Welcome to BulletPro!

This 3-slides document will get you started in three steps.
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Step 1 - Setup your Scene
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Step 2 - Create an Emitter Profile asset

Bullet Hierarchy My Red Bullet

Folder =

i Emitter 2 hics
C# Script My Main Pattern i il
D s My Circ Shot Collision
Visual Scripting > My Red Bullet
Shader >
Shader Variant Collection
Testing > Bullet Hierarchy My Main Pattern
Playables > Click tot
Assembly Definition

. Root Emitter
Assembly Definition Reference My Main Pattern
My Circular Shot
s )
jlext My Red Bullet
TextMeshPro >
Bullet Pro > Emitter Profile
Behaviour Script - 4

Scene Recycle Bin Begin Loop Endless v Default

Shoot My Circular St

Wait

End Loop

Rotate



Step 3 : Make Emitter / Receiver GameObjects
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