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PEAJII3ALIIAI BATATOKOPUCTYBAILILKOI 'PU 3ACOBAMU PYI1IIA UNREAL ENGINE 5

3anponoHOBaHO HOBUH MiAXiJ 10 peatizamii 0araToKOpHCTYBAbKHX irop, SKUi moiirae y BUKopuctansi 3aco0iB Unreal Engine
Ut eeKTUBHOTO MepeaBaHHs JaHUX Mepekero [HTepHeT, MiHiMi3alii 3aTpUMKH iX IepeJaBaHHs Ta CHHXPOHI3allii CTaHiB TPaBLiB Yy
CIIJIBHOMY irpoBOMYy CBiTi. Peamizaris Tpr BHKOPHCTOBYE aJTOPUTMH KOMIICHCAMii 3aTPUMKH ITAKETiB, MEPEKEBUX KOJIUBAHBb Ta
BTpPATH TTAaKETiB i KOMIIEHCAIII0 Ha PiBHI I'PH Yy BUTILIAL CXeM IepedadeHHs mo3uiii. 1 mpoeKTyBaHHs KOOIIEpaTHBHOI IpH 00paHo
apxitektypy listen server, BpaxoByrouu /Bi il KIFOYOBI MepeBarn — 3MCHIICHHS BUTPAT Ha MiJATPHUMKY I'PH BHACHIJOK YHHKHEHHS
MOTPeON OPEHIM ITPOBHX CEPBEPIB, OCKUIBKH CaMi IPaBIl MOYEProBO BHCTYIAIOTH CEPBEPAMH, Ta YCYHEHHs 3aTPUMKH MaKeTiB BHAC-
JIJIOK JIOKAJIBHOTO PO3MILIEHHS cepBepa 1 KIieHTiB. [lIsi CHHXpOHI3amii irpOBUX CTaHIB BUKOPHCTAHO JIBA MEXaHI3MU: PEILTIKaIlio 3
METOIO0 TIOCTII{HOT MIITPUMKH Ha KITIEHTaX aBTOPUTETHOTO CTaHy T'pH, KU BiANOBiae ToMy, 110 € Ha cepsepi, Ta RPC (anri. Remo-
te Procedure Calls) mist ogHOpasoBoi nepenayi inpopmartii. [IpoBeieHO 00UHCITIOBANBHUN EKCIIEPUMEHT IO JIOKAIBHOTO TIepe/i-
OayeHHs MEepeMileHHs] epcoHaXka JJIsl TePEeBIPKU SKOCTI poOOTH alropuTMiB mependadeHHs. Peami3oBaHO JTOKAIBHY CHMYIALIIO
Uit 30poi, sika BimoOpajkae TPaBLIO BizyalbHi eekTH, Ta (i3UUHYy CHMYJIAIIIO U 3aMacKyBaHHs 3aTPUMKH y Mepexi. [HrerpoBaHo
onnaifH cepsicu Bix Epic Games st mifg'eqHaHHS 10 IrpOBUX CBITIB IHIIMX IpaBIiB Mepexkelo IHTepHeT. YHaCTiJOK TeCTyBaHHS
BCTAHOBJICHO, IO peai3oBaHa CHCTeMa IependadeHHs pyXy 3abe3nedria IIaBHICTh epeMIlIeHb IIePCOHaXIB 1 3a JOCTaTHHO BEJH-
KHX 3aTPHMOK IlepeJlaBaHHs NaKeTiB JaHux y Mepexi (500 Mc), 1 3a peanbHO Herepen6auyBaHuXx (1 ¢). 3anpornoHoBaHMH MiAXix Mae
BHCOKY TOYHICTH Ta €(eKTHUBHICTH Yy BHpIIICHHI 3aBJaHb, SIKI BUHUKAIOTh y HpoIeci po3poOieHHs] 6araTOKOPHCTYBAIBKHUX irop,
BHACIIZIOK BUKOPHCTAHHS TIOBTOPHOTO BiINPaBICHHS MAKETIB JUIsl yHUKHEHHS IXHBOT BTPATH Ta JIOKAIBHOT CUMYJISILIT i TiepenbayeH-
HsI JUTs1 KOMITeH ALl 3aTpUMKH Mepexki. MallOyTHI JOCIIKEHHS MOJSIraTUMYTh B YTOYHEHHI alropuTMy mependadeHHs uis 3abesme-
YEeHHS MATPUMKH IJTABHOTO irPOBOTO OCBiAY MPU BUKOPHUCTAHHI CKJIQAHUX PEXKHUMIB PyXy, TAKHX SK IUIABaHHS, CKeJeNa3iHHsA, KOB-
3aHHS, PyX KaHATOM TOLLIO.

KuniouoBi cjoBa: MiHIMI3aIisS 3aTPIMKH IepeaBaHHs MTAKETiB; epea0adeHHs pyXy HepcoHaka; JOKaJbHA CHMYJISIIIST; KOMIICH-
carist 3aTPUMKHI MEpesKi; CHHXPOHI3aIlisl irpOBUX CTaHIB IPaBIIiB.

Beryn / Introduction xpOHisaqiﬂ iprBoro CBITY MiX ycima TPABIAMH. .
Peamizaiis 0araTOKOpUCTYBalbKUX irop € TPUBAIUM i
CKJIQJIHUM TIPOLIECOM BHACHIJOK MOTPEeOH Io€qHaHHs Oa-
raTthoX MPOTPaMHHX CHCTEM Ta BUPIIICHHS HETPHBiaIbHUX
3aBJIaHb, MTOB'A3aHUX 3 OCOOJMBOCTSIMHI POOOTH ITPOBUX Me-
XaHIK y 0araTOKOpPHCTYBAallbKOMY CEpPEIOBHI. 3BasKarouu
Ha 1[I YUHHHUKH, MOYKHA 3HAYHO 3a0LIaJUTH 4ac Ha pO3po0-
JIeHHS1 0araTOKOPUCTYBAIbKOI TPH, BUKOPHUCTABIIM IS
FOTO OJVH 3 HABHUX ITPOBHX PYIIIiB 3 TIOTY>KHOIO Mepe-
JKEBOIO CUCTEMOI0, 30KpeMa, Unreal Engine, sikuit ocTaHHIM
4acoM OTPHUMAaB 3HA4YHI OHOBJICHHS Ta HAOYB BEJIUKOI MOIy-
JITPHOCTI.
06'exkm Oocnioxcennsi — po3pOOJICHHS 0araTOKOPUCTY-
BallbKUX irop 3acodamu irposoro pyuris Unreal Engine 5.
Ilpeomem Odocnioxcents — METOIU Ta COCOOH 3a0e31ie-
YEHHS TUIABHOTO irpOBOTO JOCBiNy B 0araTOKOPHCTYBallb-
KHUX Irpax peasbHOro 4acy, o JacTh 3MOTY KOMIICHCYBATH
3aTPUMKH MEPEXKi Ta IIOKPALIUTH SIKICTh TIPOLIECY TPH.
Mema pobomu — po3poOuTH 6araTOKOPUCTYBAIBKY KO-

[HmycTpis Bigeoirop abo iHIYCTpis iHTEPaKTHBHUX PO3-
Bar (auri. Video Game Industry aGo Interactive Entertain-
ment Industry) — 1ie BHCOKOIHHOBAI[MHHUI CEKTOD, SKHIA
[IBUIKO 3POCTA€ OCTAHHIM YacOM 1 CTaB JOMIHAHTHUM B iH-
JyCTpil po3Bar i3 3HAaYHUMHU €KOHOMIYHHUMH Ta COLaIbHU-
MU Hacligkamu [4]. Oco0uBo1 MOMYJISIPHOCTI Habpanu Oa-
raTOKOPUCTYBALbKI irpH, SIKI JAIOTh 3MOTY KiTBKOM TpaB-
LsIM 0a4UTH JIiT OMH OJIHOTO Ta CHIBIPAIFOBATH B TOMY Ca-
MOMY BipTyaJbHOMY CBITI B peajlbHOMY Haci.

Po3poliieHHsT 0araToKOpHCTYBalbKUX irop Mae Oararo
CBOIX OCOOIMBOCTEH, OCKITBKH BHUMAarae IMOOYIOBH IIPOT-
paMHOI CHCTEMH peajbHOTrO Yacy 3 HepelaBaHHSIM 1 CHH-
XpOHi3ami€o JaHuX Mepexero [arepHeT. Jlo ocobmmBocTei
CHCTEMH PEaJbHOIO 4acy, cepell SIKMX MO)KHAa HaBECTH Mi-
HIMaJbHUH yac 11 BIATYKY, JOJAIOTHCS II€ TaKi BUMOTH: Mi-
HiMallbHa 3aTpUMKa Iepenadi iHpopMaIii uepe3 Mepexy,
LIBUJIKE JOCTaBJICHHs iH(OpMAIIl 10 iHIIKMX TPAaBIIiB, CHH-
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OTIepaTHBHY IPUTOJHUIBKY TPY SIK IPOTPaMHy CUCTEMY pe-
QIBHOTO Yacy JJIs JEMOHCTPAIlii MOKIIMBHX CIIOCOOIB BUPi-
IICHHS KJIFOYOBHX 3aBIaHb, MOB'S3aHUX 3 MEepeIaBaHHAM 1
CHHXPOHI3AII€0 JaHUX Mepexero [HTepHerT.

JIst mOoCATHEHHS 3a3HAYeHOI METH BU3HAYEHO TaKi Oc-
HOBHI 3d80QHHS OOCTIONCEHHS:
1) mpoaHami3yBaTH HasiBHI JIiTepaTypHi JpKepesa, IHTepHeT-
pecypcH Ta BifIcOKOH(pEPEHIIiT 00 BU3HAYCHHS METO/IIB 1
croco0iB peaizarii ocoOnuBocTe poOOTH IrpOBUX MeXa-
HIK i1 9ac po3po0sIeHHs 0araTOKOPUCTYBAIBKHX irop;
2) MOCHiUTH OCHOBHHMH (DyHKLIOHAJ PYIIis Ta IHCTPYMEHTH,
AKi BIH Hasae, Ju1s 3a0e3nedyeHHs e(heKTHBHOrO nepeiaBaH-
HSl JJAaHUX, MiHIMi3alii 3aTPUMKH TaKOTO IEepelaBaHHS Ta
MiJ'€JHAHHS KJIIE€HTIB J0 CIUJIBHOTO irpOBOrO CBITY Mepe-
et [HTepHer;
3) CIIpoeKTyBaTH apXiTeKTypy AJIsl 0araToOKOpUCTYBaIbKOI KO-
OIEpPATHBHOI MPHUTOAHHUIBKOI IPH, 10 3a0e3MeYUTh HPOC-
THI Ta e)eKTUBHUI cIOCi0 OOMIHY TaHMMH MiX I'PaBISIMU;
4) po3poOuTH 6araTOKOPUCTYBALbKY KOOIEPATUBHY NPHUIOA-
HUILBKY TPy 3 BUKOPHCTAHHSIM TEXHOJIOTIH, SIKi Hagae irpo-
Buil pymiii Unreal Engine 5, mo yMOXIUBHUTH IIaBHUH
JIOCBiJ 6araToKOpHCTYBAIbKOI I'PH BHACIIZOK 3aCTOCYBaH-
Hsl QJITOPUTMIB repe10aYeHHs Ta JIOKATbHOT CUMYJISIIII.
AHaJ3 ocTaHHIX AocailzkeHb Ta nmyoJaikauii. Y po-
6oti [8] aBTopm Steven Lee ta Rocky Chang mocmimxkyrots
TeMy KOMIICHCAIlii MepexeBoi 3aTPUMKH B irpax, o0 MoK-
panmTy irpoBHi JIOCBIA y irpax-mryTepax Ta MiHiMi3yBaTh
po0JieMH, SIKI BUHUKAIOTh Yepe3 TPUBAIMK Yac repeaadi
nakeTiB. BoHn aHami3yioTs npodiemy "MocTpiiiB i3 YKpHUT-
Ts1", sIKa MOJISIrae y TOMY, IO Yepe3 BEJIMKY 3aTPHMKY Yy Me-
pexi TpaBlli MOXKYTh OTPHUMYBATH IOIIKO/PKEHHSI HAaBITh
TOJi, KO BOHU CXOBAIIUCS 32 YKPUTTAM. [ BHpIIICHHS
uiei mpoOsieMH aBTOPH PO3POOMIIM TOKPAIIEHHH Crocio
KOMIIEHCAIIIT 3aTPUMKH TTaKETIB, SIKUI BPAaXOBY€E CTaH Mepe-
K1 Ta pO3Mip 3aTPUMKH, 100 3a0€3MeINTH TUIABHUH TOCBIT
HaBITh JUIS TPABIIB i3 BEJHMKOIO 3aTPUMKOIO. Y TOCKOHAJe-
HUI MiAX1 nojsrae y ToMy, 1100 T0JaTh BaliIalio i3 cTo-
POHHU KITi€HTa, OCKUTBKH TIO3WIliSI HA cepBepi Moxe OyTH
3acTapiyioro Ta He BiAnoBinaty aificHocTi. KilieHT Hagcnitae
cepBepy MOBIOMIICHHS, SIKE MiATBEPIKY€E abO CIIPOCTOBYE
TIOTIaJIAHHS, a TAKOXK TIOBIIOMIISIE CBOO TIOTOYHY TIO3HIIIFO.

VY poborti [10] aBTOpHM pO3rIsANAIOTH TPOOIEMY PO3CHH-
XpOHi3allii KII€HTIB Ta cepBepa BHACIIIOK 3aTPUMKH y Me-
pexi Ta BTPATH MaKeTiB 1 MPOIOHYIOTh HOBUII METOJ KOM-
TIeHCAMi{ 3aTPUMKH MEpeXi Ha piBHI KIII€HTA, SKUH TOJISTAE
y nepenbaueHHi pyxy iHmuMX rpasuis. Llei meton nependa-
4yeHHs1 0a3yeThCsl Ha MOEHAHHI JiHIIHOT perpecii Ta "mij-
CHITIOBaTbHOMY HaB4aHHI". OCHOBHA i/iesl TAKOTO MTOE€THAH-
HSl TIOJISITAE€ y TOMY, 1100 TOYHO OOYMCIIOBATH HACTYIIHY
MTO3UIIFO TPABIIS 33 JOIMTOMOTO0 TepeI0aueHHs, iACUICHO-
TO0 MAIIMHHUM HAaBYAHHSM Ha OCHOBI TIOTIEPEIHIX CHHXPO-
HI30BaHUX CTaHIB IpaBIiB. 3TiIHO 3 pe3ylbTaTaMU IIOCHTi-
JOKEHHS TaKU IIAXIX JONOMII 3MEHIINUTH KiIbKICTh IOMU-
JIOK, CTIPHYUHEHUX MEPESKEBUMHE 3aTPUMKaMU OiibIe HiX
y AecsiTh pasziB. i1t IbOro aBTOpH BUMIPSUTH CEpeTHE 3HHU-
JKEHHSI BIlyYHOCTI TPaBLiB, sike pu 3arpumui y 100 mc cra-
sHoBmIIO 0.0039 mpu BUKOpHCTaHHI iXHBOTO miaxomy Ta 0.55
6e3 KoMIIeH calli{ 3aTPUMKH.

3rigHo 3 maHuMu podoTH [14] OCHOBHOIO MPOOJIEMOIO
MepeKeBHX 0araTOKOPUCTYBAIbKHX IrOp € 3aTpUMKa Mepe-
JKEBOTO Iepe/iaBaHHsl. ABTOPH CTATTi LJIIOCTPYIOTH BIUIUB
i€l npobseMn Ha MPOLEC I'PH NPHUKIIAJIOM 0araToKOpPHCTY-
BaIbKOI TOHKH, JIe Yepe3 3aTPUMKY IepeaaBaHHs iHdopma-
1ii TpaBeIh MOXke OauUTH CBilf aBTOMOOLITH MOTIepery aBTO-
MOO1LIsI OTTIOHEHTa, X04Ya HACIPaBIi BOHH MOXYTh OyTH Ha

ogHoMy piBHI. Ha Take BijoOpaskeHHs BIUIMBAIOTH 3acTapi-
JIi JaHi PO TMO3UIIiF0 aBTOMOO1Is ormoHeHTa. OTOXK, BElIHKa
3aTpUMKa MOXE MPU3BOAUTH M0 aOCYypAHUX CHUTYyamid IIix
gac irpoBoro mporecy. Ha »ainp, BoHa cipuunHeHa (i3nd-
HUM pIBHEM Iepeqadi NaHWX i He MOKe OyTH ITOBHICTIO
yCyHyTa. ABTOpHU M€l CTATTI TAKOX OMUCYIOTh MiJXid 10
00poTHOM 31 3aTPUMKOIO, CYTh SIKOTO MOJISrae y BBEJICHHI
3aTPUMKH TIepe]l BUKOHAHHSAM TeBHOI mii. Taka 3atpumka
notpiOHa, 100 BUIUIMTH Yac HAa MEPECHIIAHHS MEPEKCIO
JAHMX PO MO3MINI0 Ta Yac i€l mo3uiii. Ase, 3rigHo 3 pe-
3yJIbTaTaMM aHaNi3y, TAaKWH MiAXIiA HE Jayke 100pe mpairoe
31 3Ha4HOIO 3aTpuMKOI0 (Oibire 200 Mc), OCKIIBKH BCe-0/1-
HO JONMYCKae JIOCTAaTHBO BEJHKI BIIXWICHHS BiX
CTIPaBXHBOT TTO3UIII.

Jlis yrouHeHHA 60pOTHOM 31 3aTPUMKOIO Ta ii KOMIIEH-
camii y po6oti [13] 3amponoHOBaHO BBECTH Pi3HOMAHITHI
CXeMHU mependadeHHs, ki 00YHCIIOBaTUMYTh MaltOyTHI ITO-
3WIIii TPABIIB 1 SKi MOXKHA MTOJIUTATH HA J[Ba TUIH: TIependa-
YeHHs Mo3uMii Ta mepeadadeHHs BBoxy. Ilepmri mpoOyroTs
BHU3HAYUTH HACTYIHY IIO3MIII0, BPAXOBYIOUH IIOTIEPEIHE
nepeminieHHs. Cxema nependoadeHHs BBOLy IpoOye Braja-
TH HACTYITHHUH BBiJl 3 KJIaBiaTypH 4M JUKOMCTHKA Ha OCHOBI
MIOTIEPETHHOTO BBOAY, & HACTYIHA TO3HUIlST OOYMCIIOETHCS
Ha OCHOBI mepezabaueHoro BBoay. /[lyisi koMmeHcanii mMepe-
JKEBOi 3aTPUMKH TO3HIIO IHIAX TPABIIB OOYUCIIOIOTH 5K
IHTEPIIOJIALII0 MK JBOMAa IO3MLISIMH: TepeadaueHoro Ta
OTPUMAHOIO Yepe3 Mepexy, IO JA€ 3MOTy 3MEHIIHTH PO3-
ODKHICTD MO3MIIN MK KITIEHTAMH.

Y po0ori [2] aBTOpH ONMUCYIOTH MPOOIIEMY BILUIUBY 3aT-
PUMOK MepeXi Ha pyX MepCOHaXiB y 0araTOKOPHCTYBallb-
KHX iTpax Ta JUis ii BUPIMICHHS IPOIIOHYIOTh YIOCKOHANTH
anroput™ nepenbaucHHs mo3uiiii rpasiis Dead Reckoning.
Leit anropuT™ € cCTaHIAPTHUM aJTOPUTMOM TIepen0adeHHs,
0azoBaHMM Ha 3akoHax HbIOTOHA Ta MPUITYLIEHHI MO Jii-
HIfHY TIpUPOAY PyXy T'paBIiB. ABTOpPH BBaXXAIOTh WOTO HE
Jy’KE BIAIUAM ISl TIepe0aYCHHS MO3MIlIi B CYy4acHUX Ir-
pax, Jie rpaBelb MOXEe 3MIHHTH HAIPSIMOK PYXY 3a BIIaCHUM
OaxxaHHsIM y OyIIb-SIKHUH Yac, TOMY MPOIOHYIOTH CBOIO TTOK-
pailieHy BepcCilo BKa3aHOTO ajJrOpUTMY il Ha3BOK Smart
Reckoning. YaockoHalieHU aJrOpUTM 3aCHOBAHO HA ITif-
X0/l 3 3aCTOCYBaHHSM MalIMHHOTO HAaBYaHHSA, IO y pasi
HEJMIHIHHOTO PyXy 3aCTOCOBYE HATPEHOBAHY MOJICHb IS
repe10aYCHHS TTO3HUIIIT TPABIIS.

VY nocnimkeHHi [7] aBTOp TaKOX HaMara€TbCs KOMIICH-
CYBaTH MEpPEXEBI 3aTPUMKH BHACIHIZOK Iepe0adeHHs 1o-
sunii. [lTopiBHSIHO pi3HI anroputMu rnepeadaveHHs (aHriI.
Input Prediction, Closest Average, Dead Reckoning, Clo-
sest Last Lap Ta DR/Input Prediction) 3a pi3Hux 3Ha4eHb
MepexeBoi 3atpumku (150 mc, 300 mc, 450 mc, 600 mc Ta
750 MC) Ha OCHOBI JJBOBUMIpPHOT I'PU-TOHKH, ITPU [[LOMY BH-
MIpsSIHO IOXHOKY 1MO3HMii aBTOMOOIISL. 3TiTHO 3 pe3ysbTaTa-
MU JOCIIKCHb allrOpUTM TiepeabadeHus Beoay Input Pre-
diction mokasaB cebe Haiikpariie.

Marepiann Ta MeToan gociikenns. [1iq yac anamizy
MCTOIB BHPIIICHHS IOCTaBJICHUX 3aBIaHb 1 CIOCOOIB
IXHBOT MPaKTHYHOI peastizalii BAKOPUCTAHO JTOKYMEHTAIII0
irpoBoro pymiis Unreal Engine 5 [12], komnenaiym po3po6-
JeHHs1 OaraTtokopucTyBalpbkux irop [11] Ta mowarkoBmit
KO irpoBoro pymrist. J{ms qocmipkeHHsT MOKIHMBOCTI T €11~
HaHHS KJIIEHTIB JI0 CIIUJIBHOIO IrPOBOTO CBITY 3aCTOCOBAHO
nokymenTarito Epic Online Services [3]. s mepeBipku
SIKOCTI pOOOTH 0araToKOpUCTYBAIbKOI I'PU B YMOBaX pi3HOT
3aTPUMKH MAKeTiB BHUKOPUCTAHO IHCTPYMEHTH BBEJCHHS
LITY4YHOT 3aTPUMKH Ta BTpaTH nakeris [18].
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Pe3y/ibTaTH AOC/IiA)KEeHHs Ta iX 06roBOpeHHs /
Research results and their discussion

0zna0 0CHOGHUX npoONEeM 0aAzamoKOPUCHYBAUbKUX
icop, cnpuuunenux mepeycero. Y xuusi "Networking and
online games" [5] aBTOpH BHOKPEMIIIOIOTH TaKi KIFOYOBI
mpobieMu y 0araTOKOPUCTYBAIlbKUX irpax: MepekeBi 3aT-
PUMKH, KOJTHBAaHHS MEPEKi Ta BTpaTy makeTiB. "HesanexxHo
BiJl J)KaHPY TPH, peajli3M OHJIAHH-TPH 3aJIeKUTh BiJ] TOTO, Ha-
CKIJIBKH J0Ope OCHOBHA Meperka Ja€ 3MOTY yJaCHHUKaM I'pu
CILJIKYBaTHCsl BYACHO Ta mepedadyBaHo", — CTBEPIKYIOTh
BOHH. MepeKeBi 3aTPUMKH — II€ 4Yac, SIKHi BUTPAYalOTh Ha
Tiepe/iaBaHHsl MaKkeTa Mepexero [HTepHeT BiJ OHOTO yuac-
HUKa 70 iHmoro. KonuBaHHS Mepexi — Iie Bapiallisi Mepe-
YKEBOT 3aTPUMKH BiJ OJTHOTO IaKeTa JI0 iHIIOro, TOOTO Jac
3aTPUMKH [aKeTa He € CTaJMM, a MO)XKE 3MIHIOBaTUCS IS
KOYKHOTO ITaKeTa, MPUYOMY i 3MiHH MOXYTb OYTH SIK IJIaB-
HUMH, TaK 1 pi3KUMH, 3aJCKHO BiJl cTaHy Mepexi. Brpara
MaKeTiB — IIe e()eKT, KOJIH MaKeT Yyepe3 MeBHI YMOBH MEpeKi
HE J0CsTa€e MICIs MPU3HAYCHHS Ta TYOUTHCS JeCh 10 I0pPO-
3i. BTpary makeTiB BU3HAYAIOTh SIK BiJIHONICHHS BTPAYCHUX
MAKeTiB JI0 HA/IICIAHUX Ta 00YUCITIOIOTH 33 OPMYIIOI0

L= PL / Ps,
ne: L — xoedimienT BTpaTtu makeTiB; P — KiTbKiCTh BTpade-
HHX IAKeTiB; Pg — KINBKICTh HAMiCIaHUX ITAKETIB.

ABTOpH HAroJIOIIYIOTh [5], 110 Ii TpH MPOOJIEMH MaKOTh
3HaYHMI HEraTMBHMI BIUIMB Ha IPOILEC I'PU. 3aTpUMKa Me-
PeXi JlaMae BiIUYTTs TOTO, IIO I'pa MPOXOJHUThH Yy PEabHO-
My 4aci, OCKUIBKM BOHA HPHU3BOIMTH 1O TOTO, IO I'pa HE
MOJKE O/lpa3y JaTd BIAIIOBIAL Ha Jii KopucryBaua. Tomy
IpaBIli HE MOXXYTh BYaCHO pearyBaTH Ha IOJIl, [0 MOXXE
OyTH KPUTHYHUM JJIs ICBHUX BUJIB irop. Bennke konupaH-
HSI MEpeKi MO)Ke MPU3BECTH JI0 TOTO, 110 PYXH MEPCOHAXKIB
1 iHMII i1 MOKYTh OyTH HecTaOUThHIMH, 00 ITaKeTH IPUXO-
IITH 13 Pi3HOIO 3aTPUMKOI0. BTpaTa makeTiB MOXe TIpHU3BO-
JUTH J0 TPOIYCKIB MEBHUX ITPOBHMX CTaHIB, IO € HEI-
PUHHSTHUM.

Cepell OCHOBHHMX NPHYMH BHHUKHEHHA LUX Npoliem
aBTOPU BUIUIAIOTH TaKi: oOMeXeHMH vac cepiaiizauii, ¢i-
3U4YHE OOMEKEHHS Nepe/laBaHHs JaHUuX KaOesiMU, 3aTPHM-
KM 4epe3 NMepeBaHTaKEHHSI MEPEeXi Ta 3MiHa MapLIPYTiB T1e-
pelaBaHHS JaHUX. BaJIMBO 3a3HAYUTH, 10 BHACTIIOK (i-
3UYHOTO OOMEKEHHsI Iepe/laBaHHs JaHuX KaOelssMu BUHH-
KalOTh 3HAYHI 3aTPUMKH, SKIIO J[Ba IPABLI 3HAXOIATHCS Ja-
JIEKO OIWH Bix ogHOTO. Tak, HAPHUKIIAL, Yac, sIKUH MOTpio-
HUH eNEeKTPUYHOMY CHUTHANY, o0 midté Bix Jloc-AHmxe-
neca no CigHest, cTaHOBUTH Oym3bko 40 mc. @opmyna s
OOYMCIICHHS 3aTPHMKH EJICKTPUYHOTO CUI'HALY € TaKOIO:

T=d/300,
ne: T — 3aTpUMKa EJIEKTPHYHOTO CUTHalny y mc; d — Bin-
CTaHb JI0 TOYKU TpHU3HAUEHHS y Kimomerpax, 300 — Kiib-
KICTb KM, sIKY IIPO#i/Ie CBITJIO 3a 1 MC.

3p0o3yMiso, 110 JOBKHHA ILISAXY MPSMO MPOHOPIIHHO
MoB'si3aHa 3 IMOBIPHICTIO BTPATH MakeTa abo HOoro 3aTpum-
KM Ha 3aBaHTa)XeHOMY By3ii. KonmBaHHs Mepexi cripudu-
HEHO JBOMA YMHHUKAMHU: MTAKETH MOXYTb IPOXOAUTH pi3HI
MapHIpyTH, Xo4ya 3MiHa MapUIpyTiB BiIOyBa€eThCs HEYACTO,
Ta TMPOIYCKHA 3/1aTHICTh MAPLIPYTY IMOCTIMHO 3MIHIOETHCS
3aJIEKHO Bill HABAaHTAXXCHHS MapLIPYTH3aTOpiB W IHIIHMX
MEPEXKEBUX NPUCTPOIB.

ABTOpH 3BEpTaIOTh yBary Ha Te, 0 KOMITIOTEPHI irpu
moTpeOyIOTh OLTHIIIOT0 KOHTPOJIIO HAJl 3aTPUMKOIO TIAKETIB,
MCPEKCBHUMH KOJIMBAaHHSAMHM Ta BTPATOI0 IAKETIB, aHIK,
HAIPUKJIAI, CJACKTPOHHA ToITa. Y KHH31 PO3PI3HAIOTH /1B

CrIocoOu BUPIIICHHS IIUX TpbhoX npobdisem. Ilepmmii — mepe-
KeBUH crioci0, Apyruit — komneHcanist Ha piBHI Tpu. CyTh
MEpPEKEBOT0O CIIOCO0Y MOJATae B TOMY, 00 ONTHUMI3yBaTh
TepeaBaHHs MAaKeTiB Ha HU3BKOMY piBHI, HAIPUKIAJ, 00-
poONATH TaKeTH 3a IXHIM MpPIOPUTETOM, 1 AT CHCTEM pe-
QJIBHOTO Yacy el mpioputeT Mae Oyt BuinuM. [IpoTte me-
PeKEBI MIAXOAM MaKOTh CBOI HEIOJIKH, 30KpeMa, MapIipy-
TH3aTOp HE MOXKE BHSBILATH IAKeTU 3 IiAPOOJIICHUMH Mpi-
OpHUTETAMH.

3azanvna apximexkmypa meperceoi cKi1aodosoi zpu.
[epmmm 3aBnaHHsM, sIKE BUHHUKA€E i 4ac pO3pOOICHHS
0araToKOpUCTYBaIbKOI TPH, € CTBOPEHHS NPaBHIBHOI Ta
THYYKOI apXiTEeKTypH, sIKa JacTh 3MOTY IIPOCTO Ta e(EKTHUB-
HO OOMIHIOBaTHCS TaHWMH. BOHa IMOBHHHA BpPaxOBYBAaTH
BCi OCOOJMBOCTI B3a€EMOIT MiXK KOPUCTYBadYaMH y peabHO-
My gaci.

JlocmimKeHo pi3HI BUAM apXiTEKTYp, SIKi BUKOPHCTOBY-
F0Th y 0araTOKOPHCTYBANBKKX irpax. € JBa MiIX0au 10 pe-
anizarii, mepIui — KIEHT-CepBepHa apXiTeKTypa, APYrHid
— Tak 3BaHa peer-to-peer apxitekrypa. OcraHHs 0a3yeThCs
Ha TOMY, IO BCIi I'PaBlli € PIBHONPABHUMH Ta HANpsIMY 00-
MIHIOIOTBCSL JaHUMHU Mik coOoro. Ha BimmiHy Bim Hei
KIIIEHT-CEpBEpHa apxiTeKTypa nependavae HasBHICTH cep-
Bepa, SKUH € aBTOPUTETHHM Ta Ma€ OUIbIIe MpaB, HIX
KIIIEHTH.

3aramom OLTBIIICTh 0araTOKOPHCTYBANBKHUX ITOp pealb-
HOTO 4acy BUKOPHUCTOBYIOTH KIII€HT-CEPBEPHY apXiTeKTypy.
e 3ymMoOBIEHO HEOOXIAHICTIO aBTOPUTETHOTO IDKEpena,
BIZIHOCHO SIKOTO CHHXPOHI3YIOTh Bcl iHII KitieHTH. Taka ap-
XITEKTYpa J1a€ 3MOr'y 3a0e3MeUUTH OJTHAKOBE BUKOHAHHSI IIPO-
[ECiB y BCIX TPABIB 1 YCKIIJIHIOE MOXKJIMBOCTI ISl I1axpa-
toBaHHsA. CyTh KIIIEHT-CEpBEpHOI apXiTEKTypH MNOJIATae B
MOJIUTI TIPUMIPHUKIB IPOrpaMu Ha cepBep Ta KII€HTIB. Yci
KIIEHTH OOMIHIOIOTHCS JAaHWMH 3 CEPBEpPOM. 3a MOTpedu
0oOMiHY JaHUMHU MiXK KIIEHTAMH BiH TEX BIOYBa€ThCS Ue-
pe3 cepBep, TOOTO KIIIEHT HAJACWIAE JAaHI HA cepBep, a TOH
TIepecuIIae X 10 1HIIOTO KITi€HTA.

BuBueHHST MOXKIIHBOCTEH, SKi Hagae irpoBuit pymriit Un-
real Engine [12], moka3aio, mo irpoBHid pyIIiif BAKOPHCTO-
BY€ KJIIEHT-CEPBEPHY apXITEKTYpY, IPU [IbOMY BiH Ja€ 3MO-
I'y BHKOPHCTaHHS JBOX IiJBHIIB, a came dedicated server
ta listen server. Cytp apxitexrypu dedicated server moss-
rae B TOMY, 1110 CEpBEP PO3TOPTAETHCS OKPEMHUM IIPOIIECOM,
Sk He Mae rpadiyHOro BifOOpakeHHS Ta BiINOBIAAE
TIIBKHM 32 ICHTpalli3oBaHe OOPOOJISIHHS I'pOBOI JIOTIKK Ta
CHHXPOHI3aIio iIrpoBHUX CTaHiB Mk KiieHTamu. CyTb apxi-
tektypu listen server nozseae B monini npUMipHUKIB TPOT-
paMu Ha KIi€HTIB 1 cepBep. OHAK 0COOIUBICTIO IIBOTO M-
BHJY TIOPIBHSHO 13 3BHYAHUM KIIIEHT-CEPBEPOM € T€, II0
cepBep Takok 00pobIsie maHi 3 Tpu, TOOTO BiH OAHOYACHO
BHUKOHYE€ 1 pOITb KITI€HTA, 1 CEpBEPHY JIOTIKy 3 00pOOICHHS
Ta HaJCUJIaHHS [AKeTiB JaHHX.

[lix yac peamizamii Ta TPOEKTYBaHHS KOOIEPATHBHOI
rpu Oyiio BUKoprcTaHo apxirextypy listen server (puc. 1).

Oco0muBicTIO peanizamii i€l apXiTeKTypu B irpoBOMY
pyurii Unreal Engine € Te, o ceppepom Moke CTaTH Oyab-
XTO 3 KJII€HTIB, TOOTO BiH HE € BIJOKPEMIJICHHM, IIPH IIbOMY
TTiCIISl 3aBEpILIECHHS irpoBOi cecii 1 Ha IOYaTKy HACTYIHOL
CepBEpOM MO’KE BUCTYIATH BXKE IHIIUH KIII€HT, @ KOJUIIHIHA
cepBep Oyze TUTBKU KiTieHTOM. Takwii miaxix Mae NIBi KO-
YOBi IepeBard s KOomepaTuBHUX irop. Ilepma momsrae B
TOMY, IO HEMae TOTpeON B OpPEHI IrpOBHX CepBEpiB, OC-
KUIBKA CaMi TpaBIli BUCTYHAIOTh CEPBEPAMH, IO 3HAYHO
3MEHIIIy€ BUTPATH Ha MIATPUMKY I'PH.
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Player 1

Listen server

Player 4

Puc. 1. Apxitekrypa "listen server" / Listen server architecture

Jlpyroro € BHpINICHHS IMEBHOIO MIpOI0 MPOOIeMH 3at-
PUMKH ITaKeTiB BHACIIJIOK JIOKaJbHOTO PO3MIIIEHHS CepBe-
pa i1 kiienTiB. Hanpukian, Ko Jeska rpymna apys3iB 3axo-
4e TOoTpaTu y TPy, TO MBHUIIIE 32 BCE BOHU OYIOyTh mepely-
BaTH B OJJTHOMY PETiOHI, 10 3MEHIIY€E Yac 3aTPUMKH HOPiB-
HSTHO 13 BiJ/IaJIGHUM CEpBEPOM, HAMOIMIKIMH 13 SIKHX MOXKE
nepeOyBaTH B iHIIOMY reorpadiuHoMy perioni. Takox ap-
xitektypa listen server mpunatHa ais peajisauii koornepa-
TUBHOI I'pH, aJUKe OyIb-XTO 3 KOMaHJM MOXE BUCTYIIATH B
poJi cepBepa.

Cnocobu cunxponizauyii izpogux cmanie 3 KiicHmamu
ma eupiwieHHs npoonemu empamu naxemie. BHacinok
JIOCITIJDKEHHST MOXKJIIMBOCTEH PYIIisi, OIHMCAaHUX y poOOTax
[11, 12], BcTaHOBJIEHO, 11O TSI CHHXPOHI3aMii irpoBUX cTa-
HIiB BUKOPUCTOBYIOTH TaKi MEXaHi3MH sIK peruiikamis [16] ta
RPC (anri. Remote Procedure Calls) [15]. Perurikariist — 1e
croci®é CHHXpPOHI3aIlil irpOBOTO CTaHy cepBepa Ta KIIEHTIB
BHACJIIIOK HaJCHWIIAHHS MAKETiB, sIKI MICTAThH Iieil cTaH. B
irpoBomy pyuii Unreal Engine peruikaisi npaioe Tak, 1o
iHpopMaIio BIINPaBIAIOTH TIABKK B cepBepa 0
KIIIEHTIB, 00 BOHM IOCTIMHO MATPUMYBAIM aBTOPUTET-
HUH CTaH rpu, KWl iM NpoAMKTYyBaB cepBep. Perurikaris
BiIOYBA€THCA TOCTIHHO, TOOTO cepBep KOXKEH pa3 IepeBi-
psie, 4n irpOBUI CTaH HE 3MIHUBCS, 1 SIKIIO TaK, TO BIANPaB-
nsie HoBi makeT. OCHOBHA CyTh PEIUTiKalil MoJsirae B TO-
My, 1100 MOCTIHO MiATPUMYBATH Ha KJII€HTaX aBTOPUTET-
HUH CTaH rpy, KU BiJIIOBiIa€ TOMY, III0 € Ha CepBepi.

VY Bunajkax, KoM HOTPIOHO repeaaBaTH JlaHi i3 KIlieH-
TiB Ha cepBep abo Ha iHII KIEHTH, BUKOpHCTOBYI0TH RPC.
Ha Bigminy Bim pemumikarii, ska BimOyBaeTbCs TOCTIHHO,
RPC — e cnoci6 oxHopasoBoi nepenayi inpopmarii. B ir-
posomy pymrii Unreal Engine Bci RPC moainstors Ha Tpu
kateropii: Server, Client ra Multicast.

Server RPC BHKOpUCTOBYIOTH IJIsl TOTO, OO TIepenaTH
iHpopmariro i3 KiieHTa Ha ceprep. Lle kKopucHO y BHmaa-
Kax, SKIIOo MOTPiOHO mepenaTu iHpopMaIiro, ssKka MOKe Mic-
TATUCSI TUIBKH Ha KJII€HTI, HANPHUKIAL, iHPOPMALIO PO
BBiJ KopuctyBadya. Taki RPC BUKOpHCTOBYIOTH ISl TOTO,
00 BHKOHYBaTH fKIiCh Mii, SKi MarOTh OyTH TepeBipeHi
CepBEpOM, HAIPHKJIAM, epeBipKa TOro, YU KyJIsl BIy4YHIa y
LiJTb, YH Hi. € MPaBUJIO: UMM OiJIbIIE il BAKOHYETHCS 13 3a-
JIy4eHHSIM CEpBEPHOI MepeBipKH, THM CKIAJHIIIE HIaxpa-
FOBATH Y CaMmii Tpi.

Client RPC — me croci6 mepeaaBanus indopmariii i3
cepBepa Ha KIi€HTa, HOro Haifuacrilie BHKOPHUCTOBYIOTb
JUTA TOTO, 00 CITOBICTUTH KOHKPETHOTO KJII€HTA MPO TIEB-
Hy Tozito, sika BinOynacs. Taxuii Bug RPC moxxHa BUKO-
PHUCTOBYBATH sIK CIIOCIO ONMTHMI3allii CHHXPOHi3allil CTaHiB,
10 PiJIKO 3MIHIOIOTHCS.

Multicast RPC — 1ie criocid mepejaBaHHs JaHUX Bif
cepsepa 1o Bcix kiieHTiB. Leit Bux RPC nmoniouuii 1o per-

JiKauii, MpoTe BUKOPUCTOBYETHCS y BHUIAAKAX, KOJIH TIOT-
PpiOHO CTIOBICTHTH BCIM IIPO Te, IO BiOyIacs meBHa MOIis.
Taxi RPC BUKOPHCTOBYIOTh Y KOCMETHYHHX LILJISIX JUIS CIIO-
BIIIICHHS TIPO MO/Ii1, [0 PiIKO BiIOYBaIOTHCS.

[Ipobmemy BTpaTl MaKeTiB, 3a3BHYaii, MO’KHA BUPIIIIATH
3a JIOTIOMOTOI0 TMaKeTiB-MiATBEpIKEHb, SKi CIOBIMIAIOTH
cepBep IMpo Te, IO BiAMPABICHUH MaKeT YCHIIIHO JIHIIOB.
VY BUMaAKY, SIKIIO CEpBEP HE OTPUMYE BiJIIOBIIb PO OTPH-
MaHHS MaKeTa BiJ KII€HTA y 3a3HAYCHOMY IPOMIXKKY Yacy,
cepBep Ilie pa3 HaMaraeThbCsl BIANPABUTH TakeT. B irpoBomy
pymii Unreal Engine obuzaBa mi migxoan pospobieHo i3
ypaxyBaHHIM IpoOJIeMH BTpaTH MakeTiB. Permrikaris Bupi-
mrye mpo0ieMy BTpaTH MAKeTiB, OCKUIBKU MOCTIHO Hama-
raeThCsl BINTBOPUTH CTaH cepBepa Ha KI€HTaX, 1 SIKIIO T1a-
KeT He JIHIIOB, TO Yepe3 MEeBHUI MPOMDKOK Yacy crpoda
noBToproethes. [Ipu Bukopucranni mexanizmy RPC e nBi
kateropii: Reliable ta Unreliable, sixi Busnavarots, sik 06-
pobisatu BrpaTy makeriB. Y Bumnaiky Reliable mpu BrpaTi
makera Oyne 3[IiHCHEHO JeKijabKa CIpo0 e pas3 Horo Bif-
MPaBUTH, 1 SIKIMIO BOHH BCi OYAyTh HEYCIIIIHUMH, TO
3B'I30K Oy/ie BBOKATHCS BTPAYCHUM 1 LILOTO KIi€HTa OyJie
BiJ'€JIHAHO Bij cepBepa. 3a3Buyail, Taki RPC BUKOpHCTOBY-
IOTB JJIS1 TOTO, 00 CIOBICTHTH PO BAXKIIHBI MOMIi, sIKi HE
MoykHa irHopysaru. Y Bumaaky Unreliable npu Brpari ma-
KeTa KOoIHOTo 00pobisiaHs He Oyne. Taki RPC, B ocHOBHO-
MY, BHKOPHCTOBYIOTh JUISi HEBaXJIHMBUX IOJii, 3a3BHYAil
KOCMETHYHHX e()eKTiB, sIKi He MAalOTh 3HAYHOTO BIUIMBY Ha
irpoBuii miporiec (puc. 2).

Y po3pobieHiil rpi BAKOPUCTAHO 00MIBa CIIOCOOU repe-
JlaBaHHs JaHux. Tak, HapUKIa, Ui MPaBHIBHOI IIOBEIiH-
KM BOTHEMAIBbHOT 30p01 y 0araTOKOPUCTYBALbKOMY PEKHUMI
BUKOpHCTaHO Kareropito Server RPC, sika criosimiae cepsep
PO TOCTPLJI, MO0 TOH 3MIr MepeBipUTH BIyYaHHS Ta HaHIC
TMIOIIKO/DKEHHST BOpory. Tako) BHKOPHUCTaHO KaTeropiro
Multicast RPC, sika BimoOpaskae BizyaiabHi €(peKTH IMOCTpi-
ny must koxHoro kimienta. Bigmosiguo Server RPC e Reli-
able, 60 BimoOpaxae BaxmuBy momito, a Multicast RPC e
Unreliable, 6o rpaBusm He ayKe BaKJIUBO, SKIIO Yepe3 M0-
TaHU# CTaH MEpeXi He 3'IBUTHCS OAMH Bi3yalIbHUN €(DeKT.
Player

- Other clients
Game Listen server (broadcast)
Click shoot | 1 V
button ol b H H
» Perform local - '
shot emulation ] ,
Request servershot ! :
Server :
Apply particles and » perform shot
Show local predict ammo change |[ " '
emulation ] Replicate shot result |
i el ety -
Show
changes
Apply damage
Show replicated Replicate shot result 7
changes I s I by & ;

Puc. 2. Jliarpama nocitiioBHOCTI mpoLecy nocTpiny / Shooting pro-
cess sequence diagram

3ranmani Bume noxii BukopuctoByloTh RPC, ockinmbku
11e To/il, sIKi BinOyBarOThCS BiTHOCHO piAKo, 60 TpaBenpb HE
CTpLISI€ TIOCTIHHO, 1 € BEIHKI MPOMIKKH Yacy, KOJIX BiH HE
Oy/ie BUKOPHCTOBYBaTH 30poto. KibKicTh 3/J0poB'st irpoBo-
ro MepCoHaka BUKOPHCTOBYE PEILTIKAIli0, 00 BaKJIHUBO IO
XapaKTEepPUCTUKY CHHXPOHI3YyBaTH 13 CTAHOM I'paBIIs Ha cep-
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Bepi. [lpunIun poboTn npoueaypu CHHXpOHi3awii Bizoopa-
JKEHO Ha pHUC. 2.

Jlokanvna cumynauis ma nepeddoauennsn. SIk Bxe 6yno
BHSCHEHO 3 aHami3y poOiT [13, 14], nns BupimeHHs qesKux
mpo0ieM, TOB'I3aHMX 13 3aTPUMKAMU TIAKETIB y MeEpexi,
MOJKHA BHKOPHCTOBYBATH PI3HOMAaHITHI aJrOPUTMH MEpe-
OaueHHs. 3o0kpemMa, mepeAdadeHHs YacTO 3aCTOCOBYIOTh
JUTSE KOMITCHCAIIIT 3aTPUMKH MO3HIIIT TPaBIIsL.

Jlorika anropuTmiB repeadadeHHsi 0a3yeThCs Ha TOMY,
IO HANpsIMOK PyXy Ta INBHJKICTb 3MIHIOETBCS HE JyKe
4acTo, TOMY MOXHa CKCTPAIIOJIFOBATH MO3UIIIF0 00'€KTIB Ha
OCHOBI IIBUJIKOCTI Ta HANpsIMKy pyXy a0o Ha OCHOBI IpH-
ITyILIEHHS TTPO BBEJICHHS CJIEMEHTIB KepyBaHHS. SIK Bxke Oy-
JI0 3rajlaHo paHille, Taki alTOPUTMH MOXYTh Tepen0dadaT
MO3MIIiI0 Oe3mocepelHpO abo mependayaTi BBECHHS TPaB-
I, @ B)KC Ha OCHOBI Iepe0adueHoro BBEICHHS BH3HAYATU
HacTynHy nosunito. ©opmyna anropurmy InependaueHHS
03ULii Ha OCHOBI IBHUAKOCTI € TaKOIO:

Ep = P(E09\7’t05t1)>
Ie: [p — mependadeHa MO3UIs TpaBis;, P — QyHKIis me-

penbaueHHs MO3MULIT Ha OCHOBI MIBUIKOCTI; Ly — momepes-

HSI TTO3MILIIS TPaBLs; V — OCTAHHIN BEKTOP IIBUIKOCTI TPaB-
151, OTpUMaHUH 3 cepsepa; ty, I — yac ocTaHHBOI CHHXPOHI-
3arii 3 cepBepoM Ta 4ac, IS IKOTO 3[IHCHIOETCS Iependa-
YEHHS, BiAMOBIAHO.
Hatinpocrimmvu GyHKIIIMA Iepen0adeH s € TaKi:
P=L, Ta P=Lo+V(t —tp).

[lepmia 3 HUX POOUTH MPUITYIIEHHS, 110 T'PaBELb Mepec-
Ta€ PyXxaTUCh, ajie 3a3BHYAl 11 HE BIAMOBIAA€ AIHCHOCTI, 1
TaKy (YHKIIIO HIXTO He BUKOpHCTOBYe. [lpyra ¢yHKIIs
MIPUIyCKa€, 110 TPaBelb MPOIOBKYE PyXaTUCh B TOMY Ca-
MOMY HaNpsIMKY 31 CTaJIolo mBUaKicTo. Llei BapianT Haba-
raTo Kpamui 3a monepeHii, ajie He BpaXxoBY€ MOKIMBOCTI
MIPUMIBAALICHHS. J[Is yTOYHEHHS MOKIMBOCTI mnependa-
YeHHS TPUIIBHU/IICHOTO PyXy MOXHa B (DyHKIII nmependa-
YEeHHSI BPaxyBaTH 1€ i MPHUIIBH/IICHHS:

I-T) = P(Lo,V, to, 1, @),
Jie @ — OCTaHHI BEKTOp MPUIIBUALICHHS TPABLsl, OTPUMa-
HUH 13 cepBepa.

Oynkmiro nepexdadeHHs A (I3UUHUX TiJ, 30KpeMa,
repeioaYeHHs] TPaBiTAIIfHOTO BIUIMBY Ha TPaBILsl, 4acTo
BHOMPAIOTH Yy BUTIISII:

P=Lo+Viti—to)+ 2t —to)

Taki anropuT™MH 4acTKOBO OOPIOTHCS i3 BTPATOIO IaKe-
tiB. Hanpuknaz, rpaBeips IpocTo ie Briepe, a OuH i3 ma-
KETIB 3 HOBOIO MO3HMIIIE€I0 BTPATUBCS ITiJ] 4ac JOCTaBKHU. be3
BUKOPHUCTAaHHSA aJITOPUTMY TependadeHHs IMO3UIli BiaOy-
JIeThCsl 3yIIMHKA MEePCOHaXa, a 3 OTPHMAaHHAM HACTYITHOTO
mmakeTa IepcoHaXx "mepecTpuOHe" 3pa3y Ha IBa KPOKHU 3a-
MicTh oxHoro. Taki "mepecTpuOyBaHHSA" HETaTHBHO BILIH-
BaIOTh Ha IMPOBHIA MPOIIEC, OCOOIHUBO B irpax, MOAIOHUX 10
TOHOK, OMHCAHUX y poOoTi [14], ne no3uiis Bigirpae Kio-
YOBY pOJIb. AJITOPUTMH TIepe0aYeHHs MTO3HLi al0Th 3MO-
Iy YHUKHYTH O1JIBIIOT KUTBKOCTI TAKUX PI3KHX IEPEMIiIleHb,
OCKIUTbKM HAaBITh 3a BIJICYTHOCTI HOBHX JaHUX 13 cepBepa
MO3UIIiS MEPCOHAXA EKCTPAIOJIIOBATHMETbCS HA OCHOBI
HOro MomnepeaHbO1 MIBUAKOCTI Ta HANPSMKY PYXY.

Anroput™mu Tmiepen0adeHHs] BUKOPUCTOBYIOTh Y KOMIIO-
HEHTI pyxy rpaBiid [17] mist 3abe3rnedeHHs IaBHOCTI B Pi3-
HHUX PEeXHMax PyXy 3 YpaxyBaHHSIM 3aTPHUMKH Ta BTPaTH

JaHUX TP nepenaBanHi. st po3yMiHHs, SIK MPALIOE CHC-
TeMa rependaveHHs Ta BUIPABIICHHS PyXYy IIEPCOHaXka B ir-
poBomy pymrii Unreal Engine, moTpiOHO yCBimomitoBaTH,
0 OJWH i TOW caMHi IEpCOHAX y 0araToKOPHUCTYBAIbKil
Tpi 3aJeKHO BiJ] CEpPEelOBHINA MOXKE MATH OJIHY 3 POJICH:
Autonomous Proxy (mepcoHakx Ha KOMITIOTEpI TIpaBIis,
kUit HUM Kepye), Authority (komis mepcoHaka rpaBis Ha
cepsepi) Ta Simulated Proxy (kormist mepcoHaka rpasiist Ha
IHILIOMY KJTI€HTI).

AJTOpUTM TIPOIIECY CUHXPOHI3AIll i3 mMepeadaYeHHsIM
MO3HILIT Yepe3 KOMIIOHEHT PyXy I'paBLs € TAKHM.

Kpok 1. Crodatky rpaseis, y SKoro pois Autonomous
Proxy, BukoHye pyx Ha OCHOBI ()i3HHOTO BBEJCHHSI IPABLIS.

Kpox 2. BinOyBaeTscs 30epekeHHS TaHUX HPO PyX Y
MOTOYHUN MOMEHT 4acy, Ii JiaHi KOMIIPECYIOTh JJIsl YHUK-
HEHHS TTOBTOPIB 1 3MEHIIICHHS IXHBOI KUTBKOCTI, TTOTIM TIe-
pECHIIaloTh Ha cepBep.

Kpoxk 3. BinOyBa€eTbcst HanCHIIaHHS Ha cepBep 30eperke-
HUX JaHUX [IPO PYX Ta KIiHICBY MO3UIIIIO Ha KIIEHTI.

Kpoxk 4. CepBep Ha OCHOBI OTpUMaHUX AaHUX ITOBTOPIOE
TaKui caMuil pyx, ajie 3 MO3HIlii TPaBIls Ha CepPBEpI.

Kpoxk 5. SIkmio pe3ynabTaT OBTOPSHHS PyXy 30iraeThest
3 KIHIICBOIO TMo3uIliecro Autonomous Proxy kiieHrta, 1o
KJIi€HTa HAJICHIIAETHCS MiATBEPIKCHHS MPABUIIBHOCTI HOTO
pyxy.

Kpox 6. Skmo obumnciieHa Ha cepBepi MO3WIA Biapi3-
HSETHhCS BiJ mo3milii Autonomous Proxy, 1o KiIi€HTa HaICH-
JIAETHCSI TIOBIIOMIICHHSI 3 JIAHUMH TIPO BUIIPABIICHHS! O3HIIII.

Kpok 7. Autonomous Proxy BiaTBOpIOE Ti cami pyXw,
MMOYMHAFOYH 31 CBOET IMO3UIIIT HA CEPBEPI, a HE 3 JIOKAJILHOI.

Kpoxk 8. ITicist mporo cepsep peIviikye AaHi mpo MO3U-
[iI0 TpaBls BCiM KIii€HTaM, sKi MaioTh posib Simulated
Proxy.

Kpox 9. Simulated Proxy 3actocoBye perutikoBaHi aaHi
PO pyX 3 ypaxyBaHHSM IepeadadeHb Ta MeXaHi3My Mepe-
JKEBOT'O 3IIIaJKyBaHHSI.

Cucrema mependadeHp pyxy B irpoBomy pyrmrii Unreal
Engine BUKOHY€THCS 1751 TPABIIiB, SIKi MalOTh posis Simula-
ted Proxy, To6To [uist TIoIaHHsI IEPCOHAKIB IHIIMX TPaBIIiB.
AJITOPUTM 3arajgoM MpaIfoe MOTIOHO J0 OMHUCAHOI'O BHUIIE
MIPUHIMIY MepeadadeHHs MO3UIIT HA OCHOBI IIBHIKOCTI Ta
HAaIpPSIMKY.

3a aHanorieo 3 nepeAdaueHHsIM pyXy MOKHA BUKOPHC-
TaTH 1IC OJWH MOMIOHUI MiIXifl, SIKUA a€ 3MOTY KOMIICH-
CyBaTH 3aTPUMKY TakeTiB. HUM € JlokanbpHa cumMysisisi, Ko-
JIM YaCTHHA IrPOBOI JIOTiKM BUKOHYETBCS JIOKAIBHO Mapa-
JIeTIBHO 13 3amuTOM 0 cepBepa. Takuid Mmiaxij Ja€e 3Mory
3pOOHTH BUIJISA TOBHOI BiZICYTHOCTI 3aTPUMKH 1 0a3y€eThCs
Ha TOMY, IIO 3 Ay’X€ BUCOKOIO HMOBIPHICTIO pPe3ynbTaT Iii,
BHKOHAHOI JIOKAJbHO, Oyze 30iraTuch 3 pe3yiIbTaToOM cep-
Bepa. [IpuHIMT poOOTH TaKWii: KIEHT JIOKATBFHO BHKOHYE
SIKYCh JIF0 1 OTHOYACHO 3 LIUM BIiIPaBIISIE HA CEPBEP 3AITHUT
Ha 37ificHeHHs miei aii. [Toku BiamoBime i3 cepBepa Iie HE
npuiinuia, rpaBelb 0auuTh pe3yJbTaT JOKAIBHOT CUMYJIs-
uii. Konm cepBep BuKOHAB if0, BIH CHHXPOHI3YE CTaH
KIIIEHTa 31 CBOIM, 1 SIKIIO JIOKAJTbHA CUMYJIAIis Oyia BJa-
JIOFO, TO IIi CTAHHU OYJYTh OJJHAKOBHUMH, IO 3a0e3Meuye Bifl-
YyTTs BiICYyTHOCTI 3aTPHMKH.

VY po3pobreHili KOONepaTHBHIN TPl TaKUH ITiIXiJ] BHKO-
PHUCTOBYETHCS s CTPLNBOH 3 BOorHenansHoi 30poi. Ha puc.
2 MOXHa TOOAYUTH TPHUHIUI POOOTH JOKATBHOI CUMYIIS-
mii, a Ha puc. 3 — CHHXpOHI3amito cTpimedm y Tpi. Ilpn
CTpLIBOI YacTHHA JIOTIKK (B1IOOpakeHHs Bi3yalbHUX e(dek-
TiB, (I3MYHMI BIUIMB Ha 00'€KTH Ta 3MEHIICHHS KIIBKOCTI
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Ha00iB) BUKOHYETHCS JIOKAIBHO 0e3 3arpuMku. [lapamens-
HO 3 MM Ha CepBepi BUKOHYETHCSI aHAJIOTIYHUI MOCTPi,
SIKUA CHHXPOHI3Y€ETHCS MIXK yCiMa KITi€HTaMH.

€) - ) T
Puc. 3. CunxpoHizawis cTpiibou MK KiieHTamu /
synchronization between clients

Sing in or Sing Up

continue

or continue with

n ‘ ] \_]
Biy signing in or signing up, you agree with our
Privacy Policy

Puc. 4. ABTOpﬁBaHiH B EOS / Authorization using EOS

Cepen MeTOIiB BUPIMICHHS 3aBJaHHS i1 € THAHHS O iT-
pOBOrO CBITy 3 BHUKOPHCTaHHSIM Mepexi [HTepHer, sk
HaWTpakTHUHIANA Ta HaW(yHKIIOHANBHIINN, BUOpaHO
BUKOPHCTAHHS OHIIAIfH-CEPBiCiB, SIKi HAJAIOTH Pi3HI KOMIIa-
Hii. 3riHO 3 TOoKyMeHTauiew irpoBoro pyurist Unreal Engi-

ne [3], Bin Hamae migcucremy OSS (aumra. Online Sub-
System), sika € HabopoM iHTep(heHCiB s IMIUTEMEHTAITiT
pi3HEX OaraToxopHCTyBambkux (QyHKIH. Bukopucrano in-
Tepdeiicn s aBTOpHM3alii KopuctyBada (puc. 4) Ta s
poOOTH 3 IrPOBUMH CECisIMH, Ha OCHOBI OCTAaHHBOTO pealli-
30BaHO (PyHKIIOHANBHICTh MOIIYKY (PHC. 5) Ta MpUETHAHHS
110 irpoBoi cecii (puc. 6).

z

< 2

Puc. 5. [Tomyk irpoBux ceciii Ta mix'enHaHss 10 Hux gepe3 EOS /
Searching for game sessions and connecting to them using EOS

Puc. 6. JBa rpaﬁui B CIIUIBHOMY IrpOBOMY CBITi (BHIJISZ Bif IIepIIIOT
ocobu neprmoro rpasus) / Two players in a common game
world (first-person view of the first player)

Taki inTepdeiicu peanizyioTh MmijJi KOHKpeTHY Iuiatdop-
My, sika Hagae cBoi ceppicu. [licis aHamizy pi3HHX iMILIe-
MEHTAIli# 1€l cucTeMu, 30kpema Steam ta EOS (anri. Epic
Online Services), 06paHO OCTaHHIO, OCKIJIBKM BOHA peati-
3y€ yCi MOXKJIMBOCTI CUCTEMH Ta HaJa€ MPOCTUH JTOCTYI 10
TXHBOT'O BUKOPUCTAHHSI Ta BiIIAr0/PKCHHS.

Puc. 7. CI/IIIiSI 3atpuMkd B 500 mc / Simulation of 500 ms delay

JlociimKeHo SKicTh pOOOTH CUCTEMHU NIepe10aueHHs Py-
Xy HepcoHaxka mpu MepexeBiil 3arpumui B 500 mc. s
1oro Bukopuctano aBi komangu: NetEmulation.PktLag
500 (puc. 7), sika cuMyJIioe 3aTpuMKy naketiB 500 mc, Ta p.
NetShowCorrection 1 (puc. 8), ska BMuKae Bi3yaizamiio
CHHXpOHI3aIil cepBepoM Io3umLii KiieHTa. Bukopucranusa
OUX KOMaH] Ja€ 3MOTY MOO0AYNTH YaCTOTY PO3CHHXPOHI3a-
1ii KITi€HTa 32 PI3HUX Til.

[IpoBeneHo ABa TECTH i3 MITYYHOIO 3aTPUMKOIO TTAKETIB
500 mc: mepeBipKy pyXy Ha piBHiil MOBEpXHi Ta MpH 3iT-
KHeHHI 3 nepemkoamu. Koxxen Tect TpuBaB 0113bk0 600 ¢
1 BiOyBaBcs 3 BUKOPHUCTAHHSIM JIBOX T'paBIiB. BHaciimok
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BHUKOHAHHS TIEPLIOTO TECTY HE BHSBICHO JKOJTHOTO BHUIIPAB-
JICHHSI, 1110 CBIJUUTH IPO SIKICHI aJITOPUTMH Nepe10aueHHs.
[Ipu apyroMmy TecTi BHSBIECHO TUIBKH OJHE BHIIPABICHHS
MpHU 3ITKHEHHI KamlCyld TPaBIl 3 PEeOpOM HEPyXOMOTo
00'exTa, aje BCi HACTYIHI CIIPOOM BiATBOPUTH II€ BHUITPAB-
JIeHHs OyJIM HeBIAIUMU.

Puc. 8. YBiMKHEHHS Bi3yauizallil BUIIPaBiIeHb cepBepa AJIsl epeBip-
KH sIKocTi pobotu nependauenns / Enabling server correction
visualization to asses prediction quality

BukoHaHO aHaNOTiYHI TEPEeBIpKH 13 3aTPUMKOIO B 1 c.
OuikyBanoch, 10 BiJJIOBUTH BUIIPABJICHHS 32 TaKOi BEIH-
KOI 3aTpUMKH OyzAe IOCTaTHBO IIPOCTO, MPOTE BIPOJIOBK
600 c mepeBipkM BUIpaBICHHS BiIOYJIOCH TINBKM 3 paswy,
10 3HAYHO MEHIIE, HiXK O9iKyBaJIOCh. X0Ya 3a 3aTPUMKH B
1 ¢ rpy HEMOXKJIMBO I'paTH 4epe3 3HaYHe BiJICTaBaHHS Iep-
COHAXIB IHIIMX TPABIIB, CHCTEMa Tepea0adeHb JTOCTaTHHO
J00pe cebe rmokasasa HaBiTh B TAKMX KPUTUYHUX YMOBaX.

[
Pd—‘

M'hhmﬂl?,m_mm 2
r‘&- i

b) > i < <@
Puc. 9. BunpasneHHs rpaBisi cepBepOM IPH 3iTKHEHHI 3 IEPEIIKO-
JIOI0 Ta IITYYHOIO 3aTPUMKOIO makeTiB B 1 ¢ / Player correction
by the server upon collision with obstacle and artificial 1 second

packet delay

Tecr i3 3ITKHEHHSIMH TEX IMOKa3aB cebe Kparile, HixK 0Yi-
KyBaJIOCh: TUIBKU J1Ba BUMpaBieHHs 3a 600 c, oJHe 3 HUX
MOKHa nodauntu Ha puc. 9. [Ipore mopiBHIOWOYH 3 TIOTIE-
penHiMH TecTaMu, 3aTpUMKa B 1 C 1HKOJIM ITOPOJIKYE J0C-
TATHBO BEJIMKI BUIIPABJICHHS: TIOMIYE€HO BHIIPABJICHHS IPH-
613HO Ha 5 M 1 3 MoBOpoTOM Maibke Ha 60 rparycis.

OOroBOopeHHsI pe3yJbTATIB MOCHITKeHHsSI. Y poOOTi
[21] anst moytonaHHs MPOOIEM MEpeKeBOI 3aTPUMKHU TTaKe-
TIB @BTOPH MTPOIIOHYIOTH BUKOPHCTAHHS aJITOPUTMIB IIIaHY-

BaHHS i3 BpaxyBaHHsAM Tpadiky. Takuil miaxig Mae MiHIMi-
3yBaTH 4Yac TMepelaBaHHs IAKeTiB BHACHIJOK TOIIYKY
HalMEHII 3aBaHTXKEHOrO LUIAXY, IO CIpUsie epeKTHBHO-
My mepenaBaHHIo. Lle mocmimkeHHs BHpilrye mpoOieMy B
KOpPEeHI Ta ONTHMi3y€e poOOTy Mepeki 3arajioM, MpoTe BOHO
€ JIOPOKYMM y pealtizailii HOPiBHSHO 3 aJropuTMaMu KOM-
HeHcalil 3aTPUMOK, BUKOPUCTAHUX Y PO3POOIEHOMY 3aCTO-
CYHKY, OCKUIbKH MOTpeOye Moaudikaiii Mmepexi ta OuibIiol
00YHUCITIOBAIILHOT ITOTYXKHOCTI MapIIpyTHU3aTOPIB.

VY cBoiit po6oTi [19] aBTOpH NPONOHYIOTH BUPIIYBaTH
po0IeMH 3aTPUMKH MEpEKEBHX IAKeTiB y OaraTokopuc-
TYBallbKUX irpax Croco0OM BHKOPHCTAHHS MiAXOMY JIO Tie-
penbadeHHs MO3MIIT rpaBlsi, 3aCHOBAHOI'O Ha HEHPOHHIH
MepeXi B MOETHAHHI 3 aITOPUTMOM BiJCTEKCHHS IIIAXY.
3rigHO 3 pe3yibTaTaMH TaKuil minxin 3abesmeuye Ha 45 %
MEHIIy ITTOXHOKY MOPIBHSHO 3 aHAJIOTaMH Ta BUMara€ MeH-
1Ie JaHUX JUIs IIepefaBaHHg Mepexero. [Ipote BuKopucTas-
HS HEHPOHHUX Mepex MOoTpedye JOBroro Iporecy HaByaH-
Hs Ta BEJUKOI BUOIPKH JaHUX MOPIBHSHO 3 IETEPMIHOBAHH-
MH QITOPUTMaMH, & Ha CKIAJIHUX MOJEIAX TaKWil mimXin
MpaloBaTUME TMOBUIBHIIIE. Po3po0ineHuii HamMu MAXI,
SIKAI TPYHTYEThCSA HA YIOCKOHAJICHHX alrOPUTMAax TMepen-
6augenns Ta 3acobax Unreal Engine, Hamae TouHicTh, oc-
TATHIO JUISl OUIBINOCTI irop (X04 1 HMXKYY, HDK 3aIpOIIOHO-
BaHUI y poOori [19]), ane mpatroe mBUAIIE, MO A€ 3MOTY
BUTPATHTH 3¢KOHOMJICHHH Yac UL MOKPAIICHHS [IporpaM-
HOTO 3a0€3MEeYEeHHS IHIINX CHCTEM.

VY nmocmimkeHHi [6] aBTOp TeX OMHUCY€E BIUTUB 3aTPHMOK
Ha JIOCBiJ KopucTyBaua. Sk mpukiaj, HaBoauthesi FPS
(aurn. First Person Shooter) rpa, ae Bim 3aTpuMKH 3aiie-
JKUTh BIYYHICTh CTPLIBOM Ta i 3araiibHe Bpa)KeHHsI rPaBIiB
TaKoX. ABTOp MOPIBHIOE HASBHI METOM KOMIICHCAIlIi Ta Ha
OCHOBI MOJIeJli HEHPOHHOI Mepexi TIITMOOKOTO HaBYAHHS
(anrn. Deep Learning) Hamara€eTbcsi BHPILIMTH 3arajbHY
mpo0iieMy 3aTpUMKH 0e3 BTpydaHHs B irpOBHH KOJ. 3TiTHO
3 JOCII/DKEHHSIM TaKU# MiAXin nepeadavae i BHYTPIMIHI iT-
POBI cTaHW|, 1 [ii 30BHIIMIHIX MO0 MIPOTPaMU KOPHUCTYBadiB.
[MopiBHIOIOYHM TaKWi MiAXiA i3 HAMMMHU pe3yabTaTaMH, TO
Bin mae mepeBary sk yHiBepcaldbHUH MiAXin A0 mependa-
YeHHSI, SKMH HE BUMAarae 3MiH B irpOBOMY KO/, IIPOTE MOT-
peOye HaBUaHHS ¥ IEpETPEHOBYBAHHsS HEHPOHHOI Mepeki
IPY JI0JIaBaHHI B TPy HOBHX MOXJIMBOCTEW MEPEMIlICHHS, a
TaKOXX PO3LIMPEHHSI BUOIPKU JaHUX JUTs TpeHyBaHHs. Po3-
pobnennii Hamu miaxix 3aBsku 3acodam Unreal Engine €
THYYKIIINM, OCKUIBKH CHCTEMa Iepei0adeHHs pyxXy Mepco-
HaXKa JIETKO MOAU(IKYEThCs sl BpaxyBaHHS HOBHX irpo-
BHUX MOKJIMBOCTEH.

VY cBoeMy mociipkeHHi [9] aBTOpH MPONOHYIOTH BHKO-
pHUCTaTH IEICHTPATI30BAHMHN MiIXi 0 ITPOBUX CBITIB, SKi
06pOOITIOTECSA CepBEpPOM. IXHS ifes monsrae y Tomy, mob
CTBOPHTH PO3MOIICHY CHCTEMY CEePBEpIB, SIKi MOXKYTh BHUC-
TYNaTH y POJIi OJTHOTO IIJIOTO il Yac 0OpOOJISIHHS 3alHTIB
BiJl KIIIEHTIB. ABTOPH MMM BUCHOBKY, 110 TaKHH ITiXif
HaJlae Kpally MaciuTaboBaHicTh Ta Oe3neky, 00 y BUIAIKY,
KOJIM OJIMH 13 CEpPBEPIB 3JIaMAETHCs, TPABIll HABITH HE MMOMi-
TATH 1OTO. BHACHINOK HAIIOTO JOCIIKEHHS OTPUMaHO
CHCTEMY, SIKa TAKOXX BOJIOJIE OCOOJMBICTIO CTIMKOCTI 110
3001B cepBepa, OCKUIBKU apxiTekTypa listen server mepen-
Oayae, 110 SIKIIO cepBep nepecTaB (HyHKIIOHYBATH, TO OJUH
i3 TpaBIIB CTa€ HOBHUM CEPBEPOM, IO TaKOX 3abe3medye
6e3mepe0iiiny rpy. [IpoTte, Ha BiAMiHY BiI pO3MOAIICHUX
cepBepiB, po3pobiicHa HAMH CHCTEMa HE BUMAarae BUIUICH-
HS BIIJAJICHUX CEPBEPIB Ta HE Ma€ HaKJIaJHUX BUTpAT Ha
MDKCEpBEpHY CHHXPOHI3ALII0.
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VY cBoemy nocnipkenHi [20] it BUpIlEHHS TpoOieMu
MIOITYKY iTPOBUX CeCiif Ta Mia'eAHaHHS A0 HUX aBTOPH PO3-
pobuium cBiit tuiarin s pyurist Unreal Engine, sikuit Hagae
¢dyHKIiOHAT poOOTH 3 iIrpoBUMU cecisMu. Takuii miaxin 1aB
3MOTY aBTOpaM THYYKO HaJIAIITOBYBAaTH POOOTY i3 cecisiMu
Ta Ha/IaB OLTBIIMIA KOHTPOJIH HaJ HUMH. [IpoTe 3ampomoHo-
BaHUI HaMH MiAXiA BHAcHiZoKk BukopuctanHs EOS Hamae
MOJKJIMBICTB IPAIIOBATH HA PI3HUX IIIaT(opMax, MOYHNHA-
I0YH BiJ] IEPCOHAIBHIX KOMI'IOTEPIB Ta 3aBEPILYIOYH irpoO-
BUMH IIPUCTaBKaMH i TIOPTaTHBHUMH KOHCOJISIMH, & 3aCTO-
CYBaHHS BJIACHOTO ILIAriHy, K y po6oTi [20], BuMarae pos-
pOOJICHHST JOIaTKOBOTO TPOTPAaMHOTO 3a0e3NeUeHHs IS
TakuxX BUMAIKiB. BogHouac Bukopucranas EOS e meres-
mmM, 00 He moTpedye OpeHAM BIACHUX cepBepiB (iX yxke
Hazaae kommanis Epic Games).

VY nocmimkerHi [1] aBTOpH po3TIBSIIAIOTE MIAXiT 3 BUKO-
PHUCTAHHSAM TYMAaHHHX TEXHOJIOTIH ISl BUPIIICHHS HU3KH
mpo0iieM, TMOB'A3aHUX 13 3aTPUMKOI0 MEpexi B OaraToko-
PHCTYBaIbKUX irpax. 3alporOHOBAaHO HOBUH T'€HETHYHUH
ITOPUTM, SKHH JOTIOMarae ONTHMalIbHiNle BUOUpATH TY-
MaHHI By3JIM JJisi OOYHMCIICHHS, 00 3a0e3reynT Halkpa-
IMI JJOCBiA Ta MiHIMaibHI 3aTpUMKH. Taky cHCTEMy MOX-
Ha NOEJHATH 3 Peayli30BaHUMM HaMH alITOPUTMaMH Nepes-
OadyeHHs 13 BHKOpucTaHHAM 3acob0iB Unreal Engine, mio
JaCTh 3MOTY IOKPALIMTH irPOBHI AOCBiA HAaBITH [UIs Bixna-
JICHUX TPaBLiB, YUM IUIAHYEMO 3alHATHCS B IOJAIIBIINX
JOCIIKeHHSAX, BogHOYaC, BUKOPUCTABIIN CKIIAIHI PEKH-
MU pyXy (TUTaBaHHS, CKeJleJa3iHHs, KOB3aHHS, PyX KaHATOM
TOIIIO).

Otmxe, 3a pe3ylbTaTaMd BHKOHaHOI pPOOOTH MOXKHA
cOpMyJIIOBAaTH TaKi HAyKOBY HOBH3HY Ta IPaKTU4HY 3Ha-
YYIIICTh PE3YJIbTATIB JOCIIIKSHHSI.

Hayxosa Hoeusna ompumanux pe3yiomamis 0ocii-
OotcenHss — HaOYITM TOJANBIIOTO PO3BUTKY BiZOMi Teope-
THYHI MiX0AU 10 3a0€3MeUYeHHs [UIABHOTO irpOBOTO JI0CBI-
Iy y 0araTOKOpUCTYBAallbKUX irpax, yJOCKOHAJICHO IpaK-
TUYHE BHKOPHCTaHHSI 3aCO0IB Cy4yacHOI'O irpOBOIO PYILis
Unreal Engine 5 mis cripoImeHHsT Ta ONTHMI3alii mporecy
PO3pOo0IICHHS 0araTOKOPUCTYBAIBKKX 1r0p.

Tpaxmuuna 3uauywicmes pe3yromamie 0OCHIOHNCEHH —
pe3ysbTaTy JOCIHIPKEHHSI Peai3oBaHO B irpOBOMY IIpOT-
pamMHOMY 3a0e3ledeHHi, SKe JEeMOHCTPYE MOJKIMBI TIpaK-
THYHI CIIOCOOM BUKOPUCTAHHS CHUCTEM irpoBoro pyimrist Un-
real Engine 5 mis eeKTHBHOTO BUPIIICHHS 3aBIaHb 320€3-
MIEYCHHS TUIABHOTO IrpOBOrO JIOCBily Yy OaraTOKOpHCTY-
BaIlbKUX irpax.

BucHoBku / Conclusions

Po3pobneHo 6araTokopuCTyBaIbKy KOOTIEpAaTHBHY TPH-
TOJTHUIBKY TPy SIK MPOrpaMHy CHUCTEMY PEabHOTO 4Yacy,
sIKa JIGMOHCTPYE MOXKIIMBI CTIOCOOM BHUPIMICHHS KITFOYOBUX
3aBllaHb, MMOB'sI3aHI 3 MEpEIaBaHHIM 1 CHHXPOHI3AIIE Ja-
HUX Mepexero [HTepHeT. 3a pesynbraTaMd IMPOBEIECHOTO
JIOCJTIIPKCHHST MOYKHA 3pOOUTHU TaKi OCHOBHI BUCHOBKH.

1. Bu3HaueHO OCHOBHI 3aBIAaHHS, sIKi BUHHUKAIOTH y TPOIECi
PO3po0IIEHHsT 0araTOKOPHUCTYBALBKUX irop, 30KpeMa, 1010
BUOOPY apXiTeKTypu Ta Crocoly IepeaBaHHs aHHX.
TIpoanamnizoBano MpoOJIEMH MEpPEKEBOI 3aTPUMKH, KOJIH-
BaHHs MEpEeXi Ta BTpaTy MakeTiB. BcTaHOBICHO OCHOBHI
IPUYUHY, Yepe3 sKi i IpoOIeMU BUHUKAIOTh. 3allpOIOHO-
BaHO MOBTOPHE BiANPABICHHS MAaKETiB JUIA YHUKHEHHS
IXHBOI BTpaTH. BUKOPHCTAHO JIOKAIbHY CHMYILIIIO Ta I1e-
pendayeHHs sl KOMIICHC ANl 3aTPUMKH MEPEXki Ta BTpaTu
MaKeTiB.

2. OnycaHo OCHOBHI MOKJIMBOCTI pyIIis Ta IHCTPyMEHTH, SIKi
BiH Hajae, JUis e)EeKTHBHOTO PO3POOJICHHS 0aratoKopuc-
TyBallbKUX irop. JIOCHi/PKEeHO OCHOBHI apXiTeKTypH Oara-
TOKOPUCTYBAIbKHUX irpoBHX mofartki pymris Unreal Engi-
ne 5 Ta apryMeHTOBaHO JOLIIBHICTH BUOOPY apXiTeKTypH
listen server asst KOOmepaTUBHUX iTOP.

3. CTBOpPEHO KOOIICPATUBHY TPy, Y SIKiil peai3oBaHO 3rajiaHi
MeTonu 1J1sl 60poThOU 3 OCHOBHMMHU IpobieMaMu OaraTo-
KOPHCTYBalbKUX irop. JIOCHiIPKEeHO Ta peayli3oBaHO MOX-
JUBICTh JIOKAJIBHOTO TEpeN0aYeHHs] TEepPEeMILCHHS JUIs
YHUKHEHHS PI3KOT 3MiHHM MO3MIIii MEpCOHAXka BHACIIIOK
CEepBEPHHX BHUIIPaBJICHb. Peai3oBaHO JIOKAIBHY CHMYIIS-
1ito 1y1st 30poi, sKka BioOpaxae rpaBIio BizyaibHi edekry,
Ta (Gi3MuHy CUMYJISILIIO T 3aMaCKyBaHHS 3aTPUMKH Y Me-
pexi. IHTerpoBano ownaitH-cepsicu Bia Epic Games s
peaizaliii MOKJIMBOCTI MiA'€IHAHHS 10 ITPOBUX CBITIB 1H-
IINX TPaBILiB Mepexkero [HTepHeT.

4. BcranosneHo, mo irposuil pymiii Unreal Engine namae
JOCTaTHBO €(eKTHBHY CHHXPOHI3aLilo i3 cepBepoM Ta
MOJKJIMBICTh PETYJIFOBATU 11 YaCTOTY ISl IEBHUX 3MIHHUX.
3a HoT0 JOTIOMOTO0 BIAEThCS ONTHMI3yBaTH HaBaHTAXKCH-
HsI B MEpexXKi BHACIIIOK MOXIIMBOCTI pi3HOI perikauii cra-
HiB, HAIIPUKJIaA, OOMEKEHHS peIutikarii TITbKH 10 MEeBHO-
ro KiieHTa abo Mmo4yaTkoBoi OgHOpa3oBoi perutikaiii. Ok-
piM 1bOTO, BCTAHOBIIEHO, 110 pywiii Unreal Engine Hamae
HOTYXXHI aJArOpUTMU IepenldaueHHs MO3ULII NepcoHaXa,
AKi 3a0e31euyIoTh IUIAaBHUH irpoBUI DOCBiJ HAaBIiTH 32 Be-
JMKUX 3aTPAMOK.
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IMPLEMENTATION OF A MULTIPLAYER GAME USING UNREAL ENGINE 5

A novel approach to developing multiplayer games, leveraging the capabilities of Unreal Engine to optimize data transmission,
reduce latency, and synchronize player experiences in shared game worlds is developed. The method incorporates specialized algo-
rithms for compensating transmission delays, addressing network fluctuations and packet loss along with position prediction techniq-
ues to mitigate network latency effects. The primary goal of the research is to create a cooperative adventure game as a real-time
software system, demonstrating practical solutions to key challenges in data transmission and synchronization over the Internet. By
adopting a listen server architecture, we capitalize on its cost-effectiveness by eliminating the need for dedicated game servers (pla-
yers take turns acting as servers) and reducing packet delay through localized hosting. Synchronization of game states is achieved
through replication, ensuring consistent representation across clients, and Remote Procedure Calls (RPCs) for efficient data transmis-
sion. A computational experiment on local prediction of character movement was conducted to verify the quality of the prediction al-
gorithms. Local simulation for weapons, providing players with visual effects, and physical simulation to mitigate network latency is
implemented. Moreover, integration with Epic Games online services enables seamless connectivity with other players’ game worlds.
Extensive testing validates the effectiveness of predictive movement system, ensuring smooth character movements even under signi-
ficant network delays (500 ms) and real-world unpredictability (1 s). Proposed approach demonstrates precision and efficiency in
addressing challenges in multiplayer game development, facilitated by packet retransmission mechanisms and local simulation strate-
gies. Future work will be focused on further refining prediction algorithms to accommodate various movement modes.

Keywords: packet transmission latency minimization; character movement prediction; local simulation; network latency com-
pensation; player game state synchronization.
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