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4. Merge Armatures by pressing the button
Pone:lrSou s can now e X Do L ERErIvack  mo~Unt

6. In Unity add the materials by selecting
the object and dragging subsequent materials
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Find the bone and select it in
the heirarchy.
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component, then add the transform,
then press the activate button. It
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DiEsaon R
v B ~ VRC Phys Bone (Script) e 3
Transforms
Root Transform Mone (Transform) ®
¥ Ignore Transforms
Size 0
Endpoint Position X0 Y 0.01 Z 0
Multi Child Type Ignore . d
| Forces
1 Integration Type Simplified hd
Pull & 0.0a7 C
Spring & 0.134 Cc
Grawity @ 0.05 C
Gravity Falloff L= o c
Immobile Type All Motion -
immabile L 0 c
Limits
Limit Type None -
Collision
Radius 0 c
Allow Collision
¥ Colliders
Size 1]
Grab & Pose
| Allow Grabbing
| Allow Posing
Grab Movement ® 0.5
Max Stretch L 0 c
Options
Parameter
Several paramelers are croaled usng the REyRame provided
{pafamaled |_145abbad
[Bood] Ane the bones cutrently being grabbed.
{pasameter|_Angke
[Fioat] 0-1 vk represanting the 180 angh any ond bone is from is original rest position
{parameler)_Stretch
[Fiat] 0-1 vaks on how close The bones ane to thelr maxmum stretch engtn
It's not necessary Lo use & synced paramater as defined by the VRCExpressionParametarns cbsect. These
paramaleds are already updated on both the boal and remole machnes,
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* Gizmos
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3. Put the Panda base armature in dropdown 1 &
thesolr ect SrnicMgseclownt 2 like ' bel ow, -make
sure ‘Join Meshes’ and ‘Remove Zero Bones’

are unchecked.
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4. Merge Armatures by pressing the button
Pone:lrSou s can now e X Do L ERErIvack  mo~Unt

6. In Unity add the materials by selecting
the object and dragging subsequent materials
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. e nd s the®herierands select: ugiin
the heirarchy.
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¥ EE] Armature
v () Hips
D Ass_Root
» ) Clip.L
) ClipR
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component, then add the transform,
then press the activate button. It
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Activate Lem
Is Active
Weight
Constraint Settings
Sources
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g Constraints, shoulldeetset -as- fiollows:
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Bones. Add the component and copy the
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DiEsaon R
v B ¥ VRC Phys Bone (Script) @ 3 i
Transforms
Root Transform MNone (Transiorm) &=
¥ Ignore Transforms
Size o
Endpoint Position X0 ¥ 0.01 Zo
Multi Child Type Ignore L
Forces
i Integration Type Simplified -
Pull L ] 0.047 C
Spring [ ] 0134 c
Gravity — 0.05 c
Gravity Falloff L 2 ] c
Immobile Type Al Motion -
Immcbile L ¥] L ]
Limits
Limit Type Mone -
Coliision
Radius 0 o]
Allow Collision
¥ Colliders
Size o
Grab & Pose
Allow Grabbing L
Allow Posing o
Grab Movement & 0.5
Max Stretch L4 ¥ c
Options
Parameter

Sevaral paramelers are croated using tha kayname proyicded
{parameter}_IsGrabbed
[Boal] Are the banos curtantily baing grabbed.
{paramater} Angs
a [Flaat] O=1 vahse represanting the 180 angle any ond bona i@ Trom &S ongnal rest position.

(parameter)_ Stratch
[Fiaat] 0-1 vakse on how close the bones are to their maximum strelch length

It's not necessary (o use a synced patameter a5 delined by the VRCExpressonParameters object. These
paramelers ano aiready updated on bath the bcal and remate machines

15 Animated
* Gizmos
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thesolr ect SrnicMgseclownt 2 like ' bel ow, -make
sure ‘Join Meshes’ and ‘Remove Zero Bones’

are unchecked.
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4. Merge Armatures by pressing the button
Pone:lrSou s can now e X Do L ERErIvack  mo~Unt

6. In Unity add the materials by selecting
the object and dragging subsequent materials

o




Is Active

Find the bone and select it in
the heirarchy.

) Armature
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- [P Ass_Root
» () ClipL
0 ClipR
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component, then add the transform,
then press the activate button. It
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Welght

Sources

v (3 ~ Rotation Constraint @ 3
Activate Zero
"
o1
Constraint Settings
A upper_leg L (Transform) 21
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Constraints should be set as follows:
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DiEsaon R
v B ~ VRC Phys Bone (Script) e 3
Transforms
Root Transform Mone (Transform) ®
¥ Ignore Transforms
Size 0
Endpoint Position X0 Y 0.01 Z 0
Multi Child Type Ignore . d
| Forces
1 Integration Type Simplified hd
Pull & 0.0a7 C
Spring & 0.134 Cc
Grawity @ 0.05 C
Gravity Falloff L= o c
Immobile Type All Motion -
immabile L 0 c
Limits
Limit Type None -
Collision
Radius 0 c
Allow Collision
¥ Colliders
Size 1]
Grab & Pose
| Allow Grabbing
| Allow Posing
Grab Movement ® 0.5
Max Stretch L 0 c
Options
Parameter
Several paramelers are croaled usng the REyRame provided
{pafamaled |_145abbad
[Bood] Ane the bones cutrently being grabbed.
{pasameter|_Angke
[Fioat] 0-1 vk represanting the 180 angh any ond bone is from is original rest position
{parameler)_Stretch
[Fiat] 0-1 vaks on how close The bones ane to thelr maxmum stretch engtn
It's not necessary Lo use & synced paramater as defined by the VRCExpressionParametarns cbsect. These
paramaleds are already updated on both the boal and remole machnes,
Is Animated
* Gizmos
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