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PROJECT 01

Blood Invasion
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® @® RadialShockwave.shader — =%E =20 & (URP HLSL, && &4)

// LIEIZ2 HEA 2 IE 'AlZH'22 A2 » HEI2IE =X 20l
// TIEI2 AIAEIC Color over LifetimeBtOZ 2 SAtS S
float waveRadius = input.color.a;

// SHE 452 ATE2 BIISSE 3ol 'RIIHQ S BHECL

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)
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® WoolFluff Mo]C] —"2Ei2 PBRE o ElL|C}" ¥ 2ElQ! OIE|& — ExplosionFX = 3Ic J|dHUD 2

HEZE Lit2 QS e Z2tAEIXE BHELICH Wrapped 2|y glo] RER MMHSH= 24|15 TIEIZ (22 HI + AL, MAF HudController.cs — HP/AE Z|0|X|, HE J2|E, 5T 2ES
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AT S,

® @® WoolFluff.shader — &4 2t0|E (URP HLSL, && &=4)

// Wrapped Lambert — @2 ZHE 2EEN, &8 U & HES Z2A

float wrapped = saturate((NdotL + _Wrap) / (1.0 + _Wrap));

half3 diffuse = baseRGB * mainLight.color * (wrapped * shadow + _AmbientStrength);

// Fresnel rim — ARU0NA A, HZECZ 24,

// B2 HIolA ZHel2E EHEW "E XAIL 22 Ha2" 222,
float fresnel = pow(1l.0 - saturate(dot(N, V)), _RimPower);
half3 rim = fresnel * _RimColor.rgb * _RimIntensity * baseRGB;

return halfu(diffuse + rim, _BaseColor.a);
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STEP 1 — CAPTURE STEP 2 — EXTRACT STEP 3 — PROCESS STEP 4 — SERVE

VfxBatchRecorder.cs vfx-sprite-extractor Auto-Trim + Sheet Export VFX Library vi->v3
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® @ ® _VfxBatchTrigger.json — OIEIAEZE 2K ZAl

// OIEIAEE= JSONOI Ze|lE 2=2eh Mo® FLICH.
// OICIE &= 220Gt ZXIcHA 20t X ELICH

{

"prefabs": ["Assets/ ... /VFX.BloodSurge.prefab"],
"width": 512, "height": 512,
"fps": 30, "duration": 5.0,
"background": "transparent"

® @ @ \fxBatchRecorder.cs — Zd@le 2id 2Z (&3

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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