No DLC?

Replace each of the Vector Object Info with 3xObject Info set on
PositionX/Y/Z or AnglesX/Y/Z.

Replace each Set Vector with 3x Set Value Event and also add
storage for each position using Variable Data Sources.

Replace the Vector Curved Data Source with 3xCurved Data
Sources and map the Start (gun side )and End (end point) to
Position X,Y and Z for each.
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