:L.\Fﬂ 7_'4:1 I\

AQ7

IN—F1 D)

« GPUParticles2D (1)

« GPUParticles2D (2)

« GPUParticles2D (3)

« ParticlesProcessMaterial (1)
» ParticlesProcessMaterial (2)
« ParticlesProcessMaterial (3)
» ParticlesProcessMaterial (4)
» ParticlesProcessMaterial (5)
« {EHI (1)

o {EHI (2)

- {EH (3)

N=2324.21R=X(EK L. 4.3.0(CEHIGLTNET,

O GameProgrammingLAB - *‘
- ..--Vr|

=L, ADMS=2IT g2 1
@ ProglLab

— 705K —

ver.1.0.0

@ GODOT

ARE(FGodotT>>>DEN. KEZBEMIC
TOUSRBESEEEZERZESNFWELIZEDTY,

AEEFA ARy b ETERMARLTEDERIN
EFIEIIRELTEDEE A,

H|UrCORE. BR. B, EZESHONZULET,
EEBNTOFNAE. FrICEBEDHFIZF TS,

Copyright © ProgLab All rights reserved.



GPUParticles2D (1) A07

I\=F« D)L (particles) &l&, —#RHIC [HUNIAT=T  : GodotTld. [CPUParticles] & [GPUParticles| o 2 f&4E
I8 (BF) | & RECIRSMHEHEA - B0 EZziELE | DS —RRBDFTRITH. L<{EDNSD [GPUParticles2D
ER L DAARD Y - TCHRE CETDERZHERLTNEFTT,

NG, BREOBA . N0, BEDHDETSHEEE,
HMNVERZFR EHTHIRT DEHICHALET.

Emitting (LXv 5+ >%)
IN=F Ao DILEERTDNEDIHZNDEBEZ S
AA1YF,

# GPUParticles2D

Amount (PY9>R)
RS ICFEIECED/IN—F 1 T)LED LR,

Process Material J\—F12JL - /FUT7)L)
IN=Fa D)LOEEPRIEBZHIHT D IcHDNYT
D7)V (RM) &RET Do

Z ZTlZ TParticlesProcessMaterial] =5%EUT=
EDET D,

Amount Ratio (P> b - L3A)

[Amount] TIRFEUZLREICHT L. EFR(IC
MIEIDIN—F « D)L =R T DhEHHET B/
SA—4,

Sub Emitter (7' - I=v4%5-—)
RRBBID/I\—F+ I)LEIBELT, BT
FETEEDT B,

& 00 ParticleProcessiMaterial

Texture

IN—F 1 DILHERR(CHBESNDED, wERR
DEGEIETET B, Collision

Drawing

: Particle Flags
Trails

Spawn

Lifetime Randomnes (51751 A - S LA) Animated Velocity
J—F A IILDERRS B (S T5910L) ([CHLT, S tcalerations
EDREDS A ©EZZMNZ DN EIRET B, 1CE

DLEES A LEN LN D, Display

Turbulence

Collision
Sub Emitter

ParticlesMaterial 5% 92T AL BT
DEISBRFNRIVELEDLDOR T ZA—23
HhBESENE T, BE/I\SA—SERELT.
IN—F a1 )LEDLD EIFTVEFET,

Resource

2 Copyright © ProgLab All rights reserved.



GPUParticles2D (2)

GPUParticlesDE¥EMB(C DT mTime (F1L)
AR LE T, Timeld. /A —F 4 JILDEGORESIAZ> . =1L —2 3R
E. S>AALERE., SEROBRNEEI =HIEUE I,
& GPUParticles2D Lifetime (51 J7491L)
IN—F 4 OIL—D0EDH [EEEFETDIN] &
S5iE9 Do

One Shot (D> - 23w h)
ANCTDE =T DL [—ELIT] RiiE
NTELET S,

coeed Scale ; Preprocess (’'U7'O01R)
Time R SRl NzEE BEULEREDIZT [$
Collision e e ﬁﬁ(:ﬁfﬁ%ﬁ&)f] IN=F o DILZERK - EITSE
Drawing S B = TEB(EQEO

Trails

Speed Scale (RE—R - X =)L)
N=FA OIEERDEZ2 L -2 a3 RERRTET
%, 1&DhE<FTNERO—F—23 >N,

Explosiveness (L X7 0O—T1*X)
[I\—=Fq O)LZ2—F(CREITDESG] Z§Hld
3, ERAEWVEEBRRIRELR (CIRD,

Randomness (S>45 A%X)
IN=F A DIVRESIAZDDTH LR EDIE
ENZADINZEET D,

Collision

Fixed FPS (D4R b - IJE—IX)
Base Size 1 N=Fa0I>=ZalL—>3>% [fufps (TJL—
LL—B) | TISHZEET D,

m Collision (j U >3 >) Interpolate («f > —KL—R)
- N . \ ) ST TIPS =L —> 3> % T L — ARTH
IN—F 1 DILDOHEDHEDOHYA X - BE)%E Mg Sh LS AT NES,

EU. HDIAFHFPHIRD ZRHELUFT .

Base Size (R—X - LX)
IN—=F 1 DILDERAEICHSITD BT X %=
BET D,

Fract Delta (752 b - FILA)
JL—ARORER- (delta) ZITES
SOTIN—F 4 TILDEFICRRTZINEDSH,

Interp to End (A >%—2" - b9 - IV R)
SA T LETERIC, I\—F« T)LDOALERE
H EORERRE T 2N EER I E,

3 Copyright © ProgLab All rights reserved.



GPUParticles2D (3)

GPUParticlesD&EME(C DT mDrawing (RO—1>4%)

SRS )8 —F 4 D ILOFEESEE O E B ORE, /) —F 4 JILATOER
DA E. B 7ILEDREL & SIHETOETD,

D 2 Visibility Rect (EZEUF« - LI BM)
rawing J—F 4 D)LDEE SN D4EE (JEf) ZIEET 3.

& GPUParticles2D

Local Coords (O—AHJL - 1—X)
IN—=F1D)L%&E ) — ROO-HDILVEIZEZRTHET D
M D=L REZERTHE I 2Hh&IDEB XD,

Draw Order (RO— - A—4%—)
IN—=F« O)LETDEEIEFE T S,

Time

Collision Lifetime

Drawing

Trails

mTrails (FL1JLX)
JN\—F 4 )LD ZREE L. T 1T MNC [#ExD5% &1 =ilxD
CET. KDEDHTERISROD DEENAIEE(CIRDE T,

Enabled (A 2—7JLR)
IN=Fa O)LIC T8k (kL)L) 1 Z=ReE3h
EDSHENIDBZDIRAYF.

Lifetime (51751 L)
- (@85 HVEmE L (SR DRREZEIEE.

Sections (>3 >X)
L ILZEIDEI L THRE 3 20 ZEETE.

Section Subdivision (£¥>3> - BIJ5F1ES
)

gozarEs M @RET I INESH=EE
EI B

4 Copyright © ProgLab All rights reserved.



ParticlesProcessMaterial (1)

CChB5I(& TParticlesProcessMaterial ] D&/ NS X —5(C . mSpawn (AR—2)
DWW BEZAFR UK T, :

IN=Fa OILZETHS5 - EAIZEE
T - EARRSTEHET DN ZEREL

Spawn

m Particle Flags U\—F«12JL - D59 X)

Particle Flags

RIFDE) = OREEEH DNV ZE] D
BRBEHDFTYVINRYIR (A
SJATEE) ZEEHTUVET,

AlignyY (P314> - 94)
IN=F1ZILDY 8 (fitdh) =. HDIFEDS
BICHIZ EVBSICERT 37357,

Rotate Y (O—5F—bk - D)

IN—F D)% Y B#EID TREESED IS5,
2DTIIEHMUMIRIDRIBICES T & HH DN
BEXRNCEFTvIUR,

Disable Z (FA4 AIAIIEK - €Y )
IN—F 1 DILD Z SN =8NS DTS,
2DS —AT(EZE (BITAM) (IRBRIZH.
ZEEEE U TRLIEHICFTvILTHEL,

Damping as Friction (§>E>D - 7X -
Uuoz3>)

ANCTDE IN—F o DILISNENS > TH
BAITHIRLUTVE, PHRTIEFESD, UL
EBCESRDIEHERITLDICIRD,

Spread (A7l Y R)

Direction ZHLICAEE TR (E5DF)
TEIHEIEET D,

%45 EXS £45 EOFEHRTESDHED

Flatness (735v bRX)

IN=F A DILDEENRT NS, EDOEREHMA
EYEAEDESDENE DI EFIET /(S
AX—% (3DEITDOEBRASEFENEY)

Initial Velocity (-1 =>vJL - RO>7 1)
IN=F 1 DI REFORE (RE) ZH/EIT D,
Xmin & max ZEREITDET, REICSY
A NEEFEEDZ ENETRE,

Position
| 9.

Position (R=>3>)

Emission Shape Offset (L=Xv>3> >
IAT - ATEY M)

=T« DIV ZRE T DRARD [HIEAIED S
nl =HAEI>3,

Emission Shape Scale (L=v>3> - ->1
147 - Ao-=))

IN—=F 1 DI Z BB T DR EDEDDRETE
ZILK - fNT B,

Emission Shape (L=v>3> - 311 Y7)
IN—Fa O =ZRE TS [HAR] =i8IRT B,

Angle (77>2)L)

Angle (Z>9))
IN=F 1 DILHRERCEL [FLERDE
El &®&REIT D,

Angle Curve (P> - h—2")
IN=F 1 OIDSATFALITHRDT. AEZ
EDLDICEILETEDINZEH—TTHIHT D,

Velocity (RO>5 )

Inherit Velocity Ratio (1 >AUwY bk - RO

254 - LSH)

IN—F 1 DN ZRETIR, T=v5— (B

—R) BBOBENREZ EOIEEH#RK
(inherit) 2 Z&XIINE.

Velocity Pivot (ROS 5+ - ERY )
ITZvA—IEFDEERD R —)Lodl (ER
W) (CHUT, I\—Fa DILOREAE%R E
DEXDICETEITDIHh=ZRAET S,

Direction (7« LO2>3>)
RDEELIRD [AENRT ML) ZRY,

Copyright © ProgLab All rights reserved.



ParticlesProcessMaterial (2)

m Animated Velocity (P=XAFY R - AO>F74)

Animated Velocity

=4 D)ILDOREZ IDHN, M
DIFEHEAICIH U TEIES B D2 D
HEIRETY,

Angular Velocity

Angular Velocity(77>F%15— -
AOSF+)

I\—=F« J)LDLELES) (AFRE) &%
ELFET,

Velocity (NO>7 )
CEEREDERHE (min~max) ZI/EL. TD
TS ATREDS,

Velocity Curve (ROSF+ - H—2)
IN=F A DILDSA TFA LlTAD CEERRE
=ZLETE D &N EIEE

Directional Velocity (51 L2 3
FIL - RO>F )

=« D)L mmSHAENRT MUITH
DIEERNIIREZSXET.

Radial Velocity

acity

Velocity (RO>5+)
TR PR | T ) (5 SILANE DS ICE)
< o

Orbit Velocity (A—Ew k - RO
54)

Fibm (TS —DERERE) ZihE
LT, AL - RIRTDLDIREZNE
LERI,

Velocity (NO25 )

jtéb\(i&\ FULRDE D ZE L BT D1 X

-z

Velocity Curve (RO>5+ « h—2)
SA 5914 ALARICALREZZLETEDRZEN
aJEe

Radial Velocity (55 77)L - RO
27 4)

LR SBENR (57 7)) ([CEh
DREZEHELET,

Velocity (NO>7 1)

FOEZ5X % R0 SHMIICE > TEIN
TV EIE, BDEICT D EFIODABNDEIE,

Velocity Curve (RO>5+ - h—7T)

BETRE ZREER TELSE D T LEFEE

Velocity Limit

Velocity Curve (ROSF+ - H—=2)

oty imit cu BSRARRIBIC £ B INE - R AT A

Velocity Limit (RO« - U=

v )
Velocity Limit Curve (NO>F« - USw
k-h=2)

IN=F 4 OIS A TEA LDEDK R TERE
NHIRENDN ZEDESZIEET D.

Copyright © ProgLab All rights reserved.



ParticlesProcessMaterial (3)
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ParticlesProcessMaterial (4)
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ParticlesProcessMaterial (5)
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