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Vertices  Vector3[] Ay aDTERBEREEMT HES MY AX:4

Indices int[] AV aADAVT VI REREENT HEH AT 1X:6
UVs Vector2[] Aysa?d UV EZERREEMNT HES VY AX: 4
Colors Color(] AL aDTERAT—IEREENT HES VY (X4
IndiceChanged bool AVTYYIRBEHRISY HIHEAME: true
ColorChanged  bool  HAS—E#HISY WEAME: true
UVChanged bool uv BE#o39 WHEAE: true
VertChanged  bool TEREHISY FEAME: true
UV2Changed bool UV2 EH D35 PEATE: true
BlockSize int NI PIRRIFICEMERTIIERHEO IOV HA4X 108
BoundsScheduleTime float  /N\HUTAUFRYIZABEERMMRGE) 1.0
ElapsedTime  float /O T4 BIERADZBRRH 0.0
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AuraMaterial Material T7xIM&EEIZERTSITUTIL -
MaxSlice int ITIMDRSARE ()T T I D HRICEE 14
EffectDuration float  T7x/rD#EERERR (7)) 0.3

RingSegment int DU ORIT DR BN (TEEED) 12



AuraRadius float IJOFDHFREFE 0.3

AuraColor Color IJIHOMDERAS—(ZILIT7IETT—F7HRTEIL)
white
FadeOutTime float TJx—R7HRIh TSR (F)) 1.0

ResetDistanceThreshold float HIZL—LEDEMNCDEEZBZDHERASTARE Yk
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RightHandOff 0 BEFIT7O+% OFF 2T 5
RightHandOn 1 BFIT7IVF5 ONIZT D
LeftHandOff 2 EFITJxHVM OFFIZT 5
LeftHandOn 3 EFITHUR5 ONIZT S
RightFootOff 4 ERITJxHV+E OFFIZT %
RightFootOn 5 ARITJIVFEONIZT D
LeftFootOff 6 ERITJx/HME OFF (295
LeftFootOn 7 ERIJ2xVUF= ONIZT D
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