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https://docs.unity3d.com/cn/2019.4/Manual/PartSysVertexStreams.html
https://docs.unity3d.com/cn/2019.4/ScriptReference/ParticleSystem.MinMaxCurve.html
https://docs.unity3d.com/cn/2019.4/ScriptReference/ParticleSystem.MinMaxGradient.html
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