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./Library

./Logs

. /Packages
./ProjectSettings
./UserSettings

/EL]J‘EI\ >, 7LC



GItCEEEIT S/ LEWT 714

HYDT-WZ &I, UnityZ7 B> 7 bEITD.gitignoreARNHINTUL 3
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L 8.0M ./Assets

« Library. Logs. UserSettingslIBEERNE 146 SLibrary
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« Windows 11

« Unity 2022.3.22f1

« VRChat Creator Companion v2.3.4
« Git for Windows 2.46.0

« Git Bash
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TextMesh Pro

Time

Timeline

Ul Builder

Version Control

XR Plug-in Management
Oculus

VRChat

Example Central
SDK

Parallel Import

Desired Import Worker Count
Standby Import Worker Count

Idle Import Worker Shutdown Delay

Cache Server (project specific)
Mode

Prefab Mode

Allow Auto Save

Editing Environments
Regular Environment

| ¢ Project Settings i AX
| a

Project Editor o
Adaptive Performance "
Audio Unity Remote
Burst AOT Settings Device None hd
Ed'tm_ Compression JPEG -
Graphics _ D =
Input Manager Resolution ownsize -
Memory Settings Joystick Source Remote -
Package Manager
Physics Asset Serialization
Physics 2D Mode Force Text -
Player Serialize Inline Mappings On One Line
Preset Manager
Quality Default Behaviour Mode
Scene Template Mode 3D -
Script Execution Order
Services Asset Pipeline
Tags and Layers Remove unused Artifacts on Restart v

Learn more...

60

Learn more...
Use global settings (stored ir v
Disabled

% None (Scene Asset) [ON
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vpm
vpm
vpm
vpm

new Tessakuchan Avatar

add package com.vrchat.base -p Tessakuchan

add package com.vrchat.avatars -p Tessakuchan
add package jp.lilxyzw.liltoon -p Tessakuchan

cd Tessakuchan
cp somewhere/Unity.gitignore

git
git
git
git
git

init
1fs install

1fs track "*.png" "*.jpg"

"x . fox"

.gitignore

nx 11"

LFSTE®I 57714/ %}

"k dylib"

gELT. a3y bk

" % . exe"

"x wav"

add .gitignore .gitattributes Assets Packages ProjectSettings

commit -m "Initial"

"X .mp3n
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$ git add Assets Packages ProjectSettings
$ git commit -m "Make scene file."

« Tessakuchan _verl.0.5.unitypackagez A4 >;r—bL T, I v T 3

$ git add Assets
$ git commit -m "Import Tessakuchan verl.0.5"
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$ git add Assets ProjectSettings
$ git commit -m "Buildé&Upload"

e Commit Treeld 2 27> TWLW 5

main

— RT3
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$ git status
On branch main
Changes not staged for commit:
(use "git add <file>..." to update what will be committed)
(use "git restore <file>..." to discard changes in working directory)

$ git checkout Assets/Tessakuchan.unity —&FHaIv FPOKREIZCE S
Updated 1 path from the index
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$ git checkout -b NewMaterial

 BEEBELITIVRFYy 7740z 782 7 MIZANS
XTIV RAFryEALEYTUTILEES

CRRET DAY allEole~wT U7V Z2ERAYT %
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$ git add Assets
$ git commit -m "Apply new material"
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$ git checkout main

main / |
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$ git checkout NewMaterial
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$ git checkout -b NewMaterial

FURF v, T ) FILEEEUnity ok

$ git status
On branch NewMaterial
Changes not staged for commit:

(use "git add ..." to update what will be committed)
(use "git restore ..." to discard changes in working directory)
Untracked files: (use "git add ..." to include in what will be committed)

$ git add Assets
$ git commit -m "Apply new material" 20
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main L
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NewMaterial

$ git checkout main

$ git merge NewMaterial?2
NewMaterial2

NewMaterial3
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*xn~d 5 — [Reload] Z#ifd &, TEARREIN S,

The open scene(s) have been modified externally =

The following open scene(s) have been changed on
disk:
Assets/Tessakuchan.unity

Do you want to reload the scene(s)?

07 %
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S du -mh
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./ ——max-depth=1

./Assets
./Library

./Logs

. /Packages
./ProjectSettings
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Appendix

)

EF—FURIPY Z{FES

) & — b (GitLab)ICPushL T. BIDOPCH HCloned 33mE DFIE

1.

2.

3.

4.

GitLabTt7B > 7 % 1EKT % (Project namelftessakuchan)

I — 1) R [ =L e
JE-RURY RV EHET S PathlZEBROBRBICELOE THRABRZ TSI W
$ git remote add origin ssh://git@192.168.10.100:2224/hw/tessakuchan.git

J & — F|(CPushd %

$ git push --set-upstream origin main

BlDOPCH HCloned %
$ git clone ssh://git@192.168.10.100:2224/hw/tessakuchan.git
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