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Gun Hit Effects
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er gunMaster;

t defaultHitEffect;
enemyHitEffect;
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(defaultHitEffect !=

Instantiate(defaultHitEffect, hitPosition, Quaternion.identity);
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wnEnemyHitEffect{Vector3 hitPosition, Transform hitTransform)

(enemyHitEffect != )

s

Instantiate(enemyHitEffect, hitPosition, Quaternion.identity);
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Default Hit Effect None (Game Object)
Enemy Hit Effect None (Game Object)
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Min Duration
Max Duration 10
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stopTime = Time.time + Random.Range(minDuration, maxDuration);

(Time.time < stopTime || m_EarlyStop)
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tem.emission;
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using UnityEngine;
using System.Collections;

namespace 53

{

public class Gun_HitEffects : MonoBehaviour {
private Gun_Master gunMaster;

public GameObject defaultHitEffect;
public GameObject enemyHitEffect;

void OnEnable ()

{
SetInitialReferences();
gunMaster.EventShotDefault += SpawnDefaultHitEffect;
gunMaster.EventShotEnemy += SpawnEnemyHitEffect;

}

void OnDisable()

{
gunMaster.EventShotDefault -= SpawnDefaultHitEffect;
gunMaster.EventShotEnemy -= SpawnEnemyHitEffect;

}

void SetInitialReferences()

{
gunMaster = GetComponent<Gun_Master>();

}

void SpawnDefaultHitEffect(Vector3 hitPosition, Transform hitTransform)

if (defaultHitEffect != null)
{

}

Instantiate{defaultHitEffect, hitPosition, Quaternion.identity);
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void SpawnEnemyHitEffect(Vector3 hitPosition, Transform hitTransform)

{
if (enemyHitEffect != null)

{
}

Instantiate{enemyHitEffect, hitPosition, Quaternion.identity);



