
ˤ͙ͯ͊͘͡Έͤ·͔ Ήͺͺ͔ͭ͟· ͍ Unity3D

но ͤͦΎ͋ͪΎ нлмс



ˤ͙ͯ͊͘͡Έͤ·͔ Ήͺͺ͔ͭ͟·

̏ͺͺ͔ͭ͊ͣ͟ ͍ ͙͎ͪ͊ͻ ͔ͯ͗ ͍͒͊ͤͦ ͍͙ͦͭͦ͒ͭͫΎ 
͋ͦ͡Έ΄͊Ύ ͪͦ͡ΈΦ ˻͙ͤ ͔͙͍ͨͦ͒͒ͪ͗͊Όͭ ͦ͋΅ͯΌ 
͊ͭͣͦͫͺ͔ͪͯ ͙ ͙ͫͭ͡Έ ͙͎ͪ·Σ ͔͔͋ͦ͡ ͪ͊ͫͦ͟;ͤͦ ͙ 
͔͙ͪ͘͡΅ͤͦ ͪ͊ͫͪ͟·͍͊Όͭ ͙͎͍͚ͪͦͦ ͨͪͦͼ͔ͫͫΦ 

˿͔͎ͦ͒ͤΎ ͍͙ͯ͊͘͡Έͤ·͔ Ήͺͺ͔ͭ͟· ͔ͯ͗ ͔ͤ 
ͨͪͦͫͭͦ ͙ͤͺͦͪͣ͊ͼ͙ͦͤͤ·͔ ͔ͣ͊ͪͪ͟· ͒͡Ύ 
͍͙͙͎͍ͤͯͭͪͪͦ·ͻ ͫͦ͋·͙͚ͭΦ ̏ͺͺ͔ͭ͟· ͔͍͙͙ͨͪͪ͊ͭͫ͡Έ 
͙͘ ͙͊ͤͣ͊ͼ͙͚ͦͤͤͦ ͎ͪ͊ͺ͙͙͟ ͍ ͫ͊ͣͦͫͭͦΎ͔ͭ͡ΈͤͯΌ 
ͻ͔͍͔ͯ͒ͦ͗ͫͭͤͤͯΌ ͙͒ͫͼ͙͙ͨͤͯ͡ ͫͦ ͍͙͙ͫͦͣ 
͍͙͙ͨͪ͊͊ͣ͡Σ ͔ͭͻ͙ͤ;͔͙͙ͫͣ͟ ͔͍͙ͭͪ͋ͦ͊ͤΎ͙ͣ ͙ 
ͨͦ͒ͻͦ͒ͦͣΦ



ˤ͙ͯ͊͘͡Έͤ·͔ Ήͺͺ͔ͭ͟·



ˤ͙ͯ͊͘͡Έͤ·͔ Ήͺͺ͔ͭ͟·



˿͙͔ͫͭͣ͊ ;͙͊ͫͭͼ

˴͔ͦͣͨͦͤͤͭ Particle System ͙͙͙͔ͣͭͪͯͭ 
͙͙͔͗͒͟ ͫͯ͋ͫͭ͊ͤͼ͙͙ ͙͔ͤ͊ͨͦ͒ͦ͋ ͪ͊ͤ͘·ͻ 
͙͔͚͗͒ͦͫͭ͟Σ ͍ͦ͋͊ͦ͟͡ ͙ ;͔͎ͦ-͙ͤ͋ͯ͒Έ ͍ͫΎ͎͊ͤͤͦͦ͘ ͫ 
͎͖ͦͤͣ ͖ͨͯͭͣ ͎͔͔ͤͪ͊ͼ͙͙ ͙ ͙͊ͤͣ͊ͼ͙͙ ͍ ͫͼ͔͔ͤ 
͋ͦ͡Έ΄͎ͦͦ ͙ͦ͟͡;͔͍ͫͭ͊ ͔ͤ͋ͦ͡Έ΄͙ͻ 2D 
͙͔͙͚ͦ͋ͪ͊͗ͤ͘Φ 



˿͙͔ͫͭͣ͊ ;͙͊ͫͭͼ

Main Module ˿͔͙͎ͦ͒ͪ͗ͭͦ͋͊͡͡Έͤ·͔ ͚͙ͤ͊ͫͭͪͦ͟Σ ͍͔͚͍ͦ͒ͫͭͯ͘Ό΅͙͔ ͤ͊ ͙͔ͫͫͭͣͯ ;͙͊ͫͭͼ ͍ ͼ͔ͦͣ͡

Emission Module ˿͍͚͍ͦͫͭ͊ Ή͎ͭͦͦ ͣͦ͒ͯ͡Ύ ͍͙͡ΎΌͭ ͤ͊ ;͊ͫͭͦͭͯ ͙ ͙ͫͤͻ͙ͪͦͤ͊͘ͼ͙Ό ͙ͯ͘͡;͔͙ͤΎ ;͙͊ͫͭͼΦ

Shape Module ̏ͭͦͭ ͣͦ͒ͯ͡Έ ͔͔ͦͨͪ͒͡Ύ͔ͭ ͺͦͪͣͯ όͦ͋Ά͔ͣ ͙͙͡ ͍͔ͨͦͪͻͤͦͫͭΈύ ͙͘ ͚ͦͭͦͪͦ͟ ;͙͊ͫͭͼ· ͋ͯ͒ͯ Ή͙͙͍ͣͣͭͪͦ͊ͭΈͫΎΣ ͊ 
͔ͭ͊͗͟ ͍͔͙͔ͤ͊ͨͪ͊ͤ͡ ͙ ͍͔ͫͭ͊ͪͭͦͦ ͔͙͔ͯͫͦͪͤ͟

Velocity Over Lifetime Module ˽͍ͦͦ͘͡Ύ͔͙͍ͭͦͤͭͪͦͪͦ͊ͭ͟͡͡Έ ͫͦͪͦͫͭ͟Έ ;͙͊ͫͭͼ ͤ͊ ͨͪͦͭΎ͔͙͙͗ͤ ͍͔͎ͫͦ ͙ͻ ͙͔͎͗ͤͤͤͦͦ͘ ͼ͙͊͟͡

Limit Velocity Over Lifetime Module ̏ͭͦͭ ͣͦ͒ͯ͡Έ ͍ͯͨͪ͊͡Ύ͔ͭ ͔ͭͣΣ ͊͟͟ ͔͋ͯ͒ͭ ͎͙ͦͪ͊ͤ;͔͍͊ͭΈͫΎ ͫͦͪͦͫͭ͟Έ ;͙͊ͫͭͼ ͍ ͔ͭ;͔͙͙ͤ ͙ͻ ͙͔͎͗ͤͤͤͦͦ͘ 
ͼ͙͊͟͡Φ

Inherit Velocity Module ̏ͭͦͭ ͣͦ͒ͯ͡Έ ͍ͯͨͪ͊͡Ύ͔ͭ ͔ͭͣΣ ͊͟͟ ͔͋ͯ͒ͭ ͍͙͔͊ͫͫͭ͘Έ ͫͦͪͦͫͭ͟Έ ;͙͊ͫͭͼ ͦͭ ͙ͫͦͪͦͫͭ͟ ͦ͋Ά͔ͭ͊͟ ͍ ͔ͭ;͔͙͙ͤ ͙ͻ 
͙͔͎͗ͤͤͤͦͦ͘ ͼ͙͊͟͡Φ

Force Over Lifetime Module ͙̉͊ͫͭͼ· ͎ͣͦͯͭ ͋·ͭΈ ͔ͯͫͦͪͤ͟· ͊͘ ͫ;͖ͭ ͍͔͚͍͙ͦ͒ͫͭ͘Ύ ͍͔ͤ΄͙ͤͻ ͙ͫ͡ ό͍͔͔ͭͪΣ ͙ͨͪͭΎ͔͙͗ͤΎ ͙ ͭΦ͒ΦύΣ ͦͭͦͪ͟·͔ 
ͣͦ͗ͤͦ ͤ͊ͤ͊͘;͙ͭΈ ͙ͣ ͍ ͒͊ͤͤͦͣ ͔ͣͦ͒ͯ͡Φ

Color Over Lifetime Module ˨͊ͤͤ·͚ ͣͦ͒ͯ͡Έ ͔͔ͦͨͪ͒͡Ύ͔ͭ ͊͟͟ ;͙͊ͫͭͼ· ͫ ͔ͭ;͔͙͔ͤͣ ͍͔͔͙ͪͣͤ ͙͔ͣͤ͘ΎΌͭ ͍͚ͫͦ ͼ͍͔ͭ ͙ ͨͪͦͪ͊͘;ͤͦͫͭΈΦ

Color By Speed Module ͍͔̇ͭ ;͙͊ͫͭͼ ͔ͣͦ͗ͭ ͋·ͭΈ ͙͔͖ͣͤͤ͘ ͔͒ͫ͘Έ ͍͔͍͔ͫͦͦͭͭͫͭͤͤͦ ͙ͻ ͙ͫͦͪͦͫͭ͟ ͍ ͔͙͙͒ͤͼ͔ ͪ͊ͫͫͭͦΎ͙ͤΎ ͍ ͔ͫͯͤ͒ͯ͟Φ

Size Over Lifetime Module ˸͎͙͔ͤͦ Ήͺͺ͔ͭ͟· ͍ͫΎ͘·͍͊Όͭ ͙͔͔͙͔ͣͤͤ͘ ͔ͪ͊ͣͪ͊͘ ;͙͊ͫͭͼ ͍ ͍͔͍͙͙ͫͦͦͭͭͫͭ ͫ ͙͍͚ͪͦ͟Σ ͦͭͦͪͯ͟Ό ͣͦ͗ͤͦ 
͍͙ͯͫͭ͊ͤͦͭΈ ͍ Ήͭͦͣ ͔ͣͦ͒ͯ͡Φ



˿͙͔ͫͭͣ͊ ;͙͊ͫͭͼ

Size By Speed Module ˭͔͒ͫΈ ͣͦ͗ͤͦ ͙͔͙ͣͤͭ͘Έ ͔ͪ͊ͣͪ͘ ;͙͊ͫͭͼ ͍͔͍͔ͫͦͦͭͭͫͭͤͤͦ ͙ͻ ͙ͫͦͪͦͫͭ͟ ͍ ͔͙͙͒ͤͼ͔ ͪ͊ͫͫͭͦΎ͙ͤΎ ͍ ͔ͫͯͤ͒ͯ͟Φ

Rotation Over Lifetime Module ˭͔͒ͫΈ ͍· ͔͔ͣͦ͗ͭ ͎͙͍ͦͪ͊ͤͦ͊ͭ͘Έ ͍ͪ͊΅͔͙͔ͤ ;͙͊ͫͭͼ ͍ ͤͯ͗ͤͦͣ ͨͦͪΎ͔͒͟ ͍ͦ ͍͔ͪͣΎ ͙ͻ ͍͙͔͙͒͗ͤΎΦ

Rotation By Speed Module ˭͔͒ͫΈ ͣͦ͗ͤͦ ͙͔͙ͣͤͭ͘Έ ͍ͪ͊΅͔͙͔ͤ ;͙͊ͫͭͼ ͍͔͍͔ͫͦͦͭͭͫͭͤͤͦ ͙ͻ ͙ͫͦͪͦͫͭ͟ ͍ ͔͙͙͒ͤͼ͔ ͪ͊ͫͫͭͦΎ͙ͤΎ ͍ ͔ͫͯͤ͒ͯ͟Φ

External Forces Module ˨͔͊ͤͤͦ ͍͚͍ͫͦͫͭͦ ͙ͣͦ͒ͺ͙ͼ͙͔ͪͯͭ Ήͺͺ͔ͭ͟wind zonesͤ ͊ ;͙͊ͫͭͼ͊ͻΣ ͙ͯ͘͡;͖ͤͤ·ͻ ͙͔͚ͫͫͭͣͦ ;͙͊ͫͭͼΦ

Collision Module ˨͊ͤͤ·͚ ͣͦ͒ͯ͡Έ ͙͔ͦͤͭͪͦͪͯͭ͟͡ ͭͦΣ ͙͊ͣ͟͟ ͦ͋ͪ͊ͦͣ͘ ;͙͊ͫͭͼ· ͋ͯ͒ͯͭ ͙͍ͫͭ͊͊ͭ͟͡ΈͫΎ ͫ ͍͖ͭͪ͒·͙ͣ ͔͔͙ͨͪ͒ͣͭ͊ͣ 
͍ ͫͼ͔͔ͤΦ

Sub Emitters Module ˨͊ͤͤ·͚ ͣͦ͒ͯ͡Έ ͍ͨͦͦ͘͡Ύ͔ͭ ͙͍ͤ͊ͫͭͪ͊͊ͭΈsub-emitters. ̏ ͭͦ ͍͙ͨͪͦ͒ͤͯͭ·͔ ͙͔ͫͫͭͣ· ;͙͊ͫͭͼΣ ͦͭͦͪ͟·͔ 
ͫͦ͒͊͘ΌͭͫΎ ͍ ͔͔ͣͫͭ ͔͙ͪ͊ͫͨͦͦ͗ͤ͡Ύ ͙͔ͣΌ΅͙ͻͫΎ ;͙͊ͫͭͼ ͍ ͔͔͖ͦͨͪ͒ͤͤͦͣ͡ ͔͔ͦͭͪ͘͟ ͙ͻ ͙͔͎͗ͤͤͤͦͦ͘ ͼ͙͊͟͡Φ

Texture Sheet Animation Module ˤ ͊͟;͔͍͔ͫͭ ͔͙ͣ͒͊-͔ͦͤͭͤͭ͊͟ ͒͡Ύ ;͙͊ͫͭͼ ͯ͡;΄͔ ͍͔͎ͫͦ ͙ͫͨͦ͡Έ͍ͦ͊ͭ͘Έ ͙ͫͭ͊ͭ;ͤ·͔ ͙͔͙ͦ͋ͪ͊͗ͤ͘ΎΦ ˨͊ͤͤ·͚ 
ͣͦ͒ͯ͡Έ ͍ͨͦͦ͘͡Ύ͔ͭ ͍͊ͣ ͙ͫͨͦ͡Έ͍ͦ͊ͭ͘Έ ͍ͫͦΌ ͔ͭͫͭͯͪͯ͟ ͊͟͟ ͔ͫͭͯ͟ ͔ͤ͋ͦ͡Έ΄͙ͻ ͙͔͙͚ͦ͋ͪ͊͗ͤ͘Σ ͦͭͦͪ͟·͔ 
ͣͦ͗ͤͦ ͔͔ͨͪ͟͡Ό;͊ͭΈ ͦͭ ͊͒ͪ͊͟ ͟ ͊͒ͪͯ͟ ͍ ͍͙͔͒ ͙͊ͤͣ͊ͼ͙͙Φ

Renderer Module ͙̏ͭ ͚͙ͤ͊ͫͭͪͦ͟ ͣͦ͒ͯ͡Ύ ͔͔ͦͨͪ͒͡ΎΌͭ ͊͟͟ ͭͪ͊ͤͫͺ͙͔ͦͪͣͪͯͭͫΎ ͔ͭͫͭͯͪ͊͟ ;͙͊ͫͭͼ ͙͙͡ ͔ͣ΄Σ ͙͍ͦͭͪͫͦ͊ͤͤ·͔ 
͙͙͡ ͔͔ͨͪͪ͟·ͭ·͔ ͎͙͙͒ͪͯͣ ;͙͊ͫͭͼ͙͊ͣΦ



͔͚͔̊͒ͪ·

˾͊ ͙͘͡;ͤ·͔ Ήͺͺ͔ͭ͟· 
͔ͭ͊͗͟ ͣͦ͗ͤͦ ͔͙͍ͪ͊ͦ͘͡·͍͊ͭΈ 
͙ͨͪ ͨͦͣͦ΅͙ ͍͔ͪ΄͙ͤͤ·ͻ 
ό͙͔͙ͫ͊͗ͤ͟ΎΣ ͙͊ͤͣ͊ͼ͙͙Σ 
͔͔ͭͫͫ͡Ύͼ͙Ύ ͙ ͒ͪΦύ ͙ 
ͺ͎͔ͪ͊ͣͤͭͤ·ͻ όͨͦͫͭΉͺͺ͔ͭ͟·Σ 
͍͙ͯ͊͘͡Έ͔ͤͦ ͙͔͙͔ͫ͊͗ͤ͟ 
͍ͨͪͦͫͭͪ͊ͤͫͭ͊ ͙ ͒ͪΦύ 
΄͔͚͔͍͒ͪͦΦ



VignetteShader

Shader "Hidden/CustomPostEffectManual" {
Properties {

_MainTex ( "MainTex" , 2D) = "white" {}
_VignetteTexture ( "VignetteTexture" , 2D) = "white" {}
_Power ( "Power" , Range( 0, 1)) = 0
_TintColor ( "TintColor" , Color ) = ( 1, 0, 0, 1)

}
SubShader {

Tags {
"RenderType" ="Opaque"

}
Pass {

CGPROGRAM
#pragma vertex vert
#pragma fragment frag

sampler2D _MainTex;
sampler2D _VignetteTexture;
float4 _TintColor;
float _Power;

struct VertexInput
{

float4 vertex : POSITION;
float2 uv : TEXCOORD0;

};

struct VertexOutput
{

float4 pos : SV_POSITION;
float2 uv : TEXCOORD0;

};

VertexOutput vert (VertexInput v)
{

VertexOutput o = (VertexOutput) 0;
o.uv = v.uv;
o.pos = mul(UNITY_MATRIX_MVP,v. vertex );
return o;

}

float4 frag(VertexOutput i) : COLOR
{

float4 mainTexRGB= tex2D(_MainTex,i.uv);
float4 vignetteRGB = tex2D(_VignetteTexture,i.uv);
float vignettePower = vignetteRGB. a*_Power;
float3 emissive = lerp (mainTexRGB.rgb , _TintColor. r

gb, vignettePower);
return fixed4 (emissive, 1);

}
ENDCG

}
}
FallBack "Diffuse"

}



VignetteShader

using UnityEngine;

using System.Collections;

public class CustomPostEffect : MonoBehaviour {

public Material mat;

public void SetPower( float power)

{

mat.SetFloat( "_Power" , power);

}

private void OnRenderImage(RenderTexture src, RenderTexture dest)

{

Graphics .Blit(src, dest, mat);

}

}



RefractionShader (ShaderForge)


