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@ | Getting started with real-time VFX |
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Samples > BonFire > VFX

. . ///ch ///0 ///Od:fl?

BonFire Clouds FlyingL

O Inspector

%

Update mode
Fixed Delta Time
Exact Fixed Time
Ignore Time Scale

Culling Flags Recompute bounds and simulate when visible

% v Visual Effect

General

Asset Template # BonFire

Reseed on play i

VFX Graph ZRi< 3 DD F%E

7w hh Window > Visual Effects > VFX Graph (C$ 3 VFX Graph T+ VR UTHREEY,

VFEX Graph T« > R™

CDIAVRETLATIRMIBNTEEV, TEDDDHHDET,

© 2024 Unity Technologies

Toolbar: JO—/NILEREADT IR ENFILDEYIDEZ 2175

/=R —=92/R—2 VFX Graph OIER iREZ1TS

Blackboard: 72724 THAAMMRAZBH TONTZEIETS

VEX Control /NZJL : PRYFENTWB S —LA TV OBEZGHIETS
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% ExampleVFX TOOI ba r

=Yy Yy oa + v

Blackboard Minimal

Start _stop
ExampleVFX O

4 Spawn
P

Spawn System
All Properties  Attributes

Properties 4 SpawnEvent
Attributes
@ Custom Attributes

@ Built-in Attributes

4 Initialize Particle  Local
Initialize Particles

64
Recorded

Ry

VFX Control panel | =

¥ Particle

VEX Control

Updat\é Particle & Local
Update Particles

Play Rate Set v

Bounds Recording @  Apply Bounds

¥ Particle
Minimal Recorded v

Events
OnPlay OnStop

\Z
Debug modes % Output Particle Unlit @ Local

Yua

ac

Render Quad

Default
Default

Alpha

Node workspace

None (Texture)

VFX Graph 1> R

IT1R—DLAT7 IR Inspector BDIR—IEEIFTEWTKIE SV, J5T7DO—EZERT B L.
IN=T42a>AFoa LRI JREIREDREDINTA—RZ—HRREINZCHHBDFT,
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tantPerParticle

Constant

tant Per Particle
nd Alpha

Inspector AL THED/NTA—E—%EET 3,

JZ70a0v Y

ETa7IITz ORI D4V RIDT—IAR—AAD/—RDRYNT—IODSIEERTIHNENRHD
F9, VFX Graph |Z. Shader Graph BEDM®D / — R RX—2D"Y —JLICBlf=A >R —TT—XIZH>T
WET,

AR—ZAF—ZWITINGIVvILTHLWISTERZERLEF T ZEDT—IAR—RIIRNIVRAZES,
Create Node #:#IRLT. 57D AVFFA bk, ARL—4—, TONT1=ERLET, BHFOIY
TEIALD EIIRIR%EFoTLWIFIL. Create Block Z{EHETE XY,
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VFX Graph (&850 hD— I =R ATRE

837 VFX Graph 210203, IFLDIFAREDIBLNFEA. TIH FELWRILIL, AT aY
LNILDISTICIEBBED/ —F2E803ehTEEII EDII7H 01 XCEFRELELIL—IL
TYMIREWVWET,

VFX Graph DEN—YHBEDLSITEHETIDH. FHLLFEVELLS,
SATL. AVTEXR. 7OYY
VFX Graph IZId. Y27 LM ENS 1 DU EDBEBEIZYILHDET, SATLIE JTTDRAZUR

TOVERHEEEL. \KOHDDIAVTFALERINLET, PATLIE. SRATLEEBRITZIATFRN
RO RBRICEOTERINET,
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BIAVTHRIMMELDTOVIHERED, N=T1IIRXy2aDEE (Y1 B RERY) Z5]%
ETEEY, BBOIRATLZ N1 DDISTRNTEHSE, RRNBESaTILITI IR TEEX Y,

Contexts Blocks

4 Spawn
Spawn system

Constant Spawn Rate

.
4 Initialize Particle

Logic flow :
vertical |og ic S e

orA -0333 y 02
0333 1

Set Lifetime Random (Uniform)

1
3

®
% Update Particle

¥ Output Particle Quad L % Output Particle Quad
I None (Shader Graph Vix Asset)  ® I None (Shader Graph Vix Asse
Default Default

Default v Default

Alpha Alpha,

Qpefau

Contexts
made from Blocks S ok

OverLife Sampie M OverLife
Color And Alpha o Color And Alpha

JS7OBEODYIIETARICHRNETD:

XZa—@DRAYTHTH5 Insert template Z#IRL. BIFETVTIL— DYV TILOITLERE
@ VFX Graph IZEMLFYT, chid. H5HICHARTNTWSIS7O02yoZFERLTERZMIEY
BDICRIBET, Y VTINBRIRATFLTHNL Default VFX Graph Templates DWLWEFhh E:ER L.
BHOIT7T UMz bDHIHZIHE L Learning Templates MSRILEFT (VX o)LV TY
Vi L R38R ),
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Add a sample
template System

Simple Burst

Cancel  Create

XZa—DBTrTL—hEEAT 3.

# Scene % New VFX = Package Manager i o®Game

Il Center v (@ Local ¥ : © O @ (ocame v Display 1 ¥ Free Aspect v Scale @
Yooa

X

Visual Effect

Rate @
Show Bounds

Show Event Tester
Play()

Scene Ea—¥ Game Ea—DEYa7ILITTI~
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Default VFX Graph Templates #*5 Minimal System 7> 7L —FZ#8IRTZ L. XDLS% 4 DD
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AN ENBZEANLBIITLICRDET,

Spawn
How many particles?

Initialize
What are their initial values?

Update
How do they behave over time?

How are they rendered?

T 74TV T L—bdD Minimal System

OAVTFERIMNEOT7O—ICE2T. N=TAIIDRAR—=2 e Zal—2avORENREDES, £
TEANMEI 1 DOBEERAT—CZEELET,

© 2024 Unity Technologies

Spawn ( AAR— ) ERT3/N—TA I DREEFNSERR—2FBRAIVI%RE (1 BD

N=Rb =T BERE ),

Initialize (#IHA1L ): N—T« ZILDBIBRRBRIYE. F v /N T+« (IN—T1 ZILDRAE)NIVR (T 7T

TEDRLIFV I TEINBIRR ) ZRE

Update (%1 ): S TL—LDN—FT«IILOTONTADEE, NOER. 7=X—3> DB,
BEOER. FTEIZETr—ILE (SDF) BREDA AR50 3> %R ERTRE

Output (77 ): X\—=71 O ZL>R) T L. &RERNBRIE (B, 7IXFv. AE) ZRE.

Minimal

Initialize Pa

Updafé Particle
Update Particles

¥ Particle

-

% Output Particle Unlit
Quad

Render Quad

Default
Default

Alpha

None (Texture)

BURATLRERE ZRACT BIOHICERH AR
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SRFLEAVTHRNI. 570 “EERE. DFDNIET—ITO0—-DNvIR—2FEFRELET,
SRTFLRDT—RIEEHNSTICHN. TOBRETEEIZIZRAVTFAMN Y IaL—IaUERIC
L TCTF—RICEEEZMZE T,

AT LIFFEEHBOT, BREICIGCTAVTHFANEEELIED, #8OHHZ I ILIEDTEEY, D
BITIE. B—>XTLRTERD Output AV TFAMEL VAT LTVWET,

®
% Update Particle

¥ Output

C
“ Output Particle Mesh

®
% Qutput Particle Cube

Over Life

I

Over Life
Color And Alpha

FA—> 27 LROEHD Output A>FF b

JAVTHFABEROEEIR. IVTFRNZBETZTOVIICESTEADFT, JOvIHEKRICENS
TOIRICT—2%Z5BELEY, TOvIZI5IEMLTEEL, T—2ZRIBIEZIEHTEET,

JAVTHRIAMDELICHBZREZI VI LT YRTLDIZal—23YXNR—2R% Local £ World @
BTYIDEZET,
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®
% Update Particle

Set Lifetime Random (Uniform)

1
3

‘o Particle
@

® Toggles System
% Output Particle Quad bé’t%veen Y_ocal

B None (Shader Graph Vfx Asset) a nd World space

Default
Default

Alpha

Jse Alpha Clipping

\‘.':n' Texture @ DefaultParticle

Orient: Face Camera Plane

Face Camera Plane

Property slots
can connect
to other nodes

Set Size over Life
le Mode Over Life

————

Set Color over Life Voo

Over Life
Color And Alpha

TETFEBTOvI0E)

JOvoid,. BiiAEERNT S Color () h5. Noise (/-1X). Force ( 77). Collision ( &2)
BREDEMBFEHEET, IZIFTTRTOIEERITTEET, ZLOBFE. EAICROYEAH D, AL —
R—=TANTAHDBANEZITEEHTEET,

AVFERRETAVIDORESHEYRMIOWTIE, /— RS0 75UEBBLTIE SV,
TANnNT1LARL—2—

SRATFLDNTSTDEERBOAREDEEBHRTELOIC. ARL—2—IXZOTONTAT—7T70—D
OKTRIB #ERLET, Chid. ARRZLOXCEETOVIISETDICRIIEET,
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Nodes
Operators and Properties

® SpawnRate < ®

Logic flow —
horizontal logic * Bounds < ®

« Initial Position < ® 4 Initialize Particle

 Initial Velocity < ® 128
\ Add (Vector - Local) 2, TR o

o LifeTime < ©

® |Initial Velocity Divergence < ©®

R Branch
o Use Flipbook < © —~_
Random Number

® Flipbook Size Per Pariv
Multiply (float) &,

Flipb dom (Uniform)

© Angle Min/Max

KT
Shader Graph ®/—REERKIC. ARL—R—IFEHDSEIZTHENET, EOMEBEPIEFIFLER
DEITIHEATEFT,

Create Node X—a— (HIZJwIT3H
ANR—ZN—%17 ) ZFERAL T FRL—
A—/—FZERLET. £l 7ONTy

% Favorites A0OwbkH5 Edge Connection Z RSy
Initialize ) JLTABHHEVIR—IATHIT . BILX
Za—HHE WIETEIARL—F—DH

PRAINFT

I Attribute

ound

AZa—D5FRL—4—/—REER TS,
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Bz, Bonfire U FINDARL—4—IF. SUALBABESEAELET,

Random Wind Direction over Time

Perlin Noise 3D

Three
Perlin

Total Time

Bonfire # > 7L TORAEDRESH &

TaNnNT«E. TONT4O =070 ZEALTIS7ERICERTS. BEANRBRTII—ILRETY,
TAONTAITIERDBHDHA B D FT,

— B Float. U7 EBUEEDOR

—  ATRLPEREDERIAVR—R D OIER

—  FvARBIUZEE (f: BED'S Float \)

—  Local #7zld World ZEfd, LW 22Uy I LTHIDER

TONTADEIF. J5TRORBEDEICHCTELET. ANR—M (FANT1DER) ZthDI>7
J— F‘:%ﬁ—c\g ij—o

@
% Update Particle

Absolute

Compound
Property set
to Local space

IOy IMRO Force 7O/NT+
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ZONTa/—RlE. JST7DTEITERRAVINTRIEZBINETERZARL—F—TY, Uil
Blackboard ICRRENBA WIS O—/NILARTONTAHHD £,

® Exposed Property € O Local Property ¢ O

Jans«/—k

Blackboard

Blackboard A—FaUTF«aN\2ILIEZ. 7ONT1BHEEBELEY, ChERICIE. TR0
Toolbar IC#%3 Blackboard RZ>% 0w 3Hh. TIAILLD Shift + 1 >3—kAvbEFEALEY,

TONT e BERFLHTRTI BICIE. Blackboard D_EERICH S All ZTEBIRLET, 2175
ICTAIA—FDNTBICIE. 5% T3 Properties ( 7O/NT ) T £7=14 Attributes (B ) 27 % %
RLFET,

Blackboard TEZEL=Z7ONTwIE. JF5T72EKTTONT/—ReLTBANATE370-NILEK
ELTHBELF T, BIRIE. NIV TaV IRy IROTANT1E=—BEZITNIE. ALISTRDEL
DIN—FTA VI RATLICERATEET,

Blackboard @ 7ONT1IlIRDEEHEDTY,

—  Exposed ( 22f ):Exposed Property QEICHDFDAIE. TZTDAELTRIE &S VIR
ETEZERLETY, Exposed Property 75 2ZER LRI FRILD, Inspector @
Exposed Property IC77tE2XL %7,

—  Constant (¥ ): #OAD %L Blackboard 7O/3F«ld Constant TY, SR THFIEAT
ZFEIH. Inspector IZIFRTINFHA

FLWTONTAIET T4 T Exposed ICERETNTHD. Inspector ICRREINEFT, 7 TDONE
TTONT1EIERTICTZH5EIE. Exposed 77/>a>DF v o%139 L. Categories ZER LT
TONTAEZBIBTIHRENHDET,
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~ Exposed

Property

Constant
Property

Attributes

Blackboard & F|FAEIREAR T O/NT

F7-. Blackboard IFEIL MV E AR LDAEADEEZEERL. 5 7ICRSyIT7URROYTTBHN
AA—TT—ADSEHRER T X ZSBMICISEEAFHBEIHDEI . BHICHA—VILEEHhES L.

> ﬂ lifetime
b 'q_, position
.q_’ vel:

> lq_. angle
> '{’ angula
3 lq_. dire

ZORMD IS TATRARTEINE S,
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SHEICDWTIE. %R Blackboard OEMZSBLTIIEEL,

SampleSkinnedMesh

+

Properties  Attributes
Attributes
[ Custom Attributes
~ v{L SkinnedCoord

Custom Vector3 Type Vector3
Attribute Description

[& Built-in Attributes

> age
alive
alpha
<], angle
rl, angularVelocity
Rl axisX
Rl axisy

Sample Skinned Mesh 7> 7L —hZl&. ARZLBEAEENTWVS,

J =7 /—F ¥ Sticky Note

2700 v IhKEKEo156. JIL—F/—R& Sticky Notes ({32 ) #FEBLTHHDPILL
FL&So IN—TF/—REFERTIE. —ED/—RICTRNILE[MIFTTT1 OO/ —ReLTHEIESZ
EHTEEY, Ffo. Sticky Note [FOA—FROIOXEDESICHEEL TS

IIN—TF/—REERTBICIE. /—RDTIL—TFZERLTHY)wI L. Group Selection ZiEIRL 95
FLOWTIAILLDI3—RAYE, Shift + G ZERATRIEHTEET,

BEDIIN—T/—RIZ/—R%ZERSYIT7URROY SR EHTEET, Group D LEIZ/—R%ERST
WE Group BN\TSARENT5BLET, Group D5/ —RZHIBRT BICIE. Shift F—%ZRLAEHS
Ry LTHICHLET.

Delete ¥ —FTcldGIVYyIAXZa—DB I —T/—RZRHIRLTH. ZOHICH B/ —RIFHIRENE
Ao
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—7%. Sticky Note ZFEBT2 L. 57010 a>0aExE#HBLIED. BRBEEPF—LXARI
XV REFZLIEDTEEY, BERTIT Sticky Note ZEBML. BRICBEH LD, YrXELTELL
DTEEY,

& Sticky Notes IZIZZTMLEAX D HDET, J57E2—THIUwILT Sticky Note ZER L £
To TFRAMBEEHZERTINI )Y ILTHBERELE T, GUVYIXZ2—HIET—TDE (Z—V /5
k) ETERXMFAXEFREL. Sticky Note ZEIEL X7,

New Group Node

Get Texture2D Dimensions # v

width

height

( L SRR i
S (e ® VAT:Position < @

® VAT:Normals < ®

4 A @\
/ O e VAT:Normals < ®

Modulo (float) #,

Location 'Current . StICky NOte

_IZ ® A © Use this space to explain part of

texIndex ® ® B the graph, add comments for
yourself or your teammates, and
track to-do lists.

Get Attribute: texIndex (Current)

JI—T/—RTHEEL. Sticky Note B9 %,

H7957

BHI5571F3 120/ —ReLTRERINBH. 957000 v I%BEBIZDICIKRIBEY, cNEfE
B93&. VFX Graph O—EZRD 7y LTHREL. BID VFX Graph ROy FLTEMRAL.
BABRTEEYT, YATALATAVIARL—RZ—% SEEEREATDOYH T IS TN T —JTEET,

B 752714 Project D4V RUDSEBERTEET, FHROVITI/Z72EONSERT BICIE.
Create > Visual Effect > Subgraph Operator £7-|& Subgraph Block % #iRL £9, ZDAE Tl
BIZD VFX Graph RICH 705 72BERTICH TS T7Z2H/EHATEET

HBWE. VFX Graph OIRERHI—ED./—RETERL. AUV IXZa—hBBYARGTITISTRA1T
(7OvIFERIFARL—E2—) EERZETH HIISTZERTEE T, FRIE. —EDFRL—Z—
#ZH# 9 3B 515, Convert To Subgraph Operator #:&RLET, 7Y ETARIICIRET S L.
BIRLI:/ —RPBE—DHTIST7/—RICESHRISNET,
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_> [ Velocity Noise_Subgraph Operator ~

Cut
Copy

Convert To Subgraph Operator
Delete

Duplicate

Duplicate with edges

Collapse Operators

Uncollapse Operators

FIIS IR
BITFIST7D Input TONT%ZEHT Il Blackboard ICHFiLWIO/NFT<%EMML. Exposed
TS0 BMILET,

HITZ70 Output 7AONTAEZER T BICIE. FLLWFONTsZBAL. Blackboard @ Output
Category ICREITE T,

Blackboard Tid H 7V 3770V INRRINBIAZa—DATIVEZERTHLDHTEE T, Nz,
HYITI57%Y—bLIEDRERLIED T B DICERLET,

HBITISTDEBIE. TA—RDVT7 IRV TIBTVEYS, Oy zBRIBREERXY Y FPEIC
FrHB3L51S YITUST1F VFX Graph OEBHZZEDa—I{LLET,

Layers of editing

VFX scripting
2

* Customize behavior

* Access component API
* Graphics Buffers

¢ Custom HLSL

VFX asset authoring

* Author behaviors

* Define events

« Set up parameter interface
. Asset instance configuration
 Edit parameters

« Call events

VFX Graph TOfREDL 1V —

VFX Graph &, 3 DDEABBLANILDFEEEYR—FLTVET,

—  TEYMIRAVAE  BEI1EZD VFX Graph 2ZBEL Y, THrF+—H70557—H.
Inspector TRRBE/NSA—L2—%FARLT. TITIVLONE. 2130, REXRAETETET,

T—=TAZAMNE AEBDRIVTTAVIRARNYEEFRALT EREAOYTYYZEETS
CEBHTEXY, COLNILTIE BIST72TIv IRy IRELTRVET,
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ting star

P

VEX 7Y rDF—HV T BIENHEfMieHIESTZLTBTY, ARL—F—/—FDRY

EL

AVEERLET. BFEOY U TILEXR-RICTRIFEaTH. €ON

BHBZBETH. FEDI7 VM EETDHDICTZEHTEET,

bO—0ZBRLTIRBD VFX Graph fElZRIAL. ARFZLOBIEE/NTA—E—%

THRELY

5

al—>

-~
=
~

AT STy IR TOATSI—H

AVT—T+

BERTIZ

VFX 29V TFF120 : 128%

>

T4
FHEL. 571y

°
N

—3 >k APl ZfER LT VFX Graph O#IfFZHREZIAXTEET, VFX XTI

ICED. FLRBEDITI VN 2EET S, KOMENBNAITS1 2%

7

TIEIATEZXT,

= EHREIC
Unity 6 @A AX L HLSL ZfERT 3 .4

TANYTF7IRED

#@ VFX Graph /—RTIZEEICIZRIRTI RN,

BHBHZIVNIAZ—IRBN—T1 VN BFERETETEY, IR DRILYIEERS
23y W=TAINA2RSU3> TOvEIT (BENITE) ZIERTEET,

Gil
T

al—

-~
=
~=

HARBLHLSL 1. ARZLDEERA VRT3V FRTE S,

72<VFX Graph TIZ7x VDG EERIRTEE Y, IO 7T VMY SIRHTT—

BNHLA. RLIJHBDOISTEEAILTTVEELLD,

BRLAJLVICER

23

[

270!

Rt

BT N—Ta2/LDB. IE&.
HEST=D. BEELDTB LT,

—
[=]

E1% (Attribute) & S RTLRTERAITZHREEOHZT—2D

PPN

=3
AL

alb—2arhilE@H%s

N
V=

_yj-%ﬁ KL\OTC:F)OJ—C‘Q-O

o
N

FNBRI IV ZERTEET,

ZE)/\B= ). Vector2. Vector3. Vector4 (2D. 3D. 4D RZIKJL ).

v
l

BHEORIZL. float (HKEE

#) T

LE

~

=

1

F

bool (E /). int/uint (&% /
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VFX Graph THEICERA SN EMEZ V<K OMBNLET,

B Type Bl ]
position Vector3 VAT LEERTON—T VI DUBEES
Velocity Vector3 N=T1 VI OBERE L HRZRE
S2aL— FINEBED A —HBOEBEE (B
age S /_L:L[/ FEINFEBROIR—UHS5 OB (#)
BAfi] )
lifetime FEHS XAl —bEINTEEROETFRAR (FEAL)
color Vector3 IN—FT«47)L®D RGB h5—DKRE
alpha FE IR IN—T1 VL DBEAE DT
size FE IR IN=T1 VL DHE—75H A X%z HlI7H
scale Vector3 IN=TADINREG—RRr—) > %ER
e om ey -% - \—7
ass T ;Ei] REDHNCHTEIRIGICHEETEZN—T1IILD
g8
. . FEEOHEERIN. FIN—T7ILOEHETOHIR
direction Vector3 _ ap
ICfERETBE
angularVelocity Vector3 N=T1 I OEERRE (E/#)
CaraetPosition Vector3 N—=T1 UL H\ &2 BIEIB, Line Renderer (>
g 1YLVET— ) REDEED I I T2 N CER
. LA T ENTZERD Flipbook UV o>
{5 =1
textndex i O S My

BiE. VFX Graph N—T1 VL OEXNBMEZEEITEOXTHEICEETY, REBMOTER

DZMMIDWTIE, RFFaX o bR—U#BBLTIETL,

Blackboard O Attributes 27 (#i) #FERALT. ZLOEILNVEBEZREELIED. AREZLEMN

ZEELIEDTBILDTEEY,

BUYEOTRAHLPETAHICIE/ —RF2EALET. BANICIE. UATZ2ERLEY

—  Particle 7|3 ParticleStrip System HDEMNSEZFTAHEDT-HD Get Attribute A~

L—%—

—  Spawn YXTLDOEMNSEEZFHIDT-HDRERMZL SpawnerCallback

—  BHICEZZETAT Set Attribute 7Ov Y, BRICEZERERET I, SUHALE—REZER

(Random Gradient £7-/& Random Per-Component 7Oy Y CRBBERTETIHL)
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Set Color

Set Attribute Block

Get Attribute: color (Current) ~
Get Attribute
Operator ocation 'Current

Set Color Random from Gradient

Set Attribute Block

Random

ESETAREIARES (Random Gradient)

N
Set Color Random (Per-component) v v

I ¢ Set Attribute Block
(Random Per-component)

FRL—S—CTRMEREL, TOvITRIEERET 5.

IFEALDBEIIN—T1 I EICRESNDTD. N—T7ILPBEOBIIBRBICDONTAEY
Ty TUU MBI BRIREM DB DT, FIXIE. N—T«2ILH 10,000 BHBHE. E/N—T1)L
ICIE. FE. B, Y1 XBEOEBORMZRETI L. COT —XERFICBELXEUDEKXIC
BHEY,

A>7FAMZEZFERL T, Inspector IZFRIZENS System Attribute Summary X Current Attribute
Layout ZEALT. BMZERL. RELLEFT

—  System Attribute Summary: COt o3 id. REOIIATLTHERAINTVE S ATLLA
ILWOITRTOREMOBEZRLET,

—  Current Attribute Layout: :#iRL7=O>TFANTHEAIN TV BENRTIINET,

—  Source Attribute Layout: ik, V—XOAVFF b+ (FIHT—2F£IdAZRETZaY
THFRN) TERASNZBUEEZRLET, HIXIE Initialize A>T+ IMTHEL I, 20%
Update A>7FXMTHERINZEMTY,
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)z (£, Trigger Event on Collide 7> L — kT Dart_Spawn System DI >7F XM EFEIRT S
E. Inspector IZIFRDKSIZRIREINET,

Name

Capacity

System Attribute Summary
alive 4 bytes ReadWrite
color Float3 12 bytes ReadWrite,
angleZ 4 bytes ReadWrite,
direction Float3 12 bytes ReadWrite
lifetime 4 bytes ReadWrite
seed 4 bytes ReadWrite
position Float3 12 bytes ReadWrite
velocity Float3 12 bytes ReadSourc
collisionEventPosition Float3 12 bytes ReadSourc
particleld 4 bytes Read
pivotX 4 bytes Read
pivotY 4 bytes Read
pivotZ 4 bytes Read
4 bytes ReadWrite
4 bytes Read
4 bytes
4 bytes
Float3 12 bytes ReadWrite
Float 12 bytes ReadWrite
Float3 12 bytes ReadWrite
angleX 4 bytes ReadWrite
angleY 4 bytes ReadWrite

age 4 bytes ReadWrite

Current Attribute Layout

R WN =0

Inspector ZFEALT. AVTFIFTORMDERRKTERERT 3.

XEVDFEAEREILTZHIC. YRATLIFERICKNBEEINZIBEDAZRALET, BiED>3Ia
L—23> 7 =B MSNTULARWES. VFX Graph IEREBRT—2%ERINT2R0DIC. TIA4ILED
EBEEFEALEY, VFX Graph 07O771)> Y —=)LOFERICDOWTIE. SEbtEoarazs8iR
LTS,
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Blackboard D@4

Blackboard NRILICEMERO I ayEBMEN. BETZARL—F2—2TOvo%, A>TF
ZMCISCTRSYITURROY I THEIERTIZLSICHRDEL. ThEDFHEAEIZ Unity 6

THRETEEY,

—  Blackboard "5/ —RDJ—9IZR—=XICRSYIT7VRROY LT, Get Attribute AL —
R—E1ERT B0

—  Blackboard "5 XFLDAVTEFRAMIRSYIFYRROYF LT, Set Attribute 70w
=1ER T %o

All Properties Attributes

Attributes
Drag to create

@ Custom Attributes Get Attribute Operator ‘

& Built-in Attributes

vage‘—> =

4 Initialize Particle
Initialize Pa

Drag to create
> & alive Set Attribute Block

> alpha
> r{_) angle

Blackboard '5@MEZFZvI T 3,
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—  JISTEBRIINTVAA=VILZEHEDZ . BEOFERRIENNTISAREIN D,

FlipbookBlending
+

All Properties  Attributes

RI_) color
w[, direction
D hasCollisionEvent
E lifetime
mass
m meshindex
w[, oldPosition
'\L) oldVelocity
B particleCountinStrip

m particleld

m particleindexInStrip

'\I,, pivot

Hover mouse :
to hlghllght w[, position

\L scale

m seed
spawnCount
m spawnindex

Blackboard ICXVRA—VILEEDEZ L. BEDERIRRINNTS1hINB,

—  Blackboard h*5HXAZ LD Attribute A RL—2—%1ERL. BEZZTET 3,

Lightning
+

Properties  Attributes
Attributes
[® Custom Attributes
v T_) rateCount_c

Type Vector2

Description Float

v Vector2
Vector3
> stripProgress Vectord

Bool
& Built-in Attributes Uint

Int

HRELBEDEZEIRY %,
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—  ELrVBEBHORBEEICTIERT S,

Lightning
4
Properties Attributes

@@ Built-in Attributes

v age

Type
Read-Only

Description

The age of the particles since it spawns, expressed
in seconds. By default, age is updated by the
Update Context that will also destroy the particle if
the particle’s age exceeds its lifetime.

alive

> alpha

> '\T anale

EILN VRMEZANS.

© 2024 Unity Technologies 41 0f 166 \ unity.com


https://unity.com/releases/lts

@ | Introduction to the VFX Graph |

IR+

VFX Graph QT EIFHRN—VIF AR VFEBLTEWS (BLUS—2DEDOEBHL ) BELED,
FlziE. & Spawn ATFXMCIZ7O—D Start R—h & Stop R—bHHD. N—T1TILDRAKR—>
ZHIETHAAREZITERDET,

Event Event

OnPlay o OnStop

* SpawnEvent + SpawnEv
C)

4 Spawn
Spawn system
Constant Spawn Rate
O Rate 16

* SpawnEvent
O

ARYMEIN=FA VDR =% HIHT B,

AHERITITINENRDH DI, ASBDT—LATI UMM CH# APl @D SendEvent XV REERALT
JSTO—EHBERTEEY, TDHE. Visual Effect AVR—RIUMMIAREXFFQEIETTON
T4 ID ELTELEY,

ARVRAVTERME. FTT7RD Event XFH|Z ET21E ID TIRRZERBLET, LEROFITIE.
S—YADONT AT I H OnPlay ARV M ERESHET Spawn S XTFLZEEIL/D. OnStop
ARV TELESEIDTEET,

Start
@

4 Spawn
Spawn system

Constant Spawn Rate

O)
4 Output Event

On Received Event

Output TRV M E, =Xy E—IZXETES,
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Output TRV MZE. Output IRV NV ES—=CHABFHEREMNTEET, Output 1RV MIE.
N=TAINDRIDRAR—>TI—VADMODEBERZIHTHRENDH BHBEICEFNTY, Cnid. 57
FAVTRT = LT LA EESaTII I IO N ERSER1-OICKLKEREINE T,

FEROBITIE. FZINADT —LATS TR R—2R2 I OnReceivedEvent %#XELTLWET,
ZFDE. C# RVVTEHRIGL. HPREROT=D. AEERIZLI=DLET, Output 1 XV ~DEE
ICDWTlE. 724505717 ED 030 # BB LTSV,

FEBFIC. GPU ARV EFERALT. tO/N—FTo ZILDOEMEICEDSWTN—T0 I EZRKR—2TEEXT,
ZDIEIZED. BBEVATLTN=TaOILHERBLI-CSICAHOSRTLISERL. T7-VDOEF]
REERIG (ECRHCEOI VIV EAR—2RRE/N—Ta VIR ) ZEAB TN TEEXD,

®
Update Particle

GPUEvent

GPU AR bDIOVTHFAME. Trigger Event Rate JOvIMSA R b EZITE S,

_5 0 Update F7Ov ik, UTFDAET GPU ARV ETF—RERETEET,

—  Trigger Event On Die: /N\—7 1 ZILHASERLIcESICHD S AT LTN—T1 I ZRHR—>
—  Trigger Event Rate: XA R—>F23/\N—T1 ) ( FTIEEDREIZEI)

—  Trigger Event Always: /N\—7 1)Lz 7L —LZLICRR—>

JOvIDHIE GPU ARV FAVTRAMIES S, TDE. KETZIIXATLD Initialize >
TEFAMIBHTEEY, ERBZVXATLECDAHETORIZLT, BETEMBN—T1IILIT Iy
MEERTEET,

GPU ARV R T LD Initialize > FF X &, Trigger 1Y ML DI AT LTHIBERERE M
DIFRTEET, ZOD BRISEDMBEMAT I T HLWN—FTA IILIEZZRR—> LTcTT D/ —
TN EEILBARICIRNE Y,
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AR EM

TRVEEERIO—FZERLT, 3D OUEPBREDT —RZA NV hE—RICELET. TN
DRAO—Rid IS TREBRICED BRI ER S, IR —2—FFTOYITT — 8% “FroF
TEET,

Spawn AR E% Timeline TRV FTESNIBMZFHAMBD_LHTEIFY, Set SpawnEvent
Attribute 70w Z1%. Spawn AVTFXALDAIRVNEMHEZZELET,

- + Spawn -

Spawn JYFFARTDIRY MEBHEDFAED

Initialize A>TF XN TRAO—RZF vy FI3ICIE. Get Source Attribute ARL—4— £7:l%
Inherit Attribute 7Oy %EALE T,

GPUEvent

®
4 \Initialize Particle

2475
Manual

Initialize TOARYERAO—RFDF v F
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fefZle ARVEEMZERTZHEIE. RO[UTTFEITEENEETY,

— Regular Event Attributes (4. Initialize A TF XM TOHFHAMBIENTEFET,
Update ¥ Output TIFMEATETFEA. BEZRBOIVTFIATHERATSICIF. Ehz
Initialize THEL TREITIHBENDHDFT,

—  Output Event Attributes |&. Spawn JYTF X TRESNIHEDOHZFRIFLET, £
DRICTFITTRETZIEEIEFvvFINEt Ao

SEMBICDULVTIL, Visual Effect >AR—3 >k APl @ Sending Events ZBB LTS,

Sends Color attribute to Event handler receives
event handler Color attribute

Inaccessible to Output
Event attributes

Output ¥ RV MEMIE Spawn AV TFHERADSDEERIFTS

Unity 6 T®D Ul 24&
Unity 6 Tld. LWODDIFUFT1ATS517 (QOL) DHEN. VFX Graph Ul 7y TTF—bH1TH
NTVEY,

J—Fig%

/—RERBTOVIDEMICIEEY ) —Ea—DMERIN, /—RSATSVOSEIEHRICHRDE LT,
HRRELT IOMEN TNV FSAIENIREERZRIRI BHRAZLAT—EERUCADTAIL
A—DHOEYT, FEBRRI(INRZIVIZERLT FETRE/ —RISERLED

FLOLWHAREH/NRILICIE. /—ROHITNUTURBRRIEINET (FIZIE. Output Particle Unlit
Octagon * Output Particle Unlit Triangle I& Output Particle Unlit Quad @7 /NUF7>RTT ),
HINIVTVEDORTZTIDEZBZHRIUDHDET, BMICTHE. RD—MHNE/ —ROADKRRETN
9, BWMITRE. MEABRBRIRTONUTVMITIERTEEY,
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Toggle sub-variant
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Toggle details panel

Search filter

 Unlit

* Favorites
Context
Output Particle
Output Particle
Output Particle

Output Particle

& Output Particle Unlit Quad Q

Node
|— sub-variants

Output Particle Unlit Octagon
Output Particle Unlit Triangle
Unlit Mesh
Unlit  Quad
Unlit Octagon

Unlit Triangle

Show sub-variants
in details

Details panel

J—RELBTOVIZRIERTD . YA RNARILERRT LRI THBMEN S,

TPITAN—2a =}

JOvonk k. GRIOEBICERR T VTaN—2a > R— BB, T—=UT7>0FaNT«IcUoE

NTWEY, COR—ITIH. TOVIZTITATICTBDESH ZFIETETES,

TOvIDFADeATZFETYIDEZRZI b, 75700y oER—MIBERLTIOYI 2T o717
TRRAIVTZHHTEEHTEXR T, CNICED. FA—YRTLRTN—Tr VI EICELZEE
PRT—hERETEXT,

BNICETIT4T7R0TOvIIEAVNAIRICTL =T IRSNTEBMICHIBRIN S Tc. F221L

JZXMMIEOTY,

Random Int

PerParticle =
v

Toggle on/off

0
% Update Particle
Updiate Particles

Graph logic
enables or
disables

Activation
ports

TOvITEITITAR—23VR— BB,
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L\ VFX Toolbar

VFX Toolbar BEZRIETN. FFaXIMRY I TIICTIFNLKTIERTEDDFHLWA T a>n
BmMEh&ELl

= i | O
LShow examples
Toggle Blackboard

and resources

Output Event H

tion
Attach to selection Properties

Attribu
Jisual Effec

@ Built-in Attributes

Show documentation
Toggle VFX Control Debug panels
A #& Graph Debug Information

n this platform  +

VFX Toolbar Wb Iz

F—K—=Fa—-ravhk

23—k AYEYHR—Tv—IZ VFX Graph A7JUASEIMEI . VFX Graph 71> RO TH BT8R
2a—bhAYRIARVRERETETZLIICEDF LT VFX 7—TRDT—2 70— %2 AE—R7Y S
TREHIS FTLLWa—thyhaOTRAEMEN LT,

SN R Fi1

Shift ] : . / Shift

Control Option Command Command QOption

Import Export

Shortcut

23— b hHYy IR —T9—IC VFX Graph AFdUMEME N,
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VEX 27> T7 2V z5F L <R3
VFX Graph K. BICA—VERLADELEFOBOTRBOELA. /—REFRL—Z—EEZNTN
WATEHAL. ThEEBES AN AL RRICERT SRENBDET,

Package Manager TAFTES 2 DDHVFILH. CNHDOMEEE I THF AN TRIDICIRIIBET,
VFX Graph Learning Templates & VFX Graph Additions T9,

Visual Effect Graph Remove

17.0.3 - June 17,

From Unity Registry

Built-in

Reimport

Reimport Import Samples

Reimport

Package Manager W'Y > FIL ATV EAVAN=)LT S,

VFX Graph Learning Templates IZl&. TEEEHRTIZvIHRABRINTVET, COHERY YT
ILDILUavid. VFX Graph OREDRAIEPIEEL Y M EF LB DICRIIBE T,

HIFINAYTVIE VFX Graph /8A—23> 17.0 (Unity 6) L&D URP 7O<x¥ k¥ HDRP 7O
RO AICHBLTVED,

Fiipbook Blending

Motion Vector Blend

VFX Graph @ Learning Templates DB %ZBIAT 5.
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Scene Ea—THHRICEIEE 7D, Game Ea—TRITJITIMITA—HAZYTLDTEET,
Inspector @ Sample Showcase V1> RVl IE BT 3BERIRTINET RFaXIbAD Ty
ITORR)ON, TTxVMNEEBRHTIIIBRTINET, & VEX 7EyhZiE. H1RERB
XECERAIEDIAFNTVETD,

CNBOH Y TINGE. EDa7IILT IO ORTEHLLERBELED,

B v samples Showcase (Script)

Sample Mesh

Open in Window

VFX Graph Learning Templates

plain one or
so that

Samples Sample Mesh

Open VFX

Show VFX

This ives an example of how to sample a Mesh to
inher Vertex Color of the Mesh. A t O

color

Covered Aspects:
Mesh Sampling

Select Object

Sample Showcase V> RU%ZEALTE VFX Graph 2+ E47—k,
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—75. Package Manager @ VFX Graph Additions ICIZW DD DI VI EBISTHREEINTED.
N=T1 N OEBFEZZIMABRICEDET, UTORTIE. E. K. KELNCDELSICILBEEST
Bonfire T7x Vb2 9 5D\ 2 CEE T,

« Spawn Rate

initial Position

Up Vector

Smokin

Color Over Life

Use Flipbook
Fiipbook Size

« Flipboak Animation Speed

Flames 7TV MIEANRI ST %R T,
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Bonfire #7057 DEE

RESNTUVBHUTIILERRI B 8. —REIBTOYIRFRL—Z—D KON RIODDET,

—  Noise ZRL—%4—¥ Random ARL—%—: 7O —JvIL /A XE. LA T ENT-ERD
- IFE” ERSTDICRIIBE Y, VFX Graph ICi&. 1 &5, 2 Xit. 3 KT Noise &
Randomness ICERATEZARL —2—H VKO ABINTUVET,

Perlin Curl Noi

One
Cellular

Value C
Random Mumber
Three

Value

Per Part¥

Noise AR L —#&—¥ Random AL —&—
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—  Attribute 7Aw Y : TNBICHERIC. TEIERE—RT Randomness @RI 3 A4S 3>
BHOET, BECCICETFERZAREMENH 370 WAV R L TEEICEBNTEETELLS,

Add Age Random (Uniform)

X Random (Per-con

m from Curve (Attribute C

Add Size Random from Curve (Attribute Curve)

Set Mass Random from Curve (Attribute Curve)

Set Size Random from Curve (Attribute Curve)
Blend Alpha Random (Uniform) (Attribute Set)
Add Alpha Random from Curve (Attribute Curve)
Add Angle Random from Curve (Attribute Curve)
Add Pivot 1 from Curve (Attribute Curve)
from Curve (Attribute Curve)
1 from Curve (Attribute Curve)
1 from Curve (Attribute Curve)
Set Pivot Random from Curve (Attribute Curve)

Set Scale Random from Curve (Attribute Curve)

Randomness 70w%

—  Flipbook ( 7UyFTv o ) BRRDOTF VTN ERNEONBLSIE. TZX—avbenicTs
ZAFYETT I eERYS LA EIFRDICECZEMRNTY, TS5\ ofcdbDe. NAEOTY
2N TYHENE (DCC) V—ILEF=lF Unity TERLEFT, ARL—&—%ERALT Flipbook
TOvoERLET,

Unity TRBE®O 77Uy Jv R ERT 2 A EDFHEMICDOWTIE. VFXToolbox 273> d
Image Sequencer ZBRLT/ZE0,

© 2024 Unity Technologies 52 of 166 \ unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/Packages/com.unity.visualeffectgraph@17.0/manual/Block-FlipbookPlayer.html
https://docs.unity3d.com/Packages/com.unity.visualeffectgraph@17.0/manual/Block-FlipbookPlayer.html

@ | Introduction to the VFX Graph |

(‘e Fiipbaok size

Auitiply (float)

Flipbook /—F

—  Physics ( #3B5&E ):Force (/7). Collision (&328). Drag (#1/7) I&. N—F«ZILHBR
BPRZIZIAL—FFTBDICRARTY, WEDRAEZHLLIFZezBN3idHDFEA,
T—T4XAR LT, AHBEYICREZZD %, HERIHDRDHDZDTY,

O
% Update Particle

Absolute —
Force

Flipbook

Constant

Physics 700v2
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— YIS T B K. NEEHTISTTY, Thbid. BTEBIATRHICTEYRELTRE
T&3 VFX Graph O—88 T,

A VBERZNSBEAICHEIT S L. Bonfire JSTHHRAPIKRDEY, AIRIET7TITr—3>
DRDIHZFATHLWVERI VTV ER T 2B ED HBIHEIF. TNZRDISTICRIYITUR
FOVFLTRETEEYT, chid. YI7I5708 7ty b THEH 5T,

Smoke
Subgraph

Flames
Subgraph

Sparks
Subgraph

Bonfire /57T 3 DOH IS 7 %ERT %,

Flames Bonfire

BLDYTISTERNMEAEHLEST Bonfire ZHAT %,
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Bonfire S 7DEHEAE. FICT7TVMOEHAICDOWVWTIE. Y FIL% Unity @ Spaceship Demo
DIERIED ST =T VX BEUTIZHIILT7—T4 Xk Thomas Iché (LB NSO T2 =74D
a7z CEBLTIETW,

toftp)V—X

VFX Graph QOEERMAIEEIZBNT-5. \KOH DI 7z /b2 EONSIERLTHAELELDS, ENTES
SVTWHRIRATLDBIRH T, %, [E. TLTEBERERBRLELLS,

LUTOHFHETIEVWKODDI T IR EBNLTVETH. HLWAN—T3>D VFX Graph ZFEBLT
WBZEITEFRLTLIEEL,

—  Making snow with the VFX Graph (VFX Graph TE%1{£3 )

—  Creating fire, smoke, and mist effects with the VFX Graph in Unity (Unity VFX Graph T
K. &, BOIITVMZED)

—  Rendering particles with the VFX Graph in Unity (Unity VFX Graph T/N\—F«2)L%&L >
HAI>JF3B)

—  Multilayered effects with the VFX Graph in Unity (Unity VFX Graph (C&2<ILFL AV —
IJx7hk)

—  Hardspace: Shipbreaker Tech Talk: Explosions with the VFX Graph (VFX Graph &2 /&%)

—  Real-time VFX workflows in The Heretic (The Heretic ICET3T7ILRZAL VFX T—2
J0—)

EDftDEEHRH

VFX Graph ICIBENTB . SHICEOTIFTC. ZFDZa7VAERKRETEET, BHED/—RFEkIE
ARL—BZ—DHEEEBRIIVENDHZHEIE. CNE5D Web R—JEFTBBTEELSICLT
HFULTLIEELY,

—  J—=R3475JlE. VFX Graph ADITARTOHOAVTFR b, TOvI, ARL—F—%FHBELTL
9,

—  EERMUIFLURICE. —BHAEIRTORBMYOEIEMNARIUINEBEINTVED,

— VX OEDUT7LYRICId. VFX Graph TERINZT—2BO—8IHD X T,
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https://docs.unity3d.com/Packages/com.unity.visualeffectgraph@17.0/manual/VisualEffectGraphTypeReference.html

a7V T T DB

VFX Graph QEBRZIERLIES. IV LEMLG IS TDOEMICHELELELD. FHERICEBT D
AREMOHIBMBEADRRIELT. YOI TOS I SHAEINTVET,

NBDFYTINE, EZaTIILTHRBIEDINTZHEBELTVET, PVEIVRRE—IPXD B,
FTERICRIUTMEE N AAA BRETRD T — LTLAET. CoKOEELELLD,

VEX Graph @ Learning Templates

VFX Graph ##]&TEAT3BEIE. T550 VFX Graph OIL I3 h5H3DHNRE T,
Learning Templates (CIETESEFRUTIRZA LTI MHABINTED. VFX Graph OTELE
BREEZFETIET,

FEEYAZ—LID, BEDI T IPOHERELTHALIEDLELLD. BISTICIE. BEZE
B BDICRIIDFHLVHRADHDE T,

Learning Templates |&. # L L\ VFX Graph DEREFICTF—FDSFEBTET XY, HDWIE
Package Manager 55 URP %7:l& HDRP BOREHBH >IN —2 e LTAVR— T3 8HTE
7,

VFX Samples Showcase T ROTH Y FILZRTEIDEXY, Learning Templates ICE>Z<1To5T
HFEL&D
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a® Game

Game v Display1 ¥ Free Aspect

Samples Showcase
VFX Graph Learning Templates

Welcome to the VFX Learning Samples.
This collection is composed of various raphs, each, here, to visually
explain one or several aspects of VFX Graph. Those visual examples are
packed with notes so that users can get a good understanding of the VFX
Graph feature set. This collection will be updated based on users inputs and/or
development updates.

Selection

| dropdown

) Samples Orient Advanced v —— NethlaSt
Edit VFX Graph — 1 example

Selecte VisualEffect —— gspow vF;<

GameObject
Whether the Output is set to Quads, Meshes, or even strips, we often want
to control how to orient the geometry on a particle. Should it be facing the
camera? What is the forward or Up-Axis ? The E helps us to
easily orient our particles as it comes with many handy modes. This
example shows how to use the Advanced Mode.

Covered Aspects:
: ! E———sebrd T e )]

links
Select Prefab

in Hierarchy = Select Object
8 Console

Samples Showcase V1> RY

FAEDREAL
Z2<D7Ov7ICIE. Scene Ea—DETa7IILF XEICHIS T ZAERRER/INTX—Z—DHD T,
JOvIRTEFEEEZELRD. Scene Ea—TFXEZIRELI-DTEET,

FXEZRIETBICIE HREPD VFX Graph Z. O—YHDOHET S VFX AV REVRIZ “TRYF”
TRARENDBDET,

# BoundsGizmo*

&vE + -

Sglect atarget # VFXG Bounds

Detach

Attach to selection

VFX Graph %, VisualEffect AV R—R UM EIF DT —LATITIMIIY IS 30

TAVRIDEEBICHBNSTR DY PO %ER LT, VFX Graph %, Visual Effect J>7K—
I ERFOBIRLIYS — LA T O MITEYFLET,

TRYFIBE. VFX Graph TT0X—THIET2TOvIZEIRT B LickD. FHLTERTRIN
9o FXEDNVRIVEZERLTREZI VR 0T1ICEETEET,
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BIZIEZ UL, Initialize Particle A TFXRDNTUREE L. FNUICKIET S Scene Ea—DF
XEEZRLTVETD,

4 Initialize Particle

NIV REZEI. Initialize Particle A THFAMDNTYRFEERT

IS5I7DER
SNEOYYTILE. F5TOSyIDEARL, VFX Graph #HELTRELT 35 EERLTVET,

Contexts & Data Flow

COYUTFILTIE. VFX Graph ICH51T37—270—DQUBAEICDVWTOBME L BEANLRIEBRNES
NFEY, Foo RBBRICEAINZ I TFIAMTOVIOBEDRLET,

Contexts & Data Flow

This VFX is intended to provide an overview and basic
understanding of how data fls

Graph. It also presents an overvi

used Context Blocks.

Covered Aspects:
« Data Flow
« Context Block

~ Contexts & Data Flow =
|

Contexts & Data Flow H#>7JL
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Spawn Context

C®D VFX Graph |F. Spawn I>7FX,DA T3 mFRLTUN—T1 VN ERIICRTS 2HEE
RLTWEY, Spawn State ZFIFTEET. IL—TAVTVIR. RR="E. IL—TDRE. IL—7
MR R DEERIBRICTIEATEEXT,

CDITTIMITIE. TIRFvA I TVIREIRET D ETHREDIRY D ATV ENTWSBESIC
BZFd, gk, EN—XLEICHTDREEDRHZN—TAIINDE—DN—AEERTZET
RELTLET,

Spawn Context

This VFX is intended to ide information related to
the Spawn Context.Wha S

options can be found in

informations like: What are Spawn Event Attributes ?
How to setup Spawn Event Attributes? What is the
Spawn State Operator.

Covered Aspects:

« Spawn Context

« Spawn Event Attributes
« Spawn State

Spawn JVTFFALEED,

TI5IC. Spawn AVTHFIANTEERRE. B, PILI77BREDEMEEREL. £ T Initialize Particle 3>
TEFRANTATETRLSICTEHEZRLET.

Capacity Count

C®D VFX Graph Tld. RUa—LRICTVZLBYAZXDN—T1 I ZERTEIET. Fv/NITo
BUDERTEZHRALTVET,

Capacity Count I&. SZXTLDN—T1IIAXAEBVEIDETUFERINET, COBEZRETRE. EID
HTHNBAEUDEMLET, COED. RETITATBN—TIILDERABREHEDET,
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Capacity Count

as close as pos: ximum alive particles.
VFX explains what ity is and how to use the VFX
Control to set the Capacity.

Covered Aspects:

« Capacity

« Memory allocation
« VFX Control

Capacity Count ZXI<FT3 L. FIDHTSNTLBXEUNIEINT 3,

Multiple Outputs

Z®@ VFX Graph |Z. Initialize £7=l% Update A>7F X% 1 DFIFEROE LAV TEINMIKEY
FF2HEERLTVET, CNUICED. 1 DON—FT0 0> Zal—2a> BB L. &N—T10ILIC
BEEDOL AT —EERTEET,

CDTETIE EBN—Ta 7% unlit A—FT« )L Xya, 77yReLTLYAD VI LET, BRI,
Xy a® Output ZEALTIHAILOIATZERL. 2 DEBDI7YR®D Output ZERALTIH I
DIEICHEPRDINEEBMNT B e EBRLTH TS,

put Particle URP Lit Quad

TEIFEBRI T I MEBZOHICHERD Output #fF>,
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—EBD Output IFHFED SRP ICDHILTWBZ EISFEL TS WL (4 : HDRPVolumetric Fog
i 771d HDRP [ZD#HRS )o

Bounds

DY UTIE. NOURRETI TV ZA) T LTNTF =XV RERET S HEERLTVETD,
COFITIFNT YR TFIAILNTAXSO#EONMUCBERICERESINTVWET, ZOF/ERN—T+
DILEHI T ENET (ZOFITIE. Output AV TFARTEMICLTH. BHAETEDHDET ),

NIVREZEDAASOHEBRICAD. N—=Ta VI DBRRINBLSICNTVREREXAELED,
NIVRE—FDFEIR :
—  Manual ( F&) ):Bound Size ¥ Center #FEITHRELZXT,

—  Recorded (52%% ): 1—%'—IZ VFX Control ZEARALTN\TVRZHEEL. TOREEZRAT LA
ICEATEEY,

—  Automatic (BE)): /NTUVRIZTL—LZCICFHEINE T, SIS BIHI VEX ¥ VEX D1 T L—
VBRI EBICRDETH. DY—HEDBILLAD Y, AIgERSEIE Manual E—RHLLIE
Recorded E—RZER LTI,

Bounds off camera

Bounds

Bounds on camera

NOVRREZRABLT N—T1IIL2BRLTTES,
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N=T1 20\ DFE R LEE

HADROT YR, XyPa, ARIYTOWTHIZERESNTLTH. N—Ta 7LD FXN)DHFE %]
HLIEWEEDRHBITLLD: AXSICHANTEREITLESD BIAAPLEARAIZESTLESD, Orient
JOvoid. SETEFRE—RTN—To7IDOAREBRISROZDICRIBEET,

Orient Face Camera. Orient Fixed Axis. Orient Advanced VFX Graph (&, /N\—7«Z)ILDAHE
ZESTEIELHEZRLTVES,

Orient Face Camera_ —— Orient Fixed Axis — _ Orient Advanced —

CNBOYYTILE. N—TAUILDEREEZDSEI A EERLT NS,

Rotation & Angle VFX Graph DR &S3IC. Angle BIEEFERLTN—FTo 7L EREIEZ L
HTEXD,

+ Update Particle

: Féciation & Anl;""

Angle BMZHERALT. N\—T« 7L ZEEEE 3,
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SOUTIBERZFZICIE. AEEEZFERALEY, Rotation & Angular Velocity > F)Liz. Th%x
Initialize A>FFAMIFZEL. Update A>T X NEFEALTCREREEH T3 HEETLTVED,

Rotation & Angular Velocity

The Particle’s rotation can be controlled by setting the
angle attribute. To get more realistic behavior, you can
also, like in this example, use the angular velocity. This
attribute is usually set in the Initialize Context, and then,
the Update Context is responsible for integrating this
angular velocity to update the rotation.

Covered Aspects:
* Angular Velocity
« Angle

« Update Rotation

_—

~ Rotation & Angular Velocity

KOUTINBRENZDI-DICARERES

TORFYILIEIV9TITvo

DTIRALVFEX ERTSA =2 ERTZEHELHD £, Texindex Attribute > 7)L 1%,
2T = EFERTBELSIC Output D UV E—RETVY T TV IICERET D AEERLTVET,
Flipbook 7OV ZIERXFZA S —bDTZX—=3MbICIRIIBETH. A TSFA L —bDEDE R Z
RRTDIDERET S Float B texindex BHEZIRET R T, FHTHIETEET,

Flipbook Mode VFX Graph Tid. Flipbook Blend Frames #E%IC3 38T, 7o X—3 kT
NEBANABR TV T ITvITIORF v EBR I, DB BB T - A—a 5 BERTEET

Flipbook Blending VFX Graph |&. ERDIL—LIL T4 T eE—2a>v RO EFERLIZIL—LA
TLoTAVTDEWVERLTWET, E—2a>vRIMNLILY TP TOXRFvEFERLTIL—LA
BOETCINTARATLARX N ERLET, ThlE. FUvFITvonTL—LE=Z#ES5 LD, T7x
IhEZAO—E—23>TRARLIEDTEIDICRILIEE T,
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Flipbook Flipbook Blend

N 2

T 4. .a.

00*’&%

ke

4
71887

N

TexIndex Attribute Flipbook Mode _— “Flipbook Blending

CNBOYYTIVE. TV TTVITFIZFvDEVEZRL TS,

Texindex Advanced VFX Graph (3. texindex Bz VU IAT17ITERBLTVWSREBDI AT LA
THERINTWEY, BEEEZERTR-6HIC. K. /11X S5ICEN—Ta7ILOUBENMERIN
£9, BEON—TAOINZFTEDTTZA=23MTBET. IINFLAV—DE—3T5T1v
JIT7TUMEERLET,

TexIndex Advanced — TexIndex Advanced — TexIndex Advanced —

BBOIRTLEE—23VIFT1vIITTIMIRE,
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N=T1I)LDEXRYF

FIAIRTIE ERYMIN—Fo OIAIBOFRDICEDNETH. EEDOH (XYZ) THIEYRTEET
Pivot Attribute VFX Graph Tld. N—Ta 2L EICERY ATV M EARENRRD T,

Pivot Attribute

The pivot attribute controls where the output render is
instantiated regarding the particle position. By default,
the pivot is centered on the Particle's Position. But you
can offset it on any axis (XYZ). Offsetting the pivot can be
extremely helpful as it can lead to appealing motion when
doing scaling or rotation.

Covered Aspects:

« Pivot Attribute
« Angle attribute

/ Rotational axes

r4

ntial Line

Tex Index Ran

Current

Particle Id

N=T1OLDERY NEHET B,

IN—T1 )LD Pivot BEEFIHTZIET. BEKFVHETEIEZZ N TEEY, Pivot Advanced
VFX Graph h'. ERYMEEDOHIZRLET, A B ERIESTRTUN—T1IILTT,

© 2024 Unity Technologies 65 of 166 \ unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/Packages/com.unity.visualeffectgraph@17.0/manual/Reference-Attributes.html#size-scale-and-pivot

@ | Visual effects by example |

TEARDOERY NI, BHIXSIFIRICEYREINTWVWSTSH. TEADK-DVTWSREITETICLAED XY,
N—=T1 I OEFRBIETICONT, ERYVIPRRICTNDESICT=ZX—=avbah. TERD
BN TBEAICHISEESICHRDET,

Pivot Advanced

er
can control a Shader Graph through VFX Graph

Covered Aspects:

« Pivot Attribute

« Shader Graph integration
« Activation Port

ERYbETZX—a L3 L. BERRVEBIESNEFND,

RS2 T IRAFYDY I TIVY

Mesh Sample VFX Graph (& Xw>a%zH> )T LTN—T1 O 2R R—2F 385 F 2R LET
CDYJZTTIE. Sample Mesh A RL—4—DMERA TN, Mesh ANIFEMNDOXy S a%Z58L.
Placement Mode | Surface ICERESNTLET,

Wrap
Surfa

Uniform

Sample Mesh /—RZFERALTN—T ) 2REICRET 3.
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Xy aDRENCN—TA DTS LICRR—>ENFET, Position /7% Color /71, Initialize
Particle AYTFXMIESNFET, COAVTEINMMIE. BODTZA—=23>Di=®dIT/IN—T1 7LD
TAONTADEHINET, COFITIE ADSORECERN SAAMBEERBOEELLTHSLTVET,

éaﬁﬁe Mesh — Sa?nile Mesh
Xy aDRANN—TAVINERR—2F %,

2D EgEFEALTOABOHENEBSNET, Sample Texture 2D VFX Graph &, Texture2D
Sample ZRL—2—ZFRALTN—TAIVILDOBZREL. V2o 2avH TV 5=ERITTIHE
ERLTWET, CDF571F 2D VY RRICN—FT« UL ERR—> L. TORFYEYTIVTTS
TeDIZFED XY BEZEEBIYTLET, TDR YTV T EINTIAF P EDOLEVMEICEDVWT/N—
TaUIIEERLET,

Sample Texture2D — e — Sample Texture2D —

2D EHRICN—T1 VI ERR—2F 3,
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oo FHEMSERET—ILE (SDF) ZH 272023 TEEY, SDF 1. 2D $5WL& 3D #
TPz MDRR @I ZRTFATT, SDF . ZEEAOFEEDORISA TP I MREADRBIAL
METOEBESTELFY, SampleSDF VFX Graph |&. SDF AL T/N—FTc L& Xyv>aDE
\EISA>GELESRAEZRLTVETD,

Sample Signed Distance
Field (SDF)

A signed dist field (SDF) is
efficiently re th

in space
surface. This VF.
have particles ¢

Window->Visual Effects->Utilities->SDF Bake Tool

Covered Aspects:

« SDF Sample Operator
+ Conform to SDF

« Strip/trails

HEAIEHE T+ —ILFTN—T1 VN ZERR—2TF %,

DORESNIcX YT IX—NERIZI TV N ZBRATIRENHIHBEIE. AEAyazt T
D>JLT, REME. BEmfa, UV, EZBARCICETZERETEIELEY, Sample Skinned Mesh
VFX Graph (&, ZU—Fv—DERICPTHERR—2F37HICKRED UV ZEEFELTUVET,

4 Initialize Particle

RAFIRYT %Y ITIIITRE. COTTTIMESNS,
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BRI 9T17H%

VFX Graph |& GPU L TN—F« )L %>3Ial— 33D, EDN—T1IILIZBEDUDYRRT
ASAZ—EBRTEEHA. 7L, RAyIR B, FHE. RT4TEVSTERAZNTII T I%
BHERBRIR . Collide with Signed Distance Field 70w2* Collide with Depth Buffer 70w %
NLTEHETEET,

Collision Simple

As VFX Gr.

even complex shapes with th
Buffer. This exam
collider blocks to get the desired

Covered Aspects:

« Collision Properties
« Collider Blocks

+ Boolean Port

Collision Simple VFX Graph
Collision Simple VFX Graph ZFWT. EANAREEIZTOSYIDRE R EZHRLTIIEE L,

Collision Properties VFX Graph |&. Bounce. Friction. Lifetime Loss. Roughness % ® 7 0O/\NT+
DPN—T1 N DERICEICEDLSICHETZhERLTVET,

Collision Properties
Bounce: 06
Friction: 08 s
Roughnes : 0.2 o Sl

approximations like Bo:

even complex shapes with th

Buffer. This VFX G

Collider Block and how the different Collis
like Bounce, Friction and/or Roughness
collision response of the particles

Covered Aspects:
« Collision Properties
« Collider Blocks

Bounce. Friction. Roughness I3EZRICHET 3,
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Unity 6 Tl&. {84 ®d Collider 7wZht Collision Shape 7OvVZIFE TN, FREBHEICTIDEZS
ZEDTEBRLSICADELIL, LKDODDAToarhBmEh. BEM CEEOHmANHEINTL
£9, 1 20IYTEIXNHTERD Collision Shape 7Ovo %2R E. BMOI Iz I/MHESNS
FOICLFET,

SignedD

Sphere
OrientedBox
Cone
Plane
+ SignedDistanceField
i [}

Collision Shape 7Ow 7 %Z AL T4 — DR ZTIDEZ S,
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LWOhDFLLEZERE T (collisionEventCount. collisionEventNormal. collisionEventPosition.

hasCollisionEvent) [$EZEA XV OEFMIGHRZIEMEL. KDEEAFIEE >RSI T1ETZEHE
IcLE 9.

CollisionAdvanced

+

Properties Attributes

s 5 » ish
Get Collision Event Count Current s q—‘ IS

Current ’ ’Q_, st s

= = % - collisionEventCount )
Collision Event Count FH

Type
Read-Only

Uint
Yes

Description
Get Collision Event Normal Cu

Outputs the number of total collisions detected by
the particle since its birth
Current
v vq_. collisionEventMorma &
Collision Event Normal O
Type Vectar3

Read-Only Yes

Description
e +F Qutputs the collider normal at collision point at this
et Collision Eve Sl Current o BT :
Get Collision Event Positian - frame. (0,0,0) if no collision

Current w Jq_' collisionEventPosition a

Collision Event Position O Type Vector3

Read-Only Yas
Description
Outputs the collision point at this frame. (3,0,0) if no

Get Has Collision Event Current =

Current

> '\ direction

- W;;}a hasCollisionEvent

Has Collision Event ©

Type
Read-Cnly

Description

Outputs true at particle coliision

> lifetime

FLWVERBMZERATZ L. N—Tr L OERELDIERICHIEHTES,
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BAERERTIIRBLDT D BREEBEHLIESNAEVEE. HESASER I —ILRIZERL DA
XMVEIRELTZDISEL=Y)a2—30TY, Collision Advanced VFX Graph [&. N—T«2)LE
FOREZ EDFZREIC Collide with Signed Distance Field 7Oy ERAT3HEERLTVED,

Collision Advanced

As VFX Graph is simulating particles on the GPU,

environment. In th
solution to appro: plex geometry
sculpture of a hand.

Covered Aspects:
+ Collision Properties
+ SDF Collider

RS EERM T —ILRIE. EROEMBIAANZALITES,

Th=IN=T171L

FH—ILEFERLCERER S5ICRBMNAA TV IIMN RFVAYLaIH FIRFrERE TEET,
NTA—RVRAREREBEEZZICBL O—YOEDATINEERICTE D TEET, —RE
BFA—ILUERDESBHDODHBOET,

— R, £IFE

— Fh. 97

—  RES FR4-. BR

—  hEb. B

— &Y. 27

Output TA—ILZFERTDI . N—T17I%ETH—=ILeLTLIA)>SF L. #FDO7ONT1ER—2X
A=V T (TILRR), EFIY IRIIYTEFERLTH =T RICKETEX T, ZDHITIE.
7 ZX—>a 4t Iz Skinned Mesh Renderer ICFH—IL &R TR HEERLTLES,
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Original skinned mesh Decal particles \
sprite sheet

TH=IBBNEATITIMIBbEDaTILOEMEZET5T,

N=T1ILZX YT

N=TAOINRNIY T ATLIE N—=T1 VIR
FYRZHEE TR TR AILDOLS%GI T
IRERETES. N—Ta oI oEnizdIL—>
T, Strip Properties 7> 7L —tH5. KD 2 D
DIV TWNBN—T1 I ARy TERTHELLS,
EANEHE. GRIZIEDLWVWIARTTT,

Strip Properties 7> 7L—kd. 2 DDN—F4 I AN )Y THERT B,
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ARy FERERTBICIE. Initialize Particle Strip AV TFAMEFEALE Y, I Tld. Strip Capacity
¢ Particles Per Strip Count 288 ELFd, CNHSDEREICKD. PRTLHNNEBTZIN)vTDERK
B, EXMIYTEBRTZN—T1IILDENREDET, CE5DREDIN Iy TOHNER CENEIC
HEEEXFY,

JS5TRTIE. N=T1 LAY TEBDRBEDN VKOO BDET,

—  Strip Index |&. BN—FToOIHBLTWVWRRNIVTEEERLET, COLSBRIVTILEBEYE
Fw7TTlE. IRTON—TFTaIILD1 DDON—T1 VI AM)YFITR>TETT S8, Strip
Index & 0 IC%&D XY,

—  ParticlelndexInStrip B % (3.
Particle Strip /\'w 77 TD/N—
TAU7INDABEZRT uint TY >lrip Line Debug
0 WMEAMIYTRODIN—T10)L
DI (ZDBITIE 0 H5 8) X T
DETY,

— T @ SpawnindexInStrip B4 3.
U TAD Spawn Index 2K 9
uint T9, ParticlelndexInStrip &
M EIFEAD, SpawnindexinStrip
IF—EDID TldHbFEEA. BEIL
ARy TDRRZTIL—LEICE
ENnfc 2 DON—T12)LE ELC
ATV EERF O TEET,

ZOFITIE. P TIN—REFERLT
IRTDON—T17IHRELCTL—LAIC
R—>ENB7=8. SpawnindexInStrip
& ParticlelndexInStrip O&(XE—T95

Initialize ParticleStrip O3> 7 F X~ &,
Update ParticleStrip > FF X M
L Fd, mEIC. Output ParticleStrip
AVTFRALZERALTN=TIL R
FJwFzLYRUYILES, TIT
I&. Stretch. Repeat Per Segment.
Custom % ¥® Tiling Mode #/> 3>
ZHERALT AUV ISR T IVRFv -
DIVEVTHEZRIETEET, =+

N=T1 WAV TDHRE,
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N=TA N ERR=2FBHEFVKODBDEY, N—T1 VI ANy TZ2K3HBE. VFX Graph
BREREICHEEEZZARENBDES, CNSDOHITIE. THEIFLREZBNLTVED

Strip SpawnRate 7> L — k&, N—T1 VI DEFHIAR—L—ED5 1 DDA EERTEH
EZRLTVWED,

Multi-Strip SpawnRate 7> 7L — &, &EHRHR—2L—bDSEBBD LML EIER T35 EETRLT
WEd,

—_—

Strip Spawn Rate — Multi-Strip SpawnRate

CNS5OFTIE. FLAILOERISERRR—>L—rEERALTVS,
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COBITIE 1 DON—R D SEHOORY N T—LEERLET, Strip Index DFREAZEICDLTIE.
Multi-Strip Single Burst 7> 7L —rZB88B LT3V (Spawn Index ZARJY T ZTED/N—T1 )L

TEIB ),
ORYRDBEIZ/N—Ta VIV AR )T TEH. WICHBMDEFTIE. Lit Mesh Particle T9,

Multi-Strip Single Burst —

B—DN—REFERALTEBON—T1 LRIy T2 ER LTV S,
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—7%. Multi-Strip Periodic Burst OfliZ. S RFLRDERN—I LT CIZFHFLWSLAILEER TS
FHiEERLTWET, Loop Index | Spawn IV FF XA THEA TS/ 8IC texindex L TRESN
9, COMEITHEILEFIC Strip Index L TERAIN. Z0E “ANJYTHER” [CERELINET,

CORMIYTLERZHABTZILIF. N—To VI ANV T Z/S EEITRILEET, CDOHITIE.
VD, YA XZERD. EAPERBEDADICKIGLIZD. CVSTBIEPARICEELTVED,

ARy THEZHBLTN—T1 VLA TOEEZEET B,

Z O Strip GPU IRV FOflIE. F/ABHMETS VFX T, F/ID% (Mushroom Hat X7 L) 1&
N=Ta I Xy a%x LAV F L, F/ID (Mushroom Foot X7 L) IEN—FT1 LAy
THEESNTUWET,

—HDOIRATFLDMEED ‘B OLSICKEREL. GPU IRV REFEALTRDIRATLZN)H—LET,
COXAZZLIFE. F/OADZLICHE TR EIROENERER L. T7TVMIMAET,

Strip GPU-Event —

GPU ARV A F/ JZHREE S,
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Multi-Strips GPU ARV R TV T L—RE. N—=FTa I ANy T2 ERLTEIDERERT I I EE
BIBDAEERLTVWET, CORITIE. EBAYRIFVTSITEIN—T17IL KXy aT 1Ok
1 2Ry TEVWSEEDN—T1 ZIVERAEZERE LT, ZDNRITAOTNN—T1 7L ERR—2LET,

ETSVEERDSRE—H—DTICH B P vy ET Bezier DREZI-ED. BRRICENKIEITLI T —
TINDRLAIUDEDE S, FSTNEBICEREND L. BREDHDON—TIILHEMEN,. Tk
ICRAF IV IBRYFEMRET

=T VNI THANYRT TSI DEEEITS B0
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VFX Graph @ >7)L (HDRP)

Visual Effect Graph ¥ 7)LI&. VFX Graph ICEETR3EEIERIFIAZED LIFTVET, >
INTZTD—BET —RAEZTA L TRZZENTEZDT. 7OV MEAT Y O—RLTEREN
B I7LRELTIRIITTLIEEL,

FZOYUFILIE HDRP A EHR—ELTED, URP I LTV EE A

URIMITAFTES VFX Graph > 7LD 1D

Release RTIIBET B L. NSOV TILDRFTYToavbDIiFH EILRBEAHDNAFIANDI>Y
HROMDET, HBWE. VRIMI2EDI/O-2ZERTZIEDTEET.

YT IIE. FOT UMD Assets/Samples T4 Z—HADHTFLIRIICRTINET, X10D
VisualEffectsSample >—>|$IL—MMIHDFT,
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Q ntroduction to the V!

LAV —%1ERTZNENHZHE L. Build Settings TCDXAVI—2MRA2TY IR 0 ICERES
NTWBZZRERELTIESV, ZO®T. FELTVLBMOIRNTOI—>ZEBMLEFT,

orphingF
erfli

i
12
13
14
15
16
17

LSS INNIRIS NS ISISINSISSIS SIS

Add Open Scenes

Platform

L_T:I Windows, Mac, Linux > y Windows

Intel 64-bit

E Dedicated Server

Default

Asset Import Overrides
¢ ¢ No Override

No Override

Player Settings... Build v Build And Run

Build Settings

VFX Graph Samples D& > —>/X—VIZIE. IREOI 7V PBESNTUVEY, TO—E%FF <
RTuwEFRLLS,

Smoke Portal

Smoke Portal |&. 7R a XM )y I RBWNMENBZE S HMINAR—LETHRLET, COITTTIME.
Houdini T 2al—hrSNIEDTZX—23> 8 LW 6 DT A RE—=IS5 1T I TITIL (#43h)
EERALIEVUTINAA LA T EEAEHE-HDTI, COFEICED. VFX Graph T 6 #h'S
RAVENFZA MY T HFERTEET,
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AAVFE—RILDOEDICIE. TEHENEERIEZBMEENBDET, ESHK. NTE. Fil
TREP, K—2ILEAEOEE DI D EMABEATITITIMEETT,

Smoke Portal Tld. 6 VTARE—VS1T1IRTITILEBNLTVS,
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AAFVITETATIE. COUYYTNORERT—I70—%HALET, (ENAEOEBELRIATY %
WSODBNALE T,

—  Houdini ¥Sal =23y EDR—%JL VFX I Houdini 5 TI/XR—bEnicEDSIal—
2AVvESULAV—TERINTVLWEY, TTDBEIZ.Houdini @/ X %FOMEEHISHEED T,
BE, BE. REOBMICL>TEDSIaL -3 hThn. 8x8 DIV T ITVITIRAFv
CLTIZURR—FEINET,

#¥MAOO View o = B Ade w bs Hel b ZH EFEe QR

yoe | Compute Velocity

1 |

ST [ RV Y ST LS Xd s

"o e hm

A

BDR—2)LIE oudini DIZal—a>e L TRES.
—  RKREEBMITFZIVF: KOOI TTIMITIVIITVvIDTIOAFvEFERALTEEIN. XE—7

V2P TLUYRENTITIILICRBESNTVEYS, ERPXOMH T —VITBMEh. EHZRL.
IO AR —FLLET,

RIFTVYTTVITIRFvTH 3o
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— O IIATATAVT 6 VTSI TAVIHEETIE. 6 DDEBIWMNOSNAIENIFA YT
ZEALEY, COFETIR. RTSAMZEATBZIET. RUaXbIyILIRIVTITHh D%
BUVSEIRNEEREILET, UTILZALIAMIECAEEERAL. EORVaXMIyIL YR
VOERFTOTICVTINEIATA VT ERZEDHTENTEFT,

— 20y FIAvTILITeT : E—2a>RIMUE. TVvTITvIDTL—LETLVRTEID
ICIRIIBE 9, TFlow (Asset Store &D ) 1. TIRR— STV T ITVITFORFvHBE—
AVRIMILEERTIDICRIIBEEY, TVXAFVvORGBEZ T35S, TF low E—>3>
RIMRYTZERT3E. MBETZHESIDICRIIBEET, NIRTROXYS a7y TTvo
TORFvZBATZET. R)a—LrRBrOKREEEEHTVET,

—  TAS=IYILIVRZIL VFX Graph (& BZICEEEIEBRIIVRRIVERM T BDICRIEET,
ADAZ N VEX TV RAZINZB—DNYFICTIL—FLTBI LT, St RERFHZERLET,

VFX Graph @1 Y2822, IVRFIINBRDORBELICRIID,

—  HDRP 547124 : ARV ESAMIRDABICEREEOEAILIR—2a R HL. TV
FIAMMINRICAIETVEI VN SA T4V ZTERIEET, BINSA T T T
SARITVYA—ROV T ZFERLTSAMOMEICT=X—a> % 8ML. —>&LDUTIL
ICLEY, RAVISARDFERISNSINZ., EZaT7INIA)T1%EBRSI By Ty T %
mE{LLETS
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— Rk : WO DEBRICKD. VFX Graph D/NT4—I VB EELEFT, COEBRICIE. K—
RILDITIYTTvIDTIRFvDIRGER 8K H'S 2K ICTFIFRZ 8. FILTF7o v T %= (E
BALTGEBARA—N—RO—%R5T . JURRILEBRIZ VEX Graph O+ V22207 ¥EE

TEATAIL. BENEENET

Crystals Floor particles Portal Smoke ring

o 3

Flames Combined

COR—=FIIE. BROFEZEAEDETRENAI IV ZEHHL TV,

FHBICOVWTIE. Tt EEZ CELE T,

DF7NERALRE—=IDI-DHD 6 ITAF1T1T

ZLDT—LICEVWT, BEQORYaXNIYILIYAY D TORTIZEFIAETESZ/H. UT7UT1D
HBBEDIVTINZALLIA ) FITH LV BRDE T, NI T B8 Z2<ORFREIFTIVS
TvITORAFvERERLTVWEY, TV TITVITIRAFVIEBE. TIXAFv¥E nxn TR
DEILET, e, RIRCNIZBBREITEICIFAD—ERRD T, BIRECXTUIEEICHRDET,

XE—VROHRBMNEG 8x8 TV T TV ITIRF v
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S HBERTY, 7IVh4 2D PAARIICEDVWTEZRSTICIFESTNUIEFLIWTLESD ?
NI =232 FBBRDICTIAFYZEMTBE. AEUND VD ICIIEZDE TIX
FrDRBENMETLBHONVI -3 NBPLET, ERIYEVIRRRICNIIENcAT—
RYTBREDMDAEIE. VTFIVERICBRREMEICRITEZIEHZNTT,

ZITBIBTBDON. 6 IIASA710I T, COBEICED. RMULIYIal—2avhB0R
E—ILVAUSIDEREICRD, SESERTATAVIRETSEMELET, IXMPROZL
TOERT. FEORUIX Y S BBMEAL TS ET,

6 VIATATAVIDWEIL. 6 DDEZZAM (L. T £ A Bl &) HSRSLICCEDED
RAAZFVTFVIBZIIMIY TV 2ERIBILICHDET,

Z0H. TNS5DTT1RIYTIE 2 DD RGBA TIRFVIIRAIINET, BRIIDTIAF¥D RGB
FooILICIZE. B BORYTH. FILIT7FvoRILICIETOR Y THHEMEINE T,

2 BEHDTIAFvD RGB FroRILICIE. FHi. BE. BMOTYTHIENSN. 7ILTI7FvoxILiE
FFoa DIIVIIIRIICHIBTEED,

Transparency Lightmap A

Green

Bottom Front Lightmap B

P
Available
for emissive
or others

+

Green

6 DDFA IV TIFEBRBZ 51 MAAEIRZ S0

LYRYIE, Sx—R—dBN—T1OIICRTESAMDAERICEDWVWT 6 DDF1 v T 2T
LYRLEY, DFED. IRTOBEOTI M SOEEN L. AN TO—THh oM. 8LUZD
DT O—NILAINIR—2a>FEZFRALT SEIERIAITVIRBFICEDETEZEMNIC
SI—TAVITEET,
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6 VTS TV IIIETRDF =D HDET,

—  EMENRONMEERIEELOI 70  EOFOUTILANOREESZaL— 3T,
BEENREHMINIEBL. ExLDBARICEREZ N TEET,

— BEBrEa7IoRendE M c—Tr001E EXAROERBERENL. 517020
ZHEOZICEGT BDICIRIIBET,

6 TTATATAVINE TEEERTATAVIRG T TERBEDL VA VI ZRTREICT B0

—  OZAMNIA=IDRICBNILIAVDYT  UTIVBRIZBTHDEDS, 6 IxAZ51T1>T
BINTA—IVRCEEZNTI. VTINRALT TV r—2avIilBLTUVET,

—  XREVUHE:COFETR. BRBSATAVIERBTIANRYTITIXFv2BFATSRL
T BRBIATAVIRBETERDTIRAF v ZEAT LD DAEVZEITEX Y,

© 2024 Unity Technologies 86 of 166 | unity.com


https://unity.com/releases/lts

Q ntroduction to the VFX Graph \ Visual effects by example | Render pipelines and VFX Graph

6 VxA1oAT4>TE. UTFINEALDAE—IIT IO EL YA TSR0 EDaT7ILoA
TA. INTA—=TI VR, AEVEBREDONSVRERWS. T7x78Y—ILF Yy TRIIDFETT,

DT IVRIERIRFICIE 6 BT T2 J 2 %A %,

VFX Graph: Six-way lighting workflow (VFX Graph: 6 JT1 51710 D7 —270— ) OEJE T,
CDTUOZYIERFELTVWET, FEMlICOVWTIE. CB5DT7O75EFHBRLTIIESL,

GooBall

Unity TRYFERUVES LIEVWEBSTCEIEHDFEAD ? COBLLDH S Sci-Fi TEICIE. BE
DRIBECMHBEERTBZRNRXNLIMEZSZaL— 3T H—IIDAEHFAEFNTUVET, HOFIES
EEIERIC. CORIFLAVY—ITIIMI RO T LZFALTERENLGRICBZERLTVED

,/milzlls.‘

1
= R R

GooBall T7x ok

© 2024 Unity Technologies 87 of 166 \ unity.com


https://unity.com/releases/lts
https://www.youtube.com/watch?v=uNzLQjpg6UE
https://unity.com/blog/engine-platform/realistic-smoke-with-6-way-lighting-in-vfx-graph

| Visual effects by example |

RO (TO07) & RIEOBTDLSHBHR%ES XS Vertex Animation Texture (VAT) Shader
Graph "'SIREDF Y, T—H4—AHDRXIO—-ILTZ3TIXFvI—hdE. Xy>ad 3D RAUEEIC
BATI-ETHD. Sci-Fi ORNRNLIEYHEICRBETY,

Main blob

VAT shader

X1>7a7
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Shader Graph (&. Output Particle Lit Mesh V7 FZ MIEEER T30, Y1 —4—ICHE%
EZBANR—EDBVKDOHHBDET, VAT Shader Graph ZTELE SN,

VAT Shader Graph

JERE—3>ICA T, Shader Graph (FREBDFERRASADKISBITIT7ILOANBRBIER L E TS
CNTHENRNDRIEEHNEDDET,

Shader Graph & VFX Graph &EIZEELTVWET, CDFITIE. VFX Graph @ Blackboard H'5
GooBall D T—FTAVITNFA—RZ—D—EEIRETEE T, Inspector |[IBELTXFIE—LT1—
ILROE—NFcyMITIEAL. ZNZNONBRZAERLET,
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o3 v Visual Effect

General
Renderer
Properties

Adjust shader
parameters

e v Visual Effect

General
Renderer
Properties

Blackboard D 7ANTAZ AR LTHRNRNDNREZEZET 3
X1>D7071E GPU ARV EERIH—L. RT4TDREAICVK DD DN—FT1 I ERR—2LET,
BRIV T EFERATZETRAZIOADEE. INRNDFEHERNICRZRIEE T,

VFX Graph I&K® Collider Y EFBEEALELEAD. AXSDFEENY T 7ICL > TRBEZAMUTS
9, BEMEICRSBRWVEEICEY T,

AAZDFRE/NY T 7 DAL
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BONEENY T 7ICEET R E. GPU ARXNVEHRIA—ENET, COARUMEI. TH-IILZ0IEY
BRDSRATLIC, LB, B, YIXDEMZELET,

AR LTRT SV M ZELLAIFBTe®IC. Ny IT7DOREERIIRDELSICLTHETNES,

Depth Normals

REERR

RIS, IRTOTA—NUDELWARIZRAKESIC Z BEMISELE T, FILLWKIEEDDTIZFvH
ERENIECET. BT HA—ILZREDHBERDREIC) TILICRUEDFT,
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S
\._—_\\\ 1' e
. " m— 1 ] ‘ ! l
— ———or { / [
3 ~ f - \ { y
Drops S S— == Drop decals

BOREHDSES. TH—ILEET.

KEMNABREDNSIVALICRUBB CCICE>T I—VRBEDBBELIEDDIZHRDET, ik
VEX DNT—Z2HDTRIHDTY,

MIEEEA—=XDI TV

VFX Graph (&, ¥4 Ial—2avzdB8 L. JL—LN\YI7EFRAHLET, 7L, CHEA
DIN—TAIINT—EDEDIAHCER LR ZYIREE S AT LANDESII T R— TR TOLEEA.

ZDDH YIBEBER—XOI T I EER T BICIE ROLSBEREZFERATIHENBDEFT,

—  FENyIy
—  TUSTAIRB(RT«7. RyoX, ARRY)
—  PHE(IIHEET7r—ILE. PointCache. RZKMIIBELYD 3D FURFv
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4 Spawn

4 |Initialize Particle

Updaté Particle

Projectiles

°
% Output Particle Lit Mesh

Ht Sphere

GooBall N5 HFZMICRUES

ROBSTCODDEMEBDIAANICERT B L. FAROFETIAT SV EHBEINE Y, ELSEI.
2 DE® Trace TH—IHEDZTOHERNICNFoTVIHESH DRI IHENBDEY, INFST
Wi, Y BRDRIHOINCEDLD, SR TASHAREZISILIEDEESLSGERD
FTHRLET,
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-

Heigth check

Splat 7/—J)LX Trace TH—ILTI TV b ERREE 3.

CNERILI 7 7h0BRZEELTVACTH. GooBall >—IEROAEEZTRLTVET,

—  Shader Graph % Output A>7F X MIHEHAD

—  GPUARUIEFERLTRALIZ7TRADMD I AT LZRN)IA—T3
—  REEREERLTRELICTA-IILZERTS
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TUTORIAL

VFX Graph
Decals

GooBall T7x7ho.

YERINYD
COHRMBTIITIME. K=FAIILARIY T, DEDNS—FIILDDBADEZR I T VRO~
Yy FeLTLIAUS T3 EERLTVET,

ZDZE. ToAXA=2abEnfcbL ML Z22Zal—hTEET, GPU ARV MZERLTHD/N—
TAVITHARL. FLAILDBERDNEDESITINIILTELL. A B ERZERATEZMNIEBLT
<FEEL%

Ribbon Pack D¥FIZ/N\—T1 VLA v T TH B,
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Ribbon Pack 5 7I&. EREIMABMAMOKRAICZED/N—T17)ILZAR—>L%7, Noise ZERAL
TEBMNASIZEMLED. FAIBREAEARITOAVIEZRELTIEN—TCIILANIYTDTIRFvIY
By . A=, BEEHREILALIEDTEET,

COITIVRZRRRAY S aN—TA VN TLYRIVTTBE RDESICAEDET,

IN=FT4 VI ARy T LD Ribbon Pack DL >R >4

HKHDIZ. RO AT LIFIERRICAD, BEICIER TSN EEA. Trigger Event Rate 70w 214,
GPU ARV MEMUH T OICFERINE T,

®
ze Particle Strip

Trigger Event Rate 70w Zld GPU A RV R &MU T,
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CHUE. N=To I ANy TZ b, BF. LYAVYJIE2—EDOAVTFIMIAYyE—D%
EELET, TORR. TR T77AN—DRERITBAEVET,

SHOURY
N=TaONZRIYFIIFSETEBABRDHDET, FIRIE. BEDKEZ. REOLL AL, T1V—
BEZBVEDNRTIZE W, Magic Book OB TFILTIE. EE—LORABEZRUIRZS ML-ILIC/N—
TAOINRN)y T2 ERALTUWET,

Magic Book B> TILDN—=F1 VI ANy TDRLAIL

ENSIEE. Ot I3 TEHATS. Meteorite Y FILOEDETHRESNE T,
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Meteorite Y7L

Meteorite H>FILTlE. \WKODDI TV EHEAEHE T, MERICEEIIBADEEREILE
9, Timeline 7727k LD MeteoriteControl X7 Tk iE, F—DHTRIIRDI v I%
E:E*ﬁ.l/\ BEEI?IQF%E;‘}JL:L/&?O

COY—rTlE tEEBABROMAMNBRRICRIGLET, LAMLORIFERTY, COITTIMDOIER
ICED VEX OESHEDITONBCLIFHDELEATL

|

Meteorite 4> 7L

ZZTlE. MeteoriteMain £\\5 1 DDIST7HNMOEBROBERZREIL £, JS57BMEIFEAWVIC
BEINTWVWED,

MeteoriteMain 257
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FEBAEDNENSEEZLUIC. TV NOBEERISHEELET, CNIF MOZLOI T I EN)H—
TBHRD Spawn AVTFFIANTHER TN TVLET,

—  EEIIECRAZTREIESZNDITIIIL

—  EEIBEACHNEDOH

— BRICEOVEEZEHIT=AX—3051bDON-R
—  WECEEEATIVIYRRTO R ehthE

— BHEHZESSICRLIEBZAAZOEN

X : MeteoriteMain 57 DAERIE T T IS TICREIETNTVWSH. EEHNT->ETHDERZFT,
Spawn IRV KE Start R—bDZLICERERLE T, BLOTTI572R25 T, EEHN
RREFEIBTEXT,

COWBEICED. BLDTAT—ILBRLR T VNS EN—YVICIRD DTS NTWES, IS 7DIREHLE
B|ZHhD, OO DIS5WVW—ED/—RTEHITIZEHELEDET,

o
4 Spawn

Output Event Subgraph

)
4 03_Groundimpact

Spawn ARV REHTHSTL Output 1RV MR 0

Output ARV MME T ZTADMD AV R—R N CIBETIIEOICFERLET, FIS T X—=230
AXZDEN. ROWHICIZEB D Output TR EHHDE T,
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VFX_MeteoriteMain ¥ WS4 — LA TS T IR EREIRTZ 8. CNSDARVNEZRELTUCETEEE
TER Output IRUIMNYRS—=X V)T IBRRINET,

© Inspector

Ea v VFX_MeteoriteMain
7 Tag Untagged Layer Default

. Transform

o3 v Visual Effect

General

emplate

Renderer

Properties

v VFX Output Event Cinemachine Camera Shake (Script)
n v VFX Output Event Prefab Spawn (Script)

Buffer

are running in Pl

@ ImpactBuffer

100

n v Output Event Handler Multiple RB (Script)

v VFX Output Event Prefab Spawn (Script)
F=LATITIRD Output 1RV RNV RS—

—7. 2570 Buffer Output TRV NI, HEBD VFX Graph %## 2 ImpactBuffer tWWSFL/N\T
EAR—VLET, HEIDTH—ILER B. MOAST—FroRIICHELTT7=ZA—3 b LET,
ImpactBuffer T7T I MIRDELSIZHDET,

o

ImpactBuffer 7L/\7 (k. &. &)

MHEBRDIX. TN% 2D TR IT BT T, Buffer Recorder L WLWSHIDHOASHETFTZR TS
L. Meteorite_BufferRender * WS L VA —TIVXFvEERLET. COTIXFYNvIT7IE
GrassStrip LW\SRID I Z I T —RZXELEF T,
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Ea v BufferRecorder

-
Tag Untagged

Transform

B v Camera

Rend

Environment

Output

BufferRecorder

-

VEX Graph \

Layer Default

FYORAFv|F GrassStrip IS TNTFZ 710 IN. N—=FT1 VI ARNIYyTOEBETEL VR I #EREIL

£, TIRAFYNYITFHEDESICT IV REEAHHLTVWSHETELIZE L,

FTOZAFvN\yIT7H BOTT7IMEHIEILTVS,

ALV DEAEUMID. RDISBZRNBIVITILDBHDET,

ADSELBHE

AIREBERICESR

HATDIRN-DT 2

CNSDTRMAEITTIME. #BHED Visual Effect Activation Track Z2& ¢ Meteorite Timeline |
RIFELTWVWET, MeteoriteControl X%1)7~1* Playable Director ZfAd 3. F-RITTITIMIE

FAEDRA I JIRE>THBEINETT,
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B Ml oM (k] O eoriteTimeline (Timeline)

{(Animator)

VisualEffectAct:
VisualEffectAc

he o3* LightFlas

Meteorite Timeline

Timeline & Output TRV NERET B HEICDVWTIE. 7042707107 EDEEBBLTIIESL,

Meteorite T7T 2 ~DEIE

Ry2aG oIV ITIIIk

AyatrFIITE. Xy2ah b7 —RZWEL. TOBREZITFTTEATETSLIICTEIREN
BFETT. ROVWITNDOEFERAL TRy a2 TIVILET,

—  Position (Mesh) 7O0w%

—  Sample Mesh #XRL—&—
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4 |Initialize Particle

Sample Mesh Operator Position (Mesh) Block

Sample Mesh #~XL —#&—X Position (Mesh) 70v2

Placement Mode 3. Vertex (JE = ). Edge (T <), Surface (R @) ICRETET X9
Position (Mesh) 7Oy B> T ILEXy S a TEIEL TV FERLET,

Vertex. Surface. Edge O >7FU>s
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CONVI—goid. B FIDA)SFILD Magic Lamp >—>EZEBELET, WO DEBNEE
I2&D. Sample Mesh ARL—42— #FERAL TSV TRAD/NN—T1 7L EDELELL. N—T00ILH
FEDATVWREEIDRIEZZZEHTEEYT, Magic Lamp D Sample Texture ZE§ T3 &, /N—
TANDBLXY L a\mISESMIFEEINET,

4
% Update Particle

Magic Lamp OH>TILS—>
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Skinned Mesh > >4

F—=LDFYSIR—IIT 7V 2EATZE. BACTEZIKERES —LTLCIEBMTEEY,
DEEENMNTENAZIRMBNANRETTD ? ZNEHRXRDBPEWVWTLLSHD ? Skinned Mesh Renderer %
YOI TGBIET. EBE5HEEETY,

EllenSkinnedMeshEffects *W\\SH > FILT IV M. ZDEAMNLOEOCM>DEEIEFRIT T I
ZFRLTVWET, 2L, RFIRXy2aT7 =250 93—RMA7TOeXiE. #heEhosr—X
TTVET,

—  Position (Skinned Mesh) 7Avy 2% FFXAMIEBIMLET (BMNOIT 7TV MIEL T,
Initialize. Update. Output),

—  Blackboard |C Skinned Mesh Renderer 7O/\ 7% %R L. Skinned Mesh 7O —7R—kIZ
#EHLE S

—  Surface. Edge. Vertex T—ZADBMT7 I ADMBERIFEF. Skinned Mesh AR L —4—
ZEALEYT (FEBFICDWLWTIE Hologram 457 & Disintegration 7% B8B LTI EL ),

Random Number

Per Partv

v

Updaté Particle

Custom

(Over Time)

Over Time

/57T Position (Skinned Mesh) 2% E 9%
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—  Inspector T. >—>® Skinned Mesh Renderer Z{ERHLTFONT1ZRELET,

— TANTANAE—= (A2AZ0T1ET1DEEBR ) Z#FERLT. Fv>I2—DXTILEAD
I7x7hDMBEAIEEHLET, O Transform ¥ZNICXIInd 3 Set Position 70w %.
BRELEREES-0IC World ZRIICERELE T,

o v Visual Effect

General

Re: J
Initial E
Renderer
Probes
Light Probes off
Addi
0: Light Layer default, 8: Decal Layer default

Default

v

m : 'Root Transform' -> Ellen_Hips

TONTAEVFX TANTANAVE—%RET S

F7=. XTILEVBER®D Base Transform (X593 Mesh Transform ZO/NT1 /N1 45— HIB0
TRIBENRHDET, 1CNIEFVvSIE—ICEHOTREADETH. COFEIIFYSI/4—DREE =D
REXT, TNT. /N—FT2J)L% Skinned Mesh Renderer ICEBRSERZENTEET,

EllenSkinnedMeshEffects Ml

' Unity 2021 LTS 1&Z55% ZEBLEE W Unity 2022.2 BETIE. COFIBIEFHREHDEHE A
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FYSOR—ATITIMIT IO EER TS EEIC. Skinned Mesh YUV DREMEZER
LEL&D. B FILTIE. Ellen OF vSO2—HDEIBLET,

—  Sci-Fi RAYZ 74y IR ELT
—  BrkoOMEHESTK

—  ENT DSEDELSKE

—  BODOVHHEZRIES Yo
— BRYavy

—  RADOEL

ZNhsiFENZEN. Skinned Mesh Renderer 4> FUY I LI DTS T TS, TENENDRED
FEERANRZ . N—FTo I exFvSIR— Xy 2DEBEER*HKSRTEIET,

it

VFX Graph Sample IC&D. THICZ<DAREMZIRZ N TE XY, 7O 7DD —>HETD
CELETV, ENEN. BEDEDATII TV EER T RTcODBRABZFENMMERINTVET,
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Lo XA—=INATZA>
VEX Graph

BIRLIL A=A TSAlE. VFX Graph THIBRIREARE NIV TEIMIFEEEX £, TH1>
D=—REB—= YN TSYRTA—LICEST. PIVT—2aVlBERL VR —INA TS5 D RIRMIC
REDET,

AZN=HFILL A=A TS5 (URP) IF. O—IVRDENTILHBNAIVROIY—IL* PC
FT. BLEWTNARDONTA—IVRIEHLETRELINTVWET, BREINSAITo Ty
JIWINRTFT—RL AU TICED. BENA#EEL Y M ERMHELET, URP IF VFX Graph ZHHR—k
LTWETH. —EBOEELREENFIREZ IS BTEIAVEELHDFT,

HD L>A—/N\1 754> (HDRP) I&. N\NTIZVRED PC £aVV—ILAFICRBELINTED, T4 77—
RLOA)ONZREERLTERBRSA T o—Ta 7= MEBLE S, HDRP (CIE. L1kL—
g0 RUaAXNIYISATaT, YT =Tz R AFvRIT. RO)—=2ZR=YTLI 3y
REDBELREEENMEDL>TWET, 7275 HDRP [I/NXT4—I 2 ADF—N—AYvREHREL FSvk
TA—=LDYR—FHRENTWVWSH. O—IVRTNAARENAIL TSV R TA—=LALITITBELTUVE
Ao

LoR—=IATZAVDINTDOHEEDLERIE. CH5THRIETETE T,
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— E-BOOK
UMITY 2022 LTS EDITION —+ E-BO0K

Introduction to the

Universal Render
Pipeline for advanced
Unity creators

THE REFINITIVE GUIRE T

Lighting and
environments in
the High Definition
Render Pipeline

Ao>O—R

FNALZAYHR—k

VFX Graph Tl&. TNAROE#EEDOHICAVEa— T —H4—DBETT, ENTILTNART
DAVEa— o z—H—DHYR—kI. TR ENAMIL GPU P—FFIF v, ARL—FT10>T
SATLICEOTARIKERDFT, FovbIA—LP A Ea— bz —4—%HR—FLTULAEL
BEIE. Unity DEILET V=T 1 VLo AT L2 HEIDLET,

LoR—=INA TS DEH#MEDOEFMICDWTIE. Unity VFX Graph Y27 LEHZBBLTIE T,

URP FH®D VFX Graph

VFX Graph {&. AYEa—btz—4—ICHIGLIeT ROy, ENAI. XR TS5y hTx—L@EITD
AZN—BILIRA—=NATZ1> (URP) ZHR—KLTWET, 7 URP Tld. Visual Effect Graph (&
A7 & EZEYR—FLEEA,

Unity 6 Tld. I#Tld HDRP TOAFIERIAET o1 EED L DAY URP ICIIZ SN TUET,
Lit i

VFX Graph A% URP T Lit HAICHIGT 3L IICHDELTce ThBZFERALT. >—2D31T71> 71
BERIGTDI IV EERTEET,
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1

-
T
4
1.
X n
. L
¥a

URP (Z Lit HADBME Nt

VFX Graph T URP FH—JLERR—>TEBL3IC4D, Shader Graph %4#M LT HDRP ¥ URP DA DT H—IL
HEARAIAATEETY,

2D Renderer ¥ Shader Graph O —h

VFX Graph (&, Shader Graph @ 2D %7 Z—4'yh&EHR—bL. N—FTo I EXTSAbLTLY
)T GRHDILERTEET, FILLWHTEZ—SvhERDIF3IZIE. Create > Shader Graph >
URP (BB LT, COMBEIEIN—HILLIA—N1TSZ1VERATY,

URP 2D Renderer (&% VFX Graph Rain T7xZk
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Th=l

VFX Graph T7HA—)L%ZXR—>L. HDRP TH URP TH. Shader Graph ZFERLTHREIYIXTE
F9. INZEALT. HADHE. BH. XKEDIERG. TOMBRICHNBRIITIMZEMLET,

6 VILRE—=IF1T1VT

D7IWVBRAE—VITzONERIRTSZ6 V15147071 SideFX @D Houdini. Blender.
JangaFX @ EmberGen DY =DM IV T ZFERALTHARIIAITEEXY, COTAT17
FAICED. BVHEIRMZMIBZ WL BRI TIVEALTA T VT TRON—T1 )L %2R )2
XY OIRE—VITELTEEY, 6 ITA1S5MT1271E. RPBRBEDEDLSBITTIMIFER
TEEY, O—VTMT000lE WN=T1 W22l —a 2 RIBICRETDDICIRIIBET,

E—=asnNsbL

VFX Graph O/N—T712)LId& URP TE—aUARIMLZERTE. Temporal Anti-Aliasing (TAA)
Motion Blur BREDI T I MIRIIEEY, URP IERERABRN—T1IILDHEHR—LLETH
HDRP TI3ZER R EROWE A ZFERATEXT,

ARXSINYIT7

URP AXSNYT7ZH 2 TIIILT, O~ DOREEBZEISTESLIICHD R LI, COtkEez R
3L GPU LTHEREHRHEZRTLIED. RENYIFICHLTN=T1 I ZXR—>LTID,
= DBEERELICDTERY, FIRIE VFX ICEBAIVNIMRR TSy N=T1ZILISAITAD
Fv35U8— TREBBZATITIMIGLTEDNEDZTIT IR ZERTEET,

%+ Update Particle
Update Particles

v Collision Depth Buffe

Main
Infinite
None
NoWrite

ARXSNYT7IE GPU ETEHEHEZRITTE S,
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HDRP FHH® VFX Graph

LARL—=22 TR aXb)y oL R) T, —EBD VFX Graph ##El& HDRP TOHERTE
9o TIVT—2alTNAIVRBI STy AR ELIZEIE. U TD HDRP EAKEEZRETLT
<TEEL%

LLbL=220 9 DY R~
HD LY A —/SA 75142 T TFDLA ML —> Y T #EER D VFX Graph /X\—F1 ZILEERLET,

—  LARL=22910&B) 7L 923> ThlE. Screen Space Reflection @b Dic. &b
ERERIILISaVDIDICATRI) =0T —R%FRATEET,

—  LARL=22010&B o9 R LARL =201 REDIYRITY IR T. KDIERE
TUTIBR v RIOEERRTEEXT,

—  LARL=2TILEBTYEI VM IIL—2aY : THiE HDRP DRV —YZAR—IT7VE
IVEAIN—=2avIicR0OZDDOT. BENDT—2ZERTES. LDERBRLAN—22Y

VY )a—23>TT,

—  LARL=22J10&B3 70— NILALE =23y TSRS ELDERICRL. RETR
HIBHEEBLTVET,

RTX HIR—MIKD. LAbL =20 NATVRX ZL 2R TS HEERNEM SN, LAhL—22 10
&BUTL02a> T VX ZEBTERLIICBDELT

RTX HR—MZLD. LA ML—22/8ZT VFX Graph LA >0 2H8ENEBM I N .

I7yR (OAER ). =Af. \EFZERY S VFX Graph TLA =20 ZBMICTEE Y, VFX
Graph (& Xy2a®RAMyTZ2ERLIcLA L —2 20 R-—FLTUOEEA

HDRP & —>TLACL—2 2T % ERTBICIE LML= DEAZFET 2ZBRBLTIESL,
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BVaXMIy 739D

Output Particle HDRP Volumetric Fog #7./—Fi&. HDRP T Local Volumetric Fog ZH#>F1)>
JLEY, ChEFEARALT. INAE. B XOIJ7xIbESZal—kLiD. RUaXkIvoTx5
ZLDBMICLIEDTEET,

¥ Output Particle

HDRP |&7R1) 2 Xk Jw& 744 (Volumetric Fog) D A%ETFHR—RLTWS,

VFX Graph OE#MEDEHAICDLTIE. Unity Graphics product roadmap (2 71yoR&8@mO—KR
v ) BIBERIEEL,
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Shader Graph Ofia

ECa7II7 I MIBEREROZENISES S ehEL, D URP z—4—%° HDRP >z —4—
MRETZHDEBR-. MED T —FTo> T LRI ITHREBICRDET, Sci-Fi 74—X 71—
ILRREZEDA—FIFIREHRICIEFEELRVDT, H5HNCHEABRINTVWE T —H4—TlE+o9%
HTERVAREELHDET, CDLSHBTFIUATIE. Shader Graph ZERLT T —H—%HRZ
J1XTEXETY,

Shader Graph FIEDERFRD 1213 T —H—DEEEN—T1IILLANILTHIETEZZ LT,
CHUSED. N=Ta VI CUICERZEZERBLTNII -3 B0 VR LG OBNAET I
ThZERTE FRICEMBED2T7 L ZRRTELT,

L1

HRBZLST—HA—ICDWTELKRBHIIC, Unity ICIZTEIERL A —NT1TZ1VBICEE{LSNh
7o ROESHIEIER Output AVTFIMEAAENTWVWBZ EEBELTLETL,

—  HDRP/URPLit 77 : COBHIE. VTINBSATA T T—TAIIKBN—T1 DL A
DYURICRBEIEINATUVED, Lit BAlk. EZa7ILI IS~V RO T IICRIG
TEIRELHZF)ATENTY,

—  Unlit B3 : oA, VPN ARESITITITIRBICKASNTED, >—2DS51F70 Tk
IFHEEERALEF A, ZMT VI BENTRELREERLINIZI TV 2D DELSBRIT TN
FEALET.

—  Six-Way Smoke Lit: C#1l& HDRP Lit & U URP Lit 73D Material Type A>3 T9, D
HAZERTZE. 6 VA1 T70VIFET RIaAXMIVIDESBITIVE =TT
ZRIATETEXT,
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—  HDRP Distortion {77: Z® HDRP HAid. BEEEDHZIT IV EEAHHEL. BMFES. &
TR, HIROBEIFHEDERESZaL—FLET,

— Decals §77: 2@ URP LT HDRP EIFTDEHIE. —YADY =TT IADTIIXFvDIR
HICHEAIN. WE. X2 REOEER Y DTAT—ILZBEOCAXNICEEEBNTEET,

CNSDOHAICIF. TL—LTLYTAJ0 UV TV TTvo ISy TTONTAREDHREZE .
BaINI I —A—HKENMED>TVET, ChICED. ARZLY T —HA—ZEONSERTZIELL,
FHRENTI IV EERTEFT,

ST—HA—ITTxUhk

Shader Graph ZERT5 8. TIZANT—T1AMITZ TRy I—O%ERBLTHARRL  T—T1
VO EBETEEY, Shader Graph &> x—4H—F—H U JIZENBEIIRIILIENEY I TIH,
Sr—A—|CBT3—EDHEBIH L. VFX Graph DERAEHTTEEY, Px—4—%2FHT3 L.
HeBEIBELTI IV N EBILTEE T,

Shader Graph 2RI 3 . UV #ESHD. 7=ZX—=23 o Lizb, =Tz XR0NBRE=TOL—
SVILVIZEBLIEDTEEYS, Yx—4—Id. FILRIV=—""DAA=— TN EZ—DEIITHEBELET L.
T—ILRDME. EiF. AXSHESDEBRCICEIVWTATI STV MNORAXZEE T 2DICHEFTT,
Shader Graph OEZa7ILA>RZ—Tz—RIEF. UFPINEALDT— RNy IICEDATL—23>%
RE—RT7YFLET,

Sr—4—F UV AL TRAONRZEETE S,
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Dr—H—E EBOSOHRN, KPZBETEATOTIMIRIGT 2KBEEDBMN BT I MY
TeOICERTERY, E. & REGEOBARRDEE. Yr—4—3EMTRELBVWNEZ—2%
ERL. BATE NI -3 ZMR3DICRIEET,

VFX Graph Output
Shader Graph

Final effect

Shader Graph & HDRP D&

2 1—H—N VFX Graph Z#5c 9 5D HEZ VOB LET,

—  TAAL=2aY(EH)DITIIb: >1— 44— 3EV LI EZBRELTHOREFZSZaL—FT
EFFEGo TARN—2a 0 A —%FERALCAEIARI IV IV VR EDBRISRIROI 7
IREERLET, EAE. KPEOMDBREDSIIRORIBZIEMIZI_CHTEIEY,

—  HIRIE. Visual Effect Graph Samples @ Portal T7x % k&, Shader Graph ZfERLTR—%IL
AEBOPRZEHET,
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Distortion Shader Graph

I .”:;,, h R
ST TV TSR OEES S 2L — R TE S,
— TIWIFPREB AT IMNCTIRATFvETAVINITESEZ I CIE. TIRFYEREY—ICTT—R
AN TI—RT7IREEZ—MRIABFETHD., AHDIERKDBPITTHITUV-TD. BNiiEis
HIRNEDITBRIT TV EERTEE Y, TLAR—FT—23> 0 ROJILRYE. DETIHD%
EZTHTLIESL,

Bl ZIE. Magic Book H>FILTlE. FHAEIT—A—2FHALT. RATLBR—IHRIEL
ANETAVINTTBESICEZET,

BurningPages Shader Graph

Sr—HA—RBTFAVINTIIT IR TE 3,
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— TERTFPZA=2aY:[ER7ZX—2a zfALT BRNGESHIPENLREZIaL—HL
Yo BERIYI—F—I3. XvPaDERZE#HH LT GPU L TEE T ZA—23 2 ETEET,
BIZIE. BBRYZaZRNDAYLallE—T LD, N=T1 I ARy TZIRICHIFD. K
FIOERKDEDEDLSICREZRILICEDTEET,

JERT7ZX—2avI3BRMNBEEZ>IaL—TES.
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SGATAVITE =TT BEBRIATAVIIITTIRTIT VXL RRZALSA %M F
L&So VEX Graph (&, HDELST—4—0. kit B, EBEOEMBI(T1>0T10%
S02avildb. LIFLIBIRD S EDET,

BZIE. HSRX. K. EBEEMITIEEDIIT I HBIRE. ST—F— 3 ERLEREEY
Sl —MIBRREBELRHDET b= —FT 20— LEEOTVETH? Shader Graph 3.
TZXADESBRRAZAINDI IO ML VAT TBDICRIEET,

CORITIE. Z—YI& Shader Graph ZERLI/N—T1 VLT, BAMDBHEEFMDLSIC.
HRDBBAY 2% LRI I LTVET,

Output Particle Shader Graph Mesh - Lit

Blend between

Tip and Spike Tip color (Metallic parts)

Metallic and Smoothness based on VertexColo

Dart Shader Graph

SI—TAYTRERY T aN—=T1 I 2RSS,
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—  BOER: —4—3 B LB HZVEI—F—AAICESVTEZHETIEY. 27
WIST—2a EFERATRE. T—TJIRAEERTIA—=230 — TV RZBLTRZBSHNC
BRIEZIEHTEXT, XDBVFBOFONSHKREEBONBALERTZRE, T7T7h
ZEDAAFIVIICLES,

BOBBIZT I ELDBIMICTEI LN TES,

— T TFUVIRRAVEERE : SEIFHILANILOERENBERI I IMNE. HREZL T—
FAVIDEEEZITBI N TEET, Shader Graph ZFERLTEIRILOTIL I 7EZHIEL
9, TLYTAVIRRIIE. BT AE. AXSETOERICEIVWTII—RIEZH
TEEY, COFEIF. HSRPKAEL, XEEBIEINELHHZIEHDICHEFTT,

Angle Mask

TLoTAVIRIRV ISR AEICE>TIT—RIBI L H 3,
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—  IN=FAINIT=FT1T o —HA—d. NEREDATITaT=ILEEBMLIED. TXIE
BINTGA—=Z—ICEDVWTHBZIRELIEDTBZIET. N—TA I I T MNIEHIEZMRS
CEHTEFET, HRIE. Shader Graph ZFERLTEADN—T17ILDEB, H1X, BB33%
HELET, Fld. >4 —%ZBALTEEZOMXDEZEZD. BHET=ZX—>31t
LeDTEEY,

Sr—A—RBN=TAINDBEERIDTZA—2aELIcDTES,

—  FAS=OXINR=DETIARF Y : O1—F—ITOVXFvE2TA—JvILICERTE 370,
TOXRFvEBRNICAETAIVEIIHD FHA, CNICED. AT XDKREIBRTIZXFYI71ILD
PREEZES L. XEVEAEFHHLOOBBONZ—2FERTEEY, TI/XFvIIHER
BUICEDSVWTWBT®. AXATDHELICWTHE L —2a RiFeiihid. T47—ILERER
TEEY,

Sx—H—ld TORAFvENEZ—>2ZTO —IvILICERTSE %,
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Shader Graph & VFX Graph

# L\ Shader Graph #1Em{ 9 % £ Zi&. Support VFX Graph + 7> 3>%4>IZL. VFX Graph O
Output DXFIET B Tr—ILRIZBIDYTEYS, TNICED. PT—FT042J % VFX DINTX—R—% XX
DHBENTEET,

& New Shader Graph*

v Color Mode <None>

Graph Inspector Vertex

Node Settings ~ Graph Settings Object Space »-—0 position(3)
Precision

Target Settings Object Space s-—O Normal(3)
Active Targets

Universal Object Space ¢~—O Tangent(3)

Universal

Material Lit
Allow Material Override

Workflow Mode Metallic
Surface Type Opaque
Render Face Front
Depth Write Auto
Depth Test LEqual
Alpha Clipping

Cast Shadows v —O Base Color(3)
Receive Shadows v
Supports LOD Cross Fade
Additional Motion Vectors None
Alembic Motion Vectors

Fragment

Tangent Space ¢~—O Normal (Tangent Space)(3)

Metallic(1)
Fragment Normal Space Tangent craliel

Clear Coat
Custom Editor GU|
Support VFX Graph

Smoothness(1)

Enable VFX Graph Ambient Occlusion(1)
support

> 1—4—0 Support VFX Graph ZBZhICT %,

VFX Graph Z Shader Graph F¥—7— R DEEEEENBIMEINELTe THUIZED. 1 DD Shader
Graph Z{ER LT, & D VFX Graph TERTE£Y, XIC. VFX Graph Out Particle Mesh /—FR
DF—T—RIZEDVTHEEZEMICLET

VFX Graph Output Shader Graph keyword

11n

OptionalColor
_OPTIONALCOLOR
ShaderFeature

% Output Particl

Al
Option1

Optiom

¥ Option1
Option?

Opt

VFX Graph |&. Shader Graph keyword ([CE D W =E{EEEMLTE3,
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VFX Graph @ Learning Templates TH >/ JL %9 Z & H. Package Manager THI A 8874
Shader Graph Feature Examples T&D—REHIGH > FILERTEHTEET,

Shader Graph Feature Examples

Shader Graph Feature Examples @Y >FILa>7> Vi, Shader Graph T—HRIIAFEL T 7T I
*RIVI3HE%TRY. Shader Graph 7EybDIAL Y30 TY, COHVAILNYIOERIK. 21—
P EDI IO ERRTB-DICHERDDZRHERL. TOTILERBLTHEICEETIZLDS
[C935KTY,

Shader Graph Feature Examples R T#A& 3,
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ARSI T4

EZa7ILIT7IIMIE. SLORABN—YHERTEZIEDILDBOEY, TNSZTTVTr—avRD
ELWRAYVMIERT BT IS SURALRICEE TR OICBHTEETT,

B L TIRHE T B0, YURRA VE—HSROCHIRENVERIZGELG L. Unity >—>OMDERS

EDA2BEZ 723V FTNEDY —IILHMRIIBET,

—  ARVENAVE— =V ATRIZETETERILEZRAL. SUEILIFEDT I aviC
RIELEY

—  Timeline : Activation Track ZERELTE 27T 70— b L. BIRLI-R1324
TIZTNARIINERETEE T, HESDNLDRESNTZIZIVT (AVEI—2FRDI TR
BERY) CERICEETEEY,

—  TANTAaNADE = =0T — LT LA DfE% Blackboard ® Exposed Z/\TwIZU>D
FBRBIET —YOEICT IV TIEZALTRIGTBELSICLET,

—  Output 1Rk :VFX Graph BS5RTZVFRREOMD S —>AVR—R IV MIXvE—D %X E
TBDICERLET,

NS5DY—ILIFEN'N. F—LATITIRE VFX Graph OfEELETZ5XTHEEICEERTY
ZyITHZID. FLLRETVLEELLD,

ARNINA A —
ARVENARA—|E. VFX Graph AHDS 1 N> ~%EFLEITES MonoBehaviour X7+ TY, o—>
ADIIRTIav, BR. M- FAHEARUNMIITIIMDRETBEIICHEDET,

© 2024 Unity Technologies 124 of 166 \ unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/Packages/com.unity.visualeffectgraph@17.0/manual/EventBinders.html
https://docs.unity3d.com/Packages/com.unity.visualeffectgraph@17.0/manual/Timeline.html
https://docs.unity3d.com/Packages/com.unity.visualeffectgraph@17.0/manual/Timeline.html
https://docs.unity3d.com/Packages/com.unity.visualeffectgraph@17.0/manual/PropertyBinders.html
https://docs.unity3d.com/Packages/com.unity.visualeffectgraph@17.0/manual/Blackboard.html
https://docs.unity3d.com/Packages/com.unity.visualeffectgraph@17.0/manual/Blackboard.html
https://docs.unity3d.com/Packages/com.unity.visualeffectgraph@17.0/manual/Blackboard.html
https://docs.unity3d.com/Packages/com.unity.visualeffectgraph@17.0/manual/OutputEventHandlers.html
https://docs.unity3d.com/Packages/com.unity.visualeffectgraph@17.0/manual/OutputEventHandlers.html
https://docs.unity3d.com/Packages/com.unity.visualeffectgraph@17.0/manual/Events.html

@ | Interactivity |

OnPlay & T OnStop TRV b+

F7#4ILETIE. VFX Graph @ Spawn J>7F X MIIE OnPlay 1 Rk £7zlE OnStop 1RV RHHD
9, & Spawn T+ LD Start HK U Stop ZA—XAV I FEDIRUMIEFLAVES
ICHERNICCNSZZITID T,

OnPlay OnStop

System

Constant Spawn Rate

® Spawn Rate < ® ® Rate

& SpawnEvent

@

OnPlay & OnStop (&, BEERRIIC Spawn OV TFXMMIFHNZ.

Scene Ea—D# —LATSzIrOBEIVFO—-ILIZENTWSIEEIX. TEO Play() RE>
Stop() A>T, N2 OnPlay 1RV ¥ OnStop IRV ERELET,

Event Attributes
List is Empty
&

Play Stop Custom

Custom Event CustomPlayEvent

Play 7R&Z> & Stop REV%FEALT. OnPlay 1R k¥ OnStop 1RV M EEET 0

ARYVMME AT METAYyE—CEFETZTO0EXERRICLET, VFX Graph TlE. 1Y
MEXZFFNELTESNEY, OnPlay £7zi1& OnStop L TH. TT7TIMIIICTIEEILLEFHAS
FICEBOBE 7OV EFRLIEBE LLERBZEEBETY, CN5IE Spawn S RTAICSTFILER
HIB7EITTY,
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Visual Effect Event Tester %1 705 71> Ro%ZFIFTIE. Play RZ> ¥ Stop REZ>ZRLCIT7Ik
ICERTEET, COFEUZFALT. ARRLIRV I ZEZL. Custom REVTHRUHLET,

+
Stop Custom

CustomPlayEvent

Visual Effect Event Tester

Node > Context > Event #fEALT. MBEDAIRVLESTSTITEBMLEYT, Send REV %L T,
TANFICFERTIRNV M ERESHET,

HARLARYEDERTIE. Event Name X FH A2 ZE L. X1 LEIC Event Binder H
Timeline Activation Clip ZER LTIV ZEFUHLET,

ZDHITIE. CustomPlay ¥ CustomStop L\5 2 DDARVEDEBMINTVETD,

Event Event

CustomPlayEvent ent N CustomStopEvent

System

Constant Spawn Rate

e SpawnRate ¢ ® — | @

IITTHRALANY N ERET B HE

Mouse IAY FNL 45—

RIRARAIR—=2D )y, HRIN—. RSYTTEILT. VFX Mouse TRV N A—%EARALT
TSN Ay - HIRETEE T, BERDIX. ASAA—&FH O —LA TS IMNITTY,

ZDBITIE. 2 DDARVENA A —h CustomPlay TR k& CustomStop 1AV k% Bonfire
IT7TOMIERELED,
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v VFX Mouse Event Binder (Script)

Mouse A XY MNAVA—TCIIT I ETITAR—rT3

IVRARAVZ—HEE LEDASAH—IC A5, CustomPlay 1RV RIS TICEELET, D
ARIUNE Ry B KTEOEREBRBLET, YUVRRT V=D NB . CustomStop 1R M E
Spawn AVFFANMIELEZ@ERMLET,

OnMouseEnter OnMouseOver OnMouseExit

Collider

-

)

ROVZARAVE—(E. AFAL—DHEADRHIAN Y b eRETE S,

ARV BEDIYIRTYS3> (Up. Down. Enter. Exit. Over. Drag) IC/N\1TYRTE £,
Raycast Mouse Position 77> 3> i, RAVZ—D 3D MUEZ AR VFEHCLTELET,

Rigidbody Collision TRV kXA 45—

Rigidbody Collision A XV MNA A —%ZFERTH L. BRMRELICSIYEBF TSI ZTIC
75— hEEETEEY, Rigidbody ()P vRRTr) & Collider (2514 —) ZEALTEY RS —L
AT OMITRYFLED,

Rigidbody

None

Continuous

BZEH VFX Graph ICA RV R EXET B,
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Q Shader Graph integration \ Interactivity | Pipeline tools \

Rigidbody
MeshCollider

U2y RRT DEZR

EEMLLOSAE—IE. (BESNAARVIET) ARV EER L. XvE— 2 LT Visual Effect
Target [SXELF T,

COBITIE. UDYRRTADRAYySaaF0F— DRIV ELTHREELE Y, TLAV—a L TH 5.
ITTVRDRR=DIREDFT,

CDARIINAVA—=DI DY RRTA EDERICIGETZDT. SETFRERDA 2T IT1ET1%
ERTEE T, BAVRBZICN—To N ERETEIR 747X, IRENYUZCECHBERKRLT
HTLIEELN,

Trigger TRV MNA 45—

BRI, MIA—ELTRESNALIASAA—FERL T 7—LA TP I VFX Trigger 1Rk
NAVE—%BIMTZCHTEET, COIAVR—FRME. OnEnter. OnExit. OnStay 72 X ORFE
? Activation TRV M5 EEFTEEXY, Event Name D1 R % Target J S 7IEELET,

ChzERTE. TLAV—E0MOT —LA TSI RBLANILOFEDBAICEELILEEIC
IT7xObERIA—TEET,

~ VFX Trigger Event Binder (Script)

Element 0

Activation On Enter

Trigger A R RNA A —
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Trigger Collider ! = OnEnter

Trigger IRV RNA VA —E HEDIAFIH—=ZRHT 3,

Visibility TR ML 45—
Visibility ¥RV MNA VA —%ERTIE. TSI M ERICEZDIERRICERZMIIGLTIRNU
ERESIEZIECHNTEEY, CCTIRASHOBEDOL VRS — LA T IMITRYFLETD,

B ~ VEX Visibility Event Binder (Script)

Visibility 4 R kN1 A2 —

BEDIRVME%E. £D Activation (OnBecameVisible £7-i& OnBecamelnvisible) (CEDWT
R—=TYyNISTNTELET, CHUCED LIRS —DAXTHBICHEAD LI ESITISTISERMINS DN
LIAZ—DF A THIDEBE DD XY,

/ 7 £ 77\‘
A =
VISIBILITY X VISIBILITY

VISIBILITY

EDaTILITTOME. =T YD RIRICHE ST L EICDHTITAR— N3,
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ETHAIVYT i ARYENALH—

A LT

Timeline |&. IEERRAZIVITEDaTIIIT VMDA EATEYIDEZZHENHDGEIC. 57
YBETBEHDOHS 1 DDAHETY, Visual Effect Activation Track ZEHELT. #H0IT 7Tk
LAV—%ZRETETET,

4 |4 > Pl [#] O eTimeline (Timeline)
1 0+ 12 ¥

ualEffec

Visual Effect Activation Track
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Q Shader Graph integration \ Interactivity | Pipeline tools \

Track Group

Activation Track
Animation Track
Audio Track
Control Track
Signal Track
Playable Track

UnityEditor.Recorder.Timeline :

Cinemachine Track

Visual Effect Activation Track

.Timeline RzH2)yo LT, FLW Activation Track Z{ERLT %,

Activation Track I(CT 77 h2EIDY T, Timeline k5w T 12U LD Activation Clip Z{ERLL £ 95
BUIv . BRPILREICT1DTD. 2 DDIRVMEEELET,

Activation Clip

VisualElfactActivationClip

VisualEffe

VisualEffec
sualEffe

Enter Event

VisualEffectA

Exit Event

Meteorite > )L Ti&. Timeline ZEHELTEHOD
I7xV MBS S TBEIIHEAEEZHELT
WEd,

VFX Graph Samples 7O 22 ~® Meteorite %> 7)L
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Timeline |&. T7T VLA EZFEHTERTIE—RAZEBIBTIDICRIIBET, C_Tld. EHJY
STICHNE®D Activation Track DMER T, Activation Clip Z@ LU TAR U MSESNET,

Timeline RTOVYTHIXSARIERZIET. ZAZIVITBAVRS VT TIFARTEE T, TDE.
HZA L MeteoriteControl X21) 7~ C&-T Playable Director AYAR—R YV AHREUHETNE T,

Hf Timeline*
Preview M4 |4 > Pl » [»] 431 v [ MeteoriteTimeline (Timeline)
I 1» &l 1

ain (Visual Effect [0) H VisualEffectActivationClip

lisualEffectAct..

—_—
Muted
Muted
Muted
Muted
Muted

visualEffectActivation..

muted Activation Tracks

Activation Track 2Xa—hk9%

F7=. Timeline ZEALTHEE®D Visual Effect Activation Track ZZa—kL. IRV FDOFITED %
—BMICELETEICDHTEET, CNENSTIL a—To I = T5BICERITY,

IRV MEH

ARk & Timeline Activation Clip DB A T A RNV EEERAO—REAARYMITRYFTEET,
F5TBLT. AINVIEFH SN EFICEMDBEREELET,

BIZIE. RETNIc Vector3 TONTAZFHDOIARNVMEMZERL. T2V REVR1LTS
BFZEJZ7ICBRI B EDTEXR D,
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@ | Interactivity |

age
alive

alpha

angle
angularVelocity
axisX

axisY

Eve nt axisZ
Attributes el

direction
lifetime
mass
meshindex
oldPosition
pivot
position
scale

size

texindex

ARVEBEEFEST. ARVIERNIH—TEBICT—2%ET.
VFX Graph TChHE5DBMZRET B ICIE. Spawn A TFX LD Set Attribute F7Aw 7%

RALFEY, C# RVVTIDSEEINBIANRNIYMNITRYFIBZLDHTEEY, FMICOVWTIE
Visual Effect J>7R—3 >k APl ZBRL TS L,

TONTANA A —

TAOANTANAE—E. =T —LTFLADE% VFX Graph QRSN ONT1ICER TS
3851293 CH OEIETY, FO/NTa/N1>A—IE. VFX Property Binder I (I3 —RHI7%
MonoBehaviour ZBLC TEIMNTEXT.

Iz I£. Sphere Collider Binder Tit. >—>W® Sphere Collider DfE%fFA LT Sphere Exposed
Property D& L+ Rz EBHNICRETEET,

VFX Property Binder

B v VFXProperty Binder (Script)

Add Component

Scene Target

Exposed Property

TOANTANAIE—E, O—>DEZL2RENITONT1ICERTT 5.
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@ | Interactivity |

SURALLBICITIOMIREZEZZOHIC. O—YRICTAIMCAXSHRETIN? TT7xIME
Transform % Vector3 ([CREVWETH ? TONTa /N1 VA —Id. ZLD Exposed Property X1 /%
S—VHDELRASEZ N TEET, AHFIBTETSHIE. Add Component > VFX > Property
Binders 2R LT/ T,

Visual Effect Samples IZi&. ZO/NTw /N1 A —%ZEHLT Scene Hierarchy 24> 7I21###%:t9 %
FEERTA VAR ADHDET,

—  Magic Lamp H>FILTlE. Z7ONTANA A —HEHD Scene 7TV DMIE (P,
P2. P3) #457® Blackboard Z7O/XF« (Posl. Pos2. Pos3) ICEEE[ITET, TNHD
Vector3 /—FRid. BADLENAETIREESERT 5 Bézier AT EEHLET, >—VAT
P1. P2, P3 Transforms Z&H7J . BADERHNIT7IZALTRIGLEFT,

Move GameObject positions

to modify Genie's Bézier curve

o
N

§5Mic Bézier HIfRDRADH ZEZ 3

—  ARRadar TlZ. PointLight Transform (Z&2>T. FLAV—0DfhEH 3D L—4—BEELOY
CICRTENBDDRESNE T, BREUTILEZALSASEEBREEFT,

PointLight position
binds to particle

B ~ VFXProperty Binder (Script)

ARRadar % PointLight Z#M&7 1 I ICHE#TT %0

© 2024 Unity Technologies 134 of 166 \ unity.com


https://unity.com/releases/lts

@ | Interactivity |

Grass Wind %> 7L Tld. 7O /NNT /N1 >4 —H ThirdPersonController & M (X113
Transform QMUB CEEZFvIFvL. BEEHHLET,

B v VFXProperty Binder (Script)

v

ThirdPersonController
Velocity and Position

Grass Wind %> 7L

—  SpaceshipHoloTable {Z. MapPosition-Controller ¥ i|$11% Transform ZFEBELT. ELD
PinScreen T7x V7 hDUBZFIHL FJ, BFICEEIN/-E—>3>T Animator Tz
BT HN TURALKIIRSYI L TROIS LD EEHLET,

Moving the
Transform
slides the
map effect

SpaceshipHoloTable

NS TONTANA Y Z=TIZ 7= DEREEDZEDTESFAD—HITT, F—T14,
AN ERE. UVl BEDQEILEA Y TONTANAE—=DRODDET,

FLEEELTLARVDDOHRBRETY H ? UnityEngine.VFX.Utility. VFXBinderBase 7> X Z{ERA L T,
MBOTONTANA VR —Z5edk LTIEE LY,
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@ | Interactivity |

Output I Xk

ARV ZFIALT VFX Graph ICXyE—JZXETRIDLRLESIC. ANV EFERLTXAYvE—%
NEBISEETBZEHTEEY, Output IRV M2FEHT 3. Spawner AV TFA RO SHLLV/A—
T DEMEBRIFTEXY, Output IRVINYRS— C—#EICERLT. >—>AD CH XIS
MIBERLEY

O)
4 Output Event

On Received Event

Output 1>+

AXRSEESY, YOVREBETS. FLNTZERTRHE. TF—LTLAOPYIIETI3IIT
TMNIRIES 22 VKD THIERTEET,

AR EZITERBICI3. UnityEngine. VFX.Utility % #1250 VFXOutputEventAbstractHandler
WORTTMEENTc T2 A LEFET. RIS, COXVYRZEF—N—F1RLET,

override void OnVFXOutputEvent(VFXEventAttribute eventAttribute)

Unity 1. AR RDBRIH—ENB7TC OnVFXOutputEvent ZMUE L. IRV EBEEZ/NS
X—Z—Y L TELEY, VFX Graph ICEFENTLS Output TRV MNYRS— [CREFIHHDET,
Package Manager h51>Xh—JLLT. Y2 FILZRIUT 2R LTIIEEL,

F7e. Meteorite 7L T REDIS TR TEDLSICHEET N AR TSI CDHTEET, ChHD
Output 1R RNV RS —D—Ef% VFX_MeteoriteMain =LA TSI M7 2y FLET,

—  AASDIEN VFX Output Event Cinemachine Camera Shake 1> 7R—%> & Camera
Shake IRV RRHIAXTERESLET,

B v VFX Output Event Cinemachine Camera Shake (Script)

Editor

Camera Shake 22717~
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Q Shader Graph integration \ Interactivity | Pipeline tools \

— IZXRI7x% bk :VFX Output Event Prefab Spawn 1> R— x> k(. Buffer 1R b
Plankimpulse TRV r 24 L ET, COBRELZIEEFHIEZEEIRIT. Output TRV K
NYRS—DBEZICLDKRADRUOET.

Output IRV MNYRS—IEZRIT TV MEERT 20

—  SARFP=A—=23>: B0 VFX Output Event Prefab Spawn IC&D. BBROEERDS ~
FZXA=2arhMERSINE T, HXZLD Output Event Handler Light Update X2 7.
ARUaXR)w IR r—)L, BE. BZEEL. BREZLIDRSIFVIISEHLET,

VFX Graph Output Event

®
4 Output Event

LightBim

. Output Event Handler
GameObject spawns Prefab

B ~ VFXOutput Event Prefab Spawn (Script)

Light animation
from another

Prefab instance Output Event Handler

B v output Event Handler Light Update (Script)

R4 L Light Update Output 1RV RN\ RS —
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FBEOHRIITIMITA MIRIEY B0

NEDTATTERDECADBBOBTHELLS, HOFIAIUTMNE, O—REEHLTICEZEER
TBRIrH. WADRV)TLDI-ERe LTRSS ZeHTEEY, PULEBRAENNTUL. 75— 3>
THER Output TRV RS—FBETERLSICHDET,
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INT T A=)

IT7xVMRMIZLTVBBDTIEHBDEEA. ZLDHE. ERILICAR ZRIRT B7DICIE AEBT—
SR T IHRENBDET,

BEDZVTHEBAZHIRESELVWEEILESTNIEEVWTLLSD ? HBWE. RAOYSZ L% Sci-Fi
FHROEESEZVWTID ? ZOZIIREREBOARL —2—%FRALTERETIEITH. LDiEH
BIRRC T4 —LEHBERASE3ICIIT IV REBIIRBZBEDHDET,

D, Unity Tld. ZBLDT—E2EATZHEBELTVWET,

—  Point Cache:Transform. ZEi&. &. UV R, ZEADORDOBMEEZRMALET,

—  [SHTEEIr—ILE  RUaXN)YIRRZEALTIN—To I 25| ST TERIEET,
—  RIMVE: N—T1OI\OABZT > T I>J L. 3D ZERTN—FT1 VI ZENLET,

Unity Tld. TS0 T77MIWEROERZLETZHR— b I—ToUT1 BV ODAEBRINTVET,

Point Cache

Point Cache &, RAV R EDAIE. AR, BR L. Particle BT —2DEE AN ERIKNT 272y
T

Point Cache 7twhkid. F—7F>YV—X®D Point Cache {TikIZRE>THED. T71ILILERFIE .pCache
#EALZ Y, Point Cache IFREPAYICIZHR A NS Tz ScriptableObject THD. Particle BN Y
ZRITEIFRTIAFYAEENT T, FENTER T —ILRELDBLBVWIY - TEHET,
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@ | Pipeline tools |

E a7 T IV TERTS Point Cache 2T 3ICIE. ROFIEICREWVET,

— EIL k4> D Point Cache X2 —)LI&. Window > Visual Effects > Utilities > Point
Cache Bake Tool TERATE %9,

—  VFXToolbox (Z/\>RJLENTLVS Houdini pCache Exporter Z3&RL £9,

— MBOARRLIVRR—ZF—%ZERLET, 7Y bOER AROEMICDOWTIE. pCache
README ZEBEL TS,

Point Cache XY=L

Point Cache R4V —)LEFERALT. ASIXyZaFfld 2D 79X FvH5 Point Cache %
ERLE TS

pCache Tool

Mesh

EH Dropship_LODO1
Random Uniform Area
v

4096
Seed 0
File Format Ascii

Save to pCache file...

Mesh Statistics

Point Cache X1V —)L

Point Cache Zl&. 3D Xwa% 2D TUOXFvhoEMINIRA VDU MMERSINETH, EIF
DIFRANNIRMINEE A RAIF2TH RAVIELIDE—IZREL. A—N—FVTOEZHS
T7=HIC. BMDTAILA—NEBEITVWET, Mesh £7-i% Texture %=3&EIRL. BEHJ%A Point Count
#RELT. Save to pCache file Z:ERL£7,

1000 points 5000 points 20000 points

TEIFHYUTILEERA LT Point Cache DEHEL
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@ | Pipeline tools |

Point Cache . Stanford PLY 771JLEITWETH. .pCache 77rILIER TIZAR)IUHHEIBRS N,
NRIMUIHTEHR—EDEMINTUVWET, FD7=H. Python ¥ C# TIELDFTEAPT EFPTUV

HDICHEITVED,

Point Cache O

VFX Graph Tid. Point Cache #~_ L —4%— H' Point Cache 7Y hhSN—FT1 7LD EZDRE
MEHELET, T0R. TNSEARL—RZ—DOER—bLTRRLETD,

Morphing Face > 7ILZR 3. XL —%—I& Point Count BOHEAXOYE 1 DX, Attribute
Maps BDOTIZXFvAOYE 1 DZERLTWET, HAIE. Set Attribute from Map 70w o7& L.

IFHD/—RICERHR TSI E Y,

Point Cache
Asset % MaskFace (Point Cache Asset) ®

Point Count
AttributeMap : position ®
AttributeMap : color ®

VFX Graph T Point Cache #{#fB%%

Point Cache 7t MMI@A Iz Morphing Face T7x ok

SHBICDWVTIE. Point Cache ORF a2 XV FEBBLTIIETL,

© 2024 Unity Technologies

Set Position from Map

Set Color from Map

Sample Mode Random Constant Per Particle

MaskFace Point Cache |&. T7x 7k
DEAEEZHIBLET,
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@ | Pipeline tools |

A~ 3 == KN

(I TmBE T — LR

FETZFEEHET—ILE (SDF) 1. XwoalHAXRJ®D 3D FIXFVYRIETY, FTFI7EILICIE. XV
SaDREICEDIVEBEIEIREINET,

ROTELT COEBEIIAYS2ORMITIERAFR SMITIETSZITY, ChICED, —T7TD
BOR. DAANIDRADORA FlFZIHODEEDEHEICN—Tr I ZRETETET,

SDF @&tHEIE Point Cache £DHVV—HEHZ<ADEITH BMEREZREIZZCHTETET,

Ay ahERBICHN VSRR T IRFvOREEZR<TIUELDHD. —BRINICXEVZLDZHE
LZET,

SDF D&M

ESa7ILT Tz URTIE. SDF ZFERALTN—Ta VI EZERELIED. N—Ta)ILZFRICEHLETD.
IN=TA N CEREIEDTEEHTEFEY, Magic Lamp DUV TFILTIE. BAKIKIZ SDF H
FRHINTWVWEY, SDF 7y b7 LEa—I3RDLSICHEDF T,

Particles conform
to SDF

Signed
Distance Field
represents mesh

BT — LR ORERR

SDF 7twhk% 3D 72XF¥ Volume File (.vf) ELTAVYR—rLFT, BEMEDH S VFX Graph
TOyvoeARL—R—%FERALT. N—T1 OISR TLDNY T TENTcREEEERTEEL5IC
D F 9, ZDFITIE. Conform to Signed Distance Field 7Oy oh BADIREHTEN BB IC/N—
TAUNZE| ST ET,
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@ | Pipeline tools |

L)
% Update Particle

Flipbool

Curve Over Life

Randomize attraction speed

Random Number

Per Partv
— Lerp (float) %,

r Lifetime [0..1]

Relative
Value

VFX Graph T SDF %{£B9 %

SDF R12J=I)L

SideFX Houdini % XD EE DCC Y —ILZERL
wat o T SDF #1ERTE £, VFXToolbox 2 —F+)
T rkbortoMesh Fit cube to Mesh T l&. Houdini Volume Exporter 7*5 Volume

EL: comLight 0 ® File %&47?3’ 333—0

Bake mesh
Save SDF

TS Unity ICIZC 70X =BT 21—+
e e DF4hEFENTWVWEY, SDF R4V —L
(Window > Visual Effects > Utilities > SDF
Bake Tool) |&. ASAv>a (FlEF1D2DFLN
THOEHDAYSa) ZEIEL. €D 3D 7UX
FrRBZERLET,

11826 Vertices, 1 2 Triangles, 3 Sub Meshes | UV1, UV2
Offset 0 e Slice SDF

58x64x58 R16 SFloat 420.5 KB

SDF R12Y—)L
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Q | Pipeline tools |

Z 224 LE® Unity T57+4X—T SDF Bake Tool APl #EBELT. SDF Z#RAI§3ZHTEET,
SUBRALRAFITIEZLDIY—RAEHET B CITEFRELTLIES VL, RAN TS IT70RIE. BHE
RE®D SDF Z#fEAL. n IL—LZEICOHNIBTZI LTI,

SDF Z4EM L THERT 3HEDFMICDOLTIL. Signed Distance Fields in the VFX Graph (VFX Graph
DS ZEHT+—ILER) ZBRLTIESV, . COURIRITEMOY YTV ERDITRZL
HTEET,

NI )i

RNIBIBIE N=T1 VI DRECIRE ZHEHT BRI LDE—RT )Y RTY, KENIENTHL
ZRLET NTMLDOTFAZIDBREVFE. N—T1 VI OBEREIEBDET,

NN > 7 7 7
NN = - r 7 7
NNNNNN N~ -
NN -
I T T T T T AN
A
F bV FF s =~ N X\
A SN NN
KKK ¥ e~
K ¥ KKK e~
VDD TN N
K KKK K& e~ XX

2D RUNLIG (R )

SDF L@E#kIC. F—TF>Y—2D Volume File (.vf) FEREFERALTRIMNUBERTZCH. VFXToolbox
IZINVRILENTULS Houdini VF Exporter SR INUIBEERTIIEHTEEY, Volume File E4;
ICHEo7=3RE D VF File Exporter Z1E 3 HTEET,

UnityLogo >—>TlE. N—TaZILIZBICRZBVNRIMUISORNICHINBLSICHNE T,
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@ | Pipeline tools |

TFlow (Asset Store)

Unity Asset Store TAFTES TFlow l&. “GBRIDTVYIITvIDRBMrRBEEH3E—>3>
RIR—CE—23>T5—T L —2—" T, Built-In -Particle System ¥ VFX Graph OmA
THERATEEY

NI RLEH UnityLogo DI 7O b z4EHHT,

VEXToolbox

VFXToolbox (Zi&. Unity EZa7I I 7z —ToXMEITOEBMY —ILHMfEH>TWVWET,
SideFX @ Houdini Point Cache Exporter & U Volume Exporter 7'5 .pCache & U .vf 7741
N EITORR—ETEXT,

GitHub ORI RHBEA > O0—R L. Package Manager ZfERLTAYAR—JLLTLIE T,

Image Sequencer

VT TIITIRAFvo—beERATIL. ToX—2aMESNIcI TR TSI MIRAITE
FLBERBRREDITIIVMNESZaL— 3T — LN Ty M RVEE I BREZT Vv T Ty
ITORFvo—heLTREFETEET. ARMEMTBIEHKAED “RA” TT VM ERTSE
9o

9. Unity £7135]D DCC NNy —2%ERALT. TTTIMDAA—=J o= %=TOS I8 T74)L
HA—IZL>A I LEY, XIC. Image Sequencer ZEHRLTELZDEIGR%E 1 DDTIXFv>—hIC
EHBLEY, FHEHLETRBZABLTUL—FIHE. Flipbook Player 70w/ TEIREBELE T,
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Q | Interactivity | Pipeline tools | Optimization |

COY=IITHR SN VT ILT )T Ty o WO THERRSTEE LY,

|8 Image Sequencer

et Seuerce: i ¢ oo me M s | |

| inputFrames |GG Export |
Resize (1024x1024)

x 1024

Innerit processorsfrom | _ None (mage Sequence) _©|

Frame Processors Clear |

[

= v #2-Crop

=~ #3 - Assemble Flipbook (8x8)

= v #4 - Remove Background

= | #5- Resize (1024x1024) a
o=

Input Sync Frame ——e—— 126 |

Output Length ® 64

Mix Curve

TV T ITVITIIF v Dl

T TIVEIEY =)L

Unity (34 —LBRRDT=HDOFOHAY—ILTTH. E—DY—ILTIEHDEFHA. VTILZLLD
E2a7IIT 7V NDERIFERBBENH D10, Unity UNDTFI&ILI>FTUHIfE (DCC)
VIRIT T DOEFNBRYR— 2R TR HBTLLS, Unity & VFX Graph % #5859 578
ICZLLDT =T AMDMEARALTVBRY —=ILZ LW ODEBNLET,

SideFX Houdini

Houdini IEEWVE. 32l —2aYeElaFILI Iz MDODERIEEDY—ILTY, 7O —
SwIT—0T70—8/—RR—IADAIA—TT—RIZED. EBHDERVWFIETTIXFv. x—
H—. N—TaVIEERTEELT, ARL—FZ—DDOEBEICKD. /DU ZTHEMEESN. 3D
FHEDERBEHED IR THEINTVET,

Autodesk Maya

Maya IEZ<DT —LRARAZSTOERZRIELTVET, LLEBIFLL Bifrost X T LICKD.
E2a7IIL OIS JRE CYERNICIEED DECIZEEMA S S al —2a a2 ERTEET,
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@ | Pipeline tools |

Blender

Blender I$ERDF—TV—Z®D 3D HIfERA—LTY, EDOMEEIX. BTV IRUFIHET=
X—=>3>, YIal—iav, LYRUVIET. 3D §IE0H 53 AIEm=EH/N—LET, Blender I&
ORIy TH—LTHD. Linux. Windows. macOS THRLE#EXTZDT. AZIa=FT1H5
DIELEWSZHFEZZIHEITTOETD,

Adobe Photoshop

CCTHEN LMD 3D W—JLrrHIZ. Adobe Photoshop B EDEHRIREEY 7 U 7% ERT3 L
{@FITY, Photoshop #EALTERDL AV —CSRE—ERERESLERL. 2. 7L 77
OVRDyk WO DE EF/LEYR—RLE Y, Photoshop Tld. TNSDIEEEICHE T 7=
I[CHBE®D PSD 8LV PSB 771 74—<vbzEALTVED,

HBBA. TNSIFFIATES DCC V—ILO—EBTLABDEEA. IST7DIERZRIET 2. 7UvT
TYITORFvRAYalRE, EDVaVZeRRTBIDDHEPZHDZHIZZDIC. ChohRiLb
9
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VFX Graph TUoKDEE L%, OISV —DI—RE27OT771 )T LTUNTF—I VR EFT VY
FTR2DLEILELDIC. TNESZBEEBELTRBEILLIEVWEESTLLD: T7T I MDELLERREINTS,
RIENBT — LT SV r—2a il a0 9301, KROBIY—XZFERLTVWAWI 2R LT
<TEEL,
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@ | Optimization

VEX Graph @ Profiling /=)L & Debug /\=JL

Unity 6 I3, RATROE D27 T7ToMNBIT 3 BB AERERHTS Profiling /S%JLE Debug
RERNDBOET, SNBEDY—ILIE.CPU & GPU DRIV XEUDERRR. 7Y 2 F v DEFRR.
SEIFHRELLOBEERELFET. VFX Graph 0/\74—I >R EBRLBELT 78I
TEET,

Visual Effect Graph 4> RODAEEIZHZT NI T7AA>ZIVvILET. 5DV
VFX Graph 74> RO Visual Effect AV R—RVMEF DTS — LA TSI MITRYFINTWSE
BICOHEBET D LITERL TS,

e

Toggle Debug panels

v Particle System Info

% Graph Debug Information

« Update

Profiling /Y%L & Debug /X*ILZERA LT VFX Graph ZRi#E1t 3 3.

Graph Debug Information /A %:JL
Graph Debug Information /\=%)LICIZ. U TFOBEBRMNERTINET,

—  CPU Information:CPU Information /SZRILICIE. FSTLEORLBEHER (SUMBAL).
CPU TEHHEINIIZINTA—Z—THADFRERRE. /5 7HOFED AT LOEFHRRE (I
WEM) Ry, EEANTA—IVRERHPRTEINET,

—  GPU Information:GPU Information /N%JLICI&. GPU T® VFX Graph OR1THERE (SUME
fiI ) £ GPU XEVDFERARREHRTRIEINET,
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@ | Optimization

—  Texture Usage: FRHINTWVETIRFv. EDXRIT. XEVFAIN—ERREINET,
—  Heatmap Parameters:GPU KL SWMEZFRAE L T. /570 MAHDZ/N1F1~LET,

ALDOEBAS () X=a2—h'5 Rendering Debugger (URP/HDRP) ¥ Unity Profiler |IC70+ X973
CEHTEFD,

Particle System Info /X)L

Particle System Info /NFJLI&. FZXTLD Initialize AV TFAMITRYFINTVWET, ZD/NRIL
IZIE. FEDPZATLICEET ZEHRHARTINET,

—  Particle state: Chid. XTLHBEEFR | —BFELLSF. BB/ RU—TFh, KRB/ AHUVT
RTHEINZRLED,

—  Alive/capacity: Chid. £FELTVWB/N—To )LD L. Initialize A>TFATI—H—I(Z
SO TRESNIF YN TA4ZRLET, COFVNIT1E. BIERDON—T1 VL ORAEIC
EhETRECTIE. XEVFDHTAR—RZHNTITET,

Context Debug /\R:)L

CNSDONRILE. AVTFIAMEEIRT B ERTEINE T, ALICHIRAIOY—I=ERALTERL
ICEVIESLEY, TNSONRILICIE. AV TFRAMZCICRLBEREZRTTEET,

—  Spawn JAYFTFX b : TN Spawner BABEERIMELEFNERLET,

— Initialize. Update. Output AYFFX bk : TN5D/VR/LIFE. Update I>FF X MIEEEMIC
BN BMEZRTL. GPU ORTHREZZR VIR T TIVRFvOERARREZEZNSD
RITRCAEBVH A HI—ERRLET,

CONRIINDTOAT7AITDEAZIVTIIHBATHD. TT42— IR INHDTH D70, 1IE
BRAEETIERVWICISEELTIESW, RMLRYIEEEL. NTH—I VA EHREILT BT
FERTEEY,

T5(C. Toolbar @ Runtime Mode &%
ICTBIET FURALOAVINAIL =58
ITBIeHTEEY, Zhickb, =7z~
T A—HUVIN-3>TlEEL. Rl
bENESoRALN—2avhMERINS
FOICEDEYT, TT7x VM 2RL2ICBRE
AEEICLIEWERIE. CoFAFoa> xAT
ICLEY

&Y @28 + v
v Auto Compile

v Auto Reinit
Prewarm Time [

v | Runtime Mode

Shader Debug Symbols

Shader Validation

Toolbar @ Runtime Mode Z#B#IZ9 %,

7 Apple Silicon Tid GPU ETR1AI>J%ZFATS Y. FOT7 IV INRILTIF T 2yFEN
TeESaFILIITIRDA YRR THEMICIE D FT, INTA—N VA% EREICTEMT 37012,
Unity 7O77145—%2FERALTEICZ— YT NA R ETTOT71) 0% {ToTLIET L,
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@ | Optimization

Unity Profiler & Frame Debugger

Unity Profiler (Window > Analysis > Profiler) & Frame Debugger (Window > Analysis >
Frame Debugger) ZER LT, /572 &EL L. NTA—I R %EBIETEE T, 7=75L. Unity TF+
A—=ET7OT77M IV OBRICEEZE X BRIV FERICADAREEDLHD T,

HWEEFRTONTA IV RAZRAETZ2HENHS155 L. Profiler Standalone Process #7723 %
ERT3H. BOEILREERLET, 3WLWIL—LL—rEHIEL, ATRELREDEEOFERE L1V —
ICBITB70IS. 57100 ANTH#—T 2 ADER #ZEBLELLD,

Unity Profiler

LRI AR EEE 1 HTDDTL—LETIEARL, JL—LHEDOBBOXMNIER
LTKIEE W Tps TG THBTD AN FI—T LTUIRE->THRZE X3 RI8EMEDHDET (T
DTS 7%BM ), 60 fps ZBAIETHEIE. FL—LNPTybeLT1I7L—LHT=D 16 SUMNEER
LTLIEEW (30 fps DIFEIE 1 7L—LHT=D 33 SUH ),

fps vs frame time

200
180
160
140
120
100

80

Frames per second (fps)

60

40

20

5 10 15 20 25 30 35 40 45 50 55 60 65 70 75 80 85 920 95
Frame time (milliseconds per frame)

TL—LEEZRBCDERICT B,
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https://docs.unity3d.com/6000.0/Documentation/Manual/RenderingStatistics.html

Q Pipeline tools | Optimization | Advanced features

Frame Debugger IZIEFFO—O—JLDIERHIRREINDDT. JL—LOBERAEZHIHTIEY,

ForwardDepthPrepass

Frame Debugger

LOEGTIE. ERONRILICRO—O=-ILOS—T YR EEFDMDL VR T4 R D BEBRICE
BSNTVWET, —A. BRIONARILICIE. Sx—H—NRZAPTIXFviHRE, ERLI-FO—O-/LD
PRI INET, TNl “TL—LIFEE" LT, Unity MUY= EHBELTWSIBFHRZRDITS
DICRIIBET,

I7xOheRBILTBRICIE. UTDOIKBBREREANRNBELSICLTEE LY,

—  TFTORFYHAX: TEYMDOAIITEDHDBVIEE . TORBREZTIFET,

— FONITA  N=TaOIDDEBWMNEE FERVY—RBDBRGEAE T, Initialize 7OV I TEHy
NOTA%EREL. YATLDON—T1 I EAREEFHIRLET,

— ERECEEDR &, EEICADRISNARVGEIZATICLET,
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@ | Optimization

VFX Control @ Debug €—F

VFX Control /NJLICIE. Debug E—RHAHD. N—T1 I OEBFPRBEF v/ T ERET S
TeOICERTEET, CNSIINTA—TVRLXEEREICRKICEEZS X2 HD T,
Inspector H'5 Visual Effect 1> X 2> X %zhR&EL. Debug #7232 % Alive /-3 Efficiency |
BELFY

RBEBRrLTRRINZTOvMI. ZOTA4TBN—FT1 7L 0P, TOHREATLTHREL-Fv
INOTA DB ZERLET, BMEFvNITrDREZFAELT. VFX Graph OMEREHRELET,

None

v
v
v
v
v
v
v
v
v
v
v

VFX Control ® Debug €—F
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—  ARL—=F—YXE) . FREBFIRL—Z—%ZBRILLET, HASHREVDLBRITNIEF. 1TL—
2arOEREKERSLET,

— VYT TYI  IRTON—FT4 VN2 2al— bR 0DDIC. BHEDI I I T IXFv
U TTYOICERICLYRI VT TE ez R LTIE SV, 20%. B2HIIal—2ay
BPREGBFBETHNIE. PZAXA—2a b7 IRFvzBELET,

—  RAy2adPAX : N—T12)LH Output Xy adiFEIF RUIVEZRSTLIICL TSI,

— BRLGA-—N—FO— BRAGY—TJIZANZBHHDI L. LVFIVTIY—RZHELED
Rendering Debugger (Window > Analysis > Rendering Debugger) % {#H L TEE A4 —
N—RO—-ZFzvIL. TRIISCTIST7ZRELFT, £ioo FRBSBEIEINAAREON—T1
ZILHIDE R T T,

F—=N—RO— () ZRANBRICIII TN TA—I VR ZHE
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INTA—=IVADIS TN a—To 0% 758 FE. AERBICHZFTVvIRYIRITEIOAVIZER
FIFEHICLET, ThickD. FER A/B TRNERBLTNTA—Y VR (BRI CERE) %3
EITBET, J57D—BEDETEEY, T LS. TOvI% Active IREICET TR LEEN
BUVWTLIEELY,

" 4 spawn

Spawn System

Enable/disable Block —————=— v Single Burst

Constant
Constant

0
0

Set SpawnEvent Lifetime

TANBIOY I EENEIISEIHICT B,

INT R
ESa7ZIIT7TIRDNTURIE. AREICESKEIL MM Y ORBILTRED X, Initialize A>T+
AR TREIRTRINZZLICTAVTVSDIELNEE A

4 Initialize Particle

128
Recorded

Bounds
settings

NOVRREZFALT TT7IMeLYAI IS E5MEERT B

AXSHNTURZRHTIHRWVEE. Unity 3T 72 HUI T30 LOEUVTENFEA,

UTFDOHARSAUIHE ST, EVRATLDONIV N ZRELEFT,

—  NIURKREITEBRL. BHRON—T 7LD EEMIETHAAIIBESATIN T T SR
Li?o :h‘riu\/_z%iﬁgbij-o

—  NIUURHDINETTER . —BDON—To D EEICHESTWRBETH. EZa7ILIT Iz
Unity IC&oTAHU VT SNBRIEEED HDE T, RYEVIHNBIZIeHHDET,
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TI7AIETIE Unity IZESRTLONTYRZBEMICFTELETH. Bounds Setting Mode &K%
DESICEBTEXD,

—  Automatic ( B ):Unity |&. T7VMRIZELSNTUREZRABLET, COA T avhg
HENTIERWEGIF. oA TFa>onwdnhz@ERLTNTY RERBEE LTS,

—  Manual ( F&)): /A7 R ¥ Bounds Padding ZfEFB LT, Initialize I>7F AN TR a—L%
EELEFT, CUEIVTILTTD. IRTDIRTLICH L TERET 2 ICIFRELIDND X T,

—  Recorded (508 ): COA TS a>wERAT S . VFX Control INRILDSNDT UV RESEFTEEY,
SORBFICARTRNSNBNTURIE. IT7x I Z2B4E T3 EILALET. Apply Bounds THER
JEEFELED,

Set -

@® | | Apply Bounds

Recorded~

OnPlay OnStop

Debug modes

Enable to show bounds

FIBA LFFICNT Y RERRER

S LBICARL—4—%#FERAT3 L. Manual E—F%7:-l% Recorded E—RTEIXTFLD/INY
VREHETEET, Initialize I>F7F XML Bounds Padding AABE ENET, D Vector3 %
FERLTNVYROEZKELET,

Xvwa LOD
IN—T1 I DXy 2% H 1355 1E. Level of Detail (LOD: L ANJL) ZFABLELLD, T2
Tl BLUZHBBN—TAIINDI U TINBEAY 2 FHTIEETEET,

Particle Mesh Outputs (Z(&. Inspector [Z&RREN3 Mesh Count /NTX—Z—hBDET, ZD/NZ
AX—=HZ—TlF. HHATLIZEK 4 DDRY2aZIBETETET, TNz LOD Fv IRy IR LA ED
€3¢ BELEICRRINZTAXIEDVWTXY aZ2BENICTINDE XS N TEERT,

© Inspector

Translucent

Inspector T Mesh Count ¥ LOD D&E
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Output AYTF XD LOD BICHITRRI)—VAR—ZADEIBICB LT, BEEOEWVWETILIZERE
EOBEWVWETILIZS I SEANZAIEEMDHDFT,

1313 vertices 253 vertices 32 vertices
2568 triangles 226 triangles 12 triangles

LOD DfR&IE

COFITIE. XyPahBED 15% KELHEHRLVIFE. SpaceRock_LODO EFILHVNE A
SpaceRock_LOD1 EF/LICHIDE LD X9,

©
% Output Particle HDRP Lit Mesh
Large Rocks

B None (Shader Graph Vfx Asset)
Default
Opaque

@ 0.8

SpaceRock_01_AlbedoTransparen &
Bl SpaceRock_01_MetallicSmoothne: ®
Ji SpaceRock_01_Normal

1
f SpaceRock_LODO

B8 SpaceRock_LOD1

fH SpaceRock_LOD2

LOD fi&
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REDRY L aN—T4 VNI 356, MBADDRIIVZLYAITTRRBIZHDEE A
UKD, TL—LEEDKIEICERINET,

Mesh LOD XL > &> J1)Y)—2 % Hi#1T 3.

Mesh LOD #E#ERR T 3ICIZ. COTOJ TV D PlanetaryRing Ofl%E ZELfEE L,

Mesh Count

[El#kIC. LOD 7% LT Mesh Count Z/EETE% Y, CDHBH. BHROXY 2z FERLTFALE
ZEMLES, Output Particle Lit Mesh @ 4 DDEHEZ Xy ald. FRICESIEF-OTVWRTEIERA
INEEZERLETS

Mesh Count l&. Xw>a/X—F1 V&SV HLICT B,
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IN—T 4 ILL >R
BiZrg37L—LL—beTL—LNSTYREERTBICIE. N—Ta0ILPXy>ak LR )T 3
CEICUTORBELDE A EEELTIES L,

—  ZAEON—TFTAIIL VT IRN=FT1OIDOEDSDIAX NI HBDT, BETEKTIT VMK
BON—TAIILDL AT IR T,

— OVTNBISATaeVYT  RER Lit HDRP Yz —4—HDREARWVESIE. VY—EHEBEDD BV
ST—4A—ICYIDBEZ T EV, Shader Graph DHENEHRXEYAALT. BEDI TV~
ICARBELREEEZN TN TEET, FlZIX. Bonfire D> FIL>—>Tld. BRI
Shader Graph BMERINTED. HAHNKIBICERIELINTUVET,

@ . {f{’ff-l H\\\
- W

Output Particle Primitive ( 77w R, =@&fz. \Bf)

MFoE>HE HDRP ICOHBERATINET,

—  {ERMKEDBEAE :HDRP Rendering 7A/¥7< T Low Res Transparency ZB%ICT 3. &
BAN—T1 I OBBREZ TIF LAV ITEET, UKD, 2DDIFRIFIEHZHDD.
NITF—=IVZAD 4 BFICAELE T, BYICFERATRE. TILBERETOLUAIDTLIFEAY
RorhoF£tHA.

—  NBEN=T1O0L : \BEN—T12)LiE. 77vE (BOER) N—T1 2L OAEZTDI>TH
TS N=TAUINTIOXFvOAMNERTHNIE. COFETAH—N—FO—ZRE5LIDRELEL
eDTEEY, ERBEAZENRZISEICOABRNVERO. NBFZEATZIILT. IT7VR
DEDRETZHWAODFBRWRBZHNTETED,

"

Custom

shader

Visual Effect Samples @ Bonfire D> —>
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SIERAN - 1

Graphics Buffer @t 7R—

TS57109 XNy IT7eAVEaA—RNYT7IZED. C# N5 VFX Graph ADKEDT—FZDIIEL
EXDBRICEDET,

TITRDEBDT —LAT I bOMUBZEBHFLTVSHEIE. RTVTT12JBLTEDER
Z2Zal =Y THRATERLIICTERIECNTEEY, CCETOHYTILDOVKDONTRIELSIC.
Graphics Buffers B 77X FvrADT— DM ERCLSICBEIRIZENTEED,

COBITIE. F—LATSzIDMNBEEDT—2%. EILN VDB, ARXZLEEER, IVE1—~
Sx—H—h5 VFX Graph ICELET,

Built-in Types

e @

Custom structs Compute shader

Custom structs Compute shader

Graphics Buffer (&, #'—LA TPV bDT—2% VFX Graph IJXET %,
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2T EEBELT Graphics Buffer #E&L. ¥'— LA TSI bDT—RTHERLLET, TDE.
Blackboard Z7O/\T %A LT VFX Graph [ZBL X9,

sage.GraphicsBuffer)]

Custom Monobehaviour ors Visual Effect Graph

B v Graphics Buffer_Custom Struct (Script)

NZAZLIEERENLTT—REET
CDEMLHITIE. Graphics Buffer Z1 LT, BFELTWBRT—DSIAMVWTWVWERR T 7 DAEIC

TOELRATEFT, BLDRTAT7HHBHE. IRNTDT—LATIco/bOTOANTAZRHATEL
IFIREMTIIHDEE Ao

Blackboard (Zi&. Graphics Buffer RTER T2 AXRRXLBEAEN 1 DEEIFHDET, CDRT—IEIHK
BOE—T Yy MRS BEREE D HD. DEOARL—E—FE T TEDT—RICTIEATEET,

Graphics Buffer O3EFRZEA
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ZHUE. VFX Graph B —>RTEDESICHEERTEIDZRITHDTY, R1R. FRiE Z20OED
TIal—oay, BREXOEMRESIaL—2a EBVENIRTLIE SV, Graphics Buffer ZfE
TBICIE C# APl DHIEBEDREBTID, =LA TSI DT —2ZDPD e DEINETULIZETR]
ICLET,

Unity T VFX Graph %f§ LT Graphics Buffer ZfH 33 ZDMOFICOVWTIE. Co7/OJ ok
TELTEEL,

7IRXS L HLSL

BEREER VFX 7T—To AMPEEEN HREL HLSL TOvIZFATEISLSICHDEFEL.. T
WEEZEAIB L. Unity TREFLERATAITHR—FSINTVRVHBDI TV EERTEE Y,
ARZLHLSL 2RI BEAYEBERE Ial—2al, BNk V71 LT—2EDa
TIAE—2a e ERTEE T,

ARBL HLSL /—REFATIE. N—FT12IL>3Ial—>a>FICHRAL HLSL O—RERTTE
F9, AVTFAMATIE. KETZO—ICARL—%F—, BEEZO—ICJOVI2FEHETEET,

VFX Graph Bt ##F -8 3121, HREL HLSL Oy o 0BG #Ei-THELHDET,
—  ERbEOEHD void THBI ¥,
—  TUBREHFH inout @ VFXAttributes BIONSX—E—HN1DFETE .

ARARL HLSL /—R%Z{EREL. HLSL O—REIBDHALH. HLSL TFRLT7TI/ILEY—X L TER
LEYd, BEHOFEMICOVTIE. CORFaAAIR—IUZBBLTIIEEL,

VFX Graph /—FOBEMEBRY T —IZERTEILDD. BELAILD HLSL I—RZEERT S5 %
LTI, HLSL THEDHEZEERETZI_LT. RIGFHEEROEVLWIT7ZVDONT+—I VR
ZHETIZEMDLHDES,

ARZLHLSL 1. BEREE. /A X7IAVIL. EOMDOFREIBRFERICEDIVTIN—T1IILDRE
MBI FHRSBETERIBLDICEATETET, ChICED. EDBRNTERABRI IV EEH
HIZEDTEET,
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| Advanced features

PZBL HLSL 7O — Ir LB EAER TE 5.
BR) %

COT7OJTURTIE. ARAL HLSL 7Ow2 & Graphics Buffers (GridManager X7 +%
EALT. EBEERICKD, Visual Effect Graph T 2D O70OvF>5 %S Ial—h§3EEERLT

WET,
HLSL shader

Custom HLSL Block

fefine READ_GF
#include “GridCommon.nis

\17 ocinfluence(fioat2 position, f
Update Particle oo
Apply Flock Simulation (and other forces) floa? accumuatedAvoidPositon = 0

for(nt = -1

GetGridPositi

Je=00)

Custom HLSL

Edit

© &

Flock_Simulate
GetNeighborhoodinfluence
+ Flock_simulat

nst float dampin
osiion - data.pos) * damping

float damping exp(-sarl.
tedAvoldPosiion += normalize

Set Velocity

Force
Simulate

on Shape Bo

Kill Shape B

Particle

CONRZLHLSL IE. AERRERELTIOVIZERLE,
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CDHARD. VFX Graph & Unity DUTILEZALEDaTILTITINY—ILEyMIDWTIBEERDS
FoMFERNIEEVWTT, BALE>TH. ABDIvIavidE, IRTOIVIAZ—DEMHE 3>
ZRIVTESZLOZE TR ETT,
VFX Graph &5, JEBICUTILARSIaL—Yav e RERIST4vIRATI LAV — % T TEET
BETADERZEELACLTUVET,

Unity Platform - Rendering & Visual Effects

VFX GRAPH

Generate Volumetric fog with particles

Released - 2023.2

URP Decals with VFX Graph

" P

VEX Templates and Wizard Custom HLSL Block

Shader Graph Smoke Lighting for URP an HDRP VFX Graph Motion Vectors for URP

JI74vVRAEmOAO—RIYT
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VFX Graph Z/ER 93O DEMDFEER)Y—IXZRBNMLET,

EiEFa—-rI7INL

Create amazing VFX with the VFX Graph (VFX Graph TH#/J897% VFX Z1ERK ): STl
B ® VFX Graph ZRET37T-HDEBDZ I DVWTEHBLTWET,

The power for artists to create ( 7—71 ZALHEIET 2/80— ): ZOEFTATIL. Mesh LOD.
Graphics Buffer. Shader Graph Dfi&7% Y. VFX Graph IC&RIEEBIMENTIHEEEICDWT
FEALTWET,

VFX Graph:Building visual elements in the Spaceship Demo (VFX Graph: FHEHRTEIC
BITEET2TIVEZDER): ZOty3>Tld. Spaceship Demo TERAINTWSFE
ZLKOMBNLTWVET,

Build a portal effect with VFX Graph (VFX Graph IC&ZKR—RILT 7T FDIEE ):VFX
Graph ZEHALTN—T1 LDV T ZE0DBMNABI T IMIERTEZIET. R—%)L
IO EERLET,
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GitHub E® VFX 7O Ik

F—FA4FARBITIN T—2AHE. RAVEITTR RUa XNV ITF—E2OBERLE.
VFX Graph OABEMZLITE T, Unity D= FOUIARZ—T RRT A THZEBBAREHHITE
LI TFo7adcobzlB7EE0,

AASESyF>4 + Lidar + VFX Graph: 2558558
Point Cloud (pcx) + VFX Graph

Azure Kinect + VFX Graph

Intel RealSense camera + VFX Graph

DepthKit + VFX Graph

DepthKit Volumetric video + VFX Graph

4DViews Volumetric video + Alembic + VFX Graph
Alembic + HAP video + VFX Graph

Audio Reactive + VFX Graph

VEX Graph + Midi controllers

Skinned Mesh sampling

SDF + VFX Graph

Vertex Animation Texture (VAT) + VFX Graph

Graphics Buffer test

Render Geo data using Graphics Buffer + VFX Graph
Depth of Field particle samples

Procedural modeling using VFX Graph

VFX Graph + Procedural ShaderGraph sprite generation shader
VEX Graph test scenes

VFX Graph interactive fireworks

Sushi + VFX Graph
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