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giTFast T ZR— b &FTL 7.

o InnoWorks > Create > Export GLB+ via glTFast (Draco compression) 5 %{R L $ 9.

o FEELEA v 2T —RHWEIHEE(Z. InnoWorks > Create > Export GLB+ via gITFast % J#iR
LFd.

5.1 DMEREE T .9lb DRFLE. BEOERIAB CIIRELE7 4 ILE—5EEL 7.

6. InnoWorks > Create > Import GLB+ as Prefab #{#fH L C. T XR— LIz TFVETR b
LZ9. BDOAAT I RF v (ZEY 2R TlE. Extract Images ¥ 7-( Keep Unity Assets % J#iR
L¥d.

7. > —> %K F 1-|% Prefab Stage ¢) Model Vista States % #:29 %(Z(%. InnoWorks > State Manager
& £9,
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GLB+ 7 7 A L% A »R— b /T ZAHR— b L. Model Vista States % {ERY B 1D —IL &ML %
EB

ROMBEDZ ENF T,

« glTFast [ & % Draco F4EH L UIEELED GLB+ T ZR— & . 47> 30 UnityGLTF /Ny &
IF,

s BRT7 FAIOHMEEI-(E Unity RM T A 7DTIRF v+ Ty bEEIRTES, B—770ILEL
U7 AWK —=BEDTLNTAR— b,

 Export GLB+ ¢ Import GLB+ ##{E4 {f X 7=, Scene £ 1 —0 Model Vista 7 —/X—L 1,

* Model Vista States D7 > XA LA VR—F 2 b HARLA AT X—, State Manager 7
N,

« INNOWORKS configurables JLsRDTLELHAE X XIG.

* URP & HDRP (ZXfJSL 1z~ 7 1) 7ILETT.

o SMEMFFTEZTIORFYERIV N, IWETRER YT ZILaE—nY—IL,

s %A LUl A5 Model Vista 27— p 5 IEIRT 5= A 7'~ 3 - State Selector ++> )L,

BH

o Unity 6000.0 PAFE,

e com.unity.inputsystem 1.14.0 .,

e com.unity.cloud.gltfast 6.19.0,
e com.unity.cloud.draco 5.4.3,

e com.unity.nuget.newtonsoft-json 3.2.1,

Iy A= hR4% (T Model Vista Create, IRfET)/ Sy r—/Nx—2 3203 0.1.0 T9.

7L a nEEREE
o UnityGLTF T2 R;R— h/\y 2 T2 RANELRIGHIZDHA. org.khronos.unitygltf A1 X b
—ILL T,
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KX=HANNAILEINET.
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1. Window > Package Management > Package Manager % B % 9,

2. Add package from disk % &R 9.

3. fefitx 1z Model Vista 7 Xy 4 — CELA#IA
com.innoworks.modelvista.create/package.json #ERL 7.

4. Unity h¥/ X\ 5 =2 E BERIRADKRERIREMRL . A2 NAILETTT2ETHFLET.

IRIED/ Ny 47— 1213 Unity 6000.0 PABEASAE T, Input System 1.14.0, gITFast 6.19.0, Draco 5.4.3,
Newtonsoft JSON 3.2.1 A&k #ZRIRE L TEE SN TWE T,

AR M=IL2HERT S
/A IVFTET &, Unity (DRDIEEANFRREIND Z & A#HERL 9.
+ InnoWorks > State Manager,

¢ InnoWorks > Create ) GLB+ <> K,
¢ Scene ' 21— Model Vista A —/x—L 1.

FT7arNyigr—2
o 723 UnityGLTF T Z;R—X —#%I1EBf19 %(Z(Z. InnoWorks > Create > Install UnityGLTF

Package... 5% EIRT BH . EBIBFAHAD/ Ny r—7)—2 70— org.khronos.unitygltf %1 >
ZA=ILLET.

o WET AL UR=—INAT ANy IT—SHAA VR P—=ILENTWBIGS. URP ¥ HDRP OV T 1)
TILTRT72—aBHNIERTx 9.
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Model Vista States

Model Vista States (3. > —> F /-3 7L /N\TIREETRERREL Y M A ABT 5T XA L R—F
> bTY . HRKEER Y MIZIE. HH ) XF L Configurable &, EENDY LR A )L, Ul RIRRE. RED
A7 a3 FES. R/HIAD Input Action, FENEENBLERE. #7/>a>Ten b)) H—Ft=dR—
JU I’ A Input Action A% ¢) £ 9.

fERTREZ State D R—F > MIRDEH) T,

dAVR—F b
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MaterialStat
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TransformSta
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CameraStates

AnimationSta
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GroupStates

ShaderStates

LightStates

Jich-3

3% GameObject MAAAEHEEF >/ F 7L %7 .

HREIBADITE Renderer DY T ) LAY EZ 9.

3% Transform (CO—HIUE & BlEzDA 7> a > 2BRAL £7.

B Transform (ZX L THE A X T 5BEL . BB F-IRERELERTE XY,

L 7> — Animation D2 V) vy 7. F1-dEBRMEDH B QTF P A—2 3> LAY —5T A
—> a3 ESTHBELET.

X0 Model Vista States O T FDXNEA T aLa O TRIRL 7.

float, Boolean —")— | vector. color., HDR color A 27 O—/NJ)LE -3 &~T!) 7IL
IZERAL 9.

EV100 38, h5—7 Ik —. BRENF T 3 4X&54 MZERALFT.

TORAR—PFFTBGLB(ZN) T MEIR, JLET—a g, P x—> 3> bO—)b, >
T—X—l. Z17 17 EREEDH. Model Vista ¢ DIENEIRT > X1 L TERT BIHEIC. Zh
SNaArvR—%> MAFERLET.

XBnAT7> 3 BME

& Configurable [Z(ZXDIEB %#:8ETCX $7.

 Configurable Name : "V —)L¥ 5> %1 L U IZRIRT B, HH )T URER Y 4.
 Thumbnail : Editor ¥ =35 > &A1 L7 57 TKEL Y MZFRRT S Sprite,

« Ul Visibility : Ul & 25 /& State Manager M3R/R 7 « JLZ —(ZX9 % Visible & #z( Hidden,
« Current Option : IR7TEE I HREENFE S,

« Previous | Next Option Actions : B4EE— N TA /> 3> &Hi1EIZY) B Z % Input Action,
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Apply Current Option On Awake : I > R—> > b ) Awake FF(ZIEIRIEA L 7> 3> ABRAL
ER
Autoplay : if@4RET& %, EFEDIEF /2137 K LBAE.

BA T a L ZIFEDIBEARETX X7,

Display Name : 'V —)L¥ 5> R4 L Ul [ZFRRT B, HH 1) T LIREE
Thumbnail : Editor ¥ #-(35 > &% A L State 75 92K/~ 9 % Sprite,
Transition Duration : 7L > RSB {ERT 2RELED T L > .
Ease Mode : Ease In Out  7- (% Linear ?)#5f.

Trigger Action : ¢ 7 7> 3 >~ # Z % Input Action,

Hold Action : 8L TWARIZIT¥DF TS a o ~—BFHIZ7L > L. BT & RIBTIOA 7> 3~
JR9 Input Action,

On Selected : 7+ 7> 3 > AWM/ - 1= & & (ZIFUH 9 UnityEvent,

Transform #+ < 3 >-(Z(Z Apply Position ¥ Apply Rotation O] /) & Z A’ V) £ 3. Camera # 72 3
> 1Z(Z Apply Position, Apply Rotation, Apply Field Of View, Apply Projection MY]l) &2 A V) £

EE

Group NEBBRA I

GroupStates (Z(F 2FEEANXRA I E—FKAH) £,

ParentGroupDuration (., #iR [ 7= Group # 7> a > DEBRME 1 —> > 5 ERAL T, 7
SNz NTH States #F & HTHIBL F9. ZNFT 7+ FTY,

LinkedStateDurations (3. ') > 2 X t-9 T States #@EIFIZEHIEA LS. Ko o%kA TS
3 UMBNOBMIFEAMFL 9.

RAITE—RIEGLB+ DI RR— P A UR— M TRIEFENET. ZDT7 1 —ILFALULEHWLT
741 )L ClZ ParentGroupDuration AMFRX N £,
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Model Vista Manager

IRTED S —> # 1-(F Prefab Stage £{k¢ Model Vista States A #E2 L CYERLS %(2(L. InnoWorks >
State Manager A= £ 9.

Manager (Z (3 RDBEBEN B V) £ 9.

o Configurable & (- & 2%,

s MENILTFR P THRIEEINT: State A R—F > MIALERINZT 1 ILE—, FHET 55
& (% Shader States ¢ Light States £, & 7.

Ul o Visible / Hidden tKREA X5 & § HFRR T 1)L X —,

o« AT I LMERET—ROREAFRIRY S, EIRABER DT —H.

o BIRLI-OALTFTDIRENH AR LA AR R —5{FAT ZERBEAR/ SR IL.
« FiE9 % GameObject & B DT % 7O DIEIRIEME.

IO RIE. BBLWTWB S —2 IRFED) Prefab Stage DIETF VT4 TA TSz P HRF L
¥9. >—%BABALT-1%. Prefab Stage 4 FE L1-1&. F1=(3HlD1 AT Z—H i States A IEM
LT-&lE. D14 FOEFRHLTLIEE 0,

I

rt GLB+ W Import GLB+
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2 = Current: 1
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Editor TOA > 7R— b E T AR— b

Model Vista Create [F. Unity Editor @) InnoWorks > Create (Z)Xc)a 7> F&EBML £ .

» Export GLB+ via glTFast (Draco compression) — 77 #+ )L h DT XA;R— b T. Scene £ 21—
—N—L A6 Z0RELFERLET.

« Export GLB+ via glTFast — E[F4AEND A v > 2T — X ATV RR— LT,

« Export GLB+ via Unity GLTF — > 3>, org.khronos.unitygltf A > X b —JLEN TS
BEIZEMIIR) Y.

 Import GLB+ as Prefab — BE{RiZAH £ 1 (3IMFTIHEE LT L DML ED GLB 7 71L& A iR— b L
9.

« Import GLB+ Folder as Prefabs — #IR L 1-7 #ILX—EH D .glb 7 71ILAEAR—bL Z
EB

« Install UnityGLTF Package... — 4 7> 3 > UnityGLTF T R R—KR—D 1 > X b —ILA&FIIEL
9.

Model Vista GLB AT Xfi—p§ 3

L12UEDTLNTT7Ey b i3> —> 0 GameObject ##IRL 7.

2. InnoWorks > Create > Export GLB+ via glTFast (Draco compression) % #iRg %A, Scene £ a1
—Z4 —/N—L 41 D Export GLB+ % {EH L £ 7.

3.1 DMERIEE T .9lb DIRFEATEEL 9. EHOEIRIEE TIIRFHLT 4 ILX—5TEET D
L BIRLIDL— PR ZEIZ 1 DO GLBAEEHENET.

4. Unity Console TLZ RR— MER - EMtEnELEA+MERL £9 .

FT7AIbDgITFast T ZR— M, MEBEE T RAF v EIZEIZ20 £y FEFHAETEE L1- Draco X v
CaEMRAFERL £9. EEEHEA v S 2T —RHAWENRIGEIL. Export GLB+ via glTFast A L F
9. UnityGLTF & [A U Model Vista 3k O— FERAFEAL £9H. X v aEHBOEMEL/ NV o T
> NICKREFEL 9.

I ZR—=PMTE/NAFY) glb A#FEZEH L. JL— I INNOWORKS configurables FLikAIEML &

9. ZOILGRICIE. States 27 7. InputActions, BENEAT—XR. XXTFT—X. YLFxAIL. T4

b. Reflection Probe, L > —7ZAXA—> 3 F—%, 27 7)IL7OXF7cLa— K, 7 7ILN
1 >7F 1>, IEF7 2T 17 GameObject Micsd, EHRAAT I AF ¥ XA O—NA&BFHDZEHTE
7.

5 InnoWorks Window Help

Create > Export GLB+
Export GLB+ (GLTF Fast)
Import GLB+ as Prefab

State Manager
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Model Vista GLB 2 7L /\7¥¢¥ L TA>R—PbT 3

1. EIZIGLC T, Project ™ 4> Ko T12B kD .glb 7Ly F&RIRL 7.

2. InnoWorks > Create > Import GLB+ as Prefab % #iR [ 9.

3. Project 7tz b ABIRL TUWVRWISE(L. SMBD .glb 7 7 ILATEEL 9,

4. Assets/ ANFDTULNTREFEATEEL £9. BET 71ILOBLEIEREET7 # VX —45FEEL
EE

5. GLB+ Texture Import T A EIRL £ 9.

o Extract Images — X{/59 5®HIAAH PNG /IPEG 2D 72 X F v #BIR 7 71 L& L TIRTFL
9.

o Keep Unity Assets — { > 7R— f L1777 AF v % Unity X4 7«1 77 .asset 771ILEL
THRFLET.

o Cancel — 1 > R— p&FIEL £7.

6. 1 R—X—MTLNTEREET Y F&ERTHETEHEL LT,

—3¥&4 > 7R— M (Z(Z Import GLB+ Folder as Prefabs #{ffH L 9. EIRLI-V—ZX 7+ I)LX—ETFD
glb 7 7 A ILEGHIAR,. RIFLET L X —(E Assets RNIZTEET DBEHLH ) £7.

1 > 7R— b TlF. Model Vista States A7 R—R> b, XRT—X, w7 V)VTILT7Ey b, YLRAI,
Z 4 b. Reflection Probe, 7= X—> 3> ITFYTILNA T2 7, BLORETETI ZAR— |
BHLT—=R—=TONTAETIRFvRAO—FAETLET. BEIZWLT, 1 2R—FEDTIC
Materials . Textures . Thumbnails ., Animations 7 #)ILX—%A1EM L TR ET7 LY F 5FEFEL F
9.

Extract Images % #R [ TH . RAW HDR / IFBVN T 2 A F v, 77 A F + B, WebP,/KTX2 1)
V=R FIRIARBER A ER, XNIGL TWEWTF 2 XF B Unity 24T 177y bDEETT., Zh
(3 Editor TOXEGHUFIEDRERIRTH ) . >R A L0 GLB 5t AAFNEIEH ) FHA.

T AF v DERM

Model Vista (3. R16 77 A F v+ 5B ERET VA F v & T 7 AF vlSlA. GLBOIT I RR— & A
IR— M TREFLET.
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Scene Ea—#—/N—L A

Z/Nyr—2(ZE. Create T K{ERT 2T —2 70—N1-5H?. Scene £ 2 — Model Vista 7+ —/\
—LMHABENTLET,

F—/IN—=L A TIERDEFZITA LT

+ Export GLB+ T, EIRLI-7L/NT 71y b F12(3>—> D GameObject 5T Z;R— b L 9.
A7 3@ UnityGLTF /Ny 7 T R Tld7 (. 77 # )L b Draco [E4f gITFast T2 ZR— kAH°
FRINET,

o Import GLB+ T Model Vista GLB % - >»;R— | L ¥ 9. InnoWorks > Create > Import GLB+ as
Prefab * FIC 7L /71 R— 7= 70— BOIAHT 7 ZAF v+ DBEIRHHE 7,

IREDEIRITEB A T RAR— N TEBIGEIZOH. T ZAR—FREXHABZLL) £77,
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VT TIETTE v =z —X =X

Model Vista GLB [Z(. =T Y 7L 7O/,8x57 « L O—F. BH/RMN7: Renderer /N > F 42 T RF
PRAO—F, Px2=&—%&, Sx—X—F—T—F V=ZADL U E—/\{ T 71 M58 RFTE
%9 . Editor TOTL/\T A iR— MR, Create (3370 7 b TREICERATZ 2R HEMRM
DEWIT) TILERAEITL 7.

BEjw ) PILR) o —

F7AILbD Auto SR > —(F. RDOIEFTERAINET.

LI T —R—HWFEL. PIOTATHL U E—=A T4 ¢ BRtEDH D555, TTH> =—
7-&7DN?4%@ﬁLiTO

2. =R ENRDINA T4 U H R BI5E . BRAD URP,/HDRP Lit -3 Unlit w5 1) 7L &%k
L¥d.

3TN T—X—HHAR L, FIART], XIS, £H-ET7 0T 1 TH/NA T4 0 TERETHE WS
G . 0ITF2T ) 7ILAEHHIL 9.

X595 URP/HDRP IR (Z(E. ERY—T zRETL U FRE. TIVT7 70 )vELT . AT,
R=ZANT—¢ T RF v, JFE< v E 2 Emission, Metallic/ Smoothness / Occlusion ¥—4% . &
SDEM, WHEL T —X—HXINT BI5HE0 Clear Coat A& F N FT. XF/1 T IZadbhtE b1
O, AR= PRIZ—BDT I RF v+ F v o RIH BNy IINET,

A R—MNE. 7 A=)y 7 DFTE IEMIZEIRTE oh > 127 0/35F 1 & Unity Console THERRL T
=&y,

T PIVAEARER]EEIZT B

A R—= LT UTIVE. ERIBATLNTOY 7Ty b THIHELH ) £ . MILL-70
Py MYTYTILHRER Y 2 (3. BEEEELLWLTIZE0,
LA R=MERTLNTDA AR REEIRL 9.
2. InnoWorks > Create > Materials > Make Editable Copies From Selection % %R [ ¥ 7.
BMRBEET ALK —HIEELET. T 74/ b Assets/Materials Editable TY,

4. Create NEIRFNDA L RZ R ZOAE—AFBE) Y TL-E. aE—LE~vTUT7ILA4mEEL £
7.
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ARTF=RETHY P LRAIL

ModelVistaMetadata #{FHA L C. TIRAR— b T DA TSz MIXFIIDF—/M{EXRXT—X%IB
ML EFY. XXT—4XR(L INNOWORKS configurables #isRkiZI ) 774 X& ., A o R— MERIZRITS
nxg.

ModelVistaAssetThumbnail #{FHB L T. GLB A > R— bENZERENR 7o OYRRINTERT 7€
v b LANIILDY LA ILEFEE L £ . Configurable ¥ { % 7 Model Vista + 7> a (2 HH LR 1L A
METZE7.

HRRLA VAR ZR—ZIE. PZT 1471 Scene E1—A5F+7F+ LT, BIRPDOYLRAILT 1
—IL EAEI) BTHNIN=HBH) £, ¥+ 7F vHIIC Scene £ 1 —DiERIAFHEL . T ZR—
BIZE) Y TON-ERAEMERL TEEL,

T ZAR— P TlE. YLXRAILT—R% GLB+ O TV I(ZIBHAA F 9, Editor THA > R— MF
2. ERIBAHADY LR AILT 2y b & A R— Mo Thumbnails 7 4 )LX—IZEBTL 9. 7%A
L7729, A R— Y=, LE2A=T7)r—2a> T3, RERETIVAERT A1 E12(3H
BRIz, RBEADOAN DT L E1—5RRTEET,
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v Transform States

[*] Impor @ = Capture
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Thumbnail
Transition ...

Animation ... Time
Get From Target Transform

ced Triggers
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State Selector 4> )L

# 7> a o) State Selector H> /)L, BAEE— KT Model Vista DXF—rtv b&FRRL. 7
arHEBIRTED 7R LUIAZEBMLEY. EL 7 X—(4% State A R—% > MIRESINI-%
e LRAILAEERT D18, Model Vista DIBNZ > XA LA > Z—T7 T —RATERTE2HNDEE
CHRRAT—X%2TXNTEET.

HoTINEAR—MNTD

1. Window > Package Management > Package Manager # Bl £ 9,
2. Model Vista Create % &R $ 9.

3.Samples X 7&Bx 7.

4. State Selector > 7 )L Import 53R £ 7.

LI R—ERET S
1. UI Document I 7R—% > b A% D GameObject #IEMT HHHERL £ 9.

2. UI Document . #>7)L0 ModelVistaCreatePanelSettings 77tz‘v b % Panel Settings (ZZ|
WY TEF., Yo TILHERTBL AT~ &ERT 5354, Source Asset (3TN F F THWLWEH
Ao

3. Model Vista State Selector JA HR—=x> F&BML 7.
4. R7"9 % Model Vista M2 F7— btV b &L JL— b GameObject % Target (ZEREL 7.

5. REBRNDIET 2T« TIisA TP 0 MZdhD State AL R—=> b HERT 25E(E. Include
Inactive ZHBINIZL 9.
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6. Ul 7R F 9% UI Document I ;R—%> | % Ul Document (ZE]) 4T F9.

7. HEOCTEEERICEHLET. BREALEZAT— by b3 FO—ILAEEET 5 L 5 Dropdown
Alignment %32 E L £ 9,

8. HEE—FNICAY., RICEAT 2 A 7> a5 ERLET.

LI Z—D~Ny Z—I21F. WEOZBHEFEATTRER R T— My MIHRRENET. RT—EY
MNERBIT DA TS arpRRan, BEEBRINTWE AT a i llFFovov—ohftx %
7.

RIANNBERET
TR A LXRIVTIE, NRICZERTE X N1-XD Model Vista State T— 2 AMEAI N E T,

+ Configurable Name : 27— ptv FORELIZERAL 7.

« Display Name : &4 7> 3> D7 ~NJVIZERAL 7.

o Thumbnail : R F7— -t b FHIA T aOEEOERICERL 9.

« UlVisibility : 27—+ N5 TR LUl TERATEZ 3 EIDERELET.
BHDOETIVIZAEMD/ S IV ARRT BHI2(F. H ¥ (2 UL Document ¢ Model Vista State

Selector #:&X€ L ¥ . Dropdown Alignment ¢ Ul Document ¢) Sort Order 2 {FH L. thDZ &1
LU EXRTENRILHTRART WL ) ICEREL £9.
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771, TEY M TORF+ER

GLB+ ¥ { »R— MEHA TV b

+ Model Vista GLB+ 7 7 1 JL{Z. #2%0 .glb HakF%EAL £9.

» Model Vista & —%(%. JL— @ INNOWORKS configurables ILsRIZIRTEESNET .

« Create ¢ Editor f > R— b Tld. FL/N\TT7Ey % Assets/ OFIZIRELET.

o EREINBIET Y M. BEIISCTERLIZA VR—FEDTIZHD
Materials . Textures . Thumbnails . Animations 7 #/LX—IfREESN X7,

e 7t b LFAIVF. ModelVistaAssetThumbnail . Configurable Y LR AILT7 « —IL K. F
T al OV LRAILT A —ILEALERIBTEET.

GLB+ J 27 /MDA »R— EF(Z Extract Images % J#iRY % & . XI5 21EHRAAH PNG,/IPEG 2D
ERABEEDEBRT 71 L TEEZEL £9. Keep Unity Assets #1#IR9 2. 1> R—FL71zT
UAF v % .asset 77AILELTRIFL £9. =fE. B3, WebP, /KTX2, FIRIAMEIR, F7-(3k
X)) v —2 (3, BB AEEL TH .asset 7 71ILDF F T,

- -
FORAFv Tty b EERTS
Create (£, Project 7 4> F7I2kDT7xy FaAv > FAEEMLET.
o Assets > INNOWORKS > Texture > Convert to JPG — PNG E|{% & BJH1¢) Texture2D .asset 7/
71ILA,

« Assets > INNOWORKS > Texture > Convert to PNG — JPG / JPEG B{% ¢ BiJH) GLB+ &2 X F
+ .asset 7 71 ILH.

B]TIE., BIRLETEY bEBEEZBRZ TT7 7AINIBRFAEEL FTAH. GUD xO—AHILT7 71IL
ID 2459 B1-6. BEDS ) 754 XiEH Unity 2RB(I8| 242 BT, X2 ) 7 . JSON, #¥D
DT F R MIRFEINLZXFIVNR(IEERZI SN EEA.

DFE

T U AF v BRI IIENLBETT . BTRANNY O T7 v 7
Library/ModelVistaCreate/TextureFormatBackups [ZEEZHINFTH. ZDT7 4 IILEX—
—HD7TAC o b TF—=RTHY) . V—RAEHE L THERLAEWLTL FEE L,

PG (Z7 I T 7HFEHFTEX FHA. SEDPNG (ZT7ILT 7H$ Bi5E. Create (345173 DHRERL .
EREBIZDORTIVT 7F v 2ILEBEL T, we:v/b 3. Ty T VT S TF=RTIR
F v, KHIEDA I R—Z—&E. INADIE. 7 7AW A XHAVNI (L WERERF YT L F
9.
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