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Para instalar o Post Processing no seu projeto, va até o Package Manager, e procure pelo pacote
Post Processing. Agora é sé clicar em instalar.

& Package Manager i Ax
Ratkagesr Uiy Ragisty - SonrNanad & apost x
» PostProcessing 311 Post Processing

Unity Technologies

Version 3.1.1 - May 26, 2021
View documentation - View changelog - View licenses

The post-processing stack (v2) comes with a collection of effects and image filters
you can apply to your cameras to improve the visuals of your games.
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Para fazer a configuracdo inicial funcionar com a cena do seu projeto, aqui € a sequéncia
de passos que devemos realizar:

Na camera que queremos que o post processing funcione, adicione o componente
Post-process Layer

v L v Post-process Layer

0 i
Volume blending S
Trigger A Main Camera (Transform) ® | This
Layer ‘Nothing ¥
A No layer has been set, the trigger will never be affected by volumes.

Anti-aliasing

Mode No Anti-aliasing v
Stop NaN Propagation v

Directly to Camera Target

» Toolkit
* Custom Effect Sorting



Crie um novo layer exclusivo para o Post Processing.

Coloque o layer da camera, onde acabamos de colocar o post-processing Layer, para Post

Processing.
© Inspector c
@ ¥ Main Camera Static
-
Tag MainCamera v Layer Default
P Transform ¥ 0:Default © Inspector 3 i
Position X 415.56 Jelmapete & v MainCamera static> o
Rotation X 19.44 2: Ignore Raycast Tag MainCamera >  Layer |PostProcessing v
Scale X1 4: Water A, Transform o i i
5: Ul
Bl v Camera ;
6: PostProcessing
Clear Flags Skybox t}
Background Add Layer...
Aullimes Manls FEuaruthinm
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No script Post-processing Layer, ajuste a opcao Layer para o que acabamos de criar:

PostProcessing
v {5 v Post-process Layer @

Volume blending

Trigger A Main Camera (Transform) - This

Layer 'PostProcessing -
Anti-aliasing

Mode NNo Anti-aliasing v
Stop NaN Propagation v

Directly to Camera Target

* Toolkit
* Custom Effect Sorting




Crie um novo GameObject na cena, e adicione o script Post-process Volume.
E esse script que serd o responsavel por controlar e gerenciar todos os efeitos.

© Inspector (=
! @ v PostProcessing Static
-
Tag Untagged ¥ Layer Default >
v ). Transform o 3+ :
Position X 424.4166 Y 7.35409 Z 66.18%09
Rotation X0 YO Z0
Scale X1 o Z1
v U5 v Post-process Volume o 3
Is Global
Blend Distance 0
Weight ®1
Priority (0]
Profile B None (Post Process Profile) K

Assign a Post-process grofile to this volume using the "Asset” field or create one automatically
by clicking the "New" bikton.

Assels are automatically put in a folder next to your scene flle. If you scene hasn't been saved
yet they will be created at the root of the Assets folder.

¥ R o




Crie um novo Profile. Ele que guardara a informacao sobre os efeitos.

v {3 v Post-process Volume o 3
Is Global v
Weight ® 1
Priority 0
Profile | & PostProcessing Profile (Post Prc @ | New  Cl

Overrides

a No override set on this volume.




Vocé pode clicar em Add effect... e entdo adicionar e configurar os efeitos disponiveis,
como na imagem abaixo.

{3 v Post-process Volume
Is Global

Weight

Priority

Profile

Overrides

q No override

e set on this volume

Rafael Ferrari

e
v
® 1
0
{yPostProcessing Profile (Post Prc @ | New  Clone

Add effect...

::‘ v Post-process Volume e
Is Global v

Weight ® 1
Priority 0

Profile {»PostProcessing Profile (Post Prc ® | New | Clone

Overrides

his volume.

Unity

Ambient Occlusion
Auto Exposure
Bloom

Chromatic Aberration
Color Grading

Depth of Field

Grain

Lens Distortion

Motion Blur

Screen-space reflections

Vignette
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Para mais informacoes sobre Post Processing, acesse a documentacgao:

https://docs.unity3d.com/Manual/PostProcessingOverview.html



https://docs.unity3d.com/Manual/PostProcessingOverview.html

