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— 2D Tilemap Extras: A& E}l 8l
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Settings
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Templates
S an Editor

Editor version

% 6000.3.0b4

Silicon

Search
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Universal 2D

Core

High Definition 3D

Learning

| o2 Z2HE 4F2 L3t

S2{Al2t 22 2D EfI I B A S F7t ASRES

Universal 2D

This is an empty project'configured for 2D apps. It

Beta uses Unity’s Universal Render Pipeline pre-

configured with 2D Renderer.

@ Read more

Unity organization

Unity Technologies AS Publisher

Project name

@ My project (1)

Location

Universal 3D /Users/eduardooriz/Unity Projects

Use Unity Version Control
Learning

Get Started With Unity

i A% Sample

—+ Create project
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— 7| Sprite Renderer HE|2|2 2 Sprites-Lit-Default LT}
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—  Lighting® 8™t
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@ Inspector a i @ Inspector
a Universal RP (Universal Render Pipeline Asset) o : a Renderer 2D (Renderer 2D Data)
Open

Rendering g General

Renderer List Transparency Sort Mode Default

0 BRenderer2D (Renderer 2D Data) O] Default
+

Default Material Type
Depth/Stencil Buffer
Depth Texture HDR Emulation Scale
Opaque Texture

" Light Render Textures
2x Bilinear

Render Scale

Max Light Render Textures

Max Shadow Render Texture

Terrain Holes

GPU Resident Drawer Disabled
SRP Batcher v
Dynamic Batching v
Debug Level Disabled
Store Actions Auto

Light Blend Styles
Name Multiply
Mask Texture Channel None

Blend Mode Multiply
Quality

Lighting Name Additive
Shadows Mask Texture Channel None

Post-processing Blend Mode Additive
Volumes

Name Multiply with Mask
Mask Texture Channel R
Blend Mode Multiply

Name Additive with Mask
Mask Texture Channel R
Blend Mode Additive

Camera Sorting Layer Texture
Foremost Sorting Layer Bottom
Downsampling Method None

Post-processing
Enabled v

Data & PostProcessData (Post Process Data)

Renderer Features

Q No Renderer Features added

Add Renderer Feature

Unity 62D 2= E0| URP 24 oAl

> TECHNICAL E-BOOK

Introduction to the
URP for advanced
Unity creators

Q Unity°
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2D #ojz 43

Unity 6.32| 2D #IC{2] 27F0ol| et 7 LICH XtAlet LHE

@ Inspector
a Renderer 2D (Renderer 2D Data)

@® |ighting

Filtering
Layer Mask

General
Transparency Sort Mode

Open
Checkout

Everything

Default

JlE HE2E BZEA K.

Layer Mask: A 2[0[0{Z, 7|2XO = AllZ
MAHE|0of BL|Ct.

Transparency Sort Mode: At23tH= FHH|2}
|y w2t ATE0|E HHES SR

Default Material Type: ME2 2D LEH E0||
=7t HE|2|¥ S Holdh= ol R8%tH, 2D 232
A83t= E2 Lit, AH8SHX| b= E2 Unlit, XA
ME|2|Z¥2| AL CustomQZ MX st 4 QI&L|CY,

—  Depth/Stencil Buffer: 7|28 O 2 2M5&|0f
UOH, z HAL YHEE &HESIH HA FIE

Age & AFLIC

Custom

® SpriteLitWithZWrite

Depth/Stencil Buffer v

HDR Emulation Scale il -

Default Material Type
Default Custom Material

HDR Emulation Scale: SX H2|E A%

oHmI 2= yleolL
Light Render Textures =[0fEol| AFEE|i= HIZ LT

Render Scale —  Light Render Textures: 2D Z& HAKNE MAMet
mjol HlS3h SHAYLICL 2D BAUS AIBE I H5S

=02 ¢S HFAM K.

Max Light Render Textures
Max Shadow Render Textures

Light Blend Styles

. —  Light Blend Modes: 2D Z&0| Al 4= U= |

7HX| 2HE AEFLRYL|CE RGB 2tE C{5t
wiof OFA 3 W Kol 2k JekS O|ELIC

Multiply

Kl

Mask Texture Channel None

Blend Mode Multiply

—  Camera Sorting Layer Texture: Shader Graph
Ol 2D HE 2 S Sl - El o]O|X|of KM At

= HhAet 22 2t E HEd = ASLIC

Name Additive
None

Additive

Mask Texture Channel
Blend Mode

—  Post-Processing: X{2|3F Zajlof] 2 oHE
Z7FEfLc

Name Multiply with Mask
Mask Texture Channel R

Blend Mode Multiply

Name Additive with Mask
Mask Texture Channel R

Blend Mode Additive

Camera Sorting Layer Texture
Foremost Sorting Layer Layer Foreground
Downsampling Method None

Post-processing
Enabled v

BEIE] & PostProcessData (Post Process Data)
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AAERI2 0|8 FoI5t7| 912 7|5 2loi= FtH|2t 22 ZA| M, Fto|2t Het, 0| = B S Lt 7|52
HMSELICE o] MMof M= 2D AlYE ISt R 7HX| St Cinemachine 7|58 SN2 AT FL|C,.
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Z2|XIo| M Cinemachines MAX|gtL|Ct O2|1 TZHEQ| M Hof Cinemachine 7HHIEIS

1. M 5olM Cinemachine 7}H2t2 T2l g St Xt ot X|HS JSLICH
2. Unity Hl=0ll ] GameObject > Cinemachine > Cinemachine CameraS M&i{giL|C},
CHEn 22 247 ZtE MER AU QEREJE FIHEL|C
—  Cinemachine Camera ZZHE
— MR FimEte] XA X % Ykt K|St EHAZ
Mol A & I Cinemachine CameraS MAE i, Unity= Unity 7tHI2H0]l Cinemachine Brain ZZHAES

XSS Z FIHeL|CHUnity ZHH|2Hol| 0|0] Cinemachine Brain ZEHET Zat[0f UX| 42 Z 00 ).

0| =elsts A2 thaat Z&L T

1. AE FZ0M Unity 7tHI2HS MEfgLICHCamera AEHES Zotd}

rir

AY 2

T
12

E).
2. olAHE(Inspector)oflAM AR LEHET} Cinemachine Brain ZEXHEE X otsH=X| SHQIgiL|Ct,

Cinemachine Brain2 MoA zt5 Q1 2E JHat FHI2HE ELEHELICE 7| =22 Sl 7t4F 7|2t
OHL|H|O|ME ZF=Ttot7ALL, FHHI2tE E-YStALE, FHH2HE RHAAZ A Metotr L, & FHH2tE ZEste
St 7| 2tof| ofiL|H|o| M-S Z=TI6H A CHE FiH|2tE Metet 4 QU&LICEH 2 E oL 0] M Cinemachine
BrainOllA X2[stof HIQl Ftm2to| MEElL|Ct o2l FtHZHE SZ|0|= ZE T ofL|H 0] M A|ARIo|2t
MzistH gLt
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2D 7tAf 7HH|2tE AM8t2{H Cinemachine > Create 2D CamerasS 22I8tL|CE J2{H 2D 2HZof 2|
M™E JHA FHHIEEF MM EILICEH MOoM MSoZ JHAl FHH[2tE AT AL o2l FtHI2tof| Cinemachine
Brain ZEXHEJ} Z=J}ElL|CT.

£k v Cinemachine Camera

Status: Live

Priority v Value 10
Output Channel Default
Standby Update Round Robin
Blend Hint Nothing

Lens 6.2

Tracking Target A Character (Transform)
Look At Target None (Transform)

Global Settings
Save During Play

Game View Guides Interactive

Procedural Components

Position Control Position Composer

Rotation Control None
Noise None

Add Extension (select)

Cinemachine 7t 7tof|2t M A

Cinemachinelil= 2tz QEMETL HQ357| ME0l| Tracking Target ZE0H| E2i[0[0f FHEEHE
SELICE 2D HHOIM ZAstn 1 FHHI2t7L 0| SSEALE 720X K| b*A=X] 215 H Look
At Target @E7} H|0] 110 Position ControlO| Follow E& Position Composer2 A& E 0 U=X|
2OIstN| . OX|% o2 T2HEof U7 Lens T2HE|E MHFLICL Y2 M2 B¢l FtH|2te
T2MHE|0|M H&EICH=s S ROlsHOF RHLC

Position Composer ZXHE0| A= Offset, Damping, Dead, Soft Zones S 74 FtH|2t7t EFIS
m2trte gAlg 8ste ol R8% SME &2 & USLICH 20| ZEO|A CHYst SMS HAES 2

Ao Save During Play M & MEiSHH HAESIHA HZA AtEg A £ USLIC
7t Ftm|2te] =& 71591 Cinemachine Confiner 2DE g4 oSt FtH|2tot 2|8 ZA 9t 2 LE7HX]
RO Metsto] S20[0{0)A 0 =1 42 A HAIY £ JEFLICL 0] 7|52 EE3HH 2| Eofl M

=Tt #E22 CXIQISHA| g0t E LTt

Cinemachine Confiner 2D2 Z7tst2{™ Add Extension ESCH2 H|F0IAM MEHSIM Q.
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’:¥ v Cinemachine Confiner 2D

Bounding Shape 2D 0. LevelBounds (Composite Collider 2D) O]
Damping @ 0.86

Slowing Distance
Oversize Window

Invalidate Bounding Shape Cache

Cinemachine Confiner 2D &% 7|55 %7t

Cinemachine Confiner 2D0ll= Bounding Shape 2D& Collider 2D(Composite &&= Polygon)E
Argsiof BtL|ct, 8l A @EHHES MM = Composite Collider 2D2} Box Collider 2DE Z7t8tLCt.
XSS 2 FIHE RigidBody 2D2| Body Typeg Static@ 2 MAEL|CL Box Collider 2D2| Used by
Composite M= MEfBHL|C, T2 7 0] Al EHEZ Cinemachine Confiner 2D 232 E 9| Bounding
Shape 2D ¥EZ =ai3gtL|Ct Box Collider 2D7t FtHEZHECH HX| =2 3 7|8 X sl{0F BLICH

) @
B unitye | @EO § A e O Q ZH|uwav HEL

+ ar

= v
® ¥ Name Tag Untagged Layer Default

Transform

v 0
Nothing
Nothing

Everything
s Everything

Everything
Everything

Add Component

CameraBoundszte Collider 2D 727t ZAIE ol EAIZX| @A BfL|Ch

O|X| Ftoi2te] MEA|7t S22to|r e HIRY HAE HO{LEX| gh&L|Ct O XtA|St L2 Cinemachine
Confiner 2D 7|& A= E &0I5IN| Q.

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


https://unity.com/kr/releases/lts
https://docs.unity3d.com/Packages/com.unity.cinemachine@3.1/manual/CinemachineConfiner2D.html
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ST e MES 5 ASLICEH
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AIEO|E= HHH3D HAof 0HZE 2D HAKXLICH AZ2LO|E of oA AHSE 4 Q= AZ2I0|E
RE=Chsat 2

—  Single: 7|2 ZE=2, 0[0|X|0f| 5tLt| O|O|X| 248 ZHEL|CE,

M- OoT

—  Multiple: ®IAK A2 U0 A Z2 O|0|X| 2ol 471 0f2] 7 U= BR O| US MEghLC
ol

O3 L3 O|0|X|E Oof2f 72| 3te oMoz 2Ee WS Unlty01IA1 Qx| g AIRO|E
OICIE{ oM 240 /IX|E FolgtLtt. B2eE 2f T2 Ul S2l0|M [tz M%%-* =

i AX2to|ETL ElLICE PSD Importer2 7t 2 PSD Oil’i'% 712X 22 Photoshop I+ 9|
glojojOtC} stLto] AZELO|ES HA|IRL|CE

—  EfYE{S O[0|X|L} 9&2I0| A AZ2O|EQ} 20| 20| AT R 0[0|X|= Multiple
F&0|o{oF ghL|Ct.

—  Polygon: ¥¥ = Friztd E2|2 o|0|X|of 7 Mgt ZE=, 0|0|X| MIOo|Zot 7HE UKX|St=
QAME BFSI] 2o A Xl AMS HS = ASLICE Ol= TEIE 51t SOl RE3HH
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Single & ! 4 @o @

Sprite_Carrot_icon EISpn‘te,CarroU... Sprite_Carrot_see... IﬂSpme,CarroLs...

Multiple T: :T

Sprite_Tiles_Fence [®] tiles_fence_0 [®] tiles_fence_1 o] tiles_fence_2 ] tiles_fence_3 [®]tiles_fence_4

Polygon
Y9 o

SP_Gem_Green [®]SP_Gem_Green SP_Gem_White [®] SP_Gem_White

Chatet AZEIO|E BEE AFESH= 0f|419f 0fA]

A

)2 AFE AIEl0|E = Normal

HEEHAK(EX HAKN ZA0| Cist XtMe LHE2 = MMHS &
3 ok ehLIct.

map(=2 ¥)1t Default === Single Channel(0f
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o
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%7t Azmato|e A
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8 U2 AAHEM &S 4 2
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—  Pixels Per Unit: 22|= RIS o4 M TS LIEFHLICHO|AO] s & &= HF0oi| CHet 0|
Ao ).

—  Mesh Type: 2AZ20|EJ} Full Rect M2 Z AFZHY 3D HIA|7F €K, OFL|H Tight M2
BlAXO| EFE LM ejUsto] HHE S 2| Xotstz YU 3D HIA|7F XIS LIEFHLICE HAl=
AI2IO0|E O|C|E{0l| M 2ZMO 2 AR £HO| 7hsELICH

—  Extrude Edges: BIAX{2| EEF T M1}t HiA| AtO|Of] IS FT15t= FMLICE

—  Pivot: AZZI0|EE HrH/=A, 0|5 3 2| MY wff HIA[S] 7|E™E LIEFHLICE gt H3tE|H 02

=

ES
SHEHEE 1%, 12 8T = 28R, 0.5 SLYULICL 0= Sprite Editor oM =¥ £

o e wl

rir

—  Generate Physics Shape: Sprite Editor0f| A £'83| Ho|El Ct2 M|o|Z7} gloH S2[of| AZ2t0|EQ|
QAME A EILICE

Sprite Editor

AIELO|EOf= UnityQl 2D A Mutol| 24 /&= B2 T=MHE[J USLICH ZHEhst AT20|EE
Unityoll EXESts ZA| AABE £ USLICE J2{L} 20 2t FIF ZH0| Rt AT2I0|EX JUSLICH
Sprite Editore AZEIO|E OfjMlg MElSh nf QIATIE &S Soff HMAT  JUOH, At R2|
Windows > 2D > Sprite EditorS SHA T HM|AE £ QUELICE
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Sprite Editor?| O’ SM4& ZHohs| A0S CH3at 25Ut

I?,f Sprite Editor
Sprite Editor

1

1. Sprite Editor H'=5 225t AZ2I0|E HMES 9l F7t FHE MSst= EEUR SES
AL L)

2t 2 M8 =0 X8| Atm 2 ASL|CE

Sprite Editor

0| M0 M= 2t AT2l0|ES &20|AStD, ZAIS TSI
£2to|A M2 AT2t0|E of| A0 Multiple ZES MEiT
YEESH= BR).

+SOE S2t0|AT = JUX|TH PSD ImporterE

2E| I FH2Efo] ofp] HES BE 22 A AUS FP
lojofE R ALALO|ES MAete 20|22 ato| ATt

AlE o 2EE|= QI Z 2= Photoshop IHY Q| &
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OPX|StOE AZ2t0|E9| 37|18 ZYots| ZAIS RXAIsHOF o Z2(o: BHE Am2io|ELLUIHE),
022104 TI52 SO0 24 HEZ P9} U2 H0| 53 LK HAS FOIS 4 YALIC,
0213 1Y HES §7 2 AD20|EQ| IHS T 4 YBLICL

09.
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© 2026 Unity Technologies 37 of 174 | unity.com


https://unity.com/kr/releases/lts
https://docs.unity3d.com/kr/current/Manual/sprite/9-slice/9-slice-sprite.html

Q | 2D in Unity: The essentials | Working with sprites | 2D tilemaps

Custom Outline

Custom Outline 42 AtgsI0] A2t0|E0| BES TMo| 34 ZHE HU oAl

U8 BUNY & USLICHEI oisee| 248 AciYeln 40 2AE). 32 Holcs
OlAl i Q|2 RFOHA B o2t HO|LE LS S BHEX| 2D Holmof of X
UBLICE

[ i

K=l
ru|n
r2

[#;} Sprite Editor*

Custom Outline +

Outline Tool

Outline Detail
Alpha Tolerance
Shap

Generate

Copy Paste Paste All
From Physics Shape Paste Paste All

Custom Outline SMO = MM gl ZHE o|2M

Custom Physics Shape

Custom Physics Shape 2&& Custom Outline 7|51 St My S8 SRsHXICH O 8= CHELICL

0] 7|52 A8t ALEI0|EQ| A|ZfH MRS TSI WEX| b= THE 22| QENES S5
ALZIO0|E HAS Holg & AFLICH E&e 22| MO|Z= 45 HIE0| ol S| =22 A[chgt
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[ ] Sprite Editor*

I?,} Sprite Editor*
Custom Physics S v Revert Apply

Outline Tool

Outline Detail L
Alpha Tolerance

Shap

Generate
Copy Paste Paste All
From Outline Paste ERCE]

Ul'2Cjoll o dd e HAE 22| Hoj=

Secondary Textures

0| 22 A5t 2D &# AIARIO[LL Shader GraphOl A AtEet L @ Ioi= DA S M of| IS MEHE &
UAGLICH BX HANE FI5H= 20| E4= OFL|XI2H, 2D St &M AFESHH A2l A4 FES

=2 4 ASLICL of2o[ 2D Z S J-HX HE{of| M 2= BAKO| CHal T XtM[S] 2708 Tt

Sprite Editor

e_norma

AZO|EO F7hE =E YWt 0jAS WOR Z0|22 £F 2IHE HEE + ASLICL
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X Preview Pose

& Set Pivot

& Edit Bone
& Create Bone

&7 Split Bone

netry
<X Auto Geometry
A Edit Geometry
#: Create Vertex

£+ Create Edge

L Split Edge

Weight
#% Auto Weights
5% weight Slider
i3 Weight Brush

87 Bone Influence
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Skinning Editor

UnityOil= =2 OHL|H|0[ 4 S 9ISt 2t ot &2 40| AELILE HEZ 2D Animation LTt O] MM0f| M=
2t AI2O|EO|| CHEH X| QM| ER|S MASD, S HASIH, AX2I0|E X|QHE2|Q| Z HE| Ao

CHeh tChol Hek(7hEX])2 Z-Y 4 ASLICH AHO| 2t E[H Unity2| OHL|H0| M A|ARIS AHESHY]
AIBO|ETF R X[ = OHLHO]ME RS = A2H, 0= 3D JH2IE Q| AZI= A MAF XS EILIC

2D Animation HE{0| A T XtAM|5| LOLEANIR.

0 i

q

Sprite

o2 2202 FTHE H2/E. Sprite EditorZ 2[2 & H2[H2H, ojL|H0|o 2 g £ AELICH

Sprite Renderer ZXHE

AEE ADELO|E ofAlo] Z=H|E|H oM ZHetsHA| MolLt A|E 2 Seiasto] AA8E 4 JUSLICH
8™ Q1 Transform ZE'AES} Sprite RendererZt ZHEI M| A QEH EJF MM EIL|CE, Sprite
RendererOiM = Ctaat 22 SME ALY = JSLICH

E3st7Lt Al Z20|
Set ZJ0| JHsELIct

—  Color: A LEHEQ| #HE HiZ|00[d 2 2HS7| 23l

Al
S0 LY 2atE It 4+ ASLICL APIE MESIHE ZE

B
=]
(m
=2
g
_".'-_'
il
L

—  Flip: AZ2}0|EQ| WEFg BHHA|AH AT20|ET}L WEA| CHE Z2 TotA MSLICH

—  Draw Mode: AX2t0|EQ| 37|7} HAE mj AH|UO| {EAH =HE[=X|E H|FLICt. Sliced,
Tiled, Simplezt Z2 4 S0l MEigh o~ JAEL|CE
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Sliced Tiled

CtY%t Draw Mode 2 AH| 0| ZHE SUot AZEIO|E

Mask Interaction: AZ2I0|E= 712{ R £ Q1 CHE HS I & QJ&LICHL AZEI0|ET}
OtA3 At t= CHE AT 0| E oHTHof| A2 20| =2 8l2{™ Mask Interaction SME AIE3IM L.
AIZO|EJL ATEIO|E OAI KN SESHE S 6t2{H Sprite Mask ZEHEE ZI18H{0F HLICE.
Ol 24 ArE0ll CHEE XtMISH LI82 CFS MM S B XM .

Mask Interaction2 AF83t7| M2 AZ2}0|E 37}, af2fHnt Y ATB0|E= AL20|E OfAS Hetg ot M FHE= O0FA 3 otoj| M2 200, L2k
FEE OtAZ Holl M2 2Lt
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Sprite Sort Point: AZ 20| EQ} 7|2} 74| 72| A4t mf AXBIO|EQ| F4 E= O|Y ZIQIE
SOllA] MEfBiLICE.

Material: M2 MM El AZ2t0|EQ| HE[Z|YS MEBILICE 7|2 HE|2|Y 2 sprites - Default=,
HE AAH 2R A|ARID Z2 2D S0 S2HELICE 21 010|282 226t QEME 1|7 ¥
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ATZI0|E OjA S

AIZI0|E OASE AMSH0] S0|22 TS HEY £ ASLICHL OIS S0 0|0|X| LREES &AH X
2HE WHs7LE 3D 27t A= +EYE FIEE UE = ASHC

OrA3 O|0[X| 2 AMEE|= AZEI0|E XHA|= OfLIM|[0|d E2 OfL|mH|o|Mstet 4= JUSLICE O] YH2
SO|2R2 2tE 7Y = ASLICL GIE SO ZES LIEHLIA| o CtZ 37| 8 7|R7Lt MO|ZE HESH=

20| Zhs L.

. v Sprite Mask

Characters

Characters

Pivot

Layerl

Add Component

AZ2f0|E OfAT9H WEQ HEIS AIAHOE AT EE BufRILICY,

O] M2 Unity‘HIHE AIZHO|E OpATTF OIATZ MEE £ ALZI0|ES Sl HOlE|JAELIC

0|E S3ilMT o|0] B2 gE Foie = AX|T, Unity 60l M= OFAT A|ARI0| IH| FHME|RYELICE
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20241 QLIOIE BIZHSLEe| 2D YIE2 Zelofd MEQ! % FK| ofAlILICH,
Sprite Mask ZEXHEE RE 2D HZHE OtAT AAZ ALEY £ USLICE Of7]|0fl= AZ2IO|E ) EFUM,
AIZHO|E MO gl rhof 2|4 = FH2IE = TEELICH BE 2D LEHM E = ofL|H|o|M3tEl ZAR0 =

=
.
OIAS7}H 8 4 IO, 018 Sof M2 2 Holx 652 B 4 AL,

1l ~ Sprite Mask

Mask Source Supported Renderers

Alpha Cutoff
Custom Range

Front

Sorting Layer Default

Order in Layer

Back

Sorting Layer

Order in Layer
Rendering Layer Mask

CIS M2t "o/t 2edt 3 0fA30| JE S e AZ2I0|ES FE 200 £ 2[0[0f Lf =M 2 Meigh &~ AELICE
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Sprite Library Asset

Sprite Library Asset2 S8l 7IH|D2|HE I ESHE AZEI0|E HAMS OHE = USLICHL AZZIO|E
2to|E2|E 83l 7te|n2oj w2t ofCIE{ ol M E= E.i 2 Al AZEIO|EE 7HHSHD @™oz
2 UELICL Ol ZEMEQ| ATEIO0|E 27t T HOIE 2 Ui R8% £+ =M, HE S0 ¥ 1

OfLimo] 0| B52 2D QIC| AH|Ye| B AZEI0|E 47} £k 7H0l| 0| &= USLIC.

ALZ0|EQ| RYS CI30t 2 FtH| 2|2 OIS = ASLICH

—  AIYE 0| SH: 0 S0 RV FtE|N2|= A, =] E= 2EIZ 20|20| X|YE AZZO0|ES
Zotet = AFH L

—  OjL|mjojM: Fi=lE{Q| 2I& FIE|2|ofl= ChFet |0l M T4 &0[Lt, ZX} FtE|n2|et 22
Crret A|ZHA M| M2 7t ZehE 4= ASLICH
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£
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HiE HED 22 QA7 TEHE 4 AUSL|C

® Sprite Library Editor

T Sprite Library Editor 3

Common assets Farm Area v Auto Save
Main Library E Common assets (Sprite Library Assel ®

= Categories ~ Labels
Inherited

lcons
é

Animals /

Gems RN /
Local '

e Water Can Wheat

Wheat seeds Corn seeds

Sprite Library Editor &
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Sprite Resolver ZAXHE
AI2O|E 2to|=2{2|et O HI{L|AH HEXHAEQI Sprite Resolvere| ANl 8- 2= HE| ItE {2

OiL|mjofe] 4 8l AZ2t0|E A0| UAELIC

Unity 60l A& M 5ol MZ2 Sprite Swap 2H{2|0]|7} £7t=|[R&LI|CH 0] 2E2|0]
MEfst ATl ETL MNE £ Qe BE 2 0|2 20 FL|C
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Ed 7t 220l M

v Spritef
hand_|

hand_|

hand_|

Add Component

OHL|m[O] 4 Ei= 2f& CIXfRl THAO M RE3HH, Z2ME (Project) H0IM ZHMSIX| ptn: SUDH FtE|12[0| AZ20|ES MElY £ AUHLICH

7|= K20l Sprite Swap % Sprite Library Asset0l| CHet LHE S XS] 2ot2 1, JHE ALO|E X7| 2 H
Ago Z2NE % fLof w2} 2to|2e{2|E MESH| He|stMla.
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with sprites | 2D tilemaps | 2D Sprite Shape
Ero | OH AHAH
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ape | 2D animation: Skeletal animation | 2D physics
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@ 2D animation: Skeletal animation | 2D physics | 2D lights and shadows
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@ 2D animation: Skeletal animation | 2D physics | 2D lights and shadows
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P

D animation: Skeletal animation | 2D physics | 2D lights
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@ 2D animation: Skele

animation | 2D physics | 2D lights and shadows
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| 2D lights and shadows |
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@ | 2D physics | 2D lights and shadows | Render 3D as 2D: A new workflow
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@ | 2D lights and shadows |
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@ | 2D physics | 2D lights and shadows | Render 3D as 2D: A new workflow
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Q 2D physics | 2D lights and shadows | Render 3D as 2D: A new workflow
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| 2D lights and shadows |
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