Importing from fuse:

Make the character in fuse, animate with maximo when done with look and clothes, download character and animations from fuse into two seperate folders, drag and drop into unity.

Fix nomral maps by clicking on the blue things and making them normal maps instea of texture and unclick convert from grayscale (unity doesn’t by default always detect them as normal maps)

Fbm is where unity stores textures by default and where they can be changed, but you can custom use them (and want to with this kind of import) so delete those textures

Next make all materials opaque instead of tansparent

On hair click alpha is transparent in hair-base color in textures,
Then go to the hair material where the hair is on, and change the standard shader from opaque to cutout so the alpha values (the squares behind the stuff) is cutout (the base must be dragged and droppe after you lock the view of the material hair (or whatever) into the albedo box, the metalic, normal map, and occlusion (and anything else must also nbe draggged and dropped

Eyelashes come after the body, ctrl d the body diffuse material (the one you dragged base body in) to duplicate and change it to eyelash diffuse, set opaquae to be cutout in the inspector becuase eyelashes are in the body difffuse.
