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1. OS: WINDOWS 11 FRE:

SERVER: C++, IOCP, PROTOBUF, MSSQL HTTPS://WWW.YOUTUBE.COM/WATCH?V=GUQN8-QRQLS

CLIENT: UNITY, PROTOBUF AL E=F

HTTPS://GITHUB.COM/CKDGKWKD27/LCHMMOPROJECT

2. TOOL: VISUAL STUDIO 2022

3. CPU: AMD RYZEN 9 7900

4. RAM: 32GB



http://www.youtube.com/
https://www.youtube.com/watch?v=Guqn8-Qrqls
https://github.com/ckdgkwkd27/LCHMMOProject
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Protobuf

o NH/Z 20 M= protobuf& ArE3H THZ 2 E 3t ALE

false)

if (packet.ParseFronArray(buffer + sizeof(PacketHeader), len - sizeof(PacketHeader)) ==

auto _player = GPlayerManager.NewPlayer();
_player—>ActorInfo.set_objecttype((uint32)0bjectType :: PLAYER);
_player—>ActorInfo.set_actorid(GZoneManager.IssueActorID());
_player—>ActorInfo.set_name("Player" + std::to_string(_ player—>p1ayerId))
_player—>ActorInfo.mutable_posinfo()—>set_state((uint32)MoveState:: ID :
_player—>ActorInfo.mutable_posinfo()->set_movedir((uint32)MoveDir::
_player—>ActorInfo.mutable_posinfo()->set_posx(0);
_player—>ActorInfo.mutable_posinfo()->set_posy(0);
_player—>ActorInfo.mutable_statinfo()->set_level(1);
_player—>ActorInfo.mutable_statinfo()->set_hp(100);
_player—>ActorInfo.mutable_statinfo()->set_maxhp(100);
_player—>ActorInfo.mutable_statinfo()->set_attack(5);
_player—->ActorInfo.mutable_statinfo()->set_speed(5);
_player—>ActorInfo.mutable_statinfo()->set_totalexp(0);

_player—>zonelD = 0;
_player—->ownerSession = playerSession;
_player->ownerSession->currentPlayer = _player;

message ObjectInfo {
uint32 ObjectType = 1;
uint32 actorId = 2;
string name = 3;

PositionInfo posInfo =

StatInfo statInfo = 5;

¥

message PositionInfo {
uint32 state = 1;
uint32 moveDir = 2;
int32 posX 3;
int32 posY -

¥

message StatInfo
uint32 lewvel =
uint32 hp = 2;
uint32 maxHp
int32 attack
float speed = 5;
uint32 totalExp

¥

message RequestJoin
{
string id = 1;
string password

¥

message ReturnJdoin

i
¥

uint32 result = 1;

message RequestLogin
{
string id = 1;
string password = 2;

¥

message ReturnlLogin

{
uint32 result = 1;
uint32 plaverlId = 2;

-
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o Zone 7|8t 2 A2 MM EQI MessageQueuel Push St= 4] Tick AHEONA F7|H2E Flush StH Zone

o Multiple Producer Single Consumer

_zone->messageQueue.Push([_zone, _player]() {_zone->EnterGame(_player, _zone->zoneID): }):

void MessageQueue:: FlushAll(std:: vector<MessageFuncType>& messages)

{

LockGuard guard(messagelock);

while (_queue.empty() == false)
f

L
auto _message = _queue. front();

messages . push_back(_message) ;
_queue. pop() ;
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protected override void Update()

i

base.Update();

bool ForceSendPacket = false;
if(LastDesiredInput = DesiredInput)
ks
i
ForceSendPacket = true;
LastDesiredInput = DesiredInput;

}

if(DesiredInput == Vector2.zero)
ks
[
if(_moveUpdateReserved == false)
PosInfo.State = (uint)CreatureState.IDLE;
1
else
i
PosInfo.State = (uint)CreatureState.MOV

}

MovePacketSendTimer -= Time.deltaTime;

if (MovePacketSendTimer = 8 || ForceSendPacket)
ks

i
MovePacketSendTimer = MOVE_PACKET_SEND_DELAY;

Protocol.RequestMove movePacket = new Protocol.RequestMove()};
movePacket.PosInfo = PosInfo;
Managers . Network.Send(movePacket);

MyPlayer

| 4 references
protected override void Update()

{
base.Update();

if (State == CreatureState.MOVING & IsMyPlayer() == false)

i

Vector3 direction = Util.GetVecFromDir((MoveDirType)destination.MoveDir);
transform.position += direction * Stat.Speed * Time.deltaTime;

OtherPlayer
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Dummy Client

MHel 45
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[MONITOR] SendTPS=6974
[MONITOR] RecvTPS=5998
[MONITOR] SendTPS=20067
[MONITOR] RecvTPS=U500
[MONITOR] SendTP5=19917
[MONITOR] RecvTPS=4500
[MONITOR] SendTPS=19809
[MONITOR] RecvTPS=5914
[MONITOR] SendTPS=19ueY
[MONITOR] RecvTPS=U585
[MONITOR] SendTP5=19179
[MONITOR] RecvTPS=4500
[MONITOR] SendTPS=9103
[MONITOR] RecvTPS=56U6
[MONITOR] SendTPS=7539
[MONITOR] RecvTPS=u854
[MONITOR] SendTPS=6151
[MONITOR] RecvTPS=4739
[MONITOR] SendTPS=7589
[MONITOR] RecvTPS=5760
[MONITOR] SendTPS=5960
[MONITOR] RecvTPS=4501
[MONITOR] SendTPS=7084
[MONITOR] RecvTPS=5997
[MONITOR] SendTPS=6819
[MONITOR] RecvTPS=U500
[MONITOR] SendTPS=6271
[MONITOR] RecvTPS=5903
[MONITOR] SendTPS=7939 4 o o
[MONITOR] RecvTPS=4597 A C m o LH & m
[MONITOR] SendTPS=6663 ] 500%:' II=| _—'T, 02—75— OI- Ol %'U'H 2\' = E IJ‘I\ = [[H J'I'H 3JX1 El E'C>|:
[MONITOR] RecvTPS=5569
[MONITOR] SendTPS=7594
[MONITOR] RecvTPS=4930
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