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4 [rBes s nane setting
Check Tupe Part Short SEL node Incl g whole bod:
B fon BONE head H Face 1
0N BONE chest [ Chest R 1
g Jow BONE waist W Waist 1
I (1] BONE left thigh LT Legl R 1
1] 0N BONE left sh Ls Legl_J 1
0N BOWE left foot LF FootL R 1
7 ow BOME lght thish RT LegR_R 1
= o BONE ight sh RS LezR_J 1
I ou BONE ht foot RF FootR_R 1
5w BONE left LUA Arml _R 1
P 0N BONE left f LFA Arml_J 1
..l N BONE left hand LH Handl _R 1
= o EONE ht RUA ArmR_R 1
ER ] BOME ht f RFA ArmR_J 1
20 fon BOME ht hand RH HandR_R 1
21
73 |ttExt ts nam tt
7 |eheck Tupe Part Short nam SKL nod Includ hole bod
75 |on EXTRA b 1 B Breast 1
il EXTRA tail L Tail R 1
27 EXTRA  weapon WEP Weapon R 0
28 EXTRA muzz| MZL Muzzle_EF 0
Zg EXTRA tongue THG Tongue R 0
31_
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32 |oheck Tvpe Fart Jost | Li 1% LocalY L 12 Attack radiuP radi
ZI 0N CoLL =i} 1.7 .21
E |ou coLL LT 1 0.5 0 0 1.4 1.82
I fon CoLL LT 1 2.8 U 0 ot 1.68
37 |on CoLL LS 1] 0.9 0 0 o 1.56
32 |on CoLL LS 1] 3 0.2 0 1 1.3
3 fon CoLL LF 1] 1] 0 0 1.3 1.69
Eﬁ] 0N coLL 0.5 0 0 1.4 1.82
1 N CoLL 2.8 .2 0 1.2 1.58
I7 fon CoLL RS 1] 0.9 0 0 1.2 1.68
T3 |on CoLL RS 1] 3 IEE 0 1 1.3
EER T coLL RF 1] 1] 0 0 1.3 1.69
I fon CoLL C 1 1.5 0.4 0 1.5 1.95
25 |on CoLL 1 1] ol 0.2 ] 2.34
1.! i} oLL LUA 1] 1] 0 0 i 1.58
T2 fon coLL LUA 1] o 0 0 il 1.42
T fon CoLL LF& 1] 1.1 0 0 i 1.3
B0 fon CoLL LH 1] 0.5 0 0 1.3 1.3
51 fon CoLL RUA 1] 1] 0 0 2 1,58
2 |on CoLL RUA 1] 1.7 0 el 1.43
% an coLL RF, 1] 1.1 0 1 1.8
o fon CoLL RH 1] 0.5 0 0 1.3 1.3
55 fon CoLL H 1 0.3 0 0.6 1.5 1.95
&3] coLL L 1] 1] 0 0 1 1.3
57 coLL WEP 1] 1] 0 0 i 1.3
3 MZL 1] 0 i 1.8
9 TN ] 0 1 1.8
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