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Get Attribute: texindex (Current)
Modulo (float)

-

Loc on Current St|cky NOte

Use this space to explain part of
the graph, add comments for
yourself or your teammates, and
track to-do lists.
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Cut

Copy

Convert To Subgraph
Delete

Duplicate

Duplicate with edges

Collapse Operators

Uncollapse Operators
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]
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Layers of editing

VFX asset authoring

« Author behaviors
+ Define events

+ Set up parameter interface v

VFX Graph2| M 2|0]0f

E0| LIEILLE= & FHE| 22|

D ——

[ Velocity Noise_Subgraph Operator

Operator

t= Blackboard®| Output 7tH| 2|2

o
352

st ol
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AN

g 4= ASLILE O E A8

SILICH 2ZE THAHE Jtstt HIMEL g2 Fd5HK0],

VFX scripting

» Customize behavior

+ Access component API
» Graphics Buffers

* Custom HLSL

Asset instance configuration

+ Edit parameters
« Call events

VFX Graph CHE Ml 7HX| &2 HES X[ eLC.
—  Of|MIQIARIA AH: 0| HHES MESH 7|E VFX GraphE +HE = JU&LICE CIXto| e Z2 2
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VFX GraphOf|l M Xt AtE5H= R 7HX| £482 Ch3at Z2&LICH

£ fd g
position Vector3 AAEN Z7HOM IE[Z 2| /X E FolgfL|Ct.
velocity Vector3 oE|29| 0|5 £ 3 detg ALt
float A Z2O|ME A7 MME & HOLt X|HEXE =
age oa <
& £hol2 FAISHLICE,
lifetime float AZ2[0|ME 249 J7|t +HE X tH}|E EAIRL|CE
color Vector3 OtE| 22| RGB ZE MNTLICE
alpha float OIE[29 EHEES ZF™YL|CH
size float OtE|29| #Yst 37|E Ho{ELCt
scale Vector3 ME|20| ZYotX| g2 AAH LS HETILICE
OE|2o| HES SotH S 22 goj g8st=
mass float ALl CdBtS )%l
o E&= ojFLCt.
direction Vector3 Qlolo| twakg X &et7LL IHE|Z 0|52 Rrote Ol
AHS " £ AELICH
angularVelocity Vector3 ME|ZQ| 8| £ 5 £ 2 (°/s) HHeIZ EAIFLICH
tareetPosition Vector3 ItE|Z0| LIOt7tof st= S K| E SEotH 2tel A
iti . <
& ze £ gt 8LIC
texind float AR 249 ERS UV MEYH M8EE
exndex e ofiLioilo] M majeleiL|ct,
&8 2 VFX Graph THE|E2| 7[2X0l £HE 22|ot= o HQULICH MM SES EFE 4 7[& A=

Vv
|O|X|E Ex5HMIR.
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Blackboard®] Attributes ® (02l & Z%)E AFE3I0] ofe] REQI £82 BMOIHLE HAH £42 FAE
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—  Get Attribute Operator: Particle === ParticleStrip System2| 240 A 2{7]
—  Experimental Spawner Callbacks: Spawn systems2| £40{|A 87|

—  SetAttribute Block: £80i| gt A7, £49| 22 =H HdHAL #E 2= ALE(0]: Color
Attribute0fl Random Gradient === Random Per-component Block & 7H)
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Set Color

Set Attribute Block
Get Attribute: color (Current)

Get Attribute
Operator stion Current

Set Color Random from Gradient

Set Attribute Block
ampl Random

Color And Alpha (Random Gradient)
I

Set Color Random (Per-component)

Set Attribute Block
(Random Per-component)

CHREES £42 TEI2ER NYE 22 ME|IZ £49| 7t S715HH H2E2| AFE0| S0 4= ASLICE

0| € S0{ THE|Z0] 10,00070 12 2} THE| 20| X[, £, 2], 37| 22 2] £42 MYdt= R O| HI0|HE
FX5t= ol 23t HZ2|7F &E5 AR & AELIC

HEAEZ MEHSHH QIABIE|O| EA|S| = System Attribute Summary % Current Attribute Layout2
A8 £48 ZLE st X[Zotg 4 ASLIC

—  System Attribute Summary: 0| 4l40{ A= X A|ARIO|A AL FC
£Mof chet JHRE MBS EfLict.
—  Current Attribute Layout: MEiSH HEIAEO||M AL E £4 S BAIRL|CL

—  Source Attribute Layout: AA ZEIAE(X7| H|0|E] L= S H2sH= HEIAE)|M AIRE
4 (0ll: Initialize HHEAEO| A £7|3tEl C}S Update ZHEIAE|M AL E £4)S EAIELICH
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N

o€ S0f Trigger Event on Collide & Z
CHS3 20| FAIELICE

10il M Dart_Spawn A|AEIQ| AEIAE S MHEHSIEH QI AHEO]

Name
Capacity

System Attribute Summary
alive 4 bytes ReadWrite
color : 12 bytes ReadWrite,
angleZ 4 bytes ReadWrite,
direction Float3 12 bytes ReadWrite
lifetime C 4 bytes ReadWrite
4 bytes ReadWrite
position Float: 12 bytes ReadWrite
velocity Float: 12 bytes ReadSourc
collisionEventPosition 12 bytes ReadSourc
particleld 4 bytes Read
pivotX C 4 bytes Read
pivotY C 4 bytes Read
pivotZ 4 bytes Read
size C 4 bytes ReadWrite
scaleX C 4 bytes Read
scaleY 4 bytes Read
scaleZ 4 bytes Read
axisX Float: 12 bytes ReadWrite
axisY Float: 12 bytes ReadWrite
axisZ Float: 12 bytes ReadWrite
angleX C 4 bytes ReadWrite
angleY C 4 bytes ReadWrite

age 4 bytes ReadWrite

Current Attribute Layout

positior

AMAR2 H2E| AL EE 2| Hotst| 2f6 M2 2adt £4T
MNEEX| 42 B2, VFX Graph= 2223 H0|HE M&
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Blackboard &4
O|H| Blackboard THE 0| £M HE MMO| MZ FI7tE|0| ZHEIAEQ| 2 S0 H EEO 2 s
HMXL E= EES &7 MAE 4 JASLICE O] MER 7|52 Unity 60l|A ALEE 2 UESLICEH

—  Blackboardd|M E =] 2720 R Sl o EZ2810] Get £A HALKIE MABHL|C}

—  BlackboardOll M System ZAEIAEZ E2| 1 ol EESIH Set £ =52 HHLLICH

Properties  Attributes

Attributes
Drag to create

G Custom Attributes Get Attribute Operator

@ Built-in Attributes

v B 00 | e— ©
3 4 Initialize Particle

Drag to create
Set Attribute Block
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Attributes

ﬂ lifetime
ﬂ ma:

hindex

Hover mouse
to highlight

Blackboard0f OtRA HME 28] £4 AIBYS ZZE EAIRLICH

Lightning
L

Properties  Attributes
Attributes
[ Custom Attributes
v T_) rateCount_c

Type Vector2

Description Float

v Vector2

Vector3

> stripProgress Vectord
Bool
(& Built-in Attributes Uint

Int
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Wlealdaligle
+
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

> l\T angle

© 2024 Unity Technologies

410f 166 | unity.com


https://unity.com/kr/releases/lts

| Introduction to the VFX Graph |

o|HIE

——

VFX GraphE& TMste CHst QA= O[HIEE Sl M2 L= M| LIHX| @A 51t HF LA 0| MEL|C
Ol € S0 ZF Spawn HHAE|= TtE|ZE MM 2 X|0{st= O|HIEE £415t= Start 3 Stop E2 ZEJ}
USLICE

Event

OnPlay

THE|2 WS Fofst= oJHIE

EH Sxo| LMsfiol ste B2, 25 AY LEMEE C# API2| SendEvent HIMEE AtE3to] J2mo|
LE0] 0|5 22 4 UELICE J2{H Visual Effect ZEHE = 22Xt 0|E0|Lt ZEME| IDE AFSSH
O[HIES MEBfLICH

Event ARIAEE= T2 Lo ID FEi= O[HIE EAHE 0| S22 O[HIEES AEELICE 2| oAM= Mo
Q= 9|2 QEFETL OnPlay O[HIES 2HAA
dd ALES SKE £ ASLICH

E
0x
0x
>
[>
=
o
>
12
of
N
_!,‘_
oM
(72)
~+
o
©
2
rE
Im
ufn

T
= l
>
il

Start
@

4 Spawn
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a@® Game

Game

Samples Showcase
VFX Graph Learning Templates

Welcome to the VFX Learning Samples.

This collection is composed of various VF hs, 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

- 2

development updates. Selection
dropdown
Next/last
example

v

3 Samples Orient Advanced
Edit VFX Graph E—

Selecte VisualEffect —— snow vix
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 O k 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:

Documentation
links

Select Prefab

in Hierarchy — Select Object

v Display1 ¥ Free Aspect

8 Console

Samples Showcase %

7|23 A|Zts}
M2 E20= M Fo ALH J| =20 s 2 JHstt oi2t0|E 7F QELICHL 25 oM =IF-
US HESHALL M ROl 7|22 E ZFE £ JSLICL
7|=2E ZZfst2{H ME S0 VFX GraphE M| slie VX QIAE A0 HZBHOf BHL|CE.
Detach
Sglect atarget 4 VFXG Bounds O]
Attach to selection
VisualEffect ZZHET} = A1 QEMEO| VFX GraphS HZRLICE
A AtCHO| ZH2 ‘213 010| 22 AFR S0 Visual Effect AZHE 7L Ql= MEHEI A @ 2HE0f| VFX
raphE S&gL|Ct
HZA0| 22 =™ VFX Graph O|ICIE{O| M ST SE52 MEiE 2R S7|2t=0| EA|ELICHL | =2 HES
Sl 4= T E5HH dYE HEAY = USLICH
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Oll€ §0 of2Hol|= Initialize Particle Z1IEIA E Q| Bounds A&zt M Ho| &f

o
N
[
o
N
°
m
I
30
i)
C
o

4 Init

14

Manual

Bounds 7| =2 = Initialize Particle ZIE|AE Q| Bounds & & LIEFHLICH

Covered Aspects:
» Data Flow
« Context Block

Contexts & Data Flow

Contexts & Data Flow MZ
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Spawn Context

O VFX GraphOf\{= Spawn ARIAEQ| M S AFESH0] IE|Z0| X F LIEILLE YA S M ofol= LEHE
efolgt = ASLICL Spawn StateE EE5H FI QA MY Sl RO ME, RO X|& AIZHE2
st EE oY 5 AFLIL

Ol Al 2abs BAK QIAS ZRASIH] At ARHO| SHLHY S2t7H= ZMY HYILICH 0= 2 HAE Atojof|
oFZtol X|Ho| U= T ME|IS HAEES Mot FHELICH

Spawn Context

Hc wn Event Attribut
Spawn State Operator.

Covered Aspects:
« Spawn Context

Spawn ContextS AHERfLICE

EESH O] Of|N|Of| M= Spawn ZEIAENM =, ey, o0t S| £M S AAGEI0] LIS Initialize Particle

HHAE d&E= YHS 20 FLC

Capacity Count

HitH
==

rir
mjo

O| VFX GraphOllM= 2 LHollM &o|e| 37|29 TE|ZEE MMt Capacity 542 AtEst
HHE £ ASLICHL

Capacity Count= A|ARIQ| IHE| 2 o 22| S0l AFSEILICE O £+X|& =0|H €Y &= H22|7t S7IELICh
Capacitys oM &4 otE|Z 501 TSt 2|2 AFZEL|CE.

© 2024 Unity Technologies 59 of 166 | unity.com


https://unity.com/kr/releases/lts

@ | Visual effects by example |

Capacity Count

Capacity CountE S2|H & o|22|7t Z7tetLCh

Multiple Outputs

O] VFX GraphOl| M= Initialize = Update AHIAE S S}t EE= O3] 53 HEIAEQ| Qs WHE
AT E = UASLICE 0| S Salf otLte| WE|Z AlZ2l|0]1Mg MMt 2t mE|20 of2] & AMHHE

ddg = ASHCH

O| 20l M= 2t mtE| 20| A ME|Z, KA, Ao = A ELICH Mesh £33 AFE3H0] O|AFY
TO0{E 2UHE S F HM Quad EHS AFESH0] 1 9{0f O[0A|E 22 RE FIteICt MZis 24 K.

= =T

Ctofst a2

st of21 JHe| E2ig AFgefLICt

o
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U =3Ho EX SRPot SEHEILICHO|: HDRP &M EZ! ot =22 HDRPI S3H.
Bounds

Bounds 8™MoZ w2 HasIH Ms
X

—

= o
72O 2 Jttet RN 2| R0 o|=X ez A™E ASLICt O At oiE|S0| 2 E
Output ZIEIAE0f 24dotEl 22 ofTs| DYXE E2[2 & US).

Bounds 7| =27} FtH|2t ZEA| tofl 1 THE[Z0] ChA| LIEFLI =S Bounds 28 S ZFgLIC

Bounds ModeZ MEtstL|Ct,

— Manual: Bound Size % CenterE #5292 MXNBLILCE,

— Recorded: 0|2 £}l AtEXH= VFX ZHEZEE AHESHH HAIE =31t CHS dliE

HE = AFHCH

—  Automatic: ZA7 Z2f|QI0ICH A AEILICE O] M2 S8 VFX £ VFX BHE 2y
ZQst £ UX|Tt 2|AAE UO| AFEELICE 7HsSHH Manual EE= RecordedE AFESHNIR.

Bounds off camera

Bounds

Bounds on camera
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TE|Z W Y oW

£20| A2, HIA, AEY 5 RUOR MFYE|O| UE ME|ZO| XIQ|E2| W2 HofsHo} sk ZL It
20| Y&LICE FHEHE FoloF $IHQ? Y L 91 X2 2AUITLR? Orient S2S LRSI Tyt
BEES 5o THE|Z0| WS H 4B 4 ALt

Orient Face Camera, Orient Fixed Axis, Orient Advanced VFX Graph= ItE|S 2h3f
CieFst tHS Hof FLICL

A MESH=

Rotation & Angle VFX GraphOilA 2 &= {X0| Angle £4E AL MEIZ S 2 TY =& USLICL

Updalé Particle

] Fé&ation & An\;””

Angle £4& AHE5t0] IE|ZS S| HFLICE
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of APNBQl ZTHE
HEIAEONA 0|2

oz{H & T 2 AL2SHM| 2. Rotation & Angular Velocity MEZ2 Initialize

of 2t cit
— -
Aot Ch3 Update AEIAE S ALE5H0] 2| TS YCI0|ESHE WHE 20 FLICH

Rotation & Angular Velocity

The Particle’s rotation can be controlled by setting the
angle attribute. To get more realistic behavior, you can
alsg, 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 Veloc

AKX} BYS

HAZEVFXE 2 ZE2I0|E A EO| Q&= 27t WELICH Texindex Attribute =2 £39| UV EES
Flipbook2 2 H5I0{ ALZH0|E A|EE AIE3HE YHE 20| FLCH

Flipbook 2£2
E

222 Am2{0|E AES OfLIH0| M3kt ol E20] E|BY, AZ20|E AIEQ| Of= B2 S EAIEX
ZHss B2 &

A
2l texindex £ S ZXGIH 522 Hoje 5= ASLICE

Flipbook Mode VFX GraphOfl A= Flipbook Blend FramesE 4518104 7| & ofjL|H|0| M Z&!8 BIA KL}
O o0 E2HEl ofL|mjo| 0| WM E= RS =eled = AELICH

o)

Flipbook Blending VFX GraphOl| A= 7|& Z2|) SHT 2 2 HEE At Z2f|ef SuF el Xto|HS
LIEFALICEH 2 HE SHY2 HAKE AFSH0] Z|Y Ato[2] M H|S LIEIEZ SE=o| 23 ¢
+E E0|7{LI £ER BHOE THE HASH= O R8¢ = JUSLICH
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Flipbook Flipbook Blend

Ho|Xoz A8SHE O] A|IAROZ Y ELIC
ol Ar2ELCh o] 282 o2 IHEIZS &M

==
AlZh =0l =, MX|0] THE|Z 9K = &4 2UE 733

TexIndex Advanced VFX Graph= texindex £82

OfL{m[o] Matsto] ZE[|0]0f 2M T2 2t S0 LT}

Temeex AdEnced -

=M Jeio ool of2] A|AES Zefeiich
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OHE|E mf®

7|2XOoR mY2 mE|Z9 /IKIE FHOE X0 BE H(XYZ)0M QIME = AUELICE Pivot
Attribute VFX GraphOi| M 2} THE| 22 MZ CHE O|8] QO 285 ZHSL O

Pivot Attribute VFX GraphOil= M2 CtZ I

Current -

Particle Id

OHE|2 mHe =L

ItE| 22| Pivot £82 HO5tH SO|Z2 2

o RO A& B0 FLCH H7IME 22 £, AAH, 7HAI7F 2% DHE|S YL
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A

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

[HE 7HE A 7Hef mhE| 20| EAIELICH

Mg FHY 4 YSLICL Pivot Advanced VFX Graphe
[e]
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XS0l £ IH2 RAO| 20 A= SA HESH R E = ATE #2|of| DFE[0] ASLIC
J2|1 ME[Z9 £HO| TIMEHA I[8io] ZLOZ 0|55tz = OfL|H|0| M3tst0] 20| RAFHAAZ A
EOX| 1 L2 = AA ELct

d Aspects:

Attribute

g ofiLmoj et S0|22 S2Yo| W E LT

oo

HA| 3 BAK M=

Mesh Sample VFX Graph= THE[ 22 44517| 2[s HIA

JeZ = Sample Mesh HAUXIE AHESHH, Mesh 132
Mode:= SurfaceZ MH™E|0 QU&L|CE.

2 2o EL|CL.
1 Placement

Wrap
Surface

Uniform

Sample Mesh ' EE AHE6t0] HHO|| THE|Z S HHX|RLICH
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O ot MAl HHO|| THE| 20| F2He2 WHELICL Position 3! Color 252 &
OfiLIool M 2t A S ¢lot IHE|E E=HE|E XMESh= Initialize Particle ZIRIAE = MEHELICE,
O] A0 = 2 RUM 2= HIE D 7R 2 QI8 AAHY 0| HA| 2EL 2 EotiE LT

ot

ble Mesh

HIAl EHO| THE|2 S HHELICH

2D O|O|X|E AHB3to] BR3P EWHE HE 4 YSLICH Sample Texture 2D VFX GraphOi| A= Texture2D
Sample HAMXE AFESHY ME|Z Q| HEE AFStL AR HEYS fAsH= LHE =eled = JASLICH
Jeix=2D J2|=0f MEIZS MAMStn XY ZHEE CHA| 0jESHe BIAKME MEZISL|CE O CHg MEYE
BIAK Zfel ZUztol| wat mHE| S 0| AR
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2D E£=3D REHNEQ| Mo|me} R2tg HHSH= 7|2l SDF(Signed Distance Field)E M
QU&LICE SDF= Z7to| EX X|HOM QEME HHO| Jh&F 7177t K| ™MK Q| 2|2 Al AbgtL|Ct.
SampleSDF VFX GraphOll A= SDFE At&sto] THE|S0| HiA| EHE W2} 7|oCHE=E MEEs ¢

sfolg = AL

Sample Signed Distance
Field (SDF)

Covered Aspects:
Sample Operator
orm to SDF

« Strip/trails

Signed Distance Fieldoil T}E|2S A gfL|Ct,

2|2 FH2IE L ’IE*(prop)Oﬂ BIE MEH0f ot AR AZIE HIAIE WEYSto BH 9IX|, HEIA
Zef, UV, = Sof| st HEE H&LICt Sample Skinned Mesh VFX Graph= 32|29 Sof ZIHS
MASE7| 28 BH UVE 7t SLCt.
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sEyas e

0

VFX Graph= GPUO|A DIE|E& AlE2|0|M6t7| 20| TtE[Z0| Ykt 2|X|=HIC| E2I0|Cet S5
SIS LICE SFX[ T XM E2| Z2|0|E|E (A, flE, WM, )2t SE5HAL Collide with Signed Distance
Field & Collide with Depth Buffer 288 A%t SETt MO| X2t =Y 4 USLICH

Collision Simple

Graph is simulating particles on the GPU, they

Collision Simple VFX Graph
Collision Simple VFX GraphE €M 7|2 & 12 2Xg 43t WHE =old £ USLICL

Collision Properties VFX Graph= Bounce, Friction, Lifetime Loss, Roughness Z2 TZIHE|7}
OIE|29| & B30l of™ JeS O|X|=X|E LIEFHL|C.

T — Collision Properties

Bounce: 06
Friction: 08
Roughnes : 0.2

lider B\ock and
like Bounce, Frit
collision response of the particles

Covered Aspects:
« Collision Properties
« Collider Blocks

- Collision Propert

Bounce, Friction, Roughness7t 50| g 0|&LICt
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Unity 60l A= 7HE Collider 20| Collision Shape E220 2 Z%E|0] 0{2] H[O|ZE #|A| Metst 4
UAELICL H 7K SME F7t6t0] HEYat Mete ot BF JHMERQSLICEH HAEAE LHojlA o2 742
Collision Shape 258 ¢&5I0 5tz 21E ¥2 & USLICHL

SignedDis

Sphera
OrientedBox
Cone
Plane
+ SignedDistanceField

Lo

Collision Shape 222 AIg5t0{ Z2}0|C{ Mo|ZE HtgtL|ct
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2 x| 22 =& 24 (collisionEventCount, collisionEventNormal, collisionEventPosition,
hasCollisionEvent)2 Z= O|HIE| CHs xtAlst HEE MSsto] ECt U Moot A5 %8S
X|&IEL|ct,

CollisionAdvanced

&

Properties Attributes
o = | - I ¥ xisY
Get Collision Event Count Current s AR

» axisZ a
Current KI"

; : o m collisionEventCount -
lision Event Count =

Type Uint

Read-Only Yes

Description
Get Collision Event Norma Outputs the number of total collisions detected by
the particle since its birth
Current
v :\‘[_, collisionEventMormal &
Collision Event Normal O
Type Vector3

Read-Only Yes

Description
S e et e Qutputs the collider nal at collision point at this
Get Collision Event Position Current frame. (0,0.0) If no co 7
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Q isual effects by example | Render pipelines and VFX Graph | Shader Graph integration
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Q | Render pipelines and VEX Graph | Shader Graph integration | Interactivity |
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@ | Shader Graph integration |
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@ | Shader Graph integration |
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Q Shader Graph integration | Interactivity | Pipeline tools |

Rigidbody
MeshCollider
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Trigger Event Binder

OFXE7LR| 2 Z2t0|C7t ER|HZ MAHE A|Y REHE0| VFX Trigger Event BinderE F7te 4 U&LICH,
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BUE E2|AY £ JELICH

~ VFX Trigger Event Binder (Script)

On Exit

On Enter

Trigger Event Binder
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Q | Shader Graph integration | Interactivity | Pipeline tools |

Trigger Collider

Trigger Event Binder= 3 Z2t0|4E ZX| gL}

Visibility Event Binder

Visibility Event Binderg ArE35tH QERETL HO|7 Lt 20|X| A & 1 O|HES LHAZ 5= ASLIC.
7|0l M= R 7K dE KYES AHESHH A REME Visibility Event BinderS HZELIC

v isibility Event Binder (Script)
VFX Visibility E Bi (Script)

Visibility Event Binder

Activation 4% (OnBecameVisible === OnBecamelnvisible)o] 2t £ O|HIE 0|2 Target
Jefjmof MehgtL|ct J2{™ #E2{7t Fto2t BEH o EH 7L L2 mf EE= N2 E HD B ol
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@ Shader Graph integration \ Interactivity | Pipeline tools

EE Timeline®

iteTimeline (Timeline)

i 0+

VisualEffactAct

VisualEffactAc
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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
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End
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Visual Effect Activation Clip

Enter Event

Exit Event
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| Interactivity |
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| Interactivity |

D Iming age
n
alive

alpha

Duration
angle

Visual Effect Activation Clip

angularVelocity
Name 5
axisX

axisY

Eve nt axisZ
Attributes ol

direction
lifetime

xit Event Attributes mass
List is Empty meshindex
oldPosition
pivot
position
scale
size

texindex

O[HIE £ M S AME0to] O|HIES E2|HE uf C|0|H & MY ELICE

VFX GraphOllA] 0|23t £ 48 MAEst2{H Spawn ZEHAE|| A Set Attribute BlocksE AHEotH
ElLIC C# 23R E0M MEE OIMIENE ST S48 AEY & UEFLICH XHAISH LI 2 Visual
Effect ZIZHE APIE &=otM L.

m2HE| bl

TZHE| HIRIH & Mot A[IE2||0] g2 VFX Graph?| Exposed Propertiest] HZE 4= Q= C# SEHILICY,

VFX Property Binderzt= 2t MonoBehaviours S8l TZHE| HIQIHE 2718 4= QI&LICt,

OlE S0 Amof E2to| HfRID = Mol AT 20| ZtS AE3t0] Sphere Exposed EZ2IHE| 2|
AXIQt HIXIES AtSO =2 MEE £ QUGLICL

VFX Property Binder

B v VFXProperty Binder (Script)

Add Component

Scene Target
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@ | Interactivity |

HEL Al 20| BEE & = A= SOOI FHH|2HE Hof| BiX[SHOF StALE, =27 ERHAZO|LE Vector3E
m2t7tof she 22, TE2MHE| HIRIHE AI8SHH o2 = TE2ME| RS Mo = UAELICH
AME 7t A g5 2 Add Component > VFX > Property BindersOf| A 2Q1gh 4

2t @t MBol= TRIE HiQIL|7} M A5 TXS J2HT0| HFSHE WHS O Fi QAHAT
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to modify Genie’s Bézier curve

o
]

—  ARRadar0{| A PointLight Transform2 3D 2{|0|f 2}H0i| A Z2{[0]0{2] &0 LiEtLE= /IXIE
ZFSIH, YLts M= S HAZH 33 ST|=HEfLct.

PointLight position
binds to particle

B - VFXProperty Binder (Script)

ARRadarz PointLightS &4 oto| 20| HZEfL|Ct.
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@ | Interactivity |

—  Grass Wind MZ0|M= Z21HE| HIRIE 7} ThirdPersonControllergt= EMAZE| Qx| £ EE
XS] ZC|E LOo{HL|CE,

v VFX Property Bi

ThirdPersonController
Velocity and Position

Grass Wind ¥Z

—  SpaceshipHoloTable0ll Al MapPosition-Controllerzt= EHAZES ALE35t0{ E|0|2 2|2
PinScreen =1t 9/X|E HfLICt. OjL|o|O|E{ 7} O|2| HeHZI =2 Mof [EfEf BIE SE0|A| StHLE
HEtAo| S OGtEE SH 22 0| MMsHA| X0l 2&0| Y ELICH

Moving the
Transform
slides the
map effect

Ol ZTE2ME| HIQIE|T} J=H et Mo| 2HAIE Z3tsh= TSt Al & Y20l SatetLCH 2O, 23,
22|, Ul S Cret AxHEo| fet LEQI T2 ME| HiQIHE gels HAlQ.

Zost TEME| HIQIHE 32 4 gICHH UnityEngine VFX.Utility.VFXBinderBase 2z{A S A5t
274 T2HE| HIRIHE ZHdei e gL
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@ | Interactivity |

o=

=2 O|-HE

O[MIES SHR5HH VFX Grapholl BIAIXIZS HLS ST QAR SO 2 BAIXIS LY 4 QBLITH
s O[MIES AL2 613, Spawner HEIAEO|A A THE| 20| 442 912 4 AUAL|CH 0|2 52 O[HE
WS2|9t BPH AFRSIO WO| CH ATZE| 2 4 AXLICE

O
4 Output Event

On Received Event

FtHizt 27|, AFRE T, Z2|H MM S Al (0] 2X0f| w2} BhSehe CHYet SXHS HOEX| BHE &
UAELICH

O[HIEE £4I5t2{H UnityEngine.VFX. Utlllty Li| ! Am|0| A 9] VFXOutputEventAbstractHandleroi| Al
ATREE SEAE A gtk a2 O23 22 HIMEE QH2t0|=-L Ct

override void OnVFXOutputEvent(VFXEventAttribute eventAttribute)

Unity:= O|#IEJ} E2|7{E ufoict O|HIE £48 MEt0|E 2 MESH0] OnVFXOutputEventE @ EELICE
VFX Graphoil Z2=|0{ Output Event Helper0il A HS5t= 7191 AFeS 2ol E MR, 7| X| 2t2[Xtofl A
HX|Sto] oM ASBEE M E & JUELICH

Meteorite MES CHA| ATHEMH A J2iZ Lol M YA ZHSotEX| olst = AESLICH CHS2 VFX_
MeteoriteMain |2 QEHHEQ| HZEZ 4 Q= 02| &3 O|HIE HS2{QL|C}.

—  Fd2t &2l VFX Output Event Cinemachine Camera Shake Z X' E = Camera Shake
O[HIET} L MFS mf FtH|2tE SSLIC.

A v vFx Output Event Cinemachine Camera Shake (Script)

Camera Shake 23 ZE
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@ Shader Graph integration | Interactivity | Pipeline tools |

HEOf| 23l Buffer 3! Plankimpulse
ot ZAT= THCIE MM LIRTXLE

—

—  BZX 33} VFX Output Event Prefab Spawn ZE
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O[HIET} 2rliptL|Ct &3 O[HHIE dHS2{0f 3l &
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— gl ofL|m|o| M: It BILtS| VFX Output Event Prefab Spawn ZEHEE 2M0| 58 mff 2
OfL||o| M MM EtL|Ct 7{AE Output Event Handler Light Update A3 ZEE 2RHEZ|

2, 971, 2HE 250 O SHQ =2 2 FolgLIch

VFX Graph Output Event

4 Output Event

LightBim

. Output Event Handler
GameObject ' spawns Prefab

B ~ VFXoutput Event Prefab Spawn (Script)
Editor

Light animation
from another

Prefab instance Output Event Handler

B v Output Event Handler Light Update (Seript)

FHAE Light Update Output Event Handler
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Q | Shader Graph integration | Interactivity | Pipeline tools |
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| Pipeline tools |
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@ | Pipeline tools |
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P

| Pipeline tools |

Signed Distance Fields
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E Unity Platform - Rendering & Visual Effects

VFX GRAPH

Raytracing Support Generate Volumetric fog with particles

Released - 2023.2

URP Decals with VFX Graph

RN\

'VFX Templates and Wizard Custom HLSL Block

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