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Abstract: A MMORPG (massively multiplayer online role-playing games) is developed based on Unity 3D. The
character controller, the mouse-value interactive algorithm, the motion strategy and the Al—interactiohb are used to enhance
the game performance. In order to improve the working efficiency of game, thigﬁ paper proposes client resource forecast
and synchronous reading by using coroutine technology. The strategy that uses ‘coroutine technology in forecast reading of
maps can make it possible to have long-time reading running in the .‘”s,pare time of the system. Experimental performance
analysis and experimental results both show that the optimizatibn method proposed can effectively reduce the time
complexity of the program and enhance the efficiency of game runtime.
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if( GetMouseButton( Left )! )
Vector3 pg)s = GetMousePosition( Left ) ;
if( ThePositionOnTheMap( pos ) )

RGNS AE = 4EI Feh 2

{
while( DistanceTo( pos ) !=0)
{
Vector3 step =
NextStepInNavigation(pos) ;
CharacterMove ( step ) ;
SendStepToServer( step ) ;
H
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void Update()

{

m_elapsedTime += Time.deltaTime;
if ( Input.GetMouseButtonDown( 0 ) )

{
Ray ray = Camera.main.ScreenPoint-
ToRay(
Input.mousePosition );
RaycastHit hit;
if ( Physics.Raycast( ray, out hit, 100 ) )
{ v
Entity entity.= hit.collider.
\ ‘ +GetComponent<Entity>();
A if (Tentity )
' {
m_target = 0;
if (!m_animator.IsInAction() )
{
SendMove( hit.point );
H
H
}
H
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