Activate the RINGTONE.
Anyvyone TOUCHES it, it rings.

Drag the presab into the Hierarchy
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Unpack Presab
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Move, resize, rotate
the PawsStrapTinkling' folder!
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Align it in place
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Drag the 'PawsStrap’ to the bone
you have aligned it tO.
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Once everything
is in place just activate it:
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Then Activate Parent.
Do not activate it besore editing!
I¢£ you edit, then turn it o¢¢!

Copy the settings
of¢ the 'tinkling £X' laver in the
SEX ¢older t0 Yyour own £X Layver.
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On the Parameters tab,
create a ‘tinkling' Bool
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