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Fig.1 Multiplayer game scene messaging mechanism
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public class MoveCtrl : MonoBehaviour |
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float moveSpeed =2. 0f;
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float rotateSpeed =30. Of;

//BCE YRR VA RS SRR R

int [ ] v=new int[2]{0,0};

void Update( ) {

Move( ) ;

}

void Move( ) |

//FET WS BT SITTHE L AT -1, BN 0

if (Input. GetKey (KeyCode. W) ) {

v[0] =1;

I else if (Input. GetKey (KeyCode.S)) {

v[0] = -1;

I else |

v[0] =0;

}

}

//BAET AD SRR o 1A -1,
HE#HN0

if (Input. GetKey (KeyCode. A)) |

vi1]=-1;

I else if (Input. GetKey (KeyCode. D)) |

vi1]=1;

I else |

v[1]=0;

}

//3%T WASD BESEBL B (338 19 A
)

transform. Translate ( Vector3. forward * v[ 0 ]
* moveSpeed * Time. deltaTime) ;

transform. Rotate ( Vector3. up * v[ 1] #* ro-
tateSpeed * Time. deltaTime) ;

}

}
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using UnityEngine. Networking;

public class MoveCtrl ; NetworkBehaviour
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[ Command ]

void CmdMove (int[ ]v) {

transform. Translate ( Vector3. forward * v [0 ]
* moveSpeed #* Time. deltaTime) ;

transform. Rotate ( Vector3. up * v[ 1] #* ro-
tateSpeed * Time. deltaTime) ;

%

// Update is called once per frame

void Update () |

//isLocal Player S A 1l Bt 58 4 il 4 b i A

7/ W24 BT 1) 25 7 i S 2 A T

if (isLocalPlayer) {

Move () ;

%

%

void Move( ) |

// S F Rt FE ] 2. 2.1

//CmdMove pREA%L 3 58 ) F e e

// I HAB A AL 26 45 IR 55 2 A TG
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// [R5 B T % 7 Ui
CmdMove (v) ;

}

}
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// ¥ i ] Networking iy 44 %5 [H]

using UnityEngine. Networking;

/7B 7K H NetworkManager

public class AddPlayer; NetworkManager |

/77 2.1 L IRIVESS 2 4> prefab

public GameObject[ | playerPrefabs

public int index =0

public class NetworkMessage : MessageBase |

public int index;

}

// 1 OnGUI B > e 41
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void OnGUI() {

if (GUIL Button ( new Rect (10, 140, 100,
20), "y 1")) |

index =0

}

if (GUIL Button ( new Rect (10, 170, 100,
20), "H#HyE2")) |

index =1

}
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// 83 H L S4B SR A €6 (Instantiate )

public override void OnServerAddPlayer ( Net-
workConnection myConn, short playerControllerld
NetworkReader extraMessageReader) |

// %€ X message 55214 5

NetworkMessage ~ message =  extraMes-
sageReader. ReadMessage < NetworkMessage > () ;

int playerCount = message. index;

/RS F1 T

GameObject playerPre = playerPrefabs [ play-

erCount | ;
/B S O

GameObject player = ( GameObject ) Instanti-
ate (playerPre, playerPre. transform. position, Qua-
ternion. identity ) ;

/7B BFR A A NetworkServer. AddPlayer-
ForConnection ( myConn, player, playerControl-

lerld) ;
f
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// BB % P sk R %L OnClientConnect( )

public override void OnClientConnect( Network-
Connection myConn) |

NetworkMessage test = new NetworkMessage

()3

test. index = index;

// V4 OnServerAddPlayer( ) pRZEY

ClientScene. AddPlayer ( myConn, O, test) ;

}
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Design and Implementation of LAN Synchronization and
Multi-role Player based on Unity

GAN Jiansong
(Modern Education Technology center of Jiangsu Vocational College of Finance and Economics,

Huai'an Jiangsu 223003, China)

Abstract : Through the Unet module of Unity 2017, using the NetworkManager, Network Identer, Network Transform and other
components of the three-dimensional game engine Unity, we design and implement the LAN synchronization and multi — player
role scene. By analyzing Network Message and Network Server, the multi-role player selection function can be realized completely
with C# program script. Finally, a preliminary method for solving network delay is proposed at the end of the article.
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