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A RIEI A TR /& Player  GameObject (¥ player.cs, BI/EFATHEAT 2 NBHLIR A IS )5,

AT ik player.cs F FIFEFARAL A ZEE RS 1 F 547 EL AGCC X%, [RULIRATSEAE Awake() S 4 H L
2 AGCC X} % Ar & .

IIplayer.cs
(B

private AGCC agec=null;
void Awake()

agoc=(AGCC)FNdObjectOfype(typeof(AGCC));
}
O .

A ZE AL RIS o (B iR IZ)

B SR FROR 2 S L BRI 21T, DUAESE ok B 5] — T $HLAR Space Shooter Bt #4207 3, H
TR LB, A A MANTTIE, FTUE Player X4 Update S HLAT LU 3]

AL Input. GetAxisRaw("Horizontal") REAF P45 V& (B B AR AT ) H AT AR AR P AR
i, Input.GetAxisRaw("Horizontal") FRE A R A =FF, 43502 0. 1. -1, 0 F#onikil, 1

ForEh, -LRoRMEL, FrLME Update() S AR B frame i 58T BB TH SR 2 SOMLIO A2 A2 AE

B A 4 I T 5 RT A 2R 3 1R 2 AL

58 BRAE LR Space Shooter BT 4%, B 1R e A IAMIRIZAN, BATEMSRIE B CPrRER
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W, FEMRATE R A TS K E A I5EE. T Space Shooter K73 A2 LLE E B 5), [F)25 [ 8
RS fa7 BVF 22, AT R ZAE 7 1) EACRR I K 22 STL A st RDRT i 2 38 % e 4 A% [l 0, 1.,
-1 =MEUE, BATA LSRR =AM EUEBONR AL 7 FME, A EUE SR T R KA S L s
RS T, B BRATR A AN BU A RS LR 107 MBS H AT ARAR BERER 32 KT, e DR
W1 Je 37 2 B BO N R AR BT SOK 2 L 5 B S AP B, AT LEal i h i — R 2 LA ir
BARESCIFID . LT REATHE AIRE RS

playermove:poid/  J5[FI{H/X,Y,Z

HepJrmfEsR 0v 1. -1, RSk, A%, A8 W X,Y,.Z W& B AR KHLE 3D 5
I AARRAE o

KRB Update() FAFREFAIL)S ) player.cs A :

IPlayer.cs
(B9

private float lastinputAxis=-100;
private AGCC agec=null;

void Awake()

agec=(AGCC)FindObjectOfType(typeoffAGCC));

void Update ()
{

if(state '=State.Explosion) {
float thisinputAxis=Input. GetAxisRaw( Horizontal" );

keyboard BRjoystick  FRNIIRAZET
if (thisinputAxis!=lastinputAxis) {
agec.ag-Send("playermove:"+agcec.ag.poid. ToString O+7+
thisinputAxis. ToString()+'7+
transform.position.x. ToString(}+","+
transform.position.y. ToString(+", "+
transform.position.z. ToString());
lastinputAxis=thisinputAXxs;
}

// Amount to move
float outToMove = thisinputAxis * PlayerSpeed * T ime.delaTime;

I/ Move the Player
transform. Translate(Vector3.right * outToMove);

I/ ScreenWrap
if (transform.position.x <=-8.25f)
transform.position =
new Vector3(8.25f, ransform.position.y, rans form.position.z);
else if (ransform.position.x >= 8.25f)
transform.position =
new Vector3(-8.25f, transform.position.y, tran sform.position.z);
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RZELEEB oh TR IRE)

e B B T F AR SR R S SR [ playermove ] TRUEES,  AH 3 A FE e 0 20 I B2, 25 B8
T

1. KBRS A poid % RegPlayers A& 2%} M 1) Game Object

TCFE DL Z i) Game Object 7] LLTE RegPlayers List R3], AT HEEH, HATE AGCC Xt
kit T — M FindPlayer) K poid $k % M BT ) GameObject X4, R JEHEE
FRlEk, N A B AL null

llagee.cs
(.
GameObject FindPlayer(int poid)

lock (RegPlayers){
foreach (Hashtable np in RegPlayers) {
i @npl poid F=poid){ _
retum (GameObject)np[ ‘gameobject];
}
}

retum null;

().

}

2. BUEZHKZE S RIS 5 175 A bR

HT RemotePlayer.cs  H[f] Update() S H A inputAxis  RIEHI T 17], BT LATERRHE 7 A
F= KT W B Iz AR AL SR S FOR R OR R 7 i, R BB inputaxis R ]
DA AR ze F5 K 25 AL 2 3 7 )

BT ALRRE Y, JFE i BT K2 AL GameObject [ transform.position , 'B7E 3D tHFiH
K VA= s

5 FATITE RemotePlaye X % i 1+ —ANH7 ) X SetPlayerMotionStatus() , k% e i e
RZEHIF BN J7 W S5 AL B . N T 7R, RATERAL# [PlayerMove | HE K ZHL
TP Y, SetPlayerMotionStatus() , BN E AT SRR, 525 W5 AARRME S
HHWE inputAxis B EH KT LKA E AL ER, PL T2 SetPlayerMotionStatus() EIEaM:R]
(EEZAMER

/I RemotePlayer.cs

(B9

void SetPlayerMotionStatus(string param)
{
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Debug.Log("SetPlayerMotionStatus() " + param);
sting] p =param.Spiit(/);

float move  =floatParse(p[0]);

stingla  =p[1].Spit(,);

iNpUtAXis  =move;

X =floatParse(@[0]);
y =float.Parse(@[1]);
z =floatParse(@2]);

transform.position=new Vector3(xy,z);

(B

5 FATE I E) UNITY 3D —MH 24 HE AR 545« FEAY & GameObject A4 HLA AN 6 20
VP2 Wil UNITY 3D F2)7 W THIWI 2535 28 — MRS, BLA GameObject # /2 T [ % 572
M2 B Object, FrLA4sbA [ GameObject.Method | X 182 SR L Ath B 55 1) R 2K

H5 |, GameObject #&ilIF2TH BT SO G (a2 .cs SCHFH I AT L4k & H - MonoBehavior
(IR G ) A S R B IR BT AR % 4, [ GameObject.Method | AEIENY GameObject 51 flf
EXHIERR, ABERENY GameObject #2 i FEFFE F R

P 2R BXAFE T ? X2 BN 3 RT RS U E AGCC X &[] OnMessageln() 5
R A B, N e B B [ PlayerMove | il B )5 it 19 M N RemotePlayercs H

SetPlayerMotionStatus() R FRATT A B A AR K B SR HL T GameObject SEf i,  H gE LA
GameObject .SendMessage() "-1l| RemotePlayer.cs ' SetPlayerMotionStatus() BR o
T K2 GameObject 1A (1) p& £if FH 9 5¢ R K, BB T M agec.cs #8E H b GameObject J&, FFIT
Y e B2 #i A RemotePlayer.cs H ) SetPlayerMotionStatus() BRI 3
agce.cs
GameObject pgo=FindPlayer(playerPoid);
pgo.SendMessage('SetPlayerMotionStatus”, 24,
RemotePlayer.cs
[~
void SetPlayerMotionStatLis(string param) <
{ M0y
}
=
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TR T IXFERIRE S S, A% T1E agec.cs [ OnMessagieln ZH2F BT i _EALPE [PlayerMove] 1UE
P 2 AW LR

llagee.cs

(.
void OnMessageln(string msg,int delay, ArcaletGame g ame)
{

().

else if (s[O]=="playermove") {// SEFHEIRASEE T
I WREKR "playermoverpoidmovelxy,z"
I FHh poid: WEESRATEE T
I move: AT 2ZikE, ARFoeEsAsR, 1 A5 +1 44, 0k
I xy.2): bt
string[] p=s{1].Spit(/);
int playerPoid =intParse(p[0]);

if (playerPoid = ag.poid) {
I 3R GameObject
GameObject pgo=FindPlayer(playerPoid);
if (pgo = null) {
pgo.SendMessage('SetPlayerMotionStatus'”,
plLH ! +p[21+ 1 +delay. ToString());
}

else{
Debug.Log("Err: no such player(+playerPoid. ToS tring(+')");
}
}
}
( .
RZE A #HPR A TP

B Pz (R 2 B b s, B T B L2 R AN LA, TR I AR R )
B AR RCR R AL A A3 05 7 A — BRI AT IR e AN iR B A AN [ )
B, AANRAHL B E A, AR RS B R AL T EECIRAS, ST 1 B A f 2
WK KR LERSHIERZ SN — BN, BERTCHCRERRE 7, KR4 2RI .
HATREHE T, BB EHIRR SRR A TP 5, IEREBUAR B i B R R 2 L A
5t 1% S BRI A 3 e 5 1 T — o O S8R W 2

ML REB S AR HIA E TR S, BN R 2 B L B A 18 21 5 R 2t e AR K
B, RIERTEMLEL, e EIXFERE 1.

AR RS AL EE AR R, SRR T BOIR AR A e SR R e = S, B BLFRATT AT LR R
SR b, AR AR AU S Bk, (RN KBRS —FE L, ELRIA K 2
LI TEBCIREEE A, BATHILZRAE ARSI, XA M ESe R RCR 1.



arcalet SpaceShooter2D Online fi S 7 www.arcalet.com
A Unity3D

A BA AT 200 player.cs T RORERAIN, SRR AR A, L2 RS 30T,
A A BT S FHIE BR AT BUA BB R AL 1o RS T

hitplayer:no/poid/x,y,z

Horpno BBV S, ABuxpdihry, ERE T UUIBRA MRS poid SR HIBE AR
5 poid: (xy.z )R RIARER, Wi AR ERCR AR B

X RMBMUE ) player.cs /Y OnTrigger()  SHFA U :

Il player.cs
(B9

Il AR EE
void OriTriggerEnter(Colider otherObject)

iflotherObject.tag = "enemy’ && state = State.PI aying){
if (enemy==null) enemy=(Enemy)FindObjectOfType(type of(Enemy));

agcec.ag.Send("hitplayer:+enemy.enemyNo. ToSmng( W I'+agcc.ag.poid+ 7+
transform.position.x. ToString()+","+
transform.position.y. ToString(y+", "+

transform.position.z. ToString());
if (agccisMaster) {
Player Lives++;
}
enemy.SetPositionAndSpeed();
StartCoroutine('DestroyShip');
}
}
(.
Note

X B A A T — ST, e A S R AR E SOV, EEALHEN Lose IR, KRR
AT ITERNR P AE R, TR AT AERE A 2 S 1H ST AN, AL BT HEL S S w ARt 9%5')5 A
TG IEH FI

H T player.cs #1427 3|4 & enemy.enemyNo , T LAEAE Enemy.cs F F Il _Eix AN AR 4

/l Enemy.cs

(0 H.
publicintenemyNo =0;
(0 E.

HemFWRmfEm xR &k [hitplayer | RS GAH =ABNEZM:
— ~ FESRE R A bR AR AR ROCR
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=~ RIS B R Rk B2, mE AT A, JRERITAELBS WRAE

UipS AN EE e U NEE SN ERERS

BUEA SR — B R E AR AR B A AR -

FATEXAEETE Enemy.cs B, 4 EIF— ExplosionAt()

CIEE e S (PR W SN

1R [hitplayer | B S48, Lt SHURNT G AT 27 A RIERCR VAL E AR, RIS ELEARFRAL
B 5211k ExplosionPrefab  Prefab, A=A VERCR

//Enemy.cs

(B
public GameObject ExplosionPrefab;

(B9
public void ExplosionAt(string[] pos)
{
float px=float.Parse(pos[O]);
float py=float.Parse(pos|[1]);

float pz=float.Parse(pos[2]);
Instantiate(ExplosionPrefab, new Vector3(px,py,pz)

(.

, Quatemion.identity);

AL T 48 5E ExplosionPrefab  FAIHIHE,

TEERF N AZHAIRAE T

RemotePlayer

HAEE: FEKIRIZAE S K poid 83 f# /7 T RegPlayers

— a X
*= Hierarchy == © Inspector =
| Creste+| (AT 1 Enemy [static ~
Directional light Tag [enemy +| Layer [Defaul £l
Main Camera ¥ . Transform @ |
e Position
Starsl X [0 ¥ [o lz[o |
Stars2 Rotation
x [0 v [0 lz o I
Scale
x[13 ] ¥ [13 |z [13 |
¥ i PSolid 3 (Mesh Filter) ,
Mesh B psolid3 ©
3 Project == |v () [ Sphere Collider Q@ %
| c;m | (ecAT Is Trigger o
v Eaprefab
Lﬂm 2 N Material None (Physic Materiall @
refab
(1] ExplosionPrefabz Center
(il ProjectilePrefab ¥ [5.9604642-08 ¥ [0 | z [-8.940697=-0¢]
(1) RemotePlayerPrefab \édms 0.5000001
(1) RemoteProjectilePrefab v DNBZ Mesh Renderer s
> scenes CasPghadoms
¥ S seript Receiv\shadows )
=1 AGce ¥ Materials
[ arcalet Size 1
Enemy Element 0 @ Asteroid-lambertd  ©
Longal\ Use Light Probes (8]
=] Lose
¥ [ ¥ Enemy (Scrip @ %,
MainMenu
Bl Script Enemy o
Explosion Prefab ExplosionPrefab o
Projectile
Enemy No 0

HyEH| A RemotePlayer.cs HLf) SetPlayerVisible() P, SetPlayerVisible()

BOFHIB A B > bool 24, FIR R E JIAS T Ja 1K 22 B L 1 2R3 A2

R

List 5 f#) GameObject, 4R J5IEAY

PR A BANTEE

Lo PR FAR

[// RemotePlayer.cs
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().
void SetPlayerVisible(bool visible)
if (visble)  gameObjectrenderer.enabled =true;
else gameObjectrenderer.enabled =false;
}

(B9

Note

XEERIERS, AT R R ML A R m AR SR I AR 2 AL R0 20 B, B ABRATTAE B 1) Lk Vi S D
", BFRFERR T SRR S A o 5 K E A TERS AT EZFL BRI A IR, HEILEURES
A, EREHUR & FHE IS AL LRI, B FLETH K IR S L B AT A T

FB=AE: LA R IFAZ HRIMERER AT Game Object, T /EIEEHIAL B2 EIH il camera
BAZIRHTT, AKEIXAN N FRATE Enemy.cs H15E L—/M ik B5A W 2K 1 R =X

/l Enemy.cs

(.

Il ikenemy jH%k
public void Disapear()
{

x=00f;

y=-70f

z=00f;

transform.position = new Vector3(x, Y, 2);

(B

WR R I E, PEAE A SN E AT LAREAY Enemy.SetPositionAndSpeed() , ALTATES
BHEX A SetPositionAndSpeed() PR, LEE T A A B TRME R SRR I, dFib L
EIEWMIEL AR A, XA E B

BE, BATELARE [hitplayer | WHERIFEFARAD N2 agee.cs ff) OnMessagein() F4F HL:

/I agcc.cs

(B9
public Enemy enemy=null;
(B
void OnMessageln(string msg,int delay,ArcaletGame g ame)
{
(.
else if (S[OF="hitplayer") {/ BRI T IR
I PSR "hitplayernofpoidix,yl,z1"
I H¥ no enemyNo( BREwS, Miiiae, ERERBRAIRE)
I poid: WHISRAITS)

I (xlylz1): position (
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stringf] p=s{1]. Spit(/);
int hiterPoid =int Parse(p[1]);
if (hiterPoid!=ag.poid) { / FINBIREITR) REEREIER
if enemy==null) enemy=(Enemy)FindObjectOfType(t ypeof(Enemy));

I PeRE
enemy.ExplosionAt(p[2] Spiit(,));

I GEEERER
GameObject mp=FindPlayer(hiterPoid);
if (rp'=null) p.SendMessage('SetPlayerVisible', false);

if isMaster) {
enemy.SetPositionAndSpeed));
}

else{
I BEER
enemy.Disapear();

MREXZESNNEE

EREDUF LS [hitplayer | TR 21k FLX B R 25 MG HLVE %, AR )5 B R 5@ kY 2 i oK
AL E I, BT AMITR & 7E player.cs B DestroyShip() BT RZEHLEA, &G 2 TLH
IRASEE AT ] DU H S A AE R Be K [F) 0 1B R R 25 SRR B B, R AT 5 SRS =
T

playerreborn:poid/x,y,z
Hor poid JEHER AT R S EALTEITK 2 poid, (x,y,z )UK S SATLE BT H I R AL bR
He
1% I HUE AR P ARG SUBEE DestroyShip() IR S 1T -

/I player.cs
(B
|[Enumerator DestroyShip()
{ state = State. Explosion;

I BEVEEER, FrolEMBuRi WIsRE
Instantiate(ExplosionPrefab, transform.position, Qu atemion.identity);

gameObjectrenderer.enabled =false;
transform.position = new Vector3(0f, transform.pos iton.y, transform.position.z);
yield retum new WaitForSeconds(shipinvisible Time) ;
if (Player.Lives>0) {
gameObjectrenderer.enabled = true;

state = State.Invincible;
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whie (blinkCount < numberOfTimesToBIiNk) {
gameObjectrenderer.enabled = IgameObjectrender
if (gameObject.renderer.enabled = true) blinkCo
yield retum new WaitForSeconds(blinkRate);

}
biinkCount=0;
state = State. Playing;
agec.ag.Send( 'playerebom:+agcc.ag.poid. ToString(
transform.position.x. ToString()}+","+
transform.position.y. ToString(y+", "+
transform.position.z. ToString());
}
else
Application.LoadLevel('Lose");

(B

erenabled;
unt++;

Wi+

ik, mFEB W R [ playerreborn | 1S5 KIS Ho 1 poid $E FT & K22 B L) GameObject,
BT IFFT AR Ja L E I, Oy T EBOE AR WHLKIALE, A1SE1E RemotePlayce.cs H i L —

NHT % 3 SetPlayerPosition()

/l RemotePlayer.cs

(.
void SetPlayerPasition(string param)
{
sting]] p=param.Spit(,);
transform.position=new Vector3(float.Parse(p[0])f oat.Parse(p[1]),float.Parse(p[2)));
}
(.
EHeE 120 agec.cs:
/I agce.cs
(0 H.
void OnMessageln(string msg,int delay, ArcaletGame g ame)
{
().
else if (S[O="playemebom") { / SR EEREEE
I SR "playerebomipoidixy,z'
V-
/] poid: B
Il XY.Z: Figaia
stringf] p=s{L].Spit(7);
intrebomPoid =intParse(p[0]);
if (rebomPoidi=ag.poid) { / RN
GameObject go=(GameObject)FindPlayer(rebomPoid );
go.SendMessage("SetPlayerPosition",p[1]);
go.SendMessage( SetPlayerVisible" frue);
}

10
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(B

}

X EEEFERREA

AR WA P B R BRI, B R A A I R s i e, BR B R R AE
Z 5 B A BLHLAR 1) Space Shooter 71, 7= A8 #5441 /2 B Enemy.cs 1 SetPositionAndSpeed()
B 5T, B BN B A T, LR R by B, AR R R

T BA ALK T E T [dEEE A ] (Fifk NPC), NPC RNk 24t H I H A — 4%
HIRERY, DRI HRAT A 1L 307 3R 423 R A S A AT, AR5 K T B 1 Bt A% 12 20 AEZR I B

PATR R HRATE SCH 7 22538 AT TR UEA% 5K

enemy:/no/s1/s2/x1,y1,z1/x2,y2,z2

Hrp

no Jy EnemyNo, HiBA %5, B, ERE SR Aa RS
s1 N currentRotationSpeed, [ A7 ) ig i 13 &

s2 N currentSpeed, BRAT )35 i

(x1ylzl )% transform.position, i Hi LI B

(x2y2,22 )F transform.localScale, BFAT IR /NEEIR

N T AE Enemy X 5 BLEEUSALIATE, I ABRATHASSEAE Awake() HLHUFF AGCC XA :

/l Enemy.cs

(B

private AGCC agcc=null;

void Awake()

{
I BYSAGCCHE. LMEZIEHIREAARL
agec=(AGCC)FNdObjectOfType(typeoffAGCC));
enemyNo=0,

}

(B9

B 1824 SetPositionAndSpeed()

/l Enemy.cs

11
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o .

I Pt enemy, FEEHRH SR EDEX
public void SetPositionAndSpeed()

{
I SCRAHRIRAEE, BARENEEERE ) enemy ISHGHR
I SERAHUNENPRAEREE, enemy NBEBEBIECABET T WERIHRRIIEEERI)
if (agec.isMaster) {
curentRotationSpeed = Random.Range(MinRotateS peed, MaxRotateSpeed);

curentScaleX = Random.Range(MinScale, MaxScale);
currentScaleY = Random.Range(MinScale, MaxScale);
curentScaleZ = Random.Range(MinScale, MaxScale);

curentSpeed = Random.Range(MinSpeed, MaxSpeed);
x=Random.Range(-7f,7f);
y=70f
z=00f,
}

I BEEenemy [FVE
transform.position = new Vector3(x, y, 2);

I H5E enemy FRZIN
transform.localScale = new Vector3(currentScaleX, curentScaleY, currentScaleZ);

I ﬁtﬁﬁ&h enenvno/s]]sZ/xlylzl/xZ;QzZ‘
I He sl curentRotationSpeed ( BRA R
Il s2: cumentSpeed ( BRAMRZ)
Ix1.y1,z1)transform.position ( B HBUE)
II' (x2)y2,z2)ransform.localScale ( BRAEKDINER
if (agcc.isMaster) {
agcec.ag.Send("‘enemy:"+enemyNo+/+
currentRotationSpeed. ToSting()+7+
cumrentSpeed. ToString(+/*+
x.ToSting()+",+y.ToSting()+","+z.ToString() ++
cumentScaleX ToString()+",+
currentScaleY.ToString(+","+
currentScaleZ. ToString());
enemyNo+H,
if enemyN0>10000) enemyNo=0;
}
}

(B

TR U Tenemy | WUEJGE, A2k AGCC BEME LY Enemy.cs HL i B8 2R ™ AL JT B A,
Fit AFRATIZE Enemy.cs FSE2/E—NFRN ResetEnemyParam()  H B 2R 5E X Ak, PAE1E AGCC
AbEE [enemy ] THUSIT BB fH A«

/l Enemy.cs

(B9
private float remoteDelta Time=0.0f;

private boolforce ToResetEnemy=false;

(B9

I B AGCOFIBIF=4sit enemy ( HURRTEEIRRAS2ET=44 enemy)

public void ResetEnemyParam(int enemyNofloat rotat ionSpeedfioat speed,
float px,float py,float pz,
float sxfloat sy, float sz float delay)

{

this.enemyNo =enemyNo;

12
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currentRotationSpeed =rotationSpeed;
currentSpeed =speed;
currentScaleX =sX;
curentScaleY =sy;,
currentScaleZ =sz
X =pX;
y =py;
z =pz,
remoteDeltaTime =(float)delay/1000.0f;
forceToResetEnemy =true;

}
(.

FHBREF G — 1T & forceToResetEnemy  # % E N true, A4 BIXANZEE e ?

X2 EH RN Update() FHAFMFETFRAZA M), EAENAR Update() FEFARS R IR FRAL 4%
HIBRA IR S, TR —MRE A NPCAIFEIFE Mt N TR ER), WERBA A S AT L It
FHTHRAE IR SN, WA PR, S5 MABsh B E 2 45, Update() 277
BRI SetPositionAndSpeed()  FEARHETH R A

TR SRR L ) 2 R B R A B B AT AT - A B X B R Eh, BB
ResetEnemyParam() & 7EH2 I BT xR =2 2 ALk [enemy | WRE M E 2 A B NCA, Eit R EeiE
if forceToResetEnemy ZF& ik Update() F2/FIFAY SetPositionAndSpeed() SRPEAE IR A,
REAEIX AN i, WA A OO R B O A AR EUE, SetPositionAndSpeed() At 2 LMK
RO BE BOE B A IS, B iR T

A BANEE LI 8RR update) SR AU

/l Enemy.cs
(8.
void Update ()
{ float deftaTime;
I AHGEERNRINE, MR Enemy
if (agocisMaster | forceToResetEnemy ) {
Z W@mﬁ%mw TREZSR4Hi enemy

I R AN
deltaTime=Time.deltaTime;

}
else{
// #ﬁﬂﬁﬁ@?ﬂkﬂﬁ# X'@JEE'J%H:EB‘JenerW TUEES A3 enemy

deltaTme—(remoteDeItaTme*4+Tme deItaTme)

}

Il T
float rotationSpeed = currentRotationSpeed * delta Time;
transform.Rotate(new Vector3(-1, 0, 0) * rotationS peed);
I THEEE
float outToMove = cunentSpeed * deftaTime;
transform. Translate(Vector3.down * outToMove, Space World);

13
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Enemy  CEAKIESHEIE, SURISRIETR43i enemy

if (@gcc.isMaster && transform.position.y <=5) | | (forceToResetEnemy) ) {
SetPositionAndSpeed();
Player.Missed++;

}

forceToResetEnemy=false;

N »

&, SERITE IEZ )G, BA1kiE AGCC %f 4ff) OnMessagein() ZFAFRTLAGEE [enemy ] HE :

/I agcc.cs

(B9
void OnMessageln(string msg,int delay,ArcaletGame g ame)
{

N »

else if (S[0="enemy" && lisMaster) {/ MR R BRaTER
I PEHER "enemy/nolsl/s2ix1yl,z1X2y2,22"
I HfP no enemyNo ( BRESS, Bk, EREHRRERENRD)
/I sl curentRotationSpeed  ( BRVA RS
Il s2 cumentSpeed ( BRI
1Ix1,y1,z1)transform.position (
o2y2,z2)transformlocalScale  ( BRAD/IVER)
ResetEnemy(s[1],delay);

}

N »

}

void ResetEnemy(string param,int delay)
{
string[] p=param.Spiit(f);

intenemyNo =int.Parse(p[0]);
float rotationSpeed  =float.Parse(p[1]);

float speed =float.Parse(p[2));

string[] pos =p[3].Spi(’);

stiing]] scale =p[4].Splt(,);

float px =float.Parse(pos[0]);
float py =float.Parse(pos{1]);
float pz =float.Parse(pos[2));
float sx =float.Parse(scale[0]);
float sy =float. Parse(scale[1]);
float sz =float.Parse(scale[2));

if (enemy==null) enemy=(Enemy)FndObjectOf Type(typ eof(Enemy));
if enemyi=null)

enemy.ResetEnemyParam(enemyNo,rotationSpeed,speed PXPY,PZ,SX,Sy,Szdelay);

N »
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REHIRE
R I, FATWESLZE W TESRS 7 WERIE T, 1k HE BB 5 7 e I 3K )
T b B, TR U R

fire:no/poid/x,y,z
Horfno SRMESRGR T s (xy.z ) EMSRAR TN R ARARAL B . E ISR SR T 20 T 1k (no,poid) B A
FRME—ARIRART, M54 5 AT DLEBT K IR e AR K 5774, BiLE poid AT LA ME— AR IR
g
R RABL player.cs, fEF& T RSHEES PACBERE P Am Fax  Tfire] RS AOFE P AR

/I player.cs

(B

private int projectieNo=1;
private float ProjectileOffset = 1.2,
w(

void Update ()
{

().
if (Input GetkeyDown("space")) {// R
I RESMERAATAER

agcec.ag.-Send( fire: +projectileNo. ToString()+7" +
agcc.ag.poid. ToString(+/'+
transform.position.x. ToString(}+","+
transform.position.y. ToString(+", "+
ProjectileOffset ToString());
projectileNo++;

: R A= Tga o7t

Vector3 position = new Vector3(transform.positio nX, transform.position.y +
ProjectileOffset);

Instantiate(ProjectilePrefab, position, Quatemi on.identity);

8 Tfire] WMEALRZTRIT, HRZIEHE DS Bk B I 12 0 LR R, b 3RA715%6 05
FE AR b e 3 1) 55— A prefab, 44 FX N RemoteProjectilePrefab.

HIATTIFEIY Instantiate() A A% RemoteProjectile 1) GameObject SEf1 J& a4t B i /745 LIST B, %5
Bl g b H bRoloe KRR E 2 A8, B LIST BTN EHE GameObject MHER, 1EAS 1 H
IR RAN 29 8 5 FH N A7 SR

DUEBA T IR LR, R 2Rz d, 7T R, AL
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AGCC Player: RemoteProjectile:
@ @ )
OnMessageln(): Fire(): SetNode():
RiEfre’ e &% RemoteProjectiePrefab S-¢) hkEs ke Hashiable 28
! ! e
oo Player.Fire() EA JeBH->GameOedt 44#% ‘g0’ private Hashtable node=null
05 T void SetNode(Hashtable node)
GameObjectgo=
(GameObject)instantiate(); this.node=node;
! }
8’0" jung|list 42
( ##%listRemoteProjectie) @
Bk Update():
Hashtable me=new Hashtable(); AR & o STAR TR
me.Add('go",go); ETE
{ player listRemoteProjectiles.
=$a1g0” &) SetNode(me) Remove(this.node);
fe Me B HEIAHE QD" BE !
#i B AT Game Object &5
FTE
Destroy(gameObiec);
(1) B AR AL R AR AR S TR
/I agcc.cs
(B9
public Player player=null;
(B9
void OnMessageln(string msg,int delay,ArcaletGame g ame)
(B9
else if (S[0}=="fire") {/ TREERRE T
I WREER firenofpoidixy,z'
I Fh o no KBS, (poidno)  FIHCSHBRIME—IRIRY
n poick: R
I (Xy,2):posttion
stringf] p=s[1].Spit(’);
intfireNo =intParse(p[0]);
intfrePoid  =intParse(p[1]);
if (firePoid!=ag.poid) {
if (player==null) player=(Player)FindObjectOfTyp e(typeof{Player));

player Fire(firePoid freNo,p[2]);

(.

BT IEEEENTREREE CAENKITAE AR W, HEECASG IR CL™ 4T,
FTELE S FIWHRE ) poid AR B O, WIRARE, AR FEHu AR IE I K EE A T it

TP AL T AR R, 2 5 I player.cs
5o

Note

HH ) Fire()

bR R AT R BT A I RS

AL EEE ALY player.Fire()
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3, FrCABUFE Console & H i Bl BRAR UR IVE 2 IEH 1.

(2) FAAEREBTA BT S B M 3

I

{

/I player.cs

using UnityEngine;
using System.Collections;
using System.Collections.Generic;

(B

public GameOhbject RemoteProjectiePrefab;
public List<Hashtable> listRemoteProjectiles=new Li st<Hashtable>();

(.

public void Fire(int poid,int fireno,string pos)

string{] p=pos.Spii(’);

float x=float. Parse(p[0]);
float y=float. Parse(p[1]);
float z=float. Parse(p[2]);

VAR s . T

Vector3 position = new Vector3(x, y + z);

GameObject go=(GameObject)instantiate(RemoteProjec tilePrefab, position,
Quatemion.identity);

I IR Game Object  SIBRERFELSt
Hashtable me=new Hashtable();
me.Add("poid",poid);
me.Add( fireno" firenoy;
me.Add('go",go);
lock (istRemoteProjectiles) {
listRemoteProjectiles. Add(me);
}

I fEgo WIS EN e List  HIRicTdE, RiESRR)
go.SendMessage('SetNode",me);

}
.
TG FE MR PR T ST 1 prefab, IFNY Instantiate() 7oA H GameObject S2, ARG E T
2% GameObject B KA go.
A Hashtable IZSHIAZE me SKAFHL poid « fireno « go X =&, AAFEEINE
listRemoteProjectiles List .,
% J5 — 4T MY go.SendMessage("SetNode",me) , XX KON JE B e g R
RemoteProjectile.cs L2348 & me, FTUAEEXNEAELS [go ) FIEEHIFEF .

(3) #57. RemoteProjectile.cs

—JF4R) RemoteProjectile.cs 1R #L, A %EAE AT, SetNode()iti&#EK ) Hashtable 2415
JEAEA AT L, 5 AR P R e o ] B e B k-
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/I RemoteProjectile.cs

using UnityEngine;

using System.Collections;

public class RemoteProjectile : MonoBehaviour {
private Hashtable node=null; i TEPlayer  HCTOREG R R R AR TR
void SetNode(Hashtable node)

this.node=node;
}

}

(4) #£ RemotePeojectile.cs B[] Update() F{FHIZHIMEH IR, 2@ BT EE, MiLE
TR o

O S0 S A N 5

— -~ BERIRHATX A Z B RS M AT K Hashtable  BURL, gl A& F AR P IY

SetNode() FEE% this.Node [ Hashtable o

.~ IFNY Destroy(gameObject) . MIERHAT B BT HIFEF 1 GameObject.

DL 2 58 & RemotePeojectile.cs P27 ALAS A 2 -
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/I RemoteProjectile.cs
using UnityEngine;
using System.Collections;

public class RemoteProjectile : MonoBehaviour {
public float ProjectieSpeed;
public GameObject ExplosionPrefab/ TR
private Transform myTransfom;
private Player player;
private Hashtable node=nul; l 1EPlayer  HHERIREDGH R G AME R

void Awake()

{
I BY§Payer %
player=(Player)FindObjectOfType(typeof(Player));

}
I Use this for initialization
void Start ()
myTransform =transform;
}

//Update is called once per frame
void Update ()

float outToMove = ProjectileSpeed * Time.deltaTim €
myTransform. Translate(Vector3.up * outToMove);

if (myTransform.position.y > 6.25f) {
if (this.node = null) {
lock (player.listRemoteProjectiles) {
player.listRemoteProjectiles.Remove(this.node)
}
} .
Destroy(gameObject);
}
void SetNode(Hashtable node)

this.node=node;
}
}

(5) fiEAE RemoteProjectle  FIHIME, E#M [Project] % H RemoteProjectilePrefab 4 &, %

Player /] RemoteProjectile ~ H.:
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.= | © Inspector i
(g ®[Flayer [ static +
Tag | Untagged #| Layer | Default 3]
Prefab | Select Revert | Apply.
¥ . Transform @
Position
X 0 Y -3.190063 zo
Rotation
x [0 ¥ [0 z o
Scale
X [1.z Y [1.2 z[Lz
@ Project | - ¥ i5  Poly Surface 1 (Mesh Filter) ) %
| Create~| (@Al Mesh EH polysurfacel o
¥ &5 Prefab ¥ @i MMesh Renderer @ #
(1) ExplosionPrefab (Ear Hndicn o
(4] ExplosionPrefabz Gz S Ei
(i) ProjectilePrefab [RAEELETE
=] L Size 1
{4} RemoteProjectilePrefab ) l— Elaa O @ simpleship @
%ﬁ m’nhes (]
v (3 Scripts b i [ Mesh Ball (G #,
5] aGce b Rigidbady\ [FES
» [ arcalet ¥ [ @ Player (Scrip @
Enemy Script player o
Explosion Player Speed 5
LoginFail roj efab \Prnje(tilel’refah °
Lose i ime 1
MainMenu @
Player 5 ctile
Projectile
5] RemotePlayer . SimpleShip @ %
RemoteProjactile Shader [ Diffuse -
3:;“ Main Calar —
» (3 spacebag Base (RGB)
» £ Standard Assets Tl - f i |
» 3 Standard Assets (Mobile) [ = "0
y U - elect

bt Ry =k

FIHAT AL, FRATCETT LLE AR FIE s ST F23h . I RS SR S5 FE B 55 1) XK 1 T [

W, R EATER G AP, bR A E bR B I AR DS B0 [ [ 2

JRATE BALR ) Space Shooter R — MBS, KM RA —, BEduesaiadid

br, RELEMSRAEHIFET A OnTriggerEnter() SR IS K AEREfE X 502 B2 BiA (1

e enemy X R), WRERE, HEedT EAR T .

BH T3 B A A 2 B Unity3D RIS (i) RS AR BE,  FEIAT AE IR BSOS AE L T A E R

TAELRUE AR s BB AR R Be th — A R 8EE,  Br DU s 55 B0 A 5% il 48 T 0 2 33 e A

Projectle 5 RemoteProjectile & — M HIFE P RIFHAT

RESA Projectile.cs 7E AL C 2 0 57X W1 TAE, TELCFRATTH AT 1H H & 4k S0 AT 1 5 5 50 A Pl

FEACERAENY, R AR S PRI IR AN E e B, e RWEIRE G, Sautd A 1

JOSE M B, FRE R BT AL B AR RCR, B a kiR R E A — AN B, XA

AT LUk B4 5 B A RIEAE 1 (R D ROR . RN ERA I XK, B DO E SO S B 4
[shdm s | 5 [BcapAeks .

PAE BA 1 S0 T HIRE RS 3

hitenemy:eno/poid/fno/x,y,z
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Horp

eno % EnemyNo, Wit Ads, HInxarrs, EHREFHRABRARS
poid Ay H KRR A BT 2 poid

fno 3% fireNo, LSR5

(xy.z)  RAKR, Wt B A i A B

WRX NIRRT T, BEEEALD [hitenemy ] WEZ G375 E— NG, BT
FEAE T B 75 Y enemy. SetPositionAndSpeed() , XM COEBEAFP IR T, FrbAEL
HEBE MR =R B .

WERITEARWER T E, MERELE AR AE L, BoARmE£iEd [hitenemy ] i
B, R EEHRR G SRS ERMNA, BRI EINR, XA SR R

DL &2 #Y Projectile.cs ) OnTriggerEnter() 44

/I Projectile.cs

(B9
public int freNo=0;

private AGCC agec=null;
void Awake()
Il AGCC: arcalet game control center

I BYSAGCCHZ, LMEZEEMisMaster ZRBAREAIE
agoc=(AGCC)FindObjectOfType(typeof(AGCO);

}
(.

I At R 7
void OnTriggerEnter(Collider otherObject)

fi(otherObjecttag = "enemy’){
I EERR R E L

Instantiate(ExplosionPrefab, enemy transform.posi tion, enemy.transform.rotation);
I %S, WEkEEN [hitenemy:eno/poidfinoixy,z ]
agec.ag.Send( "hitenemy:"+enemy.enemyNo. ToString() +I+

agcc.ag.poid+'/*+HireNo. ToString(y+7'+
enemy.fransform.position.x. ToString()+","+
enemy.ransform.position.y. ToString()+","+
enemy.fransform.position.z. ToString();

if (agcc.isMaster) {
I R ERST—NFE
enemy.SetPositionAndSpeed)();

}

else{
I R, BB BRATR
enemy.Disapear();

}

Destroy(gameObject);
Player.Score += 100
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AGCC Y #| [hitenemy] Ji& B =14

— ~ AT BIRA PR AR D SR Y List ELIIBR

T ARBET B B P AR R RCR

= MR A CRFERERE, B NEIEE, RSP RITELRIR: RARWEREE, B
Bk B A 2k Ry

N T AT RIB A R FE B N IE B List MHBR, FA15ME Player.cs A SL—AN 5 pf =
RemoveFile() SRIEHE :

/I player.cs

(.
public void RemoveFire(int poid,int fireNo)

lock (istRemoteProjectiles) {
foreach (Hashtable a in listRemoteProjectiles) {
if ((nt)@["poid )=poid && (int)(a[ fireno']) —fireNo) {
Destroy((GameObjectial 9o
listRemoteProjecties.Remove(a);
break;

B Ja MR 5407 T hitenemy | TR A AL TR -

/I agce.cs

(.
void OnMessageln(string msg,int delay, ArcaletGame g ame)
{

.

else f (S[O0="hitenemy"){ // b7 S 7
I WREK "hittnemy:eno/poidfiolx1,yl,z1"
I Hi enor  enemyNo( MERS, ek, EEHSIBRAERS)
I poid: ( WHTRT )
I fno:  fireNo (
I (xLy1,z1): posiion  (

string[] p=s{1].Split(/);

int hiterPoid =intParse(p[1]);
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intfireNo SintParse(p[2));

if (hiterPoidi=ag.poid) { / RANTER G, WEneik
if (enemy==null) enemy=(Enemy)FndObjectOfType(t ypeof(Enemy));
if (player==null) player=(Player)FindObjectOfTyp e(typeof(Player));

I IEEEHEEELst PRSI
player. RemoveFire(hiterPoid fireNo);

I PR
enemy.ExplosionAt(p[3].Spiit(,);

if (sMaster) {
I ECRNpRIEE W ANHRRE
enemy.SetPositionAndSpeed();

}

else{
I EENRNRREEEE, HERR
enemy.Disapear();

FELL i Space Shooter tuis FI it i — Bk, BUAERATAT LUIFIR R 2 NIBALIE 7] o B B A F) S
I

1-6 HITSMA

FAE NBHLE R, B RZR A2 NMEIK S A REHT, TLUEEE arcalet MukiEif« ik
Ty TR S IS AR A
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b

HERLEAR, LR R

| ERAEHRD
TR | w00z HTR
BEEEEER
| LA E, arcale L TREUEIE » B BEER
* ETEe?
T EEEE | wasesEamrmEnES - SrEeETT

B 1ot

* Email

FHRAMIERSTE TR P AR E RN T AE tER SRR
RAMEHE

2

E | mERemTE R A ER

20 |z [ AR RE

BE =z [

it | sEtncrsREmRE SR E R TSR
18 [ pmpmen) ]|

‘mEE: |

SR

S IEINAR g TR

TEM R T AR E B A R S AT R

TEIXAN T AR LA PN 0042, [ IS 26D | 2 BN arcalet Wl 2 F (92505, 1 [k 20
M2 LEDT R R BN 205, a2 28 NFRATTAT & 1) [ Space Shooter Online] gk Al
TEM .,

TAN, R WAL HEAS R BT SEAL AT, B DUEORE T i Al EXE AT
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M Scenes/AGCCMain.unity
M Scenes/Levell.unity

[ Scenes/LoginFail unity
[ Scenes/Lose.unity

¥ sScenes/MainMenu.unity
Scenes/Win.unity

! dalone

~& PC an dalt
»
Flash Player (Preview)
B
. Android
o Xbox 360

- i

=¥ n

HAEEE ~ HEEHRR

M| | > SpaceshooteD Online -4

| #2 Spaceshooter2D Online

www.arcalet.com

i EHEE s =B =kl
s T b Assets 2012/9/10 T4 0.
o= L. Library 2012/12/17 % ..
& SRS | ProjectSettings 2012/9/20 T 0...
L Temp 2013/1/2 FF 04
= EBE
s
o EZ
=
=B

& =
£ Rz

fokii) FIN

EREHNE
ERENE
ERENE
EREHE

|z==m0 |

FEFEM): o

-~ EEERR

PATHERIEE R, 230 EXE R4 [ 304 _Datal @ —iEH 215 — G HALE, A

BHIPAT O, 15 W RRFE P T hAT -
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« BHE ) Michael » SB » SpeceShooter2D_Online »

MAZESE ~ Eatiita g HEERE

3
il

Assets
EXE_Data
Tibrary

ProjectSettings
Temp
& Assembly-CSharp
] Assembly-CSharp.pidb
(& Assembly-CSharp-firstpass
|| Assembly-CSharp-firstpass. pidb
(& Assembly-CSharp-firstpass-vs
& Assembly-CSharp-vs
| Assembly-UnityScript pidb
| Assembly-UnityScript unityproj

- =R
&, Tmsm )

9 itEF (\\present) (

[ Assembly-UnityScript-firstpass.pidb

o | Assembly-UnityScript-firstpass unityproj UNITY
e

1% ARCALET-IT01-PC

Assembly-UnityScript-vs.unitypro s UNITY
18 ARCALET-ITO2-PC Q Exe

1M CLAIREL2S = SpaceShooterdD

18 MICHAEL-PC || SpaceShooter2D.userprefs

18 PKCHEN-MAC-WI =] SpaceShooter2D_Online

18 PRESENT || SpaceShooter2D_Online.userprefs

18 PRINTER 5} SpaceShooter2D_Online-csharp
5l SpaceShooter2D-csharp

|| Assembly-UnityScript-firstpass-vs.unity. UNITYPRO

HERLF T 205, s REM G THENL L A AR KBk S 5%, kst il LUOT 6T 1

LY

RS — GRS S AT E T, AYURE R A B

-{} SpaceShooter2D
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