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1. Introduction to Unity 2D Development: Understanding unity2D project
architecture, operation interface and 2D game development process.

2. Sprite objects and layers: Introducing sprite objects and learning to use sprite
editor, learning to arrange and arrange scenes with sorting layer.

3. 2D animation and character control: Learning to use animation to create
dynamics in frames, and set the action dialing process in mecanim, and control

through script program.

4. 2D physics and collision: Learning to use scripts to control rigidbody 2D to
move characters, learn to use collider and collision events.

5. Particle System: Learning to make a blasting effect with the particle system and
learn to instance the particle prefab in real applications.

6. Interface system: Learning to make scores, start and end interfaces.
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