Avatar []

Avatar [TTITTTIITTTTITITITTT Avatar [T

o [TTTTTTITTKOLHT Works
e [T/ M
o IIITITITOAvatarI I

Priddymbols Premium

e [[TITITIT]

e - [[IT--

e [TTTTTT1 Avatar 1]
e [TTTTAvatarI1IT]
e [TTAvatar[ITITIT]
e [

e [[TITITIT]



https://www.flaticon.com/authors/prosymbols-premium

annnnnana

[LTTTIT]

a4 [TTTIIITIIO Avatar T T IIIIIIIIII Avatar

L

[LTTTTTT T AMeiiene Mt TAML

11

(LITIITIT

Unity Editor [TT11]

Unity Editor [TTTITITIIT

Unity Hierarchy [IT1T]

[IT1T] Object

e [T] Prefab [TT11]

e [T]Boolean, Integer, Float [T11T]



https://docs.vrcd.org.cn/books/avatar/page/b6f04
https://docs.vrcd.org.cn/books/vrc

(IIIITITUnity Editor[ITT]

O TV RC DT T T T




__[I:I:D__

LLETERTETTaTy
OTAMETE AT Avatar DT

(T Avatar [TTTITIITIIT]

(IITT] Avatar [TTTTTTTTTTT]

(ITTT] Avatar [TTTTTTITTTT]

(ITTTAMatar [MWadtyl dFAVEetar [VRCFury

T T A A TS

IT110Avatar [T



[ITTI11]Avatar [1]

Avatar(]

(11111 Unity Editor

Avatar [T11T1]

(LITTITTTITITIT Avatarf]

o T,/
e [T1Booth.pm [ MO ;)
e 111 yepO MM -_.

LNTYPEAY$dE (1111

e Maya Verl.02.zip
o Maya_readme
o PNG
o PSD
o UV
o Maya.blend
o Maya.fbx
o Maya_SDK3.0.unitypackage

IRNRNRRRNENNRN

e Maya_SDK3.0.unitypackage

(TTTWaya_verl.02.zip [T ,)



Maya Verl.02.zip

e Maya Verl.02.zip
o Maya_readme
o PNG
o PSD
o UV
o Maya.blend
o Maya.fbx
o Maya_SDK3.0.unitypackage

(ITITTIITITTTIT Booth.pm [TT] Avatar(]

e Maya readme [I1]Avatar [I11T]

e PNG [IT] Avatar [J Texture[I] .png [I1TJ
o [TITTTTIA OT&rIm . (

e PSD [TT] Avatar [] Texture[T] .psd 11T}
o PSD [Adobe Photoshop [T111]

e UV [ITJAvatar[I] Mesh [JUV [I11J
o [IITUV]

e Maya.blend [IT] Avatar [] Blender Project[]

e Maya.fox [TT]Avatd@r[
o [JAvataf[TTTeXFUrelTTTIIT]

e Maya SDK3.0.unitypackage [IT]Avatar [JUpload Ready [1T]
o [IIIIIT,)

O] -unitypackage [T]



TTITAvatarI111]

(LITTITITIT] Avatar

TIIIITTI SDKOTTIIIIT Avatar (TTTTTTITIIIIT] Avatar TTTTTTITIT]

e Maya SDK3.0.unitypackage

(LIITITTT] Avatar(JTTTTITIT] Avatar [TT11T]

e Nebbia verl.00.unitypackage

Hunitypackage [TT1T] Project [TTTTTTT] Av #ueef

Nebbia [IT] Scene[]


https://docs.vrcd.org.cn/uploads/images/gallery/2024-03/0h9yM4nI00BXS3ge-image.png

Avatar 11111

[0 Nebbia [TTTT]AvatarII1I1]

e Nebbia
o Armature
o Hips

o ...

o

Belt
o Body

Watch

o

(111

o Nebbia [TT] Avat@f TTTTIAVETE I
o IIIIIITITTAvatar (1111

e Armature [TT]Avatar []
o [IIIIIIITBvatar [IT1]

e Hips [IT] Avat@fIHard] Spin¢] Head
o [MéshNesh 1]

e Belt, Body... [Mesh
o Mesh LHLIeterrrm

[AMAGEA T T T TRV 111 Avatar [TT1T]

(BT REDE [TTTIT11

[Mesh (V@SN Ture [

Armature [T Object T ObjectTTITIT] Object

[ArmEdture [VEFOTITIITArmature [TTTTTTTTT]




[(ITITITT Hips

(HIESTITTTTTTITTH TS S TH PEMSHEFTIAVEERIIII T Hips [TTT1T]

(VAR PIFTIIAvatar AMdtar 111

Ny N
) Armature

D Hips
1 Belt_1
1) Belt_side_1
7 Belt_side_2

T Spine
1 Tal |_1
0 UpperLeg_L
) UpperLeg_R

[
[
[
[
[
[
[
7 Anchor

[MAvatar(ITTTHierarchyJTTITIIITTT] Hips 1117

[MIIIIIIIB3DRiG§ing Chffacters | Hierarchies and Character Animation | Peachpit

Afmature [TTTTTTTTTM@SEGTTTTTTTIITIT

@ o [1
o 1]
o 1]
o 1]

(I Aamaatwergg [ Bllender 4.1 Manual

VRCD



https://docs.vrcd.org.cn/uploads/images/gallery/2024-03/tryUVMpTCQbHPeNo-image.png
https://www.peachpit.com/articles/article.aspx?p=483773
https://docs.blender.org/manual/en/latest/animation/armatures/index.html
https://docs.vrcd.org.cn/books/vrc-avatar/page/26657

[LTTTIT]

(TITITITITITT ANatar [IT11]
0 Unity AMdETTAMATER [Avatar [

e VRChat Avatar(III1T]
o [TTITITITI
e Avatar Mapping
o [ITITITIITITIT] Unity [ITTITITTITIT] FBX [I11] Object

TITRVaNR@pload Ready FMAGdTIRMATA I ]

[AGAMdlar MRimator Component[ &

[ MANETE T TTF BX AMETE T

[AMJUd T MaD

(TR B WAy 111

FBX [] Prefab

0 Asset WindoW T TTTTTTITTITTITIITIT]

Asset Window

1.Prefab 2.Material 3.FBX [FBX [T111]

e 1. Nebbia [PiHefab
e 2. New Material [Material
e 3. Nebbia [FBX

Prefab


https://docs.vrcd.org.cn/uploads/images/gallery/2024-03/q0f16v5Npvc1FGQc-image.png

FBX
FBX T TITIIIIITITITIITIIIITBone, Mesh, Texture, Material...ITITTITTIITIITIIIIT]

(Material IITTTTIITTIT]

Texture, Material, Shader [] Mesh
[T Asset Window [TTTTTT I T I T T T I

NEERRNNRNNNRRNRRRNRRRNERRRY

MEERITT , Texture, Shader [I11T]

o [T

e Texture [TTTTITIIIIIIIITIITIT
o [(TITTTTTTTIITITITITN

e Shader [1]3
o [T

e Mesh, [TTTTBDIITIIIIIIIIII
o (MITTTTTTIITITTTITTIT]

(LIITITIITIIT]

e Mesh

O

o Shader A
o Texture X
o TextureY

o ...

o Shader B
o Texture M



o Texture N

o ...

@ o 11T
o Material

o Texture[TTITITT]
o Shader T
o Mesh[ITTIIIIITIT

(LITTITTTITIT] Avatar [IT]

a4 o Avatar[]]
o Material
o Texture[TTTITTITIIIITI

o Shaderfiltoon [poiyomi toon

o [TTITTITITITT]
o Mesh[TIT]Mesh

10 AvatBXTMesh [I11] MBakérial [J TextureTIT] Unity Edjitdmity Editor [T11]

TITAVATATTTIIIT] Avatar [T1] MEt¢rMdbiEsihader [ TexfifE[¢$h [T TexfOFE[ITBlender [JAdobe
Photoshop [J

VRC Avatar Descriptor

VRC Avatar Desciprtor [[T] Unity [TTIComponent[TTTIT] Avatar [TTTIIAVECEIIIIIIIIIT Avatar [

1N

1N

Playable Layers
(11T

1o

[ Physbone Collider


https://lilxyzw.github.io/lilToon/#/
https://www.poiyomi.com/

(11T Obj&RC Avatar DescriptofITTTT] ARREted [TTTTTT] VRC Avatar Descriptor [1T]

Default KPos=

InspectorTT]] VRC Avatar DescriptorT1T]

(11 VRC Avatar Descriptor [TTTIIITIT


https://docs.vrcd.org.cn/uploads/images/gallery/2024-03/SgDBslfMRyqqgtG1-image.png

[ITTTAvatar(I 11111}

But Why? [I111J
Avatar[II]T]
Input -> Parameter --[Condition]--> (Animation)
IIIITO
(111 Avatar [T11T]

LTI R Lnty
Input -> Parameter --[Condition]--> (Animation) [TTTTTTTITITIITITL

a4 (111110

IRNRNRNRNRNRNNEN

a4 [TTTTITTTIT] O eu e (0
(1] cube_IsO# true [ [T

(1] cube_1sOn #£alse [ (IO




a4 Input -> Parameter --[Condition]--> (Animation)

FELAUBELISON --[true // false]--> (IATMIIIIIL]

NENRNNRRNRRNNRNNRRNRRRRRRENRN

a4 If (cube_IsOn = true){
MO
}
If (cube_IsOn = false){
OO

}

E: PR B true E: T
H]| - H| -
T %] 2t fals EI FH



https://docs.vrcd.org.cn/uploads/images/gallery/2024-03/3mStRJsgu6ciq3m6-e5869904a31c6b6ecb0ed5975c8169db.png

T O O

I , TREEA S L
[ N EAHEA PN ¢_[ FE: EAEHIEB }

ARG
B0
{IITA 00
N
[ @111
(CT T TR T
(O 0 T T ACTTTT T

[TTTITTTIIIITTIIT] Unity (DTTTTITIITITITITIT] Play Mode [T1T1

0 Unity OTTITTIT (OTOAEVTK EMnnsee @ me] 1]

IBIIR2II]Avata


https://docs.vrcd.org.cn/uploads/images/gallery/2024-03/yIZMDJHNjLmeEX1X-65ec7924e9694ae22be872f32a456991.png

.Keyframe Keyframe

Animation Window[ITTIIT] Sleeve [J Object [TTITITIIT(=1)IITIIIIITITITI

[TIParameter

Parameter [J AvatafT[JAvatar [TTITTTIITT] ParanBeter (TFDE T TH MR GHat 1101 ,2,3,4,5,6...)Bloat
(0.12, 0.531, 0.7442, 0.000, 1.000...)00

[ Parameter [TTIITIIIIIIIIIIIIIIIIIT Parameter [T] Animator Controller [TTTIIIIIIITIContact [TT1T1



https://docs.vrcd.org.cn/uploads/images/gallery/2024-05/D7P8BldtY1nDFGIg-image.png
https://tips.clip-studio.com/en-us/articles/954
https://docs.vrcd.org.cn/uploads/images/gallery/2024-03/CYzi5mnV5v1qu9y0-image.png

[[TJAnimator [J Parameter[][JTIVRC Expression Parameters [] Parameter

Parameter

(QITIIIIIITIITIIT] Parameter [T] Animator [J Expression Parameters [TTTITITTI1T]

e Animator[[T] Animator [TT1T]
e Expression Parameter[ITITIIIIIIIT] Animator [TTTTIT] Expression Menu

(IIIIIITParameterITIIIIIIITIT] Animator [TTTITIT] Animator [T]

(LTI ELITTIIT]

«« [TAITTT x (O, 5, 0)

[MTIIIII0 VRChat [J Avatar[IITIT]
|


https://docs.vrcd.org.cn/uploads/images/gallery/2024-03/jxlBG2JlkhbZvVAd-image.png
https://docs.vrcd.org.cn/uploads/images/gallery/2024-03/XFFpOTe0RyW4oPN0-image.png

(1] AMatar [IT1T] cube_IsOn [J parameter [ true [I] false[]

cube IsOn [ITTT] Animator [TTTTTTTTTITITTIT T T

[(ITParamefdExpression ParametgrERaramefBl Hdidmeter(]]

a4 [(T1BTHNT] Avatar [IT1T] cube IsOn [J parameter [] true [T] false

cube IsOn [TTIT] Animator [TTTT T I I

(I B 11 B I

([0 Parametédf ] Expression Parameters [[MMEYDE T

(1] Parameter [IT11] Animator [TTIT] Parameter [ITT] Animator{I1T]

[I111] Parameter[JAnimator [] Expression Parameter [TTTTIIIITITITIIITT] Parameter [11]

Parameter{TTTTTTTTITIT]



Clear Parameters

Default Parameters

VRC Expression Parameters[T]

Animator{I][Parameter(I]


https://docs.vrcd.org.cn/uploads/images/gallery/2024-03/YeBgYbPrIrnCmCqS-image.png
https://docs.vrcd.org.cn/uploads/images/gallery/2024-03/es2Q6Du2GTDiXVJH-image.png

Transition, Condition[JAnimator

Animato [T T T 10

[IITTTTITWeight[IT]

o MM I
e [
o [ITT11 [ [ITTITI
[
o [T [ [IITITT]
o [

Any Stata

Ext

AnimatorTTTTTIITIITIIIIIId


https://docs.vrcd.org.cn/uploads/images/gallery/2024-03/TV1Ddg57HSxZCUNM-image.png
https://docs.vrcd.org.cn/uploads/images/gallery/2024-03/jBA3XLxLRS0j5Sns-image.png

[T TParameter T T T T I LI TTOT

AINRRANNNNRRANNNRNRRNEN

«4 Fdtameter (Bool)[ITH FUFER ITEIBELTT]

(11 = e 11T

(1T = falg\rTIT

T T T




Any State

Exit

Entry

jiiv - dbad
& ERHTFIEhE
Yi
EaE
A FRHRENE

Any State

Entry

HER AR
& EEH AT

T4

FTER =
& EmFL

Animator[TTTITTITIT]

Entry, Exit[JAny State

Entry, ExitJAnystate[JAnimat@iIIII1I1]

Sl LT IR T


https://docs.vrcd.org.cn/uploads/images/gallery/2024-03/P5YBGofGgRknlwbE-image.png
https://docs.vrcd.org.cn/uploads/images/gallery/2024-03/nW5XOzQBYC0w34yo-image.png

Entry
EntryJAnimatod TTRVEBRE [T TTT11]

Anystate
(T3 ST ITEh s o n PAsHEea e [T TTPBtwseate [T Statel]

&

Any State

Animator[JTTTITIAnystate[TT1T]

LTI 6 E < IR I Ny $ T i@ AT |

VRC Expressions Menu

[([ITParameter[ITTTITEEXpression MEENHfAssi@TParameters[ITParaMBIRITTTTTTT1



https://docs.vrcd.org.cn/uploads/images/gallery/2024-03/cV9JLB62PJhprgcw-image.png

Expression MenuBE{pression Parameters[ITParamefler

Noul_s

Down
4
MNone (Texture 2C
Button

88, Int

Add Caontrol

VRC Expression Menu[IT]

Expression Menu[TTTTTTTTTTTIT]



https://docs.vrcd.org.cn/uploads/images/gallery/2024-03/J8fTckhs2mwF3vTF-image.png

Expression Menu

(. >y

4 )

Expression Paramet
er

A J

!

4 N

Animator Parameter

. S

v

4 N

Animation and Logi
C

\. vy

Expression Menu[TTTTTTTIT]


https://docs.vrcd.org.cn/uploads/images/gallery/2024-03/yCftJXyhzcwAlgEM-f7c5ea84645d0e32b954a7d78d4d9f0d.png

NO[TTTTITITTTTITIITIIIT]




Avatar

VRChat Creator Companion

Armature

Mesh

Texture

Material

Shader

Animator

Animation

(Unity) Editor

(Unity) Project

World

Prefab

Hierarchy

Hips

[T Modular Avatar [JVRCFury

VCCII

m

Unity[Unity [TIIII0



Upload Ready

VRChat

Object

Component

Asset Window

Inspector

Skinned Mesh

liltoon

poiyomi toon

Renderer

VRC Avatar Descriptor

Playable Layers

Physbone Collider

Physbone

Parameter

Expression Parameters

VRC

[

m
0 Inspector [TTTTT11T]

1110
(I11] Projec tITIITIT]

[MITITMesh

(111 Shader(TTTIIT]
1T Booth IT1T] Upload Ready [J Avatar

(IITITITshader
ERRRRNNRNRRNRNNENE

N
[TIITITMesh[IIITMesh[Skinned Mesh[T]

Avatar(I111]
VRC Avatar Descriptor[ITTTTAvatarITTTT5JAnimatot
(1o

IIIIIITITIPhysboneITITIComponent

(1T
IITIITITITIITITITITITVRChat Avatar Dyn




Expression Menu 11

Remote Player I
I
Local Player I
I
State [

AnimatorT T T TITITIIII] Animatior

Transition I
Condition 11
Weight n



