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INBLDICRDFELIA . TOvIHEEL TV ET, Transform Using
Target Point Orientation =4 7ICL T, 7Ov % 59 <ICLET,

material /—R(Z Display 759 %R EL %Y,
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VLY, Accept 3. Create New Digital Asset 51 7O CTHE
Accept #0)vILFT,

ZMUCED Type Properties 7> RUMNEKRINET, Basic
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DS TZ IO T =Ry MERERDIAATVET,
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Input /XS X—=5%% 1)y o LT, €M% Type Properties 7> Ro®D
Existing Parameters )X~ C LMB R3vJLEY, £hz root (CROY
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RMB 27Uy Fy =2 2—0/R/\—"T brickify_asset % RMB &
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ERIC. RREWRAE S 2720047 a>hHD£d, Name
% shape (Z. Label = Shape IZZE L %7,

Menu 2 7%~ 1)w2 LT, Use Menu 24> (CL %9, Menu Items T.
Token (Z 0. Label | Rubber Toy ¥ A77LT. Enter Z#L %9, MIl.
Token (C 1. Label iC Custom Shape * AL %79, Apply =L %9,
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