RAFMANIX

2D Ice World

Version: 1.5

READ ME

Thank you for supporting this asset!

We have created this asset-package to help you to create your own 2D games.

Our Asset-pack contains sprite textures to use for your projects.

The sprites are easy to use so you can quickly make your own commercial games.

All additional textures, C# scripts or animation files are for the “Example/Demo Scenes”
and can be used as well.

If you have any questions, issues or feedback, then please E-mail us at:

Support: rafmanix.studios@gmail.com

Info:

If you have an older Version of Unity, make a copy of the sprites in your Project folder and set your

sprite settings new, so these matches your version of unity.

IMPORTANT:

If you want to make modifications of our textures or sprites, etc... please make a copy and change
them as you desire.

Reason: If we upload a new version and you upgrade our Asset Package your work or
modifications can be overwritten.

Thank you!

RAFMANIX Team
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License

Unity Asset Store License:

The license terms are subject to Asset Store “Terms of Service” and “EULA” you can find
these on the official Unity website.

As our headquarters is in the EU, we have to inform you about the new copyright terms in Europe
for content creators on the internet.

If you plan to release your game, tutorials, showcase, etc... with our assets Worldwide or in
Europe, you have to consider the following conditions!

Short important overview:

- With the Unity Asset Store License you can use the asset-package and modify as you desire for
your different projects, commercial games and/or learning processes in the Unity Engine.

- If you are release our assets in your game Worldwide or in Europe (EU) you have to name us
“RAFMANIX” as content creators in your game credits.

Example:

Credits

SUUlIU 1 VUl INaliic

Art design Your Name

Grafics Martin Musterx
Asset package RAFMANIX

- If you are using our assets in a tutorial video or any other showcase on a social media platform
you have to post a link to the used product and name of the creator in the description.

Example:

Description:

This content contains an asset package from the Unity Asset Store.
Link: https://assetstore.unity.com/publishers/27737
created by RAFMANIX

- It is prohibit to resell the asset, graphics or any content associated to the asset to third party or any
other stores! If you use our assets for your tutorials on a paid learning page like “Udemy” or any
other Store you have to buy the Full License!
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We offer several licenses:

- Full License
- School License
- Unity Asset Store License

If you would like to have a license confirmation as .PDF file or purchase upgrade please contact us.
For more Informations look at our Website under Questions & Answers (Q&A).

RAFMANIX Website:
https://sites.google.com/view/rafmanix/home

Asset Store Package

Settings:

All the graphics and sprites in our asset packages are created for the standard grid settings in the
Unity Engine.

| & callab - | @ | Account - | [Layers - | [Layout - |

| © nspector | Make sure your texture type settings are:
s Iron_Fence_0001 Import Settings
— _ : - Pixels per unitissetto - 128
exture Type | Sprite (2D and UI) ™
Texture Shape 20
=i Maes Langle J so it fits to the Unity standard grid.
Packing Tag |
Pixels Per Unit {128
LH & | Full Rect ™ ] > .
S e - Or scale it according to your game grid
Pivot | Center t] .
Generate Physics Shape o SettlngS!
Sprite Editar
¥ Advanced
SRGB (Color Texturs) I
Alpha Source | Input Testure Alpha
a Is Transparenc =4 .
i o - We have used “None Compression”
Generate Mip Maps Cl .
Wrap Mode (e 3 for quality upload on the Asset Store.
Filter Made | Bilingar ™
Aniso Level 1
Default |& | &
Max Size | 512 8]
Keyie i — : You can use the Quality setting &
Sl __— — "'l compression as needed for your project
evert || Apply

For more Information about texture or sprite setting look in the unity engine documentation.
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Performance:
If you do not use our ATLAS or in the package are only Single Sprite Sheets.

Copy the sprites in your project and choose your settings and use the same “Packing Tag” for the
sprites, so the Sprite Packer reduces your drawcalls!

If the Sprite Packer is not working to save your sprites by batching, look at:
Edit / Project Settings / Editor

- Sprite Packer / Mode = “Always Enabled” or as you need it!

Or

New at Unity 2017.1 !

Right Mouse / Create / Sprite Atlas

- Bake all sprites in the new “Sprite Atlas” from Unity!

Sprites Tiled:

Some of the Sprites are “Tiled” make sure your Sprite settings looks similar like this Screenshots!

Tile Palette | & Inspector | =
E Ladder_\Wood_0001 Import Settings & #
| Open |
Texture Type | Sprite (2D and UT) ™
Taxture Shape ETS
Sprite Mode | Single sl
Packing Tag

Pixels Per Unit

Mesh Type ¢I Full Rect s |

Extrude Edges - .
Pivot | Center 4]
Generate Physics Shape -

Sprite Editor

¥ Advanced
sRGE (Color Texture) o
Alpha Source | Input Texture Alpha
Alpha I= Transparency 4
Read/Write Enabled -
Generate Mip Maps .
Wrap Mode | clamp s
Filter Mode | Bilinear ™
Arisn Leval g, 1 i
LTS |8 | & |
Max Size 312 2|
Resize Algorithm | Mitchell sl
Format | Autamatic g
Compression | Mane |

Ravert || Apply |
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In the “Sprite Renderer” set the “Draw Mode” from Simple to Tiled.

[ © nspector | a-=
| [Ladder_wood_ooo1. | [l static =
Tag | Untagged #1 Layer | Default &
¥ . Transform I 3 &
Position X 4,64 |v[-1.527 lz]o !
Rotation %0 Yo {0 |
Scale X [T 2T i
v |2l ¥ Sprite Renderer @ 3
Sprite. [ElLadder_Waod_0001 __]®
Color [ 12
Flip % Oy
Material | @ Sprites-Default | @
Draw Mode $ | Tiled x}
Size Width Height
1 5 i
Tile Mede | Continuaus 3|
‘Sorting Layer | Default 3]
Order in Layer o B
Mask Intsraction | Mone 4]
Sprite Sart Point | Centar 3|
D Sprites-Default @ %
» Shader | Sprites/Default

White Color Sprites:

If you don't want that some sprites are white in your game then set the “Color” as you desire:

[ G collab + | [ | [Account - | [Layers

= T

== | © Inspector | A=
-| (Al

Bl R G #c=cw 1] static =
Tag [Untagged +| Layer [ Dafaul +]
¥ .~ Transform *,
Position X255 Iv[-z:5 lz[o |
Rotation %[0 I¥io lzio |
Scale X1 L lziL |
¥ Sprite Renderer %,
Sprite [Hlce G M fe
Color = 17

Flip Ox Oy
Material [ Sprites-Default e
Draw Mode | simple al
Sorting Layer [ Defaute +]
order in Layer o ]
Mask Interaction [ Mone A
Sprites-Deafault @ =

= Shader | Sprites/Default T
{ Add Component J
L B
q lalalx
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Tile Palette

To paint your game world you need to build a “Grid System” from Unity and set up your Prefabs
in the “Tile Palette Window”

If you would like to see an example open YouTube and search
“RAFMANIX”

Or click the video in the Asset Store!

Prefabs:
The prefabs, in the package, are only examples what you can make with this sprites.

You can use them, if you like or build your own prefabs!

Support us:

Please do not forget to write a review on the Unity Asset Store!
If you have any issue or questions please feel free to contact our support Team under this E-mail:

rafmanix.studios@gmail.com

Please do not post your problems as a review! (Privacy Policy)
We try to provide good support and it is not possible to answer quick and in detail to a review post.

You would help us a lot. Thank you!
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