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CydacHa 1HAYCTpisl IHTEPAKTHUBHUX ITOpP XapaKTePU3YETHCS BHCOKUMHU
BUMOTaMH JI0 TPOAYKTHBHOCTI, MAacCIITa0OBAHOCTI Ta SKOCTI MPOTPaMHHUX
npoaykTiB. OpgHuMu 3 HalCKIaAHIMX  1HQOPMAIITHUX  CUCTEM €
0araToKOpHUCTYBAlLbKI OHJIANH-ITPU, OCKIIBKH BOHHM MHOTPEOYIOTh OJIHOYACHOI
00poOKHM BENIMKUX OOCATIB JAaHUX Y PEKUMI PEAbHOIO Yacy Ta 3a0e3MeUeHHs
cTablIpHOI B3a€MOJIIi  3HAYHOI KIUIBKOCTI KopucTyBauiB. ILle 3ymoBitoe
HEOOX1JTHICTh PO3POOJICHHS Ta BIPOBA/KCHHS €(PEKTUBHUX apPXITEKTYpPHHUX 1
TEXHOJIOTIYHUX PIIIEHB ISl CTBOPEHHS CYyYaCHHUX ITPOBUX TUIATGOPM.

OcHoBOIO MOOY/IOBM HaIMHOI 0araTOKOPHUCTYBAIIbKOT CHUCTEMH €
BUKOPUCTAHHSI KJIE€HT-CEPBEPHOI apXITEKTypHU 13 3aCTOCYBaHHSM KOHIEMIII]
aBroputeTHOro ceppepa (AuthoritativeServer). Y Takiii Mojeni KI1€HTCHKHI
3aCTOCYHOK BIJNOBIJIa€ MEPEBAKHO 3a PEHIEPUHT rpadiku, BIATBOpeHHS 3D-
aHiMaIlii, Bi3yaibHUX e(]ekTiB Ta oOpoOKy Aiii KopuctyBaua. BoaHouac ycs
KPUTHUYHO Ba)KJIMBa O13HEC-JIOTIKA, 30KpPEMa PO3PaXyHOK KUIBKOCTI YIIKOKEHb,
o0poOKa KOJi3li, CHHXpOHI3alisl CTaHIB OO0’€KTIB 1 KOHTPOJIb ITPOBUX
XapaKTePUCTHUK, BUKOHYETHCS BUKJIIOUHO Ha CTOpOHI cepBepa [1]. Takuii miaxif
3a0e3neuye 3axXUCT BiJl HECAHKIIIOHOBAHUX 3MiH KJIIEHTCHKUX JAAHUX, MIHIMI3Y€E
MO>KJIMBOCTI BUKOPHUCTAHHS YHTIB Ta TapaHTY€ Y3TOJKEHICTh CTaHy IrPOBOTO
CepeIOBHUINA JJIS BCIX YYACHUKIB.

st onmTtuMmizaiii mporecy po3poOKH KIIEHTCHKOI YaCTUHU JIOIIIBHO
BUKOPUCTOBYBAaTH Cy4YaCHI IrpoBl pymIi 3 BIJKPUTUM BUXITHUM KOJOM.
3okpema, 3actocyBaHHs pymis Godot m03Bojisse €hEKTUBHO pealli30BYyBaTH
BY3JIOBY apXITEKTypy CII€H Ta IHTETpyBaTH CKJIQJHI Bi3yaJbHI CHUCTEMU W
CKCJICTHY aHiIMallifo. BaXIuBHUM TIXOJOM 10 TIJABUIICHHS SKOCTI KOMIY
ITPOBOIJIOTIKM € BUKOPUCTAHHS MPUHIUITYPO3MOALTY KIFOUOBHUXITIICUCTEM MIXK
OKpeMUMHUMeHeKepamMu. Lle  crnpusie  3MEHIEHHIO  3aJIeKHOCTEH  MIXK
KOMITIOHEHTaMH, CIpOINy€E MIATPUMKY MPOrPaMHOrO KOAY Ta 3amodirae
dbopMyBaHHIO MOHOJIITHOI KOJIOBOi ©0a3u, 3a0e3reuyroyd YiTKEe JIOT14HE
po3auIeHHs GYHKIIIOHATBHOCTI BIAMOBIAHO 110 1i IPU3HAYCHHS.

VY BHCOKOHaBaHTaXEHUX cHcTemax, skumu € MMORPG, monHomiTHa
CEepBEpHA apxXITEKTypa IIBUIKO JOCSTa€ MEX CBOEI TPOIYKTUBHOCTI Ta
MacmtaboBaHocTi. Jlyis  BHpimIeHHS 1UX  OOMEXEHb  3aCTOCOBYETHCS
MIKPOCEPBICHUIN TIIX11, 30KkpeMa y BUTIsAal Microservicesarchitecture. IrpoBuit
OeKeH[| y Takii MOJeli MOAUISEThCS Ha HE3aJIeKHI KOMITIOHEHTH, KOKEH 3 SKUX
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BUKOHY€E OKpeMy (YHKI[IOHAJIBHICTh: CEpBEpPH aBTOpHU3allli BIAMOBIJAIOTH 3a
aBTCHTH(}IKAIII0 KOPHUCTYBadiB, CEpPBEPHM YATy Ta COIIaJIbHOI B3aeMOJIIi
3a0e3MeuyloTh KOMYHIKAIlII0 MK rpaBUsMH, a cBiToBl cepepu (WorldServers)
00pOOJISIIOTH ITPOBY JIOTIKY, (h13UKY Ta MEPEMIIIEHHS B MEKaX OKPEMHUX IIPOBHX
jokami. Ile m03BOJIsI€ MIABUINMUTH BIAMOBOCTIHKICTH CUCTEMHM Ta 3abe3reuye
TOPU30OHTAJIbHE  MaciiTa0yBaHHS  NUIAXOM  JUHAMIYHOTO  PO3MOJALTY
00UYHCITIOBAILHUX PECYpPCIB BIJMOBIAHO 1O KOHIIGHTpAllli TPaBIiB y PI3HUX
30HaX BIPTYaJbHOTO CBITY.

OcobmuBoi yBarm moTpedye miacucTeMa 30epekeHHsS AaHuX. I[rposi
MEPCOHAXKI TEHEPYIOTh 3HAYHHHOOCAT JUHAMIYHUX TapaMeTpiB, IO MOCTIHHO
3MIHIOIOTBCSI, 30KpeMa TIOKa3HUKU 3JI0pOB’sl, CTaH IHBEHTaplo, IPOTPeC
BHUKOHAHHS 3aBaaHb. [[1g 3a0e3leueHHs BHCOKOI IIBHAKOAII Ta HaAIMHOCTI
JOLIIBHUM € 3aCTOCYBaHHS KOMOIHOBAaHOTONIAXOJAY 10 IPOEKTYBaHHS 0a3
naHux [2]. PensuiiiHi cucteMu ympaBiliHHS 0a3amMH JTAaHUX BUKOPHUCTOBYIOTHCS
JUISL HAJIMHOTO 30epeeHHs KPUTUYHOI 1HQopMalii Mmpo OOJIKOBI 3amuch
KOpHUCTyBauiB, To/1 sk NoSQL-pimenHs 3a0e3neuytoTh epeKTUBHE30EPEKEHHS
Ta 0OpOOKY TMMYAacOBHX JaHUX IMOTOYHOTO CTAaHY TpaBIs IiJl 4ac aKTHUBHOI
irpoBoi  cecii. Jl0JaTKOBOBaKJIMBUM acCIEKTOM € peaji3ailisi aJrOpuTMIB
MEpEeXKEeBOI CHHXPOHI3allii, M0 3a0e3MeUYyl0Th Y3TOJKEHE OHOBJIEHHS CTaHy
IFPOBOTO CBITY MIX KIIEHTCHKOIO Ta CEPBEPHOIO0 YAaCTHHAMHU. 3aCTOCYBAHHS
TaKuX TEXHOJIOTIH03BOJISAE€ MIATPUMYBATH CTAOUIBHICTh ITPOBOTO MPOLIECY
HaBITh 32 YMOB HECTAOLJILHOTO 1HTEPHET-3’€IHAHHS Ta MEPEKEBOT 3aTPUMKH.

Jnsg peamizamii po3NNIIHYTUX MIAXOIIB OyJ0 po3poOJIEHO apXIiTEKTypy
OaratokopHcTyBalbKo1 oHNaiH-rpu ZerixWord (puc. 1).
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Pucynok 1 — Apxitekrypa 6araTokopucTyBalbkoi oHiaH-rpu Zerix Word

VY 3anponoHoBaHii apXITEKTypl 3aCTOCOBAHO MHPHUHIIMI ABTOPUTETHOTO
cepBepa (AuthoritativeServer), 3a SK0oro Ba)xJIMBa irpoBa JIOrika 00poOIs€eThCS
BUKJIIOUHO Ha CTOPOHI cepBepa, TOJI SK KIIEHTChKa YacTWHA BIJIMOBIIAE
MepeBaXKHO 3a Bi3yasli3allilo, 0OpoOKY BBEJICHHS KOPUCTyBaua Ta 3a0e3MeUeHHs
1HTEpdeiicy B3aeMoii 3 TpoIo.
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