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FI74)LNTIX Everything ICERESINTLET,

— Transparency Sort Mode: RT3 AXSD
BEICEDOVWT 27512V —F LET

—  Default Material Type: #7L\\2D #7>xo~
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BYYIERINEXT—ILTY,
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o2l Unity TIREERC7EYFOBREREIIEWIMIILTWS O XTSI NOREREZTETD
BELBHDET,

ETRRELBZ TSV TA—LDSHDET REBS N—RIITOMREICLI>TRETISRAK
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ENMITNARADBE BREEDOSEBEIILEVHDD. 1920x1080 Y BETRELLRETI . CNICKD,
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50% ICHB/NT BT ETTo CORMICED R T RDHELENDHRLADERICERR. TS5 DIEH N
BLBDEG, 7—MIFENSNBDTHIEICCIE LD I IRV SICL T TV CNUIFFREEDT— T
ELBNEBRBERTTcODEIVFETI . BERA T —LICFHREADRZNIILZLLHEIZ.CD
FEIFE T BRVTIZ S,

EEZBERLICS T —LE2—TT7—rOARZT AL THRDTNAZATLEDLSICRTEINDDE
LTI LY,

© 2026 Unity Technologies 18 of 174 | unity.com


https://unity.com/releases/lts
https://store.steampowered.com/hwsurvey/Steam-Hardware-Software-Survey-Welcome-to-Steam

@ | 2D in Unity: The essentials |

ITA8—DF—LEa—¥E3al—2—Ea—C TEIERLRUBBE TS — LN EDLSICRZBHEBRICTLE2A—TEET,

ORI TReDICERIRE TIFRCETREE I —TRAT/SA MOBBREZHEL T IV,
HWENEBRZICTREDIC AT —ILEINNICEKREL.Z EEZ 0 ICRELET,

Unity 7y ReIZy b EERALT RIS MORBEARZ—EICHIFL. AAXASDI—LXFT
PIIMDOYAXZFHELED,

=2 Ea2—T0 Unity DTk

© 2026 Unity Technologies 19 of 174 | unity.com


https://unity.com/releases/lts

@ | 2D in Unity: The essentials |

=Y Ea—DJ)YRICEoT Unity A2y bARELTNE LT Unity 2w hE 1 X—FLICFELLE
RELET FTBAYIIZREL. T —LE2FT-ENZREET

TLAV—FvSI2— DU A XD SWMBE T, TLAV—Fv>72—DEDETIF 0.5 N5 2 1ZvhD
BICRO T TV 2Ty T ZEALTVWRISEIZ MUY A% 1 Iy MIRELET,

FVIIF—F T IMT—LADMOE 2T I EREERTNETELOARSIETLDTR L.
Transform DENED LB WIEEE THENEELIDTIBNAHD XY,

AAVY=VTOERF TSI (FLAV—Fv302— 8. ALIZTILLRNILDOBRER) DY 1%
B LTS FHTIREAATD Size TONTAZREL T —LLNILEERLE T TDEAXTH D
BZRERLF Y. CDMEIC 2 ZFE TR L Unity A2V TOHOASOEET A IHESNET,

BEICRREINZT —LTILATVTDARETZRDITRELELLSFIZIERBOBVT IV Tr—I—Z2FRELTVBHA T — LT 1P T— D
ERDIDICFEVERBETIDAITZREL TEUEDHDET,

FATREAAZTOH A G AAZTORONS LEETOEEY XTIy TRINET,

© 2026 Unity Technologies 20 of 174 | unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/6000.3/Documentation/Manual/tilemaps/work-with-tilemaps/tilemap-reference.html

@ | 2D in Unity: The essentials |

ARZHAZID 5 OBEEERDOFOLHNS EFBETH 5 A2y WSIETHO. EFHOETIE 10 T=vhC
BOETHIRIEAK BREZNRICTBIHE . EEH (XcldAXT) OB 2160 ETEIL T HEL
HAETT7—MIBELIZVRHIDDOEIEILE (PPU) ZROBZZENTIED,

2160 :10 = 216

EESRORKBGE : (FTREDASFOY X *2) = TS5 +D PPU

DEDRATATD AK FIGETELLKRTTBEDIST—LADIRTOR TS TH 216 PPU @
BREDNBEICHRBEVNSTETT,

RXTZA D PPU ZRET S

BRBHZEFEIAATEX-—LIVELVI—LTIIIELRVERIFZ. ENEZERTZIHED
HDETFHTIREE1—TRAX-LEZY X 3 ICRET S%HE.PPU 13 360 (2160: (3%2)) TH3
VEDBHDET,

RTIEINT ZA—=23 2 EAT 3158 2771 hORREZHEE PPU DB D LEEREL TS L,
RTINS 2D Ry 2 [EEL RifE EANE L BIRGREICRTIH R I Y RERPRERIDEL
BREZLECDFREUD H BT CHISHBERRE T,

FNARTH —LETAMN T EDESICRZZDEEREL UKL IV ZKDBE . BREED T Y
FRET3FSRIFERICIFIRNEFEARKDDIC. COBERBET/NAAXE)Z IDEERMBDS — L
BR (FEFXvI I/ HREWREE UL BY) ICBIDHE TR D TETET, ENTILT/NARTIE
JF—=LHAZXDEETY, EOT7 ey i TIZD EREEEL XEVFIRISSEELTLIETWL.2D 7EvhD
FIREOFHRICOVWTIL. CB5DTOJRBEEEE LTI,

© 2026 Unity Technologies 210f 174 | unity.com


https://unity.com/releases/lts
https://blog.unity.com/technology/choosing-the-resolution-of-your-2d-art-assets?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://blog.unity.com/technology/choosing-the-resolution-of-your-2d-art-assets?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

P

| 2D in Unity: The essentials |

Photoshop @ PSD 77-1)L% Unity ICEXDIAT

XTS5 MME PNG 77 1IERTIVRR— 200 RH—MBHART—o70—TIHPSD 771/l %
Unity ICBEE1 Y HR—Fg28HTEES. T 74/LMTIE 2D PSD Importer /N7 —IH A VI —)L
TNTULWARWBE Unity 1 PSD L1V —% 1 DOERICISYMELE T, CNiE.2D ToFL—kh5
TOPTOMZRIRLICSBEICEZELED,

Unity @ 2D PSD Importer N7 —Zd LAV—Z@RIDX S S b LTAVR—hT2A T3> %
RELEFT.CONYT =T 2D 7ZX—2aVBICERAINTUWERI N . CNz@ERALT 120 PSD
T7IILCEEFNIBEDR TS EERAVR—bF3Z8HTEET,

PSD LAV —ICRRTETERTLYRE—N FBERE. T 7V EREITBENARETIUnity T
ELLLRREINBRAY—bATITIMITEIEHTEET,

© 2026 Unity Technologies

22 of 174 | unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/Packages/com.unity.2d.psdimporter@13.0/manual/index.html

@ | 2D in Unity: The essentials |

Photoshop TO Oy 7 DERK

PSD U—270— 3.7 —LRTFZ1:P Ul BRICEAIBBICIHERICEF TIMmE. 1M TE
FLOLAVY—DIERDRIBET. 77 ML R FT A EEEN T T Z—ICBIEICRRSINEIPSD V—X
7LD Unity 7O T MIBEREETZHE. DT 71L& Unity Version Control @&5IZ
TOCTIORDY—RAEREICMAZEHTEET,

FAEORZYRT7OY PNG 771V ERBLEET LAV —4" Unity TISICERTIZRETIVR—rIN/PSDTOVT

© 2026 Unity Technologies 23 of 174 | unity.com


https://unity.com/releases/lts
https://docs.unity.com/ugs/en-us/manual/devops/manual/unity-version-control

@ | 2D in Unity: The essentials |

.}+

=ET)ES2
2D F—LTIE IR TDR T A ATV MIBILEREDRESNTVE T WK DD DTS+ %E
MO TS MORIEICKRTITAICIEES LIESLWTLLSDY

Unity TIZ L2 RS —ZZDEATLEREICEDKBERIETY—bLET LET5—DL ) U JR%E
LA —Fa— 2EALTHEETEE T — RIS NERF 21— L EZFF 21— &5 2 DOEELFa1—H
HDFET.2D LUAT—RBEISEABRF2I—RICHD AT AL AT AT TLoET—BLT
AT TATLEAT— DEZ1THEENET,

FEHX2—AD 2D L AS—IE—MRENICEBRIBMICRVWET.2 DU EDA TSI RILAR—I%
HELTWRES Unity IFCOURMNZRERL.EDA TSIz EICHEBETED ZFTv I LETBT
IBERIABIC T EADA T IMIBEILEIFRESNTULWIEZEIF U TOUINOEENEERINET,
1. AATELIFHRALEF TORER

2. LAVY—0lER

3. Y—hLAa¥—

4. V—=rIN—TF

5. LYH—Fa—0DEE

6. XTUTII>T—4—

BADAT TR TLEREDITRTOELRL T I I A—DBERBE. COTOLEATELESZ

LICHBETY 3H 2 RIRT ZHED DD T BN BRRETIEBRWDH V=LAV -V - LT %
B L CERRERY — MIEZERE T DL DICL TS LY,

J=krL1YV—

BROEERY—FE#(LSorting Layers (V—hLAV—) TIoIRTD 2D L ES—|ZCDATarh
HOBRINICRETIVNELHDETIRETELRT 7AIL LDV —RL1V¥—HhEH D, Project Settings %
BT Tags and Layers DA /> a %8 E T3 TIRETEET,

© 2026 Unity Technologies 24 of 174 | unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/6000.3/Documentation/Manual/SL-SubShaderTags.html
https://docs.unity3d.com/6000.3/Documentation/ScriptReference/Rendering.RenderQueue.Geometry.html
https://docs.unity3d.com/6000.3/Documentation/ScriptReference/Rendering.RenderQueue.Transparent.html
https://docs.unity3d.com/6000.3/Documentation/Manual/sprite/renderer/renderer-landing.html
https://docs.unity3d.com/6000.3/Documentation/Manual/tilemaps/work-with-tilemaps/tilemap-renderer-reference.html
https://docs.unity3d.com/6000.3/Documentation/Manual/sprite/shape-renderer/shape-renderer-landing.html
https://docs.unity3d.com/6000.3/Documentation/Manual/2d-renderer-sorting.html

@ | 2D in Unity: The essentials |

Sorting Layers D#fRsE

LAYV —DERICH BNV FILERZ YT LTOBIEIRR. £ ZIEFOEBEZITVWE T VA MD LIS
HBLAV—EEAIHBE SN AATHSEICRTIINE T,

D= RHICBIEYT R IOICEY I TV TR ER T BICH YV — LAV —DBEZFEL £ XTS5
ThES—UIRELIS IS EDY - ML —TZ2RELEIT.CNSOFIRZRITI . 7O Ih
AROBF T HBTFOITSTI DY - REZZELBRITNUEBSR VI EICRAT I WK Z O]
THIUIRIBED,

V—=hLAV—@Z D[
2D FAMEIY—hLAV—ICEKEFELTVS D V- LAV —DIBEZREIT BRICTI T I 2ER
L& S — LTS M DLSICEIET 30\ DI —T D EEZ I 20 EFFICIBEL T EET,

BIZIETAYRA NI IS —LEEELTVT. 2D ST EERTAMN—F2RBTI5E. M—FIEAER
PERICHEESZDZTLEISMN EFNEDERITICHEEZSZIZDTLEID TV I IF—EHEZZIT
FIH.FTNEHSTMOREICHEIINAZDTLESD S NERITZATO IV MERDY — L1V —H
MBTLEID Y =LAV —ZRETIRICIE.COLSBAEIBEICEST.2D 51230 TOD
SATAVIHBEICDVWTISICEVELLD,

© 2026 Unity Technologies 25 of 174 | unity.com


https://unity.com/releases/lts

@ | 2D in Unity: The essentials |

FRTRY— L AV—HLT IR FHEIRTRRSTAEMEDHDIDOTEREL LISV LIES—%
I5ICY— T BRENH BIFEIE.Order in Layer ZFEARALTKIEIV.CHNICED. BALLIVY—LD
FITPUNEBEICY—NTEET,

Transparency Sort Mode

TITREHASHEERTIBRE T —LRNICAD 3D Ea—%RTETINENHIHEEDHD FT.HZIL.
TAVANIY IRy T RE I — LD DAREBIRE PR FEN ML — LD DFvE
v MR Y TY, ZDHA . Distance to Camera (AXSEDEE#) TLUAS—5HIAZLY—+T3
REHLHDET,

AAZLEEERLTA TSI EY — b LET M TR — LN ML —LDBE.Y BT
AT EY =L HDEVWF VS IZ—DMDF v IF2—DTFICHEBEINELSICLTOELCICWS
FOICREET . COATIa>zRmETBICIEURP ORERICEMRINT: 2D LUAS—TtEvh%E
#EL T, Transparency Sort Mode 7# > 3>% Custom Axis ICEELEBEY—NEDE% 0,1, 0 IC
BRELXT,

Y BiTR 751 Y —RLTAE (X:0, Y:1) 1 T Unity ICHLTFEIDARIKML (Vector2.down®D&SI2) IS KSIEEL F T, LEBDR TS MRS
BRI FTRORTS1 MR THEBEIN SO FTEO XIS b RIEICRRINE T,

© 2026 Unity Technologies 26 of 174 | unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/6000.3/Documentation/ScriptReference/Vector2.html

@ | 2D in Unity: The essentials |

FERONITRLZEY - TRIRT BN TE OV — M T ST D EDSTAL AU YT ENBHFEEBDET,

V=rIN-F

AIDFIEICHEST Y BTV —bLTHFvIIZ—DN—VRFA TP IMPELLRTINBVEED
HOFET,

BLY—bLAY—IZEETDFvIIF—DN—YH 2 DDFvS 72— OMISEELTVET,

CHUIENTTIEBDFEAY—FOFEICBTEFHARLY— AV —ICEETEZHE.VY— T
EDN=YDEDFvZI2—IZBLTULWSHERRHL £ A.FEWLITH. Sorting Group (V—rFIL—7) IF
V—MBHURRD 4 BEEDEAETT,

© 2026 Unity Technologies 27 of 174 | unity.com


https://unity.com/releases/lts

@ | 2D in Unity: The essentials |

Sorting Group &IV —hZBENIC HBOIL— b 2FOLUHS—%2 I - TV R—VNTT,
BLY—rIL—THADOITRTOLVAS—IE. FEL Sorting Layer (V—kL-+¥—).0rder in Layer
(L1V¥—DIER). & Distance to Camera (AXS . DiER) #HBHL XD,

BHOXTSANTERINZF v 02— EOMOA TSI 2ERATIHEIE. COOVR—
ZUNERATSO (BBATREMOAT DO ICEEEL D 2D LA 5—EFRIC Sorting
Layer & Order in Layer ZEREL T TV COHIE. Unite Now Fffitzy 3> THETZZeH
TEEY,

B —LA TN =M —TZ2ER LU DA TP I EEDF AT VM E—DERELTY—FINBLSICTBIET I —LRD/N—V L
DTS DFHEDE R ZEBRLET,

V=hII =TT FvI02—HDELRTEINBLSICLET,

V—hII—T 2R AT BIEDTIETTR/BDRA TSN THEHINDIHBE T A LICER LIV
BRI ENSZEY—MIIL—TFICANT Fv I 72— DFICELLRTTNBLSICLED,

© 2026 Unity Technologies 28 of 174 | unity.com


https://unity.com/releases/lts
https://youtu.be/DCAH1rlwAr4?t=1073?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

@ | 2D in Unity: The essentials |

2D ICHBIT B IAT AR

FITRE I ILERITENAS

[EEALD 2D 47— LT AR SEFTREE—RICRET B L EBBHLET. CNIE 2D TOVTI D
FIAIDBREE T BE RS RITORIIFAT T2 RITOH TEET D5 T HTHREE— R
ETEILT ==L XX 2D TAYRXNIY O N TR I TSR TA—R—TREDTRTDRZAIUC
ML TOVES,

2D F—LICKRBORITEIEHDEFLAN BENREERAL CREOEEZEDHIT N TEET,
BENRICED. AXSHBHITIRICERCHROERDOLAV—HELRZRETA/O-/ILLETD,
NIZ ABOZFEEMEZE T2 2BNE LTVETOEZ< ORI DMIELD HEE LTS
FOICRZET,

Oddbug Studio IZ&% Tails of Iron DBRIRFHXTRE. Unity 2D 54k TH—LDSA T4 0T EDESIERLIcD ERVELLDS
FITREE—RDIRTD 2D 5—LZAZAIUIBL TV B5 G BRI E— RZERT2DTLELSD,

ZOEBAD 1 DX REDRICENEICT I ERATEIZNETT . BRIDTT LIS ERIRRE X T ITER
SR DRRZFEALEIT.RELIVY—DRIO-IZNIBTB/-HICRIV T+ 2ERTZHEIFHD
FEAMNDDICZ W ETHXTHSEUCBRZEREL. AATH S OERH LB ICEDWTER%Z
EZRLTENSZILALET,

© 2026 Unity Technologies 29 of 174 | unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/6000.3/Documentation/Manual/2d-game-perspective-reference.html
https://www.youtube.com/watch?v=0iKhPM-wrpQ

@ | 2D in Unity: The essentials |

BIRLICAAS R 7 —METOERICHEEBEZE X T EADN LNILDREFERT —LDILY I TR
7’]’_“/%5;&7@in3-0

DEDFITREET-FREL—MRNLBRETINSELRIO-IIPREZERTIHEIZED
ROTIEHDEEAEDHZE ERIREE—FEERT B ZHBOLET,

ARSZBYY

URP @ XS ZAZYY ZERTREAATDOENZLAV—t L. RN AERICEASHEZ D
TEEIIASRAZYI%FERLT.2D.3D. LV Ul ATz U EHAEHOERZZENTEET,

ARSZEYIDERBFIE LTI A VAXZOLEICR Y TOMD TV T ZRTT B EHNFITFONET AR EEAREDOLSIC 2 AHOTLAV—1
YT DMDERD ZRD EZTRICLET.CORITIE O—> D EENSDE2—ZRHMLTUVET,

RZYDIIF =N KED 2 DDARTHBETT. RIICHBE SN EROEERNI AT ZEIRL.
BINDAXSIE Overlay ICSRETZHEHLHDET,

ARSREYI DRTE

© 2026 Unity Technologies 30 of 174 | unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/6000.3/Documentation/Manual/urp/camera-stacking.html

Q | 2D in Unity: The essentials |

BARAXSIE. EDAXRTEZA—N—LALTEINELTEDIEBETERZIHD ZIMETI2HNELHDET,
ZFDTHIIE Stack A7 2avIcBE# L.+ RE2UEFRLT Overlay IC§ 3 AXSHERLETHEIC
IS TCA—N—LAAXSOEEIEFZ ) AMATLETICRSYILTEELET,

Camera 2 Overlay

Camera 1 Overlay

F=N—LAELTHBEEINZ DX ZDEER

LAV —ZERAL T EAAXIICEI O UHBEINSZ AT MERELE T T 7AILETIE AXTIETRTO
LAV —%BE L E£IH. . Camera AV R—>bD Culling Mask #7>3> T AXSTHEBEIINS
LAV —%EIRTEZCTEETTET,

HAXSD Culling Mask 7> a> THET 3 L1V —DRIR

CCTAASIRESE VWS —LFT VT TN ERRL ENSOLA Y — 2 EBL T EICRELL
HOL—HITETZDLSICLTUEBRRZAXTICEOTHBEIINZLSICA TSIV MR EINET,
BIZIE D EER 2D TS5V ITA—LLAVY—HBETT,

2D M7= Cinemachine
ARSDEATHBIRLIES S — LT LAICEDETRETIHENHD F T, Unity @ Cinemachine
SRATLT.COREZITOBEEDMIC.LARILDBRICAXSZHIRLIED. AASTDER Y /1 X%
RELIEDITZREDEENRHINE T OIS a>TIE. 2D F—LDT=®H®D Cinemachine @
OAT7HEBED W DODEERD EIFET,

© 2026 Unity Technologies 310f 174 | unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/Packages/com.unity.cinemachine@3.1/manual/Cinemachine2D.html

@ | 2D in Unity: The essentials |

#h8IC. Package Manager 15 Cinemachine %1 YA r—JLLTLIEIVRICUAT DR Ty %170 TCL
7SI bD>—2Ea—IZ Cinemachine AXZHEBIML TS,

1. S—YFPa—T.>—>R%=HEFLT.Cinemachine XS TIL—LEZBEITIRIZRELEFT,

2.  Unity ®X=1—7T.GameObject > Cinemachine > Cinemachine Camera Z#IRL XY,
Unity TIFX T EFERLTH LW —LF T I ZMA T,

—  Cinemachine Camera AYR—x>k

— =Y Ea—AXSOERFDOMNELHFRIC—ET S Transform

> —>T&HIC Cinemachine Camera ZfER Y 5 & Unity IC&DBEIHIC Unity @A XSIC
Cinemachine Brain AYR— VMBS NE T 772 L. Unity DAXTICTTIZE FNTULRIESIE
BREXTUTOAETHERLED

1. Hierarchy T.Unity Camera Z3&RL £ (CHlk Camera AV R—X U NESTTF—LA TSI
TY)o

2. Inspector T/ —LA T MI Cinemachine Brain AV R—% VMO EENTWSZ E ZFERR
LEY

Cinemachine Brain (Z&D =YD IR TDTITATBRN—F v ARXRTHEREINE T /N—FvIL
IXSHEXF—TL—LTTZXA=23 ML AASEZET L VR EFLIERL—XICBR I ED.ZD
HAEEHEAEHDE T DDAXTETZAXA—23 ML LADSRIDAXSIIBR I DTE A TIED,
FZX—23IEFART Cinemachine Brain Sk > THREBIN XAV AXSISERAINE T RIS X1V
IASHEEIHO TR BT ZA—23 X T LEEZ TSIV,

© 2026 Unity Technologies 32 0f 174 | unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/Packages/com.unity.cinemachine@3.1/manual/CinemachineCamera.html
https://docs.unity3d.com/Packages/com.unity.cinemachine@3.1/manual/CinemachineBrain.html

@ | 2D in Unity: The essentials |

2D N—FvILAXS%#ER 3 3ICI3. Cinemachine > Create 2D Camera 7)o L E 9, ZhickD.
2D REBAICKRESNIN—FvILAXSHMER TN E T, —VICRITIDN—FvILAXSHEBMT 3 .
XA > ARSI Cinemachine Brain A R—RZhHEMINET,

Cinemachine /N\—FvILAXS DIER

Cinemachine ICISBHT 24T 7 MR ERD T, Tracking Target (BEFZ—4 ) 74—ILRIC
TLAV—FvT 02— ZEIDHTTKIETWV2D FETRIELTULWT AXTH/NTLEDIEWVED
LAWK SICTBICIE Look At Target 7-r—JLRMZETH D, Position Control 7' Follow F7=id Position
Composer ICSREINTUWBZEFRFEL TSIV REIC. 7OSTIhD Lens TONTAZRELET
LD DA T2 IRV ARTDTANTAHDEMEINDZEICEREL TS,

Position Composer AYR—X VMG N—FVILAXSHEZ—T v BB T2 HEEEZE S 370D
R A 73> (Offset. Damping.Dead Zone.Soft Zone %) KHDFT.BEE—RFICChED
F72arEHLTHTLIEE VW Save During Play 7> 3>#BMICT 3 . EEMREFEINE T,
N—=FvILHASHDILREREE LT Cinemachine Confiner 2D &% 0D £9, CNEBMICT R HATH
LRIILDBERZBITREIZCEFRL. LAV —ICRE WA IS T 2RI TERLIICLET,
CHUZED L ARILDARRE LRI 2R T RIMELREDFT,

Cinemachine Confiner 2D ZEBINY 3ICIE. ROwTHE T A =2 —0 Add Extension h'5:&IRLE T,

© 2026 Unity Technologies 33 of 174 | unity.com


https://unity.com/releases/lts

@ | 2D in Unity: The essentials |

Cinemachine Confiner 2D ¥LaRHHE %810

Cinemachine Confiner 2D Tid.Bounding Shape 2D & LT Collider 2D (Composite F7=I&
Polygon) B"ipE TG ZZED —LAT T UM% ER L. Composite Collider 2D & Box Collider 2D %
1EBHINL £9.RigidBody 2D A EEMISEBININZDT. €D Body Type % Static ICEREL F9, 7.
Box Collider 2D ® Used by Composite 77> a>ZBMILTLKEIV.CDF —LA T E
Cinemachine Confiner 2D X%')7~® Bounding Shape 2D 74 —ILRICRZYILET AXZ DX
EDHAFHBLSIC Box Collider 2D DH 1 XDREETNHRNWTIIEI LY,

CameraBounds &UL\5 Collider 2D (& AXSHERZBI TR RIND L ZFTET,

N AASOHEENASTAE—DNI TV TRy IR EBRI B CIEHD FHALFFMICDLTIE.
Cinemachine Confiner 2D O RF a2 X2 BB LTI,

© 2026 Unity Technologies 34 0f 174 | unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/Packages/com.unity.cinemachine@3.1/manual/CinemachineConfiner2D.html

X T51 DB E

RATZAMEITINTD 2D T —LICHITBEBEBERTI2D 707 L—h2fALIL7OY 7T
ECa7LT7EYRDBTIAINNTRAISARELTAVR—bENET. INSDOTEYMIIGFI—H—D
T—rOEEND—UISEMLT Unity @ 2D Y=Lty b E—#BICERTEBLSICA>TVED,

AT 71yhk
TSI FEBR 3D Xy alcTyTENS 2D FURFYTT TS5 F Ly b THATES
2T E—RICRUTABOET,

—  Single: CNIET 74 EDE—RTERICIZIE—DEZRERDOADEENET,

—  Multiple: 7OXF vV —ZXT771ILICEICERROERDERIZTENTVRIEEICEIRLET,
ZFLCEBRZIEZFIERYITEYMIRETEHZEZ Unityh SR TI3 K5I XSS MT
TAEA—TEBRDNEZERZLEFT ASTIRINEI STy XIE Ul Toolkit THI&ZIZER
TEBELDRATZAMMIBRDEIPSD A VR—2—EFERL T VR—~INi= PSD 7tvhid.
T 7#4JLIT Photoshop 77 MILDELAV—IZ AT 1 Z2RRLET,

—  BAIIRICTRIICHTEBZEBRY 9 ATMRART A RDESICATAIRTRINELDH D
BRI 21 TH Multiple THAIRELHDET,

—  Polygon: A EZATOEIRICRE R DE—RIZEROBERICUSTDE2 T INS1 V%

BELT IR 22LDERICT BTeDICRIIE I AIRIE CHUIN—T1 IILDOIMRICIRIIE.
F—=N—FO—ZEH5I A TEED

© 2026 Unity Technologies 35 of 174 | unity.com


https://unity.com/releases/lts

| Working with sprites |

TETEBRTFANE—REFALETEY O]

ZRTIVAFRE L THERINZ CCEERLIER TSI (BEMlIE. ZRTIRFra2ERLIEER
WRETZTAT1IICBET 310230 %80) (Z.Normal map (&< w~).Default (T 74/L1)
F7-i&Single Channel (RXU<T v ) ELTAVR—NIBZHREHLHDET,

Inspector ICIF AT DESBEDMD IS Z1 MEBDFRENHD £,

Pixels Per Unit: 7)Y RIAZwbHI-DTHREINZEI I BEERLET (7Y ORBED
REICEATZEPRDEI IV IcEEH).

Mesh Type: X 7Z- ;% Full Rect Z{FERLTY7YR®D 3D X allg5h\ Tight ZERLT
FORFvDREBREI I ETLZA M 3D Xy alld3hERLET. A SSIMIT42—
TIE AV AET ISV ERIEN. CCTRETEET,

Extrude Edges: 77X F v DRBBPBRE T I XY aDBIIR—T U EEBINT DA T3,

Pivot: 2754 M7 — )L BB BT 370 DXy 1N OBRABERL 57, EIZERL
INTVET0 B FERIFEN FLERIZAE0.5 [FFRTY,. Sprite Editor 1> RIH5%
BETIET,

Generate Physics Shape: $ICX /51 I 744 —CTEREIN TV MOFRD R VIZ S IR
BEICZA TSI MDT IS %= ERLETD,

ATSA I TH—

AT ZAMIIE Unity @ 2D V=LY b E2AETHEINZZLOTANTAHBHDET O FIN %A
27 ZA M3 Unity ADAVR—bFBETSICERTEL T, ZOMDI TS MIFERT—RICEDWT
EBINORABNNKRE T AT 71 LT Z— 2 AT 7y EEIRLIEBE I Inspector TR
H5. F7=1& Windows > 2D > Sprite Editor Z/t L T EEDAZa— D57 IR TEEXT,
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2ATSARITAZ—DAZ2—ATaVIIDVWTEHBEICBNLED,

1.  Sprite Editor DXZa—%27 )y I 9B ATSAMREDIOHDEBMA T a>ERT ROV
HAIV)ZANMIT IR TEET,

2. EBEMRIBICATSAMNDEEZEAT D TICRIBEDNHBIHEIE.CNS5DF T3>
WINDOEERLTIIZEL,

3. Br7ILIFOTLEI—RTE—REYIDEZZT,
4, RA—L1VBLVX—LTIF (RIRAZERBLTHLEAENT B EHEEE)
5. ZOATIIVEEMCTRIERTSARDTEIEFRIVIRYTILANILDOTLE2a—HEENET,

NSDATLaYZF LKETVLEXLLS,

2T IT15—

COXZ2— TR ST R FFROBE. BLVERT S MO ERY M EFTSeH DY —ILBBD T,
RS L7y T Multiple E— FABRINTVBIEE R51RA T3V nFIBTRICADET,
BIZIE BN~ EAVR— NS BIBETT,

JINFN=VFvSIZ—DIN=VIEITRTRL—MIHZHEIEFEITRASIATEETH.PSD
AVR—2—%FRALIHRET—- 70Tk . Photoshop 77 1ILDELAVY—ICH LTRSS +%
EHTRDATARIBEHDEE Ao

REBICHAIDEESNTHERGEFREFIIBREDNHEZIRTT4E (TR TA—LRTFZ1RP Ul

REVRE) DIFEIF9 271X AR L TIRRRENEDOREDR LR R BRIFZRD/N\RILT
ERTCEETLERYMNURILEBET B LT ER TS MDERY M ERBETEET,

EDSIBICZAZARAEINIZAIN Y — N T A= aVBORILFN—YF v 598—9 RSARXTS51+

© 2026 Unity Technologies 37 of 174 | unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/6000.3/Documentation/Manual/sprite/9-slice/9-slicing.html

@ | Working with sprites |

HRZLT IS

Custom Outline (NXZLTINSAY) 773> zERB LT RIS MDORBEBFLZEIILIZEHET
RAEINFZIEEXY D aBERL NTA—I VR ERAESEEY (TOSAVOABOEIEILIE
FEEIN LA TEINFERBA) A aF I T ONSA VEREWEAZETBICIZ NADEEFHT
BEL BRI T IS VR EZER BT ICHERICEDBEE I B TEEXT,

Custom Outline 77> a>TEMBLVRABINLTIRS1Y

HNRZ LYPERZR

ARZLTINTA R CRILERA T a>rmH]HBLTWLWETHL Custom Physics Shape (HRXA L
MBS TA4Y) EDa—IILOFERT—RXIIEFIETI.COMBELXFERITIE. XTSI FDOEENTIL
TYMMIBEBRICIFROBVRIOYIBA TS 1IN EERTZ RS54 OB ER TI £ EMRYIE
FARIINT A=V ZAAR DD BT D TEB LTV TILITERDESICEEL TR,
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Ul EILA—THER I NIz W R 2 LYEERAAR

—RTURF v

Secondary Textures (ZXRTFTIRFv) EZa—ILEFERTZE.2D ST LETIE Shader
Graph TEBRINDEBI YT ERIEITR IV I Ty EBIRTEEI, _RTIXFvEEBMNTS
CCIIMEBETIEHDEEAD. 2D ST CHEAEHEZETY —LOANBICEEN A EZDH5T
CEDTEIETHABD 2D SARESYRIDETIRTIAFvICDWTEHAZ AL T/ 3L,

2T MIBMEINISERTY Y TERR Iy T T EKRVNT A T VIR EER L F 9o
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Skinning T7+ 32—

Unity (1. 2D Animation EMEIENBZATILZIIL T ZX—2aVBADORERYa—a>hHBEEINT
WET.COEIZIVTREITSAIMDOPAXNIEER L. ZNUICR—>F@EMIF A TS E
DHARXNIDIER ISR —DORE (Vh) ZRBETIFILRENTETIDL Unity D7 ZX—3>
SRTLEFERALTCRTZA MDD Z T A= 3  ZERTE LT CNUF 3D FvTI2—DRFY
Xy aTOEEICUTVETFMICDOVWTIE 2D 7oX—2 a3 DOETHREETIET,

BRON—YDBHBD XTI TA2—TIIHFF TN T A= 22> OEFHESTVEF v I8 —

Sprite Renderer > 7R—% >k

AT T7y b 2ERT3EBIESTB. 7Yy E =V FRIIEBE 2 —ICRSYIT37EFT
FERZRBTIE I EED Transform AVR—R VN ERTSA ML UAS—%STHLWTS —LAT
STUMMERSINE T AT AL AT —THIBRBERA TS aVIELL T D@D TY,

— Color: R7/SAMIBEMIT T —LF TV bOEEBNIIT -3 %2 ER LD T — L
TLARICHMRZEBIMLIEDTEE T AP ZEALTI—FDSRBIZENTEET,
—  Flip: R7S51hORAEZEREBI LU RIS M MDA MICERAITEIENTEET,

— Draw Mode: 71 DT EDNEEINIEZIDORT—ILDAERTEEZL£J,Sliced. Tiled.
Simple REDA T 5FEIRL T,
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BLRT S b ST ELWEE-FTRT—IL

—  Mask Interaction: X751 b EEITICH RTSAMNTRIZEHTIEI VAT LTHEEET S
DR T FORBAIETIEIMANZ D AR TS b 2T LIzWES & Mask Interaction A/ 3>%
FARALEFT XTSI ATS51 TR t LTHBET B K519 BICI3. Sprite Mask > 7R—
IR EBITAHNENHDE T CNESDF T a>DERICOVWTIE DI 3> E2BR LT
<FETL,

RRIA VS a>DEREIIERED 3 DDRXTFM M ZBFLADITZA MIRTFA MRV ELTHEEL. ALY P DFa—T 13T ORAITOH
KRR EEBOF21—TRIZXIVDNMAITDOARTINET,

—  Sprite Sort Point: RS M AXSHEIDEREZFTETZEIC. A TS ORLFRIZFERY
RAVEOVTNHZEIRL TSI,

— Material: FILKIER LR 7SA DI TUTILEBIRLTKIE SV T 7LD T 7 ILIE
Sprites - Default T.V—h XTFLRTAI R ITLRBRED 2D V=L BfELHD £, HED
FAA ED )9 ITRE AT OV A—T1r 2V RIDBEEET.2D S EFERLAEVESIE
Sprite - Unlit-Material 2 OO TUTIZEIRTIE T XTSI VAT E#REDHS
S T —4—I%. Shader Graph ZER L TIER TI £,
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RT5ARIRY

RATZANRRVEZFER TR AT SAMNIRIICEDEK RN R EZEAHTIENTIE T HIZ IR
ERO—EERBLTR—2IILSHREEAH LD 3D ZHROHZ AL T3> h—REIER LD TE £,

RAVERELTERINBRATIAMITZX=23 Y=L TT7ZAXA—=23MLT B HTEET,
CHUCED WK OD DEKFRVHIRZEH TEE T A RIS R—RILZRTIE EOBRASILIDZ
BRIEDTBIENTEET,

RATFZARRRIEEN M Y IN=T1 OIS AT LEERLTER SN R—2ILR

LEION—=32D Unity TR T A RIRVIE YAV LTERTNBRFEDRA T 1 MMILST
EEINTUVELE CNICEDZBLOREDATEEICAED £H Unity 6 TIEIYR I XTLDKIEIC
HEINEL
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Unite Barcelona 2024 M2D workflows TR N 7=fl

Sprite Mask Y R—RVMEEED 2D L H5—% Mask Source  LTHERTIF, Zhilid.
2ATSAMNBZANIY S ATSA N TA L EBITIERATILN A IR SN F v S 02— EEN
FT.EDLSH 2D ATz IR BVRVICT B ENTER O T IA—23 b TN TVWTHIHA
BIEN A REA RN E T,

E5ICAV PO ERIETBIDIC LAV —DY—rPLAV—DIEF TIYR VD EEZIT B R T b BIRTIET,
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ATZA 624727y h

27447 ZUT7Evk Z2ERALT ATIVZCIZIIN SN R TS0 aL a3 %z
M55 A TEET, AT FS1TSUICED AT TVRIVTIFAE— 25V E 1 LTATS
1 MERTY T T BT HOB B TREN B EMEHTNET CIE TATVTIFORT 51 NI
FEARICBZFEISIEBICERNTY (BROFWEIOTIA—23 %28 2D 1> T1— T —LDRATF1h
MBI T B L HBDED),

2T hOBEEATOATIVTIIN—TLTEET,
— F=LIL10BM: FIZIEEBOATIVICIF R F EEIATRESANIUSF SN R TS R
BENBZIHZEDHBDET,

— TFPIRX=23»: FvIUF—OEFOATIIICK . TEIEBR—IATHEINIFCEFD
ATTVDESICTETELRENT IV -2 OFNIENZEEHHDET,

—  LRLTFHLY: COATIVICIREROEY (TN—MNBREBEIL AT RRE) BEDERN
BENBHZEDHBDET,

Sprite Library Editor 71> K%
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Sprite Resolver AVE—R b
TSRS ATSVEEDOBEEI Y R—R N THS Sprite Resolver DERFED 1 DIE WILF/IN—Y
FVIIF—DTFRA—23VZ2HRBE AT ERTYTIBIETT,

Unity 6 Tld. >—>Ea—IC#FLL\Sprite Swap A—=/\—=LAHAHEEINTVE T, DA —/N\—LTICid.
BTEDOHTIVDFEIRSNIR TS M YIDB R AIRER IR TORIESRILARRINE T,

F=N=L A1 T=ZAX=23> L RILTHA VOB TER T Project V+ YV RUTHRERY DL AKELATIVD RIS S M EIRTETET,

RATSARRDYFTERTSANSATZVT7EYDOFRICOVWTIE FFa XV BB L BAET1IL0
THRICERZABRLT. 7O IR —ILT B3I ONTSA ISUZEEBLTE T,
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2D A1) T

BANRYTIE TV R EICERET 37 EFIENBNE BT S b 2EAL TS — LR ZER TS
FEZARICLET 1 DOKRIBERN T —LDHEFICLATIRINZDTIZBRL LY ADKSBHRIC
RSN LANILEETRDRINET,

Unity (& PAYX MUY O RABRAFEWVWS 3 BEADZNILIYTZHR—FLTVET,
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ANy TDVERK

ANV I EHEICKRTIINTVRWRTIILZEYICTEE T XEU L CPU OEBEDMENICIRIL
B5E9,Unity TIE ISV —ILZFERT R T IUY R EICHERMNICZAINERAIVITE RTINS
W= EZERTELSICRIVTMET R B TEE T MERNBRTAMNCIREZAREICTS7-0IC. BF)
BEEEBEEDEDLOTVET,

Bunny Blitz ®&2-1)L<v

T IFIWETIE I T2 —I2iF Tilemap /N7 —IHE FNTVWERL =& Package Manager h5 2D
Tilemap Nyr—S%ADYO—RIZMN2D TUFL— DS TOV TN ERBTZHRELHDET,

Tilemap /N7 —J & —#&IZ.2D Tilemap Extras 1 YVAM—=)LTR2RELBHBDET. CHNICIDIJHBD
APz ONCERTEZBMAMER 2D BLUVFANIYTITAZ—AIV T RESN ARE L
TN EERT BT D DREEDRBEINE T,

INWITr—JICEENB R T2ITINTZ R )TEZTILEZAINI DWW B E R TE £,

BHEDNYT—J% 41X —)LLT=5.Window > 2D > Tile Palette DJEICFEEIL T Tile Palette
DAV ROERTIET,
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CDIAVRIICEDBAINERA VN EIIRET BTDDIRTDEAILEY —ILHREINET,

Ny hhO—R3INT: Tile Palette 1> R

HRENLYEZIERT 5ICIE. Create New Palette R2>% Uy LET . AT avERTROVYS
ATV RIDNRREINE TN Y MR ESIF A T30 %5XE L. Create 71) v LIERLT:
TAINE—IREFELET,

te New Palette

Create New Palette

NETE New Palette

Grid Rectangle
Cell Size Automatic

Sort Mode Default

FLWALY bDERE
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TISNLYMIZANEMRAET AT SA M TIRF v £BEAILTEY R E Palette D> RJIC
FSYILEY (RTSAMZRIYI LIS BRIICZIILT LYy eREITIVENHZNBLN
FEA) e CNTNALY DTV YRICRT S DRI EINET,

2T ENLYMIRZYITBEFHLWETILDMERShET,

CCCHAMNNERAVNGTBT2DDRAINY TZER L £9. XZa2—7-17 L. Gameobject > 2D Object >
Tilemap > Rectangular Z2')v oL %9,

By TDIERL
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CHUCEDTVY R F—=LA TSI EEFDRICEAINRY T T =LA TV MDMER SN E T, 27)L
YT =LA TSI DA ELDHRBENALDICEELE T IUYRS — LA TSI MNIEHRD
BRANRY TR TEL T -V I YA IR D ERZERDT )Y RRET B HARETT,
SDEIZACrid AVR—X VD IRTDTIAI MR EEZEDEXICLTHIET,

BRANI YT —LATT IR Tilemap & Tilemap Renderer W5 2 DOOVHR—X U RH

BOEIREIFEDTFRICL KTV HBEBICBL LY — LAV —DOREZEEL T LIV —BEIC
BHOETRETL,

Tilemap d>7R—x> k¥ Tilemap Renderer A>R—% >k~

BAINIYTERAIDNLY MIABRIN RV M ZRET 2 ER/DE VI L Palette V1> RUD
Y=ILIN=TITZIY =T )T LRIV BRI ERIRLES,
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FANIYTIHEDINTVWB S VT IEL Y AZAIL

ZAILINLY DY —IL

o

BROMY TN—=AZa—ICUERTEIEHRNLYEY—=ILERTHELLS (F—HR—FDa—+

AYEEDOCHICEHINTUVET),

© 2026 Unity Technologies

BIR(S): )y o LTEAIZ 1 BRI BHDN RSV I L TRATDBBRADZ L ZRIRLET,
B8y (M): BIRL T2 1)LZ2%%EL £,

75 (B): BIRLIZZMIETSOBEFER LT 7IT4TEAINRY T (FOTATRAILIYTD
ROvFE9oh5 1 DFR) ICRIVELET,

BREEDZED DAL (U): RSy LTERLIL ML TRAF OB ZIED £
BANYIT5— (1): ZANIYTDBZAINEERL. T I TATICRELTRAIUMLET,
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6. HLIL (D): 21y THE2TILEHIBRLET,

7. EDDOIZL (G): ZAIILTHREZEDDRLEY (BREIIMOEZMILTEHENTVIHELNBDET,
HENTVARWSRIF KESBERIEINET).

8. EICHE () tBICHEE (1): 75RO T7IT4 721 ZR5HED £/l REFEHEIDIC 90 EEER
TEFT. NI EREEDODBVWETILICER T . INTOREMIONII—2a3> BB WMEEIC
(-AVASE )8

9. KEAMICKE (shift + [) LEEAHRICKE (shift + 1): BEY —LEMBRT REY — L%
T B SN ERES T ITIADT 74T 21 L OB BN T -3V BT 3 L
TEET,

TEHDON—DAZa—ICFENBZY—ILIZUATOREDTY, (EH5)

1. FIT1TE=TIM RAVITEIRAINIYTZRIRLFT,

2. BAAINLYRITFUER () =2 Ea—TH—N—LAY—IL B EIFEHICLET. CNIC
EDEMINZREFLTCEGESLUVRELICZIIN T —LAT Oz 7 Z2RRIGERTZ D
ISEED

3. ZAIUNLYRE—N—LA () >—2Ea—TRAINLY T —N—L A BN IIIEMLET,

Tile Palette Brush Picks Z—/N\—L 13 RBFEABEEOZ VI ML ZER L TRRICT IR TR HDEFRHETT,

NEDY—ILEZFERTIEZTILENRMICRI VA ESRETI XL, IBICZTILIYTIIRLS
7t whkiZED Rule Tile JL—=ILZAILOERBEDFUCDOWTIZATOEI I3 %EE) . 21)L/LY T
F=LA TS IREREL.O—UIIRA VT B7-8D GameObject Brush 72 E DEFIZ XIS RH
REINZET,
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T=LATITINTIUNERANIY T Ty REER L TLANINCIRERIRERA TP U b BB I 2 DICERINET,

IL—=ILZA1IL

BAINNLY Y=L EFERL T2y TDT )Y RICZ I ZHERNICEEB T 5-DICERINED
Tei2 LN RICED TR INZ IR DB A ZFETRET 2 . RESDDID. IS —DREELPTV
BEDBDETNAPHDZAINAR—ZADERICEEHNMASNZ IS FHEEEZRDIRTHREN
HOFET . ENEEITET=DICRule Tile JL—ILETIL) BEEEFERL T ROBHEZTILICESWT
ELWBRIAIINERAVNTBIEEERITSIENTEED,

2D Tilemap Extras /N —JIC& £ N2IL—IL21)LIE A% LGB ABERERINT 32X 7ML
SNFATILTE BRI LIZEDRH D FICELHIMEFTILHEIFENET,

IW=ILEZ1IIE BEINICEHEZ ML OMUE SRR DNV ELIBARZRHML XIBYBRTZ1 EHNER
TNBDTIRFIRERIUNTBDICERBZF NN TERTBHBEIIHDE A
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Inspector M Rule Tile 7wk

Rule Tile TYZARIEZ—ICED BHEZMILICEDWTEDR T SA MR IRT 2D ZRDBIL—ILD
DZRDMRBEINETBIL-LDOERAICIIREIY IR ERTZARARRINTVE T AT F 1M,
BROKEMELTVEIRTOARICBHEZ ML D B BB EICERIN T T —ILZ1ILIRBEDFHHEIC
DVWWTE CHE5 ZBRLTIES L,

Unity 6.3 IC&H 175 AutoTile

Unity 61 TEA TN AutoTile (F—h&1)L) I3 AutoTile 7Y MRETERLILYRVICEIVT,
BYRBHEZILERTTR2IILTEYRTY,

W= E2AIN LB LT A= b 2AILIEIDERNBREN AR T VRV ZEREI B BLETIL
S=bDTFUTL—bNUI =23 ERTEENTEET,

F—bEZAINZERT BTV TIERDBEDTY,

1. FAZIIMIZAINI—heAVR—FLET,

2. RTFARITAZ—TERAINI—bEZXFAALETUTOHITIE 2L —RE 8x6 (8 Il x 6 17)
T EEZEALEY
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3.  Project D4V RUTHLWA—RZTILEERLET,
4. Inspector T.Used Textures 71— JLRICRZARAETNI=Z1IL—bZEBMLET,

5. RAVKIZITHAINDERBR EBD DXL TIYRAF VI ZRBLE T ZTILICRIOZTILEREL
RAFVITBHBHZRIENAFTIENIAF I ITHRELVWI 2 ZEICHERTIET,

6. FAIIYVTTRAVILTA—FEAINZTZASLETD,

Happy Harvest O A4 — k21 JLD—4F|

Used Textures 7«4 —JLRICZEDMDTIRAF v O—RTEI X FIRIE BALEZAIL— DNV TR
O—RL.Random # /> 3> % FrvI T3 . FILBHEREII—HTE2MIILDB TSI VALIZZAILE
BIRINBZDTAIHI—VTIEDIREINBZNZ—V DI EDEBEERTZDICRIIBET,

Unity 2D 5> 7ILDE1ILRY S

ENBIRRT 1Y

JL=ILZ1)LI& Happy Harvest 2 TIEKERINTED FIZISEDHZ LD/ FEZ1ER T BT=HIC
FRINETH>TILD Project U1 RICid. Palette_Tiles X WS ERIDZAILINLY DB HD T,
Ny bORIIDOTICIZIL=ILEZC LB HDET, FOS T %47 >O— R LTS Inspector TH—L
ATz O EEIRTZ . 7y kD Project VoV RIICRRIN.COT7 YR ERERLTZEDIL—IL
FIINDREZHRTETET,
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AR OV TEATERSE. CNoDRMIL7Ey BRI ALIED. TIZXFvD LICAR1URLT
HMEOARICELES T BAZHNTIET.COYVIIICNBT BRI 2BEIHRZ S D\
T—LDZ—XIZEBFHLVIL—ILEZTIILEER TR EHTEET,

IW=ILBANPF — b RAIERET B EGER LN ER DI B MNCHERICA D BRMESRBDET,

COYVTIEA— R EAIEREDEA TN BRICER SN R LI Bk DE o3> THEBLIZ K SIC,
BLHREZ A — 2L THIRTISI139TY

BINRYTRADZRTIRAF¥

Happy Harvest Tl&. Tilemap 74 Z—RDITRTDRIILIYAICIE BT EELITORNEHEL
BOSH FATAVITERTTIIDICRAIV NN GV TERRAITY T TIAF v BRRLT
W&,

ERRYTERRIRY T TIRF I AT ZA I T Z—TERAINEY D XA VT ORAF BTN
FEHUTINTII IRV T EZFRAL Ty I I2— P NEEDULSA LT Y NIREZERLT
WET LR EAEDZTILISHEICERINZ D VLTSI MIRISHBEHD FHA. CNH.
CDRTIEYRDIFEAEDTIZAFvHEVEBRTH D ULMRDOIDICER SN ERET LRV
KSICLTVWE T BYOBRRICERINIBYZTIILOBEIZFANT COBEIF.CN5DZ2T1ILD
DZERATIHELBOELT,
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() BBRDI-HDEDEMBRIAILS— b (B) BRONEEDTDDED IV TINBEEAILT—1,

BN YT 2ERLIELANL T —LTLLDTHF 1Y

Happy Harverst O Z1JLIFTRTRILH A IR T REIVYRT =LA T IMIEENTVET,
CNUCED T —LADEIINTY T O DR LTECI N TE £, Terrain Manager LI (EN 3
AVR—Z DT VYRS — LA TS IMIAB LTED S — L LA OABEMELIFTVET (D
o a EBR),

TUYRE—LATVTINCE FNBETNIY TOBENTFICET ET,

© 2026 Unity Technologies

UnderwaterTiles: CN5IZKPTRZZZTILEHITU7OBOMEICERAINET,

Water: ZH 5D Z1)LiE. Splite-Lit-Material T —4—%FRALTED KDTZA—=30%
2Zal—hTEB&LSIC ShaderGraph THERIN TV ET,

GroundBase: CNU3 B BB ADFTILADZMILTRESNISEAD Y — - I T EEED
HBRTINEDBEIEDHBZHDTY,

ObjectsInTiles: CHIF ZTILNLYRD T —LAT ORI TRAIINLIYAICH D NI
TIVRAREDT —LATSTOMMERINET,

TilledTilemap: CNS5DATILIE BEEZEZZ D TEZ XTI ERET3/-HDI—RIZER
INFd,

WateredTileLayer: RN ALY FERRIC. CHIES —LAD Y IICEo TR EE ST
FOICREBROICERINE T FZTILDFECE BT ZAILIFHIBREINE T,

Warehouse.House: CN5DATILIYTIF BEEROERICERTNE T ZIILIVIT
BYEIER T AT T—TA ANIFERRICENS ZLIDOMEBENICHR S LUV I XEZZEETS
CEDHBEICBRD LT £ BYMIO—TRIL T VR F v 2ERT 3D TIXFYDANR—R%
H T3 e TEX LT

Crop: CNIE.IRTOEME 1 DDOY —LATSTIMDTICEF L HZF-HICERIN. Terrain
Manager THERINET,
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BAINRYTEZGOT )Y RT —LATI TR Tilemap Focus V—)LIE >—>Ea—TEIRLICZIILIY TORBDHEHE T B LICE>TFTDZAIL
RYTNEREEDEZDICRIBET,

BINIYTDTIRAFvDICLHEEETHI-HDE

T—RRLIIYIICHNEECOTHNULIFRECAD AL —T VT LB EAIILBDICCHPHTHAE
FREIEEITTEWE A TY (RSB RL—2 U TD TN TWERWE I 77— — L TIERREIC
BOEFHA) o ZTIN—rE2FERALBEVWSEIFA TSI T RS TR DN F T ETS TR
BEOLET, UKD Z1ILDIHIOERRBEN TSR W=D MITEIBSMIRDET, TSI 21T
HIMNILALTEBEZEF O THRERDZEZZ I ZTILIY L AT —RADRERY — MHMRILD
BEDHDET,

JVYyRAVR=R I bDA T3> T RENTET SRR 28R
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FTIAIEDEREIZIFEAEDITSANTHEBELEF T ZTILTY T TIEHSD LA WLWRABHIHNEIC
BRABEDNBHDET AT M E/NYIT 3L EOLEDEREY 7L T 7R & WolcBseld. 21 /L Din
Ev—TITRDODITIZRIIBE T,

EROBEZRTIZICLHDRONETH AT SA T SAOREZRABI B TERESNE LT

B T7—FTEELTVWRHREIE. AT D TrIILZ—FE—R% Point (F1)LZ—7%L) ICEET B L.
Q’r) Lb{%é‘:_ﬂ l/\ B?\Fﬂﬂb\\_ﬁéngij-o

¥=L7TLAAI1®D Tilemap API

BNV INEZ T VYRR=ZADT —LICELTVWETAPI IEBENBRITVYR TR ERAESTTS
BEOBEAFETHDIRNBLANILTHA Y —=ILERZ O T —LODvIDERICHRIIEE T,
—MREIC TV YRR =ZDT — LT LA TIE. I—RRICOAHEFEIET ZLZ XTI ANCEENFERIN.
ASHDOB|EMNRREDCA—HFI Y= LDBRBEADE T ZAILIY T CNSITARTEIICFIE
TEED,

Happy Harvest @ Tilemap API

JVYRF—LATITIMRICHS Terrain Manager X7 UTME ZTILDEEENEL. 21/ %
FRLTEBZEBNIT3ODEERIR—Jv—Te LU TVYRR =D — LT LA DREIC
‘I DTilemap APl ZBRALTED. TITLO RN BZHEICRE TI XD,

Z D Monobehaviour X T.GroundData ¥ CropData £\\5 2 DONBEITAEZERLET,
CNBICIFZTILHE>TVEREORS EYHEET IR INELTICVWIHZBED-NEETOD
BB T — LT LTICEETR3EHNEENTVET,

Terrain Manager XU 7MMEF—LTLABHNTERINZZMIILIY TR BB LET,
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Ground Tilemap: CHUd. FLAV—DE-TDEEER D TERHEAMZETRT TORZTILDZAIL
Ry TEBRLET, COZMILIYTONMADZ1IL EE->THATBEI D FH A

Crop Tilemap: CHIS MEYDEA TSI LTHERAINZ RISV T —LA Tz I%
BRLEZT,ZO Tilemap APl ZERT3L. FVRZ1LPICCOZAIINLIYTIDSEYRTILE
BB . EH HIBRTE T,

Water Tilemap: CHUIE FIENTLDZAILDLICRA VNGB EODICERINE T KEELT,
EFNSDETIBEZ DI OBEIEZDEFBH TI VBRI EZ S LAV—ICRBENITEIET,

Watered tile: NI KDIZ Ty IREFERL: L—ILA—N—=F1REZ1)L TI.HLWL
L= ZBEETICIL—ILEZIILDONI I —avwzEIA BT R EZERTEE T, CNIF.
HInfto21ILoI—IL2Fd—NN—F1RLET,

Tilleable tile: ZHUI BHIICER TE3 XML ERHATIOICFERINETD,
Tiled tile:C NI SN LIBEONEERA U NTBDICFERAINBIL—ILEZTILTT,

Terrain Manager DX FCIE Tilemap APl %A LT Vectorint fiEF R TRTILIBRZFH
IO Z1I 2 BYICEFHTIEENZTENTULWET, ChoD#iseld  PlayerController A —JL ET
AR ENIH—T BRI IETERY—ILHDSRUHINET,

Terrain Manager Y27 L - F—L7LAADYIET ORIV Y T=ER
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Gem Hunter Match @ Tilemap API

Gem Hunter Match (. EICENMILBEIFICRETEINI-YF 3 NI TF—LTTREROTSVE
7#_AT§J1,EL§—§-O

Gem Hunter Match DL ARILS—> DiEi&EIF S > FIL TS,

LRNIVBEZRBEZMNIILIYIDBRET Y M TR —LAOY Y IICHFERAThTVEDOH
OO ET,EDFIIATDRED T,

—  JVYRF=LATSTIM: COF—LATSTIMIIE LRI TH AFREAEADOEEALTRE
9% Board EWDSRTUTFDMVFX IS5 TIR—ZADBEENRADBBLEENTULET,

—  FH=LATOIIN JUYRT =LA T IMIIIVKODDFS —LA TSI EENT
WET.FT—LATSTIMIIIUATHEENTLET,

—  Tilemap: ChIFERFTILEREEHZERTBDICERIN. ZKDE—IXDAE ZIEH
TREF RS EERMBT S Tilemap APl ZEZTWET,

—  Tilemap_Frame: CHIFEEFMIILOREDICTL —LEMZERTI-HICERINET,

—  Logic: CRUIRLANILTHAUDIDDTL—RFILF—21IHEENTVWET,CCHD
TL—=RRINE— “SUALITL 1) (BEAFTRT) OINTHREDOT —LTLAD
T—=LATITI (A—RICEDIVALICER) ICBSRAONE T /L ALY FAD
DOEMINZERTEETHEDZTIIVLEBICRETS3EAPTITLOERZEIRT S
CEHTEXD,

BAINRYTDRAN TSI T4 ADFEMICDOVWTIZIZIESDOETAEBRBLTIE IV,
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2D ZT7ZoAM ko1

2D Sprite Shape (2D RFZA b2z 7) V—ILDFRBUS FARD T IR SA NIRRT AT 1 21U
T 7 ISV OAEICEDWTIR TS h2EBNICER SO LD L £, I5I2.2D Sprite
Shape #'—LA TSI IMIBDDRLTIVAFYZEIDY TR LT EZAIVRDTIZAF Y TED DR
INTHERZEEPHORILBLANIEBERAO 7OV T LTERLTERTEEXY,

FLW Unity 2D 4> 7))L 7O 70D Bunny Blitz ICIFEEDVYEREDELSIZ2D AT FA x4 T TER SN EHERNHD £,
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2D RTSA M T A T TER LIENRIF TS T4y IRV TN 7 THERINZBERMOR Y =)L L
FERRICHBEL T, ENSIIRS THIE TH D O — VA TEERELIOD. AT a>THLTEMILIRD
TFIRF v TEDDRLIEDTEIENTEET,

Sprite Shape (&, Unity OEFIARTFON21 FHEEETH D FH LW TS CORRZRENICIER B LTV
BETIEY,

Sprite Shape Tld.Linear ¥ Continuous £\W3 2 DDIFRE—REFIATIET

2D 7Oz VUb% 2D UL —FTIER S 2 2 & &3&IRY 3355, Sprite Shape T 7A4ILNTTIUR
=L Ed, 2NUNDIBEIE. Package Manager ZfEH LTI M—ILTEET,

L\ Sprite Shape #1ER 9 3ICIE. GameObject X=a—%%1).w% L. 2D Object > Sprite Shape %*
ZRL.Open Shape %7z Closed Shape DWWIFNHEERL £,

Sprite Shape DER
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Sprite Shape #ZE 9 3ICI3. ZE 95 Sprite Shape %R L. Inspector DIRERZ>E IV LET,

Inspector J-r > RUTO Sprite Shape NEE

Sprite Shape DERDTRZA V) v I LT . RZEBMT 3D\ HIRF—THIBRLET. R Z&EIRT B L.
UTF® 3 D0 Tangent Mode RZ>DWINOZEIRL T EZDE—REZEETEET,

—  Linear: BHiRIZER SN T SOMAIICEREHLTZRD X9,

—  Continuous: R AEZEAEW/N\VRILT. a2 R ZERLE T,

—  Broken: Y LTEIK/\VRILT R EROICHIEEIERLET,

REFLETIHONAEBIRTBEDHTIFT ATV Y —IE RETVYRICR T YT T B78IC
B AT a>TY,

YIEEEDT-%IC Polygon Collider 2D > /R—x > h&EBIMLF Y, 7O SERO BN THNIE.
FIFIL DO TONTATHH T,
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Sprite Shape 7'—L#7 Y7 MZ Polygon Collider 2D OV R—3> b ZEBMLET,

NBDRTY LIRS T HREERTBZR TS Mz TEIEFM L. Inspector ZFHALTEETEET,

Sprite Shape DL ANJLTHA >

TNYRR=ZFEZZAINAR—ZADTHA NI BFICEIEIILT—rEFERALTWVWREE. LMOR 2D O
ESa7IRZAIICBLTVWETEXIO-ILD TSV TI4+—<— by T4 T RPG Ot B¥viR
BREDIEERHBRRICHRETI,
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TVYRR=ZDTHFAUNCEDBRBRIRRE L ANIERDEDEEICHD XTIy RICIRET 3 & HER
BRERIEEDIVTIICHBDET LN ZRFFTERIC. —EDOBEBMZHIFLPIT<RD I T A,
FvIU0F—DIv TN 3 AZYbOFEEITHNR. TV I+ —LERBE Y BHPMZERICFHE TS
TLAV—HBEEIC vV T TEIBDEINERET BN TEIED,

EOERMN T IOVIR—ITRBVRZTIIZLLHEIE.2D AT oA TR LET iR
AL T AERDOIRZER TE X I B BERGBSHBREIZINTRA TSIz AITELTED,
FDELETEILT— b ZAEAIUEAR T —UCRANBAR 252 £,

APy TV =B LT ERDAECHIRZHEICREL. ERZERICEEBELET,

(%) Skul: The Hero Slayer (& SouthPAW Games HY&IfELT= 2Ly T R— D% — Lo (F) Oddmar (& Mobge LTD B$IfELI= AT 54 Y R—ZAD 47— Lo

AT TA T TS NIEL NP ERIF B THBICRETI XL EZaT7ILRZTIILICIGLT,
T—LATAADIRATLZFERTEX,

RTZALTATDEDDRLRERBEOITUTILICAEED Shader Graph DX T ZA1 FXR—I®D
I—A—EFERTRLETHMEDAZTINEMATD. ESIC—SEATERINZIERZEELRD
FTRENTETE T Unity 6 LUF I ZAZ LD F AR UBSBED Sprite Shape Controller TR TE3&L51C
BOTeDTARRZLRI VT EERL TR I FA A TP A AN ZER FIIEEETEEY,

BANIYTERTSA M TATDOBA LD TV EALRICEBELTCHLWIF AT I 05 — L
TLADEREMEEAH T ENTEETHIZIE ZILIY AIWIENRRETH D X T b1 T IE
EROIBERD T BLDABEMD H D £ T AT 3> OFMICDULTIE Tilemap API & SpriteShape APl @
REAXPZBRLTIIETIL,
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2D VZAX—>23>
AT T ZA—23>

Unity @ 2D 7ZX—>a e FERAL T IEIERIVIILPRAZIINDF S I2— T ZX—>3> L £, Unity Asset Store HS5HEEID 2D
Animation Sample /N7 —JZ AF LT HBZRTHELLS,

2D 7ZA=2aYiE T —LDT7— b 2RFETE L TROKEID DD ARERE D T, 7= X—3>
FvIIF—ZEH T BICIFTZA—232VDEAI VT BB EHF B EDRHNBETT, TANTD
TL—LZBIBICIIFEAIDDBIEHBD.CNS5DTL—LZREFLTRTTBICIEIZLDOXAEID
BETTFvIIFZ—DEAIVIPREEDRDZEETBICIF INTDIL—LZBHEET 5 HEH
HBBELHBDET,
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FEERIC.3D 7= X—3iF 2D KDBHEMTLI.3D ETILEZER L. XTIV ZEBMLTU %
RELR—2UIA b ZRELVINIITHHEI BT —TL—LZRELTT=ZA—23LLET,
F—IL—LEREIBLTHEEITVET,

Sprite T7+4—TC Happy Harvest DFv>72—DXRE\EDVF I % TN

Unity I&. 30 7%A 2D 7ZA—>23> OV—=ILEYhZRELTE D HIZ X Photoshop h5Fv5 02—
F—hT7—2% Unity ICEFEAVR— 330 IXIERAT 3D 7=X—=23>0 7O ERHLT
W7,

THAAVR—=MUT
YL TRLEERBRETL AV —DF v5 08— T ¥ vS08—OFH AV EE XS DI+H%
BRIEN TSV HERICE BT RS EEREN L DN BOET,

R

VARNY

BIRTBARR T —LEVSIFI—DRIEBPTIA—2aVIIREBEER LT R EACDT — L
Ea—TlR FvI7I4— 3 EETHE TEET,3/4 Ea—IChTHICEERT ST O HZELDEL
RLRTEIEY

© 2026 Unity Technologies 68 of 174 | unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/Packages/com.unity.2d.animation@13.0/manual/index.html

@ | 2D animation: Skeletal animation |

FAFELDS 3/4 RO TE IV E21—2FERTRBE NASEZDL LD SIEFTEDFEE
RABLIICTBE T ML S BBREFRENTER T CORRTII F YT 72— 3 EBRD B R %Z
AWTHEIMMNET.LORHREFRICHL T —HRBICERINSG 3 DDA T2a>onFnrzREiR
TEET,

— 47Mm

— 67AM

— 8AM

Happy Harvest - 2D O by 722 1l dFEBIRERRT —LZER T 3HEDF v 02 —EERD I I £74:061

ENZEBATH ARSI ELRERTOTX—2aveRESE TR AAZRANEZBEDHZH
EONERETBUENHBDEI . COBAEUATOIIICENENHREITBHLEDHDET,

- 3 7‘:’_“‘:‘__‘: E\J:\—F

— 3FMm:AELEAT

— S5AEm:AELEEABATTF

VIX=2a I REIBHE FVIIZ—DFO—HIBLIICRELET . FvI 72— HEZRANT
EFICRLNEFICBZFE > TVWBHEA FvI 07— EZRKIIICRET I L. AADHEDOFZzAN

BREI.CORZBERITANDIDIRTOT7ZX—2a HELVWARZRACESICT3HICHoL
BEZNNTBDERE LTS L,

RFROERIO—ILOKEIT —LEFREFLTVWRHEFERATZDIE 1 2ORIOAELEITTEAET,
EFICREFHTZFvS02—IE BICBIVWTVWBELSICRZAEF T,

TAMRICF v S IF—H T —LORIBTRLKRZZBDESNMI RIEBIICIZHBIRETIIRENE
HEACPHREF OCELIDBH BELNEETY,
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T IA—DBAFY

2D Animation /Ny —J DR RIS ERDOF v IF—BTRILATILEVE T ZX—=23 02 HEBTES
CETIBARTvSI2—% 1 DT AV LT EREL. T ZA—=2a FER LIS FD AT % BEIC
2Dy TTEE T ATILEVHEE cWSHERETI OO RZMRILLFT,

ERNCFTEI B TRRAZERILELLSBLRTILN VZHBEITZIRTOF v o2—DA Tz
BEZDRTILE D IRTUCESINESIHD EHERL E T RID LAV —ICRTILE U ZEE TNETRTOD
FrIIR—ICERBETRRBZITVET LIV —DRIIINTOF v 72—/ LTRLTAITNIL
BERBRVWIEICERLTEEL,

BRIRET TV r—2a TR VB ER TR

—AEY 7 2D P =X —2 3D
JL—IL

BTUIRIR T oA=L a M ETSF ¢ 508 — %
FHA VT BRI RS REL VWL —ILE VN ODBA
LETS

— BHzEABNUEBICBEV v/ —ZEE
T MADON—YDHASTHEINTVBE T
A= 3 2 FR T BRICRIENEE T B rTReH
HDEY,

—  7—L0PPU THREINZBEELDEHDLES
FRIE LTS Vo ARIREE 1388 LE B (T IS RRE <
RAFINEGRZEEI LD SHRIELID
TRLETRILEHRETZHREMEDBDET,

— 2D SAROBETEVMEHBLETHERT YT
EEATETENBBIHEATFA DT
BERA VR LBUTRE SV b DI A i
DR ERTYRLET CORIMZ TV ETY A o n
DI—YaVERIEN RIS OGS | LS S e e
BDFTHABHDESBTALISIFILSTIG S50 o0 BURRE: D5,
B TLIET Y
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@ | 2D animation: Skeletal animation |

—  ATSARRTUYT HeeEERL TRV TENIEDON—YDLAVY—IEBICTIL—TF1LT S
BEDBDEIHIZIE. OADMUBZRI INTOLAV—E BFRIEET SV —>a>vRT “O”
EWSRAIDITIN—FICEEBI ZHRENHDET,

CNTTHAVRBICEEBIRICUHEBRTIE L e BFADIT STy IR T TV r—a > EE# L.
RAVREBOELLS,

Unity ICF v 04— 1> R—b

2D Animation /X —JIl&oTUF v T 94 —D7—RT—2% Photoshop M5 Unity IZEE > HR—k
TR TETETLPSD Importer /N —JTld COBMID DI LA V—Ib SNz PSD 77 1ILELV
PSB J771 LIRS BRRENMRHINE T, CNICED F I 72— DIRTDOLAV—2XTF1h LT
AVR—=bL T V=23 THMNTGBDICEE 5 e TEET,

Unity @ 2D 7ASxIb7 7L — b EERLTVWRESE. TV R—2—I3T TICA VA —ILEINTWVWET,
A2 R=)LINTLEWEEIX Package Manager R L TT VA R—ILLTLIZTLY,

TORR—MIBELDIF. T7-1)L% PSD £7cld PSB LR TIRTF I 5 L 721FTILPSD & Photoshop *°
ZDMDFIEY—ILTIZ—HRAI T,

FELFvIIE—N—YDLAV—TRRINIAVR—E— PSD DTS b —hr BRI FATA I DIeBHICZRTIXF v LTBME Niz PSD
T7AILTY,
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Unity AD1 Y R—MMIMBOTEYRER LTI 777IL%E Assets TAILA—IZRTET B\ Project
DAV RIICRSYILET,

Fv S04 —D Inspector
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A2R—bL7c PSD &7cld PSB 77 1ILANERENB L X TS1hDAVR—bRE I A T3>
RTRSNETH2D 7ZA—=23 e UFVTAOA T a>HREMENTUVE I REINTIEER
FT2aVIEUTDEOTY,

Import Hidden Layers: COZA /3> T IERTLAV—ZBLINTOLAVY—% PSD £l
PSB 77 1ILh\5FAIAHE T,

Individual sprites (Mosaic): ZD&E L. Texture Type ' Multiple ICEREINTWVWBIEEIC
DHFAARE T A VR—ELIELAVY—DERTSA N EER L. TOVXFv 7S X LICEE
LET . FvI04—2UX I ITRHBEIF.COFTa>rzEMILTIEIL,

Use as Rig: COA 723> TlEPSD 7#ld PSB 771ILLBLLAV—BEMNBEIFD
FvIUR—TLNTZERLET. CNEBMICTIBRELNHDET,

Use Layer Group: PSD £7zi& PSB 771ILh\SLAV—JIL—TEBMLET, CNEBEMICT B L.
AT N ANB RNV IR E TV T 0F—D—E %I —FLTEET,

Layer Management 7> 3> TlE LA V—DREZHERELIED. A VR—bFE3LAV—%2FHT
BINFEIFHIBRLIED TR N TEL T AT ave/ELISApply Z0UvILEFET, ChISEKD.
FvTUF—TLNTHHEEL.O—VICRIYITEIRLIICHDET,

Unity Asset Store H'5 2D Animation Sample /N7 —JZBFLTLIZT LY,

Sprite Editor TDF >0

FYSUF—DI)F I %BIAT BICIE Inspector D Sprite Editor RZ>%21)w4- LT Sprite Import
BREICTIEALEY,

Sprite Editor DU~ RUTY—IL%ZEIRT B HE
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ATSA N ITAE—DI> RODELERBICHZ ROV T AT AZ2—h5 Skinning Editor ZEIRLET,

FVTUF— T ZA—2aATEFTa>hH 3 Skinning TTr12—
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Is Trigger

Collider 2D M7Rwvo R Is Trigger |[ZF v oZ ANBECHIENAGEIZI A LD A<D TAE—T
HMDIASAE—ERBLET (A 721N Rigidbody 2D OK—R > AHMIELTLSIEAIE Rigidbody
2D AVR—RVPZE BRLET) .z — e LTEX WK TV ARIE ZATILZAT — LTI
TLAV—OFEEZREDIV 7 TR T 37-DIC BUS IsTrigger ZH RN LT Collider 2D 58 ET S
CENTCEFT AT D EEEZRH TR LAV —DEHZHIBETIXT,

ZDIFE.C# T.OnTriggerEnter2D. OnTriggerStay2D. £7cld OnTriggerExit2D A R EERL T,
FIA—CDBEERIPEELLLTOODYIZECTENTEIET,

Tilemap Collider 2D D{ERE

RARDEZANIYTRICEMBERFOZAIILTEBR N2y TOMEZERT S ET,
2D OYPERBERFLTATEET,

RAVREINITL—ZAFRNA—=ZAINEERBLI RIS

RICHIBEEDHIC  Inspector U4 RUT TilemaplZ Tilemap Collider 2D AYR—%>V+%
BMLET. CNUICED FIIILT7EYRTCRESNEISAI—ZATICEDVWT EEZIICOATAEZ—H
EBMEhzxzd,

COBITIE. A7 3> Use Delaunay Mesh A EZNICA->TVET, CHICED. ASAH =Xy aN TR SN AR OE E £ SN B NS B =BROEHH
RO L REN YR T+ — VAN ELET,
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BLY —LFATITIRFEEHI )Y RIC Composite Collider 2D AVR—x U NEEIML T AS1HE—%
1DIZFEDBETINSAVELTRESNIES A AN EOFEFHENBESMIBD F T, 2TILIZE LD
BAILLLTTIGRLS DOEFELIHFE DL SICEBIEL £ T COREICED . NTA—TIVAHEFE L
LET LD L.TVFTLICZAILZEBMLIEDEIBRLIED T2 ZHBELTVWRIEEIF . EFTILT
ASAZ—=HIFLIZIZSDAELVWTLLS,

21 %ZIL—F{LLT.Composite Collider 2D ¥ ¥—igE%EALT 1 DOREZHH CE LT AEDEZR TIFZTILIRBAINTLFEAN  ADEBZRTIZ
BEINTVET,

Tilemap Collider 2D J>7R—%>k® Composite Operation $2E% Merge IZERE L. BEIRICIEM
TNz Rigidbody 2D 41 % Static (B#Y) ICSREL THE LA 2Ly THB T LAEWLSICLT
<TETLN

FANIYT =LA T IO Collider 2D AVHR—FRVk
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HEIMIYIZR

Physics 2D IC&o T —LAT IV RDLAV—DMERIN. 7TV NEEHEEERTESL5(1C
BOETIRTOHDHINTDOHDLAEEERTIVEIRIHDERABXIE TSV Tr—<—7—L4
TR BAHECEHRTECRIBETIN LT LOMOMEARICERIDHBEIRIHDEEAED
mas COHBE O HE L 3EETE— A T EWMOLAV—ELTIIERLBVKSICREZRRLET,

N5 DERE T Project Settings > Physics 2D > Layer Collision Matrix c#D £,

Unity 6 @ 2D Collider Tl&.Inspector 7> RU® Rigidbody 2D AV R—RVrhS5. ATV UM
CUICREDYIEBLAV— B A EIEERT B ZAEICLET,

Rigidbody: ¥IERE AT VT NEEINT
AT MIFEERINI: Collider 2D TU7HHZDT.1 DU E®D Rigidbody 2D AV R—R> k&
YIBMICER I EZ I TEET,

Rigidbody IFX T DKSICHETITE T,
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B COATOIMREDBVHDOD MDA T LI MITNICH LTRIGLE L BIRIE.
MEOAT LI MIBNRUDYRRTAICBRDET,

FRIT1VY: MOEROREEZZITTICBH LI T HARIE BTV Tr—LIF EDEIC
AT DK DBoTHRELEIICBEL T,

B9 HEEE. DB EOYEFEICE VTR L. EMLTVWAHDOUS YR RTrOREEZ
RIFEd,
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BIDAAINTY T =272 FERALTINETCIITAMLELLS,GameObject > 2D Object > Physics
> Dynamic Sprite DJIBEISERL T —VICHLWAT SO LEST. CORFEDA TS IR E
ANy TDEICES BEE—RICADET,

BNBA TSI I MBENBZILTY TORETY TILICHR DT

J—FTRigidbody 2D% EiHhd

2D MPIEAT OO ME O —UICAVREV TN B EREOYIEBEA T IO L SICEEL DN
TEWTWBETE TSIV TIA—LPEBZFEICRBLICD S v T LIEDTBF v 0Z—HREIC
BOERY,

YIEERICS O TEIKA TV MEI B EEE T 3781 Rigidbody2D APls ZERTIHEHLHD
F9,GameObject Transform TENSDA TV EBENT 2 CIFBITTLETVLRDDISUATD
SOICEABZERLTIIETL,

—  AddForce £7I& Slide XVYwRZFERALTEF v 74— DEEZTEHITELE T,

— Impulse E—RFT AddForce XYY RZFRALTAT OO EHELIED . Fv S 02— 2T v
TEOLED

— BlET 2TV I74—LDLSIEBHLEIT 2RI Ty Uy RART«+% MoveRotation
F7-1% MovePosition TEHLZET,

—  position ZONTAEZEETBZE T IDYRRT1Z2HZHAADSRIDBRRICTLA— NS EET,
— XS UR—IBETBZEE ElinearVelocity 7ONT EZFERALTEEML X I,
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O—KRTl&.Update £7:lZ FixedUpdate 1 2)L TUIDYRIRTFAAVYREFERTIHELNHDET,
TOPIURRETIE —ADSDIMAICEETEET,

— Update I3BT7L—LREL.LDBSHTERAESIaL—23vIlBRDET,
—  FixedUpdate 1. T 74)LET 0.02 M TEICHRESN/-RBTRELET,

CE5DGE TH. —EDEZT%F3/-OICE%R Time.deltaTime TEEIBZEERNELTLIETLY,
Time.deltaTime (.1 7L—LZMNIEBTIDICHH BB (F) Tl.chzF-OEFEEDEZRER
TR UIaL—I g T—EDRRIESNET,

2l —2avE—RORE
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2D D1 hER

2D 7—LIFFAEEDERIBLSICRARDH B HDICT B FRET I T IHILDARBIDELSIC,
2D T —LICIEZLDRAIFER DR S 1T TR ED LAV —HH D IRED A B ORI IRICERICRIE
IBEIITLTEWVWZETLED,

Unity @ 2D 1S RTLICIE T —LDIcOICED TERB AT IPREMNRZERTZ7HD
TR LD H D BIETFRRPCL—FORRFICRIBET,
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2D T b DR CETE

Happy Harvest DB D TFIFS VA5 MN\O—DHZRT51 ~EFER

Unity OmER #1197% 2D 517420 AT LZERAL AT A MIZRTVRFv DL S5 5Kl %
HARDEBIET LNILDOL—RZBNIGR T — LT LA ZRALEEZIEHTEET,

2D 7—LI3.2D F1 b AT LOBETRERICE>TL—REBARZRVCE DD D TITET, COERIE Unity DY >FILT7OT Tk Lost Crypt @
HDTY,

© 2026 Unity Technologies 97 of 174 | unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/6000.3/Documentation/Manual/urp/Lights-2D-intro.html

@ | 2D lights and shadows |

2D T h&.Light 2D AYR—X U MBRESINT — LA TP I TT . TNBIE. Sprite Renderer.
Sprite Shape Renderer.Tilemap Renderer & Unity 6.3 L&D MeshRenderer ¥
SkinnedMeshRenderer #{gx7z 3D #'—LA TSI EELET (3D ¥ 2D OESICEATS
o2 EBR) . CNEDFATIF YV — LAV —2FERL.&E5TME 1 DULEDY—FL AV —IC

=44

v

523 rHTEEY, Target Sorting Layers ROV I AU VRN T HERZITELA1V—%

BIRTEE ALY —bLAV—ICH B 5T DL AV JIERFZ HIE 3ICIE Light Order A>3 %
EALEY,

2D D7V —=TA—LZ1 ~DERH

2D FAMCIEUTD 4 DOR%BZ 21 THHBDET,
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Freeform: CNS5DS1MMEIn BEOFRICTZZEHTEI XS, COR1TDS1 MMIIEEHEDN
FRIIFEMEINEREBETERTIE I, CNUIFEVWTLDIRE (RERLELAY) ZBS5TDIC
BLTED. SATROERESZaL—MLED (REDINDSELADEDILRY). T1 MR
INBBROEICELEILDTBZEHTEET,

Sprite: COERIFEBRDATSA M ESAMDTIXF v LTERT 2 Z0EEICLE T D
AT TIIRBETIRVREDOERDIVERBESICER T BLFERAFlLT.LYX
TLTHEGAIMIYF— T AAR—NTAEDESBHDFIRIE R T ISEEICEZIRT TS
TERARZ Y TREDBIFENET,

Spot: COT1 MIFAREFAFL X IIBRICTEIENTEIE T, COAT2avid ARy b1
F=FOKFvURILEBDOZAMEREIT RIAX MY ISR RBEDMUEZRSTDIC
BLTWVWED,

Global: COS1 MIFEREF T RKHODIZZ—S YDV — AV —LEDITRTDOA TSI %
5L F9,Global S ki&.Blend Style (51X TS ROHRERRDAE) Ce. XUV —K
LAV—CUIC N DI HERTEE Y, 9 EANARBNEMZZ-ODICERLET,
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Global SThE>—>2FICHERSEZ 30T I —LAOHROTERS A BEICEZ DN TIET, V—UICTFET S Global S1hE 1 DREIFICTRIHEN
HDETEDNFTA—Z—ZRETZETHIRIFERDIAPDOLSICGEEZ T IF TO—VICERBOBEVWEZEBAL. BAIREXHEZHHEICSIaL—+
TEEY

UFDEEIFESI A TICHARIRETT,

— Blend style: Blend Style TRED T MY —CRADRTSA M EDESICHEERT 2D %
RELETO—VHDITRTDTAMME2D LYFS—TERINE 4 DOFAFTEELRTIL VR
ZZAINDOWVWTNHZEIRTZUNELHBDE T FEHETIZTILURE—RIF 3 2HBD. ENEND
E—RTRISADSAIMIEDESICBRSINEZHEHIELET,

—  Additive: EEV )LD RGB EZEARLAV—DOEIEIILOEICINELE . HEZMNE
LET,

—  Multiply: EEJEILO (IER{tSNic) RGB [EZEERXLAVY—DOE/EILDEIZEEL.
BEIJLYRLED

—  Substractive: UL D RGB fE%ZEARL1V—DEIEILDEHLSHEL.BLN—%
ED %Y,
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KEOTLYRZZCIILOF - (EHSIEIC) Additive. Multiply. Subtractive

—  Light Order: COMEIF.FILY—hLAV—ZXHRETIMDTAMINTE. ZDFTRDLUE—
F1—HNTOIEBZRETZHDTT,
—  Overlap Operation: COTONTrIEGEIRLIETA AMEIDL AU T INTTAREEDELSIC
HEERTZIHEFIELET. COTONTATIFUTD 2 DOE—RHFBTIET,
—  Additive: 1 MMIDSA R EMBEMICTILYRETNRETZ51MNDOEIEILEHNEE
INFET.NDTIAHILNDSA T L VTV THETYS,

— AlphaBlend: 51 DT TFEICEDVWTSA M —RICTL VRSN ET, CiE. S D
RETBGEAD.—HDTAI L, EHS3—HDTA M TCREICEEZTITIERICERATEES,
1L . CDBEDSI DL YRV FIEFRHE SO Light Order ICERAINET,

— Shadows: COA T a>#FRICT B E.Shadow Caster 2D AVR—R UM EBRT=Y —L
ATz O DX BEISXEERTELET,
—  Volumetric: NUCED. ST FDBREGPREINIZDBIEFAETIET,

— Normal maps: CNEBEMICT R XTS5 MDOERIYTEREFALT.EVRILORAEIC
BEOWTSAMOENTHEINET (ZRTIRXAFVICET 25U TZB8E),
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ZRTFIRATF

AT ZAMIZRT IR F v

TRTORFYIGGEGI Y TERAITy T ZERLTER ST E Y, T FEEH. 7— DY —2Xh
HBHEIC2D SARCHIFERTEA T2 a>THO T —LDORICBZHRLARILISEE LIFBI D
TEETFVIIVE—RPERITTMIRIET BT T—ILHESICEBMEN. ZOERDEDEAT
IAEHNICRZABEIICHDET,

BHWS > EYOFICE FNT Happy Havest DB AT () ARy TEER LIS M (R) Agy TR LOS 1+
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ITRTCDRAISA LT EYMIGE ITUZILTHERINDG ZXTUVRFv ZF a0 TRETZeH
TEFET, ZXTURXFv|d Sprite Editor > Secondary Textures ZN LTEETE X T, T 74/LETIE.
RV TERRIIYTD 2 BEDTIVAFvZEIDHTEZEHTEET,

RTVTILLANLTIRBLTEYRLANILTTIRFvZ2EIDETBILICIE W DODDHo L HREHD
HNFEY

FMED 1 2F AT ZFERTEILUZT—E AT AN ZRTIORFvH B A>TV TH I TU7 I
(Sprite-Lit-Material) ZHEBETIZETIDED. FNSEFEHTUETZ LT . LDRIRMIC
LYA)ITEBEHER]RLET,

RTSA D T—E—DHBEERIYTEIR IRV TEMZABBELRH D LT TR TDR TS NI,
2T SANERIY I RRAIIYV T EBRA MBI TIT7ILARETI . E5K82 . FAJTILT
FHTAITUT7ILVERRICHBICETIEBMI B TLES LR TDOR IS MIBMDTIXFv%&
HRETIBEIEEATIZRSFAIMITUTILZ 1 DR TTXTIUTILA 1 D ThhE RO—J—ILH
HEE TR 1 ETEAE T,

TL—LTNYH—ZFERBTRIL.TL—LDLYZI)VTDFDDIRTDRTY T ZERTIE TNV FUIBTIBRVWITUTILHZVWE N TF—IVRIC
HEE52%Y,

e-book DRFICHBIRBEL LTI IVIC TSICBLDEVMBHINTUVET,
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ERRE Y

BUNCER SN EETY I XTSI RD 3D ICRZBWESH EEALE T EETY TOEE IV,
XA VT IRFvDABICEATET 4B MLTVETLHR IR T (RGB) OF v RILICIZ X Y. Z BERED
AET -2’ EINE T EBRBIV T 2FEHTIIRTOSAMIITHAAR D D ERGYY I =2iER T
TIOXRFvYDEIEIIFZ.COABMEETIEILOABICEDWT O T—To 7B Fd. CnidREE
BILESICKEELF T . ET7 VLS FOAAZBEVTVWAISBSIZFBSIN. mULWTULWEWNMESIZS T E
ZiTEE A

RGB BEWEMRN Y T DAEEICEDLIICHETEIDZRTHELELD,.

RV T T BITEB 51 ME ETEIDEVTVBZRI ML EAREOBDABEDASTICHRELET (ChE RyME CHIFUET)AENNIVEE,
HAHDRYMLHEDET| L ETEILHRITIB 51 hHZ<ARD EF, COEROERITIEERT Y TH Unity D 2D S MIF>TREINTLET,

LOEBRIESEKEBOEI LD AXTDAEZBEAVTWVWEERTY T T, €D RGB fEILENEN127.127.
255 TS BEBDFr>rILOEIE 0 h5 255 £FTHRD T 127 EIFIFPRHMETT £HlEBLT-oHICIE
(-90 E).R O&fE%. O ICFRETZIVENHDFT. ARZRA<TDICIER & 255 ICRELEFI.ET
FRIGELEEACLDICIE.C FroRILEZNEN 0 £7=1F 255 ICRELET,

Happy Harvest IC5172. 7= X—>3>F v 35 02— TOv T 1INV FITBRINTSER Ty TERRITY T DA
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ERT YT DI-DDRA 2 i
R YT DM ER EICEALTVET— R RZALERFILICKIEL£9.3D X7 UTILOER

Ny BT BEAMIE. —RAIC 2D RTSAMIBBERINEIT U TOEV M EFERATZENERD
T BHEICIRIEET,

STrDAAZFEH TR

ERIYTERAVETB 1 DDHESBRBBIAENSBSINIAT S 2HEL. TNZ 1 DD
TORAFVICFEDBIUETIRTFTMEIR FYoRILOBRAIDSDITREGC FroRILDLEDSD
SAPTRSINEIB FroRILTIERATSAMIEANSBSTNTUVEIH BRI DIDIC,
2D RTSARTHERIYY T2 EAITIRICIICOF v R 2EBETIE I CNIF. 2D OEAD T
TAVIDRED =TV TICENRBEFSE LBV HTT,

RL.CO77O—FIIEENDDBAIEMNHOX B Y MTHAed 2 @z —T1>0%
RAVKTBHEDHDET,

BRI ENSIBEINT 2 DD T—TA VI I L—R T — VB EERIY TR T B H R EBD Y T— T I I L—R T —LIEERTY,

EEIYv IR —2—

AMORANTIOA—FIEGEBIY TR L —F—=T )= 5 FERHTBRETT.EDESHE
FIVr—2a> TRISA MR T BBl I )y I TEGY Y T ZERTEE T P RL—F—
FIVT—2a g R TS MOAEZZERBLBEWVED A5 MEEICERTZDIEEITF TR IV,
Fl.INSDT7 IV r—2a idFd 7Oz bRREALERARDDIS R TSI FOBN SR EHE
L7=D ESIRE T TV —a > DARRNIVR I VAR HBWMELU—TRZNC U -— iR R TV 2 —%
BIMLEDT3 TR ZHELE T AZIE EBOBEISETH TEIEF AN BEDELH HEIRNEIIHHD
R EHAF T CNUIFIBRTHEHDEITH FT— AT =TI RZIAVDRDESBANILDH B X TF1 +
T a v DFEETY T DERICRIIE LV H B AMDE S REERICHRIIEET,

O a EERIV TP R =LA VR— L EZRBL. TIRR— L TH S BERRD L
HFHZzENTEMLEY
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BRI IR L= U TOLSBHDHBDET,

—  Spritellluminator

— NormalPainter

—  Krita @ Tangent Normal Brush
— Laigter

—  Sprite Lamp

Spritellluminator D TYRRY — )L &ER L TERER Y TR Z 4R

Unity ICBIT3T7L—XT—ILH5DEFETY S

COEMICEIL T Unity (&FL—RT—=ILDNA MY THSERTY T EER TR HEFRMBLTVET,
TL—RT—=ILONA MRy E BHARNORERELZ. BHRADEBEEXRT TIRF VY TER v
L TE&%Z->HR—kL.Create from Grayscale + 7> 3 #BMICTIHELHD £, ZORAMTIE.
IOV ERNS CCR<RRISERET Y T2 ER T 2 T-OICERTT,

© 2026 Unity Technologies 105 of 174 | unity.com


https://unity.com/releases/lts
https://www.codeandweb.com/spriteilluminator
https://green-frisbee.itch.io/normalpainter
https://docs.krita.org/en/reference_manual/brushes/brush_engines/tangen_normal_brush_engine.html
https://azagaya.itch.io/laigter
http://www.snakehillgames.com/spritelamp/

@ | 2D lights and shadows |

Create from Grayscale #7>a> %z ERLTTIRFvZEMRT Y 7ICEHR: Flip Green Channel 77> 3> T . IYRIMBTED EH>TVWBELSIC
REEDMATVWBELSICRELDTBI LA TEEY,

CDAERERT L. Inspector |{Z Bumpiness (MME) X714 —HRRTNFET,Unity TIE
EIEILOBEAFERAL.ETDEVEEEIYTOBEICERLET . BEOARIEAS 14 —TH|MH
INnEd.Bumpiness EANMEVE NIy TOEVWIV SN TIZH KDESHVAEEPMOIC
ZEInEd,

B> )T

RV TERAVET BRI RBZAEICERI B ZIBETECH 5RO ET,

FPERITYTONLY R ZEREBLT A VS VOEEDT Y IL— b TREDAEEZR T T-OICERH
INB3BOH T T ETVET . BODORIVNT—070—HEDEISBBEDTH>TH /\LyhE
ERICADDORAVNT IV r—oavilaE— L. AS—Evh—%2FERLTERITY AIIRIVET S
BEBEIRTBIEITTEAED,

BEDEIZ 100% EETHIVEIZHDETEAREDEWVIZEBICEDEFEAIRL L ATSIRD
EERNBIRIBABVLOIEDHEZHDICLTEIIICL TSV BYITHAVAEOEZER TS L.
FARDHI DT F IR EEDBENTLEVE T,

ERRYTERA VT BORBAIFHELLD S LN A A E RS B ZEIEENHBETT,

915 BROBATADLSHS Y TINBLON S B L&VTLES. FOBRDERICH 3 ML

SN ABOBHETILIE O—HURTT BRSNS C0zip771)L ZHIYA—RLT
BTEET,

EIRR VT ERAUNTBRIZ AT RD—EBTHBZEAD 3D FERZBERL. ENTNDRDDEEZ

B[EELTHAHWETVAHEDDHI NI NLY ST S RDEDRR D SBDY TV T=2T5HD
HHbET,
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Shader Graph 71> R™J

© 2026 Unity Technologies 152 of 174 | unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/Packages/com.unity.shadergraph@17.0/manual/Blackboard.html
https://docs.unity3d.com/Packages/com.unity.shadergraph@17.0/manual/Internal-Inspector.html
https://docs.unity3d.com/Packages/com.unity.shadergraph@17.0/manual/Main-Preview.html
https://docs.unity3d.com/Packages/com.unity.shadergraph@17.0/manual/Node.html
https://docs.unity3d.com/6000.0/Documentation/Manual/urp/ShaderGraph.html
https://docs.unity3d.com/Packages/com.unity.shadergraph@17.0/manual/index.html

@ | Appendix: 2D visual effects |
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Create > Material Z3#IRL. UAMS ST —H—ZERLE T, IRTOTONTA D AR EZT 1 XABEIC
BOEY,

© 2026 Unity Technologies 154 of 174 | unity.com


https://unity.com/releases/lts

@ | Appendix: 2D visual effects |

ER LY TIUTINZRATSAMIBER TR E T OT— 44— 2T AN TCEXT . HBEAACNIETIX
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SIENBRACREA T O—RLTIESL,

e-book ZA > O—R

© 2026 Unity Technologies 155 of 174 | unity.com


https://unity.com/releases/lts
https://unity.com/resources/creating-advanced-vfx-unity6

@ | Appendix: 2D visual effects |

Unity > 7)L®D VFX

Happy Harvest D/

Happy Harvest T VFX Graph R L TROMBEHRE
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TL—=LIEDKLAT: MONFHHERT S . Trigger On Die 7OvIH GPU ARV L%
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RTUVTFINEFERLTLIUAI T EINZ D CDOFTINITYFIEKZAILICDAERINET,

ShaderGraph_Water 757 Tld KDFRIE. 5| SRIETNIcREARO /1 /1 ANZ—2h 5 ER I,

A—RFT4 VA% Zal—bhLET (KOOA—XFT4IATEICAWVWSNBZFETY ) COIRENT 2FT1E.
2L ATy E UV ORREZERICEZHDT ZEIIC/IXMREFMEHINTVET,

© 2026 Unity Technologies 159 of 174 | unity.com


https://unity.com/releases/lts
https://en.wikipedia.org/wiki/Voronoi_diagram
https://docs.unity3d.com/Packages/com.unity.visualeffectgraph@17.3/manual/Operator-Saturate.html

@ | Appendix: 2D visual effects |

EREhR

BiFshRIE Lerp/—REFEBLTRETIRAFVICILYRENEF T BIFTIEF. AXSY —FL 1V —
TOXRFvHMERINET, CNIF ERZINTEY — L AV—FTOAXSL VAV TDRF Yy SV T
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