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MOPIBHAHHSA TEXHOJIOI'T PEAJIIBAILLLI
MYJBTHIIVIEEPHOI'O PEXKUMY JJISI 'PU ’KAHPY REAL-
TIME STRATEGY HA PYHIIIO UNITY

Hapasi oganM 3 HaiO1IBII TOITMPEHNX CIOCO0IB PO3Bar cepes JroaAei
pI3HOTO BiKYy € MYJBTUIUICEPHI OHJIAMH IrpH, sIKi 3aJIy4aroTh MiJbHOHIB
rpaBLiB MO BCbOMY CBiTy. CTpareriuHi irpu y peaJbHOMY 4Yaci, SIK OJMH i3
KJIACUYHHUX JKAHPIB, 30epiraroTh CTAOUTbHHWI TOMHUT 3aBASKH BHCOKIH
JUHAaMII, HeOOX1IHICTIO TAKTUYHOTO MMCJICHHS Ta IMOCTIMHIN B3aeMOIil Mix
rpaBUsMH. Y IPOBaPKEHHS MYJIbTHIUICEPHOTO PEXKHUMY B irpax LbOTO JKaHPY
JI03BOJISIE CTBOPUTH KOHKYPEHTHHH 1 HenepeabauyBaHuii irpoBHI Ipoliec, Ta
PO3IIMPUTH BapiaTUBHICTh CICHApiiB IrpoBHUX cecil. AKTyaJlbHOIO
mpoONIeMOI0 € BH3HAYCHHS ONTHUMAIbHOTO TMIAXOAY UL peaji3armil
0araToKOpHCTYBAaIbKOTO PEXHUMY 3 ypPaxyBaHHSAM OCOOJIMBOCTEH KaHpY
RTS.

MeToro HOCHiIKEHHS € TOpIBHAHHSA TEXHOJIOTiH  peaizarii
MYJbTHUIUICEPHOTO PEXUMY [UI1 BH3HAUCHHS HAHOLIBII ONTHMAILHOTO
pitenHs i rpu skaHpy Real-time strategy (RTS) Ha pymriro Unity.

B mepumry uepry cnmij BH3HAUUTH KpUTEpii MNOPIBHSHHS, SIKI €
BXJIMBUMH JIJIsI peaizailii MyJIbTHUIUICEPHOTO pexumy B Tpi xaupy RTS.
J171s1 IOpIBHSIHHS TEXHOJIOT1H OYJI0 00paHo I1’SITh KJIFOUOBHX ITapaMeTpiB: TUII
JIineH3ii BU3HaYae eKOHOMIYHY JOLIBHICTh, MEpPEXKeBa MOJIENb BIUIMBAE HA
0e3reKy Ta apXiTeKTypy, MPOAYKTHBHICTH OI[IHFOETHCS Ha OCHOBI 3/1aTHOCTI
apxiTeKTypu OOpOONATH BENUKY KUIBKICTh OO'€KTIB, XOCTHHI BH3HA4a€e
BapiaHTH PO3TOPTAHHS CEPBEpiB, a OCHOBA CHHXPOHI3allii BigmoOBigae 3a
TEXHIYHUH METO/] Y3r0JUKEHHS CTaHy CBITY.

PosrisiHyTo Tpu momyssipHi TexHojorii taki sik: Photon Fusion,
Mirror ta Unity Netcode for GameObjects. [TopiBHIOIOUH TIPOAYKTHBHICTH
Oyno BusiBneHo niepeBary Photon Fusion Ham anamoramm y xoHTekcti RTS
3aBmsku tick-based apxitekTypi, ska 3HA4HO e€(EKTHUBHIIIE CUHXPOHI3YE
COTHI IOHITIB, HiX state-based mimxoau koHkypeHTiB [2]. Unity Netcode for
GameObjects, xoua i mepesepirye Mirror 3a 6a30BOI0 IBHIKICTIO, BCE K
moctynaeTbes Photon Fusion y cTabGinbHOCTI Ipu 3HaYHOMY MacIITa0yBaHHI
cienn [1]. ¥V cBoto gepry, Mirror € HaliMEHII TPOYKTHBHUM, BUMararoun
CKJIaZHOI PYYHOI onTHMIi3alii Koay, Al poOOTH y BUCOKOHaBaHTaKCHOMY
cepenosumi [3].

PesynbraTi npoBeieHOT0 MOPIBHAHHS HaBeIEHO B Tabiui 1.
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Tabmmus 1. [HopiBHAHHS TexHOINOTIH MynpTHILIeEpa i Unity

Kpurepiii / . . Netcode for
TexHOJI0Tis Photon Fusion Mirror GameObjects
Kowmepuiiina
. (HasBHUIA Open-source,
Tum ninensii N BeskomrorHa
6C3KOI_HTOBHI/II/I IIJIaH 3 6C3KOI_HTOBHa
0OMEKEHHSIMN)
Mepesesa Serv_er Autho_ritgtive, Host-QIiept, Seryer Seryer_
MOTEIE Client Predlcthn, Authorltatl.ve,.Cllent Authorltqtlve,
Shared Authority Authoritative Host-Client
XOCTHHT Decjlcg:gie/ dHOSt/ Dedicated / Host DEd;'(;astted /
Tick-based (makerwn, State/Event-
OcHoBa npuB's3aHi 10 State/Event-based based
CHHXpPOHI3aIil CUMYJISLIHHIX (SyncVars, RPC) (NetworkVariab
KpPOKiB) les, RPC)

OxpiM NOKa3HHKIB IIBUAKOJII, KOXKHA TEXHOJIOTISl Ma€ yHIKaIbHHUNA
O0anmaHc (YHKIIOHAJBHUX MOXJIMBOCTEH Ta oOMexenb. Tak, Mirror
3a0e3nedye MOBHUH KOHTPOJb HAJA apXiTEKTYpOIO Ta HYJBOBY BapTICTh
JIeH311, IpoTe BUMArae TPyIOMiCTKOTO PYyYHOTO HANIAIITYBaHHS 30BHIITHIX
cepgiciB [3]. Unity Netcode for GameObjects mae o¢imiiiHy miaTpumMKy ta
iHTerpamito 3 exocucremoro Unity, omHak 3anexHicTh Bim cepicie UGS
CTBOPIOE MOXKJIHBICTH JomaTkoBux BUTpat [1]. Haromictes Photon Fusion
NPOMOHY€e HaOUIbIN JOCKOHAmui Texuonorivyamii crek (Prediction/
Rollback) anst mmaBaoi cumyssuii RTS, ane foro roJoBHHM HEIOJIKOM €
BHCOKA BapTiCTh IIPU MacIITa0yBaHHI KiIbKOCTI rpaBuis|1].

Ha ocHoBI nipoBeieHOT0 TOPIBHSHHS OYJIO BCTaHOBIJIEHO, 1110 Photon
Fusion € HaiOLIBII ONTHMAIBLHUM PIIICHHSIM JJIs peaiizaiii MyJIbTUILIeEpa
B rpi xxaHpy RTS 3aBnsiku BUCOKIH NPOJYKTUBHOCTI, HASIBHOCTI TEXHOJIOTIH
MIPOTHO3YBaHHS Ta KOPEKLii CTaHy, a TAKOX MPOAYKTUBHOCTI IIpH poOOTI 3
BEJIMKUMH 00CATaMHU MEPEXXEBUX JIaHNX, XapakTepHuX st RTS-npoekris.
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