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1.7 384 / Terms of use
AIDETFILECHADEINIZ. L TOHEFARNZNT THEZRZEL,

Before using this 3D model, please make sure to review the following terms of use.
Please ensure you read the following terms of use before using this 3D model.

@R AL (JP)
Terms of use (EN)
=2=0[= 719 (KO)
BEAFERSEIR (ZH)

2.7 I\ 9—~DE A% | How to apply to your Avatar

LU M ERBA X Unityds K UVRChat Creator Companion(VCC)WSA > A b—ILEH THS
AR TRELFET HoMLHIT THIZELY,

The following instructions assume that Unity and VRChat Creator Companion (VCC)
are already installed. Please note this in advance.

2.1.lilToonZVCCIZ:E/N / Add lilToon to VCC
2.1.1 liToonDR—SHRREFET,

Open the lilToon page.

2.1.2 TVCCIZEm] #&RLET,
Select "Add to VCC".

2.1.3 VCCOYRTRrIZEMLETS,
Add the repository to VCC.
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https://drive.google.com/file/d/1zaQVR7A2ioWaj5RBllViRMktJdfhrasu/view?usp=sharing
https://drive.google.com/file/d/1PUNvgCJCfJIY2U4NJ1R3y-QfDi3G6ej5/view?usp=sharing
https://drive.google.com/file/d/1J9sKkDTq5m0GM6N89UdmOId7Z13EBGQ2/view?usp=sharing
https://drive.google.com/file/d/1q3zSLm9fH-KPvCGXgSOEJxfJWyW4yO-N/view?usp=sharing
https://lilxyzw.github.io/lilToon/
https://lilxyzw.github.io/lilToon/

2.2.Modular AvatarZVCCIZ:8/50 / Add Modular Avatar to VCC
2.2.1. Modular AvatarQR—EBZEF T,
Open the Modular Avatar page.

222 8o 0—K 1%&IRLET,
Select "Download".

2.2.3. VCCOYRIM)IZEBMLET,
Add the repository to VCC.
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2.3.VvCCTF/RY Y +%AI< | Open the project in VCC
2.3.1 ERIDA=—a1—h 5T Projects 1Z:&IRLET
Select "Projects" from the left menu.

232 RETIEZBALE=WLWITAY UMD Manage Project 15[ ilToon 1&TModular
Avatar |ZEMLET,

Add "lilToon" and "Modular Avatar" from "Manage Project" for the project where you
want to import this model.

2.3.3 5 LMD Open Project |1 Z:&IRLET,
Select "Open Project" in the upper right corner.

2.3.4 Unity B 2B 9 5 F TLIELLEFHLIZELY,
Please wait until Unity starts.

< New Project

S Tools



https://modular-avatar.nadena.dev/ja
https://modular-avatar.nadena.dev/

243DETINETADIMMIA2R—bF | Import the 3D model into the project

2.4.1 Unity EEDA=a2—m 5T Assets |-l Import Package ]—I Custom Package |1 %
FEIRLFEY,

From the Unity top menu, select "Assets" — "Import Package" — "Custom Package".

2.4.2 Mimele@unitypackage%:ZRL . Nmport 1Z#RLET
Select the Mimele unitypackage and click "Import".

243 LTFOVWIT DA ELEEASR—RLTIZELY,
Import one of the following combinations.

Material Package + Fullset Package
Material Package + Avatar Package

File Edit GameObject Component Services Jobs Tools VRChatSDK  Window Helg

Create >

Show in Explorer

Alt+Ctrl+C
Import New Asset...
Import Package >
Export Package...
Import Unity Package n
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2.5.PrefabZz 70 x4 > 7R—KImport the Prefab into the project

2.5.1 Project Ml Assets | > LHD T+ ILAF | >TMimele ][ Prefab | 74 )L F #BEE
ER

Open "Assets" — "$iLODTAHILF" — "Mimele" — "Prefab" in the Project window.

252 FRATEH7/\3—LD Prefab #FIRLET .
Select the prefab for the avatar you are using.

253 7N\E—DETITFIYT &FOyTLTHIZELY,
Drag and drop it as a child of the avatar in the Hierarchy.

% Favorites Assets » FiLSHOI#ILAY > Mimele > Prefab
¥ Mimele_kope

a Assets
Im Editor




2.6 NYRRU DY A X LI EZF% / Adjust the headband size and position
EBREOERIELTANYRRV DY A X -AERENLELGHEIEIUTOFIEEZSE
[CLTLIZELY,

If you need to adjust the size or position of the headphone follow the steps below.

2.6.1 TArmature | —headphone_root|Z:&iRLET,
Select "Armature" — "headphone_root".

2.6.2 Move / Rotate / Scale Tool, E1=I&lInspector DI Transform 1z {F AL THIE 1>
YA XEREBLET,

Adjust the position and size using the Move / Rotate / Scale tools or the "Transform"
parameters in the Inspector.

() Armature
11 headphone_root

@ Inspector

ﬁ v headphone_root
-

Tag Untagged

’ Transform

2.6.3 NYRRUDIEFAE T 5154 1L, Theadphone.L & Theadphone.R1%3&ERL .
Move Tool E7=I& Transform Z{£FL TGlobal X & (Fr) AMIZFEEIL TESLY,

To adjust the width of the headphones, select "headphone.L" and "headphone.R",
then move them along the Global X-axis (red) using the Move Tool or the Transform
component.

2.6.4 EETHPDHEFET SHHE (. Theadphone_ear.L &



lheadphone_ear.R1%:#1RL . Rotate Tool Z{E AL T Global Z & (&) ARZEESH
TLIZ&LY,

To adjust only the ear pads, select "headphone_ear.L" and "headphone_ear.R", then
rotate them around the Global Z-axis (blue) using the Rotate Tool.

2.6.5 SSIZHEABRNILELIZEEIL. Theadphone ] BlendShapes Z{#E AL TARELT
=&y,
If further adjustment is required, use the BlendShapes on "headphone".

% BlendShape [Z&AFHABEARIZEOTIE AYRRUDUYRUIZEREIN TS
PhysBone OEEI-FEZE T HIGENHYET,

Depending on the BlendShape adjustments, the behavior of the PhysBone applied to
the headphone ribbon may be affected.

@ Inspector
." ¥ headphone

v
Tag Untagged -

Transform




2.7. YRRV ZEB#HHTIZZEE / Change the headphone to a Shoulder-Hanging style

ANYRRUZBENTICERLEZWMES X LTORZSEICLTIZELY,
If you would like to reposition the headphones to a shoulder-hanging style, please

refer to the diagram below.

headphoneJoot
v MA Bone Proxy

oaular
Avntnr

A Head (Transform)

FEUT-I- ) MIBEmEEHES

BAGE (B%)
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BEhTIZT 3 ¢ F1L

headphone rooto
MA Bone ProXyo9—%vI-%

7/ 9—9Armafureoleadh s
CheSHIZEE LT iy, g
headphone_rootnTransformy

headphone@ VT T7¥-7T
HHLOEEANFINL TS,

If you want to wear the headphones in a

' shoulder-hanging style, please refer to
the diagram below. =
n

Crr]wané;ehthe "Targetf" of thhe MA Bone Proxy o
"headphone_root" from the avatar's
"Head" bone to "Chest". e—

-

—

Adjust the position as desired using the Transform -

[ of "headphone_root" and the BIendShapes of "headphone".

B 11
JEVOFFESTIHLET,

EXxX=1—7TON, OFF
Y EZNTEI EIC
fi->TnET.

e
When using the headphones in a
shoulder-hanging style, o
|t |s recommended to disable the ribbon.
———
Thermboncanbetogmedonandoﬁ
=== from the EX Menu.




3. DRI A X A% | How to customize colors

3.1.¥ 77 ILDZEE | Change materials

KED Prefab NIZ&HSTMA Material Swap |IDT«» ITITUTIILEFUYEZNET,
BRIHABLEZWGE (X RR—DLBOFIEEZ SRS,

X RAEMLIGEFOVR—R UM EHEIBRLTERIEOYEE A

You can switch materials using the "<« »" controls in the "MA Material Swap"
component within the outfit prefab.

If you want to customize materials for individual objects, please follow the steps on
the next page.

If not needed, you can safely remove the component.

MA Material Swap

BUIAILAS—




3.1.1 Hierarchy o BEFEBLIzWA T VMEERLET,
Select the object whose color you want to change in the Hierarchy.

3.1.2 Inspector M Material INSYTUTILEERLET,
Change the material in the "Material" section of the Inspector.

3.1.3 Ff=IE. Project DT Assets |- HLHD T+ LA 1—-Mimele |—

[Material 174 LA MOEBLFZWI T 7 ILEEIRLET,

Alternatively, select the material you want to use from "Assets" — "#iLHDTAILE"
— "Mimele" — "Material" in the Project window.

314 EBLI-WA T IMIRSYY &FAYTLTLIZEY,
Drag and drop it onto the object whose color you want to change.

(f5) jacket % jacket_black1 [CEE T 3154,
Example: Changing "jacket" to "jacket_black1".

.” v jacket

" Tag Untagged

Element O

Element 1




3277 RFT—DBEANVRFRU DI DEDZERE | Change the zipper color and the
headphone emission color

BZEEELEWMERIE LTORZESEICL TS0,
If you want to change the colors, please refer to the diagram below.

v M h5-3rd
®ox

Off (7 & i)

hnE

—QBIINT/)EYIT ST ET,
KUT '"metal, v 7Y 7iILloxXTvhAT7—. XTvh7—3rdIizT
HELSR LT RN 22 G i i

The zipper colors are configured to match each color variation by default.
If necessary, you can further customize them by adjusting the "Main Color" and
"Main Color 3rd" settings of the metal material.

v BATIAFv

BBl ~ o00FFF4

The color of the headphone lights can be customized by adjusting the color of the
"Emission" and the gradient of the "Emission 2nd" in the metal material.
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4.FT JL{EHE / Model Specification

7RI % / Triangles : A69,350
{BIFAYRARY [ headphone :A10,592
A2F—x 7y 7R/ underwear_top :A3,610
A2 F—"2xF7 /3 [ underwear_pants : AG,478
rSwoor— vy [ jacket :A33,932
{BIFHRWCBHFr—L (Drv4rybk) [ plushie ‘A1,214
B IFHUL D HFr—L (i) / plushie_arm : A1,104
r—J T+ —/ cable :A2,064
(XA %525 / bandage : A308
NTILY—)La—X | shoes :A10,048

fEATTYT7ILAOvERE / Number of material slot used  :17

-{FEA~T)7ILE / Number of materials used :5

LhS—%&$4£/\1)T— 3% / Total number of variations including color
77

->x—4— /Shader :1ilToon

*PhysBone : Configured



5.Modular AvatarlZ2DULYT / About Modular Avatar

LIT D BER®DT=. Modular AvatarD & BV R—R U rEERALTVET,
FEGERF. BFHRTI NS B THIR-AREEFEOLET,

We are using various Modular Avatar components for the following purposes.
If they are not needed, please remove or adjust them as necessary.

*MA Object Toggle
KEEFHBTEIATOLIVMEERTICT HEMTHEALTLET,
It is used to hide objects that may clip with the outfit.

MA Object Toggle

odvular
Avatar

A boot (Transform)

-MA Shape Changer / MA Mesh Cutter
BERFLOBMTERALTVET,
It is used for the purpose of preventing mesh clipping.

MA Shape Changer

odular

odvular Avatar

Avatar
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se (Transform)
. B4 (B7)
jac -
X Filter - By Blendshape

M body_base (Transform) elete v

shoulder_off Shrink_Ankle
A body_base (Transform) @ Delete ~
upperarm_off A

A body_base (Transform) @ Delete =

elbow_off

+

*MA Brendshape Sync

T\ 3—FRADIIZEE T % BlendShape ZZEL1=FRIZ. RICLHKRITERL TEEIRIIC
ERSEHIELEZBEMELTHERLTLETD,

This is used to automatically follow and deform according to changes in the avatar's
chest-related BlendShapes.

MA Blendshape Sync

AXwis1

/.Body_base (1@




*MA Material Swap
BATOOMDRTIZIVEREZBRSICTHILEHMELTHERALTWET,
This is used to simplify material changes for each object.

MA Material Swap

A Mimele_|

*MA Floor Adjuster
HAMEISIERLIDZEHCIETBMELTHEALTLET,

This is used to prevent the shoes from sinking into the ground.

MA Floor Adjuster

oaular

Avatar

6.F#EFE /| Revision history
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