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public class PhotonRoomMenu : Photon.MonoBehaviour A{
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string roomName
string playerName
string ErrorMessage
int roomSel = 0;
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void Awake()

{

PhotonNetwork.ConnectUsingSettings("1.0");
I3
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¥oid OnGUI()

GUILayout.Label("Connection status: " +
PhotonNetwork.connectionStateDetailed);

if (!PhotonNetwork.connected && !'PhotonNetwork.connecting) // Zi&iiELR

{

%f (GUILayout.Button("Connect"))
PhotonNetwork.ConnectUsingSettings("1.0"); // AR

+

+

?lse
// EEZERERAMEBMMAEENAS

+

if (ErrorMessage.Length > 0)
GUILayout.Label (ErrorMessage);
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// EEEZRERRBEBMMNAEEBHART

// ITRELERS

GUILayout.Label("Player name :");

playerName = GUILayout.TextField(playerName,
GUILayout.Width(200));

// IIREILFME
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// TIRENE™

GUILayout.Label("Room name :");

roomName = GUILayout.TextField(roomName, GUILayout.Width(200));
if (GUILayout.Button("Create And Join Room"))

{
ErrorMessage = "";
if( playerName.Length > 0 && roomName.Length > 0)
{

PhotonNetwork.playerName = playerName;

PhotonNetwork.CreateRoom(roomName, new RoomOptions()
{ maxPlayers = 4 }, null);
}

else

{
}

ErrorMessage = "You must input playername and roomname.";




e B S e ML R R R U T (e

/8T8 U PR O B e

<= F]FHGetRoomListBl 5 E M 53R 1Z -
SelectlonGrld%%‘Ee'Hﬂ Y% h

= BN EEAFERZH

// MABREBEMHE
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RoomInfol[]l roomInfo = PhotonNetwork.GetRoomList();
if( roomInfo.Length > 0 )

{
// AR EYIRE T HE

string[] roomNames = new string[roomInfo.Length];
for( int i=0; i<roomInfo.Length; i++ )

{
by
// RERY|FRIERZH

roomSel GUILayout.SelectionGrid(roomSel, roomNames, 1,
GUILayout.Width(200));
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roomNames[i] = roomInfo[i].name;

if (GUILayout.Button('"Join Room")) // EMAEMHE
{
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if (GUILayout.Button('"Join Room")) // ZEMAEHE

{
ErrorMessage = "";
if( playerName.Length > 0 )
{

PhotonNetwork.playerName = playerName;

PhotonNetwork.JoinRoom(roomNames [roomSell]);

I3
else
{
ErrorMessage = "You must input playername.";
I3
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public void OnJoinedRoom()
{
Debug.Log("OnJoinedRoom");
PhotonNetwork.LoadLevel("Stage0l1");
I3

public void OnCreatedRoom()
{
Debug.Log("OnCreatedRoom");
PhotonNetwork.LoadLevel("Stage0l");
I3
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3’ v PhotonObj
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Main Camera

PhotonObj :
Transform 1 t
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Rotation X 0

Scale X 1

v Photon Room Menu (Script) W 2,
Script PhotonRoomMenu C

Add Component
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Project
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: Q All Materials
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Q All Scripts
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5 Editor
85 Materials
8 Models
#F Photon Unity Networking
&5 Plugins
#= Resources

Scenes




F“mﬂhllixmmmll”""‘“'"l"‘l'Iimlllli:lH.f...ihmdillmI'U'iH".&fuuumh“!l“‘l'l'!'f'h“'mn“" R I R R e i i R R R

i

<~ HEEZEPhoton IASE T
PhotonView il Z~ » 5574FPhotonView I
Prefab_

Ol
W
e
&
e

P




/
L4

IR 37 K& B 7R

3 I Z< PhotonlnstantiateBomb.cs » 7]D7\L,(TE]’]
E_Ui% WABARNBBABIIERE » HItEH

IphotonView.isMine
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using UnityEngine;
using System.Collections;

public class PhotonInstantiateBomb : Photon.MonoBehaviour {
public GameObject Prefab;

void Update () {
if ( PhotonNetwork.connectionStateDetailed != PeerState.Joined || !
photonView. isMine)

{
}

if (Input.GetMouseButtonDown (1)) {
PhotonNetwork.Instantiate (Prefab.name, this.transform.position,
Quaternion.identity, 0);

}
}

return;
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[RPC]
¥01d PutBomb(Vector3 BombPos)

Instantiate (Prefab, BombPos, Quaternion.identity);
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if (Input.GetMouseButtonDown (1)) {
//PhotonNetwork.Instantiate (Prefab.name,
this.transform.position, Quaternion.identity, 0),

transform.position);
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Instantiate (Prefab, transform.position, Quaternion.identity);
photonView.RPC ("PutBomb", PhotonTargets.Others,
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<= fFCharacterinGameHyOnMasterClientSwitched
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public void OnMasterClientSwitched(PhotonPlayer player)

{
Debug.Log("OnMasterClientSwitched: " + player);

Application.LoadLevel("MenuStage");
return;
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PhotonNetwork.Instantiate#E 37 » It 45 %8 Bl 4 &
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[RequireComponent (typeof(PhotonView))]

public class EnemyNidus : Photon.MonoBehaviour {

void Awake () {
if( PhotonNetwork.isMasterClient ) { // HEMastera DLAE%
this.enabled = true;

}
else {
y this.enabled = false;

}

// GameObject enemy = (GameObject)Instantiate(enemy0bj[enemyNum],
this.transform.position, Quaternion.identity);
GameObject enemy =
(GameObject)PhotonNetwork.Instantiate(enemyObj.name,
this.transform.position, Quaternion.identity, 0);
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using UnityEngine;
using System.Collections;

[RequireComponent (typeof (PhotonView))]
[RequireComponent(typeof(EnemyBase)) ]

public class PhotonEnemyBehaviour : Photon.MonoBehaviour {

}
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EnemyBase enemyBase;

Vector3 correctPlayerPos
Vector3 correctPlayerRot

string sendAniName = ;
string receiveAniName
float sendAniSpeed =

float recelveAnlspeed

II—hII

1f;

Vector3 namePosition;
string characterName;

EnemyBase g il
M characterName7f&

mzphotonView.viewlID

Vector3.zero; // BEENNVE
Vector3.zero; // %ZEIERGE

// BENEE
// ERHNEE

// B8ID
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AwakeE 14
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void Awake () {

enemyBase = GetComponent<EnemyBase> ();

if( PhotonNetwork.isMasterClient ) {
enemyBase.enabled = true;

5
else {

enemyBase.enabled = false;
s

characterName = photonView.viewID.ToString();
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void OnPhotonSerializeView(PhotonStream stream, PhotonMessageInfo
info)

{

N/

if (stream.isWriting) A{
stream.SendNext(transform.position);
stream.SendNext(transform.eulerAngles);
stream.SendNext (sendAniName) ;
stream.SendNext (sendAniSpeed) ;

}

else {
correctPlayerPos = (Vector3)stream.ReceiveNext();
correctPlayerRot = (Vector3)stream.ReceiveNext();
receiveAniName = (string)stream.ReceiveNext();
receiveAniSpeed = (float)stream.ReceiveNext();

}
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Update I &
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void Update () {

float moveSpeed = 5;
%f (PhotonNetwork. isMasterClient)

sendAniName = enemyBase.CharacterAniName;
sendAniSpeed = enemyBase.AnimationSpeed;

else

transform.position = Vector3. Lerp(transform position,
correctPlayerPos, Time.deltaTime *x moveSpeed);

transform.eulerAngles = correctPlayerRot

if( receiveAniName. Length > 0 )

this.animation[receiveAniName].speed = receiveAniSpeed;
this.animation.Play (recelveAnlName),

}

namePosition = Camera.main.WorldToScreenPoint (new
Vector3(this. transform. p051t10n X, this.transform.position.y+1f,
this.transform.position.z));
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void OnGUI () {
GUIStyle LabelStyle = new GUIStyle(GUI.skin.label);

LabelStyle.alignment = TextAnchor.MiddleCenter;
LabelStyle.fontStyle = FontStyle.Bold;
LabelStyle.normal.textColor = Color.white;

GUI.Label (new Rect (namePosition.x - 50, Screen.height -
namePosition.y, 100, 20), characterName, LabelStyle);

}
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Photon View (Script)
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View 1D Set at runtime
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