE RE LWEJL XT|9hE 0 7i22er 2 &o| ®MZELICE
3. Save Folder(X& EH)(Z %)
a. "Save Folder (Required):" 2|0| 20| 22 HIAE TICQIL|C}
CEE WAL Z2|HO0| KEE Assets/ oF?| E2E A= E HHBtLICE
c. 0fl: MyGame/Meshes E & StH %[Z ZAE= Assets/MyGame/Meshes 7t ElL|LC}.
4. Settings(MM)(H7| & 5)
a. Overwrite Saved Objects(I'I’“.E_ QHHME HHMI|NES):
i 2= A 22 0|52 254 %EO'IMAO'H St

iii. MEHSH

|>

Z1= HIAIZ} T Al
b. Add Physics Components(Z2| ZEUHE

i. A 2} 8 otEo| 22| AXHE(Rigidbody / Mesh Collider)S Z7tgtL|C.
22| IHEo| S2I0|HE A8 '°é i 7Ha Hetsho| mfZ20l Mesh Collider £
ArEgL|Ct.

c. Handle Draw Distance(3# & 12|7| 7{2|)(&2t0|H)

i. SceneView 7tH[2F2 2 E HOILE H H2|(EE SZH7HX| HEA HE0| 2O0|=X|
H|ofgfL|ct,

19



ii. 0l H2|E d= HElAE MEY JtSTt HEE HA|EX| R¥SLICEH
d. Vertex Handle Size(HEIA 3HE 37[)(&20|H)

i. MEd 7tSSE HEIAO O2{X|= S| A7((8HX|E)E H|ofgfL|Ct.
e. Group Automation(18 A58}

i. Automate Groups(18 AFS3H(ED): true 2 HHESIH 18 X535} 7|5 FE9
M ZM0| EA|EL|CE

ii. Fan & Fill 2E2| 2 E ZM(0: FillMode, Secondary Material, Convex Fill Mode 2!
Z: Convex Steps, Convex Exponent, Apex Offset)S L EHSHL|CT,

iii. Create Groups(2& MM)(HE): 2cl6IH 28 MM/MR7|7t AS2 =2

PN
5. Gap Groups( 18)
a. HIA|Q| M2 CHE FHO|LL A YHE 22} LIEtL = of2] ¢ 5 2 ¢t

b. 2t AF0M= g BE7H ASLIC

4 gL,

uin

i. Fill Mode(X| 27| B E)(Fan EE= Convex):
1) Fan: & A HEIA S StLIO| ZAFo| HAZEL|CL
2) Convex: =52t X|2H|E2|E MMSIH, "Convex Steps"= X 27| 3HS
O MIZSHA Hojg = JAELICE
ii. Convex Steps 3 Convex Exponent(FillMode.Convex &):
1) MHEl= 57 ROO| o SHES olf Lot Dot E2tE=XIE
H|o{ghL|Ct.
iii. Apex Offset(FE QI AMl)(FillMode.Convex &):
1) AlAEl HE 2t ZA SFEA BEIX| Q| He[JLICH XHL7[E
"E{OILI A" StAHLE "SO{7HAI" & 4= UELIC
iv. Group Color(1E AAh):.
1) SceneView Of|A] Sl OE2| ME{EI HHEIA /AZIS
A AFQILICE.
v. Gap-Fill Material(Z4f 7] HE|2|Z)(M&H): X[FsHH Mx 7 Z2|20
HZX HE[Z|EE Ex o MEHAZ AFEEL|C

vi. UV Flip Direction(UV FI& 7| &Weh): uv E 3| MSHHALE FEE £+ YELICHSM: N
one, Rotate90, Rotate180, Rotate270).

oy
P
H
=
of
rir

0]

vii. Clear Group Selection(1§ MEH X|27]):

1) 0| 250 €& ZE FA HEAE X[ZLCE

20



6. Scene View &S X8

a. SceneView O|A] 2} HHEl A (Handle Draw Distance B$| LH)0f| 22 sHE/7| =27}
HA|EL I:|'.

7. HE: "Update Preview"Q} "Finalize"
a. Update Preview(Z 2|5 Z4Al):
i. 24 JF0 oot QA 7| HIAE HMetLC A L2 Mol T2|7
QEHNE HEA[ELICE
b. Finalize(2t&):

i. 2 82 KR7|E AHOst, ATl XU E2|E 7+l M skinned Mesh Rend
erer & MM F| HA| oMot MEHN ma|HMS NZFSL|CL,

6.3 74 ] = A=t

1. Tools = MeshForge — Gap Filler & HL|LC}.

Tools Jobs Tutorial uGUlI Window Help
Asset Store >

Code Assist Lite > TN # Scene

ProBuilder Nl [Center v (PLlocal v

MeshForge Gap Filler
One Shots
Splitter

Topology Splitter

2. M AlZ 2 Z0|M SkinnedMeshRenderer ZEXHE I} Ql= A @HEEE MEHSHL|C} XH1:
MEiSH= A QENE = T2|T 2|0f QAL ]IEPI"OE ot o™l A QENE 9|
UO{OF BhL|C}.
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r Default

(Mesh Filter)

Bg v Mesh Renderer

oup Selection Materials

Lighting

Update Preview Finalize

Per Object Motion

r  Synty/CharacterShader

Add Compenent

Asset Labels

3. Gap Filler &0 A:
L Q5™ Save Folder 222 MATtL|C}

a.

SHEO| L P whHthSt7{L} L{ A 7|™ Handle Draw Distance 2} Vertex Handle Size
xS
=

c. Gap Groups OF2HO{| A
i. | IE8 £7}8HL|CHAdd Group HE).

ii. Fan EE= Convex X R7| ZEE MEHSIL|CT.

iii. (Convex Bt 8H'Z) Convex Steps, Convex Exponent, Apex Offset = Z=&efL|LC}.

iv. (ME) XHY X X| M E2|o| B o| HE|Z|¥ S &5H Secondary Material 2
A5t HE|2|He| FE 7| gheks MEHBtLICE.

22



Gap Gi’oups;

None

jii, 2HA =l 2F HEIA o

e. MEfXOZ o8] 1Y

mjo
=
o
|J
Hn
mjo
inl
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4. M7| X|QHE2|7} = A 20|=X| &QlstT A2 UjOIC} Update Preview = FEL|C}
5. IHEAR{ LM Finalize £ FELICt.
a. [2ll 0|Z]_Filled 2H= 0| 22| A SkinnedMeshRenderer 7t M A ElL|C},

b. Aut= 22l ol Y T2|H/AHY QENE| "NE EL|Ct &1: MEYSt Skinned Mesh
Renderer ZEXHET} = A QENMETI T2|H0f|A 2 AO|2HH, AZIE HA|Z}
o2 A ENEN MEECE T2[HS Q20| =5tM 2. 20| ofL|2tH
OlM A @EMEE m2|o = FHS0{0f tL|Ct.

c. X MA = MEE|0f MEISE 9| /StaticMeshes OF2H{0f] BH Xl LTt

24



7. AZ1E H|A] ZH}O|L] (Skinned Mesh Combiner)

7.170

wofl o2 AZ1= HAIZF IS mio] £ ZH| & Stit= d5 XMotL f AZIE HA] HHO|H =S

ALEotH 22|E A7IE HIAIE &A| StLe| AZIE HA|Z CHA| Zghe = JELCH
AZIE HA| ZHO|H ==
o MOM AZIE A7} QA= LIS Z2[HS QZW0} 0| ARldty stLtel AZIE HAE
=Lt
7.2 QIE{H|O]A S 47
Tools = MeshForge = One Shots = Skinned Mesh Combiner 2 L|LC}.
LS 2 skinned Mesh Combiner &9 2 ZE9F SMQILICEH
1. Save Folder(X& &) (Z <)

a. "Save Folder (Required):" 2{|0| 20| 22 HIAE TEQILI|CE

25



B HAIZE M EE Assets/ 619 EH 228 A™LLICL

c. Of: MyGame/Meshes & Q25tH %|Z HZ = Assets/MyGame/Meshes 7t ElL|C}.

2. Source Prefab(AA Io|TH)(Zl)
a. WO BIX|El Z2|HS det= HEQIL|CE o] 2| Moj|AM Betet AZIE HA| MIEHE
AMGIH, ZetEl AZIE HIA| T O] 2|0yl HHX[ElLICt.

3. Override Prefab After Combine?(A £ I 2| QH2}0|=?)(ME / EZ)
a.true & AHSHH ZSHE HIA[Z} BiX|El T2 0| X}SC 2 @H{2}0|=ElL|CT.
4. Combine Skinned Meshes(AZIE H|A] Zeh(HE

FEl HIA|S AA I2|H0j| 2=7pshL|Ct,

Tl

I

< o Als
a. 2 2Ys ddstn &

[IOI-

7.3 AZ1E H|A] ZiH}o|L w2 A=t
. Tools = MeshForge — One Shots — Skinned Mesh Combiner & & L|LC}.
LAZIE HAZL Qe ZE2WE Wofl =2iagtL|Ct

1
2
3. Mo| I2|™MZ Source Prefab EEZ S I gtLICE
4

. Combine Skinned Meshes & +E2L]|LC}

8. EEEX| AE2|E (Topology Splitter)

8.174

"HE WA K| 0| EIIE[HM "EEZX| AZZ|E"E BN HAS 2T o MUS S LY
Qle HC 223t ME TS H2ste 248 2HE $HLICL 0] 1 HAIE 7HE TIEE 2aste
EEZ2X| 22" ¢12|ES 7|Ho 2 gL},

EEZ2X| AZR|H ERE:

e MOJ|A MeshFilter/MeshRenderer 282 71X StLIS| A QEMEE Ql24Ht0ol HA|E JHE
OE=Z 2Lt O CHE AL X 2 708 THEE {8 A Het, 283t (cap) MK
MEHS &~ ASL|CE

8.2 QlE{H|o|A 5! MH
Tools = MeshForge = Topology Splitter £ &L|LC}.
Ct22 Topology Splitter &2 £ TCQF FMRIL|CY
1. Save Folder(X & &) (2 %)
a. "Save Folder (Required):" 2|0|20| 22 HIAE ZIC
CEEH WA HEE Assets/ 612 20 ZE2E AHTLICH
Hoo
O —

Assets/MyGame/Meshes 7t EIL|LC}.

LT

c. 8ll: MyGame/Meshes & Q2i5IH %=

26



2. Source Object(2A QEHM E) (L4

Wof| BEX|=| RAHLE Assets ZE{0| U= Al LENEES elagh= WEQIL|CE EZEX]
AZE|HUM A5t H 0] LE M E0f| Mesh Filter 2F Mesh Renderer 7t 25 A0{0}
'c'>'|'|_| |:|-

= .

3. Settings(&d ™) EECI2(H7| &5)

a. Overwrite saved objects(XZEl QEHHEE Ho{MI|)(EZ): M2 MMHEl QEHEEZ ofAll
Z0o @ENEE HO{ZLICL 0| F H|wE AFREL|CHL 11H 2t™E| 22
QEHMEY} MHE0 X|HEl EG0f| X&EL|C

b. Allow Ungrouped parts to be used during finalization(2t& A| 1§25 X| %2 OIE Al
SI)E2): AH IE2E X 42 TIEJF MEH/ALEX7 Hot BE #2I2 EH 2T
MME AY QEME ZatEL|Ct NH JESE[X| ¢2 ZE THETL X A
QEHE FIIE|X| gtoH ne|Ho= OHs 5 glEL|C]

c. Save Meshes(H|A] ME)(EZ): HH Z2|HOE THESOX ZE IIEL| KA E XMEY
U}ELICE NH 2F THEQ| MIA|Z7F ME = X| tSLICE &, Z2|H 2t SMH0| 25 ALE

=7tstiX| 2 Mol AAEASHE QEHEDN AT = ASLIC

d. Prefab main container(H|2! ZIE{|0|] Z2|M3})(ES): 2= IMEE = 0Q! AH0|HE
oo = ME= O ARSELICHL "2E JE THE % o2 Mo StAL EF IIEE
XMEE AE(O2Z M| prefab Group Parts 2 X)Ql AL0]2F = Z40| E&LILCE.

e. Prefab all individual parts(2E 7| IIE D2|M3})(E2): FE HA|0M 222 2E
JHE MEE 212t oe|Mo = DtE = O AR ELICH HEH 7|A|2] ZE LIAF SHLESHLO|
CHot T2[|ME ME= AT || b= "d3 T2 0| WME o8z
7|2Mo = THM UELICL

f. Cap separated objects(=2|El QLEHEE H X2|)(E2): 7HE OIE HA|K|A
S0l S ’51%%”4'3 AHEXI7} "Gap Filler" 2 HA|Of] HAR S TSR
OtLIH A &= A0| EELICL

g. Add physics components(22| ZEUE X7})(E2): AH 2 /| 0tEo| 22| ZTHE
(Rigidbody / Mesh Collider)E F7tgiL|Ct. 22|E THEO| S20|HE AEY mf 71
X&st7| 20| Mesh Collider & AF2EHLICE

h. Draw ungrouped parts(1S3}E|X| & OIE J2|7|)(E2): AH I12S3}5(X| %2 DHE|
235t D= AZES 0| ae{ZEiL|C},

i. Ungrouped color(A-E2}E|X| 22 HIE MAah) (M4 MENT|). DFIE|X| 42 2 E OHEQ|

[
HZIHol| Arge MaS BFetct

j. Triangle draw distance(&Zt& 12|7| 7{2|)(&210|0): 2 ESIE|X| 2 THEQ| AZIH0|
W RO O3X|= AH2E dX™eLct

k. Triangle handle z offset(M 4 S z 2T MI)(éEfOlH): Df *604 | HIA| BHOA H™
weto = Aot HojM J2{&X| d™gfL|ct 2ol 2 2250 A EHO|IM O
He| J{FL|C

4. Split Preview Mesh(Z2|5 HA] 2&)(HE)
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a. AA EH|
.
=22

IEES 71X Moj| QIAEAE S "EZ2X| 22" ¥NE|EC=E
LI EEEX| &o| LIHX| £20] M
5. Ungrouped Preview Parts(—1

MEES FASIEE M2 THZTIL|C}
2 3| OIE)(H7| g5

S R =)
a. 22 QEHEM HHE BE DAFSIE[X] 42 THES HAIRILICE

6. Groups(AE) (7| &=)

a. ItEJHHiX|El 2= 2

IIiru
o
=i
>
o
r
iul

[=]
b. Group(AE)(ZH H7| &=): §F 1E2 HE2 Grou
c. Settings(2&)(EH H7| &¢=2):. EX O

i. Group Color(1&
M-t

=
0%
1=
>
'
i
0
o
HH
oot
ot
i
o

= 28 MMS
ii. Secondary Material(2 X HE|2|¥)(HE|2|¥ ZE): X[HSHH | THE T AlS]
=2 A Mg o o] HE|2|HE 7 HE[2[Y 2 AFRELICE
iii. Merge Group(18 HEHh(E2): true 2 MHsIH 0| 59| IEES0| "8%E|0f
et THE =9 HIA|Z StLEe| HIA|E THEL|CE.
iv. Draw Triangles(&Zt& J2|7|)(E2): AH 0| 2 &2 IIE A2td0| X Fof
JZILICE 1 o] O E2| ME M2tYo| O X|X| g&L|CE
d. Add selected to this group(EH
SHLF O AF AEH

=22 0 |
y
Ab MERSED O] HES

80 FIH(HE
7. Add Selected to New Group(

): W AE FAx0M HES
Si'e THEJL Of JEOH =7HELICE

a. WOl M TtEE StLt Of & MEHSHD

1

8. Remove Selected From Current Group(41

a. ofL} E= 0f2] OFO| MES

JEM HAH)HE
EE N
XA LIC,

5}3 0] HES L2

aaﬂﬁm

JE0fA
9. Finalize Meshes(H|A| 2t2)(HE

2. P28 QH 450| HgED

stigsts 8
1Y LEHEJ} Ao HE L

10. Clear Preview(Z 2|8 X|7])(H

40
|
H
%

2 ntEJ} Ma|=

0

2HT3| M=

—_

2 20 QIAEABLE 1|

= Mot BE J20| XY FILIC
8.3 EEEX| A

AZL|E HE A=

1. Tools = MeshForge — Topology Splitter & FL|LC}.
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Tools Jobs Tutorial uGUI Window Help
Asset Store
Code Assist Lite

ProBuilder

MeshForge Gap Filler

One Shots
Splitter
Topology Splitter

2. Topology Splitter Zt0l| A Source Object ZE0| QEMEE X7}gtL|C}
a. W EE= oMl ZEC0|M A @QENEZS 20 H EFSLICEL AlIY LEHMEO| Mesh Ren
derer & Mesh Filter 7} X010} S Z&FL|CL.

SETTINGS:

Split Mesh (Preview)

3. Settings 7| S=0|A] o] ZHCHeH o2 %ol SEA| F o] El0] A=X| 2helghLichz[22h).

4. Split Mesh (Preview) HES F+=&L|C}

a. Y RLEMES JtNet 22|E BRE IEJH Y E
OIAE{AS}StL|LCE,

rH‘I
H
u
=i}
X
o
10)
[is
2
[m
i
x
=2
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5. Finalize Mesh H

| o fIX[0M 2 = ASLIC

Hel

X
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SplitStaticPrefabs

SplitStaticMeshes

r... EHSM_Bid_Refiner... EH SN

OIS A = Z2 3D OIE|AE/2|ALVL BHE Of| Al ZHof| 2 HA| S R E2ISHAIR: 0152
dEtdoz ot B #2l/E AES |fXAISIER 2=97t O gL Ct

A2 Z HEAS Mefs of SHLE WES AESIMR: ¥ 7 FHH2E HIA] BEZO] l=
HEHO M HEIA S MEHSICHH A[A| oz MEMSHMIR. W F FIH|2E7F HIA] Qtof] QUTHH
HEA[A Y2 MEHSINIR
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o Xt HHSHMIR: H = HIA| of| Mo MRS ehal HESHN K.

o HAl2] YEE HHotn HOMIR? (HMIME| S): ABO|Lt HE|FHEME M| EUEES
AHESE7| MCtE22 HA|S] 28 MAst D HLHH HQIE ZES AFESHMIR. HRIE RES
AEoHH HAHE OFsstn M7 Z12|E glo] O ¢

a1 o
EHAIE 22 M M2 LR HZAHS SHULHE, S HAIS CHAl
CPIE &

AZZ|E{0| ‘10 "Garbage"2t= M 252 =7tet F H[Ql
A

rx
1o
Ot
=
fo
re
H
mot
v
)
=
c
>
@
o
C
©
D
o
3
D
(2]
=0
D
U’:
i
>
i)
St
°
o
r
il
=
ful
r
rr
oz
N
ogt
o
gQ
rr

10. FAQ/ =H| sHE
1.Q: Y5 HEA/MZIH0| BO|X| 4= O|fE
A: Handle Draw Distance £ 2 QI5HM| 2. H{EIALL £F2t5f0| ST HYIE HIofLE US2 =
UA&LICE
2.Q: Y EHE M M EA ojAjof| ©IAK 7} S
E

A: MOl AZ1E HIA #lE 2EH|
HE[2|ZS AFEot ACHH 1 2l
HAlO HE[Z[ZE +S22 CHA

S t
3. Q: AE2|E{0f| M| Separate and Save & SR =0l Z|1Z T2|Hof| 3&0| slLIE Q1= Olf=

MEHS o, S AZIE HIA| AIE2{7F "I AR A
A= MEES Pl X oAl =Ir o+ &L/ A
C

r

2o01719?

A: Bt 7HX| Jtsst /IQ12 HIA| 2 S E AI2HA OE0| ZRE ZEZ KA IIEE

22[gh AULICL 7| dD2|ECZE OFS "Ma|"StX| QF=CHH HQIE B=EE AtEdl 0}

SLICH HQIE BE M2 x{R7| LI2|E 10| ASX7 AUHE Xt EA MEfs JE0

It = QA ELICH A4S MEig o SHIE REQIX| EQISIMR. 7 RE= ZA| MY,

ANE BEE AE MM HQIE IEE OE0 M4ZWS KRB 27t6ts 2=QL|Ct

4.Q: HZAS "Eefa ME"g £ gl O|fE FAAIIR?

A: AF2 FQI Unity 1 21240] JQELICEH FHH unity O|C|E{2| O|HIE It 5l AH| HhA]

SHX| tELICEH EefT MEE 2Hs| &85 H unity

2ol =21 MEfo] o= SE
HH S HOO[EStMR. Ef MEHZ2 2022+ HAMO|M HIAEE|JSL|CE & O HSHCI CHE
2HEH2 Splitter Window 23 & E 2| OnSceneGUI HIMEMIA 5 7H2| "if(Z=H AAN" Fl, "Event e
= Event.current;" & 0l Ct2 ZEE Y= AQLICL

]

// 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);
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0| AEE AFE/E0 SO0 AZ2[E] 20] EtE WIIA] Unity LHE Z4 0 O/& = 7f O/HIES

X{2/gt + ZCl= &l RL/otHL.

5. Q: Gap Filler L} Splitter =10]| AZIE|X] %2 HAIE AI2E £ ULIR?
AY. 5 ERFHE ZMESHE BIOZ Metsto] AZIE HAILE M HAIE 2de
USLICE

6. I2|F QEHNEE o|Fe& ul 73 "1™ k|0 2Z0|X| ¢t= o|l/= FAQIR?
A: OnSceneGUI 0| =2} 0|5 =771 HIHAS T S=6t7| WELICH b
=2 IIH2tE HE T2(7] AH2| He| Yo = 0|STH Ot TE2|F QREHMEE 6= fIXIZ2
7|0, OtX[2e 2 M FHH2IE T 2|7 QEXNE J17710| 0| S50 CHA| ZU S A|ZlSH=
ZALCt.

7.Q: 0| E7= 4| & 20| HS5ILtR?
A- $D'IEEOI': HEIE] o|e|o i E BAIHO = XSt SESHA[= X2 25 U &
= 0MS 43X E=3tet HO| JGLILE 2/ 2 ASe SEd Bl 2 AISe
°o4EH01| 2o JASLICE M2 3| CHE AESE ZE6h= A2 A8 72 2222
S7|7H M o{E S

8.Q: O] E7E 50| E2| HUEIUIE BHSoHIR?
A M e 27} 2 282 JRIEL s ol S a0 8 AT )
Al RTINS0k S0 ]SS w2 AlHet7] JHa #17] HEelLict Cat

”'—° ol mat LS 4= AFLICH THo| =2kl 2| FE S TI5H7| 918 MIo|E AHES mlst

CHA! Unity LHE Handles 2t0 |‘='E1E|§ HZ/HEA MES BASH |2 YLt 858 &7
fl3ll = AOF AAZta HSS W Foll 22|= HRIE FAMYSLICH
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2= A OIC|E{ %f0| Z=T}FEILICE "Gap Filler"@} "Splitter" =7 25 O|H| & H|A| 7|5
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o 7|2 XMZE CIMEZIE QEHEJ MME|= £H0|: Splitter, Gap Filler S)01| & A| JHEH3SIE 2
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