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Main Module

Emission Module

Shape Module

Velocity Over Lifetime Module

Limit Velocity Over Lifetime Module
Inherit Velocity Module
Force Over Lifetime Module

Color Over Lifetime Module
Color By Speed Module

Size Over Lifetime Module
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Size By Speed Module

Rotation Over Lifetime Module
Rotation By Speed Module
External Forces Module

Collision Module

Sub Emitters Module

Texture Sheet Animation Module

Renderer Module
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VignetteShader

Shader "Hidden/CustomPostEffectManual” { struct  VertexOutput
Properties  { {
_MainTex ("MainTex" , 20D = "white" {} float4 pos : SV_POSITION;
_VignetteTexture ("VignetteTexture" , 2D = "white" {} float2 uv : TEXCOORPO
_Power ("Power", Rangg 0, 1)) =0 h
_TintColor ("TintColor" , Color) = (1,0,0,1)
} VertexOutput vert (Vertexinput V)
SubShader { {
Tags { VertexOutput o = (VertexOutput) O;
"RenderType" ="Opaque" 0.uv = v.uv;
} 0.pos = mul(UNITY_MATRIX_MVPy. vertex );
Pass { return o;
}
CGPROGRAM
#pragma vertex vert floatd4  frag(VertexOutput i) : COLOR
#pragma fragment frag {
floatd4 mainTexRGB= tex2D (_MainTex,i.uv);
sampler2D _MainTex; float4  vignetteRGB = tex2D (_VignetteTexture,i.uv);
sampler2D _VignetteTexture; float vignettePower = vignetteRGB. a* Power;
float4 _TintColor; float3 emissive = lerp (mainTexRGB.rgh, _TintColor. r
float _Power; gb, vignettePower);
struct Vertex”‘]put return fixed4 (emiSSive, 1),
{ }
float4 vertex : POSITION; ENDCG
float2 uv : TEXCOORDO } }
I3

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 OnRenderlmage(RenderTexture src, RenderTexture dest)
{
Graphics .Blit(src, dest, mat);
}




RefractionShader (ShaderForge). ——




