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Co3panne BU3yaJbHOro 3pexkra Ha urposom asmxke Godot

Yeprawun Anexcanop Muxaiinosuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B maHHO# cTaThe omucaH MPoIece CO3/IaHne MEHIEPOB JIJIsl IPUTOTHOTO CO3IaHHE
BH3yalbHBIN 3 (PekT Ha urpoBoM aBrkke Godot. B paboTe ucoap30Bancs sS3bIK
meiaepa Uil pUCOBAaHUS TEKCTYp M CHCTEMa YacTHIl B KOHCTPYKTOpE WTp Ha
neuxkke Godot. B pesynbrare paboTshl ObUT CO3JaH IIEHAEpP, KOTOPBIA PHUCYET
TEKCTYpY M CHUCTE€Ma YacTHUIl JJIs MOJy4YeHUE BU3YaIbHBIM 3(PGEKT HA UTPOBOM
nBrkke Godot.
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Abstract

This article describes the process of creaters for suitable creating a visual effect on
the Godot game engine. The work used the language of Shader for drawing textures
and a particle system in the designer of games on the GODOT engine. As a result of
the work, a shader was created that draws the texture and particle system for
obtaining a visual effect on the Godot game engine.

Keywords: Godot, VFX, Particles system, GDShader.

1 BBenenne

1.1. AkmyanvHocms ucciedo8anus

AKTYaJIbHOCTh HCCJICIOBAHME 3aKJIIOYAeTCs B TOM, YTO S3BIK IICHIEPOB
MO3BOJIIET pa3pabOTYMKAM CO3/1aBaTh CJIOKHBIE M KpAacOUYHbIE BHU3YaJIbHbBIC
3¢ (DexThl, TaKue KaK peaJTuCTUYHbIE OTOHb, BOJY, CBET, TEHH U MHOT'O€ JIpyroe. IT0
obOecrieunBaeT TMOKOCTh B CO3JaHUM YHUKAJIBHBIX W KAaU€CTBEHHBIX BU3YaJIbHBIX
s dexToB A urp.

Hcnonp3oBanne  MIEMOEPOB  TaKXKE  MO3BOJAECT  ONTUMHU3UPOBATH
MPOU3BOJUTEIILHOCTh WIPBI, TOCKOJBKY OHHM MOTYT OBITh HACTPOCHBI JIJIS
3¢ (HEKTUBHOTO HMCTOIB30BAHUSI PECYPCOB, UYTO OCOOCHHO BAXKHO JJII MOOMIIBHBIX
YCTPOWCTB U CIa0BIX KOMITBIOTEPOB.

S3pIK  TIEIEepOB TaKKE MPEAOCTABISACT pPa3pabOTUYMKaM TEXHUYECKUE
BO3MOXKHOCTH [IJISl CO3JIaHMSI PA3IMYHBIX BU3YaIbHBIX A((PEKTOB, TaKUX Kak
JTUHAMUAYECKHE U WHTEPAKTUBHBIC aHUMAIH, 3G GEeKTsl OCBeIeHus, neopmanuu
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O0OBEKTOB W MHOTO€ JpYyroe, 4To JeNaeT €ro BaXXHBIM WHCTPYMEHTOM JIsI
pazpabotku VFX.

Takum 00pa3oMm, HCIONB30BAHHE SI3bIKA IICHIECPOB HAa WUIPOBOM JIBIIKKE
Godot ocTaeTcst aKTyallbHBIM U BaXHBIM JIJIS1 CO3JaHUSI KaYECTBEHHBIX BU3YaJIbHBIX
3¢ PeKTOB B UTpax.

1.2. I]env uccneoosanusi
[{enpro pabOTHI cO3aHUs MICHACPHI AJII PUCOBAHUS TEKCTYp JUISI CO3TaHUE
BU3YaIbHBIX 3 PexT Ha urpoBom aBmxoke Godot.

1.3. O630p uccrneoosanuti

Uccnenoranue [Jx. Hopaoepra OcHOBHOE BHUMAHUE yIENSIE€TCS 3HAYUMOCTHU
Bu3yanbHbIX 3pdekToB (VFX) B BUmeourpax, 0COOEHHO B KOHTEKCTE MOOMIIBHBIX
urp. B nccnegoBanuu nmomguepKkuBaeTcsi poib BU3YAIbHBIX d(D(PEKTOB B MOIIEPIKKE
UTPOBOTO TpoIlecca M CO3JaHUsl 3aXBaThIBAIOIIETO BHYTpPUHUTpoBoro mupa. OH
YIOMHHAET MPUMEPHI BU3YaIbHBIX A((PEKTOB, TAaKMX KaK B3PBHIBBI M MAJAIOIINE
JIUCTHS, TTOAUYEPKUBAS UX BAXXHOCTH B YIYUIIICHUH UTPOBOTO OMBITa HA HEOOIBIINX
DKpaHax.

UccnenoBanue, BEpOSTHO, YIIyOIsieTCS B MPOOJIEMBI K METO/IbI, CBSI3AHHBIE C
CO3JaHMEM YHCTBHIX H SPQPEKTUBHBIX BU3YaNbHBIX 3(P(GEKTOB, CIEHHUATBHO
MIPETHA3HAYCHHBIX IS CPEAbl T MOOWJIBHBIX WTP. XOTS KOHKPETHBIC IETaU
WCCJICIOBAHMS HE TIPEACTABIICHBI B pe3yJbTaTax MOMCKA, MOXHO CAEJaTh BBIBO/I,
YTO WCCJICIOBAHWE HAIPABICHO Ha pEIICHHUE YHUKAIBHBIX COOOpPaXCHHH U
OTPaHUYCHHM, CBSI3aHHBIX C BHU3YaJbHBIMH JS(pdekTaMu 11 MOOWIBHBIX WID,
YYHUTHIBAasE OTPAaHUYCHHS HEOONBIINX DJKPAaHOB W MOOWIBHBIX aIlllapaTHBIX
BO3MOKHOCTEM.

B nenom, pabora k. Hopabepra mpennaraer mneHHyro HHGOPMAIMIO O
JU3aifHE U pean3alry BU3yalbHbIX 9((EKTOB B MOOUIBHBIX UTPaX, C aKIIEHTOM Ha
ONTUMM3AIMIO BU3YAIIBHOTO OMBITA JIJIs1 UTPOKOB Ha HEOOIBIINX dKpaHax [1].

Uccnenosanue, nposeaennoe T. ['yccenkypa , JIx. demnak, I1. bepronuno.,
dbokycupyercs Ha HCIOJB30BAHUM WIPOBOTO JBUTATENsI B KayecTBE OOIICH
1aTGOPMBI JJIsl IPEABAPUTEIILHON MPEABAPUTEIILHON yueObl B pexxume (prsibmMa B
KOHTEKCTe BHU3yaIbHBIX dh@dexToB KuHO. B wHccrnegoBaHuM, BEPOSTHO,
paccMaTpUBAIOTCS TPEHMYIISCTBA W MPOOJEMBI  HUCIOJIB30BAaHUS HUTPOBOTO
JIBUTATENISI B KQUECTBE MHCTPYMEHTA JIJIsI BU3yaJIM3alliid B PEalbHOM BPEMEHH BO
BpeMs ITPOU3BOCTBA BU3YaIbHBIX 3()(PEKTOB B KHHOWHTYCTPHH.

XOTs KOHKPETHBIC Je€Tadd WCCJICIOBAaHMUS HEAOCTYIHBI B pe3yibTaTax
MOWCKA, MOXHO CIeJaTh BBIBOJ, UYTO HCCJICJAOBAHHWE HAMpaBICHO Ha
MIPOJIEMOHCTPUPOBAHNE TOTO, KaK MOYXHO HCIIOJIb30BaTh UTPOBOM JIBHTATEb IS
CO37aHMsl BHU3yalM3alliii B peajbHOM BPEMEHHU CJIOXHBIX CIeH U 3()PeKToB,
MO3BOJISIE  KMHEeMaTtorpaductaM TpPUHUMATh OOOCHOBaHHBIE  pEIICHUS U
KoppekTupoBku BO BpeMsi MPOU3BOACTBEHHOTO Ipoiiecca. ITOT MOAXO] MOXKET
MOTEHIIMAIIBHO TOBBICUTHh J(PGEKTUBHOCTh W 3(PHEKTHBHOCTH MPOU3BOACTBA
BU3YaIIbHBIX 9(PPEKTOB B KUHO.
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B nenom, T. I'yccenkypa , k. Hemnak, II. bepromuno. MccnenoBanus,
BEPOSITHO, NTalOT IEHHYI0 HMH(OpMAIMI0O O NMPUMEHEHUH UTPOBBIX JBUTATENIeH B
KauecTBe TUIATQOPMBI Uil TPEIBAPUTEIBLHOM MPOCYTYIM3allMd B  PEXUME
peajbHOr0 BpPEMEHM B KOHTEKCTE BHU3YalIbHBIX 3(P(HEKTOB KHUHO, TMpejiaras
NOTEeHIMATbHBIC IPEUMYIIECTBA I KuHeMaTorpaguctoB u Busyanbhbie 3QheKTbt
XyJIOKHUKOB B OTpaciu [2].

UccnenoBanue, nposeneHHoe M. Anekcannapos, C. 3naranoBa, [. [Ix.
Xecinorn., BepostHo, yriyOnsieTcs B KOHIICHIMIO BAapUAHTOB BOKCENW3AlUU U
yIpaBlICHUS BOKCEMSIMH B paMkax miaaTdopmbel paspabotku wurp Unity3D.
Bokcenuzaiuss  BKJIIOYAET  MPEJCTABICHUE  OOBEKTOB WU  CPEICTB €
UCIIOJB30BaHUEM OOBEMHBIX MHUKCeNeld (BOKcesed), a He TPaJAUIMOHHBIX
MOJIATOHOB, W WMEET pa3IMYHbIe TPHUIOKEHUS B pa3pabOTKe Wrp, BKIIOYAS
TEHEpallul0 MECTHOCTH, CO3J]JaHH€ TMPOIEAYPHOTO KOHTEHTa W BU3yaJIbHBIC
b eKTHI.

XOTA KOHKDETHBIE NETAIM MCCIEAOBaHUA HE JOCTYNHBI B PE3yJbTaTax
MOMCKAa, MOXHO CJHEJIaThb BBIBOJ, YTO HCCJICIOBAHME HAIIPABICHO HA HU3Yy4YEHUE
METO/IOB, MPOOJIEM U MOTEHIIUATBHBIX TPEUMYIIECTB BOKCEIU3AIUU U YIIPABICHUS
BOoKcensiMu B cpeie Unity3D. D10 MokeT BKIHOYaTh OOCYKJICHUS 110 ONTUMHU3ALUN
MIPOU3BOIUTEIILHOCTH, YMPAaBJICHUE OOJBIIMMU HAaOOpaMH JaHHBIX BOKCEJIEH U
UCIIOJBb30BAaHUE PEHIEPUHIa HA OCHOBE BOKCEJNEH Uil 3aXBaThIBAIOIIETO
BHU3YaJIbHOTO OIMbITA B UTPax, pa3paboTaHHBIX ¢ ucnoyibzoBanueM Unity3D.

B nemom, M. Anekcannpos, C. 3naranoBa, /1. [Ix. Xecnon., BepoarHo, naer
IEHHYIO MH(POPMAIIMIO O MPAKTUYECKON pean3ai U COOOpaKEHUSX, CBI3aHHBIX
C pa3zpaboTkoil u Au3aitHam [3].

2. PaGounii nmpouecc

Mp&1 co3nanu poeKT U Ha3Bam «vix godot» a 3atem co3manu 3D crieHy u
coxpanunmu B (aitn «res:/VFX/Main.tscn», B cueHe nobaBuwin 3 o00BEKTa
GPUParticles3D u HazBanu «Flamey, «Sparks», «Smoke» (puc 1).

Flame

Sparks

Smoke

Pucynok 1. /lepeBo 00BEKTOB Ha CLIEHE.

B Wncnekrope kaxmaoro o0wekTa 3agamu Amount (KOJWYECTBO YACTHIL)
sHaueHue 100 u 100 u 50, a 3arem 3ananu Time — «Fixed FPSy (wacrora kaapoB)
Ha 60. A 3aTeM mbI 3aaaiu Explosiveness Ha 1. DTo COOTHOLIIEHUE BPEMEHU MEKITY
Ka)XapIM BeIOpocoM. Ecnu 0, To 9acTuIibl ucmyckaroTcst HerpepbiBHO. Ecim 1 To Bce
YaCTHI[bI UCITYCKAIOTCS OJJHOBPEMEHHO [4].

YacTtoTra KaapoB CUHMTAET KOJMUYECTBO KaJIpOB 3a OAHY CEKYHIy OyAeT
OOHOBJISIETCS YACTHIIBI JUTSI BU3YATH3aIINH.
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B Draw Passes — Pass 1 co3nanu o6bekt PlaneMesh u 3aganu B cBoiicTBe
«Orientation» Ha «Face Z» (HanpaBiieHue TIOCKOCTh 0 OChI0). B kaxaom 00bekTe
«Flamey, «Sparksy», «Smoke» umMeeT oarH 1 TOXKE K3EMILISP CO3JaHHBIN MO THITY
PlaneMesh.

B Geometrylnstance3D — Geometry — Material Override, Mbl co3nanu
o0wvekT ShaderMaterial u coxpanunu B aitn «res://VFX/VFXNoise.gdshader».

Jluctunr 2.1. GDShader « VFXNoise.gdshader ».

shader_type spatial;
render_mode depth_draw_opaque,cull_back,diffuse_burley,specular_schlick_ggx,unshaded;

uniform sampler2D texture_albedo:source_color;
uniform float metallic;

uniform float specular;

uniform vec4 color:source_color = vec4(1.0);
uniform float emission = 1.0;

uniform float roughness:hint_range(0,1);

10 |varying vec3 p_vertex;

11 |varying vec3 p_normal;

12 |uniform bool proximity fade;

O©Co~NoulhwN -

14 |#include "res://Shader/Lib/Classic_Perlin.gdshaderinc"
15 |#include "res://Shader/Lib/Noise.gdshaderinc”

16

17 |float fom3dc(vec3 uv, float frequency, float amplitude, float value, int octaves) {
18 for(inti = 0; i < octaves; i++) {

19 value += amplitude * cnoise(frequency * uv);
20 amplitude *=0.5;

21 frequency *= 2.0;

22 }

23 return value;

24 |}

25

26 | void vertex() {

27 mat4 mat_world =

mat4(normalize(INV_VIEW_MATRIX[0])*length(MODEL_MATRIX][0]),normalize(INV_VIEW_MATRI
X[1])*length(MODEL_MATRIX[0]),normalize(INV_VIEW_MATRIX[2])*length(MODEL_MATRIX][2]),
MODEL_MATRIX]3]);

28 mat_world = mat_world * mat4( vec4(cos(INSTANCE_CUSTOM.x),-
sin(INSTANCE_CUSTOM.x), 0.0, 0.0), vec4(sin(INSTANCE_CUSTOM.x),
cos(INSTANCE_CUSTOM.x), 0.0, 0.0),vec4(0.0, 0.0, 1.0, 0.0),vec4(0.0, 0.0, 0.0, 1.0));

29 if (proximity_fade) {

30 MODELVIEW_MATRIX = VIEW_MATRIX * mat_world;
31 }

32 p_vertex = VERTEX;

33 p_normal = NORMAL,;

34 |}

35

36 |void fragment() {

37 vec3 uv3 = p_vertex;

38 uv3 += mod289_3d(vec3(TIME*0.5)).xyz;

39 float f = smoothstep(0.5, 1.0, 1.0-length(p_vertex));

40 vec4 col = vec4(1.0) * (fom3dc(uv3, 10.0, 1.0, 0.5, 2) + noise(uv3 * 10.0)) / 2.0 * f * COLOR,;
41 ALBEDO = col.rgb * color.rgb;

42 METALLIC = metallic;

43 ROUGHNESS = roughness;

44 SPECULAR = specular;

45 EMISSION = col.rgb * col.a;

46 ALPHA = mix(0.0, col.a, f) * color.a;

47 |}
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Tabnuna 1. [lapameTpsl u nepeMeHHbIN A melaepa (muctunr 2.1).

Crpoka | Tun |Ha3zBanue Onucanue

4 float |metallic MeTannaHocTb

5 float |specular bruku

6 vec4 |color OCHOBHOI1 LIBET

7 float |emission W3nyyeHue cBeta

8 float |roughness [IIepoxoBaToCTh

9 vec3 |p_vertex [lepemenHass  TMOJMY4YEHHBIH OT  BEPIIMHHBIN
menaepa, BEpIIMHbI

10 vec3 |p_normal [lepemenHass  TMOJMY4YEHHBIH OT  BEPIIMHHBIN
meniepa, HopMaiau

11 bool |proximity fade |Ecnu ucTHHHO TO TEKCTypa BCeria CMOTPUT Ha
Kamepy

Crpoxka 14 — 15. Bxitouaet ¢aiin mwelaepsl (MUCTHHT 2.2 ¥ JTUCTUHT 2.3).

Crpoka 17 — 24. I'eneparop tekctypsl FBM (®dpakTansHoe OpoyHOBCKOE
JBIDKEHUE) [5].

Crpoka 26 — 34. BepmimHHBIN MIEHAED.

Crpoxka 27 — 31. Beruncinsercs eciu proximity fade ycraHoBieHo HCTHHHO
TO MEII OOBEKT BCEI/1a KCMOTPUT» Ha KaMepy.

Crpoka 32 — 33. [lonmydyeHue BEpIIMHBI 1 HOPMAaJIH.

Crpoka 36 — 47. ®parMeHTHBIN LIeHaep.

Crpoka 37 — 38. 3agaeM BepIIMHHBIA KOOPAWHATHI M CMELICHHE LIyma
mod289 3d no Bpemenu.

Ctpoxa 39 - 40. tbm3dc (PpakrambHoe OPOYHOBCKOE ABUKEHUE) CIIOKECHHE
Ha noise (IIyM) U JeJeHHBIA Ha 2 1 YMHOKCHHBIN Ha f 1 BEpIIMHHBIN 1IBET.

Crpoka 41. IToBepXHOCTHBIH 1IBET.

Ctpoka 42. MeTaJNTMYHOCTHBIN 1BET.

Ctpoxka 43. [llepoxoBaTOCTb.

Crpoka 44. biuku.

Crpoka 45. LIBeT u3nydeHHe CBETA.

Crtpoxka 46. [Tpo3padyHOCTb.

\Y 03 CO31aJIu meuaep u COXpaHUIU B (aiin
«res://Shader/Lib/Classic_Perlin.gdshaderincy (muctunr 2.2).

Mpbl B3sUIM TOTOBBIA MCXOJHBIA KOJA Kiaccudyeckuil mym Ilepnuna [6]
(uctuHr 2.2).

JIuctunr 2.2. GDShader «Classic_Perlin.gdshaderinc» Knaccuueckuit nrym

Ilepnuna.

1 |/ Classic Perlin 3D Noise

2 by Stefan Gustavson

3 |\

4 |vecd permute(vecd x){return mod(((x*34.0)+1.0)*x, 289.0);}
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vec4 taylorinvSqrt(vecd r){return 1.79284291400159 - 0.85373472095314 * r;}
vec3 fade(vec3 t) {return t*t*t*(t*(t*6.0-15.0)+10.0);}

float cnoise(vec3 P) {

9110)));

9111)));

vec3 Pi0 = floor(P); // Integer part for indexing

vec3 Pil = Pi0 + vec3(1.0); // Integer part + 1

Pi0 = mod(Pi0, 289.0);

Pil = mod(Pi1, 289.0);

vec3 Pf0 = fract(P); // Fractional part for interpolation
vec3 Pfl = Pf0 - vec3(1.0); // Fractional part - 1.0
vecd ix = vec4(Pi0.x, Pil.x, Pi0.x, Pil.x);

vecd iy = vec4(Pi0.yy, Pil.yy);

vec4 iz0 = Pi0.zzzz;

vecd izl = Pil.zzzz;

vecd ixy = permute(permute(ix) + iy);
vecd ixy0 = permute(ixy + iz0);
vecd ixyl = permute(ixy + iz1);

vecd gx0 =ixy0/ 7.0;

vecd gy0 = fract(floor(gx0) / 7.0) - 0.5;
gx0 = fract(gx0);

vecd gz0 = vec4(0.5) - abs(gx0) - abs(gy0);
vecd sz0 = step(gz0, vec4(0.0));

gx0 -=sz0 * (step(0.0, gx0) - 0.5);

gy0 -=sz0 * (step(0.0, gy0) - 0.5);

vecd gx1 =ixyl/7.0;

vec4 gyl = fract(floor(gx1) / 7.0) - 0.5;
gx1 = fract(gx1);

vecd gzl = vec4(0.5) - abs(gx1) - abs(gyl);
vecd sz1 = step(gzl, vec4(0.0));

gx1 -= szl * (step(0.0, gx1) - 0.5);

gyl -= szl * (step(0.0, gyl) - 0.5);

vec3 g000 = vec3(gx0.x,9y0.x,9z0.x);
vec3 g100 = vec3(gx0.y,gy0.y,920.y);
vec3 g010 = vec3(gx0.z,gy0.2,920.2);
vec3 g110 = vec3(gx0.w,gy0.w,gz0.w);
vec3 g001 = vec3(gx1.x,gy1l.x,gz1.x);
vec3 g101 = vec3(gx1l.y,gyl.y,0z1.y);
vec3 g011 = vec3(gx1.z,gyl.z,0z1.2);
vec3 gl11 = vec3(gx1l.w,gyl.w,gz1.w);

vecd norm0 = taylorIinvSgrt(vec4(dot(g000, g000), dot(g010, g010), dot(g100, g100), dot(g110,

0000 *= norm0.x;
9010 *= norm0.y;
0100 *= norm0.z;
0110 *= norm0.w;
vecd norml = taylorinvSqrt(vec4(dot(g001, g001), dot(g011, g011), dot(g101, g101), dot(g111,

g001 *= norm1.x;
g011 *= norm1l.y;
9101 *= norml.z;
9111 *= norml.w;

float n000 = dot(g000, Pf0);

float n100 = dot(g100, vec3(Pfl.x, Pf0.yz));
float n010 = dot(g010, vec3(Pf0.x, Pfl.y, Pf0.2));
float n110 = dot(g110, vec3(Pfl.xy, Pf0.2));
float n001 = dot(g001, vec3(Pf0.xy, Pfl.z));




[Toctymnat. 2024. Nol

ISSN 2414-4487

65 float n101 = dot(g101, vec3(Pfl.x, Pf0.y, Pfl1.2));

66 float n011 = dot(g011, vec3(Pf0.x, Pfl.yz));

67 float n111 = dot(g111, Pf1);

68

69 vec3 fade_xyz = fade(Pf0);

70 vecd n_z = mix(vec4(n000, n100, n010, n110), vec4(n001, n101, n011, n111), fade_xyz.z);
71 vec2 n_yz = mix(n_z.xy, n_z.zw, fade_xyz.y);

72 float n_xyz = mix(n_yz.x, n_yz.y, fade_xyz.x);

73 return 2.2 * n_xyz,

74 |}

A 3arem co3jganM  eme OJAMH IIelaep U

COXpaHWJIIX B

dbaiin

«res://Shader/Lib/Noise.gdshaderincy (aucTunr 2.2), U B3sUIM TOTOBBIA UCXOIHBIN

Kog 1myM [7] (muctunr 2.3).
JIuctunr 2.3. GDShader «Noise.gdshaderincy mrym.

1 |vec3 mod289 3d(vec3 x) {

2 return x - floor(x * (1.0 / 289.0)) * 289.0;

3 |}

4

5 |float mod289(float x){return x - floor(x * (1.0 / 289.0)) * 289.0;}
6 |vecd mod289_4d(vec4 x){return x - floor(x * (1.0 / 289.0)) * 289.0;}
7 | vecd perm(vecd x){return mod289_4d(((x * 34.0) + 1.0) *x);}
8

9 |float noise(vec3 p){

10 vec3 a = floor(p);

11 vec3d=p-a;

12 d=d*d*(3.0-2.0%*d);

13

14 vecd b = a.xxyy + vec4(0.0, 1.0, 0.0, 1.0);

15 vecd k1 = perm(b.xyxy);

16 vecd k2 = perm(k1.xyxy + b.zzww);

17

18 vecd ¢ = k2 + a.zzzz;

19 vecd k3 = perm(c);

20 vecd k4 = perm(c + 1.0);

21

22 vecd ol = fract(k3 * (1.0 / 41.0));

23 vecd 02 = fract(k4 * (1.0 / 41.0));

24

25 vecd 03=02*d.z+01*(1.0-d.2);

26 vec2 04 = 03.yw * d.x + 03.xz * (1.0 - d.x);

27

28 return o4.y *d.y + 04.x * (1.0 - d.y);

29 |}

st oobektoB «Flame» u «Sparks» n «Smoke» B WMHCIIEKTOpEe CBOWCTBA
Geometrylnstance3D — Geometry — Material Override, Mbl puienuian meiaep
«VFXNoise.gdshader» (muctunr 2.1). U B Shader Parameters 3aganu Emission mis

«Flame» u «Sparks» Ha 5, a «Smoke» na 0.

3 BuiBoabI

B nanHoe ctatbu OblIa co31aHa 3 00beKTa CUCTEMA YaCcTHI] C MPUJICTIIICHHBIN
Ha MIeHJephl W IUIOCKOCTh. B pesynbrare paboTe OBLJIO HAMKMCaHO Ha S3bIKE
GDScript KOTOpBI pUCYET TEKCTYpY MAJisi MPUTOJHOTO MCMOJIb30BAHHE CUCTEMA

yacTtull Bu3yanbHbIX d3pdexToB (VFX).
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