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ONTUMIBALISI CEPBEPY BATATOKOPUCTYBALIBKHUX IT'OP

Y cydacHOMY CBITI pO3pOOKH irop, 0araTOKOPHCTYBalbKi MPOEKTH IOCTAIOTh IEPE]] YUCICHHUMHU BHUKJIUKAMH,
OB SI3aHUMHM 3 NPOAYKTHBHICTIO cepBepiB. Yactorta kaapiB (FPS) i BukopucranHs mam'ati Ta Tpadiky € KIIOYOBUMHU
METPHKaMH, sIKi BU3HAYaIOTh SKIiCTh irpoBoro npouecy. Huspkuit FPS nmpu3Boaute 10 HOMITHOTO 3aTpUMaHHS Ta PUBKIB y
rpadini, 0 HEraTHBHO BIUIMBAE Ha CHPUHHSTTS TPU, BUKIHMKAE HE33/J0BOJICHHS y TPaBLiB 1 MOXKE MPU3BECTH JI0 BTPATH
ayauropii. HenpaBuibHe ynpaBiiHHS am'aTTIO MOXKE IPU3BECTH JI0 30UIbIICHHS BUTPAT Ha CEPBEPH, 3HIKEHHS IIBHKOCTI
00pOOKM 3amHTiB i, SIK HACTIIOK, 10 HecTabLIbHOT poOoTH TpH. B yMOBax BETMKUX HABAaHTAXCHD 1€ MOXE CTATH KPUTHIHO
BaXJIMBUM (DaKTOpOM, 1[0 BIUIMHE HA 3arajbHy MPOAYKTUBHICTH CepBepa Ta AKICTh JOCBITYy TPABIIIB SKi OUIKYIOTh IIABHOTO
irpoBOTO TpOIIECy, 110, B CBOIO YePry, BUMArae Bijl CEpBEpiB 3HAYHUX PECypCiB I 3a0e3meYeHHs] BHCOKOI IIPOTyKTUBHOCTI.

KittouoBUM iHCTpYMEHTOM JUTS TiABHIICHHS €(PEKTHBHOCTI € aanTHBHE OanaHcyBaHHS HaBaHTakeHHs (Adaptive Load
Balancing), 1o 103B0JIsI€ pO3MOAUIATH PECYPCH MK CEpBEpaMU B pealbHOMY Yaci, BpaXOBYIOUH 3MiHH B 3aBaHTaXKEHOCTI Ta
MepexeBHX NapaMeTpax. Ha neprmii norisi e migxo uTh 0isbllle KOJH BUKOPUCTOBYETHCS 0araTo cepBepiB, OJJHAK, HABITh
Maroyd OJIMH, MU MOXXEMO 3HU3UTH YaCTOTY OHOBJIEHb JJIsl HEAKTHBHUX I'PaBLiB, THM CaMUM BHIUIMBILIY OiblIe pecypciB
JUIsl aKTUBHHX CECiH.

B KoHTekcTi 6araTokopucTyBalbKHX irop Oyio JOCHIIKEHO BHKOPHCTaHHS BijnaleHHX BUKIUKIB npoueayp (RPC)
(puc. 1). PesynbpraTi MopentoBaHHS TOKas3aiy, 1o BrpoBamkeHHs RPC moxxe 3MeHImMTH MepexeBuit Tpadik mo 20%,
OCKIJIbKH JIaH1 arperyoThes Ta NepeJaroThCsl aKeTaMH, MiHIMI3YI0UH KUIBKICTh BUKJIMKIB MIXK KIIIEHTOM 1 CEPBEPOM.

Mogems Virtual Field Consistency (VFC) cnpsMoBana Ha ONTHMI3aIlilo CIIOKUBAaHHA CEPBEPHOI IMaM’sTi MUITXOM
iepapxiqHoro 30epiraHas naHux. BrpoBamkeHHs VFC no3Bossie 3HU3UTH BUKOPHCTaHHS HaM’siTi Ha 25%, oOMEexXyroun
CHHXPOHI3AIIIO JIMIIE O BAKIMBUX VIS TPABIA 00’ €KTIB, [0 3HAYHO 3MEHIITY€ KUTBKICTh OTepalliil i3 3amicy Ta YUTaHHS Ha
cepaepi.

Opnak xombOinamiss RPC-VFC Oyze matu Takuit Hemomik, sk 3anexHicts VFC Bix mpioputeTiB 00’€KTiB, MO MOXe
BHKIIMKATH KOHQUIIKTH 3 Jorikoro RPC, ne mpouenypu 3anuTyr0Ts OHOBIICHHS TAHUX, sKi Oynu ormrtumizoadi mig VFC. Le
MOYKE NPHU3BECTH O KOPOTKOYACHHMX 3aTPUMOK y OHOBJIEHHI iHpopmanii ans kimieHTiB. [Ipore icHylOTh Ji€Bi criocoOu
3ano0irTy 1boMy 3a jornomororo oydepusauii 3anutiB RPC ta y3romxenns npiopureris VFC.
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Puc. 1. [Ipuknax Bukopuctanus RPCs B 6mympiarax B Unreal Engine 5
TakuMm YHHOM, TTOE€THAHHS METOJIB amanTHBHOTO OamaHcyBaHHsS HaBaHTaxeHHs, RPC i VFC BiakpuBae 3Ha9HHUI
MIOTEHITIal JJI 3MEHIICHHS 3aTPUMOK, migBuineHHs FPS i 3HmkeHHs croxuBaHHA mam’sati. Xodya kombOiHaris RPC-VFC
MOJXKE MAaTH TMEBHI OOMEKEHHS, Il HEMOJIKH MOMJIMBO MIiHIMI3yBaTH. 3aBISKH BHKOPHCTAHHIO AAHUX ITiIXOiB, MOXHA
e(eKTUBHIIIE BUKOPHCTOBYBATH PECYPCH OJIHOTO BiIJJAJICHOTO cepBepa, 3a0e3neuyoun cTadiibHy podoty irop Ha Unity Ta
Unreal Engine HaBiTh 32 yMOB 3pOCTaHHSI HABAaHTA)KECHHSI.
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