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Pre-Credit

» Resolve, Creativity and Strength
» God
» Motivational Verse: Colossions 3:23

» Whatever you do, work at it with all your heart, as working for the Lord, not for
human masters,




What is Unity?
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Development Process - Art
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TUTORIALS

In this area we provide two paths to learning Unity. One is a set of linear Projects, where you
step through creating an example game, the other is a set of lessons and assignments sorted
by Topic.

PROJECTS

Soooon oo The Unity Software License Agreement and Privacy Policy have been updated.
Bt e b - e n

Unity 5 Tutorials

IRy

Multiplayer FPS in Unity 3d, Part 4: Setting up the networking!

h" quilliScreates
e 88,709

Quill18creates Tutorials

GetUnity  Asset

Up Next Autoplay © @

Sty
5 A

Sunity

Multiplayer FPS in Unity 3d, Part 5:
Spawning our character on the network

Multiplayer FPS in Unity 3d, Part 3
Texturing, Lighting, and Running Around!

3 Mulfiplayer
Rl 2620 |

. Multiplayer FPS in Unity 3d, Part 6:
Qunity e e

6 Mulfiployer
s
Multiplayer FPS in Unity 3d, Part 7

Qunit_v Character Model, Rigging, Bones, and
7 g,
unity
24 Mu!ii‘gﬂlnyel
o
Qu'{“ﬁ{ !:I:I\,::I:gye"r‘:‘::!m Unity 3d, Part 11
11 8t
Sunity
'I 7 Multiplayer
L] 2609 |

™ cioer pER SN sew

Multiplayer FPS in Unity 3d, Part 24: Al
Bots #4

Multiplayer FPS in Unity 3d, Part 17: Gun
FX 4 (Guns and Network Animations)

R L

3DBuzz Tutorials

B A® DO e e nom

504
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9. Unity Tutorial - Creating A Multiplayer
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Developing 2D & 3D Games with Unity for
Windows Course over 9 Hours

Infinite world in Unity3d
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§ Development Timelapse & Montage!







Networking - Challenges

» Sending data

» Control

» Smoothing movements & movement prediction
>

Remote procedure calls




0id OnPhotonSerializeView(PhotonStream stream, PhotonMessageInfo info)
if(stream.isWriting)

I
L

stream.SendNext(transform.position);
stream.SendNext(transform.rotation);
stream.SendNext(rb2d.velocity);
stream.SendNext(currentRotSpeed);
stream.SendNext(flameOn);

r3 syncPosition =

ernion syncRotation

or2 syncVelocity

or3 syncRotSpeed Vector3)stream.ReceiveNext();
flameOn = (bool)stream.ReceiveNext();




Developing - Setup Basic Networking
Capabilities

» Photon Unity Network

» Free Online Server With 20 Concurrent Users
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t teamID, int wepId)

f(firePoint != null && wepId == weaponID)

ject bullet = Instantiate(bulletPrefab, shotLocation , gunRotation)

bulletjGetComponentﬁEuLLet}().SetVariables(player.GetComponentaRigi
ActivateMuzzleFlare();

Game(

n:}ﬁ).velocity, teamID);

oid UpdateScores()

ScoreHandler.kills = PhotonNetwork.player.GetScore();
playerGUI.GetComponent<ScoreHandler>().UpdateValues();

MakeExplosion()

Instantiate(explosion, transform.position, transform.rotation);







Kills: 0 Deaths: 0




Username

New Player A




Kills: 0 Deaths: 0
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Credits

» Art
» Special Thanks To:
» Katie Little
» Stephen Clement

» Google Images (Several Images)




Credits

» Tutorials

» Unity Tutorials (http://unity3d.com/learn/tutorials/modules )

» Exit Games Tutorials
(http://doc.exitgames.com/en/pun/current/tutorials/photon-unity-and-
networking-links )

» Paladin Studios (http://www.paladinstudios.com/2014/05/08/how-to-create-an-
online-multiplayer-game-with-photon-unity-networking/ )

» Quill18 (https://www.youtube.com/user/quill18 )

» 3DBuzz (https://www.youtube.com/user/3DBuzz )

» BergZerg (https://www.youtube.com/user/BurgZergArcade )
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Play testers

Special Thanks To:
Sam Mitchel, Zach Preston, Josiah Hubin and James Vo

Sam Jeong, Cale Little, Katie Little and Joshua Stucky



Questions and Answers




