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Abstract

With the development of living standards and technology, games have
become a great weapon for modern people to relieve stress. The use of this
weapon is good for exercising their responsiveness and widening their
circle of friends. The game engines on the market are diverse. One of the
most eye-catching Unity engines, it has nurtured hundreds of thousands of
high-quality games by virtue of three advantages, and these three
advantages are: First, the Unity engine is rich in functions and the plug-in
resources are huge, greatly reducing the number of developers The
development time of the game; second, its visual interface is very friendly
to novices and veterans, easy to get started; third, one-time development
supports multi-platform development.

This article will conceive and implement a multiplayer online shooting
game based on Unity engine technology and implement it. I use a network
architecture called Mutiplayer in Unity, which contains NetworkManager
as the core management tool. Developers can perform network
development in scripts, for example: Networkldentity can be used for
non-player game objects, a series of components For example,
NetworkTransform and NetworkAnimator can be used for assistance.
ClientRpc, SynCar and other packages are very comprehensive. Secondly,
in terms of how to make the game run, this network architecture effectively
reduces the complexity of the program in time, improves the effectiveness
of the game when it runs, and greatly solves this problem.

Keywords: Unity3D; shooting game;Multiplayer ;Function realization
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1.1.1  Unity 5|E83%kiE

Unity #1456 58 HA&F & BERAE S, iEIT A Refig bk BT, Scene 5t
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2.1 Unity Network

Network Manager 'l (4018 1) g 25, B— MM E e, HTEH
MIRRBEAT SEFI 80T G, I A FT IRAE — A28 % 447K X HLAPI SEFRLF)
Network Manager, XANZHAFAT DLBEAT IR PR E B ek IRAEE B L ik 1)
W B . TR 2 1R & T e SRR

2.1.1  Unity Manager

NN 2555 PR 2%, Network Manager A& unity FIZHAF Canl& 1) gt anfih 142 702
— AR FRES, T T IR — AN 2K 487K X HLAPI SEBLH] Network Manager,
It B AT LLdE B 27 K 29 S AR AR Al AT DASR A ) RE 0L R A, X AN A AT DA AT Ui
SRR BE L W O YRAE B Y xR 1K b 508 B i o o 2% 1) 45 T O L5 5

4-1 MZEH S

2.1.2  Unity Manager HUD

HABIE I 2 LS HEES, TR EAE Inspector [HIAR L C B AN g 4H 0 45 HH G
W, A AMEHE TP, Ja4E HUD, NIFREITIT T — D EAERT
BART, o R, AR P R TR AR, T (T R HEAT I,
FE host NAHLIIARSS 43 BE client A% )i, HIATEALEE —LLF by, Hf
AR SS as LALEE, AT EEG AR,
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LAN HostiH)

N Client{C:) |localhost
LAMN Server Only(s)

Enable Match Maker (M)

Kl 4-2 W28l AL AL 4L

1.1 83 Player A2
1.1.1 AR RIEHRA

1. B, HATEMECNT 5, 3] Spawn Info J& 145 AL Itk 1,
= BRI BT K G AAE player prefab |

Kl 4-3 SRl
1. S MEEHBIIHA . ST, BATATIZ Unity
Engine. Networking, PN NetworkBehaviour, RHIF|IAMITE JG#HTX 5, A
SR FEM BN R 1% 7 i (R T 0 R

void Update () {

if (isLocalPlayer == false) {
return;

1

2

3.

4. }
5 float h = Input.GetAxis("Horizontal");

6 float v = Input.GetAxis("Vertical");

7 transform.Rotate(Vector3.up * h * 120 * Time.deltaTime);

10
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8. transform.Translate(Vector3.forward * v * 3 * Time.deltaTime);
9. if (Input.GetKeyDown(KeyCode.Space))

10. {

11. CmdFire();

12. }

13. }

2.1.3 HEPEMLZHiHIT Transfrom EF

HT =2 NBHL, AENEERS 284 Ol 2% P ind ., #F Bt T At
HIh B [F 22, 1M Network SendRate #& &7~ W ZE BRI [FI2D, a0 K ek
I B S B S IR, AR ATRA N S mBr KEbuiR s, BRI :

1. [Command]

2. void CmdFire()//X /N HIEFEELE server HikiEH

3. {

4. GameObject bullet = Instantiate(bulletPrefab, bulletSpawn.posi
tion, b ulletSpawn.rotation) as GameObject;

5. bullet.GetComponent<Rigidbody>().velocity = bullet.transform.f
orward * 10;

6. Destroy(bullet, 2);

7. NetworkServer.Spawn(bullet);

8. }

9. }

214 AEMENMEESMESES

BFEASBENL) A SR E AR 15, NetworkStartPosition 2814 7] DL 4% 1) Bt 58 1)
A A, BT ) NetworkStartPosition R] DAk #1381 Network.StartPositions, 7§
Bh7F NetworkManager SZ3H OnServerAddPlayer, Ul

\) EventSystem
> EnemySpawner
¥ | networkStartPosition
® networkStartPosition1
| networksStartPosition2
» || PatrolPath
» [ environment
» [ Iship
b | Lights
» | Istone

@ Project

Create =| (Q
v Favorites .| Assets »

@AH Mater, &4 animations

LAl Mode: (& bullet

LAl Prefal & environment

(8 materials

- (& PolygonsSciFispace
& animatio G prefabs

(& bullet 3 Scenes

» Gl environ

(& material &5 Starfield Skybox

» &l Polygon T
extMesh Pro
v Ed nrefabhs ? -

Gl scripts

K4 -4 BENLHAE S
11
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HAR, B NN OAMA S, B bTMEAN, HiE<=0
I, WBET:, ARSI

1. public void TakeDamage(int damage)

2. {

3. if (isServer == false) return;// F&illfL &304y HAEAR S S
4. currentHealth -= damage;

5. if (currentHealth <= @) {

6. if (destroyOnDeath) {

7. Destroy(this.gameObject); return;
8. }

9. currentHealth = maxHealth;

10. Debug.Log("Dead");

11. RpcRespawn();

12. } }

ROE 0TS, R E AR B, 7EIX BRI ClientRpe, &N T /21
FRG R0 ARATAE 55, 710502 7 A i R 5080 44 L Gk 45 7% 7 ity AAAT
T 56 IR 55 3% 4G I 1) 4 48 4 4 Components _E ) NetworkIdentity #RJ5¥ RPC iy
A RIEREA P AL % o b, AR

1 [ClientRpc]

2. void RpcRespawn()//%&rumidH {

3 if (isLocalPlayer == false) return;

4. Vector3 spawnPosition = Vector3.zero;

5 if (spawnPoints != null && spawnPoints.Length > 0) {

6 spawnPosition = spawnPoints[Random.Range(@, spawnPoints.Leng
th)].transform.position;

7. }

8. transform.position = spawnPosition;

9. }

2.1.5  FHEMEEEHFTERNE S

HFTAGIMLE 100, EREE— RSN, Hrimmsimt)n, TEE
TERES, FHARMEmneE, WA takedamage XANJ7E, EIME-10, XBA
—FhiZ e, AR PR, % B NetworkIdentity.OnDestroy, x4 i 7%
FEAE R 55 A b4 BT, ARJE SRR i R0, SRR A RT DA B SR i B BT
I 55 2% i FRI AR 2 SR ARV SR B TR L, T AR ST e A I 21 ), TR 580, I 55 2% i
W ED

public class Bullet : MonoBehaviour {

12
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1. void OnCollisionEnter(Collision col) {
2. GameObject hit = col.gameObject;
3. Health health = hit.GetComponent<Health>();
4. if (health != null) {
5. health.TakeDamage(10);
6. } Destroy(this.gameObject);
7. } o}
I 2% AR 2 PR AR T R AR, ARSI T
1. void Update () {
2. transform.LookAt (Camera.main.transform);
3. 3}
2.2 5t ThRE

221 FHEVER

G SEBIAT, RRRAL R, TR 0N 10, e O S, A

BT

1. public GameObject bulletPrefab;// {3

2. public Transform bulletSpawn;// {-GH{7 &

3. void OnCollisionEnter(Collision col) {
4 GameObject hit = col.gameObject;
5. Health health = hit.GetComponent<Health>();
6 if (health != null) {
7 health.TakeDamage(190); }
8 Destroy(this.gameObject);
9

10. }

222 FHBEMEHHITEE
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ORI B TAE RS, MR, 7 5 vl DL R i, (H2 45l T e
5l fihi & TakeDamage /12, WIS A — 7 B 2% 75 3 HAH S, BT M4 LEiR,
FITEFT T T ROLEAT TR, BT BAR AL, KRR SRR T
R RAER P i B, IR AT R, i DAIRATT 7 AT SR WA T R 20 3 %
ANE P, B, TIREAEM AR, BN RN B N 2 B AR T, AL AT,
BAEF i EH F Networkldentify, #450 Command FitE, [ B2 AR AE R 55 48 i ie
¥, BREARPBOAH, EED &A% b, ZEER LA Spawn 7772,
AT AR 8 AR A AN P i, 4 B 2SO B T R AE IR 554 Spawn B,
P 8 B Onstar Server, TG #E47 HEC netid, 245 X MEMHX AR »
2RO N IR ES MR SN ZE, s BRI A 2 P s A I g AR IR A, an BOIRES
A TRUE, N MsgType.ObjectSpawn B /& MsgType.ObjectSpawnScene 1% i3 31| i il
(NI SR S S| s RO U I N T s AR D/ NP s A D el S e |
NetworkScene 713, FTEFEFAHAGE, XA BRI A EE, A7
BT BRI RS, SefE o B B SREUh AL B AIRES,  [FEZE RIARZH A
DRI A - 3 () FE AN R 20784k, P LR R S R 28 — IR BT, AN P v il T 2 30 i
PE A 2T LK 28 34T PR 314k, DAME R AR S 80T PP, ETF RN, H
TROPH L, KA T RFAARRE G, ERERTEE K, REE A m sl 7
F£ I NetworkIdentity #4114, 1% spawn. destroy iXE8#}T B4 — 4~ NetworkIScene
NHIHE . SynCar Rt R R IXAN T VEIZ Ly, T XAN T, Wit — kAT LA A
S5 AR A [RE 22 7 o b, LR X s R — 2, By 1R PR — i 2838 T 50 3 A —

vig, HHILEE IR

1. [Command]

2. void CmdFire()//XNHFIETREAE server BifiEH

3. {

4. GameObject bullet = Instantiate(bulletPrefab, bulletSpawn.posi

tion, bulletSpawn.rotation) as GameObject;

5. bullet.GetComponent<Rigidbody>().velocity = bullet.transform.for
ward * 10;

6. Destroy(bullet, 2);

7. NetworkServer.Spawn(bullet);

8. }

9. }

14



IR BEA R B GBSO

1.1 BB A T
1.1.1  FAER

BEEAMWMEN, —FiEy 100, —FfiEoy 200, Oy 7GR, A FE
N FE AR o

PA EABDONA SRR T8, A R —F A A
ME TR EEI V-
https://d. book118. com/045210103340011131

15


https://d.book118.com/045210103340011131

