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Networking

Vo verzii s VS17 je UNet, ktory je uz deprecated

VWjdeme z projektu Ethan — ver>5.



Abstraktny vstup

Abstrakcia nad joystickmi, Sipkami, ...
Input.GetAxis(name) vracia-1.0..1.0

void Update () {
float forward = Input.GetAxis("Vertical");
float turn = Input.GetAxis("Horizontal");
if (forward < @) forward = 0;
anim.SetFloat("Forward", forward);
anim.SetFloat("Turn", turn);



Cross platform Input Manager

Slazi na ovladanie hernych objektov cez siet’
using UnityStandardAssets.CrossPlatformInput;

miesto:

Input.GetAxis("Vertical")

pouzijeme:
CrossPlatformInputManager.GetAxis("Vertical")

Funguje to rovnako, ale tym padom je objekt schopny
prijat’ vstup nielen z lokalnej ale aj vzdialenej klavesnice



Network ldentity

Pridame komponet Network identity:
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Server Only cannot be set for Local Player Aur

Local Player Autho |/
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Network Transfrom

Pridame komponet ktory umoznuje siet’ovua
synchronizaciu transform-ov vo vsetkych instanciach hry:
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Rotation:
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Compress Rotati None s
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Network Manager

Vytvara sa trochu zvlastne: v hierarchy window vytvorime
empty objekt a premenujeme ho na ,,Network Manager*
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EthanBody
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Network Manager

Objektu ,,Network Manager*
pridame komponenty

»NetworkManager® a
»NetworkManagerHUD*

© Inspector ] o=
i |/ Network Manager ] Static v
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Tag | Untagged ¢ | Layer | Default 3] |
¥ .. Transform Q=
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Z Ethanav
scéne
urobime
Prefab (z
Hierarchy
windows ho
stiahneme do
Assetov)

Vymazeme
ho zo sceny.

Nastavime v
Network
Manageri
Player-a

Network Manager

Select GameObject
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Online Scene «None (Scene Asse @
» Network Info
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Player Prefab '\EthanNet e

Auto Create Player 4

Player Spawn Mett| Random ¢

Registered Spawnable Prefabs:
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Network Manager

Nasledkom

toho pri

spusteni hry LAN Fosi(H
b u de LAN Client(C) |lccalhost

ponuknuté &i —
hra bezi ako
host alebo ako
client. Prvy

musi byt host.

Enable Match Maker (M)

Kym
nezvolime,
Ziadny avatar v
hre nie je




Ked’ teraz chceme spustit’
hru raz ako host a raz ako
client, najjednoduchsie je
zbuildovat’ ju do
inStalacného balika, spustit’
host v Unity a cez exe v
baliku spustit’ client-a

V Build Settings / Player
Settings / Resolution
musime akurat vypnut’ Full
screen mode

Build

Scenes In Build

Platform

a
Ry PC, Mac & Linux Standalone 4
E i0S
@ty tvos

a Android
@ Xbox One

PS Vita

Pra PS4

(1|
=] Universal Windows Platform

Py b

Switch Platform Player Settings...

Build

Add Open Scenes

é_] PC, Mac & Linux Standalone

Target Platform
Architecture
Copy PDB files o
Create \isual Studio Solution [_]
Development Build O
Autoconnect Profiler

Script Debugging

Scripts Only Build

[ Windows i)

Compression Method | Default 3]

Learn about Unity Cloud Build

[ Build ][ Build And Run ]

© Inspector | 5
@z

PlayerSettings

Company Name DefaultCompany

Product Name Ethan
Default Icon None
(Texture 2D)
i
S Select
Default Cursor None
(Texture 2D),
Lélm“
Cursor Hotspot X0 Y 0

)
Settings for PC, Mac & Linux Standalone

Icon

Resolution and Presentation

Resolution

Fullscreen Mode
Default Screen Width Fullscreen \
Default Screen Height Exclusive Ft
Mac Retina Support Maximized

7y B
Run In Background v Windowed

Standalone Player Options
Capture Single Screen
Display Resolution Dialog | Enabled
Use Player Log ¥4
Resizable Window -
Visible In Background 4
Allow Fullscreen Switch ¢
Force Single Instance

» Supported Aspect Ratios

* Shared setting between multiple platforms.

(ulozime niekde mimo projekt
do deployment directory)



Run

S p u Stim e h r u V &) Unity 2018.2.81 Personal (64bit) - scena.unity - Ethan - net - PC, Mac & Linux Standalone <DX11>
, - File Edit Assets GameObject Component Mobile Input Window Help
prostredi Unity a
vV
zvolime Host

Tym padom sa e )
objavi aj avatar. e
Urobme s nim jeden
krok dopredu.




Spustime zbuidované

Ethan.exe v P I ay
deplyment directory,
dame Play a zvolime
Client

Ethan Configuration

Tym padom v oboch

scenach

spriahnutych cez siet’

budu dva avatary Graphics | Tmput

a z obidvoch hybeme

obomi Screen 1024 x 768 v [“windoved
Graphics quality | Ultra v

Ked’ dame Stop v Selectmonitor pisplay 1 i

jednej druhej,
Zm iZﬂU Flay! Quit




SetupLocal Player

Prefabu EthanNet vypneme skript RunOrStay
A pridame mu skript SetupLocalPlayer:

using UnityEngine.Networking; ‘{’— -
public class SetuplLocalPlayer : NetworkBehaviour {
void Start () {

if (!isLocalPlayer)

{
}

GetComponent<RunOrStay>().enabled = false;

Zbuildujeme, spustime oba a teraz uz
ovlada kazdy hrac len toho svojho



Synchronizacia animacii

Nestaci synchronizovat’
transform avatara,
musime synchronizovat’
aj jeho animacny stav.

v,. & Animator (g
Controller + ThirdPersonAnim ©
Avatar » EthanAvatar ©
Apply Root Motion |
Update Mode | Narmal & ]
Culling Mode | Cull Update Transform:# |

Clip Count: 0

Curves Pos: O Quat: O Euler: 0 Scale: D
/1 Muscles: 0 Generic: 0 PPtr: O
./ Curves Count: 0 Constant: 0 (0.0%)
Dense: O (0.0%) Stream: 0 (0.09%)

v €) ¥ Network Animator (Sci o &,
Animator 1% Ethan (Animator) @

Forward
Turn
Crouch
OnGround
Jump
Jumpleg
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Add Component




ROzne pointy

* Hraci by sa mali objavovat’ na roznych miestach
* Na to staci pridat’ prefabu playera

v() Network Start Position [J ' %,

Script D NetworkStartPos) ©

a zvolit’ random alebo round robin

alebo aspon skriptom posunut’ nahodne avatara

transform.position = new Vector3(Random.Range(-4, 4), 0,
Random.Range(-4, 4));



Synchronizacia sceny

.'@ Network Identity (Scri [ 3' &,
Server Only L

Local Player Authorit| |

Synchronizovat’ mozno
nielen playera ale aj
objekty zo scény. Staci ich
vyrobit’ ako inStancie
prefabov, ktoré maju
network identity a
zaregistrovat’ ich ako
spawnable prefab v
Network manageri

| © Inspector a -
" o NetworkManager || Static -
-
Tag | Untagged ¢ | Layer | Default 3 |
¥ .~ Transform Q= =
Position X|0.0008|Y (2.3331  Z |-0.121:
Rotation X0 Y 0 Z0
Scale X1 Y|l Z1
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Don't Destroy on Loily
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Log Level | Infe s |
Offline Scene € None (Scene Ass ©
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Network Info
¥ Spawn Info

Player Prefab ¢ Ethan (o]
Auto Create Playelv
Player Spawn Met| Random 8
Registered Spawnable Prefabs:
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=  Cube ¢ Cube o
+ —

Advanced Configura| |
Use Network Simulai |



Spustenie na roznych uzloch siete

Defaultny port Unity je 7777

V teminalke vSak tento port nie je povoleny na firewalle,
povoleny je 7171

v@) Network Manager (Script) (TR~ - 8
Don't Destroy on Load [#/
Run in Background 4
Log Level [ Info ¢
Offline Scene € None (Scene Asset) ©
Online Scene € None (Scene Asset) ©

¥ Network Info
Use WebSockets m
Network Address {localhost |
Network Port 7171
Server Bind to IP J
Script CRC Check (v
Max Delay 0.01
Max Buffered Packets 16
Packet Fragmentation W/
Zb u i Id uj e m e MatchMaker Host URI mm.unet.unity3d.com
MatchMaker Port 443
Match Name default
Maximum Match Size 4




Spustenie na roznych uzloch siete

V cmd cez ipconfig si zistime IP adresu svojho stroja. Na nom
v Unity spustime hru a zvolime Host. Urobime s avatarom
krok dopredu

Obsah deployment directory prenesieme na iny pocitac v sieti

Na nom spustime exe a pred zvolenim Client, nahradime
Llocalhost® za zistenu IP adresu

Q Ethan

Nasledne by mala hra fungovat’
o LAN Host(H)
Ccecz Slet’. LAN Client(C) |158.195.252.93|

LAN Server Only(S)

Enable Match Maker (M)

HUD = heads-up display




Sychronizacia premennych

UNet podporuje synchronizaciu na uarovni buffrov niekolkych
zakladnych typov:

e SyncListString

e SyncListFloat

e SyncListInt

e SyncListUInt

e SyncListBool

Tieto ziskate zamenou MonoBehaviour za jeho odvodeninu
NetworkBehavior

mozno si definovat’ aj vlastnu synchronizovanu Strukturu
pomocu SyncListStruct



public class MyScript : NetworkBehaviour

{
public struct Buf

{
public int id;
public string name;
public float timer;
}s5

public class TestBufs : SyncListStruct<Buf> {}
TestBufs m_bufs = new TestBufs();

void BufChanged(Operation op, int itemIndex)

{
Debug.Log("buf changed:" + op);

}
void Start()
{
m_bufs.Callback = BufChanged;
}



Moderna nahrada od 10.11.2020: free asset Mirror



