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Tell GIERHERAMZ Unity 2022.3.22f1 kA,

e M VRChat T FEiFH R Creator Companion (VCC),

Download VRChat

Steam Oculus.

Content Creation

Setting up the SDK

Creator Companion

You can install our new Creator Companion, which will help you get all set up for making Avatars or Worlds.
This includes downloading the latest SDKs as well as keeping them up-to-date. More info in the

Download the Creator Companion

+ Manual SDK Installation
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Unity 2022 World Project Unity 2022 Avatar Project
A good starting point for a new VRChat World A good starting point for a new VRChat Avatar
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Unity 2019 Avatar Project Unity 2019 World Project
A good starting point for a new VRChat Avatar A good starting peint for a new VRChat World
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Thumbnail

You can pick a new image to be use
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Capture From Scene
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mouth_skin_fang_R
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