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<per-vertex-shape name="dt0401"> (E2{flZvertex (THAREAL) [T, ZHIIEL T 74 /L% THShapes TH7K. esplZ& §% ¢ HEditorID)
<margin>0.2</margin>
<shared>private</shared> ( internal , public (XL T=IZIMNRBINTT)
<tag>dt0401</tag>
<no-collide-with-tag>dt0401</no-collide-with-tag> (ZnifRl D a B HELET)
<no-collide-with-tag>dt0401line</no-collide-with-tag>
<no-collide-with-tag>dt0402</no-collide-with-tag>
<no-collide-with-tag>dt0402line</no-collide-with-tag>
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</per-vertex-shape>

<per-vertex-shape name="dt0401line"> (lineA)
<margin>0.2</margin>
<shared>private</shared>
<tag>dt0401line</tag>
<no-collide-with-tag>dt0401</no-collide-with-tag>
<no-collide-with-tag>dt0401line</no-collide-with-tag>
<no-collide-with-tag>dt0402</no-collide-with-tag>
<no-collide-with-tag>dt0402line</no-collide-with-tag>
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<margin>0.2</margin>
<shared>private</shared> ( internal , public (XIE®T=IFIMNRBINTT)
<tag>dt0402</tag>
<no-collide-with-tag>dt0401</no-collide-with-tag> (& IZF EA BN KSICOERZE#HLET)
<no-collide-with-tag>dt0401line</no-collide-with-tag>
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<margin>0.2</margin>
<shared>private</shared>
<tag>dt0402line</tag>
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<margin>0.2</margin>
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<shared>private</shared>
<tag>SMPHairTestVH</tag>

<no-collide-with-tag>dt0402line</no-collide-with-tag>
<no-collide-with-tag>SMPHairTestVH</no-collide-with-tag>
<no-collide-with-tag>SMPHairTestVHC4</no-collide-with-tag>

<weight-threshold bone="NPC Spine2 [Spn2]">0.2</weight-threshold>
<weight-threshold bone="NPC Head [Head]">0.2</weight-threshold>
</per-triangle-shape>
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<margin>0.2</margin>
<penetration>0.2</penetration>
<shared>private</shared>
<tag>SMPHairTestVHC4</tag>

<no-collide-with-tag>SMPHairTestVH</no-collide-with-tag>
<no-collide-with-tag>SMPHairTestVHC4</no-collide-with-tag>
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