1-0 FX Maker - Overview1
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1-1 FX Maker - Overview?2
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1-3 Included Resources

— -mesh: 757, Texture: 3007}, Curve : 807}, Effect: 3007|

Add Prefab ® Left
9 i 1 Project 2 Project [EasyRes! [EffectMesh] [EffectParticle] e
1 Project 2 Project [EasyRes] [Effec [EasyRes] EffectMesh [EffectParticle]
[EffectSample] BB ® Recursively = ShowName
ShowName

4 ® Recursively ~ ShowName s = ‘ H" T

[Not Selected]

Particle Samples

® Right Material
1 Project 2 Project [EffectMesh] [EffectParticle]
[EffectSample]

3 Recursively ~ ShowName

{Animation] [Curve] [Mesh]
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1-4 F0|ALs

- Package0| Z&HEl B E Assetof CHoiA| = H{ZEE ZX| BL|CL.(Script, Texture, Prefab)

- Kol AR, 48)0 ALE 7ts gLt

- UnityOj| A{ EffectPrefab2 HZAT AL, ToolPackageE GameProject0 Z&tstA|7|E HE ThL|LC}
(Toold]] :EgH=l InspectorEditorE AL25}7| |etL|Ct.)

- 7| EC2| o|F 3 o|FHE2 7I=EH m|5tMOof gtL|C). (Upgradeo| X7} &8
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- Mt EGE UEOAM O|FS HPstL 0|Fst= A2 ofF ZH7t el Ch

- 0|O] gtEAl EffectPrefabof CHSt WA & 715 $HL|C}. (user scripts E&Hsr A ofgff Atg 1)
(F2]1, Awake()0|A| H2H(CreateObject, ShareMaterial =7} O}l Material&=x)2 22 7|™H OHEIL|CL.)
F0|2, Start() I Update()0j|A] GameObjectE M/ dst AL Root7} Okl
‘NcEffectBehaviour.GetRootInstanceEffect()'0] AHAd5|OF €tL|LC}.)

SO #7F 71500 R Z2 NH ISR AL, % 28 FHAL.

1-5 Contact

E-Mail : ismoonto@gmail.com
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FX Maker 1-1 Preview (korean).avi http://youtu.be/9tBInuNpEmMA
FX Maker 1-2 CreateEffect (korean).avi http://youtu.be/2L8maMC2z0A
FX Maker 1-3 Background (korean).avi http://youtu.be/WX0vXHLsV54
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2-1 Major Functions

Prefab Zz2|

o|2| 27|

Build Sprite

Tooltip

PrefabHierarchy

ulE| & 2[Ato[d

oE|E 2AH Lo

Particle

Curve™ E2|

Mask Shader

HA |

HZ== Scene

ZZHE ECe OFECME 0|235l0] Prefab/Texture/Mesh
New, Delete, Clone, Copy, Preview, ExportPackage
= E Al T Ux

£ ThumbNail2 X|& g}

HEO| Al Effect®
(Additive Only)

2 Triangle2 M == SpriteTextureE A

— Script/Button/Windowdll &t 2& Tooltip ==&
- GameObject/Component/Material/Animations & = Hierarchy ®[&
— 37IX| &4 X|=l(Mesh Effect, LegacyParticle, ShurikenParticle)

— GameObject® 2 Particle(LegacyParticle, ShurikenParticle) 2|AO[A X| &

- Al =0l zE[Z9 A&HCL.

| Scaleg HAE =+

AT EHIE 0|88t &= =H (ShurikenParticle, LegacyParticle, FX Maker Script)
— GameObject, Transform, Component, Material, Ani

- Move, Rotate, Scale2 & + U= Load/World GizmoAxis &

— Prefab, GameObiject, Transform, Component, Material, Color, Ani

- Unity Particleg &g HE (&,

371, 7i=, BlAIYSS

o do|lME curveE MEE &+ UTLE Load/Save X
%= £ Shader X|H3l22, FUIIx|e| =8to| 7I=3ict.
Al Cxlelof gt= d %= Act. (Mesh, light, camera)

£ Dialog¥El2 M 2=}

— Tool, MobileTester, SingleTester
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- Z2HE ErCe OFE0E 0|&2510] Prefab/Texture/Mesh 5SS 2| ghct.
— Asset & &7| &AM ‘Unity Project' & &lEH &SA ZI}l ls4Hct.

mask missile 11 .
ask missile

\
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- O|HEE ¢ 32 = ATE Preview 7| X8
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Popup Menu

PingPrefab

- PingPrefab : prefab 9/x| ZA4
— Copy/Cut/Paste
Cut — New, Delete, Clone, Thumb
— Build Sprite
— ExportPackage

Copy

New
Delete
Clone
Thumb
BuildSprite

ExportPackage




3-2 Effect Viewer

Grid, XY, XZ, YZ

BSprite: 388 | s L Gray ~ BSgrite: @86
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Grayscale Background




3-3 Build SpritePrefab

- OLEO{ Al Effect® F702l TriangleZt AI236H= SpriteTextureE MM & £ AEUCE. (Additive Only)

— AlglollA HFZ Al 7}s58F SpritePrefab EE= SpriteTexture2 A& ELc},

® Animation Random

Get Duration=1.00

@ Prefab Texture

® Default Inverse
PingPong Random

® Once Loop

® Additive Mobile Soft
Fadeln FadeOut
GUI ® Texture

Compressed @ Auto16bit AutoTruecolor

Build Sprite Close

High Triangles ’ Two Triangles l



3-4 Tooltip

= gt ct (English / 3H2)

— B S Script/Button/Window 2| Tooltip T2%2 A

e ——1 FullCapture
NasK missiie 1< ~
- Capture and save the current screen

CTRL + SHIFT + S Key

saved)

u will operate. (Previous operations are automatically

cylinder 23.p

- Left-Clic} se Effect which you
- Right-Click: PopupMenu
f hosen prefab will be permanently deleted

- If you click the chos




3-5 PrefabHierarchy

— GameObject/Component/Material/Animation S ghzol| ml2tst = U= Hierarchy &
- Drag & Drop 0|2 3510 ol ¥ =AJl 7H=5t1, Disable/Enable & = JU&UC.

Show Option

mask missile 12

ball

NcParticleSystem

= # GameObject

Enable / Disable Drag & Drop



3-6 PrefabHierarchy - Popup Menu

— GameObject/Component/Material/Animation 2| 7| & HIZ A& ¢
- "'E'Button-Click / Add Script” SXtQ 2 ‘Effect Script'& W27 F=7}

T = Popup Menu A&
AL
T

ol
AA
g = ASUCH

Edit - bomb

Clipboard Position [ Right Menu )

Clipboard Rotation Co
oDy
Clipboard Scale =

( World

World Position

Reset | Copy | Paste

World Rotation

Reset ' Copy | Paste

World Scale O

Reset | Copy

World

Editing Transform Component/Material Menu

FE ATEITS PR FARYY

fall
Edit - bomb_smoketoon_white

Name bomb smoketoon white

C NcEffect j NcGeneral

T = Y Py e
Right Menu
Copy

Cut

s GameObject

[NcParticleSystem

Add Script

GameObject Menu

Add Component
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- 3 7kx] 24| X|@l( Mesh Effect, LegacyParticle, ShurikenParticle )

line_uv animation 10

NcBillboard

L GameObject

Shuriken Particle

GameObject

blood

NcAnimationCurve

blood

NcAnimationCurve

Mesh Effect
(» Ex - J

cloud 11

Shuriken Mesh Particle
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- AJEHIE 0|83510f GameObject & =& =A & = JU&HCH
— X[® (ShurikenParticle , LegacyParticle( &), FX Maker Script), X|204& (Bone Animation)

urikenParticle
cyParticle

3-10 Clipboard

- X|&l L8 (Prefab, GameObject, Transform, Component, Material, Color, Animation)
— EffectPrefab tollM &4{2 0o|S/SAH/SH 7} 7tsEct.

- C}E EffectPrefaboll U= LHE £ 712 = UA&HCL

- EffectPrefab & GameObject & W= MESIAHLL, 7IHE = UEUHCh



3-11 Gizmo Axis
S sHck

— World—Axis, Local-Axis & FEA|SI0{ =0, World-Axis 2 0|&35l0{ =&o| 7Is &

Hand, Move, Rotate, Scale, None

LongGizmos Length = 2.960 , long=World, shot=Local



3-12 Curve Animation

— Curve € X|33I0{, ojmo]d *2|& gict,

- BIS0{7l Cuve EE OjUmolMe HEZ N5l WEE 7}

—

circle 10

GameObject

NcRotation

@ _NcAnimationCurve
 E——

L ball 10

Add Prefab
1 Project 2 Project
[EffectMesh] [EffectParticle]

Recursively

2 ShowName

( [Animation] )

[Mesh]

[Sprite]

[Not Selected]

® Left
[EasyRes]
[EffectSample]

[Curve]
[Sound]

[Texture]

| NcinfoCurve

| Defaut

2




3-13 Mask Shader

= —

- Texture & = JE

EffectHierarchy

>elect Gray WE

ground10

o M 22 Texture A
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3-14 Material Dialog

- Material & ME{stH L= HE StH o|ch

- Texture &, Shader ¥&, Color H&, 7|Z& Material MEHS
- Material 2 HASIHZ}IT Material 2 278t C}2 Prefab ol &= &2 Fx| 4=t
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Material

[EasyRes] [EffectMesh]

[EffectSample]

Recursively
ShowName

[Curve] [Mesh]

[Sprite]
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Selecting Shader
Selecting Color

EasyEffect/Mask Additive Tint

\’ - lightning01_02_20




3-15 Prefab Dialog

- 715 Y2 9HEOo{Z oA 7} 300 07IX| =X it

- M2 Effect & M 2HE X UX[2H oHE =8 & HE5IH w2 & =to| 7b= sich
- ofgll &tH2 J|& MZEE Effect 30| ME510{, SubGameObject 2 F7} sh= stH o[cl.,

Add Prefab
1 Project 2 Project [EasyRes] [EffectMesh]

[EffectParticle] [EffectSample]

® Recursively

3 ShowName

ground 13
Legacy_Ground/ground 13.prefab
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~
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[Not Selected]




3-16 Background Setting
- Model, Grid, Light, Camera & D|2| 2tS0{ =1 ME AlLZ & = Ur}
Z g2 BHSo|M Effect & HMAHS|Y| $igtolct

S elZ MEel =x2 Aen ze )

default

[Not Selected]

BackModel

LongGizmos Length = 1.708 , long=World,
shot=Local

- CurrentBackground/XXX/ ofzioll GameObject & €11 SavePrj stH A ZE=ch




3-17 Effect Simulate

- Sletofl = Controls & 0|83t 22| BHAET} 715 Sict.
- Move, Scale, Arc, Fall, Raise, Circle, Tornado, MultiShot, Speed
- EffectPrefab ol = MZ=|X| gfen{, Eol|lA{e| Test &0|ct.

S LongGizmo

LongGizmos Length = 2.302 , long=World, shot=Local

EffectS ate - mask
AutoRet X X &
2 Ll F R € 1a
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3-18 MapTool and CharacterTool
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4-1 Effect Script

7lS

ek

NcEffectBehaviour

NcDelayActive

NcAddForce
NcAttachPrefab

NcAttachSound

NcAutoDestruct
NcBillboard

NcCurveAnimation

NcDetachParent

NcDuplicator

NcParticleSystem

NcRotation
NcSpriteAnimation
NcSpriteTexture
NcSpriteFactory
NcTilingTexture

NcUvAnimation

- B = EffectClass9| 49| EciA

- public static GameObject GetRootInstanceEffect()
LiEMo 2 M/ME|= GameObject?| Parent O|LC}.

- public static GameObject PreloadTexture(GameObject prefab)
GameObjectOf|Aq| Al2EK|= 2 E TextureE 0O|2| LoadgtC}. (Resources)

- gameObject2| Active A|ZHS X|H siCh.

- DelayTime2 2 E Component/Child GameObjecto] HgF=2 =C}.

- 0] ComponentE At2¢ AL Prefab2 AL2950] Create A|7{Of $iC}.

- 0j2| 4’8o =1 L3of

At2510] Xt-SActive E|=

A B
848

4%, HideNcDelayActive
urx| sfjof Bt

ret

>
0% o

mo mio Illsl'

NS BAE 0 4™ =2

UHE0
HIH#A dAlo|@ 2 AttachPrefabO|

£l

F7t g

o|O| Prefab2 Al235}0{, Runtime ZE 9! Rendering2 ¢tC}.

+3Y F2 #Me o|HENE Mg =k
Z=7}7|5: Delay, Repeat, RandomPosition

At2 ety

F7H7|s:

x| &% AlZto|

Delay, Repeat, 2 & X, AudioSource M
ZA1}5tH, gameObjectE X3 A X 2| StCt.

GameObjectE Billboard Xz2|gtCt.
- Z7}7|5: MameraLookAt, FixedObjectUp, StandUp
- CurveE Al25}0{ OfjL| M 0|M (Position, Rotation, Scale, Color, TextureUV) X 2| stC}.
- gameObject2| ParentGameObjectE 22| A|F{A Z0| AEE|X]|
- 27 ARt E mEls LF™A|IZE EA|S|OF & GameObject0f ALE. (OJAIY

YEE BhCh
ma)
- gameObjectS YHAIZH ZHHO R uhz M Bt

b 715

: Particle Component2t2|, Delay, Repeat, Speed, ScaleWithTransfrm

- ParticleSystem(Legacy, Shuriken)0f| 1 S H3¢e L}
- F7|
- B E Particle X|2l (ParticleSystem, EllipsoidParticleEmitter, MeshParticleEmitter)
- gameObjectE X|™st & 2 3|™ A|ZIC}
- Material.TextureE SpriteAnimation X2|stC}.

- Atlas®¥HE 0|85t MEiXo= AR EHAXT £ FLICL
- Building AtlasTexture

- Material.TextureE Tiling$tC}.

- Material.TextureE UVOJL|0jo|M A|ZIC}.

- InstanceEl Materialo|B 2 C}E Materialoj| &




4-2 Folder

Moz HAE LI22 ‘Unity Project’0jl M =™ X 2|stA{of ghL|Ct.
| 3 depth Moy

IGSoft_Resources Resourcel| Root Folder QlL|LC}.

Backgrounds

BackgroundPrefabs User7} ackground HE 7} HEHE|=

BackgroundResources User7} Background AssetO|

Cameralist

LightList

Projects EffectTool2| MainToolBar0|| EA| &|= Folder QiL|C}.
1 Project User7} Al2% Project ZC QlL|C}|.

- User7} BHE O|BE7} MEES I B0 ALCh

- (User7} 9t= Texture, Material, MeshS & X% &t

(MZ22 Project EH{E TEA £ I&LCh)
I:

1 Group

(MZ& GroupEHE
[EffectMesh] Mesh@to 2 0= 0{
[EffectParticle] Particle?tS 2 TS

[EffectSample] Mesh®} Particle

4 3 QILIC})

ect Parts7} S0 QEL|CE

=
O{Xl Effect Parts7} E0{ QI&L|C}
=
o

=
Eff

lod 2= Sample| Root ZC QlL|LC}.
[Resources] O|® E ResourceZ} 9!= Root ZC QIL|LC}.
[Animation] A2 7H5St CurveOfL|Hjo| M2 X&Edt= EC
[Curve] A2 758 CurveE: XAHSI= Z[
[Mesh] oj2| MZHEl O|HMEL Mesh EC
[Sprite] Build Sprite0f 2|3l ZHE0{Xl TextureZ} MEE|= EO
[Texture] oj2] HZHE o|HEZ Texture ELC
[RecycleBin] O|MES AHSIHL $HY AL O|H O|MEI} XIE
Scripts O|HE & Script £C] (EffectPrefabs ExportPackage®t
HideCommon HideZ2xt7t ZEHE Z2 TooloME HO|X| Qb= EC7
NcEffect O|HMEZ Script7} Y= Er]

Q
(M2 ECE THS0{A, user?} THE Scriptg €0 &

ToolResources
DefaultMesh O|2| H=H=E Mesh7l 9= Z0H
DefaultShaderMaterials | User7} MEiSE =~ Ol= ShaderZ} Erh (M2 shaderE 7}
DefaultShaderMaterials
Unlisted

DefaultShaderMaterialsOjlA| A8 ¢t Shader= 07|12 8H =

Shader Shader source

TempPreviewTexture Thumb HHES 2 X %ot O|2|H7|E 0|0|X|7} XMEEl= ZCH
IGSoft_Tools
FXMaker

sceneFXMakerMobile HZE= ME2 DHIQAOAM HAE g £ Q= Scene

sceneEasyEffectTool FXMaker Scene




