B

AIEEFR Paradox Interactive JiFXERFTA 3D ofx BEEEm. ASERGIERSRETAY HOI4 mod: Old World Blues,
RERIEFETRERLE 2D ofx, BIXRE(EH Clausewitz 3 |EERI—AGIERES, Clausewitz 3|22 EU4, HOI4 F Stellaris B
3D XtF. ZIErEEiRER OWB HfY protectron BRI MR, EMEFSEEM Blender 3D, Notepad ++ #1 GIMP,
{EfENR)EREBRTLAEIT https://discord.gg/2W8JpRP {£ discord ERIELETE

HAIFIFTEEIREIIRIASBEREILL pm 538, LUERIEEE. 55!

$84 blender #f4 github https: /lgithub.com/ross-g/io_pdx_ mesh AU8EEEE%] "Releases” 2o &k zip, FAIGTE blender Bl
FRZEERE -> select zip,

B 180 #E
AigrRaMYE—EES ill indopth ifE T XWEFIHITEEIESRSMNGE, XEGAFMRETRNZRFYT, BRELESF
FRRFEIR,

Highpoly / iF£HMI4H&
Bk (IEEERL) SIIASNE LRSS SIOFEIFERE. XEBoEE— 1S40,
TRIEIESEEEN—RRE, BifEhE BinEERHARRIINTR. BEMHTFEAENXE, REEWRNR

£, BIER(FH 3D REEMAISITIRRRIFE,]), MARMMMEFRLSR, fINE=azl. RAIWERNMES, Tt
RIFLREXES S, ARSI ESEFNRENS, ARRERENSEREIER.

XERL TRV NGEERSEEGENRIFSE, BRTIEE (TEM) PRIESFUERE.

ATRETRESSE, SEART. BOMKKREENRITER, EFESHAHERIET NS,



XENEPREMAISE.

Lowpoly / iR FEEE

RSO MERFAN POX KPP B—(EZREAY 3D ZAR ( (EFREA: FHUE) BEE) ZEN—SHHE. TEiE
PEAEZIOFEINFAMNES ERER SRR, B/ ~£EaRENNEMERE, [ENFHRAYEME. TS0/
RIS A RE LN MISHIE SRS EERRFRY, (BF4E.

BREREZOTME, SSDEMEFEENRIN, BEERR—. MRV ER ERIE 'SR, BZFIEALL
MEX—R, BREEFI5 M, NEARIR R, ARk, XFERKAE, BROZBUEENER, FFEALL
BENRRHE T2 AT EREHIE.

XNIREEERN, FAXE— 1 REER:

455 Berder |CA Lt FerDccimert: P ades it Hets 2l

AT, ZRBTRRITE:

ZJa:
2279 vvet: 672 | Eg: 1,308 Tis1.308 (39%:: 1/|4T: 0| Bt 67.06M|Rersh Plane.001 [

EXEMEEDE, BRERLE—, PHSIER/), BEFFELE 1000 4, XHZ 60 fps FEEZERNXE!,

UV EFF: EERE—%

MRSEEZEHTI LT EEERA 30 NSV ELR, EAOINERLERIBE. Avv 2—4 2D 45, BT
15 3D THBRSYEY 2D SFE L, EE—TIE, XMESHH "MW 24, BT MUNEHNWEEXILEHIRIST X% (50
BERIESH LR 1 MERESHRI 50 MEISHE LR 1 NE) . FRIICIESRAANRS, BXEERTE (W
BAIfER) | AIRZ 100% ATLAUESRAY, (BB i, FA17E 3D RIR-MERRTE 2D hAESRAE S GRS, X2
FEoCETERME, BISTEEHREE. EAKBERUSFRIERE, FRIIEBREELSARERD AR, — 5K
RSN 3D SRR LVFEEILIE O MNEFIamaEsE . (B— NEAIE SIS AR LA ER A R R isE . FrLlan
R— RPN A — BB, BIROZESTFE. Lhh, EEEERR, BIRAIZIARMEEMERRRX AN,

BT UV BFT, BPERSUMRE DHENFEEN. B O500E 55, ARREERENNE.



34) E1E{Az=
Q: Vew Silect n i@ N

SAEIZ mark seams,

INCTERTAREHET, R A BINERIERE, AEK U AR unwap  (BFF) . BEILAZERIMCE MO, FEA
Smart UV Project. BEffiSAE, REXEFERATE, BARHAR—IKTE, ENREAE D BEHD SR,

XEFTAY UV EE:

FEIRIE UV MBS FAHEERTEELCE.
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THROULER, EHRTLTE:



[ W]

(f&aJLAEE Smart UV ERRISFIAFITSOERINER)

iREEMET: 48 Low Like High i&4

A TR lowpoly FIHERRIEERZIA highpoly, EFFRFIANER N —MEENEMTIAEWLE. XER=1MnGEE
RGB FHF—1 2D REMET, AEREWF—EBRERRIES, Ll X" /N, BAECzERNEMER, BeS
EESIER. XE— "Bl ZEWE, AGRERSMIEEESEEH LM HEMRINSEE,

tD#E Cycles Render, fEREHRSIEHREREZOR LHHFME, ARRINFAESFENTASCE. BEFEDR.



E%, PEEFA highpoly 2853, SAISIRIE Shift EFHARETEE owpoly 5. BBME, BERE— WS,

£ Camera properties  (IBEHUEM) MR (BM) &, MTEIDE Bake (HHE) .

SHXRE,
R
Space: Tangent - FIfFl&=EE, FRERNTERENBMEEIHMBEREXE.

margin: 4px - UV EERAEHESLGHNERE, GETHRLaEE.

Selected to Active (MEETTESERF) : VERY IMPORTANT - SSERRERs ISR LAST J5EHTH

Clear: XRE2—MFHMIE, WMIRBIESNESSS (FRRVMEZSIDEMIE) | BEGHIEPLEI,
Swizzle: BIEXT, BENXT xyz SMABREIZ] rgb,



__ g ¥ [=EsEEElEe)

Ray Distance (FAEFEEE)

838
X—CXTFHIE fuly feged BF-RIGEREERN, B5RIEERE TITORGRIKEEEE.

REFER: TARE OWB NSERER, FAEIINSCRIMEIZSERARFA—], (BFHsE T X MITE.



ZHIFSGE, BS LB UV HREARIRAmESET. £t FRIE—MHER, FE vV mEER. £ UV BT
SNZEE,

EAILAFFas0Et. XUEAFEEMR, UARREEERSEERENARRSCERN. BRFJGE T BEEHR
SR TEREE, 2R Photoshop Sitigs (LEALKIFANER)

Clausewitz &IEEEI5RET
BIANSGE:
B/ RERE - [RicAeEdE, (NEEMRITENEE.
IE% - tEERT, fETEENESIFRER
Specular - HITHTSHFHTE
EERE - WHRHREIE
EREE - SHfttRHE, AR ERNEEEES X EFHIHEEER.

FEREE - MMARUEEREE, XS MEEHRIAR, MERRSISFMRK. XEESNSREERFIZHMURN GRS
BFEER.
IR (sRGB) Bllssk
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. RSE

W k fIEa]
B Cryatal
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EFENER Hoadiight 335

K
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Windows I8
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FEIIERE T <>
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A- NEBBE  (Alpha)

IFE:
R-IFE R
G-IEER
B- B&¥
A-EE G

(SEFRALE 2D, MAZHISHY 30, HESEEERXT)

S5HE:

R- 5 (ERPHEENFERESE)

G- BE&ET

B-&EE

A-YOEE (HEREEREE, X8 1EEER 0 RE)

RIFERYEIH SR
SR 1

F&E:

HRE:

B 28D FibERE

XA NIRRT | RER—MRESRIER, ERS— 1 ATLMERISIEHEL, XEFERE. B—E8
CANEE—RERERAR, REIKNER, BRAETKENSEE. Shape BRATNMBRSHECIIZERR1THE
8. flan, TEMEIARERNTIEREE. WEFERBRRAEEN blender PHI—EIREE. RHELERMWEE
F3ZFF.

FK/Deform Rig (FK / ZF2EE) -

FK 3R RSEEaIRIsHIdRE. MRERGBERIX rig, M rig 2F(IRZSHA. MEAN: BRI SHHE—
RBE, BRT—1E Root HUBHE. IRBELEMIESERNEE (TRKERNSH) .

RENEAEREIE— B, AEHZEESSFI—REME. X E BN BRI HER. XeEFs
BAIEERZECE— LS HNERLS. TRENSIEAXRTLEE—XT, BREEINTER:



EENEERHREHREEENEENES BAXTRERNXT 2. RTHE, HIIEESHREIXLE,

R ERLERNFins EmEAI0 "nodes”, EliJ#EIEEIANERR! XTF Stellaris AYiREA: Stellaris {FRAEREERE
[KIEFT KAEERY . IXEEBITRABTHEREENSARINZIFAIIAS, BETEEEHAEE XX —m
(SHE L PRIFERSE) .

BiSERANMBEBRE, WERIFEN), AEFEMNEZRESFIE (NRENIEHERNEE, NRERSE
a) .

BTk, BIEF2RUMEIMEIRITESHRE! HENE, AREENSFEX TSR, & Cil-P FhiEE Wlth
Automatic Weights ((FFBZINE) . XERRMRE, B8N TIROEESERAZNE. 8NIRANEN

1 zZia, LAE’HI‘WE‘EF XA LABIT SRS Weight Paint EUREX. X MNIFETEERIS), ﬁﬁﬁtlﬂa‘s%
BRI BIERRERIX—R.

IK: RFEHzEhZ

T—HEOIE—LnH 28 B ERIHITA IR K SR AiEahEESs. REEFERELTFREHE F 8B
FE, OJLUXHEE: FAZEBRNBERE, AEERNLEE, AERARATES, AEER E‘J'F%, RE2Fh, A2
SEIFERRE, FIBRNFBRIEIER L MBRRAAR, (R BsiFrEixLE, B8R



KFBMFF. XHE KAER, BBshF, RV ETFHakEZ omk!

Eitt, MNFERXHFRINERE, FHiT—LERET:

ES

FietE6

Look target (FBiFEIGLER#EEhE “arget”empty F1, 8 A—FEERVENS:
Bt

55

— M EREEEERPANETIRZ heel-roll rig, BEMIESZFRENSTE, (B7E blender WEFRHFIRE, BRILIEREED
Fr. £ Clausewitz P, SHEREFEMBER, XfHE heelroll HEFRIKEAE!

XA IK FHIRE

el R

F:

IEERIE SRS, NINEEELIR Inverse Kinematics, M THIFIZRFIEZREFEL K FH2S (EBEEEE > TTBERIGERS)
BHREIREANIIFHETEEB

MR

R IkK AR AR AR ST
EEFEEE, RNSHIEE, B K FEPEHIEE.



EEAER

BdER:

IR FEEEE, R0 Inverse Kinematics, JEEIRATER IK
HEEEKERINIHETFEIE (B8R 1)

RiREREER T, EMuFELEEiem:

NREESME, BEXTRIE

E=N

PERILER, Add track to.Select look IK B4R
WA R Z

EIERE T — AR K 88! A

B 38D E
HEEENMN, FrAHERBEEFRAES HRE.

B, $E rig fRRiE. SRERRMEAMAENE M. ERTEE THEI TSR "LocRot”, £ 3D ENE
M, FSHEFEREENY Quaternion WXYZ, XEHRETHERESEAASSEMEZRNE—H, R/ POX siEHSE
F WXYZ,

AT, FEEExE, ERCENENFELEATIEN, RHMTECIZEEAERNME, EFTERA. (F
MF, HEE (GRERRER: mizpYsEd) ) . BIVEEHWEXERE, BACNARATIHESE, MEREER, ~=5~
ERERIENSALREL.

BIREXEM, BEE— B R . Boom! BIEEEKL.
TR FRrRIAYEIESS, FFHELIRBIXLT, MRMETES 30 IG5R, 15k Start 9 1 B End 79 30, TIAEREARE

7,



¥JFF Dope Sheet F$£Z| Action Editor:

L LJ O

joFow

XS, BT — AR, CEERE LS aNeREME, FRRRASH F REE.

HEESHNE
F—HEEMERIVCAHSHE Clausewitz 5|Fh, MASSEHER. B, BNERUSIF, XSICRE 1 E8BES
SHVE—MRINE, TAYRERREM.

BXRET 3D BT, ARRTER. SHnEl Bake Action HEHIFKANIRE.



Frame Step

(0) Amature.001: BIER

TafREIRT TR/ F FHap3 EATHTE!

EREHNER Action fEiEEET, 1R Shift-O X REMPHTRNE, AESMME— XM, RIESRIRE%.

ETR, BIISENF—BHES. XBERII0 g EEIETT, HFEFASTERR. AUSENT, F/8 shift-D&E
HISABES. ARREEHHNREER. WRATE K 588, BRXMIEERENE, {BXRES Clear constraints and
Overwrite current action, X#&EfER IK RFfERIE. XUIFEZER, (BEE2—BEREaETT K 4 tEEd—R, &5
IR EdmiERE, HEEBiE MERMNSHIPEIRELEE, MERTF!



XEHA k 482 (fron) FNSMEAIGLEEBE (bake rig) , FMEERER T HUSENE,
Al B THIREEA IEIAER N TR !

FAED: SH

BZE 2019 F 5 B, HAIMERILAGER blender FREVIEHERSHY9 POX MFEF1 PDX SB[ iXIAE— 174k, Bl
RN AERRENR. MBRSIESRNBEIRE.

iR

R ATEILAN ARG  bttps: /g/ithub.com/ross-glio pdx mesh
LIT2&3Ei%A
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FIFEIA fle (RMREZHEIE)
Python: BPI. OPS. VM. BBf& - i file ()
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SN s vchimesh
WA= )\ S:t:- 10 POX Pt
g
OB port Export: impot FEAJEZERIE (pzki/Animsticn Set_(psa) |
O import Epot Raw [REHETE (rav) |
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| %, tinyCAD RJ#g tocls
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i 272 Addon fom File..

PDX #7[REIE=R

SHMNE—FE2ORESHA PDX ME. AL, FHfiJ4EE PDX Material > Create, AE—MREEANRINEER, REAT
DE—NERR. XEEGRAILIERKIH “ (game) ygfx/fx/pdxmesh.shader” {4k F|, BE, &F
PdxMeshAdvanced, {BEBRITZERBEEEHBEENEESE. WREI RS ESERIMNE,



EE

o B O T G e
AILUBIHIERER R, ARRECMERPAY edit RRELMTE,

SR
SHKE, FRECEEMNE. BERENATENOMR. HAEREIERE—SH, SNETESERE—EB/ISH.

PHERZS IMSHEHR T ! LA (ERX S EREHASHIIMBREZRS] (M 0FFm) | LUEERETLUAE ofx 3KFF5IA
el

BRI LA EF BT EENRELE TREEURER.

BRRIEAAEIN T . LIS R EER. ,
RIFSFrEZERANLEsE (Ctr-A) |, BELMSEEEMIERERIRR, 5 niXiekk. EX—), fEY -9 FORWARD B Z+
ML,

STFFEEME (BR) | SEEWHEREINELEIR Y, HRATITR!
MAERKANIRFZERT export mesh, FHEENIE (RE8L) .
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iy gen

1 ger_infariny: ge

& oniediriode § R[S EESEL S

B = T | TR D REEEER

o5
BEBEREINRBRr A X LERik T

SHEFEERIIME, FRECHNEBESRINIXFESR, SREMSUTIASEABRIMESE, FERRMN
BFRiEN. RESWEREHEHE, BERERELIPHESAER Y-, KR,

SHanE
HEHREZSH. XERERNRHEERMRIRIVES LirAXER, FEIRIIKREIUEHEH.




e

BHE, FAIRTLAERIRAIRY rig, HPREXHEE, REESHAVIR. £ pose & object 5zl FEEEZE, HIRIG
RHEHEEAERE. BE—, FLMRARSISE] Loop-Seam (BHFRIIE—MIERE— M XEMER, EHR
2N EREIIM) . R TREHE, AR CHMEFA! MIRMFEREESRMERERE (FUAD 15fps) . HEERX
60 fps, EANEALEHFHIERREAINE. FAILIRITESIRELERRIFE (WRFE) .

S 58D WE-Up

.mesh 31{&

SERIENMNG .mesh ASHERERIE FRHiZE!

gfx 315

Ofx SRIIMERIERBIEAFICEIRERRY ife, XEBEHAIFEBA: animations, shader, textures, .mesh %[ scale. St
FEM—LANMEEIRER, Flln



ENFAEREEXME.

objectTypes = {

pdxmesh = {
name = "protectron_mesh"
file = "gfx/models/OWBEntity/robots/protectron.mesh”

scale = @.45

animation = { id = "idle"

type = "protectron _idle anim"™ }
animation = { id = "idle2"

type = "protectron_idle_2_anim" }
animation = { id = "attack"

type = "protectron_attack_anim" }
animation = { id = "move"

type = "protectron_walk_anim" }
animation = { id = "retreat"

type = "protectron_retreat_anim" }

meshsettings = {

name = "jorodoxShape"

index = @

texture_diffuse = "protectron_diffuse.dds"”
texture_normal = "protectron_normal.dds"
texture specular = "protectron_specular.dds"”

shader = PdxMeshAdvanced

FRLALEERA TS SE A A :
B, B8 gfx XHRIRER
objectTypes = {

B EFBXANEIRER, AR
pdxmesh = {
name "protectron_mesh"
file = "gfx/models/OWBEntity/robots/protectron.mesh”
scale = 0.45

XEBAVERAOTISEE, —1 pde i, X GFX WRIINEREFR, 3RE yourmod R0 ABSOLUTE 32434
B (FERAFIFHE oldworldblues) FLLA,

animation = { id = "idle" type = "protectron_idle_anim" }
animation = { id = "idle2"
type = "protectron_idle_2_anim" }
animation = { id = "attack"
type = "protectron_attack_anim" }

BTk, BAIEALMENEIE. BMEko, 1D MR, ID Z7E asset ARSI AR, BT EAMENE
E. Type Ea)EHNAEREFEE, SBIE aasset IHHHE. (REFXBENARRER, 1D 2EAN, XEEERE—/IZ
R, PN, FAOFFEEREEERRE—H 1D, FLFmIIEAES MR T IEZEIA8, (BFRARERER

model_animation_anim,

meshsettings = {
name = "jorodoxShape"
index = ©
texture_diffuse = "protectron_diffuse.dds"



IXEEA .mesh PIEEIRIMIGIRE, ERAILAELANHITIRE! SRR NREM jorodox TESH, NEFRARNE
K, RSIEZSHPHIME, HEXEEZ T MIESHE— N HNTEE, XMERZgENSFRIERS IREZE
7! MRMHPRE— g, NWATLABKIXMT. sSCERATLARBERUNHGEE, BEZFENE: e2ENTHE
{112 BIEBARY .mesh STA4ERRAY, IR0 our.mesh £ mod/gfx/models/mymodelmesh.mesh T, 1RFAHIESIEMIE
mod/gfx/models/mymodel/textures/ 1, FAJLUEEA TR /textures/texture.diffuse

asset X{¥: FHE
XEXT a.asset fle RYIHNE—IRNEA. B, FKMEHIE aniations, EAXEXREER gfx.

.asset SASEEY FiGERSk

X2 animation 3R, FIEEFR, BT ofx F#E5 R type (FICEB? TG, ZIEEEE RELATIVE 1Y, AFAEEAEHERY
.asset 3T/,

KR

XEETEEBE MR INENEM Paradox IRk PEERAIERD. BLIEMNE. shF. Mg, M. (FR. SESHATEE
DREENERD, BUSERNSMERSET HOM, SNEMASTERMIE P REARERIER, (BRAMBREX—R:
A Stellairs PARAIRNDEFREE, THIE!

BB SRR RA TR

###Name - entity name, structed: unitname entity



name = "power_armour_entity"
####paradox mesh - inside a .gfx file (powerarmor_meshes.gfx)
pdxmesh = "powerarmor_t51 mesh"

####Animations and triggers

#ittfstate to be in when nothing else is triggered
default_state = "idle"
####state to use when attacking an enemy
###second attack state (shooting gun)
state = { name = "attack" animation
= "attack" animation blend time = @.@ animation speed = 1.8 looping
= no chance = 3 next state = "attack™ propagate state = { riflel = "idle" } }

state = { name = "attack" animation
= "shoot"™ animation blend time = ©@.8 animation speed = 1. looping
= no chance = 1 next state = "attack" }

###defensive state

state = { name = "defend" animation

= "shoot" animation blend time = @.8 animation speed = 1.0 }
####supporting another attacking unit
state = { name = "support_attack” animation
= "shoot" animation blend time = 0.8 animation speed = 1.0 }
t##t#fmovement on map with no enemies
state = { name = "move" animation = "move"
animation_blend_time = 0.0 animation_speed = 1.0 propagate_state =
{ riflel = "idle" } }
tttf#retreat "limp"

state = { name = "retreat” animation="retreat" }

#### death state (despawns after this)

state = { name = "death" animation="retreat" }

state = { name = "idle" animation="idlel" chance = 6 propagate_state =
{ riflel = "idle" } }

state = { name = "idle" animation ="idle2" chance

2 next_state="idlel" propagate_state = { riflel = "idle" } }
### training state, normally many of these

state = { name = "training"” animation="idlel" chance = 6 propagate_state =
{ riflel = "idle" } }
state = { name = "training" animation ="idle2" chance

2 next_state="idlel" propagate_state = { riflel = "idle" } }

attach = { name = "riflel™ Right Hand Node = "minigun_pa_entity" }
#attach = { name = "riflel™ hand_r = "minigun_pa_entity" }

#attach = { name = "rifle2" hand_1 = "laser_rifle_entity" }
ttattach = { name = "rifle2" hand_1 = "minigun_pa_entity" 7}

#attach = { name = "rifle3" Root = "laser_rifle_entity" }

EMHELEEET, EREEEREROIEE:

BF:

ERREANT

Identifier (FEATHAN  (AMRBEI SoOA (TSRS

MREEFXEY (EEFXEM txt hEE, FHEED fief hoid EER) = hoid PER / KRS, BIANEER
GER,

Subunit type TEBRVERTTEHREN, B eTUATELLAER Sprite 258Y (BB, ohB, REUAT) , WF KHl, EelLUERIES
B

MRERBNES hoid REFRBNEFXEE, HEGSHNENEBNFER, BREA—RE, EHFRERTRERS, EREI 1
(M1 FF8) FEZHFE, BRI 2EZ



XXX_2_entity,

LARHSAIHGRHEBEZ N, a0, AFERRZRIMNE Z SRS EER.

Stellaris BIESELRVEIC, (BEERNWN (FRAFF) 25, BMFRREFIH, WISEESHERY SARSHFARTR. EX

mammalian_battleship_bow_04_entity,

Pdx_mesh:

XEBANE gfx UFFREIPIIEFR, Bl 1B R HET!

ekE:
"light_robot_entity"

LEEEIHS 4R FeERMEAISLARIRTEES, NI ARREREEEERE. SEFENTRESR / tXEH
SHIBRUASEE, (ERERENEMNAZEFFAILERRIIER 60 )REt, XIFEEARA.

FEEHT:
SNER(ER "state” HERY. XEFHRIEEMAVERPRIEENR, ATLATRRE—EME. BaLIEREERE, BEE
ATHIFERD PR RS T LA F.

B, (1A default R, XELMMHATUEHRINBEEMZERAT RS, TiCE%En. HEWE. £k, TEEME
=,

"attack"
"attack" 0.0 1.9
no 3 "attack" "idle"

FRLAXZ— A, B8 L MERED

IR - XEEXEE LE2EmEM, ERIITLANEREEIRSEEEE XIS
Animation - BA/17E .gfx RE M RIENE ID
Animation blend time (FIEIESRTE) - XRE TRSEI—ASHILSHENEIRTE (LAEYARR) .

Animation speed - BRI iHHEE
B - XEEaE, BEAZHINSHRESN, EISIMogetxEE, RIFERE

Chance - RATHEERSHIBENZIE., fla0, XE: FIE— N EEETHEE, BEReHFe, MTAEREBLER
S RE B,

Next state - TR IR REEENBIFDAES.

BT - XEBEUHIMMAETERIS TR, Fla0, EEm, BEABEFPEINZE rifle1 BYEAISLAT AT RIS, EIX
fERT, EeEmiERiieELNE, HECTRESSEE T hEER.

Event: IXE—1EE, B state HYSER BHITHEIAE.

1.6 "muzzle"
"heavy_tank_attack_barrel_particle" "mg_muzzle flash"
yes

Time - BUTHEIERYATE) (LARDER(L)

Node - IXE—NEREENS:, vILIMEESRIEEE (Blender 8f Maya) &, tBaTLAFRNGIE
Particle - TE 73 LA REATRIFRER

Liaht - fF¥5 & FA4REROSY: (RB=NE FROEARYTSR)

Keep_particle - TEARSEERATIREERIF. EX shells, fire &,

o

Entity - IWETERRZETERISEIR, Keep RIFIEE kep_particle = no BPEEIES.



B ISCeA -
RIEFREYARE, eTLABS RG0S Enties MINEIEAMRSER, BB EMRS. XENREEMANFE—EHERE
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