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1. %) FHR% / Terms of use
ARIDETILECHEA®DRIZ. L TOHBFARNZUNT SRS,

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.
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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

2. T INFZ—~DH 3% / How to apply to your Avatar

LU D ERBA I Unityd K U'VRChat Creator Companion(VCC)h\ AV Rb—ILEH THS
AR CREBLET . HOMLHIT TEIZILY,

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

2.1.1ilToon%VCCIZ;&/0 / Add lilToon to VCC
2.1.1 liiToonDR—FFHAEFET,
Open the lilToon page.

2.1.2 TVCCIZEBM] Z:#ERLFET,
Select "Add to VCC".

2.1.3 VCCOYRTRr)IZEMLETS,
Add the repository to VCC.
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2.2.Modular Avatar#VCCIZ3E /N / Add Modular Avatar to VCC
2.2.1. Modular AvatarQR—I#BEE T,

Open the Modular Avatar i

222 T85> 0—K1&&IRLET,
Select "Download".

2.2.3. VCCOYRIr)IZEMLETS
Add the repository to VCC.
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https://lilxyzw.github.io/lilToon/
https://lilxyzw.github.io/lilToon/
https://modular-avatar.nadena.dev/ja
https://modular-avatar.nadena.dev/

2.3.vcCctcrno Y +%#[< | Open the project in VCC
2.3.1 ERIDA=21—m BT Projects IZEIRLET,
Select "Projects" from the left menu.

232 RETIEEALI-LWITOY YD Manage Project |/m 5 i Toon 1 &MModular
Avatar|ZEMLET ,

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

2.3.3 5 EDIOpen Project & & IRLET,
Select "Open Project" in the upper right corner.

2.3.4 Unityh\ (B9 5 F TLIELBHFHELZELY,
Please wait until Unity starts.

< New Project
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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 %
ERLFET,

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

2.4.2 Nareva®@unitypackagez:ERL . lmport1Z#ERLFET,
Select the Nareva 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

Copy Path Alt+Ctrl+C

Import New Asset...
Import Package > Custom Package...

Export Package...

Import Unity Package n
Nareva_material_1.0.0
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2.5.PrefabZz 70 x4 > 7R—KImport the Prefab into the project

2.5.1 Project Ml Assets | > #FLHD T+ LA | >Nareva ] —[Prefab | 74 )L F #BEE
ER

Open "Assets" — "$iLHD T#+/LF" — "Nareva" — "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.




2.6.EHLIEFD YA X -IEZXHZE | Adjust the Straw Hat Size and Position

X EOOIEFIETIAICDER ([CEHETHAXERAELTLVET, E£1=. Modular
Avatar D#EEFEFHL T PhysBone DR EZFHEL. —H DA T I EEHMIZIE
FKRICLTWET,

NODBENTELIBEIEL. 5259 5 Modular Avatar A R—RUMEEIBRL TS
Ly,

*The straw hat has been sized to fit the default hairstyle. It also uses Modular Avatar
to adjust PhysBone settings and automatically hide certain objects.

If these features are not needed, you can safely remove the corresponding Modular
Avatar components.”

BUEOERICELTELLEFOYAX-NERENLELGBSIIUTOFIEEZSE
[CLTLZELY,

If you need to adjust the size or position of the straw hat to fit a different hairstyle,
please follow the steps below.

2.6.1 TArmature |—That_root | Z:#iRLET,
Select "Armature" — "hat_root".

2.6.2 Move / Rotate / Scale Tool. ZE1=I&lInspector ] Transform 1z {#F AL THIE 1©
YA XERELES,

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

@ Inspector

.‘T hat_root

ag




2.6.3 SHIZHWERABRNALELIZ S, That]®D BlendShapes L THRAZEL TS,
If further adjustment is required, use the BlendShapes on "hat".

% BlendShape [C&BFABARIZE->TIE, ELLBFDIRUIZRESNTIND
PhysBone DEEIZFHE T HIGENHYET,

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

© Inspector

* Layer Default

Transform

% ~ Skinned Mesh Renderer

BlendShapes

height_all

2.6.4 S5IZHIMIL Ty b SE=LME A (X, [CapFitter/HoodieFitter 152 E DTS5 42 M
FERZHEELES,

*For more precise fitting, we recommend using a plugin such as
CapFitter/HoodieFitter.*



https://booth.pm/ja/items/8259564
https://booth.pm/ja/items/8259564

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

[B5 T A —




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=I&. Project DT Assets | > FHLHD T+ /LA |- Nareva]—

[Material 174 LA MOEBLFZWI T 7 ILEEIRLET,

Alternatively, select the material you want to use from "Assets" — "#iLHDTAILE"
— "Nareva" — "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) swinsuit # check 1 IZEE I 31848,
Example: Changing "swinsuit" to "check _1".

@ Inspector

Tag » Layer Default

Transform

%, v Skinned Mesh Renderer

b | Edit Bounds

Center 3

Extent

Hfscreer

Element O ® check_1



3.2.EHLIEFDIRLDEDZEE | Change the Straw Hat Ribbon Color
32N BFDITIV7ILEEIRLET,
Select the hat material.

3221 A AT —2ndIDBZEZEET HEMBFDIRVDBEEETEET,
Change the color of "Main Color 2nd" to change the color of the hat ribbon.

323 AU AT—3rdIDBEERT DL, aatH U FILDYRVDBEEETEE
ED

Change the color of "Main Color 3rd" to change the color of the scrunchie and sandal
ribbons.




3.2.4 metal TT)T7ILEEIRLET,
Select the metal material.

325 AU AS——2nd I DBELEETHE MEFOIRVDBEEETEFT,
Change the color of "Main Color 2nd" to change the color of the hat ribbon.




4.FT JL{EHE / Model Specification

7RI % / Triangles : A29,354
BOURDEZEDHLIEF / hat : A10,592
Fa—AH—I/choker : A660
vl X [ necklace : A880
K& | swimsuit :A12,650
7 —A1sH7\— [ arm_cover : A4,382
BOD /N2 )L bracelet : A560
<,a<,a [ scrunchie :A1,798
L—XLw5 /7 UK [ leg_band - A760
424 )L [ sandals :A2,790

(fEATTYT7ILAOvEE / Number of material slot used  :12

-{FEA~T)7ILE / Number of materials used :3

LhS—%&$4£/\1)T— 3% / Total number of variations including color
:50

->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
B@EffLE. ~DT1v T4 DBERMTHERALTVET,
It is used to help prevent clipping and improve the fit with shoes.

MA Shape Changer

odular

odvular Avatar

Avatar

0.01

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

*MA Floor Adjuster
HAHEICIEERLIDZEHRCIEETHMELTEALTLET,
This is used to prevent the shoes from sinking into the ground.

MA Floor Adjuster

oavlar

Avatar

6. B FERE /| Revision history

Vv2026.07.10
Rev.00
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