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[IP Header]
Source IP: 192.168.0.10
Destination IP: 192.168.0.20

[UDP Header]
Source Port: 5000
Destination Port: 7777

[Netcode for GameObjects Header]

Protocol ID: 0x4E4654 (NGO)
Sequence Number: 1234
Remote ID: 5678

Type: Data

[Payload]

GameObject Updates:
- GameObject ID: 1001
- Transform:
- Position: (10.0, 20.0, 30.0)
- Rotation: (0.0, 45.0, 90.0)
- Player:
- Health: 80
- GameObject ID: 1002
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https://assetstore.unity.com/packages/tools/network/forge-networking-remastered-38344?locale=ja-JP

4]0 Netcode

VB T 7 S

£72 Unity DRy bD—%>0Ya—3 0B LI e BVEE. BARMA Netcode 7O
FOREICHEBERRYNIT—F I\ T =%V R—RLTHS. BRERIILFILAVY—OVR—
FUNERETIHRENHDET,

CDOETIE. Netcode for GameObjects ZFRALT. Y7L TODPTIMIRYET—F 2T %NMRAD
RODZATYFIZDOVWTEHALE T, Unity 6 Tl&. Multiplayer Center ZERBLTHLWILFILA
Y—O2 O ZFRELED. Multiplayer 72w b EERLTHO Unity Services #7037k
ICRALIEDTEET,

R BRI

UTFDHDHIHI>TWB L zmHEELE T,

—  BYESAEVREFEDOTIT1IR Unity 7HUV R
—  Unity Hub

—  HR-PEINTVBN—=T320 Unity T704X— (ZCCatBAd 2 —ERDHEEEIE. Unity 6
LUPEDHETY, Netcode for GameObjects DEMHZEBRBLTLETW)

—  Unity Cloud #v>aR—RAQES: (702 THER Unity Services IZEFT 3I1C
I&. Unity Hub Z#2H LT Unity Cloud &> aR—RICER S 2HENHDFT)

© 2024 Unity Technologies 26 of 91| unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/6000.0/Documentation/Manual/multiplayer-center.html
https://docs.unity3d.com/Packages/com.unity.multiplayer.widgets@1.0/manual/get-started-learn-widgets.html
https://unity.com/ja/download
https://docs-multiplayer.unity3d.com/netcode/current/installation

@ | Unity networking solutions | Setting up your first Netcode project | Network synchronization

>3 Al

TO7INTOC TV NDEKTE

BIRDOXR Y A—RY—=ILDTEEITSICIE. BEOTOSIINTIVIIL T LAV —DOENIEEE
FERTZEMREHNTY, ZDHRTIE Unity Asset Store (Cd 3 Starter Assets — ThirdPerson /v

T—o%ERALEY, Chid. ATN—FILIRZ—N1TF51> (URP) ZFRALT. Ea—</MR*y
SOR—ICLB VTN 3D F—LTLAZIZal—hLET,

COER Ty % Unity Asset Store M5 AF L. Package Manager R LT VR—MLETS

Asset Store @ Starter Assets /\wor—

COTEIOSTIMIE. MNEELRTFINADTILATSIVRY—2 ., REARERLZ=ATEEDT
hO—5—HEENTVET, BIEEIZ. TOT7TIVT—3>0a8—%EHETL. BRBZIS1T7Y
FHEICRBE CHEHEEATESLSICTBETY,
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Netcode for GameObjects =1 Ab—JL T3

Package Manager (Window > Package Manager) T. Unity Registry Z&RL £, RIZ. UTF
DINYT—JFEAVAR=ILLED,

—  Netcode for GameObjects: k. BEFEDS —LA TP+ [MonoBehaviour 7—2 70—
ICRIVFILAV—BEZ M AZBEANBRY ST —F 2T 5A4TSVTT, IILFILAYV—5—
LARZMERILTEIHDT. X2yhT—0ENLIRILF LA V—REZRABTIDICRETT,

—  Multiplayer Tools V1> K7 : CHiE. Unity 6 TEBA SN 5 DOFRY—ILXA—FT
RINFILAV—HET—/70-2RELET,

Multiplayer Tools T4 > RUZEERATI L. TRTDINFILAV—Y—LEZDRFX
VM DD SEEICTIERATEET,

Network Simulator (&, /N7y MEEE. BE. BHRUERE. EEORYNI—IREE
BEL. ABEFHOFICBENABEERELE T,

Runtime Network Stats Monitor (RNSM) IZU7ILRA LDy T — I8R5t 2RI L.
REMREREE CTRYNTI—INTA—IVRAEERTEET,

Network Scene Visualization & RYNIT—IT7 0T ETa ATV NRBIERE S —
YEa—ICHENICRRL. TNvIERILLET,

Hierarchy Network Debug £ 2—Tl&. Hierarchy T4 > RIDE/ICA—N—LAHEK
RN, RYRT—2ICEHRINTWRA TSI (NS Ry bD—oFa—JO0MF)
HEAITEETY,

—  Multiplayer Play Mode: CT® Unity 6 /N7 — ZEBT5 L. Unity TT0X—ZBENZZ L%
SRWFTLAY—BEZTANTEET, RK 4 ADTLAV— (XAVITA4E—FLAV—L
3ADN=FwINTLAY—) ZSZal— b TERDH. TLATAMNEERILTEET,

Built-in

Package Manager

4 Install 1item Install
Multiplay

Multiplayer Play Mode Remove 2 items Remove

Netcode for GameObjects £ ZDHHR—r/\wr—I% AV A—=ILLET,
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NetworkManager ZI01Z.%

IARTOFOTTIMMIIE. RYRT—0%ZN LIERIVF T LAV =T ET S7-%IC NetworkManager
AVAR—FX DR ETY, COMBEAVR—XMNEITOS IOV T—OXT— N EEEL.
B xy b= OREENVRILLETD,

NetworkManager %> — > ICH 2 3 IC1&. Hierarchy ICHFL WA — LA TSz U % ERK L.
NetworkManager J>7R—=* >k (Netcode > NetworkManager) Z/NX £9,

NetworkManager J>7R—=% >+ T. Network Transport L1V —%E&EL. Unity Transport %
BIRLEFY,

+ Select transport...

UnityTransport

Var Int Four Bytes

NetworkManager ThSYRR—hL AV —E#IRLE T,

UKD, F—LFAT U MI UnityTransport IV R—X VD7 RYFEINET, FTVRAR—bk
L1V —id. BEREE. 7—2CE. NTYMESEREDELRNILORYNTI—IZIIZEHWVET,

v Unity Transport
Unity Transport
128

UnityTransport > R—% >k
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CORRTIE REZEEIIVERIHODITEAN COAVR—RVMEI Ry bT—0T—TKE (F:
FERRE. NTYrOR, Dvd—) 222al—hF3OICERATE. ITAH—TOTAMRTNYY
ICIRIIBET,

> —>%{F®#ZL T, File > Build Settings D|EICEELT. RED—>H Scenes in Build J X Z
Mo TWBZeZRRLET, UKD, FLUL NetworkManager B —LEILRIZEEFNELSIC
ANSF - 1S

NetworkObject

NetworkObject (& IIWFTILAV—T—LHADIETIERISA TV MO TRy N T— U F
TCISERRS 2RELHD. IRTDT —LATITIMIFLTHADIAVR—R U NTY, F—LF TP
2 k2 NetworkObject AVR—R UM ENIZRZ L. EDAVR—RUME " Ry bT—IIGATEE " 127D,
ZDORT—MREIEZRY T — O THEBLUVEH TIDLIICHRDET,

v Network Object

Always Replicate As Root
Synchronize Transform

Active Scene Synchronization
Scene Migration Synchronization
Spawn With Observers

Dont Destroy With Owner

Auto Object Parent Sync

NetworkObject AV R—RV b EZD—RED ID

& NetworkObject (ZlE. WO DEBRIFHHDET,

—  GlobalObjectidHash |&. 7O ROTLNT 72y bEHBRILET,

— NetworkObjectld (3. BILTLNT7EYyrDAYRRZVR%EXRTBT-DD—EDHIFTY.

— OwnerClientld (3. 770z "FRE" §20717>b2RLET (UTD TER) 2881
LTV ),

N5 DR FIE. NetworkManager B4 7Yz Vb ZBHL. HBHEINTLWRIIRTDIZI TN
Do T EDRT—FDO—EMZHERTIDIC’/IIBE XY, NetworkObject &, 7'—LFLAHIZE)
BICHER ( RAR—> ) FTIIBETEET

NetworkObject Z A /R—>F 3 . EHFHINTULWBRZIRTDISITFVRIRTINET, &
NetworkObject IZISFRAEENEEL. BEISTOMECIAT— 26T 230517V M REETY,
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Player NetworkObject

BILAV—IE. EETTLV—A NetworkObject XMEENBZIRED T LNTE#IFOZENTEET,
CNISIEFHRBR R 7D NetworkObject T. ZLDIHFE. F¥>U/F—a>bO—F— 5 —LAD L
AV—DESaTILRENEENET,

Preview
ag Player

Transform

. ¥ Character Controller
Third Person Controller (Script)
Animator

Assets Inputs (Script)

+ Client Player Move (Script)
Client N (

n Client Network Animator (

BN TOT IO T LA —F NetworkObject

L1V —H NetworkObject IZIZZ<DIFE. FLAV—D&FI. XOAT7. 1RV EJ EZOMHOD
BEERRE. TLAV—BEEOT—EHRESLUVRABAINET, CS5LkT—RiERvhT7—0M
THREINZEH. BHRINTVBR3IRTODTILAV—IC—BLET —LXT—MRRINZELSIC
BOZFET,

US4 T7 Y RHER T B . NetworkManager 1&. W37 LA vY—N"FBE" §37L1V—H
NetworkObject ZERLE T, DED. FLAV—ILEH D PlayerObject IC g 3R =ZIFE. 2D
BEPRAT—FZEHIETEEXS,

7L+ —H NetworkObject Z5XE T 3ICIE. £FTTOSTIMNTREDTLNIF—LATI I %

ERLET. CDFL/N\TIE PlayerObject DF>FL—hELTHEEL. LAV —DEIECPARZES
IREDICMBRIVR—R N ERTVTIREEFNTVET,
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RIS BYBRYFA—FIVR— MR ET. EORKRFUIIUTOEEDTY,

—  NetworkObject: %y FT—JEHEITSIRNTDOA T U MMIIE. NetworkObject > R—=
VEDRETY, Chlld. RAR—2 TRAR—2. FIEEICEETZ TONTAEARVIDEE
nxJ,

—  NetworkBehaviour:MonoBehaviour DEEXKISXICR Y T—VEEZMZZ XV TRTY,
NetworkBehaviour (CI&. XY T—OZH VE— SO —Cv3—)L (RPC). Ry T —o O —
IWNYIDEENET,

—  NetworkAnimator: CO OV R—RUME. 94T RETT A=V RAT—RENTA—
2—%EHIL T,

—  NetworkTransform: COOVR—MMILD, LAV —DAIE. BlER. X7 =)L, H—/\—
DSEHENTVWBZIRTDISATUMIVTIZALTEREEINET,

ZLD/E. FL1¥—H NetworkObject I FLAV—ANDNVRILHEBVET, LAV —H4o—
L7—)LRTREPCHEEMERBREDTISa>eRITTHE. EOANHUEII, BEISHELTHORE
N7 Lrv—IckRBENE T,

TLAVY—0OSyolE. F—LXAZI X% EEFHT S MonoBehaviour &. XyhT—IX7—r%
EIE9 3 NetworkBehaviour THER TN TWVETY, F¥S5I4—AVMO—F—RTIX—F—RE XY
rO—EBRICIEREDOAVR—2 U MIEE. EFLAV—DO—AILAVRAEZVATHEELED,

CNBOAVKR—RUb2O—HILTERATRIE. NIF—IVABBRBEINBIZIT TR, RybD—
IS T IBERENE T, Chld. 7517 MNEOBIEEAEIE SN TULRIBRICERBICADET,

7L —F NetworkObject Z1ER 93

o7 7Aa> I H5 Playground &—>%Z0O—RLET,

Starter Assets - ThirdPerson | Updates in new CharacterController p...

L 15 ne 14,2028
10 &

Starter Assets /\>RJLICIE Playground >—>h'E&FNTVET,
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Hierarchy ICId. ' —ALFvS 02— DEIEZHIEITS PlayerArmature A% 0D %9, hz L1V —
F8 NetworkObject (CZ#9 3(CI&. Hierarchy H'5 PlayerArmature #R5wvF LT, FiLLWAUDF
WILNT =232 7O AOBEOTLNTOIE—ZiRELET,

Hierarchy 7> R PlayerArmature 7' — LA TSI ERDIFT-5HIBRLEY, Thickb. >—
>h'5 PlayerArmature EZDF AT TV MDA SN, F—LEREBRFITHEDET,

RIC. Inspector TTL/NT%4REL £ Y, NetworkObject I R—XVhEMA XS, COAVKR—
RIME AT Ry —ORBATRAS S UVBEEINITOICBHETT,

Add Component

Metcode
Metwork Animator

Metwork Object
Metwork Ri

Metwoark Transform
LInity Transport

ZL\TIC NetworkObject ZHNX £ 7,

NetworkManager @ Player Prefab 7r—J)LRIZ L7 —H NetworkObject ZEERL %7,

NetworkManager IC7L-+—H NetworkObject Z &R L £,
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BEE—RICR. T—LEREREOADPRTIENET, FL-1V—H NetworkObject I&. 517> hh'#
BINRFICOARTEINET,

NetworkManager %:#iRL £, Z1id. Hierarchy T DontDestroyOnLoad 2 FICFR RSN TUL
7,

NetworkManager TR ZRIIALF T,

Start Host Z3ERL £9, - &kD. Player NetworkedObject ' RAR—>EN £ T,
PlayerArmature_Network ¥ W\\5A4 71 Hierarchy ICRREN. ' —LITBESLIAEIC
BOEY (2L AXSDE—TYMIEMTY )o WASD O2bO—ILZFEALT. FLAVY—DFE
ZTARLETD,

BEE—RERTTRL TLAV—FvZU2—IFHRA Y. NetworkManager &, F>ZALICTD
BEDILAV—FvSIR—%2IAR—VLTEBIZLSICADED,

BEOUIATUIDERENBZET. ¥ —LDORY T —IRERISERTERVI LITERLTIES L,
RIUVFTLAV == TOBMERIEETBICIE. BROISAT N TTANIBHEDDHDET,
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Multiplayer Play Mode

RIWFILAY—"TANTBICIE. 7TV —2a>zRDF 024 L 7O A TRKICEITTIHE
DRHOFT, UFIETIE. AET—LEILRZERL. Unity TT02— CI3RICKITIZHERDHD X
LTCO

CDFATa B EHESFATEEIA. Unity 6 ICIE Multiplayer Play Mode (MPPM) HBAEA Sh
TWFEY, MPPM RT3 L. BHEIZ Unity TFrX—DEHD VA2V EFRICEE. TILF
TLAV—REBZEHTEET, CHUIED. IILFILAVY—DTINFOEIDHRIELET,

Package Manager 5 Multiplayer Play Mode Z-1 > Ar—)LLET, THItkD. FHILLEEREETX
FIBRTNICT TV r—oavxEILRTZHREHRLAEDET,

Multiplayer Play Mode (Window > Multiplayer Play Mode) = %9,

Multiplayer Play Mode

ayer Play Mode

Main Editor Player

P Main Editor

Tags

Virtual Players

Multiplayer Play Mode >R

RIS, EORO)=2om3y bR DD ED 1 DD Virtual Player ZEMICLES, ThickD.
RARCOZATUDREER (B 1D29D) TTRAMNTEET, KRNI 517 0TH B LRERFIC
H—N—THEELTVET,

BYEE-RZEHEBIZ . 77U —23>0 2 DBOEYy avAoO—>U4 Y RUTRITZRBL
9o
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Player 2

Multiplayer Play Mode I&. Virtual Player ®270—>%{ER L %7,
Hierarchy T NetworkManager %3&R L £9,Inspector @ Start Connection T, Start Host =i
RL £, PlayerArmature_Networked 77U B —LE2—ICRRINET,

2 DEDU1VRUICH B Layout RE>%EEAL. Inspector ¥ Hierarchy ZB%ICLE Y, DFD.
IT1R2—%ZH5 1 DEBLILSHWREICLET, BMCTRI—H—a>Z—TJx—XOAVR—FVk
ZERL. Apply Z0UwoILET,
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J0O—>94 Y RUT Layout XZa—%#FMICLET,

20— RIDIT1R—"+1>RTIT. Hierarchy ® DontDestroyOnLoad fig FiZ4% NetworkManager
ZIRLEY,

Inspector /-1 >® Start Connection T. Start Client Z:&RL X7,

NetworkManager (& 754 7Y T 31O DREVDHDET,
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C MU T Hierarchy (ZI&. PlayerArmature_Networked @1 VX ZV2AH 2 DRIFINFET, O—>Ea—
TlE. TENESHERDEGOTERIINE T, F—AR—RFEEFS—LN\YREFERLT 1 20FL1v—
AR R EDHS 1 DDT LAV —A VARV ADSBLET,

Hierarchy T 1 D® PlayerArmature_Networke 1 XXX %ER L. £D NetworkObject J>7K—
XM ERAEBELET,

SURALEFIC. &1 XK XN GlobalObjectldHash (7O o D 7w ~ID) &
NetworkObjectld ( —EBEDAVRAEAVAAVTYIR) L& THRAINTVWREEERLET. Chom
TIZ%% OwnerClientld (&, RANETSATURDEESHA VAR AZHIHLTWS D ZERLET,

2 DDAYARVAZYIDEZ T, IsSpawned. IsLocalPlayer. IsOwner. IsOwnerByServer 73 ¥
DITZTDEENVELLELET,

Server/Host

2 DDAV RZVAD NetworkObject FRE#LLEL £,

2 DDAVREAVADEWNE LDBAREIC T BICIF. Network Visualization X)L ZFERALET, CDE
F7GEZHTY —ILIE. Multiplayer Tools /\W7—S %AV AR—ILT 23—V Ea—ICRRINET,

2 DDA VARV RIE. Bandwidth ( ENEIFOT—2ZHMEEINTULS D) £7=1% Ownership ( £D
U347 DT LA —H NetworkObject ICX 3 21ERZHFH>TWVBH ) ICE->TERITETNE T,
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Network Visualization i&. RYrT—0F T I DT NYIIRIBET,

NetworkManager (7547 ZEIZBHED A VARV R EER LETH ENENHARILF v 74—
I LTHIEILE Y, >—>YEa—TIEWASD O bO—JLIC&>THIEINZ F v S 72— DEEF L.
A7 ORAMNETREISNTULEE A,

NetworkManager (&7 L1 —O#IElERIIAIE ZEAZ (0, 0, 0) TRHALFIH. ThUBEOEHE
ISEHALE A IRE. YT UF2—DEIEIELK DA DO—AHILAVR—2 VML THIEFITh £ T,

—  CharacterController ZfEfT 3. EHLYIEEREZVBECEYIC. F—LRBECHEEERL
BHSTLAV—2BEHIEZEHTEET,

—  Animator (3. RTF—FIIVICEDVWTTZX—2a > #FARRICLET, £33 Sy S35 &
DEW AT —MEDBBY T LV REGIEILET,

— PlayerInput (& FLAV—CCDAREE. TNARDRTIVI, ARV NERZNVRILL,
Unity Input System ZHULPT<EEDH T,

—  StarterAssetsInputs . TDANEFYSIZ—DOH}EI. HERE. Jvod. dyiad
ADBDEICE#RELET,

NS VINTLAVY—EIFOIAVR—R VT, IIVFTILAVY—FFVr—a>THESES
ICIE. RYRT=IRBDRI VT2 WK DODIRBBENBDET,
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MBI RRE2 2 ERT S

FUBRALRICRY ST =0y araSDBEICAB TES LSS NetworkManager @
Inspector DRANEREREEIT B4R D) —VRE U EER TE £, ZHiCid. Unity Ul (UGUI)
£7=1F Ul Toolkit DEBESIZFERLET,

F£EZ0 Ul T. Client. Host. Server tWWSIRILDFW: 3 DDREZVEERLET, RIS, £
nNe&ENOARZ>H NetworkManager > IO TOA—ILINY I ZBUPHETLIICLET,

— NetworkManager.Singleton.StartClient

— NetworkManager.Singleton.StartHost

— NetworkManager.Singleton.StartServer

NS5DO—IILN\Y I %EERT 3 L. Inspector V4V RIDRR>ZFERET ICRYNT—08vS g
D ERAIRTEERT,

NetworkBehaviour i1z %

PlayerArmature_Networked @ MonoBehaviour ZEIEd 37-®I_. NetworkBehaviour ZFEHTE
9o

NetworkBehaviour I&. RFwkD—o%HBALIEO Y IRICESTEINTASHELTEEED MonoBehaviour
T BRBT—LISATURETT I3 e A T— RT3 OICHEBRTIL —LT—I%IBHL
E A

NetworkBehaviour (¥. MonoBehaviour EELCSA7HAIIAR L EHBLETH. RybT—
VBB DMREHEBIAAAFTNTVLETD,

RPC XYw K :NetworkBehaviour Tld. YE—rFO>—Tv—JL (RPC) ZFEALT. RykT—2
ERALCBEZ/N\VRILTEEY, CNS5DOXYVYRIZIE. [Rpc] BEDMTIFESNET, H—/IN—IT&X
159 3IClx [RPC(SendTo.Server)] « 547> MIXETBICIE [RPC(SendTo.Client)] #MHEY
HLETD,

— NetworkVariable: CHid. RyhT7—2I ETRAT—r2REEEEETD/-OICHKTINRHHR
T TY, NetworkVariable ICR T3 H—N—LETOEEIE. IRTOISA T MNIEEN
ICRBRSNET,

—  OnNetworkSpawn & OnNetworkDespawn: CNSDZA 71 7IL XYy R, NetworkBehaviour
WA VXAV F T IFWESNZ M) A—ENET, OnNetworkSpawn (F#HRTLICER SN
F7 (OnEnable % Start IZBITWVWETH. XYM T—IBEICRELIEHDEEZTLIEEIW ),
OnNetworkDespawn (&, A7 IOy NT—IWSHIBRENZFID ) —> Ty T2 N\RILL
F9 (OnDestroy %> OnDisable £{L{TWE T ),

—  Ownership:NetworkBehaviour ZfERET2¥Y. HEDISATUb (£ —/1N—) D%
EDATP I LTIRRBEERZ DI W TEEY, V7177V MEIET—N—DnFnhd
NetworkObject %= ” FRE” TE3 L WSIERDBLRICED. BEDA T/ OFIHEIZZ
NS L OBEERIARBDIE. BESNLTILAV—DHICHIRINET,
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ClientPlayerMove W5 NetworkBehaviour ZE#ZELT. FLAV—DEIETZEIETEEXY, NI
&D. RRAMBELUVIZATUMDEDAND. ENBNDTLAV—FT T IMIFLTOHERETS
FOICHDET, REFUIUTOELHEDTT,

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; // 547V DBEEIIBEMICTS
if (!IsOwner)
{
/] FREETHRWGESIIEMICTS
enabled = false;
m_PlayerInput.enabled = false;
m_CharacterController.enabled = false;
m_ThirdPersonController.enabled = false;
return;

}

/! FRBBEDHZEIIEMICTS
m_PlayerInput.enabled = true;
m_CharacterController.enabled = true;
m_ThirdPersonController.enabled = true;
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ZDARYU) T % PlayerArmature_Networked FL/N\TIZIIZR £ 9, RIZ. Inspector THEYIRT1r—)L
RICAHLET,

ontroller

Controller (Script)

ats Inputs (Script)

7]
7]
7]
H
7]
7]
7]
H

Inspector @ ClientPlayerMove 74 —JLRICAALET,

CDRIVTZTLNTICEALIES. RRAMzY a3 e o547 o ey a az&RLEd, 95107
> k' NetworkManager IC3E#ig 28, O—AWILTLAV—HDAVREVRDODFBETHZIHNESH%E
293 IsOwner 7ONTAIZED. TLAVY—AT PO MDFEDAVR— VDT IHIL N TE
MIZERDET,

Hierarchy T. PlayerArmature_Networked @ 2 DDA VARV X%EIDEX THELEY,

D=

DoDDY

Components disabled
if not owned by client

Server/Host

FAEETHRWEE. —EBOIVR—R Y MHEICHRDET,
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Playerinput ZREDWVKDHDIAVR— VD ENZNDIZA TV FRAELTVWAEVW T LAYV —o
VARV ATIE IETITA4 TN 78> TVWBDOH R TEE T, CDORETIE RRANTIE 1 2DT L1V —
AVRZAVREFHTE. AT VRTIEDHSI 1 2DTLAV—A VARV AZFHITETEX T,

72120, BRBTILAV—AVARVREHIEITZCIZTEETH. ENS50HSIEIRY N T—IBTH
SN TUVWERA. RAMDBSISATUMNIEIEERMIESICIE. NetworkTransform RED Ry b
D—OAVR— 2 NEMZZBELRHDET,

1EREFABIEDO7ONT1

T 7#)LETlE. NetworkObject DFFBEHE IS —/N—T79, L. BB DOERINI:
247> b SpawnWithOwnership XV wREfEH T3 Z T NetworkObject ZFRE T
3 rHTEFEY, Netcode for GameObjects FH—N—1ERETHZH. T—N—DHH
NetworkObject D RR—> ¥ FAR—2%ITRET,

NetworkBehaviour ICl&. 1V RAVADIER CFIBIEZBERICRETDIFEN VKON HDET,

— IsClient iZ. 1YREVADISAT IR TRITIINTVBIHESHERLET,
— IsServer 3. 1YREVADY—N—TEITINTVWBIHESIHERLET,
— IsHost I, TYRAVANKRAS (H—N—EIS5ATVRDHEA ) TEITINTULBIHES

HZRLET,
— IslLocalPlayer (. B8i#9 3 NetworkObject h"O—AHILFLAVY—ATI I LHESH
ZRLET,

— IsOwner (3. #72xorAO—HILTLAVY—ICFRAESATWVWS A FhldOo—AILTL
AV—ATS O BRTHZIDZRLET,

— IsPlayerObject (& #— LA T UMY, BREIFFEDIZATUMIL>THIEIN
BRYRNT—=0TLAVY—%2RLTVWBIHESHZRLET,

— IsSceneObject (3. ¥'—LATITIMDTIAILNTI—UICEELTVWED. BXUT—
LTLARICEIIC A R—> SN ATV TIR B WD ESHERLET, —>A TSy
M3BE. RYbT—U L T—EBLEAT—FMRIFTRDICH—N—IC&TEERINET,

S84 LEFC NetworkObject ZANBZ LT ChSDOTANTADO—ERZHRTETET,

~ Network Object

NetworkObject DEEE
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NetworkTransform & NetworkAnimator ={EFR L CEEET S

NetworkBehaviour ZERAT3 . BHOISA TR TRLTILAV—AVARZV A RAIR—VTEEXT
B ZOEBEIERY RN T—ILATREASESICIE. IVR—RMEMZZHRELHD FT,

PlayerArmature_Networked L /\7|C NetworkTransform J>R—R U EMAET, ¥—LTL
TICHELBVEIIFTvIENALE T, CORTIE. Rotation d X #r Z #7513 T%H<. Scale ¢
RTOFzvIHBNLET, BETIEHIEEEZERT 3720 BREAT—XOFEPZR/IMLTZCHE
ETY,

Multiplayer Play Mode Tl RAMIDTr>ROT, aAbO—-ILEZFERBLTILAVY—Z2EIH T L.
ZDEIENIZATUMUCERINZ AR TEET, cNERYNT—0 L1 DHISNEEIEE
RLTLET,

JRIZ. PlayerAramature_Networked |Z NetworkAnimator JVR—X U EMAET, ZEDTr—)L
RICBEFED Animator AV R— Vb2 RSYIT7URROVYILET,

ag Player

1

Transform

#

v Character Controller

h

v Third Person Controller (Script)

nimator Assign to field

# i

+ Starter Assets Inputs (Script)

h

layer Input

T+

® OO OO OO D
T+

i

Network Animator

r Network Transform

Uncheck
unused
axes

NetworkTransform 0> 7R—=> k& NetworkAnimator I R—R UM EMZF T,
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IIAT T4 VR UIRREAMIERINTLBRIDT S YR LTVWET, RRNTERITSNIT I3
OB ITATUMIRBMEN, IS4 T7 VR TRITESNIT V23V RAMIRMENZDHIEE T,

NetworkTransform Tl&. Transform DIE. [BlER. X7 —)LZEHITE. NetworkAnimator Tl
TZA—=2aYRT—r2EEITEE Y, CNT. KA LAV—HBTLAISTVRERIBRAZED . £
DENED Multiplayer Play Mode D54 7> MIERXENE T,

2l SRNTHERFEBDICEEIBDITTREDBDEEA. IF1T7UMIDT>RITIOYMO—IL
ZEALTHTKIEE V. RRAMDEEZEISA TV MIELLEBHEINB IO D DEY. I51T7VD
BT IRRAMIRBRENBVBEDHDET,

Client instance
animates locally but
cannot move

TLAYV—IEZFDHTEO>TVWBLIICRZE T,

IZATVMNIANEZITRD. FvS 72— ZDHBTTZA—23 L TVB D SDHENHERTE
FIPTLAV—A VR ABIRISTEEH L EH A, CNdNetworkTransform HiH—/N—1ERE TEIE
L H—N—DABIEROADISA TV MIEIEIESNTWB o T,

IIAT R TI LAV —ZBHEELSLTRE N —N=DIIAT U TOUEZA—/N—F1RLT
(0,0,0) ICUEYFLET,
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T4 TN HERZERT S

T 74 TlE. NetworkTransform (4 —/N—#ERE— R TEMEL XY, Transform OEIIXFTEIE
B3 —N\—fAITIHREIN. BEESNTWBRISAITUMITYoatnEzd,

CDBITIE. 9S5ATRTILAV—DBEZHATHERMLET, RS, —/1N—H (0, 0, 0)
ICERE SN Transform DR DHZAT— L E2REFLTED. BNUCEOTITI TV NMIOEEN A —
N—F1RENBT=HTT,

Object
on Server

NetworkTransform
syncs position

Object Object
on Client e = on Client
Client attempts to
CLIENT EIUNE

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

H—N—MERIZISA T eF—N—F1RLET,

NEBRTD 1 DOFEIE. Y—N—DSI0S5AT7UMNMIIERZBEITDZI_ETI, €593 ET. 7
SATIUMEIY—N—=IZEoTH—N—F1RENB %<, Transform E&HIHTET £,

COFERERETZICIZ IUATOI—RHICTRTLSIC ClientNetworkTransform 1> R—2R > L% 1E
BL. Y —N\—1&RHDSFREEERICTIDEZ Y,

using Unity.Netcode.Components;
using UnityEngine;
namespace NetcodeDemo
{
[DisallowMultipleComponent]
public class ClientNetworkTransform : NetworkTransform

{

protected override bool OnIsServerAuthoritative()

{

return false;
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ZDI—RTIE. OnIsServerAuthoritative XVwREF—/N—F1RL. false ZIRLFY, LA
+—H NetworkObject L /A7 T. NetworkTransform Z/Hh X4 L L7: ClientNetworkTransform (Z
BEIWZFEY

BE#RIC. 2517 EREIELD NetworkAnimator Z{E 32 HTEET,

using Unity.Netcode.Components;
using UnityEngine;
namespace NetcodeDemo

{

[DisallowMultipleComponent]

public class ClientNetworkAnimator: NetworkAnimator

{

protected override bool OnIsServerAuthoritative()

{

return false;

NetworkAnimator %z ClientNetworkAnimator (& T X £9,Inspector T Animator 74—JLR%Z
BRETZLHENRVNTIEE L,

#

Transform

#

Character Controller

#

Third Person Controller (Script)

#

~ Animator
Starter Assets Inputs (Script)

#

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

#

OO OOODOOO
T T+

Client Network Transform (Script)

syncing

B  Client Network Animator (Script)

Animator

ClientNetworkTransform & ClientNetworkAnimator ZfEHEL £,
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Multiplayer Play Mode Tl 517 MDST LAV —DOBEHAREICED, B T7=ZX—>3>
27— B RIMIELKARINZ L SICHDET,

ISATNBEDEIEIZ. Ry NT—O T TV r—2aOFEEEZRSTAETLHDET, "FiE
EERE—F " TE RYbT—OZNLIEBFZRIEICRITL. BVICEMEZRIBLEY, 7517~
I B—N=DNTYRDITURN)Y T Z2FOREDBDEEA,

el COESBISATUNEHOBETIZ. BT LAV—DI—F—FBRzmLETEZI LN TS
B—AHT. EFaUToURIBHAS D ERBHCITEENRETIFREEERE—FTIE. 77U —
2avDBECNYF U IDNARICBRBIVRIDNBDET, AUF1VDOWNHE ST —LTIE. LD
BILAY—RBF—FZT5BEINETY, CNZHE 7T —2a>otxa)T%81Ld3
ICiE —N—1ERZERLE D,

FAREERE—FOOR—2 b

LERDFIDRIVTMIBDTER TS Z B RIRETI A\ Unity 7O o R Boss Roomy (com.
unity.multiplayer.samples.coop) (C#%% Multiplayer Samples Utilities /\wr—oh
5.ClientNetworkTransform & ClientNetworkAnimator @ L EJLROVKR—RUEEA
FIBHTELT,

Z @D ClientNetworkTransform D3EZE(ZIZ AT DL SHBENRBEENH D CITEREL TS,

—  FRBEOBEEEOYIDEINIL—XTONBWEELHD. AT I D BEE LT
D.BEHAL ALK B2TEDTBEIBHDFET,

—  MEEMBPREHE ClientNetworkTransform (& —/\—H"EE 9§32 NetworkTransform @
FATSTORELTHR=-FEINTVEE Ao

—  EBHROEBRY-—N—RBISAT7UDoDEFHEERTEEEABERS.COIIATLIZY
SATUREF—N—DOHRMBETIZ R ISI TV OFRBIEDHZRH I BD5 T,

—  AVRAVRELIBOFX TS O MBS AT MRABE T TA T M RIICIER
SNEEY—N—RBEDAF TP I M 2EH I LRI TETFEA,

%< DiBE. ClientNetworkTransform (. 7541 7> NERBHED Transform Z/N\VRILTBEOHE
MBEFEREBRDFET LEL. O IIMD—EE L TERETIHI.CNSDOFINEEZERTIHNE
HHDET,

T —N—1ER=ERLTHATS

EMEDEWT —LTLAERIRTBIDICIFATUMIBHIREDEREE XD EHAIRETI NN
—HBOEBE I Y —N—AITOHARITTEBLSICLE T — RIS AT MED 7o 3> h5%EL
AR DH B BENBNS VY ADENCAR TP LM R ZE# T3 7eDIC Y —N—ERZERINE
TYo

BIZINEOZAT DT =Ly T EDRR—UIBREEIRTERLSICT R IV TDLA T IMILS

T FHIERICBBT LA BOEFTADDICEFICEBINRE—S RO 1 £y MIHL
P N—1SVHLICEID S TEHHATTT,
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CNZEBEIBICIE VTN BRIEBDAT IV EVK DD ERL. FLAV—DRRR—-2F B A6
MOHBHBAICENSDA T T I eI EET,

ZIR=2RA VM3 LRIV EICHBRBIICREBE SN & 90

NEDRR—VRAV M. FYRT—T%EN T MonoBehaviour TEETEEXYd, T Tl
ServerPlayerSpawnPoints 5 XH m_SpawnPoints YWSURXLEFE, EXR—2KRAIVED
TF=LA TSI EBRLETD,

DY UFILEETIE. Unity BMER LT Asset Store 7O T I F—LATO0 520D/ V2= &
SOLID Z;Z L Tad—RELANILT7vTEEZ homBLE. RBNAS VTV NZ—2%Z@ERLT
(AF 328

public class ServerPlayerSpawnPoints : Singleton<ServerPlayerSpawnPoints>
{

[SerializeField]

private List<GameObject> m_SpawnPoints;

public GameObject GetRandomSpawnPoint()

{

if (m_SpawnPoints.Count == @)
return null;

return m_SpawnPoints[Random.Range(8, m_SpawnPoints.Count)];

ServerPlayerMove ¥W\5%HEID NetworkBehaviour (&.ServerPlayerSpawnPoints @-1>X
BOZEFERALTCRAR—V RIS VA LISERLETD,
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using Unity.Netcode;

using UnityEngine;

[DefaultExecutionOrder(0)] // ClientNetworkTransform &D%&ICEITTS
public class ServerPlayerMove : NetworkBehaviour

{
public override void OnNetworkSpawn()
{
/] —=N—TDHRITTS
if (!IsServer)
{
enabled = false;
return;
}
SpawnPlayer();
base.OnNetworkSpawn();

/] RER=EFICHIBARTRELRDRL > MMIBHEES
void SpawnPlayer()
{

var spawnPoint = ServerPlayerSpawnPoints.Instance.GetRandomSpawnPoint();
var spawnPosition = spawnPoint ? spawnPoint.transform.position : Vector3.zero;
transform.position = spawnPosition;

IARTOADYIIE OnNetworkSpawn TIThN T, U507 D ERT T S7-TC SpawnPlayer
EFRVHEL. TLAV—%2S A LISBIRETNRR—V R VSRS E £ Y, IsServer OF Ty
JICED. TP —N—TOHRET B IR SN, HE/HHDT —LRAT— MR EThE S,

ServerPlayerMove X% ') 7 k% PlayerArmature_Networked 7L /\ZIZIN X £9, Multiplayer
Play Mode ZRtRT 2. BIFA TV TILATIVVRREND I VA LGBRAVMIEREN. X
R—=>Th%xd,

CDEE(F. NetworkBehaviour ARy hT—7HIEITNTLRVWS —VAOBERCEEERATES L
ZRLTWET, CCTlE. Hierarchy ICT TICERESNTWVWSEN T —RE—> AT 2IERAL
£9,

AT DRSS B L. ServerPlayerMove I FBIED T —LTLAS—Uh5F A LI 1T DDR

R=2RAVIZEIS T BT TEARET. CHUCED. XY T—IBRHTIEEINS T —XDEZMR
BENTEFT,
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TLAV—ES VA LBRR—VRA Y MIHERLED,

BERRIU:

—  ClientNetworkTransform |$FF B &1EFR Tdp 3 7= Awake Fld CharacterController J>7R—
IVNEEMICTBZEHNEETY, ServerPlayerMove [C&o>TT LAV —HEREINI5.
CharacterController #BEBMICLE T, CHICKD FHBEEN A —N—FIRENT ' —LT—
JILRDBMIEICUEYREINABRWVWESICLET,

— AT, Inspector Tm_SpawnPoints ZALT. FLA¥—1(0,0,0) ICRKR—>ThiaLk
SICLET,

—  DefaultExecutionOrder B4 Z/NELMEICEREL T, ServerPlayerMove A ClientPlayerMove
FOBIICKRITEINZELSICLET, Bl ZIE [DefaultExecutionOrder(0)] ZfERE 3 3 &
ServerPlayerMove DEBFELE<ED, RANCEITTERLIICHDET,

CNT, IILFILAV—TOPTITEBDISAT VM2 1 DORIAMNIEHRTESLIICHRDEL
feo T—LATIF. ZAFRROTLAV—FvII2—ZLNILHNOIEESNIABICAR—2L. £
DEETETZA—2aYZUTILEALTHEPEEZ A TEXT,

CORERIFVILF LAY —FERICRAI R TY, NetworkTransform ¥ NetworkAnimator ¥ d >

A= IMIED. BRIREZELRLICCOTOERAZEDHZIENTEETH. ¥—LFLITlE. BE
® NetworkBehaviour # HXRZYAXTBHELHDFT,
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Rig *RYRT—=0T—= 0% N LT =27 —LAT— RT3 DAEEFATVEET,

SVINRITFLINE—=Y
SVUNR R SURALBICREORICEY 53— B0 YRRV AT IR TEBER B

AT, el ST VIBERERGEIRBZERMED H57cD. ZORRUTRELTKE
T

Netcode for GameObjects Tldk. NetworkManager.Singleton #8943V JILL> %
FRLEY, Yo7 7Odoorid. H5p3EHED MonoBehaviour TERTE2NEHIES
SO DBBHEENTVET,

VIRV DEFMICDWTIE. eBook T —AT OS50 D/ V42— SOLID ZEE L Ta—
RELANLTvTEHZ] #BRBLTKESV, COHARIVITIF. >—YROATISTIRDE
FEISSEATES. AIRVERARYEFvIRILEWVWSTZO VTR EIFRIDINE— 2% BA LTV
9,

LEVEL UP YOUR CODE

WITH GAME PROGRAMMING
PATTERNS

SOLID principles

Design patterns

More resources

Design patterns are reusable
solutions to common software
design problems.

Unity DRl eBook T EH/N\Z—UICDWTREUVFHLLDS, TAOYIY—. TIVZANT—T1RAN T—T14AN THAF—@EIFOHS5HZ L
BRITHARIZOWTIE ZBRLTIESL,
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2w D —2[E)H

FyhT—ORBIE. TRTOTLAV—ICET—EBUDHD. RFERYT —LERZHITFTBDHICR
AIRTY,

CNET 9SMT7MBHOETILEFRLTILAV—DEZIET7=X—23 5 L1V —H
NetworkObject YFEHRT A EZHBLTEELT. LHL. ZLDBE. F'—LTLAITIE LAV —
FrSUZ—LANDERDEELET, F'—LTHFIUIIEoTUE. TLAV—DIREMEZED. RT%
T3, FlldtD>—>F TN CBEERTIMNELRHDEY, ChEDAVRTTavik Ry
FO—OBBERETHZ DI, MBDT —LAT— 0547 e —N—RBTRPTIHED
HOET,

COtEI2arTR. LAV —027 —LRRBEO—MTHERRT 35N BT —LTILAT7o2ay

RBIC. 9547 —N—ROBEERELET, NIl RyhT—2EKicnizr —LXT—hk
DEREYr, —N—rJE—-rTO>—2vO—)L (RPC) DEZEICDVWTED LIFE TS

T—=LTLAAXNZOR

Y—N—ISAT7FEDBEICDOWVWTERAT 370, BEATS—LANZIREBRLTHELLS,

FITLAV—ICEMT R BN EDLBZNIA -4 -2 —LLANILAICMZAE . HE5 LAV —
MHRYFTBE1D2DBIC. FOTLAV—H2yFTBERDEBICEILTEELIICLET

=T, LW —LATIz Ik (Hl: F2—THE) #ERLET, BoxCollider AV R—R2U %

X, IsTrigger 77> a>EBMICLET, BEBEBEITUTILEIER L. MeshRenderer ICEIDHTE
T (ZDPITIE URP/LIt >z —A—%FRALET ). HBZEAYZ2—FIIILABDDIZRELET,
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ColorTrigger changes
color on trigger collision

CORIA—IE RYPT—0ZN L TEDOEZRITIDET,

RIS, 2y bD—UREEREMZZHELH D FT, NetworkVariable ¥ RPC ZFEHLT. BOZEEEXRY
Fo—2o ETRBASEELLD.

NetworkVariable #E&H 7 3

NetworkVariable |&. Xy b7 —0 L TRT—r2REPAEE T I DICKRATNIEEHRAEEH T
NetworkVariable (X9 2 —/N\—LETODEEIL. INTDITATUMIRBMEINET, Thld. L
B HP AY. MEMNICEEINZT—RICRETY, SEDOT—XTlE. MAH—DBEXT— =R
IRHIEARLETD,

ColorTrigger WS &HIMD NetworkBehaviour Z{ER L. NIH—ATIOMITRYFLEY,
CDRIVTRICIE. Color EZEE m_NetworkColor &UL\5 NetworkVariable 01X 9,

using UnityEngine;
using Unity.Netcode;
public class ColorTrigger : NetworkBehaviour

{

public NetworkVariable<Color> m_NetworkColor = new
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.OnValueChanged -= OnColorChanged;

}

private void OnColorChanged(Color oldColor, Color newColor)

{
UpdateMaterialColor (newColor);

private void UpdateMaterialColor(Color newColor)

{

if (m_InstanceMaterial != null)

{

m_InstanceMaterial.SetColor("“_BaseColor”, newColor);

TLAVY—DRIH—ZANTTDRE. CORTIVTRMEIRTITILA VIR ZDBEERTONTZ2T0E
ZFd, XPUTFETIE. m_NetworkColor ¥WS NetworkVariable ZERLF 9,

COLHEADFRIIUATDOEEDTT,

—  Z® NetworkVariable |EBEOEDEXEHL. IRNTOIZA TV NETEEBLET, ROUF
MIY—N— IS4 7 bOBMATRITINETH. TI74LETIE. NetworkVariable ADE
ZAAERDHZDIFH—N—DHTI, 51T rE. ED Color DEZFHFAEZEDH
HETRE T,

— OnValueChanged IR hki&. NetworkVariable "EBEINZ NS, FUH—DIFUTILE
FEEFHLET, ATUTHE OnNetworkSpawn TI ARV KMIFEERL. OnNetworkDespawn
TERZHERLED

NetworkTransform (&. Transform ¥—# (fIi&. E#. X7 —J)L) OREBICEFHFILLTWVWETHN
NetworkVariable (&, VI T4 78 ARZLEBER. 57— LAT— MEBICHBERZOMDT—R2R L,
SO R T — 2B EHATE XY,

IS4 T NTIEET 2355 NetworkVariable (& —/N\—1ERD7-. BEEZEITICIETE XA,
KHODIZ, IFAT7VMITRTOREEZY —/N—IBMITZRELAHDEFT, T—N—IFXT— EE
HLTBERML. ZOZEENEMIBSTERR TSI TUMIRRINED,

CDESBEEDBER/N\VRILTSICIE. RPC ZFALEY, RPC ZfERAT L. H3T/N1XHE!

DFNARIHLTRED T2 PEHERITI 54 SICBRTELT.RPC (U5 TS Y —
N—ICHUTFOHT I H, ZOWEITSC LHARETT,
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NZRTTB7DICRPC ZREIBHEZRTHELLD,

Server RPCs

Client obj.MyServerRPC()
CLIENT \

MyServerRPC()
executed on server version of obj

H—/N—RPC &, IFAT7UrHEH—N—ICHLTIE—FTEITENET,

RPC ZN1Z %

RPC #fRATR L. H—N—FLEFMOISAT7UETHEBEZVE-—FTHEVEHITIECNTER
J. [Rpc(SendTo.Server)] &X—UNTXVYRIE. 7547 —N—ICHUH TN,
[Rpc(SendTo.Client) ] &X¥—ITNIXVYRIE. H—N—DS0F1T7VMIRUHINE T, &
H. RFKDEXTHS [ServerRpc] ¥ [ClientRpc] #FEALT. H#—/\— RPC £/ldo517>
M RPC ZHEE T B LHTEEXT,

RPC {FMD XYY RELLLBTWVETH. LKODDRBNZRESHBEHHD £,

—  Rpc Bt : XVyRIZ [Rpc] BHZ[F. BBEARELRZ—7vZiIBELET (fl: [Rpc(SendTo.
Serven] (FH—/N—TDHAVYRZREVFHLET ),

—  BRRA XVYREOKREICIZ. Y T1vIX “Rpc” Z{FI1HE T () : DoSomethingRpc)o

RPC (&, TLAV—T702a P REDT —LAT—rOEERE, MR L ERZHE LR VMER
DANYMIBELTVED,

TriggerColor RZUTMIUTDOXVYREMZET,

private void OnTriggerEnter(Collider other)

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

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

ChangeColorServerRpc(networkObject.OwnerClientlId);
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[Rpc(SendTo.Server)]

playerId)
[ POTNBF—LIRATL: BROEZSITE . FHRDIBEIEHK
Color newColor =

playerId % 2 == 0) ? Color(e, @, 1, 0.5f) : Color(1, 0, 0, 0.5f);

m_NetworkColor.Value = newColor;

S ONT LAY =4 —LTIE.0nTriggerEnter OFICEYIAOS YOI EFEBTEET LTI
FILAV—T—LTIEBE. TRTDISA 7V ORI EMHIF T3/ OICITA T e —N—RD
BEEEBLTIVE572a>EN\YRILLED,

m_NetworkColor DMEZEZHRET S DIZ.OnTriggerEnter TREDY — LA VIRV XD
DIATIDEOHERR LET. V717 TH3HEIE.ChangeColorServerRpe ZFEUH L.
OwnerClientId ZELZXY,

COXAVYRTIE TLAY—D ID ICEDVWTHLLWEZREL (COHTIEID HMBRAGSE.FHES
7%).m_NetworkColor DEZE#H L £,

COEBIF EBHREINTVWEIIRTDISAT7UMIGREIN. IRTDOT—LIVAZVAT—ELT:
=LA T—rEa—HDHBEINEIT.m_NetworkColor "EEINBZ L. IRTDISATVET
OnColorChanged XVwRHARRIH—TH M H—DITITIOEHREFHEINET,

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

1 Trigger invokes RPC

COIVTINBT —LAAZIREIFAT IR —N—=DA 225023 = RLTVET,
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rIH=RAH=IRX

SISV TINBHITET B ES BT —LAAZIR (FLAV—DTo23>ERIA—ICLTER
BARENICECT L5 REEA) 1E BLDOVINFTILAV—F —LTERASNTVE T A

—  WBHENRINT—LTR TLAV—DRE RN -2 AL TRBECHEERAI U E
NHBOEST T —LERBETEEITIREN BT AU 2T LAV —ICoTTIoavZRmE
TBIDHDESLLTHEELE T,

—  WEBSa—Fa IS LTI TLAV—ELRIL DO bO—IILRA VM EFIET S
EWTEFS, AVMO—IIRAIVNOEDNEETZF—LICLOTEDLZAHEAITIZLLERT
NTVET . CNBH. TLAV—HDEHBEREZARTZODBEENBFERDDICADET,

—  F25AY RPG TIE LARILDEEDITITICABENTRPTNIREDHRERNIH—T
REED

RPC ¥ NetworkVariable M LE

F—2%[EHEAT BME. NetworkVariable £ RPC D E¥E55E&ERTIMNEIL—R T —RICL>TERDET,
— NetworkVariable & NetworkTransform |$.fiiE*% HP AR EGMNICRIM SN Z T —2IC

RETI.SEDT—IATIF FIH—DBIT—rEEHTZOICERALET COFITIE.
ColorTrigger ¥ 7O 71 7R BZHENT 370 NetworkVariable ZERLTWE Y,

— A—RT—XHPfUBT—R.Y—LXAAT

—  UE—+Z7O>—=2%0-JL (RPC) IZ. TLAV—=T7 3> B EDT —LAT—FDEERE,
MG AREHERBEELARWMERNDAARVMIBELTWET, COFITIE. LAV =D U H—
V=N ASTBIZ RPC BNIARTDIZA 7V MMIBHML. LAV —D ID ICEDWTEBEREEY
BES5—N—IKOHFET,

— A-RT=RTFLAY=T770>3a> (H: FBAFIER)T—LARE (Fl: ZABR—2.
T =L —LTU7)

EESDANZALDHXRYNT—0%N LI —LTOT—2EICIZARRI R T, NetworkVariable (it
BN RRXT—FEE RPC IIFEDARIINE LUV T3> DN RIVICERINE T,

© 2024 Unity Technologies 58 of 91 | unity.com


https://unity.com/releases/lts

@ | Network synchronization

O LI — LT L1 DR %EEE(IZT D 2 NetworkVariable £ RPC DE55%FHAIANIHHIRTLYS
<EbhFE9,

RRAD DR TL\ RPC NetworkVariable

AINRIINIER | TATLDEYITYTEIER | EFLAV—DIREDA RN ZHERFL
NS OSA TV MBI L. 9, IRV RIIF. PATLDUR %
AIRYMIIRHLUTEME/IFH) | FETS NetworkList L LTRETEET,
BRLE TS

BRI T L KBV BEDHRTI2ay | ETLAV—0 HP PREZEHL
ZRITLEI, RPCZEATHE. | 9o HP PEBTORENRIZ.
AX—IRPREBERATEET, NetworkVariable Z{EfA L TR TETET,

RIBEDAVR | R7ZRIT3. ANZAL%ZEHT HEFRIZATISIIDRT—H (K7

= BLVSIREDT I avzr) | BHEVTVSBHELTVWSHRY ) ZHFL
jj‘_ L/i-a_o i—a_o
B BREOZERZBAIL XY, BRICAN>TETROES B L

o WETATLNTRET LTZRIDE %=
NetworkVariable ICH&#IL £ 9%

FEICDUWTIERPC & NetworkVariable DELERICEIT B RF 2 A R—U BB LTIV,

NIVFTLAV—@ElTDHE

NT XY P I—ROERICEBNE L7 —LZERTBRICIE "R T =T 2N LIERILF T LA
V=" EWSEBZRZMOANBCEDRRAR T IV T LAY == LTI VI T ed
BEOTNAXTEILEMEZERL LS LT % & NetworkVariable ¥ RPC Z#EAATHKENELTE
HICHBIEDFLHBDET,

ISATI PG —N—BTRT—rzRBIZHEZFHBELELLSMENICEITEZT—2ICIE
NetworkVariable Zf#A L. —RHA1A RV MIIGE RPC ZFALF T RIS HELDOR ITZRMAL
TCRYRT=ObZ Ty o%ZmIMELET,

SVINT AN =T —LZRINF I LAY =7 —LICEET B AR TI N ER ISR MABEDLS
RUFILAV—ZRRICEVTR LIEADNENT I AT I bET I avIiionT . ehzet —
N=DFRBEL.ENZISAT VD EETER D ZRHORBTROTEEX T U —/N\—1ERIE. Fa
T e—BUZRARRICEBERLEFITDEED TV a>OREREZRSIT/OIC.IF1 T MERE
DNSVRAEBMDERLED,

CORERMIERYT— TN LIS —LZIBRIBZ5ATENELRZARMEDNHD T RIE. D
FEREPVILFILAV—ERICEDISBREEZSEZZHERTVEET,

BHEROERELT.IE50M Unite 2024 g >(YouTube BEFEERFEHEE) #8B LTI T L,

SOty ary TR ILFILAV =T —LRARICEVWTRDLIDIERBRIRE ENSZEEL
T HNERZR/OBZFEZBNALTVET,

© 2024 Unity Technologies 59 of 91 | unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/Packages/com.unity.netcode.gameobjects@2.0/api/Unity.Netcode.NetworkList-1.html
https://docs-multiplayer.unity3d.com/netcode/current/learn/rpcvnetvar/
https://www.youtube.com/watch?v=UiAhrW8i7oA

7\\/ N — R BEFRE &

I —

FISAVT—LETLALILCER BB FTHNIE. FERMICI T —LERIPCNIFERELIC
BEDHEERRELILC N BB LR VT, FEHEIR Ry T —JEENRRERL TV —
DEMENNTDOWD, TL—LL— D RLEICESTD. ANZTHBIUSTEDLET,

ISAT N —N—FID@EEHEEEBRELISR5. CORKHIEIEHRBHBMBRTIZTLLS. 1V
2=y D EEEEDEEN =T N AARZDHRVWTVBIRATIE. S<ORENRETITRMELHDF
9, Unity Transport DEFEMHELTH. UDP N7y SEEICERET B FTICERDND, BEF#E
DICED R ST=D. WELEDTEZHHDET, CNSIFIANT. FEREORERICASZAEEMD
HH. FTLTHEHBINET,

VA ~ -~ ~

FHEEBBOYZal—> 3y

HERICHFEREAOLEXLE L TERE I 3ICIE. UnityTransport @ Debug Simulator F7z (%
Network Simulator ZfEA LT, Unity T7/Z—CTEXEETRRYIT—IREZSZaL—FLET,

Unity Transport @ Debug Simulator

UnityTransport J>7R—%>NI#H% Debug Simulator ZFAEL T, FEEE. Jv&Z—. /N7rvkO
AEABICHESEET, CNSDREIF. > —>T NetworkTransport 77510 F&FRLT=BRIC,
Inspector ICRIRINET, LWSODDEZUTDELSICHRET R LT RY NI~ VBEEZBRTEET,

FERR  SUMBEMUTEEZMZA T, BFRORY M T—I8HiEIal—hLET, FIRIE FHERE
2100 SUBMICRET L. PREEDRY T —7EEZEMTEET,

© 2024 Unity Technologies 60 of 91| unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/Packages/com.unity.transport@2.4/manual/index.html

Q \etwork synchronization | Network latency and performance | Testing and debugging networked games

Ty —  FEREICIEIS DT EMRAB LT, AREBRYNT—IREZSZaL—MLET, BRI
DyB—7% 50 SURICRET D L. ERORRESHT —LTLAICEZRBREZHRBTEIET,

NrybOR: RFOVTIRENTYRDEIGEZEEL T BREOEREZRMBLET, N7YhOX%Z 5%
ICRELT TF—LTLANDOREEZHALTHELLD,

T—=LT7FT)r—23265—EBELT. IOl al—2av&ER T —LTLAICEDLS R
HEEERZDH EHELET,

# Unity Transport

Unity

Unity Transport @ Debug Simulator ZFFEL £,

Network Simulator

Multiplayer Tools /\'w7—JICE& £ 3 Network Simulator ZERT3 . BENTRLWRYED—2
KEZTANTEET, CNUSED ABRETHENRELT IS RELTEBET A TEERT,
FyRT—=ODQEGY. ST 2NA 00 NIy ROZBREDFY T —=TAR VDI Zal—3 % B
BIZITAFY,

[ ] Multiplayer Tools
Multiplayer Tools

3¢ Tools

Network Scene Visualization Open
Available
Runtime Network Stats Monitor Add to scene

IAVETIET [

Network Simulator Add to scene

Available

Network Profiler Open

Available

@ Installed Packages Package Manager
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« Unity Transport version: 2.1.0
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@ | Multiplayer Services

Multiplay RX T+ >
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ARTF—LIFBEAONB T LAV —RBROERICERTEET, Foo UTFOLSBRICZRITTETES

—  Y—N-—DR2MPEDMD ST —2ZBHFLET,

— AUV EALIELONyFEATY—N—ZBHLET,

— Y—EZ@E (QoS) THIEIVWT RELBERERETIEZY—N—ICTL1V—ZREL
9

—  Docker & Multiplay Hosting A>7F LA EFERLT. E)LRZa 7 H1bLE D,

Vivox
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HREDT ISP T e L I I BE B B2 TV E T,

Vivox I&. #'—Lh  Unreal T2, Unity TP, ARELIVIVTEILRENTLEIHESHIC
BRE. BROTSYhI+—LICh3 LAV —BEZREICLET,

7'—LIC Vivox ZH#AiAAH. FOTPTIREZITL. Unity Dashboard io7OY I MIOZaz
T—a iEEEEMZ £Y, 2D BKU 3D FroRILTERTEI3 21— —&KICHIRIFHOFHEA. 21—
H—IEEOEEFE. Ta—r7U2a>OET. FroRrIILOEBREZTAET -
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Unity TlZ. Netcode for GameObjects & Netcode for Entities DER=ERRIET D DICRIID.
TEIFEAY IOV ZAELTVET, ChEDUY—RIE BMBOT7 S r—3avIiivil
FILAVY =YD= BRETIHEDHA R ARZRENRE ZRMBLET,

Netcode for GameObjects @IF1JYV—X

Unity Learn : Netcode for GameObjects DfEFZFIAT S

Z®@ Unity Learn Fa2—rU7JLTlE. Unity TOERENABIILFILAVY—T—LDOEILRELUTI
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Q Multiplayer Services

Prefabs

Flayar

Netcode for GameObjects (CB89°% Unity Learn Fa—kUT7ILDRI)—>2 39k
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Bitesize Samples

[Bitesize Sampvles) OURIEUTIE. F—LATHERTEFZEZ2—-IIERAO—FEDOH > FILO—R%E
RBLTHO. Netcode for GameObjects ICDVWTIEBEFHZ D TEEHT, URIRIIZIFUT
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