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LOINOI DAU
T6i v ciing phan khich va tu hao khi dwoc chia sé véi ban doc vé du an tét nghiép
ctia minh - mot dy 4n ma toi da danh nhiéu thang, tham chi 1a nhiéu nam dé hoan
thién. Trong nhitng dong nay, tdi mudn ké vé hanh trinh hoc hoi, sang tao va thach
thirc ma t6i da trai qua khi xay dung tya game ddi khang online mang tén
“WibuPixel”.

Tir l4u, toi dd 4p U wdc mo tao ra mot trd choi mang tinh cach mang, khong chi
hip din nguoi choi boi ¢t truyén va gameplay sang tao ma con gidp ho két ndi
Vi nhau théng qua mang ludi truc tuyén. Véi su hd tro ciia cong nghé Unity va
Photon2, cling véi su sang tao tir Photoshop, tdi tin rang du an nay sé& 1a mot budc

dét phé trong su nghiép caa minh.

Trong qué trinh phat trién, t6i da d6i mat voi nhiéu thach thirc va kho khan, tir
viéc thiét ké nhan vat, lap trinh gameplay cho dén t6i uu héa hiéu suat. Nhung voi
dam mé, kién tri va sy hd tro tir ban be, giéo vién va cong ddng 1ap trinh vién, toi

d3 vuot qua moi tro ngai va hoan thanh dy &n véi niém ty hao va su hai long.



LOI CAM ON
Trong qua trinh thyc hién dd an tét nghiép nay, t6i da nhan dwoc rat nhidu su gitp
d3, hd trg va dong vién tir nhiéu ngudi. Pay 1a ngudn dong lyc to 16n gidp toi

vuot qua nhimg khé khin va hoan thanh dy &n mét cach tét nhét.

Trudc hét, t6i xin bay to 1ong biét on sau sic dén ngudi hudng din DO an tét
nghiép - ¢c6 Nguyén Thi Minh Nuong. C6 khéng chi truyén dat kién thirc ma con
huéng dan, chi bao va dong vién tdi trong sudt qua trinh nghién ctiu va hoan thanh
dd an. Sy tan tdm va kién nhan cua c6 da giup t6i vuot qua nhiéu thach thirc va

truong thanh hon trong con duong hoc van.

Dic biét, tdi xin giri 167 cam on dén gia dinh va ban bé di ludn ung hd, dong vién
va khich 1& tdi trong sudt qua trinh hoc tap va nghién ciu. Sy hd tro tinh than va
vat chét ciia moi ngudi 1a dong lec 16n lao giup t6i vuot qua nhimg kho khin va
thtr thach.

Cudi cuing, t6i xin cam on cong ddng 1ap trinh vién, nhimg ngudi ban dong hanh
trén céc dién dan va nhém 1ap trinh da chia sé kinh nghiém, kién thirc va cing toi
giai quyét nhiing van dé gap phai trong qué trinh phat trién du &n. Sy chia sé va
hd trg ciia cac ban & ngudn tai nguyén vo gia gip toi hoan thién san pham nay.

Mic du d3 c¢b gang rat nhidu, nhung db 4n van khong tranh khoi nhitng thiéu sét.
Rat mong nhan dwoc sy thdng cam, chi din va gép y cia quy thay cd va cac ban

dé dd an duoc hoan thién hon.

Xin chan thanh cam on!
Thanh phé Viing Tau, ngay 01 thang 04 nim 2024
Sinh vién thyc hién
Pao Pha Thinh



NHAN XET CUA GIANG VIEN

Thanh phd Viing Tau, ngay ... thang ... nam 202...

Giang vién xac nhan



MUC LUC

LOI NOI PAU 2
NHAN XET CUA GIANG VIEN 4
MUC LUC 5
DANH MUC HINH ANH 8
DANH MUC BANG BIEU 10
DANH MUC CAC TU VIET TAT/TU TIENG ANH 11
CHUONG 1. GIOI THIEU BE TAI 12
1.1. Dt van dé 12
1.2. Y tudng Game 12
1.3. Hudng giai quyét 13
1.3.1. Phét trién trd choi dbi khang “WibuPixel”: 13
1.3.2. Tao cong dong game manh mé: 13
1.3.3. Khong ap dat cac loai phi khi choi: 14

1.4. Céc cdng nghé duoc lya chon 14
1.4.1. Unity 14
1.4.2. Photon 16
1.4.3. Photoshop 17
1.4.4. Thiét ké Website deploy san pham (HTML, Tailwind, Javascript,
VPS) 19

1.5. Assets 20
1.5.1. Deviantart 20
1.5.2. The Spriters Resource 20
1.5.3. Open Game Art 21
1.5.4. itch.io 22

5



1.6. Kich ban game WibuPixel

22

CHUONG 2. PHAN TiCH VA THIET KE HE THONG

2.1. Khao sat so bo

24

24

2.1.1. Béi tugng sir dung

24

2.1.2. Dong thiét bi

24

2.2. Phan tich Hé théng

24

2.2.1. Cac tac nhan

25

2.2.2. Usecase tong quat

25

2.2.3. Céc Usecase chi tiét

25

2.2.4. Thiét ké Hé thong

46

CHUONG 3. XAY DUNG PHAN MEM

3.1. CAu tric dy an

49
49

3.2. C&c man hinh chirc nang

50

3.2.1. Website cua Game

50

3.2.1. Két ndi vai server

51

3.2.2. Trang chu

52

3.2.3. Chon nhan vat

57

3.2.4. Chon phép b tro

57

3.2.5. Chon ngoc

58

3.2.6. Cai dat

59

3.2.7. Thong tin game

60

3.2.8. Phong dau

60

3.2.9. Tran ddu

61

3.2.10. Cai dat trong Game

62

3.2.11. Két thic tran dau

63




64

64

64

65
67

67
67
67
67

68
68

68

70

81

CHUONG 4. KET LUAN
4.1. Két qua dat duoc
4.2. Han ché con ton dong
4.3. Hudng phét trién trong twong lai
TAI LIEU THAM KHAO
1. Unity
2. Photon
3. Dragonball Pixel (old my game)
4. ChatGPT
PHU LUC
1.  File code Loading
2.  File code ChampsManager
3. File code Menu
4.  File code Lobby
5. File code Game

90




DANH MUC HINH ANH
Hinh 1 Trang chu Unity

14

Hinh 2 Trang chi Photon

16

Hinh 3 Trang cha Photoshop

18

Hinh 4 Trang chi Deviantart

20

Hinh 5 Trang cha The Spriters Resource

Hinh 6 Trang chi Open Game Art

21
21

Hinh 7 Trang chu itch.io

22

Hinh 8 Usecase Tong quét

25

Hinh 9 Usecase Dat tén nhan vat

26

Hinh 10 So d6 tuan tu Dat tén nhan vat

Hinh 11 Usecase Chon nhan vat

27
28

Hinh 12 So dd tuan tu Chon nhan vat

Hinh 13 Usecase Chon k¥ nang

28
30

Hinh 14 Usecase Chon k¥ nang

30

Hinh 15 Usecase Chon phép b tro

31

Hinh 16 Usecase Chon phép b trg

32

Hinh 17 Usecase Chon ngoc

33

Hinh 18 So d tuan tw Chon ngoc

34

Hinh 19 Usecase Cai dat hé théng game

Hinh 20 So d tuan ty Do phan giai (Cai dat)

Hinh 21 So d6 tuan tu Toan man hinh (Cai dat)

Hinh 22 So d tuan ty An céc thong tin (Cai dat)

Hinh 23 Usecase Tao phong dau

35
36
36
36
37

Hinh 24 So d tuan ty Tao phong dau

38

Hinh 25 Tim phong d4u

39

Hinh 26 So d tuan ty Tim phong (Nhap ma phong)

40

Hinh 27 So d tuan ty Tim phong (Tim nhanh)

40

Hinh 28 So d tuan tu Tim phong (Vao nhanh)

41




Hinh 29 Usecase Bit dau tran dau

42

Hinh 30 So dd tuan tu Bit du tran dau

Hinh 31 Usecase Tran diu

42
44

Hinh 32 So db tuan tu Cac chirc ning trong tran diu
Hinh 33 Usecase Nhan tin

44
45

Hinh 34 So @b tuan tu nhan tin

45

Hinh 35 CAu trdc du an

49

Hinh 36 wibupixel.online

51

Hinh 37 File Game sau khi tai vé

51

Hinh 38 Giao dién Loading

52

Hinh 39 Giao dién sau khi Loading thanh cong

Hinh 40 Giao dién Trang chu

52
53

Hinh 41 Giao dién tén nhan vat

53

Hinh 42 Giao dién d6i tén nhan vat

54

Hinh 43 Giao dién théng tin nhan vat

Hinh 44 Giao dién danh sach phong

54
55

Hinh 45 Giao dién chic nang Tao, Tim phong

Hinh 46 Giao dién Tim phong theo ma

Hinh 47 Giao dién Chon nhan vat

55
56
57

Hinh 48 Giao dién chon phép b trg

57

Hinh 49 Giao dién Chon ngoc

58

Hinh 50 Giao dién Cai dat

59

Hinh 51 Giao dién théng tin Game

60

Hinh 52 Gaio dién phong du

60

Hinh 53 Giao dién Tran du

61

Hinh 54 Giao dién sir dung ky ning trong Tran d4u

Hinh 55 Giao dién Cai dit trong tran dau

Hinh 56 Giao dién Ban Chién Thing

Hinh 57 Giao dién Ban D3 Thua

62
62
63
63




DANH MUC BANG BIEU

Bang 1 Vi du vé Unity 47
Bang 2 File code Loading 68
Bang 3 File code ChampsManager 70
Bang 4 File code Menu 81
Bang 5 File code Lobby 90
Bang 6 File code Game 118

10



DANH MUC CAC TU VIET TAT/TU TIENG ANH
Wibu: 1a thuat ngir dé chi nhitng nguoi hAm mo vian hoa Nhat Ban (manga, anime,
games) dic biét 1a nhitng nguoi yéu thich anime. Tur ndy c6 ngudn goc tir
"Weeaboo" trong tiéng Anh, nhung dugc viét lai theo phat am tiéng Viét.

Pixel: Pixel 1a don vi nhd nhat ciia mot hinh anh sb, thuong duoc sir dung trong
game dé tao ra d6 hoa dang diém anh. Trod choi c6 phong cach pixel thuong su
dung hinh anh c6 d6 phan giai thip, tao ra cam giac retro va doc dao.
Gameplay: la thuat ngir chi cach ma nguoi choi twong tac voi mot tro choi, bao
gdm ca cach choi, co ché va cam nhan khi tham gia trai nghiém game.

Engine: 1a mot phan mém hoac hé thdng phan mém dwoc sir dung dé phét trién
va chay tro choi dién tir hoac tng dung da phuong tién.

Consoles: la cdc hé may choi game danh riéng cho viéc choi game, nhu
PlayStation, Xbox, Nintendo Switch, va cac thiét bj tuong tu.

Framework: 1a mét cdu triic hoic mot tap hop céc cong cu va nguyén tic duoc
str dung dé phat trién phan mém hozc tng dung.

Sprite: 1a mot hinh anh hodc déi twong dugc st dung trong trd choi dién tir,
thuong 1 cac nhan vat, vat pham hoac canh vat.

Indie games: 14 céac trd choi duoc phét trién boi cac cong ty doc 1ap hodc nhém
phét trién nho, thuong khong thudc vé cac hang game 16n.

Kick: 1a mot thuat ngit trong game dé chi hanh dong dudi ngudi choi khac ra khoi
phong.

FPS: 1a viét tat cua "Frames Per Second"”, 1a s6 luong hinh anh ma man hinh hién
thi trong mot gidy. Trong game, FPS thuong duoc sir dung dé do ludng hiéu suat
Cua tro choi.

Ping: 1a thoi gian ma mot goi dit liéu mat dé di tir may tinh cua nguoi choi dén
méay chi game va tré lai. Ping thap thuong chi ra mot két ndi mang 6n dinh va it

lag trong game.
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CHUONG 1. GIOI THIEU PE TAI

1.1. Pit van dé

Trong thoi dai cong nghé thdng tin phat trién manh mé, viéc phat trién tro choi
dién tur khong chi 1a mot linh vyc giai tri ma con 1a mot phan khdng thé thiéu cua
nganh cong nghiép giai tri toan cau. Trong s cac thé loai tro choi, cac trd choi
d6i khang lu6n 1a diém sang va thu hit sy quan tdm cua hang triéu ngudi choi trén
khép thé gisi.

Tuy nhién, trén thi truong hién nay, van con thiéu di mot s luong dang ké cac tro
choi d6i khang danh cho nguoi choi tryc tuyén, dic biét 1a trong linh vuc game
danh cho cong dong yéu thich vian hoa Nhat Ban - hay con duoc goi la “Wibu”.
Dé phét trién mot tro choi dbi khang khong chi don gian 1a viéc két hop gitra su
sang tao trong thiét ké nhan vat, cot truyén va canh quan ma con doi hoi su hiéu
biét sau sic vé& lap trinh va cdng nghé. Bong thai, viéc xay dung mot cong dong
trd choi manh mé ciing 1a mot yéu t6 khdng thé thiéu dé giir cho tro choi séng
dong va bén viing.

Hau hét cac tro choi trén thi trudng thuong ap dit cc loai phi khi choi nhu nap
tién vao game, xem quang c&o hoic dau tu thoi gian “cay cubc” dé co dugc cac
vat pham mong muén. Diéu nay da tao ra mot khoang tréng ma duy 4n WibuPixel
nhim dén - tao ra mot cong dong choi game WibuPixel, noi ma khong yéu cau
qua nhiéu thoi gian, tién bac, ma chi can sy dam mé va niém vui trong viéc tham

gia trai nghiém game.

1.2. Y twéng Game

Trong thé gigi cua WibuPixel, nguoi choi s& budc vao mot cude phiéu luu huyén

bi, noi cac nhan vat manga huyén thoai duoc triéu hdi dé tham gia vao céc tran

d4u dinh cao. Y tudng cua tro choi 1a mot quyén sach ké vé cudc chién gitra cac

nhan vat manga, noi ma sicc manh, k§ nang va chién thuat dwoc thé hién thong

qua céc tran dau dong doi hozdc dbi khang.

Ngudi choi s& dugc hoa minh vao mot thé gisi tuyét voi, noi ma ho cé thé diéu

khién cac nhan vat yéu thich tir cac tac pham manga ndi tiéng: Tir cac chién binh
12



Saiyan manh m&, cac Ninja st dung cac két 4n dep mét hay céc hai tic ra khoi tim
kho bau cia minh, moi ngudi choi déu ¢ co hoi dé ching to sic manh cia minh
trong cac tran dau nay hia.

Vi d6 hoa pixel doc dao, tro choi s& téi hién lai khong khi hdp dan va huyén bi
cua thé gioi manga, tao nén mat trai nghiém day kich thich va tha vi cho nguoi
choi. Cudc phiéu luu trong thé gioi manga s& dwa nguoi choi dén nhiing cudc
chién dinh cao, noi ma ho phai thé hién ban linh va chién dau dé tro thanh ké

manh nhét.

1.3. Huéng giai quyét

Dé giai quyét van dé thiéu hut cac trd choi ddi khang danh cho cong dong yéu
thich van hoa Nhat Ban va dé tao ra mot khong gian trd choi khong yéu cau qué
nhiéu thoi gian va tién bac tir nguoi choi, WibuPixel s& tiép can mot sé giai phap
chinh sau day:

1.3.1. Phét trién tro choi dbi khang “WibuPixel”:

- Game dugc phét trién 12 mot tro choi ddi khéng truc tuyén mang tén
“WibuPixel” véi phong céch thiét ké va gameplay chi dao dua trén vin
hoa Nhat Ban.

- Tro choi s& duoc xay dung trén nén tang cong nghé Unity va st dung tinh
ning mang ludi truc tuyén cua Photon2 dé cho phép ngudi choi tham gia
tran ddu véi nhau tir moi noi trén thé giGi.

- Viéc tao ra trai nghiém tro choi muot ma, 6n dinh va hap dan sé& 1a wu tién

hang dau cua dy an.

1.3.2. Tao cong ddng game manh mé:

[ Commented [NTM1]: Phin nay em d lam chua?

)

- Game s& tao ra mot cong dong tro choi manh mé va sbéi dong bang cach
thuc day su tuong tac gitra cac thanh vién théng qua dién dan tro choi, cong
thong tin tro choi va mang xa hoi.

- Sy tich hop cua céc tinh nang xa hoi nhu chia sé thanh tich, thach dau gitra
ban bé va hé théng giai thuong s& tao dong luc cho ngudi choi tham gia va

gan két véi cong ddng.
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1.3.3. Khong ap dit cac loai phi khi choi:

- Cam két tao ramot md hinh kinh doanh céng bang va minh bach bang céch
khong ap dit cac loai phi khi choi, khong budc nguoi choi phai chi tién
hoic thoi gian dé c6 dwoc trai nghiém day dua caa trd choi.

- Trong truong hop cin thiét, s& xem xét cac hinh thuc tai trg hoac hop tac

quang céo dé duy tri hoat dong va phét trién cua tro choi mét cach bén

virng.

1.4. Céc cbng nghé dwgc lya chon

1.4.1. Unity
Unity 1a mot game engine da nén tang dwoc phét trién bai Unity Technologies,
ma chu yéu dé phat trién video game cho may tinh, consoles va dién thoai. Lan

dau tién n6 dugc cdng bd chay trén hé diéu hanh OS X, tai Apple's Worldwide

Developers Conference vao nim 2005, dén nay da mé rong 27 nén tang.

Hinh 1 Trang chu Unity

6 phién ban chinh cua phan mém nay da dwoc phat hanh. Tai trién 1am WWDC
nam 2006, Apple da trao thuong giai Best Use of Mac OS X Graphics cho ing
dung nay.

Cac dac trung caa Unity:
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Pa nén tang: Unity hd tro phat trién tro choi va tng dung trén nhiéu nén
tang khac nhau nhu Windows, macOS, Linux, iOS, Android, cac thiét bi
game console nhu PlayStation va Xbox, cling nhur céc thiét bi thyc té a0 va
thuc té ting cuong.

Cong tac va da ngudi choi: Unity cho phép nhiéu nha phét trién 1am viéc
cung nhau trén cung mot du &n théng qua tich hop céng cu cong tac. N6
cling cung cép cic tinh ning mang ludi dé phét trién cac trd choi da nguoi
choi truc tuyén.

Do hoa 2D va 3D: Unity hd tro phat trién ca tro choi 2D va 3D véi céc
cong cu va tinh nang phong phi. N6 cung cap céc cdng cu manh mé dé tao
ra va quan ly d6 hoa dong va tinh.

Physic Engine: Unity tich hgp mét physic engine manh mé cho phép mé
phong va xir ly cac higu tng vat Iy nhu va cham, chuyén dong va gravitation
trong tro choi.

Hé théng Animation: Unity cung cdp mot hé théng animation linh hoat
cho phép tao va quan ly céc animation cho nhan vat, vat thé va cac thanh
phan khéc cua trd choi.

Scripting: Unity hd tro viéc viét ma théng qua nhiéu ngén ngir 1ap trinh
khac nhau nhu C#, JavaScript, va Boo. Diéu nay cho phép nha phat trién
str dung ngdn ngit lap trinh wa thich cta ho dé tao ra trd choi.

Asset Store: Unity c6 mét cira hang Asset Store phong ph, cung cap cac
tai nguyén nhu mau nhan vat, canh quan, hiéu ung dic biét, va cac plug-in
dé gidp nha phat trién ting toc qué trinh phat trién va téi uu hoa tro choi
cua ho.

Tich hgp AR/VR: Unity hd tro phat trién tng dung va trd choi thuc té 40
(VR) va thyc té ting cudng (AR) trén nhidu nén tang khac nhau, bao gom
Oculus Rift, HTC Vive, Microsoft HoloLens va thiét bi di dong.
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1.4.2. Photon
Photon 1a mét nén tang mang lugi phé bién dugc sir dung dé phét trién tro choi
da ngudi choi truc tuyén. Nén tang ndy cung cp céc cong cu va dich vu dé quan
ly két ndi mang luéi gitta ngudi choi, dong bo héa dir lidu tro choi, va tao ra trai
nghiém tro choi muot ma va 6n dinh.
. Photon

PUN

The Ease-of-use of Unity's
Networking with the Performance &

Reliability of Photon Realtime

FREE DOWNLOAD

FEATURES SHOWCASES PRICING

Hinh 2 Trang chu Photon

Photon c6 nhiéu phién ban khac nhau, trong d6 hai phién ban phé bién nhét 1a
Photon Realtime va Photon Unity Networking (PUN).

- Photon Realtime: Pay 1a mot dich vu cdt 16i ciia Photon, cung cap giai
phép mang luéi phén tan cho viéc tao ra va quan 1y cic phong tro choi,
truyén dir liéu giira ngudi choi va dong bo hoa trang thai tro choi. Photon
Realtime thuong duoc sir dung dé phét trién cac tro choi truc tuyén da
nguoi choi.

- Photon Unity Networking (PUN): PUN la mot b cong cu tich hop sin
cho Unity, gitip nha phét trién tao ra tro choi da nguoi choi truc tuyén mot
cach dé& dang. PUN cung cép céc l6p va phuong thie dé két ndi, tao phong
va xt ly dit liéu mang ludi mét cach hiéu qua. PUN thuong duoc sir dung

trong viéc phét trién tro choi truc tuyén trén nén tang Unity.

16



Cac dic trung cua Photon:

Hb tro da nén tang: Photon 2 hd tro phat trién trd choi truc tuyén trén
nhiéu nén tang khac nhau nhu Windows, macOS, Linux, i0S, Android,
PlayStation, Xbox va WebGL.

Realtime: Photon Realtime 14 mot trong nhirng dich vu cét 16i caa Photon
2, cung cap giai phap mang ludi phan tan cho viéc tao ra va quan ly cac
phong tro choi, truyén dit lidu gitra nguoi choi va dong bo hda trang thai
trd choi.

PUN (Photon Unity Networking): PUN 1a mot bo cong cu tich hop san
cho Unity, gitip nha phét trién tao ra tro choi da nguoi choi truc tuyén mot
cach dé& dang. PUN cung cép céac l6p va phuong thie dé két ndi, tao phong
va xu ly dir liéu mang luéi mot cach hiéu qua.

Photon Voice: Photon Voice l1a mét tinh nang cta Photon 2 cho phép tro
choi hd tro chat thoai trong game. N6 cung cép cac API dé ghi am, truyén
va phat lai &m thanh giira cac ngudi choi trong cing mét phong tro choi.
Photon Chat: Photon Chat Ia mét dich vu cho phép giao tiép trd chuyén
gita nguoi choi trong tro choi. N6 cung cép céc tinh niang nhu phong chat,
tin nhan riéng tu va nhom, va kha nang tiry chinh.

Cloud Functions: Photon 2 cung c4p Cloud Functions, cho phép nha phat
trién thém logic xir ly dir liéu phia may chu cua minh mot cach dé dang
théng qua céc ham JavaScript.

Do tin cay va higu suat: Photon 2 dugc thiét ké dé co do tin cay va hiéu
SUit cao, gitp trd choi chay mugt ma va 6n dinh ngay ca trong méi truong

mang khong 6n dinh.

1.4.3. Photoshop

Adobe Photoshop 1a mét phan mém chinh sira anh va @b hoa chuyén nghiép duoc

phét trién boi hang phan mém Adobe Systems. Pugc phét hanh lan dau vao nim

1988, Photoshop da trd thanh mot céng cu phé bién va quan trong trong nhiéu

linh vye nhu thiét ké d6 hoa, nhiép anh, quang céo, va nghé thuat so.
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1AY Adobe

e STORYTIME

Generative Al.

i : «— at the —
This changes everything.
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madd,mm@e,mmndmmmmmy|Me;:w Satirdays at 1IAM

‘power of Adobe Firefly. You have to try it to believe it. (4"
it
Starting at US$22.99/mo. o

Go wherever your imagination takes you.

Hinh 3 Trang chu Photoshop

Photoshop cung cip mét loat cac cong cu va tinh ning manh mé& cho viéc chinh

stra va tao ra hinh anh, bao gom:

Cong cu chinh sira: Cho phép ngudi ding cét, chén, xoay, bién dang va
diéu chinh kich thuéc cua cac hinh anh.

Cong cu Vé va son: Cung cap bat v&, bat co, va cac cdng cu son dé tao ra
va chinh stra cac phan tir d6 hoa.

Lép va lép diéu chinh: Cho phép ngudi ding lam viéc véi nhiéu 16p anh
va diéu chinh cac hiéu &g, mau sic va anh séng cua timng 16p.

Cong cu lgc va hiéu &ng: Cung cip mot loat cac bo loc va hiéu ung dé
thém su dong cho anh, bao gdm lam mo, 1am séang, tao ra hiéu tng mau
sic, va nhiéu hon nira.

Chinh sira viin ban: Cho phép nguoi ding thém, stra d6i va bién d6i van
ban tryc tiép trén hinh anh.

Cong cu d6 hoa vector: Photoshop cung cap mot s cong cu dé tao ra do

hoa vector nhu hinh elip, hinh chit nhat, v.v.
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1.4.4. Thiét ké Website deploy san pham (HTML, Tailwind, Javascript,

VPS)
1.4.4.1. HTML (HyperText Markup Language):

- HTML la ngén ngit danh ddu duoc sir dung dé tao ciu triic va dinh dang
noi dung trén trang web.

- HTML sir dung cac thé (tag) dé xac dinh cac phan tir trén trang web, vi du
nhu tiéu d&, doan van ban, hinh anh, lién két, va bang.

- HTML Ia ngén ngit co ban va quan trong nhat trong viéc xay dung trang

web.

1.4.4.2. Tailwind CSS:

- Tailwind CSS 12 mot framework CSS, cung cap mot bo cdng cu va I6p CSS
duoc dat tén mo ta dé thiét ké giao dién nguoi ding trén web.

- Tailwind CSS khdng phai la mot framework CSS truyén thong, ma thay
vao do nd cung cip cac lop CSS dugc dit tén md ta dé ap dung céc kiéu
thiét ké.

- V6i Tailwind CSS, nguoi phét trién cé thé tao ra giao dién doc dao va tiy

chinh d& dang bang céch st dung céc I6p CSS ¢6 san.

1.4.4.3. JavaScript:

- JavaScript 1a mot ngdn ngir 1ap trinh thdng dich va da nén tang duoc st
dung chii yéu cho viéc phét trién tng dung web tuong tac.

- JavaScript dugc sir dung dé thém cac tinh ning dong va twong tac vao trang
web, bao gém xir ly sy kién, thao tac véi DOM (Document Object Model),
va giao tiép vai may chu thong qua AJAX.

- JavaScript ciing duoc sir dung phd bién trong phét trién ung dung di dong
va cac tng dung may chi bang Node.js.

1.4.4.4. VPS (Virtual Private Server):
- VPS la mét dang méy chi 4o dwoc cung cip bai mot nha cung cap dich vu

hosting.
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- Trong méi trudng VPS, ngudi diing ¢d thé thué mot phan cia mot may chi
vat ly va cau hinh may chi ao cua ho theo nhu cau riéng cua ho.

- VPS cung cép cac tai nguyén doc lap va cach ly tir cac may chu khac, cho
phép ngudi dung ¢ quyén truy cap va kiém soat hoan toan may cha ao cua

minh.

1.5. Assets

1.5.1. Deviantart
Deviantart 12 mot cong ddng truc tuyén ndi tiéng cho ngudi yéu nghé thuat va
thiét ké. Trén Deviantart, ngudi ding c6 thé tai 1&n va chia sé cac tai nguyén nhu

hinh anh, hinh v&, mau nhan vat, va céc tai nguyén khac c6 thé dugc sir dung trong

phét trién tro choi, tng dung, hoic cac du 4n nghé thuat khac.

Hinh 4 Trang chu Deviantart

1.5.2. The Spriters Resource
The Spriters Resource la mot trang web ndi tiéng chuy@n cung cap céc tai nguyén
sprite va hinh anh cho cac tro choi dién ti. Trén The Spriters Resource, nguoi
dung c6 thé tim thiy va tai vé cac sprite, background, va cac loai hinh anh khac

duogc sir dung trong phat trién tro choi 2D va cac du an lién quan.
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Hinh 5 Trang chu The Spriters Resource

1.5.3. Open Game Art

Open Game Art 1a mot cong dong truc tuyén cho phép ngudi dung chia sé céc tai

nguyén mién phi danh cho phét trién tro choi. Céc tai nguyén trén Open Game
Art bao gém céc sprite, am thanh, hiéu @ng am thanh, background, va nhiéu loai

tai nguyén khac dwoc sir dung dé tao ra tro choi da dang va da dang hon.

S OPENGAMERART.ORG

s comt ¥

Hinh 6 Trang chz Open Game Art
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1.5.4. itch.io
itch.io 12 mot nén tang ky thuat s cho phép ngudi dung tai xudng va choi trd choi
doc lap (indie games), ciing nhu nén tang cho phép cac nha phét trién trd choi doc

lap dang ky va ban tro choi cua ho.

Icy Porch

Detiver packages on the mostslippery driveways in the worid!

— — e g
S i ] [ -

New From Those You Follow

S B W oo

e - | i

ELEMENTALS 4

MAw e 2

Werewolf] “° "~ * ol

s o RO * it &

ELEMENTALS 3 %

Hinh 7 Trang ch itch.io

1.6. Kich ban game WibuPixel

Pay la mot quyén manga khéng giéng véi bat ki mot quyén manga nao ma ban
da doc trude day. Day s& la mot quyén truyén danh cho nhirng fan cudng nhiét
ctia van hoa Nhat Ban ma con 1a noi ma sic manh cua ting nhan vat manga dugc
thir théch va thé hién thdng qua cac tran diu ddi khang dinh cao. T4t ca cac nhan
vat Manga, tir nhitng anh hing dén nhiing ké phan dién, tir nhitng nhan vat chinh
dén nhitng nhan vat phu, déu s& duoc triéu hoi tai ddy va tham gia chién du voi
nhau dé tim ra ké manh nhét.

Hanh trinh bit dau khi nguoi choi duge dua vao thé giéi cuia WibuPixel, mot thé
gigi dugc hinh thanh tir sy két hop cua cac thé gi¢i manga ndi tiéng. Tir &m thanh
quen thudc nhu “Gomu gomu no...” trong “One Piece” hay cac nhan thuat noi
tiéng trong “Naruto”. Moi thir déu c6 trong WibuPixel.

Ngudi choi s& duge dua vao vai mot ngudi hiing ¢6 kha nang didu khién cac nhan

vat manga manh mé. Vi kha niang hap thu céc loai ngoc, cac phép bo tro va ky
22



ning doc nhat danh riéng cho mdi nhan vat. Ngudi ding s& ¢6 thé tim ra mot 16i
choi phu hop véi minh nhét. Vi nhiing thir thach va chién du voi nhiing nhan
vat manh mé& nhat tir cac tic pham manga khac nhau dé thu thap siic manh cho
minh.

Nhung hanh trinh khong chi 12 vé chién dau ma ngudi choi con c6 co hoi tim hiéu
vé tinh cach, qua khir va myc tiéu cua tirg nhan vat ma ho triéu hoi. Mai nhan
vat déu mang trong minh mét cau chuyén riéng, va bang cach twong tac vai ho,
ngudi choi s& ¢6 co hoi kham pha thém vé thé gioi manga day mau sic nay.
Trén con dudng ciia minh, ngudi choi s& gap g nhig ddi thu manh mé&, nhing
thir thach cam go va co hoi vuon 1én tré thanh nha vé dich trong cudc thi
WibuPixel. Ho s& phai thé hién kha ning chién ddu, sy sang tao va kha nang 1ap
ké hoach chién thuat trong tirng tran dau dé dat duoc vi tri cao nhat trén bang xép
hang.

WibuPixel khdng chi 1a noi thach thirc sicc manh c4 nhan, ma con la noi tao ra co
hoi cho su két ndi va tuong tac giita cong dong ngudi choi. Ngudi choi ¢ thé
thach dau voi ban bé, tham gia vao cac hoat dong cong dong, va chia sé thanh tich
cua minh trén cac didn dan va mang x& hoi. Moi nguoi choi déu la mét phan cua
mot cong déng dam mé, noi ma ho ¢6 thé tan huong niém vui cua tro choi ma
khong gap phai bat ky rao can nao.

Chuéan bi cho mot cudc hanh trinh day mao hiém va kich thich trong thé giéi cua
WibuPixel, noi ma sitc manh, k¥ nang va tinh ban sé la chia khda cho sy thanh
cong. Hay sin long d6i mat véi nhiing thir théch, kham phé nhirng bi mat va tan
huang nhitng niém vui trong thé gigi manga day mau sic nay. Hay cing nhau tao

nén mot cu chuyén méi, mot huyén thoai mai trong thé gisi cua WibuPixel!
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CHUONG 2. PHAN TICH VA THIET KE HE THONG
2.1. Khao sat so b
2.1.1. Péi twong sir dung

Tat ca nguoi dung, moi lua tudi.

2.1.2. Dong thiét bi

Dong thiét bi ma game nay hudng dén 1 tit ca cac may tinh chay hé diéu hanh
Windows. Viéc chon dong thiét bi nay 1a vi Windows c¢6 mot lugng nguoi
dung rét I6n trén toan ciu, va nén tang nay cung cip méi trudng phat trién
phong phu va da dang cho tng dung va tro choi.

Céc méy tinh chay Windows c6 mirc d6 da dang rét cao, tir céc may tinh cau
hinh cao dén cac méy tinh c4u hinh thap hon. Do d6, khi thiét ké va phat trién
trd choi, can dam bao rang tro choi co thé hoat dong mot cach muot ma va 6n
dinh trén nhiéu loai h¢ thong va ciu hinh khac nhau. Diéu nay doi hoi phai téi
wu héa hiéu suat cia trd choi va thyuc hién kiém tra ky ludng trén nhiéu loai
may tinh dé dam bao sy tuong thich va trai nghiém tét nhat cho ngudi choi.
WibuPixel khong qua doi hoi vé& phan cau hinh vi @b hoa pixel nén khong yéu
CAu qué cao V& cau hinh. Nhung néu cang cao thi @ hoa trong game sé& cang

sdc nét, tang trai nghiém cia ngudi choi voi game.

2.2. Phan tich H¢ théng
Chuyén myc nay duoc trién khai bang UML — Ngdn ngit md hinh hoa théng nhét
(https:/iwww.tutorialspoint.com/uml/uml_standard_diagrams.htm).
Céc dang Biéu do dugc thé hién cho mdi chirc nang bao gom:
- UseCase Specification (Dac ta chirc nang).
- UseCase Diagram: M6 ta cac méi quan hé va su phu thudc giita cac chuc
nang (https://www.tutorialspoint.com/uml/uml use case diagram.htm).
- So db tuan ty (Sequence Diagram): So dd nay minh hoa cac tuong tac gitra
cac dbi twong trong mot chudi thoi gian xac dinh. N6 md ta cach cac dbi
tuong giao tiép voi nhau trong mét kich ban cu thé hoic trong qué trinh

thuc hién mot chire nang cu thé.
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2.2.1. Céc tac nhan
Trong hé thdng nay, tac nhan tryc tiép sir dung game 1a: Nguoi ding (Tuong
tac vai tat ca cac UI/UX cd trong hé thong game).

2.2.2. Usecase téng quét

‘WibuPixel

<<extendss>

N Bt dsu trin dsu

<=extendss>

D3t tén nhén vat - '

f
§
i
:

<=extendss>

ecincludes>

) <<include>>
<<includes>

“edineludess TT-.

<<include=>

0

MNgudi dung
<<includem>

Chon phép bé trg

' <<extends>>
r o «<includes> !

Cai @3t h@ théng game
(am thanh, ciu hinh,..)

000000

Hinh 8 Usecase Tong quat
2.2.3. Cac Usecase chi tiét
2.2.3.1. Chirc ning Dat tén nhéan vat
a. bac ta chirc nang
Tac nhén: Nguoi dung.
M6 ta chire ning: Chirc nang Dat tén nhan vat cho phép nguoi choi dit tén

cho nhan vat cia minh khi két néi véi server lan dau tién. Néu lan tiép theo

két ni téi server ma mudn ddi tén thi phai click vao biéu tuong V4 “baﬁt chi”.L

Quy trinh:
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. Nguoi choi két néi véi server hoic mo ang dung tro choi lan dau tién.

. Hé théng nhan dién ngudi choi 1 ngudi mai va yéu cau ho dit tén cho nhan
vat cua minh.

. Mbt giao dién hozc hop thoai hién thi cho ngudi choi dé nhap tén cho nhan
vat.

. Nguoi choi nhép tén vao 6 van ban va xac nhan.

. Hé thdng kiém tra tinh hop 18 cua tén (vi du: khong chua ky tu dic biét,
khong dugc ngin hon 3 va dai hon 15 ki ty) va luu trit tén nay trong co s&
dix liéu cua tro choi.

. Sau khi tén duogc luu trit thanh cong, ngudi choi s& tiép tuc vao tro choi

hoic giao dién chinh cua tro choi.

Tién diéu kién: Ngudi choi két néi vai server hoic mo ing dung tro choi lan dau

Yéu cau dic biét: Khong co.

Hau diéu kién: Nguoi choi da dat tén cho nhan vat cua minh va c6 thé sir dung

tén nay khi tham gia vao céc tran dau hoic hoat dong khac trong tro choi.

b. Biéu d6 Usecase

i
<<includes=

Moudi ding

Hinh 9 Usecase Dat tén nhan vt
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c. So dd tuan tw

Dit tén nhin vit
MNgudi dung
o

1: Nhdip tén ngudi diing H
va nhin déng y H

' 2: Yéu cdu dit tén

3: Kiém tra

5: Théng bio = 4: Tén khéng hdp L&
Tai khodn hode mét khidu sai H

6: Yéu cdu d3t tén
v luu vao Database

7:Hdp & vl liu vao Database l

Hinh 10 So' d6 tuan tw Dt tén nhan vat
2.2.3.2. Chire ndng Chon nhan vit
a. bac ta chirc nang
Tac nhan: Nguoi dung.
M0 ta chire nang: Chuc nang Chon nhan vat cho phép nguoi choi chon nhan
vt ma ho mudn sir dung trong trd choi.
Quy trinh:
1. Ngudi choi truy cap vao man hinh chon nhéan vét tir giao dién chinh caa trd
choi.
2. Hé thdng hién thi danh sach cac nhan vat cd sdn dé chon, bao gom hinh anh
va mo ta ngan vé mdi nhan vat.
3. Nguoi choi chon mét nhan vat tir danh sach bang cach nhap vao hinh anh
hodc tén cta nhan vat.
4. Hé théng xac nhan lya chon ciia ngudi choi va cap nhat nhan vat duoc chon
trong dir liéu tro choi.
5. Ngudi choi duoc chuyén dén giao dién chinh cua tro choi hodc man hinh
chd doi, di c6 nhan vat caa minh dé bét du trai nghiém tro choi.
Tién diéu kién:
- Két ndi mang 6n dinh dé tim va vao phong.
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- Nguoi dung da dat tén cho nhan vt
Yéu céu dic biét: Khdng c6.
Hau diéu kién: Ngudi choi da chon dugc nhan vat ciia minh va c6 thé bat dau
trai nghiém tro choi vai nhan vat da chon.

b. Biéu dd Usecase

<<includes=

Hinh 11 Usecase Chon nhan vt
. So do tuan tw

Chon nhén vét
©

Moudi ding

1: Chon nhdn vat mudn chdi
bing ndt qua trédi hodc qua phdi

3. Luiu théng tin nhdn vat
a3 chon vao Database

4: D3 chon nhan vat l

Hinh 12 So @6 tudn tw Chon nhan vat

2.2.3.3. Chirc nang Chon Ky néang

' 2: Yéu ciu clp nhdt nhdn vit 43 chon

a. Pic ta chirc ning
T&c nhan: Nguoi dung.
M6 ta chire ning: Chirc nang Chon k¥ nang cho phép nguoi choi chon mét
k¥ nang mai hodc nang cap ki ning hién tai trong trd choi. Mdi k§ ning co
thé duoc nang cap tdi da 3 1an.
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Quy trinh:

1.

Nguoi choi truy cap vao man hinh chon ky nang tir giao dién chinh caa trd

choi.

. Hé thdng hién thi danh séch cac k§ nang c6 sin dé chon, bao gom ca mo ta

va hiéu tng ctia mdi Ky nang.
Ngudi choi chon mot ki nang tir danh séch bang cach nhap vao tén hoic
biéu twong cua ki ning.
Hé thdng xé&c nhan lya chon ciia ngudi choi va cap nhat ki ning méi hoac
k¥ nang da nang cap trong dit liéu trd choi.
Néu ngudi choi chon nang cap k¥ ning hién tai:
Hé thng kiém tra xem k¥ ning da nang cap dat dén giGi han ti da chua.
Néu chua, hé thng ting cuong hiéu tng hodc sic manh cia k§ ning
theo mirc d nang cap.
Ngudi choi duoc chuyén dén giao dién chinh cia trd choi hodc man hinh
tiép theo, da co k¥ niang méi hoic k§ ning di nang cap dé sir dung trong

tro choi.

Tién diéu ki¢n:

- Két ndi mang 6n dinh dé tim va vao phong.

- Nguoi dung da dat tén cho nhan vat

Yéu cau dic biét: Khong co.

Hau diéu kién: Nguoi choi da chon dugc k§ ning méi hoic k§ ning da nang cip

va ¢6 thé str dung ching trong tro choi.
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b. Biéu d6 Usecase

<<include>>

Moudi dang

Hinh 13 Usecase Chon ki nang

c. So dd tuan tu

Chon k¥ niang
.

Moudi ding

1: Chon ki ndng mudn sd dung
bding biéu tugng cta kj ning

' 2: Yéu cdu cip nhat k§ ndng d3 chon

3. Luu théng tin k¥ ning d3 chon
dd chon vao Database

4: B3 chon k§ ndng tudng dng

Hinh 14 Usecase Chon ky nang

2.2.3.4. Chike niing Chon phép bé tro
a. Pac ta chire néing
Tac nhan: Nguai dung.
M6 ta chire ning: Chirc ning Chon phép bé tro cho phép ngudi choi chon
mot trong 9 phép bé trg khac nhau dé sir dung trong tran dau.
Danh séach céc phép bé tro:
1. Hoi méu: Hoi phuc mot phan méu tbi da cua nhan vat.
2. Hoi nang luong: Hoi phuc mot phan ning lwong téi da cia nhan vat.

3. Téc bién: Tang tdc do di chuyén 1én phia trudc.
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. Triple Jump: Cho phép nhén vat nhay 3 lan lién tiép.

. Khéng: Giam sat thuong nhan duoc, mién nhiém bao kich va cac hiéu ting
khéc trong mot khoang thoi gian nhét dinh.

. L& chéan: Tao ra mét I6p 14 chin dé giam sat thwong nhan dwoc trong mot
khoang thoi gian nhat dinh.

. Don két lidu: Tang sat thwong va kha niang bao kich ciia nhan vat trong mot
khoang thoi gian nhét dinh.

. Khat mau: Hat mau tir sat thuong gay ra cho ddi tha trong mot khoang thoi
gian nhét dinh.

. Sat thuong chuan: Gay sat thuong ma bo qua giép va kha nang né tranh coa

dbi thi trong mot khoang thai gian nhét dinh.

Tién diéu kién:

- Két ndi mang 6n dinh dé tim va vao phong.

- Nguoi dung da dat tén cho nhan vat

Yéu céu dic biét: Khdng c6.

Hau diéu kién: Ngudi choi da chon dugc phép b trg mong mudn va co thé sir

dung ching trong tran dau.

a. Biéu db Usecase

<<includes>

Moudi diung

Hinh 15 Usecase Chon phép bé tro
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b. So d6 tuan tw

Chon phép bd trg
m

MNgudi dung

1: Chon phép bé trg mudn sif dung  +
bding bidu tugng clia phép bd trg

2: Yéu cdu cdp nhit
' phép bé trg 3 chon

= 3. Luu théng tin phép bd trg d3 chon |
‘ a3 chon vao Database H

4: D3 chon phép b trg tudng Ung l

Hinh 16 Usecase Chon phép bé tro

2.2.3.5. Chirc nang Chon ngec
a. bac ta chirc nang

Tac nhan: Nguoi dung.
Mb ta chike niing: Chirc nang "Chon Ngoc" cho phép nguoi choi chon tir 18
loai ngoc khac nhau dé ting cuong cac chi s cia nhan vat. Mdi loai ngoc s&
cong 1 chi sb khac nhau, va ngudi choi ¢ thé chon tbi da 6 loai ngoc, ¢ thé
trung lap, dé bat du tran dau.
Danh sach cac loai ngoc:
Ngoc Sat thuong
Ngoc Phong tha
Ngoc Mau
Ngoc Hoi mau
Ngoc Nang lugng
Ngoc Hbi ning lugng
Ngoc Bao kich
Ngoc Sat thuong Bao kich

© 0o N o gk~ w0 Ddh P

Ngoc Né tranh
10.Ngoc Hut mau
11.Ngoc Giam hdi mau
12.Ngoc Téc do
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13.Ngoc Khang
14.Ngoc bam xuyén
15.Ngoc Téc d6 danh
16.Ngoc Giam thoi gian
17.Ngoc Choang
18.Ngoc Thuong
Tién diéu ki¢n:
- Két ndi mang 6n dinh dé tim va vao phong.
- Nguoi dung da dat tén cho nhan vt
Yéu céu dic biét: Khdng co.
Hau diéu kién: Nguoi choi di chon duoc tbi da 6 loai ngoc va cac chi s6 cua
nhan vat da dugc tang cuong tuong tng.

a. Biéu db Usecase

<<includes>

Mgudi diung

Hinh 17 Usecase Chon ngoc
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b. So d6 tuan tw

Mgudi dung

—

1: Chon ngoc mudn s dung 1 H
bding bidu tugng clia phép bd trg

': 2:Yéu cdu cdp nhit

ngoc d3 chon

3: Kiém tra

4: 58 lugng ngoc nhidu hon 6

<
5: Giao dién khing ddi '

6. Luu thang tin ngoc d3 chon
a3 chon vao Database

7: B3 chon ngoc tudng dng l

Hinh 18 So' d6 tuan tu Chon ngoc
2.2.3.6. Chirc ning Cai dit

a. bac ta chirc nang

T&c nhan: Nguoi dung.

Mb ta chirc ning: Chuc nang "Cai dat" cho phép ngudi choi tinh chinh cac

thiét 1ap lién quan dén trai nghiém choi game theo y mudn cua minh.

Danh séch céc thiét lap:

Do phan giai: Cho phép nguoi choi chon do phéan giai man hinh phi hop
vai thiét bi caa ho.
Toan man hinh: Cho phép chuyén dbi giira ché do toan man hinh va ché
dd cura s.
An tén ngudi choi: TUy chon 4n tén cua ngudi choi trén man hinh.
An tén nhan vat: Tay chon 4n tén cua nhan vat trén man hinh.
An sat thwong: TUy chon 4n hiéu tng s sat thuong gay ra khi trong tran.
An tin nhin: Tt giao dién tin nhin trong game.
Nhac nén: Cho phép ngudi choi didu chinh 4m lwong cua nhac nén.
Nhac hiéu &ng: Cho phép ngudi choi didu chinh 4m lugng ciia nhac hiéu
ung trong game.
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 Nhac giong ndi: Cho phép ngudi choi diéu chinh 4m lugng ciia nhac giong
noi trong game.
e Piéu chinh phim di chuyén: Cho phép ngudi choi tiiy chinh phim di
chuyén dé di chuyén nhan vat trong tran dau.
Tién diéu kién:
- Két ndi mang 6n dinh dé tim va vao phong.
- Nguoi dung da dat tén cho nhan vit
Yéu ciu dic bigt: Khéng cé.
Hau diéu kién: Céc thiét lap cai dat dugc luu va ap dung truc tiép.

b. Biéu d6 Usecase

<<includes>

Mgudi diung

Hinh 19 Usecase Cai dat hé thong game
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c. So dd tuan tw

0 phén (Cai dit)

': 2: Yéu cdu cdp nhit

MNgudi dung

1: Chon 46 phdin gidi tudng dng

dd phin gidi

: 3. Lutu théng tin
‘ dd phan gidi 43 chon

i 4:p3 chon phép bé trg tudng dng

5: Cdp nhit dd phan gidi d3 chon

<
6: Giao dién d3 cdp nhit .

Hinh 20 So d6 tuan tw D6 phan gidi (Cai dat
Toan man hinh (Cai dit)

Mgudi dung

Hé théng Database

1: Chon vao & check box Toan man h'lnhE

2:Yéu cdu cdp nhit

giao dién tedn man hink H 3. Lutu théng tin H

giao dién toan man hinh 43 chon

4: DE cp nhat
giao dién toan man hinh

5: Cip nhat giao dién todn man hinh

6: Giao dién d3 edp nhit

Hinh 21 So' d6 tuan tw Toan man hinh (Cai dat)

(Cai @it)

Dataha“

i 2: Yéu cdu cip nhit

An céc thdng

Moudi ding

1: Chon vao & check box
théng tin mudn dn, tin nhén, tén,...

théng tin mudn dn

‘ 3. Luu théng tin mudn dn

4: D3 cip nhat
théng tin mudn dn

Hinh 22 So d6 tuan tu An céc thong tin (Cai dat)



2.2.3.7. Chitc niing Tao phong diu
a. Pic ta chire niing

Té&c nhan: Nguoi dung.
Md ta chire niing: Chirc nang Tao phong ddu cho phép nguoi choi tao ra mot
phong choi méi dé moi ban bé hoic nguoi choi khac tham gia vao tran dau.
Sau khi chon tao phong, ngudi choi hién tai s& dwoc chuyén dén mot giao dién
“Phong dau” méi, dong vai tro 1a chu phong. Mdi “Phong dau” s& dugc gan
mét ID riéng biét dé phan biét véi cac phong khac.
Chii phong sé ¢6 2 dic quyén la riéng biét:
- Kick nguoi choi khac ra khoi phong cua minh.
- VAo tran dau.
- S& hién thi chit “Chu phong” ¢ nhan vat cua ho.
Tién diéu ki¢n:
- Két néi mang 6n dinh.
- Nguoi dung da dat tén cho nhan vat.
Yéu cau dic biét: Khdng cé.
Hau diéu kién: Khi phong dau duoc tao thanh cong va nguoi choi tré thanh
chu phong, ho c6 thé quan ly phong va khéi dau tran dau mot cach thuan tién
va linh hoat.

b. Biéu dd Usecase

<<includes>

Moudi diung

Hinh 23 Usecase Tao phong ddu
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Nguth

X

ding

1: Nhiin vio nit Tao phéng d5u

c. So' d6 tuan tu

Tao phong dau
= =1

2: Yéu cdu tao phong ddu 3 Ly cde
théing tin hién t han vit PR,
1ong BTN Bl eHa rhan v 4. Ly céc thang tin hign tai
clia nhiin vit dua Lén server

5: D& dua cfic théing tin
ciia nh. é

7: D chuyén sang giae dién sénh ddu

Hinh 24 So d6 tuan tu Tao phong ddu

2.2.3.8. Chitc niing Tim phong dau

a. bac ta chirc nang

Tac nhan: Nguoi dung.

M0 ta chire ning: Chic ning Tim phong déu cho phép ngudi choi khac

vao phong choi thong qua ba cach khac nhau:

Chon phong tir danh sach phong cé sin:

Ngudi choi ¢6 thé xem danh sach cac phong dau hién c6 va chon phong
ma ho mudn tham gia.

Danh sach cac phong c6 thé hién thi cac thong tin nhu tén phong, sb
lwong ngudi choi hién tai va téi da, ciing nhu théng tin vé ngudi cha
phong va cai dat caa phong.

Ngudi choi chon mét phong tir danh sach va thuc hién thao tac dé vao
phong.

Nhap ID phong:

Ngudi choi ¢6 thé nhap ID phong ma ngudi cha phong di giri cho ho.
ID phong 12 mot chudi ky tu dac biét dé phan biét cac phong, ma ngudi
cha phong sé& cung cip cho ngudi choi khéc.

Sau khi nhap ID phong, ngudi choi ¢6 thé xac nhan dé vao phong.
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Tim phong ngiu nhién:
- Nguoi choi co thé chon tlly chon “Tim phong ngau nhién” dé tu dong
tham gia vao mot phong du ngau nhién tir danh sach cac phong trong.
- Hé thdng s& chon ngiu nhién mét phong tréng va chuyén ngudoi choi
vao phong d6 mot cach ty dong.
Tién diéu kién:
- Két ndi mang 6n dinh dé tim va vao phong.
- Nguoi dung da dat tén cho nhan vat
Yéu ciu dic biét: Phong da chon van con ton tai.
Hau diéu kién: Khi thyc hién thanh cong chirc ning, nguoi choi s& duoc
chuyén dén phong dau ma ho di chon hoic duoc ty dong chuyén dén phong
dau ngiu nhién dé tham gia vao tran dau.

b. Biéu d6 Usecase

<<includes>

Mgudi diung

Hinh 25 Tim phong dau
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c. So do

tuan tu

Tim phong d3u (Nhdp m3 phong)

Ngudi dung

{ 1: Nhiin o niit bidu tudng "Kinh Lip™

4: D3 hién thi Form nhdp m3 phong

Ihgp théng tin ma phing

12: D3 hién thi théng bio
phang khéng tén tai

15: D3 chuyén sang

Nausi ding

1: Nhin vio
niit bidu tugng "Tim nhanh”

8 D3 hign thi thang bdo
hét phang

11: B3 chuyén sang

2: Yéu ciu md Form nhdp ma phing

6 Yéu cdu vio phing & nhip

11:

&n thi théng bda

phong khiing tén tai

7. Ly cde
théng tin hién tai cia nhan vit

10: Phing

8. Ly che thang tin hign tai
ctia nhén vit dua Lén server

hing tdn tai

Server

9:Kidm tra
phéng tén tai

13:Dadua
clia nhan v:

sc thang tin
t 1én server

2: Yéu cBu vio phéng ngBu nhign

3. Ldy céc
théng tin hién tai elia nhn vat

4. Ly cdc théing tin hién tai
clia nhéin vt dua 1én server

6: Hatiphang

5: Kiém tra
6 phéng khéng

7: Hign thi théng bdo
hét phang

9: D3 dua cjic thdng tin

ciia nhan v.

t [&n server

Hinh 27 So dé tuan tw Tim phong (Tim nhanh)
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3

niit Vo' trong danh sdch phéng !

Tim phéng dau (Vao nhanh)
= =n

1: Nhdn vao

2: Yéu céu vio phiing 8 chon 3 Ly che

théng tin hién tai clia nhan vat

4. Ly céc thong tin hién tai
clia nhén vit dufa lén server

5: Kiém tra
phbng tdn tai

7: Hién thi théng bdo [P G g Nl e
8: D3 hién thi théng bdo hée tén tal H H
bt ton tai

9: D dua ciic théng tin

cua nhin vat lén server

: <
11: D8 chuyén sang 120 Chuyén sang giao dién Phong dd |
giao dién Phéng d3u H

Hinh 28 So' d6 tuan tir Tim phong (Vao nhanh)
2.2.3.9. Chitc niing Bit diu tran dau
a. Pic ta chire niing
Tac nhan: Nguoi dung.
M6 ta chire ning: Chirc ning "Bt dau tran ddu" cho phép nguoi choi khoi
dau tran du sau khi da sin sang trong phong dau.

Céc hoat dong trong chirc ning:

1. Kiém tra sin sang: Hé thong s& kiém tra xem di du s6 lwong nguoi choi

¢o trong phong hay chua.

2. Bit dau tran dau: Sau khi da du sb lugng ngudi trong phong, ngudi chi

phong sé& c6 thé bat dau tran dau.

3. Chuyén sang man hinh tran ddu: Hé thdng s& chuyén tat ca ngudi choi

sang man hinh tran dau dé bat dau thyc hién cac nhiém vu va hoat dong
trong tran dau.

Tién diéu kién: Phong do6 phai du s luong ngudi choi.

Yéu céu dic biét: Chi nguoi chu phong méi cd thé bat dau tran dau.

Hau diéu kién: Tran dau bat dau va tit ca nguoi choi dugc chuyén sang man

hinh tran d4u dé tham gia vao tran dau.
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b. Biéu dd Usecase

<cgxtendss>

Bét didu trin diu

Mgudi ding <<extendss>

Hinh 29 Usecase Bt dau tran dau
c. So do tuan ty

Bat dau tran dau
Mguti dung
i — m server

1: Nhn vio nit Bat ddu trdn du ¢

H H
i '
' 2 Yeu chu bit 3y win ddu ! 3 Dua tit cd ngudi chai trong phong |
; Bl bien o cang gao ditn Tean asu i B6ng bé vdi
H H _.e""| tdtcd cac ngudi choi khac
H i 4:D4 chuyén t3t ca nguis chai

sang giao dién Tran ddu

& D chuyén sang B: Chuyén sang giao dién Trin d&u

giao dién Trdn ddu

Hinh 30 So @6 tuan tu Bét dau tran dau

2.2.3.10. C4c chire niing trong Tran diu
a. Pic ta chirc ning
Tac nhan: Nguoi dung.
M6 ta chire ning: Chirc ning "Tran ddu" cho phép hai ngudi choi tham gia
Va0 mot tran dau, st dung cac ky ning, di chuyén, sir dung phép bé tro va cap

nhat cac chi s ma ho da chon tir ngoc.
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Cac hoat dong trong chirc niing:

1.

Sir dung ky ning: Nguoi choi co thé sir dung cac ky ning dugc gan cho

nhan vat caa minh dé tin céng hozic phong thu.

. Di chuyén: Nguoi choi c¢6 thé di chuyén nhan vat caa minh trong khéng

gian tran ddu dé tranh cac don tin cdng hodc tim co hoi tan cong.

Sir dung phép bd tro: Nguoi choi co thé sir dung cac phép b trg da chon
dé cai thién hiéu suét caa nhan vt trong tran dau.

Cap nhat cac chi sb tir ngec: Cac chi s6 ma nguoi choi da cai dit tir ngoc
s& dugc cap nhat va anh hudng dén hiéu suit caa nhan vat trong tran dau.
Sir dung chire ning tir cai dat: Cac chirc ning dwoc cai dat nhu an tén
ngudi choi, 4n sat thuong, va cac thiét 1ap khéc s& dugc ap dung trong tran
dau.

Hién thi FPS, Ping, thoi gian tran dau: Thong tin vé FPS (khung hinh
mdi gidy), Ping (d6 tré mang) va thoi gian tran diu s& duoc hién thi dé

ngudi choi ¢6 thé theo ddi va danh gia hiéu sut tran dau.

. Két thic tran ddu: Néu mot trong hai ngudi choi hét mau truéce, ho sé thua

va tran d4u s& két thuc. Ngudi thua s& duoc chuyén vé lai man hinh chinh

dé chon tran dau mai hozc thuc hién cac hoat dong khéc.

Tién diéu kién: Hai nguoi choi da sin sang va bét dau tran dau.

Yéu ciu dic biét: Khong co.

Hau diéu kién: Tran dau két thiic va nguoi choi dugc chuyén vé lai man hinh
chinh.
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b. Biéu d6 Usecase

Tao phéng diu

M

woertendss

Bat ddu trén diu i -ccextendss - -

Mgudi ding -:-:exr.elnds:-b

W

Tim phong ddu

Hinh 31 Usecase Trdn dau
C. So do tuan ty

Cac chic ndng Trén dau

— m
i ; :

MNgusi ding

1: Sirdung céc chifc ndng
6 trong Trén déu

H H
H H H
H H
‘ 2 Yéu chu xdrf s kidn da chon ) H
1 e . H
i ] 3. Xur i su kign ma g3 chon H Déng bi vdi
! ! _.-=""| titca cdcngudi chai khdc
H H -
H H
| |

4: D %\ sy kign

: i< 5: Cap nhit giao dién sau khi il |
i 5 D8 clip nndt giso dién sou khi xifly : :

Hinh 32 So dé tudn tw Céc chite nang trong tran ddu
2.2.3.11. Chikc niing Nhin tin
a. bac ta chirc nang

Tac nhén: Nguoi dung.
Mb ta chire ning: Chirc ning "Nhin tin" cho phép nguoi choi giao tiép Véi
nhau trong tran dau hozc trong sanh dau.
Cac hoat dong trong chirc niing:
1. Giri tin nhan: Ngudi choi ¢ thé giri tin nhan vin ban cho ngudi choi khac

trong cling mot tran dau hozc sanh dau.
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2. Nhan tin nhin: Nguoi choi s& nhan va hién thi cac tin nhan tir nguoi choi
khéc trong cling mét tran dau hoic sanh dau.

Tién diéu kién: Nguoi choi di tham gia vao tran ddu hoic sanh dau.

Yéu ciu dic bigt: Khéng co.

Hau diéu kién: Tin nhin da duoc gui va nhan thanh cong, gép phan tao ra

mot moi truong giao tiép tich cuc va thoai mai cho ngudi choi.

b. Biéu d6 Usecase

<<extendss> w<extendss>

=<axtendss>>

Bét ddu trin diu - - - cextendss - - - -

Mgudi diing

w<extends>>

Hinh 33 Usecase Nhan tin

c. So dd tuan tu

Ngudi diing

— m sener

1: Nhép tin nhdn mudn gli
v nhdn gdi & phin tin nhin

‘ 2: Yéu chu gl tin nhin

. 3. Truyén tin nhdn
‘ dén tit cA ngubi chai

1
H Déng bd vdi
et | tdtca cac ngudi chai khac
4: D3 glfi tin nhan
1
|

5: Cép nhat giao dién tin nhin = SRR eyl e
sau khi cd tin nhdn mdi :

6: D3 cip nhit giao dién tinnhdn |

Hinh 34 So d6 tuan tie nhdn tin
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2.2.4. Thiét ké H¢ thong
2.2.4.1. Thiét ké Giao dién
a. Ngbn ngir thiét ké
Ngdn ngir thiét ké Ul cia Unity cha yéu 1a ngdn ngix C# (C Sharp), mét ngdn ngit
lap trinh dugc st dung rong réi trong viéc phat trién tro choi va tng dung trén nén
tang Unity. Tuy nhién, khi thiét ké Ul trong Unity, chdng ta thuong khdng phai
viét ma tir ddu ma thay vao d6 st dung Editor cuia Unity dé kéo va tha cac phan
tir Ul va thiét 1ap cac thudc tinh can thiét. Unity cung cip mét s thanh phan Ul
duoc xay dung sin nhu Button, Text, Image, Slider, va nhiéu thanh phan khéc,
gilp viéc thiét ké U trg nén dé dang hon.
Dé tao ra cac tuong tac va chirc nang cho UI, c6 thé sir dung ma C# dé xur Iy cac
su kién nhu nhan nat, kéo tha, hodc nhap lidu tir ngudi dung. Unity cung cp cac
ham va su kién sén c6 dé cd thé két nbi cac hanh dong Ul véi ma caa minh.
Vi duy, dé xur Iy sy kién khi nguoi ding nhan vao mot ndt trong Ul, ¢6 thé sir dung
cac su kién nhu onClick hoac sir dung cac phuong thic cta Unity nhu
Button.onClick.AddListener() dé thém hanh dong vao nut do.
Dudi day 1a mot vi du don gian vé cach xir ly su kién nhan nit trong Unity bang
C#:

using UnityEngine;
using UnityEngine.UI;

public class ButtonHandler : MonoBehaviour

{
// Reference to the button

public Button myButton;

void Start()

{
// Add listener for button click event
myButton.onClick.AddListener(OnClick);

¥

// Function to handle button click
void OnClick()
{

Debug.Log("Button Clicked!");
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// Add your desired functionality here

Bang 1 Vi du vé Unity
b. Phong cach thiét ké

WibuPixel dugc thiét thiét theo phong cach Pixel. Phong cach thiét ké Pixel la
mot lya chon tuyét voi cho tro choi, mang lai mot cam giac retro, doc dao va goi
nhé nhiing ky niém vé thoi ky game 8-bit va 16-bit. Vi phong cach nay, cac do
hoa s& duoc tao ra bang cach st dung cac hinh anh pixelated, c6 ¢ phan giai thap,
tao nén mot dién mao ¢ dién va day cam xdc.

Cac wu diém cia phong cach thiét ké Pixel bao gom:

e Su doc dao: Pixel art mang lai su khac biét va doc dao cho tro choi, gitip no
ndi bat gitra cac twa game khac.

e Goi nhé ky iic: Phong cach nay thuong goi nhd vé nhiing ky niém tudi tho
V6i cac tro choi ¢ dién, tao ra mot lién két tinh than véi nguoi choi.

e Tinh nhe nhang: Cac hinh anh pixel thudng ¢6 kich thuéc nhé va don gian,
gilp giam thiéu tai trong dd hoa trén hé théng va téi wu hoa hiéu suat tro
choi.

e D& dang tao ra: Pixel art khong doi hoi cac ki nang dd hoa cao cip, nén né
c6 thé duoc tao ra mot cach d& dang bai cac nha phét trién doc 1ap hoic cac
nhom phat trién nho.

Vi su két hop ciia phong cach thiét ké Pixel va gameplay hap dan, WibuPixel s&

¢ suc hut dac biét va tao ra mot trai nghiém doc déo va tha vi cho ngudi choi.

2.2.4.2. Thiét ké Co sé dir ligu
Trong qua trinh phat trién tro choi, viée luu trit dir liéu 12 mot phan quan trong dé
dam bao trai nghiém nguoi choi dugc cai thién va on dinh. Tuy nhién, voi
WibuPixel, khdng cé qué nhiéu truong dit liéu can luu trit, va do d6 khong can
thiét ké mot co so dit liéu phic tap. Thay vao d6, WibuPixel c6 thé tan dung tinh

linh hoat va tién ich cua Player Prefs trong Unity.
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Player Prefs 12 mot co ché don gian dé luu trix va truy cap cac cap key-value véi
s6 luong dit liéu nho. Véi tinh linh hoat va don gian ndy, c6 thé luu trit cac thdng
tin quan trong nhu cai dat nguoi choi, tién trinh ciia ho trong tro choi va cac thong
tin tly chinh khac ma khong can phai trién khai mot hé théng luu tri dit liéu phirc
tap.

Bing cach sir dung Player Prefs, c6 thé tiét kiém thoi gian va cong sic trong viéc
xay dung va duy tri mot co so dit liéu lon, déng thoi van dam bao rang dir lidu
ctia ngudi choi duge luu trit mot cach an toan va hiéu qua. Piéu nay ciing gitip
tap trung hon vao viéc phét trién cac tinh ning va ndi dung cua tro choi ma khong
phai lo ling vé van d8 luu tri dit liéu.

Vi vay, trong WibuPixel, da sir dung Player Prefs dé luu trit cac thong tin can thiét
ctia ngudi choi mot cach tién loi va hiéu qua, déng thoi t6i wu hoa qué trinh phat

trién va duy tri tro choi.
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CHUONG 3. XAY DUNG PHAN MEM

3.1. Céu trac dy &n

~ WIBUPIXEL
» @ Animations
» B Font
> B Images
» IF Music
» @ Photon
~ [@ Prefab
» B Champs
> B Gem
» I Hitbox
» B KeyBoard
» I Spellicon
~ Resources
> I SkillLuffy
> I SkillMaruto
» I SkillzonGoku
» B SpellGame
» A Spellicon
» I Thumbnail
~ [ Scenes
« ComputerLobby.unity
& Game.unity
€ Loading.unity
€ Menwunity
€€ SoloLobby.unity
& TeamLobby.unity
~ [ Scripts
» I Bar
» B Champs
> I Desk
> B Gem
» B LobbyManager
> I PropertiesChamps
» IR Settings
» B Spell
> I Tag
» B Settings
~ @@ Textesh Pro
» I} Documentation
> IR Fonts
> Resources
» IR Shaders
> B Sprites

Hinh 35 Cdu trdc du an



Ch thich noi dung cac thu muc:
- Animations: Thu muc chia cac tép tin hoat hinh, bao gom cac animation

clips duoc sir dung trong tro choi.

- Font: Thu muc chira c4c tép tin font chit dwoc sir dung dé hién thi vin ban
trong tro choi.

- Images: Thu muc chira cac tép tin hinh anh dwgc sir dung trong tro choi, bao
gom céc hinh anh nén, hinh anh nhan vat, va cac hinh anh khéc lién quan.

- Music: Thu muc chira cac tép tin &m nhac va nhac nén dugc sir dung trong
tro choi.

- Photon: Thu myc chira cac tép tin va tai nguyén lién quan dén viéc tich hop
va st dung Photon, mot nén tang dich vu mang da nén tang cho trd choi.

- Prefab: Thu muc chia cac Prefab, 1a cac ddi tuong da duoc thiét ké truse
Va c0 thé tai sir dung trong trd choi.

- Resources: Thu muyc nay thuong chira cac tai nguyén khong thay doi va
dugc st dung trong trd choi, nhung khong duoc tai vao bd nhé khi khoi
dong.

- Scripts: Thu muc chira c&c tép tin ma ngudn (scripts) cua tro choi, bao gdm
cac tap lénh duoc viét bang ngdn ngir 1ap trinh nhu C# dé didu khién céc
hanh vi va chuirc néng trong tro choi.

- Settings: Thu muc chira CAc tép tin cai dat va cau hinh ciia tro choi, bao gdbm
c4c tlly chon vé 4m thanh, d6 hoa, diéu khién va céc thiét 1ap khac.

- TextMesh Pro: Thu muc chtra c&c tép tin va tai nguyén lién quan dén viéc
sir dung TextMesh Pro, mét cdng cu manh mé cho viéc hién thi viin ban trong

tro choi véi nhiéu tly chon dinh dang va hiéu tng.

3.2. Cac man hinh chire niing Commented [NTM10]: Da suy nghi dé dang lén céc cira

hang chua? Uu diém? Khuyét diém

3.2.1. Website ciia Game
, Commepted [PT11R10]: Game cua em‘la game trén PC,
Vi trd choi khong dwoc phat hanh trén bat ky cira hang nao nhw App Store, CH chi ¢6 thé choi dugc trén PC vi can ¢6 nhicu thao téc khong
) thuan tién cho viéc choi trén dién thoai, nén khong thé up 1én
App Store va Ch Play dugc. Con trén Steam thi phi dé up Ién
d6 kha cao ~2tr/1 game va Steam kiém duyét rét cao. Vai lai
. R i Z . iz .. . 2 1 phan em lam Game nay chu yéu 1a dé hoc k¥ nang lam
guan trong. Trang web nay khéng chi cung cap mot noi dé ngudi choi tim hiéu vé game online, lam game dé giai trf chir khong c6 nhu cu kiém
tién tir Game nay nén em s& khong up 1én cac cira hang.

Play hay Steam, viéc c6 mot trang web riéng dé truy cap va tai tro choi la cuc ky

{ Commented [PT12R10]:
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tro choi va tai xudng, ma con 1a mot co hoi dé tao ra su hién dién truc tuyén cho
du an.

Website game wibupixel.online s& khéng chi 1a noi dé nguoi choi tai tro choi

xudng, ma con la mot trung tdm truy cap thdng tin va cong dong cho tro choi.

Hinh 36 wibupixel.online
Sau khi tai game xudng s& ¢ cac thu muc ciia game nhu hinh. Dé bit diu game,
chon tép WibuPixel.exe va chay tép.

Name . Date modified Type

File folder

Hinh 37 File Game sau khi tai vé

3.2.1. Két ndi véi server

Sau khi khoi dong tép, game sé truc tiép két ndi ngudi choi 1én server cuia game.

51


https://wibupixel.online/

DANG TAI.

Hinh 38 Giao di¢n Loading
3.2.2. Trang cha
Khi két ndi voi server thanh cong, ngudi choi s& duoc dwa dén giao dién Trang
chu cua game. Vi game duoc ldy y twong 1a mot cau chuyén cac nhan vt trong

manga nén giao dién cua game s& xoay quanh chii dé 1 quyén séch.

Hinh 39 Giao di¢n sau khi Loading thanh cong

Sau khi quyén sach mé ra s& chuyén sang giao dién trang chu.
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M3: 5751534528 s
Chu phdng: best Vao‘
Phéng Ban 1/2

M&: 8531554371 .
Chti phong: best Va'o'
Phong Ban 1/2

Hinh 40 Giao di¢n Trang chu
Giai thich chire niang cé trong giao dién

e Tén cia ngwoi choi

Tatca

| g
1 - L

M&: 5751534528 .
Chi phong: best VaO‘
Phong Bon 12

M&: 8531554371 .
Chi phong: best V‘u"
Phong Ban 172

Hinh 41 Giao dién tén nhan vat

Khu vuc ndy s& hién thi tén ciia nhan vat, nhu trong hinh chung ta c6 thé thay tén

cuia nguoi choi 1a “test”. Néu ho khdng thich tén nay nira ¢ thé nhan vao biéu

twong @ “BUt chi” bén canh dé déi tén nhan vat. [ commented (NTM133: Chup i con )
) \ ) [Commented [PT14R13]: Ba thém icon ]
e Doi tén nhan vat | commented [PT15R13]: )
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Hinh 42 Giao dién dsi tén nhan vat

e Thong tin nhan vat

- ———

M&: 5751534528
Chli phong: best Vdo‘
Phong 8an 1/2

M3&: 8531554371 5e
Chi phong: best Vd@
Phang Ban 172

Hinh 43 Giao di¢n thong tin nhan vat

Khu vuc nay sé& hién thi thong tin hién tai ciia nhan vat nhu 1a ky nang, chi sé cia

nhan vat, phép bd trg, ...
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e Danh sach phong diu

M&: 5751534528 2
Chl phong: best Va’o‘
Phong Bdn /2

M&: 8531554371 s
Cht phong: best Va'o‘
Phong Ban i/2

Hinh 44 Giao dién danh sach phong
Khu vuc ndy s& chua cac phong dau hién dang ton tai trong server. Nguoi choi
¢6 thé tim kiém phong nhanhh bing céc cach
- Tat ca: Tat ca cac phong
- Solo: Chi tim phong 1vsl
- Team: Chi tim phong 2vs2

e Tao, tim phong dau

Ma: 5751534528 :
Chl phong: best Vac’
Phong 8dn /2

M&: 8531554371 .
Chu phong: best Va‘o“
Phang Ban 1/2

Hinh 45 Giao dién chirc nang Tao, Tim phong
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Khu vuc nay sé hién thi c&c chirc nang tim phong va tao phong.

Khi nhan vao button cé biéu tugng “‘Kinh Iﬂp}’. Giao dién s& hién thi 1én mot

Pon: Ché do 1vsl

Pbi: Ché d¢ 2vs2

May: Ché do luyén tap

Kinh 1Gp: Tim phong d4u biang ma phong

o [ Commented [NTM16]: Chyp hinh icon

Form giup ngudi dung nhap méa phong.

X
Nhap ma phong...

Vio phorg

Hinh 46 Giao di¢n Tim phong theo ma
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3.2.3. Chon nhan vat

Gomu Gomu no Mi
Tt glan hét 8s.
SRS

Lo
thuiing k€ bép

Gomu Gomu no Rifle
)} H&1egay
L o B wody né, Sau 85 i
e 2 oty e G 5y 88 5

Gomu Gomu no Bazooka
HE: 10 gdy Mana 150

5 :
) nuenh mE ghy 168 séb thuangud 88y 63 thi raxa.

Gomu Gomu no Gatling Gun
B M 1Sghy Mana 302
Sgay

L g
308 535 bhudng brong 15 9y

Gear Third
] 181208y
\ 1

by 209 5db thudng

Hinh 47 Giao di¢n Chon nhan vat

O trang bén trai, khi ngudi ding muén d6i nhan vat c6 thé click vao button “trai”

hoic “phai” dé déi nhan vat mudn choi.

O trang bén phai hién thi théng tin k§ nang hién tai caa nhan vat, bao gém: tén ky

ning, md ta vé ky ning, thoi gian hdi chiéu, lwong ning luong tiéu thu va biéu

tuong cua k¥ nang.

3.2.4. Chon phép bé tro

Triple Jump

Bonkdt Lidu  Khibméu  Sab bhuong
chudn

. z Y
Hoi mau 108 gidy
HEi 28% mau b8| da.

Hinh 48 Giao di¢n chon phép bé tro
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O trang bén phai s& hién thi cac thdng tin vé tat ca phép bd trg, bao gom: tén phép
bé trg, mo ta vé phép bd trg, thoi gian hdi chiéu va biéu turong cua phép b tro.
Ngudi ding muén chon phép bd tro nao chi can nhan vao biéu twong caa phép bd
tro do.

3.2.5. Chon ngoc

e

=

@
@

.
7

Y

@
e
=3

Q
ol
o
3

=X
(7
p
O
3
Q
ju]
0
[}

Céng +625 Hib mau: +0%

Thix +625 Gidn hdi méu. +87
Héu +5@ T8c 85 di chuyén: +0
H&i mdu +8/5 Khang hiéu Ung: +8
Mana: +258 Nuyén gidp: +8

H3i nana +8/s T8o 66 danh +07%
Bao kich: +@57% Gian hi chidu; +@%
Bao thudng +82 B&L 8dng: +8%

Né +852

®
®

w
7]
&
“K
u]
[

Hinh 49 Giao di¢n Chon ngoc
O trang bén tréi s& hién thi cac loai ngoc ma ngudi ding da chon va tong sb chi
s6 s& cong vao cho nhan vat cua ngudi choi.
O trang bén phai s& hién thi cac loai ngoc ma nguoi choi c¢6 thé chon. Ngudi dung
mudn chon loai ngoc nao chi can nhan vao biéu tugng cua loai ngoc d6. Nguoi

duing chi c6 thé chon tdi da 6 loai ngoc.
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3.2.6. Cai dat

i3 Qua brai
B6 phan giai 1920 x 1980 "
- ¥ Qua phai

Toan man hinh n fin bén Nhdy

- . . o, . i Rai

An chi s& An bén budng a '

K{ ndng 1

fin 56 bhuo! fin kin nhé : »
n sa ng U In Cin nhan KH nang 2

Nhac nén K§ ndng 3

Kg nang 4

. Higu ung

Phép b8 trg
Giohg néi

Iﬂnnninlnnn

NGi bai

T&n cong

Hinh 50 Giao di¢n Cai dat

- O trang bién trai s& hién thi cac chtic ning cua ché do cai dat. Bao gom:
Do phan giai: Cho phép nguoi choi chon do phéan giai man hinh phi hop
vai thiét bi cua ho.

- Toan man hinh: Cho phép chuyén dbi giita ché do toan man hinh va ché
dd cira s.

- An tén nguoi choi: TOy chon 4n tén ciia ngudi choi trén man hinh.

- An tén nhan vat: Ty chon an tén cta nhan vt trén man hinh.

- An sat thwong: TUy chon an hiéu ing sb sat thwong gay ra khi trong tréan.

- Antin nhin: Tt giao dién tin nhin trong game.

- Nhac nén: Cho phép nguoi choi diéu chinh 4m luong ciia nhac nén.

- Nhac hiéu &ng: Cho phép ngudi choi diéu chinh 4m lugng ciia nhac hiéu
rng trong game.

- Nhac gigng no6i: Cho phép nguoi choi didu chinh 4m lwong cua nhac giong
noi trong game.

O trang bén phai s& hién thj chtrc nang cho d6i phim. Cho phép ngudi choi tiry

chinh phim di chuyén dé di chuyén nhan vat trong tran dau.

59



3.2.7. Théng tin game

Hinh 51 Giao di¢n thong tin Game
Giao dién nay sé& hién thi thdng tin cua game nhu 1 tén game, tic gia, cac bo
Anime, Manga dugc st dung trong game.
3.2.8. Phong diu

SANH BAU

BATDAV |

Hinh 52 Gaio di¢n phong dau
Sau khi tao phong hoic tim phong, nguoi choi s& dugc chuyén sang giao dién
Phong dau.
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O giira man hinh sg tai ra cac nhan vat da vao phong.
Go6c trén bén phai s& hién thi thong tin ma phong, s6 ngudi choi hién tai dang c6
trong phong va mot nit “Copy” cho phép nguoi dung sao chép ma phong hién tai
dé c6 thé thuan tién chia s& ma phong cho ngudi choi khac.
Goc dudi bén tréi s& 1a chirc ning tin nhén, truyén tai ndi dung ma minh mudn
nhin gui dén ddi tha cua ho.
Goc dudi bén phai sé& 1a chirc ning vao tran dau va thoat phong.

3.2.9. Tran déu

Ping 47ms  FPS: 6@

Phong bhi: 63
81 pau: /s
i§i mana: 1/s

doh; 1057

)
S
o ot
-

Hé bhing Trin diu 63 dugo bis adut

Hinh 53 Giao di¢n Tran dau

Day la giao dién khi vao trong tran dau. Nhan vat ciia nguoi choi va déi thu cua
ho s& xuét hién.
Gac trén sé hién thi cac thong tin hién tai ctia game nhu FPS, Ping, thoi gian tran
dau. Dong thoi hién thi cac thdng tin cia nguoi choi va ddi thi nhu 1a Thanh mau,
ning luong, cac chi s cua nhan vat.
Goc dudi ¢ gitta s€ hién thi cic k§ nang ctia nhadn ma ma ngudi dung da chon.
Nguoi ding ¢6 thé xem théng tin chi tiét cua ky nang bang céch di chuyén chut
vao biéu tuong cua ki ning do.
Tuong ty nhu giao dién Phong ddu. Goc dudi bén trai s& la chirc ning tin nhan,
truyén tai noi dung ma minh mudn nhén giri dén ddi thia cia ho.
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Goc dudi bén trai s€ la chic nang cai dat cia game.

Ping 43ms  FPS: 6@

]

Bad

Né: 057

B84k adng

Narubo

Hinh 54 Giao di¢n si- dung ky nang trong Trdn ddu

3.2.10. Cai ait trong Game

" Céng 1863
Phong bhi: 63
Héindu 1/5
Héi mana: 144 ¥ -
B30 Kok 1857
Baa bhuong: 1084

Todnninhinh [l Antén B thecnin ———D Né: 05%

HUb nu: 8%
e P P im b6 ndu. 0%
fin ohi fin bién budny a——@gD Glén BB
in ohi 56 (] s @ Hiéu Ung : 8
finsstthuang () Antinnnin @) Gongnél aE———mb |

\v ™l = -

88 phan gial

Hé bhng Trdn diu 83 dugo b

etmp

Hinh 55 Giao di¢n Cai ddt trong trdn dau
Tuong ty nhu phén cai dat ¢ Trang chu, phén cai dat trong Tran dau cling tuong

tu nhu trong Trang chu.
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3.2.11. Két thic tran diu
Sau khi mét trong 2 ngudi choi hét mau thi giao dién “Ban Chién Thiang” va “Ban
ba Thua” s& hién thi twong ng.
Nhén vao nit Thoat d quay tré lai Trang cha.

y Cing 1823
Phang thi: 63

4 Shding:Trn o8 83 dugo bl aft

Ping: G4ms  FPS: 6@

b théing: Trn 85 5 ugo bio dfur

Hinh 57 Giao di¢n Ban Da Thua
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CHUONG 4. KET LUAN
4.1. Két qua dat dwoc
Trong qua trinh phat trién va hoan thién, dy an da dat dugc nhitng thanh tyu dang
ké. Dudi ddy 1a nhitng diém ndi bat vé thanh tyu cia dy an:
Chit lwgng téng thé: Game da dat dugc mot mirc d6 chit luong 6n dinh va tét.
Tir giao dién nguoi ding (UI) dén trai nghiém ngudi choi (UX), tir 4m thanh dén
hiéu suat hoat dong, moi khia canh déu dwoc cham chut va cai thién.
Giao dién va trai nghiém nguoi choi: UI/UX duoc thiét ké ti mi va linh hoat,
tao ra trai nghiém thi vi va dé dang cho nguoi choi. Tinh tuwong tac va kha ning
diéu hudng trong game da duogc cai thién, gitip nguoi choi tham gia va tan huong
trd choi mot cach thoai mai.
Hiéu suit va tdi wu hoa: Hiéu suét cua tro choi duoc t6i wu hoa, dam bao trai
nghiém choi muot ma va khong gap lag. Viéc toi wu hoa nay cai thién trai nghiém
nguoi choi trén nhiéu loai thiét bi.
Website Game: Viéc phat trién va trién khai trang web riéng cho tro choi da tao
ra mot kénh quang ba va phan phéi hiéu qua. Website cung cap nén tang dé ngudi
choi tim hiéu va tai tro choi, dong thoi tao ra sy hién dién truc tuyén cho duy an,
thu hit sw chd y tir cong ddng game thu.
Tom lai, dy an da dat dwoc nhitng két qua tich cuc va dang tu hao. Su nd luc va
cam két trong qué trinh phat trién da mang lai mot trd choi tt va mot nén tang
phan phdi dang tin cdy. Dy &n ndy c6 tiém ning phat trién va thu hit nguoi choi
trong tuong lai.
4.2. Han ché con ton dong
Mic du dd dat duoc nhiing thanh tyu déng ké, nhung du an van con mot s6 han
ché can dugc giai quyét:

- Chua c6 trén nhiéu nén tang: Hién tai, game chua c6 mat trén cac cira

hang game phé bién nhu CH Play, Steam, hoic itch.io, diéu nay gigi han

kha ning tiép can cia ngudi choi.
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L&i trong qua trinh choi: Do thoi gian kiém thir c6 han, van cd thé ton tai
nhiing 15i hoidc vin dé trong qué trinh choi ma chua duoc phét hién hoic
xu ly.

Tinh niing chua hoan thién: Mot sb tinh ning nhu nang cp ki ning, kha
ning vao lai phong sau khi mat két ndi, van chua duogc trién khai hoan
chinh, can phai tiép tuc phat trién va hoan thién.

Thiéu phwong tién kiém doanh thu: Hién tai chua c6 phuong tién nao dé
kiém doanh thu tir tro choi, diéu ndy c6 thé anh hudéng dén kha ning duy
tri va phat trién cua du &n.

B40 mat chwra cao: Database luu trit & local ciia ngudi choi 6 thé tao ra

rai ro bao mat, can phai xem xét va cai thién.

4.3. Hwéng phat trién trong twong lai

Trong tuong lai, dé ndm bit co hoi va dbi mat véi thach thuc, du n c6 thé phét

trién theo cac huéng sau:

Mé rong nén tang: Day manh viéc phat trién trén nhidu nén tang khac
nhau nhu CH Play, Steam, i0S, va web dé ting kha ning tiép can va thu
hut da dang ngudi choi.

Kiém thir va cai thién: Danh thoi gian va nguon luc dé kiém thir ky ludng
hon, sira chira cac I18i va téi uu hoa trai nghiém ngudi choi, tir d6 nang cao
chat luong tong thé cua trd choi.

Hoan thién tinh niing: Tiép tuc phat trién va hoan thién cac tinh ning chua
duoc trién khai hoan chinh nhu nang c4p ki ning, kha ning vao lai phong
sau khi mat két néi, dé cung cap trai nghiém choi game day du va muot ma
hon.

Xay dwng md hinh kinh doanh: Tim kiém va phét trién cac phuong tién
kiém doanh thu nhu quang céo trong trd choi, ban vét phim 4o, hoic tich
hop hé thdng tra phi & dam bao su bén viing cua du &n.

Cai thién bao mat: Nghién ctiu va trién khai cac bién phép bao mat hiéu
qua hon dé ¢am bao an toan cho dit liéu ngudi choi va tranh rai ro vé 16

héng bao mat.
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- Tich hep tinh niing mang x4 hoi: Két ndi voi cac nén tang mang xa hoi
dé nguoi choi co thé chia sé trai nghiém, moi ban bé tham gia, va tao ra
mot cong dong choi game sbi dong.

- Lién tuc cap nhat va bao tri: Tiép tuc cap nhat noi dung méi, sta 13i, va
cai thién tinh ning dé duy tri sy hap dan va tao ra nhiing trai nghiém moi
cho nguoi choi.

Bang céach nay, du an c6 thé phét trién va mé rong, thu hit dong dao nguoi choi

va dat dugc thanh cong trong tuong lai.
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TAI LIEU THAM KHAO
1. Unity
https://docs.unity.com/

https://docs.unity3d.com/Manual/index.html

https://docs.unity3d.com/Manual/AssetStore.html

https://docs.unity3d.com/ScriptReference/index.html
2. Photon

https://doc.photonengine.com/pun/current/getting-started/pun-intro

https://doc-api.photonengine.com/en/pun/current/index.html

https://doc-api.photonengine.com/en/pun/current/general.html

3. Dragonball Pixel (old my game)
https://phuthinh.dev/demo _dragonballpixel
4. ChatGPT

https://chat.openai.com/
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https://phuthinh.dev/demo_dragonballpixel
https://chat.openai.com/

PHU LUC
1. File code Loading

Gom céc chirc nang: Két nbi dén server

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.UI;
using Photon.Pun;
using Photon.Realtime;
using UnityEngine.SceneManagement;
public class Loadding : MonoBehaviourPunCallbacks
{
public void Start()
{
PhotonNetwork.ConnectUsingSettings();
}
public override void OnConnectedToMaster()

{

PhotonNetwork.JoinLobby();

}
public override void OnJoinedLobby ()
{

PhotonNetwork.LoadLevel("Menu");
}

Bang 2 File code Loading
2. File code ChampsManager
- Gom céc chic nang:
- Ddi nhan vat

- Chon nhéan vat

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using TMPro;

using Photon.Pun;

using Photon.Realtime;

public class ChampsManager : MonoBehaviour

{

private const string SelectedChampKey = "SelectedChamp";
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public GameObject ChampContainer;
public TextMeshProUGUI _champNameText;

public Transform[] champs;

public Button _nextChampButton;
public Button _previousChampButton;

private int currentChampIndex = 0;

private string[] champNames;

private void Start()

{
champNames = new string[champs.Length];
for (int i = ©; i < champNames.Length; i++)
{

champNames[i] = champs[i].name;

if (PlayerPrefs.HasKey(SelectedChampKey))

{
currentChampIndex = PlayerPrefs.GetInt(SelectedChampKey);
ChooseChamp();

}

else

{
ChooseChamp();

champs = new Transform[ChampContainer.transform.childCount];
for (int i = ©; i < ChampContainer.transform.childCount; i++)
{
champs[i] = ChampContainer.transform.GetChild(i);
champs[i].gameObject.SetActive(i == currentChampIndex);

_nextChampButton.onClick.AddListener(ShowNextChamp);
_previousChampButton.onClick.AddListener(ShowPreviousChamp);

public void ShowNextChamp()

{
champs[currentChampIndex].gameObject.SetActive(false);
currentChampIndex = (currentChampIndex + 1) % champs.Length;
champs[currentChampIndex].gameObject.SetActive(true);
ChooseChamp();

69



public void ShowPreviousChamp()

{
champs[currentChampIndex].gameObject.SetActive(false);
currentChampIndex = (currentChampIndex - 1 + champs.Length) % champs.Length;
champs[currentChampIndex].gameObject.SetActive(true);
ChooseChamp();
}

public void ChooseChamp()
{

int selectedChampIndex = currentChampIndex;

ExitGames.Client.Photon.Hashtable playerProperties = new
ExitGames.Client.Photon.Hashtable();

playerProperties["SelectedChampIndex"] = selectedChampIndex;

playerProperties["SelectedChampName"] = champNames[selectedChampIndex];

PlayerPrefs.SetInt(SelectedChampKey, selectedChampIndex);

PhotonNetwork.LocalPlayer.SetCustomProperties(playerProperties);

_champNameText.text = champNames[selectedChampIndex];

Bang 3 File code ChampsManager
3. File code Menu
Gom céc chirc ning:
- Dat tén cho nhan vat
- Tao phong
- Tim phong
- S&p xép cac phong dang c6 theo danh sach

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using TMPro;

using Photon.Pun;

using Photon.Realtime;

using System.Text;

using System.Ling;

public class Menu : MonoBehaviourPunCallbacks

{

private const string PlayerNameKey = "PlayerName";

public TextMeshProUGUI _playerNameText;
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public Button _editNameButton;

public TMP_InputField _setNameInput;
public Button _applyNameButton;

public Button _closeUiChangeNameButton;
public TextMeshProUGUI _errorNameText;
public GameObject _uiChangeName;

public GameObject _showNameText;

public GameObject _closeNameUI;

public Button _CreateSoloLobbyButton;
public Button _CreateTeamLobbyButton;
public Button _CreateComputerLobbyButton;
public Button _joinRandomLobbySoloButton;
public Button _joinRandomLobbyTeamButton;
public Button _joinNameRoomButton;

public Button _closeUiJoinRoomButton;

public Button _joinLobbyButton;
public GameObject _uiJoinRoom;

public Button _sortAllButton;

public Button _sortSoloButton;

public Button _sortTeamButton;

public TMP_InputField _setIdLobbyInput;
public TextMeshProUGUI _errorJoinNameText;
public TextMeshProUGUI _errorJoinRoomText;

private bool isNameValid = false;

private List<RoomInfo> roomList = new List<RoomInfo>();

public GameObject roomInfoPrefab;

public Transform roomListContent;

private List<GameObject> instantiatedRoomInfos
public GameObject _scrollTop;

public GameObject _scrollBottom;

public Animator animatorTagHome;
public Animator animatorTagUser;
public Animator animatorTagSkill;
public Animator animatorTagSpell;
public Animator animatorTagGem;
public Animator animatorTagSettings;
public Animator animatorTagInstruct;
public Animator animatorCloseBook;
public GameObject[] _changeScene;

public GameObject _uiHome;
public GameObject _uiUser;
public GameObject _uiSkill;
public GameObject _uiSpell;
public GameObject _uiGem;
public GameObject _uiSettings;

= new List<GameObject>();
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public GameObject _uilInstruct;

public GameObject _champ;
public GameObject _skill;

private void Start()

{
UpdateName();

_scrollTop.SetActive(false);
_scrollBottom.SetActive(false);

_applyNameButton.onClick.AddListener(ApplyName);
_CreateSoloLobbyButton.onClick.AddListener(OnCreateSoloLobbyButtonClick);
_CreateTeamLobbyButton.onClick.AddListener(CreateTeamLobbyButton);
_CreateComputerLobbyButton.onClick.AddListener(OnCreateComputerLobbyButtonClick);
_joinRandomLobbySoloButton.onClick.AddListener(JoinSoloLobbyButton);
_joinRandomLobbyTeamButton.onClick.AddListener(JoinTeamLobbyButton);

_joinLobbyButton.onClick.AddListener(JoinLobby);

_joinNameRoomButton.onClick.AddListener(() =>
{

_uiJoinRoom.SetActive(true);
s
_closeUiJoinRoomButton.onClick.AddListener(() =>
{

_uiJoinRoom.SetActive(false);
s
_editNameButton.onClick.AddListener(() =>
{

_uiChangeName.SetActive(true);
s
_closeUiChangeNameButton.onClick.AddListener(() =>
{

_uiChangeName.SetActive(false);

s

_sortAllButton.onClick.AddListener(SortAll);
_sortSoloButton.onClick.AddListener(SortSolo);
_sortTeamButton.onClick.AddListener(SortTeam);

PhotonNetwork.JoinLobby();
PhotonNetwork.AddCallbackTarget(this);
}
private IEnumerator DelayShowChangeName()
{
yield return new WaitForSeconds(3.0f);
_showNameText.SetActive(true);

_uiChangeName.SetActive(true);
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_closeNameUI.SetActive(false);

}
private void UpdateName()
{
if (PlayerPrefs.HasKey(PlayerNameKey))
{
string playerName = PlayerPrefs.GetString(PlayerNameKey);
_setNameInput.text = playerName;
_playerNameText.text = playerName;
ApplyName();
}
else
{
StartCoroutine(DelayShowChangeName());
}
}

private void SortAll()

{
foreach (GameObject roomInfo in instantiatedRoomInfos)
{
roomInfo.SetActive(true);
}
}

private void SortSolo()
{
foreach (GameObject roomInfo in instantiatedRoomInfos)
{
if (roomInfo.transform.GetChild(2).GetComponent<TextMeshProUGUI>().text ==
"Solo Room")

{
roomInfo.SetActive(true);
}
else
{
roomInfo.SetActive(false);
}
}
}
private void SortTeam()
{

foreach (GameObject roomInfo in instantiatedRoomInfos)

{
if (roomInfo.transform.GetChild(2).GetComponent<TextMeshProUGUI>().text ==
"Team Room")

{

roomInfo.SetActive(true);

}

else
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roomInfo.SetActive(false);

}
private void ApplyName()
{
string playerName = _setNameInput.text;
if (playerName.Length > 2)
{
isNameValid = true;
_errorNameText.text = "";
PhotonNetwork.NickName = playerName;
PlayerPrefs.SetString(PlayerNameKey, playerName);
_playerNameText.text = playerName;
_uiChangeName.SetActive(false);
_showNameText.SetActive(false);
_closeNameUI.SetActive(true);
}
else
{
_errorNameText.text = "Tén phdi nhiéu hon 2 ky tu!";
isNameValid = false;

}

private void ChangeScene()

{
animatorCloseBook.SetBool("isClose", true);
animatorTagHome.SetBool("isEnd", true);
animatorTagUser.SetBool("isEnd", true);
animatorTagSkill.SetBool("isEnd", true);
animatorTagSpell.SetBool("isEnd", true);
animatorTagGem.SetBool("isEnd", true);
animatorTagSettings.SetBool("isEnd", true);
animatorTagInstruct.SetBool("isEnd", true);
animatorTagHome.SetBool("isStart", true);
RandomChangeScene();

}

void RandomChangeScene()

{
int random = Random.Range(@, _changeScene.lLength);
_changeScene[random].SetActive(true);

}

private void HiddenAllUI()

{
_uiHome.SetActive(false);
_uiUser.SetActive(false);
_uisSkill.SetActive(false);
_uiSpell.SetActive(false);
_uiGem.SetActive(false);
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_uiSettings.SetActive(false);
_uilInstruct.SetActive(false);
_champ.SetActive(false);
_skill.SetActive(false);

}
private void OnCreateComputerLobbyButtonClick()
{
ChangeScene();
HiddenAllUI();
StartCoroutine(CreateComputerLobbyButton());
}
private IEnumerator CreateComputerLobbyButton()
{

yield return new WaitForSeconds(3.0f);

System.Random random = new System.Random();

int randomValueFront = random.Next(@, 999);

int randomValueBack = random.Next(®, 999);

string timeNow = System.DateTime.Now.ToString("mmss");

string lobbyName = randomValueFront.ToString("D3") + timeNow +
randomValueBack.ToString("D3");

ExitGames.Client.Photon.Hashtable roomProperties = new
ExitGames.Client.Photon.Hashtable { { "Host", PhotonNetwork.NickName } };

RoomOptions roomOptions = new RoomOptions

{
MaxPlayers = 1,
CustomRoomProperties = roomProperties,
CustomRoomPropertiesForLobby = new string[] { "Host" }
¥
PhotonNetwork.CreateRoom(lobbyName, roomOptions);
}
private void OnCreateSoloLobbyButtonClick()
{
ChangeScene();
HiddenAllUI();
StartCoroutine(CreateSoloLobbyButton());
}

private IEnumerator CreateSoloLobbyButton()
{
yield return new WaitForSeconds(3.0f);
System.Random random = new System.Random();
int randomValueFront = random.Next (@, 999);
int randomValueBack = random.Next(@, 999);
string timeNow = System.DateTime.Now.ToString("mmss");
string lobbyName = randomValueFront.ToString("D3") + timeNow +
randomValueBack.ToString("D3");
ExitGames.Client.Photon.Hashtable roomProperties = new
ExitGames.Client.Photon.Hashtable { { "Host", PhotonNetwork.NickName } };
RoomOptions roomOptions = new RoomOptions

{
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MaxPlayers = 2,
CustomRoomProperties = roomProperties,
CustomRoomPropertiesForLobby = new string[] { "Host" }

b

PhotonNetwork.CreateRoom(lobbyName, roomOptions);
}
private void CreateTeamLobbyButton()
{

System.Random random = new System.Random();

int randomValueFront = random.Next(®, 999);
int randomValueBack = random.Next(©, 999);

string timeNow = System.DateTime.Now.ToString("mmss");

string lobbyName = randomValueFront.ToString("D3") + timeNow +
randomValueBack.ToString("D3");

ExitGames.Client.Photon.Hashtable roomProperties = new
ExitGames.Client.Photon.Hashtable { { "Host", PhotonNetwork.NickName } };
RoomOptions roomOptions = new RoomOptions

{
MaxPlayers = 4,
CustomRoomProperties = roomProperties,
CustomRoomPropertiesForLobby = new string[] { "Host" }
b

PhotonNetwork.CreateRoom(lobbyName, roomOptions);

private void JoinSoloLobbyButton()
{

List<RoomInfo> soloRooms = roomList.Where(room => room.MaxPlayers == 2 &&

room.PlayerCount < room.MaxPlayers).TolList();

if (soloRooms.Count > 0)

{
int randomIndex = Random.Range(©, soloRooms.Count);
RoomInfo selectedRoom = soloRooms[randomIndex];
JoinRoom(selectedRoom.Name);
}
else
{
_errorJoinRoomText.text = "Khdéng cé phong Don nao tréng!";
}

private void JoinTeamLobbyButton()

{
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List<RoomInfo> teamRooms = roomList.Where(room => room.MaxPlayers == 4 &&

room.PlayerCount < room.MaxPlayers).TolList();

if (teamRooms.Count > 0)

{
int randomIndex = Random.Range(©@, teamRooms.Count);
RoomInfo selectedRoom = teamRooms[randomIndex];
JoinRoom(selectedRoom.Name);
}
else
{
_errorJoinRoomText.text = "Khdéng cé phong Poi nao trdong!";
}
}
private void JoinLobby()
{
if (!isNamevalid)
return;
string lobbyId = _setIdLobbyInput.text;
if (string.IsNullOrEmpty(lobbyId))
{
_errorJoinNameText.text = "Vui long nhap ma phong!";
return;
}
if (!PhotonNetwork.IsConnectedAndReady)
return;
List<RoomInfo> roomChoose = roomList.Where(room => room.Name == lobbyId &%
room.PlayerCount == room.MaxPlayers).TolList();
if (roomChoose.Count > @)
{
_errorJoinRoomText.text = "Phong da day!";
return;
}
PhotonNetwork.JoinRoom(lobbyId);
}

private void JoinRoom(string roomId)
{
if (!isNamevalid)

return;

string lobbyId = roomId;
if (string.IsNullOrEmpty(lobbyId))
{
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_errorJoinNameText.text = "Vui long nhap ma phong!";
return;

if (!PhotonNetwork.IsConnectedAndReady)

return;
List<RoomInfo> roomChoose = roomList.Where(room => room.Name == lobbyId &&
room.PlayerCount == room.MaxPlayers).ToList();

if (roomChoose.Count > 9)

{
_errorJoinRoomText.text = "Phong da day!";
return;

PhotonNetwork.JoinRoom(lobbyId);

public override void OnJoinedRoom()

{
if (PhotonNetwork.CurrentRoom.MaxPlayers == 1)
{
PhotonNetwork.LoadLevel("ComputerLobby");
}
if (PhotonNetwork.CurrentRoom.MaxPlayers == 2)
{
PhotonNetwork.LoadLevel("SoloLobby");
}
if (PhotonNetwork.CurrentRoom.MaxPlayers == 4)
{
PhotonNetwork.LoadLevel("TeamLobby");
}
}

public override void OnRoomListUpdate(List<RoomInfo> roomList)
{
foreach (RoomInfo room in roomList)
{
bool roomExists = false;
for (int i = @; i < this.roomList.Count; i++)

{
if (this.roomList[i].Name == room.Name)
{
roomExists = true;
this.roomList[i] = room;
break;
}
}
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if (!roomExists && room.PlayerCount > @)

{
this.roomList.Add(room);

}
}
foreach (GameObject roomInfo in instantiatedRoomInfos)
{

Destroy(roomInfo);
}

instantiatedRoomInfos.Clear();

foreach (RoomInfo room in this.roomList)

{
GameObject newRoomInfo = Instantiate(roomInfoPrefab, roomListContent);
newRoomInfo.SetActive(true);

TextMeshProUGUI idLobbyText =
newRoomInfo.GetComponentInChildren<TextMeshProUGUI>();
TextMeshProUGUI nameHostText =
newRoomInfo.transform.GetChild(1).GetComponent<TextMeshProUGUI>();
TextMeshProUGUI typeText =
newRoomInfo.transform.GetChild(2).GetComponent<TextMeshProUGUI>();
TextMeshProUGUI activeText =
newRoomInfo.transform.GetChild(3).GetComponent<TextMeshProUGUI>();

Button joinButton = newRoomInfo.transform.GetChild(4).GetComponent<Button>();

idLobbyText.text = "Ma: " + room.Name;
if (room.MaxPlayers == 2)
{
typeText.text = "Phong bon";
}
else if (room.MaxPlayers == 4)
{
typeText.text = "Phong Doi";
}
else
{
typeText.text = "";
}
if (room.PlayerCount >= room.MaxPlayers)
{
activeText.text = $"{room.PlayerCount}/{room.MaxPlayers}(Max)";
}
else
{
activeText.text = $"{room.PlayerCount}/{room.MaxPlayers}";
}
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if (room.CustomProperties.ContainsKey("Host"))

{

nameHostText.text = "Chd phong: +

room.CustomProperties["Host"].ToString();

}

else

{
nameHostText.text = "Pa bi hdy";
activeText.text = "";

}

joinButton.onClick.AddListener(() => JoinRoom(room.Name));

instantiatedRoomInfos.Add(newRoomInfo);

}
if (roomListContent.childCount > 6)
{
_scrollTop.SetActive(true);
_scrollBottom.SetActive(true);
}
else
{
_scrollTop.SetActive(false);
_scrollBottom.SetActive(false);
}
}
public override void OnLeftRoom()
{
roomList.Clear();
}
private void OnDestroy()
{
PhotonNetwork.RemoveCallbackTarget(this);
}
private void OnEnable()
{
PhotonNetwork.AddCallbackTarget(this);
}
private void OnDisable()
{
PhotonNetwork.RemoveCallbackTarget(this);
}
private bool RoomNameExists(string roomName)
{
foreach (RoomInfo room in roomList)
{
if (room.Name == roomName)
{

return true;
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}

return false;

Bang 4 File code Menu
4. File code Lobby
Gom céc chirc nang:
- Vao tran dau
- Kich ngudi choi khac
- Xac dinh chu phong
- Hién thi nhan vat tuong tmg vai nhan vat ngudi choi da chon

- Nhin tin

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using TMPro;

using Photon.Pun;

using Photon.Realtime;

using System.Text;

using System.Ling;

public class SololLobby : MonoBehaviourPunCallbacks
{
private const string PlayerNameKey = "PlayerName";
private const string SelectedChampKey = "SelectedChamp";
private PhotonView _photonView;
public Button _startButton;
public Button _leaveButton;
public TextMeshProUGUI _playerCountText;
public TextMeshProUGUI _idLobbyText;
public Button _copyIdLobbyButton;
public GameObject[] _playerObjects;
public TextMeshProUGUI[] _playerNameTexts;
public TextMeshProUGUI[] _champNameTexts;
public GameObject[] _champImageObjects;
public GameObject[] _champImagePrefabs;
public Button[] _kickButtons;
public GameObject[] _kickButtonsHostOnly;
public GameObject[] _hostTextsHostOnly;




public TMP_InputField _chatInput;

public Button _chatButton;

public ScrollRect _chatListView;

public Transform _chatlListContent;

public GameObject _contentChatPrefab;

private List<GameObject> _chatMessages = new List<GameObject>();

private Dictionary<Player, string> playerChampMap = new Dictionary<Player, string>();

private bool isHost = false;
private bool isKicked = false;

private void Start()
{

_photonView = GetComponent<PhotonView>();

_idLobbyText.text = PhotonNetwork.CurrentRoom.Name;

_startButton.onClick.AddListener(StartGame);
_copyIdLobbyButton.onClick.AddListener(CopyLobbyId);
_leaveButton.onClick.AddListener(LeavelLobby);
_chatInput.onEndEdit.AddListener(OnChatInputEndEdit);
_chatButton.onClick.AddListener(SendChatMessage);

UpdateName();

InitializePlayerObjects();

PlayerPrefs.SetString("Scene", "SoloLobby");

private void UpdateName()
{
string playerName = PlayerPrefs.GetString(PlayerNameKey);
string newPlayerName = playerName;
if (PlayerNameExists(playerName))
{
newPlayerName += "Z";
PhotonNetwork.NickName = newPlayerName;
}

else

{

PhotonNetwork.NickName = playerName;

private bool PlayerNameExists(string playerName)

{
Player[] players = PhotonNetwork.PlayerlList;
foreach (Player player in players)
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if (player.NickName == playerName && player != PhotonNetwork.LocalPlayer)

{
return true;
}
}
return false;
}
private void Update()
{
if (isKicked)
{
isKicked = false;
StartCoroutine(DelayedSceneChange());
}
}

private void Awake()

{
for (int i = 0; i < _kickButtons.Length; i++)
{
int playerIndex = ij;
_kickButtons[i].onClick.AddListener(() => KickPlayer(playerIndex));
}
}
private void CopylLobbyId()
{
GUIUtility.systemCopyBuffer = PhotonNetwork.CurrentRoom.Name;
}

private void InitializePlayerObjects()

{

isHost = PhotonNetwork.IsMasterClient;

for (int i = @; i < PhotonNetwork.CurrentRoom.PlayerCount; i++)
{
Player player = PhotonNetwork.PlayerList[i];
_playerObjects[i].SetActive(true);
_playerNameTexts[i].text = player.NickName;

if (player.CustomProperties.TryGetValue("SelectedChampName", out object
selectedChampObj) && selectedChampObj is string selectedChampName)

{

_champNameTexts[i].text = selectedChampName;

GameObject champImageObject = _champImageObjects[i];
for (int j = ©; j < _champImagePrefabs.Length; j++)
{
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if (champImageObject.transform.childCount == 0 &&
_champImagePrefabs.Length > j &% _champImagePrefabs[j] != null &&
_champImagePrefabs[j].name == selectedChampName)
{
GameObject instantiatedChampImagePrefab =
Instantiate(_champImagePrefabs[j], champImageObject.transform);
instantiatedChampImagePrefab.transform.SetParent(champImageObject
.transform, false);

}

}

playerChampMap[player] = selectedChampName;
}
else
{

_champNameTexts[i].text = "No Champ";
}

for (int i = PhotonNetwork.CurrentRoom.PlayerCount; i < _playerObjects.Length;

i++)

{
_playerObjects[i].SetActive(false);

}

for (int i = @; i < _kickButtonsHostOnly.Length; i++)

{
_kickButtonsHostOnly[i].SetActive(isHost);
_kickButtonsHostOnly[@].SetActive(false);

}

for (int i = @; i < _hostTextsHostOnly.Length; i++)

{
_hostTextsHostOnly[i].SetActive(false);
_hostTextsHostOnly[@].SetActive(true);

}

UpdateStartButtonState();

UpdatePlayerCountText();

}

private void UpdateStartButtonState()

{
if(PhotonNetwork.CurrentRoom.PlayerCount > 1 && isHost)
_startButton.interactable = true;
else
_startButton.interactable = false;
}

public void StartGame()

{
Player[] players = PhotonNetwork.PlayerlList;
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ExitGames.Client.Photon.Hashtable CustomProperties = new
ExitGames.Client.Photon.Hashtable();

Dictionary<string, ExitGames.Client.Photon.Hashtable> playerData = new
Dictionary<string, ExitGames.Client.Photon.Hashtable>();

for(int i = 0; i < players.Length; i++)
{
Player player = players[i];
ExitGames.Client.Photon.Hashtable playerProperties = new
ExitGames.Client.Photon.Hashtable();
playerProperties["“PlayerName"] = player.NickName;

if (player.CustomProperties.TryGetValue("SelectedChampName", out object
selectedChampObj) && selectedChampObj is string selectedChampName)

{
playerProperties["ChampName"] = selectedChampName;
}
else
{
playerProperties["ChampName"] = "No Champ";
}

playerData[player.NickName] = playerProperties;

CustomProperties["PlayerData"] = playerData;

PhotonNetwork.CurrentRoom.SetCustomProperties(CustomProperties);

PhotonNetwork.CurrentRoom.IsOpen = false;
PhotonNetwork.CurrentRoom.IsVisible = false;

StartCoroutine(DelayedStartGame());

private IEnumerator DelayedStartGame()

{
yield return new WaitForSeconds(2f);
_photonView.RPC("RequestSceneChangeToGame", RpcTarget.All);
}
private IEnumerator DelayedPlayerEnteredRoom()
{
yield return new WaitForSeconds(@.3f);
InitializePlayerObjects();
}

public override void OnPlayerEnteredRoom(Player newPlayer)

{
InitializePlayerObjects();
_photonView.RPC("SendNoticationJoinRoom", RpcTarget.All, newPlayer);
StartCoroutine(DelayedPlayerEnteredRoom());
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public override void OnPlayerLeftRoom(Player otherPlayer)
{
UpdateName();
Player[] players = PhotonNetwork.PlayerList;
if (players.Length > @)
{
Player newHost = players[0];
PhotonNetwork.SetMasterClient(newHost);

ExitGames.Client.Photon.Hashtable CustomProperties = new
ExitGames.Client.Photon.Hashtable();
CustomProperties["Host"] = newHost.NickName;

PhotonNetwork.CurrentRoom.SetCustomProperties(CustomProperties);

for (int i = ©; i < _champImageObjects.Length; i++)

{
GameObject champImageObject = _champImageObjects[i];
for (int j = ©; j < champImageObject.transform.childCount; j++)
{
Destroy(champImageObject.transform.GetChild(j).gameObject);
}
}

for (int i = @; i < PhotonNetwork.CurrentRoom.PlayerCount; i++)

{
Player player = PhotonNetwork.PlayerList[i];
string selectedChampName;

if (player.CustomProperties.TryGetValue("SelectedChampName", out object
selectedChampObj) && selectedChampObj is string)

{
selectedChampName = (string)selectedChampObj;
}
else
{
selectedChampName = "No Champ";
}

GameObject champImageObject = _champImageObjects[i];
for (int j = @; j < _champImagePrefabs.Length; j++)
{
if (_champImagePrefabs[j] != null && _champImagePrefabs[j].name ==
selectedChampName)
{
GameObject instantiatedChampImagePrefab =
Instantiate(_champImagePrefabs[j], champImageObject.transform);
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instantiatedChampImagePrefab.transform.SetParent(champImageObject.tra

nsform, false);

}

_photonView.RPC("SendNoticationLeaveRoom", RpcTarget.All, otherPlayer);
InitializePlayerObjects();

private void UpdatePlayerCountText()
{
int currentPlayerCount = PhotonNetwork.CurrentRoom.PlayerCount;
int maxPlayer = PhotonNetwork.CurrentRoom.MaxPlayers;
_playerCountText.text = $"SG ngudi trong phong:
{currentPlayerCount}/{maxPlayer}";
}

private void LeavelLobby()

{

PhotonNetwork.LeaveRoom();
StartCoroutine(DelayedSceneChange());

private IEnumerator DelayedSceneChange()

{
yield return new WaitForSeconds(1f);
PhotonNetwork.LoadLevel("Menu");
}
[PunRPC]
private void RequestSceneChangeToGame()
{
PhotonNetwork.LoadLevel("Game");
}

public void KickPlayer(int playerIndex)

{
if (playerIndex >= 0 && playerIndex < PhotonNetwork.PlayerList.Length)
{
Player playerToKick = PhotonNetwork.PlayerList[playerIndex];
if (playerToKick != null)
{
if (isHost)
{
_photonView.RPC("KickPlayerRPC", playerToKick);
}
}
}
}
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[PunRPC]
private void KickPlayerRPC()

{
isKicked = true;
PhotonNetwork.LeaveRoom();

private void OnChatInputEndEdit(string text)

{
if (Input.GetKeyDown(KeyCode.Return) || Input.GetKeyDown(KeyCode.KeypadEnter))
{
if (!string.IsNullOrWhiteSpace(text))
{
SendChatMessage();
}
StartCoroutine(SelectChatInputNextFrame());
}
}

private void SendChatMessage()

{
string message = _chatInput.text;
if (!string.IsNullOrWhiteSpace(message))
{

_photonView.RPC("AddChatMessage", RpcTarget.All, message,
PhotonNetwork.LocalPlayer);

_chatInput.text = "";

_chatInput.Select();

[PunRPC]
private void AddChatMessage(string message, Player sendingPlayer)
{
GameObject messageObject = Instantiate(_contentChatPrefab, _chatListContent);
TextMeshProUGUI messageText =
messageObject.GetComponentInChildren<TextMeshProUGUI>();

string playerName = sendingPlayer.NickName;
string champName = "No Champ";
if (playerChampMap.TryGetValue(sendingPlayer, out string selectedChampName))

{
champName = selectedChampName;
}
if (message.Length > 40)
{
message = message.Substring(@, 40) + "...";
}
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messageText.text = $"{playerName} ({champName}): {message}";
_chatMessages.Add(messageObject);

StartCoroutine(DelayedScrollToBottom());

[PunRPC]
private void SendNoticationJoinRoom(Player newPlayer)

{
GameObject messageObject = Instantiate(_contentChatPrefab, _chatListContent);

TextMeshProUGUI messageText =
messageObject.GetComponentInChildren<TextMeshProUGUI>();

Color orangeColor = new Color(l.ef, 0.5f, 0.0f);
messageText.color = orangeColor;

messageText.text = $"Hé théng: {newPlayer.NickName} dd vao phong!!";

_chatMessages.Add(messageObject);

StartCoroutine(DelayedScrollToBottom());

[PunRPC]
private void SendNoticationLeaveRoom(Player ortherPlayer)

{
GameObject messageObject = Instantiate(_contentChatPrefab, _chatListContent);

TextMeshProUGUI messageText =
messageObject.GetComponentInChildren<TextMeshProUGUI>();

Color redColor = new Color(l.ef, @.ef, 0.0f);
messageText.color = redColor;

messageText.text = $"Hé théng: {ortherPlayer.NickName} da r&i phong!!";
_chatMessages.Add(messageObject);

StartCoroutine(DelayedScrollToBottom());

}
private IEnumerator DelayedScrollToBottom()
{
yield return new WaitForSeconds(0.1f);
_chatListView.verticalNormalizedPosition = of;
}

private IEnumerator SelectChatInputNextFrame()

{
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yield return null;

_chatInput.Select();
_chatInput.ActivateInputField();

Bang 5 File code Lobby
5. File code Game
Gom céc chirc nang:
- Parallax Background
- Tao nhan vat twong (thg vao man hinh game
- Pong bo tat ca thao tac cua tat ca cac nguoi choi trén server
- Kiém tra thing thua bang cach kiém tra mau cua ngudi choi bang 0
- LAy tat ca chi s ciia ngudi choi dua 1én server
- L&y FPS, Ping ciia may
- Hién thi thoi gian cua tran dau hién tai
- Cai gat
- Nhantin

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using TMPro;

using Photon.Pun;

using Photon.Realtime;

using System.Text;

using System.Ling;

public class Game : MonoBehaviourPunCallbacks

{
private const string ResolutionIndexKey = "ResolutionIndex";
private const string FullscreenKey = "Fullscreen";
private const string HiddenNameKey = "HiddenName";
private const string HiddenPropertieskKey = "HiddenProperties";
private const string HiddenNameChampKey = "HiddenNameChamp";
private const string HiddenDamageKey = "HiddenDamage";
private const string HiddenChatKey = "HiddenChat";
private const string MusicVolumeKey = "MusicVolume";
private const string SoundVolumeKey = "SoundVolume";

private const string VoiceVolumeKey = "VoiceVolume";




private
public
private
public
public
public
private
private
private
private

private
private
private
private
private
string>();

public
private
GameObject>

private

public
public
public
public
public
private
private
private

private
private
private
private
private
private
private
private
private
private
private
private
private
private
private
private
private

PhotonView _photonView;
static Game Instance;

GameObject localPlayer;
GameObject cameraPosition;
Transform[] backgroundLayers;
float[] parallaxSpeeds;

Transform playerTransform;

Vector3 previousCameraPosition;

int playerInRoom = 0;

bool canZoomCamera = true;

float maxX = 6.1f;
float minX = -6.1f;
float maxy = 1.5f;
float miny = -0.8f;

Dictionary<Player, string> playerChampNames = new Dictionary<Player,

GameObject playerObjectPrefab;
Dictionary<Player, GameObject> playerObjectMap = new Dictionary<Player,

(OF

Vector2[] vector2Player;

TMP_InputField _chatInput;

Button _chatButton;

ScrollRect _chatListView;

Transform _chatListContent;

GameObject _contentChatPrefab;
List<GameObject> _chatMessages = new List<GameObject>();
Dictionary<Player, string> playerChampMap = new Dictionary<Player, string>();
int layerPlayer;

float _damagePlayerol;

float _defensePlayerel;

float _healthMaxPlayero1l;
float _healthPlayerol;

float _healingPlayerel;

float _manaMaxPlayerel;

float _manaPlayerol;

float _restoreManaPlayerol;
float _criticalPlayerol;

float _criticalDamagePlayerol;
float _dodgePlayerel;

float _bloodsuckingPlayerol;
float _reducedHealingPlayerel;
float _speedPlayerel;

float _resistancePlayerol;
float _penetratePlayerol;
float _attackSpeedPlayerol;
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private
private

private
private
private
private
private
private
private
private
private
private
private
private
private
private
private
private
private
private

private

private
private

public
public
public
public
public
public
public
public
public
public
public
public
public
public
public
public
public
public
public

public
public
public
public

float
float

float
float
float
float
float
float
float

_reducedTimePlayerel;

_stunPlayero1l;

_damagePlayero2;
_defensePlayere2;

_healthMaxPlayero2;

_healthPlayero2;
_healingPlayere2;
_manaMaxPlayere2;
_manaPlayero2;

float _restoreManaPlayero2;

float _criticalPlayero2;

float _criticalDamagePlayero2;
float _dodgePlayere2;
float _bloodsuckingPlayere2;

float _reducedHealingPlayere2;

float _speedPlayere2;

float _resistancePlayero2;

float _penetratePlayere2;
float _attackSpeedPlayero2;
float _reducedTimePlayero2;
float _stunPlayero2;

float _hitWaitTimePlayero1l;
float _hitWaitTimePlayero2;

TextMeshProUGUI
TextMeshProUGUI
TextMeshProUGUI
TextMeshProUGUI
TextMeshProUGUI
TextMeshProUGUI
TextMeshProUGUI
TextMeshProUGUI
TextMeshProUGUI
TextMeshProUGUI
TextMeshProUGUI
TextMeshProUGUI
TextMeshProUGUI
TextMeshProUGUI
TextMeshProUGUI
TextMeshProUGUI
TextMeshProUGUI
TextMeshProUGUI
TextMeshProUGUI

TextMeshProUGUI
TextMeshProUGUI
TextMeshProUGUI
TextMeshProUGUI

_damagePlayerolText;
_defensePlayer@lText;
_healthMaxPlayer@lText;
_healthPlayer@lText;
_healingPlayerelText;
_manaMaxPlayer@lText;
_manaPlayer@lText;
_restoreManaPlayer@lText;
_criticalPlayerolText;
_criticalDamagePlayer@lText;
_dodgePlayer@lText;
_bloodsuckingPlayerelText;
_reducedHealingPlayer@lText;
_speedPlayer@lText;
_resistancePlayer@lText;
_penetratePlayer@lText;
_attackSpeedPlayer@lText;
_reducedTimePlayer@lText;
_stunPlayer@lText;

_damagePlayer02Text;
_defensePlayer@2Text;
_healthMaxPlayer@2Text;
_healthPlayere2Text;
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public
public
public
public
public
public
public
public
public
public
public
public
public
public
public

public
public
public
public
public

public
public
public
public
public
public
public
public
public
public
public

TextMeshProUGUI
TextMeshProUGUI
TextMeshProUGUI
TextMeshProUGUI
TextMeshProUGUI
TextMeshProUGUI
TextMeshProUGUI
TextMeshProUGUI
TextMeshProUGUI
TextMeshProUGUI
TextMeshProUGUI
TextMeshProUGUI
TextMeshProUGUI
TextMeshProUGUI
TextMeshProUGUI

_healingPlayer@2Text;
_manaMaxPlayer@2Text;
_manaPlayer@2Text;
_restoreManaPlayer02Text;
_criticalPlayere2Text;
_criticalDamagePlayer@2Text;
_dodgePlayer@2Text;
_bloodsuckingPlayere2Text;
_reducedHealingPlayer@2Text;
_speedPlayer@2Text;
_resistancePlayere2Text;
_penetratePlayer@2Text;
_attackSpeedPlayer@2Text;
_reducedTimePlayer@2Text;
_stunPlayer@2Text;

Button _buttonSettting;
Button _buttonCloseSetting;
Button _buttonSaveSetting;

Button _buttonLeaveRoom;

GameObject _settingPanel;

TMP_Dropdown _dropdownResolution;

Toggle _toggleFullscreen;
Toggle _toggleHiddenName;
Toggle _toggleHiddenProperties;
Toggle _toggleHiddenNameChamp;
Toggle _toggleHiddenDamage;
Toggle _toggleHiddenChat;
Slider _sliderMusic;

Slider _sliderSound;

Slider _sliderVoice;

AudioSource _backgroundMusic;

private Resolution[] _resolutions;

private
private
private
private
private

public
public
public
public

public
public
public

List<GameObject>
List<GameObject>
List<GameObject>
List<GameObject>
List<GameObject>

namePlayerObjects;
nameChampObjects;
dameObjects;
propertiesObjects;
chatObjects;

HealthBar healthBarPlayerol;
DelayedHealthBar healthDelayBarPlayerol;
HealthBar healthBarPlayero2;
DelayedHealthBar healthDelayBarPlayero2;

HealthBar manaBarPlayerol;

DelayedHealthBar manaDelayBarPlayerol;

HealthBar manaBarPlayer92;
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public DelayedHealthBar manaDelayBarPlayere2;
public Image _fillHealthBarPlayerol;

public Image _fillGealthDelayBarPlayerol;
public Image _fillHealthBarPlayero2;

public Image _fillGealthDelayBarPlayer92;

public Image _imageThumbnailPlayerol;
public Image _imageThumbnailPlayer®2;

private TextMeshProUGUI _pingText;
private TextMeshProUGUI _fpsText;
private TextMeshProUGUI _timeText;
private float _timeGame;

private bool _endGame = false;
public Button _buttonLeaveGameWin;
public Button _buttonLeaveGamelLose;
public GameObject _UIWin;

public GameObject _UILose;

public GameObject _dummy;

private AudioSource[] _voiceSound;
private AudioSource[] _effectSound;

private GameObject[] _voiceSoundGameObject;
private GameObject[] _effectSoundGameObject;

private void Awake()

{

Instance = this;

public void SetLocalPlayer(GameObject player)

{
localPlayer = player;

public GameObject GetLocalPlayer()
{

return localPlayer;

void Start()
{

_photonView = GetComponent<PhotonView>();
localPlayer = Game.Instance.GetLocalPlayer();

_chatInput.onEndEdit.AddListener(OnChatInputEndEdit);
_chatButton.onClick.AddListener(SendChatMessage);
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_buttonSettting.onClick.AddListener(ShowSettingPanel);
_buttonCloseSetting.onClick.AddListener(HiddenSettingPanel);

previousCameraPosition = Camera.main.transform.position;

SetNameChamp();

SpawnPlayers();

SendNoticationStartGame();

HiddenNamePlayer();

HiddenNameChamp();

StartCoroutine(HiddenChat());

HiddenProperties();

layerPlayer = LayerMask.NameToLayer("Player");
Physics2D.IgnorelLayerCollision(layerPlayer, layerPlayer);

List<Resolution> validResolutions = new List<Resolution>();
Resolution[] allResolutions = Screen.resolutions;

HashSet<string> uniqueResolutions = new HashSet<string>();

foreach (Resolution res in allResolutions)

{
if (Mathf.Approximately(res.width / (float)res.height, 16f / 9f))
{
string resolutionString = $"{res.width} x {res.height}";
if (luniqueResolutions.Contains(resolutionString))
{
uniqueResolutions.Add(resolutionString);
validResolutions.Add(res);
}
}
}

_resolutions = validResolutions.ToArray();

_dropdownResolution.ClearOptions();
List<string> resolutionOptions = new List<string>();
foreach (Resolution res in validResolutions)
{
resolutionOptions.Add($"{res.width} x {res.height}");

}
_dropdownResolution.AddOptions(resolutionOptions);

LoadSettings();

_sliderMusic.onValueChanged.AddListener((value) => ChangeSliderMusic());
ChangeSliderMusic();

_buttonSaveSetting.onClick.AddListener(SaveSettings);
_buttonLeaveRoom.onClick.AddListener(Leavelobby);

95



_buttonLeaveGameLose.onClick.AddListener(Leavelobby);
_buttonLeaveGameWin.onClick.AddListener(Leavelobby);

_pingText = GameObject.Find("PingText").GetComponent<TextMeshProUGUI>();
_fpsText = GameObject.Find("FPSText").GetComponent<TextMeshProUGUI>();
_timeText = GameObject.Find("TimeText").GetComponent<TextMeshProUGUI>();

StartCoroutine(SetMaxBar());
if(PlayerPrefs.GetString("Scene") == "ComputerLobby")
{
_dummy.SetActive(true);
_imageThumbnailPlayer@2.sprite =
Resources.Load<Sprite>("Thumbnail/ThumbnailDummy");

}

void Update()
{
CameraStartZoom();
StartCoroutine(DelayedCameraFollow());
ParallaxBackground();
UpdateHitTimeWait();
StartCoroutine(MaxHhealthManaPlayer());
HiddenDamage();
_voiceSound = GameObject.FindGameObjectsWithTag("VoiceSound").Select(go =>
go.GetComponent<AudioSource>()).ToArray();
_effectSound = GameObject.FindGameObjectsWithTag("EffectSound").Select(go =>
go.GetComponent<AudioSource>()).ToArray();
_voiceSoundGameObject =
GameObject.FindGameObjectsWithTag("VoiceSound").ToArray();
_effectSoundGameObject =
GameObject.FindGameObjectsWithTag("EffectSound").ToArray();
_voiceSound.TolList().ForEach(sound => sound.volume = _sliderVoice.value);
_effectSound.ToList().ForEach(sound => sound.volume = _sliderSound.value);

IEnumerator MaxHhealthManaPlayer()

{

yield return new WaitForSeconds(5.0f);

if(_healthPlayer@l >= _healthMaxPlayerel)

{

_healthPlayerel = _healthMaxPlayero1l;
}
if(_healthPlayere2 >= _healthMaxPlayere2)
{

_healthPlayere2 = _healthMaxPlayere2;
}

if(_healthPlayerel <= 9)
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_healthPlayerol = 0;
if(PlayerPrefs.GetString("Scene") != "ComputerLobby")
{

_endGame = true;

if (playerInRoom == )

{
_UILose.SetActive(true);
}
if (playerInRoom == 1)
{
_UIWin.SetActive(true);
}
}
}
if(_healthPlayere2 <= 0)
{
_healthPlayere2 = 0;
if(PlayerPrefs.GetString("Scene") != "ComputerLobby")
{
_endGame = true;
if (playerInRoom == @)
{
_UIWin.SetActive(true);
}
if (playerInRoom == 1)
{
_UILose.SetActive(true);
}
}
}
if(_manaPlayer@l >= _manaMaxPlayerel)
{
_manaPlayer@l = _manaMaxPlayero1l;
}
if(_manaPlayer@2 >= _manaMaxPlayer®@2)
{
_manaPlayer@2 = _manaMaxPlayere2;
}
if(_manaPlayer@l <= 0 && !_endGame)
{
_manaPlayerol = 0;
}
if(_manaPlayer@2 <= 0 & !_endGame)
{

_manaPlayer02 = 0;




void FixedUpdate()

{
Configuration();
}
void Configuration()
{
float ping = PhotonNetwork.GetPing();
_pingText.text = "Ping: " + ping.ToString() + "ms";
float fps = 1.0f / Time.deltaTime;
_fpsText.text = "FPS: " + fps.ToString("#i##, ##H#. #");
_timeGame += Time.deltaTime;
int minutes = Mathf.FloorToInt(_timeGame / 606F);
int seconds = Mathf.FloorToInt(_timeGame - minutes * 60);
string niceTime = string.Format("{0:0}:{1:00}", minutes, seconds);
_timeText.text = "Time: " + niceTime;
}

void ShowSettingPanel()
{

_settingPanel.SetActive(true);

void HiddenSettingPanel()

{
_settingPanel.SetActive(false);

void LoadSettings()

{
int resolutionIndex = PlayerPrefs.GetInt(ResolutionIndexKey);
_dropdownResolution.value = resolutionIndex;
_toggleFullscreen.isOn = PlayerPrefs.GetInt(FullscreenKey, 1) == 1;
_toggleHiddenName.isOn = PlayerPrefs.GetInt(HiddenNameKey) == 1;
_toggleHiddenProperties.isOn = PlayerPrefs.GetInt(HiddenPropertiesKey) == 1;
_toggleHiddenNameChamp.isOn = PlayerPrefs.GetInt(HiddenNameChampKey) == 1;
_toggleHiddenDamage.isOn = PlayerPrefs.GetInt(HiddenDamageKey) == 1;
_toggleHiddenChat.isOn = PlayerPrefs.GetInt(HiddenChatKey) == 1;
_sliderMusic.value = PlayerPrefs.GetFloat(MusicVolumeKey, ©.3f);
_sliderSound.value = PlayerPrefs.GetFloat(SoundVolumeKey, ©.5f);
_sliderVoice.value = PlayerPrefs.GetFloat(VoiceVolumeKey, ©.5f);
_backgroundMusic.volume = PlayerPrefs.GetFloat(MusicVolumeKey);

SetResolution(resolutionIndex);

void SetResolution(int resolutionIndex)

{

if (resolutionIndex >= @ && resolutionIndex < _resolutions.Length)

{

98



Resolution selectedResolution = _resolutions[resolutionIndex];
Screen.SetResolution(selectedResolution.width, selectedResolution.height,
_toggleFullscreen.isOn);

}

}

void ChangeSliderMusic()

{
_backgroundMusic.volume = _sliderMusic.value;

}

void SaveSettings()

{
PlayerPrefs.SetInt("ResolutionIndex”, _dropdownResolution.value);
PlayerPrefs.SetInt("Fullscreen", _toggleFullscreen.isOn ? 1 : 9);
PlayerPrefs.SetInt("HiddenName", _toggleHiddenName.isOn ? 1 : 9);
PlayerPrefs.SetInt("HiddenProperties"”, _toggleHiddenProperties.isOn ? 1 : 9);
PlayerPrefs.SetInt("HiddenNameChamp", _toggleHiddenNameChamp.isOn ? 1 : 0);
PlayerPrefs.SetInt("HiddenDamage", _toggleHiddenDamage.isOn ? 1 : 0);
PlayerPrefs.SetInt("HiddenChat", _toggleHiddenChat.isOn ? 1 : 9);
PlayerPrefs.SetFloat("MusicVolume", _sliderMusic.value);
PlayerPrefs.SetFloat("SoundVolume", _sliderSound.value);
PlayerPrefs.SetFloat("VoiceVolume", _sliderVoice.value);
_voiceSound.ToList().ForEach(sound => sound.volume = _sliderVoice.value);
_effectSound.ToList().ForEach(sound => sound.volume = _sliderSound.value);
PlayerPrefs.Save();
LoadSettings();
HiddenNamePlayer();
HiddenNameChamp();
HiddenProperties();
StartCoroutine(HiddenChat());
HiddenSettingPanel();

}

void HiddenNamePlayer()

{
if (namePlayerObjects == null)

{
namePlayerObjects = new

List<GameObject>(GameObject.FindGameObjectsWithTag("NamePlayer™));
}

bool hiddenName = PlayerPrefs.GetInt(HiddenNameKey, 0) == 1;
foreach (GameObject go in namePlayerObjects)

{
go.SetActive(!hiddenName);
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void HiddenNameChamp()

{
if (nameChampObjects == null)

{
nameChampObjects = new
List<GameObject>(GameObject.FindGameObjectsWithTag("NameChamp"));

}

bool hiddenNameChamp = PlayerPrefs.GetInt(HiddenNameChampKey, 0) == 1;

foreach (GameObject go in nameChampObjects)

{
go.SetActive(!hiddenNameChamp);

void HiddenDamage()
{
if (dameObjects == null)
{
dameObjects = new
List<GameObject>(GameObject.FindGameObjectsWithTag("DameValue"));
}

bool hiddenDameObjects = PlayerPrefs.GetInt(HiddenDamageKey, 0) == 1;

foreach (GameObject go in dameObjects)

{
go.SetActive(!hiddenDameObjects);

void HiddenProperties()
{
if (propertiesObjects == null)
{
propertiesObjects = new
List<GameObject>(GameObject.FindGameObjectsWithTag("Properties™"));
}

bool hiddenProperties = PlayerPrefs.GetInt(HiddenPropertiesKey, 0) == 1;
foreach (GameObject go in propertiesObjects)

{
go.SetActive(!hiddenProperties);
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IEnumerator HiddenChat()
{
yield return new WaitForSeconds(1.0f);
if (chatObjects == null)
{
chatObjects = new
List<GameObject>(GameObject.FindGameObjectsWithTag("Chat"));
}

bool hiddenChat = PlayerPrefs.GetInt(HiddenChatKey, 0) == 1;

foreach (GameObject go in chatObjects)

{
go.SetActive(!hiddenChat);

private void ParallaxBackground()
{
Vector3 playerDelta = Camera.main.transform.position - previousCameraPosition;
for (int i = @; i < backgroundLayers.Length; i++)
{
float parallaxX =+ playerDelta.x * parallaxSpeeds[i] * Time.deltaTime;
float parallaxY =+ playerDelta.y * parallaxSpeeds[i] * Time.deltaTime;

Vector3 backgroundTargetPosition = backgroundLayers[i].position + new
Vector3(parallaxX, parallaxY, of);

backgroundLayers[i].position = Vector3.Lerp(backgroundLayers[i].position,
backgroundTargetPosition, Time.deltaTime);

¥

previousCameraPosition = Camera.main.transform.position;

private void CameraStartZoom()
{
if (!canZoomCamera)

return;

if(Camera.main.orthographicSize >= 5.0f)
{
Camera.main.orthographicSize -= 1.0f * Time.deltaTime;
if (playerInRoom == )
{
if(cameraPosition.transform.position.x > minX)
cameraPosition.transform.position = new
Vector3(cameraPosition.transform.position.x - (2.0f * Time.deltaTime),
cameraPosition.transform.position.y, cameraPosition.transform.position.z);
}
if (playerInRoom == 1)
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if(cameraPosition.transform.position.x < maxX)
cameraPosition.transform.position = new
Vector3(cameraPosition.transform.position.x + (2.0f * Time.deltaTime),
cameraPosition.transform.position.y, cameraPosition.transform.position.z);
}
if(cameraPosition.transform.position.y > minY)
cameraPosition.transform.position = new
Vector3(cameraPosition.transform.position.x, cameraPosition.transform.position.y - (1.0f

* Time.deltaTime), cameraPosition.transform.position.z);

}

else

{
canZoomCamera = false;
Camera.main.orthographicSize = 5.0f;
return;

}

private IEnumerator DelayedCameraFollow()
{
yield return new WaitForSeconds(4.0f);
if (localPlayer != null)
{
Vector3 targetPosition = new Vector3(localPlayer.transform.position.x,
localPlayer.transform.position.y, Camera.main.transform.position.z);
Camera.main.transform.position = Vector3.Lerp(Camera.main.transform.position,
targetPosition, 3.0f * Time.deltaTime);
}
if (cameraPosition.transform.position.x > maxX)
{
cameraPosition.transform.position = new Vector3(maxX,
cameraPosition.transform.position.y, cameraPosition.transform.position.z);
}
if (cameraPosition.transform.position.x < minX)
{
cameraPosition.transform.position = new Vector3(minX,
cameraPosition.transform.position.y, cameraPosition.transform.position.z);

}

if (cameraPosition.transform.position.y > maxy)
cameraPosition.transform.position = new
Vector3(cameraPosition.transform.position.x, maxY, cameraPosition.transform.position.z);

}

if (cameraPosition.transform.position.y < minY)

{

cameraPosition.transform.position = new
Vector3(cameraPosition.transform.position.x, minY, cameraPosition.transform.position.z);

}
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private void SetNameChamp()
{
Player[] players = PhotonNetwork.PlayerList;
for (int i = @; i < players.Length; i++)
{
Player player = players[i];
ExitGames.Client.Photon.Hashtable CustomProperties =
PhotonNetwork.CurrentRoom.CustomProperties;
if (CustomProperties.ContainsKey("PlayerData"))
{
foreach (var key in ((Dictionary<string,
ExitGames.Client.Photon.Hashtable>)CustomProperties["PlayerData"]).Keys)
{

ExitGames.Client.Photon.Hashtable playerData =
(ExitGames.Client.Photon.Hashtable)((Dictionary<string,
ExitGames.Client.Photon.Hashtable>)CustomProperties["PlayerData"])[key];

if (playerData["PlayerName"].ToString() == player.NickName)

{

playerChampMap[player] = playerData["ChampName"].ToString();
playerChampNames[player] = playerData["ChampName"].ToString();

private void SpawnPlayers()

{
vector2Player = new Vector2[4];
vector2Player[@] = new Vector2(-6, -4);
vector2Player[1] = new Vector2(6, -4);
vector2Player[2] = new Vector2(-10, -4);
vector2Player[3] = new Vector2(10, -4);

Player[] players = PhotonNetwork.PlayerList;
for (int i = @; i < players.Length; i++)
{

Player player = players[i];

if (player.Equals(PhotonNetwork.LocalPlayer))
{

Vector2 spawnPosition = vector2Player[i];

GameObject playerObject =
PhotonNetwork.Instantiate(playerChampNames[player] + "Prefab", spawnPosition,
Quaternion.identity);

Game.Instance.SetLocalPlayer(playerObject);
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playerTransform = Game.Instance.GetLocalPlayer().transform;
playerObjectMap[player] = playerObject;

if (i %2 ==0)

{

playerObject.transform.localScale = new Vector2(l, 1);
}
else
{

playerObject.transform.localScale = new Vector2(-1, 1);
}

photonView.RPC("SetPlayerTag", RpcTarget.AllBuffered,
playerObject.GetPhotonView().ViewID, "Player@" + (i + 1).ToString());

photonView.RPC("SetThumbnail”, RpcTarget.All, i,
playerChampNames[player]);

playerInRoom = i;

}
else
{
if(i == 0)
{
_fillHealthBarPlayer@l.color = new Color32(255, @, @, 255);
_fillGealthDelayBarPlayer@l.color = new Color32(255, 100, 0, 255);
}
else
{
_fillHealthBarPlayer©2.color = new Color32(255, @, 0, 255);
_fillGealthDelayBarPlayer@2.color = new Color32(255, 100, 0, 255);
}
}
}
}
[PunRPC]
private void SetThumbnail(int idPlayer, string nameChamp)
{

if(idPlayer == 0)
_imageThumbnailPlayer@l.sprite = Resources.Load<Sprite>("Thumbnail/Thumbnail®
+ nameChamp) ;
else
_imageThumbnailPlayer@2.sprite = Resources.Load<Sprite>("Thumbnail/Thumbnail®
+ nameChamp) ;

}

[PunRPC]
private void SetPlayerTag(int viewID, string tag)
{

GameObject playerObject = PhotonView.Find(viewID).gameObject;
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playerObject.tag = tag;

public override void OnPlayerLeftRoom(Player otherPlayer)

{

_photonView.RPC("SendNoticationLeaveRoom", RpcTarget.All, otherPlayer);

private void OnChatInputEndEdit(string text)

{
if (Input.GetKeyDown(KeyCode.Return) || Input.GetKeyDown(KeyCode.KeypadEnter))
{
if (!string.IsNullOrWhiteSpace(text))
{
SendChatMessage();
}
StartCoroutine(SelectChatInputNextFrame());
}
}

private void SendChatMessage()

{
string message = _chatInput.text;
if (!string.IsNullOrWhiteSpace(message))
{

_photonView.RPC("AddChatMessage", RpcTarget.All, message,
PhotonNetwork.LocalPlayer);

_chatInput.text = "";

_chatInput.Select();

[PunRPC]
private void AddChatMessage(string message, Player sendingPlayer)
{
GameObject messageObject = Instantiate(_contentChatPrefab, _chatListContent);
TextMeshProUGUI messageText =
messageObject.GetComponentInChildren<TextMeshProUGUI>();

string playerName = sendingPlayer.NickName;

string champName = "No Champ";

if (playerChampMap.TryGetValue(sendingPlayer, out string selectedChampName))
{

champName = selectedChampName;

if (message.Length > 40)
{

message = message.Substring(@, 40) + "...";
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// Color whiteColor = new Color(l.0f, 1.0f, 1.0f);
// messageText.color = whiteColor;

messageText.text = $"{playerName} ({champName}): {message}";
_chatMessages.Add(messageObject);

StartCoroutine(DelayedScrollToBottom());

private void SendNoticationStartGame()

{
GameObject messageObject = Instantiate(_contentChatPrefab, _chatListContent);

TextMeshProUGUI messageText =
messageObject.GetComponentInChildren<TextMeshProUGUI>();

Color orangeColor = new Color(©.227451f, ©.4470588f, 0.3372549f);
messageText.color = orangeColor;

messageText.text = $"Hé théng: Tran dau da dugc bat dau!!";

_chatMessages.Add(messageObject);

StartCoroutine(DelayedScrollToBottom());

[PunRPC]
private void SendNoticationLeaveRoom(Player ortherPlayer)

{
GameObject messageObject = Instantiate(_contentChatPrefab, _chatListContent);

TextMeshProUGUI messageText =
messageObject.GetComponentInChildren<TextMeshProUGUI>();

Color redColor = new Color(l.0f, @.0f, 0.0f);

messageText.color = redColor;
messageText.text = $"Hé théng: {ortherPlayer.NickName} da r&i phong!!";
_chatMessages.Add(messageObject);

StartCoroutine(DelayedScrollToBottom());

}
private IEnumerator DelayedScrollToBottom()
{
yield return new WaitForSeconds(0.1f);
_chatListView.verticalNormalizedPosition = of;
}
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private IEnumerator SelectChatInputNextFrame()

{
yield return null;
_chatInput.Select();
_chatInput.ActivateInputField();

}

private void LeavelLobby()

{
PhotonNetwork.LeaveRoom();
StartCoroutine(DelayedSceneChange());

}

private IEnumerator DelayedSceneChange()

{
yield return new WaitForSeconds(1f);
PhotonNetwork.LoadLevel("Menu");

}

[PunRPC]

public void UpdatePropertiesPlayer@l(float damage, float defense, float healthMax
,float health, float healing, float manaMax, float mana, float restoreMana, float
critical, float criticalDamage, float dodge, float bloodsucking, float reducedHealing,
float speed, float resistance, float penetrate, float attackSpeed, float reducedTime,
float stun)
{

_damagePlayer@l = damage;

_defensePlayer@l = defense;

_healthMaxPlayer@l = healthMax;

_healthPlayer@l = health;

_healingPlayer@l = healing;

_manaMaxPlayer@l = manaMax;

_manaPlayer@l = mana;

_restoreManaPlayer@l = restoreMana;

_criticalPlayer@l = critical;

_criticalDamagePlayer@l = criticalDamage;

_dodgePlayerel = dodge;

_bloodsuckingPlayer@l = bloodsucking;

_reducedHealingPlayer@l = reducedHealing;

_speedPlayer@l = speed;

_resistancePlayer@l = resistance;

_penetratePlayer@l = penetrate;

_attackSpeedPlayer@l = attackSpeed;

_reducedTimePlayer@l = reducedTime;

_stunPlayer@l = stun;

[PunRPC]
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public void UpdatePropertiesPlayer02(float damage, float defense, float healthMax
,float health, float healing, float manaMax, float mana, float restoreMana, float
critical, float criticalDamage, float dodge, float bloodsucking, float reducedHealing,
float speed, float resistance, float penetrate, float attackSpeed, float reducedTime,
float stun)
{

_damagePlayer92 = damage;

_defensePlayer02 = defense;

_healthMaxPlayer02 = healthMax;

_healthPlayer@2 = health;

_healingPlayer@2 = healing;

_manaMaxPlayer@2 = manaMax;

_manaPlayer@2 = mana;

_restoreManaPlayer@2 = restoreMana;

_criticalPlayer@2 = critical;

_criticalDamagePlayer@2 = criticalDamage;

_dodgePlayer@2 = dodge;

_bloodsuckingPlayer@2 = bloodsucking;

_reducedHealingPlayer@2 = reducedHealing;

_speedPlayer@2 = speed;

_resistancePlayer@2 = resistance;

_penetratePlayer02 = penetrate;

_attackSpeedPlayer92 = attackSpeed;

_reducedTimePlayer02 = reducedTime;

_stunPlayer@2 = stun;

public IEnumerator TakePropertiesPlayer@l(float damage, float defense, float
healthMax ,float health, float healing, float manaMax, float mana, float restoreMana,
float critical, float criticalDamage, float dodge, float bloodsucking, float
reducedHealing, float speed, float resistance, float penetrate, float attackSpeed, float
reducedTime, float stun)
{
yield return new WaitForSeconds(1.0f);
_photonView.RPC("UpdatePropertiesPlayer@l”, RpcTarget.All, damage, defense,
healthMax, health, healing, manaMax, mana, restoreMana, critical, criticalDamage, dodge,
bloodsucking, reducedHealing, speed, resistance, penetrate, attackSpeed, reducedTime,
stun);

}

public IEnumerator TakePropertiesPlayer@2(float damage, float defense, float
healthMax ,float health, float healing, float manaMax, float mana, float restoreMana,
float critical, float criticalDamage, float dodge, float bloodsucking, float
reducedHealing, float speed, float resistance, float penetrate, float attackSpeed, float
reducedTime, float stun)
{
yield return new WaitForSeconds(l.0f);
_photonView.RPC("UpdatePropertiesPlayere2", RpcTarget.All, damage, defense,

healthMax, health, healing, manaMax, mana, restoreMana, critical, criticalDamage, dodge,
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bloodsucking, reducedHealing, speed, resistance, penetrate, attackSpeed, reducedTime,
stun);

}

[PunRPC]
public void SetPropertiesPlayerol()
{
_damagePlayer@lText.text = GetFormattedAttributeText("Cong", _damagePlayerel);
_defensePlayer@lText.text = GetFormattedAttributeText("Phong thd",
_defensePlayerol);
_healthMaxPlayer@lText.text = _healthMaxPlayer@l.ToString("###,###");
_healthPlayer@lText.text = _healthPlayer@l.ToString("#i##, ###");
_healingPlayer@lText.text = GetFormattedAttributeText("H6i mau",
_healingPlayerel) + "/s";
_manaMaxPlayer@lText.text = _manaMaxPlayer@l.ToString("###, ###");
_manaPlayer@lText.text = _manaPlayer®l.ToString("##i#,###");
_restoreManaPlayer@lText.text = GetFormattedAttributeText("H6i mana",
_restoreManaPlayer@ol) + "/s";
_criticalPlayer@lText.text = GetFormattedAttributeText("Bao kich",
_criticalPlayerol) + "%";
_criticalDamagePlayer@lText.text = GetFormattedAttributeText("Bao thuong",
_criticalDamagePlayer0l) + "%";
_dodgePlayer@lText.text = GetFormattedAttributeText("Né", _dodgePlayer0l) + "%";
_bloodsuckingPlayer@lText.text = GetFormattedAttributeText("Hut mau",
_bloodsuckingPlayerol) + "%";
_reducedHealingPlayer@lText.text = GetFormattedAttributeText("Giam hoi mau",
_reducedHealingPlayer@l) + "%";
_speedPlayer@lText.text = GetFormattedAttributeText("Téc dd", _speedPlayerel);
_resistancePlayer@lText.text = GetFormattedAttributeText("Khang hiéu (ng",
_resistancePlayerel);
_penetratePlayer@lText.text = GetFormattedAttributeText("Xuyén gidp",
_penetratePlayerel);
_attackSpeedPlayer@lText.text = GetFormattedAttributeText("Téc danh",
_attackSpeedPlayerol) + "%";
_reducedTimePlayer@lText.text = GetFormattedAttributeText("Gidm hdi chiéu",
_reducedTimePlayerol) + "%";
_stunPlayer@lText.text = GetFormattedAttributeText("Bat dong", _stunPlayerel) +

o/,
o5

healthDelayBarPlayer@l.SetHealth(_healthPlayerol);

manaDelayBarPlayer@l.SetHealth(_manaPlayerol);

healthBarPlayerol.SetMaxHealth(_healthMaxPlayerel);
healthBarPlayerol.SetHealth(_healthPlayerol);

manaBarPlayere@l.SetMaxHealth(_manaMaxPlayerol);
manaBarPlayer@l.SetHealth(_manaPlayerol);
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[PunRPC]
public void SetPropertiesPlayer02()

{
_damagePlayer@2Text.text = GetFormattedAttributeText("Cong", _damagePlayero2);
_defensePlayer@2Text.text = GetFormattedAttributeText("Phong thu",
_defensePlayero2);
_healthMaxPlayer@2Text.text = _healthMaxPlayer@2.ToString("##i#, ###");
_healthPlayer@2Text.text = _healthPlayer02.ToString("###, ###");

_healingPlayer@2Text.text = GetFormattedAttributeText("Ho6i mau",
_healingPlayere2) + "/s";

_manaMaxPlayer@2Text.text = _manaMaxPlayer@2.ToString( "###, ###");

_manaPlayer@2Text.text = _manaPlayer®2.ToString("#i##,###");

_restoreManaPlayer@2Text.text = GetFormattedAttributeText("H6i mana",
_restoreManaPlayer2) + "/s";

_criticalPlayer@2Text.text = GetFormattedAttributeText("Bao kich",
_criticalPlayere2) + "%";

_criticalDamagePlayer@2Text.text = GetFormattedAttributeText("Bao thuong",
_criticalDamagePlayere2) + "%";

_dodgePlayer@2Text.text = GetFormattedAttributeText("Né", _dodgePlayer@2) + "%";

_bloodsuckingPlayer@2Text.text = GetFormattedAttributeText("Hut mau",
_bloodsuckingPlayere2) + "%";

_reducedHealingPlayer@2Text.text = GetFormattedAttributeText("Giam hoi mau",
_reducedHealingPlayer02) + "%";

_speedPlayer@2Text.text = GetFormattedAttributeText("Téc dd", _speedPlayere2);

_resistancePlayer@2Text.text = GetFormattedAttributeText("Khang hiéu @ng",
_resistancePlayere2);

_penetratePlayer@2Text.text = GetFormattedAttributeText("Xuyén gidp",
_penetratePlayere2);

_attackSpeedPlayer@2Text.text = GetFormattedAttributeText("Téc danh",
_attackSpeedPlayer02) + "%";

_reducedTimePlayer@2Text.text = GetFormattedAttributeText("Gidm hoi chiéu",
_reducedTimePlayer02) + "%";

_stunPlayer@2Text.text = GetFormattedAttributeText("Bat dong", _stunPlayer@2) +

o/,
o 5

healthDelayBarPlayer@2.SetHealth(_healthPlayere2);
manaDelayBarPlayer@2.SetHealth(_manaPlayere2);

healthBarPlayer@2.SetMaxHealth(_healthMaxPlayere2);
healthBarPlayer@2.SetHealth(_healthPlayere2);

manaBarPlayere@2.SetMaxHealth(_manaMaxPlayere2);
manaBarPlayer@2.SetHealth(_manaPlayero2);

private IEnumerator SetMaxBar()

{
yield return new WaitForSeconds(4.0f);
healthDelayBarPlayer@l.SetMaxHealth(_healthMaxPlayer@l);
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healthDelayBarPlayer02.SetMaxHealth(_healthMaxPlayero2);

manaDelayBarPlayer@l.SetMaxHealth(_manaMaxPlayerol);
manaDelayBarPlayer@2.SetMaxHealth(_manaMaxPlayer02);

private string GetFormattedAttributeText(string attributeName, float attributevalue)

{
if(attributevalue == 9)

{
return attributeName + ": " + 0;
}
else if(attributevValue < 1 && attributeValue > 9)
{
return attributeName + ": " + "@" + attributeValue.ToString("#it#, ###.#");
}
else
{
return attributeName + ": " + attributeValue.ToString("##i#, #i##.#");
}

public IEnumerator UpdatePropertiesPlayer(string tag)

{
yield return new WaitForSeconds(1.5f);
if (tag == "Playerol")
{
_photonView.RPC("SetPropertiesPlayer@l”, RpcTarget.All);
}
else if (tag == "Playere2")
{
_photonView.RPC("SetPropertiesPlayer02", RpcTarget.All);
}
}

public float GetDamagePlayer@l()
{

return _damagePlayero1l;

public float GetDefensePlayer@l()

{
return _defensePlayerol;
}
public float GetHealthMaxPlayero1l()
{
return _healthMaxPlayerol;
}
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public float GetHealthPlayer@l()

{
return _healthPlayero1l;

public float GetHealingPlayer@l()

{
return _healingPlayerol;

}
public float GetManaMaxPlayer@l()

{

return _manaMaxPlayerol;

public float GetManaPlayer01l()
{

return _manaPlayere1l;

public float GetRestoreManaPlayer@l()
{

return _restoreManaPlayerel;

public float GetCriticalPlayero1()
{

return _criticalPlayerol;

public float GetCriticalDamagePlayero1()
{

return _criticalDamagePlayerol;

public float GetDodgePlayer01()
{

return _dodgePlayerel;

public float GetBloodsuckingPlayerel()
{

return _bloodsuckingPlayerol;

public float GetReducedHealingPlayero1()
{

return _reducedHealingPlayerol;

public float GetSpeedPlayer91()
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return _speedPlayerel;

public float GetResistancePlayer@l()
{

return _resistancePlayerol;

public float GetPenetratePlayerol()
{

return _penetratePlayerol;

public float GetAttackSpeedPlayerol()

{
return _attackSpeedPlayerel;

public float GetReducedTimePlayer@l1()
{

return _reducedTimePlayerel;

public float GetStunPlayero1l()
{

return _stunPlayerol;

public float GetDamagePlayero2()
{

return _damagePlayero2;

public float GetDefensePlayer02()
{

return _defensePlayero2;

public float GetHealthMaxPlayero2()

{
return _healthMaxPlayere2;

public float GetHealthPlayero2()

{
return _healthPlayero2;

public float GetHealingPlayer02()
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return _healingPlayero2;

public float GetManaMaxPlayer@2()
{

return _manaMaxPlayero2;

}
public float GetManaPlayer02()
{
return _manaPlayer92;
}

public float GetRestoreManaPlayer©2()
{

return _restoreManaPlayere2;

public float GetCriticalPlayer02()
{

return _criticalPlayero2;

public float GetCriticalDamagePlayer02()
{

return _criticalDamagePlayero2;

public float GetDodgePlayer@2()

{
return _dodgePlayere2;

public float GetBloodsuckingPlayer©2()
{

return _bloodsuckingPlayero2;

public float GetReducedHealingPlayer@2()
{

return _reducedHealingPlayero2;

public float GetSpeedPlayer@2()
{

return _speedPlayere2;

public float GetResistancePlayer82()
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return _resistancePlayero2;

public float GetPenetratePlayero2()

{
return _penetratePlayere2;
}
public float GetAttackSpeedPlayer02()
{
return _attackSpeedPlayero2;
}

public float GetReducedTimePlayer®2()
{

return _reducedTimePlayere2;

public float GetStunPlayer02()

{

return _stunPlayere2;
}
[PunRPC]

public void SetDamageHurtPlayer@l(float damage, float hitWaitTime)

{
_healthPlayer@l -= damage;
_hitWaitTimePlayer@l = hitWaitTime;

[PunRPC]
public void SetDamageHurtPlayer@2(float damage, float hitWaitTime)

{
_healthPlayere2 -= damage;
_hitWaitTimePlayer02 = hitWaitTime;

public void TakeDamagePlayer0l(float damage, float hitWaitTime)

{

_photonView.RPC("SetDamageHurtPlayerel", RpcTarget.All, damage, hitWaitTime);
}
public void TakeDamagePlayer02(float damage, float hitWaitTime)
{

_photonView.RPC("SetDamageHurtPlayer02", RpcTarget.All, damage, hitWaitTime);
}
[PunRPC]

public void SetPlusHealthPlayer@l(float health)
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_healthPlayer@l += health;

}
[PunRPC]
public void SetPlusHealthPlayer@2(float health)
{
_healthPlayer@2 += health;
}
public void TakePlusHealthPlayer@l(float health)
{
_photonView.RPC("SetPlusHealthPlayer@l", RpcTarget.All, health);
}

public void TakePlusHealthPlayer@2(float health)

{
_photonView.RPC("SetPlusHealthPlayer02", RpcTarget.All, health);
}
[PunRPC]
public void SetPlusManaPlayer@l(float mana)
{
_manaPlayer@l += mana;
}
[PunRPC]
public void SetPlusManaPlayer@2(float mana)
{
_manaPlayer@2 += mana;
}
public void TakePlusManaPlayer@l(float mana)
{
_photonView.RPC("SetPlusManaPlayer@l", RpcTarget.All, mana);
}

public void TakePlusManaPlayer@2(float mana)

{
_photonView.RPC("SetPlusManaPlayer@2", RpcTarget.All, mana);
}
[PunRPC]
public void SetMinusManaPlayer@l(float mana)
{
_manaPlayer@l -= mana;
}
[PunRPC]

public void SetMinusManaPlayer@2(float mana)
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_manaPlayer@2 -= mana;

public void TakeMinusManaPlayer@l(float mana)

{
_photonView.RPC("SetMinusManaPlayer@l", RpcTarget.All, mana);
}
public void TakeMinusManaPlayer@2(float mana)
{
_photonView.RPC("SetMinusManaPlayer@2", RpcTarget.All, mana);
}
[PunRPC]
public void SetPlusDamPlayeroil(float dam)
{
_damagePlayer0l += dam;
}
[PunRPC]
public void SetPlusDamPlayer@2(float dam)
{
_damagePlayer02 += dam;
}
public void TakePlusDamPlayer@l(float dam)
{
_photonView.RPC("SetPlusDamPlayer@l”, RpcTarget.All, dam);
}
public void TakePlusDamPlayer02(float dam)
{
_photonView.RPC("SetPlusDamPlayer@2", RpcTarget.All, dam);
}

public void UpdateHitTimeWait()

{
_hitWaitTimePlayer@l -= Time.deltaTime;
_hitWaitTimePlayer02 -= Time.deltaTime;
}
public float GetHitTimeWaitPlayer@l1()
{
return _hitWaitTimePlayere1l;
}

public float GetHitTimeWaitPlayere2()
{

return _hitWaitTimePlayero2;
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public bool GetEndGame()

{

return _endGame;

Bang 6 File code Game
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