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Unity Answers and Unity Connect [*“Communities™)), provided through or in
conneciion with owr website, accescsible af unity3dcom or uniy.com
(collectively, the “Site™) Excapt to the exlent you and Unity have executed a
separate agreement, these terms and condilions exclusively govem your
access to and use of the Software, Developer Services, Communifies and Site
(collectively, the “Services’)., and constitute & binding legal agreement
between you and Unity (the “Terms’). These Terms. including all Additional W
Terms referenced in Section 1.3 below. are. collectivelv. the “Acreement.”
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Step 03 #BLEXH TH R K,
> J5 I 5 22 35 S04 UnitySetup64-5.3.0f4.
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Welcome to the Unity 5.3.014
(64-bit) Setup

Setup will guide you through the installation of Unity 5. 3.0f4
(64-hit).

It is recommended that vou dose all other applications
before starting Setup, This will make it possible to update
relevant system files without having to reboot your
computer,

Chick Next to continue,

T
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IAgree (XER) 2 /G, #AAHEIE
R E, HA Unity 235 Z XK, M
MonoDevelop 2 & /7 e AL 4REE =R ,
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& 1-10 A7,

Choose Components
Choose which features of Unity 5.3.0f4 (64-bit) you want to install, @

Check the components you want to install and uncheck the components you don't want to
install. Click Mext to continue.

Select components to install:
MonoDevelop

Space required: 923.2M8
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< Unity 5.3.004 (64-bit) Setup

Choose In=tall Location
Chuoose the foldzr inwhich to install Unity 5.3.0f% (64-hit]. @

Setup will iInstall Unity 5.3.014 {(§3-bit) in the follovng folder, To instal In a different folder,
dick Browse and select another folder. Click Install to start the installztion.

Destination Falder

[D: \Work\Urity5.3.074\ Browse. ..

Spece required: 923, 2MB
Space evailable: 122.4G8

fUllsaft Install System w2, 46-Unicode

= Badk Inatall Canicel

< Unity 5.3.044 (64-bit) Setup —

Completing the Unity 5.3.014 (64-bit)
Setup

nity 5.3.014 (E4-hit) has been instaled on your computer,

Click Firish to dose Setup.

Run Unity 5.3.0F% {54-bit)
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@ lIcense Error SIGMIN

You are currently not signed in. Some options will be unavailable

Unity license information is invalid.
For more information see online belp.
Fror assistance contact support@unitydd.com

T

Help - FaL

Sign ir

1T you dar't hawe

A
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TI:H-: "'..'r\..l-\..- |._ 1_-" bl L
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Uity Account, pleace creale ane o osceess n r.'\_. services and resources
Ermail = Passwond *

zhaojingyu@hatmail com
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@ icense Error @ mes

Unity license information is invalid.
For more information see online belp.
Fror assistance contacl supportEunityd m
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4 Unity 5.3.044

@ II.'I I-." :‘ '_::.ﬁ.- I_]HP r:.ﬁ' (. M T.-_:.rl =g Lizeras el L alE :l’l HRE

License mana germent

Fleaze select one of ke lollowing kcenss oplions

' Unity ® Unity
PROFESSIONAL EDITION PERSOMAL EDITION

E1-14 (4)
Step 09 ZE¥ HH4ET, B Iagree (REE), WE 1-15F7R.

. @ -
@ II-.-'I-." I,.:..' '_.:: ITE' rf.—j' o N T.::.-'I Signin reras TAiEnk L 4' Ll

License agreement

Urily & Personal Edtion i a free and fully funchional game engine. You can download it
and usa it, provided thal you or the commercial, educatienal or government antity you

':j represent did nol @arn or receive Tunding of maore than USDET00,000 in grose revenue
during tha moet recantly completed fiecal year ag etated in the Unity Saftware Licenge
agresment. If your entity's revenue later sxeesds US05100,000 sher you activals your
licenze, you will need to purchase Unity Pro or cease using Unity Personal

| heraby confirm my aceeptance of the Unily Softwars License Agreement.
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Save Scene as.. Cirl+ Shift+&
Mew Project..
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Save Project
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Exit

B 1-21
Step 02 AR HE TN IHEF &

7 Open Project (GTH L), WE 1-22
.

@ !-iH

A 1-22
ETXREXBEZAHENZ R D
MFTHIRT,

(OF:3-

e R Z AT AT At 242, Unity 2 8 %
10K LA L AR A #42 (£ T /& Project 7]
R EM, FRHRER) ., HlieZ aT47 I
it TA2 text pro, W E%] &k AME L4k E
# 3k T ABRE 3T

FE=FhA:
Step 01 £ “FH BV B ” W LT
BREFHIGEXH (HEXHIA
“unity” AFE) NEHRIT.

£1E EuiEhR

Step 02 & 1-23 Y DemoScene.unity
Fe— TIH=XH, —RERTHEXL
E Eaagﬁﬁﬁﬁﬁzﬁ FTHAE
=HE T DT TR

» FHEER > BF=2EE=E (D)

=r _
&

» Jingyu » text pro » Assets

Pt
EFF

€} DemoScene.unity offp—
& 1-23

L3RR

i@ it % kAT TR B AR R M2
CRB P RLHEF I, F+BA
KATH R B H B A xRk
BY R, A2 55 FRIR OB R AE P s R AT A

1.1.4 Unity 3D ZEE=EN

W7 Unity B4R, FTHIEFER
W Unity WERENE T, o LAFH
& 2 Unity fmiE a5 NS M 2H AL -
Unity 3D 8 & 7 K ¥ B 1=,
KBEEEH S ANME—LTAR,
R T Unity FIEEB, NE 1-24
Frre
| File Edit Assets GameObject Component Window Help
E 1-24
01] File (3Xf) XK. ITH/RF
=, UEBIEIE.
02] Edit (R%E) XH:. TEHNE
&/ fAG, EREREREANINEE.

(S3

E AN

i Sl -

03] Assets (TNE) ¥ 8 : HWEMN
PE. A, B4, UEEDSHEEXHA

B Ihee
04 GameObject CHEXEITHR ) K.

009



Unity 3D 530 1T 2L 18R

BlZE., ERBERER, URARZETZX

TRR,

05] Component (ZH{F) X 8. X

WX R BZFTHAE B .
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01] File (Xf4) ¥ &8, WHE 1-25

Mew Scene Ctrl+MN
Open Scene Ctrl+0O

Save Scene Ctrl+5

Save Scene as. Ctrl+Shift+5

Mew Project...
Open Project...
Save Project

Build Settings... Ctrl+Shift+B
Build & Run Ctrl+B

Exit
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Save Scene REZTNI=
Save Scene as LA ARATFA
New Project FE— 1R
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File @ Edit Assets GameObject Component Window Help

Undo Inspector
Redo

Cut
Copy

Paste

Duplicate
Delete

Frame Selected

Find
Selzct All

Preferences...

Madules...

Play

l:"rn_i art Sethin as

MNetwork Emulation

Graphics Emulation

Snap Settings...

Lock View to Selected

Ctrl+Z
Ctrl+Y

Ctrl +X
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Ctrl+V

Ctrl+D

Shift+Del

F
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Ctrl+F
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Ctrl+P
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Cut 511)]

Copy =

Paste ARG

Duplicate 2 B KNG

Delete i B

Frame Selected

SRR AZ B PART (FEB T “Scene HEUE")

Lock View to Selected Rk PP ER AIE
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Select All 17 R AT R

Preferences %f Unity 3D f9— L EXKEEF
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Sign out A EH I

Selection i e SN A=

Project Settings
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Network Emulation WLEFR, o DUEFRAENRIMEE XTI THE
Graphics Emulation A hE, FTERRE LR IMERNLIE

Snap Settings

IRETEAE, TEBRARBRE

03] Assets (&)

KB, Rl 1-27 B

File Edit Assets GameObjsct Component Window Hzlp

Create >
Show in Explorer

Cpen

Delete

Open Scene Additive

Import New Asset..

Import Package ]
Export Package...

Find References In Scene

Select Dependencies

Refresh Ctrl+R
Reimport

Reimpaort All
Fun APl Updater...

Open C# Project

& 1-27
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Create SIZETheE (AREUEZMER. Z1E. M. FEEHE)
Show in Explorer FIARBERENERNVE
Open FTFF IR RS
Delete B 378 AR 9 ST
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Import New Asset SAFHR R
Import Package SAZRES
Export Package SEHEES
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Select Dependencies e PRI
Refresh TRl 7R
Reimport BEHESARE
Reimport All FEEFT SN
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o
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Create Empty BE— TRIFR TR
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Light BIERATIE
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File Edit Assets GameObject Component Window Help

I - =l Add... Ctrl+Shift+A
Mesh

Effects
Physics
Physics 20
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Audio
Rendering
Layout
Miscellaneous
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Metwork
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Layout EXEMMEE
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Event Bl =M
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Window Help

Mext Window Ctrl+Tab
Previous Window Ctrl+50ift+ Tab
Layouts

Senvices Ctrl+0
Scene Ctrl+1
Game Ctrl+2
Inspector Cirl+3
Hizrarchy Ctrl+4
Projact Cirl+5
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Profiler Cirl+7
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Animator

Animator Parameter
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Editor Tests Runner
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Profiler REE O
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Services Ctrl+0 4 Split

Scene Ctrl+1 Default

Game Ctrl+2 Ta.ll

Inspector Ctrl+3 e

Hierarchy Ctrl+4 Save Layout...

Project Ctrl+5 Delete Layout...
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Check for Updat=s
Download Beta.
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About Unity % F Unity
Manage Licence AURIEI
Unity Manual Unity Fi}
Scripting Reference | BIAF M
Unity Services Unity AR 5525
Unity Forum Unity 1815
Unity Answers Unity B 77 [a) &
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Check for Updates EEH
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Report a Bug o) B B
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Standard (Specular setup) "TI—I.:.II;I:-.'-
FX
Gul
Mobile
Mature

Particles
Skybox

Sprites

n
Unlit

Legacy Shaders

& 1-98

(OF:3

Unity 53.0 Z G A P 33 7
Standard (AREHM L), 3k 45 H R A
Jit Shader (& & 35 ) WA 3h%| T Legacy
Shader F. 4Fz% B8 Particles ((F &
%) RINMMALEFERKLE.

1.29.2 RERIERZI#RIX

A—ERRT, FEE—MRER
AeewmEF K, HA Unity f —PRE
ol AR B B 2 Bk S ? R0
ol 3R1EE ?

040

HELFZERBE, REBZERD
{&K Mesh Renderer ( J8 22 2B ) 1 B

Materials — Size (#REk—HE) ®E
AEZITEAT LT o

BIEWT:

Step 01 I FEB{K, 7F Inspector

e URED RSEHAHER.

Step 02 % Mesh Renderer (/8 Z:%H
) ) Size (MTRIKEE) KEH 2 (L
= 0 PEREE) -

Step 03 Z ¥ WM i3k 2 7l HE
Zl| Element 0, Element 1 & ElT/ .

NE 1-99 AT

B ¥ Mesh Renderer
. ast : '|_1"|""""-
Receive Shadows
Materials

Element 0 ® Material_001
Element 1 ® Material 002
Use L g [ F|'-|||r".
Leflection Probes

& 1-99
Step 04 ME LI, HEIEREMAKE
ZENBEW IR T .

1.2.10  Unity #5540 72 s B /Y
{55 FH

AR B HIEF, BT8R
KER “2RaGE” XMEINBRIN,
E= HA LR 1E -

LAT?@ AR U B S T TR B

— M. FAILE, & 1-100

ﬁﬁTu



& 1-100

SN R SRR BRI EHES,
{F AR B EZR BRI F AR ERL

UK FRGAB, HFEE R UK
BOERHFFR OB, BIEDOT,

Step 01 BERE— TR TF RS,
& Start Speed (FIEEE) HEH 0, B
THE BRI, R B &1EH Start Lifetime

(R FHBFED), BENTFTEAHEER

Rate 5 0, FF/2 Bursts (J&@%), E0H#
EHE—MRTF, REWAE 1-101 Fix,

& 1-101
Step 02 & J& 7 /2 Texture Sheet
Animation (ZU3E5) BIEIR) IheE, RIE
hE R R IX B Tiles (EE72 ) HE
RO,
AT A RBINEE, A&l 1-102 AT7R.

{3.3)

(2.2)

& 1-102

Step 03 MELI X 37 E S IEHE

mMBEEANS, YH AR EAFTREN

2, BEEA Tiles CEHEOR) 1, W@
& 1-103 7~

F1E EfiznhR

& 1-103
REZTNGE, SENTRREHST
WA T ANEBER T -

(O3

(1) FEHETAELIIFTFPFIAX
¥F R R0 R smaR, 6.3E Tiles (44
o) HEF|EALGG IR B xS

(2) e RizH At —F 575 B
FEA AR B ATIER, T AL Frame
over Time CBf [ #1) il i 15 2 30 & i
ZAT .

3) EZ WM ABPLF IR
Jop R A& A 9 B 6 7 ik

£, HNIE (BYLABEN
NIE), WE 1-104 Fr=.

E 1-104

NI R: SORRBAHEHS, £
ARFEEIVABAEERHNEDLEE O
B ERINFRERD .

NEFE CHBNNFRIEAG (FE
BN BV N E8RSEET —):

Step 01 BAERIZE— TR TFRE,
RFHEABRNEE BRERABES).

Step 02 %A J& 7F J& Texture Sheet
Animation (ZIEF)ERER) IhEE, R
N EHE kg & Tiles (E5E0 %) £UE,
A & Rk TR B W& 1-105 ATas.

041



Unity 3D 530K 1T 2L 18R

= 1-105

BREAINS E—F6) (FFFEHO
HRERE, BALAEWNOILEF LR
BRI E RNFREYLER AN EE 2
—E ?

Step 03 1§ Texture Sheet Animation

(LB EARER) 1% Tl A By Frame over

Time C(EF[E)IN) 1% & 4 Random Between
Two Constants ( B ME 2 [8) BB LED ,
ANE 1-106 Frs.

o Texture Sheet Animation
Tiles

Constant
» | Curve
Random Between Two Constants <

Random Between Two Curves

& 1-106
Step 04 ARG RBEEN “0”7 ~
“4”, & 1-107 Fi~.

& 1-107
Step 05 B XM, RIUKNFELR

B ASES
E2E=

E=F. AHWLEE, WE 1-108
R

ZHNEEET, HFEAHE

042

& 1-108

SEEFF R SRR REEAHN,
£ I s E23E.

EHERRE, A TEDEEE
MBREE, ANERZRAERTH
IR IESHEE—RRZH.

A& 1-109 A4,

B 1-109

LETRB B RKSEEHLEHE T
BERTA/NA 512X512, BLUESH
RTE 1-110 Frr.

256 i 256

512

LRR

BEAOME BRI AE A B B TR
P AR NE A KARE “289nRFG”



(FRHALW]) , BT vA R & % & Photoshop ¥
A (ARKELFZAL20nRT”),
FAE R “In B kBT A BATHAR T,

Step 01 &G — M Bk IH R
FIEESEE, WA 1-111 Frx.

& 1-111
Step 02 T A FE B LR REK A
Tiling (HEFREE) FIAA X=1. Y=1.
BEBZE— Plane (M), ASEM
Bk F RS R, WA 1-112 Fix.

E 1-112
Step 03 ¥ 7E o7 U@ 13 18 2 A7 Bk
Y Tiling (HEfMELE) # Offset (fR#%
B) RKiEh HeTa3E, B, Bar Bk
A Tiling (HEFR L E) " E A X=0.5.
Y=0.5, @& 1-113 A=

B 1-113

Step 04 WELINEHEHNNEE
RAAE 1-114 Fi7x.

F£1E E®iEhR

E 1-114
ZXEHETIRER B WBLR
B ?

B8t I P Tiling CHEAM K &)
Offset (R 1E), o UVIIRB{ERELIE
NE.

Yn&E 1-115 Fi7x, A4 Tiling (HEfR 4L

£) /Offset (RIFE) HEHHEITE AR

:’4?5:
Tiling, X=(& 2@ R~ MR R~)

Y=(L B ER~T - MEHERT)
Offset; X=(WEHERART-WMEABRRT) x (BEHEF -1 ) @mapeas
Y= Y\E R - BRI RST) x (HEHEF-1) @rmram

& 1-115

fBlan, YA EARYEESTH

A TRaE, E 1-116 Fix, EIEAL
BEBRERTH 256X 128,

 1-116
BETRBUEFETALQL, WT

ﬁﬁ:ﬂ_in
Tiling (HEH#EE): X= (256/512),
Y= (128/512) .
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Offset (YRFE): X= (256/512) X (2-
1), Y= (128/512) X (1-1).

(OF:3-

GBS (M EEE) K 2
WA (BTFaL) # 1,

WEMRKENEES B LGS
B R RUE 1-117 iz

B 1-117

(OF:3-

(1) ZFxFEREERN TREAIK, [
FAE R THT &%,

(2) R THAE R Z 7 ik 5, # A F-F
% % M F 9 5t Texture Sheet Animation ( 4L
hHmALY) dERiA | A8E B 6.

SEEH B PRz A/ MRIE:

BN I ERGM=S, HEXS
ELXLVPER T ARNSEERE R 7%
MARAER BN ER —EE XU
e,

UTNEAS (RERST 512X512),

044

LA EEHEBRPEENNSGERE,
& 1-118 Fis,

= 1-118
BANEGRHETFLEDE (BW
A FTUMEYIERS, JRIBEFE A
Photoshop Ry “VI it FETR” #HiTR
X5, WE 1-119 Fis.

8

b, i
iy 2
G ]
A 4
— i
-
= « B
» - j
X S—
& 1-119

X ENEREASIELS, FF)
HEERTH 64X64, FRBE 1-12089
N3 E Tiling (HEfREE) 5 Offset ({7
BE) HE.

AT
Tiling;, X=(4rI2HiE R~ - MEEEL RT)
Y=(SUB A E R + R E S E R T)
Offset; X=(XEBEFIR~T-MEBEFERT) x (BEEHF -1) wapesm
Y=(8URYAE T~ EYNERT) x (MEHERF -1) @rmrem

& 1-120
Tiling (HEFEE): X= (64/512),
Y= (64/512) .
Offset ({RFE{E): X= (64/512) X (4
1), Y= (64/512) X (4-1).




EMRERFPMABNEER, &
ERWE 1-121 Fir,

B 1-121

FREERNNIEER

HEREZR
=7

1.2.11

4530 % F A Prefab (T
1K)

Prefab LB FE A TR IR, o] DAIE
EEBAR—ITAEZ N HERNREE
AHNES, BRNEENRETIREGH
F2IFA. HENRIT BT — M
Rk EE, ISR oI A SLAIML.

% Prefab (FR{K) FMEAEIE T
RS, Prefab (Fukix) {EA—1HED
NBE—TIMEFRANARNE =T, Hit
TR AE R == CIE — LB,
ZL 6 E B IRGTORIKE R XELR, X
U R ITE N, LAMREREZDIEX,
o DR R ENF BRI LK.

— R FIE TN E T ER H IR
574 Prefab (FUEIK), XthEZAIHE
£ T2 R BEIRE— Prefab (F1% 1K)
HEFMIREA

a0, HEITE Hierarchy (ERAMED

F£1E EuiHEhR

RHE—TFR GZEFRHEN T REM

BAKILEIAR) , REEFEFIIRR
A, BEEHE Project (TEHRED B
Assets (FE) XY Prefabs (T /A)

XHEFRBEXF,

BREWE 1-122 B,

B 1-122

£ & I Prefabs (FLigiR) &k
FZH T N ERFUZFERN “IK
EF7 ElgE S, BBAXDTHH
12 AFRUAE BN Prefab (FIUEAR) , [EHET
£ Hierarchy (EHME)D FRFFHAZR
FEHETAHES,

45 W A BY Prefab (TR K) &
Hierarchy (EHRMED FHIEF TJETU
FEETMIBER Y. NMRZEREEHREED
EEK, o ABERS SEAIMC— TR
BIERERE 2, B Prefab (FIR{E)
R B ERAEFRIT,

(OF:3-

(1) 7T ABFRZAR R 2] ERAHA
Z PHATIER, BERARZEFRIEE
3| Z A 89 Prefab (FR%4K) X LB 2
B 5T 4R 152

(2) ¥15 B 5 64 TRIZ AR %, 3] R TR
AR b, RE SRR TRAK. B
1% G 09 TRIXAR 6 8, 3] JR 3812 2 I 2
F AR —AF TR, FTO E TR
F R B ARG B ES L

EHE Prefab (FRAK) , AEiRIREE
B Cul+D RREH|, EFHEKANRML
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BB eEdnERINFEsIEWNA.
WA 1-123 Fix, 4% Prefab (FIUEAR)
4T RABNER,

I|?

oject
e
&=r
=
—

B 1-123
o] 43 7l SE 344 FF 8 KUX £ Prefab
(FURAR) , EIZEAZEMm.,

1.2.12 Prefab frFEEEM

FF Prefab (FLRAR) B & WRL
NE? REFRN X BWLLFEETE?
Y530 Prefab (FLIR 1K) FEZ4F
FEREINAAETR (R TH. KT
ARG, SIBRSZE), HAPACERE
— R, BFR=UEFBUEN KBS
R Prefab (FOEAR) A4
Prefab (FUR 1K) RIFFREBWMUT.
01 FLRIERRBZFRIEE
Prefab (FIIZK) ZFRHEFEE.
HFHE T BLHEN, FF Prefab (i
AR —fR =0 LRI “Effect ” (4540
Effect Zhanshi skill01 hit ) .
02 REFEBMAGEEES.
TP EFEIRERES BFREKF
B, AR TRERR, B0
550 Prefab EHEZ B 2R ap
03] BAHFR IR ARAI AR ITZE
AT HEER.FHEE.EFAR,
— RSB RFORIRR AL FRIAE,
04)) 0 RKRF o
— P EENREREE “HIAHET

Illn
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[ “REF F, HRE—IEHZE—
TEIREME, ENRBERS X EZBER
VEEHEAERER, FTATREREER
— Prefab (FmA{K) H,

(OF:3-
A “ubsp” PiRsi—F
BERRAE AR VR o AR £ B K,

1.2.13 EBE1TIRESHELH
Prefab 8970k

TR BITIRTS R ST AT,
ﬁﬂ-?%@mﬂ%,miﬂéﬁﬁ,
WA ZITIRS R AT ERURER &
%%#Qﬂﬁﬁﬁ%&ﬁ%ﬁﬁaﬂz
ZU R ET B I TIR SR EK
REE?

HXFEREE, RFEZABUEE
ITIRSH, BERUERR TEERRRERE
VB, £—HE Prefab (FUKA)
FAERI T (BMME Z REHFRIER B [E—
BEF, ¥z EthASL4EBEMS
EBERINFBERS) -

2 [FBUBETT, BRFHTIUZIR
446 2 3 Hierarchy (ZZRME) PEH
LB, RO EFEIUGHRE.

(OF:3-
bz 4, AEARAS PSR E

&9 45 23 %, 3 J7 Prefab (T k) L& =,
A, 5] VARG BAR B o

k77

1.2.14  FuxiR&FRE R Bk

EETRELRTIRE T ERURH
N 2B AN AN—1F, PAXL




NERNEBEBRETRETARE?

1. YEEMBEPR G2 AE &R

UNXHR2IRABIEEE, RRE
SEaiiugfcEz B REXR. XEX
RRZEHXEWRSEECEN (B,
EAXJLEMR. KNFREEH) .

2. ZAERAER 2R A E R
R = R A B R TF A Prefab
(Fugis) &, ZNBREFNZIRHEE
TAER, XRTESEN Prefab (M
wAK) BREKR,

NRABEEUEXX SRR e FILEX
XER, TUEERRERRPNR, AR
7 Unity SRR £ 4= I GameObject —
Break Prefab Instance (F7 A% ¥l 1% SE 48] )
RITT 3T EL, RFABHEHEET
EIfShER

ALFTHRELZ e Z Wk EWE ?

o] DL B 13K B 4= R I £ Game
Object — Apply Changes To Prefab (JiFX%
NR—NBTHETORK), WELI
X ERME RN X HRZRNER T
KE.

fRitb 2 4N, B HMIRENERER

N TEEEMEFERNR, ReHE

A M Inspector (A MALED) FREHE Apply
(N A) &t e DUk 8 KB .

Gn[El 1-124 ffr, B Prefab (FURAA)

|.|_

NREBWNT =% FBigsi.

E1-124

F£1E EuiEhR

(1) Select: £ /=B ENE
Project ( LFEME]) HAIEREE Prefab (1
K IR

(2) Revert: WEAN/INOAEIASE
X 7 Hierarchy (FHME) FHY Prefab

(FEE) R, E5Ed URREE
Prefab (FURIE) RS,

(3) Apply: K HRIRENEINN
2 TE 5 Z XELR Prefab (TR A
NRE. BHXDIREART IALAEX
BX X R A X JR A Prefab (T {R) ERFR
FAMERENNR, 5 Unity SAFHKE
1= F 45 & GameObject — Apply Changes
To Prefab CJFXk X & —~ N AT EIFx
) HIRABE

Fir L 24 #2/€ 7 Break Prefab Instance

FTHETUZ LG S5 NREERE
X Bk, HIEH & Prefab BM L HH
Apply (KZF) #=EHBIT],

. ZERMEIR X GEFR AL ERt

= Hierarchy ( R M E) A X
HEMRERALEHR, W5 ZHE%
EXEY Prefab (FLRAK) ELXEXIGEX
BAXAREELNTFE. WRERXHRAFK
mENEER, AFHZXHEBRXREA
Prefab (Figfx) Blof.

1.215 &%/ FZFI0RG=R

1. ZREZHRIII=

I F R Cul+S 7E5% 1 4E A
MBEEREEE— =2 EREREFELE
BEFRR, JEB TR ERERE
File = Save Scene (X H—1FFiH=) X
RFh=. BIEWE 1-125 Firo
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File | Edit Assets GameObject Component Window Help
Mew Scene Ctrl+M
Open Scene Ctrl+ O

Cave Scens —-—* Cirl+S

Save Scene as. Ctrl+Shift+5

Mew Project...
Open Project...
Save Project

Build Settings... Ctrl+Shift+B
Build & Run Cirl+B
Exit

B 1-125

2. A F—1ias

MEREFEBENRNE N BRI HF]
=R, BB FEA—IHFNT=

B I R 3 42 Ctrl+Shift+S 7F 38 4 4E
':Pii?’%ﬁﬁ'?%fﬁﬁ/\—”‘%ﬁ’]%i%*’“ﬂ%%
HFips, &t PAE 3B A File —
Save Scene as (X H—FZFA) #HIT7HFF,
BEWE 1-126 k.

[File| Edit Assets GameObject Component Window Help

MNew Scene Ctrl+M
Open Scene Ctrl+0
Save Scene Ctrl+5
Save Scene as. Ctrl+Shift+5

MNew l:'rnject...
Open Projact...
Seve Project

Build S:ﬂings... Ctrl+5hift+B
Build & Run Ctrl+B

Exit

B 1-126

(OF:3-

19 .unity » .

1.2.16 HEI'H'H' 21 ins X
FRTFIZX

& B Unity 53.0 Z5FH MAKNZ
HeRHEITIR, TMUENITAZ Y=
HEHEASHEAIBHXNT R LE
NE.

M3ze Scene 001, Scene 002 A1,

048

IR IEFEM IR XH, GRPEHIERE
Open Scene Additive (F]HH=31H),
WNE 1-127 A7

Create

Show in Explorer
Open

Delete
Open Scene Additive <l
Import New Asset...

& 1-127
I £ 7 of A [E) BT 7£ Scene (= )
NEPRERHE I =T . 2TUERE
VEFREER TR R, ﬁu
& 1-128 A7~

= ~|5+|'-_‘1|'-:|' y

o Scene _Do1?
Main Camera
Directional Light
Cylinde
Effect_UI

:’ 4 ..'

~ene 002"

Main Camera
Directional Light

& 1-128

NRBFERGE—H=, JUES
EFRME = 2FRAME) Save Scene (R

Fip=) R RfF, BIEWE 1-129 Fix.

= Hierarchy

---------

<t Scene_001* - o
e e Set Active Scene

; Iﬁfl';"'.' T Save Scene  lfpu—
Y ae
Ffect UI

Save Scene As

Save All

Unload Scene

Remove Scene
Select Scene Asset

GameObject >

& 1-129

NRFTEMETNEHREFEE
X, TUNETERABED=RRAN



A Remove Scene (M=), BEW
& 1-130 fA=.

= Hieral 1y

¢ Scene_001% .
Main Camera Set Active Scene

Save Scene
Save Scene As
Save All

Unload Scene
Remove Scene il

Select Scene Asset

GameObject >

B 1-130

LN IG

e R %P AR F — TR
12T ZdofT % L R?

%] 40, =4 BJ Scene0l1 5 Scene02 3
AN FREDABAEET, WE 1-131
R~

Project

«reate

W Favorites
Q all Mmaterials
Q All Model:
Q All Prefabs

Q All sSeript:

f= Assets

& 1-131
EESTRBUEA LA Search

r

Qall
Q-
Qa
Q:
Ass

& 1-132

F1E EuiEhR

F TR AR A £ Scene (=) ,
A 1-133 Frw.

A 1-133

MERBEIRPARESETRIE T
TR EBEXXH T, JES Cul
PTINERIE.

(OF:3-

b S, BT RBEIZE S kEA
o K A 09 A . ) 4m, 345 Material (#4
JR) BEARB PRI AM AR, %
# Model (F£#) & &R B 44 TR £
A A, 44 Shader (FEE) ZAFAM
B a9 TR & € 2% A, 4% Texture (1%
KW) /7B PHITHERE R IHF.

1.2.17 BN AEEIEZHH
Y

— AR T B HIER, SRR IBEEE
BENGFHEZ, FTENREXEDLSE
EIREDXFITH GEARZEMEK,
WIRD KT T REERFEZD .
MR BEERPBERNE TUSE
KRR TEDEFE, E 1-134 i,

HAFTEANBNEARRERRZZ
B E— Nk, & Z A Effect,
90, HETIEERFTIRESHA Assets
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— CustomAssets — Arts (I )E— B E X
aﬁ"‘%* ﬁ)

& 1-134

(O3

— R A R AF £ ALk B A
BERKRFEHIZT, R REXTAFE
RWR BT, — BB AT,

SRR B Animations (B E )
Model (122Y) | Scripts (fA%) . Shader (&
B ar) . Texture (ZEENSED JLSUHk.

£ 2 e BE PR X BB 5 K78

BIRNEGXGERARTINT, BiFE
BRI EIHERENRE, AEF
SHEH5EX.

(O3

— LR Texture (5B ) L4 £
Z_ P 4] 32 — A~ Materials (#1 it ) F XA4F &,
Tk B e % B AR A AR L2 & A f ey,
SR N B 3 AR T ER.

Y5 EY Prefab (FUIRAR) FHERE
REMABEKEAR, —RKEDBEHFS
B BIR S FF I Prefab (FUE KD
DR (HERFHTABR) . E~HGIIn

050

B T 72 P45 % Prefab (FTLIRE) T
124 Assets — AssetBundles — Effect

(RE-RBEITE—-ER), W& 1-135
.

(OF:3-
KRBABZRYANETRRADEELEH
A, PP E B AT B

1218 ME S #M Rk H 6 &
il

Unity A& 5 X3 I\h & F0 47 BBk B9 ap
HEBAHLEKXR, AFREXFHE. ¥
FEE NEZLE T . ESEFRIE HE
F, ATRSILERE, HFEFHEK
B, —R=FERMNENGZMN (FE
R ZK) . MNRXBHF G ZENK,
Nar AfE R IA T ar 2 AMNEARSE,

1. 5 & a5 22 A0 )

(1) MHERZFRIZBOIERFFREX
43, 20 “Pomnt (FEFD” “Ice (7K)” “Snow
(5F)” “Smoke (M) ” “Water (7K)” =,
S EZ MO IR EN AR ERZERNXIE
W& ERE, a0 “Fazhen GERE)”,
& 1-136 A7,

(2) & Alpha FHBERNILEE, #
mEENERHE ML “ a” X9 (BiEER
SO UENHELERESE3EHE
B, WE 1-137 Frs,




Bl Fazhen 315.tga
Rl TCA EE
1.00 MB

Liehen 154 a.tga
' TGA B
64.0 KB

S s | lce 052 atga Point_165 a.tga
| TGA BiS ° TGA B
256 KB 1.00 MB
2 Snow 07.tga Water 15.png
; r’ BN TGA B PNG B
53 K 151 KB

lce 052 atga

TrA Eis
bR s

B lce 052.tga - g

x' TGA B & 3
192 KB )
Lichen_154.tga Liehen_154 atga
TGA B * TGA B
48.0 KB 64.0 KB
Point_165.tga Point_165_a.tga
T.:Iilt E"i . _':I.LI« Z"i
768 K 1.00 MB

B 1-137

2. P Rk an & A
(D Mlﬁﬂﬁﬂlﬂﬁi%?ﬁﬁfh (i
MR ZFRE O A ME 2 4K E

MAEIAT B

(2) Y18 Shader (BEE2) X374
Particle/Addtive, Tint Color (BRIAER) A4
e, N EEMAGEZFRKR

(3) AR Shader (EBar) £7A
Particle/Addtive, Tint Color ( EXIAEE) A
Gae, WEEZME “ h” (“h” &

—_— e —

TI__I_JL)

(4) N5 Shader (BFEEE) X514
Particle/Alpha Blended 2=, N0t E%

11

»
a .

(5) WERBK T AKX Tilling (HE

ARE) PHIX. YE, NFEERR
tryE (F20 Fire 002 2x6) .
PUE B Point 001 41, #0&E 1-138

A7, 8 4 MARENER T4 BBk ey an

(OF:3-
A P o 4 R T A A 5%,
AARBIE P R BARIER B EIRERKEZ,

F£1E EuiEhR

L — ¥ -y

& 1-138

1.2.19 g dn &7 n)

1. B RE4F A 2 A M
BRI Fffect AR FAs

%J%EI’] =28 Hit (ZHEFX0D « Bil
(TR MUK “GBERBTR” FILM,
a0, TR “HEE 017 A3 B FRA:
(1) Effect Wangling Jineng01 ( T=
RICEE 01 PRIFEERFRO o
(2) Effect Wangling Jineng0O1 Bil
(T RixBE 01 P KATIER. BIAICIK
%),
(3) Effect Wangling JinengO1 Hit
(TR EEE 01 YRR -
BKIAE 1-139 AR,

Effect Wangling Jineng01 H#

A
XY 7
<" Effact Wangling_Jineng1_Bil éi-—, .._j'\:b
\..___.-"‘\‘
\.'r
R
& 1-139
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(OF:3-

(D) AETEBBAZA A AT
7‘(3 “?}Ej-%ﬁlé‘fiiﬂ “@fﬁ"iﬁﬁ:” r{4 rfiﬂ:_%é-fﬁitﬂn

(2) AEGE 5 agiFmeit i 1.6
FTeE,

2. Hfth 4503 B a5 2 F N

A Effect FFEH AKX
FZFR.
Hp, 458 XB 84 Scene (=
$5580) « UL (UT4FR0 « Buff GBS0
Debuff Oz 45580 Fo

42 PR BEEIEFIEEENE.

U A 7~ 2 FR

(1) Effect Buff Jiaxue: IS4t
RIANIMBER

(2) Effect Scene Penquan: 7=
HIIE SR A o

(3) Effect Ul kapai: SEEFH-RAF

(OF:3-

(1) A E& LN AFE, Bk
AR B E Kk

(2) Unity ¥ BT A 3R % 4 iy 3 T
FHE, HFRAE T BEAEKR, ZZi14EH
PXRF G T L

(3) 4FLTABAR G AR T It R & &

7

1.2.20 £ A unitypackage HFiEE

“ unitypackage” 3 1F /2 Unity & IR
BHARER, BN T HERER
MN—1TIBESAREFZ—1IEFR. HF
BEHEIEFHNEXRTEXH, RE
i 1 & 3= K £ & 2 18 1J unitypackage
R FTEANSFER

052

1. Unity B Import Package (5 A\ &)
T REFFIE

SR, Unity =B s ¥IWr = a1 B
REESFARIR. BRTEMRERIXHE.
=48, WHMEIEEEE —8, &—
A, GNSRTEEES. TR
Unity FAESCHRIFTIE, K2 £
D BRREERREEFHNXHBEI
B R IE =S

2. ERARBESARRG

Step 01 ZEFTFF Unity 91ER T, 28
T3 & Assets — Import Package — Custom
package (R BFE-SARBEE-BEXH
JBE), AJGTE Import package (S A
BE) XEEREEFTESANAERE,
B “FTA” %=, WE 1-140 Fi7m.

"ﬂ Import package .. hid
“ “ e BHIERE » 05 (D) . v B | BE WD) o
min - EESHE o @

5] + M e
= BR BaiduYurDownload
Animatio Program Files
BaiduunDown FrogramF les
Temo UE4
Texture WorkProjects
TiEE
& Onelrive 28
=l e
0 S I i-ﬂ Demo_scens unitypackage I
T (N): |Demn_sc91e.un'rt_',rpackage v| unitypackage ("unitypackag «
- | FIFHO) A

Step 02 HAMFEFR @ (WR K
BERK, MSMEEKE(E), W
& 1-141 fi7=.

Hold On

1-141
Step 03 W IM Import Unity Package
(SAREE) XIA1E, WA 1-142 Fi7s.




& 1-142

Step 04 AR BESATENEF 4k
HES AN, &/5E D Import (A
sl TS AR

SAVEE T 7/ Theres iR

(1) All (FIEAFEIREDD ;

(2) None (BUEAJMEATHZEFED);

(3) Cancel (BUESAEIE);

(4) Import (FRIASAN) .

(OF:3-

(1) Fhbz 4h, £ Unity TR ET,
X # .unitypackage SLAF 4L 4 B 35 AT
KoeL (AT % % & Unity X X B £ &
B

(2) & T Unity R25] P LH42, BT
VAN KA B B — i sk A IR X
F-FNHCR 6,69 AR Unity BA R A

. RIMARSARES
£t T2 | AR Assets ( 75 )R 2 &)
TAaNE, EominAaR, £ Import
Package — Custom Package (S ARIREE
_‘E,CF_X rﬁ_:r_'@.) ’ ﬂ*i‘ﬂ_lj_ugj\ L
B, WNE 1-143 fix.

(OF:3-

o B EHEBFANEME XY FTR, Lo

F£1E EuiHEhR

A, BA. 5. AMFTALER
¥ Assets = Import New Asset (R —-FA
AR EFFTRIIAT TN, AT
VA AR SMR R a3 TAEALE T .

—eglly- Custom Pazkage..

Import Package
Export Pa ckag .
Fing Retersnces In Scene

& 1-143
1.2.21 5t unitypackage &FiRE
i 17 unitypackage %X B O DU 45

JIRBEESITESH, UFEEEMI
HYSAER/ FEF (TUENSEH—
PEBEZ T IOAE R HAARERR TR .

1. Unity B9 Export Package (5 H €1)
TN BESF %

(1) SHE, Unity ZB3NcxSH
AAEIE PHNTERR, HFESAN
BENNHEFEM, Htko A EM
AU R EEZEX.

(2) Unity SH & O3EIH Y Include
dependencies (B ZKFHXER) RE T2
ESHFEEKBRNAE (FAEIRES
HIEEEFE, AENEH51EFTE
LN FEHEIIH) .

2. FHAFXREEHTIRE
HIREHNEPIEEZ ) Prefab (T

BR) FEEMEERERL, E&HX%
é Assets = Export Package (/5 — 5 H

RIEE), AJ57 Exporting package (=
Hj"j) FTEEFTESHHRE, FIAL
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J[5 8 5 Export (5 H4) =BT,
& 1-144 P,

Exporting package n

Items to Export

E 1-144
SHXTEE T I METE X,
(1) All (£F): SHEWHE
(2) None (Z£#A): EEFAFH
(3) Include dependencies (B4
XR): Atla, BEEEEFRER
KENEHH IR 6905 H 4553 Prefab
(FUEAR) KR, =B8R AE
AEIRNLE. RE, MRERERE—E
S

(4) Export (ZH): #EASH.

1.2.22 Unity3D EEHFIFES
fE{EF Unity FE B S &I —L L
BE/NEIS, HRHoELTEPREE

PARIRE T, ERTRBEESE R,
LTS

do R A B ILAEE, Unity %352
A A d B4 m A EHRNEBTER, o
A 1-145 B+,

054

7): error CS1061: Type ~UnityEdil

Inity Edil

All compiler errors have to be fixed before you
can enter playmode!

& 1-145
XA O] AFE Unity TR & P#E—
XA, ZEap % h WebplayerTemplates,
RNarwHENEAEALSXHXRA, W
&] 1-146 A7~

t: WebplayerTemplates

1) IS
5= WebplayerTemplates

& 1-146
RIEBREBITHEXAANET X ER
BT

(OF:3-

BT A A% T 3% A & F o9 L #RAHK
Unity #7312 A 518 7R A fa R 24 & Ve
Kgpix (5SHRAERAAEE) .

AV ;35

o VA 2 3% 42 Unity #m AL P A4
My O\ B FGA X Unity 3 #5265
XitHE, wREZ LS BN/,



W TR AL B ERAREX, do
A 1-147 Fr .

' ' Particle System

1+5%2/243
Looping v
Frawarm
Start Delay 0
Start Lifetime 5
Start Speed 2

i) Particle System

Looping
Prewarm
Start Delay
Start Lifetime

Start Speed

1-147
HEBER +, -, *, /HHMHRFTN,
B F’. B, WE1-147 FH 145%/
2+3=9,

LTS

BATRE TS &R AHE, RBIELT
BXBEMERT ELAD? RT
FPRIANIGTUAEFEEIRRF
7 Prefab (FRXAR) %F, & T VAEIEAT

KETHEEFFUAMEELAFERARTP
# Copy Component ( 5| 284413 8.),
BAERREFENE, BREEER
A A7 /2 3% 8 R @ F i£ 4 Paste Component
Values (HENEZE4H1Z
BT 7w o

B.) Bper, 4ol 1-148

Resst

Reset
Maove to Front
Mowve to Back

owve to Front
Move to Back
Copy Component s
Paste Component As New

Copy Component
Paste Component As New

Paste Component Values Yura Paste Component Values <l
Reset Position R Reset Position
Reset Rotation _:':.I. Rosot Rotation
Reset Scale E‘*"ﬁ'*- Resst Scal
E 1-148

F1E EuiHEhR

A\t 3

@it 4 Q. WL Ev Ry T AT A4k
Kyggsidm ey T B, bz g,
BFHE 2T A3 % A 2D HE X 3K
3D X, B 1-149 FF+,

LTS

4i & Inspector (A& M ALE ) =T ] &
& A ARG LAH1E B .

BABRENREAGLAM “Pik” B
JIEI, PIE X ZE B Inspector (RMALED

REEXNREALARR (WA 1-150
ﬁﬁTEl"]fI*E’LLE) 7 NFTRY Inspector (g
WHED , BEFEMNREITENESR
AN RNEHFSHER.

& 1-150
EWOR T Z vt AL Bl 3 R W,

59ENSUAEFAT, MERNESR
MM RS WE 1-151 Fis, A
Particle System 001 5 Particle System 002
MR FRENSERATLE
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.= © Inspector -= @ Inspector
@ ¥ Particle System_o01 Static - @ YV Particle Systerm_002

-

-
Lw]
m
=

Tag | Untagged ¢ Layer |Default = ag | Untagged

Transform W &, ] Transform

Position ¥ 10
Rcoctation 3 -90
Scale

Position
Rotation X 0 !
Scale ¥ 1 vl

FParticle System_002

%  Pparticle System f i ¥ Particle System

LT % Search (J8%) BRI TRAZH

h R Type (KR FEDITUEEBA
= 40 30 N 2 kg
A ESALE SRR T RN “t:type” “t:texture” “t:material” F (F

“ﬂﬂ'%ﬁﬁ:”“%l&ﬂﬁ:”ﬁi“ﬁﬂﬁ'—gﬁf-n, -
. YEUNAE 1-153 FioR) «
Bp T B T A SR 2 T im AR A 09 33 2.,

Blan, HEEHMEFIER “Collider
(REFERS)” (A& 1-152 Fr~) , BioJ#k
HHE =R E B EATNNR.

= Hierarchy

Cireate
Main Camera
Directional Light
Particle System
Particle System02
Cube
Capsule
FPlane

GameObject

& 1-153

LTS

4o R Ay B AR IEAT H — UG 1%,
STV A4S s, RIGEF “IB
A7 s, Ml 1-154 B .

& 1-152 %
% T T IR B FRR T

REHR #1154
S AT INEEEARTER. Flm,
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ER R NEILE S AEINDS 3=/ Ty
TR R .
QNI

B IARNESEZAE P, #iE Al
BRERELEXSZNO=ASST, T
VA ) BB T SOKAL 3% 5t T A 69T s,
IERET Y 5. R HAIFEI,
FoR B FHAINE, Wl 1-155 FrF.

= Hierarchy

EffectStick_hit

= Hierarchy

EffectStick_hit
Effect offest
fire001
Particle Svstem
Particle System
Particle System
fire002
Particle System
Particle System
Particle System

QTS

e BB — X THITAE N 2 —
A3 Bh &, ST VAP A A R R,
T RAFX, VA EREHFLER
XA Sprite (45 R 42F) FF2F Apply
(R ¥4, REWHPTABRK —&2IKE
R 3| EBAE R F T, Unity 2 8 319
¥] S R 2 3 & JF 5 AT EAE 19 9] 3 @
IHFEAEILE. & “BRE” BEL AT
B EBALE P AR A3 B A
KA F, BATRPT AR A W&, de
A 1-156 Fr .

F£1E EuiEhR

a
=
-

..-
o=

|“| _'
r :: 0 j:} 0 j::- : & 3
-

|
="' =
M =
W
-
o oo o
™5 o | o I e |

[= O = R = = N = Y
[= T =T = = I = B -
et O e e e

o
o ]
R T N T

[= == === === == -
I = = = =~y
[ T [ S K

oo

& 1-156
aviiS; 3L

EVE Ul 45 2knt, 29541 RAET 4
Yok g HAE A 7 s, 122 &2 — 3k
HRPRAFRAFFZG (ehH.
WEHE), RLshEZE R F B —A0
¥357, 7F 4B 1-157 FrF.

'F“'--F"J AT R E i
UANREY VA I O F BN KUM=

= =

B 1-157

Step 01 B BIBE— MR TFRE,
R ES—EK[F, Start Speed (F]JHIEE)
W& 4 0, 7F 8 Rotation over Lifetime (§
FERZB R 0K, REWE 1-158
Frse
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& 1-158
Step 02 AJ54% Render Mode (VEZ#*
=) & E A Billboard (a5 1k) 1K2%
HAEEHRI A E, ek EE 1-159
R,

B 1-159
Step 03 # T 2KFF /3 3D Start Rotation
(3D jEkt) B8, WHE 1-160 fix.

& 1-160
Step 04 BRIEM, WELXIMNEE
FAEMPRREESR T, ERIATERGL
NABASEMEHEMRNEE, BidiZh
70 IASCEY 3D R SRR

LUNRTS
AR L AP R Bl A1 18] &) 5 b o

SRAREN B WA R, Bl
B RGN HIERE K My &I F
MBENERERTEN, TEEHMFT
i, FAANIZEATNE?
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Step 01 o PA{s8 A %R Standard ( #R
EEER) MEREI, HARBEERAK
Materials Size (F4FIR~T) A2, REHH
M - 75 N #1 F Bk “Material 001” “Material
002”7, EEBMREENEE L Standard (AR

BEEER), WE 1-161 .

& 1-161
Step 02 ¥ Material 001 HJ Rendering
Mode CGEZARIL) ®EH Opaque (ANFE
BH) , w0& 1-162 A7,

& 1-162
Step 03 ¥ Material 002 HYJ Rendering
Mode GEZAER,) 1% B 4 Fade (FRE),
A& 1-163 Fx.

Rendering Mode

Main Maps
(5] _I ear

& 1163
Step 04 £ /g X Material 002 7 F3
Albedo (& BER) FHE KmBIT, {I

FUE 1-164 A<,




o

H T /& Opaque (RE) X T4
AR ZERE e, Prvh KB E3h
&) B AL % 7% Material 002, A 52 BLAF R
lﬁ]ﬁﬁﬁﬁ'iﬁt%o

LU IG

Yo R EAF A 7 ALE R AT F AL
ARKITAR, TTABAERARAEE SR
F#5 AL S W, D. Q. Eétdnd A« 47
A, BAR—FPERSEN A

BEIRAP MG, P Main Camera
(EHJ|BYL) B E & GameObject CFFXK
&R ) FETH Align With View (L&
55D RE iR AENMAEH=N
E[E.

LNTR

¥ AL v AR 89 BT A Constant ({4
% %), Color (Fit#g,)., Curve (¥ £&)
WA I IFE R AN, RELAELEE
FERE | & PP T 1245 Copy (L))
BAE

WME 1-

165 7o

B 1-165

F£1E EuiEhR

(OF:5-

vA_t 4 Constant (#/4% &) . Color
(Fie&). Curve (W£) = A3 (4K
T o984 .

LU TG

A£ Unity P 44530 GBI .

RS, EREEEH SR,
&iéﬁﬁ%ﬁLﬁ%ﬁ — 2 T
ReaF R “HAR” kikF| B4, {22 %
iRk, W&Xﬁm&ﬂwﬁ& & 5% ILAR
o9 EHAR GRw RSB .

B FEF, —RERMELE
SR,

1. SN EEEAFRRERK

LN IMAENF R KA,
B E— TN FREHBUEH
Emission (&5 EAHHMK F RS
R LR A

A & 1-166 4 i, Effect0l (% £
01) {EAEMKN FRENXER.

BB XX R B KT Effect0] (R
B 01), AJ57 Scene (H=WHE) A
TAREFEIN BRI G, WE 1-167
Fr7~s

B E 1-167 REY “HEREE SR,
o X B HEH N FEFNER &
= /1=1k.

E 1-166
BRILL 2 50, BEFE “
EEARERIHRTNELNR (T

& 1-167
ETREST
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RSFAEN BB AZTEEF R, A
XETFL TR Z Play on (QT1TFXK) -

X R[] A 3% £ X 2R Bl KL+ Effect01
(R 01, RGBT, 7& Scene (A
) ATEEIN FHELZES S, W
%] 1-168 A7,

E 1-168
MEEZIXRME 1 “HEBEZ

g7, RANIBLEZ arfad)—Le,

o] D38 1T B 45 Simulate (3 7)) /
Stop (fF1E) RN FRGHHIT “FF
B I FERE.

(OF:3

R R BAU BT AG AR, %45
AP LEHHE. HFAHBREFTBEHD
B R A i g ] B

2. HFP BT/ RE /B E
HF ST R

—REBREEBEIR, F—REHEXE
gL “BITIHR”, B ERRUSER
Bl ELARAE, RXBREBBRERLER T,
FEFEEFETBERBERTEERTN
R, XFETRFENE, L=ERIME
WK, FBABRWMOA RESITTIRS TN
RO ITERER?

Step 01 D45 EffectHuman 4 4113
TER GZFENRENZH UV @,
REFE . WFRG), WE 1-169 Ao,

EffectHuman
modle
animation

Particle System
Particle System02
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Step 02 =17 fE, EFESSFAR
7% 7l EffectHuman, wRa E Inspector (1&

MOED) EEFEWE 1-170 Frrx.

& 1-170
Step 03 #E TFXRBUB QXL LAk
I, W& 1-171 s,

& 1-171
Step 04 EEB X A% (& 1-171 QI

ENE) ST IEERBENT,

P yvint = EUT&E%%%#}IQ
ZAEBATHBR (T RE.

UVEE, §RzIEa%), RERBEXE

it | AEXN RO ER “ LI,

MmAZ ERHEB M.

(OF:3-

HIAE K TR HAE o 43 A
% 7y kLS AR R

$ = A ik

AV 35

AR E B XL H AR, AFET &
GAB, BRETETRAGENR, REE
Inspector (A& ALK ) (KB 1-172 £ L A
E) THIIRFTRFRAER, RE
KA ZE—A B L EAF.



& 1-172
(1) Select Icon EFEEFR): HEFF
—/ N E BIFR B AR

(2) None (“APMEH):

(3) Other (EHAh):
FRIEAR o

A 1-173 Fis AR F R E R EAR
(E @GNk

M FHEIAR.
2 EX—E

B 1-173
LUNRTS

A=A FEFIRAT LNk,

B REF-AMIK, KGR
B Ctrl/Cmd + Shift Aot bt £, 125
BRAVEE PA 3 | bt | gk P —A
WMRE, B —ANLAMZ TN (LaF
AR AR, WwB 1-174 FTF.

B 1-174

F£1E EuiFEhR

A\t 3

#, A Unity #9 Standard Assets ( #%
TR o

£ 13 T 8 Unity Bt & (Unity 5.0
ZHD BNEEEHIE, Unity FEHIANE
WAERRE ( “E—/FE=AFEZE
Hlag” “REE” “BLIAB” “KIR
Tg” “fe” “HwREHN” F), TR
7 eI Tt B Brdid 4) 5t A8 & I 1T
FIBREN, SE BT DL E#ZE Unity
181 B T 32 & Asset — Import Package (3
B—SAREE) #HiT7EA.
A Unity 4.6.0 8], TREEZESTE
WE 1-175 .

Unity - Project Wizard (4.6.082) =

Open Project  Create Mew Project

Project Locaton:
C:\Wsers\adminstator Documenis\Wew Unity Project Browse., .

Import the follwing padiages:

Character Controller .unityPadkage ~
Glass Refraction (Pro Only].unityPackage
Image Effects (Pro Only).unityPadage
Light Cockies,unityPackage

Light Har=z. unityPackage
Partcles.urityPackage

Physic Materials.unityPackage

Setup defaults for: | 3D - Craate

B 1-175

% 1-175 PLAEME A TUIRIRESR
BAZR, HAANRBWER 1-12 Fimxs.

= 1-12

7 R 15
Character Controler | FB 232 F88
Glass Refraction W R SR (&
(Pro Only) Unity & kR
Image Effects BEVFH (NEHBTF
(Pro Only) Unity T A AR
Light Cookies/ o
Light Flares tE
Particles KL HFRL
Physic Materials I
Projectors R R
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BaR
& s it A
Seripts A
Skyboxes XEE
Standard Assets
(Mobile) TR
Terrain Assets W% IE
Toon Shading KB RE
Tree Creator W R A Y R
Water (Basic) IKEATAR
Water (Pro Ouly) Kig5E R (& A T Unity
EALAR)

AL N TS, 8 Create (£
#) BB BT RE TR EINEE
Unity H

=K DA Unity SRR A B, EHE
FTFF Unity 5.3.0 82— HEVIME L=,
THEPEFEUWE 1-176 Frx,

Mew Uity Progect

UaWorkProjects

[ as -_1:1_._;:;;;=.~, || —
& 1-176
Step 01 E R ZE SR @ P &£ & Asset

Packages (FEE), FIAREBSE,
& 1-177 A7,

Asset packages

& 1-177
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A F 7 Unity 5.0 Z J5EIRA T EUE
TEINABRIRER R (BFIFRAZ),
Frid st B E 7 Unity B W X317 T
L3 “PRETIEE”

Step 02 7£ Unity B ET1HEEH R
B NAR “FrBERRA”, WE 1-178 AT

/INo

T =3 ot =]
BasE =T HES RIS E — EeENeE At T, TS
- < H. BE UIEE— eEsnUniytt UniySThESoT e, $20ialn
: pley

s T RER D e =t

o TroTESG
e Fo

& 1-178

s FE O] A EH 321 I U 55 8 R 4
AL http://unity.cn/releases.

Step 03 # A 71 | J5 it £ UNITY
5.3.0 (HRIERA), AMET“ TH (Win)”
— “PREMTER”, BIEWRE 1-179 Fivs.

UNITY 5.3.0
UNITY 52.5
..r|i|_l,,"u:-ﬁ$,-=.'|€*?; (3
Cache Server
UNITY 5.2.4 NEEESE
FERETR
LINITY 5.9 2 L
N =
Ok

(1) & FH I L A7 Unity IR &L
# Standard Asset (ARETR) FRIRAS,
T W23 R T EIR A .

(2) B AT VALEE 1-179 7 & F
TR CREFER” “THRAB” &,

Step 04 THHEZEXHBZNRA
“UnityStandardAssetsSetup—5.3.0f4.
exe”, WE 1-180 A7

Step 05 W7 .exe X 14, J&#E Unity
NN RANRE FHITEE (BOASE
o) #& B Unity &2 2 85 12), a0 &l 1-181



A7
UnityStandardAssetsSetup-5.3.0
XL fd.exe
Unity 5.3.0f4 Installer
& 1-180
UE4
unity 4.6.0
Destination Folder W Unity5.3.0 e—
D:Program Files\Unity5. 3.0\ Editor

MonoDevelop
unity5.3.1

5 required: 187, M8
S unity5.3.3

Space available: 689.1G8

& 1-181

o=

— & %% % f& Unity 4 B &, %0
2R )G TiEIRR

Step 06 & /5 & Finish (%) 1%
HEREZ R,

Step 07 FB X #T FF Unity 5.3.0 #T &
— BT, Ht/ZEFABERH T Asset
Packages (FT/EE), E 1-182 Frir.

Asset packages

& 1-182

ZWMZ TIREREBSYIER, MAEESLR
o] PURBEENTEEAIIE 7T .

F£1E EuiHEhR

(OF:3-
7 H AL, E TR Unity ¥t
% Asset — Import Package (% /R — F A
TR ) FATBAN

I

® 13 HFRHE
AU Unity ORI T R 5

1.3.1 RFRFREX

NFRGHxFHIAE 20 tHZ2 80 &
K, TZEHATBRAXREZ —EMNNEZ
& (Z) BBV RETTEY LR E
RAERE)E. ENNBIEES Z K
o DENR 2B E. BT, /)
AT DRI . KIE. k. =85,
MXEBRURBAEMNEELEEZZR
¥EEEBIA.

K F 1z SR AR BT AR &8 4
O UREZ, XBURFMEMINR. &
Unity 2 POl IXFEEFEHBENFR
Z, BXRPRZFEHINRBEZAHN
FRGHIEN.

Unity NERMN FRE, —M2EH
A FRSG, BRRENFREZCZLERE
%, BEFIAMEHAERR, HFE
NEEIR B R BB FRAE LS.
IHRRA F R % B Transform (E AT #2H
%) . Ellipsoid Particle Emitter ( ¥ ¥ %
5 g% 1% £ W) . Particle Animator ( £
5] ) | Particle Renderer (F/FIEZ%E )
PO EB M. WMRABRIE— BT
ARG, FTEILUE 1T GameObject
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CHEXRN R, A Ja WK 7 0 Ellipsoid

Particle Emitter, Particle Animator,
Particle Renderer = M4B14,
H—MEL 4L Unity 3.5 AR J5H#E
RN FRE T, BEXB TERL
BE, MUK FEREESR F %
miger, LHEPERSMER BFE L
DR R, FENERNINsEHRELIE
WK FRGEAAERK. MAEMEFER
#HZ AR FREHITHRHAFET,
KBBSDFTHRN FR S A B 1T #E
ARLERERFEI 2R, BILKRTHE
T el — MR FREE.
N REN=_FRIZEF ZU T
FE—F77&: £ Hierarchy (RN
&) 778 o7 Creat — Particle System (£
B-NTRE%, Azl Ian=
REFRELREE T —THRFRE T, #
YEINE 1-183 Fiir.

Create Empty

Create Empty Child
3D Object
2D Object

& 1-183
FE_MIE: EXRBEEFURRED
GameObject — Particle System ( iz Xx X
RNFRE), EHFBTUEIE—
FRG, REWE 1-184 Fir.

@wperent Window Help
Create Empty Cirl+Shift+N
Create Empty Child Alt+Shift+N
3D Object

2D Object

Light

Audio

]|

Particle System <l
& 1-184
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£ = M 75 7&: H ¥ 7 Hierarchy

(BZRAE) RRZT B E G Particle

System (f/ F R %), #B{EwWE 1-185
P,

Copy
Paste

Rename

Duplicate

Delete

Select Prefab

Create Empty
3D Object

2D Object
Light

Audio

Ul

Create Other
Particle System

Camera

& 1-185

T iEE
A8

1.3.2 FLFRGERIEIZE S

HAERNEFIZEFEZR CED

Particle System (XUFFR%), &I Scene

(=B A TANEZ T —1MEH
ER 0, WNE 1-186 Fix.

Particle Effect
FI allse

Playback Speed

Playback Time
Particle Count

E 1-186
(1) Pause (EF1F): FAREERER.
(2) Stop ({F1E): FAXREIEFER
(3) Playback Speed (#&HUR E):



FRRERBORE (BOA 1 ZIEF 100%
REFER, ®EAH 2B 2ERERFR .
(4) Playback Time (&ERLETIE]): F
Kix BR8]
(5) Particle Count (F/ FHE): H
KIFBNFHE (XNERIAFRNFR
GrEERRNTEE) .

(OF:3-

(1) 4& A R A% £ 4% /£ Playback Time
(FEurm)) LR, TA L3515
P FLT £ Yo T AT 1A]

(2) E13TFFPE29M % MaT 4
Y0 35335

133 KFRFEMBEEH

Unity 3D EAN TR G B LFHE{E
ERRE, TUBYEERERAN=
BT S TR L Start Size (K FK/\)

H1), WE 1-187 .

Constant
Curve
Random Between Two Constants
Random Between Two Curve

EHS?

MELZDENFHHEEREAR, B
{7 IS

1. Constant (B =)
o YUIEEERA—IEEE, X1
BB FHinEZi.

2.Curve (BhZkizHl2E)

B & R SE R FREEAS
£, L Size Over Lifetime (F/ 4 a5 B H)
A6, ZHERTEE “FFEan BET”
5 “fNi~+R/N” BRXER, WE 1-188
P~

F£1E EuEhR

E 1-188
BEAHEERNE LEARIRA
BT ARIN—PFHES R, ERIE S
RO ENER N E. o ATER R
HERARIRE T REFTZIES RHIHER
EHI, ARENTIRNE 1-189 A7r.

& 1-189

(1) Delete Key (flfg=H=):
AR — I o

(2) Edit Key (HIEEHS): BT
AN DU A — M RO BUE R

Eﬁ#c%ﬁ E’Jﬁfﬁ%ﬁ%ﬂz NAE 1-190 B,

CE 1190
HMA, Time (K[g)) of 1% & B |8);
Value (&) & EBEHIE.

(OF:3-
B 1-190 ¥ W & & = FTF £ A4 F 2
Time=0.5 B, #i-F XA Value=1,

(3) Auto (BEIER): ARKREE
SRR (BN RIAhL% B8 s
&, BR2EBEERET .
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(4) Free Smooth (E H-EE): H
KRXEBHEBERES (BXELNH
M E=F B E, BILATXESR
DHEHAT B BES)D .

(5) Flat (3F38):.
iz (ZEX THES
RRBEZRHT .

(6) Broken (FTHT):

A 3k 218 Hh 2 5
KEKE, X

FARFTHI K52

RIEARMIRFAFTHIREL (FTH /R I
DAEH ZAWBEIRL) .

(7) Left Tangent (AT A£18): H
KBAPERBERAZODAHLZ, WHE 1-191
A7~

Delete Key
Edit Key...

Auto
Free Smo
Flat
Broken

oth

Left Ta ngent » Free

Right Tangent
Both Tangents ¥ Constant

& 1-191
(8) Free (HH): BHEHIXER,
BERHIF,
(9) Linear (£%).
R HAT
(10) Constant (T £): [FHEE
SRR BT ENR, LEHT.
(11) Right Tangent (5 A 14)
IERSE S F=wapnlzn]:iEs R
(12) Both Tangent (AT RIL): 1

(OF:3-
Right Tangent ( i8] %7 # % ) . Both

Tangent (7 7 # 2 ) 5 Left Tangent 49
TRAIZFRAAE, FHELRE,

MRS, T

066

&2 ) 25 o A S HE BT
Lifetime (*i?i PR 5 Size (KU F
XN BIER.

(O3

¥ — ANPrhl b EWMEIEEILE
Lﬂ%WTﬁ%ﬂﬂaﬁmn

MR — A2 b FIER S
P Delete (MFR) 42 B =T MR

FEMEET T HOFRRAATBIKT
VAMRIRAS B 48, AL T Lt &
WA B AR R AT — N il XTI IR

3. Random Between Two Constant
(ERNEEZ B B HLE)
ZEIMABWMEES (BMATEER
TR, BRAREREEXHIMHEZ
e EXEEYIE. fla, HELHEAN 0~ 30,
BLBRLHERBZE 0~ 30 NEREUE.

4. Random Between Two Curves
(EA i 2k 2 |8 BRFEH1E)

TR PR EEMRMHRSZEE
=H, HER=EXMFZH %8B
fEAL1E

5 #F A Size over Lifetime ( ¥/ + 4
an AR/ th A6, WE 1-192 FTiR.

& 1-192

(OF:3-
RAHKBAF S AL E X IR AR
PUAE .



134 HFRFEFHMERIAE
RS AR A

1. RFRENG BIXE

IR F R G H R | Start Color (%]
RS ) A1, £ Start Color (FJ4HEN
B) EraeR, WE 1-193 fix.

EERTEEN b
& 1-193

ErmEsRYEBEEEs, W
& 1-194 P,

E 1-194

BT 8 A 1-194 AL B Vi
RGB, HSV B HERE .

RGB R 2B B =EENEA
BHEXEERLATCHN. —EBFRE
FE4T (Red) . %k (Green). & (Blue)
—fXEE. RGBBEXEANNERE
TERE. BMRENHERS, &
Yoz, §S—MBRENRETEERS
0~255, R. G, BESAHORREE,
#Ah 255 WEBEE. RGB Z2itE gt
FEEFEBNE¥ERTAE, T H RGB
HEIT USTHIEEEMAE,

mHSVERAZRBEEX=2%K,
Rl Hue (€48) . Saturation ({EF0E) #N
Value (FRE) KEE®ER. HSVIELR

F£1E EuiEhR

5RGBERAAR EEBEHAKH, RE
FERENRMARARAME. TR
EESTXRKREAKFEAB—M. &8
MREREINR 1-13 AT

=< 1-13
‘E | & | B | &5 | =W X
R | Red | 48 || H Hue =Xz
G |Green| & | S |[Saturation |1BF1E
B | Blue | & || V Value BHE
A |Alpha | BHE| A Alpha | ZERAE
Hex Color; —+ 7~ ¥t &l 8 83 ( A

EOENBHEEAMEE, BiLEgo
Rt EsE— 1 g, 5eEGA
#FFFFFFFF, E®BEA54 #000000FF)

2. BN BT 3 B AR
) Color over Lifetime ( 4 7y /& £
M) 2HPNAMBEREsREENG, W

v | Gradient
Fandom Between Two Gradients

B 1-195
ZE—. Gradient (FEZF))
GnE 1-196 Frs, HETRFRSEH
ABEHAENAERE, AT ALE,
KT MEBHEHRER.

Gradient Editor

& 1-196

Gradient Editor (#£E 2 #|RmER)
F, AAZEARETN FHEEFZTH
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e ETH, oAELE TRAERSE
ANiZ AR ARl S AN B 42 =
BEHEEFDETJUARMD—1 o ([
RE) BHERS TR, HETLCEEZ
0 ~ 255,
B NIAET PUBIN— e 1R F
TR, BYRHFTARRKATLHE.
Location: {58 E /~HBIAMZHED =
N E, BAZEED NN 0% ~ 100%.
28 —Fh: Random Between Two Gradients
(W6 E 2 B BB LE)

& 1-197 Fi~.

B 1-197
AER=mW AR B R
YU, REARREDAESERERRE.
1.3.5 RFRFERIHEMERSD

— M FRGHZ MRRESH,
INE 1-198 Fra~.

& 1-198

01 Transform (E AT REH):
— MR TFRASEENED. . Gl
BRI H T

068

(OF:5-

F& Unity 5.3.0 Z 58 AP, 4T
52 O 2 7 vA & B Transform () F
Scale (473%) RE W FH T . 4, £
T F G 0 B 45 3 3R B AR T BE AR T VA
HAEwW Scale (ZE7x) Bz dmRE &
1 B AEAT 461 i A o A2 52 TR 45 354 1 B
&S KT AT 89 Scaling Mode (43
MAER) SHORER 24,

02] Particle System (¥/F R G415
WARER) . WSRO B BARER, o MiER
HERZH, ZRREX TR FHENE
NIFEE A, BHRAR. RFFRE. K
INEEREES

03] Emission (&ZEHRER): 2 HIF
FHIREIEER (Rate), TPURBR F#
REFENERNNRNE, WoJlEE
EETRHENELKTERENF (A
RINRIEIRE) .

04 Shape (FEIRIRIR): TEXFIF
ZEBmANR, TRMAOGIRERE A%
BN E BRI 71, FHIRFIN FRR
HALE ALK F(E.

05/ Velocity over Lifetime (4£a5/F
HRE): ffvraEamBASRREg—
NFRRE, TAEEE/HESSI—
06 Limit Velocity over Lifetime (4=
ap FFAR®E) . B HIR FEEw BN
R PR & A R OR RO, o AR 3B
oMM R. AN FHREBILEEDN
fREME, NHFREZHEINERNZRE
(=1

07)) Inherit Velocity (3R & 487K ).
K FIRAOR R E DL,




08/ Force over Lifetime (4 @p &) BF
TERANERR) . BHNFaEEwEAHRND
X B

09] Color over Lifetime (4 @p & &R
AEER): BHEIF AL BHARER
B

10 Color by Speed (B8 RIIEEIZ
IR . AR E R ER
EEBNRETHmMEN.

11]] Size over Lifetime (4 ap EHAfY
TAR/NMER) . BHEG—FNFEHEAw
FIFAARRI R/ NE .

12]] Size by Speed (#/F K/NEYIR
FRED . ARR AR FRIR/DME
EESNRETHmMEN.

13| Rotation over Lifetime (4 ap &
FEEIRR) . BHIgRN FAEEw AR
N eEREZ.

14]] Rotation by Speed (FEi%iREIR
HIRRER) . ARR O R T Ve R
EiR1EE SR ENTHMENL.

15 External Forces (SNER1E R 111%
B 2ERBEBNSs| I,

16] Collision (RIIFIRR): T A
BN FEENER, FTESSNIA
R

17] Sub Emitters (F & 5 rt=iR ) :
RENFEEE, BT, MEE=THZ
&R — IR TR A

18]] Texture Sheet Animation ( £ I
EREER): DN FAEEA G EHR
UV BAR =& T, 4R F B UV 5]
B, o AR, 18
FRE) & —mle [E) B o] DU SR X
DANT, B—HTER—TIRINFIE,
FTEIRNGE FEMEANSEER

F£1E EuiEhR

Renderer 1238 Y Material (Z#1) B
I:Fljzbr‘—l

19] Renderer (FiF/EFax1RIR):
ZIERE R TR FRGIERERNEE.
20 Material (#4 @2 ): # &
B BT RGAE B RIKE
£, Unity AR E TRZABMEDN
Shader (F8®gy) ME, o IR E
WOk TR, 22 /5HY Shader (B

g MEAR TP H B — L4550 kR
MR,
1.3.6 FIFRHZEZMSEIFEMIRAA

KD RBHBR T RE SIS HNF
e EA .

1.3.6.1 Particle System (%L F & %
IR L HRIR)
Particle System (¥ f &R Z ¥R IR

B E 1-199 Fiox.

ARV,
Sy ER K STV (RALAFD)

01 Duration (FFZ2HS[E)):

02 Looping (FE¥N): ¥ F{EHIEIL.
03] Prewarm (Fi#y): FREFH/E,
*i?%%ﬁ‘é“ﬁﬁﬁﬁ A EER
S (NBETRNFEH~ARNERE) .

04] Start Delay (FJI5ZEIR): &5
KNFa], FFNERNE (BAAF,
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Bl EHR 1, BIRTNTFRSZITER 17

JaHEERD .

(OF:3-

4o R B T Prewarm (FR#) # R
A2 Bl B A B Start Delay (3E3iR) #2307

05 Start Lifetime (]384 apH1<):
R FNFERE, 2.
06/ Start Speed (#JIRIRE ) :
RSB HIYIRRE

07 Start Size (FIaKR/N): F+FXK
EENENEIEEp A

08] 3D Start Rotation (3D 4 %R jiE
%) BOAA “BUBEEERES”, THS
#4 Start Rotation (¥iaieEBE), 1B
I 2R TR 18 B R & 5T B 46 e 5
fAE, A 1-200 A7,

Vi

| & 1-200
0 8 ) & 7 3D Start Rotation (3D
MAREERR) I, FERSHI X, Y. Z

=/NE, o SRR FRAREHE
173D e HEWRE, WHE 1-201 fx.

v
0 f 0 Z D v

B 1-201

09] Randomize Rotation Direction
(BEYlieZR A E): ZBHE|SH—L
NFRAERE (HERETOMNIZ
8], HEBERAZSHEZHPE. “0”7
RTNEIMNTRERBDAZE, “17 &K
FrBR TR ElEd, “0.5”7 J/rx—F
HEMN TR EER), WE 1-202

Fr7m

Randomize Rotation Direction 0.5

& 1-202

070

(O3
% 5~ 34t T T Rotation over Lifetime
(A B Mmss) A3, PTAAERELR
¥3 F % 4. &9 Rotation over Lifetime ( A
@ Bl H i t), AR EAF Randomize
Rotation Direction (K8 #U#¢ %577 &) ) A
7 AeA B T Roe s s e 2R .

10 Start Color (¥JIRENE): Fi T
EEERHEE.

U Gravity Modifier ( & /1 & X
: NFaEFeHERINENEm.
U Simulation Space (AR Z[8)):
AN Local (JHEBLPRFR) = World (tH
STAERAR) o

13]] Scaling Mode ( g B 4% =X ) -
Scaling Mode (FgAHR=) A Unity 5.3.0
FERTANANBIINEE, Bz T o) AR Ry
FRSHITEFRNEREEH, 0E 1-203
Firiro

Local

Hierarchy

v Local
Shape

& 1-203

RHEITI T

(1) Hierarchy (EHRER):
HFRARE R, BNt mEFRAAT
BRTFRERZ. (FELZ—HBHEIN
Hierarchy. )

7 Hierarchy (FRIE) T:

O BN FRGEHITHBIZRE
B, “ & B s RFIN KN [E 481
YR BIRFF A

Q@ HHFIFZBZITHNFRE, ©
FT BT A S/ Scaling Mode( FgHAR R,)
% B 4 Hierarchy (EHRER), HBRGT




FARE AN E Rt E A ZBER A AT
BRTFRE, FGRHFRFTFAE,

(2) Local (FHEFLIRERD: 2 X
RN E—NFREERN AmEA
E2R -

£ Local (BERLAR) FEHARZ T

O BN FRGHITRIRE
B, “ ZEeRIRANKR F K/ N7 [ 2048
R BHRIFAZE o

Q HIFIPREEZINTRS, 4
EARE AN H A= H At ER .

(3) Shape (IRIEA ST ewFAARGEHD) :
AR F R G R Shape ( & B &8 24K
A L

£ Shape (&R FaRA==T:

O NENMNFREHITHRBEZRIE
i, EXAaEME “A5=sR”, BE)
AT RIMREBAE

Q HHEFIPREBEZINTERES, B
FrBfF A G 1 Scaling Mode( F5 AR =)
X B A Shape (ARIBER G =RFARGEHD »
BRFIREINNEREEEWER
ERR B AT B KL F R Gt B9 Shape (& 59 &%
AR o

WNE 1204 IR ARNTFREX TR
R~

= Hierarchy

Main Camel
Directional Light
Fire

Light
Bomb

E 1-204
14| Play On Awake (MREERHEHD :
MRBAIZI, AETRESTRNTFRS
ERN < B 3
15 Max Particles (S K¥FHD:

F£1E EuiEhR

N RAXFTHERARNFHE. o T
EEBRANNFRAKNENRS . BIE
RN FRERK, FNFHEDA
2813 ATR E /Y Max Particles (5 K £
FHO .

1.3.6.2 Emission (fiF&Z5Iz[IXE)
Emission (f/ F X B s X&) HIR
WE 1-205 Frr.

B 1-205

(OF:3-
[ 1-205 P -F AR R FHER A
2 T LA AT AL A 10 NETF

1.Rate (FIF&EEEK)

(1) Time R8BS SRR (8] & 5 (£
) .

(2) Distance 7813 B BB X
5 (BALEXK) .

XA E 1-206 AT A6, & 5TF
% Time VJ#84 Distance, FA/53E Rate 1%
B 10, WINFREEZEE 1 KXZ5 10
MRF, MR F RS ABNNAS
Z SR

v Emission

(OF:3-

(1) #] 8 Distance (ARIEFE F & 5F)
AL I — AT R0 R, Blde, AM
B DGR BB L FRE,

(2) 4% Distance (FRABEIE B L) 1,
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H &M KT & 4289 Simulation space (%
8] bk A World (R A 47) BEX,

2. Bursts (1#%)

B ZIE I o IR FIRN FREERE
N CBERER” BRERKEN T (K
B BN AF), WE 1-207 A,

& 1-207

BITEEH “INsS” (& 1-207 FHL4E
B EIN— M FEANE R, BHR

=" RBE—TEER.

Min: FENFH/NKNE.

Max: AN FERANE.

Fla0, 4 Min A 5. Max A 20 B,
FEERFEAD 5 ~ 20 (BRBHLE) .

24 Min 4 30, Max & 30 B, W=
ERFEAREE 30,

UE 1-208 A4, RAZEIRN LR

HEF OF (FIERY(E) 4 30 PRT,
B 1 BB A 30 RT

& 1-208

1.3.6.3 Shape (&&= IRNEE)
Shape ( Z S e KX E) ERW
& 1-209 7.

& 1-209

01 Sphere (BkFEA5I8%): HXKE
Bk &5

072

02] Radius (ZEf=r¥12): HRKX
BExRHSHFR.

03] Emit from Shell (MINT &G ):
N MIRES. WRZBRLDL, KT
RG22 N B Z 5T -

04 Random Direction (fB#1% 57

@): FARRERYIASAE.
7t Shape (FIZAK) 4 Hemisphere (3
KL & 598) , WA 1-210 For.

& 1-210
01] Hemisphere (FIKFL&5T=):
AR B F B &5 5% .
02)) Radius (ZFIHRFREE): A
KRB RS F R
03 Emit from Shell (¥, FMINFX
B): RFMINTERST. WMRER U,
R AR ME G Br BB AT -
04 Random Direction (FEHl &5

@): HREEBILEAS 6.
7% #% Shape (FEAR) A Cone ([E%E
E&EEs), WE 1-211 s

B 1-211
01] Cone (RIFEARLE#R): FEK
WERERLS .
02 Angle (RIAABE): AXE

BRBEABE.
03] Radius (Z5H=x¥12): HXKE
B R He ¥
04] Length (REIFKE): AKX
BRXHEKE.




oF
T 2k B JF Emit from (X512 E)
# Volume (&R A N3 L H) K% Emit
from (R4 E ) A Volume shell (4R#7
ShEE ) AT EEHEREE.

05/ Emit from (Z5{E) .

(1) Emit from Base: & 588 KSR

(2) Emit from Base shell: A& 5188
JRERINT Z ST -

(3) Emit from Volume: HA&Sz8HY
EIRABBZES

(4) Emit from Volume shell: &5t
2= AR INE & B .
06| Ramdom Direction ( f #/] & 5
FE): RAREEBYLAS 6.

e Shape (FEIAK) A Box (FER

51ER) . 1A 1-212 AR

bhape

& 1-212
01] Box (FEM): AEMKELZSES.

| E—

02 Box X/Y/Z: WEAEE="17
| .
03] Random Direction (FEA A5
m): FARREBYLAS .

17 Shape (FEAK) & Mesh (f3%) ,
WE 1-213 Fixe

& 1-213
01] Mesh (MR Z S : BT H

E X MR R 5 o

£1E E®iFEhR

(1) Vertex (TRRA5): AZREEN
RAET .

(2) Edge (W% % 5): AHERE D

(3) Triangle (=B E A H): HIE
A= BAELS .

(OFE2-
LB B2 H T Mesh (MAEIREZ 5 Bk

Ja, KT ARG IR T e wy AR R &
;%r.ﬁéj Eji ;i:.ﬂ

B EREENERS (AEaTKA
B) EKIEFE Mesh (WNIEE) Lk, W
& 1-214 7.

T
Sphere

& 1-214

02 Single Material (EJRA7FEK)
B B— IR Bk
03] Use Mesh Color ({5 5 fd1&4K 2
B): JLUREFERMNBEEE.,
04 Normal Offset (VA% w#%): H
KB E%m .
05] Random Direction (BB# %517
5): FARIZBRBYLAS 6.

7 € Mesh (4% ) 4 None (Mesh
Renderer), 7 ([ #% /8 F =x), W
& 1-215 Fimr.

B 1-215
FERXNERES, FESFLUE
B8 SA— T WER. BREEAG
F14-F Mesh Render ( WARAIE L B14),
NERBEMREEZAGENSEFSH
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. ExJ57t Hierarchy (ERME) Hik
Bz A H#E B F) Mesh (AR IR ITF=
RN,

(OF:3-
B J Mesh Renderer ( A&78 ) &

S EEIE, KT R T e i P AR Y

01] Single Material (E2JRAAFEK)
BR— B E M Bk
02] Use Mesh Color ({ F &4 20
B): PR EE MR EIE.
03] Normal Offset GEZm#%): H
KixBEE R
04 Random Direction (4% 5817
5): FAREEBEMBYLAZS 6.

%3 Mesh (f4%) -5 None (Skinned
Mesh Renderer) , & (RENI&EHER) ,
GNE 1-216 AT7x.

B 1-216
Skinned Mesh Renderer ( 5 K7 [0 #&
ERER): B HIZIRI o AL A —
A BB R ER R R T
BIERA: BRI\ Hierarchy

(BERED, REEEEHRIE, =

R X HEFNMBARER B TFRS
Shape — Skinned Mesh Renderer — Mesh

(FIEAR =K B KB e s — PA5{K) , Bl
& 1-216 41 FEE -
(OF:F-

Skinned Mesh Renderer ( & & M 4%

074

15 4 33 ) 5 Unity 5.3.0 JR A #7382 a9 2 48,
BT AT A RIS A TR D
AERA LA A RFT .

01 Single Material (E2IHRAYAA FEK):
B R— TR K,
02]) Use Mesh Color (&£ F W4&{KEn
&): TNRBEEHAMNEEIRE.
03] Normal Offset GEZR#%):
k1% B =% R
04) Random Direction (FE#H1&Z 57
@): FAREEBYIEZSAE.

YL FE Shape (FIZAK) A Circle ([E3R
Fo&giar), WE 1-217 B,

& 1-217
01 Circle ([&IA):

[RIFATE & 59 2% .
: IR E B3

| —

02)) Radius ([EIAF1E)

03] Arc (RZEAEEIR): HIESE
EH 0~ 360, XEENORNASRE—
XEH%, REBEHN360HAHHEE—
STEMNEIRR.
04 Edit from Edge (B IMNLL
5): o IIREHBNIMNIZE.
05 Random Direction (fE#l %577
[@): TR BERBYLAHIE.

176 £% Shape (FZAK) 4 Edge ( E%k
&EfeR) , O 1-218 Fr.

& 1-218

FHXIXEBE B %

01 Edge (H%):
02] Radius (HZKE):

RRBE




B&KE.

03] Random Direction (FEA &5

@) FXREERBYIAZSAE.
RFRGBZXRNFHMRERSH

BRXER, WA 1-219 fir.

Sphere

Hemisphere

& 1-219

1.3.6.4 Velocity over Lifetime (%
FERRIEE)
Velocity over Lifetime (4 #p [& &R
®E) EARINAE 1-220 Frx.

1-220

01 X/Y/Z =/ e iR E Byl
o LU B E BE S th Z& [ BB EKIZ
R F BB,
02| Space (fREH =/8)): Local (5
ERAFR) / World (HH5RAHR) .

(1) Local (FEF#EFR): IRIEBF
& ) 2 0R IR AL o

(2) World (542 47): RIEFHET
A FRFZIRE N DT

1.3.6.5 Limit Velocity over Lifetime
(A B HAPRIE)
Limit Velocity over Lifetime (4 7p [&
HAPRER) EARINE 1-221F7,

F£1E EuiEhR

B 1-221

ZEFI OB E B TARME S, MR
B ELEHE, AWHEEREK,
O IRE T HIE T EERKEXREE.

01] Separate Axis (/> B H): FF
BRI MUSFNEE X. Y. Z =/ EHEp
1B
02 Speed (RE): W FREZE
[REINEE, BEABEEHL%.

a0, 2448 Speed GRE) ®EA 1,
Dampen (fHEE) ®EH 0.1 B, F~
YN FRERERT 1 R=ZEIEI8 018
2, N RERSZEHBEIE &ER
ERB=%AH 1.
03| Dampen (fHEE): HWEERE
SEEA 0~ 1. BN FREBIRERN
Speed (R E) HEH, REBESXE
&, FHEESK, RERIESHER, 1
%A 2 .

1.3.6.6 Inherit Velocity (4&iEE)
Inherit Velocity (Z%7FKRE) HAR
& 1-222 Ff7s

& 1-222

Inherit Velocity Mode ( ¥ 7&K 3R & &
L) BWA, DA,

(1) Intial (#FJIR1E)

(2) Current (ZEM1E) .

ZEE RN F YA K 5 2815 BR
EHNEE. BN 1K, BRTFHREX
B R Y 100% X E; BN 2 B, 4K
200% RE, DALSEHE,
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(OF:3-

T A ¥ -F A 449 Simulation Space
(LA 7)) 152 A World (#5724 47)
Yk K ik BB X B A Initial (Am461E) 5F
X # Initial (A74618) HAEHA 1. KRG E
Scene (FRAEALE) P Hriz £ Fha-F A4
%%, T VAR B AT B R A E R W

AR T o

1.3.6.7 Force over Lifetime (44
BB 2 J13789%20N)
Force over Lifetime (fE4 a5 B E A
2| N1mMsnm) mARaAE 1-223 s

B 1-223

01 X/Y/Z: =1 HEZE NHE
0w, of DUE R EE %8 gIFEL
EIRFIR T RIEE.
02] Space (#EE =8]): Local (/3
ZRALFR) / World (H5RAFR) .

(1) Local (FER&4R): 1RIEBE S
% [2) % N IHR T .

(2) World (578 %5): RIFHEHST
MIRZ ST,
03] Randomize ( EXFEHLE): F
5 5 A Random Between Two Constants
(FEMLFE £ =& Random Between Two
Curves (FHIZZ[B]FEAL) 4 of DUE B

IR

1.3.6.8 Color over Lifetime (X é5
HAARFE e T {LizH])
Color over Lifetime (475 B H A
NFHENTHRH) miRkaE 1-224
P

076

A 1-224
EHE T ERF SRR
SEEEN. MRFENTHNFENE
HTEMNT, SEMNRBENLFER. I
XAEES. WeEil. L EeN
EAR TR —T YL E .

(OF:3-

BT MATEEMmREX, 4o
Particles/Additive (¥ F / M #m ),
TERBETAZER, WEFRMREHE
BH &, .

1.3.6.9 Color by Speed (#I F 2l &
RIBEERETL)
Color by Speed (KuF FERHEH R
EZA) BEARNE 1-225 Fis.

& 1-225

01)) Color (Ei8). HTEFHEHR
EEHENXR, FRHHITIZHE.
02)) Speed Range (RESEHE): F*
ERESCENR/NMEFRKE, ZCE
RATFRREEFRFEIEHE L.

1.3.6.10 Size over Lifetime (%45 /&
HA A AL F K/ (L3 H))
Size over Lifetime (4 ap EERAR T
RAANRIZ RS EARINE 1-226 Fizx.

[ 1-226
Size (KiFK/N): #Z2HITF N TFE
HEREER A/, UK BEZE KN,
FERMEBEANIENL, HEFEARE
2% 8 ERBAL AN



1.3.6.11 Size by Speed (%I F K /)»
RIFPHIREZELTL)
Size by Speed (¥ F K/NEHEH R

ET{r) ERWOE 1-227 Fir.

& 1-227

01] Size (¥rFK/N): FHTFEHL
R FRESHFAR/NNER, TJUB
W%k, REANEREE NRARARN.
02] Speed Range (GRESLE): F}
ERESCENR/MEMEKRE, ZeRE
AT REREEHRRFEI RN L.

1.3.6.12 Rotation over Lifetime (&%
AR FREENT
=)
Rotation over Lifetime (4 7y EHI X
N ieEN TR @ik E 1-228
P

& 1-228

01] Separate Axes (7 EH): /B
SEEET AR X Y Z =4
02 Angular Velocity (¥ F £ £ i€
®): BHES N EEFEHERNERE
HRE. XKBBEERERE, H%RLE
e i fl, BUfE M Sk h 2k 18 ERE AL e &
R

1.3.6.13 Rotation by Speed (¥iIFJiE
HIRIEHIEE L)
Rotation by Speed (¥ FieiZiRIEHE
RET) BEIRWE 1-229 Fir.

F£1E EuiEhR

01] Separate Axes (/P EH): B
S BHET ARSI XY Z =M.
02) Angular Velocity ( 1R &)
BFEHRS N FRESRERERX
A, JMF B ENEME KA TIEHE
= E

03] Speed Range (RESEHE): 5
ERESDEN&E/NMEMNEKRE, ZEE
BHRREEFRS e RE L.
1.3.6.14 External Forces (5MERS13%)

External Forces (9MNER7147) EARWD
& 1-230 B

& 1-230
Multiplier (‘£ : i F=INEB 77

B (RIF) FEERNGER LB (R
R 7118 &FRRGZAED

1.3.6.15 Collision (fliE#ELR)

BT [ Collision (RFIFEIREL) X 3F
SRR EA A E. FEAaEX a8
HatERNmE T8N JRUREF
RFAEEANFRRUENR, FHF
[ Al B 08 K7 X K B SURZ K

Mt R EX Bt a s RE, 18
tb S mAaldE, HRAER M REHAFERE K.
PR ZOE RSB, DR B TFRIMERE.
AREELEREVERBHBRLT, i
¥ Collision Quality (WIIERE) HE A
Low () 3¢ Medium (H1),

Planes/World (3 /1 57): V]
RyERAY,

Planes (- H ) #5~F B A, World (tH
5%) IRiSRAaiE.

AT A ENERER THSERE,
N[ 1-231 iR
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& 1-231
01] Planes(“FH X wEMEYH.

o] PUB T 8 FiE T 5 0 E S E AR % B

— M EENR, SEZFNTUERBEE
X R #5 8 | Planes (¥ H) J5HY None
(Transform) BJ “ & (& L))" {u
BEAb,
02 Visualization (oJ ¥4 ): AT
ReatiEFm e, B4 Grid (KA8)
3 Solid (SE4A) , #5BNFHIAREE Y- E 8

NEBES5H6,

(1) Grid (M4 : BRHIEFLE S L
A WA 2 7

(2) Solid (3EAX): ¥ AL#EFMEIE
Fe o TRARE B IR,

(3) Scale Plane (ZgA-FME): AE
o A E K]
03] Visualize Bounds (oJfi{ti857):
AEaT UE R~ N FREERINT
F12.
04 Dampen (fHE): HEBEHE
SeEA 0~ 1, TUERANFSFE
WENEEIDNAKN. HEEBE®RK,
NAAUEFRE®Z. H1%E Dampen
(fBFE) A1H, N FS5FEAERS
05] Bounce (3#71): KF5¥FHE
MEBRNOKREEME. ®REN1H, KNF
WIEERERNRFE. " E Bounce (3£7])
INF 1R FAERIERRE RS A

078

= . W E Bounce (387]) KT 1H,
KA IE Jo R B R = R EUE

06/ Lifetime Loss (A fp3RE): £
BRETTEAN 0~ 1, /RN FERAE
f5 Start Lifetime (¥ F#]i35F ) HIRE
L. 2438 Lifetime Loss (A a53=E)
WEHNE, N FAENEREEHZEET.
07)) MinKill Speed (Fr/NRICRE):
LR RENER, TERERTRE

HUENR T EBS R .

08 Radius Scale (F =451 : W
BES MU THIRIEF 2.

09] Send Collision Messages ( & 1%
WHERFR): ARGEAENEEE M

TE AT A MR (GameObjects)
AN ParticleSystems ( ¥/ F+ &R &) L &
OnParticleCollision (¥ FZRAHE) [E17.

(O3

g R A A -Fm s X R, BETFRA
5 ey k& R et AT At (ZRIAR
STHETARESEAIKRGEZ ES QA
iﬁl;}i) o

NN AR ERER THSHRE,
& 1-232 Ao

& 1-232

01)) Collision Mode (A #ER I ) :
o] DL 2D 33 3D ’ifE.
02]] Visualize Bounds (TJf{{i5%):




AEE TS ~E R FREEER N T
FRIIR.
03] Dampen (fH/E): FHEXREE
EAH0~1, JMUERANFEFEA
ERERIBNK/N. HEE#EKX, T
R fEEREIE. 2% E Dampen ([H
E) A1, N FEFEMERREE
04) Bounce (#/1): FuF5F @A
WENNEEREME. WEN1E, NF
A FEfFREAHIFE. " E Bounce (3877)
INF 1 RN FERERREERSR G
=. B Bounce (§#71) KT 10,
R TR 12 R AR = A RS 0.
05] Lifetime Loss (AR ): %
BERETTEN 0~ 1, RN FERAE
f& Start Lifetime (¥ F#9EFa5) AR
FAEEE . 4HE Lifetime Loss (A AFER)
BN, N FANEREEELRT.
06/ MinKill Speed (F/NRILERE):
ANFREMER, IARERTEE
BN FE=H AR,
07)] Collides With (RIENR): H
THEEMNERNIFILS. EIA Everything
(TEYIE) RN FRESHBNRE
A RIS
08/ Enable Dynamic Colliders (7S
®E): BRISRIE.
09) Interior Collisions ([AEZRATIFE):
J2 A BRI FE
10/ Max Collision Shapes ( Bz KX Al
EINE) : BERKRIEIMNE.
11]] Collision Quality (RIIERE):
HAMEEX THREREEF. RE
S, BREES, MmN,
(1) High (§R£): FiENFESE

F£1E EuiEhR

— il &F ¥ 17 Particle Raycast Budget ( ¥y
THRE) &, T2 XECPURER
N, REEFER 1000 MpEEESHED
IR R

(2) Medium (FERE): EEMT,
W —ER 3 FLF1# 172 /5 Particle Raycast
Budget ($# F#5) T8, T RUIER
FREH, EFELSEMPR A ZER L
KRN FREERNERSREFTRRHF
EHRIBRAIEY. TR: XEXWERET
DRI E, SRR—ENF, FrleHE
FSEAD .

(3) Low (fREi2): WFRGEX
Ml 2 47 — X Particle Raycast Budget ( 7
FES) 1TE, HtEMESHFERE

(Medium) 1H[E,
12| Send Collision Messages ( & i%
WMEER): AEEEREMNIEER M
T w2 X & (GameObjects)
AN ParticleSystems ( i F R 4) L H
OnParticleCollision (¥/FZAA#E) [0]F.

1.3.6.16 Sub Emitters (F&5T281%R)
Sub Emitters (& Sfs812ER) MR
WA 1-233 Firso

1-233
FEIX/MESR R, o] PUE X HF Birth
(Y4 ) /Collision (AF#E) /Death (FLT-)

— TV T R S
(ST A SP R

By A
01] Birth (=4 ):
RAEME— T HRTRE.

Bid £ o7 Birth (%) FHMNS
(& 1233 EME) TABIE—NF
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tEE, ZNFERAH=ZH—
/> Sub Emitter ( FA&5f=%), o AL
RFIEENR, ~EINE 1-234 AT7R.

B 1-234

02] Collision (RE#E): &AL
BRAERA —TNTFRS.

J& ¥ F R G/ Collision (Af#E)
B, BN FRUER~EFLZIH
HRITR S

Blan, JFEBE— IR TFRE, B
F Collision (&#E) HHE, wEN TS
NV ERNE, AJGxE Lifetime Loss A 1

(RTANFREMERFZEET), W@
& 1-235 A7~.

& 1-235
NTE5FEmEAERE, WERNKT
ETS, MERWE 1-236 A

080

¥~ 3k /2 A Sub Emitter (& 5388 )
I, BITBEEHE “NsS” gIE—1PT%

B88, A 1-237 Firse

& 1-237
P2 G, &ZHIFT Sub Emitter (F
XEHer) PR Far, JWENE 1-238
Fr7Re

&l 1-238
F BIX N Ihee o] DURIN AL IE R IR M

(OF:3-

¥o F mb 388 H R KA A0, BT

Ak K WAL, B A R R
B (RELRBHTE) B F
RIHET R .

03] Death (ZbT-): MR FIBET
RERRBE—TRT RS

BT IX N IhEE o IASE MR Z BB
MR, BlNEATERBIER RS .

HEUE— RN TFRS, 73 Sub
Emitter (FA& 585 ) 1258, B Birth (24)
A1 Death (FET0) RIS CIZMPF A58,
WA 1-239 Frx.

EHF R Hir/a, JERNE 1-240
From.




B ENRPRER T AFE—
NS ERR, FANTFRESLI
EZEFERR.
1.3.6.17 Texture Sheet Animation (%

IR B B fR IR

Texture Sheet Animation ( & I2 &) B

W) ERINE 1-241 fis.

E 1-241
Texture Sheet Animation ( 4 IE &) B
B RESENFEmABERNBE )
B UV RERM T SLELE B F 5 R
o UEERMRNSIB VA B EEXE—2
RITE, BT MAHMEENSE SR
Zihzk 2 (B IBBALNN .

01] Tiles (FF589370): EXEEE X,
Y AR E

02 Animation (Z1E): ¥57E 5 B
Z£ AU 74 Whole Sheet ( 2 =Z) T Single
Row (E17),

(1) Whole Sheet (¥ Z): FFrHE

F£1E EmiFEhR

HEEI R TaE.
(2) Single Row (B47): B—17T4
EEARTF UV IE.

(3) Random Row (fBHLI7T): TR
TR, ERTTREYL, WRBUBES,
WO S EITIEEL (F—478 00,

03] Frame over Time (HJ[8)0) :
NRFFERE, NFEmSFEIImE
XAR. FHEE. IEBEHEAIE[EHAR
o H 2 F5 E R AL -

04 Cycles (1BIARXED: B 1K T
7t 4 ap B 5B A 1B SRR U B Mo B R 28

(BANA 1, IsEAEmBEAHRABAREL
—Ro )

HAHFEH, REISURE=FH
£ Texture Sheet Animation (£ IE ) H 12
) Ihee. 1ZIhee NMERED TIHEREE,
FEE XS TERER. B/ NGB 1EXEE.
RASKINR DB EREEZIER.

B H— &5 Y S E R G
& 1-242 7w,

| N R A N A S A
........

8ud Bud Ay Ay

& 1-242
BT RERET IE B RER T #E55
EERME, R 1-243 Fw.

4.4)

(3.3)

(2.2)

va

L—X=5—
& 1-243
RIEERFSOEHEAR I E . B2 Tiles
CEEaA ) P XY S NE{ERNT . 140,
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HEf 8 5X2, NIFEEE Tiles (F5ED 1)
TR X A5, YA 2.

1.3.6.18 Renderer (FfIFiEiEiR)
Renderer (F7F 82428 ) MH kY
& 1-244 F7~.

& 1-244

*i?f %*EQQAEE
HUERED, BASmAFRIZEE.

AEESI Vi

01] Render Mode (KU F/EFAET)
BATJLFEE,

(1) Billboard (75 &4
T IS A B BB,

(FBR¥F) H[E.

(2) Stretched Billboard ( $7 {8 75
L Mx): o PLiE 1T Camera Scale (1%
#1458 780 ) . Speed Scale ( 3 & 48 1)
Length Scale (KE 4R = EIKE
K SRR AR

(D Camera Scale (RERVLERD: F
BULRE R FHNNREE, BRI

BEnREASR, NFREREESEA.
(OF:3-

i% & Camera Scale (& 1% L %5 7%)
¥ 185, 7& Scene (F=AHE) Pt
BRI, FHTVLE Game (ERALE)
PEHEIETHEPRET (BB P
BT HBEREEZT) .

) R
5 Maya F B9 Sprite

082

(2 Speed Scale (REZEA): BT
R TFIRE RN KE.

3 Length Scale (K E A :
R E TR E -

(3) Horizontal Billboard (/K754
) IR F SKFEEITT

(4) Vertical Billboard (ZEH#H&E4R):
R FEARBRERYVINER, RGN FS
Y HXIF o

(5) Mesh (RJ4&4K): TIUBE EX
— PR EER, AN FRELZS .
FRGEXFNRBEEFEZENFRS
RIBXSEFT W (FIMFBEREH. K/
R ZIZHIFE) -

(OF3-

F& Unity 5.3.0 Z 58 m AP, 41
Z GBS AL AR T VA 2 F| Texture Sheet
Animation (¥ 533 ) 9% T, X
REA P TABE AT ik, HEEI
AR A 3 8 .

B

02) Normal Direction (%7715 ):
WEEBEHN 0~ 1, BEELZSEBIATK
AERREARPONAE.
03]] Material (47 /BiBk):
Fi B4 B EK

04 Sort Mode (HEFEREZ): #id
BB, RATENRBRTERRERN T
NEHER. JIANEBRARIBEBERTE
WLty + B RELE, SURTEE £
RELESN F B RELE.

05/ Sorting Fudge (HFFEFIE): {#
RizmsmedlnE, BNIERTE
LR, (MREIMNFRGER—
VE, BRINENNFZE~ELER.
fFlan, wESHREERN—(VE, #HE

= BT




# Sorting Fudge & 100, %! JE A Sorting
Fudge 4 0, NIZRE=E/REME EF. )
UJ Cast Shadows (#EHFFAS): *u
ERERR.
Uﬂ Receive Shadows (X FHF)
N REEXRR.
08/ Min Particle Size (&/NFUF K
1N BN AN TR E A NERIME,
09]] Max Particle Size (HxAKF K
N PN FRENTFIE X NEAE
(—RREBWREH 1~ 2,
BlamelZ2— 1M HNFESE BED
Start Speed (FJIRRE) HEHN 0, BUE
Shape (&ZHI&2IK) , X E Max Particles
(RANTHE) A1, HREEH Max
Particle Size (TR AR FA/N) ®HENHN 0.5,
INBTE Scene (A =AED) FIRBNFR
PR E B E R T, *E%“i&kﬂld 7
EWRREN, NFEFHTR, BE
RIALFRA D R B H B ZHa] E%f’Eﬂ%
N—F R NERBERABET K.
MEEILNFEERE B NS
LAk, FEEIZ Max Particle Size (B X
KFKRK/N) BREBEK, ®BEAH1EHN
RN FERANT S — 150 8K/N
REA2IEHNEMEE DA/, DU EHE.
10]] Sorting Layer (HF/¥/Z %L HE):
—fRHL T = 7E Default (2N B, Tl
M B85 Add Sorting Layer GRINEFTRIAEF
B AI— 1 #HHEF ER.
11)] Order in Layer (iIFE%H): &
BIRNFER.
12]| Billboard Alignment (71 &R
FAI): JLIxEA View (FLEIXSFF)
World (57 FRXSF5) . Local ([F3R2%
PRI T o

F1E EuiHEhR

(OF:3-

Billboard Alignment (7 &4 % 5+ 7
X)) 2 & Unity 5.3.004 K Z )5 # m A
a9 2 Ak

137 Pivot (¥H): o D& A& Xk
FHE XN Y Z = F0 e A RZEE.

(OF3-

¥oF 09 Bk A8 E AT 6 OB P
SAL F, T AR IS Pivot (Bh) R A5
BT 0 5 SR, AL Y
"o ¥ Ak 55 5 45 BT A AR

14]] Reflection Probes ( Jz 53 #R M=
) : BIANAXFAIRES Off, TR EE
X 4 Blend Probes (& & % M) . Blend
Probes And Skybox (B XZEEHNES
M) . Simple (FE£IHERL),
& 1-245 Fi7re

wirerrame

Resimulate

B 1-245
15] Resimulate (SLRIVEZ): ¥
TSHAZR, =PRI FRRILE]
B (EWTH) .
16 Wireframe (FF/ERFRIAEET):
FREEIE, BERAFEE AR NE,
FENENFHRESHFHESLZKRN,

1.3.7 ZHF R G RTHE BUIE
R B TR B 5

SRR EZ N TRARN, B
A REBRI TR BN T RGVE?

R fE BT ER B BB T,
BRUNRFATBIREBITHEXSE
IFERT, FEBRMRIERE. AT
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ITIHER AN, BB E(FEENERIER
EE?

L4538 Effect Fire 441, 1Z453
2B Z IR TF RS,

BARBEMN FREHERE —
TRGHNTE (EARFXRER), Rgik
EERRXRT, 2B NESR, BIEW
& 1-246 Fi7r,

= Hiera 1y

Main Camera
Directional Light
Effect_Fire
moke
Ight
fire

& 1-246
MELZD XX BT RREERE

HREIT -

BT A FREE F 28 (Scene 5=
MEETH) o UESR FHRE
REZHEE, R 1-247 Fis.

Particle Effect

(OF:3-

1% A A% £ 4% f Playback Time (=
ARTE]) LR TUALE—ISEET 24
849 B3 B 14]

LU iR B BRI E RS

KR mib 453 T it & W A E
AR R, e R F T3 I A HF ROEAR
e— 2L F EayimAs, X BF-ZdwiT 4k 32
v, ?

084

&)~ U5 Effect Fire 44, 1Z4%F
A M REAR .

BEWME—TNFRE, AN
Effect Fire Offset, 4% HJ Emission (#7
TR ==xI) BUE, ARKBHIZRENA
H FREHIXEF.

ANE 1-248 Fx.

Main Camera

Directional Light

Effect_Fire_Offset
Effect_Fie
Smoke

Light

[E 1-248

¥ T 3k 4% Effect Fire Offect 22 #R
HE, BEEREEHEMEO N FRANKF
ARegHTNERERITNT. (BT
TENXEINNFREBE 7 X 5%
I, FTABSIEFRANFASE WE
(i E S

(O3

(1) “Effect Fire Offset” 4 =44 4%,
A RFRBFAEFTARERAEERE
w4

(2) 1R % B 1E A2 7 = AR Prefab (71
TR & AR R GF 2 AR, PT AL



AN B BN ETES TR
FE 4

138 ARFRFERIM—T 7137

=AU

N ABE S — L4557 A9 R,
BlanFEA~ERNNFERLEAFE—TR
Wsl, WE 1249 Fior. FAXDER
RIS FI R E o] HI1ENE ?

e Q‘c:mim

/ i /|r\
/

/}/,.,_,.-;’ /-;1 I|
Jfff _fff ,? T:
/ f

/) S

f,.f // .fl ,-"f
/ T E

& 1-249
Step 01 gE—HIFARZ, I Shape
(ZEHEAR) BHEH Box (FEM,
" E & BRI K Box X=5. Box Y=5.
Box Z=0, ¥1&l 1-250 Fr7x.

/

& 1-250
Step 02 &L H,+ Start Speed (%]
ARE) BN 0, MAEMELEFE—
WA S HFEEARM LT FH LS =8

T, WE 1-251 Fi=.

& 1-251
ABLIXA “5| 1137” BWISLEE ?
o] DU X3z RARX FREK 5 | R
Step 03 B LE T3¢ & Game Object
— Create Empty (XN R~ 22X
%), PIE—" Game Object (JFIITE)

IR, WNE 1-252 Fix.

F1E

Edit Assets | GameObject | Component Window Help
Create Empty Ctrl+Shift+N
Create Empty Child Alt+Shift+N
& 1-252
Step 04 %X J5 £ Hierarchy ( & 2%
WE) FEFENREWRREEEKE
Component (2% ) — Miscellaneous (%
77 ) — Wind Zone (X37) Zil—TH
HAM, WE 1-253 A,

Component | Window Help
Add... Ctrl+Shift+A
Mesh
Effects

Al &0

Physics
Physics 2D
MNavigation
Audio

Rendering

Layout
Miscellaneous Animator
Event Animation

Network View

Wind Zone =

Network
ui

W W W W W W W W W W L

& 1-253

Step 05 ¥ Game Object CHFXET )

BMEAENTFRFE LT, BNk
& 1-254 B

45 ¥ wind Zone
Mode
Radius

Main

Turbulence

Pulse Magnitude

(O3

bz gh, @it 3k ¥ GameObject —
3D Object — Wind Zone (#F % %f % — 3D
st & — W) 5T VA B ik 2] 3 — AR
713

01] Mode (2=): FHRERENRY
FIR V)R

(1) Spherical (Bkf2): R E A K
= hAmEASKOE MBS, X
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(Main) BIIEAEEARE, KAONXZ
HethsE28& e, WE 1-255 Arr.

Mode; Spherical
| A

|

BA ( Main ) AIEESIH75E 73 ( Main ) i'aﬁﬁﬂﬂl:trﬁrﬁ]

B 1-255
(2) Directional (FF M) : 1ZIEI
NFIZ N3 FEARESZSE, EHERE
EM 77 (Main) NIERERE, XMW
FNHEMEER, WE 1-256 Fix.

Maode : Directional
_/’/ /'/
A4 — ST
L S - L —
f f
L - II_ -J-\. L - - ll_
| ~ |
| e
— | “‘x\ —
J N

[A40 ( Main ) JIESRRITIDAH 73 | Main ) ARSI AR

1-256

02 Main (X, 71): AREEMNXN T
R E{H.
03)) Turbulence (#LELE)D: ZEE
o] UET R HELE
04] Pulse Magnitude (HrMEEE):
AR BRIREE.
05] Pulse Frequency (BZFRIZE):
F RIS MR FHITIRE -

Step 06 ## T kK1 X % Mode (1%
) 24 Spherical (BK{K), Main (5%
NRE) BN 2. RERMEEN X
Hex E 7.

Step 07 FF /B ¥4 ¥ &R %t External
Forces (SNER1137) BAHINEE (FIRE
Multiplier {224 1), W& 1-257 Firo

1-257

086

Step 08 B EHEAMN FRAANEE
BEiThEY, B2 FRTUELR
NHNFRFBIS| NKMET, WE 1-258
FT7mo

1-258

(OF:3-:

(1) T A4E A K3 69 7 B AE X, R AL
AR 69 52 1 OR o

(2) Wind Zone (JA3%) BT 7] VAT
BT E AT YR, LTI G
P 3 ad TR ZE R R A 69 3 AR R SRR
FEF) 0 BOR .

1.3.9 FLFRFEMRATIESE

—RAEFYFEER, NFRARF
F3 BV Shader (2 a%) 2K #Y 4 Particles
(K F) THIME, a0, Addtive
h0) . Addiive (Soft) (EXIHBAN) . Alpha
Blended (Alpha )2 &) %, W& 1-259 A7x.

Particles > [¥ Additive

Projector 5 Additive (Soft)

Skybox Alpha Blended

Sprites » Alpha Blended Premultiply
Tessellation > Multiply

Toon » Multiply (Double)

ul » VertexLit Blended

Unlit » ~Additive-Multiphy

& 1-259
B340, %EF¥F Particles — Additive (7
F—HrnD X3, E 1-260 As.



1-260

(OF:3-

R A Particles (¥2-F) Fe# R4
fz. % #F Start Color ( #2F 7 & ) . Color
over Lifetime (A B &) . Color by
Speed (BT EME) FHETEAANE
BEAZH o

MREHNiRDE HFERLHUEKRRK
5, WEWER Mobile (BshEE) T
B E. {440, Mobile Particles Addtive
(BBt F) 2, FEA Mobile (F
FEE) THMERZ I, BEeH
¥E, ZTHERZES, WE 1-261
P~

Bumped Diffuse Mobile
Bumped Specular MNature

[~1 |

Bumped Specular (1 Directional Light) Particles

Diffuse Projector
Particles Additive

Slybox Alpha Blended
Multiply
Vertaxlit Blended

Unlit (Supports Lightmap)
WVeartexlit
VertexLit (Only Directional Lights) ul

& 1-261

4N, 1% Mobile/Particles/Additive

(B &/ NRF /i) K8, 40
& 1-262 B,

& 1-262
—ERRANMBR (N, &
BEIETFEMSE A EHFRE Shader(H
=), RAESE 2 EMRERSHE.

F£1E EuiEhR

HAZEMMREEN AT T RS,
—ESEMREFO ST AERKNERE
HFE, BERBINENAENERIRT
KFKELRERE

1.3.10 FLFRGFEEHRIT

TEBROHIEME “AEAEH
=7, AN E—FN, BEX. BS
TN RMAZBILEFZERBE NS
mYHEELEKRN. E TR MMEIRFHT
BHER AN RARNEE T .

B Z RN TFRENFES], 15
RECAVTERE TN TRENEXH
Re BANEKT FFIRG S AR H
ER— LS RMRAE G,

13.10.1 BEHFRAEANERESR

EENHER, 2EBENEN
TR FRERTE AR,
BEBIRFREEREL B
FRGERET. NHARESHE
KK, BT EAASHBERE,
FNRAES &4 BreiRMaE. B
LB S ERITIREBEE RERAL

ERNLEAR? KD=HETHFBN R
PR

Step 01 BERIZER MR F RS,
BB Shape (& Ef=xfEih), FHwEE]
A9 Start Speed (FIEIRE) A 0, EHA
BRI TR/, BRI R G Max Particles(5x
ANFEE) BN 1, BeElIHER—
VEMRIRR, WE 1-263 Fix.

Step 02 A 7T A EME, K F
A %8 Render Mode (JEZzXA)) B XA
Horizontal Billboard (/KE & 4k), W
£ 1-264 F7R.
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& 1-264
Step 03 W FMELE. wEHE
# i Shader (& &%) K A4 Particle/
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QR

Jo R K F B SR A AR 0 7 AL 4 OR OB
B, FRTBOHASTEHIRIN, BT AR
F#2-F & 41 %5 Shape (F5K )X & 4 Box (7
SR, 1% E Box X\ Box Y. Box Z # 0.
4o R X HAPIRK B AT, BE Rl
3ds Max PEEABER Hrash T .

2. IRBE S E

£ Unity FIREAEFINB T EE &
FERFIERN, NIERFHGTERT IR
XA B R

— T F N FRFE A ST Mesh (W4
K) ML 5 EREREER, mr—
MEEABRAKEII. EARTTBEFEI(E
R TR GEER FEUF RN,

(OF:3-
X Romif TRy —FE LA N
Mesh (FIAEAKR), ) A X A1 2 AT

% % M & M Texture Sheet Animation ( 4L
FEENE ) VAL A ROR

Step 01 BERE— TR T RS,
BV JE Looping ( #& 38) P& I ik In, 45
Start Speed (¥R EE) XEN 0, BE
Start Lifetime (¥ F#]i6Fa) A1, W
& 1-348 Ffi7re
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Step 02 8 #F R 4 Rate (& 5K
) IREBEHO0, /B Bursts (%), F
0 & — R+, WA 1-349 Fix.

& 1-349
Step 03 BUH Shape (& 5482 F44K)
WA 1-350 Frx.

& 1-350
Step 04 ¥ ¥ F 78 % 2 #Y Render
Mode GEZAR,) 1% B 4 Mesh (&),
sHEANES (WA 1-351 i),
B—PMREK (W UEA—TBENX
BREK) .

B 1-357

Step 05 B F R FRGH R, FB
Texture Sheet Animation ( 2 IE B &) B )

Ihee, RIBMLEIHER KR E Tiles (5

i

o) FE.
&l 1-352 Ao~ b 7~ 6 0E & & 3% i
RE.




Step 06 XE T M/a, BRI &
ZHUUEBRR T, WA 1-353 F7x.

& 1-353

(OF:3-

(1) 4eRABEE—F 35 57 & 20
FEH#ATIEH, BT A EFF &% Frame
over Time CHEJa] il ) v il 15 7 3h & o
2R,

(2) EZ )60 AR b & 3tifiE A
Fep A ok Sk AL AL 3G 5507 7 B 0 7 ik o

1.3.10.10 #EBIHRFRESH

AFE— LR AN R EE 255
N, FRE=RENFERZIMNTFERERE. &
HEASERRERERADTZ TN TR
FHEE, XHEANBIFEEFEN, HFET
ERER. BABERBE—FHIUHMEE
XKW FSHNFEE? ERADH, #
BEIHEBIN FRESHB T E,

%55 Effect Scene penquan 2441,
HLEHEBIREFUBENFREHE Max
Particles (Fx A FHE) GZ—"HE A
10, A4 RNZIAfer = MHE ?

Step 01 BEEEREMBRN T RS,
N 1-354 For,

e &I, R|IXTE Inspector (A3
PED o DHESHF R S8 Transform
(i) 28, BENFASHNEME
M S AR T A=

Al &0

%% Particle System

Multi-okject editing not supported.

‘ ' Default-Particle

2 1-354
Step 02 E o7 Inspector (S MR E]D

A LR, VIgmERT A Debug CGARI
R, BAEWRE 1-355 Fras.

Multi-obiect editing not supparted,

‘ ' Default-Particle

& 1-355

P1#2 4 Debug CAIRER) fF, 7
| EWE 1-356 Fiso

X B Z T 2 BN Normal (5 H4R
) NEEETRHNEXSHINTEEHEE
THET (BEr-HNEFMNZFROUEESZ
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A=A RED ,
(OF:3=:

f£ Debug GIRXAEX) Fillw &k
BN

Normal (% HAEX,) % i — ik
5] 4w Instance ID 5.

¥

Step 03 R E B 5 3= H K 2
Max Num Particles (Max Num #/F) &%,
1225 Normal (BHIER) THFF
Z#J Max Particles (SR K2 ) BEXAHE,
BEWRE X 10, WA 1-357 Fizrs.

= & Debig

water

& 1-357
Step 04 24 =X V) #£ ] Normal (&
MR HEBNFREHEXEM, W
& 1-358 A7,

1-358
Step 05 WEBXRIMATBRNFREGEH
A Max Particles (S A E) EHWE —
wWEAN 10 (WNE 1-359 Frs) .

1-359
o DUE Az E L BB S F R
ZHRNEMMBEIESE .
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(OF:5-

Debug XA X)) £ —PNHKIAR
T 09 4 4 8L X, 4242 £ Debug (X
AKX P TS — 2 Normal (7 #LAE
R) FRESENGIEE, FI—LETH
RE| 0T s (Gedndk 3h & A 69 37 H IR
KF) o

1.3.10.11 FF R GBI & 58 fE 1= &l

R EER, TJESBE X
MBS, MEFFENTFRRITFEE
—HK (8], ReELEES, B—=/LEHE
EWAGRES, FAFEXMNMIELERX
B, NFRGAGHZBEFELSER
= HThee, ME—AIE{IIIEE Bursts (JBX
LS B EBEFEMERSTHINREER
Ko FBAX IR EZ N SLIAE ?

2 BTN — 11 B R A 6

& E S SR & T K E 5 FFR K,
FKGRE E (BREFH /KA SIS
¥, KTMEBRKEFHE S .

iR 8 R KT 4.5, 15
BOSHETERERKE. GREHN3E L
ETRBEK (ERERE) LRER, W@
& 1-360 Frix.

%ﬁﬁm4ﬁ9

K LIFEERTEISE

ANEECTSIDE
& 1-360

Wil T IIMA%E: OEARNTRSE



Bursts (J&&) INEEREI, B2 H TR
& FEFEGUKNNERK, £HRZwS
HAHEEK. OQFHAIBNHR RS
Position (#z1) KMl, ERE LIZH %
NTFRGEREAGHBEKNNVE, Y&
TANIREIRE —T NE . BE2XFNE,
BRE LR R /31”7 BKAERE T .
H B R 5 TR EER, REIKEA Lk
FHRIEK, BTAt AN EE K.

ZNREMRNN, ZELEHEW
THMEFRNFREZHT BRI A,

F—M: BB RFELI.

Step01 AE BN F R &K & £
BKIRAG, HBEEVUERITZH
Game Object (7 X XN ), A 0 K4
MMEAHELFER, a7 B A “Effect_
penshui” / “Jingyu penshui”, 30 & 1-361
Fso

B 1-361
A Effect penshui 5 Jingyu
penshui #77 Game Object (X% )

Step 02 ¥J 7 Add Curve ( 7 Ji0 #f
%), i Jingyu penshui BTN =ATTS,
ERERFINHE Is Active GEOF) £,
ANE 1-362 FT7x.

% 1-361

(OF:2=
4) ik Zh & A P 49 Loop Time (A

BIVAER) iR, FFHREAMBAEAEN (K
KA KRS .

£1E EuiEhR

[# 1-362
Step 03 EEXT Is Active CRUH) 1%
UMt K, "ERT S WA BAUA
RS, SHEXRABEEDL, WHE 1-363
Frrs

(OF:3-

)ik Is Active (&) A2 F B
WE, Ak Is Active G 7E)
& R EE

Step 04 FETRBARIM—HHIX
B RKREFEIEERRNFSEE, W
& 1-364 Fi7~.
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MARFRFEER 5 HEBBUERS
(FEEWAK) , 75 HE2IEFERS (&
1Ib) . AFHIEBXHEEAER, FTIAE
BEXRIETE, NTEOESHEXA, B
% 5 MW EF R EUERL.

Step 05 AEBHEXKEEFTBER T
A48 Duration (&5 E ) wE A 3.5%),
REEMNFHEARSFme 1 7, HBUE
KT Z G Looping (FEIIEIN) .

Mg, ST TEENEKY
2 (MNFFEEKEIBKE R ) BERFLL4.5
MWhEf.

Step 06 BT, — 1 LR
R EA IR FIET T

(OF:3-

B iERER THaT 2%, B
E T “ERZhE” “HRERh®” F
BERHKFEOEL B EHBK. ERBP

AL T AARIE 5 B E KRR T AT B .
B E 18] VA R AZ Ok B R] SF

BT, BITKF RS Emission (X
Bfasie ) LI

Step 01 [& # A f&£ 3 ¥ F R 4t #
EBEKERAG], BEBRENTFRE
A Duration (&5 E &) 5 10 F), Start
Lifetime (K FHWEHFw) WEH 17,
/2 Looping (FEFRAIZETN) .

Step 02 ¥KF AL Emission (& 5¢
Bt D F Y Rate GRER) B0 Curve ()
LETRI) , WE 1-365 Ao

Constant

\fCurve*—‘

Random Between Two Constants

Random Between Two Curves

& 1-365
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Step 03 & T 2K 8 19 Emission Rate
(EERE) fhE A 1-366 Fix.

l'ime

Time Iin Ilasx

icle System Curwves

& 1-366
(OF:3-
Curve (WZ AT ) ALE TMag0~1
SF KT Z SR 0 ~ 10 #,

i St / PR FH [ B R TR & 5
RE S % 5 EH,

Step 04 ¥ #F R 4 Rate (& 54K
R) BEAEESEAHN 10 (F 1-366 LLHE(T
), ®RERI3SHELHEREA 10, 3.5
MEEEHEE A 0 (BIELEH) .

(OF:3-

BFHFSEEHIS5F, GAETHHF
@A 1A, RIESFEANL T A2F48 4540,
10 %) CGh—AN2HBAE), 278 F—
REIE S

Step 05 RN FRZE, — LR
BB B PR RS R FEERL T -

(OF:3-

B FENGER THET AL, R4
LA AR FE K EM R E S,
W) 2 BUE R B —FF 75 ik ok L.

1.3.10.12 & A0t +F &R 4 SubEmitters
(F45728) #E
MEE—EERMERENERN, AT



SBANLR T, EEFZE(EHZ ) SubEmitters
(FEH#), BBALRABANKEARY HE
R ZAN{a] ANEEIE 2

M Brith (=4) HAR=4£TFX5
25 A .

Step 01 BEERBIEZE— TR F RS,
FF /& SubEmitters ( F &5 &%) &R, 7&K
A NFEEE, WA 1-367 Fias.

MERIBIANRZ AERIMNE T

Step 02 B EX =NMRFERESEH
Shape (&E&&AK) , BUHE Looping (&
NI, R T R S Lifetime (R FFap)
4 20, 4% Start Speed (FTEEE) B
4 0, AT Max Particles (Bx AR FHE)
A1, WE 1-368 F7rs

i) Particle System

& 1-368

/2 Bursts (BEXMA5) £0#
EH—FR T, WE 1-369 Fx.

F£1E EuiFEhR

(O3
(1) vA_LiXx & & T Particle System
(#¥2-F 2 %) A ™~ SubEmitters (-7 &
HE) A%

(2) #-F % % Lifetime (A4 B H)
RE A 20, RTETELEGHFS RS
B A 204, TTRAARIES KIAT ZE
FAA

Step03 FF B W > F & 5 =
SubEmitters (F & 5985 ) N T R 5 e 121,
WNE 1-370 Fr=.

& 1-370
Step 04 B HF IR E 7 5 X 4% 7
A9 Simulation Space (R E = [8)) KX &
A Local ( BEREL4R), BHNF LKA
#J Simulation Space (FEHE Z[8)) KB N
World (15344 %5) , @& 1-371 Fizxso

& 1-371

Step 05 A 7T HEX S, BXPEA
TR RN FAE TR FRENL. &,
B, &, FBXU N TFRESEN T RS
A Start Speed (#IRREF) ®A 1, W
& 1-372 Fi7me

[sarspued (N -
& 1-372
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Step 06 S/ai=fTiFk, ST Simulate
(BN TRSE), EH=PHEREFIR
RA

(OF:3-

BATHR )G, HF4 £ Simulate (3%
WETF F%) (Ao 1-373 ) F 445
AR T AR

& 1-373

MELZI, wEE~E THNFHEE
(A& 1-374 FI7R) »

& 1-374

(OF:3-

BT AE A iz kT VAR & 3 e
SubEmitters (T A H %) # =, 247
MRFEE, BN RERMT S,

1.3.11 RAFRFERIEIKEESEIN

£ Unity PR FRAGZELZXE— 13
BREMNINGE T, FRANTRSEHER
MABIEFER, LETFEHMLAAIE,
REDER TRFE T UBNTF RS
& 1E,
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RN, SEMREIRIESIR
THE, RUNEZAMNE, £wehE
HRIATIR TRERDRF L.

WRFBEFIARLG B HEK,
—RRIMBP=HIEENHARREM. MR
RBEENEA, o MERA R PR
HAFIER MR (CUHEIE TR
efft, FRAZEZENEIEPER
IR

® 14 HHEZRZ%

T EE PR Unity NI E RS .

1.4.1 Unity %1 / BB E R % H)

X 7]

Unity EREFIE RS, —EE Legacy
Animation System (|[HREIBRZ), F—
E & Mecanim (FTARBIE R 4t) . Unity
£ 4.0 USEIRRARRINT FHEE R
S ER T R K H Unity 3.X [HIREIEh B
A%

FTH Mecanim ) B R FE B B /1 1
HEHN, XETMEERBRAKHNIE R
Z, INETRENFAEFRCES E
RZSHL AR &l & Fh ah &8 K 7S 2 (8] B V)
#, NERDHRKBRKIERHEHL
IZESR S B3R, [EB Mecanim (T
REhB ARG NEBRANEEE G
Thee L 1 R & a0 oh R ARk 88 4 5 Xk
BEUEEENERNRE. B, ©
EUTREMs®E RS/ ) E HG 2= 5,
W& 1-375 Fr7R.




& 1-375

B AR 5 B & 4t 43 1 % 74 Animation
(Bt EAHHE), FRsIEEHFZA
Animator (FTERFEHHE), BT E
B2 REDFHLREHANE R
ZRAE. BATERZER THEFEBH
WoiER%E, ERBRIERFZNRE
HERZHBER THER. £F R Unity
B R, KABFE)E EREZ B
B RS,
MRBRFLEWT:
01 AmERE rEmERNTIER.
02) B EEMEINEERBIE—1 5l
TL%EU%ATHJI‘E‘F”L
03] W A EN TERHIT 7B

o

04) FEx A NBIETR. THA
XE, XfESE TN L/ETINE Z i
MY TRFER, AEEBNZENRGHE
2 R BRI .

05| FH— 1T MUEETLRXE
BB (8833 E,

06| X HIARE M5 ERANER
WA TR H .

(OF:3-

Unity B 7 # %] 42 18 5& o 5k 48 5+ A
Mecanim (#f R 3D & R 4% ) FH & A
K E MR F B & %, vAJE Unity 3 & %
)T Re L A AT AT TR B B R Rt
ATI A o

F£1E EuiEhR

1.4.2 @[ RIMN—

Hlﬁi:j] B4

7 Unity 40 Z IR AR E & ¥
g s BIRBE TR, EHE=AIME
BENRE (BRETUEAERINBERE) 7
Inspector (A& MFLE ) #7%FH Animation
A, MmeREFHhRAY Animator B

(OF:3-
T 7 Unity 733K 4] 2 84 TR 3% A2 A

I, FNIRIR (4] 4w fox A5 X)) BEA S
%A LW A —/~ Animator 3 & Z044F .

T Fhhi / |15

MRESANBREGHEAE
Unity PR E{FH BRI B R %, UFE
LR B 3 PR BT N VAR BY S,
#£ Rig 1= # & Animation Type ( 3 E
KA) KAK AL Legacy (IHAR), U
& 1-376 A7

& 1-376
Animation Type (B1EZEHY).
(1) Legacy (IHWRmIBE RS ): V)it

2B ARSI B R S

(2) Generic (FTIRBIERZ): 1B
& ENEE[5) Humanoid EEEIFIE .

(3) Humanoid ( AFEE E @5 B &
%): FINATLEEGSE RS

BRENZafEHA T 8T Apply
(KB %R0, AEBIRREHLES
NEFMEREE, XNLIEXE
4r 4 Animation [ o

AL FE Unity R E I B —15T /
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IBhR SN E R St ?

X — D EEBR N E EHF A
%, B/ 7t 1B ¥ ¥ % GameObjest ~ 3D
Object — Plane CF XX R — 3D X R —~
YE) glE—PELRERA.
01 FTAREIB R L
P2 ¥ m|fE, o DLFE Inspector (f@
MAED FEZENEIADE LGRS
Animator (FTHR B RSGHHE). HT
BAGL IR B AHE, FTARNEXRD
o, F£EHNEFRILFE Plane 5% [RIER
Cul+6 ¥ T B B 4wiE R 1, E Create (£
2) HHBRIANCIZN 8 SR FTAR
&) B X1
02 BRI B R S
P2 E G, xIMBIABEZEFHR
& E 2HH . XY FE Inspector (A MALED)

8 5 Animator (ZIEHHE) A LAW
Remove Component (#ZEREH) BZEi1%
A (BEWME 1-377 i) .

& 1-377

BT BB g, EHEAN
MEEfF—I1 Add Component( NI E)D
ANI— 1 FAEE, BEEABYRERLE
¥ ZE “animation”, HINBHEZFRGE
A ARI ], BAEWE 1-378 Frix.

Add Component
2 animation

Search

 Animation
New Script

 1-378
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X 2B EEHHEERFEELA
Animation (|[BRFIEEHEF) T. Z/EH
BIELEMERE, REAEERARERIRE
FHEXNR, BIRRERE Cul6 FTHEE
miE®E M, S Create $Z$ARI T BIEE—
dNI=) o EIETp G o

1.43 EAXFEHIE

KT HAU—1REET ) E FE
A4 o
BB ENE P {E 3% £ Game
Object — 3D Object — Capsule €] & —
> Capsule (FREK), AFEFIZYIK
R RIERE Cul+6, EHEERTIE %ﬂ M
B8 7 Create 2 $HIL BRI B — > New
Animation.anim #] B 3 4 (t30] lr}L HE
— P XHEFR ,, HaRERE, B
BEMRE 1-379 Frr.

& 1-379



WA AETHERNFET . &

WAERKSIEZ R, LB T Animation

(EZHEFHA) NEXKED, W
& 1-380 F7<.

| BalElEGEES

I i
KB - — a2

Bl i
0 ETIEEE
EI—N 0
IR

& 1-380

(1) Samples (RKFFER).: IEFEHE

BOREK, NNE)BRFEHERZ DN
(BE®RBEMA, IEREBGHIR) .

(2) Add Property CGARINE!ME): HE
MHFZR PR IN— B E 5 B SRR

(3) Dopesheet (KE S=ZH): A
KEANERARIE.

(4) Curves (%) : ZNE ML RLE
R (ER 3ds Max AR EY ) B B 2 4r 45 =5
JRIEARRED .

AN BNERAEEIRIIZE B
IRZS, 7E Scene (BRIEMED PREEREK
REVK (F2ol / Hedk / 487/ fE 5 BBk
BFEESE) EREEHSEIMCEK—1T %
HML, BT B a8 5 AR ESUREMA,
A B &BNAE S I FT RIS EN,
REET ‘B B TUBERESR
FIER BB

F£1E EuiEhR

(OF:3-

(1) 20 & 2% 0942 & 32 2 Ay B 4]
MAF G E, TUAELA LT EA LW
T3 % 4 Il & L AR B 18] il 2o

(2) Samples CRAF) 09242 A,
FIAZAA 60 3544075 2% 60 Dl

(3) &R 7T F AT KM, LT
vAil i 452 Samples CGRAFFHR ), Hrigfs
PE ) 0 35 2R JE

AT 25 FF B A1 K ] B 5 5% 52 Ml

B, wWE 1-381 Fir.

& 1-381

1.4.4 %3azrIHRENE

A B A F R ) & 32 Anima 001
AP H T ERR AT R, ©)E XH U
& 1-382 7.

& 1-382

Step 01 B 5L Assets (FR) HE
AR MBI 3 8B X5, 7E Inspector (4§
MER) RPEFLREXHEE, W
& 1-383 Ao

& 1-383
Step 02 AR B A L ANETF,

B V)% Debug iR, (BEW L),
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ViR mwE 1-384 Ar7x.

& 1-384

Debug AT NI BXPEFES
HINT

(1) Instance ID (HEJELFI{KR ID =),

(2) Local Identifier In File ( & #b
FRRTF) 5

(3) Legacy (|BRRBIETFFX) .

Step 03 # T K 4 it Debug (1§
M) =Y Legacy 12850 .

Step 04 & /B X )#2 0] Normal (&
BERR) RBE, #BIENE 1-385 Fiis.

 E1-385
I £ 5 B L8 #H R s E X4 Anima

001 2 # A |BRREIE LT S
“SThRshE 4" =48 “|BREhE

X7 FHFEA Debug #2 F 4)1%k Legacy
C(IBHARD -
“IBRRBIE S BHHRA “FhREIE
HE”; FEEA Debug X P BUE A%
Legacy (|HARR) -

145 XEFNEANBEBR—IK/IX
B E AR B
WA B) B S (— D FT R B

114

B/ — 1 BRshEXHE), 753l#k&
Inspector (A&MRE) REFEAINEM
I

01 IHR BB R St

gNEl 1-386 A7

& 1-386

(1) Default (EXIA): MBIE B4R
EEEISER (5 Once 110D -

(2) Once (FEM—>R): ZET[E]#E
R R BRI 50 B A

(3) Loop (EE A : =BT [8)HK
R R BRI A& EH M BHERL

(4) Ping Pong ([ FHEEEIFE, &E
BERD . FEFRINZE R 2 (8] K B AL

(5) Clamp Forever: H#FEMEIEED
&, shE D F/a—mAKAFRES.
02| FThR=N B RS
YNE 1-387 A7,

& 1-387

(1) Loop Time (AR : ZHHS
B) 7R R ERRMEEFT A EE (F
= FIBREIE RS R A Loop I .

(2) Loop Pose (RFEFHIEFNE) -

(3) Cycle Offect (EINMmFZ) -

03] BB REM—XK
HThR BN B SR FZEUE Loop Time
(TEIIERD HEIN,




IH R0 B SR SR 4A)3%E Once (—

OR

04] 1% B 5 B JE IR 5

HThR N B SR 2 4)1t Loop Time
(PEIRFETD LI,

B R ) & S B E AL Loop (1A
IR) I,

ok
e 2R AR 2 BUE R R EN S R S

1.4.6 I E AL A 4RI IRTS BT HY

W T E

SA—"1"®E 5 E M fbx X4 2
Unity /1, ﬂ?:F EREIE %DF&‘@LET
Read Only (R£), LEXNEHIBIE
THREEN, IRz ELNIELE 2

) Dragon.fbx 1 B 5] B 3 14 Take
001 A, #E 1-388 Frir.

€ Animation
', |‘ hl n
Take 001 (Read-Only)

ceshi ! Position
ceshi : Rotation

ceshi : Scale

# 1-388
Step 01 HAIEHFEBKER AN IMH
2% )\ B B 3C 4 Take 001, 5 iR 1R iE S
Cul+D PREH — s ' X HF, EEFH
XM E S EaG B A “Take 002”7,
WA 1-389 F7x.,

F£1E EuiEhR

Step 02 XA HEZ 24K Dragon ()
HERIEFZUEF, BEREIANSIESR
, TR S0 E XA Take 002 MK T 12
UK.

Step 03 /G HEERER, RIRERE
Ctul+6 BXFI B wEE L, KIXE
/%8 Z BIEY Read Only (R 3EE) &I 7 .

BXRWE 1-390 fiR.

® Animation

Take D02

Dragon : Positiol
Dragon : Rotation

Dragon @ Scale

Add Property

B 1-390

(O3

% p%, Read Only (Ri£) x40
£ R A& S AL bx AR A 2R,
Ak PS4 Unity 4F i £ # m5F. TlE
Z & Unity ¥+ 2% 8 — f‘*%ﬁéﬁéfl;i#
KRG 1 fox LAFSP30 & #7485 € AR A K
VLT

14.7 AR EULHEHE AL D) E

=R E

ERrXPEEEAREYzIE (8
BN E / EEE) o DUERER
WX E E RIS, G, “FTIK Boss
EEBY % Boss — M ITERE B RISL T
BERK" “WMABRESED” F. &
R —REFTEEFBY “ERFEH"
HITIES, HAFTEFVIHIE. X
THREEIEASE RGN BRI R
TR (XATHHFUERTO -

Step 01 B 5T Scene (=&
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VR EML A, A /518 $E Main Camera( 3
BEID) FERERE Cul+Shift+F, 3H&
B8 73 88 GameObject — Align With View

(BN R—-BELTERB), ENER
BBV AR RBRENA. RRER
Cul+6 s B EZREER [, FETE Create

(RIE) =500 — s E 1.

Step 02 T AL Scene (3=

&) B, BIENBREVICKEEM,
M HIERBRYLSE T . HERNBERILH
MRO B e Z s R EYLEIE &
SRR T A _E TR B EIHIE.

(OF:5-

B AR P L Game G ALHE )
Yoy R ILA M, PrvAiE 44 Game (%
KALE ) R AEFRAZAF) & o

Step 03 FIEBFIE R A 7T1LR
REMNEAR, FELFEHFE Animation
(shB4EE 1) P HI Curve (IR

KD EhE L.

AT A BRAEYLE sh o) @ 7Y A
fhEos Enfl, E 1-391 AT

Step 04 &EEf TR EBERLEIR-

B 1-391

1.4.8 Unity REiIT / fERERIRH]
SRILAE

AFERFINEEFTEIINA—LEN
/R N RKRFEHFN. 6,
MMMR. ARIREF. BAXMET
MERZ ANy EVE ?

Step 01 BB E R THE GameObject
— Create Empty B 2 — ™ XX N &,
REHEERUE FIZBIZTFR N R,

116

B8 {7 3¢ B Component — Effects — Trail
Renderer 75 J0#E E 2B 14, W0A& 1-392 Aox.

GamsDhject | Component | Window Help
W] =

W ]| 1 Add.. Ctrl+Shift+A
P Mesh ]
nirma
Tl Sl Effects b Particle System

Fhysics ¥ Trail Renderer -h-——
b

E 1-392



Step 2 AMTEERAH T, EF
RS R FE Scene (BRAEMLED) FH#ES],
ZUMACKEBESE T, WE 1-393
P

& 1-393

MELI, RENEEARCE A
R, BEHTERHEEFEZERT
MRRIRE

Step 03 & 1t £ GameObject (JfF
XX R, 1E Inspector (M &)
REEEMEXXRERM, WE 1-394
Frome

& 1-394
o] LB i B8 g Materials (474 R EK)
R RAREFE— Rk, E
B s BBk # 2 2 None (Material)
E.
Step 04 &

N REK, #

[ -i:'ﬁ E -
B E <& 1-395 fi~.

F£1E EuiEHR

& 1-395

Step 05 #5 3) GameObject C(JfF Xk X

R), UELAM~EF THNNEEIE
(HFI B R P EREKE AR T
NIEED .

Trail Renderer (#EEER) HHH
BUSE RN T

(1) Cast Shadows (¥ 5FfHE2)

(2) Receive Shadows (X [HS

(3) Materials (FJ&)

D Size CEEMIEKEE) -

@ Element (#1145 S): M 0 FF4A,
HRIEAN,

3 Use Light Probes ({£ F3J¢EBIRM
A ) o

(4) Reflection Probe Usage ( 7 B &
51 .

(5 Probe Anchor (IRM%$E) .

(© Lightmap Parameters ( XT J¢ Ih &
HE) o

@ Time (¥ EFEAT(E)): FFEH
BRHERT, BESERHTREETEER.

@ Start Width GEIRTEE) -

@ End Width (Z5EZEE) .

(4) Color (Ff2): R REHE
FsHMTER (BFRERE), 0~44
AN N EERRIR N E RS RAE.

(5) Min Vertex Distance (&/NTi 5
BEE): FEEENRERE, RS,
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HEENBENSS, FERRLEBA. (B
ER O AR I3 E H L B IR IBER 12 LH
4 BAY, Min Vertex Distance 1% 8 #%2,
SN EEBRBSES, WEEME K
R BEFE. )

(6) Autodestruct ( B a15HE): 34

FiEBEiiESE, #BEEA Time (E

FEEe) BERENER, SEDH=
aaN=bill

AT AEZHFHFIAIR =T, U0
%] 1-396 Ffire

& 1-396

(OF:3-

(1) ERBHFKRET, EBEALH
PR R L Time (o244 0t
) & Autodestruct ( B W44 %) 69% @,
TALBRENABR PSR, BAEE
ARG R

(2) BRI BT LD RG
kAL H, 4R A He 7 Trail Renderer 2044
J& AR Imh 3 A w kS S E, AR
AEIZATEFAREA D EZOR

1.49 Unity ¥ B3k E

T4 R Bk BN & o] I SCEL A R A
ﬁ%gaﬁéﬁuvaWE%,mﬁ
BRI Bt 2N FE I FHNEZIR
R BIEMBRIKEIER], FELOUIE—
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MMREEAI R TR, ART5A— Plane
CE®E) A5,
Step 01 £2 5 3 & GameObject — 3D

Object — Plane ﬁlJ@—Aﬁﬁn
Step 02 FEHR IR, RARA T

BIE8—NF Bk, %H’Eﬁﬂ & 1-397 Fi.

I Create » I Falder
Show in Explorer
Open
Delete

Javascript

C# Script

Boo Script
Import New Asset.. Shader

Import Package Compute Shader
Export Package... Prefab

Find References In Scene
Select Dependeancies 4
& 1-397

Step 03 ¥ #4 FiBk#J Shader (B
a5 ) EAg F A Particle — Addtive, [}
F—sk NG E, EXKEMEUWE 1-398
P

Material

& 1-398

(1) Tint Color (81F):

ReWRL. RES, BBAL3EKRS
.

(2) Tiling (HEH £ ):

wE M

xR UV

AR FRA ER I HE R 5
(3) Offset (1R#ZE):

FRAZ1E.
(4) Soft Particles Factor (137

ﬁ%mu’f%% 2 f#\ o

(O3

(1) &7 4# 8 Animator (&3 % 4)
FAE UV 3@ 9F, A8 L pey—s RI T
o e B BRE TABHEAE B R R
%I UV 38, [|ef/£—2 Shader (F &
%) PALANE UV FHEIhE,

BRI 2 UV

OREAL D



(2) # FrskiJa 49 Soft Particles Factor
(i EAEH) RFET 5 FRBEAR 6
SR AEA, HAREEZ 0.01 ~3, XM
Unreal Engine 4 ¥ #J Alpha Bias #1 it 7
&, A THET &/ IR ELFL,
S B ILE R OF G0 A

Step 04 ¥ #1 BRI TR EK.

Ry RN AELBEEE, REX
EMRIRER Kt E B EER R
Hierarchy (FHAE) ¥{RZFR_ERIT] .
BEIRE 1-399 From.

. _”r- 1-399
Step 05 i£#: Plane (FFH) /5, 1%
|REBRE Ctrl+6, ANERE H P ED Create

(Pl APE— I HE
(OF:3-

Jo e B R K, @it EE R R
Window — Animation (G @ — 33 % %)
BFlAFALAR IR B3 & B4 H 2,

& B X4 B2 S A fe ko AT 4A )
YR REKBNE T

Step 06 R E REEE O F il &5
T # BBk S # (W0 Tint Color. Tiling.
Oﬂ”set%): EMEHIMREKRERSE

, B RER MR FE#IE
leJ—/“*HJ*EI’Jié%@fllﬁw, L, B ENET A

BRERSHFHE—IEES, W
& 1-400 B,

(OF:3-
BEEF LT R B HIT R ALY

o

F£1E EuiFEhR

(B 1-400 2LAE42E ) 7

& 1-400

BT BN ARNEMESE T IXASLI
AR R ERR, FHEJLFHTER
BRehE BT,

(1) iBiT3122C Tint Color/Main Color
o UHHEM RERE B 51 B IA X E R E SN E)

(2) BIFEX Tiling (HEHEE)
HETANSEREIER R E.

(3) BILEH Offset (RFEE) ¥
ETAHE UV BEishE

(OF:3-

— 3o B Bt Kk vt AT E A B @
YE, 1] +4e Legacy Shaders/Diffuse. Legacy
Shaders/Decal 5 Shader ( & & £ ) £ ﬂ
AR R AB 34T 3 W 3h @ 64 ) E,
Particles (Hi-F) F &9 44 i A% 7T vA L_4T1§t
A B & A, FPAE R fe T R A AT
vAf% ] Particles ($2F) T &34 Mo

Step 07 S EFT TG, EIES
W O ES R 251 (A 1-401
FRRLIAEN B ) TSR,

© Animation

>

Hew Aflimation

Main Camera : Position

& 1-401
Step 08 kMBI EREEF L, BT
B E BT EEHRARR.
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LUNETS D M BORYR ) E

T HIAE “ERERE RA” F
ﬁmﬁﬁ@u%,LTuﬁﬁﬂﬁﬁﬁ
W zh &, kAR R G B e A
JA S ) 69 4 R ER

HIETT %

Step 01 AR FREMK— R

X, RaFE “BIMCKRIEM”, 5
&) B wW H BB EE, B—7THH
MBEKIE R B DIR L.

Step 2 MEXZILEK B LE R
A RHFTRIM BRBk S 7, W& 1-402
FF7

-402
Step 3 BHEEBNR (BEHE

SHExiEEE, RETHES) .
1410 ERAMEREELIFT
i T B

£ Unity R E Z#M AT ASLIL T
HIEEBI R, B T{EABA. Shader
(EEHF). NFRGIH, RTNEE
B UV o B A R SE I 5 37
MR-

Step 01 & %7 Photoshop H il {E—

MNEHE, R~EWNE 1-403 Fix.

1234

0678
& 1-403
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Step 02 €& — Plane (M),
KIEEIR TSR, AERE 1.2 THES
TR “AARNMNSCENLENERFZE” &
BEMREK, FXrENRERSEE “17.

& 2¢ Tiling/Offset (HE# £ / 1
BE) FFREEMTE A WNE 1-404
Fr7m

A
Tiling, X=(2T2H@ R~ W E e R~)

Y=(H R RT +HBEHNERT)
Offset; X=(WEBEART -MERERT) « (BEHF-1) @ansam
Y=(SCRIE T~ MEMERT) = (REHEF-1) @ rm e

& 1-404
AT AHBTER, WE

1-405 Ff7<.

& 1-405
Step 03 #£ & & #§ Plane (¥ @)
SIZEE) B XX, FH&E Animation (F)E
RIERT) XM BBk Offset (UV 1g#%

B) 217 Km. R —hoxEHSEE
, EMOREBEALE 27, M

(O3
A4 WX &b R R A5 +0.25, Y 4
A AN ARFF 0.5 7% . B % SIS,
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X #h F) AR AR ABAS +0.25, 122 Y g

1B 40, 4B 1-406 FF+.

& 1-406

Step 04 7£ Animation (&) EZB4ES)
AR R AL, MR 2 T MBI ABOR T IR

Step 05 £ Animation (T E ZR4ES)
PR EXEM Z B ER, BENER
BHECREAE, WE 1-407 A,

& 1-407
BARAETHEMEEYR, RIMWHEH]
AU F IEE REL. X2 H T 7 Unity
$ﬂu%%%%aﬁ TENR, TEE
RH KR,

Step 06 # A F| Curves ( fff 2% 12
B BT ENEs&ITE, ®ERM
BERESIXEN Constant (F&E), #HIE
N 1-408 A7

& 1-408

Step 07 X/l BARETHEMERN
R, PMEENFINIRFHXFLHILT .

F1E EuiHEhR

(OF:5-

(1) %Ay 2 & A A B ERBER TS,
R AP RIEH— K, WNEEZLEFHSF
A P AF Loop Time (FE2RiER ) Hik
Bp 5T,

(2) ERBHRVEF AT AR FET
B0 E 8, EBUE R B A kA2 H 59 15
(BT EEMAE), AYeE
A BT Anikax AT UV HE A 48 K S 17 69
T #,

1411 {ERHINE
Eﬁ)& 1<

AT RWEEABRZLILE

1.4.11.1 HEIER T E

DAL Effect Fire A, HEB 1%
YR BAKIEIR 2 M g MERINH
B AZ N TRGAR, MNRE—
& L F /Y Start Delay (ZEJRIET) =
RFBRZH A, ABAZ U |RE LI 45
MEBAKIEIRIE? tN& 1-409 Fox.

ARG IR

= Hierarchy

Main Camera
Directional Light
Effect Fire

& 1-409
Step 01 ﬁ?ﬁﬁﬂ@ 1> Game Object
(BN R), v 2 A “Effect Fire

Delay” . 15455 ;d[ Effect Fire & {A#E 8 %
ZERRELT (FAE 1-410 A7) S
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= Hierarchy

Create
Main Camera
Directional Light
Effect_Fire_Delay

E 1-410
Step 02 it # Effect Fire Delay &
Fla, RRFEHE Cul+é BIE — 3 B
AR5 (BB X Har %A “Animation
Active”) . R 5 BUE 51 B X 4 B Loop
Time (FEIAZT), w0E 1-411 Fizw.
© Insoector

o Animation Active

A 1-411
Step 03 # T 3k B X ik % Effect
Fire Delay F4k, %|R#EESE Cul+6 .
Step 04 A5 7E Animation (5] B4R
% O) F 87 Add Property GRINE ),
¥ | Effect Fire ™ BJ Is Active (30F)
WIFRN (A0E 1-412 Firs) .

AN Is Active GEOR) EIEMS,
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£ Animation (FIBZREE ) FHL D A
XJ Is Active CRUR) I T K 7 .

Step 05 1§ 35— A9 3 88 Ml £ it Is
Active CEUE) £, TERE) 2 M /E1E
HR—> S il HF A 3% Is Active CBUR)D
I, N 1-413 Am.

Step 06 LA E B =P BT I XK
ZRUBFI=E 2 ZEBEHRM. —
e R A B B R S LI R B
Z X TEFIETAL T

(OF:3-

(1) EHRAER — & ZEEBUH 58
LA Animation Active P 49 Loop Time( /&
IRIEIR)

(2) ZHFFERRXEN THETRA,
LEFRF AR “BAZHE” “FHEHD7
F LRI A E A

1.4.11.2 M B MEFRMRORIEIRBE T

HUEN P REE Z TR ZED
IR A VE? U453 Effect_paoji 4
B, 1Z4FA 8 MEEMRAE S AL
WE 1-414 Frr.

(OF:3-

# ¥, Effect paoji 2 =5 %, T4
Ay 8 AMaE R




& 1-414
Step 01 & 5T it £ Effect paoji /=,
RIRIER Cul+6 BIZ2— 1 EIBRE OF
B XA E 8 “Paoji Active”) . EFE
BV E BN E SCERY Loop Time (AR ,
WE 1-415 Fime.

& 1-415
Step 02 F K it #¥ Effect paoji, 1%
RIFEEE Ctrl+6 3£\ Animation (5B Z5kE
EH) . ReEsIERER D P LT Add
Property (ZRINEBME) , HEHIFZRAF O LE
BIXS R 8 MEHHR (F0E 1-416 Fir) .

& 1-416

Step 03 BEHEF Paoji 01, ARG
BEAMETE s Active CEUE) B4,
WA 1-417 Fizx,

F£1E EfhiznmR

& 1-417

Step 04 REE TR TRAMEA
paoji R, ARAINEAH] Is Active (R
a1, ARIEER T KB Is Active (X
B RKEMEE .

U EHEEEMETIRIER
BUEEE], BT AES E—FFI1EE (U
& 1-418 A7) ©

& 1-418
Step 05 /G W= FI1E1TIF K>
e ZIMFHE L1288 Animation (T E
HmEETE ) AT E B IE R B (8] 4RO
i S

(O3

EZ G030 B KB P an281E
AR A L IIE R Rk, TARIE
W E T TR AE I .
1412 1EE R BN XIBIA [E
Bz &

FART Z di5 = 3] Unity 3D AR5
BRI FIR Ao
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(1) % Unity 3D FiRE A B REH
o) B 2 [B) BN AU .

(2) IWESNBERRE.

BE— 1T AERERBRERB =15
&, 572 Jineng01. Jineng02. Jineng03.

—RFMERFINERE TR EZRR =
TEESIE= 15, AREFRES
KEXKIFH (FAEBEXFRBA—E=
MERERE L, TRETHRAFEAR
ET)

A8 4 7& Unity R Z W] £ B 31 B &R
FWRARBEREFX="1{E¥E?

1.412.1 #ZE Unity3DHIEERAER
[ /] (] B 3% R
T E DL & Shibing £y = > 5 1
“Jineng01” “Jineng02” “Jineng03” A4
TR BUE R
Step 01 ﬁfiﬁft Assets (TR E
Pz AEREH, & IHSpector (A
AL E ) H¥% Animation Type (B EZEE)
B Generic (FTHREIE RS, %EET/E
N 1-419 Fw.

E 1-419

(OF:3-

(1) & TR A EHFiELFENLE
1% 7 3| Animator (FTHR3h & 2 4%) 89
REMEE, PTolE &3 e £
A% 2 4 Generic.

(2) BN 4R 89 Animation Type ()
& KA A VAT JUF: None (L3h&) .
Legacy ('H 3R 37 & & %)+ Generic (#f
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JRE) & R |
B RLE) o

Humanoid (A7 & £ 19

Step 02 %4 £ & I, ¥ 51 {E Jineng01,

Ja X & Animator (I E R%G) F H
Controller (32 % =% ) 1t A Animator Ik
S (FET RiEHIs=ED .

BRIEUE 1-420 Fom.

& 1-420

(OF:3-
Jo R AL Fh AR 4 R 69 5% H R Eh &,

W& B 253 A RE B R %A R BAE.
By EIL14 T,

Step 03 EHEMA I EXHE
EHRIEEIARETEOF (AWHE 1-421
FT7m) s

& 1-421
Step 04 7f Animator (FIE R %) K

SR E IR FEE— P sIESCH Jineng01,



B 5 R FR A 8 15t 2 Make Transition ( Bl 2
BEETE), WE 1-422 f7r.

Male Transiticn *ﬂ-
Set as Layer Default State

Copy
Create new BlendTree in State
Delete

B 1-422
H I ZE L J5 18 $E Jineng02.
Step 05 [E #* i& #£ Jineng02, &
7 17t ¥ Make Transition (B2 §% 13
), HINELZ LR Jineng03 (F&/m
NE 1-423 Frm) o

& 1-423
Step 06 A BT EL O] IAF F
A 12 B E01E Jinengl. Jineng2. Jineng3
IR HEALT

1.4.12.2 JEIMNERIZE

ARETEERIN TR, BALE
AT shEZ BRI e ?

Step 01 AP REEHEE O ES
FEER I E 2 B R ERES R (40
& 1-424 Fr7~4 “Jineng01” 5 “Jineng02”
ZEIRERES) .

Step 02 £ i J5 7 Inspector (45 M
PED RO AEFR BT EEREE,
& 1-425 Ao.

F£1E EEhiznmi

JiNeng01

& 1-425

Step 03 o7 DUB T H B8 4= £ /Y
—AFSXREITES@REEE, ®
BHREH O NNEZ B ARESEITE S
ENE.

(OF:3-

Unity P R B892 “Bhkab iR
YA @A egiTE., R A EHEZN
K Gkt Rk, WNAREZXEHN
&9 1 % B JA) .

il

1413 X EDERIZ{THIA
1 o

HIERYNAEERER S AREND
E, Blan, FRENAEESEYN TEX
R ONBEHTHIE TIHEN FE
X AEE T {EdFTHIE. A, WMRIE
BB ARBERB VR ERER, N~
1Z9n{a) 1 & e ?

T & A48 511 Dongzuo 001 24 43
HATIH IR, SIBARBERE, BB
EGNE 1-426 Fimmo
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(OF:3-

A 1-426 # A & 3h @ A48 o

ME LI LRI sEFH A BT HIE
AKXEYR, FEBENBNERE
A FEH—Z,

Step 01 B8 8&E “EBE", BET
“FraR” BTk, ARBEDE “T—m”
ZEMUE, BEEACIEEET AT
MEAHIE (BEIRFIE 1-427 FiR) .

QOB
E 1-427
Step02 T RAEMEEET A
FRRF—m, £FRNE P ikE
Dongzuo 001, B AHHEIEFE Copy (&
H), WA 1-428 Arx.

E 1-428
Step 03 AGBUEHEKL, EEHMN
& &1 2 3k B9 Dongzuo 001 Mg, B FEFr
HSEE IR FE Paste CERME) FEOE— 3T
A Dongzuo 001 (¥{EGNE 1-429 Firm) o
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1-429
Step 04 M EAENWBIEE
LT AT IEN T (20 & 1-430
Frim)

A 1-430
B XF AT UK A Es)E R
ERPIZEANETRINA G0, RER
JEEMRNVEFIERTER mA
BERERBIEITINE T

(OF:3-

(1) ZFERHER FLMEDH
3, TV IR BAE BB BIEAT AT A AT S M,

(2) ez 9h, @it A T/L B R
Ik AR S AL T A B ARE B Y .

1.4.14 £ A B — 3 5 X412
TR

YR Z N RBESES B,
MRLGEE NN REBARIN—51 8 STHEN
NBEFE Animation (B EZREE M) B (g
KL G—EBEARBFHNEENR. HLE



W] A g RARIN— 151 B XX #HIZ H 2
MNRE? B AR — (84 Lk
BRHERERTIRR?

M — PR A 7% 3 & Effect bomb
ABIHITETR, ZIRFERIFTEH
EshiE (FRA ESE S B X R IR4EME E)
AR, A 1-431 Fox.

& 1-431
Step 01 BEARECUE— IR,
v & A “Animation”, F£ 4% yunshi ( i
AEEY) Fliechen (REEEED) WMEBHNA,
AN 1-432 Froxo

Effect bomb
Aniamtion

& 1-432

(OF:3-

bR PR Fm AR 3 @ 6 At Rk
AAEF—LAR “ZEXR” A, Rg Lk
MR R R B IAFE T

Step 02 ##F 7 #¥ Animation (7 E
ﬁiﬁ% 0) B4, RREE Cult6 B

NENE S, #HAF| Animation (B E
REEO), WE 1-433 fir.

F£1E EuiEhR

Step 03 E 5 Add Property (5
BM) FEAI, TAET S 5 Z N
“yunshi” “liechen” > X & B Position
(#:351) /Rotation (JEi%) /Scale (470
ZHXEMT .

NEFEAMEERFINR /BAH
S, mEEEHEMNEREEZEEXNS
E, XNmBERE S — N5,

LN TS

Fl—#h & L6 2 /M55 (o
AEIZH)) o

Step 04 FEX R ZTITE Animation EI’]

&) E miE 7 [ H (T/ﬁﬂnﬁﬂf M),
EETYEOA LA “O9iE” ?’—’fe-—,
& 1-434 Fr=,

ESRTUE,

& 1-434

Step 05 BEFE A EELXT (T
FREEREN), BEERAELFHERD
AEFEM NN RATEN (EH=F%
MELHESD) , A& 1-435 Fas.

|||n|

& 1-435
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Step 06 XE Lo A EH=FER
HETXNRGEXEMEIE T, ZaIEE
PO AR EE W PN REVERGIR

(OF:3-

A8 £ B 4172 5 52 Animation (3
B iR a ) PAE RN E . BIA
A X T &R AE3h & N 50 B R A ZEFh &
XA, mABEIKRETNTHEAE—3
B S % A S

1.4.15 3ds Max f&EJv

3ds Max 72 Autodesk A T FF & FIE
F PC RGN =H s BIERMBIER .
TR R, SEFEFER G HF
BRET 5, XE TR =%
B FEZTFENREEE. B, E
W ZNBETAREE. EANRE.
BT A B SLEGLE, HFERX
R B FPRIXRE,

WX FF B HAE R 2 F A H 3ds
Max KHIE—LEKXKEM (NEE, B
FFIE. BT UOVHASE), KRBT
NEEHFIFHNTERIN, ETURS
TAERE.

1.4.16 Unity 3D In H # 3ds Max
HIIE

01 FMfEEAIRE T

P E— P HERFE, TELE

3ds Max AR el —MEFR{REA MRS EE

AR, M AnsRBAAG R R

02] IFHIREA UV

o] PLFE 3ds Max RE AR B A9 UV

RAE, FEFYAT (Unity BIART

FEXUEEIMN UV S HER) .
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03] H{ERNE

3ds Max S B R G+ @ K, —UL
2 721 E o] PATE 3ds Max A 58 B
[EEBS A Unity #.

04 WEIR

o PAFE 3ds Max Pl sS  F s &
FEIE. UV EHEWE.

05 SCIARA TR R iE BRI

£ 3ds Max F o] I B E X2 E TN =
R REZBHEGEEMNMEWMIER R ZE
R ERR, EMEREETM S RES
EHITMEMRE, FESHEETUH
Unity 125/

06 HE4FE 7 E

3ds Max RUVEFR TR A, O
DS B 3ds Max B9 7% 25 5 U ¥ 1 KRB &
WY EFIE, wWE 1-436 fix, SHEF
F3 3ds Max #? Fumefx OR{AIHE) H{E
B KGR o

| m 1436
7)) f)f—LLAF I B

B, EREE. BREZTEE
AR SN ETE .

1.4.17 3ds Max
1EE

BAFE T 3ds Max IR EH B
(& 1-437 ) .

B2 7N #8#AE AR



F1E EfFEmA

HUER, B=VIHRAHNED
| 7 02) g LRI ME: RIrFERR
o) (ol DAREREES [F0], XA A

12

DA
an <

B

A ——— Stk MR

& 1-437

AL 3ds Max 2012 & &) AR R ik
TR, 4o R4 & 69 3ds Max R A R A8

Bl 4L R Z 32, 3ds Max &N 8] 49

ol

AR PRI R—
EESEES DR

03] #5 A 48 I =3
Alt+Z+ RAREE LT (ERRRAF
B RBEE KK, o ARHIX

04] 7% %0 [&l:

£, 1B DU

—_

0l

79 %

& 1E

SE

| 717k I:E.'I:z.

RERIRHREH

05) AR LBIIAFNE: B

AR ERNRERNLE, RIE,

Btk XA AARRL, B H 6 AR

D
X BT of PR

X

FOBEI AR EB R T .

06 fy T EIMBEXS R: ik XS

3ds Max R EBIEFHEZIN T, %5, mRESR 7, RO REA T E
0 e KR ABUEERT, IR,
BAE Al + RARREES) (WREEZ 3ds Max 5 FIREER W3R 1-14 Fivs.
= 1-14
M E 3%
P P EAE (Perspective) C VIR R &I E (Camera)
F VI ZRTHE (Front) U I¥E P AE (User)
T DI E| TRALE (Top) B DI E LA (Back)
L VRB| ZE (Left) [/] eI
W ERE
Alt+Z ZBROETIER Ctrl +P MFITR, %A
Z FENREFMBRARAUER || CultW X B8
Ctrl+R SNE)in=3 Alt+W BRANMERHRTE
IRE
Q EETHR A =)
A B TR S AR FHHE
E Hest TR H FIFERSIR, RBMEEYIE
R FM TR M M SR iE =R
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AR
X RN E PR AR -/ + G KPR CGERF/NERD
H it ARER
Ctrl+S R Ctrl+O FTF
CtrH+Z Wi =B Shift+Z REHALEERE
Ctrl+A ik Ctrl+D HUHE
Ctrl hnik Ctrl+] fik
SR EEPUE Shift+F BERLZEE
G Bl Sl 27~ A& Shift+L B2 KT
Alt+6 ERFTEE Shift+Q HIEE Z
O MEBEE, EERNFER Shift+G Beel S Lol
Ctrl+V [t & AIt+T+A F%) & i
Shift+] = [E)HE5 & Alt+T+M RRES
N =PI E S K A AN B < FE Ml
Ctrl+X B Alt+F+R FEE
Alt+F4 XMEH F9 BHEE—RIE
] RN RE F4 SRR L%
(OF:3-

(1) A b s ok 3 X NERES T 8848 A .

(2) Alt+6 FHeitdd, HF3

1.4.18 3ds Max #1 ¥k 5 E]

%3] 3ds Max M REREN B FIAER AR, o DARS B A P AR 7 BURREREY 7 #&,
AFEFRE T AT 3ds Max P EHENRIENTMESE —BREMSASH Unity, #—
L EEERE (CHEESE—L UVHIER, o A%TE 3ds Max PR,
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AREE TRANEREM. BiTRAK
AR, J7T B BAFRPFEDIK
AL L2 Z R 05 (FH)
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ERINBERE], TRH—TERXITS
#7, None 3k 7~/% B # 8, Interpolate 3%
~RE £ —m A B R B A,
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(BR3P
04] Friction Combine (E# HHE
B : EXFDREFED AR ER W0
HEER.

(1) Average (F1): TEHIEE
JIEESE.

(2) Minimum (F/ME): EHEED
BEF s/ N—1

(3) Multiply (#H3%): AR DE
B IIFRIR

(4) Maximum (B AX{E): {FRAMW
BERHERKEB—T
05/ Bounce Combine (3#ZH5):
EXHMEERNENYENIEE &
B

(1) Average (F¥39): TEM&GE
NEEE.

(2) Minimum (F/ME): FRHEAD
BRI

(3) Multiply (#H3€): AR
5% T EI3RAR

(4) Maximum (R X{E): {ERAM
BERERE—T

(O3
Physic Material & — /™ I /m &9 K A
PRI R R, BRIz, BT UA

Edit/Project Settings/Physic ¥ i% # Unity
3D 494 PR AR £ H

= 1% & 5T A} J5 & Physic Material (47

Ea D # R 2 W& AR 25 4 None

(Physic Material) /&R 0], d0& 1-539
Fr7r,



1-538
BTN AR T SRR M
MR,

1.54 EERIRMRSE G

Step 01 & 5t €& — > Sphere ( EK
1K), PIEE—L Plane (£ /), EHU
&) 1-540 Fr7=,

>,
- .f .
275 94

& 1-540
Step 02 3% £ Sphere (EK{K) 5 &
T3 & Component — Physic — Rigidbody
A INNIRZE
Step 03 A /7 €1  — > Physic
Material (#3244 1), 1% & Bounciness (&
1) A1, WE 1-541 Fror.
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WA AN Skinned Mesh Renderer ( 5% FZ HY
AEIER) AEFERCER.

(OF:3-

% SR Cloth (A ) 214 56 M Fo
Skinned Mesh Renderer ( 5 & 9 M 4478 42 )
AR AL A, 2RI SRR AR A AR
¥ & %k LM AE 3ds Max P — A
AR AT B fox LAk, REZ LR
A AR )G W T A8 B 649 A # Mesh () 4%
W) Pl

¥ T R 1£ Inspector (G MALE)
& & Cloth (F58D) AEMNEX KB,
YN[ 1-545 A7,
01] Stretching Stiffness (FZENIE):
HESCEEANO~1, BEK, BLEH
£V 28
02 Bending Stiffness (FTZNIE):
BESTEHNO~1, EHBX, BAES
Tl
03] Use Tethers (FF/ERZ): FKIA
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11] Collision Mass Scale (AlfE[i=
&0 . FRRBRERES .
12]] Use Continuous Collision (FF/3
HFESATE): ARRBEFSESAE. g
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3D Object — Sphere (JF Xk X R — 3D Xf
F—-KEE) BRI RER (T4
EMBD, FADTRIKEASEENN
B, WA 1-547 o

& 1-547
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Step 04 % ## Plane ( £ H) JF,
W& Cloth (8 RS ZH 4+ Sphere
Colliders (BKFZRE#E) B Size ( K /]N)
41, 5% Sphere. Sphere (1) #EE %
First (28—). Second (£ —) { & H,

TNE 1-548 i,

& 1-548
EFE Plane (EHE) f5, MEAXINH
BT DIRIRAY “REFEARZIR” Z4£E T/l
=} (?zu% 1-549 ﬁﬁTEl’]éﬁE)

B 1-549

(OF:3-
#) F Cloth (A7 #) % % Sphere Colliders
(R AL JE) # M P First (5 — ).
Second (% =) WASEIEIR G B2 A 4514,
A A E S AR BIRBIR, SRR A
PR ERAE, W R E First — /A st jE
PRBP T

Step 05 &/aBE1TIF, B IAEE
MERGHNBENRT, WE 1-550 AT7R.

NELZNHERBARATEERETT
FTEIR P ERAR, o] DUBIE & Cloth (7
B BHERRBERSECHOATIR.
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(OF3-

(1) f218 A 49 Unity P (e Unity
4.6.0) ) 1E A A & % 8t % & 2+ Skinned
Mesh Renderer (52 % M #4275 4 55 ) 1&
Skinned Cloth (% & A #t), & 2 Cloth
Renderer ( 7 #+ 78 4 ) 4% J Interactive
Cloth ( & Z # #t). M f& Unity 5.0 Z
J& 69 M A P, Unity ‘B 7 ¥ iX 2k 20 44 4
— %A h Cloth4atk, REZRLEX L
Component — Physics = Cloth (484 — 4%
¥ — A #t) PP [ Bf 7 e Skinned Mesh
Renderer (K M#&E 4 %) 5 Cloth (H
) AU, R E SRR etk

(2) Ha ¥t R G 6y M FRAR DA S ey 6
AT AL (A F A AT L),
A9 52 TR 2% e B ALK

(3) T4 % R A R 0 2 4k g =,
A8 52 BR 8 A B =T AN A & 04 RR 5 55 4
o R T

® 16 HESBNHEXMS
AT R E S AR

1.6.1 HBERHENX / FHERIEX

7 2RI R 3 N 31T W By AR AT
AR “HER” WBRSHAER. HX



BEREE, N “EKE” JEZ A6, 2
M4 Prefab (FURAK) 2454 X=0,
Y=0, 7=0, HBALFE}PEFZWMEH
WX MBI B TR ? SN H
AHFAIRESERIE? BE LR E
FEXMMFINERNE, JIUETE
fRA— “HE7, TIREXRBRAFNSE
BRER.

0 AERNEN: EHE LRI
B (—RATERTER , BRERS
BB AR AR A o

2] FHEMNEN: BiERENEL
R EAE R, AREREFIE R

R /&N 0

WXF (ABEHG) THE—L
HE SN BEUWE 1-551 A17R.

(Over head)
<& (Head)
.__.-"/-__,.-

[ )

(Chest)

(Right hand) (Left hand)

(Weapon)

1-551

(OF:3.
TG EK TSR R H
/KR 0 G IE AR — M. B,

£1E EuixEhR

“ZEIFR TAEAAEN Mo
GRE BT AL E 5.

01] Overhead (kT): ZFHERHE
kT B, EREASHHEMRS (&
TNR=EIR BBERE) .

02] Head (3k): KTn4bE =, &
RErkt, HHEERBLIHNIEM
K5 (RENERS .

03] Chest (F9ZR): e, B
BRKER, HEAEKMIBEmRED (&
M HFIO o

04 Origin (F11%): Bt AEH
FTMMuE, =R, MERMNENE
BEAXEE, EHtESHAR— (&#
AR, Buff = AHE)D .

05]] Left hand/Right hand (A F):
ELAFRER, SHBFEsImzsl,
ENESHRBHEHELAEAR— I HER (F
WENFIR) -

06 Foot (FHJEK): MIKGIE~, IR
MEAD%E)] (HER~ERDFIE) -

07 Weapon (H&%): HaFgE~,
Her R FHNzaimzs] (FERS) .

(OF:3-

(1) vA LS Z &5 LA K w64 4,
BRI AR IR B H Rk

(2) T X m RegYrE soh, T
AEIE 2 i%ﬁskﬁ']it%é’]-*ﬁt*}ﬁ»&‘? %) 2w,
B AR E T RS A RGO BN RN
K, BAGE ERE—®HKERSF

—

1.6.2 XL

N iE
0 AEHESANE SN, W
& 1-552 Ao

A [B) BY B B
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1-552

(OF:3

T ROR A KRR BRI FE R

02 IR BB (FHEFIREH
HAE, FHERSRVEASIRRER),
WA 1-553 B

e
03] X{TiER (FHR%) HBad
BHRSER, flmAP— P EEKITE
B, FZFANP— T HEXNFTEIBE (K
N R, BeREAS EBEFRIEE),
WE 1-554 Fizx.

B . 3 e
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04) EL MR, GIHMERERTZ
RELGHR (ZRNR) &, ME 1-555
A7

(OF:3-

— M H R AR P ERMR AN
Unity ¥ Line Renderer (£ 78 %) 2
AE R AE 8. 7T vhid it 3 3 Component —
Effects — Line Renderer ( 2A 44—z R —
LIS R E) RifcmiE & T aeeatt,

Line Renderer (£ 4B e8) RIE
HAZEWET,

Line Renderer (ZZ /B 7)) & H
ZIEMNREREESH MNG, — 2R
7 Line Renderer 2014 0] L 22 & 5] B2 BU~F
B4 EE N ESLLE.

MRFELF ML E Z IR A%
B WIFZE(E B 2 P18 (GameObject)
53BN Line Renderer B4,

BIEAE:

Step 01 £ 7 ¥ & GameObject —~
Create Empty CHXEN R~ EIEZE XN )
HE—IEXR.

Step 02 EBREZXN R, EHXE
Component — Effects — Line Renderer (ZH
B3R EMEHER) .

Step 03 ¢ & — > Material ( #4 iz



BK), FH#= 3 Line Renderer (Z&/|4)8 3
25) HHJ Materials (#RBH) L.
HEEMEXEM, WE 1-556 .

& ¥ Line Renderer

v

Material:

Element O MNone
Use Light Probes v
Reflection Probe Usag 1

None (Transform)
y Parameters None (Lightmap Parameters)

(Material)

01] Cast Shadows (¥ 5fFH52): of
DU SR 5TBRS -

02]] Receive Shadows (3EWEAES)
e ZWERR.

03] Materials (4 T)
EME.

(1) Size: MREKEE.

(2) Element0: F—"PMREKZFR.
(3) Element 1: 2"/ BREKZFR.
04] Positions (22%R): ENSHZE
EIES 7

(1) Size: BRI E.

(2) Element0: F—EMRBFR
(3) Element1: 2 _MNENMNSZFR.
05 Parameters (Z#): T AR E
S

(1) Start Width: FFIRTEE .

(2) End Width: &XTE,

(3) Start Color: FFIEEE.

(4) End Color: ZEHREIE.

06| Use World Space ({& ftH 574

o] PAix

F£1E EmFEhR

PR): MMRIREAN T, WAL S
NE, HNTHRARERKERE.

(OF:3-

(1) Line Renderer ( & 75 % %)
¥4 Y I @) BAR ALY 6 6

(2) ZkiAk Use World Space ([ ]
FAAR) AMIRE T RIEA A %K
LB, deRAZE G GIFTALE R4,
W) % F B Use World Space (f& A # 5%
AEFR) R,

1.6.3 4FE S BERKIT
—RRED B PENE B I E R

AN, RZFERFEAS LB NEXR

AT EENMEEFRFINRE AL
B, B E R 2ME AT AR
Ra, hEEFERRAR, WETEH
(€

THER “ETHEE 017 AFHEITE

TR, WE 1-557 Fis.

Assets » Effect
® Effect_Zhanshi_Jineng01
® Effect Zhanshi Jineng01 Hit
® Effect Zhanshi_Jineng01_LHand
W Effect_Zhanshi_Jineng01_RHand
[# 1-557
MELZD L AE “HeE1” Al
MFRBERL AR
01)] Effect Zhanshi Jineng01l: “ f%
THRE 017 REFEESFR, NINE%E

INEBREFnE48 s (Origin) .

02] Effect Zhanshi JinengO1 hit:

“IEHEE 017 PR EFN, PER
NEHERKO (Chest) .

03] Effect Zhanshi Jineng01 Lhand:
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“IRTHEEE 017 FHAEFHN, VER
rF,
04] Effect Zhanshi Jineng01 Rhand:
“BRTHBE 017 FHAFHY, NER
H5F
Pl Ear 2N A “Effect+ BE IR
+ FEE ID+ SRR B fLE 7
XA AR ER S W as 2R,
Wit AR Ap 2 o] DURIER X 4558 I 2
Al / H8E ID/ FhE AL B
(O3
(1) MHFR % AR T VLA b 4%
R T Ak RAF A AL H, L4 F Lhand
3% Left Hand ( £ 5 %f & %), Rhand 45
Right Hand (& F4¢ 2 &) .
(2) o 3R 345 2A9 B FF 3K B Bk S5 A&
TRAEA2FFERFT .

® 1.7 JIHIEERIE

HIETIJERS, —RRBREZMLI T
. BRNAZER: OB FRSK
EITIANER: QFEAFERGRKE
BLTIEHIRR: OfE AR HI1ETISE.
R T RNBF PR B XL 1
AR TH R

1.7.1 ERANFREHEIIL

FERNFREFETICEmME HI1E
FEEBHN—FfMAE% RFEHLLD
SR USLIL TR R

Step 01 BEAFE— MR T RS,
£y % A “Effect Daoguang”, 40& 1-558
FIT7r o
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Main Camera
Directional Light

Effect_Daoguang

& 1-558

Step 02 BUE Looping (FFE23EHD) .
1§ Start Lifetime (¥ F#AF ) R E
402 GZBHEERRTIFENGFERE, &
BB, JUREZKIBTEE,
W & Start Speed (FJIRZEE) A0, W
& 1-559 Fr7R.

& 1-559
Step 03 & & Start Size (KT H#]%H
KN A2 CZZHEERRTILBRN,
o AR IEF KA P LHE) ., WE 1-560
Fr=e

& 1-560
Step 04 ¥ & 57 =% 1%t Tl 7 A Rate
(EEHRZE) 5B A 0, BHA Bursts (/&
%) BB, 0 EBER— R T, W
& 1-561 A7mo

& 1-561
Step 05 ¥ F &5 =% Shape (&5
SR Fik, WA 1-562 Atire

& 1-562
Step 06 7 /& Color over Lifetime (4
tn AHEEE), REJICRERITE, W
%] 1-563 7o



& 1-563

Step 07 FF /& Rotation over Lifetime
(45 B HEAREE:) - & E Angular Velocity
79 800 (FEIX O] AR B T1 e 5 R /&
o AREF KB/ TEE, WE 1-564
F7me

oF
1 A Curve (#y Zx 4= w2 X) AT
we bk ik o R OR T 1%

Step 08 1% Render Mode ( ¥/ F /8
FAER) KU Mesh (RIA&IK) , FIEFH
Mesh (pI#&4R) & Quad (FUIAFE), &
& 1-565 For.

& 1-565

Step 09 5 F—K I XMEE, # &
WA 1-566 F.

Tiling
Offset

& 1-566
Step 10 HEAENERARN &

£1E EuiEhR

WNE 1-567 Fi~.

G AL TR R TR ¥R E,

Transform

1—567

Step 11 &SR Es{ERHITH
A, — P EENTIENREIXEFER
FLY, GNE 1-568 Fix.

(O3
SR AR PIAET 7 R AR R R
BIHE TR T, T RHE R P & K.

1.7.2 {ERAIERZEHEIIL

HERTPRBZIFEHE A3 E K
TETIHR R TTE

Step 01 B CIZERNENR, 75!
%A~ “Effect daoguang” “ Animation” .
SRIGBIE— Quad (MWL) EHRFF
L5, & 1-569 AN,

= Hierarchy
Create

Main Camera

Directional | i-_'I|'|1'
Effect_daoguang
Aniamtion

Qua d

& 1-569
Step 02 ##F/B 7L FF Animation (FfE )
B, 1% Cul+6 HEREE — B X
%, Bt A %] Animation (F)EZRIEE O )
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HFEE®EI, WEl 1-570 fix.

& 1-570

Step 03 AJaEH= P IEFE Quad:
Rotation ([Uinfe: FREBsIXEM) F
EeiEshE, R 1-571 Fix.

B 1-571

(O3
B it Curve (W& IE4I X)) AY
AR W R AR F4E,

Step 04 Z*42F T T1 X4 BBk
BB, FHRENERTEERX (£
X—3, JlJtheEFBRON— BT
TR ) o

Step 05 BUBBNE U4 Loop Time

(fE3ET) , W& 1-572 Are.

& 1-572
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Step06 xEIRIEAE, B
Animation (F]E) ELEMNiREBE /L
BELEMERT, xR WE 1-573
P

(OF:3-

1 7 d 5 & A 7] 5 AE R AT
K 5@ B RIAE 7] R REARARE, AR
Z THEF RERAET T A @E—,

1.7.3 @I ERFIETIRIER

e

RIBR SR TSR SEN AT e
E, WisHE Melee Weapon Trail (J]JE
) A%

(OF:3-

ZARUnity WNET —EBHEZLA,
i TeasAe REGEREEA L
¥AE R . EZ)E093RA2 PR VLGS Melee
Weapon Trail (77 0364F) A, A
KAV 7] AT RIVEIERF

1.7.4 7] 3 Mesh (WM) 'ﬁ

T1ENs BRI/ E g

WX P AR E WY T FE MR 2
A, FEEERAFB Mesh (RIFEED .
A B SERBR GRS




E—Fh, WE 1-574 iR,

TR T 7RG S K

& 1-574
UEEARG A TETICNERR, T
LB #{F A Quad (FUILFE) MK, U0
& 1-574 7=,
EM, WE 1-575 FiR.

TR
& 1-575

LUNEARG AN BESEH, NEE
5TfE 3ds Max R B2 — 1 EAR AR (U0
& 1-575 Fi7=) .

(OF:3-

A 7 KFF A% 25, EBARIE
HRE R R RETE,

TIxeiaE

B 7 XWIIE RN, BT BT
TTHBETI MR SRE (UT A%
SRTIFERRT R IAER B , WA 1-576
A7~

TIFEDAEE & mlE{R

& 1-576

JIFENEE]

F1E EfiznmA

1.7.5 JIRERERIFHIAR
E2e

0 BT EES (BEMERE
MREE) 5

02) TIFEERXHR (TInIE A,
SFAERBERAERM);

03 WRZER (TIHEE, %
TR | RN FRR) 5

04) TIFEMITREEE (HE =R
&P/ ¥

05 ENZFHR (ETNHREHNE
BAI— N AFERER T LUBINFT /=D

® 1.8 Unity HEn&n
TS EE

K5 W R Unity %5 38020 £ Y I #%
5158,

1.8.1 EBLEEAENR

RZXBEFERIANEENELES
A, HSLECe s —ENE T 1ERY,
HERBXANAE, SEBERES A
BHEFRK.

FEER, TIHLAEHTHAIE
TR%, BAREMHAENEX. A
MNEERXEBSXYNRK, BEEH=I
AEITBYRRIFEN. ERRXEZE
EEmN. AMZEN. WLNEEEX
21, AXBITeEREREX LNEM
EE—1, MMAENEEMLRNTED
R=. BEMOE—H, RE—TE¥EZ
MTHFEN, BA=ER—MAEEXRS
EHENIRENE A FENGE, R
HENA—HAEPHNH P Z IR,

WX e X B B VMASE A
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1, BENES. ERE B AEINER,
BEREEENEDSH LA EENMA,
RSB AELIERG ?

1.8.1.1 =ZF&
=ReE 1-577 firr.

=Fe g 75 &’

ZEe; B &R

& 1-577

“RE: E=MINE RN —
B¥%, BN HERINEMRE RS T4,
mMEMAETHX=_8% —FERNLEHRE
HK. X=RUNE, MA=ZIRE (F
=Hf),

BIXN=ZREELD. %&. K (RGB).

RN =RERd (4D . & (T
BR). 5 GHE .

— R EHBEZFERNP =RE KRBT
ERE LA B, mitEVIERE TN
SfE LA %E

—EE: B . EA=ZEE. =
Bt -—RE LR EA R AHERELE
ZphREAB MEARAE, s
—RE,

B —KER BE. BHNE. BHE,
WE 1-578 Firs

548

¢ FFFFFFFF

1-578
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01) &48, WE 1-579 Fimr.

A 1-579
EHEECRXNZEN. EERRT,
EEERERCREN T ERNTCEN AR
FENBR. PREENSHENZHR
BRAIRRN G RS RN G B R W~ £
02] {HANE, A 1-580 Fr7r.

El 1-580
BE BME” IENERENEE,
EFETRABEBNATEE, MEH
NEM. ZIMMEARREERN, AEE
BAREE.

03] BRE, /& 1-581 Ao

& 1-581

HERNZXRERMABIRXE

|, BIAARE = E =7, TR 4 R IE

EEZEMNARES. FeX 8 HEE

B NERR, R ERERE, XEHES,
HEHEES,

ATR-RENMEX =—EXNEM
MiRfa, TEAGERXNHEE BNERE
4R . B 45 7E Photoshop UG i 43 iR A
12 EAeE, RemB “e8” moXH
mAENE L, SRNERFRA ‘2K
&7, & 1-582 Fr.

FeAFHE “=ZRE” NE,
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MARN=—BEE, BRNEHM=1H




ENAHEETEEME “=@d”,

|

|

|
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—EHREN LEHRENE =M
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HTMRERZMEKRER, XEBRAX=
MBI EEEZ., ZRefE el
=4, WA 1-583 fis, FER. XK.
N =B HEE.
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& 1-583

ARMEBEAA=ZRB LB IIARE

BEENFER m-8ENM=-EeREE
FEREE, WA 1-584 Fios,

ol o

& 1-584

HiME: BXM@AEBN LA IER,
FlanfFE 1-584 AL B FMF E 5 5 4
B. RT=ZRE/ =6HH, BEFXEH
et iR Zl. INRFEFEEHAHR
H F L B 6 B o] DA{E A B AME

HME: BRNEEIA EAESE L
FERNER. JUER—IMEIEFHIE

F£1E EuiHEhR

FENRBRMER., BIEERRD X
R ERHENEHAR=EARATB
R, XMAGHSREAESIREEH
BEFEANERE X, WE 1-585 Fix
N FMEEEE, BEEUECHAS

B
I I }
B

1-585

(OF:3-
Bt &R VLR B3 A BB —FF
R &0 JLAP AR DL E. .

HIL, AIEAEZEEIBT DUEI(E
F Photoshop [RIFREFBEZFLE—FEE
Ble, NAERE. Flin, HF1HE
Photoshop z A B — M4 BRI TR, A
FWRAEFHFENEN “EHEE". (W
& 1-586 Fi~, B BRNEEREEZE
420, )

i+ 20 ®iE+40 a3 +60

& 1-586
I X F R URER B EE
BEMNER#ITERIER, BIRERE
AR T
Step 01 £ FHx % “BER” — “
B <@/ IBME”, dNE 1-587 A,
Step 02 X B (BT ERAE
HRZEEAR), W& 1-588 fx.

171



Unity 3D $530i% it B 1R

iERm 30D WMEwv 80w FEEiH)

B =)
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YY) S

EEHLEQ)..
ERERAN) ShiftsCrlsl | L
~ HEEE (). Ctrl+M
ESRIHEU)  AltsShift+Crlsl =
ETREQ) ShiftsCirl+B | POCRE)-
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AN RV 5/ i), Ctrl+U
T . %@. Ctrl+B
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1-588
Step 03 B R EET IUNEE M
BHEER, WE 1-589 Frr.
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1-589
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H A & 3R G 5k 2 AR IR & A8 HE A )
Ty, Frvh AT e AR T 47 3 48
PLE,
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HENBLtEHLSEEY WG
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ML B R A6, [E]+F7E Photoshop
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HERNBRIEE BREUTAR) .
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7~ “BRIFEFE”, WA 1-591 Fir.
e BEL I=HY) =EEGS

Ev)

==U) EEE ().

STEEN) ShiftsCirlsl | - CtIrI:

EIRHEQ)  AeshifsCulsl | EE) Ctrl+

STEEQ) Shifes Ctrl+B

& 1-591

Step 02 EHBAXEHE (21
BB NEERBEEER), WA 1-592
FT7ms
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: & Y ari
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0.0000 .
S . VIFRE(P)

L
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—
& 1-592
Step 03 XEBFIMNLAE (EE)

EEANE 1-593 Fias.
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1-593
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O
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EEU) J  ==mEC..
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ERMERE(O) Shift+Ctrl+B (E)-.
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LI o 1EH— o Hraz— oK, BE
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1.8.14 NBEHAARAPHEE
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ABRE | SERR . BR KB ARERT .
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ARFRHEZF, FEFERER
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REREEEBEEEE. MEMEEZED
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W# 2 Shader (BE@er) XH T .
1 B2 /Y Shader (& & 8F) X EIA
2 FRA “NewSurfaceShader”, w0 &l 2-2
P

o

* O

ori
rll.
Mo
Pr

L =

roject
Fav
Qa
(;l A
QA
Qa
Asse
2= Ex:
L — S
s s
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2. E_AE

th o] LBk FE Assets (FFE) =
FRERRR, EAATENBERERES
HAN R HRARAE, L ASEEEFR



1t £ Create — Shader — Standard Surface
Shader (BIEZ-EBHR-IRERBEE
MED , EFFB T IRIE— Shader (B
B XH. BIEUE 2-3 .

* shaders
# Sound FX

Folder Create
C# Script Show in Explorer
Javascript Open
Editor Test C£ Script Delete
Shader —sshifp- Standard Surface Shader
S Unlit Shader
cene
s Image Effect Shader
Compute Shader
Audio Mixer
Find References In Scene
Material

Select Dependencies

& 2-3

BKeEEREZzPEEDLSEIE—)
#THY Shader (B @ F) X1, WHE 2-4
7o

A5 get Shaders

B newsurfaceShader

& 2-4

oFT
R # Shader (F & %) X 4% 7 VA
3T 7F Unity % MonoDevelop ( B & % %%

2), TTALESHEEZEZ P57 Shader (&
2.%5) A5,

% 2% Shader (B&%) MK

2.1.3 Shader (E&2%) JHHY
SN EFER AR

— 5 S A Shader (E B A
MFRERN: —MESATEE, 83 A
“* unitypackage”; H—MERLESNE
P ZH) “*.shader” X,
01] Z5—#h: 5 Shader (FE &%)
TR

BREAFAZFZRESANEMT RS HE
AEE, B8 3B Assets — Import
Package — Custom Package (RE—FA
B-BEXE), WE 25 finc. AR
S VA LR “ unitypackage (RIR
B)” XHET “FTH”, ESAFEHH
EEFTESANXXE, BIALIREED
Import (S A F&EHRIT],

GameObject Component Window Help

Create

Show in Explorer
Open

Delets

Import New Asset...

Import Package — Custom Package...
Export Package...
Find References In Scene

Select Dependencies

Refresh Cirl+R
Reimport

Reimport All

Run API Updater...

Open C# Project

Import Unity Package B

"EREERE
EEEEERE

# =

.-zzz'zz'z‘zzz||
ERERRRRRRRR

v A
v A
v B¢
v B
v A
v B¢
v 8
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v B
v 8
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IJB|
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s

& 2-5

191



Unity 3D 530 1T 2L 1E1R

02) 25 _Fp: Shader (HE=) XH
SN

MR HRRE “.shader”, FPALFH
ARNFHZEENEE. BIEAERZ, &8
“ shader” X1 (JUERMTITINED
W), AEBEEEEER Unity TREBX
FENET, BIEWE 2-6 Fixo

At x=m £y =x=1
I + Shaders

& tEnE S0

£ OneDrive €] Add Lvishader
Add Lvdshader
= el d Lvishader

o R

i FEE

& 2-6

(OF:3-

2 & 0% Shader L FAM B /- &

%42, Unity BF T & 225, F 1%

NG F-Fh i E

214 HMEGRZRARA

Unity 5.0 FHEH T HREEH RS
(Physically Based Shading, PBS), H H

— P ® A “Standard (FREZBEFF)7,
—/~Z 4 “Standard (Specular Setup)

(TVEFBRSICHR)”, WE 2-7 Fix,

ndering Mo U‘ Standard
Standard (Specular setup)

& 2-7
EMNEERIINEREKE (HHE
FEREMBD mitay, JRUBNERZH
PSSR AR EIA AL (Blanm k. BBE.
WIB. s IWBRS), BEREDY
AL FE b AN E — Le JERE Pk A1 BT (4A
RAR. KEFHHEF) . ENEEAHMN
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T — " ZEHNPBS BAZHIEFHE
73 A3 o
XETHTNEERAZNFITYIR
EWEARE, Unity BB X FR—
N EZE RN Z AT IBRM BT
BE. AXELFNEERAZTRAR
BREETANDNEER KL LIES
8, N"EFEBUYMECSRKXINT RS
B, W AESHHI “texture unused,
please choose another shader ( £ I #
A, FEFHMEER)" F. %
EORTHABAEBEESHEINFTIER
AN HIA, TR GIER, Ea—
NEBENHEAXRBEB=ERFNHE
i, R AR EOE LR EA.
Unity = 1R &t A\ 2 45 45 =% EP 1 £ 3
kA& MIEFHHNKRE, FEENITERST

=R

(OF:3-

JE S B 4% 2o 48 P Standard (AR R
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éﬁ;{_ﬁ\gfi’{%&m‘b@” ff"'!" @” -flu’
m‘_}.’@” “ E]Z"-L?]D” %%*%D'I_J\n

2.1.4.1 Standard (fRAEE&EER) MR

BREBE—TMEEK B¢ X
AR B A Standard (FREFEB=), W
& 2-8 Ffiir
01/ Rendering Mode (JEZAE=)

(1) Opaque (ANEAR): BOAXZE,

B EEAEAXENEENR (BRI,
ARF) .

(2) Cutout (#XE/EH): RIFHE
FEE2— 128 EHBENYR, BR
£t “ERED” 5 “RNEHERD” I
AhAERE (ZINEEL, TERR) .
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XA X TEAFEEHRKR, Ff
Ao BEHATLERARTLEREY (&

w4 —ktet, Bk, SLRFARE L
]

(3) Fade (#22): RIFMRTLE
i, HFEAZRESHARSENZME.
FEFRES, o IAEIZARL T HIME
—WFRHTEE. (AT ZEART
NESIEHNEHEW, FFAHFAEEE
IMESLERRMEL, W8E, HEE. )
(4) Transparent (FEHH): EE =T
UELFPRNBEAERSEBEME. X
MERXT, MEBRERASHNERERS
B (ET43E Alpha Bi8) , ERNK®HET
2B R SIS AR .
02] Main Maps (FENHED
(1) Albedo ([ BBZ), WNE] 2-9 A7,

& 2-9

8 2% Shader (B&%) MK

Albedo (R BE) Y AEZE
BEARAFE (BETEIEXRE NS AN
&), EXMFHERME AR S F Main
Color (X f18) 5 Base (RGB) B
B, IUEZBMEFRRBSIENAE
FMFERE,

Vo FE NG E B B R E Albedo (B

) FIARNZA4EIoT R FIEE (BE
WNE 2-10 Fi=) »

(OF:3-

D) et BB T 7 5485,
BYELERBEA,

(2) Standard (#7/E H & 5) ZHKiAe
SR KEE, 1BRTE 82,

o] DU IR R Cul+ B2HSGERNTF
LERMB AR, FEERTUDHNERR

270 Alpha 1818, WE 2-11 A7,

B 2-11
BITEFRE2-12 NAENETEE
&% Alpha 1B1& .
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& 2-12

(2) Metallic (£EEM/ €BR .,
WA 2-13 frr.

& 2-13
ETRMENSERE TYRKE N
SN, HABEE Metallic (ZEEMH) &
Smoothness (CE/ESED) M MR EDL.
(D Metallic (£EE) .
Metallic (£ER:) HY TYIEER
RN F (0), RI#iRFREFNN & —EH

BN XEEREHNEE, SRYNBETIE
1T 50%, KEBFE 90%, MIFEBEBEF
£ 20% AR, BASHFNYREBELDERE
20% ~ 40% By (BRIE—L A TPiE),

ERAWYE, XTBEHEERMBIRA
Metallic (£EF) .

W E Metallic(EBEDEM 0 E 1 (4
AT, H iR E Smoothness (KBS

AEEEHIE 0.8, XSLLINAE 2-14 Fi7r.

& 2-14

(2 Smoothness (EiEZSED .

Smoothness (FBESED) HEHHET9
EEREASTY —HHE S EMENE
B, teBlEKR, MERERE&ETE RZ
NS, —EZEX X NSEA Metallic

(£ER) HKXH. Metallic (£ER)

FRNBEE ST IR ES, Smoothness (F
BZHD WRTOERENICBEEE.
RZEIEN T EEM A Smoothness (3
BZE) BERE, ZSHORETE
BRANGEERFRE CCEA0~ 1),
HEBEANFEANREAE.

% & Smoothness (FiBZ%) EM
021 (XA T) HRWE 2-15 A,

Plaster Smooth Wood

Glossy Plastic

Steel Mirrar

A 2-15
MR Z I Smoothness CEESHD HUEHMA, WK EBIHE . Rin{ERX T (F

BEA D SBEF—FRHEE.

4 .
A A N

LR R7 “H7 BT ZMEERET, DERENRSAE.
£ 2-16 1 “H|/E” RRSLAREAES

CERETEN, KEMRSRE.

S ——— N e SR VRSN N U e

& 2-16
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Smoothness (7BZH) E’]?‘Biﬁﬁ%xﬁ%
WNE 2-17 Fr=o

2-17

(OF:3
B 2-17 % “414” 2T HREEER
Bl -FiEtEE -y, ELKORIA .

WME A I, 24 Smoothness (FEi55
) BN (E6RAMEBKKRE), ¥
ERAG—SPNNREEXE — T AKX
AR EIE (DRIRE R B B TR S

" & Game - #scene

% 2% Shader (B&%) MK

FIRERE) .

24 Smoothness (FBESHD KSR (&
SEMBRA) , YEFEET— R
REXE—TEPRXBRARE L (P
KR EBWIRS T BAENR) .

(3) Normal Map (A% L&), 0
& 2-18 A7

& 2-18
Normal Map GGEZMHED Biex T
FEHTHEZTIAERA £ &

= Ilrl ESREINAE, Unity fRIBXPIGE
HNABERERFINEL LML, MMEIH
MARRER

£L#: Normal Map GEZIEED Y
MBEBE YT UF HEDE T IERK LI IE
BFRIM R

Normal Map GEZNEE)D) KZ AT
B ZERBEGEL RESSHT
FAREDE IS IR ST I AR HE, Ra
IEAMRERMEAAEZEEBE F, £H
HESHEPEEANM ORI R. XF
WNEERB R KRR T #FE, B A E)
TACERRIIER

B, SR EGE—ITEIET
NEBIR, NRTEHILOERKRLI,
NE 2-19 Fw.

l-_': #+ Soene i .
- - ' 3

Fras Agjnct
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UERER BT (BR1R44T. MiES) A2hELEERIUMN, X&
EANIER ZNZ N E

HTRRSEHEERNEERERE. BREEEMNE ) H, IPAIX % Normal
Map GEZEIMGE) BN EmA T, BITE&EET DOLREE B /DR E KRR
B Z R

AN RN

—> Quad (FUiATE) MR Normal Map GEZLNEED f5, EFEh o7 DAL “ 3
R” “MAE” “1R2257” F4R7, E 2-20 Firs.

© Inspector

Texture Type | Hormal map 8 |
Create from Grayscily]

1024%1024 Linear DXTnm 1.3 MB
>

& 2-20

MREZI, ALEAER G IR ExAERLAM A, Normal Map GEZNEE])
R FRBRAIER

0=
Normal Map (& M) — k-2 i iF 3ds Max. Maya. Zbrush 5 & 42 / B %)

BAPe “HRE” (SEEEA) HEEFEBE R, &8 & F Photoshop.
Crazy Bump 3R 4 2%, .

2.1.4.2 Normal Map (GZZ&MGE) BI{EARIE

FME, AZFIAEBSEALEVEHYEBRNEERRAERAABTRR
5. MRRBENSEREAREHN, FAIAANT e E KRk, B2 E?ﬁiﬁ’l‘ﬂ
Befe—"YE, AT ¥ 3D MRS REBIITEMCERILIT .

ENEEROBTF, REEEENA T RKEBERGE— N ELGFEENY
K, MAITULBKIEAZ ALY E=M, AL EREMN, mE NS IBEH 6 R IRAIE
FE— M58, RRYEBERES SR E, XAFB HROKIRT &6 AR,
T ENFERYIRER B ICEE BN th 2.

Normal Map (GEZMEED) HLHFAZEIEHW “WEEFEEWNRE", FIMtAEE
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EEIYENERE L. EENERSRRICEKEMER S FRZELE TG, FrIIEE
Xttt R, 2F 2V —MREZXEET, WE 2-21 Fi7~A Normal Map (&

HNEED .
1. &% 770

B o fE 3ds Max B —1 A IUER - FERIEA RG], & 2-22 Avr.

& 2-21

DHE “YIaREE

& 2-22
Y CHRTEEHARTORESE), W 223 HiR.

B 2-23

FEINRAMKREE Ao (EETYHRERE) .
TR PR AMA—IK Normal Map CGEZ&MED 5§, THWE 2-24 Fix.

& 2-24
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¥ Normal Map (GEZ&IHED) /&,
S EERRN AR A RAETEN, RNIX
;2 Normal Map (GEZNMEED B91E BRI

2. M ARE
Xf EE Texture (2 & SF 5 &) 5

Normal Map CGEZLNGED , ~AIWNE 2-25
ﬁﬁﬂ_:u

& 2-25
¥ T K £ Unity 4 Texture (78 &
SYMEE)D) 5 Normal Map GEZIEED) TR
TAREUER, ML,
(1) Texture ( 2
& 2-26 F7w.

k& WE), @

& 2-26

(2) Texture (/B ENEE) +Normal
Map CGEZLNGED , WE 2-27 Fizx.

& 2-27
W22 % I F Normal Map (VAN
&) 5, BEEH MO R 3R E
TEE” KARES .
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A Unity P 7 vA B AEAT N B 2032 4%
A EZXWNE, R E 25 H Texture
Type (Z R ATMEE EA) “LRmBp~T, A
BT EHFAB 127 “WBRERAZ
EIROR7/F:

(1) Height Map (5E &) : thFRA
MEMES, BATFAEEIEIGERNEM L&
MERER. F&EERERIN TS
FM KR, e EENTIXEZNET
BREMKAR S (HZER L), EBinyHE
R ERIfE, WE 2-28 .

| oeantMa
& 2-28
XM AENE 2, HAWRFED

¥ 5. BF Heicht Map (5EED) &5
Normal Maps (GEZZNMEE)D) —E A,
MMREEXPEEKREA, Z—1NRE
201 N Kl Fik P8

1B % Height Map (5 EE) 22—
RERE (HEBRWEAD, BBRERR
“BERS”, MAREXFHENXRT ‘&

2R, m{ﬂﬁu@ 2-29 A7,

ey '=hunky Stone Wall Impart Settings o =

Si% Chunky Stene Wall Heightmap [mpor & 2

T ik
Flee

Texturs Type | Tenture
- Mipha fram Grayscall_|

Teuture Type | Texture
&lpha from Grayscall |

& 2-29
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CER) , RN EEWE 2-30 Frx.



(a) Albedo

i
(b) Albedo+Normal Map

(c)Albedo+Normal Map+Height Map

& 2-30

%] 2-30 (a): XM -F Albedo (E AKX
), RERIFLM MR,
£ 2-30 (b): M} F Albedo (E K

Fite ) #1 Normal Map GEZ&IEED /5,
BREMARI M YEIEN, BB (7
%) REETW.
£ 2-30 (¢): MKT Albedo (EAH
%) . Normal Map (GEZ L&) F0 Height
Map (5EED f5, REMENMESR 7MY
FRIEERER, BNERE TEE.

(2) Occlusion: £FR Ambient Occlusion
(AO TH[E / MR REMGED , B FHEM
Gl (£FJt), BB TREKEAFERF,
A& 2-31 Fis.
| oocusen

& 2-31
B 70 E R R IR BA S B [8) 2
A RY5RSS, ﬁJﬁD, %W&M%ﬂ‘ﬁﬂ?

xi']ﬂ’]j‘c@éi’x"‘ S (HBEHESG
AREY) s R “AO Jﬂﬁl’é‘l” HEILGE T F

8 2% Shader (B&%) MK

LR BENGEHR~E T ARE,

Occlusion (AO IE&E]) B2 —
Eﬁﬂﬁ e RTNZXEE J

EmEERE, MEENKRTEFE
EEEHH ZIEEEE A 3D EE T Bt
BRFIE, ABHRE=ZFHRHEENK.

f£ Unity R E WP 75 o LI &
AO, — x‘?‘z%‘t;‘z,.mmﬁl’élfg‘?’“%%ﬂlﬂ (B—
NEE AOWNSE), H EIBIIE
BYHFY, HPE— Aﬁ%’“lﬂﬂiﬁﬁﬂ
ZE %5 % Screen Speace Ambient Occlusion
(SSAO) (FFRZEIMREMHEE) .

(3) Emission ( B & J£): #Bi1dE
o UL IERKRE N LI E, FET
DR S A TR E., NREGHIN
“BERER=R”, ZMM—1IRICE, W
%] 2-32 Fi7Re

& 2-32
Emission (B % J¢) & AREMNE

e e RICHIIRH. RESE.
(4) Detail Mask (4HT5ER): {EH

F Secondary Maps (%:Eﬂﬁ@) , 1WBIY

12328 TR o] PAXS 55 38 A (&G AN B B

PR, WE 2-33 fir.

| opeaiMask
& 2-33

& 2-34 FEANET, 2T Main

Maps (BREUGEED) FRSEEHFEE.

& 2-34
(D Tiling: ®E X. Y WA EL

EHIHE
(2 Offset:

wmZ1E .

BEX. YR IMTAEH
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(5) Secondary Maps (£ _igNH&E
TG ED: 1%k TS T A IR A S /Y
Detail Albedo (EAZE) F Normal Maps

CE&EED ,, F_EMRREREBEER
J&E Main Map (RENMLED) #MEE (K
ZENFE), WE 2-35 frx.

& 2-35
£ 2-36 N =

Secondary Maps (2 ﬁ'ﬂﬁ &) LR
HEFIAZE

T, T

& 2-36

@ Tiling: ®E X. Y BN EHLL
HHYIBE .

2 Offset:
W% 1E-

@ UV Set: UV HFIFH ATk,

B 7 )L I Standard Shader (fr/E &
B28) PIIN, Unity 5.3.0 REMT —
Standard (Specular Setup) BliREE &
meIthR. MBIXTEXFETIREEE
BB Metallic (BB B
7 Specular (%) .

Shader (& &

EEX.YEIMNAEH

215 FH =2)

15t BH

FIER R, BEMBRERE B,
KA B T —LFE R4 Shader (B
@Bay) KA, XL Shader (E2E) ELL
XK ZHER, BT Unity AERTE
Shader (B2 DN, EIRNTESE L
¥5RHY Shader (BB s8) thitiT 7 BIE,
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TEZEENAAFIZRFEHIH.

B 7o 1 Unity F it F— PR IBEEE
fa, FtrA % E o Creat — Material (£
E-ED . BIFWNE 2-37 Fi7R.

Create ‘-* Folder

Show in Explorer C# Script

Javascript
Editor Test C# Script
Open Scene Additive Shader

Open
Delete

Import New Asset.., Scens
Import Package b Prefzb
Export Package...

Find Reference s In Scene
Select Dependencies

Audio Mixer

Material

% 2-37

AL AEMBNNBRZFARES
FEE DM BB (BN B FR “New
Material”) , O RABIE AR F2 o

TR EN S, BEXHFEMRIKEIR,
?znlé‘l 2-38 Ffi7o

* New Material

& 2-38

M BRI TG, EFEM REKFF
7 Inspector (A& ED R EF M K
B .

TN KB4/ Tk Shader (BEE &%)
AR, HITA BB, A0E 2-39 Fivr.

& 2-39
PN Ja 3 B Particles (FF) TH=
BT, X A B A A R A R s R A

KEEESH, WE 2-40 Fix.
= (ipawilbs

01] Additive (=
RKEBEZEE IR,

EEMMED: A




Particles o Additive

Skybox 5 Additive (Soft)

Sprites > Alpha Blended
& 2-40

=E&
& IR .
fI:L', = *7_|'

02] Additive (Soft) (Z& A
D . ARRERNEE
03] Alpha Blended (o] /R E
). AXKEERREREMR.

WNaEE AT & Mobile (%
S ) /Particles (K. F) TNHIRLFH TR,
dNE 2-41 A7

Bumped Diffuse Mobile —ap
Bumped Specular MNature >
Bumped Specular [1 Directional Light) Particles >
Diffuse Skybox H
Particles — Additive H
Skybox Alpha Blended »

Unlit (Supports Lightmagp)
VertexLit

Multiphy »
VertexLit Blended

& 2-41

01] Additive (RE&NME): H

K BREENM .

02 Alpha Blended (o] /R 7%

O : ARREBEF/REREME
# T 3k & Legacy Shaders/Self-Illumin

(E5EG=s / BA)) THBEXRIME,

N 2-42 s,

Legacy Shaderc -—*

fl:tz (- *7_|'

Bumped Diffuse
Bumped Specular
Dacal

Diffuse

Diffuse Detall
Diffuse Fast
Lightmapped
Parallax Diffuse
Parallax Specular
Reflective

?
Self-1llumin e

Bumped Diffuse
specular Bumped Specular
Transparsnt » Oiffuze
Vertewl it Parallax Diffuze

Parallax Specular

Spacular

Vertexlit

& 2-42

01| Bumped Diffuse (/A% B & J¢
MED: BREEEREZBE X MR,

02 Bumped Specular (GE&X S5 B
EHAMBD: BREBELZSTBEAL
M

% 2% Shader (B5&%) MK

03| Diffuse 2& 5B &) :
KRB B &S B X IR,

/o 245% Shader (BT 8) MR
MRE, WNE 2-43 .
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Standard (Specular setup)
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Jingyu » (o Additive Lyl BmMEEREER
Mobile > Additive Lv2 B RER2
Mature » Additive Lv3 B RESR3
Particles s Additive_mask EEE
Skybox » Additive_mask_animation ZZAS1E &= &1
Sprites > Additive_mask niuqu ﬁgﬂﬁ}ﬂﬂﬁ
ul » Alpha Blended Lv1 MREREESR
Unlit » Alpha Blended Lv2 WA REBE2
Legacy Shaders N Alpha Blended Lv3 ﬂm;ﬁ;EﬁEQE
Katonghbian FifEshA
Katongbian_anly *iEshh (W)
Liangbian =1h
Liangbian_only =heE (1)
Medel_sulie R FHE R
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S e =hASinph
Rongjie iy i
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A Jingyu, M EZETMWARZE: EIMER
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WIEHMH. FREFREESR 1. FIRE
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HSLMNZRm T LLE L, Mobile
(%1 8) MRL 1 ABwATEAL
#J, 7£ Shader (F @ &) 53k F 3K 3
Mobile (#FIFEE) THEERFIE,

NE 2-44 FA7~.

~  Standard
Standard (Specu
FX
Gul

lar setup)

Maobile
Mature
Particles
Skybox
Sprites
ul

Unlit

Legacy Shaders

Bumped Diffuse
Bumped Specular
Bumped Specular (1 Directional Light)
Diffuse

Particles

Skoybox

Unlit (Supports Lightmap)

Vertexlit

WertexLit (Only Directional Lights)

& 2-44

XL Mobile (Zx1FE) THHME
TN B et AT,
o AR IERL R BIRTIR T K& B R D
T BE RV IFEFT R -

452w H B Particle (R F) 2
M JR &R o] L {E F Mobile (% zhF &)
— Particles (¥u+F) THMERER, RFE
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shE4S) — Particles (Fv—+) BITJ,

X T 8 Mobile ( % 51 F &) —
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~  Standard
Standard (Specu
Fx
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Bumped Diffuse | Mobile

lar setup)

Mature
Particles

Skybox
Additive ‘

Bumped Specular
Bumped Specular (1 Directional Light)
Diffuse

Particles

Skybox Alpha BElended

Unlit (Supports Lightmap)
VertexLit
VertexLit (Only Directional Lights)

A& 2-45
01) Additive (RES&NERX): A
Xk BEEZEEINMEL, [8 Particles (K1)
— Additive (EESINTR) THMRRL
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Mu |tip|y
Vertexlit Blended
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02] Alpha Blended ( [9 /R 7% i &
BX): ARREMRERGRR, E
Particles (#/F) — Blended (JE&) T
FIAt B R AR [E

03 Multiply (IR ):
FAZR

UJ VertexLit Blended (T 5=

AXRE
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H): AREETNSESER, JisiT
N & B Emissive Color (B EI) X
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@® 2.2 ;zHF Shader (&
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21T ERES T Unity FE H
Shader (ZHfgy) XFFMMEMANIR, XK
TR PR IX LE Shader (BEE®28) Y
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AT Shader (BB &) XHHXE
KB MEIRE TR
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R A 2

S Shader (BB RIEEGE,
FEECZE—1MEEK, VIt Shader (&
Bey) XKAINE 2-46 Fim.
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5 2-46
AN#% i Additive Lvl

BEMNEZEE
(BMMBRESR 1), Additive Lv2 (&

N BEE %R 2) . Additive Lv3 (& 04t
RELR 3) FFIR T f##.



X JL N # B 5 & B Particles (£
) — Additive (B0 ) WX 55k
ETZ2 7 ERRANNES, EAHESHE
A& B (Lv3>Lv2>Lvl) 0 & 2-47

ﬁJ fl\.c.
@

WAdditive Lv3
Additive Lv2

—Additive Lv1

& 2-47

(O3

(1) Bl—A4%Fzw, B E 48 F
A2 32 B8 Lv3>Lv2>Lvl 69 AR KR I8 4

(2) Additive Lvl ( & i # i B &
1) . Additive Lv2 (& m#t T B4 2) .
Additive Lv3 (&M it B4R 3) X =4F
Shader (F & %) RIAHEN THET AL,
VA I FHF & 48y Start Color (T
,) . Color Over Lifetime ( 2 4 J& 23 7 &)
FERAELSE,

2.2.2 Additive mask GEEZZ1N)
MR

XX FE Shader (Hfar) KAV
2 Jingyu — Additive mask GEEE0),
FIFRHPEZE “mask (BN FEFNEZ
EEMB, WA 2-48 Aor.

Jingyu > Additive Lv1

Mobile > Additive Lv2

Mature > Additive Lv3

Particles > |« Additive mask
& 2-48

%8 2% Shader (B&%) MK

R #H F R 3% B Shader (F &
m0) FIRINFACREITIHR, BRIEAH
58,

Mz

Additive mask (i % & Hv) # B4
R TEAK, BEH AR TRET 24
B, RAe X aFHT &R %Y Start Color (#2
F 37 &, ) . Color Over Lifetime ( % 4 J3
Wme) FEENESL.

AT AR B
Step 01 & 5t € # — > Plane (3
), BEIZ—MEKWTFEENR,

¥4 Bk Shader (BB &) XEBX
A Jingyu — Addtive mask GEEE N,
Step 02 EHF—KMGE, MK X&)

] ,;\sz Base (RGB) (RGB HiE) %

& 2-49
(OF:3-
TRBATEETEAGTGO AT AN

Select (1£4F) (LtE/LH ) KRB —7K
SEMWEA .

B RERINE 2-50 Fir.
M REKAB RIS B -

01/ Tint Color (& 1f):
— A ENEEER.

o] PLFEIX
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2-50

02| Base (RGB) (RGB £4li&): 7
X—A= 0] DUR F2EENGE, EC& Tiling
(HEFREE) . Offset (BFE) BMXE
KM R UV BENH R EE L BEE.
03] Alpha (RGB): AII—iK&H

ERIZH B REGEERBESS (&R
BERTEH, BBIBARTAERD

Step 03 EFE—KELE, KT
LEIM BBk Alpha (RGB) i, #B1E
N 2-51 Fror.,

2-51
HNEERUNE 2-52 A,

2-52
Step 04 ME LI B BB BN,
EA=R

204

(OF:5-

% Shader (F & %) ¥ & Alpha (RGB)
R ey R e B, i 5 2 Tint
Color (&) 5 BR B 7T VA2 4] &L 32 49
N

2.2.3 Additive_mask animation
(IWSIESEN) MR

# Shader (=) XBELRA
Jingyu — Addtive mask animation ( 7%
EEE) , WE 2-53 A7r,

Jingyu "*‘ Addrtive Lvl

Mobile > Additive Lv2

Nature > Additive Lv3

Particles » Add itiue=r'na sk
T

Projector

2-53

© 5 Additive mask GEE& 1)
FRXAETZ 7 — 125 E &R 50
HIINEE -

AT AR B,

Step01 B CGIE— 1 FHEIK F
SIZ— MK FEENR, ¥R
3K Shader (F&ar) XKIMEXN Jingyu —
Addtive mask animation (FI7SIEEEN) .

Step 02 EFE—KNGE, TKT X&)
7 BBk Main Texture (FLIENGE) /A,
BT E—KE B F Mask (R) #, 40
& 2-54 Ffr7w,

2-54
M ERUNE 2-55 Fire



2-55
Step 03 AJ51& 2 Shader B 14 # A9
B 317E 1 Scroll Speed X Scroll Speed Y,
AN 2-56 Fiose

2-56
01 Scroll Speed X (X ¥ & 51 &

E): H¥IEE Mask (R) #E =5 &[5
X HRD

02 Scroll Speed Y (Y 34 & 5 &
E): Ak#Ed Mask (R) EENEE 9
Y HRE.

Step 04 BT /G, BT
JEEABENEIRRT .

(OF:3-

(1) % Shader (F & %) R A& A
THF ER4%, TWALiFHT 2449 Start
Color (¥2-F #f &, ) Color over Lifetime ( 4
R E) FEENE S

(2) 4R EE A B 5 B TR

, WA B K A LR Wrap Mode
(BEFRARR )RR, BEH EA LT H
Pk F N XS, 1 Inspector (A&
AAE) P2 Texture Type (B EAR) 15
A Texture (2032), & Wrap Mode (7
RAER,) 1524 Repeat (EF X)), F
i Apply () 34007 77, 4w B 2-57
BT 7w o

8 2% Shader (B&%) MK

& 2-57
Wrap Mode (fEM AR THE 44

Repeat (F EABZEEEEIL) 1 Clamp (F
TBIA)

(OF:3-
% Shader (FH & %) FZHEE47HK
ST A e E A2 A& UV IRFROR

2.2.4 Additive_mask_niuqu (&
SLIRHH) PR

& Shader (E B a) XEEX A
Jingyu — Addtive mask niuqu ( 5 £
EAd), W 2-58 Fiw.

Jingyu —ll  Additive Lv1

Mobile > Additive Lv2

Mature » Additive Lv3

Particles > Additive mask

Projector > Additiv ve_ma k nimation

Skybox . Addmve mask _niugu
& 2-58

ES5SHMESE N ENXAET
Z | —/ SR R I TheE

AT ARG

Step 01 HEeIZ— 1 FEIK, FHel
B—IMEIKETFENR, BBk
Shader (E B gF) RXEEXH Jingyu —
Addtive mask niuqu GESZIEHM) .

Step 02 EFE—KIHE, ARKT
MBI FiEK Main Texture (FEIENLED)
1, BIEF KGRI T Mask (R),
& 2-59 AR,
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& 2-59

I £ B KR Z B AY Shader (F &
) BT 4AXR), BERAMELREE
REAHEEULAREEYE, X4
Shader (F€8) HNERAFLME TN
WELEEH

Step 03 ¥t T 2k X ¥ Displacement
Map (RG) —3KI5E, REENHME
M{E, A 2-60 Fras.

& 2-60

206

(OF:5-

*%éﬂﬁ%ﬁTiﬁﬁﬂﬁ%%

01] Tint Color (1F): AXKEE
E2F (TUEX—F=EIMERNER

(E1-OF

02) Main Texture (EZEHEEFEEN
E): BRERBEXIEHESEEMEE.

03] Displacement Map (RG) (FHf
MEED . AR ERRE.
04| FlowMap (RG) GR s E):
AR B n s ehE.

05] Mask (R) (EE/EBEHED: H
RKxBEREE/ EOR (REBEH, g6
ANFERD .

06/ Displacement Map Scroll Speed
X (XA mEmNsGERMEsIRE): A
KIxE X H77 R NESCEA EEIEE
07] Displacement Map Scroll Speed
Y (Y37 amsGEAMEanRE): A
KRB Y #77 R NSCGEA MEEIEE.
08] Displacement Strength X (X
AENAEERE): AXRKREXHGE
O o8

097 Displacement Strength Y (Y 3
ARKIXE Y 77 [E

FE R B oR ) -
AR E.
=W EINE 2-61 Fx.




Step 04 &/R1IEfT XA O] IAF E
NIENSHEERT .
(OF:3-

(1) % Shader ( & & % ) R #£:& A
THT RL, T ELFET R Start
Color (#2-F i &, )~ Color over Lifetime (&£
wRMME) FBKN AL

(2) % Shader (& & 25) #9342 wh &L
RALAE A T Main Texture ( %7 &.13 8,
ME ), i@ ad ) S e ARG R T A KL
BAFA I 2R, 122 Bl AR AT AR
B MAIE K, BFhnm B A

2.2.5 AlphaBlend (F/Ri%iRB&
M) BRRRAEF

J0 Shader (BB a8) XHE XD
Jingyu — Alpha Blend (f/RIE B &),
ﬁﬂ [EI 2'62 ﬁﬁ%n

Jingyu sl  Additive Lv1
Mobile » Additive Lv2
Mature » Additive Lv3

Particles Additive_mask

Projector Additive mask animation

Skybox
Sprites

Additive mask_niuqu
Alpha Blended Lv1
Alpha Blended Lv2
Alpha Blended Lv3

Toon

Ul

b L L W W by

& 2-62

A =R RER A MBS BIH
Alpha Blended Lvl (BI/RIFIBERELR 1) .
Alpha Blended Lv2 (fI/RIZEEEHR 2) .
Alpha Blended Lv3 (fJ/RIEBEEEH 3) -

BAEASE T BB Particles (£
) — Alpha Blended ([O/Ry5BEM )
HNXAFETEZ T ERRH RS,
TR SR E R (Lv3>Lv2>Lvl),
N 2-63 Fiw.

% 2% Shader (B&%) MK

@
/\/\/—Tﬁklpha Blend Lv3
—~—Alpha Blend Lv2

—Alpha Blend Lv1

€))

~

& 2-63
(O3
Bl —ANdF 2P, B AR LA
3 B LV3>Lv2>Lvl 8RR AR RIS BT
AT AR~

Step 01 B 5 7E Scene (FH=MED
FEl|&E =" Plane (L H), BE{IHE
e i=|Cikiva—

Step 02 A J3 Bl & = > ™ & Bk,
43 7l ¥ Shader (& B &%) V)4 Alpha
Blended Lvl (F/RIZIESEZ 1) . Alpha
Blended Lv2 ([o/R7FREZEZR 2)  Alpha
Blended Lv3 (fJ/RIFIEEER3), EE
FEIX =17 BBk o A T =~ B4R

Step 03 % =K ARNE I SFE G E
AR T4 BBk, WE 2-64 AR,

&\ Alpha Blended Lv2
‘o:‘ Jingyu/Alpha Blended Lv2

Alpha Blended Lv3
Shader 'Jingyu/Alpha Blended Lv3

Tint Cola
Particle Texture (A = Transparenc

Tling
Offset
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Step 04 B7~%5 RAAE 2-65 Fizr.

B 2-65

Step 05 Y 22 % I Alpha Blended
Lv3 (P/RIERERE 3 NMRESEER

~fEE /&, EXE Alpha Blended Lv2
(FIREREEH2), R NEHLIE
7= Alpha Blended Lvl (f /RIyZ B & F
1) .

(OF:3-

(1) % Shader (F & %) R A A
THTF 2%, Tl LFETF 244 Start
Color C¥2-F i &) . Color over Lifetime ( &
dRBmE) FEEANESL.

(2) @it % Shader (FHEE) ¥95
M, TAER —MKLEER A
Jusk, @it by R F 4 Shader Lv (277
BR) R TEILNIE FA LR

2.2.6 Katongbian (Fi#4bhif)
R

HTZ QMRIFERTFEARESFREE
ARNRBIMDE, FPATE Unity H2
GNfaT SEEL X TR R A ?

KRBT FFM 1K LI X F 45
Ve P

AT A 7~

Step 01 BE, EEBA—TAE
HIBFEWE, ERERNE 2-66 Fir.

208

& 2-66
Step 02 ¥ TRk %&E F M BB, B
H it Shader (B aF) EXREBXH
Jingyu — Katongbian (<KiBIMNA), BX
MR M A 2-67 Fix.

B 2-67

01] Main Color (FZHE): AX
WEMRSEENEE (BRAABE) .
02] Outline Color (K iBHNIA Y AN
B): FAXRRERB/MNINAE.

03] Outline Width (~i@B4NAK 78
E): AXREERBININTEE.

04| Base (RGB) (EHiZENEE):
kg EEEENEE.

05 Bumpmap (%% 05 &)
WEREGE
AN
Step 03B XA R N & 2-68 Fi7= -

): K
(N ERE B FENEE T A




2-68
Step 04 Tf PL@13 {2 2L Outline Color
(SNBFIE) . Outline Width (FNAFEE)
KRIFBRRLIR.
N 2-69 A A H AR B

& 2-69

2.2.7 Katongbian_only (F=i@4b

y
BEMER) MR

Katongbian only (RiB%MNAETH E
7<) 5 Katongbian (KB ML) HIX Hl
T, eUMBERERRBIMNIZR.

AT A7~

Step 01 B EERSEA—THE,
REBRFEEE, ExERWOE2-70
Fr7

% 2% Shader (BE&%) MK

Step 02 =B RBEMIEK, BEM R
Shader (F & gr) XREX A Jingyu —
Katongbian only (RiB/MABIMER),
XM FUB MW E 2-71 Fir.

Pumlbi MAT MAT

Shader 'Jingyu/Katongbian _on

Quthne Color
Outline width

& 2-71

01 Outline Color (< i&%MNiS Y B

&): AXREBERBINLIBFE.

02 Outline Width (i@ %MK 58

E): AXRRERBIMNINTEE.
ETRMENE 2-72 .

& 2-72
M A H RN RBIBNE R
W E M E /R, 1% Shader (HEE ) B
Lo MR ONE Bl SERURTRS -2I0P:N
SR

(O3

Katongbian only (i #p i 3 fk 2.
) FFARARE T B4 Main Texture (A&
YEAEHMABE), RESTFi@sd
AT,

Step 03 oJ ABIT &L Outline Color
(AMAEE) . Outline Width (IMAEE)
FKIBEFAYR.
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2.2.8 Liangbian (i) #&

AFE—LEHYE, IREFTZLY
KL N EZIt, BLARFTEERE =D
MY,

€ Shader (BB =) KXBENA
Jingyu — Liangbian(=Z1), 90& 2-73 A7,

. Liangbian
& 2-73

DENSEN P
Step 01 BESA—1T AR, RE

By EWRE, BRSEERWNE 2-74 7.

274

Step 02 45 Shader (E & 88) X7

Y142 74 Jingyu — liangbian ( i), 1%
BWAE 2-75 FirRo

A& 2-75
01] Base (RGB) (EALZNE&BNLED:

A¥ iz BB e ILE .
02] Main Color (EZEHE): AHXK

WETEANE,

210

03] Rim Color (ZFE): XK
WERILHE,

04) Rim Width (FAFEE): Ak
RESRNTEE.

Step 03 MR B RUWE 2-76 iR,

& 2-76

Step 04 o] LIS A Rim Color (5
N . Rim Width (0 EE) XkiF
TERAYR.

(OF:3-

A FR T AT RALIK AW EIL,
N R T Y =Rk & T & i

AT A E AR, 2N 2-77 Fir.

2-77

2.2.9 Liangbian_only (RiZ&
HWER) MR

Liangbian only (R EMER) 5
Liangbian (=11) X 3|EFE T AL
M ETRIBGHNEITEHR




BHER L —F40 AR RV
4 Jingyu — Liangbian only (=iA&£JHE
~), WEIWE 2-78 Ao

N Captain Spacey MAT

./ Shade Jingyu/Liangbian_only

Rim Color

Inner Colot

Inner Color Power
Rim Power

Alpha Rim Power
All Power

& 2-78
01) Rim Color (& HE): X
RENGHE,
02]] Inner Color (KA ZPHE):
ARREINGAEAE .
03| Inner Color Power (il & A
WARRE): BREEBLZALHAE
925 .
04] Rim Power (IN%52 EE):

KRBILGREE.

05 Alpha Rim Power (A% /B /E):
AXRIEBENEEE.

06| All Power (KR EE): H
KRB BKEREE.

MR ERWOE 2-79 BiR.

& 2-79

MR LW YRR =D R
Bih TR, FH1% Shader (HEEE) B
220 IR & b AN 520
KEMBANR.

% 2% Shader (B&%) MK

2.2.10 Model xulie (#E 3 F7l
W) ™R

J Shader ( B & #5) X & A4
Jingyu — Model xulie (ZRE!FFFEHD ,
INE 2-80 F7x.

v Model xulie

& 2-80

B 1% 44 BT Shader (FHE ) T LU
SUBENFIFERR, NdErE
B F NER, NESEBUES|ER
5% 175 & .

AT 9 7~491 6

Step 01 g/ — T EE, R
Yok FHIE

Step 02 YJ#a Shader (E® &) 4
Jingyu — Model xulie (R FFIHEHD ,
W EWE 2-81 A7x,

& 2-81

01) Main Color (EZEHB): XK
WETERE,

02) Base (RGB) Trans (A) (EAX
FEnED: BREEEAFENE (X
FZEHBIE) .

03] Columns (FIFD: FAKILEFIEL.
04) Rows ({T#0: AXRKEETE.
05] Speed (FEHURE): ARKIXE
5B HOR

Step 03 BT HEX RN T EEFNE,

YN 2-82 A7
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(OF:3-

5 A R B A R FILAL AL B 7]
Wty ORFIEH), EZIGWHHFZ
P o ELAK 3F A% R e A 4% ) B A 3R A

5 89 75 ik .

22.11 Niuqu (i) #&E

AFHE—ESEEREN, BF®
EAAMNRRFEE@, BNRR .

JA R Shader (E =) IEFESH
EBIANTIE . K IERRIGE . BIES SRR .

8 Shader (F B s8) XBE L
Jingyu — Niuqu (), 20[E 2-83 Fiax.

. MNiugqu

AT A7~ 6

Step 01 4B —Plane (£ H),
W4 J, 1) Shader (BB gy) K1Y
2 Jingyu — Niuqu (FAf) -

wWEWE 2-84 Fir.

& 2-83

& 2-84

212

01 Distortion (¥R E): AKX
wWEHHEE.

02 Tint Color (& & I5E&E):
BEEEEE (NAEE, TURIEE
03] Normalmap (JAZZNGE]): %5'5
WEBIEZWGE (202 i 5o B A1
2R

Step 02 B3R WA 2-85 A

HHE

& 2-85

MEXMABFHEE L
Normalmap GGEZEN5ED) BISCEIFHAE T .
Step 03 OJ DU@I &2 Distortion (1

2R i

H 98 &) 0 Normalmap (GEZNEE) 3k
HEIABRRANE.

(OF:3-

(1) 3% Shader (H & &) 7T LA,
Ay AR, EHEPBHIRTIFER
—Tﬂ.:- /f/Fn

(2) Unity P 7 VAKFAEA7T s B 45 3 A
EENE, BEFEAE 124 TR ER
Z A} 69 bpik .

2.2.12 Niuqu_animation (17
H) #R

Niuqu animation ( FJ S #) 5
Niuqu (i) X AETFZ TESSCE
=%, EERERASSI 7SR R
R UITATRSG.




Step 01 B &£ €& —>Plane (L H),
W F4#4, Y1k Shader (B eE) KA
4 Jingyu — Niuqu animation(s7SH B ) «
REWNE 2-86 Ao

& 2-86
01]] Displacement Map (RG) (3HHf

MEED: BB EE,
02 Mask (R) (YARREENLE):
AR EHEENNE.
037 Map Scroll Speed X (X % 77 [3]
HHRENRERE): BREEXHAEH
HORIREE -
04] Map Scroll Speed Y (Y 77 [0
HERSIEE): BREEYHMAMEHA
HRSIRE
05] Displacement Strength X (X 2
FEAHEAERE): HRERE XA
e R B E
06 Displacement Strength Y (Y 2
FEHARRE): BRKEREYIHA
&) H IR B8 E

Step 02 R E~UAE 2-87 7o

Step 03 o DUBITE 2 Mask ($
M S N5 A ) . Map Scroll Speed (1 fff i®
5] 3R & ) . Displacement Strength ( 3 ff
RENRE) FERERKFPTHRELR.

% 2% Shader (B&%) MK

& 2-87

(O3

(1) % Shader (H & %) K E—A
Shader (H&EH) IR KX AR EET %
T—ANEZEAH, @BdEFZTUAHEL
A8l M B 9 5K TR %5 e 0 )

(2) 3348 R s B AT 85 b B
Texture Type (MEFE X A) W 49 Wrap Mode

(PEERAERX) X E 4 Repeat (£ 5,

(3) % Shader (F & %) F A& A
THTF A%, T LFEF R %69 Start
Color C¥2-F #1 &, )~ Color over Lifetime ( &£
TRBARE) FEENESL.

2.2.13 Rongjie (Bfg) &

FRHABEM R AEEDEHI D
%Aﬁé‘&ﬁ’hﬁ”, 1i>&%l_ff?%j]ﬂ§,m

(OF:3-
BEEBAH P, ¥ vAidit s Amount
CERRAZ ) K Wl R B AEE = & 3
AR
7t Shader (Ffagx) %3k P 3K F
Jingyu — Rongjie GA#E), WE 2-88 A7~

. Rongjie

& 2-88
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AT AR~

Step 01 B BIEZE — Cube (IEFH
), WY AEMEIK, &F Shader (F
Ba%) IUE 2-89 Fivre.

& 2-89

01| Main Color (EZHE). XK
HEFTZEAE,

02] Specular Color (St €): H
KIEESIE,

03] Shininess (& Jt): HARKEE
Rt

04] Amount AR E): HXRIX
ERBEERS (BESEEAO0~1, 0
REEBRE, 1| TE2RBBER) .

05 StartAmount ( /& 210 % 2 &
SeED: AXREBEARBROZEESEEE

214

H . BT IZEE T DB XA BB h %
L ERS. HENTFETONSE
ColorAnimate (FNEBZEHLE ) KR,
06 Illuminate (HB=): HXERKEE
BRBNGUERTERS, ZBEFTELSE
B2% StartAmount GARRIL GBS )
K2 H (FESCEAN 0~ 1, H{EHN 0B
AZim, ®EA 1HIL%ZER) .
07 Tile (RENE): AR REARBLU
EHH .
08| DissColor (GAREENE): AR
ZABIEH, TELEEGSE ColorAnimate
(BEFE) F2H .

(O3

1% & DissColor (5 f#iA% R E ) BT,
NG R G H AR, X E R
ColorAnimate (A& & ) Bk, BFHA
Fax E A x=1. y=0. z=0. w=0, 37T VA
ERETRT .

09 ColorAnimate (BB HIE ):
KIRERGEE (BIGHEEAN x=1,

y=0. z=0. w=0) .

10 Base (RGB) Gloss (A) (FAl
BIE): RENELE.

11] Normalmap GGEZ&IEED . KE
EENEE (WAFE, TURFEE)

12| DissolveSrc GARELIENLED -
X BB ROIENLE,

13| DissolveSccBump (X & A MA
HIEED: BERBREAEIGE (MAFE,
O IARFEE) -

(OF:3-

(1) 75 fBH T 2Pk P & B3R A 4R
o VL4 A Animator (Zh 8 2 4&) #4175




% 2% Shader (B&%) MK

AAT, @it Amount GEMBAZE ) A& HA R~ B2 E 2-91 Ar7w.
K M ST vARIAE IR RS &

(2) X 4k R E A4 Shader (&
6,%) 2¥gmis FiE BN ot 5 8B AT
MEEA, §FFRIERNED ERERET
Pl i I

(3) B4k & PR ZHA
KA Shader (& & %) HtE4rzcnt, W
T s g A XA AR R RE THA S B 2-90
AR KF, SRR A 24 R Z RN
T BAL P AT I8 Je BATIS BARAR

Step 02 ¥4 Cube (IEFK) # R
BUAE 2-89 A, AREATEME Amount
CAEREE) JEXN WA 2-90 A7,
Step 03 T DUBIFE 2 Amount (&
2IEE) . Illuminate (B=) ZEHEX
BEBLOIR. M 291

215



ff 44 / BIZR

EHRITHYHERNEHE, BRTERETHRNFRS / shBRZEZH, BRES
FA Bl —Le iR {2 & B A SR BA I E

FERREMBE AT DASSI—LE Unity BOATESIMAITIEE AR R, [ERATE
MiEAREA / fHEERFRATLEES TEEE. FEIEMNE, E0EPERHEAFx
ERARZ I —EZRIRIEF ARLEAE, TEEL. ARIEFTEERE. HH, X
B EERREFRE, BLAVIRTEMAN.

MEWLBRZABATEEFHL Bug (3RiE) , EFFEIER T R IFRMEA
Eitith. BMEFZRBEARNMBERKREZRFERT, BZ—EZIEFRIREX
A GHREF




©® 3.1 FAMBIK
AT B H#E Unity THE BRI,
3.1.1 BZARERAIE
1. Fit—

SAMAEG, FEAERE “wis
HNR” NEMEHESET, BREWRE 3-]
7.

Assets
Jin
Jin
Jin
I
[a I
],
i
[y
Jin
[a Jin
B Jin

& 3-1
AR BEHERIE— TN A
EH B, BUHESE, SiTHEXEITY
SRR

2. TR

SARXGE, EF “HIEHENRY,
7 EH A M & P 25 Add Component (7
) AIHARLBH, NE 3-2 Fr.

N HHF=FIE— N A
2H A, BIHSEH, SRR
SEIR.

(OF:3-
(1) A PP A By A AR W% 5
R IRAE,

B3F @ /HX

(2) Z )G & Fag AR 5T VAL ) 3X i A
AR, BERBEEL,

PP PPEPTDDD
eSS == ===

& 3-2

3.1.2 Y MrE R AR

£ Y #jje% A Jingyu Y Rotate
(Y e A I AR HNRAEEY
A E e (FAFERNIEEHF) .
AT A BIAS @, 0E 3-3 Fis.

3-3
Rot (3 @&E):. S0
B EHIRFRED -
A Cube (IEF ) 461, T A,
Hjiesz 7@ R &l 3-4 AR

Y s /4

& 3-4

3.1.3 EHmEiEiEZs
f5f B &= 5l 19 fie & ) K Jingyu XYZ
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Rotate I AR HINRAEE X, Y. Z=1
e ek (A RNBEARNNSIEHRG) .
AT AMASFRE, WE 3-5 AR

3-5

0] X: XA miekERE (HE
HMA, HedrREHR) .

02) Y: Y #75 [fesk iR
A, HedrREHR) .

03 Z: ZHFEeEEE (FEH
K, BEFREER) .

(OF:3-
et R TR FAER K, &
DAYER THF 2%

E (#1E

3.14 FEtlnEdR RIS

1 FI B 1 e %% B K Jingyu Random

Rotate I IR HI XN REE X, Y. Z =
N EREYER: (AT EARING EE
).

AT AHHEASTE, E 3-6 Fix.

3-6

01] Is Rotate (FF/aked:): FKF

JRlEsE .

02) Fps (WERHD: RE RN
FEE

03] X: X %A mmAREYEs:E.

04 Y: Y #A R s AR E.

05)) Z: Z %75 P KRElies{E.

218

(OF:3-
FE AL 35 i A =T LAAE R T A A 4K,
M VIAER THET 2%

3.1.5 UV ZE/IZR

£ A UVE B @ K Jngyu Uv_
Animation o] IARIR FE UV w55 E (FF
RNEEARINEAE) .

AT AMASRE, E 3-7 Fix.

& 3-7

01)) X 1speed (X 3 75 [ UV 1R #%
): WE XHAME UV IRIEZRE.

02] Y 1speed (Y ¥ 75 [@ UV &
): KB Y H#AE UV BERE.

(O3
AT DA AR AR, A 9T 2
R TFHETF 4%,

Pt
)thP

Pt
i}

3.1.6 IERFERIZ

&£ A B3R = & B K Jingyu Delay oJ
R — M ERERHER, TUBE
X ZEIRAT8],

IATABASTE, & 3-8 Fi7x.

3-8
Delay Time (3EIRET[E]): FHXKIXE
FEIRBT[E] (BB AFD)

(OF:3-
(1) 3ER =& g A2 % m 3| € 0 F
BB T BT 4k



(2) 4R E A RIR I Active
CGBLE ) Bl — /N5 20 W R A R iZ A

3.1.7 FETHEIA

DB HIERA TIREHXZIT
K, FEFSELFNERELS 8 s
(B, XN AF A “ET-HA”
RELIIX—IhEE
f# 7t T K Jingyu Dead Time TJ
POLEAFRTE B E X A8 = B 513 .

AT AMATE, W& 3-9 s,

& 3-9

AR EAN 2 B, FRBERBA
I Ex .

Dead Time (FLTHY[8]): WERT
i) (BB A), RhAFEER BN E
SIHIBR -

0 ite

BT AL Hm I C iR BB A F
WA, RTHAEER LY
TN N T

3.1.8 BRI~

S B A S FE T A R ERAR ),
L T B EER A E h e m ek,

£ B B o) 5 B B K Jingyu Auto

Delete (HilER) T A B 03| W M ER A 8]
TR ABASTE, WE 3-10 Fix.

$3F A /HX

01 Destroy (35%7): $HZAJE] (&

AR S5FTHIAR Dead Time (FET-

e ABE.

(U Destroy Root (5EERK): 4
, AERARSETREANEFN—

Eﬂﬂﬂﬁn

03] Autodes Ps (FF/2 BB15HZ):

At J5 1 7 & 8 s # B Ml Bk B (e,

Destroy ($8%%) E{ERFEIL.

(OF:3-

1 R 2) i Autodes Ps (FF 2 B 3044 9%)
B, ZASRTHAME, &Z/AF
B 47X B LB A . 4 2) it Autodes Ps(FF
BB A% )&, ¥4 8 FhH) B M
B R] (EFLT R A P48 R % My A B,
HERAHFIETEAELH TR, 5
NEABRTZEE, BEAMBRETA
3D o

-|"I

3.1.9 REFEF|F)ERZR

Unity #7482 2K BN T & U 5
i, NRZ{E M Unity 5.3.0 2 /5EIRRK.
o ENFREXFTREK, BES
# Texture Sheet Animation ( & I£ & 5
EfRR) XBHFFIE. KRitbzo,
A T URE SR B A+ 5 5 &
e

F HEE &% 51 & # X Jingyu
Model Xulie o] PASEI] AR BK AT
5 &

AT ABAS E, & 3-11 Fimx.

v Jingyu_Model Xulie (Script)
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01 Scroll Speed (FEHREE):
KIFEBRMRE (FUESRREAER) .
02] Count X (X 375 [a83EH 2L
2): B XHMARsEER R EE.

03]] Count Y (Y $i75EEFEHMEL
£): BY HARSERFMNE.

X0 & 3-12 frm A fl, & ER
Count X (X #iAELUEHIHHE) KE
44, CountY (Y #i75 @E3RAMMEE)
WE A 4.

o o s
ﬁ}" a:f b
;.if b S, SR Y

£ £ &

L9

Texture

& 3-12

(OF:3-
FB A R TR, R
& A THF A%

3.110 =R”R4EMEZR

£ Unity 5.3.0 Z G HIK F R G hR A
AN T 2 5HY Scaling Mode (G AR T)
FERUERMR ], o DLE At YR gE R
e AR TERZSEORATH, &S
B HA B E B SR T ARSI K
NI SRR 2

ERHE R4 A Jingyu All Scale
O USIR X 45 58 AR T Aa R

AT AMASRE, wWE 3-13 s,

220

& 3-13

01 Particle Scale (ZEHE{E): F
KR B A EERF

02]) Also Scale Gameobject ( [3) BY
BIERTHNDIE): HKEER B4
BER TR,

(OF:3-

(1) R 237 e A% B R4 2Rk &
B, AR T 4aa AR ey LA/
& | KT

(2) 7T VAl 3 337 B A 138 A
Particle Scale (4F7x %) K M, ANl
YE4F 289 BARGE AAh &, B w AR L5
Unity £3F A

(3) 4 JA Jop A 45 20 K5 20 7 Rk,
Ja » B TR AN TR 2 3 46 20 25 R 3k, 35 6

3111 FEFRRBUE ERELEIZR

FERNN T RESBY T EEE A

— I HIEXHNER, BRINRZ
MNREEFE AR E1E XH, EE
%ﬁ%ﬁ%ﬁ%ﬁ%i@\%wu
R/Z 40 1a] 25 B S X F B I 2

{5 F B @ 35 BUR /1B A Jingyu
— Random — Speed (Jingyu —~FB#l—~%EE),
o] DR AASE I s B ORI FE A LI 61 o

AT AHRASEE, 0E 3-14 Fiox.

3-14



o
Jingyu Random Speed ¥y & & # 5

Animator ()& 484F) R — 5T 5 B4,
T M) 2%k R H A

01] Min Speed (H/MERRE B
() mEBEHR/NEMEREREB S (1 &R
1 fFRE, 2RR2EERE) .

02 Max Speed (R ABEHRE R
o) BEEABHREREBRSE GE
FEERKE) .

FX1z17/a, SHERKE Min Speed
(B/NERUREE B2 EE) 5 Max Speed
(RABBOREB 7)) SEERNER

REALIE

oF
(1) % Min Speed 5 Max Speed #&1a
AFE B, @i aue F 4 E .

(2) Z B AAL:E A T Animator (Ff
WRED ) R4 o

3.1.12  JBFRAUIZ S B

1E Scene (H=ME) o BT
FHRIREREFTHRUERE, 4
TITHEX A, 8EE1E Game (FXEALED
AR08 FRARIE BN R B EE ?

£ BB IZ HIBIA Jingyu — Camera
Controller, of AFEFIZTT/E, BILRAR
BAE Game CFXAED WEMAH-

AT AMASEE, & 3-15 Fix.

& 3-15

$3F @ /HX

ZHAERNER A ZSEMHARS
RE, eNIRMBIBEVEHFR (B
ZEHIBEID .

BAEF &

Step 01 B EHHIA Jingyu — Camera
Controller #£ % %) 3% = F §J Main Camera

(FEHBY L.

Step 02 A RIE—]> GameObject

(BXNR), ®XEH Target (MEBEIR) .

(OF:3-

BEFEAALBER S LR D)
Target (JLEB A7) ¥,

WNE 3-16 Fra~o

& 3-16

(OF:3-
FAFE AU A Target (MLE B A7) A
PO HEATIESE / F2IR ) s AR

Step 03 =1TFXk, 7& Game (X%
MED R ARREFRSE.

W RARAERBHATIRERIE, R
FRARR I T B HEH S HIT

(O3
TN B A7 B K AEE A £,

4o “ 45 2L Prefab (FFaLTREAR)” “ A &
;}iﬁl—]” fﬂ“?—n
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® 32 EAEH
A PE#E Unity FEIE BiaH.

3.2.1 Xffect {4 r4A

Xffect Editor Pro ;2 —X & 4 Unity FF&ZA4F8IEYE, T2 T Unity RiE=s,
I EREFRALHNEFTRIEE. EMEREB T —EHFHNFRSE, BERIEMH
% T BMBENT I AR, EREMN FREFFERN, IJARSR. 5l 7.
feRs 5% NpiE®, FHH Xffect VK FE AN ZHN, B2 Sprite FFRAF) -
RibbonTrail (INHHEE) « Cone (EFHIR) FHE AT TTH. ©HERZEEE 1 IE
BEE, B — N FASHEREN T, BT NTFEHBEIMEEN T HARENEX
R MENSMHESE (WM. KN BE. . IHEYSIRE) .

3211 e

01 T2 AT Unity ZriEa7;

02) T INfmiErr NEHT, LRRIMER;

03 EEIRZF Unity BHAN T RS, HRMT —FEEFHNTRER;
04) K F RG> FFREER ;s

05 &£pl 7 IFHE TN T BN, MR- 517 leR. 55FF BT EXEE;
06 EFELFAIIERE;

07) TR T FEZNETWAFNH T, ERBRE TEFHRITEH;
08 MIRAZFIHERS, ESfEATLUAZXERERNR;
09)] 3% #F Mobile (FEIFH);

10]] RAFFEREHN

3.2.1.2 %k Xffect Editor Pro
BT E 132 8 Window — Asset Store (KE—FER/E) #H A Unity NERHIE
BIEHR, R “Xifect GEH)”, WA 3-17 Fix.

> Services

& 3-17
PR IG B 5 Xffect Editor Pro Bl o A HRNMLEERAF, E 3-18 A,

222



Xffect Editor Pro

Eoepey
& 3-18
BEMNEERI O HEL TE,
3.2.1.3 B Xffect #H4E] Unity BiE

—RE BT, 81T Asset Store (7
BREIE) THHNHEHR AR B I
ANZ3x. MBEZHE Xffect FHRHEMNHA
BB ( % A & R 2 “Xffect Editor Pro.
unitypackage”) , RFEFTH Unity THE/5,
Wi “.unitypackage” X4, BIAFLSH
FREBEIEAE] Unity 7 (FEEES
i “BAE” FRERITEAND .

frItb Z 9, ERTHEEE Assets — Import
package — Custom package (FFIE—SFANE
BE—-BENXTES), 7 EIERRE
FZ3E R “ unitypackage” X {Hth o] &

YA B AT E RN EGRARZE
Xffect Editor Pro v5.0.3. W& HHEEE
WEAN, BERELFHEGRARS

$3F /X

5 Unity R K., DR S AR FEHRAER
F Unity R A&, Unity o] < (FREE) 38
HAE, E 3-19 Fiiox, EINE T I Made
a Backup. GO Ahead ! (EZ7&M, %K
% 1) $%50.

API Update Required &

¢

--#‘ I Made a Backup. Go Ahead!

This project contains saipts and/for assemblies that use
obsolete APIs.

If you choose 'Go Ahead', Unity will automatically
upgrade any scripts /assemblies in the Assets folder
found using the old APIs. You should make a backup
before proceeding.

(You can always run the API Updater manually via the
"Assets/Run API Updater' menu command. )

| [ NoThanks

B 3-19

(O3

4 & # & T Made a Backup. GO Ahead !
(LHE LA, %)) i, AR
BRfeizfryx, I wmwiEHnRAS
Unity JRA TR %, A4 EH T HEK
T IRA ) I TN

S Xitect {2 J5, o PATE Project
(ITEME) ZPRKE Xffect XHF>
) Demo (H F) =Bl =, WEHFT
FX =, RFE1T Unity, BEW
& 3-20 AR

& 3-20

223



Unity 3D 530 1T 2L 18R

£ Demo (H¥F) =PI UEF
HEN—LERF8R, HE 7T #BizmGt
B Ihee AR B{KA1z A%,

MRE ST LR RN FIEF EF
LI AR, Ao LB 7 Hierarchy (&
RAE) IR ENX LTS

3.2.1.4 €IE— Xffect 453X

B LB EAE GameObject — Empty
(FRNR DR, RAFIEFZ

=X R B R B & X 8 a5 % Component
— Xffect — Xffect Component ( ZH 14 —
Xffect — Xffect #5F%02H) # o DABIEE—
PEARH Xffect F504H 7

3.2.1.5 Xffect B9ERIZH

2 BIAT R 2 By GameObject (ifF
W) KM EREANETEFRZ 7 — 124
=@M, wWE 3-21 s

& 3-21
01]] Update in editor (FFB/E45FE

ERENEEFRE T .

02]) Playback time (HEHRUEY[E)32H)):
TN B ERRERK WEBE2E2E
03]] Pause (=430 -

04 Reset (EEHEAD .

3.2.1.6 Xffect fiFRFZRISEIEHIZS
£ Xffect F1E NP ERE A,
01)) Fixed (EZE&HE) -

02]] Random (FH{EABEL): Xmin (5
IIME) ~ Xmax (FRAX1E) .

03] HiB i Hle8: ZH & T IXA
EEERIME, BERBREEILBII,
WA 3-22 Fi7ss

224

& 3-22

04 HizxZmiEss (CurveOl) .

Z 2 A Curve HUEHIZHIAE 0 ~ 1
SRR, AFEREHEZEIR, RiaE
FE X & K {E time length (Ex K1{E)
5 Y & K{E max value (G A{E) O
LY, A 3-23 Fiose

& 3-23

3.2.1.7 Xffect i FRLZHRHIHTIHE
b=
B dmiaes b, a0E 3-24 Fizx.

& 3-24
01] time (B ZE B H): -1
R FHARS A a5 B,
02] wrap mode (ERIATEIAEED):
BRI NYIHRE.
YN 3-25 .

& 3-25



B FihA=Tl
=, BEHETmET

TR

PUAR IR—NB 7R &
PUBII— B 12 &

3.2.1.8 Xffect Component $x{ZH14

Xffect Component 55 B HF AR E
12 AT B M Effect Layer (433 E) HIEH
3-26 A7

%D!Ejﬁ: ﬁ[l Z

& 3-26

01]] update in editor ( B FT4RLE ) :
A BT A% Xifect B 3£ 78 Unity 43
EEs N B EHT.

(OF:3-

L R EH & F Y LA % Xifect B
EFR M ZAER, HASEZART
Effect Layer (4520 &) 9 3k 2 2 Znt,

A B XA IR A K P T Rk B
&Tiﬁ?ﬁa

02 life (AL a5 A BH): 18 & %

Xffect 94 ar BHE, -1 ABMNE, TR
[EIHA g Effect Layer (4F5=) =5,
(OF:3-

— AR E X Bz, B A Xifect
é’] i PE] g — J‘];L%IS ;r:;/if.i_ Effect Layer P id

03] ignore time scale ( Z W B [8]#2
H): FBREN Xffect FIEH A Unity
N & K # Time.timeScale 2%/ .

$3F @ /HX

04 auto destroy (BniiER): R
Ja, =iz Xffect EF TG, Z Xifect

Object (Xffect WHR) =B EIHZE

N .=
) '
%R R A AIEAT

BEX T A A 2

05)) merge same mesh (& FF18[E] W
AR FBRRE, RS Effect Layer (45
f>§§IJE) ﬁﬁ%*ﬁ [5] B material (#7J&) ,
N<=&HF T mesh (MK, X+

ﬁ’l“ drawcall (Unity & X &£ E & 3R
FiBH GPU BT .

06]] scale ( K/N): 32 &l Xffect 45
FEEPK NN, BT ZEI R Z2E £
A mesh (PAEAR) BIR/DN, WFEZ
¥ 0] e =N1E A

(OF:3-

A BGR S EORETF AR R A T A
Ky, A% scale 3£ TR 7 45 2 K ANEF T
AEA gli*ﬁii

07]) Add Layer (/A4S RE): &£
TRE=HEF T R THE— Effect Layer

(FHNE) » o DURFIRRER F2 k&
e BFR
08] Add Event (R INEH):
REtEF PR TIHE— TSN

(OF:3-

Xffect 7 & Effect Layer (4F 2 &)
A8 4 T HT &%

i#1t Add Event (RmEH) TTVAL
SR R SLY W N e

B

3.2.1.9 Effect Layer (43 E)
Effect Layer (45%U=) 83T Unity
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FREARN FR G, Xifect IR T RS
HASHEEXERE.

3.2.1.10 Main Config (FERE)
Main Config (FZERCE) EHARWE 3-27
Pl

& 3-27

01] material (#4/51): I8 EIZ4F X
HI BT o
02 depth (RE): HMIBAZFR
A RenderQueue (JEFFF) . LPr
RenderQueue (VEZ %) A material:
RenderQueue + depth (#4f1: JBEZFF +
KRR o

(OF:3-

e R I B T Xifect Component 4z 20
#F #9 merge same mesh (&-F+48FE W4%) ,

W) 3% 3% M A &R F] material %9 Effect Layer
(4F20E) A3

03] render type (VBREH): EFHE

SRR,
04 delay (FE3R): of AFEE X%
IR Z A IR FHIR BT

05] debug color GAHENE): EE
AP mERsr N E7~AY Gizmos (TJ 4}
AT IR) NEE.

06] client (X T R): 8 EZIFR
N TR, —BRABEE.

07] sync pos to client (5K 7 = [
*): ARE, ZESBNESSXH
REH, HEIRIRB T K NZ4F

226

IR EZH.
08 inherit client rotation: ¥ /3 f& I
FRIEX T AN,

3.2.1.11

Advance Shader Control (5
JEEFIEF)

Advance Shader Control ( 54 & &
wmIEH) FECEREEER T 2E 4R
Shader (FH & &F) HY material (#4/5) B
FT=ER. B0, MREARE Xifect ~
Displacement (Xffect — &) THYJ Shader

(B, JUEXEEZEHE N FH
98 E

3.2.1.12 Sprite (FHRHALF)
Sprite (FERFT) EARIAE 3-28 Fir.

& 3-28

01) BILLBOARD (&) : &k
iz EREVAE A, XF Unity 2KA
F T R % M) Billboard 2= —7#%.

02]] BILLBOARD SELF ( Bf&4R):
BILLBOARD SELF (B &) KI5 @
[ direction (F71a)) 8§, & 3-29 AT7R,

& 3-29

03] pivot (FR/MEH): 3§ E XKL T
UG B, WE 3-30 Fis.

Left Up Right Up

Left Center Right Center

Right Bottom

Bottom Center

& 3-30



04] width/height (FEE / SE): 15

Bz SR EENKE.

o] )1 #2 BILLBOARD SELF ( B
HiR) ML B F @ B Billboard (145
), BRHEE direction (F[0)) kK
HEFEEY, B UL THER, W
& 3-31 AT7~.

& 3-31

XY (XY FH): #XYFTEHAB
| &, AEt A direction (F[E) =25,

BILLBOARD Y (44 _Y): o
MIBEIEE A REE Y ek k|l @R
%A H9 Billboard (F&4R) .

3.2.1.13 Ribbon Trail (BEi#ERE)
Ribbon Trail (ENH# E) @ th W
& 3-32 Fi7s.

3-32

01] random start size ( [ #/1 B i
BKE): AFREIMUSTFEINEXHY
Ribbon Trail (BH#HEE) —LEEILAVE
IR

02 width (FE): HENTEE.
03] trail length (EEKE): FRR

B3F A /HX

HBENRAKE.

04] max elements (xR AEE):
BRI BB

05] uv direction (uv I5EF[E)): 5
ENMEE 5 E, Vertical (EH) NIFKFHE
FEREEI ETEI TAMAL, Horizontal
(K3 NIFRTEEREENADES
sk )

06]] slash trail ( JIJCHEE): BKIA
Ribbon Trail (P H# E) ZE5KIix H 9
REIE, WREFETIHXEREREN
ERBEREECEE— M EET AN
Object (&) .

(O3
3 1% A slash trial (7] I E)

FRIE 71 R AOCR, Xifect W B AR 71 364,
1 AR @, B 3-33H7 7,

E 3-33

(OF:3-
Yo 2% £ Y5 % % M #£3) Ribbon Trail
(WA HE), FHE4H kL sync pos to
client (B 7 &9 &), X )z 3) Effect
Layer (4FzLE) BP V.
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3.2.1.14 Cone ([BI$X)
Cone ([R#A) HARIOE 3-34 Fix.

& 3-34

01)) size (K/N): FEEZBEIFHEER
TTHRRN, X REREISFRZ, YRR
2E.

02]] segment (7 E{E):
BICIE o

03]] angle change ( f &7 ):
WZREENY BAEISHE.
04) angle (BBE): EE

1B 78k A

aJ |4

12 5 3 B

T RAE.

B0, wE 3-35 Fras, BSER size
i X=1. Y=4, segment (HE|{H) £ 12,
angle (AE) =& 30,

& 3-35

3.2.1.15 CustomMesh Config (HEEX
1=EEK)
CustomMesh Config ( B & X AR E1K)

HEAR I E 3-36 A~

CustomMesh Config

228

01)) custom mesh (5 E X&) -
BEERTHHIBEEXH mesh (K
AED o

02]) mesh axis (pNI&{EEHE): FEE
B £ X mesh (WMF&A) BI5H 5], HFhes -
AR/

3.2.1.16 Rope (®&E)
Rope (BFR) EARWE 3-37 Fiim,

& 3-37
01 width (F2F): I8

EETHTEE
02 fixed uv length (UVJLYTLIEEE)
BEIRT Y UV AENGESEE R .

(O3

WFKEHITAT

,‘,5‘-;‘-&‘ F;] }j&:’i‘_o

3.2.1.17 Emitter Config (Z51zFECE)
01] POINT (&): A&5I=FH emit pos

AFrIR &S, WA 3-38 fi7m.

& 3-38

02] BOX (E7F): A5=8 1 box
(B SEREAAS, WA 3-39 Fir.

& 3-39

03] SPHERE (ZkJ£): &Gz fEdk




3R E _E &5, sphere radius (BKFEZ¥12)
HERFERHEEZ, WE 3-40 For.

& 3-40

04] CIRCLE (AFE)
e %&5t, WA 3-41 Frx.

& 5% 7 1 IR

& 3-41

(1) random radius (FEAHLA/N): FF
BT AZS T R IR — LR /)N

(2) circle radius ([BEIAF42)
RN S

(3) emit uniformly (35 &%5): FF
Bla, BN FERLEZINFEE L5,

EE

05) LINE (%) KRS fEL% sk
& 5%, start pos 5 end pos FRNZLSEH
R um e, INE 3-42 Frir.

& 3-42
06] Mesh ( M #& 1K) X 5= &

Mesh (f#&4K) FTE E£5, WME 3-43
e

$£3F @ /HX

& 3-43

(1) maxnodes (R AT R): FEE
of PIZ BN FRRKE.

(2) is node life infinite (7 524 fp
TBR): BUBAZBFY UADTE IR F
HAEar B HA
07] emit method (& 5T£F). B
WIRER L B, W0E 3-44 Fix.

& 3-44
(1) burst (JBR): L X H=alBE%
IS ERENRT
(2) duration (FFEIRF[ED): EEX
5 2% & 5T VAT (8]
(3) rate GRE): IEELZFHFHNE

08)) emit method (& 5f35%)). &
i Client (X T R) BEE LS, W
& 3-45 Fir.

amit method:
diff distance: 0.1

& 3-45

24 Client #35)) diff distance IEEE G5
A EZH— KT

09 emit method (& &32£2Y). &5
B ASEEE curve 124, WE 3-46
Ri7~,

& 3-46
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3.2.1.18 Direction Config (A EII&E)
Direction Config ( @K &) H1R

W& 3-47 Fizs.

3-47

01 random speed (FEHIRE): FF
BRS8N F— BV YERE.
02]) original speed (#JIRIRE): 18
EF TN TR RE.

(O3

¥oF R Gk A w KR ( Direction
Type) B A& 5t 75 wy4e & 3-48 P 7 .

Cone Direction

R t
Sphere Direct Crlindrical Direction
P T\ T D

[ —
Illl \\‘\ ILI / III'. 1
" - ""'\-\_ Aj?;tr.nlz'_r' - | EEEE— |
rlr'“ ~ '__"i_\f_ p— evlindnical axis
' ! | )
\ ANl N
g"'\';.E\-I::II'_ — _XI-/'/ (_ﬂ—'—'__'__.__'_
" ~ & dir u._@

& 3-48

3.2.1.19 UV Config (UVEE)
UV Config (UV 2 &) @ #h W0

%] 3-49 7.

& 3-49

01) top leftuv (UV ELEFA): #EE
UV Bt AR,

02]] uv dimensions (UV BISEE):
YEE UV HSERE

230

UV 898 77 @ 4N El 3-50 Frox.

(X=0,Y=0)

(X=1Y=1)

3-50

03] Texture Sheet Animation (#
MEKEIEFYED): B EKRE
5 &

(1) xtile GEHEFEDMEE): &
7 | _E Xy /DR,

(2) ytile (ZHA@MOHEE): &
77| E XA DR,

(3) time (FJ[8]): Sprite B E I
BESEHCE, —1 /£ a5 B,

(4) loop (EIN): FR/NBHERRBEH
TBIREL, -1 RARLEHCR

(5) random start frame ( #C 45 M fE
ML) F5ERIAMUA FEALEY .
04 UV Scroll (UV i&E): 8E UV
HE XY A E ERE), WA 3-51 fzs.

3-51



Qe
Yo RE ZALZM R E UV E5 R
h, E& %N B R wrap mode (A

WA KX) 52 # Repeat (£ 5 ), 4»
K 3-52 BT 7.

& 3-52

3.2.1.20 Rotation Config (FE:EC &)
Rotation Config (figZBcE) EAR
& 3-53 A7

& 3-53

01) random start rotation (FEA/LEIH]

wahess ) B TE TN RTINS

%% .

02]) start rotation ( ¥R fES% ): 8

TERF I TER -

03] rotation change type (2% g4k

£): 3F NONE £ & A& N o AB 7S 2

LR S HIfe: & o

3.2.1.21 Scale Config (EHECE)
Scale Config (g MECE) H R W

%] 3-54 A7

& 3-54

01] random start scale ( f& #/1 B9 %]
WHEA): BYB IR —1TEILHT
1R AR L o

$3F @ /HX

02]) start scale x (17 X ¥ 48
B): NTHEIE X HBEHRE.

03] start scale y (15 Y % 45
B): NFRIEIRY HBHIE.

04]) scale change type (XIZZEH):
3F NONE KB g5 | o] IASh S B0 & K+

(OF:3-
scale (4570) W& 44T &2 JH same
curve (FARI ML) RKEIN %45 X, Y .

3.2.1.22 Color Config (BREE &)
Color Config (i 2 B &) M| R U
& 3-55 o

& 3-55

01)] random start color (FBAL#IR BN
B): UG TFE NN 1R A%E
e,

02]) color change type (ZLZE KT Zl
) : 3F Constant RAIFIEN O IAFNZSH
TR ANE.

3.2.1.23 Collision (fli{Ei%E)
Collision ( & £ & &) H 1tk W
& 3-56 .

& 3-56
01 node radius (38ERFF) .

| —

02] auto destroy (BEN5EK): /3
BT AR B .
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03] collision type (REEXH). & HEERXRNIBEEERT Veocity (3£

& Sphere (BkFLRIFE) , Ky, X599 R HREEERE. B2
04] collision goal (F2E B4R) - ENHEX NNEZEXZ position ((F ),
05]] goal radius ( BFr¥12) . X IABUBAIETE
06]] Collision Layer (AlFEE): F8&E : =

KT8 5 B8H1% Layer (F) f9 Collider (&Y

B AlFE.

07 Plane (FH): FEBENTFT5—

A ENZ P

08] event receiver (SHHFEWE): plana drection PN

LA FRIEIS, S10i% receiver EEUTE) T T T [\

RIEIBE - e
/ | | Ty

09]] event handle function ( = 4 4b

BRH): HE ccciver GERE) B —

RIFBH R 51358

3.2.1.24 Sub Emitters (FHLFZR %) 3.2.1.26 Bomb Modifier (\E1E1E T 28)
Sub Emitters ( F¥.F R %) HEARUN Bomb Modifier (/&R D) HI

& 3-57 Fi7~o & 3-59 7.

3-57 & 3-59

01]] xffect cache (FEEFFRCH): A SFYEINF—TRBRENDY, 135
B4 E SR xffect cache 4 o FHETEWE 3-60 A~

02] Birth (j=4): HFHF =4, e Diecton
1 E R AAF RO N BIFE B4R ,,c\' — -

03] Death (FET-): HKUFILTHT, /Hu r ) t‘— ’“ —“‘“4
1 TR RSO P IS AL e =

04 Collision (Rlf1E): =¥ FAIIEHT, & 3-60

1 E AR A BV FE B AL 07} magnitude (B4): HHRIRIE
3.2.1.25 Gravity Modifier (E1iATEE) HEHK/.

Gravity Modifier (£ JIF T &) | 02)) decay type (R E): FEEME
P X% 3 R ANE 3-58 Ao PE B RB YR .

01 magnitude (£E%): IBEF /7
KN, OJ{E L REERY .
02} apply to velocity (R FAENRED:

3.2.1.27 Air Modifier (5% 28)
Air Modifier (SR EF) ERW
& 3-61 Ffrimo
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& 3-61

01]) air object (SR XN R): FEE
air (5UR) BV E.

02] air direction (Uit A3ME): FEE
air (SUR) F7[E

03] magnitude (EZ}): FEE air (5]
m) BE, TfEAiaRERR.

04] limit in distance (FEEFRH):
FEE air (R BEHEF EBRIE
B

05] attenuation (FRJE(): F§E air (5
) TSR .

06]] enable spread (¥ &): FEIE air
(R FEEET &

07]) inherit velocity ( 3R & 4% 7K )
5 7E air object (RN R) HNRE M
N IRERE

08| inherit rotation ( JE %% 4% 7K ) :
FEE air (5UR) A lalaE = air object (5
RXTER) B rotation (FEHE) S0,
3.2.1.28 Vortex Modifier (5E:RE T 28)

Vortex Modifier ()R D 5) W
@I 3'62 Jiﬁ-ﬂ—:n

& 3-62

01] random direction (FEH1751E))
#5% direction (@) — 1 FEHLE.
02]] inherit rotation ( 73 [a] 4k 7K )

$3F @ /HX

%t A j5, direction ( 77 @) &= 3 vortex
object rotation CRMAEFE XN FR) HIF M,
03] magnitude (Z%k): F5IE vortex
CR) HRE.
04)) apply to velocity ( iz A F| =
E): FFRBE vortex GRR) N HE
KA velocity GRZE) , BN EZEXE
position (V&) .
05)) fixed circle track ( [& F /Y 3L
): ARkE, BN TFREEHAR
#FEENIAEAN

R FZheR s an & 3-63 Frzs.

Vaortex Affector

/N

qp

Vortex Force

C 1

Direction Axis

& 3-63

3.2.1.29 Acceleration Modifier (JjniE
Acceleration Modifier ( J1E E AT
25) HEARWE 3-64 FT7R.

& 3-64

Magnitude (52 ): FEEIRE 8
E, O & miEes.

3.2.1.30 Turbulence Modifier (#LEL
i 1EE)
Turbulence Modifier (#LELIH 1 EIRE
H) ERWOE 3-65 AR,
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& 3-65

01] force dimension (% J1SEE):
FEENTREBWIMEE EX T,

02 magnitude (E4): FEER /]
Ko, TR & RERR.

03]] use max distance ({£ & Kk
5): REXNWA—EBEBEAR.

04 attenuation (FRJE): IEER /7
RBRE .

3.2.1.31

Drag Modifier (38 7137

T E%)

T B85
Drag Modifier (#5713 &)

HE AR A& 3-66 FT7~e.

& 3-66
1% Modifier ( 1 75 &) A position
(fBE) AFLD, BB FHERE. F
J& use direction (£ FE) N LR 7
direction (F7[8) ERRFHEE.

3.2.1.32 Sine Modifier (IE3% % 711

T E%)

T 8/
Sine Modifier (1F5Z5% 1 Des) H

HANE 3-67 Fi7x.

& 3-67

3.2.1.33 Event System (BE4ZE%)
Event System (S H A %) ERW
& 3-68 Ffi7.

234

& 3-68
Event System (AR %) & Xfect B
— Y REINEE, AAI— Event () J5,
1% Event (Z514) &7F start time (FF4RHET[E)
fih%k, 7Fendtime (Z5RETED XA

(OF:3-
—#% end time (£ £ B8] )X E A -1,

W Xffect A & & & 4 & B9 2 %) Event (F
) o A A R .

3.2.1.34 Camera Shake (REZEz))
Camera Shake ([ BEE 1) EHRW
& 3-69 A7

& 3-69

01] position stiffness ({7 B ¥ &
BE): BEMNBEREE.

02)) position damping ({7 & & &
=) : IBEMEERENRR .

03] rotation stiffness ( iE 4% #% 52 A9
BE): IBERERERNEE.

04)) rotation damping ( g %% ¥ % /Y
R : FEENERER IR .

05] position force (1 & ¥ R I 5%
71): BENERERNFNAEMRE.
06] rotation force (Jig %% ¥ & Y &%
71): IEBERBRERNZ NHEFARE.
07]) use earthquake (£ HFEEF1]):
A REES TEBI—1FENZE .




3.2.1.35 Sound (F&
Sound (F &) HRE 3-70 Frx.

& 3-70

01)) audio clip (FHH): FHER
EREAE I
02 volume (FHMHEE): EE
BN EERN.
03] pitch (MM E): FHER
i ENETE Y N A
04]) looping: 57E& S EMIEI
3.2.1.36 Light (XTt)

Light (XTJ¢) % & B ka0 & 3-71
A7

& 3-71

01] light (XTJ%): FBERBEREM
02] intensity type (3REHRA): JE
BoRE, Tl{E g

03] range type GEEEE): JEIF
SeE, TfEA % RS,

3.2.1.37 Camera Effect (83L4530)
Camera Effect (L% ERW
&l 3-72 Fiio

& 3-72

01) Radial Blur (ZE4EH: FA{E
1% B 12 E AR

$3F @ /HK

02)) Radial Blur Mask ({£[a)42#):
th 21210, BEME B Mask 12,
o] L FFH1.

03] Glow (&Jt): 5 Unity A&
Glow —#¥.

04) Glow Per Obj (MR &JE): R
1L E Object &It

05]) Color Inverse (Ef8 & ): it
REeiexke.

06/ Glitch (Bkzh): FEEBk.

(OF:3-
A % Camera Effect (4zk4520) &
# Unity pro (% b jR) 89 3 44 4L E%

-Er —
AP TN o

3.2.1.38 Time Scale (Bfja)457%)
Time Scale ( B |8] 48 /) @ 1 0
& 3-73 A7

& 3-73
01)) time scale (B8] 7): 23
B RBERE.
02)) duration (FFZEHT[E)) o

3.2.1.39 Xffect NE# RixEA

01)) Displacement Screen (G4
MBD, WE 3-74 .

& 3-74
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{# F31% Shader (F %) o DAJA By
B, REBIWE 3-75 s

& 3-75
(1) Displacement Map (RG): A}
JISIESR
(2) Mask (R): EEN5E.
(3) Map Scroll Speed X (NE# X
HEBNERSZEE): 32 %F Displacement
Map CGHERIGE]D £ X FEBREIEE

(4) Map Scroll Speed Y (I5E &Y

FERRSNRE): 2% Displacement Map
(FHEREED F£Y AEERIRE.

(5) Displacement Strength X: X %
R EVH R

(6) Displacement Strength Y: Y ZH
I\ 5] FYH 3R &

Limitation (fR#H) S1&FF Unity Pro
HEFV LERRERANEBR (5%
Xffect A & 4F387~5 phantom sword pro) o

(OF:3-

FA W 5% F A B 4T & Alpha (19
Rix) AW, AR TR TRET
AIE R R, Rz S, L

it Advance Shader Control ( Z A & & 3%
H) kS AKERWIZE,

02 Displacement Additive (R E &
I EM D, WE 3-76 AR,

236

& 3-76

FrE 5% 5 Displacement Screen (5
=) 18E, {8:21% Shader (FEB )
% Main Tex (ELIE) £, A~=H
M F&. &% Xffect F 7~ ] suckblood.
prefab.,

1% Shader i& f§ T Unity Personal (]~
AR, ME8ES, TR TF.

o] P13 {s A Advance Shader Control

(SREREH) KX H R E
03] Mask Blend GEEZESM D) ,
gnfE 3-77 Fivro

A 3-77
(1) Main Texture (#RNIEE): &

B UIAE
(2) Mask Texture CGEENFE): &
BIEENNE
(3) Scroll Speed X (FE[0)RENRE):
2 %) Mask FUBR RSN E .




(4) Scroll Speed Y (4 [ & B 1R
). =% Mask NI\ E) RERE .

1% Shader (& B &) 1& A T Unity
Personal (‘"™ ARR), 14825, o HTF41.
S% Xitect 7~ window light prefab.
04] Displacement Dissolve ({7 #%7A
D, WE 3-78 AT/,

& 3-78

(1) Displacement Map Scroll Speed
XY (GEREE / EREIRE): 325
Displacement Map (3 g5 &) AIE [ /
e RoRE

(2) Displacement Strength X/Y (JIfE
Rt e/ Yhe FH H R E ) 12§l Dissolve
Mask GAFEIEES) ftaE / N HH MR E

(3) Dissolve Gamma CGAREMD ).
%<7~ Dissolve GAfE) &8 Gamma ({f]
) 1B,
22 Xffect F1 7~ stem.prefab.
05] Dissolve CGAfR) JRIE.

Dissolve Mask (ARIEE) RE T
Main Texture (#1F0MGE) AT W%, AT
M HZE 1t Dissolve Map GARIEE) &
A A B BT /- Photoshop EFIEH
GmiEer ol O DUARIXDNEER, WE 3-79
P

$3F @ /X

& 3-79

BIJ 7 Shader (5@ 2R) BiSH
4% Dissolve Mask (GARIEES) B L
o IA ZIEEERIIER .
B/ B AR 4 1B 1Y Advance
Shader (iREJE 2 5F) TR dissolve power
GBRN) H&RNZE.
+1, 9] 238 13 Advance Shader ( 5 4%
E &) [H Control Displacement ({/
BEH) K SHTHERE.
1% Shader (& B &) 1& f T Unity
Personal (/> ARR), MEE—A%, oTHT

FHL,

(OF:3-

Ff A Shader (F & %5) #3'E B35 17
JG 7 Re A B EIRER

3.2.2 FX Maker {19148

FX Maker ;2 HFF &7 1GSoft H{EH
— XS ITE, 8% 300 F Prefab (I
AR 5 300 FREEEZE . 100 Fh AL
100 FhER 2R R, HH X HFECHE .
HLoRREEKR, BIANRHTIEES
R 3R, B RR T DUS4FaE#h
I E R . FX Maker &1 H B oh#E
ARG T, FRLIEE EEa#EITE,
& Unity A—358 KAV RUHIE T R
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3.2.2.1 Z A FX Maker

S FX Maker A X RSN EA T
FEMNARNMERE, TELFTI Unity £
A0, B T=MSAHR.

(1) TP unitypackage SLHEA

(2) {# 325 Assets— Import Package —
Custom Package (RE—SAREE—~E

XHBEE) |

(3) FEEEBEHERD Project —
Assets (LREME-TE) LTEEKZD

FX Maker FNS A% H0E 3-80 ﬁﬁm

Importing package @

(e
AEd
THEH
THEL
(e
HIH
[HEH
THEW
R
(HEs
THEH
THEH
TREE
e
e
HEH
T
HEL
i

T

& 3-80

Step 01 & Import (S A) %4
BITTSA, SAREBEFTENH —=)L.
Step 02 INER S AK FX Maker fR A
1R F Unity fZA, Unity O] g7 38 HAE
(k58D , ZEW o I Made a Backup. GO
Ahead ! (FLEIZE T &1, 4L %44,
A 3-81 Fis

API Update Required 34

¢

—=p-|  1Made aBadwp. Go Ahead! | | NoThanks

This project contains scripts andfor assemblies that use
obsolete APIs,

If you choose 'Go Ahead', Unity wil automatically
upgrade any scripts/assemblies in the Assets folder
found using the old APIs. You should make a badwp
before proceeding.

(You can always run the API Updater manually via the
'AssetsfRun API Updater' menu command.)

& 3-81

238

(O3
4 R ¥ I Made a Backup. GO Ahead!
(RAVET . %E) 45, XK
RERGRBET Y R, HLHEHFRAS
Unity AR 2, ARAZLEH T HRER
TR 3G E TN

Step 03 S ARIN/E, 7 Project M
A s T A E B ZF B FX Maker 3 R
7, W& 3-82 Ao

:'|'-:-j-:--:t

i-r
CL ||r|+ als

& 3-82
Step 04 & 728 £ T 7F FX Maker #f
ESRiE, NFBELEITHAEN NHERES

=, FX Maker NBOABRED =N TEE
Assets-IGSoft tools 1, I E|i7= /g
FT7F, 20 3-83 Ffoxe

& 3-83

Step 05 #7J FF SceneFX Maker 37 =
&, BT B PATE Game COff X
&) FEN FX Maker IR (ERE T, W
& 3-84 A7,



$3F /K

& 3-84

FEIWEBEARAEN Game A HE ALK E R, BEAMUEIRE T IR EHE 50
EE TN

(OF:3-

(1) A% P¥H L FX Maker V1.4.2 AB| #4718 7, BEABRAKGFRET FEALRAARF,
TARBAT PHHFARNE. R FAESGE R ARS, TiTHEHKRAL Unity
WA RAT, W F ZARYE Unity BB L8356 364 B A

(2) 4R ITF FX Maker @ )5, ZILFE LI TRAE, NEEAEHAM I T
B (RAEE), ATHAZERARFARART PLHEZE, WEREFELKZT EIH
FABP T,

3.2.2.2 FX Maker Z8f=
01]] 1Project/2 Project (1 T /2 T#): ITREXHX, KIAXHEFERFE S IT
H (FEEEXEX/ TR0, WE 3-85 Fix.,

& 3-85

02) EffectMesh (MASFIE): MEENE R NSESIRERH ERNFEFRTE)
RN A NEAF, AN 3-86 Ffi7.

(1) Mesh Flare ([NIERE);
(2) Mesh Ground (MbEIZEE);

239



Unity 3D 530 1T 2L 18R

(3) Mesh Line (ZFEEE);

(4) Mesh Ring GAFERR);

(5) Mesh Virtical (FEERR);

(6) Mesh Weapon (REFENR) .

03] EffectParticle (R F4F0): FIADANFET], FEHT T 2 AFH.
HApgr/\#EZ2FE R BN FRESER, &/a—M Shuriken SLHRAFH I ZHT
R FHRIENSRES, W& 3-87 Fix.

& 3-87

(1) Legacy Explosion (BIERR);

(2) Legacy Fire (AAYERER)

(3) Legacy Flare ([AJEER);

(4) Legacy Ground (HuEIZR);

(5) Legacy Spark (AKFFEER);

(6) Legacy Spout (HEHEER);

(7) Legacy Trail GEENR, B A =BT BENR);

(8) Legacy Virtical (EEE);

(9) Shuriken (HTARF FHFRAR) o

04)] EffectSample GERIEFET) /A OFESI, & 3-88 AT7r.

(1) Preview (TR ;

(2) Sample (58U

(3) SampleParts (7RBIFR) ;

(4) ScriptExample (BIAFES] : 1z HREIARSRES).

05 Resources (#R): B FX Maker R EFRFHAHIE, HPAEZ /M
FEER, W 3-89 7R,

& 3-89

(1) Animation (FIE ) ;
(2) Curve (Hi%Z%);
(3) Mesh (PNAEIAR) ;
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(4) Sound (ZF);
(5) Sprite (FFRHT )
(6) Texture (MEE]D .

3.2.2.3 & FX Maker £33
f£ FX Maker RS FRAEEZEZGFN G, WA REECHFEZNFISHE?
TEHU—MREIRNSEAGHITER
Step 01 B LIEFEXE EffectSample — Sample (MRERFFLR), EIHIFRPIK
Z3 R explosion 12 (JE¥E 12), AMEFREFUR, WE 3-90 Fr7x.

(9.4, 6.3, 5.9) . GizmosLength = 2.591 , long=World, shot=Local
— You can modify or test the folder Lut cannot save. (ReadOnly Folder)

% 3-90

Step 02 MRFHIATLIR/G, 7E Prefab
List (¥l 5I3) HIX iz AT
i ZF Export (S ) ZESHE
=, RENNZRFRITSH, B#BEW
& 3-91 Fi7ro

Step 03 AR HEREEEZTSH
Rl

s
(1) FFaL LA B AKX “unitypa-
ckage” ARAETIR L#EX o

(2) 5 th ot Bqe IR R AR £ B a
oA AT, B0 S AT
A A4
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3.2.2.4 {FH FXMaker 17 E
Step 01 BEFEEXRERILEE—
I Group (4H) BIE—HF Prefab (T
WAK) , BIaNZHBTIEREE 1 Project (1 L)
M H Group 1 (4B 1), A /5 2 7 New
— Empty (FTIE—-ZTNR) gIE—TF
Prefab U KR, & 3-92 A7w.

' New Prefab

& 3-92
EER=EAEREFREIIN—
NewEffect G450, o AEME AN

EECHABRTEERKEE (FEIIZK
fﬁiﬁWﬁ?’ﬂl , W& 3-93 A7x.

& 3-93

Step 02 ETRETRHIRFER
HEE—MER, Gk Copy (EFD,
N 3-94 Fios.

Step 03 E#lz /5, EZZACIE
NewEffect (FT45R0 R, BRXESG
T ZHIEZER R Prefab (R iA) £
A SEIEFE Paste (R, 20E 3-95 Ao

242

& 3-95

Step 04 #5052 =, & PrefabList (Fil
®FFR) BORREE R Z A& H R4
MEARKEYRT . RAaErFEzaia,
£ 17 375 3% BuildSprite (Z 7R HLF)
FIH @ w7 %8 mik, W& 3-96 fix.




Firg Pang
® Once
® Addibve
AdditveSoft AlphaBlende
.l'-'.|[.'lrlﬁEi|Ef'ICEfﬂ soDle
Fadeln
G

Compressed Auto16bit & AutoTruesolor

$3F A /HX

& 3-96 (%)

LUEBEOEFOEINLEBIENR
BN ERIE RS E, o AELEMA
Build Sprite (RN F) B AT
BN FIEEZRBmBIRE, RETH
Je B 45 A T 7789 Build Sprite (7B R
Ao FEERI T S

Build Sprite (7R F) B H
wERBBINE 3-97 B,

# Prefab FiRtE ~ Texture @A
® Default BELL Inverse W
PingPong®E RandomB§l

® Oncefili—&  Loop SSFliR
& Additive AddiveMobile

AdditiveSoft AlphaBlended
AlphaBlendedMobile

F .L:!l'll'l_iﬁ)\ FadeOut ]'.-jt‘[ﬂj
GUI UIEE & Texture @268

St Particle FRUEE

Auto16bit & AutoTruecolor

*HEOD
& 3-97
Step 05 *4 & 75 Build Sprite (& 37
BRANT) 2/, =BEM—1THE
Prefab (FIZ{K) , BARFE “FREAW
, UN&E 3-98 Fri=.

Mini
New

& 3-98

Step 06 it #F ¥ 4£ BRI B FR (U0
notel0 1), BBHHEEE Export (FH)
?fﬁf DURETEE B 5455803 1T Unitypackage

HEBIHT, BASHANTEES L
MRPHFTERIE, BIEWAE 3-99 Fix.

& 3-99
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o] DL 7 B /£ Assets — IGSoft Reso
[Sprite] — User
Sprite (HRIFE—~IGHREFE—~ LEHNE—~
RBE—~[RBE]—~ [BRAF]~BFH
BRAT) REFMEMNFFIE, W
& 3-100 A7,

urces — Projects — [Resources| —

& 3-100

(OF:3-

FX Maker ¥ %9 /7% B & s R 3 5 &,
A/ Z A REILRME, FRLITEKH
k89 Alpha (] Ri%) #HW@EA4Z 8, 4o
REZHAVEWNAEIZE, TUAE AE
% )5 B # A i@ it 4% A UnMult (—4 %
2 i) FIR Z A R E I,

(% 7 ¥ FX Maker B /U R #1758
H 55N, BT DU B 2 SIER 4T
o1t FX Maker B 551, ABARIKE
anferH1ENE ?

Step 01 ANz AT, XAXEHFH
Z & 8 — T /Y Prefab (FUE KD S
£ 1 Project = Group 1 — New Prefab
A GIEEFEEmpty (BN %R), BEW
& 3-101 Fi7ro

21612 NewEffect GRRR) T/,
Z 2% %% & CurrentObject ( H BTN %)

244

ol A BN #rEE ) NewEffect (HT3L
2) B,

& 3-101

Step 02 #ZFFXRFH C RIEZ T
TR (A Fire 841) #E5 £ NewEffect
&8 T, WA 3-102 Fiixo

& 3-102

Step 03 NAEEH=F I IAF
BRIMANEHR™RERT. dUAERENE
PIFESYEEENNVE. MBERATR
EEf5, 7F NewEffect (FTER) LA T
%t & BuildSprite (ZE B R A 1), W
% 3-103 Fi~. HMBREMZIIMER
RHNE T EMERE .




3.2.2.5 FX Maker HIZA51+28

£ FX Maker 1R Z 30 R4 2 1 B
ARFITIESE, BT FX Maker A&/
HEH, BEHRTUBTEE—ZI8
F2H FX Maker JIAIZ & .

B40, £ Unity A28 4358 GameObject
— 3D Object — Plane XX R — 3D X
Z—Ym) gE—YE, REEER
[H i 175 5 Plane (S H) , £ Inspector (45
MALED & 77 8 Add Component (75
TRZEH) , ERFE=HREA “nc”, FTEB Nc
L AEZ FX Maker N B FI4FF0R
HIRIA . Nc MIAZIZRINE 3-104 AT7R.

Nc Add Force

Nc Attach Prefab

Nc Attach Sound

Mc Auto Deactive
Nc Auto Destruct

@ ne Billboarc

Nc Change Alpha
Mc Curve Animation
Me Delay Active

Nc Detach Object
Nc Detach Parent
Nc Disable Delay Active
Nc Dont Active

& 3-104

HA—EF BARAARINgEU T

01] Nc Add Force (7 INYMNEB 1137
ZHD): FEXETHARMYEERFE
Add RigidBody Component (770N {A&ZE
(aadRR AT iz I N

02] Nc Attach Prefab ( Bff 10— >4
TR : 18I B o B AR M AR A
Select Prefab (3% # WOR ) Bt 10—
FX Maker N E R E.

03] Nc Attach Sound C fff 0 — >
Z8): WMII—1M &8 FTERITN
B B A B M AY Audio Clip (FHH

$3F @ /K

FEE) .
04 Nc Auto Deactive/Destruct ( B
EBEA): JUwERHKBMEFRR
fLifeTime (£ AR KREFRNF
BB HT[E], HEERAFEER fLifeTime (4
an BHD) R =TS =F B 3Bk
fLifeTime (AarEH) S£AFD.
05] Nc Billboard (Fi54R): ®EM
FIa 4 FREBRGEYL, BRAF B Billboard
(&R XEMEE. JUEREEMN
[ 4% 7 BV FrontAxis (B] /75 X &
241a .
06 Nc Change Alpha (23[9 /R 7%
B): Bz E MR ERERET
EnE, of AR E M B AR F fDelay
Time (FEIRAET(E])) % B 45 R B [a],
1817 fChange Time (& HT[8]) B Xi&E
ZBON RSz NE N
07) Nc¢ Curve Aniamtion ( B %% 1%
EMAEAREIE ) : B fh 218 E RS AK
&) E, PHHAREMERF Add Empty
Curve (ARINEEZE) of DU IN— N2 &l dh
%o BMBEMRI A LIN M SITH,
I Position ({/& ) . Rotation (FE&%) .
Scale (487) « MaterialColor (#4JFiEKER
8). TextureUV (JI5[& UV) . MeshColor ( ¥
AR NFMEM. BeEEMT IS5
ZH “RAB” “GHB” “BERE” “A
BEHHE”
08)) Nc Particle System (¥ f & %t
BIAD . BIAEM B4R A Add Shuriken
Components CRII—HTRRK F RS
Add Legacy Components (70—~ |Hhk
W F A% ). Add Legacy Componenets (75
M— N BERNFRSE, HFERNFAHIEE]
PIARAE &) o
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09 Nc Rotation (JEZEBIA): TI1M
DHAES X, Y. Z = HE R E .
10| Nc Sprite Animation (J%%|z5)]E
RS . o] DUE B AR R IR L
FH UV E, RERNFRSEERE. O
PAFE B A B 4 B Ak P A9 nTilingX (X 3
5% E) .« nTilingY (Y B FEHH
£2) BREX. YR THENHHRE, B8
17 fDelayTime (ZEIR B8] ) 1% B 2EIR BT |8,
nStartFrame 1% & #C 95 Wi, nFrameCount
BREMDE (MEXFEHHRAL Y
FE AR A 5, Mml2E08 200, Fix
H bLoop (IR I) . fFps (#E AR
2K ) ., Duration Time CEERFFEIE[8)) -
Remove AlphaChannel (#Z[&1ZEHBIE) .
11 Nc¢ Tiling Texture: 7 X,
Y 758 B &3 HE 8 2, (TilingX.,
fTilingY 8 X. Y AEHNSEEHIR %
=), fOffsetX. fOffsetY (IXE X. Y 7
B SR RZE) -
12]] Nc Trail Texture (70—~ #5
B E): 5 Unity B Trail Renderer
(EEMR) ZREM, FTEHEINZY
TR EFEIB A B EBENR (A
RN EM RS RDEM AR .
fDelayTime 1% & #6 E 7E iR 1 T A9 B [8)
(B A7), fEmitTime 1§ B F 42~ 4
ENRE (flOEENL W1
FASBFEBERR, BIAA0K
S— B4 E), fLifeTime X & 1
EFERK (AR EREKN, ®
B fLifeTime ZE#B X, #©R2#EIC),
fMinVetexDistance X & # = /= 4 B & /)\
R, BEHNEEEBA, MEHRFE
+ 4k A, fMaxVetexDistance 1% B # & =
£ & AKEE, MaxAngle X & & KX 8
&, bAutoDestruct % = B 51555 .
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13] Nc Uv Animation ( i 7 32
UV 5 H ): fScrollSpeedX #0 fScrollSpeedY
B X, Y AR IBEEEREE, fTilingX
A fTilingY 1% & X. Y A B NI HH
&, fOffsetX #1 fOffsetY ¥ B X. Y A
B R T%1E, bRepeat R BENIEE S,
bAutoDestruct 1X & B &) 18 3. = BUIE
)% bRepeat (WIREE) WA =FZ!
bAutoDestruct ( B 1385 ) £,

(OF3-

(1) PRAMAEEITE AR, TV
EHERE TSR AL, EHEE
AR

(2) ¥ FX Maker ¥ 89 R & 4% & ¥
B AR EFREG e PHRIALFELET
KRB, ARZHE A FX Maker A & By
KA RFEX FR, REELEFHER.
R A FHIFH AR, RALBANE L
H TAZ P32 4T BT 2R 4R

3.2.3 Melee Weapon Trail (7]
) A

Melee Weapon Trail (J1JEiE1EF) 2
Unity Asset Store (FFREF/E) FA—
REEMY, TEATETRSFHLE.
EERA, BIEHE, KRNG5, JF
BEAHIEIEFRTINRR.

3.2.3.1 T% Melee Weapon Trail (7]

e i)
B st £ @ Unity 3 £ Window —
Asset Store (BO—HWEBIE) FIFHRIE

B AR EARRFHLBANAEHZ
“Melee Weapon Trail” 584 “HR”,

& 3-105 Fi~.




& 3-105

B HIEG BB HEANE IR,
8 BT 89 Download (%) BNT
.

(OF:3-

E B F A F Unity Ik P 4 AR 47
—Fﬁ#%/f?n

323.2 5 A #fi ¥ Melee Weapon
Trail (71¢#EH) BB

MEHARBIRBETE TEHHNRA
B, WEEFHSAHETESEITE .
Melee Weapon Trail (J]JEiGE1H) HIEAN
FRASHMFESHEE, BUTILME
7% o

Step 01 W7 “.unitypackage” 314
EFUE= A

Step 02 E2 {7 3¢ B8 Assets — Import
Package — Custom Package (#FFE—SA
HEB—~BEXZER) #HTSA.

Step 03 BE#: “.unitypackage” 1
¥ 5 £l Project-Assets (I1H TZBx) .

Melee Weapon Trail & A & H U
& 3-106 7.

ASABOBIARELIRE, 24
Import (S A) FZHBITZELFAN.

N R S N3 5 AR A AR T Unity Ak
X, WoTgg=H3HE, ZINET [ Made

B3F @ /HX

a Backup. GO Ahead! (FE 2 7 &%,
4R ) 25, WE 3-107 AR,

Importing packaga a

T
=
T
"HEM
fH
"HEH
-
A
e
=
=
"HEM
A
"HEH
T
A
T
=g
TP CIT

& 3-106

’
API Update Required P

¢

~=p|  Made 2Backup. Go Ahead! | | NoThanks |

This project contains scripts and/or assemblies that use
obsolete APIs,

If you choose ‘Go Ahead’, Unity will automatically
upgrade any scripts/assemblies in the Assets folder
found using the old APIs. You should make a badkup
before proceeding.

(You can always run the API Updater manually via the
'AssetsRun APT Updater' menu command.)

& 3-107
(O3
4 R % % 1 Made a Backup. GO Ahead!
(RELT &, #5) BAEAFAT
RABAT BF IR G AR IR R R IRAS, BLAA B AT
¥ T E XA Unity A, & 2ETR
A JE T REFIRAEH .

3.2.3.3 Melee Weapon Trail ( 7] 3t
B HERAE

KPR RFIEF, RAEH
N2 SE RFBEZE R E KSR
REXR, BREARZELBATNMAFTEME
FR¥ERERFIETI S

Unity A Z1IAZH Trail Renderer #
EREH, BERATZAHNFHAREFIR
N (BAERBEID , B EESEA
Tyttt T 71t BRI HIE.
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KR A—1EQSER Tt HE E
YU E A B I TR

Step 01 HEX B AEFEARENF
#Ees (PG FETRERLGFER) -
HE B T | BZ M GameObject
N, FAlar A A “Base” “Tip” (1X
N 2 AR T CPLE RS SV E

MERLAE), WE 3-108 A

Bip001 R Clavicle
Bip001 R Upperfrm

Bip001 R Farearm
Bip001 R Hand
tip
base

& 3-108

Step 02 *% Base # Tip M E £ 4 F
B T~A (EAERTFEID, Rk
Scene (FRIEMAE) =% Base i E 7£ /]
WAL B R84, Tip B R TIHEH TR
&, A& 3-109 Fizs.

3-109

Step 03 %E&FAF&H5 Bip001 R Hand
IR A 26 14 Melee Weapon Trail ( J]5¢
a) , RERRNEXSE, TR
K, BEIIEHER, BIETHFIWE 3-110
A,

% EII]H (ﬁ&): EEE%E%O

02 Emit Time (/B HE[E): ®E
J& AR (8]

248

Search

Melee Weapon Trail

& 3-110

03] Material (#4FiEK):
SEVE S

04 Life Time (£ a5 FE): EE
Fn (BNAY, BEHKTIIIEEBE
Bk, BUEE/NTIJEEE) , BAKYE
4 0.25,

05) Color (EZNE2): EIBEE. X
BIICOTERBEE, Z/5181d Element
(ER)RENBKRM/RIEZZEHERFE.

0 3-111 fis, JIRXARIEE
E, HEBEIE (NsiTaEEEE
WIIE, BERNEECHERERS) .

T1JERIEL

& 3-111

06 Sizes (K/N): K/NTEAT =
HERE(BATHETICRNNTESIE).
07]) Min Vertex Distance (J]JE5/)\
[B]EE) .
08/ Max Vertex Distance (J]JEHA
[B]EE) .

09 Max Angle (‘R KABEEE) o

10/ Auto Destruct (B sIHE): #H
e AR B s 7106 & B4




11]] Subdivisions ( J] ¢ W 44K £ 5>
Al .
12]] Base QR BJINERAVE) »

| E—

13 Tip OREBJINCRIBNE) -

oF

1# A Sizes (K V) LA ] VAL ILFD
571 R, Blde, X H Size (K N) A2,
Element0 4 0. Elementl 4 0.2, W] 77 5%
AR IR E W EAL DT K,

Step 04 1% “Base” “Tip” W (&
NR) ENANAeRBMANE (5

FEEFRIINNEEFEE), WHAE3-112
A7~

& 3-112

Step 05 £=AI4R B K 1A Swoosh
Test (FeX%8) BIAZEH, & 3-113
R~

& 3-113

Step 06 72 Ja £ Swoosh Test ( jE
RLW) HNMNEHEANA T E X H
(JiNeng01) , B JIJEFIR / LR,
1% 2 H Melee Weapon Trail ( J]JE3H1EF)
MANEFERERE Trail GEER) 5

= EH=H,

WEWNE 3-114 7R,

01 Animation (B ): 7K
ENEERNEE XX (KPP EEEE
X AEZFRA “JiNeng01”) .

B3IE WmHE/HE

TIFEF 4R

{E Start (FF48):

& 3-114
03) End (Z53R): JIJCLERMI,
(O3
WRIERR FHAE L E - A 7T AL 4s
5 4 R W, Blde, 4P AET]

HBg AT IS MR F 30 M, 25 R T 6 M
K2 5 60 M,

04 Trail (IBER): B AEH Melee
Weapon Trail (7]J6¥EH) HARRHES,
7~ R B A 1E A F & 8 Bip001 R Hand
t, Fr A H # %8 Bip001 R Hand #5 A\
Trail (JEE) EHNZ=E4ZR01T,

Step 07 RE TR Z /G, BT
RUDERTIABESR T, WA 3-115
Fr7re

& 3-115
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0=
KABAT ReAM R, &2k
Melee Weapon Trail ( 77 J& 4& 4 ) My A

Material (#m42) P2, B 3-115 %
FWEM B IE I FR .

o] PUB IS & 2 T 7 s B 2K 52 Al AN [E]
A& REIFIE

MERNBRETIFCLEEF E/IE, I
FIAHR14 B 5% Assets — MeleeWeaponTrail
— Example — Scenes (%R — J] JEm 14
—~ 1l — =) PR TE 5 Example (15
B, TGS =FITIAFRFTOZERF
MIREKSEEF [, ZRENTEXRGE
TIFENAERITT

B REEETICSEE T E U
& 3-116 Fi7e

& 3-116

(OF:3-

LA R ILTFRAE ] P ) e W A
& £, P R E B IR 316 BATIR
B 7 71 A R BP T .
3.24 ®EHM RayFire T4

RayFire Tool & — 7 M 57 IEF A
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# Y 3ds Max B R, ©eeBHI1EIE
BEANEBEYR (nviEER. BK,
R IR, R, VER. B, BIYE.
S|IEH) .

RayFire o DA 1R F #8 32 #f nVIDIA
PhysX (FRFXPEMR), WRAF
NERZE N RIFBEFEG RIS,
RayFire 82 DUR AR E R TYIER) 15
fRE

A RayFire Z5F{EN B EF S
CANCEN BB 20120 EFENI3)),
B T B H Mz AN, RayFire 7£jF
AT HERHER TIEREZNER.

3.2.4.1 RayFire 7%k / &% i7AA

RayFire B W #8 3L A http://
rayfirestudios.com, ©f PUBIT S F 1 E
77 ) DOWNLOAD (&) #HAZE| &
U, & 3-117 Aiwe

& 3-117

IR TEHIIEF (ARYE 3ds Max iR
A) AR RayFire fR AT T,
WNE 3-118 Fi~.

& 3-118



THEHERGE, BEXHETLZE
R,

S E T EHE, RayFire A INRE
FTEHINTHBREINE, WRITEW
SRHAE nVIDIA (EHEXAER), NI
T 2 2 PhysX FUAESE IR A T I
EE{ER.

HETHTTAE R T H PhysX WKz
TEHERE, WHE 3-119 .

A 3-119
oFT
(1) RayFire % 3 J5 42 R ik A ,
EE AR TIS), ARG H T E PhysX
IXFh AL & Ko
(2) £ A% Z % 4% vA RayFire 1.63
A AT RIE IR

3.2.4.2 RayFire EE =N E

RayFire L EK=ZM/E, T HEA
T B O itk RayFire BYEIRER) ,
PN =B RayFire BN oA F 57 E, #BE
W& 3-120 Far,

$3F @ /HK

M E &I RayFire TEF=HHHPEH
0 I, 43 5l /& RF Cache ( &£ 7% ). RF
Trace (JR¥F) . RayFire (ZhEEF HEAR) -
Shooting (BTHARZ) -

(OF:3-

(1) Shooting 5% /= RayFire 1.58 J& & J&
ok LA AR, AT AL A

RF Trace ##4 [F] #1452 /£ RayFire 1.58
GG e, A TEMELER.

(2) K% £%% 3] RayFire £ @
a9tk R, HAbaEd X R R A48 R 3,

Bt T BE=Z | iR H & o7 RayFire
CBRIEHEH) AW RayFire T HiR. 7
FERFEA4IDTIEERR, 234
Object ( #1 {K) . Physics ( &1 11 &) .
Fragments (# 7). Layers (EZ%) HR.

1.Object (#11K) w1k

ZERNEZNE IR IFIRCTE
ERTRENDIR. TUB T ERXE
RN TR K EER EX T EAERND K
UERENFEENYERME. X1
XEEHMNILAESEIALXS E1#
SRR R T > RayFire B YERRH)
BIESERRETO-EE, WE 3-121
7o

Send to Sleeping list

Interactive selection

Select &ll

Seled ochjects highlighted in list

Highight objects selected in viewport
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01 Dynamic/Impact Objects (FIZ /
PR . X PERPITIAEXEE
NRMPDEL MR, MR B
NEEITE TS

B AR RS EE =1 1%5,
DR RN “TBRR” AN B,

(1) Add (/?Mn): EEYIRE, B
i Add %5, BIoANm#iaz|z)zx (3
ZWITRANAREDT Add #2251, 7F “ik
FER” Eljﬁiﬁi_f%%ﬁ) o

(2) Clear GEfR): BEYERFHITR.
(3) Menu (;{cﬁ). — LR F I
PREF.

(D Send to Sleeping list (%1% %/ EEHR
FF): KFIFRMH B X A1EXE] Sleeping
Object (FEARXNZR) BO.

@) Interactive selection ( 32 H = i
¥£): ARRIRPRB/=HREBRANE
RN R,

@ Select all GEFREE): EHRIEN
E Rk R FIRIT R

(4) Select object highlighted in list (3%
FEHRAREETHINR): EmEFIFRIS
KRB EZGS, DESHTEREVEAF
BORFE.

(3 Highlight objects selected in
viewport CEFEME R RE B REINR):
AERENE P EEDIERGEZRIEZ
o] AR FIFR R R B 7R

(4) Simulation geometry (JL{oJ{5E 1=
E): Box (). Sphere (Bk{K). Convex

((YER) . Concave (MMER) .

(5) Material (#1/57): #HH B
TR B, {5 X L TR o DUBR IR 45 7Y
BNROERE. EERNFSEREE.

(D Heavy metal (BEE5%);

@ Light metal (32 /8);

EI|'.IT(,
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3 Dense rock (B &FEA);
(4) Porous rock (MAGah);
(3 Concrete (JE&ET ) ;

6 Brick (F&3R);

(D Glass (FIB);

Rubber (A2FZ);

@ Ice (K);

10 Wood (AR#) .

(OF:5-

i b 3 o AR ST A AR 69 TR A
KA, ek ABL, X EAH R ARTED
Wﬁhﬁm&%ﬁﬁ%ﬁﬁﬁ %, 1] 4e

XZ € H Glass (33%) MR 4% Metal
(é‘-l‘/%) 8 R o

02 Static & Kinematic Objects ( &
SO XD ERP T UEXESY)
R, WA 3-122 A,

Ml enu

Select all
Select objects highlighted in list

Highlight objects selected in viewport

& 3-122

Z2F B RN EMEEERILEY
K, XETNIZRSHEZFIEAERE.

(1) Select all GEFEEZB): FEFRIE
MERIEPFRITR

(2) Select objects highlighted in list

GEFEFRPREERANER): EFF|

KN REBREZGS, DE=EREN
E IR FE

(3) Highlight objects selected in
viewport GEFEE PR H B 7RISR ):
ARENERREFEDIERERIEZGS,
o] SR Pk 2 7.




(4) Simulation geometry (JL{o[{AE Iz

%): Box (EF). Sphere (Bk{K). Convex
(fhMEKR) . Concave (MMEAR) .

(5) Material (#F51): TR &,
ERAXLETRRDPERE. BEENK
HEE.

(D Heavy metal (EE&%);

(@ Light metal (32E/&);

(3 Dense rock (& &=A);

(4) Porous rock (FAfiEA ) ;

(5 Concrete ket );

® Brick (&) ;

(D Glass (1) ;

Rubber (1£F%)

@ Ice (K);

10 Wood (/R#1) .

03] Sleeping Objects (FERRZIE)
FEIXANE A o] DAE XCBERR X R AN TR 45
M, & 3-123 Fros.

Select all
Select objects highlighted in list

Highlight objects selected in viewport

& 3-123

AFRATERMATENR (RERNE
ZHIARRIEIRES, MiERAZEYER
ZEVEM) o

KB TRAEFSHES Z T Static &
Kinematic Objects (875 & s75901K) 18[E .

(1) Select all GEFRATHE): EEHRIE
MEFIEH TR R .

(2) Select objects highlighted in list

(EFEF|ZRPRHBREINR): 1EES
KNREBRIEZAS, DERSEREN
&I P R E

F3IE WmHE/HE

(3) Highlight objects selected in

viewport QEFNERRE B RAINER):
ABREDNE P IEEDEREERIEZ
o] AEFZR LR B,

(4) Simulation geometry (JL{o[{FEI1=

). Box (). Sphere (Bk{K) . Convex
(AYER) . Concave (MEIEK) .

(5) Material (#1J51): Fg# &,
FERAXETRRSEREE. BEENDNK
IR E

(D Heavy metal (E5%);

@ Light metal (32 /E);

3 Dense rock (B &FHA):;

@ Porous rock (MAimgfa);

(B Concrete GEEET) ;s

(© Brick (f&51R);

(@D Glass (FEB) ;

@ Rubber (F£FZ);

@ Ice (FK);

10 Wood (R#1) -

04/ Material Presets (44 B fil1%)

BHOZHRBRZEABTHTIE, Eff
FEXBEUHSHEZRRBEARR S X

B9 7, /xﬁ'ﬁgﬂ:j‘%*ggmﬂﬁ?ﬁﬁﬂ
o, ZBAMITUBEXMEEME, W
& 3-124 7.

EIITI?:

Material Presets

& 3-124

(1) Density () ;
(2) Friction (EEE ),
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(3) Bounciness (3#4);

(4) Interactive Demolition ( 22 B =
FERFFR);

(5) Transparent Material GEBB#FJE);

(6) Solidity ('R[EE) ,

2. Physic (8171%) @k

ZERERIZEZ B g xR
H s NFERDTTEEENSEN. TIA
By E{1RkeBEH s HFs| KA,
TEBEMUE N NFRNEEE B
7. BABEEREE.
01]) Physical Options ( &) JJ 1= )}
P g1E 3-125 Fior.

Physical Option

= TYSIC:E 0ns
Preview Pause Stop

PhysX/MassFx v

& 3-125

EXNEFOH, o IAE X EEM,

EERRES |, BRBEFB. HE. EIE
B, WE 3-126 B

& 3-126

(1) Preview (FI5): BHXNIZ
HAEENT RN . RN ER
BEMNREBRECNREKNVNE (N
=X R MEZD -

(2) Bake (EEEIE): BHEIE,
IR IE K EXREM RNERE R
HEE ERRMEE) .

(3) Pause (F1E): HEEM, H
BRI — IR,

(4) Stop (f=10): BEHXNDIRHE
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IERMFRFIINER.

(5) Physical engine (JFE5|E): &
XIEHRS|EBE A FF. BHI RayFire 12
HT TN, 4552 PhysX #0 Bullet (Beta) -

(6) Start frame (FFIEM1): T X
AR FF a0l

(7) End frame (Z5R M) : EXY)
ERME RN, XELERM B 01E TR
AR ESEE A .

(8) Time range (BY[ESEE): FEX
IERE N SETE) (B8 “t”) .

(9) Collision tolerance (RIFFEFE S ):
BRI EREE, NI IFER
nEE,

(10) Substeps (FH1E): AIES]
ZEXTHEFTR. REEE2 ~ 10,

(11) Gravity (E/1): FINEH{E
208 ((FEAFTEI .

(12) Time Scale (BJ[B]JZ8/AM): FRIA
I AEERE. (BEANO0IE, BENAN
EFREN 10%;: REAN2H, REHX
EERER 200%. )

02)) Simulation Properties ( {5 B 12
WEM , WA 3-127 fix,




(1) Deactivate Static Dynamic objects
(KABSNHFENT) .

(2) Deactivate Animated Dynamic
objects (KPS TIERNR): LYK
5 EIET, 24 Dynamic — Impact Objects

(M=) PIMEKR S H o B,
ez A RBREE, & NF

(3) Activate by Force GEBUE 713%):
B SRR R

(4) Activate by Geometry (#07F JL
fa{R) : e IABUEN R FRBELIEIL
A RIS &R

(5) Activate by Mouse (SHIFT
pressed): BURRRAR, FZE Shift .

(6) Other options (EH AT .

(D Home grid as ground ( [ & {E 4
HE): £ Max FIECARAEZEAHBE

(@) Force strength by mass ({RIBRE
ARENRRED) : NHREREVDAR R
ERE

(3 Force strength multiplier ( JJ HY5&
FERZEE) .

() Stick to Mouse strength (Bt & AR
HRE): EXMERIRRTRREE.

(® Collision damping (RFFEFH J7) -

(6) Motion inheritance (ZBIZEA) .

(D) Max linear velocity (B ABZIRE) o

Max angular velocity ( &x X 8 &
RE)

03] Demolition Properties ( 5% IR &
M), & 3-128 Fras.

(1) Demolish geometry ( 3 52% J110]
) : BUREDRBRILINR CRET 2
BFF B R .

$3F @ /HK

B 3-128

(2) Material Solidity (#1/GRAE &) .

(3) Depth Level (BE#ERED: RE
H1E, RANRSHEHE R REA2
i, RANREXRE —RXEEG, 81
THABEBHEE R,

(4) Depth Ratio ORELLHBI): EX
THEAFNEEL

(5) Time Delay (ZEET): HJ[B]ZEIR
B,
(6) Probability (). #{EHEE
Z BRI R . ZIRBEMEA 50% B,
=8 —FNE A =HEBE,

(7) Minimum Size Limit (/N
SeED : MEEAFHRT/NFsME, T
XN R

(8) Demolition by Bomb (1E T %
SRR ER): ={E A 7 RF-Bomb 3 Pbomb

(KT BIE) BEfERH.

(9) Demolition by Velocity ( X &
FEREFEARARE): ZBEEREAHOZ
KAIRES

(10) Glue options (FREWIEI)

(D Glue Demolished Objects (FRAEIA
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FPEXRR) . AN R=HEEE—IT.
(2 Glue Objects in Group (F55 7 2H
BN .
(3 Glue by Rebars GBITNEIES) -
@ Strength (GRE): EX T RAH
“oRE. REMRE, BHFTHEAENR.
WEHN 100 Y, HERATITH
(5 Create clusters (f=45#f) .
(6) Amount of clusters (FEEEHE) .
(D Object in clusters % (W RAEEE
o

3.Fragments (f&F) R

ZEBRNEZERA SN B EE N
Dynamic/Impact Objects ( 52 g ¥ {&1=)
NRFEITHEITE, HI, 7E RayFire H
HITEM LR EITER, LEREVERE
MRS HE R BIL XN HEIRFNSE K
RAHEN. JMBEXERLIRNZ
MR RER, B WRE £ R RV RERLR,
S E B RS B R R,
X FERFEBHMSZYET EBBEEL
2%, ANBESERZtWZE RayFire
FEERESH, ATT4AR? REREE,
NERRSHEAYELRESETYEN
HEHHERYR, ENRHABEITE “TT
R HBBEREX T EREITENER,
M EMNDAEER. XPERIER
RAK, BRINEAIEFEAKN.

Fragment Options (# FiEIN) 40
%] 3-129 A7,

(1) Fragment (BEF): BABEIRSH.

(2) Fragmentation type ( A #% £
),

AR A RayFire 1 A B By — L 7 7%
KA, A 3-130 Fix.

Fragmentation Optons

50 — 10

Fragment material - None

Cluster properties

Create dusters

& 3-129

ProBoaolean - Uniform
ProBoolean - Irreqular
ProBoolean - Impact point
ProBoolean - Mouse Cursor
ProBoolean - Pivot point
ProCutter - Continuous
ProCutter - Wood Splinters
Voronoi - Uniform

Voronoi - Irregular

Voronoi - Impact point
Voronoi - Sel Partides\Geometry
Voronoi - Radial

Yoronoi - Thickness
Voronoi - Wood Splinters
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ProBoolean-Impact point

65
10

0.6

& 3-134
(1) Tterations (REFFERFD: FEM
HEAFREBEYIEE.

(2) Chaos GiizEL1E): EX [EEML
VIBIAE.
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T

& 3-135
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10) Voronoi-Impact point (AFFE 5.)
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Sleeping Objects

& 3-166
(O3
(DR R R A FEar A+ LIRS,
Foe AN —AF, BEIR BT IR 25, 23| B4 &
R BE
(2) 4o, B GkKITEHIKXIE, &k

5 38 KA AT, I A LIRS,
)G 7 2% v B

T A—BRKHE [ 3% | SR A
Bl ITER.

Step 01 HEBIE— KK (£
AEE) , RFCE—PEKIK. FHIE—
RAEFEKFENEIE, KT8
F& BB # 7 #% 50 £ Sleeping Objects (B
BRE) 12, EEBETFEIS®E A
A Z| Static & Kinematic Object( Z27514)
P, B FEBRAKR 10 E] Dynamic/Impact
Object (2 M@IK) %=, FFJ3 Deactivate
Animated Dynamic objects ( &2 4] /K &)
B) . HBIEWE 3-167 A,

& 3-167

268

Step 02 55 Bake (BLKZRRE ) 3250,
ZEBRANE 3-168 .

& 3-168

(OF:3-

Dynamic/Impact Object (v @44k )
9 & P 69 R At R T vAiad 3 - Menu —
Send to sleeping list ( 3 3 — & i% 2| s UK
MART) KD Prik K% B REIRA RG] F

3.2.4.5 RayFire HI{EMfEHIEFIER

APHUCETERA“ KRB A
IME C” =Kz B R FE R 7 o4 14
HTER, WHE 3-169 Fix,

& 3-169

YR B B R R B ] IS A AT B F
B

(1) A T%$TE B, BT,

(2) A T%FTE| B, AW

(3) A T%+$TE B, A. B ZBREFE;

(4) A TELSREREPRFTEC, CHWE
HiE%,

(5) A TEIFEFRFTEC, A, CH#B
AR 5%

(6) AIRIEBESFEEREB (AR
SYBE ARSI ;




(7)) ATZBESmEEXBRE, A
SR YIER R ETH
BT R BHE R AOR DT .

1.A %472 B, B #H&

Step 01 BB —PFET|HE A, —
KAKB, BETRMEEK AR LT,
LB WE 3-170 s,

& 3-170

Step 02 B4R B JIAZE| Dynamic/
Impact Object (FZIMFAR) 2=, BEWH
HRB R W HEM G, #i7 Fragment (Y
) 1%,

BEIRFINE 3-171 Frox.

& 3-171 |
R SR AR & 3-172 Frr.

$3F /X

(OF:3-
o R AE JH Bk FE % TR P Voronoi T 49

B AR, BIAAE R ER A RA G
AR E R 5.

Step 03 #E T RIBKF KA 2 B
A N % Sleeping Objects ( FEERR X %)
F=FIFRA,

Step 04 2% T /K & 7£ Dynamic/
Impact Objects (FZMMP{K) F|F=H, FF
/& Home grid as ground (WJAZ{ENHuE ) ,
B8 & Preview (Fia) =3 Bake (k%)
15, REEERWMAE 3-173 Fir.

i@ it KN ) T AR B ik F it —
T % Dynamic (%@ 44k ) . Static ( #
AMAR) | Sleeping (BEEIRAIR) = /N5t
LEFANDELE-¥: P

2.A T%%+T%I B, A K%

Step 01 HEBIE—IMFETKA,
— N KFHEB, BEEHEBEKFE L
7 (EE—Z2FEERD .

Step 02 #BZ% % K775 S0 ) Dynamic/
Impact Objects (FZI@K) 4=,

Step 03 B K 75 A M & £ Static &
Kinematic Object (F2SPIIR) 1=,
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Step 04 FF /2 Home grid as ground
(& /EANHHE), F /B Demolish
geometry ( —REE#E) (I EUWE 3-174
P s

3-174

Step 05 BX TG, £ Bake (
k) RS ITRE, WE 3-175 A

3-175
MELI, FRK SR THEKS
thiE, ERBETT.

(OF:3-
(1) ARZCR 0% 24 £ Bake
O ) 3248w R AR 2 & Preview (7Y

iz41, W A JF B Demolish geometry (=
R MG, FHEFE Bake B3
AL ReAE (ZRBRAE) RS AR

(2) 4o R 2 KA BN T L F
st 7 Dynamic/Impact Object (R 4748)
A2 B T ap AR AT i 2k S BCA Glass (3R
) F MM ER.
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3. A T%3T%| B, A. B #pEE

Step 01 B BIE—INFRTK A,
— N KAEB, BEEHEBEKGK L
7 (5ZaiEIMERED -

Step 02 K FF4K B 77 H01E) Dynamic/
Impact Objects (FZMPA) 1=, HEW
BRBIGFITHIE, AR IR
A INA | Sleeping Objects ( FEHR #714)
=,

Step 03 BRFEAE 7 Dynamic/
Impact Objects ( &2 M fK) 1=, F R
Home grid as ground (W& 1/EAHBED ,
FFF /& Demolish geometry ( —REKFE) o

Step 04 215 Bake (HtKE) 3R5AFEST
WS, MRWE 3-176 fx,

3-176

(OF:3-

(1) AT ¥ghaZeaw W) BORME R, =T
vA {£ Dynamic/Impact Object (&% 474K)
AP e ar 69 M BT A Glass (3838) 5
Dy B IR o

(2) THFOR T A& R a9 s rs KA
Voronoi-Uniform, FrvA &£ R 69 #% k7 2 8
& BJR & X 4

4 A THIERITE C, CHEHF
b %

Step 01 B CIEZE— 1T T A,
— M KAKR B, — P EME C,

Step 02 BREHMEBEBEKAE LT,



B3F @ /HX

BREIMEEERTSKAKZE, 5 A TEERERITEIC, AL CHH
Step 03 B IR 1K & 7£ Dynamic/  fEF8%
Impact Objects (ZMMPK) =, HEH Step 01 BRI TR A, CIEEREIR

RBIR TR ERE, B SMEBE &KC BCHREAANTH, VEW
E B IA 7 F #50 % Sleeping Objects (BE & 3-179 7=,
BE) 1, (VEBEWE 3-177 .

& 3-179
& 3-177 Step 02 3% B 21 A & 7 Dynamic/

Impact Objects (EMMA{R) =, REW
2K R 75 52 = £

Dynamic/Impact Objects (FZAGHIMK) 4=, ?F::;u:l#ﬁﬁﬁi_@?ﬁ%{?, fﬁ@ﬂ?‘ﬁtﬁjﬁﬁﬁ

04 75 4K B 1 B 75 Static & Kinematic B R 5 F%50% Sleeping Object (HEHR

Object (FEZSHIE) 4=, FF/5 Home grid ALY 5”%'%'43: ‘
as ground (RIAR(EG MBI o Step 03 EE B FTK AKIE

Step04 BB FXTHRAME &

Step 05 2 7 Bake (RtfZ) 1R4AS; Dynamic/Impact Objects (RZA@HK) =,
£ Preview (FE) %4, BEN B4 PR 57T J3 Home grid as ground (48 {EA
&) 3-178 Ffio. Hb ) F0 Demolish geometry ( —XAKFE) o

Step 04 % 7 Bake (MtEr) %244,
MRE R R INE 3-180 AR,

@E% & 3-180
. ' ‘;3'52:
T AN C 89 A K e A Op=2
Static (F#AMIK) 2P, TUAEIIR 4 AT B R ALE, KR
BhZEEEEARTE (H 3-178 1 Sikfe B Rk e9 4 % E H Glass (33H)
) . & D BRMFER,
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6.ARIEEGNEEEREB ALF
IR R Gt 897500

Step 01 BB — PN T|E A, —
KK B, H1EABBEINE, W
& 3-181 Ao

& 3-181

Step 02 384754k B 0 ZE| Dynamic/
Impact Objects ( & WP IK) =, ®E
YRR BB TR R B 2 8% A A E
Sleeping Object (RERRYIIK) 1=,

Step 3 R EEKAFEBHT
2 E0 o 8 B A0\l Static & Kinematic
Object (FFZSPIR) =1,

Step 04 ¥ 4E A S0 ZE) Dynamic/
Impact Objects ( 5 M # KD 4=, F 5
Deactivate Animated Dynamic object ( 3%
FANE ST ER) F1 Home grid as ground

(RRERAEARE D, NE 3-182 A7,

Activation options
Deactivate Static Dynamic objects
Deactivate Animated Dynamic objects
Activate by Force

Activate by Geometry

Dead Sleeping objects

Other options

Home grid as ground

& 3-182
Step 05 E &5 Preview ( ¥l &) 3§

272

H Bake (IERE) LG, WEW
& 3-183 Fi7~.

& 3-183
ZENEHEERT&XyE (8
ZEHRIE) INR, WAVIESLE
{KHBRE. RERARREEEESE, =G0
& 3-184 F7<,

& 3-184

/. ARBBBEERBR, AR
2P & My % 2 i |

XXM RFBE FTRAERK
AEB” ja, BEOREYEL ML
Ho &, ARz felfale ?

HXLFEFHE (5 LEPRGFRME



SEEKXKMEE), R ZEBUE Deactivate
Animated Dynamic object (K [FE)E 57
& ) ®I, SAJSE Physics Options (4
IR FE) I Start frame (FJERMI)
WEASIEEGR—MRIT .

2Hh “FFEA” EBEEFE KA
KB” RIET— M8 3 33, FTIAFE
2 Start frame (EIaM) EE 5 33, W
& 3-185 Fi7re

Physical engine

PhysX /MassFx W

Start frame
End frame 100
Time range

Collision tolerance

Substeps

Gravity

Time Scale

& 3-185

B8 7 Preview (7 ) = Bake (Btk%)
%2, BERMEUNE 3-186 A,

&l 3-186
ZERERT, MIRRSTESTH
I

S B, WERSEE
2% (W YERAREEE) R
oF=
(1) i# it 3ds Max T B 4] 2 ¢4 AL A
(dedr &/ B4EIR) , &2 RA 45k
N iR S AT, Rig BIMATH AR
(2) R AR “AERI 27 P,
WERER “SA MM AL J¥HEA
FRAGALAL B A B — AL AL,

F3IFE @mHE/HE

(3) RayFire ¥ 4 Demolish geometry
(BMEFEZHHFRILFAREMR) HET
RETFRBZRBA. R RSN E
BRI RARIGHFER L, LRTE
B N B AR AT B

(4) J2 5 TR B o ) A 7 2% 45 2R
ZRFIETR Y BRI TR My @A,
# %R Ko

(5) BLF-Z) @ 0 7 iR 3R X
B @6y 7 kAR R, %% & 3ds Max
FHER PR “FHE” FHBETTFE.

(6) T#] H#RER, £EFAE
b E AR R TR RS ER
PR o

325 HNMEEAXIAE

HXRFYIHEREEBRTEILYERK
gt (FFEREICER) , 7 Unity FH =
BRI REEA ZWT .

01) BT HEH Glow 11 SLEENILR.
Glow 11 @ —HKIFFHMZHNILEF
i, MBINgER A, FEBETE.
BEETURSHEIEZILYUER, S5
MHEIERIE MR

02]] j& 1 F& 1% SE Natural Bloom&
Dirty Lens SEIEIERR .

SE Natural Bloom&Dirty Lens @ —
AKUBE TR AREICHR T, BT IXA
LI “UE/ RFFRE” BEATEHER,
HFH BT AFE “REKBRIEE” IR
BRI XINRR
03] i&@id Unity A E A Bloom
LI ICR .

Bloom s& Standard Assets (FRER IR E)
PR— PR RMA, CEEERTE
B, BB SHEERIRNIET S
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STHERR.

3.2.5.1 Glow 11 {#ERAAZE

FTFF Unity 3D .53 & Window —
Asset Store (RBEFHIE), #E R “Glow
11”7 FTH, HwHEBARFBETRARER
I E -

Step 01 HEEAEZEFROE — K
A, |X Plane (FEH) A6, AERINMER,
A& 3-187 Ao

& 3-189

& 3-187

(O3

4 /] 3-187 Fir 7 44 Shader (& &, %5)
X & 2 Transparent/Diffuse (7% & 4% 94
HE%E), WEASAREWEHE,

MELZI BT H T Z TR
Step 02 i%#f Main Camera ( 3R
ML) 750 Glow 11 BIARAH. of DUK
HARERBRIESGI L, SFZFBITIA
1T &8 5 49 A7 & HR 39 Add Component
GARINAHE) — Glow 11 7N A .
Glow 11 BJZAFS{ZUNAE 3-188 7w,

ABBALAIN Glow 11 A LA #,  3-190
BAEWE 3-189 AT 02]] Inner Strength (AFPEICIRE);
ANAINSER/E, Main Camera (EIFR 03] Outer Strength (FMEBEICIRE);
D) HEBFEEWNE 3-190 Fir. 04 Boost Strength (& E KL ¢
HARNEEZSEH: 5RE )
01 Downsample Steps (SKAFE[E]EE) ; 05]] Reset (Ef): BWHEEFEAH
“1”
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Step03 H TRk ¥ ¥ H XN R
Shader (B & &) XEYJH A Glow 11/

Unity/Unlit/Transparent ( 2 &) B & JE 1
B, REWAE 3-191 Fis.

e '-1l:|-':iL'-I-ie|'
& 3-191

01] Base (RGB) Trans (A): =l
FElhE (XFE R Alpha BHIBIE);

02 Glow (& %MEE): 5% %
, RICBERRBE, —BRAFTE

03] Glow Color (&ZJCEE);
04 Glow Strength (& JE52E);
05 Glow Source (KX JEKIEVHR);

06 Glow Multiplier ( & Jt 3& 2% %

7).

Step 04 TR EERI L EBER T
DIFE Game CBEXAED FEFYELK
HMET, WE 3-192 .

& 3-192

$3F @ /HX

Step 05 B EHHFEZIL Glow (X
JENAED) FEVEFRS L. Inner Strength ([
ZR&ZIE®E ) « Outer Strength (FMEBRIE
58 &) . Boost Strength (32 F+EK & SR
) AR BEEKEMER Glow Color (¥
JEENE ) « Glow Strength (FEJE5RE) &

HERLRIETRABRYEE. Glow 11
W& IR EANGE BT ERER, EfFEthE
ATFRITERSL.

(OF:3-

(1) 4F 2 4E F a9 W A % A Glow
11 Shader (F& %) £/ 4T,

(D Glow 11/Unity/Unlit/Transparent:
A R A HM B (FFEAEE)

2 Glow 11/Unity/Particles/Alpha
Blend: #:i-F A% 8 A MR (ZLFENA
A8 ) o

7 4 4 X 7 /£ T Glow 11/Unity/Particles/
Alpha Blend (#:-F 2% 8 A XM ) T
VA ZaF kT A% P49 Start Color (H2-F
#,).Color Over Lifetime( A 4 2 &.).
Color by Speed (R & iz FI=4]) F A E
152 3%

(2) Glow 11 &4 R A& &5 Unity
WBAABAF, & WA RRE R EAEA T
/EMIK, FIEEREREELZA. K
TR T4 F A4,

(3) Glow 11 8 #% & 2 X 1% A T
Game (#HXAE), FRESXHTAHE
T8y 8 Z 2 R &R 7R

ZHEHFRHEIFNTFRSE (HE
HE), UTHRB—NFRGERRE
Shader (B &) WEXLL, WE 3-193
F7m.

] 3-193 Z fll] Game 0 [& & ¥7 F 4
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Jfi 4 Particles — Additive (F/F—HF0) ,
A M Game 0 & ¥ F 44 B 4 Glow 11/
Unity/Particles/Alpha Blend (f/F &R % B
EICM B o

& 3-193

(OF:3-

(15 &R BFEAK T Glow 11(G£
RAEH) BrAJE, Glow 11 GERAGH)
w48 5% Shader CH &%) 7 Ak AL,

(2) #IEHETF 248 X AR EN
¥ Shader ( F & %) £ & Iy A Glow
11/Unity/Particles/ (F£& g & XA H) T
M, &M EF &% P49 Start Color (#2
F @i &,) . Color over Lifetime (4 47 21
&), Color by Speed (R & 1% J& 324])
=R Ry &R T &
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3.2.5.2 SE Natural Bloom&Dirty
Lens ERAE
¥T FF Unity, £ & 3K £ Window —
Asset Store ( FIRE B JE), ¥ T “SE
Natural Bloom & Dirty Lens” FF T %,
NG R~ BRI E,
DL~k Asset Store (RIBEEFIE) 4
IR oIE, W& 3-194 Fas,

SE Natural Bloom & Dirty Lens DoEme~

;;;;;

3-194

Step 01 BEEH=PREE — IR
£, ) Sphere (BR{ER) 451, 5 H N4 &,
NE 3-195 Firso

vA k£ Shader ( 5 & %) X & A4
Particles — Additive (¥2-F—=MAm) ,

MELI, ERHLELICHR.

Step 02 3% #£ Main Camera ( * &
2 #1) 7 70 SE Natural Bloom and Dirty
Lens IR ZH1F. ol DUEFERHIA B ZH# 8
BBV L, FEHRTRUBRIS R TN
MEF ) Add Component GRAINEEF) ,
AT EENE 3-196 A7,




$3F A /HX

(OF:3-

search WAFALE R P — & & F- /3 HDR %

® SE Natural Bloom and Dirty Lens

R, & MFFRE T AIERER

B e Step 04 ## T~ k4% Sphere (Bk{A)

-

— ¥ Shader (EEH) %W YIHY Sonic
: s — Ether /Emissive/Texture (128 B & ¢ #7

), wEWE 3-198 A7,

B ¥ GUlILayer

* ¥ Flare Layer

) ¥ Audio Listener

® ¥ sEnNatural Bloom And Dirty Lens (Script)
enable |

& 3-196  Gitin

01) Bloom Intensity ( B ZJtIt 258 & 3-198
EDF 01)) Emission Color ( B ZJCEE) .

02]] Lens Dirt Intensity (5% k5KhREL 02]) Diffuse Color (2 EfENE) .
HRE); 03] Diffuse Texture (2 5FEIFENG

03]] Lens Dirt Texture (FRKkEKBE E). YWHEASHEESE AN, 1~ s =] D)
) . HANTKTREE) .

Step 03 FERBRBE VLA H + & 04) Emission Texture ( B & JC43E

“HDR” i, & 3-197 A7, NEED . RBLIERFH AR ELICGCE LA

JesRE (R T A E U BA R g R 3
NHERIC) .
05] Emission Gain ( B & JC 8 &
B): 2JRERH,

Step 05 el F YL T
DIFE Game CRFXRAE) FEEYIRE
MRT, WA 3-199 Fix.

& 3-199
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Step 06 B id & X R B A R Y
Bloom Intensity ( B Z 2R E) MUA
A B EK B 1 #1 f Emission Color ( B & ¢
Zts) . Emission Gain (B &t %m)
HERERIAERLIERER, ZEHAR
GE B HREVE, Bt o B R RS

FBAE NFFARINRE“ T R R ARAFRL”
Z0o]{sE [l ?

FRIEFER S, 7E SE Natural Bloom
and Dirty Lens i) A& 4B 14 # & 5 Lens Dirt
Texture(33KAREEE) e/ NE = EZ= (A0
& 3-200 R~/ NETRALED o

® V sENatural Bloor

n And Dirty Lens (Script) W,

SE Natural Bloom & Dirty Lens

& 3-200

BB KB AKMGE (2nE 3-200
A lenDirt12) , ZmERNE 7 16 KE

SKESESRMRIERE] (B2 3-201 Fims) .
W Favorites Assets Sonic Ether

Cl All Materials lensDirtl
Q All Models lensDirt2
Q || Prefabs lensDirt3
Cl cripts = lensDirtd
“lensDirts
lensDirté
k lensDit7
® Natur 1| E| M - |lensDirts
® Demo Scene lensDirt9

®= Editor “lensDirt10

8 GUI lensDirt1l

== Lens Textures lensDirtl?2

® Scripts lensDirt13

®m Shaders % lensDirt14

lensDirtls

lensDirtle

& 3-201
& H AP IZ A Lens Dirt Intensity

(BAEMEeIERE), JRWNE 3-202
Fr7r.
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& 3-202
TL}(ELET& Lens Dirt Texture ('%,%"

%: LTExE Tﬂtﬂ‘-“FEI’J A%%ﬂ] =14

(OF:3-

(1) f4F 2L A 1F F A 7 A 5 R &)
Shader (FE&E %) K4 T,

(D Sonic Ether/Emissive/Texture: &7
8RB (ERTRERREMKR),

(2) Sonic Ether/Particles/Additive: #i-F
A% “E AWM aAKM R (ERAT
¥ RABARTAR) ,

%X 34T, Sonic Ether / Particles
[ Additive (¥2-F 2% “cEom” B &K
M) TVl X IFFET 2% P8 Start Color

(#2-F 1 & ) . Color Over Lifetime ( A
& Bl B &) . Color by Speed (i & i
) FRESEE

(2) SE Natural Bloom & Dirty Lens
&g G R E =5 Unity R AMBAT, &
W AE AR R EAER T4 2 o1k,

Bl Bf i & 2 k12 NN AL R IR
5 )M,

(3) B &AF AR R AE A T Game (5
RAAE), FREXTZAE I8 L
R IE R o)

ZEHRIEXTN RS (F%
HED, UTAR—KTFRGEERNE




Shader (B &) WEXTLL,
7o

A 3-203

& 3-203

%] 3-203 Zfll Game CiEX%) FE
R T #1 Fi 4 Particles/Additive (7% / Fff
), A0 Game CHEx%) WWE AR+ #4
[fi 75 Sonic Ether/Particles/Additive (§/F
ARG “=EEM” BRI .

(OF:3-

(1) &FZAFFRFAHIKT SE Natural
Bloom and Dirty Lens #7 & J5, Sonic Ether
T 49 Shader (FH & B) # A %L

(2) HAEFTF R4 B & E DL
¥ Shader ( F & %) % A 474 4 Sonic
Ether/Particles (42§ 2 % 8 & X# i)
TR, &N F-F &% Start Color (F2
F i &) . Color over Lifetime ( 4 4~ & 3
) .Color by Speed (7 &, i JZ = 4))
¥ N FE A5 B KA

$3F @ /HX

3.2.5.3 Unity A& X7 Bloom
ERAIE
Step 01 & 4t & 2 Standard Assets
(*ﬁ@ﬁiﬁ@) o
(OF:3=

2% 7R L 1222 “Unity 3D 1% 83555

Step 2 FTHA— TGl =, W
& 3-204 o

& 3-204

Step 03 A J|§ & o 3 & Assets —
Import Package — Effects (TR~ AR
B3 SAFRIIOL, WE 3-205 Fr.

Assets GameObject Component Window Help
Create »

Show in Explorer

Delete

Import New Asset...
Import Package » Custom Package...
Export Package...

I‘ cl erergnces I SCENe

2D

Cameras
Select Dependencies

Charactcrs
Refresh Ctrl+R CrossPlatforminput
Reimport Effects -
& 3-205
SN TEEZMAE 3-206 7.

#5 Assets
® Editor
® Standard Assets

® Effects

®F GlassRefraction
®F ImageEffects
== Scripts

& 3-206
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Step 04 7 Standard Assets — Effects
— Image Effects — Scripts & 1= #7 #% F
Bloom( %{%Ej‘;)ﬂiﬂj—‘i gN& 3-207 7.

& 3-207

Bloom (BMR=2)¢): BFRINE®R
PEESICE EERs| AR 8 A
¢ (NBMFES), BRIt ZINET PUER
R RS ICERT Rz IR E

Step 05 4 Bloom (E&25) HIA
#5588 33755 Main Camera (F3E4&41) L,
HEXHAS HANE 3-208 Fix.

[ ¥ Bloom (Sc I'Ipt}
Glow and Lens Flares for bright
Quality High

Mode Basic
Blend
HDR

Intensity
Threshold

Blur Iterations
Sample Distance

& 3-208
WERESEE WA 3-209 fix.

& 3-209
(1) Quality (JRE);

(2) Mode (42=);

(3) Blend GES);

(4) HDR (S5 ED;
(5) Intensity (58/F);

280

(6) Threshold ([F{&);

(7) Blur Iterations (Z2RIIERKED;

(8) Sample Distance (KAE[EJFE) .

Step 06 MEXI, EHsFHF
BENEH RS T

(OF:3-
e 2 Sh, AR A AR TR Q¥ 8

Bloom And Flares ( §14 %= & Ak Kk 0z 58)
Jp AL 7T VAR B AR B 69 2R .

ZRAR B AE B T4

AT AFBERALZH0 Bloom (EfR 2
7)) BIARE, FFHEHFRRBI R,
WE 3-210 Fix,

& 3-210

BB ARSE P R Intensity (58
&) . Threshold (F{E) HHERIFAE R
ZHERBR

(O3

Image Effects (%2R ) T o9 H Ak
i A~ 4w Blur (#2#7) . Fisheye ( & IR 4%
Skal ) #RE FH % %) Main Camera ( £

gD B4R Ol A L 4E R T 348
L) o

3.2.6 Unity 3D $83L453%

Z2&4E Standard Assets (FR/EREBES)



$3F @ /HX

Ja¥TFF Unity, B 5388 Assets — Import Package — Effects (3RS AR BB —3H)
SNGFRIE

ok
FR TR 1.2.22 F “Unity 3D 2 A #5547

1+ T #2#&% Standard Assets — Effects — Image Effects — Scripts (FR/EHR B —
X~ BRI R A PE—LERENTERFIHIA, W Antialiasing (FT9EEH)
Bloom ( B 2 5¢) . Bloom And Flares ( & 2 ¢ 5 LBZE) . Blur (F&#) .
Camera Motion Blur (k=54 %) . Contrast Enhance (X Lk E3#E5% ) . Depth Of
Field (=74%%) . Depth Of Field Deprecated (|HiR=54=#) . Edge Detection (i1
245 M)) . Fish eye (BBERELFE) + Global Fog (£ /&%) . Motion Blur GEEI1EH) .
Noise And Grain (I F0E%7) . Screen Overlay (JBHEZ 1) « Tilt Shift (FZEHFFID -
Tonemapping (2IFRRES) . Twirl (R M) . Vignette And Chromatic Aberration (7
THERIESBE) &,

T HE XA Depth Of Field (03 4=/0) BIE B & A A,

Step 01 BEF T ARHBIH=, WE 3-211 A7x.

Step 02 MK -F Main Camera ( E#E41) —> Depth Of Field A (ERERHA
BRI ETREGYL L), EIMWME 3-212 Ao,

v Depth Of Field (Script)

= iI'I'Illl-FIf’:"_- cameara |'_..|.|._ I.j'_.,.t'l.l cus

ocal Settings

Visualize

Focus on Transform MNene (Transform)
Focal Distance 10

Focal Size

Aperture

Defocus Type Disc Blur
Sample Count High
Max Blur Distance

High Resolution

_ VEET =1
E 3-211 & 3-212
01 Focal Distance (£b);

02]) Focal Size (£ R~);
03] Aperture (JEEE]);
04 Max Bur Distance (B AIEMRT) .

Step 03 X E ST/, Game (73?562})[, ) AEREERYE 3-213 B,

Step 04 MEXI, ZANZ=ELHWRMANIE GLMIFMARBW) , oIS
HEK A S E B Focal Distance (ﬁftﬁ) Focal Size (£ & X~F) . Aperture (JE[E]) .
Max Blur Distance (Sx AR ) RIFERARERYE.
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(OF:3-
H Al ks L 4Fz00918 A H =5 A0F,
RE g & By A %, 3] Main Camera

(ERMEDD) L, ARG HF EALPP T,

® 33 RRIER

*xEIRTMUEDZXGEITEV RS
EZnXAEE, NMETLUEKEHFR ©
o LB FRSmEF. HXRER. BRIT
BB —EERROTHETIHFFIAR
HARKIEFE, HFPBFE Bandicam. Fraps.
Dxtory . FEAT FRF Bandicam FY{5 F
TR ABIFHITER.

3.3.1 Bandicam ERZHRINTAB

Bandicam & — X /5 78 AL 91 3k &l L
H, HREHSR =K WIMX 6 sz —.
ENMLBETNEFREZEXRRE, TIX
EERGMETEREZEFITEIF,
FEXH Mt A HI ARG TR,

Bandicam 5 H fth 3k &l & 14 48 £,
FEMLFTHMEE. ©FRH NN TH
RAAEFR )N, T HE B FRAE Y EH, X
RelNEHRXRTXxFBEIRSTHR
2560X 1600 & T4 (1080p == 7F M
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