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MistNet LibraryZFUT/:

Unity CREEICANSNDS |

[MistSync(OnChanged = nameof(OnChangedName)) ]
private string UserName { get; set; }

void OnChangedName () {}

[MistRpc]
void RPC_XXX () {}

syncObject.RPCAll(nameof (RPC_XXX), args..);
syncObject.RPCOther(nameof (RPC_XXX), args..);
syncObject.RPC(id, nameof(RPC_XXX), args..);

https://github.com/DecentralizedMetaverse/mistnet
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