VRMA VX « SZIF1 2 11HEE v0.9

¥R : Windows / Unity (Built-in RP, PPSv2) BEH# : VRM/FBX ¢ &E%Z&HAAH. BPMXZ
FYIEAIRALTAVTHEICEALE - A XZEH - bo—2RACBHRE - &8/ EEDEE
HAOFET OO Uy D" TTEBIZITo 4% RT3,

i&i

1. BiR CIERE R

-E0O%RY  YIEEEHH S 59 TH Y AMGEHATE 3,

IERIE : BIEIXETINDS =4 /ITVTIEZEELLEW (Look Preset (351 b+ KX 7OD
#) o

‘EERTE . 1080p60 BE/INEHETE. RRTEXL AL (PNGHWAVEZX) ,

« L3R ¢ JF3k URP+NiloToon AD#1T. VRMA. 71X Z/Look DEFIZH It

WOS /o211

- Windows 64bit (.NET 4.x Equivalent)
HELYH—N1TS51>

« Built-in Render Pipeline (Post-processing Stack v2)
FEHNEBHKTE

«UniVRM (0.x 2D HXTIE)

« MToon / liltoon (FH#RS 1t > X ZEHL)
« FFmpeg (7 7' NEEERD MP4/WebM A, /X7 —J > J IR AERAIERE or FIHREF5E0E T)

2. 78 (A—Y—X =1 =)

1.VRM §5#iAds (UniVRM B#E) : RS wv5&ROw FE71E [Import VRM] TEO— K, VRM 0.x D&

S (Lx ERAIS) « RIF/FEITL VRS A T7OBHER—7 v FEF.
2. FBX/anim 5idiAd : Humanoid Z#:— Motion Track AN R 5w /BB, & E - R IL— M E—
o3y (\/BEDH/E) - FootlK % Inspector THIE,

3. BERAAH | .wav/.mp3, BPMEFA /2y 7. #7ty MEE, HA/MHTVY RICRFv T,
4. Look Preset : Natural / LiveStage / VividAnime / Neon / Dark / Mono / MonoRed, EY¢/¥E/a>

FSRAMEXY bNEE XFAH4—THERE, BEIZIEHEE (X7 7ILFESE) .
5. x—4tNE Ul . HikEMIF ~2JL TEnable Shader Overrides) % ON IZ$ % ¥ MToon / liltoon
DYFE. VLASANTISSAV/EDES/DT— R T FMEDEZEERM,
6. hbWVWWUI: A,TdFR T 4>+ (il : Rounded M+ / Noto Sans JP Rounded %) +/VX 7 ILECE,
Unity iZZ#R LABEWMR—T Y1 >0
T.AXZ:
8.EES VLY !
o BANSDEE
o %ANBLDEE (EL)
o minhcneE (E<)
o NART v (FOVKE®D)



9. A—H¥—F&ETV v FDIER/RE/TEE/HIRR,

10. Uty bER - FUEwy R %E T 70)L (shotpreset/.json) ¥ LTI Y RR— /1 VR— MaJRE

11.Camera Track T2 3w FoIZEIEAR, 5w b /IFFIEE/FOV/ERSZ—4 v ; (Hips/Chest/Head) /
1=V I % RE

12. RZX 7Ot X% : Bloom/ColorGrading (B« IV b5 b - BE « T« > b « FE - Hue)
Vignette, (ZEHKF) L-G-G. Curves,

13. EhEH A ¢

14. BI%E : PNG EH + WAV (EH1E - 7L 7 7125

15. 77> 3> : MP4(H.264+AAC). WebM(VP9+Alpha). ProRes 4444 (MOV)

16.ZBHN (Fv>DH) [ FvII9F—LAVERNXT +afts,

17. Steam FB—% 7 : [Export > Steam ContentBuilder] T steamcmd\contentbuilder\content | L{F
AEILREEYEEA L. | app_build.vdf | 7> FLHREBEER (ApplD RBERIIZZI—) o

3. EIEtER
3.1 Ay 4 —/\— (Top Bar)

« 7/ : New /Open/Save (3L3RF .vdd)
SR BAE/f2IE. FEE/ARE. RE (0.25-2.0) < =T KT
B IFPS. BMRE. BE. ~NLT

3.2 Y1 F/\— (Assets & Session)

« Assets : Import Audio / Import Motion (D&D FJRE) + U X b (W&ZFE/HIBR/ 7L E21—)
+ Session :

s Avatar : SiARDER (REDOT7 N2 —1ER)

« Shader Backend : MToon / liltoon (E#&E ~4'JL ON B &)

« Look Preset : 3R /iR&E/#5

» Stage Preset . Studio3pt / StageSpot / OutdoorSky

3.3 R (Timeline)

o FE% : Waveform (X—L/XoO—)L)
« FER : Beat Grid (BPM/#//\&i. X+ 7 ON/OFF)
« k> w ¥  Motion / Camera / Marker

3.4 65Y1 F/\— (Inspector)

» Music : BPM. Tap Tempo. Offset. Start/End ¥—7/—

+ Motion Clip : IRE. K&, JLl—FE—> 3> FootlK

«CameraShot: Ut w b4, HARE (3B) . FOV. {UE/[MEx. BREX—7T v b, 1=

«Look Preset : S k3 & (Key/Fill/Back) + PPSv2 (Bloom/ColorGrading/Vignette/LGG/
Curves)

«Shader Overrides (LEfR) EDRBIMER. TOLSA2. VLTI +E



4. 7—2ETIL

41702 x2 bk (.vdd/JSON)

{
"version": "1.0",
"audio": {"path": "StreamingAssets/Userlmports/Audio/song.mp3", "bpm": 128.0, "offsetSec":
0.12, "beatsPerBar": 4},
"avatar": {"vrmPath": "StreamingAssets/Userlmports/Avatar/model.vrm", "humanoid": true},
"shader": "MToon",
"lookProfile": "LiveStage",
"motions": [
{"path": "StreamingAssets/Userlmports/Motion/dance01.fbx", "startSec": 0.0, "speed": 1.0,
"rootMotion": "None"}
l,
"camera": {
"shots": [
{"preset": "BustWide", "startSec": 0.0, "durationBeats": 4},
{"preset": "FullBackFar", "startSec": 7.5, "durationBeats": 8}
]
2
"markers": [{"name": "Chorus", "sec": 52.0, "color": "#FF7F7F"}]

}

4.2 ScriptableObject

« LookProfile.asset : backend. outline. rim. shade. lights (Key/Fill/Back) . postFx (Bloom/
Exposure/Contrast/Temp/Tint/Vignette/LGG/Curves)

« ShotPreset.asset : name. localPos/localEuler. FOV. durationBeats. ease

- StagePreset.asset : skybox. lightrig params (35288ER)

« CameraSharePackage(.json/.zip) : ShotPreset DR #EHAICEZ H L/GiAHAH

5. BiEELEt
5.1 —E X /&%

«App : BB/ T. DI vdd FiR/RE/FHA

+ AssetLibrary : 1—%'—=#f (Audio/Motion/Avatar) BIE. XX RE. 7 LA ER
«AvatarLoader : UniVRM EfEO— K (0xDH) . RIEZ—T Y DX F v
+AudioService : B4, BFLEM. BPM/M4RS U w R

- MotionPlayer : Humanoid 8% (PlayableGraph)

« CameraDirector . > 3 v MFD#E/TIE/BIRE

« LookService : LookProfile M (Z- b +PPSv2, LE#fBFIZS = —4 KMR)

« TimelineView : Ul {R&E (RS v, v & J—F)

« Serializer : .vdd 1/0

- Recorder : PNG+WAV / MP4 / WebM (a)

« SteamExporter : ContentBuilder 7 # JLA 77+ app_build.vdf | 7> 7L A&ERK



5.2VRM O—4 (UniVRM EigA )

*VRMO.X B, LXIEKRMIE (FiHAHBHIEEZRT) o
FeAAH /N ¢ StreamingAssets/UserImports/Avatar/*.vrm % BEEEER, FENRIRHE,
FeAIAHTE T B
« HumanoidAvatar #5E ¢ Validation
FEBILYRS AT (FES/OF/FREB) 27—7 /L1t
«¥32 (SpringBone %) |3 HIHRIZBIE SR E THEM /&ML & &#IRATBE

5.3 > x—4 Override (L& +%/JL ON B)

HBNTA—2HRAL -

« Shadow Strength (RXMET)

« Shade Shift (3E5)

«Outline (&/X )

«Rim (Power/Color/Mix)

RvEVY .

+MToon .| _ShadeShift ,| _ShadingGradeRate , _OutlineWidthColor , _RimFresnelPower |
_RimColor |, _RimLightingMix , _RimLift %

« liltoon : | _ShadowBorder/_ShadowStrength ,| _OutlineWidth ,| _OutlineColor ,| _RimColor ,
_RimPower | & (ZITLLE A

HEEIFUIZTL =T bRERL RIREZBEDH

54NhAXSRAT LA

Tty FEE (FIHR)

o FullBack  (#3/2%)

+ FullBackFar  (3/£5/i®)

« FullFrontFar (Bi/28/&)

o BustWide  (JAX k7w 7F/FOVX)

o A—H—{EfK | IBEDH X S% ShotPreset & L TRIF. BFF/ T LR/2Ts

Bof6 | 87 v b % CameraSharePackage ¥ L TEFH L (JSON + H LAXRER) o
B4  CameraTrack IC¥ 3w FZMEA, |ease (Linear/QuadinOut/CubicinOut) THRI,

55 RZ27AOEX
« PPSV2 7R 1) 2 — L\ T LookProfile % B, Curves/LGG IFEFRXA = 2 —TH D fefcdro
5.6 $RiE/iEB

«BIE : PNGEZE + WAV (EHIL/E/NXL) o Time.captureFramerate THIFEIER,

« MP4 : RenderTexture — FFmpeg /N 7 (H.264 + AAC) o

«i%iB WebM(ProRes/PNG) : £+ SEH/A XS (CullingMask=Character) . RT I& ARGB32/Half.
Clear a=0, KRR 7ODESAIFHRIKINH,

5.7 Steam Export

e XZa—": File > Export > Steam ContentBui lder...

« H77 : | steamemd/contentbui lder/content/<AppName> | (Z Build,

«4ERY ¢ | scripts/app_build_<AppID or Dummy>.vdf | 5> L (Depot i 1 XERDIEE. BAEHK
1t) -



6. UJUX THALHA K

e =2 1R LVBER—X+ NZXTILELE (Primary /Accent/Warning) o

«7x> b AT () : Rounded M+/ Noto Sans JP %)

cAVR=V P I KEDASAA—/ T I BRI 12px U E. A—RENRIL. HITED,
TFAAY I FA VR RALD,

TOEVEVTa i FEOV TR MEA51I M E. F—R— RiR{ERE. Undo/Redo,

7. #7148 Look Preset (ME3Z(i#)

«Natural : EE/EFE. #80) Bloom. B +0.1. ¥E +5

« LiveStage : 883> b 5 X ;. Bloom 0.55. E}+0.2. ¥E +8

«VividAnime : ¥ES&. Bloom0.75. B3 +0.25. AV 35X k +18

«Neon /[ Dark / Mono [ MonoRed : Eift&@IF (Selective Color I& Curves/Channel Mixer 1) &2
~THRA)

8.QAFIvYVIURE
[ EED VRM %A H — Humanoid &3E %= B8

FE D FBX % Motion Track THB4EAAE

BPMERE/R v T >R T v THER

AXZS 3y MHORRED ICY)E - FiE

Look Preset & h'ENEs B (MToon « liltoon)

Waveform O X—L/X o O—ILHBS5H

W—THEEBELNRE

vdd RE-BIHHUATREBR

598RE (PNG+WAV) TEXL AL

OBS/#AEBTH 1080p60 INSRHEE

[]
[]
[]
[]
[]
[]
[]
[]
[]
[]

9. /R1TINAR =2

«M1 (MVP) :VRM/FBX/ZEDiHAAH. BPM X+ v 7. Look (FEREiE 3#&E) . Camera Track.
PNG+WAV 77

«M2 : Ef% Shader Overrides. X Z&%B. WebMa. Steam HA7>7FL

« M3 : Look Bl (Neon/Dark/Mono/MonoRed) . Curves/LGG. SR FEREL

+ M4 : URP + NiloToon. VRMA Xt BB BPMI#EE. >3 v FEBIER

10. {38 | BETFTs LIV

Assets/
Scripts/
App/ Avatar/ Audio/ Motion/ Camera/ Look/ Recorder/ Steam/
ScriptableObjects/
LookProfiles/ ShotPresets/ StagePresets/



Resources/

Scenes/

Fonts/

u1/
StreamingAssets/

UserImports/

Avatar/ Motion/ Audio/

Docs/

README.md LICENSES/
External/

FFmpeg/

11. {388 | U1 FF X b ()

+ Import VRM / Import Audio / Import Motion

« Enable Shader Overrides (_E#R)

« Export to Steam ContentBuilder

+ New / Open / Save Project (.vdd)

« Start/Stop Recording (PNG+WAV / MP4 / WebM a)

12. ¥

+VRM 0.X #i#Ee 1X 7 71 ILDMEE SNICBBIEERMLDEZ A 7O /O TE L.
ik, BIALIE Y XE U (UniTask/Coroutine) (&5] &t =K,

« liltoon OFAMWIET. FR - BRRABEOASIFTOT TV b ZEICHESR.

« Steam AD 7w FO— RB{&KIE Steamworks O 1 > /X7 U FEHBRE (K7 FUIE
ContentBuilder 7 x LA £ T BEML)

am

RAIAHE
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