@ Unity:

Fusion BR200 - Unity Game Server
Hosting Integration Documentation

AAA & Production Grade Battle Royale Sample

The BR200 project demonstrates how to create a fully functional multiplayer game using
Photon Fusion and Unity Gaming Services (UGS), including Unity Game Server Hosting

and the Unity Matchmaker.

Before continuing, review these requirements:

e You must have a Unity ID.
e You must have a Photon account and a Photon Fusion 2 Application Id.
e You must use Unity Editor 2022.3.20f1.


https://unity.com/products/multiplay
https://unity.com/products/matchmaker
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@ Unity:
Get started

Download the sample from the Package Manager to get started with the BR200 project.
After downloading the sample project, complete the following steps:

1. Get started with Unity Gaming Services
2. Install the Unity Editor

3. Get started with Photon Fusion

4. Link your Photon Fusion project

Note: Visit Unity Dashboard Support if you need help with any Unity services. Visit Photon
Contact page for help with Photon Fusion.

Get started with Unity Gaming Services

You need a Unity account to access Unity Game Server Hosting and the Unity
Matchmaker. If you don't already have a Unity Gaming Services (UGS) account, see the
UGS Documentation and learn how to get started with UGS.

Install the Unity Editor

To work with the BR200 project, you must use Unity Editor 2022.3.20f1. See Installing
Unity to learn how to install the Unity Editor for your operating system. Use the Archive
section from the Unity Hub:

Install Unity Editor

Archive

Can't find th rsion you're looking for? Visit our ad archive for access to Long-Term Support
and patch re r join our beta program releases.

[/} Beta program webpage



https://docs.google.com/document/u/0/d/1B9KhLt9y0H2roPgF6skzMtxGOwTGPtLgAxnh_du782I/edit
https://dashboard.unity3d.com/dashboard-support
https://www.photonengine.com/contact
https://www.photonengine.com/contact
https://docs.unity.com/ugs-overview/CreatingUnityIDs.html
https://docs.unity.com/ugs-overview
https://docs.unity.com/ugs-overview/GettingStarted.html
https://unity3d.com/unity/whats-new/2022.3.20
https://docs.unity3d.com/Manual/GettingStartedInstallingUnity.html
https://docs.unity3d.com/Manual/GettingStartedInstallingUnity.html

@ Unity:

2. Select the download archive link to go to Unity’s archive of Editor versions:

Unity download archive

From this page you can download the previous versions of Unity for both Unity Personal and Pro (if you have a Pro license,
enter in your key when prompted after installation). Please note that we don't support downgrading a project to an older
editor version. However, you can import projects into a new editor version. We advise you te back up your project before
converting and check the console log for any errors or warnings after importing.

Long Term Support releases

The LTS stream is for users who wish to continue to
develop and ship their games/content and stay on a
stable version for an extended period.

Download LTS Releases

Uniity 2023.X Unity 2022.X Unity 2021.X Unity 2020.X Unity 2019.X Unity 2018.X Unity 2017.% Unity 5.%

Unity 2022.3.20
February 14, 2024

Downloads (Win) Vv Downloads (Mag) v Downloads (Linux) Vv Release Notes

Unity 2022.3.19

January 31, 2024

Downloads (Win) Vv Downloads (Mac) V' Downloads (Linux) v Release Notes

Unity 2022.3.18

January 20, 2024

Downloads (Win) Vv Downloads (Mac) V. Downleads (Linux) V Release Notes

3. Select Unity Hub.

Note: When installing the Unity Editor, select Linux Build Support IL2CPP from the
components list. Otherwise, you won't be able to build the standalone Linux binary.

Install Unity 2022.3.20f1 'urs

Add modules 6 i 143,55 GB

52.45 MB

10043 ME

er Build Support 179.9 MB




@ Unity:

If you don't already have one, you'll need to create a Photon account to start using Photon
Fusion. After you have an account, log into the Photon Dashboard and create a new
Fusion application.

Get started with Photon Fusion

Note: See the Photon Fusion documentation if you have trouble getting started.

1. From the Photon Dashboard, select Create a new app.

Your Photon Cloud Apps [E2 createanewaee |

(]
1
[%]

2. Set Photon SDK to Fusion and make sure SDK Version is set to Fusion 2.

Create
New Application

The application defaults to the Free Plan for development only.

You can change the plan at any time.

Select Application Type *

© Multiplayer Game U Non-Gaming App

Select Photon SDK * Select SDK Version *

Application Name *

Your application's name

Description

Short description, 1024 chars max,

Url

http:/fenter.your-url.here/ e.g. marketing material, landing page, promo site, etc.

CANCEL CREATE

3. Name the application.


https://id.photonengine.com/en-US/Account/SignUp
https://dashboard.photonengine.com/en-US/
https://doc.photonengine.com/fusion/current/fusion-intro

o

Optionally, provide a brief description and URL.

@ Unity
Select Create.

After creating the Fusion application, select it from the Photon Dashboard, then
copy the App ID.

Public

Fusion BR200

0%

ANALYZE MANAGE -/+ CCU



@ Unity:

Install the BR200 project from the Unity Asset Store, then launch it in the Unity Editor.

Link the Photon Fusion project

1. Launch the BR200 project in the Unity Editor.
2. Select Tools > Fusion > Fusion Hub.

(3 BR200 - Loader - Windows, Mac, Linux - Unity 2022.3.20f1 <DX11>

File Edit Services Tools Jobs BR200 Window Help

Fusion Fusion Hub

Assets GameObject Component

ProBuilder Rebuild Prefab Table

Demigiant Network Project Config
RP changer for Hovl Studio assets Realtime Settings

Scene
Windows

Run Weaver

Toggle Debug Dlls

3. Paste the App ID you copied earlier into the Fusion App Id field.

Photon Fusion 2 Hub n

Welcome to Photon Fusion 2

Fusion

Thank you for installing Photon Fusion 2.

Once you have set up your Fusion 2 App Id, explore the secti e left to get
or mples, tutorials, ocumentation . a s arly - so
often.

Fusion 2 Setup

An Fusion App Id Version 2 is required for networking.

Tutorials & Samples To acquire an Fusion App Id:
- Open the Photon Dashboard (Log-in as required).
- Select an existing Fusion 2 App Id, or;
- Create a new one (make sure to select SDK Version 2).
Documentation - Copy the App Id and paste into the field below (or into the
PhotonAppSettings.asset).

Fusion Release Notes

; C Open the Photon Dashboard

Support
Fusion App Id:

® 2022, Exit Games GmbH. All rights reserved.




@ Unity:

Link your Unity Gaming Services project
After the installation, link your UGS account and project with the Unity Editor.

1. Select Edit > Project Settings > Services.

2. Select your Organization.

3. If you already have a Unity project, select Use an existing cloud project. To create
a project from the Unity Editor, then Create a new cloud project.

Note: You can only create a new cloud project if you have adequate permission
within the organization.

£t Project Settings

Adaptive Performance

Services General Settings

Graphi
URP al Settings Unity pri 5 i s i g g e g ity and managing your

ou must first link your Unity project to

1. Select your organization

Select organization

2. Choose between using an existing cloud project or creating a new one

Refresh




@ Unity:

4. Select cloud project and Link Unity project to cloud project.

2 Project Settings

Adaptive Performance
Audio
Burst AOT Settings
Editor
Graphics
URP Global Settings
Input Manager
Input System Package
Memory Settings
Package Manager
Physics
Physics 2D
Player
Preset Manager
Quality
Scene Template
Script Execution Order
Services
Authentication
Environments
Unity Player Accounts
ShaderGraph
Tags and Layers
TextMesh Pro
Settings
Time
Timeline
Toolchain Management (Standalone
Ul Builder
Version Control
¥R Plugin Management

Services General Settings

Unity provides a suite of services for creating games, increasing productivity and managing your audience

To use services, you must first link your Unity project to a cloud project

1. Select your organization

Organization

2. Choose between using an existing cloud project or creating a new one

* Use an existing cloud project
Create a new cloud project

3. Select a cloud project to use for this Unity project
Cloud project Fusion BR

Link Unity project to cloud project

Refresh

5. You should see a message stating that the project was linked successfully.

£t Project Settings

Adaptive Performance
Audio
Burst AOT Settings
Editor
Graphics
URP Global Settings
Input Manager
Input System Package
Memory Settings
Package Manager
Physics
Physics 2D
Player
Preset Manager
Quality
Scene Template
Script Execution Order
Services
Authentication
Environments
Unity Player Accounts
ShaderGraph
Tags and Layers
TextMesh Pro
Settings
Time
Timeline
Toolchain Management (Standalone
Ul Builder
Version Control
XR Plugin Management

o Project was linked successfully.
10f1

Services General Settings

Project Name ©
Fusion BR

Unity Organization ©

Unity Project ID

Unlink project

Members
Use the web dashboard to add and remove project members
Dashboard [

Will this app be primarily targeted to children under age 137
No

Learn more about COPPA compliance [




@ Unity:

After linking your UGS project and your Fusion 2 App ID in the Unity Editor, you can build
the standalone server binary to integrate with other Unity services.

Build the standalone server

1. From the Unity Editor, go to File > Build Settings....

) BR200 - Loader - Windows, Mac, Linux - Unity 2022.3.20f1 <DX11>
File Edit Assets GameObject Component Services Tools Jobs BR200 Window Help

New Scene Ctrl+N

Open Scene Ctrl+O 3 : | # scene o Game

Open Recent Scene > & LPivet» @RGlobal v v v v~
Save Ctrl+S

Save As... Ctrl+Shift+S

Save As Scene Template...

New Project...
Open Project...

Save Project

Build Settings... Ctrl+Shift+B
Build And Run Ctrl+B
Exit

2. Select Windows, Mac, Linux for the Platform.
3. Set the Platform to Linux.

s In Build

en

Add Open Sc

Platformm ) Windows, Mac, Linux

;l Windows, Mac, Linux arget Platfarm Linux

E Dedi

t Import Overri

Learn about Uni

Player Settings... Build - Build And Run




@ Unity:

5. Save the build in a location that’s easy to find. You'll need it when you configure
Game Server Hosting.

Note: There are multiple reasons to target the Dedicated Server platform, such as asset
stripping. This platform is supported in BR200. See Dedicated Server target for more
information about Dedicated Server platform.

Configure the Unity Game Server Hosting

The BR200 supports Unity Game Server Hosting to host game servers. Follow the
instructions below to add the Game Server Hosting service to the sample project.

Warning: Game Server Hosting is a pay-as-you-go service with a free tier. You must sign
up for UGS services with a credit card to start using Game Server Hosting. If you exceed
the free tier usage allowance, you will be charged. See our Billing FAQ to learn more.

Enable Game Server Hosting

Note: You must be an Owner or Manager of your organization to enable Game Server
Hosting.

1. Signin to the Unity Cloud Dashboard with your Unity account.
2. From the Unity Cloud, go to Products > Game Server Hosting.
3. Set up Game Server Hosting.

Note: You might need to add your credit card information before continuing. Game Server
Hosting is a pay-as-you-go service with a free usage tier. If you exceed the free usage,
you will be charged. See Unity Gaming Services Pricing.

4. Wait for the Unity Cloud to finish enabling Game Server Hosting for your project.
5. Follow the integrated Setup Guide, starting with integrating your game server.

Integrate your game server

The first step is integrating Game Server Hosting with your game through the Unity Editor.
You should have completed most of this step in Link your UGS project.



https://forum.unity.com/threads/unity-2021-2-dedicated-server-target-and-stripping-optimizations-now-live-please-share-feedback.1143734/
https://unity.com/solutions/gaming-services/pricing
https://support.unity.com/hc/en-us/articles/6821475035412-Billing-FAQ
https://cloud.unity.com
https://unity.com/solutions/gaming-services/pricing

@ Unity:

£ production ~ Reset guide

1. Select Integrate your game server.
Setup guide

Get started with Game Server Hosting

Welcome! Use this setup guide to start hosting your game with Game Server Hosting. Each step in the guide is by a detailed 1. Let's get started! (o] t .

O Learn about Game Server Hosting Game Server Hosting documentation (5 _I

.1 ©

& Integrate your game server
o ‘ B} P Use our Unity or Unreal packages and SDKs Lo integrate your game server with Game Server Hosting.

Integrate game server

Create a build
ﬁ A build contains the files to run your game servers. For more information, see the bulds documentation (.

2. Select Unity as the engine.

Integrate game server

@ 2] 2]

Select engine Link Unity Project Install Project

To begin the integration, select your engine:

‘ @ Unity u Unrea C kM Custom

Cancel Next

3. Select Next if you've already linked your Unity project with the Unity Editor.
4. Select Finish.

Note: You can skip the Install Project step because the SDK should already be installed in
the project.



@ Unity:

Create a build of your game within the Game Server Hosting service. See the Builds
documentation to learn more.

Create a build

1. Select Create a build.

Integrate your game server

Y

i Use our Unity or Unreal packages and SDKS to integrate your game server with Game Server Hosting,

Integrate game server

Create a build
o A build contains the files to run your game servers, For more information, see the builds documentation (4.
Create a build

2. Give the build a name, select Linux as the operating system, and select Direct file
upload.

© 2] o

Details Upload files Create version

A build contains the files to run your game servers. For more information, see the
integration requirements documentation [.

Build name *

BR200

Operating system *

ﬁ Linux mEl Windows
Recommended -. nort coming

Upload method *

Y @ aws

Direct file upload Container image AWS S3 bucket

Cancel Next


https://docs.unity.com/ugs/en-us/manual/game-server-hosting/manual/concepts/builds
https://docs.unity.com/ugs/en-us/manual/game-server-hosting/manual/concepts/builds

w

@ Unity:

Upload the following files from the build you created in the Unity Editor using
drag-and-drop:

a. The .sofiles

b. The .x86_64 file

c. The * Data folder
Select Upload Files.

o 2] ©

Details Upload files Create version

© Upload the files necessary to run your server. Do not upload a zipped archive.

Cancel Upload 53 Files

+
Drag file(s) here or browse

Q_ Search fi
Name Status
BR200_Data/app.info ® Ready to upload [}
BR200_Data/boot.config ® Ready to upload [}
BR200.x86_64 @ Ready to upload [}
GameAssembly.so ® Ready to upload (]
Rows per page: 10 = 1-10 of 53 >

Cancel



6. Select Next.

© Upload the files necessary to run your server. Do not upload a zipped archive.

Q

Details

Upload complete

53 files uploaded successfully

Upload files

527.86 MB of 527.86 MB uploaded

Name 4

BR200_Datafapp.info

BR200_Data/boot.config

Create version

0 files failed to upload

BR200_Data/globalgamemanagers

Cancel

Details

.% Powered by Unity Cloud Content Delivery [

o

Status

Added

Added

Added

ws per page: 10

Upload files

e}

=
w
w
v

Next

7. Select Finish to create your first release.

Create version

Below is a summary of the first version that will be created for this build.

Version name

BR200

Cancel

v1709286012185

Finish

@ Unity:



Unity:

Create a build configuration

Create a build configuration for the build you created in the previous step. See the Build
configurations documentation to learn more.

Warning: You won't be able to select the build executable for the build you created in the
previous step until the files finish syncing.

1. Select Create a build configuration.

Create a build
A build contains the files to run your game servers. For more information, see the builds documentation 4.
Create a build

Create a build configuration

Once you have a build, you'll need a build configuration. A build configuration connects a build to a fleet and specifies how the build should run. For more
information, see the build configurations documentation (5.

Create a build configuration

2. Fillin the build configuration details.
a. Name the build configuration.
Select the build you created in the previous step.
Select the build executable.
Set the Query type to SQP.
Enable Custom launch parameters, then use the following launch

parameters:

-nographics -dedicatedServer -batchmode -fps 60 -battleRoyale
-logFile $$log dir$$/Engine.log -dataPath $$log dir$$ -port
$Sport$$ -region eu -serverName "MP #$$serverid$s$" -multiplay
-backfill -sgp -matchmaking -maxPlayers 200

® a0 0o


https://docs.unity.com/ugs/en-us/manual/game-server-hosting/manual/concepts/build-configurations
https://docs.unity.com/ugs/en-us/manual/game-server-hosting/manual/concepts/build-configurations

Unity:
3. Select Next.

) @

Details Configuration variables

A build configuration connects a build to a fleet and specifies how the build should
run. For more information, see our documentation [.

BR200

B

BR200 (Direct File Upload) -

BR200.x86_64

Launch parameters @

-nographics -dedicatedServer -batchmode -fps 68 -
battleRoyale -logFile $%$log dir$$/Engine.log -dataPath

$$log dir$$ -port $$port$$ -region eu -serverName "MP
#$%serverid$$” -multiplay -backfill -sqp -matchmaking -
maxPlayers 200

Cancel Next



@ Unity:

4. Select Finish.

@ (2]
Details Configuration variables

A configuration variable is an optional dynamic property that updates when a server
becomes allocated. For more information, see the
configuration variables documentation [

4+ Add variable
server.json file ()

®

Cancel Back Finish

Create a fleet

Create a fleet to host your game servers. See the Fleets documentation to learn more.

1. Select Create a fleet.

Create a build configuration

@ °
Py Once you have a build, you'll need a build configuration. A build configuration connects a build to a fleet and specifies how the build should run. For more
(] o information, see the build configurations documentation (.
L 4 =
— ]
Create a build configuration

Create a fleet
Once you have a build configuration, create a fleet to connect your build. A fleet is a collection of servers that host a game or application in specific
o - regions. For more informatien, view the fleets documentation (5.

—D
Create a fleet

2. Fill'in the fleet details:
a. Name the fleet.
b. Set the Operating system to Linux.
c. Select the build configuration you created in the previous step.


https://docs.unity.com/ugs/en-us/manual/game-server-hosting/manual/concepts/fleets

@ Unity:

3. Select Next.

Details Scaling settings Cloud server density
@ You will need a build configuration in order to create a fleet.

BR200 Fleet

Operating system *
ﬁ Linux H g Windows

6]

1 build configuration selected M

Cancel Next

4. Specify the scaling settings:
a. Select aregion.
b. Set the Min available servers to a value less than or equal to 1.
c. Specify the Max servers to a value equal to or greater than the Min
available servers value

e o )
L 4
Details Scaling settings Cloud server density

Minimum available servers will incur costs, even with no traffic. If you are trying
to limit costs, we suggest you set a minimum of 0.

Europe

Cancel Back Next

Note: You must set Max servers to a value greater than 1. Otherwise, you won't be
able to create a game session.

Warning: Any number of available servers incurs costs, even without traffic. If you
are in development or trying to limit costs in a low traffic environment, set the Min

available servers value to O.



@ Unity:

5. Set server allowances and select Finish.

©

Details Scaling settings Cloud server density

© Ensure that your server allowances are large enough to run the most resource
intensive build configuration within the fleet.

Machine specification () GCP-N2 @ 2.8 GHz | 8 GB RAM
Servers per machine * (D) 2
CPU allowance per server () 50.00%
Memory allowance per server () 4 GB
Cancel Back Finish

Create a test allocation

Create a test allocation to make sure everything's working correctly. See the Allocation
documentation for help.

1. Select Create a test allocation.

Create afleet
@ Once you have a build configuration, create a fleet to connect your build. A fleet is a collection of servers that host a game or application in specific

L <

regions. For more information, view the fleets documentation &

Create a fleet

Create a test allocation

Once you have a fleet, build, and build configuration, create a test allocation to ensure everything you've created is working correctly.

= >
Create a test allocation



https://docs.unity.com/ugs/en-us/manual/game-server-hosting/manual/concepts/allocations
https://docs.unity.com/ugs/en-us/manual/game-server-hosting/manual/concepts/allocations

@ Unity:

2. Select the Fleet, the Region, and the Build configuration.

Setup Run test
@ Afleet and region must be online to be used for a test allocation.

Make sure your created resources are working correctly by selecting the fleet,
region and build configuration you would like to test. For more information, view the
allocations documentation [£.

Fleet™*

BR200 Fleet -
Region *

Europe -

Build configuration *

BR200 -

Cancel Next

3. Select Next.
4. Select Run test.

& 2]

Setup Run test

Run a test allocation using the Game Server Hosting interface

Cancel Back




5. Wait for the test to complete.

2

Setup

@ Unity:

Run test

© An allocation might take some time if a new server is being created.

* Sending allocation
L Waiting for server

Server allocated successfully

Cancel

6. Select Finish.

P
s ) e
Setup Run test

@ Test allocation successful.

Test allocation ID

Server IP:Port ®

Time remaining ®

Cancel Back

®

®

59m 51s

Finish

Congratulations! You've successfully set up Game Server Hosting with the BR200.



@ Unity:

Configure the Unity Matchmaker

The BR200 project supports the Unity Matchmaker. Follow the instructions below to add
the Unity Matchmaker service to the sample project.

Enable Matchmaker

Note: You might need to enter payment information to continue the trial. If prompted,
enter your payment information, then select Complete onboarding.

Sign in to the Unity Cloud Dashboard with your Unity account.

From the Unity Cloud, go to Products > Matchmaker.
Set up Matchmaker.
Use the Setup Guide, starting with the Integrate Matchmaker step.

Bwn e

Integrate Matchmaker

The first step is integrating Matchmaker with your game through the Unity Editor. You
should have completed most of this step in Link your UGS project. See the Matchmaker
documentation for help.

1. Select Integrate Matchmaker.

Setup guide € production Reset guide

Get started with Matchmaker

Welcome! Use this setup guide to start matchmaking with Matchmaker. Each step in the guide is accompanied by a detailed walkthrough.
Let's get started!

© Learn about Matchmaker Matchmaker documentation [

o Link your unity project and use our Unity packages to integrate your game with Matchmaker.
Integrate Matchmaker

& Integrate Matchmaker
®
Y :

Create a queue
Queues are groups of tickets within Matchmaker. Your game client or game service sends tickets to subscribe players to a queue. See our
documentation [ to learn more about queues.


https://cloud.unity.com
https://docs.unity.com/ugs/en-us/manual/matchmaker/manual/matchmaker-overview
https://docs.unity.com/ugs/en-us/manual/matchmaker/manual/matchmaker-overview

@ Unity:

2. Set the Game engine to Unity.
3. Set the Integration method to SDK.

Select engine Link Unity project Install package

To begin Matchmaker integration please select your game engine and preferred
integration method. For more information, see the Integration documentation [£.

. (, P
| C.IH
$ Unity @/ | Unreal (¥ Custom

Integration method:

SDK API
E <

Recommended Advanced

The quickest integration For complex use-cases or if

method for all skill levels. YOU USe a game service we
advise calling the API's
directly.

Cancel MNext

4. Select Next.

5. Select Next again for the Link Unity project step. If you haven't already linked your
project, see Link your UGS project.

6. Skip the Install the Matchmaker package. The BR200 project already includes the
package.

7. Select Finish.




@ Unity:

Create a queue for your game. See the Queues and Pools documentation for help.

Create a queue

1. Select Create a queue.

& Integrate Matchmaker
E Link your unity project and use our Unity packages to integrate your game with Matchmaker.

Replay this step

Create a queue
Queues are groups of tickets within Matchmaker. Your game client or game service sends tickets to subscribe players to a queue. See our
e [ ] documentation [ to learn more about queues.
Create a queue

2. Name the queue “battleRoyale”.

Warning: Using a queue name other than “battleRoyale” results in an exception.

3. Set the Maximum players on a ticket to 2.
4. Select Create.

Queues are groups of tickets within Matchmaker. For mare information on queues,
view our documentation 4.

Lueue name

battleRoyale

Cancel Create


https://docs.unity.com/matchmaker/queues-and-pools.html

@ Unity:

Create a default pool for your game. See the Queues and Pools documentation for help.

Create a default pool

1. Select Create a pool.

Create a queue

Queues are groups of tickets within Matchmaker. Your game client or game service sends tickets to subscribe players to a queue. See our
documentation [ to learn more about queues.

3 C
" reate a pool
A pool is a sub-group of tickets within a queue. Pools are used to COﬂﬁgUTE hosting settings and match rules. Multiple pools can be created fora
Q

queue. See our documentation [ to learn mere about pools.

2. Fillin the Pool details:
a. Give the pool a name.
b. Select the queue you created in previous step
c. Set the timeout to 30 seconds.

3. Select Next.

o Pool details

Pool details
2 Hosting settings Sl e
D Rules BR200 Pool
battleRoyale -
Pool type

Default pool

Recommended (maximum one per queue

Y Pool with filters

30


https://docs.unity.com/ugs/manual/matchmaker/manual/advanced-topics-queues-pools

Unity:

4. Fill in the Hosting settings:
a. Select the fleet you created earlier.
b. Select the build configuration you created earlier.
c. Select the Default QoS Region. This should be the region you selected for
your fleet when you set up Game Server Hosting.
5. Select Next.

Pool detail . .
Q ool cetalls Hosting settings

o Hosting settings
Hosting type

3 Rules
Game Server Hosting (Multiplay)

Configuration

A Game Server Hosting & fleet and build
configuration are required to create a valid pool for
matchmaking. You can skip this step for now if you
wish and continue to define filters and create your
matchmaking logic. However, you will be unable to
begin matchmaking without defining a fleet and build
configuration. See our documentation (@ to learn
more.

BR200 Fleet -
BR200 v
Europe A

Cancel Back m

6. Configure the Rules:

a. Set the Match definition name to Battleroyale Match Definition.
b. Set Backfill enabled to True.
c. Finish configuring the remaining rule settings

i. SetMinteams to1.

ii. SetMaxteamsto1.

ii. Set Min players to 1.

iv.  Set Max players to 200.

Note: If you set a value different than 200 you must go back to Game
Server Hosting and configure the app launch parameters on the build
configuration to reflect the maximum number of players you set here.



@ Unity:

Match definition ~
Name * Backfill enabled *
Battleroyale Match Definition v
Give this Match definition a name and/or brief description. Select whether to enable backfill support. See Backfill. &
Team definitions ~

Create teams and define rules to govern how tickets/players are assigned to those teams, see our documentation [ to learn
more.

Default team (required) ~

Team count A

Define the minimum and maximum number of replicas of this team and add relaxations if required, see our
documentation [ to learn more.

Team count min *

Minimum number o

ount max *

s of the team.

4+ Add range relaxation

Player count ~

Define the minimum and maximum number of players in this team and add relaxations if required, see our
documentation [4 to learn more.

int min * r count max *

er of players in the team Maximum r

r of players in the team

+ Add range relaxation

7. Select Create.

Congratulations! You've successfully configured the Unity Matchmaker. You can go to
Products > Matchmaker > Overview to view matchmaking traffic and match times.



@ Unity:

You can test your game servers by launching the game client from the Unity Editor, using the
Loader.unity scene file located in Assets/TPSBR/Scenes, or as a standalone build.

Start the game client

é

SETTINGS
CREDITS

ouIT

Version2.0.0

After launching, the game client shows a game session list based on the available game
sessions on Unity Game Server Hosting. If this is the first time you’re running the application
and haven't already started any sessions, you won'’t see any game sessions available yet.

4 Room Creation

Region
Europe

Players Game Name

NO PUBLIC GAMES FOUND
CLICK ON CREATE GAME BUTTON

SETTINGS

Version 2.0.0




@ Unity:

Tip: You can go back to the Game Server Hosting and Matchmaker dashboards to view game
performance metrics.

Select Quickplay to enter the matchmaker and start servers on Game Server Hosting. If there
are already servers running, the game client attempts to backfill into the running game. See the
Backfill documentation to learn more.

4 Room Creation

Region

Europe

a/208 *  MP #68868481 * GenArea7 * BattleRoyale

SETTINGS

Once a connection is established and the game launches, you can play.

PLACE | BATTLEROYALE | SCORE
#1 o )

4| 68
\A
CZP-0SNATO, b

PISTOL

|00



https://docs.unity.com/ugs/manual/matchmaker/manual/advanced-topics-backfill

@ Unity:

If you’re running a standalone build, you can launch a second client to try out joining the same
game.

The clients can interact with each other, including across devices. You can repeat this for up to
200 players to test feasibility, player visceral experience, and server performance scalability.

B’I

38[128
CZBRENII'S

PRIMARY

E'.D[:} B}‘

Iterate the server build

After configuring and running the BR200, you can make changes in the Unity Editor and
generate a new standalone build to test your changes.

However, before testing your changes live, you must create a new release for your build
on Game Server Hosting.

Log in to the Unity Cloud Dashboard.

Go to Products > Game Server Hosting > Builds.

Select the build you created in the Create a build step.

Select Files.

Select Update files, then upload the new files from the generated build.
Wait for the new version to sync.

R N

Once synced, you can test the updated build live on Unity Cloud servers.


https://cloud.unity.com

@ Unity:

To add Game Server Hosting, you'll need to extend your game host lifecycle in several
places.

Implementation details

MultiplayManager

The MultiplayManager class is an entry point for creating game sessions in response to
allocations. Game servers must stay warm or sit idle in a starting state to scale rapidly.
This way, the game server is ready to accept players when an allocation comes. The
StandaloneManager starts the MultiplayManager if the Loader detects the game is
running in batch mode.

Note: Batch mode refers to the -batchmode parameter passed to the build executable
through the Build configurations.

MultiplayManager.cs shows how to:

o Enable SQP. SQP is the query protocol Multiplay uses to poll for server status,
player count, and other game details

e Respond to allocation events.
Fetch matchmaking results, such as pending player connections.

e Start a Fusion session via matchmaking.

Matchmaker

Not to be confused with Fusion's matchmaking, the Unity Matchmaker is a powerful
service-side player grouping and server orchestration system.

Matchmaker.cs shows how to:

e« Work with the basic lifecycle of a Matchmaking ticket.
e Process ticket assignments.
e Connect to the Game Server Hosting service through Photon Cloud.

Backfill

Backfill enables you to place new players into existing matches based on matchmaking
criteria and game session vacancies. When enabled on a matchmaker pool, the
Matchmaker service creates backfill tickets automatically.

The game server has two primary responsibilities:

1. Approve new players matched with the ongoing backfill ticket.
2. Update the backfill ticket if players join from outside the matchmaker or drop out
of the game.


https://docs.unity.com/ugs/en-us/manual/game-server-hosting/manual/concepts/build-configurations
https://docs.unity.com/ugs/manual/matchmaker/manual/matchmaker-overview
https://docs.unity.com/ugs/manual/matchmaker/manual/advanced-topics-queues-pools

Backfill.cs shows how to:

@ Unity:
e Perform backfilling based on the roster of the game

e Update backfilling when a player joins from outside matchmaking
e Enable and Disable backfilling through game-mode logic



