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Package Content

I Project = Hierarchy B Console
+ -
% Favorites
2, All Materials
2, All Models

[ Assets
[aw Chibi Character Free (Un Characters Demao Demo Sce... lcan Read Me
s Characters ;
Im Hood sz 8 : :
Maork : : H H
-E 1 2 Icon This
o Sprites file
Im Demo Scene
Im lcon -

~ Assets » Chibi Character Free (Unigque Skill Animated Prefab with SFX)

Drag & Drop Asset Package file to ../My Project/Asset

1. Character

I Project ‘= Hierarchy B console
+ -~
* Favorites
O, All Materials
Q, All Models

Q, All Prefabs - N e o = L0 » - »
[ Assets
Bm Character Animation... [3 ArrowHit 2 DrawBo [ Freeze
[@® Chibi Character Free {Un
(@ Characters
I Hood
I Monk

e Demo A B
e Demo Scene ¥

“« Assets » Chibi Character Free (Unigue Skill Animated Prefab with SFX) » Characters > Hood

N

Animation Folder: animation & animator

Audio: character & character action sfx

Prefab: character & character action prefab, with attached animator & sfx
Sprite(.png): sprite sheet & body parts for easy edit*

Vector(.svg): sprite sheet for lineweight adjusting, high resolution exporting
& body parts for re-creating*

nooez

*Not included in free pack



2.1. Demo Scene

I Project ‘= Hierarchy B Console
+~-
G, All Models ~ Assets » Chibi Character Free (Unigue Skill Animated Prefab with SFX) > Demo Scene
C, All Prefabs P
@ Assets ’
[@ Chibi Character Free (Un & @
[ Characters R
I Hood "... DemoSce... '.'.'
. 1 I I Monk Py coo00™
Click “Demo Scene* under e Demo.
0 I Art
./My Project/Asset/DemoScene o Scrint
tO Opeﬂ the DemO Sceme belOV\/ :I[iir:oscene ~ [ Assets/Chibi Character Free (Unigue Skill Animated Prefab with SFX)/Demo Scene
# Scene @ Game > Animator @ Profiler @ Asset Store H
&! DE‘ITIDSCE‘”E‘ Elcenter » [flocal » 5 » i« | w Qv =0 & & £~ & my Qv
) Main Camera =
Q) Canvas “
) Background
0 EventSystem &
) PrefabSpawner PO | ATTACK
1 Slime .
0 SpawnPaint Action Button
7] StopPoint
&
* .
% Character {
lcon
b .|

PrefabSpawner: Controlling Script Game Play of Demo can reference to Video in Asset Store
Slime: Attack Target Asset Store Profile: HUBERT.H ART 2D

Spawn Point: Instantiate Position 1. Click the “Character Icon” to spawn the character

Stop Point: Character destination 2. Click the “Action button” to change action

2.2 Demo

s Project = Hierarchy B Console =
G a 2 e f0 2
O, All Models « Assets > Chibi Character Free (Unigue Skill Animated Prefab with SFX) > Demo > Art
C, All Prefabs

@@ Characters

=2 s [ D omo NG, | | oNEEG B EEGLEEN,: oW A A o
= 5

B Hood mmon atkB@2x BG BGRoad dB@2x Frame B@2x OPEN 50... S2B@2x sB@2x Slime Slime_9 Slimeldle soundan turnSoun...
i Monk
e T,
im Script
m Demo Scene
i lcon ~ Im Assets/Chibi Character Free (Unigue Skill Animated Prefab with SFX)/DemofArt ®
Art: /My Project/Asset/Demo/Art - References for the demo scene

Script: /My Project/Asset/Demo/Script - Script for the demo scene



@ Inspector

@ v PrefabSpawner
y Tag Untagged
A Transform

Pasition
Rotation
Scale &

2.3 Demo Parameters

* Layer Default

X0 i 0
X0 Y 0
ol i 1

< Prefab Spawner (Script)

0 = =

=

Static -

-

@ FEoiee Game Object Script Attacted

8 o Script

B PrefabSpawner *)
Character Info i Character Details
Element O &
Element 1
Prefab @ Hood O i Character Prefab
Actons @ e Actions Parameters:
y Element 0 In cases where character action
spawns prefab (Sfx played when
Type Attack = “Hit" if audio attached to prefab)
Prefab ¥ HoodAttack @ Type: Which Action is this
Delay 0.7 Prefab: Action Prefab
Flying Speed 20 Delay: Spawn delay after action
_ Prefab flying speed:
Rotate Duration 0 0: Prefab hit target directly
Monster Offset X O LY -1: Target is character itself
~ Element 1 Rotate Duration
>0: Prefab rotates when hit
= Monster Offset
Character Offset ®x 0 o8B 2~ B0 0000 >0: Prefab spawn based on monster
Actlan Sfx ................ Character Oﬁset
Offset of action prefab spawn
 Element O
State Attack RS Actions Sfx Parameters:
Delay In cases where character action
have sound effects
Element 0 0.35 (Audio need to attach to prefab)
- State: Which Action is this
Replacement S... 7 Mone (Audio Clip) @ [jilji .e;SfyX\A%‘fg gfex ‘atg igeg‘;?:gn
Element 1 +  Replacement Sfx:

Spawn Point
Stop Point

Button Sprites
Button Image
Summeon Prefab
Monster Transform
Monster Offset

# SpawnPoint
® StopPoint

E Button (Image)

% Summaon
A Slime (Transform)
X0 Y 0.7

Sfx to replace original audio

------- - Character Spawn Position

------- @ Character Walk Destination
T (References)

------- @-- (References)

------- @ (References)

------- & Monster position

.................. Action prefab hit offset



3.1 Character Animation
09 Hood
Layers Parameters = L Transform e it
i +~  position X 0 Y 0 Z 0
movementx 0 Rotation X 0 Y 0 Z 0
movementy 0 Scale & X -1 Y 1 Z 1
To flip the character back & front, change its  To flip the character left & right, change it scaleY from
movement Y to 1 or -1 lor-1
walk
idleBack
O i ileBack
* idle
attack die idle
idle e
__‘ Walk (Animation Clip) L7 i :3125?555 . ldie -
Open EEE idle
Length 0.667 6BFPS moveme ® I%Z?CKI == idle
LUD[’} TII’T]E 7 moveme [ ] -0.26 o
Loop Pose idleBack
Cycle Offset o -
Animation State should be named as above, set Blend Tree is set to 8-direction
Transition of state/ Loop Time for stop or loop Controlled by movement X/ movement Y
Click it!
3.2 Action Prefab Animation >
W HoodSkil

Base Layer

SEETN R

f | hit i
Entry Exit

Animation State should be named as above, some animation only have state “hit"



4.1 Sprite Edit: Raster

1. Change Sprite Colour

File Edit Image Layer Type Select Filter 3D View Plugins Window Help
Mode 3

#H

. _ Hue/Saturation
b, .
3 Preset:  Custom R
¥,
) Master % Cancel
tl Hue: +17
=

&

2.
& Saturation: 0
‘I. L]
2 Lightness: i}
. &
> Colorize
&. "U. Vd "“ 2 [ Preview
s Shift=CtrlU I e ——
»,
2,
T.
k.
A,
.
Q

In Photoshop, change the parameters
under Image > Adjustment > Hue/Saturation

Lo
a i

L/

2. Body Part Customization (Not included in free pack)

32 Magic select

In MS Paint, check the “Transparent Selection”, A n VS Paint 3D, use Magic
’ select the boby part, copy and paste to the main body N select, copy and paste

Free Rotation & Shadow Transparency is not possible in MS Paint, use MS Paint 3D or PS ~ Shadow Transparency is not possible in MS Paint 3D

In PS, select the body parts using select tools ~ Change to Move tool to move the body parts

0



4.2 Sprite Edit: Vector

(Not included in free pack)

Ai Using Adobe lllustrator/
1. Change Sprite Outline lineweight other vector editing tools

B Unite (Alt-click to create a Compound Shape anc

9 pt
10 pt
12 pt
14 pt
16 pt
18 pt
20 pt
40 pt
60 pt
80 pt
100 pt

BBSEBEBSEBBBE%

o ooo0ooo0o0000OC

E

% Stroke

Weight: 5 5pt »

In Sprite Sheet, find the nested layer “Outline”, In Body Parts, use “Unite” under “Path Finder” to
select all objects and change stroke weight get the outline, then adjust its stroke weight

2. Customize Body Parts

[ ]

> JB nereh am
> e NBLeg

¥ .arn:m

B nFeow

> [L) nFhead
> Ly NFFront...
> [ nFLeftam

> [ nFLeftam
o~ . " . _

O C 0 0o 0«

e e e ¢ 0 0 & ©
((:i]

@]

1

In Body Parts, body parts are clearly seperated by layers, use move tools to move it

mats: i0s

10x% v PNG

efix: % +,png
4x
= )
0.5x
[ G = ¥

Lock the “Sprite Sheet” file, and In a new layer, overlay the Selectscale for resolution adjust
make it transparent customized body parts on original  (2x for demo), export & replace



