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Indie Game Development

Bullet Creator Asset Guide
The bullet creator asset allows you to create gunshots for guns, grenade launchers, flamethrowers, shotguns, rifles, machineguns or whatever you imagine in just a few clicks.
Getting Started
1. Open up your Unity project.
2. Download the following two packages from Moodle and drag and drop them into the Asset Window:
a. BulletCreator.unitypackage
b. BulletCreator_ClassLibrary.dll
Note: It might be a good idea to add this to the BulletCreator folder to keep your files organised.
3. If you do not already have a weapon, the asset provides some very crude weapons that you can use.
4. Locate your weapon in the scene.
a. Add an empty child game object to it (make sure it is a child of the weapon) and rename it to BulletCreator.
b. Go to the assets window and locate the BulletCreator_ClassLibrary.dll file you added to the assets window.
i. Expand it
ii. Drag the BcWeapon compiled script onto the Bullet Creator game object you created in the last step.
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5. You should now have lots of options to configure the video. I am no expert unfortunately, so I leave this to you 
a. First you need to position the bullet creator object so that it is at the tip of your weapon and pointing in the right direction.
b. The asset also comes with a default bullet prefab that you can use. You may need to scale the bullet size down to match your weapon.
c. There is a YouTube video that explains the settings: https://youtu.be/9QGeh_Jo1s4 
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d. Here are the settings I ended up with for mine (not completed yet – the settings are not quite right ) and I had to scale the bullet down to 0.25 x 0.25 x 0.25 its original size.
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Using/Manipulating the Bullet Creator in Code
1. Create a GameObject variable to store a reference to the bullet creator game object.
a. Make the variable visible in the inspector
b. Remember to set the game object in Unity using the Inspector window.
2. Create a BcWeapon variable.
3. In your Awake or Start method, initialise the BcWeapon variable:
a. IF Bullet Creator Game Object IS NOT NULL
i. Initialise the bcWeapon variable (get the BcWeapon component attached to your bullet creator game object)
b. END IF
4. Once the bcWeapon variable is initialised, you will have access to all its properties and methods. 
a. The names are intuitive e.g. there is a method called Shoot() 
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