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Particle System




Main Module

1gouUNIA, ADIULSD

. n:)unuwnmnSSUHan 15U 91Y
au

2
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Emitter (a>uassounin)

* MKUQdASINISUaD8DUNIA LU DIUDUDUNIACID
Suln KSaUaosuuu Burst 10udu
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Shape Module

* NMHUQsSUNsOWuUnNnNaunAQNUaoe 1su 90
(Point), oonau (Circle), nsuonau (Sphere), HSo
ns>y (Cone)
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4 Velocity over Lifetime Module

* MHUQADWLSOUDVDUNMANIUAYULUAVOaD QY
NISTB0 U
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Color over Lifetime Module

* MKuaNstJagudvoavaouninMuIgNISTEviu
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Size over Lifetime Module

* MKUANISIUaguYUIQUIYaUNIAAADQNYNSTS
01U
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Renderer Module

* ADUAUNISLLEQUWAUDVDUNIA LBU NISTY
Material KSo Shader
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yuaaunisasio Particle




asio Particle System

. AZNUDTA
Hierarchy > Effects > Particle System

» Unity 2:LWU GameObject wSou Component
Particle System aotuain
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dsulavAikantu Inspector

e Duration: s:g:1Da1woonistau Particle System
(3un)

*Looping:, lUcﬂumumnmaoms’tﬂaummaum
2g1000LUDV

* Start Lifetime: mquaoaqmnﬁaur‘ia:maw

+ Start Speed: A W1SIISUAUYDVDUNIA

» Start Size: yunalsuAuudvOUNIA
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3 WU Material TRnu Particle System

e 35190 Material THU TagA3dnudIN
Assets > Create > Material

»1d9n Shader 1Wu Particles/Standard Unlit
uazwu Texture NADVNS
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Jsuiutao Modules twulu

* Emission Module
IwudasIMisUaogounia wsu 10 sauniAcdaSuln

* Shape Module
wasusunsunisUaosgounia 1wsu Cone aKsU
Lowiwnatdasiw
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using UnityEngine;

public class SmokeEffect : MonoBehaviour

{
public ParticleSystem particleSystem;
A
= void Start() {
.§ var main = particleSystem.main; B
= main.startLifetime = 5f; // ©1guavounia 5 Suin
Q main.startSpeed = 1f; // A2WISIISUAU 1 KuUdY
,a main.startSize = 8.5f; // uuraiSudu @.5
i main.startColor = new Color(@.5f, ©.5f, ©.5f, 0.5f); // &nilUsola
v
c
o var emission = particleSystem.emission;
% emission.rateOverTime = 20f; // Uasuounin 20 ca3uin
0
' var shape = particleSystem.shape;
shape.shapeType = ParticleSystemShapeType.Cone; // t8nsonsd>gdiHSunisuaosgoynin
1
1
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particleSystem.main

T8USUAIKAN 16U 919, ADIULSD LLA:UUNIQUDYIUNIA
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particleSystem.emission

tdusuoasimisUaogounin
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particleSystem.shape

tdn1HuasunsonisUaosgaunin
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a22810nN1stdolu Particle System




owiwnaiw

* 78 Shape Module nwuu Cone (ns28) (WoTH
auNIAWOUU

«1Wwu Color over Lifetime THoun1Aasudon
wavlludikaoo

15 Size over Lifetime WoTHOUNIAADY 9 KOOD
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« \WU Particle System Tuoin

» Shape Module: 13on Sphere w‘éa’tﬁds:mﬂIWns:aqu
NFANIO

. Em|SS|on Module: no Burst ?HUaaaaumn 30-50 lua
1SUAU

* Renderer Module 15 Material uwuu Glow HSD
Emissive lwalwun:nua:no
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* Main Module
e Start Lifetime: 1
e Start Speed: 5
e Start Size: 0.1
 Start Color: dau (RGBA: 1, 0.5, Q, 1)
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y

juaauniIsasiviwiwnailw

e dsS10 Particle System
» nanuDN Hierarchy > Effects > Particle System
» AVUO GameObject 16U FireEffect
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- doAHaNn?u Particle System Tagusuailu Inspector
U0V Particle System
* Duration: 3
* Looping: watsdviu (WothLasIwiaud)
» Start Lifetime: 1 nv 3 (Guorguovounin)
- Start Speed: 1 no 2
e Start Size: @5 nv 1
. Start Color: 139n Gradient dnlaondulunav KotkIooludu
 Gravity Modifier: -0.1 (aqmnaaai’?u)
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 Usuuaio Modules Emission

* Rate Over Time: 30 (91udusUNIACD3UIN)
- USuuao Modules Shape

« 1Wagu Shape 1Wu Cone

« USu Angle 1Uu 25 (w‘@a’tﬁau,mnns:aw)
 USu Radius 1Uu 0.2

« Usuuao Modules Color over Lifetime

« WWaldviu ua:avAl Gradient Wudlasinitkdov (1ISudu) TUAU ua=01vHIY
(ta)
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e Usultav Modules Size over Lifetime
* WalBvIU ua:auATHUUIQUDVDUNIAAQAVLSDY
« Usuuavo Modules Renderer
(WU Material uwuulusota
« d510 Material THU (Assets > Create > Material)

» 139N Shader 10u Particles/Standard Unlit
« 1wu Texture 16U Texture sU "Smoke" HSo "Fire"
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N1SAVA

e dS19 Fire Effect
e dS10 Particle System awnlaasuigidaiuuu
e USULLOVTHIKUN:SUNUANUnU:UdoIw
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. WU Script
« d$10 C# Script o FireEffectController.cs Laziwuaotu
GameObject Han

* 1GoUTYV Particle System
« a1n Particle System TJgoaduds fireEffect Tu Inspector

°* NQdouU
* nadu Play ua:naudu E wwolda/Uatowiwnalw
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using UnityEngine;

public class FireEffectController : MonoBehaviour

{
public ParticleSystem fireEffect; // 91090 Particle System
void Update()
{ .
< // asdodoudnaulu E wwowla/Ualw
= if (Input.GetKeyDown(KeyCode.E)) {
:é if (fireEffect.isPlaying) {
0 fireEffect.Stop();
2 Debug.Log("Fire Effect HgaQ");
= } else {
e fireEffect.Play();
Debug.Log("Fire Effect 1au");
1
1
1
1
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IWLADU

asio Particle System dnyadiKSuAdu

1.

. aQ Start Speed ua: Start Size

A w N

15 Shape wuu Cone

. A Color over Lifetime TRIUudIN

. WWatdoulu Noise Module twoatKAlulAdDuUlHOUUUGEU
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IWULSEOIW

public AudioSource fireSound;
void Update() {
if (Input.GetKeyDown(KeyCode.E)) {
if (fireEffect.isPlaying) {
fireEffect.Stop();
fireSound.Stop(); // Hgaldeo
} else {

fireEffect.Play();
fireSound.Play(); // auidgvo
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iwuLao (Light)

WU Light 1worhTRIwWQauoso
1. a$10 GameObject Light ua:>19l53AchukUOIGEIAUIWIWNATW
2. @uA1 Light 0u Point Light

3. 16 Script wollagundIWULTUUDVUAVTHNSEWSULLUUEL:
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public Light firelLight;

void Update()
{

// Adwadvlagunuugy

fireLight.intensity = Random.Range(1lf, 2f);
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LOWIWNAR

75 Shape Module uuu Box twotHouniAanavun
9INAUUU

*aq Start Speed WwalHouNALAADUNG

+ WU Start Lifetime wotHounnaguuoolduiu
uu
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NIsasowiwnNaru:tu Unity awisonilalagts
Particle System Usuucno?naumnmaaunmn
muuuaaamamam ) wsamwunruauumasu

\WoTHaUDS0 16U n:nuau?unnmomscm lLa:zAdIIUY

KUILLUUUD VR
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JUQDUNISAS10LDWIWNAR U

e dsS10 Particle System
» nanuDN Hierarchy > Effects > Particle System
» AVBD GameObject 16U SnowEffect
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- doAHaNn?u Particle System Tagusuailu Inspector
U0V Particle System
* Duration: 5 (s:a:13a1ﬁaqn1nqna§1o)
- Looping: 1Uat60iu (WWotHRUsdud 1Sy )
* Start Lifetime: 5 no 10 (uorguovounin)
* Start Speed: 0.5 v 1 (A WLSOTUNISAN)
» Start Size: 0.1 no 0.3 (VUradUNAHLE)

 Start Color: duioHsodinioou (RGB: 255, 255, 255 Kso
200, 200, 200)
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* Usulaio Modules Emission
* Rate Over Time: 100 (9uduounAnNUaoecio3uln)

« USuuao Modules Shape
* 139N Shape WU Box 1wod1aovRu=andaNwWunuuIatHy

« USuuunquav Box
e X: 10 (A WwNdV)
* Y: @ (n>wgouooaunionisUany)
« Z: 10 (AD1wan)
* 1901LLHUY Box 'Zﬁaédwuuuaov‘?uﬁ‘na’u (Wuiunu Y = 10)
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» Usuuao Modules Velocity over Lifetime
- WWaldo1u ua:usuunu Y Wumau (1u -1) iwotRouniAanav
awualv
* WU Noise KSo Randomness iwomtinmisaniuilutduaso
» USulao Modules Renderer

* WU Material wuulusola
» 510 Material THU (Assets > Create > Material)
« 13on Shader 1Wu Particles/Standard Unlit
+ WU Texture sU "Snowflake" HSanadvnaulusola
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using UnityEngine;

public class SnowEffectController : MonoBehaviour

{
public ParticleSystem snowEffect; // 91090 Particle System
void Update() { .
// Wa/UaRu=wionaudu E
3 if (Input.GetKeyDown(KeyCode.E)) {
= if (snowEffect.isPlaying) {
E snowEffect.Stop();
% Debug. Log("HgaowiwnAaru:");
- } else {
-2 snowEffect.Play();
Jg Debug. Log( " ISUlDWIWNARU:");
1
1
1
1
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IWUADIUSIUASVODY Noise

1.1Ja Noise Module Tu Particle System
2. Ao
1. Strength: 0.2 0o @5 (n:nuluaoluuuaonnmomsmn)

2. Frequency: 0.5 (n:nunuaomsndaﬂunnmo)
3.Scroll Speed: 0.2 (ADWLISOUDVNISEHU)
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IWINISAa:a18 U VRUEIDBUWU

using UnityEngine;

public class SnowCollision : MonoBehaviour

{

void OnParticleCollision(GameObject other)

{

// m3ondavunis WU nisauosunA
Debug. Log (" Ruzsunuwu");
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IWiaLIWaLUagUNANIOUDORI:

1. WUa Force over Lifetime Module

1. aoAinu X HSo Z wWumudnksoau (1Bu 0.5) iwathRu:=LOgolUTunAno
yovau

2. WU Noise waduadWUSOUDVAU
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IwULSgoUS=NoU

public AudioSource snowSound;

void Start()
{

snowSound.Play(); // audsolloisudu
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IwULSgoUS=NoU

public AudioSource snowSound;

void Start()
{

snowSound.Play(); // audsolloisudu
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loWIWNandJu

75 Shape Module uuu Cone IWatKADUWOUU
*.WU Noise Module wwatKnduLnaaulKoLUUEU
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« \WU Particle System Tuoin
 Shape Module: 1aon Cone IWoTHASUWOUU
» Emission Module: do Rate Over Time 1Uu 10-20

e Color Over Lifetime Module; lUé:ﬂu:?imnlmdauffJu
TUsota

 Renderer Module: 16 Material wuuldsotaaiKsundu
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* Main Module
e Start Lifetime: 5
* Start Speed: 1
e Start Size: 0.5
 Start Color: tnhoou (RGBA: 0.8, 0.8, 0.8, 1)
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laWIWncm:u:-nmsnasmlaoaa Particle System

Ichsuucno?naumnmaaunuuwuuuau IWUNIS

lUﬂOluuaz_)ﬂ Noise a:ts Color Over Lifetime
IWoLUAsgUIAAIUTHADY 9 DI10HIY
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JuQUNISaSI0OWIWNAADU

e dsS10 Particle System
» nanuDN Hierarchy > Effects > Particle System
* Q08D GameObject 16U SmokeEffect
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- doAHaNn?u Particle System Tagusuailu Inspector
Uov Particle System
e Duration: 5 (s:g:z13a1N1stauvodv Particle System)
- Looping: 1Wat8oiu (wWothaSuidudusoy «)
» Start Lifetime: 3 o 5 (duorguovounin)
+ Start Speed: 1 fio 2 (AWIEdISUAUTDVDUNIA)
» Start Size: @.5 fio 1 (vuralSuduyovounin)

» Start Color: dindou (RGB: 200, 200, 200) HSaUsullu
Gradient anfaondwuivoiv
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* Usulaio Modules Emission
* Rate Over Time: 20 v 50 (9ruUduduNMANUADECIDIUIN)

 Usullao Modules Shape
* 130N Shape 1Wu Cone
- USuyuuoonsde (Angle) 10U 10 walka3uwoduldntios
- USU Radius 1Uu 0.2 fiv 0.5 wonawunuaosndu
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 Usulaio Modules Size Over Lifetime
- WWald01u ua:aonsiwiRounmAveginyiuLanuagLijoaitniu
W (1uon @5 1J 1)
» USuuao Modules Noise

* tlUa Noise Module w‘éawﬁun:numé’auln:)uuuaiu
* Strength: @.5 no 1 (n:nmduonuuuaoaqmn)
* Frequency: 0.2 fio 0.5 (ﬂ31Ut-1=UD\)n1SlU§=£Juﬁﬁn‘lO)
* Scroll Speed: 0.1 o 0.3
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« Usuuao Modules Color Over Lifetime

. WWatHvIu ua:aval Gradient
. 1SUDINAINWU (RGBA: 100, 100, 100, 255)
« A2® a Taluainioou (RGBA: 200, 200, 200, 100)
- D1oH1ELUulUsVla (RGBA: 200, 200, 200, Q)

e Usuillv Modules Renderer

* WU Material wuulusola
« dS10 Material THU (Assets > Create > Material)
« 13on Shader 1Wu Particles/Standard Unlit
» 1Wwu Texture sU "Smoke" KSoaawuao (blurred dot)
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using UnityEngine;

public class SmokeEffectController : MonoBehaviour

{
public ParticleSystem smokeEffect; // 91090 Particle System
void Update()
A { .
= // Wa/Uanduijonaudu E
2 if (Input.GetKeyDown(KeyCode.E)) {
.E if (smokeEffect.isPlaying) {
- smokeEffect.Stop();
-5 Debug. Log("Hgaowiwnandu");
:§ } else {
smokeEffect.Play();
Debug. Log( "1Sutowiwnandu®);
1
1
1
1
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IWiIN1Sa98uu

8 Velocity over Lifetime Module Tascvaiunu Y wWu
1 0o 2 wotKAdUaouUU
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IWILLS VAL

18 Force over Lifetime Module lasqomiunu X HSo Z
WWu 0.2 fo @.5 wolhASuldgvluawau
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IWLLLEOIWDADAIEUDSY

LWL Light THNU Particle System laots Light wuu

d__

Point Light HSo Spot Light twolHAdUQUIA
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lowiwnas:iua

lowiwnas:ioaanuisnasivlalasnists Particle
System woudaavounaydvlw, Us:nig, ASU uas
mu:)cmnns JQNS: maaanwwsaunu uanmnu
awisowuuao (Light) uazidoo (Sound) Lwolwu
ADJEUDSY
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JuQUNISaSI0OWIWNAADU

e dsS10 Particle System
» nanuDN Hierarchy > Effects > Particle System
» A0BD GameObject 15U ExplosionEffect
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- doAHaNn?u Particle System Tagusuailu Inspector
Uov Particle System
* Duration: 1 (szg:1>awo0N1ss:L10Q)
 Looping: Uatdoiu (szlGandsiialunsolded)
» Start Lifetime: @.5 nv 1 (Guo1guovounin)
« Start Speed: 5 fiv 10 (A>WIEdISUGUYDVDUNIA)
* Start Size: 0.3 nv 1 (duvurauovounin)
» Start Color: 16 Gradient Tadoindau-uav-a
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e USuuao Modules Emission
* Rate Over Time: O (cmmlUu @ WS1:0:15 Burst)
. Bursts: 1Wu Burst n Time = O, Count = 50 nv 100

« USuuao Modules Shape
* 139N Shape WU Sphere lwaTHaumnns mannnnmo
 USU Radius 1Uu @5 no 1 1wan3unuwuns~luo

 Usulaio Modules Size Over Lifetime
» 10a1801U ua:avAINSIWIROUNIAISUTHNYUADADY 9 HAdD
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« Usuuao Modules Color Over Lifetime

. 1WQT30Uu ua:ava Gradient
. 1SUDINddu (RGBA: 255, 100, @, 255)
e Tadiluuao ua=o1or1etulusota (RGBA: 50, 0, 0, Q)

« Usuuav Modules Renderer

+ WU Material uuulusola
« dS10 Material THU (Assets > Create > Material)
« 13on Shader 1Wu Particles/Standard Unlit
+ WU Texture sU "Smoke" KSoaawuao (blurred dot)
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e twuLaw (Light)
- panudn Hierarchy > Light > Point Light
. dOATKAN
e Intensity: 5 N0 10
* Range: 5 no 10
* WU Script AZUAUNISAQADIWEI1VUDVLEVOHAVS:LTAQ:
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using UnityEngine;

public class LightFlicker : MonoBehaviour

{

public Light explosionLight;

private float decayRate = 10f;
|5 void Update()
@ {
3 if (explosionLight.intensity > 0)
2 {
g explosionLight.intensity -= decayRate * Time.deltaTime;
£ }
e }
0
JG }
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« tWuLdsv (Sound)
» WU Audio Source aolu GameObject ExplosionEffect

« AoA Audio Source
o wwulwaldeos:10a (wav Ko .mp3) udoo Audio Clip
 Ua Play on Awake ua:1son?éwiu Script
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using UnityEngine;

public class ExplosionController : MonoBehaviour

{

public ParticleSystem explosionEffect; // 91090 Particle System
public AudioSource explosionSound; // 9109vi1dy90s:10Q
public Light explosionLight; // 910390u&o

as:=ioq

wiwn

void Start()

{ // douldowiwnduazuaolsudu
explosionEffect.Stop();
explosionLight.intensity = 0;

}

void Update()
{ // naulu E walSgntdowuawiwnas:toa
if (Input.GetKeyDown(KeyCode.E))

{
}

Lo

L
G
<
[>)
G
=
(%)
r
o
2
GF
2D
(@)
G
>
c
K,
P
(@)
S

TriggerExplosion();
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void TriggerExplosion()

{

// 1@aulawiwna
explosionEffect.Play();

as:wua

-

// 1auldgo
explosionSound.Play();

wiwn

// domuao
explosionLight.intensity = 5;

L
G
<
[>)
G
=
(%)
r
o
2
G
2D
(@)
G
>
p
(7o)
P
(@)
S

Lo
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IWULALIONNNS:IAU

1. d@s1o Prefab 1AudQN

2. 76 Particle System ugncIvoKINAIHSUNISNS:DNULAY
1. %8 Shape uuu Sphere
2. WU Gravity Modifier wotHiAvanavdwu
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IWNISSURUIDD

using UnityEngine;
public class CameraShake : MonoBehaviour {
public IEnumerator Shake(float duration, float magnitude) {
Vector3 originalPos = transform.localPosition;
float elapsed = 0.0f;
while (elapsed < duration) {
float x = Random.Range(-1f, 1f) * magnitude;
float y = Random.Range(-1f, 1f) * magnitude;
transform.localPosition = new Vector3(x, y, originalPos.z);
elapsed += Time.deltaTime;

yield return null;

}

transform.localPosition = originalPos;



http://www.gamedevpbru.com/

IWIADUKAONISSEIUG

1.1WU Particle System &@KSumdu
1. aa Start Speed uazwy Lifetime
2. 16 Color Over Lifetime THASUDVAL
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nIstwu Particle System a>glna




awwsntslnawwolda/va Particle
System HsouUsuuavAwnu:sulny
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using UnityEngine;

public class CreateParticleSystem : MonoBehaviour

{

AQ

1

void Start()
{

QDY

// @310 GameObject TKUEHSU Particle System

GameObject particleObject = new GameObject("Particle System");

var particleSystem = particleObject.AddComponent<ParticleSystem>();
// QoAIKan

var main = particleSystem.main;

main.startLifetime = 3f;

main.startSpeed = 2f;

main.startSize = 0.5f;

main.startColor = Color.white;

=
()
-
n
D)
(Vs
9
Ig
-
[
)
(a R

AD2810NISIWU

// avAnisUany
var emission = particleSystem.emission;
emission.rateOverTime = 10f;

L
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// AvAsunso m

var shape = particleSystem.shape;
shape.shapeType = ParticleSystemShapeType.Cone;

AQ
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particleObject.transform.position = new Vector3(e, 0, 0); // dILHUoLISUAU
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UoQuov Particle System

* ADWEHAHYU
auisnasioowiwna
Modules

e Us:ansniw
sousuMIsllaaonasunAdUDUUINtuaINlagludona
aoUs:ansSNIwydoLNUUINUN
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UOADSS:D0

. ms’tunswenns
nasmnomuauaumn (Max Particles) \WwoUouriunis
tSnsSwornsnunnuly

*NSs Loop
KINOoVN1STK Particle System 1laudh AIsIUalEolu
Looping Tu Main Module

* NIsuaQuna
L13on Material ua: Shader anU'l aUlwaUquso
nmmwuamaWano
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ad>o81onmisuaao Particle
lJontaunaudu E
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tunisuaaonwa Particle System l[JJE)[:\I-la'U
naudu E atuaiwisnndunu Partucle
System muansdcﬁaﬂ?umao Play()
La: Stop() LWOLSUHSDHEANMSUAQOWA
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N1SAVA

- .WWU Particle System
» nanuDN Hierarchy > Effects > Particle System

* AVANANUAUUQAUDV Particle System 1wu &, vu1q,
KHSosUNsoMIUNADVNIS
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. WU Script
« a$10 C# Script o ShowParticleOnKeyPress Laziwuaotu
GameObject Han wu Player

. 1ol Particle System

» a1n Particle System 9:n Hierarchy TUgousoo Particle
System Tu Inspector uov Script

* NQddUNISNI0U
» nadu Play ua:naudu E wwotsuudav Particle System
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using UnityEngine;

L public class ShowParticleOnKeyPress : MonoBehaviour
=8

: -~ - -0 . _= U
Jg public ParticleSystem particleSystem; // 91000n0 Particle System no:lau
c

'E void Update()

L4 {

- D ] [ . ] L

= // asd>daoudiytaunaudu E

.% if (Input.GetKeyDown(KeyCode.E))

5 {

G // 1au Particle System

aR . . |

o if (particleSystem != null)

2 {

m °

- particleSystem.Play(); o

c Debug.Log("Particle System Lauuad”);
2 1

-8 }

0

'S
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/1 asd>daosudtaulassuidu E

L if (Input.GetKeyUp(KeyCode.E))

= { .

= // R8a Particle System

S if (particleSystem != null)

T {

'8 particleSystem.Stop(); )

= Debug.Log("Particle System Hgauad");
1

Particle 1
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asd>odumisnaudu E
Input.GetKeyDown(KeyCode.E)

as>ddutoudu E QNNA LazKkINASIdWUNISNQ 2:1S9N
particleSystem.Play()

IWoLSUNIsILaQoWa Particle System
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asd>ddunisuaosudu E

Input.GetKeyUp(KeyCode.E)

asoodutloudu E 31gnuasso:Son
particleSystem.Stop()

IWOHgaNIsudauwa Particle System
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N1SQSDYd0U Particle System
t8n1sasoodou
if (particleSystem != null)

iwoUounudonawalakin Particle System TulagnaoAitu

Inspector
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IWuIDantunastau Particle Systen

if (Input.GetKeyDown(KeyCode.E)) {
if (particleSystem != null) {
particleSystem.Play();
Invoke("StopParticle", 2f); // Hgasavon 2 Suln

1
void StopParticle() {
if (particleSystem != null) {
particleSystem.Stop();

}
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iwuLdavoLuonaudu E

public AudioSource audioSource; // wWwu Audio Source

if (Input.GetKeyDown(KeyCode.E))

{
if (particleSystem != null)
{
particleSystem.Play();
audioSource.Play(); // Laudgvo
1
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Waav Particle System RAALHUOLAWA:

public Transform targetPosition; // aluRuolUIKUNY

if (Input.GetKeyDown(KeyCode.E))

{
if (particleSystem != null)
{ -
// QOAIKUVTHU
particleSystem.transform.position = targetPosition.position;
particleSystem.Play();
}
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