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lExport Layers to Files; 4«4 704Ky X

3.

AT7SA MIHEBOT 7AINRTL T4 v I RZMITIEVGEERE. LTy
VRETHFAM T —ILRIZAALEFY (F: tle_wood01.png. tile_bricks01.
png % &)

MLayers) NRILTRTIREDL AV —71FE T I XKR— bF3I21E. TVisible
Layers Only] Z3&ERL 9,

lFile Typel I& TPNG-241 #FEIRL XY, ICC 7OT7 712 EHIHNEIER
WD T, Tlinclude ICC Profiles &4 7ICLE ¥,

TPNG-24 Options) 2> 3>® lTransparency)] & 7> 3> & [Trim Layers]
FFoa>%mF LT, Tinterlaced)] Z4 7ICL £ 9,

Runy 227 vo33c. BOWHEREOR. HELILT7 A LI —ICRTST
I RR—bINZES,

FROFIECHS E. LIV —DOEERELT. LAY —&FEP< T XK~
FCEET. TATOLAV—AMERICT Y ZK— hSNB T ISEEL TR
IV COBETH. LIV —JIL—TRERSNERA. TDLD. EHDOL
{ Y —THRINEFv5 08— 0TI MEBBHER. T RK— O
HIcT—YLTHEET,

BEOLAV—Hh5m8BDRX TS % TPhotoshopl 6TV RR—bTB5E%E8
TULWEFEL &S, MERREDEIFERA FIH. TIVXR—FLEBERELDHACH
ICHIEICE X9,

BL®IC. RTFA b EERTBTERBBZLAYV— (FRELAV—TIL—T) 0%
AIPBETT, AIRIE. UTOBERTITH. SRR Y TEXRA Iy THH5E
REINTWBBDRXTSA T ERTS5A I BRIDT #ILH—IZ PNG 7 7
TINELTRESNTLET,
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ERTY TERRII Yy T2ERALIERT 51 b

X=Za—h'5 TFiles > TGenerates > lmage Assets) %3EIRL £9, Photoshop I
&oTPSD 77 IILVERLHBARICT # LA —DMER TSN, LAY —FTiEJIIL—TH
IARTIVRAR—FINTPNG 7717 ILE LTHRESNE S, PSD 7 7T IILHERE
FEINTLWERWESIE. TR MY T T A A —DMERESNE L SICBR>TWET,

COFEDFEIF. TVRR—bDIY—IHDMTVTVWB LAV =T 4 IIE—%EE
LEBE BRT7EY hOBNY I TSSO RTEEBMNICTIRR—FEINBZIETY,

LAV —RDHICRFIE AT Y aZBMT 38T SXTSAM DT A IILE—%
EELET, COT—XTIE BORXTSA K3 DIRTE 1 D20TAIAE—ICFE
CHZEHIC. LAY —20FIC Toarrel/s ZEBMLETY,

Photoshop B'5@EA LR 751 bDEBDOL AV —%2 T I RAR—+T3

X754 DU A I EEET35EIE. LAV—RBDFIIC. TEFRIEFRT—IL%E
ZETIEELTEMLEY, MZIE. T50% barrel/barrel.pngi. T80 x 160 barrel/
barrel.pngl R LB D F9, TEEZIBET S TIE. Photoshop TlFE I LA
TN EDBEMIZED £,
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Affinity Photo ¥ 7:-I3 Affinity Designer 5D I U XKR— bk

Affinity Photo & Affinity Designer (Zid. &5 5% TExport Personaj € W5 I
AR— b HOE—RDHDET, CNZEFERATIFIEZRTVIEL LS,

TOEBROLSIS. PIVr—2a3> Y —IN—DELICHZTAV =T ) YD
L. TExport Personay ICHID&EX £,

/]
Y File Edit Select View Window Help

M © I o2

Export Persona

No Selection

+

Affinity Photo @ TExport Personal

RATSAMEITURR—bTBICIE. LAV—FRELAV—JIL—THBEIXF1X
ER L £, AflloNayersi1Z TICYIDBX . IV XKR—bT3L 1V —%&RL.
Create Slice] RE>E V)Y I LET,

lSlices] ZTICUIDEBR. TVRR—FITBRXFZARZFIRLET, XROBEBRD &
512, IRTDRFA AT lExport presets ' TSingle PNGJ IZEREINTWS C
R LET,

La Slices
Batch builder:

“spiders web", PNG, I Export preset:  Single PNG

Retina JPEG (High quality)

Single PNG

B B

Retina PNG

Apple Universal Icon

OSX Application Icon

i0S Application Icon [iOS 7-9]

i0S Application Icon [iOS 5-9]
1882x729, "gold_pile_FG", PNG, RGB 8-bit Apple Universal Icon part - @1x image

Apple U Icon part -

Apple Universal Icon part -

0SX Application Icon p:

.
*"
f - 0SX Application Icon p:

OSX Application Icon part - 64

Application Icon p
e OSX Appllication Icon part - 256px (128x1 256x256 @1x)
% '
LO
% B
o f
L

%

>R

L)

= a
& Export Slices (5)

Affinity Photo T TExport presets % TSingle PNG ICE&ET %
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lExport Slice;] 27U v o L. BEDERICES>STIVAR-MEDOT #ILE—%
BIRLET, XTS1 &L Unity 7O T D Assets TH LA —ICEEIIX
R—bT2c. KEEZHHNTEIET,

ITORR—=REDT A ILE—%FIRL7=5. Continuousy 77> a3 > HFIFERIEEIC
BOET, COATarhb. LAV—%2BBELEEIICATAIREIIRAR—F
TEFY,

IVRAR— b LIERTSA 2L DBERICERT 37DICIE. AFMRBOEICHD
KEI7AA>%Z 0 )y LT FERTSARDIVAR— b F T3V ZFHTRE
LET,

ers Slices
Batch builder:

Export preset:

> %

v % m barrel n

Path: barrel\ Builder: None
B PNG -~

e barrel_n.png

{ ) barrel_ mask
barrel\ Builder: None
B PNG~

™ barrel_mask.png

barrel
barrel\ Builder: None
B PNG~

x - barrel.png

¥ Continuous @ Export Slices (8)

2T DIV RR— AT aVZRET D

lPathy] £ a>YTRISA MDY T I HINE—EERLET, CDHFITIE. BOD
2TZA MEITARTMbarrel 7 74 IWE—ICA>TWET, 771 ILERIZTPNG]
T, BREDRT—) 2T TMxy ICRESINTVWET, CHIEFRT—U VI %1TH
T RTSA M TOV A XDEZFIIVRR—FINBZEVWSITETY, +1 KA
EIVY L. —EBILEROY A X 2B ATEZcHTEET,

RIVFTZY b7 3 —LREOT —LDIZRIF. tBOTNAXTTFOT I bzEL
RIBBICERTEBRTSA FOY A XZEBMTERRLTEETEL &5, HIRIE
Retinal DRXT 54 b ZBUS T BBIIRT7T—1) 2T T M2xy ZFRLE T,

BREINEY Y RYDTWICHBIMD T+1 REZUTlE PNG X FS51 b bl
JPCG 771 ILHITIURKR—FLIEWHGEIC. 771 EREZEBMTEET,
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Export Options

W Export Layers - Krita

Mode: Selection Defaults
Documents: C:/Projects/normalmap_vé.psd
Preset: Jocuments:

File format: | PNG

Pixel format:  Use document format 2
Refresh

Resampler:  Bilinear

Matte: "

Initial directory:

Export options:
1CC Profile:

Embed ICC profile

Include bleed nvisible layers

Palettised t export size to layer content
Export size: dpi: 72

Images extensions: PNG
Embed metadata
Cancel

Affinity 7 71— 3 >® TExport Options) V1 >~ R Krita "5 X754 b 2TV AR—brT 3

Krita 5D I Y XKR—k

FFBTRFaAXYIIZRETZELSICLTLLREI WV, £ L T, Moolss >
Scriptsi > lExport Layers) ZIBICEIRL £9, Ry 77 v T U+ > RUT Mnitial
directory]Z#IRL £, CNHBRTSA L7 7 ILH IV RKR— TN BBFATY,

TExport options] T. TFAdjust export size to layer content] Z#4 > ICL %3, C
NeFAVICTBE. LAV—D YA ZEGhbETYIDRIN. ZEIEILDONT 1>
I BDET, A3 VHBEITWVWDODHDH., UTDEDEHE->TWVWET,

—  Group as layer : 2D LAV —Tld%m <. JIL—TTIUVRER—rLET,
2754 D EHDOL AV —THERINATVLRERICELTWET, COIY
AR—B—Tld. BEBAORLEMDIINL—TDINRFTvIIhdied. X7
SARERHDODTIL—TIZTEZCIEFTEEFH Ao

— Ignore invisible layers : —EBD X 51 FZIERRFICL T ITTRAR— bR
DERNT BIZEICERTT,

Nmage extensions] & L TIPNG1 Z2IRL.TOK1 2T U w I LE T, BIRLI-T +
WE—IZZATZA EDRITORR—bENET,
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PSB_Char...

paw_fron...

NG

PSB_Cha... eye_clos... eye_open head_top jaw_back jaw_front leg_back_| leg_back... leg_front_| leg_front... little_wing

>
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eye

‘/

root

Unity A® Photoshop PSD 7 71 )LD V7 R— bk

RATZ14RMEIPNG 77MIIERTIVRR— b TE2ODRHEFTTH. PSD 77
A I)L% Unity ICEEA VY R—KTB3Z8HTEEFT, T 7AW ETIE. TNET5C
PSDDLAV—HTFy M. 1 DOEIRICED £7,

CORERF BRT—PDITFSAMIBLTVWEY, LIV—ZfHEE. XTVHL
E9. 771N Z2RETIE. EERABDERICI T ¥—ICORMINE T, U
& PSD V=X T 7AI)LH Unity 7O FRICZEDEFFRESNEI, COT 7
TIEY —REBEBICEHBEHTETET,

Unity @ 2D PSD Importer /Ny —JUZiE. LAV —ZRMED R S50 b LTA
VIR—RTEZA T aorHBbDET, CONYT—TF 2D 7= X—2 3 VEICK
HINTULWETH 1 DDPSD 77 TILICEFEFNZBEDR TS b EERTVR—
FIBRICERTZEDHTEEY, AVEDTA—2a VB ERTHCHTE
£9, CONYT—COFERAAEDEMICOVTIE, 2D 72 XA—> a3 viICBT 3t
7oavhib507O7%EE BTV,

head_top jaw_back jaw_front leg_back_| leg_back... leg_front_| leg_front... little_wing

scales_b... scales_n... tongue_g... wing_l_pa... wing_l_pa... wing_l_sk... wing_r wing_r_p...

\

Unity IC1 >V R— kTN ILF LAY —D Photoshop 7 71 )L

nostril

PSB_Cha...
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AT=ITH1Y

ZAF—SQTONEZA TEERT 2FEREMH LD, BHDIUIAT1TRE
1IN T—2 7 O—ICRBRFHEERAT TV

SUTILTFELMDEL, HEEUHINBZTIAR MEHMDSRVH, BEEISHEICT
1T T7EEIHITAHAENTFENDIEBVWET, 1985 FED I X—/N\ =Y UAFI DR T—
STFHAUHEETELETI L,

T

a
FR—/¥—=3 U] OLRILTHAY (B )

CNEIREICDE>TRELZAT—ISTHA VAR LTEODNTEITVLT, |RET
HBHTHEMTY, LHL. Unity ICRTYFIBIET. LDBVERET. &DJE
RICTATTZRLETBEHTEET, METEEZY-ILZRTHEL & Do

RTA SRy O ZVERK

White Boxing (K71 FRw & Z¥ER) Cid. S<HMBNATWS 3D RF—IFH
1 VDOREET. FREAWF2—TJ%2BEL. AT—STH1>OT71T7T72FEL
BRIELTHBDENDTT, AVWRYIREBLDIE. ROBTT—ILEZHLTY — L4
JO0—-D7AF7ERRT B30T,

COFEIF 2D B OO TO M Z A FERY —ILEERALT. 2D I35 71w
TRCHBATERT,

ROA bRy I ZERTIE. HE. B, AT N\Y—F 88, 7L1v—
CHERT3ERDAICEREZHTHIUELN DD ET, TS LAEERIZ. TR
ICEBEARTERLTHA S, BRIFLTEALPTLLET, AIXIE. BPZOMD
ERERIIRICL T, BEMIER. Ry FRIEBTRELTIHELIVTLL S,

9. WEPE, LAV TIRRBREDEHR /12502 3>LA
V-—h5EFLEI,
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BENBIT 1 M eERALIRT1 bRy I Z{ER

FLCHDS Unity TERBIRRRS Y FILBEROT 74U 2D 7Y b 51RO
9,

TProject] 74 Y RIRTHEI VWY (FFEFY—ILIN—D TAssets] XZa—%7
Jw) L. TAssets) > [Creates > 2D > TSprites1 ZIBISERLET, IA
TOFERICERBEADERERDSENTVE D, XTS5 > z1 FITEBMT 3
WEHH B DI Polygon Collider 2D AV R—RY FDHTT, ChiCkD. XT3
1R A TDENPEROEEEZZITELSICADET,

ites > Placeholders

S 006

el

Sprite Creator TR TE 2 IRTDR TS b

Projecty T« Y RUTHINTWS 7+ LA —IC. BIRLIEZAT 1 FOMER TN
£9,

BRICGCTERBZERZFEALE I, AIZIE. FLAY—IliZATtiL. BEYIC
FFA. BUCIZAEF. HEPEICIIEFFEZERALEYT. XTST1 LYY 5—08
T7aONT12FRAL T ATIUIEICR TS b BRI LET,

2774 T 20 MBEEREOERZMA T 25513, 2D Rigidbody & & H 2. 7
Iz bOLEMNERIRE—ET S Collider 2D AVR—FRY hEEBML XY,
Rigidbody "&/1. /3. FEICKET S & SIC. TBody Type] I TDynamic) %%
RLED,

ERICECE T B7cOIC. Ctrl ZIRL BN SBEHEEE LT, AT b2J Uy
KXy FLET, COAETIF. 0.25 BATBEMIEECENTEET,
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2D Sprite Shape

2D Sprite Shape I&. NZXZER L. EDNRITR>TETIVIRDRA TS 1 M EER
TIBZY=ITT, CONRRE 5T v IRV T R I 7 T—REBRIY =)L
CHEEN L KBTVWET, — VN TEERRETI IRV IHIERDT, #7723
THIBRLTED. ZBAIRKTIVRAF ¥ TEDEDTBZEHTEEXT,

Linear Sprite Shape # 72 £ k& Continuous Sprite Shape # 7>z Z +

Sprite Shape (& Unity DEVLWRL T O ZIEY I #ITR2HEETT. CNTH
HRTIZA A T2HERELL (FR. RETIENTTET,

2D 77— bEFEBLT2D 7O TV M EERT ZBE. T 7 4L T
Sprite Shape B’ 1 > XA F—=JLENET, H L <I&. Package Manager ZEHL T
AVAM=ITBICHARETT,

FILWRTSA b1 THERT 3158 1E. GameObject) X=Za—%oUwvd
L. T2D Objects > TSprite Shapes Z#ERL TH 5. Open Shapel H Closed
Shapel Z&ERL X7,

File Edit Assets GameObject Component Window Help

Create Empty Ctrl+Shift+N
= Create Empty Child Alt+Shift+N
4~ Create Empty Parent Ctrl+Shift+G
4 Placel 2D Object > Sprites >
&g Mai 3D Object > Physics >
Effects b Tilemap >
Light > Sprite Shape >
Audio > Pixel Perfect Camera
Video > Sprite Mask
ul >
Volume >
Camera

Center On Children

Make Parent

Clear Parent

Set as first sibling Ctrl+=
Set as last sibling Ctrl+-
Move To View Ctrl+Alt+F

ATZ4 A T=ERT B
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2T5A ST FICEBEMZ BBA I BRLTHS 1> IRI2—0 TEdit
RavEIYy I LET,

#& v Sprite Shape Controller (Script)

Profile M Sprite Sh Profile (Sprite Shape)
% Edit Spline
R rat Rl

X 10.76

Automatic

Variant

ing

Spline
High Quality

Unit
uv

lMnspectory T4 Y RIUTRISA b1 T2EBETS

RTSA N TATDO—EBEEI) VI TR, "1 hEEIMLED. delete F—
ERLTRTIY M EHIBRLIED TEE T, K12 bEEIRL. Tangent Model @
3DDAREIDSBEVWITNHEEIRTZ T, E—REZEETEET,

—  Linear: iR FEHE . KAV b ERA Y M ERBRERESISTEY

—  Continuous : RAAEEBWVE/NY RILHFE T, A1 Y bEFLICHIEZR

BLEY
— Broken: BELICBHBISIEBZENTIBZN\YRILASIT, RTY bEHRLOIC
HREERLET
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FAY RERDETEI—F—ORTAELBRTIET, 27y TV—ILb. KA
Y hETUY RIZRF Y TS BERBA TS 32T,

YIEEJREAIC Polygon Collider 2D OV R—%2> b ZBML Y. FOMZ 1 F1ERK
HENTHNE. TI7FIILbOTONT1 THITY,

& ~ Sprite Shape Controller (Script)

Profile

Spline
High Quality

)

3

v
High Quality

None (Physics Material 2D)

Offset
Points

Info

Polygon Collider 2D J>R—x> b %EMY %

COLIFIEICAT T, MEIERI BRI S0 b1 T2 FlL. 1VAR
I —CHEICEETIET,

BAINI YT

ATy THRERIE. IO TONZAESTICELTVWEY, 21Ty TZE
A3, JUYRICERESNZZMILEMEINBZNETBRIATSA b=ERAL T,
T—LHRZEZCEHTIET, 1 DORSILERELTT—LMRZLITY
FT3DTIIEL, Bz, A7 —VLRTRORLEBTSL ADK S BIRIC
DEILET,

BNy T2EAITRE. BERLICRTIINTLWEWE A ILIZENLTE 570,
XEUX® CPU OEBEERICOBEND ET, T2V —ilzfFEdSe. JUvyREDE
TIWNEMRBNIIRIY FTEET, WODDRI Y ML—ILZFRLT. ROV
MEI2CEDHARETT, XMLy FICIEEERAUENBBTER TN B KEED DB
&, MENICT A MPREZITAET,
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VRAM ICFiA#AEND. LEOAR B EY MM —LDOERZAINLERTS1 b E1IILOREMNERT. AV —ILTIE. HRL
2754 RHRIRDR—JICEEB L TRIEINET

2D Tilemap Editor (&, 2D 7Oz I TV FL—rZERLTAI YR E=ILT B
M. TPackage Manager] 51> X +—JLL %Y,

2D Tilemap Extras N\ —S% A4 VX =)L $ 3. BRAREER 2D BLUVZ 1
WY TITF 2=V T EHMBO IO TV b TEIBZELSICHEDET, TN
SDRATVT I ARFLDT SR FAINEERT 2BEOR—XIZHAED £,
Project Settingsy (TEdits > TProject Settingsiy) T [Preview Packages) * &
BICL TNy Tr—C%BE L £9, TPackage Managerl T. lAdvanced Settings.
Ry U RUZHB TPreview Packages] # 7> a > A ICLET,

ettings

Q

AENEREE Package Manager

New Scoped Registry

Cancel

Package Manager T/LEa—/N\v s —Y%KRT 2
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2D Tilemap Extras L& HICH > FILEA X b=ILL. Ny T —JIIAET S R
DT EFERALTVWET Y FILEHRLET, Unity DRFa XY T, Nyir—
JICEENTWBR RV U TEZTILITZORRI ) TZTILEZAIILOFMERIETSE
7,

WAHDINYT—2% A =)L LT 5. TWindowl > 2D > ITile Palette) H'5.
[Tile Palette; 7«4 > RUZHIT£I,

DIV RIT, BAIINI Y TDRAY FEIREICBIDFZAILPY—ILEZFET
FEY,

Tile Palette

RPN A

Active Tilemap Background v

Jared tiles v Edit Gizmos

New Brush

NL v hhERAHAENT TTile Palette] 71 > R

[Create New Palette] RZ>&E )y I LT FILLWALY FEERLET, 77
SVERETTZ ROV TIEAIVID VRIBRRINET, /Ny MMC&FIZ
IF. 723 ERELTH S, Createy 2T v oL, BIRLET LA —ITR
FLET,

Create New Palette

Create New Palette

Name New Palette
Grid Rectangle

Cell Size Automatic

Sort Mode Default

Cancel Create

FLWALY FEERT S
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BWTEAILZENLY MEBIMLET . RIS MTIRF VY EREZIILTEY
b%Z TPalette] T« Y RIICRS VI LET, AICERLICEEBRITS A T
1T7OVWINDZEALT. VY RUDERTAICEEELFT. 7Y b ZERT
B377MNEERLET, ALY bDT VY RICATSA EHRTEINE T,

Tile Palette

» M w s e s

Active Tilemap |OurFirst Tilemap  +

New Palette

Default Brush

RTZAbENLY MIRZSY I TR FILLWETILDMERSNES

BWT ZAINERAVETRIEDOIZAINIY TZERLET, XZa—IEEHOD
FGameobjects > 2D Object; > lTilemapy > Rectangulary % |EICV U v o
L%xd,

< New Awesome 2D Unity Project - Tllemaps - PC, Mac & Linux Standalone - Unity 2020.3.19f1 Personal* <DX11>
File Edit Assets GameObject Component Window Help

Create Empty Ctrl+Shift+N
Create Empty Child Alt+Shift+N
Create Empty Parent Ctrl+Shift+G
2D Object Sprites
3D Object Physics
Effects Tilemap
Light Sprite Shape

Audio Pixel Perfect Camera

Rectangular
Hexagonal - Pointed-Top
Hexagonal - Flat-Top
Video Sprite Mask Isometric

ul Isometric Z as Y
Volume

Cinemachine

Camera

Center On Children

Make Parent

Clear Parent

Set as first sibling Ctrl+=

Set as last sibling Ctrl+-

Move To View Ctrl+Alt+F

Align With View Ctrl+Shift+F

Align View to Selected

Toggle Active State Alt+Shift+A

BNy TS B
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RTICTVYy REZAIILI Y THMERENIAREICHRD ELTco 2TV Y TD%H]
ZHODDPTVBLDICEBLET T )Y RICIREROEZANILI Yy TEZRIFTETEY,
1202 =2, CILDOYAINERZEHBDT )y FZRHZEHTEXI, O
CTld TGrid) AYR—XVFOHREIRFRIRTT I EDOEFICLTEZTEY,

MTilemapy #"—LFA T2 ¥ bCiE. [Tilemapls & [Tilemap Renderer] @ 2 DD
AVER—EDHBDEFT, CNESDREIFEDOXXICLTHEETET, DLBETH
3R5. LAV —EEICEHhE T lSorting Layer)] SREXZELTHEZTEL £ S,

: v Tilemap

tion Frame Rate

25 v Tilemap Renderer

er Bottom Left
Chunk
hunk Culling Bounds Auto

None
® Sprite-Lit-Default

Default
(0]
Layerl

Tilemap J>Y7/R—=> k& Tilemap Renderer AV R—x%> bk

ANy TERZAIDNNL Y b EICHZIE. MY FOBBERIITET T,
TPalette] T4 Y RUDY—ILIN=TTZIVY—ILEIUy I L RAIVETEIRA
IWEBRLEY,

RAVIEINLTL—RARINA—=ZAINEZETCEAITY T
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KIS A7—=S0TOMEZA TEERTITET, YWIEEHERIC Tilemap Collider
2D1EZCILR Y FICEBMLET, CNICED ZAILT7EY R THRELEODTIS —
DEATICEDE, ASAE—DEEZTILISENMINE T,

FComposite Collider 2D1 ZEBML. A5A4—% 1 DIZHKELEFT, A X
% TOutlines] IZFREL. BEFOEEZ AL—XICLET, 21I)LIE. BL2DRA
LTI ERTIMEOLSICEELF T, COREICEWVWTIE. NT+—T >
AHHITMTINEAELTVET, LH L. F—LTDSVZALIZZAILZ, B
HLLKIFHBR T 2FENH3HEIF. EFAINDASTAE—EFREFLIEEFEHNREBVT
L& Do

[Collider 2Dy AYR—%> b T. ENTIC TUsed by Composite] # />3 >%F
VICLT. BTFLAWSE SIC TRigidbody 2Dy @ Body Typel % [Staticy ICE%
FELTLESI L,

&  Rigidbody 2D

Body Type Static

Material None (Physics Material 2D)
Simulated v

Info

i v Tilemap Collider 2D

Max Tile Change Count 1000

Extrusion Factor 1e-05

Used By Composite v

Offset X 0

Info

o, Composite Collider 2D

Material None (Physics Material 2D)
Is Trigger

Used By Effector

Offset X 0

Geometry Type Qutlines

Generation Type Synchronous

Vertex Distance 0.0005

Offset Distance 5e-05

Edge Radius 0

Info

Tilemap 7 —L#A 722 b® Collider 2D OAVR—xR> b
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FNTIE. BEBNL Y MY=ILZRTVWEELLS (o ZAHIEF—AHR—RI3—
FAY RTY),

Tile Palette

New Palette Gizmos

2AIILNLY bDY—)L

—  Selection (S) : HEDZAINEIV VI L TERTZH. KT vI L TIER
EEHADZ1ILEERLET,

—  Move (M) : BRLEZTILERBELET,

— Brush (B) ! BIRLEEZAINECTSOEFEALT. 7IT14TREAILIY TS
(TActive Tilemapy FOY 7RI UHEER) ICRT1TVELET,

—  FillSelection (U): RS w4 L ABFBEIEAEERLZZMILTED DR LE T,

— TileSampler (1) : 21y THh 521N ERBIRL. RAIVEBICT I T+«
TISERELE Y,

— Eraser (D) : Z1ILY Y TIHE5EZ1ILEHIRLET,

— Fill (G) : 2L THEEZEDDRLET (COMEEFHIF. tDF 1 ILTHED
ThTVLWBRENBHD ET),

SOV Y =ILIEIFTHRAILENERMICRAI >V MLIEDIRELTEDTZEHT
TFY, Ff. Tilemap Extras D7t MIiE. Rule ZAIINREDERBR I S
FHBHDET,

Rule 2L

Chid. BATVWRDHDZHFIL. BUIBULEGREERTSZEL5X7 ) TS
NIcZAILTY, FAIRIE. ERICE. TRRICKENHIHMERZAILBETY,

2D Tilemap Extras /\w /7 —1Zi&. TDungeon Rule Tilel £ WS H Y FILHEF
NTWET (TAssets) > l'Samplesy > 2D Tilemaps Extrasy > T'N\— 3>
&5 1 > TDungeon Rule Tiles > TTilesl)o TNEZXAILINLY MICRZwIT
. RAYEHDHBEINET,

Rule Z1JLid. BHERZ 7L OMUEBE L BY)RBERBROMUEZBBNICHNLE T, B
BTEYBRATIM b ZBRLTNS D, BRIRERAIY ST BDHICHIDZA
WEERT ZHEEEHD T A,

v 20 @ & v PBOH v ¥ W v Gizmos v o

AN Y TERA1V TS
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© Inspector

Dungeon (Rule Tile)

Default Sprite

Default GameQObject @ None (Game Object)
Default Collider Sprite

Number of Tiling Rules 14
Tiling Rules

GameObject & None (Game Object) @
Collider Sprite v
Output Single

GameObject |© None (Game Object) ©®
Collider Sprite v
Output Single

GameObject © None (Game Object) ©®
Collider Sprite v
Output Single

Select

A1V RANRTZ—O Rule Tile 7w b

Rule ZAILDA Y ZARIZ—TIF. BEFZAILICEDVWT, EDRXT 51 bz ER
TRINEHEETBLDDIL—ILDI) X IHEINTUVET, BIL—ILOERICIE. <
PIYIRERTZAMDHBDET, COREDREDIEL TVBMUED. IANTD
FAIIWANRT TR TS D BEATNEZZEICBED ET,

Rule # 1 JLEREDEERICDOWTIE. CHE5EZELLIETL,

Chid Rule ZTILDFEVADIFAD—BITS, COY Y TFILDITSA bZRIDDH
DANBRTED, F—LDZ—XICEDLETH LWL Rule Z1IILEZERLIED TS L
HTEET,

X a2Z7 1% Asset Store iS5, BIRMERAIGER XAV TT7>FL—FEA
FTEET, BEDISCOHDDHDA S, BAZIFS L Pandaroo D TileMap Auto Rule
X. Devil’ s Work.shop @ 2D PixelArt — Isometric Blocks. Cainos @ Pixel Art
Platformer & Pixel Art Top Down B EHH D £,

BANIY TORINTSIFT 4 RCDOVWTIE. CHESDOENBE THRETIFT, 41
WY TDONT =X ADRBILICDOWVWTIE. CHES5DERETHERTIEY,
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AT7ZA M TATDRT =TI

TNy RELEEZANR=ZADTHA VI BICETCILT— b 2RI 35E8R L.

LbA% 2D OEZ a7 ILREZAIICEKBLAET, XIO—-ILDKETS Y b

T4—X—®. by TET 2D RPG. BYPHAB L DIFEANOIIRTH. KEL
aVEY,

Uy ER=AOTH A > ThHU, BICRBEBREP AT —JERETSCHTE
F9, JUyRICOAYRMLA2VTBE. BERREDS VTIICHEDET, D&FD.
AT=ITHA e LTVBREIC, —EDEMREF - IREBZROZEHBZICH
DEF, FIZIF. F¥SIF—DP v T7OEIH 3 BUDIFERIZ. BBZREY
BHEZEFTEL P IL<BD, TLAV—HT v T TEIZDNES D ZICICTFATE
BELIICBEDET,

B2DR1INZ2T A= 3 LT EBTEHARETT, fle LT ELZEPH
ATWBWED, B3 T7 7 REDPMASONET, 2Ty T2FERAL TERZ
EBeHTEEY, TIDNEDIFF 45 EX 265 BEL V> cAEDEFRDO Y —
TIRICBEDFET,

IOHEMBEDBAROFEHRRT. 7O0v IV REVWIEZAILICT ZBEIE 2D
Sprite Shape ZFAL 9, CORETIE. U Y RPREDAEDFHINEZZITS
ZXiEHDEHA, HIEEFERLT. COLSBERTHERTETEY, M. E.
BERE, Bo BT —TzREIENDBRATSA Mz FICBELTED, <o2FhrlL
TcEOEILT—FDRAZAILEDE, FEINIERERIEZS—VICEZXZ N TE
F7,

RFYTV=INZF VTR BEPHREHERICREL T, ERZERICEET
TEI,
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AERID TSkul: The Hero Slayer) (SouthPAW Games $IfE) 12 1Ly TR—=ZD7— LT, GRID FOddmars (Mobge
LTD #fE) &R T ZA4 R—ZADT—LTY

BANRY TRICERAT A b A TTHERLIC AT —OPERIZ. BTRETS
ICLTHBEETY, EZa7ILAZAILICEDET. MAZHE TS —LATERT
TEI,

BANIYTERTSA A TIIEESD. FUFATLTEREEZR S TH
BB INETICBAWT — LT LA ZEAETENTEIET, FIXIE. 21Ty
TOHIFEEZHDICTZEHTETEI L. RTIFAM A TREE—T T8
B23ENTEEXT, AJREEITERRBZDTY, DA S a3 VOFEMICDOVTIE.
Tilemap APl & SpriteShape API ICBET A RE*a XY hE B,
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FATREAAS CERIREAAS

KED 2D F—LIZEWVWTIE. AXTIFETREE—RARETS I CZ#HEEL TV
£9, 1 RTDFIFFITTEEIF 2 RITTOATSTeH. COE—RH 2D 7OP T
JRTIREREAE>TVWET, FTREE—RII.EJEILT— DT —LP NI,
2D TAVXRI YT, by TEOY, TSy R TH—I—RE, HEPBZIIAZTIL
ICELTWET,

2D F—LIZRBICIZRITESHNHD FEAD. NZF3v IR (RE) MR=FEALT
BITEDBBESICRENTBERETERT. NIV IRMRIZ. AXTHEH
LIcETILEREAROERDOL AV —ZERZERETAIO-ILLET, BRI
ANBICEBRITETORBEAEZRML. BE<DATP I DA E<DFTDx
ThEDBWKDBNTRZIBLSICTBHIETT,

2D Tl AASOBHREDESICEDETLAV—Z28H IR T hZFERAL
T. ChZERRITBZOP—MHTT, ENFSVIRLAV—DREZRAETZ7D
IZIE. WS OD DFHREDVETT,

FIIREE—FIF. EDES5% 2D F—LDZXZAILICHELTULET, T Th
THERREE— P ZERATIEHIFEZICHZDTLELDD,

ERHOD12F. COE—RTR. TOZDEEDERREORRZHERATBH. 1B
ERRERE LTINS SYIRNRZFBTESHS5TT, NSTVIRLAV—DRY
A—IZWBTBDIC. RTV T 2ERIZBERHDEFEA. EDRDDIC.
I HEREICAASHOMNINUBICERZREL. ThZHKRIBLT. AXTS
D5 DERI R ERICE D KRAUSHBLE T,
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NZ IV I ZMRVPBERASNIATSA ME AXZICEDETEBT L —LBHT
BZOIFTIRBVSO, BEROFTI LI MME #HELTIY—I L TNy FUIET
BZIENTEET, P—IC3D ATV hEEBMLTRITESEZRAISZLD
TEET,

ROV TMEENIENT Sy I AMRESCFITREE—FZFERAT B3I INT
DLAYV—DRIO-INEEZFHTRETIHENHDEI, LIVY—DRI/O0—
ILRENTENGIHE. RITETOMRDBIET 3BEDHBD KT, &few NZTv T
ALNILZRET BICIE BNOI—T 4 »IHRBETY,

BIRIE. ERORRRDHES—22FALT. XFOTRFI7ZT7DESBREZA
LWDT—LZE>TWVWBLELET. TDHEEIE. NIV I RBREZRELIGRLE
I3ES X M EDRBENSAASHHBINDARERUED DB TcD. NFTv I IR
MEfET B e HBDFT,

REDNBARS. BRIREAXSHNT S v I IBRICIEBEHNTY, B—DI1F R
HELTEFONDZDIF. R TFS5AM b2 ZBWETBEBSEBRIC. XTy—U>J7
BPREBNBHBLVWIRTY, &fee TOFETIE —YZNEBRI—2IZHEIL.
FNICHRAZO-—RTIZIN—LIIATLRE, ENO—FZ{T52CHTETET,

FBIRLIEAASIE. 7—FOERTOCRICIBRELEFEADN. XAT—CDREAE
IFENICE > TREDE T, ELLREITNTULNIE., FITRETHERREZTD.
INSGSYIADTLAV—IZIERIL LS ICRTINE T,

FeHBE. HIREE-—RREBLALDT—RICELTVWEY, L. BERR
IJO-IUPNI IV I RZERTRHRRRIET. EOBFRERRTE—R2E
RLEY,

Dragon Crashers) OFATREE—RDAXS
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2D & 3D oS

TOP I RTEI A LIYA—NRATSAVRAIZN=FILLVE—=NATSA
>~ (URP) ZfERALTWVWADTHNIE. RILL—>T 2D & 3D DERZHHEICED
EBIENTEET, 2D LAV VI TE V=LAV —Y =TT T)L—
TEERIBZCT. T—LERDODLVRZV YV IDIEFZERZELE T, V—T1>
JIN—=TFAVR=—22 b% 3D T—LATIT I MEMI B, BLT—LAT
D AT O b 2D ATV b 2BRICRETZENTEEXY, H@DWE
BEOZATL (F—LICEDESBHEIEFENBL TLWASMNIG LT 2D ¥BERE
3D MIEREOVWITND) ZFEALTENSDOA TV Y b2HEERASESZ LD
TEBIEN. URP DAXT ARy XV IHEEZERLT2D L 3D D1 T T
ATLZMETHEBZCHTEET,

Yl
AETERNA
y r

D7 —LOBERICID TEY FEBATIE. F—LTLA% HPIC—VICHITEIZMRAB N TEEY
LEEPEOERIE. EHERFED 2D #HERX 20— /L DHFFEET— Ly TAeterna Noctis) (Aeternum Game
Studios S.L. #llfE) T9, TEROERIF. [Last Nights (Odd Tales &lfE) T,

© 2022 Unity Technologies 46/119 | unity.com


https://unity.com/ja/
https://docs.unity3d.com/Manual/2DSorting.html?utm_source=demand-gen&utm_medium=pdf&utm_campaign=asset-links-gmg-artist-expansion&utm_content=technical-artist-ebook
https://docs.unity3d.com/Manual/2DSorting.html?utm_source=demand-gen&utm_medium=pdf&utm_campaign=asset-links-gmg-choose-unity-for-2d&utm_content=2d-game-art,-animation-and-lighting-ebook
https://docs.unity3d.com/Manual/2DSorting.html?utm_source=demand-gen&utm_medium=pdf&utm_campaign=asset-links-gmg-choose-unity-for-2d&utm_content=2d-game-art,-animation-and-lighting-ebook

© 2022 Unity Technologies

Camera Stacking (XS X & v F£>7)

AASREYFVITHFERATIE. AIATOENZEREHOETHEAL. 1 DORK
MAERETERTETE T, AIXSTREZYF I TIE 2D, 3D, Ul ATV ha
BTBRENTETEY,

BEREDOEZITILDHICIE. P—YRICDBCED 2 DDAXTHBETT, 7.
LY 2T TBEBRDN—IARXSEERL. TNUAADH X S1E TOverlay) I
RETIHENDBD XY,

Bt v Camera

Base

Projection v Base

[__Overlay

R=ZAAXSE EOARXSHA—=N—L A%, LSV EBFTERZIDHZERHT
BZURBLRBHD XY, TDRHICIE. TStacky A7 avIlBEL. T+ REZ>EME
BALTA—N—LADAXSEREIRLEFT, BEBISCTUR MDA —/N—L 1A
XSHETFICRSYITBET. LYADYIDIBFREEEELET,

F=N=LAELTLYEV YT TBHAATZRRT S

LAV—%2FALT.EAXIICL>TLIYEU VT ITERATIS U M ERELET,
FTI7FIETIE. AXFIETRTOLAYVY—%2L VA ) VSLETH. Camera IV
K= bDICulingMasklA 7> 3> ThASICE>TLYE U YITB LAYV —
FERTZET. TNEZETEEY,

: Default
Occlus 3 Nothing

Environment Everything
Background Type Default

Volumes TransparentFX

Ignore Raycast

Water

AXZ®D TCulingMasky #7>a>TLYHUYITBLAV—%REIRT S

CCTOAXRSTLYRIV TSRS —LATOT o ba#ERL. BIICRELIEDHD
EDETLAV—2ZEELET, CNUIED. BDEEP 2D DBHL AV -5,
FT2xU SHREIN, BIRDAXSTLUYRI Y TEINEESICBEDET,
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2D A Cinemachine

AXSEATDERE LTcB. TIDBTF—LTLAITAH27REE L TLLKBED
HD ETF, Unity @ Cinemachine Y X7 LIIE. E5LEREZEDTCIEIER
KEEDHBD. AASZAT—COERAICHIBELIED. AXSTOERY /1 A EHRE
L7=hTEFEY, O3 VTik 2D ¥—LEITOER Cinemachine HEEx
W<OMMBALE T,

9. Package Manager »*5 Cinemachine Z1 YA b—=J)LLXJ, N—P 3>
271 LIBEEBIRLE T,

Cinemachine I&. ¥—YWICH LW Unity hXSEERTZ ZiEH D £ A,
ZORbHDIZ. FL LV Cinemachine N—F ¥ JLH XS (vcam) B> — 2 IZEM
Ihde. T7FILEED TCMvcam) OFLWISF—LA TSI bbbl
CinemachineBrain AYAR—3 Y bHIAXA VAXSITEBMINE T,

Cinemachine Brain |&. ¥ —>RDT7 I 71 TIRN—F v ILAXSEZ IR TERLF
To F—TL—LEFEALTvcam Z 7 X—> 3 fbLich. EHOAXSETL
VRLED. AASREZERL—XICBRIERD. 2 DDAXSEEHAEDLET. —
FETZA=3MbLDD. AICBRLAEDIZZENTEEY, 72 X—>3
> 1F IR T Cinemachine Brain IC& > THEIN., XA YVAXSICERAINE T,
Cinemachine Brain I&. X1 YAXSEEFHTRNBTZA—30 ATLDES
BHDTY,

2D N—=F v LA XS %ER T B ICIE. TCinemachines > lCreate 2D Cameral
DIBICZ) Yo LET, ChICED. 2D BEAIFICREINEN—FvILAXSH
ERINE T, ERLIEODS —CHORIIDN—FvILAXTDHFEGIEF. X1>5hH
X Z|Z Cinemachine Brain >/ R—% > FHEBMINET,

v CinemachineVirtualCamera
Window Guides

10

A Unit_Wolfman_Oriz (Transform)
None (Transform)

Round Robin

]

0.3

1000
Transitions
Body Framing Transposer
Aim Do nothing

Moise none

Extensions

(select)

Add Component

Cinemachine N\—=F v LA X 5= {ELT %
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Cinemachine IZIF BT 24T 0 FHRETH S 7. TFollows 7 —JLRIZ
TLAV—FvS04—%ZEDETET, (EENR%T 2D FELICLT. AXTDN
VREST EEMICT D7-DIC. TLook Aty 71 —JLEAZEH. Bodys A MFraming
Transposer] ICERESNTWVWA I ZHRLET. R&RIC. 7O +D lLens)
TONRTAZRELEFT, BE. —HOA T2 aviE XA 2AXZOTONT 1 ZH
AELEzT,

MBody) FONT1 D71 —JLRZEBL. lOffsets. TDampingl. Deadi. TSoft
Zones)| BEDBERBA T a > EFERALTN—FvILAXZZEDLSICEZ—TY
MIBRSEZIHDZEELEFT, BEE—RFRTINSDA S>3 >z7RXMNLET,
lSave During Play] # 7> a>&F > ilddc. EERBIEEINE T,

FCinemachineConfiner2D] & WS N—F v ILAX SHOILREREGHD £T, D
MEEEZBNICT R L. AT—CDERIBONMIIEAATHBEILBEWVWESIZHD, 7
LAV—ICREEVWERLEITZRITEET, LT RT—COREBELRBHETT
PAULBLLTHBREDLSICEDET,

CinemachineConfiner2D #3819 % 7=&® . TAdd Extension] ROw 45> X
—a—H5 lCinemachineConfiner2D] #&RL £ 3,

Extensions

Add Ext (select)

v Cinemachine Confiner 2D (Scrig i (select
CinemachineCameraOffset
CinemachineRecomposer
Cinemachine3rdPersonAim
CinemachineCollider
CinemachineConfiner
CinemachineConfiner2D
CinemachineFollowZoom

CinemachinePixelPerfect

CinemachineStoryboard

Cinemachinelmpulselistener
CinemachinePostProcessing

CinemachineVolumeSettings

CinemachineConfiner2D #L5EH&RE % BINT %

Cinemachine2DConfiner % #J B 9 % IZ I&. Bounding Shape 2D % [Collider
2D1 (TCompositel F7=ix TPolygonl) ICERETIHBELHD 9, EDT— LA
72T bEVER L T. Composite Collider 2D & Box Collider 2D %#3EMML £7,
RigidBody 2D HEEIMIZEMINZ DT, £d Body Typel % [lStaticy ICERE
L& 9, £7-. Box Collider 2DJ T lUsed by Composite] 7> a>%&#+ICL
£79, W T. TDY—LA T2 ¥ +%Z TCinemachineConfiner2Dy XU 7~
@ TBounding Shape 2D1 7«1 —JLRIZFZwvF L% T, TBox Collider 2D1 DY
XEENTIREL. AATOHA I EIZLTLIESW,

UET, AXSO#ENRASAE—DNI YT IRy I ZANHEELHED ET,
SHBIC DLV TIE. Cinemachine Confiner 2D ICBIT A R Fa XY R CELETL,
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HEDIER

2D F—=LTIE. IRNTORTISA ATV MIELRELBDEY, TNE%ZE
V—hrLT, FHICRTTD2DOLEZNUANEXF T2 HEZFHBL X T,

Unity Tld. LY 5—D 20 TRERAEICE DK BERIBMAICKLELTY —FINE
T LA Z—DL YA VJERIE. LA —F2—%FHLTIEETCETET, —
BRIC. ERF2—ICIFFAERAF 12— BZBFa2—D 2BERHDET, 2D L VEF—
BEICBBF2—RICHD. ZT5A LA T— 21Ty T LA T— 2T
TA LI TAT LA T W21 THHD T,

BE. BRF1—AD 2D L 2F 5 —EBEIRMICEVE . Unity TiE. BLZEBR
IC2 DUEDATZ I bHEB>TVBHEIC. ATOU X+ ZERLT. £OF
TP b eFRIICEBEBIRINEZFIVvILES,. MADAF TS U ~DBERIEM
HEET. EHR—DHFEIF. VA MADOXROEHEITMEINE T, BFRIBLLIE XD
LIICBDET,

V—hLAY = L1Y—DIERF
LyA—xa1—0DIEE
AAXSH S DR

V=T 00N —"F
RTVT7IL]>z—F—

aos e e

MAEDA TSV bTLROEHNIRTE—T. EE5ZBETEDROBZIBEND
BB COTOLRICE>T, LA TPV b EFRICL VAU DT T BN %
BRLBINEBD EFE A, CNBRERYV1—23 2 TREVEDH, V—HhLT
V=V —Ta 27 I0N—TFERALT. BERY - MEZREL TLRETL,

V—hLA¥—
ROLEERY - FEBFIERY - FLAV—TY, COAT3 V@ ITARTOD 2D L VA
S—ICHD. RANCRETIHEDHBDEI, TIFIN DY —FLAV—DHDZF

I h TProject Settingsy =B, lTagsl & llLayers) QA TS a3V %ZIEET S
L TIRETT XY,

£ Project Settings

Q

Tags and Layers

Adaptive Performance
Audio

Burst AOT Settings Tags
Device Simulator
Editor

Graphics

Input Manager
Package Manager
Physics

Physics 2D Layer

Sorting Layers

Layer Background

Layer Main
Characters
Player Layer
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To VI MIBERIINTZHR—2OEEEZ 0h5 1 OHEATERLET, 01
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Restore Default Pose
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Sprite Library 7ty FZFERALT. ¥ 594 —DXAFVZERTEET, XF>V
EFVIIR—DT7 A= a % HFELIEFERIEBZZERZENTESZDT.
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Sprite Library Asset ,PSB_Character_Witch (Sprite Library Asset)
B v IKManager 2D (Script)

IK Solver Select SpriteLibraryAsset
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NG
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Sprite Library O >7R—%> kT Sprite Library 7t v b %:#RT 3
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ating PSB_Character_Knight, create mator and an Animation Clip.
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— Krita @ Tangent Normal Brush
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—  Sprite Lamp
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Shallow Angle = strong reflection

Fresnel Effect

Steep Angle = weak reflection

Shallow Angle = strong reflection

TLRILBROE
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Tz bETIEPCEBMTEEY, JL—LEXTFSA b LTAVR—FL.
FAnimation) 7 > KU T Sprite 7ONT 1 ZREOEBICEHLETTZX—>3
MG BT TY, Floe 2T7L—LRATFSAMEERLTO—IARSYITS
CrT. BEMNICTZXA—=—2abTHE2 8B TEET,

TL—LOAYR—MIBRETTH. TZX—23 b T238TL—LOEEIZE
STR®BDEFEA. COTOLRICIZEZHIZIFEDARERFHHEKENKD SN
B3ILIHHBBEDTY, ROOICHMOT FUTr—2arh 5T L—LE LT VFX
ZIVAR—bTBE. BEZEHNTIEI,

H5—DEEODEVREBEREL LTIE. TProjecty W Y RUBSELTZX—>3
VIL—=LT7ty b EREIRLT.ENS % Hierarchy  Ea—F g —>ARS Y
JLTLESZETY, CHUSKD. FHIFCBRLEBRTERIN—T VX
ZEALIETZAXA—23 %280, FiRT7—LA TS0 FDMERTNE T,

TV TTYIT7 A= 3 YOFERREICFENHDDZ2DDOTH B . BEE
FIBBODITI O MMV RAE U RZRTTDHVEN DB LB SIIHEICERT S
EOICLELE S, BBRBREDZSHDIL—LERDE. SDELDAEULNKBE
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RKDTVYTITYITA—=>3>

Ty TFTVIToX—2aVd N—F « 7L AT LTEBT 5 L AT,
N—=T 1 7L RF7 LTIE. [Texture Sheet Animation (77 XF v —h7ZX—
>av)) CHENTLET,

+ Texture Sheet Animation
Sprites
& Non

Lifetime

N=FT AN RTFLTIVYTITVIT A= aVERETD

TNV TITYvITFA=>a3vid, >x—4—JFT7THERATRIHTETET,
UV BBRED T I A F v 2 BB TEDLZ 72 A—> a3 Mbic 32T, FL—L4
BPHVWTVWBESICRZFET,
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N=TFT AN ATLEFERTZE 120D a7INIT Tz bERBITB0HIC.
SHONIBEBRCA Y 2aZRRLIEDBAMALIEDTEXY, 11X RE. &,
BERAEDON—T 1 ZILTONT 113 BEDERBEADIL—INEZVFZ LbZFER
LT, BEMICTZX =23t TB3ENTEET, kD, K. BR. &
BERCDEBNI I U CEERTET T,

fGameObject) > TEffects) > MParticle System) X=a1—A# 7> 3> %ERL T,
FLOWN—FTo VN RTLZERLE T,

Particle System (7 s

Open Editor...

. Particle System

nimation

N=TA NS RTLOTONT«
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AL EZa-ILOTONT <

N=TFT AN RATLICIRZLDEZ 2—IIDHDETH. BEDODBLDZWVWSDHE
TLWEXL LS,

SUDOED 2a—LICE. BERNBGN—T 7L 7ONTHEFENTVET,

—  Duration : ¥ X7 LD RITHEETEFRT

—  Looping : ¥ AT LLMEHKGNICIL—TFTIHESH

—  Speed : X—F 1 VL DOYIHAERE

—  StartSize : N\—F 1 ZILOFEAT 1 X

—  Color: X—T 1 ZIILOFERDE

—  Gravity : N—=TFT a1 ZILICHDBEN

Emission

Emission [dHMHINBZIN—T 1 VILDREE 21 I V7% HIE L. Rate (FEAIEFRH
HIEDICHETNZN—T 1 VILOBEHELET, AR—2TIECE1IVI%
EBELT. N—=FT1IDON—XZERTZDCHTEET,

Shape

COEZa—INTIERN=FTo I EBRETEZR) a—LEEY—TJ R /N—
T4 UIHDBETEEAEEEL X T, Shape 7O/NT« Tldk. BHA) 2 —LD
FRzEELE T,

Color over Lifetime

J575—=2a >0 EETV. N—FTa 7IIOEEFEEF OB FEBREEZFIEHT S
CEDTEEY, 77— aV0ERPRABFOET. BN N—FT1 VILDERE
RO TROETY,

Size over Lifetime

CDERETIE. =T DKFEHIR>TEN—TFT 7LD XEZEEZLFET,
Rotation over Lifetime

Rotation over Lifetime Tik. N—T 1 ZIILDOEEEREEIEEL £,

Noise

COEZa-IE N=To 7 ILDOBSICT VA LEZEMLET. BE. SF Ix
ILF— HIRR. BRE. BocB%Z35IK I 77 23R ICHBICEBMTEET,
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=
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Layer1
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EHLHDEFITH, TEITIRODEBEREZREIE Materiall] RETT, CDOHRET. T
IJXAFvESTCHLWITU I ZEBMTIT XY,
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1
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Local
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N=FT4 2N 7ONTcORAICHZ RAY TR I A Za—T, IFIFEHIVH
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DI—HA—IT7%FATRIE. P4 —%EREMICERETETEY, I—-RERER
TE3RDDIC. 5 TTL—LT—IRNIC/ —REERLTESELET, > —4—
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DITVTZIDIt & unlit ZYIDEXZZEHTETET,
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FLLW/—REBIMTRICIE. 7T—IRR—IALEDEZEDBRTHEI Vv L. O
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NIEITRTOD/—RDYIMBPRRIINE T, MNnputs > MMextures > FSample
Texture 2D DIEIZERL £,

Sample Texture 2D Vertex

& None (Textu ®  *~=O Texture(T2) RGBA(4) © Object Space *~=—0O Position(3)

UVO v o O Uuv(2)
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?D TSave Asset] RE>VZEHTE, Px—F—HaAVNTILETNET,
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Secondary Textures

BDZTZ4 ~®D Secondary Textureslo 77 XA F v D&BIEHRA L. ST —4—J 57 TELEITERTEI3MBEDT IV RF v
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EBETARATLAAXYE
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Waving ¥ = —4 —DEEEHH
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BT - X—>aruERBETBOHIC. Gradient Noise DEFY X7 LTERS
NTWVWETZD UV ATty ~iE.Speed £ WS EBID Float ZF&E L 7= Time / —
RICE2TT7ZAX=>g>fbchFzd. CNBIETART, Vertex AV TF XA MDIE
BMONMBICHELET,
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™

h

SI—H—=JFTD Vertex AVTF AN THEANMEBEZZE L. Fragment ¥ L\5 Master Stack TEVZ)LIEHEZZEBEL 7,
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Cobweb ¥ T —#—0#E ( TRIET A= avhRRINET),
J0—-<v/

70—y TIEFABEREZRETSTY XF ¥ T9, Dragon Crashersy 5 EIC.
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EHELET, FRBELBEEEFE-T XY AAXEETZE T, EJEILATL—L4
CCICBEL. XM VTIXFvyDEIEILY bl £S5ICBEXET,

SubGraph FlowMap ZBIWT. COI 7TV bERBTEIHAEEFELTILIL,

R =127 - No Movement
Red Ch | R > 127 - Movement to the Right
e R < 127 - Movement to the Left

Texture
Movement
Flowmap Texture’ Visualised

G =127 - No Movement

Green Channel G > 127 - Movement Up
movement on Y axis G <127 - Movement Down

JO0-RYITTIRFvDEDHE | FEFI X BOEI LI OFSZHEL. REZ Y BOEILILOBHIZRELET,
COYT—4—Rd KREOTRRSNLEARAICXAAI YT IXFvOEI I ZBBTEET,
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% 9, TDragon Crashersy |Z. ShaderGraph_Sprite_Unlit_ThresholdAnim & \\5
ZEIOY > FILDHD £7,
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Affinity Photo #9318k, COY T —4H4—DFIXFvEHETRI VML,
Threshold Adjustment ZERAL T, EX A F—ZE#HT LT X—>a> &2 FL
Ea—TZFFY,

Blend Mode: Normal

Affinity Photo TLEWMEF7 ZAXA—>3>% L Ea—93%

BEDIT7 IV MIEASNTVWETIRF v —LATOREE ( TT7ZAXA—>a vzl TEEY)
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]

New Camera‘wﬁh Render Texture Output

o

Adding Render Texture to Shader Graph

Final Game View
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WOESBITTI bEERLIED,. 3D T 7V b EFoTcbL—FTo YT H—R
ZERLIEDTEE T,
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Custom Axis

X 0
1

RAFVJIERTNS TUse Depth/Stencil Buffery > 3>
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