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Asset/Object
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£ Monster_Alvida_attack01.FBX.meta X

fileFormatVersion: 2«
guid: 738e8981a4141414a%9edc6823597974
ModelImporter:d
serializedVersion: 28288
internalIDToNameTable: <

Inter-Object references

* Objectz BB ES|AHIKZR, o UER—AssetH,
th o] BE 18IS 5 FM Y AssetE A

T/ NDILIR: File GUIDHILocal ID
File GUID 5 Asset#8E, 1RTFHE.metaX {4

 Local IDFRIR T ObjectZEAsset IS H, —IRRIFEAsset X 4Hr

* P metaXHELFR ERTF T HNREER:
« GUID, tRRT & /\@fFTE’JAsset
* ImportSettingsfz &, BIENEEHO0bjectFARNEEZEFEH

« metaXHFR S
« FE—REANBRERM
. T Project® O XJAsset Y& B Unitye B s st N Y. meta >4 (%30, MIBRSE)

« EHMXHERZ (Z0Windows/MacXFE Bx) HEMAssetAS BHEER . meta,

BEET AR

- first:d

74: 7781131826771658959+
second: Monster Alvida_attackeld

externalObjects: {}«
materials:«

materialImportMode: 44
materialName: 8+
materialSearch: 1
materiallocation: 1

animations:<

legacyGenerateAnimations: 4«
bakeSimulation: B¢
resampleCurves: 1d
optimizeGameObjects: @<
motionNodeName: <
rigImportErrors: <
rigImportWarnings: <
animationImportErrors: <

animationImportWarnings: <
animationRetargetingWarnings: «
animationDoRetargetingWarnings: @

importAnimatedCustomProperties: @<
importConstraints: @<
animationCompression: 1¢
animationRotationError: 8.5d
animationPositionError: @.5¢
animationScaleError: ©8.5d
animationWrapMode: 84
extraExposedTransformPaths: []d
extralUserProperties: []d
clipAnimations: []<

isReadable: @+

meshes:d

loDScreenPercentages: []<
globalScale: 1
meshCompression: @€
addColliders: @<
useSRGBMaterialColor: 1¢
sortHierarchyByName: 1
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* File GUDREARENHMRNE, RESHREHE, BATEBEEXMHERXFNMNERAS
BEE, éGUID’ﬁi‘fﬁﬁﬁEﬁéﬁm%%ﬁT FraXiZzRIENs| At XK
* Local IDAAssetF B &I Objectfi i 7 X7, XE—"PAssetB &I Z 1 Object, &
NH*EZEE—GUID
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* #£SceneH B T —"Cube, FEK—"
SpherefEE/child, FEFIE—material
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<§ SampleScene
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Example

. BE&ITFMaterialmetaXH&EF

« HGUIDFImportSettings{g &
« O3B idAssetDatabase.GUIDToAssetPathFlAssetDatabase.AssetPathToGUIDX GUIDFN A JEAE B & 1
* mainObjectFileIDI2& & AJLocal ID: 2100000

« BfTHCube.prefabmataXH&EE, FHEEE T HSHIGUID

Cube.prefab PREFAB Xrf% 6 KB
Cube.prefab.meta META it

7 Material Microsoft Acces...
Material. mat.meta META 3fs 1KB

= arial. ] a M —
Material.mat.meta = Cube.prefabmeta X

fileFormatVersion: 21
guid: 4914bebdea8931f429956c7248cT4db7!
MativeFormatImporter:

fileFormatVersion: 21
guid: ffocfed4baz241c541add3823fev8atec!
PrefabImporter:i

externalObjects: {}4
mainObjectFilelID: 2188866
userData: 4
assetBundleName: 1
assetBundleVariant: 4

externalObjects: {}4
userData: 4
assetBundleName: 1
assetBundleVariant: 1




Example

« INEFTFFCube.prefab, B TAEBRERS: e

. — BYAML 1.14
* GameObJeCt &TAG 'u! tag:unity3d.com,2811:4
--- lull £43175757594881184841
* Transform s GameObject :4
. -—- lul4 £43175757504001184851
° > » Transform: {
I\/IeSh FI |ter T %q:%ﬁsspherejtaaé --- lul33 8&431757575940081186481
» MeshFilter:!
¢ I\/IeSh Renderer --- lu!23 8&431757575948681184874
. » MeshRenderer: |
o SphereCO”Ider ] ——- lul13t &4317575759400118406
» SphereColl ider:4
; ) Class ID __ lul1 §43 5 377684
[ lull §43175757594529877681
Ga meObJeCt » GameObject i
-—- lul4 £43175757504520877721
* TranSform » Transform: {

MeSh F| |te|" — g %Cube#ﬁ?é . lu!33 &43175757594529877714

» MeshFilter : |

-- lul23 843175757594529877704

MeSh Renderer > l':h_afhﬁender-er:l

lulss &843175757594520877604
» BoxCollider:4

BoxCollider —



Example

Sphere GameObijectZx & HLID MeshRendererfJLID

MeshFilterJLID SphereColliderfgLID

--- lu!135 ¥431757575948011234061
SpherecCollider:4

--- lu!33 §1317575759400118648}
MeshFilter:d
m_ObjectHideFlags: el

--- lu!Z &43175757594001184874
MeshRenderer: §

--- lu!l &43175757584801184841
GameObject:{

m_ObjectHideFlags: @4
m_CorrespondingSourceObject: {fileID: e}
m_PrefabInstance: {fileID: @}
m_PrefabAsset: {fileID: o}4
serializedversion: 64
Component : §
component: {fileID: 4317575759488118485}1
component: {fileID: 4317575759488118648}1
component: {fileID: 43175757594881184087}1
component: {fileID: 4317575759488118466}1
| Layer: @4
m_MName: Spherel
m_TagString: Untaggedd
m_Icon: {fileID: B}!
m_NavMeshLayer: 8l
m_StaticEditorFlags: @l
m_IsActive: 11
-- lu!4 ®43175757504801184851
Transform:
m_ObjectHideFlags: @i
m_CorrespondingSourceObject: {fileID: @}4
m_PrefabInstance: {fileID: @}
m_PrefabAsset: ffilaTn- all
m_GameObject: {fileID: 4317575759400118404}
m_LocalRotation: {x:
m_LocalPosition: {x: @
m_LocalScale: {x: 1, y: 1,
m_Children: []4
m_Father: {fileID: 4317575750452a87777),
m_RootOrder: ei
m_LocalEulerAnglesHint: {x: @, y: @, z:

m_CorrespondingSourceObject: {fileID: e}

n
m_PrefabAsset:

m_GameObject: {fileID: 43175757594861184084}4

m_Mesh: {fileID: 18207, guid: PE0EGEEEEE0CASEAEA000000000000@, type: B8}

SphereF iX £Component

Sphere TransformfyLID

Transform i /@ HY
GameObjectfILID, thBEiE
SpherefyLID

LK TransformfByLID

m_ObjectHideFlags: @4
m_CorrespondingSourceObject: {fileID: 8}
m_PrefabInstance: {fileID: e8}!
m_PrefabAsset: {fileID: 8}

m_GameObject: {fileID: 4317575759480118484}1
m_Enabled: 1!

m_CastShadows: 14

m_ReceiveShadows: 1}

m_DynamicOccludee: 14

m_MotionVectors: 14

m_LightProbeUsage: 14
m_ReflectionProbeUsage: 1}
m_RayTracingMode: 2}
m_RayTraceProcedural: @i
m_RenderinglayerMask: 1{
m_RendererPriority: @i

m_Materials:}

- {fileID: 18383, guid: PG6DEEDEEBEEEDRET0EOE06000BEGBEE, type:

m_StaticBatchInfo:4

firstSubMesh: 84

subMeshCount: @1
m_StaticBatchRoot: {fileID: @}
m_Probefnchor: {fileID: 8}
m_LightProbeVolumeOverride: {fileID: 8}
m_ScaleInLightmap: 14
m_ReceiveGI: 1}
m_PreservellVs: @i
m_IgnoreNormalsForChartDetection: @i
m_ImportantGI: @i
m_StitchLightmapSeams: 14
m_SelectedEditorRenderState: 34
m_MinimumChartSize: 44
m_AutoUvMaxDistance: 8.54
m_AutoUVMaxAngle: 29
m_LightmapParameters: {fileID: @}
m_SortinglLayerID: @l
m_SortinglLayer: 64
m_Sortingorder: &i
m_AdditionalVertexStreams: {fileID: @}

m_ObjectHideFlags: @4
m_CorrespondingSourceObject: {fileID: 8}
m_PrefabInstance: {fileID: 8}!
m_PrefabAsset: {fileID: 8}4

m_GameObject: {fileID: 4317575759460118484}4

m_Material: {fileID: e}
m_IsTrigger: @i

m_Enabled: 1}
serializedVersion: 24
m_Radius: 8.5}

m_Center: {x: @, y: B, z: 8}




Example

Cube GameObjectA& & HILID

--- lull &43175757594529877684
~ GameObject:d
m_ObjectHideFlags: @l
m_CorrespondingSourceObject: {fileID: 8}
m_PrefabInstance: {fileID: B}4
m PrefabAsset: {fileID: 8}{
serializedVersion: &4
m_Component : 4
component: {fileID: 4317575759452987772}1
component: {fileID: 4317575759452987771}
component: {fileID: 4317575759452987778}H
component: {fileID: 4317575759452987769}1
| Layer: 8l
m_Name: Cubel
m Tagstring: Untaggedd
m Icon: {fileID: 8}{
m_NavMeshLayer: @&l
m_StaticEditorFlags: @i
m_IsActive: 14
--- lul4 8&43175757594529877724
Transform:
m_ObjectHideFlags: @i
m_CorrespondingSourceObject: {fileID: @}d
m_PrefabInstance: {fileID: 8}4
m_PrefabAsset: {fileID: 8}{
m_GameDbject: {fileID: 4317575759452987768}1
m_LocalRotation: {x: @, y: ®, z: 8, w: 1}H
m_LocalPosition: {x: @, y: 8, z: 8}
m_LocalScale: {x: 1, y: 1, z: 1}4
m_Children:
- {fileID: 4317575755486118485 .}
m_Father: {fileID: @}!
m_RootOrder: 84
m LocalEulerAnglesHint:

XL Component

Cube TransformfjLID

F 2k TransformBJLID

Mesh RendererfJLID

ul23 &
MeshRenderer: )

m_ObjectHideFlags: 8!
m_CorrespondingSource0Object: {fileID: e}
m_PrefabInstance: {fileID: @}{
m_PrefabAsset: {fileID: @}l
m_GameObject: {fileID: 4317575759452987768}4
m_Enabled: 1}
m_CastShadows: 14
m_ReceiveShadows: 1!
m_DynamicOccludee: 14
m_MotionVectors:
m_LightProbeUsage: 1}
m_ReflectionProbeUsage: 1!
m_RayTracingMode: 2!
m_RayTraceProcedural: @l
m_RenderinglLayerMask: 14
m_RendererPriority: 8l
m_Materials:|
- {fileID: 21080808, guid: 4914beBdeaB%31f429956c7248cf4dbi, type: 2}{
m C+aticOatchTnfo-l

firstSubMesh: B8l

subMeshCount: 84
m_StaticBatchRoot: {fileID: @}{
m_ProbeAnchor: {fileID: @}l
m_LightProbeVolumeQverride: {fileID: 8}
m_ScaleInLightmap: 14
m_ReceiveGI: 1}
m_PreserveUVs: @l
m_IgnoreNormalsForChartDetection: @4
m_ImportantGI: @i
m_StitchLightmapSeams: 14
m_SelectedEditorRenderState: 34
m_MinimumChartSize: 4}
m_AutoUVMaxDistance: 8.54
m_AutoUVMaxAngle: 891
m_LightmapParameters: {fileID: @}}
m_SortinglayerID: &
m_SortinglLayer: 8l
m_SortingOrder: 84
m_AdditionalVertexStreams: {fileID: 8}

5| FAMaterial f(JLIDFIGUID
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Example

« NHEBFTHSampleScene.unity.metaX{4H&& B 1.4

&TAG lu! tag:unity3d.com,2811:4

° E%@é T i?(. i% % EI\] G U | D ’ g};;liziiilﬁ:ﬁﬂingkttingf.:J,

--- lul1s4 &21

« H¥THSampleScene.unityly, S&AZIMERZERD |ty

N o . » LightmapSettings:!{

* Local IDAL. 2. 3. 4HEBT B RAIA ESetting
» NavMeshSettings: i

--- lu!l &7855879031
» GameObject:d

--- lu!l188 &785587004.)
» Light:4

--- lu'4a &7855879951
» Transform:}

--- lu!l &963194225]
» GameObject:{

--- lul31 89631942264
» Audiolistener: !

--- lul2e 89631942271
» Camera:i

--- lu'4a &9631942281
» Transform:}

--- luli1e81 &43175757593690942641
» PrefabInstance:!

= Hierarchy
+ o

b ] <) SampleScene

fileFormatVersion: 24
guid: Sfced4818bbf28b4594872e72b8655abl

DefaultImporter:il £

dlr
externalObjects: {}4

userData: 4
assetBundleName: |
assetBundlevariant: 4




+ Directional Light

L4
Tag Untagged * Layer Default

Example

e 1D

SR =" Local IDERE
Dlrectlonal Light X N E

QH1L-|: --- lull ;785567993)
-

GameObject:
m_ObjectHideFlags: @4
m_CorrespondingSourceQbject: {filelD:
m_PrefabInstance: {fileID: 8}!
m_PrefabAsset: {fileID: 8}
serializedvVersion: 61
m_Component: ¢
- component: {fileID: 785587995}
- component: {fileID: 785587994}
m_Layer: 8l
m_Mame: Directional Lightd
m_TagString: Untaggedd
m_Icon: {fileID: 8}!
m_MavMeshLayer: @i
m _StaticEditorFlags: @l
m IsActive: 14

--- lul188 &785567994.)

» Light:=1
--- lul4 &7855879951
» Transform:{

Meone (Texture)

Mone (Flare)
Auto
E'\"Ei'f.flhin[;
‘= Hierarchy
+ - O

= < SampleScene




v' Mainwamera
Tag MainCamera Layer Default
Transform

wce D

Fxam O Is

* & T >kAY4 1 Local
H ] -—- lu!l 8963194225}
| DzEca m era& /_\ Game--::lruject:r
kva Q 1&[; m_ObjectHideFlags: @l
W I:IIS/E_ m_CorrespondingSourceQbject: {fileID: 8}4

m_PrefabInstance: {fileID: 8}!
m_PrefabAsset: {fileID: 8}
serializedVersion: &d
m_Component:{
component: {fileID: 963194228}!
component: {fileID: 963194227}l
component: {fileID: 963194226}
| Layer: @l
m_Name: Main Cameral
m TagString: MainCameral
m Icon: {fileID: 8}
m_MNavMeshLayer: 81
m StaticEditorFlags: el
m IsActive: 11
--- lulg1l &9631942261
» AudiolListener:d
--- lul2e &9631942271
» Camera:}
--- luld &9631942281
» Transform:{

verything

= Hierarchy
+ - o

b i) < SampleScene

Adain Camera

tional Light

entfier In File
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--- lullg@l B43175757593698942641

PrefabInstan.c. «
m_ObjectHideFlags: @4
serializedVersion: 24

SR X R prefab A T
ﬁ{[&i&%ll*ﬁ HL'/T_TE m_Modific: ; )

- target: {-Fllr-_-ID' A317575750452987768, guid: FFocFiddba2dicS41add3823FedBafic,
propertyratn: m_mames

value: o422

objecth: Fference: {filelID: a8}

target: {fileID: 4317575759452987772, puid: FFocfiddbaldlc541add3IB2IFedBafac,
property Path: m_RootOrdari

value: 11

objecth: ference: {fileID: B}

° E— E/] P refa bl ﬂSta n Ce % ?‘21[] EIJ E E/] Cu be ;:;f;:t- g:;:EIz_L::;;;TD:iix?_fj?ﬂz id: FFocfBdaba2dlc541add3823FedBafic,

value: €4

p-l:efa bﬁ 9é y '/_\E:LX_/I\ASS etE iZ] ol I:FI E/] 1§ IJ'T f'i:ﬁ:m :i:;:;; i:iﬁi::rs:ﬁ;zgﬂnz guid: Ffocfadaba2eicS4ladd3R2Ifediarec,

property Path: m_LocalPosition.yd
value: €4
E FTRRN objecth: ference: {fileID: 2}
target: {fileID: 4317575759452987772, puid: FFocfiddbaidlcS54ladd3B2IfFessafac,

. FE1zim = Fprefaby3L 4L LID e

objecth: ference: {fileID: 2}

. target: {fileID: 4317575759452987772, puid: FFocfiddbaidlcS54ladd3B2IfFessafac,
. CU be . p refa b N G U I D property Path: m_LocalRotation.wd

value: 14

: C u b e . p refa b q] C u b e G a m eo bj eCt E/\] I_l D :S:EEEE r:i :i:i:;; i:ii:::;ﬁﬂ;lﬁ&???l, guid: ffocfoddbazdalc54ladd3IB23ifedBafac,

property Path: m_LocalRotation.xd

. Cu be.prefa b EFI Cube Transform EI‘] LID wbecthuference: {FileID: 0}4

target: {fileID: 4317575759452987772, puld: fFocfiddbaidlcS541add3BzifedBafac,

: CU be . p refa b E/‘J G U | D E;;F:r-t; I:a'th: m_LocalRotation.yd

objecth Ference: {fileID: a8}
target: {fileID: 4317575759452987772, puid: FFocfiddba2dlc541add3B2IFedBafac,
property Path: m_LocalRotation.zd
value: (1
objecth Ference: {fileID: a8}
target: {fileID: 4317575759452987772, puid: FFocfiddba2dlc541add3B2IFedBafac,
property Path: m_LocalEulerfnglesHint sl
value: (1
objecth Ference: {fileID: a8}
target: {fileID: 4317575759452987772, puid: FFocfiddbaldlc541add3IB2IFedBafac,
property Path: m_LocalEulerdnglesHint .y i
value: {4l
objecth: Fference: {filelID: a8}
target: {filelD: A317575759452987772, euid: FFocfiddbaldlc541add3IB2IFedBafac,
propertyPath: m_LocalEulerdnglesHint.zl
value: &l
objectReference: {fileIh: B}
m_RemovedComponents: []4
m_SourcePrefab: {fileID: 1eedeeass, guid: FFocfaddba241c541add3B23FedBaflc, type:

O d N




--- lullg@l B43175757593698942641

PrefabInstan.c. «
m_ObjectHideFlags: @4
serializedVersion: 24

SKBIL R XS R prefab BT e
eSS EMETE = ModiFic: . :

-_tar‘get: {filelID: 4317575759452087768, guid: FFocFoddbaldlcS4laddIB2IFedBafec,
propertyratn: m_mames

T

value: o422

objecth: Fference: {filelID: a8}

target: {fileID: 4317575759452987772, puid: FFocfiddbaldlc541add3IB2IFedBafac,
property Path: m_RootOrdari

value: 11

objecth: ference: {fileID: B}

° EEi_)—E“_ Elg P refa b | nSta n Ce 5 q}‘z{l\] /B\IJ E Elg C u be ;::f;rt‘t' ;{;:erz_L::;;;;::i::izfjnu id: FfocfeddbazdicSdladdInaIFedRafac,

value: €4

prefa b X, EBIXPAssetrig=FHISCHML iy it e S | IR

property Path: m_LocalPosition.yd

value: €4
| EVARIEN objectf ference: {;F11e1|::: 2H ) .
target: {fileID: 4317575759452987772, : FFocfaddbazd1c541add 382 IFeSBafac ,

. FE1zim = Fprefaby3L 4L LID e

objecth: ference: {fileID: 2}

. target: {fileID: 4317575759452987772, puid: FFocfiddbaidlcS54ladd3B2IfFessafac,
. CU be . p refa b N G U I D property Path: m_LocalRotation.wd

value: 14

@
@
* (3): Cube.prefabdCube GameObjectfLID oy il el |
@
&

property Path: m_LocalRotation.xd

. Cu be.prefa b EFI Cube Transform EI‘] LID “bjectn ference: {Fileo: o}

target: {fileID: 4317575759452987772, puld: fFocfiddbaidlcS541add3BzifedBafac,

: CU be . p refa b E/‘J G U | D E;;T:r-t; I:a'th: m_LocalRotation.yd

objecth Ference: {fileID: a8}

target: {fileID: 4317575759452987772, guid: fFocfidddba2d4icSdladd3B2IFesBafac,
property Path: m_LocalRotation.zd

value: (1

7]_15 'fk objecth Ference: {fileID: a8}

target: {fileID: 4317575759452987772, puid: FFocfiddba2dlc541add3B2IFedBafac,
property Path: m_LocalEulerfnglesHint .s
value: (1
objecth Ference: {fileID: a8}
target: {fileID: 4317575759452987772, puid: FFocfiddbaldlc541add3IB2IFedBafac,
property Path: m_LocalEulerdnglesHint.
value: {4l
objecth: Fference: {filelID: a8}
target: {filelD: A317575759452987772, euid: FFocfiddbaldlc541add3IB2IFedBafac,
propertyPath: m_LocalEulerdnglesHint.
value: &l
objectReference: {fileIh: B}
m_RemovedComponents: []4
m_SourcePrefab: {fileID: 1eedeeass, guid: FFocfaddba241c541add3B23FedBaflc, type:

Prefab —— Instance —— Scene = Hietarchy
| -7 +v
GUID 4-=-\—~—-"" n L < SampIESCEhe

Objl  Obj2 y
R

D1 <« LD2 <~




e
=ok o FE.anim SXXAEXT N BY . fox 3

« EF.animX 1, BEitiF
it B9 fox S5 N FIGUID%

Monster_Alvida_attack01.asset X =

AT s

%TAG !u! tag:unity3d.com,2811:<

--- lul114 &1146080084

MonoBehaviour:<
m_ObjectHideFlags: @<

m_CorrespondingSourceObject: {fileID: @}«

m_PrefabInstance: {fileID: @}«
m_PrefabAsset: {fileID: B8}
m_GameObject: {fileID: @}«
m_Enabled: 1<
m_EditorHideFlags: @<

-

CEN fox A

m_Script: {fileID: -182818388, guid: a8701fc72a21f814ea6ab7ebb465d2b8, type: 3}

m_Name: Monster_ Alvida_attackeild
m_EditorClassIdentifier: <

clip: {fileID: 7781131826771658959, guid: 738e8981a4141414a%9edc602359797 type:

loadFromClip: 8«

(AssetDatabase.T

i
I
i

string fbxMName
return fbhxName ;<
14

else return

APIZAEY assetX {4, BB

S

15 .assetE

Monster_Alvida_attackO1.FBX.meta X

fileFormatVersion:
guid: 732e8981a4141414a%%edc6@2359797 !
ModelImporter:d
serializedversion: 28288
internal IDToNameTable:«
- first:d
74: 77811318267716589504
second: Monster_ Alvida_attackel<
externalObjects: {}d
materials:<
materialImportMode: 24
materialName: 8¢
materialsearch: 1<
materiallocation: 14
animations:+<
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* https://zhuanlan.zhihu.com/p/96/709802
* https://blog.uwadd.com/archives/USparkle inf UnityEngine.html
* https://docs.unity3d.com/Manual/AssetMetadata.html

* https://learn.unity.com/tutorial/assets-resources-and-
assetbundles#

* https://docs.unity3d.com/Packages/com.unity.addressables@0.3/
manual/AddressableAssetsGettingStarted.html
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