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Network Object
NETWORK OBJECT

Prefab Settings

158, rable v

Prefab Source

Shared Mode Settings
Is Master Client Objec

Allow State Autl

Interest Management Settings
Object Interest Global

ELCLEEIE]

Nested Objects
Networked Behaviours
+ Player Agent (Script)

PLAYER AGENT

Owner None (Player)

= SIMPLE KOG
Element 5 A Player? (Player)
Element & A Player (Player)

E.ement 7 BPlayerd (Player)
Element & A Players (Player)
Elenent & A Player? (Player)
Element 10 BPlayerd (Player)

+
[ ~ MNetwork Runner e
NETWORK RUNNER

Netwoix Cvants (7]

NETWORK EVENTS

On Input (NetworkRunner, NetworkInput)

List is Empty

+

~NA B
Tag Player ¥ Layer Agent -

Static: dOcdel4e2a2bb394¢

®

Camera Pivot 2 CameraPivot (Transforr @
Camera Handle . CameraHandle (Transfc®
Movement
s Move Speed 6

Up Gravity
Down Gravity
Max Camera Angle
Jump Impulse
Ground Acceleratior
Ground Deceleration 25

- Air Acceleration 25
Air Deceleration 1.3
Anim »Windy_PrototypeGener @
v Simple KCC (Script) e

On Input Missing (NetworkRunner, PlayerRef, Ne

List is Empty

+

On Connected To Server (NetworkRunner)

List is Empty

+
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167 vl System; = =34 247 B8 P . .
Fuslon. . p & c# GameObjectExt] £ Assembly-CSharp - =P Projectiles.EHitAction ~ & None -+ 1 o= / o S
UnityEngine; b &8 c# ListExtensions.g v — =2 EMI| FM(Chls)
2 r b &c# GameObjectExtens
v . b 3 ﬂ(:" Numberkxtensi B
refEsel le= b 8 C# Scenextension b acC# ListExtensions.cs
{ 1 b & C# StringExtension 1371 b &c# NumberBxtensions
~ u P 8 Cc# UlEtensions.cs ~ Hi tUt T b &C# SceneExtensions.cs
4 [ Game { b &C# StringExtensions.cs
P 8 c* GameManager. b ac# UlExtensions.cs
Unity -~32 E(RpA 2 23300 | E7H b & c# Gameplay.cs 4 BB Game
: : i ‘ ; . =poe 1 U b &cs GameM g
I £% Health : ContextBehaviour, IHitTarget. IHitInstigator [ B SIETIRIIES = b ﬂz, 522: ;ﬁiger(s
{ 4 [ GameplayObjects ~ Getal | Targets (NetworkRunner runner, List<IHitTarget> tara: - play
b & DamageArea.c [ b acs SpawnPc-l.ntcs
b 8 c# DummyTarget targets Clear(); 4 B _Gamepla}-C-bjE[tS
Action<HitData> HitTak e e b nee Dummygee
ction<ritlata> Hitlaken, - ; ac# DummyTarget.cs
P & C# SimpleMove.cs h . c
; . . ealths = ListPool .Get<Health>(targets Count); c ol
Action<HitData> HitPerformed; b & ce SimpleTurret.cs (tara ) b acH Explclsmn.cs
. . . b &c# SimpleMove.cs
Action<HitData> FatalHitTaken: 4 [ Health ) -
u o b &c# SimpleTurret.cs
- 2 ac_ Healh. runner.Getd | |Behavioursi{healths); 4 [ Heslth
b & C# HitReactions.cs b &cr Healthcs
Isalive == CurrentHealth = Of; b & C# HitUtility.cs i if (onlvhctive == ) b &C# HitReactions.cs
4 [ MonsterAl [ b acs HitUtility.cs
IsImmortal => _immortalCeoldown.ExpiredOriotRunning (Runner) == P £l (R e v for (int i = 0; i < healths Count; i++) 2 DOMEER
74 P 8 C#* IEnemyFSM_Nej { b &c# AudioManager.cs
MaxHea |th == _maxHealth: P &.c IEnemyMeleeCq vt = (sl siT HitTarget: b &C EnemyFSM_Netw
- ! p & C# [EnemySpawnel GRS = Ealusie JE RSt b acw |EnemyMeleeCollid
b & c* MonsterHealth ; ) b e C# [EnemySpawner N
c 5 DED S it (target. |sActive = ; ) b &ct MonsterHealth.cs
B 4 B Player targets. Add(target); b &CH Status.cs
CurrentHealth { 5 i b BCH Playercs i 4 B Player
P acH Play
P & C# PlayerAgent.cs ¥ b azu PI:}'E:;Sentcs
p &C# PlayerBody.cs e else i o
B ) 1 b &cs PlayerBody.cs
) b &8 c# Playerinput.cs + + 0 healths) ; b &cs Playerinput.cs
A iz ialad b &C# PlayerMelee.cs sl sattiss b acH PlayerMeles.cs
_maxHeal th = 100f; . b I Projectiles ! b N Projecties
Lol el =t ListPool .Return(heal ths) =t
. istPool .Returnthealths); -
Transform _headPivot; 4 = <4 @u
Barial fz=E il b I Utilites e b W Utilites
D ._l. -‘F-. bodyP ivot 4 @ Widgets i 4 BB Widgets
ranstorm _bodwPivot; b &c# UlCrosshair. v HitData ProcessHit(PlayverRel instigatorRef, Yector3 direction, b &c# UlCrosshair.cs
[SerializeField] . . b acH UiGamelnfo { b &c# UlGamelnfo.cs
Transform _groundP ivot; b &ct UlHealth.cs target = GetHitTarget(hit.Hitbox, hit.Collider); b &€= UlHealth.cs
[SerializeField] b &cH UIHitNuUmbd if (target == ) b ace UHItNumber.c
Hithox _bodyHithox; P &c# UHitNumbd return ; b & cs UHiIthumbers.
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1
[Reau ireComponent { (Health}, (Hi tboxRoot)) ] '
Unity =38 E (Kb 22 82H) | &2 671
|EnemyFSH_Network @ MetworkBehaviour
i B .
[SerializeField]
_revivelime = 3f;
_uselagCompensation)
Health _health;
MonsterHealth Health_:
HitboxRoot _hitboxRoot:
Collider _collider;
.
Lishlive:
; . 1
La agarol averMask;
.
Plaver plaverControls:
MawMeshigent navAgent;
Collider[] withinAgarcCol liders;
[Se E hgarohreaDistance = 12f;
[Se DistanceSpawnPointReset = 30;
[SerializeField] Tr orm spawnPoint; .
DistanceToPoint; -
[SerializeField] LeastDistance = 6.5F; !
r("Attack"}]

Status status;

PlaverAgent targetHealth;
eFie naviMeshSpeed;

|Enemyte leeCol | ider_Network[] enemymelecCalliders:
attacking = ;
» E1 EF1 sec

~ 42 Projectiles.[EnemyFSiv_Network - K3 _reviveTime -+

bt

boac

bac
b &g

bac

bt

L —
&9 Scene
b &c# ContextBehaviour.cs
b ace Scenecs

b &CH SceneCamera.cs

P & cC# SceneContext.cs

Hitutility.cs

Q EF7 BMET ¥ | &~ 1 » E 142 EXks6  SPC }

IEnemyMeleeCollider_Network

SimpleMove.cs Health.cs

IEnemyMelee...r_Network.cs + X

B 7
- AgProjectiles [EnemyMeleeCollider_Network - ©gFireQ) k2 s OAR o Sl

b & cn GameObjectExtensions.cs

. . b & Ce ListExtensions.cs
Projecti les

L b &C# NumberExtensions.cs
r b & C# SceneExtensions.cs
L b &C# StringExensions.cs
I b &C# UlExtensions.cs
4 W Game
ty A3 B E (KA 2E g2 | ZFE 40K S IEnemySpavmer_Networkcs = X_ [EnemyFSii_Netork.cs Hitutilty.cs
|EnemyMe leeCo | | ider _Network @ NetworkBehaviour £ E3 Assembly-Csharp - g EnemySpawner Network - © monster
'S ” ;
S 1 v Fusion;
Projectiles;
== 12l S;/stem
- B System.Collections.Gereric
UrityEngine;
_damagePerSecond = 20F;
_hitsPerSecond = 4; Units 07l
[SerializeField] 1 v NetworkBehaviour
damageflag = 1; {
damageSwing = ; |EnemyFSM_Neiwork
ed] Count = 1;
7] SpawnRadius = 50f;
TickTimer _gooldown { 8 N SpawnHeightMin = Of;
SpawnHeightMax = 20f;
HashSet<IHitTarget> _targets = 0
List<|EnemyFSM_Network> _enemies = (128
dl |EnemyFSM_Network refertother; i o A S
("Seund"3] i (HasStateAuthor ity == false)
zefield] return;
Transform AttackAudioEffectsRoot;
dl
AudioSetup _AttackScund: ~ for ( =0: i < Count; i+
AudioEffect[] _AttackAudioEffects;
g.Log(i + "| Net a ¥
Unity DAl |2 7 enemyObj = Runner . Spawn(monster, transform.position, Quaternion. ident
0] enemyObj . GetComponent < IEnemyFSM_Network>() . SetSpawnPoint (transform) ;
{ _enemies. Add(enenyObj
Debug.Log("IEnemyMeleelol | ider_Network origin S )i
Respawn(enemyObj) ;
i

FixedledateNetwork ()

for ( i ;i < _enemies Count; i++)
{
enemy0bj = _enemies[il;
BH BUHA w2 | &~ ‘

=2H Al 28 54 238 O4Kg =2H Al F7|H
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71 BH(CHrl+)

b & Cs GameObjectExtensions.cs
b &c ListExtensions.cs

b &C# NumberExtensions.cs
b & C# Scenefxtensions.cs

b & cs StringExtensions.cs

b &c UlEtensions.cs

B Game

b &C# GameManager.cs

b &cs Gameplay.cs

b &C# SpawnPoint.cs

B9 GameplayObjects

b & C4 DamageAreacs

b & cs DummyTargetcs

b & ca Explosion.cs

b &cx SimpleMove.cs

b ac= SimpleTurret.cs
Health

b &C# Health.cs

b &C# HitReactions.cs

b &ca HitUtility.cs

[ MonsterAl

b &ca AudioManager.cs

b &C IEnemyFSM_Network cs
b & Ca IEnemyMeleeCollider_Network.cs
b &C [EnemySpawner_Network.cs
b &C# MonsterHealth.cs

b &c# Status.cs

&8 Player

b & cs Playercs

b &ca PlayerAgent.cs

b acn PlayerBody.cs

b &ca Playerinput.cs

b &C# PlayerMeles.cs

B9 Projectiles

b B Hitscan

b B Kniematic

b B Standslone

b &ca ProjectileBase.cs

b &ca ProjectileUtility.cs
Scene

b &C# ContextBehaviour.cs
b &C# Scenecs

b & C# SceneCamera.cs

b & cs SceneContext.cs

[EnemySpawner_Network
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4 & Game
b & C# GameManager.cs
b & s Gameplay.cs
b &2 SpawnPaint.s
4 BB GameplayObjects
ed] b &C# DamageAreacs
b & Cs DummyTargetes

-~ @ projectiles.Player - /K Activeagent -+

Unity >3 E R 2 112 | &=
T v Player : ConiextBehaviour

! "Playerinputcs + X Play y yerAg Y
! 5 Assembly-Csharp + & Projectiles EinputButton
~

PlayerAgent
_lastWeapc

LaA o =
2a7] FM(CHl+)
4 (@@ Game
b &c= GameManager.cs
b &cn Gameplay.cs
b ac# SpawnPointcs
4 @@ GameplayObjects
b &c# DamageArea.cs
b &c# DummyTargetcs
ActiveAgent = ager b Bce Bxplosion.cs
Act iveAgent . Owner et Buttons PreviousButtons => _previousButtons; . b &cs SimpleMovecs
b ac simpleTurret cs
2 AccumulatedLock => _|cokRotat ionAccumu lator . Accumu latedvalue; 4 @ Health
b BCs Health.cs
b &c# HitReactions.cs
b &c= HitUtiity.c
4 (@@ MonsterAl
b &c= AudioManager.cs

|AfterTick

~ Assignhger

~ if (HasStateAuthor
{

agent . Weapons .

N ClearAgent

b B MonsterHealth.cs
MetworkButtons _previousButtons { B b & o Status.cs
4 B9 Player
Gameplay Input _accumulated!nput; b acs Playercs
Vector2hceunu lator _|ookRotat ionAccumulator = (0.02f, oH b & ca PlayerAgent cs
ActiveAgent.Owner b &cs PlayerBody.cs
ActiveAgent = Playerdgent _agent; 1 (e EvzEliies
b &c2 DlayerMelee.cs
| &~ 4 4 @B Projectiles
: b BN Hitscan
b BN Kniematic
il % Spawned() b B Standalone
{ b &< ProjectileBase.cs
b &< Projectileutility.cs
B9 Scene

if (Activehgent =
return;

B
© A7 ZUER @S

N

ReplicateTo(Object. InputAuthority, 'H b BCH Scenecs.
b 8.C# SceneCamera.cs
b 8¢ SceneContextcs

if (HaslnputAuthority ==

)

4 @U
s b I Utilites
4 B9 Widgets
b &€= UlCrosshair.es
networkEvents = Runner .GetComponent<hetworkEvents=(}; b &c# UlGamelnfo.cs
networkEvents .OnInput . AddL istener (On Input. b Bct UHedlthcs
130 % osAtENEANYE | v < » E1 2% =@ cr

Player & Playerinput

=200 GlobeH|O|E] &t2] 8l &
O[O HERZ Y &H X

PlayerAgent ActiveAgent { H 5} 1 b &cx Explosion.cs i
27 124 b 6w SimpleMove.cs Player Owner { ;
PlayerAgent AgentPrefab => _agentPrefab; b & cs SimpleTurret.cs a0 it
4 BB Health Weapons Weapons { ; H | -
b &c# Heafthcs 3071 i *
b &C# HitReactions.cs Health Health { B He P
; - = 1670 ‘-
Lerial izeField] @-o fF-&B @ Debug - Any CPU - P uniyol @2 - > B Y = & GitHub Col eKCC KCC { get; P
PlayerAgent _z

b & IEnemyFSM_ Network cs
b &= IEnemyMeleeCollider Netwrl
P 8= [EnemySpanner Network cs

ReplicateToAll( )i P &8¢ ContextBehaviour.cs

= 0[0 2 i

PlayerAgent.cs & X

3 Assembly-CSharp ~ @gPprojectiles PlayerAgent + /& Owner .=

o-sVERE o pl=

R4 247 ZA(CHL)

v Projectiles 4 @ Game
{ b & Ce GameManager.cs
) b &ce Gameplay.cs

b 6C# SpawnPoint.cs

[DefaultExecut ionOrder (-5)] : Assertly-CSharp o
[Reau ireComponent ( (Weapons) , (Healthy . (Simpleken))] 1 x. iz
]
]

nity ~3EE &t &z 1671) |
1 ~ Plaverdgent @ ContextBehaviour S 4

Plaver Input Input { get; i Y pacins

InputBlocked => Health.|shlive ==

!
z !
Transform _cameraHandle; i

i

er ("Movement")] PR YT
alizeField] b I Utiites
_moveSpeed = Bf; 4 @ Widgets

b & C2 UCrosshair.cs
b ac= UiGamainfo.cs
b ac# UiHealth.cs

_upGravity = 15f;

[serial izeF

© SA7H BMEX & 2731 RLF i
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ProjectiieBase.cs = X FI2)e

Projectieutity.

e

—

e~
er /1S

~ 9 Projectiles.ProjectileContext ~ € Runner 3
Fusion;

UnityEngine;

Projectiles

ProjectileContext

let Runner Runner ;
ObjectCache Cache;
PlayerRef Owner;

b ac Hitl

4 B Monste
b acs Aud
ansform[] BarrelTransforms; b ace [Ene
} b acs IEne
b ac= IEne
b acH Mor
b aca stat
& Player
b acs Play
ProjectileBase : MonoBehaviour b ace Play
Iy b ace Play
b acs Play
b ace Play
4 BB Projecti
X . b Hits
e EE C i1 bl Knie
b BN Star
b &CH ProjeLurpase.cs
b ac= ProjectileUtilty.cs
4 B9 scene
b &C= Contextiehaviour.cs
b ac# Scenecs
b &CH SceneCameracs
b &c# SceneContextes.
4 @u
b Utiltes
4 B9 Widgets
b B cx UiCrosshair.cs
b acr UiGamelnfo.cs
b BCx Ulkealth.cs
b & cx UlHithumber.cs

N

_impactEffectReturnTime
z¢eField, Tooltip("Standalone effec
NetworkObject _impactObjectPrefab;

Trai IRenderer[1 _trails;

G AT | &= 474
Awake ()

jectile.cs = X SimpleKinematicProjectile cs S
£ Assembly-Csharp - %BProjectiles.KinematicProjectile
~ Projectiles
{

KinematicProjectile :

Projecti leBase,

{
t IsFinished { 3 H
a d]
_startSpeed = 40f;
a eld, Tocltip("P € :]
_length = 0f;
a eld]
_maxDistance = 200f;
_maxTime = 5f;
a , Tooltip("Time f te a
_interpolationDuration = 0.3f;
Ease _interpolationfase = Ease.OutSine;:
Vectord _startOffset;
_interpolationTime;
_lifetimeTicks = -1;
1 v KinematicData GetFireData(Vector3 firePosition,
{
v if (_lifetimeTicks )
AECE oEWtEHEA IS | &« =1

pectleuminy

£t

IBuf ferView<Kinemat ic

3 fireD

SPC

e ———

©-s0EE o K=

187] 28 (Cl)

|r ] ]

= =l AdvancedKinemi

aticProjectile

ProjectileUtility

ALK LagCompensation.Raycast
HESI A HitEt2l 23 HE X

- & isFinished

b acx SpawnPoint.cs
4 B GameplayObjects
b acx DamageArea.cs
b &cr DummyTarget.cs
b acx Explosion.cs
b acw SimpleMove.cs
b &Cs SimpleTurret.cs
B Health
b acs Hedlth.cs
b & Cx HitReactions.cs
b aCH HitUtilty.cs
B MonsterAl
b BC# AudioManager cs
b &C# [EnemyFSM_Networkecs
b & cx EnemyMeleeCollider_Netwol
b &C# [EnemySpawner_Network cs
b &Cx Monsterkealth.cs
b acH Status.cs
B9 Player
b BCs Playercs
b BCs PlayerAgent.cs
b acx PlayerBody.cs
b acH Playerinputcs
b acH Playerielee.cs
4 &9 Projectiles
b Hitscan
4 BB Kniematic
b & c# AdvancediinematicProje}
b & cx HomingProjectilecs
b &.c# KinematicProjectile.cs
b & Cx KinematicProjectieBufe
b & c# SimpleKinematicProject
b & C# SprayProjectile.cs
b I Standalone
b acx ProjectileBase.cs
b & cx ProjectileUtility.cs
4 & seene
b &cr ContextBehaviour.cs
b BCH Scenecs
b BC# SceneCameracs
P BC® SceneContext.cs
4 @
b Utiltes
4 B Widgets

N

N

HomingProjectile w

N

7|40 &Sl

A, EpZIERQ L)
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= Assembly-CSharp

AdvancedKine...Projectliecs = x

£ Assembly-Csharp

' Projectiles AdvancedKinemats

3_damage

Projectiles

«z e -

~ @ Projectiles HomingProjectile
v Fusion;

UnityEngine;

v Projectiles
{
lnity ~3EE (Xtok &tz 27) | &z o7t
v HomingProjectile @ KinematicProjectile
{
[Serial izeField]
_damage = 10f;
[Serial izeFie
EHomingPosition _homingPosition = EHomingPosition . Body:
[Serial izeField]
EHitType _hitType = EHitType.Projectile;
[Serial izeField]
LaverMask _hitMask;
[Serial izeField]
Layertask _environmentCheckMask;
[Serial izeFie
_maxSeekDistance = 50f;
[Seria eld, Tooltip( c S ma
+If e
_maxAng|eToTarget
[Seria eld]
_distancefeight = 1f;
[Seria eld]

_anglefleight = 1f;

_turnSpeed = Bf;

[Seria eld, Tooltip( ever recalculate")]
_recal cu lateTargetAfterTime = Of;
[Seria eld, Range(Of, 1f)]

© =57 zmEx g |

- Ca_damage

% F o-s0EAE o F=

SR8 247 24l R
b &cx SpawnPoint.cs E
4 B9 GameplayObjects

b &C# DamageArea.cs
b &c# DummyTarget cs
b acx Explosion.cs
b &c= SimpleMovecs
b &ce= SimpleTurretcs
4 BB Health
b ace Health.cs
b 8C HitReactions.cs
b &cx HitUtility.cs
B MonsterAl
b & c# AudioManager.cs
b &c= IEnemyFSM_Network.cs
b ac= [EnemyMeleeCollider_Network.cs
b & IEnemySpawner_Network.cs
b &c# MonsterHealth.cs
b &c Status.cs
Player
b BCx Player.cs
b & c# PlayerAgent.cs
b 6.C# PlayerBody.cs
b ace Playerinputcs
b ace PlayerMelee.cs
B Projectles
bl Hitscan
4 @ Kniematic
b & s AdvancedkinematicProjectile.cs
b &cx HomingProjectile.cs
b & c# KinematicProjectile.cs
b & c# KinematicProjectileBuffer.cs
b ace SimpleKinematicPrajectile.cs
b & SprayProjectile.cs
o b [ Standalone
b &ce= ProjectileBase.cs
b &c# ProjectileUtility.cs
4 (@B Scene
b &= ContextBehaviour.cs
b &BC# Scene.cs
b &C# SceneCamera.cs
b &c# SceneContext.cs
« @y
b Utilies
4 B Widgets

N

N

N




SimpleKinematicProjectile.cs = X
5 Assembly-CSharp + % Projectifes SimpieKinematicProjectile - @ damage
T

EHitType _hitTvee = EHitType P

SlmpIeKlnematlcPrOJectlIe

7| H|OFE] A 7 7|2
Ol 7|HIOHE] M AN 2x

SprayProjectile.cs = X KinematicProjectileBuffer.cs HomingProjectie.cs KinematicProjectile.cs

5 Assembly-CSharp

167 vl Fusion;
UnityEngine;

130 %

v Projectiles
{
~
Lhity A3 E(RHeF 2EE 120) | 2 17H
v SeravProjectile : Kinematic ectile
{
[SerializeField]
Animat ionCurve _damageQverlifetime;
[Seria eld
Animat ionCurve _radiusOverlifetime;
[3e eld
EHitType _hitType = EHitType Projectile;
[SerializeField]
LaverMask _hithask;
d]
_gravity =
[Serializefielc
_drag = 1f;
v oL OnFixedUpdate( KinematicData data)
{
runner = Context.Ru
previousPosition = GetMovePosition( data, rumner.Tick - 1, rumner
nextPosition = GetMovePosition( data, runner.Tick. runner.DeltaTir
direct ion = nextPosition - previousPosition;
distance = direction. magnitude;
if (distance <= 0f) -
© 27 ENET s | &~ 4 P F1 EX1 | SPC | CRIF

- AgProjectiles SprayProjectile ~ ©4_damageOverLifetime

SprayProjectile

StHHALZ] 20| X & 52| ZA}
SHERO| CircleCast?|Et MultiHit
Event 7|2t 7|H|OE] &K

Projectiles

standaloneProjectile.cs + X s KinematicProjectil er.cs HemingProjectile.cs

! FJ Assembly-CSharp - 9gProjectiles StandaloneProjectile - & _projectilevisual

16" Vi Fusion;
UnitvEngine;

bace Spawnpmm cs

4 B3 GameplayObjects
v Projectiles b & DamageArea.cs

{ A b &c® DummyTarget.cs
~ 1 b & c= Explosion.cs

b & c= SimpleMove.cs
b & c= SimpleTurret.cs
Health
b & c# Health.cs
b & c# HitReactions.cs
b & c# HitUtility.cs
B8 Monsteral
b & ¢# AudioManager.cs
b & C# IEnemyFSM_Network.cs
b & ¢ |EnemyMeleeCollider_Network.cs
b & €= IEnemySpawner_Network.cs
[SerializeField] b & c# MonsterHealth.cs
KinematicProjectile _projectileVisual; b & ca Status.cs
[SerializeField] & Player
_despawnTime = 1.5f; b & ca Playercs
P & cC# PlayerAgent.cs
[Networked] b & c# PlayerBody.cs
b & c# Playerinput.cs
b & c# PlayerMelee.cs
B Projectiles
b [ Hitscan
4 [B8 Kniematic
Vectord barrelPosition { > i} b 8= AdvancedKinematicProjectile cs

S

S

oneProjectile © ContextBehaviour

S

KinematicData _data { i B
orked]

S

b 8C= HomingProjectile.cs

bacs Kmemat\cFrqectMecs

TickTimer _despawnCooldown { ; b ac= KinematicProjectileBuffer.cs
b &c= SimpleKinematicProjectile.cs

_ishct ivated; g b aca SprayProjectile.cs

Transform _dummyBarrelTransform; 4 [ Standalone
b acw StandaloneProjectile.cs

b &C# ProjectileBase.cs

b &C# ProjectileUtility.cs
[ Scene

b 8 ¢t ContextBehaviour.cs

ProjectileContext _projectileContext = 0
PropertyReader<Kinemat iclata> _dataReader;

S

£ b &t Scenecs

- P & cn SceneCamera.cs

~ Fire(Vector3 firePosition, Yectord fireDirection) b &C2 SceneContextcs
i 4 @mu

b I Utilites

= CRLF

231
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StandaloneProjectile
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HitscanProjectile

rojectiles

1 Fusion; ® Hitscan HitscanProjectile.cs InstantHitscanProjectile.cs & X
UnityEng ine; I £ Assembly-CSharp - 9gProjectiles InstantHitscanProjectile - 4 _visibleTime 7 YOIE o L=
~ Projectil { . . 24 ST AMcrl+)
rojectiles Activate( data); i,
b act SimpleTurmet.cs
{ 4 BB Heslth
~ startPosition = Context.BarrelTransforms[data.Barrel Index] .position; b ace Health.cs
b acs HitReactions.cs
transform.position = s P acw HitUtility.cs
dume transform.rotation = tion(data.FireDirection): 4 MonsterAl
i e b &ct AudioManager.cs
{ Spawn Impact¥isual(data. ImpactPosition, data. ImpactNormal) b &C# [EnemyFSM Network cs
1 b &ct [EnemyMeleeCollider_Network.c
N ) 1F (il 1= ) bacs \Ensmy‘Spav\:n:r_Nsnvc-rk (<]
27 5 cx
Ly , { 2 e
g srinshe ' ’ _traj | .SetPosition(0, startPesition); o BB Pleyer
_trail .SetPos ition(1, (Yector3)data.ImpactPosition != Vector3d.zero 7 b e A
b b ack PlayerAgent.cs
[SerializeField] . . b &ct PlayerBody.cs
- _ _time = H b ace Playerinput.cs
[Serial izeF _;Jamage = 10f 1 b ace PlayerMelee.cs
serializerield - 4 [ Projectiles
EHitTyre _hitTvee = EHitTwpe Projectile: = FlyingHitscanProjectile.cs & X HitscanProjectile.cs daloneProjectile.cs -] . JHMEH
[SerializeField] ‘ ™ £ Assembly-CSharp - 4 Projectiles.FlyingHitscanProjectile - 1 v Render { HitscanData data, HitscanData fromData, b & c# FlyingHitscanProjectile.cs
r LayerMaSk _hitMask; }: 167 | UnitvEngine; [« | i b & C# HitscanProjectile.cs
[SerializeField] Render data, Framiaim, el b & C# HitscanProjectileBuffer.cs
_maxDistance = 200f; Brafcsif[ b &C# InstantHitscanProjectile.cs
v rojectiles
. g n 4 B Kniematic
{ _time += Time.deltal ime; b & c= AdvancedKinematicProjectile
~ b & c= HomingProjectile.cs
iz 13 IsFinished = _time >= _visibleTime: b &c# KinematicProjectile.cs
v HitscanData GetFireData(Yectord firePosition, Ve ) . | 05" (STITEET, 2 SR
. _ ~ if (Ctrail != ) b & c# SimpleKinematicProjectile cs
{ Unity ~3FEE (R &E 1208 021 i b & c# SprayProjectile.cs
V i data = Hitscanbata() T ~ FlyingHitscanProjectile @ HitscanProjectile w5 = e 4 _wisibleTin 4 [ Standalone
. . . . { b & c= standalonePrajectile.cs
E:;:E‘I’fézt'f';n’_ff"rfzg‘s;:;’”‘m _trail .colorGradient = LerpGradient(_startTrailGradient, _fadeoutTra [ O PRl
’ _trail.widthMultiplier = Mathf.Lerp( startTrailWidthMultiplier. fade b o Projectileltiity.cs
}: i ~ i a Scene
[SerializeField] I ] b &cx ContextBehaviour.cs
v if (Projectilelitility.ProjectileCast{Context.Runner, Conte: _speed = 40f; b BCH Scenecs
b &CH SceneCamera.cs
HitUtility.ProcessHit (Context.Owner, .FireDirectior Yectord _startPosition; :CU'I* SceneContext.cs
a
P . Vectord _targetPosition; > B Utiites
t v Awake() 4 B Widgets
_time; { . b & c= UlCrosshair.cs
_duration; 130% - O = EMTR G | Fv 4 » =1 BR1 seC | CRUF it ez 8
P 8C HyIngHITscanProjectiie.cs
b & cs HitscanProjectile.cs
b & c# HitscanProjectileBuffer.cs
0 b & c# InstantHitscanProjectile.cs
; . 4 B Kniematic
i e Activate( HitscanData data) b & cw AdvancedKinematicProjectile.cs
i . b & c# HomingProjectile.cs
Activate( data); b &c# KinematicProjectile.cs
b & c# KinematicProjectileBuffer.cs
_startPosition = Context.BarrelTransforms[data.Barrel Index] .position; b &c# SimpleKinematicProjectile.cs
. . . . _targetPosition = (Yector3)data.ImpactPosition != Yector3.zero 7 data.Im b 8.C# SprayProjectile.cs
FlyingHitscanProjectile N < o HE A b2 &
transform.position = tion ) C# StandaleneProjectile.cs = =, -
transform.rotation = O L ation(data.FireDirection); b &CH ProjectileBase.cs — .
b & c# Projectileltility.cs H Itsca n = A'_x-” O |
; = 8 L . 4 [ Scene — | _—
A F 7_I = O_I A A o L H ’t _duration = 3.Magnitude(_targetPosition - _startPosition) / _speed D
X1 & x| =, Hitscan s = 05 ;
b & CH Scene.cs
E A x O AI— | E_ E A b b &C# SceneCamera.cs
T e O M = — _ b &C# SceneContext.cs
il 4 @
1 ~ Render HitscanData data, HitscanData fromData, b I Utilites
{ 4 [E9 Widgets
data, fremData, alpha b BC: UlCrosshair cs

.Render (
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v inematicProjectileBuffer !
{
[Seria
o AddProjectile(Kinen cP e projectilePrefab, VYectord firel
{
prefabindex = _projectilePrefabs. Index0f(projectilePrefab,
~ if (prefabindex < 0)
{
LogError ($"Pra e {projectilePrefab} n fou A t
return;
projectilePrefab.Context = _context;
data = projecti|ePrefab.GetFireData(firePosition, direction);
projectilePrefab.Context = 3
data.FireTick = Runner.Tick;
data.Prefablndex = ( Jprefab Index;
data.Barrel Index = barrel Index;
~ if (inheritedVelocity != Yector3.zero}
data.Spray. InheritedVelocity = inheritedvelocity;
AddData(data) ;
i ¥
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b 8 C# Health.ce
b &cw HitReacti
b & C# HitUtility
MonsterA|
b & C# AudioMz
b & c= [EnemyF:
b &C# [Enemylv
b & c= [Enemys
b &cw Monstert

S
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b & CH Status.cs T
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Player
b & C# Playercs
b & c= Playerag
b &C# PlayerBo
b ac= Playering
b acs PlayerMe
B Projectiles
4 Hitscan
b acH Flying
b &cs Hitsci
b &cH Hitsc
b acs Instar
4 [E Kniemati
b acs Adval
P ac# Homi
b &cH Kinen
P ac# Kinen
b acH Simp
b acs Spray
4 [m Standalo
b acs stanc
b & cs Projectile
b ac= Projectile
Scene
b & c# ContextE
b & c# Scene.cs 130 %
b & c# SceneCamera.cs
b & Cs SceneContext.cs
4 U
b I Utilites
4 [EB Widgets
b & ¢ UlCrosshair.cs
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- WP Projectiles. HitscanData -~ Prefabindex -+
v Projectiles g
{ -
N HitscanData @ INetworkStruct
{
Prefab Index;
Barrel Index;
i
~
Unity 38 E (Rbak 21 167H) | 2FZ 270
v HitscanProjectileBuffer : NetworkDataBuffer<HitscanData, HitscanPro.
{
[Serial izeField]
HitscanProjectilel] _proiectilePrefabs;
ProjectileContext _context;
v AddProjectile(H e projectilePrefab, Yectord firePos
{
prefablndex = _projectilePrefabs. IndexOf (projectilePrefab,
v if (prefablindex < 0)
{
Debug . LogError ($"Projectile {projectilePrefab} not found. Add it
return;
projectilePrefab.Context = _context; .
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b &c# SimpleTurret cs
Health
b ac# Healthes
b &C# HitReactions.cs
b ac= Hitutility.cs
B MonsterAl
b &Ct AudioMan NetworkObjectBuffer.cs » x
b &C# |EnemyFSh £ Assembly-CSharp
b &C# [EnemyMe
b &C# [Enemyspe
b &c# MonsterHe
b ac# Statuscs
4 BB Player
b acw Player.cs
b ac= PlayerAger
b &c= PlayerBody
b &c Playerinpu
b &C# PlayerMele
Projectiles
4 [ Hitscan
b &c= Flyingk
b &C# Hitscan
b ac# Hitscan
b acs Instantt
4 @@ Kniematic I
b &c= Advanc
b &cx Homing
b ac# Kinema

S

S

S

b ac# Kinema
b &cw Simplel
b &Cw SprayPi
4 [ Standalon
b acs Standal S
b &C# ProjectileB
b &c# Projectilel
4 [@@ Scene
b &C# ContextBel
b &C# Scenecs
b ac# SceneCam
b &c# SceneCont
4 @U
b H Utilites
4 W Widgets
b &C# UICross

HE - © 27 Z4SX 98

~ 5 Assembly-CSharp

I v
{
{
¥
1 v .
{
130% ~ Q SH BUEE ®2

Projecti

T — < 8 caracTy

) N
- 20 Projectiles.[Butferview<T>
name= 1Uata
name="TV iew"
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~ 2 IsFinished

NetworkDataBuffer<Tl
INetworkSt ruct
1Buffer¥iew<TData>

ContextBehaviour

Tiew>
TData
TView

_dataCount { get;

Dictionary< (256);

List<

. ViesEntry> _yiews =
> finished¥iews = new(128);

_viewCount;

ArrasReader<iData> ferReade
PropertyReader<int> _dataCountReader;

AddData(TData data)

datalndex = _dataCount % DataBuffer.lenath;
DataBuf fer .Set (datalndex, data);

_dataCount++;

Spawned()
_viewCount = _dataCount;

(DataBuffer));
( datafoin iy :
Yy o= 2R

_dataBufferReader = GethArrayReader<TData>(
ATL:;NMHQMAM = fedPronertuReadar<intsf,
&> 4

SPC

tileUtility.cs
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b & c# SimpleKinematicProjectil
b &z SprayProjectile.cs
4 B Standalone
b & c StandaloneProjectile.cs
b .C# ProjectileBase.cs
b & C# ProjectileUtiity.cs
4 & scene
b &C# ContextBehaviour.cs
b acx Scenecs
b a.c# SceneCamera.cs
b a.c# SceneContext.cs
4 @ul
b Utiltes
4 @ Widgets
b & UICrosshair.cs
b 6c# UiGameinfos
b 6.C# UlHealthcs
b & C= UIHItNumber.cs
b & C# UHItNumbers.cs
b & UlScreenEffects.cs
b & UWeapon.cs
b &2 UWeaponitem.cs
b & C2 UWeaponlistes
b & C2 UWeapons.cs
b &.C# Gamellcs
b & C# UiGameplayView.cs
4 @ Utilties
b &C# AudioEffectcs
b &.C# CoreBehaviour.cs
b & c# DestroyAfter.cs
b acH Easing.cs
b &.cx Generalinput.cs
b acx ListPooles
b & cx Mathutility.cs
b & C# NetworkDataBuffer.cs
b & C# NetworkObjectBuffer.cs
b &C# NetworkObjectPool.cs
b &C# ObjectCache.cs
b &.C# Objectiayer.cs
b acx Pooles
b & C# RenderSettingsUpdater.cs
b a.cx ShakeEffectcs
b & cx SimulatePhysicsMultipeer.cs
b acx Singleton.cs
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- & cachedCount

b acs SimpleKinematicPrd

& ik © LEE o K= b &= SprayProjecti
~] Assembly-CSharp - g Projectiles Pool <T> + ELPOOL_CAPACITY * VAR o L= 167~ System; B 27 e G T2
1" i Project| les o —= System s.Generic; — ~ Return(GameObject instance, = ) 4 & Standalone
& = sRE T BN I : > & s SimplanematicProje { b aca StandaloneProjecti
nityEngine; .
{ . e e oectias b & C# ProjectleBase.cs
b acn StandaloneProjectile.« ~ it (deactivate == ) )
N System.Collections.Generic o DS . eactivate b & c Projectilelility.cs
v 5 : e B b & c# ProjectileBase.cs v Projectiles b & cx StandaloneProjectle.c P SceneJ
System.Runt ime.Comp i lerServices; b & c= ProjectileUtility.cs { B B » &= ProjectiieBase.cs instance . Sethct ive( o) b & s ContextBehaviour.cs
4 [ Scene Unity 23 E (RH&H 2= 12H) |&Z 22 b &cn ProjectileUtiity.cs } b oo s
c# Scenecs
21 . ; I v MonoBehaviour 4 B scene
<> .  8c® Conextiznayiourcs { > & i Contextehaviour.cs . [P BIEACE= e o
~ Pool<T: T Q0 L b BC# Seenecs [ —— instance. transform. SetParent( 5 ) b & c# SceneContext.cs
{ b &c# SceneCamera.cs = » B cr SeeneCameracs S
b & c# SceneContext.cs == ¢ ; b B Utilt
CachedCount { & et o0l G B B b &c# SceneContextcs _cached[_borrowed[instancel] .Push{instance) B Utilites
< Ul 4 @u _borrowed. Remove (instance) ; 4 [tigas
b act UlCrossh,
POOL_CAPACITY = 4; > I Utiltes BorrowedCount { set { return _borrowed.Count; } } i’ :3::!‘;;3 b s Do
4 B Widgets #if
bacs ercsshams ALOL e v UN‘TLEDEO? hi deCachedObjects InHi fhy = b s Uzt
b &c# UlGamelnf QI T ‘( esaeedtbects i erarcy b &Cx UIHtNumber.cs
< amelno.cs b o Lk b &< UMHitNumbers.cs
) b 8 UlHealthcs [Seria B b &c UHNumbercs instance hideflags |= HideFlags.HidelnHierarchy; 5 e Ulscresnifter e
Pool<T> Shared = 0 b acs UHitNumber.cs _hideCachedObiects|nHierarchy = 5 b &¢# UHitNumbers.cs 1 b &¢H UlWeapon.cs
b &Cs UIHItNumbers s [Seria eld bl L SR v else b &Ce UlWesponitem.cs
b ace UlSereenErects.cs List<CacheObject> _precachelbjects; » 6 s Ulespon.cs { » &cx UlesponListcs
N P B.C# UlWeaponitem.cs . N . N N
b &c# UWeapon.cs _ ) ‘ » 6% UWeapontstes instance name = $"(Cached) {instance E b &cs UlWeapons.cs
List<T> pool = new(POOL_CAPACITY) b Bt UWeaponitem.cs Dict ionary<Gamelbiect, Stack<Gamelbject>> _cached = new() ; PO i b &C= Gamellcs
=2 - ’ . Dictionary<GameObiect, GameObiect> _borrowed = new() : = e b & = UiGameplay\i
b &c= UiWeaponList.cs b B Errelis #endif & C# UlGameplayView.cs
P & CH UiWeapons.cs ListdErresEime e = w0 > & cx UiGameplayview.cs 4 BB Utities
b &cw GameUl.cs f“‘:k;' o ti ‘T JOOO‘O: 0 4 B Utiities 5 b & cs Audiokflectcs
ist<Gamelbiect> _all = 8 e T ) iy
i b & Cit UiGameplayView.cs b e ce Audokffectcs v ReturnRange(L ist<GameObject> instances, deactivate = true) P &c Cortenaiaur.cs
(MethodImp|Opt ions . Aggressivelnl ining)] 4 Do b &cx CoreBehaviour.cs { b & C* DestroyAfter.cs
e b &.C DestroyAfter.cs b &C= Easing.cs
b & cs Audiokffectcs b 6 ca Easing.cs Y for ( = 0i i < instances,Count; i++) b & = Generalinput.cs
v T Get() b &cu CoreBehaviour.cs f » 8Ca Generalnputcs /-CSharp . - %42 Projectiles ListPool<T> - 2 Shared
{ b &cn DestroyAftercs ~ T Get<T>(T prefab, activate = o create |fEmpty = ) b & Listpool.cs “ Projecti les =
fauid = : b AED Emmes { > 8 cr MathUtilty.cs : =
T item = ; cn return Get(prefab, . activate, createlfEmpty); b 0@ DT BEiES
e | (il
& c# ListPool.cs i e
P &C# NetworkObjectPool.cs
v (_pool) b & c# MathUtility.cs b B.C# GbjectCache.cs ~ ListPool<T>
{ b & cs NetworkDataBuffer.cs " B B b &C# ObjectLayercs {
e P b &t NetworkObjectuffercs v ct Get(GameObiect prefab, activate = create Il > G s
N Tnezk & L25hllLolin ’ b & ce NetworkObjectPool.cs b &c RenderSettingsUpdater.cs
v if (index >= 0) v return Get(prefab, . activate, createlfEmpty); b & ShakeEffect.cs
{ £ cw ObjectCache.cs ¥ > &t SimulatePhysicsMultipeer r
found = P ErE b s Singetoncs POOL_CAPACITY = 4;
’ b &c= Poolcs = = | o -
item = _pool [index]; b & ct RenderSettingsUpdater.cs =1 Eme s Jp—— LIST CAPACITY = 16:
b &c= shaketffect.cs
_poo | RemoveBySwap( index) ; b &Cn SimulatePhysicsMultipeer.d .
b scn Singloncs ] ectCache
4 BB Weapons
Shared = 0
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List<List=<T>> _pool = (PODL_CAPACITY)

Pool

<T» Get( capacity)

(_pool)
poolCount = _pool.Count;

ListPool ~ F{f {poolCount == 0)

return st<T>(capacity > 0 7 capacity

LIST_CAPACITY):

for ( i=0;
{

i < poolCount; ++i)
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=t<T> list = _poollil:

if (list.Capacity < capacity)
continue;
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{ b & C# UlScreenEffects.cs
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b &C= UWeapon.cs
b B c= UWeaponitem.cs
b 8 C# UlWeaponList.cs

Weapons

Neap & x W cs : cs NetworkObjectPool.cs « b &C# UlWeapons.cs
z i . [Disal lowMu|tipleComponent] -
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v Projectiles b &c# UlWeaponitem cs b &c# UlScreenEffects.cs
{ b acs UlWeaponList.cs b &C# UlWeapon.cs
~ i 1 b &C# UlWeapons.cs b &C# UlWeaponitem cs
b &C= Gamell.cs BarrelTransform => _k [Defaul tExecut ionOrder (5)] b &C# UlWeaponList cs
. ) i b & cs UlGameplayView.cs e : Unity ~38 E (RF& 2FF 167D = 5 1 b &C# UlWeapons.cs
lnity 238 E(Rb4F & 17H) 2 & e Pesariisitlion = Ll i 1 v Weapens @ ContextBehaviour b &ce GameUlcs
T ~ Weapon : NetworkBehawviour b ‘3“_’ AudioEffect.cs { . b & cs UlGameplayView.cs
{ b &t CoreBehaviour.cs e
b & = DestroyAfter.cs “ o IE; e
- b & c# AudioEffect.cs
b &cw Easing.cs
- b & ¢t Generallnput.cs al izeField] 7) b & c# CoreBehaviour.cs
c Transform _barrelTransform; 2 2 ; ; ; ct AR
WeaponS| ot + b & ce ListPaolcs - - IsSwitchinglleapon => _switchCooldown .ExpireddrNotRunning (Runner) b ace DestroyAfer.ce
2ells = g b &t MathUtility.cs alizeFiele = b &ce Easing.cs
= b 8 C= NetworkDataBuffer cs _description; B . . . . . b & c# Generalinput.cs
ublic Displaviame => _displayhame; b & C# NetworkObjectBuffer.cs| ElapsedSwitchTime => _weaponSwitchDuration — _switchCoo ldown Rer b EE el
& 2 : b & ¢t NetworkObjectPool.cs -] B b &c# MathUtility.cs
P te lcon => _icon; b & c= ObjectCache.cs o b & c# NetworkDataBuffer.cs
= ) ) R : . boes ObjectLayer.cs _lrstEiraTiek ; ; c _Weapon CurrentWleapon => _weapons [CurrentieaponSiot]; b & ct NetworkObjectBuffer.cs
PrimaryAct ionDescription => _weaponActions Length = 0 7 _weapot b & c= Pool.cs 07H b &C# NetworkObjectPool.cs
7 b & c= RenderSettingsUpdats . : . :
2 ‘ e ‘ oE T " . £ s fezpon Pendingileapon =» _weapons [PendinglleaponSiot]; b &cr ObjectCache.cs
SecondaryAct i onDescription _weapondct ions.Length > 1 7 _weay b 8¢t Shakeffect.cs SERENEPEN SEENEOES _
b & c= simulatePhysicsMultipey _lastVisibleFireTick;: ; bacs C-bjz‘actLayercs
£ b & Singleton.cs Hide r b & ce Poolcs
[E— D) 4 B Weapons bacs Render?FﬁlngsUpdatercs
47 4 B Components ) CurrentieaponSiot { ; S P S
= b &t WeaponBarrel.cs T AT e i c# Si v i
20 rml] BarrelTransforms { : ‘ S B < P it fal leesmem e, i Hide rl bac S!mulatthyswcsMultlpeercs
b &C® WeapenBeam.cs { b &ce Singleton.cs
b &c# WeaponComponent] ‘ . . 4 BB Weapons
b &t WeaponFireEffects.c _components = GetComponents InChil¢ Pendingleaponslot { H 5 b . c’impcmts
; b &C= WeaponMagazine.cs| N b &7 WeaponBarrel.cs
[Seria eld] b &C# WeaponSpray.cs for ( i =0; i < _components. Le 2 e ——
_weaponSlot; b &C# WeaponTrigger.cs { Yersion => _version; g Weazcnc‘:mp.:nent -
. 4 ace Weapon.cs component = _components[il b &c® WeaponFireEffects.cs
er ("UI")] b & ¢t WeaponAction.cs b s Voo
eld] b &= Weapons.cs . &c# WeaponMagazine.cs
displayMane; b &C# SceneMover.cs component WeaponActionld = we: b &Ca Weaponspray.cs
_ i i owo o o
[Seria ) b A Sounds tw(12)] b &ca WeaponTrigger.cs
i Sprite _icon; b OEmi=hks B b & Cr Weapon.cs
- & Bl fusion_projectiles_elesse_histo Networkdrray<ieapon> _weapons { 3k b 8 cx WeaponAction.cs
) ) b £ Fusion.Unity - -
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b &cn SceneMover.cs
D1 b I Sounds
b I TextMesh Pro
& B fusion_projectiles_release_history.txt
b eF3 Fusion Unity
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nAction.cs
- g Projectiles.WeaponCompenent - /A WeaponActionid

> Projectiles

v 7Weapon00moonent i ContextBehaviour

WeaponActionld { ; 3
Weapon Weapon { H i
Transform Barrel Transform { 5 )

WeaponContext WeaponContext { ;

s Buttons => WeaponContext.Buttons;

s PressedButtons => WeaponContext .PressedButtons:

ansform FireTransform => WeaponContext.FireTransform;

IsBusy = i

CarFire() => 3

Fire() { }

FireRender O { }

WeaponComponent
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b &c# GameUlcs

b acr UiGameplayView.cs

S

& utilities

b ace Audiokffectcs
b &ce CoreBehaviour.cs
b ac DestroyAfter.cs

b &ce Easing.cs

b & c Generallnput.cs

b & ListPoolcs

b ace MathUtility.cs

b & c= NetworkDataBuff
b & C® NetworkObjects
b ac= NetworkobjectPool.cs
b ac= ObjectCache.cs

b ace Objectlayercs

b acs Pool.cs

b ac= RenderSettingsUpdater.cs
b & ce ShakeEffectcs
b & cr SimulatePhysicsMultipeer.cs

b ace Singleton.cs
4 B Weapons
4 B Components

b A C2 WeanonRarrel cs

o gl
b &c# UIScreenEffects.cs
b &cx UlWeapon.cs

b &C# UlWeaponltem.cs
b &c® UlWeaponList.cs
b &cx UlWeapons.cs

fer.cs

ponComponent.cs nAction.cs ‘WeaponTrigger.cs 4 X «
~ g Projectiles WeaponTrigger = [ Fire()

_fireTicks:

IsBusy == _fireCooldown . Expire

CanFire()
{ .
it (Weapon.|sBusy() == )
return J
it (_fireCooldown ExpiredOrNotRunning(Runner) == )
return i

return _fireOnKeyDownOnly == ? PressedButtons. IsSet(_fireButton) : t

3 2
FireQ|
t
_fireCooldown = TickTimer.CreateFromTicks(Runner, _f cks
¥

Spawned()
{
.Spawned() ;
fireTime = B0f / _cadence;
_fireTicks = (int)System.Math.Ceiling(fireTime / ( JRunner .De | taT ime
¥

.

3

I Sounds
Bl TextMesh Pro
& [ fusion_projectiles_release_history.tit

nAction.cs
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nComponent.cs

nTrigger.cs

- 9gprojectiles.Weapongarrel ~ &3 dispersion

Weapons

‘WeaponBarrel.cs = X

. Id.Raw));

UnityEngine;
v Projectiles
{
~
Unity A3 E (TpLE 27 1270) [ Z= 074
T ~ WeaponBarrel @ WeaponComponent
{
zeField]
ProjectileBase _projectilePrefab;
[Se zeField
StandaloneProject ile _standaloneProjectilePrefab;
[SerializeField]
NetworkODbjectBuffer _standaleoneProjectileBuffer;
zeField]
_projectilesPerShot = 1;
[Se zefield
24" _dispersion = 1f;
d, Tooltip("When firing ballistic ectiles
_additionalFirePitch = Of;
T ~ Fire
{
v if (_dispersion > 0f)
Random. InitState(Runner.Tick * ((int)0b
¥
fireRotation = FireTransform.rotation * Quaternion.Euler(-_additiona
~ for ( i =0 i< projectilesPerShot; i++)
{
projectileRotation = fireRotation
~ it (_dispersion » 0f)
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b 8 C# ObjectCache.cs

P 8 C# Objectlayer.cs

b 8c# Poolcs

b & ¢4 RenderSettingsUpdater cs
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[SerializeField]
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[SerializeField]
attackRange = 5;
[SerizlizeField]
attackRate = 1.
lastAttackTime = 0;

‘a ChasePlayer(Transform player)

m spawnPoint;

IEnemyFSM_Network.cs & X . _FusionObjectpool.cs
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