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Bilibili: Esoteric Software SpineFA RSN SpineAFiEEIMERIESpine A FIEREELR , ABHERE , HEAFMEZEIMEE, Bilibili: SpineAF1EREMIM - Getting StartedfER SpineflI{EsE £ Spine®I{ESNE MM iHZ T oNERIE R INEI7E Spine PN X LEIRIL, BiINE L T ESpineAFIERT N BINFI{EASpineIE 111, Bilibili: EEFMRE - MINHIE #1Spine Twitch
SRS MMABANERTWitchi RS T M T/ERIEMAE = HEI5 , T EER TR0 S5 SpineslBBETTISROEG, MREE TWEEEWIM , MARUERKIIMTwitch/Z#TTEmWE, Bilibili: Twitch - Rigging new poses in SpineOlder videos A number of older videos are still available. While they still contain a lot of useful information, some features may have
changed slightly since they were created. Third party videos These videos have been created by the Spine community. If you'd like your videos featured here, please contact us. Russian - Pycckuit These Spine Tutorials in Russian made by Leo Salvador cover various Spine features. Licensing & Spine EAGTINE S BENBREFPEEHE Spine FAJIE.
spine-unityiz{TBt @ —NUnityt&f, FFHEBFIESISpineIZAIZNE. spine-unityiz{TRfEF@EMA#RIspine-csharp iE1TRY, EEAC#3LI. spine-unityiz{TAY313 T spine-csharpAIEEMAFIE L, FHIFEIERNUnity BH L FF. LS SpinemiE 2R S LI 4B E] S Aspine-unityiz{Th, BTN ENFHEEBS B Unity 5 /= LB P LMEERA. Spineiz{TREIHE MV IFMAELAISE [ Spine BT ER.
Unity MR REEAABRIZIESCHMER Uiyl 5%, HITEBINGEEE ERLNUnity®Biz. 1M REEM 1 YIRRRE BEBRFNANEIRN. IR, BEFXTIENATHAERER Fspine-unity, EXSpine NMEARE UnityshE B4 MEEBNHME LIER. ABER KRIZITH R~ /- TZ24A4 TRAMN EF MEHY B UPM KU MinEd & UPM RKE6 ERE&E(FAQ) F—i1:
TRIBITH EEFspine-unity iZ{TEI X 4 T & spine-unity 4.2 spine-unity unitypackage spine-unity 4.2 (EHiF 2025-05-16, changelog) i@ FSpine 4.2.005EShRA, A& Unity 2017.1-6000.0. FAgit URLAFME: (FURL% 5 Aspine-csharp, spine-unity Fl7RFIX#4) Examples#4.2 URP Shaders UPM& com.esotericsoftware.spine.urp-shaders Unity 2019.3-
6000.0: spine.urp-shaders 4.2 (E#F 2025-04-01) iEBAFspine-unity 4.2, A& Unity 2019.3-6000.0. {FHgit URLAMNE: (EFTiETUPM%Z %Hspine-unity) LWRP Shaders UPM & com.esotericsoftware.spine.lwrp-shaders Bfg)4## B UPM & com.esotericsoftware.spine.timeline spine-unity 4.3-beta spine-unity unitypackage spine-unity 4.3-beta (E#F2025-
04-28, changelog) i&AFSpine 4.3.00-beta - 4.3.14-beta S ESRZA, L& Unity 2017.1-6000.0. EHgit URLAIIE: (FURL% 5l aspine-csharp, spine-unity Fl/xffIX#4) Examples#4.3-beta URP Shaders UPM & com.esotericsoftware.spine.urp-shaders Unity 2019.3-6000.0: spine.urp-shaders 4.3-beta (E#iF 2025-04-10) & FHFspine-unity 4.3-beta, Az Unity
2019.3-6000.0. £Agit URLFINE: GEAFiBTUPM%Z M spine-unity) Bf[a4h# & UPM € com.esotericsoftware.spine.timeline f#iil## B UPM & com.esotericsoftware.spine.on-demand-loading Addressables & UPM & com.esotericsoftware.spine.addressables I E F &% spine-unity RIZ— M EHMNEHINA. SEAR T M spine-unity.unitypackage H4-£1.
(NEENETfR & Unity 815 Ai%RTE). B(RN spine-unity E@7E T ##, BB L spine-unity BT XENEZR —ERTRESER. EINENHEPEINGITH WE Unity FEH—##, BIEHRITERSISMIRRIEA Unity INH. £E MR Spine iz170F1, S SIRMERRMTAMFHIA. SpineizTRZAIREN, H A 1TFAFRIEARRINEFKEITIELR. ELLIRIE P Spine iZ1TR AR GEEWIZRFUEN.
I EEEEMRMNGITR, UFEERILETER B RAIIEITH. EHiE unitypackage FEI2#) CHANGELOG.md X &5 github EcRAERNE. IR EEM IR E WM AERER, sl UEXEXEPHEETHRIR. MttEH (@il .unitypackage) S TARIRAF A (FIG0M3.8F4%214.0), i55 ) spine-unity XHHFEIEF spine-unity 1T —F. MNRZ/NIRAFARK(FIGNM4.0
BIFH94.08), BRI T ERHFITEH: FTAUnitylliH. W& unitypackage XHTIFHEHMEA Unity fmiEEMIIEME, BIF4F .unitypackage SARMIE. SAMEERERWLEXGLEH, BEMFRELRSANEERIXGUE. BIENHERT TX M (meta), XIGEEMINEEFTRELIEIERE TIE. XRMMTES A unitypackage RiliFRIBRRZEITE. 2 THRESHER L, HEH spine-unity X5H
BIEH spine-unity {78 —&. T35 B UPM f 7 spine-unity T B UPM &, the]U\7E Git SR spine-Tuntimes/spine-unity/Modules FB R FHEITA]. ZBITF T EA Unity IiH, BiUfR: a) % Unity 5 b) XH45EA T Spine AHMHE BIVFHE—ASHERATRE). ERET UPM BNEEAg, WESHYHE: a) B8 TIXHESHIE(RRE Hi
Packages B%. Unity 2BmNEHE b) iIBEHHXEHEFIE] Assets BRIIMNMERME, AR Unity R3TH Package Manager (Window > Package Manager), &% + El#x, B Add package from disk..., i£# package.json Xf4. ttA7E Project R Y Packages FEiaEREMRNIZ S, tLa0 Spine Lightweight RP Shaders. 3R %% H R EE Project HIRPER, MRETEEE
EEH/3— TUnity. EfiZai UPM & EM ES5H Y Spine Unity 1178 FHix—H. S0 LAMA, BiIERITENFIZHEANUnityllB. FtEH (B zipX4skgitE ) EE23TH TEANUnitylll g, EiXR: a) XF Unity 3§ b) XFHFIEE T Spine AHMiaR CRIVMFMBZ— N SIHREMITLER). BHkk4a UPM 88 zip X4 git B RFWATEHZE SFIRAMEITRERP. RIBMREE UPM
BMAREAN, BRETgERMEHM project root/Packages/package name B3, the[gER Assets BRIMUEEE R, FTET Add package from disk.. RINFHE. MNRMFEELXHT Unity, BRE7E Unity FERITHEIINE. Unity LSS SAFEEHER—MIHHESR. EFGEIA: SkeletonData FF- AT, BREZEEEABRAUERN. MREEEITRANIZRUE, XEBEEAER
MERILIZE—1ZE GameObject. Unityf9FRE: Unity BUYIBAERZIIHNASHENTN S, FiLAENIRRE BoundingBoxAttachments 888X E (bone-weighted) 1% (deformed). A BoundingBoxAttachments BN 2RI S IIBEGITINRNACT M IEH TR, BREE B REFRHFITHIIERN. Spine HIBEARSMW S A J Unity.AnimationClip 3. Unity R T RAEM#Z S5 E(curve
scheme), MEHINEES Spine FNERIINEENBETTERS. M spine-unity EMZIL C# Spine.Animation WREMERNE, XLEITRAEWBIRIFFTE Spine shEHFIE. XBRE —LERMINEERTRET/ERE, tLUN7E Unity M4ER T T/ EERKLOMENE. Unity A2RANFAERIXHEELE, U atlas FEESH R .atlas.txt B, @, Z#EBIXGHREZSH R skel.bytes. XFE A Spine HFF=H
FZER, BERXETPR Spine #FF-—T Unity 72 material /2 FMIE, HEFFoESEH# (batching) FEBENMEEMR. BEFEMA L materials #Y skeleton HEMEIAK, Unity HaISEIRASEIXEE IR materials &i#tt, BEEE S MBI materials BIFMIEHERITFZF, ST skeleton ARYHERF. 28R Unity FIXANER, FJLAE(RRY Spine GameObject HRIN—4 Sorting Group 42
4. NI EIREY skeleton REA—M texture #1 material, Unity [REMEH RAMERENEEIFR. REMUDA IZ1TRREENSS Spine fiERRA— BV ZHHIS HXEGERIBRAHILMITES L), Json SHXHERTE, BEXIRESRKBARS, BHIELLT X NMRFEEZEEHMSENMNIETITRRANARE, Fe]IFIESE T2 TRRISpinefmig 28R A& E T K. Z£Spinefy Settings... &N
FFLEEIRTE. ARANE 2115, B2 NICIEPHXEMNF. BHIIRAS spine-unity unitypackages spine-unity 4.1 for Unity 2017.1-2023.1 spine-unity 4.1 2024-06-19 (§3EE#ft/E): UTC - 2024 Jun 19) spine-unity 4.0 for Unity 2017.1-2022.1 spine-unity 4.0 2024-08-21 (RiEE#At[E: UTC - 2024 Aug 21) spine-unity 3.8 for Unity 2017.1-2020.3 spine-unity 3.8 2021-11-10
(FRIEEFATE: UTC - 2021 Nov 10) spine-unity 3.7 for Unity 5.6-2018.4 spine-unity 3.7 2019-08-05 (FiEE#AtE): UTC - 2019 Aug 05) spine-unity 3.6 for Unity 5.6-2018.2: spine-unity 3.6 2019-05-13 (FEEFATE): UTC - 2019 May 13) spine-unity 3.5 for Unity 5.4-2017.1: spine-unity 3.5 (Unity 5.4) (RiEE#AEFE: UTC - 2017 June 18) spine-unity 3.0 for
Unity 4.6: spine-unity 3.0 (Unity 4.6) (®:aFE#ft(8): UTC - 2017 May 9) UPM & URP Shaders UPM®& com.esotericsoftware.spine.urp-shaders spine.urp-shaders 4.1 2023-10-26 - Unity 2019.3-2023.1 & Fspine-unity 4.1, & Unity 2019.3-2023.1. spine.urp-shaders 4.0 2022-05-25 - Unity 2019.3-2022.1 i&HFspine-unity 4.0, I K& Unity 2019.3-2022.1.
spine.urp-shaders 3.8 2021-03-04 - Unity 2019.3-2020.3 i&HAF2019-12-20ZF#Ispine-unity 3.85E SR, A& Unity 2019.3-2020.3. LWRP Shaders UPM# com.esotericsoftware.spine.lwrp-shaders spine.lwrp-shaders 4.1 2022-07-01 - Unity 2019.1 & Fspine-unity 4.1, A& Unity 2019.1. spine.lwrp-shaders 4.1 2022-07-01 - Unity 2019.2 i&f Fspine-
unity 4.1, LA Unity 2019.2. spine.lwrp-shaders 4.0 2021-07-01 - Unity 2019.1 i&FFspine-unity 4.0, I & Unity 2019.1. spine.lwrp-shaders 4.0 2021-07-01 - Unity 2019.2 i&FFspine-unity 4.0, BAJ&Unity 2019.2. spine.lwrp-shaders 3.8 2021-03-04 - Unity 2019.1 i&F Fspine-unity 3.8, M K& Unity 2019.1. spine.lwrp-shaders 3.8 2021-03-04 - Unity 2019.2 i&H
Fspine-unity 3.8, LA & Unity 2019.2. AtjE)4h3 B UPM & com.esotericsoftware.spine.timeline spine.timeline 4.1 for spine-unity unitypackage (E#F 2023-09-13) i&F Fspine-unity 4.1, BAFKUnity 2017.1-2023.1. &i%75%: spine.timeline 4.1 for spine-unity UPM (E#F 2023-09-13) &{FH Unity 81 25(UPM)%# spine-unity i&2{TAMIE unitypackage, BEHZ
fl. i& A Fspine-unity 4.1, A& Unity 2017.1-2023.1. spine.timeline 4.0 2022-06-01 for spine-unity unitypackage #i@idunitypackage(Zil)&&Espine-unity, IHERZEL. EAFspine-unity 4.0, K& Unity 2017.1-2022.1. &% 3E: spine.timeline 4.0 2022-06-01 for spine-unity UPM #&{#HR Unity E1&I228(UPM)& 2 spine-unity i&1TAHMIE unitypackage, i5{ERIZE. &
FFspine-unity 4.0, BAKUnity 2017.1-2022.1. spine.timeline 3.8 2021-03-19 i#FAF2019-10-3 ZF#Ispine-unity 3.8 ESir4, AKX Unity 2017.1-2020.3. spine.timeline 3.8 2019-08-05 & F2019-10-3 ZFifIspine-unity 3.8, L& Unity 2017.1-2019.2. {R=]LA{E A Spineiz{THf (Runtime) FE{RAVEX & T B IIHFIE LG, B RE SpineIfiis e — . KM
APIEJUAEEARIEEE. Miff. REAURENESFLHIE. EAXLAPIO]UERIGEK PIREEEE. A53E. KILANKEUIRERR. EAMNGITRETUEGItHub T8, EAFERSRINEX R ] UMEAEAIETR, BEFrERRREIAREGHIR, XLEHFIRNEEMRINHEE T L ANk, NRERBETIEITI KA SSpine, #ZESpine/REINB v] A F#H — LB & SpineRZMIVREIIE, XLERGIFZFIER T AR
REETTEY. BEAIE1TE SpineB AT 2 A T A & T E: cocos2d-x - C++ Flutter - Dart, iz1TE 44 Godot - C++/GDScript, iE1TEX4# HTML5 Canvas - JavaScript/TypeScript, #£4&ER HTML5 WebGL - JavaScript/TypeScript, fE4i&E/Rr HTML5 Web Player - JavaScript/TypeScript, iz{Th X4, £4ER Canvaskit - JavaScript/TypeScript, i51TBX 44 Phaser -
JavaScript/TypeScript, iZfTEI3#4 PixiJS - JavaScript/TypeScript, i51TH 314 Haxe - Haxe, i{THI 344 libgdx - Java, HTML57E4E R, RHIIE MonoGame - C# SDL - C, C++, iz1TH X4 SFML - C++ GLFW/OpenGL - C, C++, i&{THfX#4 THREE.js - JavaScript/TypeScript, 47~ Unreal Engine - C++, iZ{TE X4 Unity - C#, IZ2{TH X EHBRIZ{TH BRIET
IR BIERINEE, tNRIRVFR A& TR LSpineME X5, (Re] ARt B1TENGERGITH, HAtIUEIRE =AFH AHISpineiz Tht. C, IZ{TRIX Y C++, iZ31TE X C# JavaScript/TypeScript £=7/51E1TH XEETRIIAMX A L. ERREEITRIERERZ BEREREHR, NRFEHESETE, PI15R]SpineIzMAER. Axmol Beef MoshiBar/spine-beef - i1z & L C#
C++ Construct 2 flyover/spine-c2-plugin - 4@/~ Construct 3 gritsenko/c3 spine plugin - Biz& M, BEIHETEF Spine] SEQTemplate Dart Defold Flutter jtakakura/spine flutter - i€3n% it GameMaker GameMaker - HHYoYo GamesE /A H% GDevelop Gideros Go Haxe JavaScript Lua Gideros Solar2D, Documentation MOAI Monkey Monkey - 48R (Hi%
B&W), LIE & MG Papagayo Pascal Pascal - FPC, Delphi, Smart Mobile Studio Python Qt/QML Quest Al Rust Generic Bevy plugin - i¢I5& M, WASMPE4E R SpriteKit / Swift SDL royalstream/spine-sdl - €154 filh M Spine FELAEREOFIARMIREINE. SHIERE. BA. WUIFITEMESE, (RISpineiZiX , BIAHE 8 1F41E B B Ak F1 N B A Spine 1517,
BTRETENENHATEES, EXRMMRE  BEBKEI—SN B THTERSpineMIB Fift, %2 TE Spine iWARABIRE , 23 Windows , Mac , Linux. FURABES0AETMEL , FEMXEWIRIEN, N TFEEREMHAFEHASpinet R A —F, TLEEINEHRABAHK, —FE , Spinett W RIFNA - EEEH R BRI UL E(FERA Spine T ki3, Spineiz T,
SpinefB W ARIFIRFIIRAISF (T, BXRIFFEHMBEFIRIA , EKARFAT. SpineBBRIFN , RAEBHERIBENMPHNFZENRZARIRYESpinefIER G R, WIEATERERENLEM ELRSpineK B , i —F., MEFREMNBFASRAERAREBTIERLNRERE, —F/5 , SpineHERENAFEZEENMRBIZNULLERRMGE, What payment methods can I use? The
purchase page allows you to pay with credit or debit cards (Visa, MasterCard, JCB, Discover, Diners Club) or Alipay. Unfortunately we cannot accept American Expresss (Amex) or PayPal. Orders over $1,000 USD have the option to pay via a bank wire transfer. How do I add additional seats? You can add additional seats to your license at any time
from your license page. The URL to your license page will be sent to you via email once your payment is completed. Additional seats are purchased at a prorated price. For example, if your Spine Enterprise license has 3 out of 12 months left, the cost to add a seat is 3/12=25% of the normal price. Do you support a floating network license model? Yes,
for Spine Education. The floating network license option allows you to install Spine Education on more computers than you have provisioned seats for. Our licensing system ensures that only the provisioned number of seats can be used concurrently. How can I renew my license? You can renew your license on your license page, which will extend your
current license and keep your same activation code so no changes need to be made to your installations. The URL to your license page will be sent to you via email once your payment is completed. You will be reminded by email 90 days before your license expires. If you make a new purchase instead of renewing from your license page, then you will
receive a new activation code and will need to update your installations with the new code. Can I cancel my license? Spine Education licenses are valid for one year and can not be cancelled during this period. If you do not renew your license, it will expire automatically, at which point you will not be able to use the Spine editor and Spine Runtimes.
What are the system requirements for Spine? Spine runs on 64-bit Windows Vista, 7, 8, 10, on macOS 10.12+, and on 64-bit Linux. Spine requires a graphics processor that supports OpenGL 2.0 or higher with the FBO extension. Nearly all modern computers can run Spine. If you aren't sure, download the trial to see how well it works. &5 , FH{1B 7
HEEHNHEENMMEAEHEHEITL, Spine was the backbone of our art and animation pipeline on Return To Monkey Island. All the animators and artists loved using it, as it really allowed us to focus on our craft, and work fast enough that we could throw in extra ideas and polish. I just don’t think it would have been possible to make Return To
Monkey Island, with it’s huge cast of animated characters, locations, and cut-scenes, using any other 2D software!Rex Crowle, Art Director for Return to Monkey Island Return to Monkey Island Terrible Toybox Noclip Spine is such a dream to use! It has been the perfect tool to bring expressive character animations into Cult of the Lamb. It’s been so
great using software that doesn't crash and is well supported. We love Spine!James Pearmain, Art Director Massive Monster Cult of the Lamb The Spine Mesh system, allowed us to give a convincing 3D look to our designs, and to smear key poses into nervous animations.Magic Design Studios Magic Design Studios Unruly Heroes Using Spine, we
boosted our production speed while keeping the quality as high as possible.Sabri Nasit Batllo, Bee Square 2D animation performance is very important in Code: HARDCORE. With Spine, we control animations much more efficiently, allowing us to save time and energy building 3D-like 2D animation. We also use Spine for special effects, animation
tests, and even interactive cutscenes. Louiky Mu, CEO, Producer, and Art Director BZRRIEER ? BEARFA]. 7 Unity B, IABEA TERAETHREHEBRSERNNIELARTEEN. RAFRNER  YIEMSMEESMNRE, MREINZEAANEER , WPBMERIGEFTNERENTFRLE, AEHTHOMIBLRRAZS , Sl —1HXLES, SkeletonGraphic A thEH
Inge, EEMNMBLLARAUBNESRESH RectTransform i8R, HIh , (RREEE SkeletonGraphic ERAEMREHAZIERMCERMMRIZEM SN ? B THNENCNZRE , BEAFELERT | EEEE—MONMEIRE , sIBINBIHT BRIMREDEEEBIMR. MRSEEERNH , EERAEHEANTEN, FITRESZIFAE Spine URP 1 Spine/Sprite HERBEEE
(Tint Black) , #1807 URP REEAEER/RKTEUEH. DNBEELSHFRTRENNR S, RIMBEEHE—EBREWHEE , AMMNEEZRBANRGTE  EFEE—E4 B WIERE, Spine TiXTFIt , AECIEIRENSEINE , ABHEHESIBFERIEFR , BRET ESVMIIERIE. THES Learn more EHIERIUVER T —ESpiner[ SN ESXHME , ERENKEREOATER. " INEEMRNE.,
DIRYBRESE, EFER SpineFMREM THFSSpineMIFIEATE | TREREEE , LRENENEMNMITSFIRE , HINIBRM. FIEEEHHENroadmap TS Spine RANEFH AT RIEEALKNINGE , &RENTTEMHNNHEXILIE | THRES Learn more SHEHNBER— MR ERMAARIITIE, Spine Rt T AETEETHREBEMMILNE, EREZRPIFE Timing , STRILRIFRER
MR, KANREHNNZFEINEE IK , F5F. RAIEE In depth Spine #MHizIEEIE , ?TNATFRIEKXET, Spine R T/ FEEBRIFAIE RN IZMNRIZESHISITH, BT EANTRIUERMFET , TEMMAFERHS Spine HmigREE—E—HMINENRR, 2IPITH All runtimes %2 T2 Spine IWARFABRE , 2 Windows , Mac , Linux. z#5 Spine 897% , MK 1ERR, {E&E
FEDFTAREYRTE. S, {H Spine =178, We were able to quickly create movements for 2D characters. When revising the motion, it was helpful that we could make adjustments to bones and change timing in the dopesheet without needing to waste time redrawing, as we do for hand drawn animations.— Masayuki Onoue, GAME FREAK Page 2 IEfEf



