    void UpdateFire()

        {

            const int fireParticlesPerFrame = 20;

            Vector3 gun_pos = gun[gunNumber].Position;

            gun_pos = gun_pos + gun[gunNumber].Forward * -2.0f + gun[gunNumber].Up * 0.15f;

            for (int i = 0; i < fireParticlesPerFrame; i++)

            {

                fireParticles.AddParticle(gun_pos, gun[gunNumber].Forward * -20.0f);

            }

            for (int i = 0; i < 2; i++)

            {

                flameSpitParticles.AddParticle(gun_pos, gun[gunNumber].Forward * -20.0f);

            }

        }
