Step 1:

# £ 3] https://github. com/vrm-c/UniVRM/releases A
UniVRM. unitypackage > ¥ import ¥| iz e Unity & %

To https://github. com/vrm-c/UniVRM/releases , download
Un1VRM. unitypackage , and import it to your Unity project

v Assets 4

@ UniVRM-0.61.1_7c03.unitypackage
(%) UniVRM-samples-0.61.1_7c03.unitypackage
m Source code (zip)

[?) Source code (tar.gz)

*XMPORTANT*

¥o% import # - Unity X § @@ § » » 3% ¥ Step2 % &

4% import 18 > 3 § > FHE & B3P Stepd

If Unity does not load anything after importing, please follow Step2
If there is loading after import, please skip to Step3


https://github.com/vrm-c/UniVRM/releases
https://github.com/vrm-c/UniVRM/releases/download/v0.61.1/UniVRM-0.61.1_7c03.unitypackage
https://github.com/vrm-c/UniVRM/releases

Step 2:
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Open the folder and find the vrm file> delete vrm (backup is
recommended)> return to Unity to make sure the file has disappeared>
go to the recycle bin to restore the vrm that was just deleted>
return to Unity again

B TziwanFemale02.vrm

. TaiwanFemale02.vrm.meta

(Before)

l TaiwanFemale02 Avatar

l TaiwanFemale02 AvatarDescription
B TsiwanFemale02 BlendShapes

B TaiwanFemale02 Materials

B TaiwanFemale02. Meshes

. TaiwanFemale02.MetaObject

l TaiwanFemale02. Textures

. TaiwanFemale02 Avatar.meta 3 3 1KB
| ] TaiwanFemale02 AvatarDescription.m...  2023/1/7 )3: > 1KB

il il

il i

B TaiwanFemale02 BlendShapes.meta 2 1KB

B TaiwanFemale02.Materials.meta 2 / N4 03: 1KB
B TaiwanFemale02 Meshes.meta /7 = 1KB
B TaiwanFemale02 MetaObject meta 2023/1/7 VIETA 1KB
B TsiwanFemale02 prefab 3/1, 3: 145 KB
B TaiwanFemale02.prefab.meta 2 3 1KB
. TaiwanFemale02. Textures.meta . / 3 M 3 1KB
B TsiwanFemale02.vrm 123/1, 47 15,624 KB

. TaiwanFemale02.vrm.meta 3 3 1KB

(After)



Step 3:

After letting Unity run by itself for a period of time, these folders

will appear

Step 4:

#T RER T DFBX A% 0 ¥ Materials T 442973 Materials = » 3|+
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Next select your FBX file, put all the Materials from Materials
folder into the field on the right (look for the same name) to
overwrite, and then press Apply

Rig | Animation
Use Embedded Materials v

QN00_000_00_Body_00_SKIN (Instai ©
Q@ NO00_000_00_EyeHighlight 00_EYE ®
Q@ NO00_000_00_Eyelris_00_EYE (Insta ®
@ N00_000_00_EyeWhite_00_EYE (In (’3)_‘
QN00_000_00_FaceBrow_00_FACE (2
QN00_000_00_FaceEyelash_00_FAC ®
Q@ N00_000_00_FaceEyeline_00_FAC ©®
Q@ N00_000_00_FaceMouth_00_FACE ©®
QN00_000_00_Face_00_SKIN (Instar ©
Q@ NO00_000_Hair_00_HAIR (Instance) ®
Q@NO00_001_01_Bottoms_01_CLOTH (I ®
Q@ N00_002_01_Shoes_01_CLOTH (Ins 2
QNO00_002_02_Tops_01_CLOTH (Inst ®




Step 5:
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Check your FBX character model, if it become more refined, it means

¥y

1t has been successfully applied

(FBX) (VRM)



