2.5D Engine

SETUP

1> Create a new scene and add a plane (with a mesh collider).

2> Disable the mesh renderer of that plane.

3> Add a sprite and reset the position & set X rotation to 90
degrees.
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Ctrl+Shift+MN

Create Empty

20 Object > Serites > Triangle

3D Object > Physics > Square

Effects b3 Tilemap > Circle

Light > Sprite Shape » Capsule

Audio > Pixel Perfect Camera (URP) Isometric Diamond
Video > Sprite Mask Hexagon Flat Top
ul > Hexagon Point Top
Al > 9-Sliced

Ul Toolkit >

Rendering b3

Volume >

Camera

Visual Scripting Scene Variables

¥ Sqguare

Transform

4> Assign any ground texture to Sprite Renderer.

(from Assets/2.5D Engine/Sprites/Ground ) .
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Ground

5> Select the Draw Mode to Tied .

~ Sprite Renderer

Simple
Simple
Sliced
Tiled

Default

Default
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7> Put the Player Prefab to our GameWorld (Position-0,0,0)

©
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8> For the Main Camera’s Transform use these value:
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* Main Camera

ag MainCamera v Layer Default

Transform

9> Attach Camera Follow script to Main Camera
(reference the player & copy the values from the image below)

@ Lighting

+~ Main Camera
ag MainCamera

Transform

v Camera

i v Audio Listener

+ Universal Additional Camera Data (Script)

« Camera Follow (Script)

10> Now you are free to fill your world with different
elements like grass, trees, huts, etc. Go to the Prefab and
start decorating your world.

> Prefabs - Assets/2.5D Engine/ Prefabs
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Simply Drag & Drop these elements after setting up the Ground
Plane

Once done, now play with the two attack types we have for this
game

1. SwordSlash

2. Projectile Throw

Check the vriayer Script attached to the Player Prefab



Animator (Animator)

Attack Type

+ Health System (Script)
Sword Attack (Script)

Projectile Shooter (Script)

Done!
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