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©L All Models 4 Assets » Workshop » Effects
(LAl Prefabs BlueBase
2L All Scripts * Explosion

¥ il Assets # GreenBase

@l Prefabs W GreenTriangle
» Gl Scenes A OrangeBase
¥ & Workshop W RedBase
&l Audio A SnowStorm
& Buildings » ¢ Stone_Bulletimpact
&l Crosshair » & ThundersLight
W TriangleRain
& etc W TriangleSmokeDesert

StED] &S Scriots

v Clnvu Prawar

¥ TowertP Start Delay 0
Background Start Lifetime 0.2 0.35
Y Fill Area Start Speed 0.01
Fill 3D Start Size [
» Handle Slide Area Start Size ?.s 1

3D Start Rotation
Start Rotation
Flip Rotation
Start Color

Simulatio s'e ed
Delta Time

Shape
w s i |
miter Velocity Tigdbody

Max Particles 50
Auto Random Seed v
Stop Action None
v Emission
v/ Shape
Velocity over Lifetime
Limit Velocity over Lifetime
Inherit Velocity
Force over Lifetime
V Color over Lifetime
Color by Speed
/ Size over Lifetime

& Project | a
Create *| (@ A48 %
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Agent Type [ Humaneid
Base Offset 04

Steering
Speed 13.5
Angular Speed

Stopping Distance
Auto Braking

¥ Box Collider

.Box Collider 2D

W Capsule Collider

W capsule Collider 2D

@ Circle Collider 20

# Composite Collider 20
Path Finding Edge Collider 2D

Auto Traverse Off Mesh Lil|.;j Mesh Collider

Auto Repath ‘# Polygon Collider 2D
Area Mask .spaml Mapping Collider
Drone_KB_Diffus RS0 glider

e Shader [Standard M Terrain Collider

4 Tilemap Collider 2D v
Add Component

Obstacle Avoidance
Radius
Height
Quality
Priority

LA Add Componeni |AMEH ) Sphere Collider I%@éﬂ - 3
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UnityEngine;
cngine

) {
bul letImpact;
explosion;
bul letps ==
explosionPs;

crossHair;

originSize;
()

originSize = crossHair.localScale » 3.2f;
(bulletImpact)
bulletps = bul let Impact .GetComponent<
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