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https://youtu.be/0iUdQjhujbw
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TECHNICAL ART
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STEP 3 — PROCESS
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® @ _VfxBatchTrigger.json — OtEIAEZE ZX

// OIEIAE= JSONOI Ze|& B=2et Mo FLIC.
// OICIH &= 220t 2XHA L0tA X SLICH
{
"prefabs": ["Assets/ ... /VFX.BloodSurge.prefab"],
"width": 512, "height": 512,
"fps": 30, "duration": 5.0,
"background": "transparent"
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® @ VfxBatchRecorder.cs — =g KN FZ

for (int f = 0; f < frameCount; f+)

{

yield return new WaitForEndOfFrame();

RenderTexture.active = rt;

GL.Clear(true, true, new Color(0,0,0,0)); // Zut 2=

cam.Render();
readTex.ReadPixels(new Rect(®, 0, w, h), 0, 0);

File.WriteAllBytes(
Path.Combine(dir, $"frame_{f:Du}.png"),
readTex.EncodeToPNG());
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// LWEIZ HEA 2 2OE 'Al2'22 AIE » HEIZIE SH 80|
// WEI2 AAEDO Color over LifetimeltO2 2 SHAS RS

float waveRadius = input.color.a;

[/ SHE HEE: AEE=Z BXSS d3d 'sIOIEHQ S BtED

float2 polarUV = float2(dist, normalizedAngle) * _MainTex_ST.xy + _MainTex_ST.zw;
float radiusDistortion = (tex.r - 0.5) * _Distortion;

float distToWave = abs(dist - (waveRadius + radiusDistortion));

/2 SN+ &/F WX HOIE + F 0tA3
float ringMask = 1.0 - smoothstep(0.0, _Width, distToWave);
float waveMask = ringMask * frontSoftness * backSoftness * circleMask;
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WoolSaga (2A171)

12! HIZt— 7] - ofE CIME! - MOIT] - VFX - UI HE ) Unity 6 + PixiJS 8 &

IHFE HE. 22 7|2 Unity(HI0]E|E2)Lt PixiJS
Eq
=3

TAS Itk ALY HOICIE, Y BL 4412

® WoolFluff Mjo|c] — "2El2 PBRE ¢t ElL|C}H"

pe3 2= =i SCHAEIX# 2HSLICH Wrapped
Lambert(£E2{2 2 Z7) + Fresnel Rim(A 2o HE 4y + 22t
Hel2 Me 22 EH. ShadowCaster/DepthOnly IHATEX| URP
24 i S.

HA
=
—
rlo
9
I
o
o
o
Ml
m

® @® WoolFluff.shader — &4 2i0|E

// Wrapped Lambert — ¥
saturate((NdotL + _Wrap) / (1.0 + _Wrap));
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half3 diffuse = baseRGB * mainLight.color * (wrapped * shadow + _AmbientStrength);
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float fresnel = pow(1l.0 - saturate(dot(N, V)), _RimPower);
half3 rim = fresnel *

Laoz,

_RimColor.rgb *

return halfu(diffuse + rim, _BaseColor.a);

_RimIntensity * baseRGB;
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