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USER SETTING
Control System
# FULL SCREEN

Fiotation

Player Center

1
Capture Minimap
I |

# MINI SCREEN

=g

Rotation

Siaht Shiow

Sight: Shigw

_ross Hair Fix

# MINIMAP SCREEN POSITION

DEFAULT

¢ SETTINGS
Erightress
Transparency
Marking Scale
Ping Scale
Player Scale
Alies Scale
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CANCEL

e neann oo 18 Sksbl

& 00:0000 "

E20|0f Ao}

itz neduriuo o 18 Tl

@ 00:0000

Time

& 00:0000

: L% D - T
i it e N

< A
PN 1 10

"y" A \‘::_1?'::13‘
M A2 OUB AR N, B

-

SKULL M4A¥




= BT 7 40|12 EF tHACE EE5I(
» YV OHE|E X0 HE ZH2 BHYS = (Ot oE| 2 A
= HEC ™ Htd

= A[ZHO|| T2}, Singk

= AJEE XF 3

Particle X Pos: (AABB Box Min X + AABB Box Max X) / 2
Particle Y Pos: Frame Node Pos Y + Height * GetRandomFloat(-0.25, 0.25)
Particle Z Pos: AABB Min Z + Node Z Length * (i / Particle Count) * 1.1
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6. Shader

. Firework Effect
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6. Shader

Paperburn Effect

Normal

A

Base Texture

Noise Texture
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float4 PS_1(PS_INPUT2 In) : COLOR

{
float4 fColor = tex2D(Sampler_Base, In.tex) * In.diff;

fColor.a = In.diff.a;

if (g_fSin >= 0.f && fColor.a != 0.f)

{
float4 fTex_Sub = tex2D(Sampler_Sub, In.tex);

if (fTex_Sub.r >= g_fSin)
{

}
else

{
}

fColora = 1;

I
o

fColor.a

}

return fColor;

12




6. Shader

. Distortion Effect
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rot

FH Ac

float4 PS_1(PS_INPUTZ2 In) : COLOR
{
float2 fNoisePos;
fNoisePos.x = In.texx + g_fSin;
fNoisePos.y = In.tex.y + g_fSin;

float4 fColor = tex2D(Sampler_Base, In.tex +
tex2D(Sampler_Sub, fNoisePos) * g_fPower) * In.diff;
fColor.a = In.diff.a;

return fColor;

Base Texture Noise Texture
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6. Shader
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