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NetworkManager =7t
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O 4 HAEXHE = TZMEQ| L EQI HEIE 225t HE U HER I S XM gLIch
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AZHEE FIEL|CHNetcode > NetworkManager).

NetworkManager ZEHE0]| A Network Transport 2/|0|0{E HHEEL|CL Unity TransportE ME4SILICE,
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UnityTransport

Var Int Four

Eiﬁ U ltyTransport 5’*E'-1E7} A 2EMEN AZELICL MS Bojojs HA 2|, Hlo|E HS,

Unity Transport

UnityTransport AXHE
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NetworkObject
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St ZE AIY ENEN Hest AEHEL|CH NetworkObject ZXHEE A QEHME| FItstH
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O o2 X ESt Netcode ZEHEES FIteLIC) LSt 22 HEHE ASLICH
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NetworkObject: HIEQAZ HSs QM EDIC} NetworkObject AEHE 7} E@tL|C},
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Multiplayer Play Mode
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— NetworkManager.Singleton.StartClient
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USLICE

NetworkBehaviour = HIEL|3 2Xl0| £3}2l MonoBehaviour S8 Q 2, LIS A S210|MHE ZtHo||
St MEHE S7|stets ol Zath T U3 E MSELICE

NetworkBehaviour= MonoBehaviour?t 5ot 2l0|ZALO|Z O|HEE SRSHX|TH CHE0t 22
HES3 23 7|52 MSELICt

RPC MM E: NetworkBehaviour= RPC(2E T ZA|X S £)E A2 HIEQR EAS KNe[E £
UELICE 0|23t MM 0= [Rpc] £410] Z71=|0f USLICH ME{LE 2210|HE0|| RpcE Masta{H 242t
[Rpc(SendTo.Server)] % [Rpc(SendTo.Client)]E S&ELICE

— NetworkVariable: HEQZ0M S7|stEl HEIE 2t2|5t= O EotE! HaQL|CEH MEOA
NetworkVariableO| HAL|H siE HE A0| ZE S20|UEN XS 2 HIHELICE

—  OnNetworkSpawn % OnNetworkDespawn: 0| 2t0| ZAt0|2 M| A =& NetworkBehaviourZt
QIAEASIE 2Lt Dha|E of E2|HELICE OnNetworkSpawn x7|3tof| AL EILICH HESR3
Sxto|2t= M2 M 2lstH OnEnable = Startet SAFSICHT =M E/L|CE OnNetworkDespawn
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Zzfojoje] 2xlelg &a|sty| I8 ClientPlayerMovest= NetworkBehaviours 73 e & QI&LICE
J2{H s AER F2I0|HES| ¢=2H0| s sz S2i(0|0] LEMEN| MU AESEE Y

OlAl= Ct3 2t Z2&LIC
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30
o>
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using Unity.Netcode;

using StarterAssets;

using UnityEngine;

using UnityEngine.InputSystem;
namespace NetcodeDemo

{

public class ClientPlayerMove: NetworkBehaviour

{
[SerializeField]
CharacterController m_CharacterController;
[SerializeField]
ThirdPersonController m_ThirdPersonController;
[SerializeField]
PlayerInput m_PlayerInput;

[SerializeField]
Transform m_CameraFollow;
private void Awake()

m_PlayerInput.enabled = false;
m_ThirdPersonController.enabled = false;
m_CharacterController.enabled = false;

public override void OnNetworkSpawn()

{

base.OnNetworkSpawn() ;

enabled =IsClient; // £2l0|AEQI AL &M}

if (! IsOwner)

{
/] 2RXE7Fofl AL H|gdst
enabled = false;
m_PlayerInput.enabled = false;
m_CharacterController.enabled = false;
m_ThirdPersonController.enabled = false;
return;

/1 AR 3 2
m_PlayerInput.enabled=true;
m_CharacterController.enabled =true;
m_ThirdPersonController.enabled =true;
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HE{0f| M ClientPlayerMove ZEE MEHsHL|CH
O| ASZEE Z2|Hoj| M8t = SAE 5l Z2I0|HE MME AARLIC 22t0|H ETF NetworkManagerof|
HESHH 2 Z20|0]7} AAR AL AR f x| &Qlsts IsOwner ZEHE| 2 Q13 Z2i|0]0f REHE9)
E¥ HEHEI} J|2X oz H|ZotELICt
AZ Fx0|M PlayerArmature_Networked?| & QIAEIAE HZIof 7t MEASH FLICH,

Server/Host

Ho
Cha

SXI7t ol A
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NetworkBehaviourdll=
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ATF MHOM A F

— IsServerc= QIAH

—  IsHost= Q1AH

— IsLocalPlayer= 2 &l Netwo rkObject7t 2Z

—  IsOwner= 2Z E2{0/0{7t 2EXME
©EHEQIX|S LiERLIC
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L|Ch £ ¢iZE| D A0lE 2
£ A23t0] NetworkObjectE 2 R& £ U&LICH.
GameObjectsoil CH3H M3t MO Y222 AT NetworkObjectE M4 5 ®MAHE 4 JA&LIC

ARATH SEO|HE M AH

A7t MEHO|X} S22L0|UER! SAE|AM HAH

ol Al eusETL Yutsoz S1 Satolol
Z2(0|0Z o|0[sH= XIS LiELICE,

QUOZIE 0|52 SHYU2 HERYIE Sl S7I8t=X &5
S7|3}5t2{™ NetworkTransformzt Z2 HEQ3 HAEXHES

21 El SEI0|UEE
g N

SUX| R E LIEFALICY.
K| R E LIEFALICE

LIEFRH LT,

ru|n
o
=)
2
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T
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m

Eof olsfi Moj=l=

‘.*_|9I LEO|H AL S0 S0l SH2=
O HESI HHtof| M L2tE HEE

ZHE[7F EA|ELIC
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NetworkBehaviourE AtE3stH o2 E2I0|HE0 STt F2[0]0] AEHA
HE30|A E0]0] QAAE AL SRIQUNK| S7|&fst2AH =t AXHETL

NetworkTransform ZXHEE PlayerArmature_Networked Z2|Hof| Z=7}8tL|Ct, A Z2|0]of
K|X| gt= Z0f chgh MEfS sHAELICE O] GIAUAME BE AAHY, 2| X 3H 1t Z 8T =9
MEHZ S{AMIELIC 57|18t CHEZES MO ZE 2T H|0|E Q| 57|88 X A3stHE Z40| ZERELCH

SRR

Multiplayer Play ModeO| | SAE %tof
o Szto|AHE0 5718t = AE

o
J23Y

L2 92 NetworkAnimator ZEHEE PlayerAramature_Networkedol| =7+fLICt 7|Z2| Animator

| Setting up your first Netcode project |

HEHES HI HER S astuCt

Transform
Character Controller
Third Person Controller (Script)

Animator

» Starter Assets Inputs (Script)

< Player Input

s Network Animator

s Network Transform

[*]

NetworkTransform % NetworkAnimators Z=7}&fLICt.

© 2024 Unity Technologies

Assign to field

Uncheck
unused
axes

LI I - -

HAE HFH HEES A0 S 0|HE ZH2

= AFLICE Ol HIEH R S20|7F AIREIASS LIEL
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S2UO|UHE H2 SAE0 HEE F HM| HAS LIEFHLICHL S AE0M O|F0T 2 E SZ0| 22t0|HE0|
H LCt

NetworkTransform Transform2| ?|X|, |, AHUS S7(ote + JUCH, NetworkAnimatorh
ofL|m|o| ™ MEHE S|t ct. o[ X Multiplayer Play ModeOl|A| SAE E2||0|o{7t E2f|o]22t2
oM HH O 2=l0| E20|HER HSELICE

=R l=

SHX|2E 2E 20| Ol JTH 2 A SOHX|= S LICH S2H0|AE B2 EHAE Helst| HEES
DAEE S20|UE0 M2 S7|StE|H2te, 2210[AES| X YR SAE| MY X| g2 5 USLICH

Client instance
animates locally but
cannot move

E2/0]0f7t HIX2|ol| A Fl= 2ME EYLICt

HEIE7F MXI2|of| M S2RICHE A2 22I0IAENM YHES LA 2 2[0]0] QAR A E ZZ[0|X|
4SS LIEFELICE NetworkTransformO| Mt 3t 2 2tF5t0] AH Q| 9| X2t S2t0|AELt S7|8tE[7|
2Lt

S2H0[AE| M S2|0[01E SEI0|24 11 tH Mo M= 22t0|AETL Hst= 91X E 2H{2t0[=08t1
(0,0,0)2= mMAFEILICE
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=CI0|QE Mot Mg

72X 22 NetworkTransform2 AfH 2ot ZEZ XS HL|CH EHAF =0 HE
YX| =0 AZE S2HO|AEN| HSELICH

O oflAle] B2 SE0|HEN M E0|0E HEtste = A= APLICH MH7L #otS 71X A=
HEiZ EMAZS (0,0,0022 B0 S2HO[AES HE AL S Q20| E5H7| tiE YL

Object
CLE-ELT

NetworkTransform

syncs position

. Object Object
Client on Client e onllaht
Client attempts to

move

CLIENT

Client syncs back to
authoritative state
at (0,0,0)

M| AsHo] 22t0[AEES 2H{2t0|=-fL T

O EME sliZ3t7| ¢let ot 7HX| Y2 detS MH{of|lA S2to[e
SEIO|AETE MH 0| O[5 RQEH2O|=E[X] 8811 XK Ql EHAZ

0| S22 726l ™ CH2 T E Of|A|2F 20| M| A[At #otE Metst= ClientNetworkTransform
HEAES gtEH gLt

using Unity.Netcode.Components;
using UnityEngine;
namespace NetcodeDemo
{
[DisallowMultipleComponent]

public class ClientNetworkTransform : NetworkTransform

{

protected override bool OnIsServerAuthoritative()

{

return false;
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0] ZEE= OnIsServerAuthoritative HIMES QH2t0| =3 = falseS ghetEtL|Ct. £20]0f
NetworkObject Z2|0j A NetworkTransform& #AH ClientNetworkTransform22 CHA|EfLICE.

OXE7EX| 2, 2210|AHE 7|HH9] NetworkAnimatore A& 4 QI&LICEH

Unity.Netcode.Components;
UnityEngine;
NetcodeDemo

[DisallowMultipleComponent]

ClientNetworkAnimator: NetworkAnimator

NetworkAnimatorZ ClientNetworkAnimator2 CHA|gfL|Ct QIABE{0f| A Animator ZEE 2
HANSHM 2.

+

Transform

#

# Character Controller

#

- Third Person Controller (Script)

#

¢ Animator
+ Starter Assets Inputs (Script)

!
1

v Player Input
- Network Object
¢ Client Player Move (Script)

LR

PO DO OQODOOQ
T+

#

Client Metwork Transform (Script)

ClientNetworkTransform® ClientNetworkAnimatorL|Ct.
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Multiplayer Play ModeOi| A O[] Z2{|0|0{E S2I0|HE|M S 4= ASH, ST 2| X2t ofL|H|0] M
HENTL 2 AE0]| M2 S7|SHE LICH

Sajo|olE 7|yt ST Y[E9IT ofZalAH0|Me] XHS S0l WHO|I|E SLITH ‘AR HB R0 M
HIES|Z 7]tte] SXto| FA| WSdts M 0|201T 4 YaLICH S2to|lE S 30| MR HeEof
ChAl S0t2 WhItx] 7|cke Rt glaLic,

ShR|Bt T2f3t S2f0|9IE 7|5t SAHS O s ZhEet ot WRLIC 2t Zajojojo] ABXt e
M| x|gt, 2ot 93l G2 QLICH AR et DEOIA LS OfZ230lMo| HE Ei o

I .
ol =EELITh Y 22tel AlYoM = S20]0{7t RYHLIE MXIE 7Hsd0l EELICH 02t
IHS LISt O E2|AH|0|H2| EotS ZetstaH M 2shS ALESHM| L.

2ol oAl ASZEE Y ZYE £ JUXT, Unity ZEHEQ| Boss Roomd|| = Multiplayer
Samples Utilities I 7| X (com.unity.multiplayer.samples.coop) il A APH M=z
ClientNetworkTransform % ClientNetworkAnimator 2ZHEE JtNE £ JU&LICL

0| ClientNetworkTransform 718 A| A4S & U= A 2X|= CHE 2t Z5LICh
—  ARHO|M: ARHO| TN AT ML= 212 OILH, 0] X2 Qlslf LERE 9| 2|X|7}
ZAL7| v ALE A X0 71810t

—  AIZH AQH: ClientNetworkTransform2 MHO|A 22|SH= NetworkTransform®| Xt
QAR AIBE £ Q&L

—  YOIO|E HE: A[AH2 SEI0|AE 2[R0 QIASHH Z20[AES} MH | 35 L[]S

QUASHR| o2 M= S20|AUEZRE{Q| YHO|EE HEY 4= YlELICH

=2 T HAHY

—  QIAEIAZ}A| QEUE 29l 220[AE0] ARH0| Y HE MAE QEHEL Aol
23 & gLt

HEO| AL S210|HE ARH HeE M2|& o= ClientNetworkTransformO| 28X
& SHX|2F O]2{3t MBS 13t CHs T2 EQ| UHZ S| 0f BHLICE.

AEaol9| %E.* £ E £0|7| 2f3l S2t0|AE0] L2 AetS ROE 4= AX|2, ofH SEIA2 MH *01|A1”*
g o AsLCh X o2 SEIO0[AENM HOSts SEHLR sl =7 HO|Lt =3Het 01F0| WI|X| &

Me 2etE ArEdHoF g IEf

OIE S0 AY Mol Z20]0{7F XHLI2| MY X E BT 4+ AXE SHE5HH W F=0i| k2t S24[0]0f7}
FEet 0|HE £ & ASUICH I T, MEZF AFHO]| YT H8 ZQIE F o 20| Z20[01E F&e|=
HiX|SHs Mo o SHeL|Tt
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a3 staje wha
ofz] 7 20f £

ot =, 221|007} W E Jts40l A= Xl

wl,

MY ZIET} 2

a5

‘0” 71;1 HMz2FMogz HHX'EIL'['»

HIES| 30l HZ=X| 22 MonoBehaviour?t 0§ 2t2|g 4= AUELICE 0647|A ServerPlayerSpawnPoints
E-EHJK()”L 2t AHJ\'I EOlE 7-||O| QI:IX‘IIEE 7<|- I.E m SpaWnPOlntS %Eol O|A|_||:|.

O] ¥Z F30l M= Unity= HIZHE
12 0[ =0l M Xt8%t CHS

ol AE0f mEHEQI Cxfol Tl 3 SOLID
Ut yIE

gixjoz AG A
S A2 = I AH8ELICL

E

ServerPlayerSpawnPoints :

Singleton<ServerPlayerSpawnPoints>

[SerializeField]

List<GameObject>m_SpawnPoints
GameObject

0

ServerPlayerMovezh= NetworkBehaviour= ServerPlayerSpawnPoints?| QIA
ALBot0] W HOIEE S92 MENS £ QIHLICE
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using Unity.Netcode;
using UnityEngine;
[DefaultExecutionOrder(0)] //ClientNetworkTransform o &%
public class ServerPlayerMove : NetworkBehaviour
{
public override void OnNetworkSpawn()
{
/1 MO A TE Al
if (!'IsServer)
{
enabled = false;
return;
}
SpawnPlayer();
base.OnNetworkSpawn() ;

/748 A L& X2| 7ttt CHE fIXIZ 01F
void SpawnPlayer ()
{

var spawnPoint = ServerPlayerSpawnPoints.Instance.GetRandomSpawnPoint();

var spawnPosition =spawnPoint ? spawnPoint.transform.position : Vector3.zero;
transform.position = spawnPosition;

HE 222 0nNetworkSpawnOi|A| A EILICEH S2t0|HET AZE WOIC SpawnPlayerZt S E5(04
Faie2 MEHE MM ZOIEO| M 20|07t AIZSHE S BLICH IsServer A= A AEHO|| CHSt
30| U= MOl A Tt O] 2X|0] MM = E BIL|CE

ServerPlayerMove 232 EE PlayerArmature_Networked Z2|H0f| Z£7}8tL|Ct, Multiplayer Play
Modei| ZIJstH 2t S2t0|HETF HAL|0f E20|22H2E &+ o] 2Ere| X|Fofl MM ElL|CE

T — =

0] ¥ 2 NetworkBehaviourZ} HEQIIE E8H MO{E|X| A= Moj| ISHEl QAL AS XER3E|= HiAlZ
2o{FELICH o47|0ll M NetworkBehaviours A& T#Z0i 0|0] HE A HlojE X W QENEES

=g

SCI0|AETt HEL|H ServerPlayerMoves 7|Z A | E2(0] Mol 22| W ZQIE Stz
7tXetof ghL|ct, o] = QI8 HIEQIRE Sdlf &&= HI0IE{2f 20| MSHELICY.
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E2i|0jof7t R2te| WY ZRIE0 LIEFHLICE

R IHX| ZR%t Areh:

—  ClientNetworkTransform2 A-RXF #eHo]| 2|3 253tE 2 Awake E0il= CharacterController
LEUEES dH|gdatsljof LTt AlLHEl 20| @H{2I0|EE|X| 941 X7 HE SHUECE
MAHE|X| 4 =E ServerPlayerMoveOl| A £2{[0|0{Z B x|t 20ili= CharacterControllerE CHA|
gMstetL|ct.

—  OREEX| 2, E£230]0174(0,0,0)01 M MHEE|X| =S AABE{ 0| A m_SpawnPointsE ME{SL|CE

—  DefaultExecutionOrder £ & O %2 gt =2 HF30 ServerPlayerMoveE
ClientPlayerMoveXCt HX MHBILICE O|E S0 [DefaultExecutionOrder(0) ]
prioritizes ServerPlayerMoveE At8%tH S2(0|0{7} X 2|8 & = USLICE

HE|Z2]|0]o] ZZHEf|M O|X| of2] E2t0|A

E
FHRIE = 2 L XIYE XM ddE 4 AL,

E SAEN HAY £ AELICH A1 LHollA 321 Z2j0]of
SE/at ofL|H|o| NS MAIZICZ F7|5tE 4 UELICE

HE[E 0|0 AHAHAM S7|3H= Z4-L|Ct NetworkTransform, NetworkAnimatorel 22 ZHEZHEZ

Ol ZRHAS ZHHEP T8 & XIS HAZ20lo| 2 NetworkBehaviourE HAE{0Fo| 8o}
ghLict
=] .
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2= HEIAM clolE et AIY JEHE S7|tst

rir
oz
It
o

FIIZ HAMEHYSLCE

Netcode for GameObjectsHl = NetworkManager .Singleton2 &= & mioiCt M2 ES
AtEgtLICH ME ZZHE|= 2 E MonoBehaviour 80| AF2E £ Q= Lt AZE9| oA
Zote|of YAELCt
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HEHA 57[2

HESZ S7|8t= 2E S20[0{of| A L2tz S AY FeE |RXISH= o E+HYLICH

0|0| Z2I0|HE 7|8t B AESH0] Z2i0|0] NetworkObjectE Sdlf £2{10]0{2 =Yt ofL|m|0] M S
S7|tst= AHS LotEAS LT J2{L AIYE2[0l= S2M0[of FHEIE 2/0 B2 RAE Ststs 227t

1o
g —|—E O - = oOoT
HELICH Al CIXFQIOf what E2{0]0= LAKE 2L ES B74LE CHE W QENMES} #5 XHE0 0}
g e ASLICL 0213 43 ZE2 S2I0|UEL} MH Ztol| 7|8kl o ot Al JEfet SH HE/IE
Sl HS3HoF LTt

oMz S2010171 AlY 2tdol LRt 2 ZEY 4= A= AUZ20| SEHE ?Iet S2H0|HE-MH
S SFYLICE O HHM HIEH IR ASE= Y HEHE Fost MHO|M RPC(RZH Z2AIX

£)2 F1we xelo] 2utELC,

o
> i
X

AL =20l M7t
Mu{-Z2H0I9lE EAIZ MBI SIsh 2t N2 7S HTSASLICH

E2|7 Z20|HE Al &l =T 2SI o Z21|0]0{7t

X, Z2jojojet ot
CHE Z2M10[017t E{X[StH CHE Mo = HetL|ot.

5
0|2 E{X|stel 3+ At

WollM ME2 AIY QEHFE (0f: RE)E MLt BoxCollider AXHEE F76t 1 IsTrigger 82
gMstetL|ch S HE|2|Y S M5t MeshRendererofl E&etL|CHO| Ol A0l A= URP/LIt Alo|H
ARE). £7| Myg SlMuL 22 BxjMo 2 MLt
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ColorTrigger changes

color on trigger collision

ufn

2o 2= HIERIZ S7I3HE F716HH0F HLICH NetworkVariablent RPCE AHESH0 M 2to| 3}
HEHAINM S7[=t5t &Lt

NetworkVariable 2

NetworkVariable2 UE{30A S7|2tEl HEHE 22[dH= o StE HaLICH MOl A
NetworkVariableO| HZAL|™ sz HZA Ateto| ZE S2t0|HE| MIOHELICE o238t SE2 X[, ™

HOIE K= 0| Of|A|Q] E|7 MA AEft ZH0] X|&E el 71247t HRst H|o|E ol MetefL|Ct.
ColorTrigger2h= NetworkBehaviourS MAst0] E2|H 9‘2"““50“ HARLICE O]l ASRE =
Color 22 &t m_NetworkColorzh= NetworkVariableO| Q&LICt.

using UnityEngine;

using Unity.Netcode;

public class ColorTrigger : NetworkBehaviour

{
public NetworkVariable<Color>m_NetworkColor =new (Color.white);
private Material m_InstanceMaterial;

public override void OnNetworkSpawn()

{
m_NetworkColor.OnValueChanged += OnColorChanged;

MeshRenderer meshRenderer = GetComponent<MeshRenderer>();
if (meshRenderer !'=null)

{

m_InstanceMaterial =new Material(meshRenderer.material);
meshRenderer.material =m_InstanceMaterial;
UpdateMaterialColor(m_NetworkColor.Value);
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public override void OnNetworkDespawn()

{
m_NetworkColor.0OnValueChanged -=0nColorChanged;

}

private void OnColorChanged(Color oldColor, Color newColor)

{
UpdateMaterialColor(newColor);

private void UpdateMaterialColor(Color newColor)

{

if (m_InstanceMaterial !=null)

{

m_InstanceMaterial.SetColor(“_BaseColor”, newColor);

1]

7t E2|H0|| S0{7}H o] ATRET} T HE[Z|Y QAR AL 7|2 MA T2 HEIE EZSTILICE
O] A3ZE = m_NetworkColor2h= NetworkVariable2 AHEgtLILCE

iy

E Zalo|HE 7t S7|3tgtL|Ct 0| ATRELE
NetworkVariableOi| CHet 47| #3H2 M 0]t
AELICE

— O] NetworkVariable2 MH| AAF 2tS £Hst$ &
MHe S220|HE BRO|A ML X|TH 7| 2o 2
UELICH 22t0|HEE 8T Color U2 A2 =0t

—— —

— OnValueChanged O|#lE= NetworkVariableO| HZAE mjOiCt E2|7{Q HE|Z|Y 7|2 MAS
AH|0|EtL|CE, 0] AR E = OnNetworkSpawn O|HIEE =8t OnNetworkDespawn2
75 A LICH

NetworkTransform2 EAE O|0[E{ (| X, 2|, AH ) E S7|2tst= Ol E2FEHXITH, NetworkVariable2
712 9 HAE A, O 2 Al Al Zt2|of| 2R3 HI0|E 52| ECt YutXol Ho|E fYEE S7(5te £

olAL|C}

PV =] .

NetworkVariable0i| Cligh #ot2 MHOf| 22 Z210[AE0|M ATt M= 0| 2 HEY +~ glSLICh
Oty S20|AEE HE Arets MESHUCH ME0l| SX|soF LI M7t SEHE RIH|0|ESH O|F
S2t0[AE0f| ChA] TSt 20f|oF S2t0|AE0f| HE AtE0] MEELILY,

ol2{et HE Atetof| CHet SIS M2[st2{H RPCE AFSHLICEH RPCE AFE3HH ot 717|7F CHE 7|7|oll £F

[of
SEO[L HHO|ES £ E @78 4 JHLICE RPC= SEI0|UENM MHZ = 1 Bt Heto =2

CEE R
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0|2 SHEZ RPCE #ist= HHE 4TEJSLICE

Server RPCs

Client

CLIENT

MyServerRPC()

Server executed on server version of obj

ME RPC= 22I0[HAE0NM MHZ 2 HHE L,

RPC =7}

RPC € Ar86H A EE= CHE S20|AHENN 48 AHOZE SET £ USLICL [Rpe(SendTo.
Server) ]2 EAE HMEE E210|HENM MHE SEE|MH, [Rpc(SendTo.Client) £ EAIE
HMEE MM 22I0|HEZ SEELICE of7| M 2|7A| 292l [ServerRpc] = [ClientRpc]S

AE3t0] MH RPC f£= S2t0|AE RPCE LIEHHE ELIC,

RPCE CHEat 22 R 7HX &S E4:0H{0F eith= HE HQldtn= CHE HIMESF 37| =X 8

—  RpcHH:HME0 [Rpc] £48 71611 7hset EF2UE XIFELILE 6|E 0 [Rpc(SendTo.

Server) & MHO|MEt HMEE =E8LICE

—  Hd 3A oM = 0|2 2o HO|At ‘Rpc’E EYLICH 62 £ DoSomethingRpc®LILCE.

RPC= Z20/0{2| SZf0|Lt £t
O|HIEO| o XBhStL|C},

X

Che ot 22 HAMEE TriggerColor AF - EOf| FItELICE

private void OnTriggerEnter(Collider other)
{

NetworkObject networkObject =other.GetComponent<NetworkObject>();

if (IsClient && networkObject !=null && networkObject.IsOwner)
{

ChangeColorServerRpc(networkObject.OwnerClientId);
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| e Hotet Zo] ALl S7|et7t BRSHA| g2 EIHS

56 of 94 | unity.com


https://unity.com/kr/releases/lts

Q Setting up your first Netcode project | Network synchronization | Network latency and performance

1

[Rpc(SendTo.

playerId)

Color newColor =
playerId% == 7 Color(@, @, 1, 0.5f) : Color(1, @, @, 0.5f);

=newColor;

AMZE20]0] AYME OnTriggerEnterof H&Est 2%
AdolME detxo = SE0|HE-MH S4S AL 4=
HEHE FAIRLICH

Z7totA gLt aesfLt ZEIE2] 0[]
82 XNz[sto] ZE S20|HES| S7|%t

12 njo

m_NetworkColor 22 Z& AXst= A, OnTriggerEnterOllA 34z A QIAEI AT E210|HEQIX]
gholstL|Ct 22{$t ZR0|= ChangeColorServerRpcE $&3t1 OwnerClientIdS HESfL|Ct,

Ol HIMEE Z2(0]0{2 IDE 7|HICE ME2 MMS AF (0] GA|0|AM= B4 IDE THEM =24~ D=
W7tMO 2 HAIE)Std m_NetworkColor Zf2 YH|0|ERLICY
O] HZA Alet2 HZE ZE S20|AE MOt ZE AQ QAEHAM A[Q ME{7} LEE|H HO|=5

SHLICEH m_Netw orkColor7} HAZH 2E S2I0[HEA OnColorChanged HAETH EE2|HE|0f
Eg|7{e| HE|2|Y MAto| HO|O|EEILICE.

2 NetworkVariable changes color value
on server and syncs to all clients

Trigger invokes RPC
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Eg|A o7t

Of OflAl= HIF ZHHSX| 2, Z2(|0]0{ o] SZt0| 2B o)l CHal AlZtX el HatE
AY Hi7tH 2 2 ZEIZ2|0[of AIYoM Hot=E = JASFLITLHESHELT

—  #5 WS AYIM S0|0{7 HEOILH E2IHE B HHTF A S0} ot F2Tt
UABLICL AIY HHOIN Lot A2 Mok BE S2jojoj7t 10 2 WSS THH=S
QEst Mz

— WY AY AYoIM B2folofs We| SH XWS FHY + ALt 0| AW FYin
2l Elo| MAo= HHals F9It BELIC ORIZHXIZ 0|1 B2folofS0| 10 2| FarS
FRS| s A2 MEE LI,

— 22t RPGOIM 2|&e| EF X|H2 I, [|HI L= J|Et S EL|AHY & ASLICH

RPC2t NetworkVariable H| 2

CIO|E1E S7|5te mf NetworkVariabledt RPC & 0= S AFEX|= & Abzi|of| 2t CHELICE
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3¢ Tools

Network Scene Visualization Open

IAVETIET [

Runtime Network Stats Monitor Add to scene

Available

Network Simulator Add to scene |

Available

Network Profiler Open

Available

@ Installed Packages Package Manager

» Netcode for GameObjects version: 1.9.1
« Unity Transport version: 2.1.0
« Multiplayer Tools version: 2.1.0

Multiplayer Tools IH7| X|0fl A Network SimulatorE A X|gfL|C.
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BUILD

YOUR FOUNDATION

Accounts
-  Authentication
Cloud Save

Game Server Hosting (Multiplay)
Matchmaker
Lobby
Relay
Netcode
Configure and manage
Remote Config
Cloud Code
Cloud Content Delivery
Economy
DevOps
=  Version Control
-  Build Automation
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< ENGAGE

YOUR PLAYERS

Analytics tools

-  Analytics

-  Data Explorer

=  Funnels

-  Event Manager

-  Event Browser

-  SQL Data Explorer
Player engagement

-  A/B Testing

-  Push Notifications

- Game Overrides

-  User Generated Content
Monitor performance

-  Cloud Diagnostics

-  Cloud Diagnostics Advances
Community solutions

-  Text Chat (Vivox)

-  Voice Chat (Vivox)

>  Friends and Leaderboards (Beta)

27 GROW

YOUR GAME

Monetization

-  Unity and ironSource Ads
networks

Mediation (Unity LevelPlay)
IAP
-  Offerwall

>
>

User Acquisition
-  Ad ROAS campaigns
-  IAP ROAS campaigns
-  Testing tools
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