Welcome to Bullet Pro!

This 3-slides document will get you started in three steps.




Step 1 : Setup your scene

Different ways to do it, in just two clicks!
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Step 2 : Create an Emitter Profile asset

Organize layouts of bullets to be shot over time.
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Recycle Bin is empty for now.
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Step 3 : Make Emitter / Receiver GameObijects

Feed the BulletEmitter Component with your Emitter Profile, then Play it!
(Play(), Pause(), Stop(), Kill())
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