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1. {&9T
MeshForge &—E& Unity #rigss TE S, BRIEEEIEFETH:

PINERIETR (MeshRebaker) : FMRERBIEE Unity IR AP, AFEER 3D
BRI LI RN BN S BB MR EAE RS,

SEITR (splitter) : F—PRRWRDE NS MRIMERE S, HERAFPERRE
AR AR 1o

#AITHR (GapFiller) : BEEFDRIMNAHZIOH, BEhERFIRY L AMASRIE S M
& ERFLIREER O,

SREMEEH IR (skinned Mesh Combiner) | BHER—BERELENS I EZREMEEFH
NENFE MR,

#HFIFIEITR (Topology Splitter) © ¥RIRFMEMIGHHSMIR DB NIRILER M, KILEAH
HDHESTAHEE (Prefab) HIfF,

FEMFANBENTENRE. RENERLE, BEIER MeshForge RINERTIERZ. Me
shForge BTENJLF%E 30 BiRSipIELR . BHEERESEMERUMRAMBI AP EHMEET

R

2. RESIFIFER
1. Unity hRZS: 3873 Unity 2021 LTS S{EShRZS (BMRRZE Unity 6) o
2. IR . EBINGEER NET 5.x NERARES,
3. {6 -

a. ZNEfKH UnityEditor X247/ UnityEngine o
b. ExHThRZSHY Unity Burst

c. RHThRZSAY Unity Collections

d. =RFTRRZASHY Unity FBX Exporter

e. ExHThRZ<HI Unity Mathematics

4, RIE: BT Package Manager &% MeshForge BY, INRER/D ERERKHIIN, SEE—ME
TEO. =i "oK"BNe] BohREFRE REKHHI,

| LB B4 Unity —LORTEIRE RN, EE R BB EITEREE,

(%

3. {SEFFRY

.1 EZaER
IR RN /A5 R AT RS TE B MeshForge BT —4IIRH



BEUREBRLENTRIAZETRBANG R, ARFEAEMIEZIREN 00,00 X
R LU R MeshForge SRS — 1T /# RV HAERE,

AT R E X453 B TR A3 "Use Custom Prefab" (£ BE XFRHIA) FFXIZHA true BYER:

HIRFrE ARG S B AR RSPk B RYFHIAZ R — 1

MRMIEEME (R5E) ERERRANERESR, BAHISHIFELTN. X
AR B BRAZEFHERETEENTIREE, Bk, BITEREAERR
AERE ML T EMREAT A EEER.
NTHBRDBENEENELEREBRERER, BRECEAERSBERITGIAZ
EIHZERE, X"@E"HREBRR— R ERZRF.

EREBRT, EAUERRANERERZEHEDEEHRE MR, Bk, FINE

IS R A AR EL TR S R AR RERD DB UR B RERIE . EXMIBERT, BRERE—Ft
TR o

AE REBE T OIS ETE BB RTPIIR RIS T X LETHRII= LT B FNE
B, BEJUREE, XERFENNSEMEEE EE NI B o

MREFHEEEMEPHNEE— T BEAMNKE/ETREED, EREBITAIRH,
BARELLUMERNRSEELE, BAHFERE. MHERALRE, RERXEER
FERER/RBHRR KR MR BIRE MR, XFMNE— A5 —7 R HRE

ERFAEMNBEIRT, BIERAETEBNTR, ErRKRATE— I RERIFE/X

2 IE BRIP4

4. MIREMIZTEH (Mesh Rebaker)

4.1 #HR

ME=77 30 MHEFHENREIR, AIELERERKEER Unity NIRRT, BARREERILIET
EZMAVEE (FINAN— T ERREEMEHAR) , EXMHHARREZSBEFIOATLEEM
eshForge PIEM. MRERILLRIE, Tl JRME T BERETE,

MMERIETA:

EUBNAGIE, EIEFE RGN LHHEPTE XK R M.
REIMRIZIED, LU EIAEE @A R IRER B ERIIE .

ER—NEFMNTHIER, 85 RRENREMNENERERNEERES; SIBSHNERE
FIN; HEIE—FEY FBX, LUEAFFGEHAFIERBIAR (Humanoid) Avatar,

RIGRFARSWIEDL, HRIEEMMSER,

42 RE5I1RE

i&1d Tools = MeshForge = One Shots = Mesh Rebaker $TFF



T EMRERIEE QPR EEFRARm:
1. Save Folder (fRTEXfHFX) (141H)
a. 1% & Assets/ FTHIFXHREBEF, HAIMBMMGEIAEREFTLL,
b. ~fll: FHi8N MyGame/Meshes, ExZXE&IZI Assets/MyGame/Mesheso
2. Source Prefab GEFHIE) (418)
a. kA MR PHENIZF .
b. XE R EW BT E MAIFRHIA,
3. Offsets ({R#%) FE& (RIif)
a. B FEHER#H— S EENENREE.
4. Rebake Meshes and Create Assets (ERMIEMIEHEIEZR) (%)
a. T IHIRATER E E Mo

4.3 P ERIZRIENT]
1. ¥TF Mesh Rebaker B[

a. Tools = MeshForge = One Shots = Mesh Rebaker

Tools Jobs Tutorial uGUl Window Help

Asset Store >

Code Assist Lite b - e # Scene

ProBuilder Nl |Center v [PLocal v 1

MeshForge > Gap Filler

One Shots > Mesh Rebaker
Splitter Skinned Mesh Combiner
Topology Splitter

2. BEEEMERNMFISEREIZSP, FRAERERERE.

a. FIETM B EREEMERG /MG A, XERTRM. F—i: FIHEHARAG
=G, EEBRERANRXEER, EBIRKLFERE —ERFPE XML

1 -90 Emiz:

.’ SK_MalePeasant
(9 SK_MalePeasant




-
.’ v SK_MalePeasant

.
Tag Untagged Layer Default

A Transform

P

Add Component

b. B A UERHENFTRXGREBFME, AILIEENZMREX T Unity iERNERR
w MRTHE, MERMNEHERNS, S +ZHWMAFET +v 5o

SK_MalePeasant

SK_MalePeasan

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

3. A= PRITAFEIEIIN Prefab FEL
4. BRI (RIS,

a. WFABIFRIRE, HNFFERMERTRIMEZ.
5. 3% T "Rebake Meshes and Create Assets"#&$H



B Mesh Rebaker

Mesh Rebaker
Mesh Rebaker

-

WSK_Ma

Optional Offsets (if additional correction is needed)
P set

Rebake Meshes and Create Assets

6. MEBEB/E=THXMHX, HhESHEIBNAR.

a BAILMEREEREEESEEME, HIRFAENER, E-EIRIEERSRY
BEZANEMIEER, RXHERAZTEREL.

cterParts

7. BITEIEEY FBX XXM, STl CIE— M ERBYARE Avatar,

a. B FBX X1, 7 Inspector FIIHEE! Rig 3EITE, 3§ Animation Type 3% Humanoid,
¥ Avatar Definition %9 Create From This Model, ZAE s Applyo. IMEETIRE T
— NI Avatar,

ModularCharacterParts > RebakedFBX

- @@

@s ® M_Hair_Test




Model Rig Animation Materials

Humanoid

Create From This Model

Standard (4 Bones)
v

Revert Apply

Asset PostProcessors

't .....H’l ]

@ SK_MalePe: tB. @®M._Pe @ SK_MalePeas. fHH sk_MalePeas SK_MalePeasant

5. 9F|TH (Splitter)

5.1 iR

BRUACEEFTEFREINSIKMEDIBAZ M, RNREDEEFRFNENME. fl, &0
REFERAENFE. BREFMETIE N RIRERVER T

HEITA:
o RARBNREMIEDEINZINREMIE,
o ZIERBVHKIETE (flood fill) TiEHE, AEWL=HAEARHHE,
o« REBUAEWREREREM, FEIEBHNATERR/ IBHRNE,

52 H5IRE

@3 Tools = MeshForge = Splitter T,
LR Splitter & ARy 3= E FEG AN :
1. Skinned Mesh / Static Mesh (REZFIHE / BSRINE) (GEIR)
a. RITFRAFPER Mgk A S S MAERARE O Z B,
1A. BEMBETEEEFER (AIEAHASIEXIFEAY Settings &= E)
a. Overwrite Saved Objects (BEBREFEMR) (FFxX) :
i. ANEFXR, ATFEETRREERENR,
i. HIEFERMMERB IS H 7 Bl R BN IFE B A,
iii. XS PSR B IR P ik it R L e O 5% B2 Ao



b. Add Physics Components (GRINIEBLAHE) (FX)

. FBE, SRS MNMRIISERINYIEELE (Rigidbody / Mesh Collider) o ZFh
LAfEA Mesh Collider, EREAEEND B RINREIZEARY & F5H.

2.Reset (EE) 1%

a. BEH/BTHEEOTNEFE, HEMRISPIMETIENR,
3.Save Folder (fRTEX{HRK) (KE)

a. 18 & Assets/ FTHYIFXHREBEF, WHAIMNBMMEIAGREFTLL,

b. 5. FEiN MyGame/Meshes, BRZXERIZ/ Assets/MyGame/Meshes,
4. Source Skinned Mesh GESREME) (WIE)

a. BWEIBHIME, BIHEEEXNNER. E=MRE,

5. Bone Weight Group Config (BERINENARE) WMIULE/REFERNTE) (110K
ZASEERTA)

a. AT E BRI ERLE ScriptableObject BIFER,

6. Ambiguity Threshold (EHIEEE) (Aif/NEEBNEREARAATHNATA) (1.1.0 rad
Fcal )

a. AT EXEERAETERNEN D HNIKENRHE,

b. RAFIETLAIE, BigN 05 BB TEERESRNEDARELRENS. XS
BRBFB/H—, MARSERT

7. Use Custom Prefab? ({EFBBEENXTFIE? ) (Fi%)

a. Bitfe, BFEBEE—TBEMXEME CREEBEXTFIE) . EXTNEBEERH
FEE. EEMEF

b. Akfe, BERERE— MK, FARDEIEREMER"IE",
c. AiklE, SEM—1MFE, BTFRAEEXHEHATRIRSEIEIT.

8. Target Skinned Mesh (BIREBEME) (WAIE / {XTE"Use Custom Prefab?" /g true BYE] )
a. AIFERRER WML EERA N BRSNS, HATFER.

9. Custom Prefab (BEXFFHE) (WME / {XTE"Use Custom Prefab?" /3 true BYBI )

a. HEHAEIER B Assets XK, ZIFHIHRNEE: — 1 =BHE (R72E) B skinn
edMeshRenderer, LAKRBEMINEEEER,

10. Prefab Root Bone Name (Fif{ARE88BHR) (WE / {NTE"Use Custom Prefab?" /3 true BY
1))

a. M5 BEXTHIEHIRSHRNBIT—H. RERKEEEERBELATHNE—IREHR.
MRAHE, B LUETREI{AR SkinnedMeshRenderer 25 Root Bone FE&, ARE
B TEEEIEIR. =i Root Bone FERHMTHR, B RBEEEEAAENME,

11. Allow Deformation (S2IFZTEAZ) (AIiE/ (S23814) {NTE"Use Custom Prefab?" /g true BYA]
B)



a. 187 true BY, RN SH A UALE B HNESE, SERETRIE (lattice) BY
FiERITER
12. Use Pose Based Deformation? ({fERIEFEHMTA? ) (B / {XTE"Allow Deformatio
n?" A true BSB]FH)

a. 1% true By, BT BREERBEZEBZHITER. (RESRIHERNIMNEZIE,
BMBUNIE TR EAR AR B AR, )

b. IR false BY, TS BERERAETREBNER,. (RESRIEENNEZE, 5
MERK A A EN BB AR, )

13. Lattice Resolution (GRI&SIIHEE) (A% / {XFE"Use Pose Based Deformation" /3 false A AJ
B)

a. BFEXZERIETREMNBNIER, DWRETTRENXE, MNTRZLH
M4, 300 INFR—IAEHIEHE, FRFEMTEHRKL, BES: IMNRREIRR
T3 unity B, BTFETANESFR, "S5 NAGESXFEEHAF B1THE.

14. Hidden Material (PEE#MER) (WHIE)
a. BFERIESR T PRE"F W, MEERESREN=fAmE.

15. Use render pipeline default material for mesh preview? (FI&FEEREREZRIA
B2 ) (A%)

a. 187 true B, WIIETIS R ERBERELINEIAMR, 1879 false BY, T FERESR
RZ A& BRI TR

16. Load Bones (MNZEEEE) %5 (LA1E / {XTE"Use Custom Prefab?" g true BRI FE)
a. ?ﬂﬁ“ﬂﬁﬂ‘ﬁ%)%é&?fﬁﬁ%%o

b. BEIRANIIR: F—TREXEMEIEE, FTMEEN (BEX FHlENE
Ao

c. A EHRNERA—BHBRAELENRT. X—R_REE, FHADETITALE
EREILRE NG F MRS E MR EE R E BARTH R &8 ER.

d. "Apply Names" (&) RHZBEHRIERNR, FA/S/2 M "Load Mesh Data"{%
Ho

e. il INRIJRLZ Hand_R, MEHRLRE Right_Hand, &8 LUERBIRSRLERIRZFR,
FERFSERITFNHRITE, FE: BREREME LA MERELE.

17. Load Mesh Data (NNZEMMEEEE) %5
a. MRS B2 P AE 2B P AE £ 3E

b. fERiEEE P OIE— I IR (ARAERY MeshFilter / MeshRenderer) , HIEEFR=FA
Mo

FOKIEFE B TEULRTY : ATRR T FIIIETE 01 Al I iR B AR, TR KBTS
B [ 9 = B BT = o

18. Group Management ((HEIR)

10



a.Add New Group (HNNFFLR) 3250 EAEEXBLUTEELERMN—MHE, FR
BB =R A &I

b. Reset All Groups (EEBFrE) ZH: BFAAEAHAEENIANRTE (FREERR4A) o

c. Advanced Grouping (B%4%40) B (1.1.0 lRASEEAI ) © FERAETFSERNENS
AEEMNESRNESARE G RAEA,

19. Settings (IRE) (&)
a. Submesh Visibility (FMPERIAE) (FFX5I:R)
i. FFERY, ZFW&E/aRE]; REFB AT,
b. Flood Fill Settings (GE7KIAFEIRE)
i. Proximity Threshold ($BiEEI{E) (&EIR) : ITHI=AEBVBEFAN (GHRIIT
FREEEZ™IR) o
ii. Seed Direction Threshold (fdFAMFE) CBR) : BFAEMMKIET,
NERHM=AENAFRSHRFELE, EMEFIZE,
c. Unprocessed Triangle Edges Settings (FRMIE=fmiasnsg)
i. Show Unprocessed Triangles (2RFKQBIB=HmE) FFx) : FBEEHXFH
KB (&) N=AEHNET.
ii. Unprocessed Edge Color (GRMEiDSEN®R) (ENEIKEFEE) | RERLDE=
AEEE,

iii. Handle Draw Distance (FWLRHIEEE) (B . ETHI=AEFHTEEE Scen
eView IREHZin (HR=TE) FSEERAR, BHEEEN=ZAEFS
BT

iv. Triangle handle z offset (ZAMEFW z RIZ) (B . KE="AELGLEMR
FHELEHII SMSRENEER. HEHEK, =ZAESHEEMNEREEIT,

d. Finalize Settings (FERRIRE)

i. Allow Ungrouped triangles to be made into their own group/mesh (ftiFk45 4R
=HAmARINIIA/ME) (FFX) . AR, EERANEREAN =A@
BHWMNIIA, HESTERENREMIETHIE/ B ENFHIEP,

20. Groups (£A)
a. B ENMAES=MEERE,

1) Boundary Mode (A5#E30) : FEMRA TERN=AERENLR, AL
BIAREENERSHANAAR, MER/AR/EER, ceaREE AR
FH=AH. BRRASEMFRAERES, MHKETEES. PRY
THANRRAR, HKBETNSMNARFIEEMF 75 EET.

2) Paint Mode ((2FIET) : WRAAITRAFA BRER=AE, S¥KRHKIE
RRBEEEXK,. g%, ASHRA TEFN=AERF=ENLR,

11



HARSERNTF, EEATERLKERSEESIN=AE, IEBT
EREXHMNEDBE S
3) Seed Mode (FFIET) : S5/MMER, MHFIEX THMFILIREAKIET
518, —AEMNIR=AERMF=AEER, MFHESLERT, B
HERTENRERBZHNTF, FHKEFEEIAMNEIAIE X,
FNALEWIEEESR (B =-FRZMEMMES/A1E) NEEMEILEN
Ito
FE TEUREAI AR FAR = FEE, FIEZA% LEE (orocessed) , BIITFE
H[FIvHERASR RS IS AIIE A, YR ERE L BT IE R T B H a8 7=
E, EEFLFIEL,
b. Group Name ((4AB#R) FE&: ANFEENXAHAMBZIR, ZRAMEREXUSEATEM
IR, RIFIEEHRRNEAIBMUG R, F2: FIE— N HRIEHBIFE
B, LURFRIEISEM,
c. Group Color (4AENfR) FEG: FEBHEIRERIDF LA EELNIERY4H,
d. Process Group (RbIB4H) %50 FFIAIHZARITHKIES,
e. Process Incomplete Group (RMIBERFER4H) %5 ({NTE Process Group AT — R /G
A1)  MZARITRORKIET, B AZAEAYSTFEMENFIE=AHE, ZiliE
EHARGENES=AME, RNEREEREEER,

f. Remove Group (F3PR4R) 125H: MATIRFPIEIRIENA,
g. Prev State (E—iR7E) &M WRTH, BAMER E—MRE
h. Next State (F—IKZ&) %H: WRATAH, BAHFHIT—MIRE.
21. Separate Part(s) and Save (SEEBFHRTE) (%) (XTEAIIKRPELE—AHRTA

:)
2 IRIBEMAIESR, HERMNG S BRI M5 R E
5.3 FEITRIREN]

1. §TFF splitter B
a. Tools = MeshForge — Splitter

Tools Jobs Tutorial uGUl Window Help
Asset Store

Code Assist Lite ame # Scene

ProBuilder Nl [Center v [PLocal v 1 R E

MeshForge Gap Filler
One Shots
Splitter
Topology Splitter

12



2. {FRR SRR RIS RS
a. BIHIATUF T RZIRM Assets X FIEREITHRERFo

3. RIFFREFERPENME
a. AfEEER, ENEEORFEREEMIIAME,
4. IETE R B Mg
a. N REPIITHIE EEFREEDBINRREME, FHIFEHEADEIE OB Source FEo

13



Flood Fill Settings

Validate Setup

5. mik"validate Setup” (3&iFIRE)

a. NRENFHEMBFEEMRR, =ERE "Splitter & O"EKEFo
6. IR "Load Mesh Data" (NN MIHEERHE)

a. RPRUIE— I TETR.

b. FRIt&FF X B AT 275/ BaiE F W&,

7. BiE"Add New Group" (FRINZR4R)
a. "Splitter & 0" =AII—NHH,

14



Group Management:

Add New Group Reset All Groups
Group 0

Boundary Mode Paint Mode Seed Mode

#
e —————]

Process Group Remove group

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

8. Bl
a. EMAFTURR—DBAREMUEX I, 540 "Hand_L". "UpperArm_R". "Torso"Z,
9. iEFE=MMmE

a. TE;&BH4A F "Boundary Mode" (GAFRIER) BY, 7E Scene View P "=/AmE" (W
%) BEARMCENESNE, EAEARIEANRN=AESEES M, BESEEE
i, ENEESEFRINCEAENAR, SRR, BRFALR=AmEMER—
MNEEAFR— UFBAG, BRNGE—FHF—FIRSRENFB,
(ZoH= 75, L= Bl Bt BB HHIER = "THa00m0, LR E =
"HEEIFEER . )

Hand_R

Boundary Mode Paint Mode Seed Mode

Hand F‘ s

Process Group Remove group

15



b. R ERNARME TR N "Seed Mode" (MFIRTL) , FHATERE LEFIFF. MFHY
HELERE, BHhFREENRPELUIENXE (BILASHERIXE) X
KA 507 = AEEN S —ini R & T,

Paint Mode Seed Mode

#
——

Remove group

c. ¥ F"Process Group" (RbIELH) HITIEFEIR(E,

16



d. SR LUER Paint” (45H]) BAFEhERAFFRZNFIE=ZAE, TFLFEHE.
10. EEHE 7-9 UBIBES
Group Management:
Add New Group Reset All Groups

Hand_R

I Hand_L

Boundary Mode Paint Mode Seed Mode
Process Incomplete Group Remove group

<< Prev State

17



1. P BHREF

a. TEE4 IR M Skinned Mesh Renderer (B PMNE—) , HIEMIRFEZEIIEFTIE
NI TBY /Meshes 1,

b. — MBS EIERE WIS ERBERNTHIRSHWEIE, HREIEFMEXHET
B /Prefabs #,

c. MR FIMIFNFIEREIZRF, BSEBIKEMNRIRARALR, KOENKEME
MFRTER 79"Ungrouped_Meshs" IR 2R TR T,

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

6. #F AT E (Gap Filler)

6.1 BHik

WEHEISHERFEE, TRBRESRHNILARREE LR, MATERFE:

o EFE— Skinned Mesh Renderer,

o IR AEENILRTRS,
o BEHAZINMAENERD, HENEREMKIEISE B IMAIH R,
6.2 RESIRE

F&B] LUEIT Unity 3228 Tools = MeshForge — Gap Filler FTFF#NEE .
LA 2 GapFillerWindow FRE II& & /3 IAY IR BT ©
1. Skinned Mesh / Static Mesh (REEFIHE / EFEMNE) (GEIFR)

18



a. RITFRAFPERE Mg S 5 S MASRARIAMEE O Z BT,
2.Reset (EE) (1%5)
a. TG, B0, MBETRNKRKMFAIEFERASKEE, RE—TFENIFEFR,
3.Save Folder (fRTEX{HFEK) (HME)
a. TR% 9" Save Folder (Required): "I A FE&
b. I E Assets/ THFXHHKERZ, HHAIMNBRIFSARREFEZLL,
c. il BN MyGame/Meshes, EZXERIZ I Assets/MyGame/Mesheso
4. settings (I8E) (&)
a. Overwrite Saved Objects (BEZBREMR) (FFX) :
i. ANEFX, AFEETHNBEZERE R
ii. SIEFERBMERB A& H 7 Bl SR B IFE B A,
iii. Xt =78 HPMESR 2 A& FE T TR M HEIISR 2 Wi,
b. Add Physics Components GRINYIIRLAHEF) (FFX)

. FBE, SRS MNMRILSERINYIEELE (Rigidbody / Mesh Collider) o ZFh
LAfEA Mesh Collider, EREAEEND B RINREIZEARY & F5H.

c. Handle Draw Distance (FARLEFIIES) (BIR)
i. IR = FARTERE SceneView BSHZix (HR=(E) FSEERA R,

d. Vertex Handle Size (TRFHKA/) (CER)

e. Group Automation ((ABZh{L)

i. Automate Groups (B&IfES34H) (FFX) : & A truefd, SHIABIEIN
AEE B RYFTIEIN,

ii. &4 Fan # Fill IRXPBIPRTHEIE, 5140 FillMode. Secondary Material; # /9
Convex IE7HET,, MI5EH: Convex Steps. Convex Exponent. Apex Offseto

iii. Create Groups (RI34H) (I%H) . ST IR BsheIEAHIES,
5. Gap Groups (ERC14H)
a. Bl LIBIZ S ROA", SMANKRNE L ARNFLRZHHR X,
b. 8 MABEUTFE:
i. Fill Mode (3HFEEIV) (Fan B Convex) :
1) Fan (B2) : BFAIBEBRMSEZE— MO S,

2) Convex (i) : ZRNE /LK, BI@IT"Convex Steps"SEF54HM
EHBEFEINE,

19



ii. Convex Steps 5 Convex Exponent (AP #SMEIEEH) (BT FillMode.Co

nvex) :
1) TFRERZ D ERR, URkelladosiaErNEE,
iii. Apex Offset (INisf®#%) (FTF FillMode.Convex) :
1) IR EEAR A RENRPORNEER, AFEFEXE GEH 3" M
fE"s
iv. Group Color ((AENfa) :
1) 7 SceneView FE= B ZAFMEN =/ = AEBE &,

v. Gap-Fill Material (#MR#2BR) (E1%) | MRIEE, EHLURBZULRREE
FR R E A Bt 0 B AR B F PO A%

vi. UV Flip Direction (UV EB§5 M) : AiFHeiEeiENs% uv (%M. None. Rotat
€90. Rotate180. Rotate270) °

vii. Clear Group Selection (GEPR4HIERR)

1) BFRZAFFRIE EIEENIAR TN,
viii. Remove Group (¥8F&4H) :
1) WIECHIFRIZ 4.
6. Scene View 3 H
a. 7£ SceneView F1, &°is (7£ Handle Draw Distance SEEIA) #EER—NNF#/

Gizmoo
b. R FMAITIHMEE LA BA"RIER O A PRI 51 Ko
7.¥5l: "Update Preview" (EBFifi%) 5"Finalize" (58HX)
a. Update Preview:
i. EHEEN —MRINRETENE. ERERIETEIRPHMEHR L.
b. Finalize:

i IRRXFAEAMER, BIE— 1 ESIER/LAMABFT Skinned Mesh Renderer,
AR R TFE WS R IR BRI FRH A,

6.3 #F A TRIRENI]

1. ¥TH Tools = MeshForge = Gap Filler,

20



Tools Jobs Tutorial uGUI Window Help
Asset Store

Code Assist Lite bame # Scene

ProBuilder

MeshForge Gap Filler
One Shots
Splitter
Topology Splitter

2. EIHRERPIEFE—E 2 SkinnedMeshRenderer LAHFAYRN IR, EE: FIEZFAYRERE IS
KN TFGIE L, SEUTERSIERTARIARERITR Lo

leshObject

r Default

(Mesh Filter)

5 ¥ Mesh Renderer

Mater

Lighting

Update Preview Finalize

Per Object Motion

r  Synty/CharacterShader

Add Component

3. £ Gap Filler EA:

21



a. IBEE, &= Save Folder }R12,

b. MNRIA = F T FRES T FIEET, JH%Z Handle Draw Distance F Vertex Handle Size,

c. £ Gap Groups T :
i. WIN—1 54 (Add Group &) -
ii. &% Fan 3§ Convex IEFEIE T,
ii. (X Convex) EZ%E Convex Steps. Convex Exponent F1 Apex Offseto

iv. (AN%E) WMRERBEAN LKA RIRAIMET, IEER Secondary Mater
ial, FEREMERIERRE T M.

Gap Groups:

p 1 (0 ver
Convex

d. 7 SceneView PRGBSI :
i REEMNMEANITEEEEERA (EENERIA"Y .
ii. iiEed% /481 SceneView UBFIFLIABA RN
i. RESMAXNTNRFR, BRI EMNANAR,
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e. Al AZMFRAFNESAH,

4. BEBY 5535 Update Preview &2 &FIEF L AARIM R,



5. MR e =& Finalize:
a. 26IE— N SkinnedMeshRenderer, #5837 [[RZ#R]_Filledo
b. ERE"FEF"DEFRIFIGIK TR L. FE: MNRFMEATA Skinned Mesh
Renderer AHF BRI RKEFNGHIA, FBE (Override) ZFHIE, LUIERKEW
BEREFEIFTHEEFETR L. MREFABTGEIE, EIERIGZREXN S REERTR
A,
c. AR SRIE— MRS, FHREELEFMEX MR T /StaticMeshes H,

7. ZREMESHI A (Skinned Mesh Combiner)

7.1 BEiR

HRPFEES T RRMNEHN—KERZ LR, BEPRRMEEHIA, G LRI S
[ERRRZMBEREH N RENRE M.

XEMBEHIA:
o BRUIRP—IHERKEMBETGEIE, KellaAHamb BT RKRME.
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72 E5IRE
1@ Tools = MeshForge = One Shots = Skinned Mesh Combiner ] .
UTEREMEEHEOFNEEFEEHED:
1. Save Folder (fRTEXFE) (WMEH)
a. TR% 9" "Save Folder (Required):"FIX A FES,
b. & Assets/ THFXHHKERZ, WHANMNEEREZLLL,
c. 5l BN MyGame/Meshes, EZXERIZ N Assets/MyGame/Meshes,
2. Source Prefab (REFIHIE) (i)

a. FWHEEDRPITEIENFER. TASEZMGERTEREFEZESH skinned M
esh Renderer, SHENRRMEHEIBETTIZIHENIE Lo

3. Override Prefab After Combine? (S§HEEEMHIE? ) (A& /FxX)
a. 1%/ true BY, WE T SHMIMERITHAE R BohE =,

4. Combine Skinned Meshes (BHFREMIE) (%)
a. iR EFHiRE, HRESHENMNERMNEIFEFHNIA L,

7.3 REMESHIAREN]

1. ¥TFF Tools = MeshForge — One Shots — Skinned Mesh Combiner,
2. FHAREMBIIRGIEEANT R

3. BIHIRMIZZHEN Source Prefab FE&.

4. 3% Combine Skinned Meshes,

8. }a¥r53EIT R (Topology Splitter)

8.1 B

FEE " BHSHR RN, "HRIDE TR SERE—ERANEELR, BTEDEHS
PR BAEETRR. EET R E"TIE, BRI BRI T,

BRI TA:

o EIHEP—NEE MeshFilter/MeshRenderer ZHEBIFFEITR, FHIFEMFE D E iz ZB4,
FMEERB P R LU EFH. DA UKRF RS MNRIEM,

8.2 RHEIRE

1@ Tools = MeshForge = Topology Splitter ¥TFF
LA 2 Topology Splitter & Ay = EFEZFNIEIN ©
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1. Save Folder (fRTEXMH¥E) (@41H)

a. TR% 9" Save Folder (Required):"FIX A F £,

b. & Assets/ THFXHHKERZ, WHANMNEFREFZLLL,

c. il BN MyGame/Meshes, EZXERIZ I Assets/MyGame/Mesheso
2. Source Object (GREXI&) (#41H)

a. B EBEIZ S EK B Assets XK RINFER, ZFMRUNENEE Me
sh Filter 1 Mesh Renderer 7 REFA FR$r DRI TR,

3.Settings (I28) THIi= (rEE)

a. Overwrite saved objects (BEZBRIEMNR) (FFxX) : AHOIEMNNRESE Assets
XHFXPHRR, @I BRI, HXiHF, WREIBZ—N2MNRAREFRITE
ENXHF,

b. Allow Ungrouped parts to be used during finalization (RRiIFRDALIHEEERERE
) (FFX) : FERY, ROESEEERIKE/ AP IRENFREMN, HHIE
RAE BB RP, XFN, IERSESFFASHRINEHZREZFRTRP,
WA HIERFRHI

c. Save Meshes (IR7EFIIR) (FFX) : FBEE, RIFREFAEERIERTAGIAERAH
Wi, KA, STEMFNNRBEARSWERT. XEREPIA TSI AE X IEITER G
Z:EJ-FH’ /\HE@FH%REP§E1§IJT‘EE’\JRTJ%O

d. Prefab main container (FABI{EILER2E) (FxX) | BFEBHFAESHFHNERES
FIVERR TSR, BINIEEITR BB IR 2R FIVERTRHRIA SR 1EIS E 2B
(BAIGEFB Prefab Group Parts) BI 7 X HLLIR,

e. Prefab all individual parts (FSHACFRBIRIIERSEF) (FFX) . BTFEMNEBNESD
BHIE— MR IBEEFIERTEIE. BRIAXE, RAFBAHRESERAEE
BRI EIA, G0N — 128 LS FR L8R8 B FRHIA,

f. Cap separated objects (HZJ R BEMR) (FFX) . AZMIIBEHMEHLZIMNEN
BRONAiE. BRIFAPEEFER" "Gap Filler AMBEIZBENXHE, TNENR
BB

g. Add physics components (GRINIIBLAMSF) (FFX) : ARERE, AT MNHIBER
m4mB4A4 (Rigidbody / Mesh Collider) o ZPrLAfERE Mesh Collider, @RNETE
RO BB RNIIREERRS &R I FE .

h. Draw ungrouped parts ((8FIKRSFAEBE) FFxX) . FEHN, FIEBRTRIAESH
N=AEE=wWSH.

i. Ungrouped color (R94AENE) ENExFER) . REBTARERSESGF=HAEMN
Bita,

j. Triangle draw distance (ZRAMELAHIEEE) (B . KEXRSABHN=AELEH
S MENERS.
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k. Triangle handle z offset (ZAEFM z RIZ) (BR) . KE=AELBIEREARLH
NS5MEREIES, MEBEX, =ZAEATIEEMIEREZ,

4, Split Preview Mesh (S EIFASEMAE) (3%50)

a. REURM R, EIRPEEBERKE, HERHRIMBE BEH#HTHE, HIEOMNH
REDSRIFHUE TS E,

5. Ungrouped Preview Parts (RSTLEFSRERE) (GRrEE)
a. BRMIEXREIZBRFIE R HERME
6.Groups ((H) (IfrEt=)
a. BRERMEWIMNBIFRE A,
b.Group ((B) (BREHE) . ETRIEEAHMEME, LIXR— Group Settings FHIt=,
c.Settings (I%E) (FHEHESL) | GEZPEHANFAELE,
i. Group Color ({HENER) (EitaikiFss) | RBELHIZA=AENERANEE,

ii. Secondary Material (RE#MER) MRFER) : WNMRIETE, ZATEHZBLHMN
MR OFER, SERLMBRENTEMR,

ii. Merge Group (BF4H) (FFX) : &4 true i, ZAFRIBHEERFS",
EX L ER A B PAAE B AR 9 AN

iv. Draw Triangles (8HI=fM) (FFx) : ABH, ZABHEN=AESWE
HEZRME,; XFARNA=,

d. Add selected to this group (JFFRERMEILLLA) (7H) . EHRBELKHPEP—
HEZNEBHEIETIULIRH, XEIEBARMEZE,

7. Add Selected to New Group (¥FmZERMEIFA) (%)

a. EEFEP—IHSNEGERTIIEE, ENSERNEI—MREEERAR,
8. Remove Selected From Current Group (M Ziai£A#EBRFTIE) (3%5H)

a. IERRE— P EHEZ AN GER TIRE, el ME& B SFiAPwRER.
9. Finalize Meshes (SEREMIHg) (3%H)

a BTG, SEGSRPER—TEMNERNSR, NAMEKMNIRE, F W&ER)
YRBLADE M

10. Clear Preview (GGEBRTI%) (3%H)
a. BTG, BRENLOMLTSHBMRFIE A,

8.3 P EI TRIRZENI]

1. ¥TFF Tools = MeshForge — Topology Splittero
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Tools Jobs Tutorial uGUI Window Help
Asset Store

Code Assist Lite bame # Scene

ProBuilder

MeshForge Gap Filler
One Shots
Splitter
Topology Splitter

2. {£ Topology Splitter O, F—PIKRILN Source Object FE&

a. MR Assets XHFFIEI— N AT R IR THH Mesh Renderer F1 M
esh Filter 7783,

SETTINGS:

Split Mesh (Preview)

3. 7% Settings T &=, WINRBEEAFXRERET EME) -

ised during finalization?

4. 3T split Mesh (Preview) ¥l
a. XRRBEEANR, HEGEPEFK—EESE 7 EIBHAIFE T R
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5. ¥F Finalize Mesh ¥&$H
a. B FRFIRAINRERBRARKRELHNRAIITT R,
b. FHA LI ERLZ B N ERZEIRIE AT LATEIS E XX B E,
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r » SplitStaticPrefabs

pologySplitter > SplitStaticMeshes

f ner.. Sﬁﬁh.:'_Elil_ﬂFfm-i:

9. RRf{ELER SIS

fERZERE, RERER—IL 3D AR/ 2BHIFRNZRZEF{TRBIRIRE: tilEE
ZEFHERN S ZAE/ BRER, NMERZKIERK,

#RBHEIE BV FIERTR . MR RAERGHAITRRINE, BRITES IR ERE
T ; RGRMERENALTREAEE, TS HIREER.

KEED. RARBRIEMEFRHED,
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o HMBIRABINRLEES? (EIFF) . MRERBBIRMEHIRLELD, MRTREEAF
EREAFZRABRFIRD, FERLFIEN. SHRAATEN=AESA, HEL
FERERFZNGER TERTRXE=AMH,

e EHRN=ZAH: WESIIXEMERNERTEBON=AE, BEEDEIENNEE
FENDBITR, RIN—1R " "Garbage"HI#T4H, BLH TREEFEEBRNETA=AE.
SERE AT IEHAfREEA "allow ungrouped meshes" (RIFRDTEAMN) . EBEEI—NEERF
= AERIME!

o fRIE, BiE, BiRE! | MREINETAERD B TANXELERE, BehSEtais
ERAXMNIA, RENKEMBEERERENEF.

10. B Win)ER / P HERR
1.00): AtABENS/=AEAIR?
%: KERA Handle Draw Distance——ITlm = AE AT AEBH T1ZEE,
2.10): AtAHABFTEIERSMRERMLE?

% EHEHIEIF skinned Mesh Renderer I} RBY, 18R 1% Skinned Mesh Renderer fEFRY
"Lk (instance) MR, ZEHIBETERINEIERSNMIEHHITRE. EEEFDINE
SIS EF N MR,

3.8 AHAFERSEITAIET Separate and Save [5, RATEHAREHERLA?

. O EBNREREEERSEME AR, BT HERIERD BRI E. R
SEERERRER R A, MAERSFIER. SFEATH=AERITHRFBH
ERE=ZAEHMNZIAS, MERERRRE L. BHFRTEE=AEYLTERIRI:
BARARTFEELR, MFEABTIEMF, SHRIATFEHRATRRI=AE,

4.18]: At ATTE HEhiER = Am?
& X5EERR Unity lREHB X, BTIBARZS Unity ZRiBSRPEVEHERBMIEFENSG,
ENERTTERITEA TR, I5EHT Unity IRASLAZE D F RIEENERINEE, HEhEFEEE 2022

+ hrAAlidEE, S—FHEANMERENAERE: 7E Splitter Window iiZ<BY OnSceneGuUI
FHER, BLUTRERERNZHRE)" ZE. "Event e = Event.current;"iBA Z 81 .

// 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)

{
Hand leUti Lity.AddDefaultControl(controlID);

}

AR, EMEFNAZE G/, Unity IAETR (WBHITR) H5FEOXFZHF
AR IEZE o

5.18): AILfE#MRTANS TR EERIERRMASG?
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&1 A EE—TARPYHREMENANET R, BIRT 7 EI5 B MRS M.

6.8 At ABMFLHNRE, EENE"RE EiFTLEBEN?
% XERANFHEBE TR OnSceneGUI HABIFFITEIMN, —MRENBRF ERE:
TR RME RGNS FREFERCEZIN, ARKMENREEERUE, &5
BRRBENBEFSENR, BEHTTIRNE.

7.8 N TRERTHNENLG?
% BRARTAHRPHELIHATLABLIMING, BEREMIIN—ENEHEIR
BT T IER, RATERETEREANERZEEUNBITERERNTS. BIHERR
REOBEFAEERRWE, REEN— 5T ERNIERE.

8.7 T TRERATEZILHAENE?

& mll. AZHETEARZLLAR, RRANERETRERTIANIIGE—F
BRE/EERN=ZAE/MREL, MREXEHRRES. BI5EE, HaErERBRmR.
FERERELEN, FOKBEAEREE, MEXA Unity NERY Handles ERER=H
H/TRRBNER, AT REERE, KK T 1 2 A REURFREHIZIHRAER
SEEIRHo

11. lRASSEF#i

MeshForge B v1.2.0 (BASMISES)

AREFFT " Splitter" TEFN"Gap Filler" TE#1T T T AKEN, HFTE T 79" Topology Splitter"HI4
1E28E o "Gap Filler"#"splitter" T IR AP Z 15558 MEo FTEY " Topology Splitter" TR A F AP
ETRINE D EIERESIE, SRR LR MBI E MR "FiE K

S EHT:

o ENMTRIMREER, EHMNEIRZNKIED (U0 splitter. Gap Filler &) &BMIZ,

e ¥% Combiner 1 MeshRebaker & 1% ZE % /3"0ne Shots"FIFTSRERFZ T, LERIFAEHERS
=, HFARKITHHPHNEZ R T EMIFHELS,

Bug {88 :
o BETTE Splitter P"EEH" T MNREFEFEFRLAR Bug.
UITE:
Splitter Ul——
o FTMERSWARIALIR, SEFESHEHSMREXANEDY/INEE,
o ME=AHERZRE.
e RFBIREBEAEEXENA,
o MBS, BTFREALAMKE.
Gap Filler Ul——
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o IMEFHTSMIED R, BEMMAESFHSMEEXIEDYIHEE,
o REFABIREMBE"Gap Filler"& ATRER,

o FMGIGEITEI,

o FMENBRSTAHIAINYIIEA 4 891ED,

SR/ 14EE:
o DHT Splitter 1 Gap Filler BY Handles 1488, AFAFRUERNMEAERNERESZF
W (ZaE/ms)

o SEFT JobIhEE/EENIAR, NEBETTRIINEEMUES.
MeshForge B v1.1.0 (EEhLESR)

FREMADBTEME T —MACEE L, RAITRAPKESENERE, HAETEBRNERD
BIZH, *NRTREWSINT Boptt. WAERMNRON, BPAU—RERSIREMNE, JIFE
EFRRIBEHLIREFHIZT Create Groups &5, BIEIAFIEMRRIFAAIROCIR/IETA, Hel
2ia, BRNAEITEN, BRTMBRER RN/ TN RER.

M E:

o %2 79"BoneWeightGroupConfig"BY ScriptableObject 228!, B & ANNZARRETAYEDN, a0
GroupName (DENTEPAHHIZERZFR) . Common keywords (FAFEIHIZANTE S8R
HIXBEIA) . Left keywords (FATFEXEFEMBZATERRIXHIE) « Right keywords

(BTFEHRETAEMNIZASEEIXTEIE)

UI
Splitter Ul——
o Fi"BoneWeightGroupConfig"X {4 FE& .
o MERMERERR, BTFEERNEAZEIEETEAR,
o #t% Advanced Grouping &3, FATETEHRNERGICIEH,
Gap Filler Ul——
o FMEHBTNMEFR.
o EHRABmNMVAXE, SETABMUNAEERD, MK ESROMAIZERM,
o FTIBRE U create groups"BYIRH, miffE, FMARRMIEHFIEHESIZRMERhLIRE
HITIRTR.
o MERTENEMDIRL, TEPZIHRHXDERNRVATIR.
Bug {8
e BETHNAITAER#ZERARSHIN GUI Layout F&iRHY Bug.
SR
o DEIMBETAPABAIURINA, XERAFLIRERITERFRE, MEAETRINE,
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12. £5iE

B EEFD MeshForge. EBMFUSERUE. %I . REMBAHURSFNEISEITA,
R BE SR TAS B T A R EBUAIRES, FRRART R/ LA RS, SREs
ERNARNERERE, FOSESAREH,

WEFELZHEENHIRHBINEER N, BB IHBHELRFLZE . anthony.halstead@carryforgestudio.com
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