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Why Multiplayer ?

Play with or against other people
Replayability

Competition

Variation

Boasting rights

Community



How ?
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Authoritative server

One machine arbitrates
all disputes - the server

“The server is always
right”
Server can also be a
client

Cheat counter measure
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One is still the server

Different hosts control
different objects

i
i

Trust everyone equally.
Arbitrate decentrally, but
consistently

Same code on all hosts




Connectivity

What is it ? How to solve it ?
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Clever game design




Network issues




Network view

Core concept in Unity networking

Used to bind objects together across
the network

|dentified uniquely by networkID
Used for RPC calls and state synch



RPC in Unity

Remote procedure
call

@RPC

lee “SendMessage” Eunction PrintText (text : String)
Float, int, string. | Debua-LogCtext;

No return values.

EBLJffEBrGBCj ()r networkView.RPC ("PrintText",

RPCMode.All, "Hello world");

unbuffered




RPC buffer

 Server remembers buffered RPC calls
(and instantiates).

* WWhen a new client connects, it gets the
buffered RPC calls

* Cool for e.g. Spawning players
* Nice for permanent effects
* Do not buffer volatile data
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State Synchronisation

Transforms

Animations

Rigidbodies (pos, vel, angVel, rot)
OnSerializeNetworkView
Drag’'n’drop features



Network.Instantiate

 Facilitates instantiating objects on other
hosts, with correctly setup network view

(8)-



Questions ?

* ...also ask Larus :-)



