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Chapter 08: Making 2D Games Easier with TileSet and

TileMap
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_on_host_butt..
on join_butto
add_player
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de3D

var character = preload("res://Character.t
var Port = 5555
var multi_peer = ENetMultiplayerPeer.new()

func _on_host_button_pressed():
multi_peer.create_server(Port)
multiplayer.multiplayer_peer = multi_peer
multiplayer.peer_connected.connect(add_player)
ad ver (multiplayer.ge nique_id())

func _on_join_button_pressed():
multi_peer.create_client("localhost", Port)
multiplayer.multiplayer_peer = multi_peer

func add_player(peer_id):
var player = character.instantiate()
player.name str(peer_id)
add_child(player)
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extends CharacterBody3D

& Character.gd

# Server.gd
const SPEED = 5.0
const JUMP_VELOCITY = 4.5

Character.gd 17
thod @

enter tree S 3 R ¥ EtReTeyn -
av rom the projec ettings ) be synced with

var gravity ProjectSettings.get_setting("ph

ysics/3d/default_gravity")

func _enter_tree():
set_multiplayer_authority(str(name).to_int())

func _physics_process(delta):
if not is_multiplayer_authority(): return

dd Ty

if not is_on_floor():
velocity.y -= gravity % delta
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Microsoft Windows [Version 10.0.19845.2913]
Microsoft Corporation. All rights reserved.

C:\Users\Jeff\Documents\Godot 4 Cookbook Projects\Chapter 1@\Project>"Godot 4 Cookbook
Chapter 1@.exe" --headless

# Character.gd

& Character.tscn
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extends Node2D

func _ready():
var upnp = UPNP.new()
var find_result = upnp.discover()

if find_result == UPNP.UPNP_RESULT_SUCCESS:
if upnp.get_gateway() and upnp.get_gateway().is_valid_gateway():
var map_result_udp = upnp.add_port_mapping(5555, @, "game_udp",

var map_result_tcp = upnp.add_port_mapping(5555, 0, "game_tcp",

if not map_result_udp == UPNP.UPNP_RESULT_SUCCESS:
upnp.add_port_mapping(5555, @, "", "UDP")

if not map_result_tcp == UPNP.UPNP_RESULT_SUCCESS:
upnp.add_port_mapping(5555, @, "", "TCP")

var external_ip = upnp.query_external_address()
upnp.delete_port_mapping(5555, "UDP")
upnp.delete port mappina(5555. "TCP")

>
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