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. Lens Flare

Flare None (Flare) dsbluwdl >ulasll
Color . ...
Brightness 1

Fade Speed 3 oewxil Lens Flare ;980 alasiwl Say
Ignore Layers Mixed... \/ 1
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Directiondl
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Line Renderer

S

Simplify Preview
Tolerance 1
Loop

» Positions

Width
1.0

Simplify

(0X0)

60 01 02 03 04 05 06 O#7 08 09 10

Color -
Corner Vertices 0

End Cap Vertices 0

Alignment View \

Texture Mode Stretch
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Duration
Looping
Prewarm
Start Delay
Start Lifetime
Start Speed
3D Start Size
Start Size

3D Start Rotation

Start Rotation

Flip Rotation
Start Color
Gravity Modifier
Simulation Space
Simulation Speed
Delta Time
Scaling Mode
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Particle System
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Projector
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B2  Prodector

Near Clip Plane :
Far Clip Plane 100

Field Of View 60

Aspect Ratio 1 ““'9“"‘5 b 3 Gle “"'L°9""") Gasbs 9'
Orthographic 3JI (v:a.g 9| S lo oyl
Orthographic Size 10

Material None (Material)

lgnore Layers Nothing
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Trail Renderer

Width
1.0

(0X0,

60 01 02 03 04 05 06 O# 08 09 10

Time 5
Min Vertex Distance 0.1
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Autodestruct
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Color I s 1£9 T8 ~
Corner Vertices 0]

End Cap Vertices O

Aligment View

Texture Mode Stretch
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&% Event System

First Selected
Send Navigation Events
Drag Threshold
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Il  Graphic Raycaster

Ignore Reversed Graphics
Blocking Objects  None
Blocking Mask Everything
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mm  Physics 2d Raycaster

Event Mask Everything
Max Ray Intersections O
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Physics Raycaster
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&  Physics Raycaster
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Standalone Input Module
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Horizontal Axis Horizontdl

Vertical Axis Vertical

Submit Button ~ Submit s 1 >l g9 wle <l dols Events
Cancel Button Cancel . I’ “ s3]

Input Actions Per Sec 10 “'CJ C) Cem ] G,
Repeat Delay 0.5

Force Module Active
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@  Aspect Ratio Fitter

Aspect Mode None
Aspect Ratio 1
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Render Mode World Space \
Event Camera None (Camera) UQSJ ul ,_,S.o.v '.e.tS PA&J.&U.OJ' d.e>|9 )‘ol.v.c
Sorting Layer Default \ = .
Order inLayer 0 ugSJ u' ,_,SAJ 9| Y- V7= 9)'))').‘0[;.2" AAb

Additional Shader Channel Nothing
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== Canvas Group

Alpha

Interactable

Blocks Raycasts
|lgnore Parent Groups
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"W Canvas Scadler

Ul Scale Mode World

Dynamic Pixels Per Unit 1
Reference Pixels Per Unit 100
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Canvas Scaler
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‘M«  Content Size Fitter

Horizontal Fit Unconstrained
Vertical Fit Unconstrained
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H

Grid Layout Group

» Padding
Cell Size X 100 Y 100
Spacing X 0 Y O
Start Corner Upper Left v
Start Axis Horizontal M
Child Alignment Upper Left \
Constraint Flexible \
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Horizontal Layout Group

00

Horizontal Layout Group

» Padding
Spacing 0 el e N9 “’s & . ’ . “ e .
Child Alignment  Upper Left v cLliSayg «dsas 1"99"“ &? ol s iy
ControlChildSize ~ Width  Height ozl o dSlwolly dds> S o> 391
Use Child Scale Width Height

Child Force Expand Width Height
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Rect Transform
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.Canvas | 3 (UI)

Rect Transform

Pos Z

Pos X

Pos Y

0 0 0
Vfc')d:“ e oo degaxo Lle Rect Transform (sgixy
» Anchors 8)953.&”).@1.2” QASLG.‘S LX) ,_,JJ' G|
Pivot X 05 Y 0.5 = |
Rotation X 0 Y 0 Z 0 0

X 1 Y 1

Scale
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Vertical Layout Group

Vertical Layout Group

» Padding

SPaCing 0] el » o T - T ’ . “ .
Child Alignment  Upper Left v cliSoyg s “Ij’ 6ioc &? ol s iy
ControlChildSize ~ Width  Height solindl o dslwally dd> S o> 391
Use Child Scale Width Height

Child Force Expand Width Height
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HH  MeshFilter
Mesh
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None (Mesh)

Mesh Filter
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Skinned Mesh Renderer

%  Skinned Mesh Renderer

Bounds

0os) paRiug gy ixe 3 HeSo

Center X 0 Y O ZO0
Extent X0 Y O Z 0
Quality Auto v MI Mb )J.C UIM
Update When Offscreen
Mesh None (Mesh)
Root Bone None (Transform) " h.Jl 0 |= 0 ” ).QJ gs 0 " I D 3= ”
» Materials L’o U P
Size : . I.v.o dabizll JSlyg) lass
Element O None (Material) I I MIQJ }x P-U
> Lighting e | ] VDN | Pater o] PPN | 9| | P-E A |
Cast Shadow On \/ pos . *» *
Receive Shadows :I . l & | . ”n Il S|= . Ic w o
» Probes ‘\-"‘u. I9 \.’"‘ - éS-’-’-’
Light Probes Blend Probes \/
Reflection Probes  Blend Probes \
Anchor Override None (Transform)

» Additional Settings

Skinned Motion Vectors

Dynamic Occlusion
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]  MeshRenderer

» Materials
Size
Element O

» Lighting
Cast Shadow
Receive Shadows

» Probes

Light Probes
Reflection Probes
Anchor Override

» Additional Settings

Motion Vectors
Dynamic Occlusion
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Contribute Globadl...

1

None (Material)

On

Blend Probes
Blend Probes
None (Transform)

Mesh Renderer
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.Mesh Filter g 39>¢4JI
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Aim Constraint

J! GameObject 4>y a98y 950
s>l GameObject

Aim Constraint

G

Activate

Is Active

& g B3 E.QM elasy dnl.&au.ul Oy

Weight ¢ 1
Aim Vector X 0 Y 0 Z 0 we M| dn s &0 b.u:lS elasy 9| ¢ lLoan
Up Vector X0 Y 1 Z O

World Up Type Scene Up v

World Up Vector X 0 Y 1 Z 0

World Up ObJject None (Transform)
» Constraint Settings

Miscellaneous E
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O Animation

Animation None (Animation Clip)
» Animations

Play Automatically
Animate Physics
Culling Type Always Animate
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Animation
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Animator
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Animator
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Controller None (Runtime Animator Con...) - . s

Avatar None (Avatar) "3'42'2 UR l-eJL"-:-‘l d.;.n.ég l@‘l‘.’.'z‘zu P‘Ii o
Apply Root Motion saszdl
Update Mode Normal y .

Culling Mode Always Animate

Miscellaneous E

&‘_&J Mem3et_ar


https://docs.unity3d.com/Manual/class-Animator.html
https://twitter.com/Mem3et_ar
https://github.com/mem3et

Billboard Renderer
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®,  Billboard Renderer

Billboard None (Billboard Asset)
» Lighting
Cast Shadows (08¢ v Slodlllg Cb.wﬂl oo Bale dalasciowl L
Receive Shadows
> Droba Lasls eSS ol csw ._,.Jl gspﬂl).‘ob.sleg
Light Probes oef \ t_).v.zo 6[2." d 4@99.0
Reflaction Probes 0Of¢ \

» Additional Settings
Motion Vectors

Per ObJdect Motion

Dynamic Occlusion

Miscellaneous E
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Cell Size X 1 Y 1
Cell Gap X 0 Y 0
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Cell Layout Rectangle
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Look At Constraint

el oy S99 o (3 39290 95
3| GameObject J| GameObject d>gis

w Look At Constraint

Activate

ssolSUl Jod oSall lin plasiuwl cliSay

Is Active

T °1 d.v.>9..J 9I > GameObiject ]

Use Up Obdect

Roll : yor] 9I aeMI JI 20 GameObject

World Up ObJdect None (Transform) ...8 “&s
» Constrain Settings

Miscellaneous E
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Parent Constraint
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Particle System

Force Field
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@  Particle System Force Field

Shape
Shape Sphere \
Start Range 0]
End Range 1

Direction
X 0
Y 0

0]

Jio dalizve OLs clisd ol 0in alaiwl ySos

Gravity ol ‘I.S..bszg l.g.sz.é.s ol :a.i.!..szao dbs) J! | PPPEN | u.\.>
Strength 1 L of . € "
Focus ...&.’I)..&JU' Y. 6).539' tlb)g.g.\.‘

Ratation
Speed 0
Attraction 0]
Randomness
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Position Constraint
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/ Position Constraint
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Activate dl?.ﬁ.' 9| ‘PI L’Jls Y- bm ul‘ bla=l)
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Is Active

» Constrain Settings
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Rotation Constraint
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Activate

s Active Ibed Lle blaxl 9I > GameObiject

Weight Ao 393> o GameObject
» Constrain Settings
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w> Scadle Constraint

Activate
Is Active

Weight
» Constrain Settings
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Sprite Mask
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a0 Sprite

/M Sprite Mask

lgs ) LAl SUSIII le Sprite Mask 453,
.lba9 Sprite Renderer ;950

Sprite None (Sprite)
Alpha Cuto#ff °1]
Custom Range

Sprite Sort Point  Center v
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/ Sprite Shape Renderer
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%  Sprite Shape Renderer
Color -

Mask Interaction  None M
Fill Material Sprites-Default
Edge Material Sprites-Default
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» Additional Settings
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Wind Zone
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=  Wind Zone

Mode Directional \
Main 1

Turbulence 1

Pulse Magnitude 0.5

Pulse Frequency

Miscellaneous E
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- Nav Mesh Agent

Humanoid
0]

Agent Type
Base Offset

Steering

Speed 3.5
Angular Speeed 120
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Material None (Physics Material 2D)
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Vertex Distance 0.0005
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Edge Radius 0
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Force X0
Relative Force X 0
Torque 0
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Enable Collision
Connected RigidBody None (RigidBody 2D)

Auto Configure Co... .
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Frequency 0

Break Force In€inity

Break Torque In€inity
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Enable Collision
Connected RigidBody None (RigidBody 2D)
Auto Configure Co...
Anchor

Hinge Joint 2D

R

X0

Connected Anchor X O

Use Motor

» Motor

Use Limits
» Angle Limits
Break Force
Break Torque

&‘_&J Mem3et_ar
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Edit Joint Angular Limits
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Collider Mask Everything v
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» One Way
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Use Collider Mask
Collider Mask Everything v
» Force

» Damping

Physics2D

&‘_&J Mem3et_ar


https://docs.unity3d.com/Manual/class-PointEffector2D.html
https://twitter.com/Mem3et_ar
https://github.com/mem3et

Polygon Collider 2D

My { ey iy & se 9 39290 (y9Se
dbuwlgs Collider 2D J slesdl L5 Lwsin

oauass LiSas Ul baJl e degaae

4
Edit Collider "
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Enable Collision

Max Force
Max Torque
Correction Scale
Auto Configure Offset
Linear Offset
Angular Offset
Breadk Force
Break Torque
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Rigidbody 2D

& Rigidbody 2D
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Mass 1
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Sleeping Mode Start Awake
Interpolate None

» Constraints

»Info
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Spring Joint 2D

Enable Collision
Connected RigidBody None (RigidBody 2D)

Auto Configure Co...

Anchor X0 YO
Connected Anchor X O Y O
Auto Configure Dis...

Distance 0

Damping Ratio 0

Frequency In€inity

Break Force In€inity
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Target Joint 2D

Anchor X0
Target X0 Y O

Auto Configure Tar..

Max Force 10000
Damping Ratio 1
Frequency 5

Break Force In€inity
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Character Joint
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Edit Angular Limits = R
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Break Force In€inity
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World Velocity Scale 0.5
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Use Continuous Collisi..
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@  Fixed Joint

Connected Body None (Rigidbody)
Break Force In€inity

Break Torque In€inity

Enable Collision

Enable Preprocessing
Mass Scale 1
Connected Mass Scale 1
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Connected Body None (Rigidbody)
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Auto Configure Con..
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Use Spring
> Spring
Use Motor
> Motor
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Break Force In€inity
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Connected Body None (Rigidbody)
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Spring 10
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Wheel Collider
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Mass 20
Radius 0.5
Wheel Damping Rate 0.25
Suspension Distance 0.3
Force App Point Dis.. O
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Center

Suspension Spring
Spring 35000
Damper 4500
Target Position 0.5
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Intensity 1
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Light Probe Group
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o6 Light Probe Proxy Volume

Refresh Mode Automatic
Quality Normal
Bounding Box Mode Automatic Local

Proxy Volume Resolution
Resolution Mode Automatic v
Density 0.25 probes per unit

Probe Position Ao Je-Cell (vx 10 2r
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Occlusion Area

Size X1
Center X0
Is View Volume
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Reflection Probe
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Runtime settings

Importance

Intensity
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Blend Distance 1
Box Size
Box Offset

Z 10
Z 0

Y 10
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Sprite None (Sprite)

Color
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Dry Mix 0.5
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Wet Mix 2 0.5 20 Log=io oy o (o3l Sgall o
Wet Mix 3 0.5 -

Delay 40

Rate 0.8

Depth 0.03

E’f) Mem3et_ar


https://docs.unity3d.com/Manual/class-AudioChorusFilter.html
https://twitter.com/Mem3et_ar
https://github.com/mem3et

Audio Distortion Filter

)..‘}ili dsls) pASIy (92 T Jeys 3 YL
sguall J| d:g.&.’v’ﬂ

o Audio Distortion Filter -uw |9 L | ;d.u | ul)_ul_,_ll

Distortion Level 0.5

&‘_&J Mem3et_ar


https://docs.unity3d.com/Manual/class-AudioDistortionFilter.html
https://twitter.com/Mem3et_ar
https://github.com/mem3et

Audio Echo Filter
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A)  Audio Echo Filter

Delay 10/0,
Decay Ratio 0.5

Dry Mix 1
Wet Mix 1
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4 Audio High Pass Filter

Cutoff Frequency ®
Highpass Resonan... 0.5
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Cutoff Frequency ®
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MinDistance 10
MaxDistance 15
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Audio Source

il  AudioSource

AudioClip None (Audio Clip)
Output None (Audio Mixer Group)
Mute

Bypass Effects

Bypass Listener E£L..

Bypass Reverb Zo..

Play On Awake

Loop
Priority

5Sasg sebledl § Crguall Jusidad) paininy

:Lﬁl’&.o‘g)bbmw

&‘_&J Mem3et_ar


https://docs.unity3d.com/Manual/class-AudioSource.html
https://twitter.com/Mem3et_ar
https://github.com/mem3et

	Button1: 
	Button2: 
	Button3: 
	Button4: 
	Button5: 
	Button6: 
	Button7: 
	Button8: 
	Button9: 
	Button10: 


