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A7, FLRIS 1) BCgR - R R 2 5 0 B R A/ DL AR T SELIE RE . H AT BAIA TS
IRAC B S SR AERAT, DB 50 B SRR B A7 A AN &5 B AR AR AR R .

2. FrInae 53

g DR AN sl NS R e N Pl G B e (W - s s W R R S N
X P A E AT A BE DS A & A T Facerige TRACIEDIRMH 25T — L3,
WA TR B TR B Bt s . JRTM, XA b PRI TR 5E 1B B 4 PR S
FROREOBNE S &, IR R JCIE e il S B . (v 1 — M ORI L 1
X, BREINIZBRRIHESARED

WA S NA, G TZ P BN s, (22 evEH ) 8 BEE
SUEBEM, RN AR R VEIRA TEER RIS EINF R . BIAE, HOBIR R IR T30
H PR T T 7 A B AL B P RS O TR B R R PRI E

CPEFE: XBAGERE, EWSEFELD

ASCRYIEH T Facerig AT A AAS (Steam Facerig Classic/Pro/Studio 505 M E
W ) S B L R A ), B EANTA AR BB B A2, BB e S0 AT TR A
[FaceriglnstallPath]iX MRic k4K F5 Facerig/Facerig Studio f %2545 . BRIATH I
T, AR RIZE A A
» C:\Program Files (x86)\Steam\SteamApps\Common\FaceRig\
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) RO R . XA A RS

YV V V V



KT )RR TE 22 SO fE T I E T .

f£ COLLADA SCPFISI SevF P BATIRIN— A txt SO WsR A 3 E 17X
A, WA A2 B R e S B SO, R E A — 24 B
L E BN EAE “[FaceRiglnstallPath]\Mod\VP\PC CustomData\Objects\[Ava
tarName]” #6152 T, /AT LB HAN BT E SR . EREHR L L .ofg, FHHE—
A~ “cc” (CustomConfiguration) FIZE. VRATLALE “ffEafic B 0”7 A — FHEITE
IS

3. JUER

JUAE BN Z R R AE BN LA N T HH ) COLLADA XCff. (BR3EE: R
W IR R M2 T-pose I8 A& A-pose, B X IX N EHBEFATAHIA D

3.1. JU{aray

A5 LS BRSUF ik a4 8 45+ “ Geometry”  HIJEEL, 44 25
AR, “Geometry” AR CAEE JUATE B AEaEE S . 2861
RAELZ “Fluffo”, HAJUISCHR Zm4A “FluffoGeometry”.

U R IXAME I e — DN EAFE AR DLC GFEEE: JRCH B2 prop, HR4E=
BEITEA DLC.), WA U ROZbEar 4 : fMtusa+ “ _prop ” +DLC %+

“Geometry”, 25f5: W1 /A 1 Fluffo 5 —4~ DLC %°A “vikingHelmet”, #4 JL
A ST Nz 448 “Fluffo_prop_vikingHelmetGeometry ”.

WERIRAEHIE—Z HE DLC (F#7E: JE e generic prop, X HAKIHE

BiF.) ERTHAEMEG, BAXBPAIRPIZENE “ prop_” +DLC %4+
“Geometry” WIFLN C(LLAnETTLLZE “ prop romanHelemetGeometry™).

W RARBI SO e A A E AT L B0, A S NHAR S FRX

R, FF HULBAAR LS4 3 N Facerig.



3.2. BUAEH

TEBRINE AN, 1EH 5 % (deactivating skinning ) AN 1% A #3854 A0 7= A AT

A4l B NN E AR IATER BN LS . GFFHE: JFOCHE AT R
FEARIXAN LI LA, B R R A — A Ay E AN ] BBk 2 1) AR R
LH 2, WA E Z TR

3.3. JLfTM A

JURISCAE BN AZ 8 57 AR LAk AU

B 1 LR ER A 202 2 T TEHE R . (RIASRE 2 BRI 22, NURBS i,
Rz, W, s HAEAIE) GFEFE. Hsoyod 2R O
HHE R CREHIAAIERTD 2 Rvri), AH-ERRI (open surface)
LEPEY AR

BT EHEREAE 50000 N =FMIELLN, BB . BIRE s TERE T EAL BT
DAASEFH B AN SRS AH AT, AR KR 70 15100 T v A 2 7™ EE 2 e Mot 4
BT, AOEENIZE 2 A A, IR R A ARE, X
S, EOK, ZARRALE R RS R IR R RN T (URATELE
SR TR EAT FIT . XMIEIL TN T 28 1 RICKIAZ (sudden pass
insteps) CEEFVE: XAFIRHSHEBRIT)), RATLAEIBAT I A% & .
REIX M, IRTEER#E— DA “cc_[AvatarName].cfg” FIEC & S, FHE
‘BIAE “[FaceRiglnstallPath]\Mod\VP\PC CustomData\Objects\[AvatarName]”
HXT, R HEARIN “set_avatar scale <4Ef5E>" X—17H64

Z 1N e Db 20 B B ORI GIRAS . AR UL, 2R IALER R 215 T
TR R—E, FEEA TR A iR RN (FEA R @SR T
XKW 1,1,1 83 100, 100, 100).

> A RIHALAUE 5 (K .

> MERIEZ HEefEH 10 Mt

34. UV BF

> MR UV BN iZ2 IEMALE (FE[0, 112 A)D . RE UV BRIl

o BB, HRRIHEFRER AR UV BT, KA LE Shader
FORIXME AR EIT, LR R m i
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3.5. % (deformation)

BT S TS B B AR T (320%) 58 M. Blendshape (& 1E: NiZiE 2 T
MEBEARSER NS, A ZED . sFER GEFEE XRETIRME
e RetuFE Al FH BRSO Bl HARAT AR U AR TR HA B S HE

7
> 16 DX9 MR, EGIUAARR—H 5 H—A shader CBEAS LA RBLVFEH T

1RZ A~ shader) FTRefd FH 1B R E BB AN IZEL 52, W T XML

W, ATRESTORMEREMERIE, DONASRE PRk 1 .
> DXI11 358 NH— shader [F)E#8EERBE 128, R TxAHE, X

MU RER AL T o SR, BEAMBLRL BT AR I B S Ao 128, H

T LB — B — ) shader FTACFE B BEECRAR T 128,
> HATUSRGEZ R R L 4 NE BTN o AT A I 1A IR ) (1) B 56 5 M 0K

W2
> ZEREIAMNALL AR ZBMER, ASEEA DY e Bl AT AT R

36. EX

BRI UAE B SR NG R i ] o 3% — 15 2 R L AR5 S 42 ] 00 850
aye (R SUEREEH|RIIRE BO% & B R FE M EH H LR S O

JUATAA S 1T DA B TR R KA 346 B R I IS B . X7 THA B2 BIE 48Nt
K, dPiiiiE e VI B T RIJT RA . alpha I8IE TR E R (local
length ratio) .

BRILIHCE /2 H shader YT B RIEXANMEEE, TAH alpha 183E 7] L
o — MR R KRN ERKE. H 255 KR ERERIRKEE, W
128 Fpik B —FKE, IR, 0 AR AEK.

H T BRI M REYIZ 2 A RN, JF H Facerig 1M H & X2k
FlE, RESIASEFELZFESHEEATRAGE GFEFE: ik, A
REHMRARRIAMT A )0 N T SEIIX — 5, FNA TG Z— X1 SRR B RAR
AR R RN - XL SR 7 il dr %8 “hairTip” 1 “hairRoot”, JETHIFR I
T EIZE S, i “hairTip 017 A1 “hairRoot 017 RS s A FRAR ML #8T r%
o AR OAARES T s A B A R DIZ 07 ), i DASS b B R IX S5 7
B R E T ARE SRS AT B U AR R 2R T .



B MLEABRE LT A4 N “BlendedMesh” JE N E Fox, i
“BlendedMesh_01”. XTIl & Mk X BN IE . IXFHE 7R R PR IR AR
HREFNZEESHEEREEHRER.

EEREEEAT NG, BRI, X PR A2 A8 S
PR — RS BARELE )\ T .

4, shader (KAR) f54

(PE#TE: shader EEEFHVE A (O 2% 0005 5 ERARA B, PTCAIX AR T
JRC, RIERFHEFED

453 ()i 44 NOZAE R B fsE ) 3D @Bk 4 (L 4 Maya, Cinema 4D, Modo,
Blender, 3DsMax, K12, %) 8. IR ZHR B —M 2 D05 4 5k504E (M
WMIAED G ANG ], EZMG A, 18 OISR, B SO ED A, AR5

C.tga SR WIFEFshisin.

MR A TR N AZ I LU R A A B A FR+ shader 28 +shader 4 F5%. LLiE 4
A TR “Fluffo”, HMMATEZE “Face”, 4 shader STHF1) 44 75k N 1%
#& “Fluffo_sht furnomals face”. ' “Fluffo” 204, “ sht furnormals” &
shader [1)25A4444, “face” 2 shader # .

WERARAEZAEARP) shader FIE G T, A BRI FRAZEE:
>  “blendl” IR alpha JR G
> “blend2” /K alpha ik

EE AT IR0 AE AR — AN E W B, I8 4 shader MoiZ R 4 A

“Fluffo_sht metalcloth _bandana blend2”.

£ alpha A4, /RATLA{EH Alpha Reference Dhit ((E/T 0 F1 1) KK E
alpha {H. HCANPRIGERON 0.2, XM I 250 H I B 1 alpha /T 0.2 1R
BB EF, MAT 0.2 KW IRE . BRUER 0.5 /R AIEBEM AT A
% & Alpha Reference f{{H

XTI 530 o A e TS 5 COBUTHT 590 R B AT — TR B D o BRUEL R “ XN 415
BR7, XEWE MR NI T EEX AN, AR5 . sk
PRAVEAE T B 2h g, 84K shader H4 R %A “ cull_none ”. Ll
M AE — A AR T A B B, AR R 1% ¥4 shader i 4N

“Fluffo_sht_metalcloth_bandana_cull_none”. (1373 : BRI\ T 51 Bk B 17 T 51
bR, RILATEE — 8 iE T, (R AR v HILET R, EeanTs [a it IRAE
FEW A TR HIE G R R . 998, AL 00T 20 Al 1A 1 20 B o T



IR — M A 2 LT AE )

JIT 1) shader ZFREBIE/NG K, RIS MO KE TR KE 1. X%
H, WMT MM “Fluffo”, £ shader B W HRREE “fluffo”. (BFFEFTE: B4,
WA [R5 - A A T X — 2% o)

2T HEBANI R (PR X ERIEAARE.), ESH ol
H—15.

4.1. shader £ &

4.1.1. sht_furnormals

KRR EFRE S TAEBRKBIRM. MR KIELGE . Hph—ikiE
NEJERAE T AR HERE R, 55— KNER e/ LT Al AL, HinfeE4g/E
PG o XM BT 7 sk GO DL R TR 2 1) 4308 4 N IdiE

Tt C R E0 0 A FH R AR E B R A K T7 ) (SR 2 487 7 0] 1) 5 34
L), 1 alpha BIEFEEBAKE (0-255 XN 0 BHREKERKE). XALEM
A7 R F R I 24 BT B R KRS B R et K FE R LU Y, 177 )5 3% FH shader 78
JE o

XA~ shader RIS : 12 TG (“d7), ELME (“b7), IEZME 1

“b1”), HIHBMEE “s”), BRKEHR “m”), FECEREE “ao™, H
B (“cm”),

4.1.2. sht_furnonormals

L5 sht furnormals & MR FIFEPE, FHOZHBUH T ah&TAL R, BRIk R 8
—iRIELRNG

4.1.3. sht_physfurnormals
55 sht_furnormals A& MR RORAE, I HEERE — M T YRR B RIZE).
4.1.4. sht _metalcloth

N T RIEE S54RI 1T shader. 1X4> shader {3 F 20 EE L3518 [ 55
B (“d”), VELIEE (“D7), ELMEE 1 (“b17), VERZRIEE 2 (“D27), RN



B3 (“b37), LRI 4 (“ba™), Bl RESMEEE (“s™), %E&%M@zwgﬂ
I EIERIGEE (“a0”), HEIEE (“om™) . AR U ki I B 1 A 18 1
b5 — R IE 2 B AR

CLIEIE: VEZRIE 1 BIPEEGE

SRIEIE: VAL 2 B

WEIEIE: VAL 3 BB G

Alpha J#IE: ERIAVEZING B P50

A\

YV V V

4.1.5. sht_eye

XA~ shader (RS 18 ETIGE] (“d”), JRZENEE (“b”), ELNGE 1
“D1™), BRG] (“s7), HIAESE (“ristext d”) (“raotext d”). SN
ZARIETTRH), FFH A EA L.

BT S “ristext d” J& SRR RULIE R - alpha JEIE % H] Y AT = 511
JEANRIMAIEE S, 0 RONULIRANRE, 255 RoRULIEF .o DRIAE FAS T R
alpha {H A LM —/NME S TR . RGB il (KD & X T 22y 5k
S YE . 0 ARRAZ M, 255 AR EHRFM . H 7 Mg UL ESME 2 0,
Holasd 255, et i 77 sOR B B AR 2 o ma AL 5 5K N 1 LSRR
(PEE: KMEREYL, ALY KA —ABE, & T XA BHE K2 A 2
FL, PUHEUEZ A R SR k. )

UTHESIE “raotext_d” 485E T IAEDGSUN . Gl SR B DL RS th R B
B, (PR KM EE OGRS E)

4.1.6. sht_teethblendn

1 WA A Y shader. 1X> shader {5 H SO G358 SO (“d™), L2k
W (“b™), B MEE (5™, FRECHERIEE (“a0”), FHEUMEE (“ecm”),
R HTHUS K (“se™

B TRTING P 1) 2% 383 A A 7 =an
> LA AR I BOGEEE, MR G 0, SRR 255, ML AT

DIYHRER BB N 1-5, NWRILAT SOt E Y 5-12, REERRISOL

WIIZR 238 G B 28 255 G v JGIRR R Ul sl — M KRS PR U Pl 3 3, s

IR RAE AL, AW R I 15D
> L‘E‘ﬁﬁ%&E”%Emélﬂ/*\ﬂﬂ%%ﬂt%fﬁkﬁﬁﬁ
> WEIEE AL A SRAR IR LE AN 2O G RR 2 0e  [X e, IR e X A T [T



MIaWiAOt. 0 RRTEEALIE, 255 KT RKOL.
> Alpha HIE R /R AR, 0 ARTEHTI B, 255 AARTE IR«

4.1.7. sht_hair

XA shader i F ISCHE: 18 ATIEI (“d™), VEZRIERE (“b™), Biim 4t b
Bl (“s”), MR (“a0”). FH A5 i S 5 U Bl () £ T 2 % IV, B X
BER A B E R 255,

PR AU T ) % 3 T 7 ik R
> EEAMEH, wENBIME 255,
> SHEEWE HEOCE. 0 RANTHBOLR (RZIREOG AR R

W), 255 R84 M HHEOGEBE .
> EIEEAEH, wENBRIME 255,
> Alpha JHE R EIEAT PPAO (BEHE: FCHRAER, AREZ44 M4

0

5.
4.1.8. sht_skinblendn

17109 Bk X A8 B4 I o XA shader {3 F (0 S0 B AL 598 S 5 G P (“d 7,
TEZRIMGEL (“D7), IEZRIGE 1 (“b17), VELRIEE 2 (“D27), VEZRIE 3 (“b37),
TEZENGEE 4 (“ba”™), BRI SIS (“s™), MEDLERIEE (“ao™), HEER

(“em™), RERTECHMEE (“sc”)o Horr BRI G I i BNl R 5 — ik ik
AU A X B 2

> LLEIE: VELRNGE 1 R B R

> GUEIE: VEZNGE 2 BB

> WEEIE: VELRNGE 3 BB

> Alpha J8iE: BRUGEZRNG KB PAEDC

B 1] J52 3k Nt P %) 5 a2 A R G

> LLMIE R AR BDGEEE, MRER G 0, S R IHEAIR 255, ML AT
DIYHRER BB N 1-5, NWRILAT SOt E Y 5-12, REERRISOL
MIZ a3 B & 255,

> SRlIESE PPAO LRIV 1%, HIRZNGE 4 1 H .

> B TE SRR IR AN SZ G B () X d . X e XA T R i, B
MR I, 0 RETEEANKRIE, 255 RE TR,



> Alpha HIE R /R AR, 0 AERTEHTI B, 255 AARE IR .«

R THTHICH Ut 1] %) 5 e T 25 A R o

> CLIEE RS IR T BUR AT, 0 RO LIRERIBUN, 255 R RKBUR

o TENG IR 4E B R R B I N AZB AP FREIR R 0.

> ﬁLLWEEgﬁVﬂE 0 R LHEOGI (R 2P R
W), 255 TR 584 BB CREAE .

> NIRRT RN 1065 8 PR S RDG 2 TR T B . 0 o2
255 RoNAEHE NIRRT ECS » KT BRI R B R UG, — M rI BRI
HRZRZ 0.9 4 (229,229, 229), {EN B 4% 505 PR R AP I I N2 % A5
FEAZ 0.

> Alpha HIE R EN R PLEALE (BLINH I, 5500, 0 RRTEAL, 255K
INTEAREIE . (R Wl REETEAREH D

4.1.9. sht_skinnoan

5 “sht_skinblendn” HHHEHIHE, Br T AT SELRIRRE, XRHAE— KBS
(R EE I B o

4.1.10. sht_prelit

RAFEH—5k MG, DL TS IS E . 1X > shader 7] LAYEHRER 5 AR 57 BT
ERe—A/NER, AL H AR R 52 o A8 I8 O G ], SR 64 153 *64 1%
R PR I)/NE,  Alpha 3838 1E N 128 B8 255,

T s 1) Alpha 8T8 28 HORIEHIE I E, 255 A& 0 5E4E W . RGB
T8 FH R d2s il B AR

5. UG

Shader i FH UG ]2 tga 4 20H) —3EHI S0 (& Alpha I8 ) o W& 73 HF A8
2t 2 MBET (B 16%16, 32%32, 64*64, 128*%128, 256*256, 512*512,
1024*%1024 25,

[AvatarName]+” 7+[ShaderName]+” +[TextureName].tga

Hrr, AvatarName 2RI A 044, ShaderName J& f (1) BRI 2 FK, Lt



Ul body, head, arms, goggles, & (FHIE: XHIMLEMNIZMHI L), Sk
H ()i 44 OREF—E . TextureType 72 I RTE = MBI A& fE 48, LLamig o (d),
K (b)), 25 (ZFEM Y shader T 1),

244 — kKNG Z N “fluffo face d.tga”, H fluffo &ML, face &
shader %, d2NEZEAL, 7RIX B2 R ANG A

5.1 MRXBESE

“d” AR SOIEE .

“b” REBIELME . CFEFE: XEMSEELE, A2 MR
“b1-b4” [URHSM A AIEZNG ] . T #HEFRE.)

“s7 AR BT SO

“s27 AREREAI B I ST A

“sc” AR KR THEUEN LA

“ao” AR B MINGE .

“m” GRS, GFEEVE: FOUE mask, AKEFEIE.)

“om” fREREUEIE SN

“iristext d” HHEHTE “sht eye” H, ZHTIRIL G IR -

“raotext d” HRHHTE “sht eye” H, FHSRBIFIMTIE 152 1 = 5 518 54

YV V.V V V V V V V V VY

5.1.1. B REMEE: d

LA RGB 1#IEAF I YA I8 SO Bt . Alpha IBIEE FHRFREWE, 0 (B
) RETEEY], 255 (At ETEAEY.



5.1.2. Y2 EE: b

XL 4 RN E VIR A I H R AR E Hig. EZMHERERESS
GenerateNormalMapsForFaceRig.pdf (% F: LN E DL RGB H#iE IR A7 1 T
RIVELRTT [A], FEIE A A ) 2R 25 8] o R B AT DA DU RS AR B 40L 52 25k 10 2 T 1M1
TR B, B BRI REIT, RIEZRE.)

5.1.3. G RHMEE: s

RGB

B> RGB #E A 5 AR AIME B -

> ZUEIEAR TOCH AR 1 R BER T, 255 oot R, — A 1
B 5 Z 1A KBRS R, 5 21 12 AR GE 1 ROt

> ZOEIERHRBCEM EE CGREE: IR, 0 Rp LMK, 255
FonHAbA R (Heana)E . BRAE).

> HIRIERARANEIE (FETE: MARBIRRATSE. ), PUH RIS A Z AR
Wi X3 (AR R AROt), 0 ARRTERESS, 255 AARE RN . (FEE: X
LA RN PIRAE 2 KAEE B 32 BB R )

> Alpha EIERRGH SN R, 0 FRTCHEME I, 255 R



5.1.4. BERIEBMERE: m

= 2 S

RGB Alpha

> LLIE: ZRIEBERSAT A (B PERD . 255 RN SO SRR,
0 FoNBETH SO RAUIE T o« (BEFE: e AR Bt i R S B 24O

> GREE: BREVE. AN ERIMNSfFEEBRSEVN (AERERD, X
FLAEE BRI R, EEInfERG S . 255 R EMEBR, 0 BREA TR

> WRIEE: KBTS R . 0 AR B SO (HERE FHAE B B E K
B, 255 FoRse s A (Rhanpehk, 3k, ik, FRED.

> Alphaliid: BRME, 0RREE, 255 RKKE.

5.1.5. SIENEREE: ao

} )

: .‘l : .‘l
' i
RGB o Alpha

-

> ZLHIERZSEE PPAO (BB ERIAECHEMD S CAMEINE NN .

> GRS ROZ AL AU AL St 1) & e RO R E B 0 AR & ROk
M CRAWEDL), 255 AR % M R,

> WIS ROZ AL A R B ) & ) R OGO S B 0 AR & M RO
B CRAEWHEDL), 255 REREKIRE % [ 7.

> Alpha JlIiE R iZ IRt PPAO GBE R EOCUHERD 15 2 LA I -



5.1.6. BRI E4HE: cm

N YRR B e U, 75 20— SR R AR 10 MR 2 X 3 14 0 € ] A4
HE Lo BB 0 WX SLVFETE B 5E 30, M E Y 255 HIIXIERUA 25
M, TR ) DX e R (AL B GBI 0 AR AR ). AR AT BARIIN A Y RGB
HIEAT Alpha HIERIER], XFEHAT IR E ISt . (B BRARRRE )T
AP RA IR, AT H ) Alpha 3838 JLF 5t 2 RGB & ) Sl D

5.2. A A BMEHFIERSINL R

an SEARLEAT FAH [F] shader FOHTHE T Hil4E T 8SMNR B, A4 220 Horr i) —ak
U AT RAZEE “_sk” + MR,

AN PR AR 25 7 B3 0 — PR AT/ B e, g L o — sk g —— AR ik 2 e
S B ——F — AN RS, RSO E fi 4 8 “Fluffo_bandana_sk2_d”
KW WA FE A IE ), B4 44 PR N 1% AN Fluffo_bandana_blend1_sk2 d”,
Hrh “blendl” F7~ Alpha {BE, “sk2” Rons A Kk

6. Bk

AR IATHE S| & BRI IRE, BAERVFH P B XHEERSE
B AR SRR IBAS SRV H 8 AR & #5 : “ Camera”, “BipHead”, “ BipLEye”
1 “BipREye”. XU 8% 44 T Facerig 1) —YbitH DR, HLiniiZkia iRk
Mlo F4b, FGHALEE BN Z B AUE R 8 M55 1, it Facerig F
ANVUEH Z e CREFEE: BB ESE.) ArTReH P E 3D 8B BE > 15 b
PRE I Z 5 Facerig B X IH) Z U7 M AN, DRI HECH BITIB B Z ShAE R A i
B[ R SEPR b X hE Y fllo W SRR A S m#k 7, {H & H 7 7E Facerig



H R pE e ARSI, BRVRAE 3D MR b e B S W B AR X — A . (%
HE: X BRULHE, BT Facerig M A 3D BRI A bRl E X T7 20AT
Re B IANE, Bl —8HRAERE, Izl e — T, KIE— 1 3D #ff
A Facerig RN IR R ) B, BRGNS HEH FALFR R AT x, y, z =
TR A RS (GFEEE: xOy, yOz fl xOz “Fiil.), HEMREEITIRAIHR A
MELEAR T B . IR B AR AR AL B8 H IWAE Facerig HOBE# T, ABARmt AT LT
galice A I BAR AL e B ¥ 3 1 .

TEVER WA, NI AR Camera H#, FOV (FLA) #AZ[EER 30 &,
FOV A& PANRFI R E R FAN, ARV AT HE k. B, AT IEsHIERE
fth, NAZAE 3D AR E FOV N 30 FE, imtb A 1.77, DIARHFRAT Facerig H
I E—

N T ARIEA & R4 be ], A TamEN E BURIG FRAT I = 1 A BN 3D A
I HF R AR . MR 2 s R A USRS idle SCIF, XAEE AT DA
Py A A

W %o “props” +44 (Eetn “propHead” (¥ VF: JR X HHIELZ prop,
WA o)) P E B8 A& SRR AR o 1% 2eE 5% 0] LARE H shiis in 2] prop & #%
FIr, I Hid AT HAR A e,

e, BATERZVEWARIZ D T H A 0 idle XA LA RS S, FF HARYE 75
B ('3 Facerig BT B ) KEB 0 FE 775 -5 H AR Y [ I izl 2
XY BlAT Z B, DR R A A AT AR R I R

Facerig SCHF— 28 2 Um0, gl /2 AR e ] DU R E B B il i ahE, bl
MELIB RGN . X LeRE MK BipHead & 88 H)A8¥ . IXAR B H%TE Farerig H1 /2
IXFEALER): “BipHead” (BESA R XA HREHD R RF8RH, mirA
7 2 S AR LS B CA R BB “idlel” BERT LA 1o FE & B R in—
A~ “BipHead_skin” FSRLRFFE BEH IE T, &0 LAAT “BipHead” A AH [F] [ 44
P o WIERARXS “BipHead” JE RN BE 0], RAT LLLESE ROP BRI S PR INE

(PR SO — BB AL ES R TEE A R, SRAE AR )

6.1. tH BRI B

BRG] LAY b MR (R VIR fEH AT ARAH, XL
HEEBREE (teanskk . 181 B RA B 88D, B BI04 (Hin “martian
antenna” Tfifh ).

BATYVEE R AE AW X E B B A TR ACE 2 FElZ
b IXEEE BRI AT A AL, (HAE VRO 20 EA 15 Z BT 2 B0 77 i ik 44



PRABMI R . X IO HREA E =ARERE, Ead B SYHE RIS E AL, H2
BN INJE 4% “ planeNormal”. i, WSRACEH %4~ “BipPhysBoneParent”,
—H RN Z 2 “BipPhysBoneParent planeNormal”. 2% =H ] Y #ifE T
Tl 38~ T (032807 1), v DAF SR BR i ) BB B8 iz 8l Phandm B Bl 17— 1%
SRR TR RSB G S I o e NTRI T, TS0 Al 42 ~F 1T A N 12248 8 SN THT T 1)
BRI )1, %2 (Y #lD 814, TRETSHEZ, AL 3D B Y 4
M Z B, FrDOEZ A 7R EAMAH R B . XFRIG LT Z BfRRIEZ.

R AP AN TR 2, A B AL RSOZIR MY BE#E . 15 EE R 2,
SRR Y- T V2 e 2 1 B0 =i e IR, (H B R iR R ) B B R AL o i g
5E ), T AR K AR SR B

BEEF—TN, TR REER, SANPITRA B A RS E R E —ACE
BB A — DN BRI S 10 o PP G i A I S — AN, BT ARLE A 2 ()
%30 A2 B B

6.2. BIES5ZH (pose)

Z LA COLLADA #8ZUER At i 20y 30FPS, ERIAMIAa L ] 46250 —
B (e FARATE A 3D #pF, 1,1,1 803 100,100,100« 45755 91 76 2y e af
LA

FEARATT Y Hhiim) BRI RS, MO NAZG —HE] Z HhiEJ7m) . WERARE) &R
Gije Z e B, B AR ROZIE A Y BhiETT ).

Facerig 7] M FEASFNIIR N Cadditive) FIZNE . &A% FIFEA S m, Hin
idlel, MouthOpen base FI MonthTongueBase, 2% K45 H A B 8 1A #5E
Rl o TV IR 50 i ) R SR AE R AR B Y Rt B R AT AR e . BT R e In 2
FLACEL AR G A AR (B BIREARRE, AN O R AR R o e e ik
KD, A5 R AN O

VN TN L2 4K AR AT B FEAS B T E AN S R BT 5E,
WA RAE WA P LE AN B ? Do WHIRERIE— N EE M hE, #8
“LeftByebrow D”, HB-A MR Rz A% 08 B A 8] AT N SR B %, 1ioe T HoAh B
B D 82 12 DR AR AN AR 0 1 ) B — Mt ) AR 4 — B, i idlel . X AMUEHEE TP
MBS B rl, AN WS REENR— f&, £ Facerig W, & — WIS IN3)E Hr
B A 2 BRI 20435 b o an RARYE S BahE o i1 kT 7 ies, B8
LA BRI R T sl 88 A W R AEARAT 7R BRI
A AT AR, WA AR E RN X Lz Bl 3 B U0t AT i B ) 3 (R  2
WETR T H, X AEIRAE debug WARARA N 5, AN HREE G A/Eds N 1 KES)



YECL G AT HRE T SR = AR RS R 1), By RS 2 U AR e B 31K
il R A B B S IR O
JR ESRE, BrA BEs I # e & el s idlel, SERG#AMLYE, EARE
TR idlel (51 SATIIX AR L] A)
> SKEERIBhE, g RIE N “MouthOpen base” JERE AN, 2K # N idlel
B . X LB T : “MouthOpen_pursedLips LR”, “MouthOpenLeft D”,
“MouthOpenLeft U”, “MouthOpenRight D”, “MouthOpenRight U”,
> Sk RS LB . X E) 3L T “MouthTongueBase”, [AJFF 45 0
N idlel B, XLEREEHE: “TongueOut LR”, “TongueOut UD”.

2y SRS

TENEEA 0 M idlel JF4h, FRAER A58 E M A 77 H46):

1f generalMovement &) IH| § 34 I :

> Avatar FB: AWI{ESE 0 WIMESSAE EmIBTON &, 55 15 WifREF idle &35, 28
30 Mora) Je A R : Hesmid — S ) BB\ E] [ J5 A sl i, H#ED facerig
U E G, AR5 AR B ) A B RS B AR O

> Avatar LR: AYILEZ 0 Wi WA b im) 2025 il 54, 38 15 ik & idle &3,

55 30 Mitml A 25 i B i

> Avatar Twist: AYI7EEE 0 MM BRI A4S, 2515 Witk idle, 25 30
ot 1) 4 HH £

> Head LR: AYIMISKEBTESE O Wi o iaRt, 24 15 ik & idle, 55 30 Wi 4
1Rt

> Head Twist: AWIHISKEBLELE 0 Wim 2 %20, 25 15 Wik & idle, 25 30 Mifa]
VEEi T

> Head UD: ANWIIISLEAESS 0 i) E&, 55 15 MUK A idle, &5 30 Wik & .
> Idlel: KHB4AN N2 M BT AR SR AR S o X ANBIETE 2 T A E SR CE
%, 155 0 il ‘& r LS B, HRAZ 0B, FOVX SHAEITR %



YV V.V V V V V

Y VvV YV V.V V V V V V V

A\

Y

BOF R shm T, 4R idle ® & 7 AL88, MAEMNIZZAEAE, &

L RERE G AL 9 AR sl i i 7 A AN E BT

7t EyesAndEyebrows 2] | S {4 H ;

LeftEye LR: ZHRAESE O Wil /A%, 25 15 WikE idle, 25 30 Wil A% .
LeftEye UD: ZEHRLES 0 i) B&, 28 15 Wik idle, 25 30 Wila) A% .
LeftEyebrow _D: 72J8 BHE L —F 1 T, HURIUE IR
LeftEyebrow D ext: /o8 BEEAMI—F T %o

LeftEyebrow U: 7 JHEBIERMP—F EFb, SRR .
LeftEyebrow U ext: /)8 EBFESMI—F [ EF-.

LeftByeClosed: 7rHR_FHRIGTESS 0 Wif T bk idle FHAEE L — i pIhLE, 28 10

Wik = idle, 25 30 Wise 4 p L.

LeftEyeSquint: Zc iR AR 7E 2 30 Wb b, SR BRE IR ES AR
LeftEyeWideOpen: 7rHR 582, it b T IR BT s 1 B s R ra s .
RightEye LR: A7HRAES 0 WiHAR, 25 15 WiKE idle, 25 30 Wi 45 .
RightEye UD: AR 0 Miljn) B, 55 15 Wik K idle, 55 30 Wil A .
RightEyebrow _D: fEBEBIHERK—Fm T K, #HURBENERS.
RightEyebrow D ext: 418 BEEIMI—Fm Tk,

RightEyebrow_U: A8 EBIHEERK—Fm b, #iR T mERE.
RightEyebrow_U_ext: £ JHEBIEIMY—F A LTt

RightEyeClosed: A HR FHRIGAESS 0 Wil T-EU idle FRAMEE b— R BN E, 28

10 MYk & idle, 55 30 Mise 4= P .
RightEyeSquint: 7R NARK:ZEEE 30 MRl bl b, wi AR KaE ARHE HSAE o

RightEyeWideOpen: 1R8I, Wi b IR AR H i R IR E

#£ MouthAndNose 5l 3 2F 3% .
CheekPuff L: /= GE5E.
CheekPuff R: A&t

Mouth_pursedLips LR: X2 # (1) & WHE I Z1E . 7255 0 e A4, 2
15 WifE A, 58 30 Wisf . CBEEE: XA IRAH & kA4, 1]

RE 2 e & Bt s < )

Mouth unveilledTeeth D: TFWFJEEA T, #&HTF7F.
Mouth_unveilledTeeth U: _EBEERA , & E7.
MouthClosedLeft D: &AM MR T, #AZEGHERE.



MouthClosedLeft U: & W M n) b, KM S I B iR o i, BB ORSE
L

MouthClosedLeft U visime: WM& 0B MR, FN RS HE, #UEA
IR 2825 . B visime #& RN B 2 A visime —#2 8 A, fovr A 2 21
EILRRVAR

MouthClosedRight D: &AM T, #AAEAIERE.
MouthClosedRight U: P& RIAME AR L, KITHEEIFHEEH T, SiEK
M2 .

MouthClosedRight U_visime: H&HAMMAA E, FBREEEHES, IR
AHERZER WS . MM visime & KNE &M visime —&FH,
VEH P R  d15

MouthOpen: WE7EZS 0 Miifiz T idle, 25 30 Mise 45K -

MouthOpen_base: FTH “MouthOpen” ¥sINENIH ¥ FEREANEH . & H 4G 2 4&H
F [FIFE R B2 58 A 9K T B8 38 CANER O W22 30 i) . ‘&5 MouthOpen [ 5%
J it A R ) 248 34

MouthOpen_pursedLips_LR: [ 4f 2 Z ORI I 4 5 o B 1% ATK I (1) 248 35
BT RK. 7255 0 Wim /e, 25 15 WifEdr, 5 30 Wimt. (R E: Alge
FRIXNRG

=)
=

MouthOpenLeft D: MM 2 ATTUG, 215 30 Wil 2B /A m .

MouthOpenLeft U: MIKFBEHZEATTE, 25 30 Wit AW E, B—A
KRN .

MouthOpenRight D: MIKIBFRJZEHITUG, 25 30 Wil A HEA R T .

MouthOpenRight U: MIKBE )L HAFME, 25 30 Wik AWM B, F—1

BES B3

MouthTongueBase: Wi idle Z#IF4R, I HiZWiok KB ELF AT PAt & =k i)

PR, o — WU LA R ok . e Rk Ah B I A, (H 2
“Tongueldle” BE4h.



A\

NoseWrinker D: i th ) S LRI TR 50 .

NoseWrinker U: f i &Lz A F#3).

Tongueldle: w3k KA B Bh i, 7T LA & — L2 a ok ik & LB R H
SRTAS 2 STE B . BN idle FF46, 45K F] idle.

TongueOut LR: &k, fEHE 0 Mim AR, £5 15 wif T
MouthTongueBase [ fx o — MW &, 5 30 Wim 435,
TongueOut UD: & kA, 7EZ 0 Wi Ef 3, E£5% 15 hifs T
MouthTongueBase 15 5 — MK B, 7E5 30 Wim T30,

7£ ShouldersAndHands #f) | ¥~ 3C {4 S+

FingerLO_extFlex: A FHfa MM (25 0 M) B (25 30 WD, mifgiEZ
I AR . 28 15 WAz T idle 7 & .

FingerL1 extFlex: A F &g Mg (25 0 M FWGE (25 30 WD, mifgiEZ
I ABAE o 25 15 WU Az T idle f7 & .

FingerL2 extFlex: Z-F-Hig Mg (55 0 WD Wk (58 30 WD, #iiEIEZE
IR o 28 15 WU Az T idle f7 & .

FingerL3 extFlex: A FILATEMHE (550 WD 2o (56 30 WD, iETE
ZEHI B . 2 15 MR T idle A7 & .

FingerL4 extFlex: A F/NEHEMTE (550 WD 2o (56 30 WD, IETE
ZERIEASAE . 28 15 MAIHEAL T idle A7 E .

FingerRO_extFlex: A FHHEMME (25 0 W) FPEE 5 30 W), igiEZE
AR, . 28 15 WU A2 T idle f7 & .

FingerR1 extFlex: A F &M (55 0 W) FUGE (55 30 WD, #ifiiEZ
RSB B o 28 15 WUty for T idle f7 & .

FingerR2 extFlex: A FHEMME (55 0 W) R (25 30 WD, wifgiEz
I ABAE . 28 15 WU Az T idle A7 & .

FingerR3 extFlex: A FILAFRMME (55 0 WD B (565 30 D, #tEiE
ZEH AR AE . 2 15 Ml T idle A7 & .

FingerR4_extFlex: AiF/Mifa MfHfE (5 0 MDD R (55 30 WD, #ii5dE
ZEHI AR . 2 15 MiTAIHEAL T idle A7 & .

HandL_closeDown_LR: /8 MUK FE W 1 £ 44 N A i 3 245 34 CR 5642
D

HandL_closeMiddle LR: /& A &5 m BENE I AR WA SN B AT COR5E
HRED .



HandL_closeUp_LR: 78 Mg K i FENG AT B 4 N /e i #8 8h 2045 14 CR 58 4 fif

Do

HandL_farDown_LR: /¢ /B MEUIK 1 FE DL K EE B9 & 5 44 I A i #8 3 31 4

i CGEEME.

HandL_farMiddle LR: /&8 M\ H 45 s B DA oK i B 78 129 B3 44 N e i ¥ 3 31

i (GGEAERE.

HandL farUp LR: /o8 M s oK i FE DA ds oK PR B8 070 B9 B 4 M\ 7 10 #% 5h 2147 14
GEARE).

HandL_solo LR: Z&T-SEFMiN\ZE 0 mife] 22 F5 580 256 30 witja) 44530, e

15 Wihz T idle £ &

HandL solo Twist: /& FS¢FMBi G 0 W) Ze e % 258 30 il [q) 4 ek, HA

55 15 Wil T idle A7 &

HandL_solo_UD: /& F-Z& T\ 0 Miljn) EHESh 305 30 miife) F423), Hg

15 Wihz T idle £ & .

HandR_closeDown_LR: 478 WA s MG S R N A2 IA R sh 3430 CR5E

D,

HandR_closeMiddle LR: A58 M\ H 455 NG T 5 4 N/ i sh B A8 (R 58

fHRED .

HandR_closeUp_LR: 7438 M5 K i B2 Miafs 5 44 I e 120 7% 3h 245 10 CR 58 4 fif

JED o

HandR_farDown_LR: 7458 MK & FE DL R R Bzt 5 Sy iR e i k8 8 B

W CGEEME).

HandR_farMiddle LR: 77 M A &5 w5y FE DL s KR B9 18 B9 Sy 4k I\ A i # 8 214

i R,

HandR_farUp LR: A58 Mds K DL KB B 178 B8 B 4k M /e i # 8)) 31 4 4
GERED.

HandR_solo_LR: 4 TS A ZE 0 i [m] 22 #5830 228 30 Mot [e) A #5580, Hrp s

15 ifir - idle £ 8 .

HandR_solo Twist: 47 FS¢F-Bi M O Wi [a) 7e e % 228 30 il () A5 i i, HoA

55 15 Wif T idle A7 &

HandR_solo_UD: HFLeFWiME 0 hiija E3RBIE 30 wim T3, H

55 15 Wiz T idle A2 .

E visime 3l H| 1 3R



visime F& HI 35 & [R) 20 A sl , B3 —>shm 44 55k WA 5 UL RS A 2R 1
o 45MF, visime new EH-AE f 7 /AL H EH 80 AE FERHHES
TEMMERER . MTR—A visime, 2 0 W55 30 W2 e eMFER, #aE
T AR AL B, JF BRI AR O S (T AR R AF
%€, key iR¥E BN SCIRERAR, W HEHEONSSER Do BLR 2 visime ZH:
» visime new AA

visime new_ AH

visime new_AO

visime new AW-OW

visime new_ CH-J-SH

visime new EH-AE

visime new EY

visime_new_ FV

visime new_ IH-AY

>
>
>
>
>
>
>
>
» visime new L
» visime new_M-P-B
» visime new N-NG-DH
» visime new OY-UH-UW
» visime new R-ER
» visime new W
» visime new X
» visime new_ Y-1Y
PV BRAL RSl R S 2 AR ER B DR, SR Sk SEE R E A
T o Il HLRT AN OIX B 20 sl AN B, A (RIS AT P I i A A0, (B AP
Aaepkid .

anim CAFIEAHT H 3% -

> _frown: XUA R4 JE FPRES, BiERHEERI B T RightEyebrow_D
LeftEyebrow_D. X/} G417 5 51 FH LB R R VA 2 ]

> _laugh: PRI MI W MAER EHRRES, BRERHGZRENMET
MouthClosedLeft U #1 MouthClosedRight U. XNz ii# 78 L5 &i5] FH DL
T 0T I PRIV 2R 0 e

> _unveilTeeth: FH kLKt G 2 RN R 1 PRI 0 5 25 14 Bl . XA
TR A5 ] DA XS B ()92 42 0



> _wonder: XUg RN A PPRA, BEKRRGZ AR T RightEyebrow U
A LeftByebrow U. XA TE G477 5051 DLSGE X B A 2R 5 1

> cheekL: XANBNEILEH 'S FEE M) Dh i LA 3 R AS IR TR s 30 ) [ 1)
% T X FEASBEOEEE, Bl e 1A B4 XA hE R E . BAE
550 MR idle 235, ISR IR HI I —fCEL S ok, SOMMRME 25, XA
) % g B A P TRLR S A R R b

» cheekR: 5 cheekL DA, REMELLAEN.

> special0l: X2 — M RIS B4t idle zhiE ) 5EaZ)E, AF LB EEIE3)

DS54 k) T s 97 NI v S > S50 ) TETU VA 41 S 1l S = % NN B S o

I DR B THIEAN BN o TXF A €00 33 T DAAE DR A5 T 50 1 B ) [ B L B Al — LRy

R ENTE .

special02: 5 special01 AH[A .

special03: 5 special0l #H[A] .

special04: 5 special01 #H[A] .

special05: 5 special01 AH[A .

special06: 5 special01 #H[A] .

YV V.V VYV V

WRAER T8 A T A8 B3 g KA A Rie K IR A A&, R LE R DLk
it F2, FF HAE BipRoot &8¢ AN —H 8. /RAT LAY E “bipRoot_head” (X
R B AR AL LA R L K shim “idlel” 1) HSCHEHRFRED, I HARAT LA
£ “idlel” B i e LLSRATR B AR o

W 3N BUJE AR B A RN CURm] DL W82 [ 52k R IR — 5, Ea
TR TN TT M — k. (PR ®PEAESE, 5302 you can see this looking
at the shadows, they will have a sudden pass in steps, %l H/A5%EIX B[] pass B HFk
DD, RNAZAE . VRG> “cfg” SCAFRTEMIX — . EMiZM
it “cc_avatarName” (UISRARAAEX 2 M)k, BT LR Gl —mr i F AN TRAE
B “cfg” SCfF, HEap eIt HiE T BRI N A EX M3, IRTZE5A

T4 “set avatar scale XX”.

7. fA e B SO

MO E RV P RE A BRI — S22 IARBCEAE COLLADA 3t
st s R TCE T xt 30, ARA S ABIA R = B 20 e A &S, Jf
FLATHA ) fy G 808 — [R5 DL



HATERATAX H A i 7 — 128 UWeRN2BPREFTZ NS

» set _head axis axis
Hrpaxis AJ P2 VL FAERE—Tl: X, X, ¥y, -y, 2, -Zzo XIS EIEE T XN
“BipHead” HJH#HIFI M B4n, BOLIETT R y, BARIMSEHNIZE K

set head axisy

8. &= HFEFIEMIE ([XFR Studio iix4<)

ST Ay FH P W SRR AS 2 Studio FRAS, X3 Bkid « ARG A ALY
% Studio AT RIZ ARy T IX X ST R AE

9. 2K B EE W

BipRoot

BipSpine

BipSpinel

BipSpine2

BipNeck
BipHead
BipJaw
|  BipTeethDown

|  BipTonguel

| | BipTongue2

| | | BipTongue3

| | | | BipTongue4

|  BipLCheek 4

|  BipLLipDown_3

| | BipLLipDownlnner 3
|  BipLLipDown_ 2

| | BipLLipDownlnner 2
|  BipLLipDown 1

|

|

|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
| | BipLLipDownlnner 1
|

Bip LipDown



|  Bip_LipDownlInner
BipBeard
BipRCheek 4
BipRLipDown 2

|

|

|

|

| | BipRLipDownlnner 2
|  BipRLipDown 1
| | BipRLipDownlnner 1
|  BipRLipDown_3
| | BipRLipDownlnner 3
BipLNose
BipLCheek 2
BipLCheekMiddle
BipLCheek 1
BipLCheekUpper
BipLCheek 3
BipLLipCorner
BipLLipUpper 2

Bip LipUpper
BipLLipUpper 1
BipTeethUp
Bip_JawRef
BipNoseRing
BipLEar

BipNoseTip
BipLLipUpper 3
BipLLipUpper 4
BipLEyebrow 0
BipLEyebrow 1
BipLEyebrow 2
BipLEyebrow 3
BipLEyebrow 4
BipLEyeCornerln
BipLEyeCornerOut
BipLEyelid downl



BipLEyelid upl
BipSnout
BipLEye

BipREye
BipREyebrow 0
BipREyebrow 1
BipREyebrow 2
BipREyebrow 3
BipREyebrow 4
BipREar
BipREyeCornerIn
BipREyeCornerOut
BipREyelid_downl
BipREyelid upl
BipRNose
BipRCheek 2
BipRCheekMiddle
BipRCheek 1
BipRCheekUpper
BipRCheek 3
BipRLipCorner
BipRLipUpper 2
BipRLipUpper 1
BipRLipUpper 3
BipRLipUpper 4
BipLHead D
BipLHead U
BipRHead D
BipRHead U

BipLClavicle

BipLUpperArm

BipLForearm
|  BipLHand
| | BipLFinger4



| | BipLFinger4l

| | | BipLFinger42
|  BipLFingerl

| | BipLFingerll

| | | BipLFingerl2
|  BipLFinger3

| | BipLFinger31

| | | BipLFinger32
|  BipLFinger2

| | BipLFinger21

| | | BipLFinger22
|  BipLFinger0

| | BipLFingerO1

| | | BipLFinger02
BipLWristCorr

BipLWrist

BipLShoulderl

BipRClavicle

BipRUpperArm
BipRForearm
BipRHand
|  BipRFinger4

| | BipRFinger4l

| | | BipRFinger42
|  BipRFingerl

| | BipRFingerll

| | | BipRFingerl2
|  BipRFinger3

| | BipRFinger31

| | | BipRFinger32
|  BipRFinger2

| | BipRFinger2l

| | | BipRFinger22
|

|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
| BipRFinger0



| | | BipRFingerO1
| | | | BipRFinger02
|  BipRWristCorr

|  BipRWrist
BipRShoulder1
BipLShoulder2

BipLShoulder3

BipRShoulder2

BipLShoulder4

BipRShoulder3

BipRShoulder4

BipLThigh

|  BipLCalf

| | BipLFoot

| | | BipLToe

BipRThigh

|  BipRCalf

| | BipRFoot

| | | BipRToe

Camera
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