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AHoOTANIA

Y po6oTi po3mIsiHYTI TPOOIEMHU Ta OCOOTMBOCTI KITIEHT-CEPBEPHOT
apXiTEKTYpH, IPOTOKOJI1B OOMIHY JJAaHUMH Ta I1abJIOHIB MpOorpaMyBaHHs TIPU
po3po0ITi 6araToKOpPUCTyBaIbKUX irop. Takok po3rIsTHyTa paKTUYHA peatizarlis

MIPOCKTY T'PH HA MPUKJIAl 6araToKOpPUCTYBaIbKOT OHJIAWH-TPH.

Beryn

Ha cborojni ingycTpis irop HaOyBae Bce OUTBIIUX 00EPTIB 3aBIISIKU
PO3BUTKY IHHOBALIIMHUX TEXHOJIOT1H. 3 KOKHUM POKOM KUIBKICTh T'€MEpIB
3pOCTaE€ SIK CEpeJ YOJIOBIKIB, TaK 1 CEpE/I )KIHOK.

TexHika cTae Bce OUIBII JOCTYITHOO, @ pO3POOHUKH JTOKIIAJAI0Th YUMAJIO
3yCHJIb, OO 3pOOUTH CBOT IPOYKTH OLIIBIII ICKPABUMH Ta pealiCTUMHUMU. MU €
CBIJIKAMH TOSBH 1TOP 3 BIPTYAJIbHUMH PEATHLHOCTSIMHU, 1€ JTIOJSM IIKaBIIIe
3HAXOJUTHUCS, HIK y peaTbHOMY KHUTTI.

OnHak, pa3oM 3 UM MEXaHIKU CTal0Th CKJIAIHIIINMHU, KIJTbKICTh TPABIIIB
3pOCTae€, a TOMY HaBaHTKEHHS Ha cepBepH cTae OunbinuM. [le morpedye 3maTHOCTI
MIITPUMYBATH BEIUKOI KIJTbKOCTI OJJTHOYACHUX 3’ €JHaHb. CaMe TOMY TOCTae
MUTaHHS 110JI0 MAaKCUMAJIbHOI ONTHMI3allli 1rop, MpaBUILHOMY BHOOPI 111a0JI0HIB
SK y TIporpaMyBaHHi, TaK 1 apXiTeKTypI.

Subnautica, Cities Skylines, Hearthstone - sickpaBi mpukiIaay mOMyJIsspHUAX
OHNalH-irop, SKi HAMKMCaHi 3a fornoMoroio ¢peitmBopky Unity. Ixus aymuropis
csira€ MUJIBWOHIB IPaBIiB, K1 HAJAMXAIOTHCS MAaCIITAOHICTIO, SIKICTIO rpadiku Ta
CKJIQJIHICTIO irpOoBOTO mporiecy. HaBeneHi mpoAyKTH HAIITOBXYIOTh HA AYMKY, IIIO

Unity - oxuu 3 Kpamux BUOOPIB [T HAMCAaHHS 0araTOKOPUCTYBAIbKOT IPH.
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Po3aisn 1. Oco01MBOCTI KIII€EHT-CEPBEPHOI B3a€EMO/III
1.1 3araabHa Jiorika B3a€MOJil KJIi€HTa 3 cepBepoOM

['pa peacTaBiieHa y Takuii crociO, 10 KJIIEHT MOCUJIa€ a1 Mpo Aii TpaBIlsd Ha
CEepBEp, cepBep MpuMae pireHHs, epeBipse, 9u aist Moke OyTu 3poosena. [licms
IIbOT'0 PO3CHJIAE BCIM 1HIIIUM TPaBISIM B1IOMOCTI MPO 110, AKY 31HCHUB T'PaBEIlb.

Tpeba BIAMITOBXYBATHCh BiJ TOTO, IO IMOCTIHHO ICHYIOTh PU3UKH 3JIOMY
kimenTa. 1106 3amo0irta 11 Hede3meni HeoOXITHO 3BECTH aKTUBHICTH KIIIEHTA JI0
TOTO, 1100 BIH JIMIIIE MEPECUsaB JaHl Ta 31HCHIOBAB NIEPETBOPEHHS JIOKAJIBHOTO
CBITY Ha OCHOBI OTPUMAaHUX JJAHUX 1y HISIKUK cOCiO HE 3MIHIOBAB J]aH1 PO CBIT Ha
cepBepi. ToOTO BCl MOBIJOMIIEHHS, HAlICJaHI 3 KIEHTY MalTh OyTH NEpEBIpPEH,

HaIlIPpUKJIAI:

® SKIO TpaBelb HATUCHYB KiaBilmry «BiiBo» - KIIEHT Mae OIpaloBaTu
BBEJICHHSI, MOKE€ MIEPEMICTUTH TPaBIIs JIOKAJIBHO 1 MIepeaTH JIaHi Mpo Te, 110
rpaBelb MEepeMICTUBCS, Ha cepBep. Jlami ocTaHHIM Mae MepeBIpUTH, YU
JHACHO IpaBeIb MOXKe OyTH MEepeMIIIEHUH 32 TAKUM BEKTOPOM (a/Ke Ha HOTo
IUISIXY MOKe OyTH TiepernoHa ado K IMIBUJKICT TPaBIl TIEPEBUIILYE PEaIbHY ).
[Ticnst BCiX mepeBipoK Ha MOXKJIUBICTH il pyXy CepBep Ma€e OHOBUTH B ceOe
CTaH IIPO IOJIOKECHHS TPaBIIsl Ta HAJIICIIATH BCIM 1HIITUM TPABISM, 10 TICBHUN
rpaBellb 3CYHYBCS Ha 3aJaHuil BeKTOp. KIIEHTH IHIIUX TPaBIiB MalTh

3CYHYTH B ce€0€ MOJIENb IIbOTO TPABIls HA 33aJIaHUN BEKTOP.

® SKIIO TpaBellb BUCTPUIMB y IHIIIOTO TPABIls, HOTO KIIEHT MOXKE BKIIOUUTHU
JIOKaJIbHO aHIMalilo MOCTpUly Ta mepenatd 1H(GOpMallilo Npo HBOrO Ha
CepBep, a caMe NPOMIHb TIOCTPUTY 3 TMOYATKOBOIO TMIO3UINEID Ta
HarpaBiaeHHAM. CepBep Ma€ MEPeBIpUTH, YW JIHCHO TpaBelb 3HAXOIUBCS
TaM, Jie¢ TOYMHABCS MPOMIHb 1 BU3HAUWTH, SKUW TpaBellb 3HAXOJUBCS Ha
NuUIAXy mnpomeHro. Ilicis Toro ompaimroBaTH HaHECEHY IIKOAY 3a CBOEIO

JIOT1KOI0, OHOBHMTH CBIM CTaH BIAIOBIZHO A0 IILOI'O 1 MOBIJOMHUTH IHIIHX



IpaBIliB, IO IpaBellb A BUCTPUIMB B rpaBls b 3 nmeBHoro 1mikoa0t0. KiieHtn
IHIITUX TPaBIIiB MAIOTh OIMPAIFOBATH 11€, 3SMIHUBIIIH IIKaTy 3JI0pOB’s TpaBIlsl b

y cebe TOKaIbHO.

TakuMm 4rHOM, SIKIIO KITI€HT OyIe 31aMaHuii, TO BC1 HEUeCHI Al (HaATO BUCOKA
MIBUKICTh, TMPOXO/KEHHS Kpi3h CTiHH, aHOMajbHa INKOJA BiJ TOCTPiIYy) Oyne

B1JI0YBaTHUCH JIMILIEC Y HHOTO JIOKAJHHO 1 HE BIUIMHE HA peaibHUI CTaH cepBepa.

1.2 TpancnopTHHI MPOTOKOJI Mepeaayi JaHUX

[lin wac po3poOKM OHIAMH-ITOpP JdyXe BaXKJIMBO OOpaTH BIJMOBIIHUN
TPAaHCHIOPTHUN MPOTOKOJ Mepejadi JaHUX MK KIIEHTOM Ta CEPBEPOM, a TaKOK
IPOTOKOJI PIBHS 3aCTOCYHKY.

[IMogo BuOOpPY TpaHcmopTHOTO MpoToKody € Tpu Bapiantu — [CP, UDP, a
TaKOXX CTBOPEHHS BJIACHOTO MpoTokody Ha ocHoBl UDP. HeoOxinHO 3BakuTH
nepeBark Ta HEJIOJIIKK KOXKHOTO 3 HABEJICHUX BaplaHTIB.

TCP rapantye goctaBky makeriB IP Mix KJIi€eHTOM Ta cepBEpOM, a TaKOX
MOCHIAOBHICTh iXHBOIO HAIXo/KeHHS. OjHak, 1e 30UIblllye BTpaTy 4Yacy Ta
HABaHTAKEHHA Ha Mepexy, amke TCP oTpumye cBOi mepeBaru 3aBIsSKH 3HAYHO
outbmomy, Hixk 'y UDP, po3Mmipy cynpoBOmKyBadbHUX JaHUX 1, SIK HACIIIOK,
OUIBILIOMY PO3MIPY CETMEHTIB.

Boanouac UDP € Tonkoro HanOymoBoto Haj mpotokosiom IP, mo mae 3mory
3HAYHO 3HU3UTH PO3MIpP MAKETY 1 BIJIMOBIIHO HABAaHTAXKEHHS Ha MEPEXY, a TaKOXK
MBUAKICTh Tiepenaui ganux. [Ipu mpomy UDP He rapantye iXHIO JTOCTaBKY 10
KIHIIEBOT'O ajipecara.

Otxe, mi yac BUOOPY 3 LMX JABOX MPOTOKONIB Tpeda BUXOAUTHU 3 TOTO,
HACKUIBKM JaHl, SIKI MM TepeaaeMo, NOTpeOyITh TapaHTOBAaHOI JIOCTaBKH.
Hanpuknan, Ko gaHi KpUTUYHI 71 iITPOBOTO MPOIECy Ta IXHS BTpaTa MpU3BEJIe
JI0 BUJIQJIEHHS MEBHOI 1rpoBoi moii, To ciig odbuparu TCP. Skmno x 1aHi MaroTh

MOTOKOBUHM XapakTep (HANpHUKJIaA, OHJIAWH-TPAHCIALIS BCEpeIuHl I'pu) 1 BTpara



iXHBOT YaCTMHHU HE TaKa Ba)XJIMBA MMOPIBHSHO 3 MEPEBaroko BiJl MBUAKICTIO Mepeaayl
- BuOip oxHo3HauHO 3a UDP.

BapianT, sikuii nepeadadae CTBOPEHHS BIACHOTO TPAHCIOPTHOTO MPOTOKOIY,
BHUMArae JJ0JIaTKOBOT'O Yacy Ta BUTPAT 3 00Ky po3pOOHHUKa, ajie 1a€ eBHY THYYKICTb.
VY pasi, SKIIo irpoBUii MPOIIEC MEPII 3a Bce MOTpeOye BUCOKOT MBUAKOCTI Tiepenadi
JaHUX, a He LUIICHOCTI iXHBOI mepedadl JaHWX, TOAI KOPUCHO 3aCTOCOBYBATU
BiacHy HanOyaoBy Hajg UDP 1 xonTpomtoBatu TpaHCHOPTHHM PIBEHBH BPY4HY,

BpPaxOBYIOUH T1 HEOOXITHOCTI, SIK1 TOTpeOy€e 1IrpoBUI MPOLEC.

1.3 IIpoToxo. nepeaayi JaHUX PiBHS 3aCTOCYHKY

[Ticist BUOOPY TPaHCHOPTHOTO MPOTOKY HE MEHII BAKJIMBUM € IIPOTOKOJI
nepeaayl JaHUuX piBHS 3aCTOCYHKY, a caMe Te, K KJIEHT 1 cepBep Oy1yTh
KOAYBATHU JaHl JUIs iepenayi 3a 00paHUM TPAHCIIOPTHUM IIPOTOKOITY.

Ha nepuuii norusia, MmoxkHa oopatu JSON a6o XML. Takuii miaxiz €
HaNIPOCTIIINM ISl pO3pOOHHKA, aJi’Ke OUIBIIICTh MOB MPOTPaMyBaHHS MAIOTh
010110TeKH JIsl KOAYBAaHHS IaHUX Y WX (hopMaTax 3 MOJANIbIION iX
cepiaizani€ero y 0aiToB1 MOCHIIOBHOCTI. Asie Tpeba po3yMITH, IO JaHi, sKi
HeCcyTh 1HGOpMAIIito TIPO MOi1l, OyAYyTh JOTIOBHEHI CYIIPOBIAHOIO 1H(MOPMAITIEO
BHUIIETIEpEpax0oBaHuX (popMatiB. BoHU cTBOpEH1 /ISl IETKOTO MTPOYUTAHHS
JIOJIMHOIO, @ OCKUIBKHY NepeadayaeThes, Mo 1l AaHl OyayTh MPOYUTAHI KIIEHTOM
abo cepBepoM, TO TaKU MiAX1J Hece B coO1 3aiiBl HAOYIOBU Y pO3MIpi MaKeTIB Ta
BTpaTy MPOAYKTUBHOCTI.

OueBuaHMI BUOIP — CTBOPEHHS BIIACHOTO 0AaWTOBOTO KOAYBaHHS iH(pOpMAIIii,
JUTSL IETePMIHOBAHO1 KUTBKOCTI PI3HOBH/IIB IMTOB1IOMJICHB, SIKUMH OOMIHIOIOTHCS
MIK COOOIO KIIIEHT Ta CEPBEP, a TAKOXK MOJYJII KOJTyBaHHS/IE€KOTyBaHHS
MEpPEKEBUX MAKETIB Ha 000X CTOPOHAX LOTO Mpolecy. 3aBIAsSKU [bOMY MOKHA

1030aBUTHUCH 101aTKOBOI HanOya0BU JSON abo XML.



1.4 IlinTpuMka 0araTb0Xx 3’€IHAHb OJTHOYACHO

[lepen po3poOHHMKaMU OCTIMHO MOCTA€E MUTAHHS, SKUM YHHOM CEPBEPY
MiATPUMYBaTH 0araTo 3’€HaHb 3 TPABIIMUA Ta OOMIHIOBATUCH TAHUMHU Y
JIBOHAIIPABJICHOMY PEKUMI.

o npuxknany, nporokona HTTP e onHoHanparieHuM, TOOTO cepBep OUiKye
HOBE 3’ €IHAHHS B1JI KJTIEHTA 1 HAJCUJIA€ AaHl Ha Horo 3anuT. st caiiTiB 1e He €
npo0iema, OCKUIbKY JJI1 OTpPUMaHHS BeO-CTOPIHKH 1IbOTO IOCUTh. X04a s
OTpUMaHHs OHOBJIEHO1 1H(popMaIlii HEOOX1THO OHOBUTU CTOPIHKY, CEpBEp HE Oye
il mocunaTy 6e3 BIAMOBITHOIO 3anMuTy KiieHTa. OJIHAK, Y1 MOKHA 3aCTOCOBYBAaTH
el TPOTOKOJ Y OHJIAWH-TPI, Y IrPOBOMY CBITI SIKOT KOKHY CEKYH]Ty MOXKYTh
B11I0yBaTHUCs TUCAY1 3MIH? /{7151 1ibOro KiTleHTam Tpeba y pOHOBOMY pexuMi
MOCTIITHO HAJICKJIATH 3aIMUTH PO 3MIHU Ha CepBep, IPU IbOMY KOKeH pa3 Oyje
ctBoproBatuca HoBe HTTP 3’ennanns, mo 3aiimae yac. BpaxoByrouu e, 110
4acTOTa 3MIH MOKE MEPEBUILYBAaTH KUIbKA IECATKIB Ha CEKYHY, TO MPO KOJHY
BHUCOKY IIBUIKICTh OOMIHY IaHUMH HE MOe OyTH il MOBH. SKIIO 3HU3UTH
YaCTOTY 3aITUTIB 3a]IsI MCHIIIOTO HABAaHTAXKCHHS HA MEPEXKY, TO TpaBellb Oy e
OTPUMYBATH JaH1 3 IEBHUM 3aI3HEHHSM, 10 POOUTH JUHAMIYHUHN ITPOBUN
MPOIIEC HEMOXJIMBUM. 3 1HIIIOTO OOKY, 32 BIJICYTHOCTI 3MiH y iIrpPOBOMY CBIT1
KJIIEHT OyJie HAJCUJIaTH MapH1 3alIUTH, TUM CAMUM MEPEBAHTAXKYIOUU MEPEKY.

Bupimennsm miei npodinemu € WebSocket — mpotokosn, sikuit € Haj10y10BOIO
Hag TCP Tta 3a0e3nedye nBOHANpaBiIeHUH 3B’ 130K MIXK KJIIEHTOM Ta CEpBEpOM 0€3
nonatkoBux HTTP nosigomiens. BiH ieanbHO MIXOAUTh J11 CTBOPEHHS
OHJIalH-1TOp. [HIMII0E€THCA BiH Y Takuii criociO: kiieHT Haacwuiae Takuii HTTP

3aIIuT:

GET /somepath HTTP/1.1
Upgrade: WebSocket
Connection: Upgrade

Host: somesite.com



Origin: http://somesite.com

CepBep BiamoBigac:

HTTP/1.1 101 Web Socket Protocol Handshake
Upgrade: WebSocket

Connection: Upgrade

WebSocket-Origin: http://somesite.com

WebSocket-Location: ws:// somesite.com/demo

Hanani kii€eHT Ta cepBep 3aIUIIAOTh 3 €AHAHHS BIAKPUTUM 1 MOXKYThb
OOMIHIOBAaTUCA JAaHUMHU y OOUIBI CTOPOHU Y peaibHOMY 4aci 0e3 10JaTKOBUX

yacoBux BTpar Ta HTTP noBigoMieHb 1 pyKOCTHCKaHb.

1.5 KoHKypeHTHHIi J0CTYH 10 IaHUX BiJl 0araTbox 3’€JHAHb

J11s1 301IBIIEHHSI IBUIKOCTI 0OPOOKM JaHUX OYEBUIHO, 110 3UUTYBAHHS Ta
00poOKa J1aHuX 31 3’€JTHaHHS 3 KIIEHTAMHU MalOTh B1I0YBaTUCS Y MapajeIbHOMY
noToll. Aje BCl 3’ €JHaHHS TaK YU 1HAKIIE BIIUPAIOTHCS Y «BY3bKE MICIIE» Y
BUTJISIII IAHUX, 1110 O€3MOCcCepeIHbO 30epiratoTh CTaH Tpu. TakuM YMHOM,
HEO0OX1THO 3a0€3MeUUTH KOHKYPEHTHHUM TIOCTYT A0 IUX JAHUX BiJl MOTOKIB
00poOKM 3’€THaHb BIATIOBIIHUMH MPOTPaMHUMH 3aCO0aMH MOBH, KOO HalMcaHa
cepBepHa uactuHa. [Ipobiaemu, 110 MOKYTh BHHHKHYTH, SIKIIIO [IOTO HE 3pOOUTH:

e «bpylHe 3UUTYyBaHHSD - MPUITYCTIMO, 110 3 1HILIATUBU OJJHOTO MOTOKY
rpa MOYHe 3MIHIOBATH CBiM CTaH, TOTIM BUHUKHE IIOMUJIKA 1 CTaH Oy
3MIHEHUM Ha3al. AJie i 9ac I[bOT0 1HIIWK MOTIK MOXEe OTpUMAaTH JaH1
JI0 3BOPOTHUX 3MiH.

e Brpara OHOBIIEHB - OHOBIICHHS CTaHy TPH 3 OJTHOTO MOTOKY Oy/e

nepe3anmucaHo OHOBJICHHAM 3 IHIIIOTO IIOTOKY.



e HeonnakoBe 3UMTYBaHHS — B paMKax OHIe] 0OpOOKH CTaHy I'pH 3
OJTHOTO ITOTOKY OJIMH 1 TOM K€ MMOKA3HUK IPHU PI3HUX 3UUTYBaHHSIX
MO3K€ PI3HUTHCS, AKIIO MK 3UMTYyBaHHIM 1HIIWN MOTIK Mepe3anucan
L[EH MTOKa3HHUK.

o @daHTOMHI 3aMlUCH — B paMKaXxX 0/iHi€i 00pOOKU CTaHy I'pU OJIMH MOTIK
HaMaraeThCsl 3YUTATH JBIYl OJUH MOKA3HHUK, ajie MPU I[bOMY MK [IUMU
3YUTYBAHHSMH 1HIIUH MOTIK Mepe3anucas e MOKa3HUK 1 PU

JPYTrOMY 3UMTYBaHHI MEPIINI MOTIK OTPUMAE TTOMUIIKY.

1.6 Onrumizanii

Oxkpim BUllETIEpEPAXOBAHUX ONTUMIZAIIN 1100 MEPEKEBUX MAKETIB JAaHUX,
BAapTO BUJIUIUTHU TaKI1, IO JIO3BOJISIIOTh 3MEHIIUTU KIJIBKICTh JaHUX PIBHSA
3aCTOCYHKY, a TAKOXK CKJIQJHICTh IXHBOT OOPOOKH CEpBEPOM.

[To-nepiie, HeNoTpiOHO NepeAaBaTH 1H(OPMAIIIIO PO CBIT, SIKa HE
3MiHIO€ThCA. KilleHTy He MOBUHEH y (POHOBOMY PEXHMI MEpe/laBaTi CBOIO
MO3ULII0, OCKUIBKM BOHA MOKE HE 3MIHIOBATUCS, SIKIIO FPABELb HIYOTO HE POOUTH.
JlocTaTHbO pearyBaTy Ha Aii TpaBlis 1 IepeaBaTi caMe 3MIHU, HAPUKIIAJl, BEKTOP
PYXYy.

[To-npyre, onTuMmizalist 1OCATAETHCS I€JIETyBaHHAM NEBHUX (DYHKIIIHA Bij
cepBepa 0 KIEHTCHKOT YacTUHU. |15 IIbOTr0 HEOOX1THO CIEPIy PO3ILITUTH JaHi 1
MPOIIECH HAa KPUTHUYHI Ta HEKPUTUYHI.

J10 KpUTHUYHUX TaHUX MO>KHA BiJIHECTH MOJIOXKEHHSI TPABIIs, HOTO 370POB’S Ta
i, siki 0e3mocepeIHLO BIUIMBAIOTH HA ITPOBUIA CTaH Ta JIOTIKY TPHU: MOCTPLI,
NePEeMIIeHHS Y1 BUKOPUCTAHHS allTECUKH.

J10 HEKPUTHYHUX MOYKHA BIIHECTH TOJIO0XKEHHS €IEMEHTIB OTOUCHHS, 3 IKUMHU
HEMOJKJIUBO B3aeMoIiaTh. Jlo mpukiaay, MaJeHbKHUM Ba30H 3 KBITaMU, SIKHI X04a 1
Mae (13UYHI BIACTUBOCTI y caMii Ipi, aje He KPUTUYHO, 11100 BiH BigoOpaxaBcs y
OJTHAKOBIM MO3MIIIT HA BCix KiieHTax. OTxke, cepBepy He MOTpiOHO 30epiratu JaHi
npo #oro cras. [Ipoiec nmepeBipku BIy4aHb MOKHA OpraHi3yBaTH HE MEPEBIPKOIO

MICIISl BIy4aHHs (DI3UYHOT KyJIi, a TEPEBIPKOIO, 110 3HAXOAWIIOCS Y TPaBIIS y



nputii (eHTp ekpany). Takum 4rMHOM, cepBepy He Tpebda 30epiratu J1aHi mpo
KYJIIO 1 OHOBJIIOBATH 1i TIOJIOKEHHS Y I'Pi, JOCTATHHO MIPOCTO 3HATU, KYJU Y MOMEHT
MOCTPLTY AUBHUBCS TPaBellb, a aHIMAI[II0 TOCTPLTY MOKHA JIETIETYBAaTH KIIEHTCHKIM
yacTtuHi. Lle moriuauii Xi1, OCKUIBKH rpaBellb OUYIKY€, 110 BIH BIYYUTD Y T€, 1110 Y
npuniii. Takox cepBepy, KUl BIIMOBIAA€ 32 TPABOMIPHICTh MOii TpH HE
KPUTHYHO, a0 aHIMallisl MOCTPLIy MPOrpaBajach OJJHAKOBO Y BCiX KIIIE€HTIB.
JlocTaTHBO TOTO, 11100 3HUKEHHS PIBHS 3I0POB’Sl Y TOIIJIEHOTO TPaBIs OyJI0
CKp13b OJJTHAKOBE.

TobTo, cepBep mepesace JIMIIIE BaXIUBI IrPOBI MO/11, a KJIIIEHTH cami
CUMYJIIOIOTH (D13UYHI TPOIIECH, SIK1 BIIOYBAIOTHCS 32 TUMHU MOAISIMU. AJie MOCTae
npo0iemMa HeIeTEPMIHOBAHOCTI (DI3UKH Ha KIIIEHTCHKOMY ITPOBOMY JBUTYHI.
Hampuknaz, cepsep nepenae kiieHTaM iHOpMaIiio mpo Te, o rpaseis A
MEePEMICTUBCS Ha MEBHUM BEKTOP. KITIEHTChKI YAaCTUHU MOXKYTh MO-PiI3HOMY
CHUMYJIIOBATH IIe epeMilieHHs. L{e TparisieTbes He 9acTo, ajge KpUTUIHO BaXKJIUBO
JUISL ITPOBOTO JIOCBIY, OCKUTBKH IpaBellb MOKe 0aUUTH OJHY ITiIb JJISI TIOCTPLITY,
sKa HAaCIpaB/i 3a JAHUMH CepBepPYy 3HAXOIUTHCS B 1HIIOMY Micul. L{g mpobiema
BUPIIIYETHCS Y CIIOC1O, BIAMOBIIHO /IO SIKOTO CEpBEp Mepeae KiieHTam
1H(pOpMaIlio HE TIIIbKA 3MIHH, a i PO CTaH BCiX 00’ €KTIB y CBIT1 3 IEBHOIO
4acTOTOIO, IKa € 3HAYHO MEHIIOK0 YaCcTOTY Nepeaayl 3BudaiHuX JaHux. Takum

YUHOM, JIOCSTAETHCS TIeBHA CHHXPOHI3aIisl.

1.7 ll1adJji0HM nporpamMyBaHHs

[lepen HamucaHHSM BJIACHOI peatizallli MpoeKTy HEOOX1HO CTUIaHyBaTH
apXITEKTypy KJIAciB, B TOMY YHCII 00paTu mabJIoHU, 33 JOTIOMOTOI0 IKUX Oyje
BiI0YBaTHCh IPOrpaMyBaHHS.

Mediator — ma610H, pu SKOMY OJIMH €K3EMIUISP OJHOTO KJIACy arperye
eK3EeMIUISIPH 1HILIOTO KJIacy Ta MIATPUMYE iX KoMyHikaiito. [Ipu ripomy 11
eK3eMIUTSIPH HE 3HAIOTh PO OJIMH OJTHOTO 1 HE 3aJIeXKaTh OJIMH BiJ] OJHOTO.
[neanpHMil 1A0JIOH [Tl arperyBaHHsl 3’ €JHaHb MK KJIIEHTaMH Ta

BiJ0OOpa’kKeHHSAMHU TPaBLIiB B KO/II.



Command — mabJoH, Ipu SKOMY 00’ €KT BiIoOpa)a€e iHCTPYKIIIO 111010
3niMicHeHHs eBHOI Aii. [Ipu 11boMy 11l 00’ €KT MICTUTH BCIO 1H(OPMAILIIIO JIJIs

3MIMCHEHHS Jii B TOMY YHCIII 00’ €KT, HaJ[ TKUM 31HCHIOIOTHCS 3MiHH.

Po3aia 2. Peanizanis 6ararokopuctyBanbKoi rpu

2.1 O6pani nporpamui 3acoou

e (Golang — mBuiKa MOBa MPOTPaMyBaHHS 3 MIATPUMKOIO
0araTornoTo4YHOCTI, IKY 0yJI0 00paHO JJIs1 HAUCAHHSI CEPBEPHOI
YaCTUHHU.

e Gorilla/mux — 6i6mioreka aas WebSocket-3’eqHanb.

e Unity — ¢ppeliMBOPK /151 KITIEHTCHKOT YaCTUHH 3 BOYTOBAaHUM
JBUTYHOM (DI3UKH Ta KOMIIOHEHTAMH, K1 JOIOMararoTh y po3poOiii.

e C# - MoBa mporpaMyBaHHs JJIs1 CKPHIITIB KJIIEHTChKOT yacTuHU y Unity.

2.2 TllakeTH nepeaayi JaHUX PiBHS 3aCTOCYHKY

Bci moBimoMieHHs MHOIO OYyJI pO3/iJIeHi Ha aBi rpynu — StateMessages, siki
HILIIOIOTHCSI CEPBEPOM Ha HAJICWIIAIOTh MEBHY 1H(POPMAIIiIO PO CTaH, Ta
ActionMessages, sKi iHILIIOIThCS KIIIEHTaMU Ta € 3allUTaMK JI0 CEPBEPY Ha 3MIHH
JAaHUX.

[ToBi1OMJIEHHS KOAYIOTHCSI TAKUM YUHOM, 11O TEPIIHM OaNT - 11€ YHIKaIbHUM
HOMEp TOBiIOMJICHHS, 1100 JEKOAyI0Ua CTOPOHA MOTJIa MPABMIIBHO IEKOyBaTH
naket. Jlani i1yTh OalTH KOPUCHOTO HaBaHTAXEHHSI, IPU LIbOMY KOKHA
KOOpJMHATA BEeKTOPIB(IIO3HMIIis, IEPEMIIIIEHHS, KYT TIOBOPOTY, POMEHI TOIIIO)
npejcTaBieHa y 4-0aiTHOMY YHCII 3 TJIaBal0YOI0 KPAIMKOIO, @ TOMY KOJY€ThCS
BIAMOBIAHO 4 Oalitamu. Hukde npuBeeHi CXeMH IMaKeTiB JJIs TIOB1JOMIICHB:

e InitinfoMessage HancumaeThcst ceppepoM HOBOMY I'PaBIIIO Ta MiCTUTh

1H(pOpMALIiIO PO 3reHEPOBAHUN CEPBEPOM YHIKATIbHUN HOMEp IpaBIlsd, a TAKOXK



1H(opMallis PO MO3UIIIIO Ta KyT MTOBOPOTY I'PaBIIiB y IrpoBUX KoopauHaTax. Ha
OJTHOTO TPAaBIIS BUALIEHO 24 Oaittu. 111 AexoMyBaHHS Y ApyromMy OaiiTi HamucaHa
KUTBKICTh pa3iB — CKUIbKH pa3iB mo 24 6aiiTu aasi B makeTi.

repeats n times
J e

i-position x
i-position y
i-position y
i-rotation y

i-rotation z

id (0)
new player id
n
i-rotation x

ol1]2]a]a]s]e|7|8]o]10]11]12]13[14]15{16]17]18]10]20|21|22]23]24]25]26] .

ePlayerConnectedMessage HaaCHIAETbCS CEPBEPOM BCIM IPaBIAM TIPU
M1JKJIFOYEHHI HOBOT'O rpaBiisl. MICTUTh YHIKaIbHUM HOMEP LIOTO TPaBIIsS Ta

MO3UIIIIO JIs1 B1IOOpaYKEHHS MOT0 Ha KIIIE€HTaX.

id (2)
new player id
i-position x
i-position y
i-position y

O(1]|2(3(4|5|6|7|8[9|(10[11{12[13

eHealthDecreaseMessage HacunaeTbcst cepBepoM BCiM TpaBiisiM. MiCTUTh
1H(pOpMaIlit0, CKUIBKH KUTTIB y TPABIS 3 IKUM YHIKaJbHUM HOMEPOM BIIHSTH.
Jlst nekoryBanHsa y 1 GaiiTi HamMcaHa KUTBKICTh pa3iB — CKUTBKH pasiB Mo 2 6aiTu

J1aJil B MaKeTl.



repeats ntimes

f_H

id (4)

i-id
i-hp

2

3

eMoveAction HascHITaeThCS SIK CEPBEPOM, TaK 1 KIIIEHTOM 3 iHPOPMAIIi€I0

IIpoO TC, I'PaBCIb 3 SAKUM YHIKEUII)HI/IM HOMCPOM Ha SIKUAM BCKTOP HepeMiCTI/IBC}I.

id (1)

id to mowve

i-direction x

i-direction y

i-direction z

—

2

3

4

5

6

718

9

10

1112

13

e FireAction nHajcumaeThest KIIIEHTOM 3 iHPOPMALIIEIO TIPO CBiM YHIKATbHUI

HOMED, MOYATKOBOIO MO3ULIEI0 TPOMEHS 30py Ta HOro HampaBJICHHSM.

1= é _: .,? b3 > N
el g = S g 5 = 5
0(112(3]|4|5|6|7]8|9 [10111[{12|13[14|15[16(17]|18[19|20|21(22|123|24|25




2.3 Po3podka cepBepHOi YaCTUHHU

Jiarpamy B3a€eMO/Iii OCHOBHUX KJIACiB CEPBEPHOI YACTHHH MOKHA MOOAYNTH

HMKYC:

)

B3aeMoLie

Player

id
position

hp

Action interface

Validate(*Game) returns

I 3aMmiHKoe

)

MIiCTUTB

1

CTBOpPHOE

Game

PI

Server

ayers|]

Connection

webSocketConnection

Connections[]

*Game

ReadMessage()

WriteMessage()

le——nTae—|

l€<—Hadcnnae

Read()

Broadcast(Serializable)

reHepye

e

Message interface

L OTpUMYE

Serialize()

A

[Tpu po3poOiii cepBepHOT YACTUHU 32 OCHOBY OYJIM B3SIT1 TaKi MIa0JOHU
nporpamyBants, sk Mediator ta Command. Kiiac Server e o cBofiii cyTi
Mediator ms Connection, tak camo sik Game s Player. Command - 1ie € Bci
peaiizarii iHTepdeiicy Action, siki 3aiiicHOOTE MaHIny il Hax Game. Lli
peaizallii CTBOPIOIOTHCS 3a JOMOMOT00 (yHKIIi-(haOpuKH, 10 ASKOIYE iX 3
0alTOBOr0 MAaCHBY.

Jlist BimoOpaskeHHsI TIOB1IOMJIEHB cepBepa y Kol OyB cTBOpeHu# iHTepderc
Message, peamizarii SIKOTo cepiani3yloThCs Y BUIE3rajaHl MakeTH BiIMOBITHO 10
MIPOTOKOJTY PiBHS 3aCTOCYHKY.

Baprto momituTH, 1110 3’€THAHHS «CITYXAIOTHCS» Y OKPEMHX MOTOKaX, KOXKEH
3 SIKOT'0 KOHKYPEHTHO JIOCTYIIA€ThCs O CXOBHUIIA iIrpoBoro crany Game. s
KOHTPOJTIO 32 KOHKYPEHTHHM JocTyroM y MoBi GolLang e kimac mutex.Sync.
JlocTaTHhO MaTH HOTO €K3eMIUTSIP SIK moJjie kKiaacy Game Ta BUKJIMKATH METO/T
Lock() mpu 3untyBanHi a0 3miHi ganux y kiaci ta Unlock() micns. IToku He

BUKIIMYCTHCSI OCTaHHIM, y BCIX 1HIIMX MOTOKAX KOJ| 3yMMHUTHCS Ha MeToi Lock().



bibmioreka mis komyHnikaiii mo WebSocket gorilla/mux He miarpumye KOHTPOJIb
32 KOHKYPEHTHHUM JIOCTYIIOM JI0 COKETIB, a TOMY aHaJIOT14Hi /i1 IpOBEACH] HaT
kimacom Connection, mo € o6ropTkoro JuIst 3’eqHanb gorilla/mux.

Jist Move (peanizaris Action), Ha »kaJb, He TICPEBIPAETHCS TPOIO HA
IIPaBHJIbHICTH Ta MOXIIUBICTb, ajie Jis Fire mo 3agaHoMy BiJ KJIi€HTa IPOMEHIO
MaTeMaTHYHO MepeBipsie, UM MePECiKae BiH MOJEINb SKOTOCh I'PaBlis BIIMOBIAHO 10
CBOIX JaHMX. byJe 3acTocoBaHe piBHIHHS, SIKE YTBOPUIIOCS 32 JOITOMOTOIO
M1JCTaBJIEHHS PIBHSAHHS POMEHIO Y pIBHAHHSA cepu (came Taky GopMy MarOTh
MO/ TPaBIIiB).

(o +dx —c)®> =R?,

7e 0 - BEKTOp MOYaTKy MPOMiHI0, d — BEKTOp HOTO HAIpsiMy, C — BEKTOP LEHTPY
chepu, R —ii paniyc, a X — Touka nepetuny. [Ipominb nepetuHae cdepy, SKIIO 11e
PIBHSHHS Ma€ po3B’a3kH. BOHO Mae po3B’sI3KH, KOJIM AUCKPUMIHAHT Oiblie ado
JIOPIBHIOE HYJIIO:

(d(o0-c))? — d?((0-c)>-R?) >=0

Ha ocHoBi iporo Game reHnepye CuCcOK IpaBIiiB, KyIU BIYYHB II€H TPOMiHb
Ta KUIbKICTB KUTTIB, 1110 ciija 3HATH. CepBep nepenae 1o iHGopmaliito Ha KIIEHTH.

binbi neranbHUi KOJ MOXkHA ToauBUTUCS Y oaaTky A.

2.4 Po3poOKka KIi€HTCHKOI YaCTHHH

Po3poOka kimieHTchKOT yacTiHH Ha UNity mosisrae y Tomy, o 6 po3MiCTUTH
00’€KTH Ha CIIEH1, Ta MPAaBUJILHO HANAIITYBATH iX MOBEIIHKY 3a JIOMTOMOTOIO0
KOMITOHEHTIB Ta CKPUIITIB, K1 MO>KHA MPUKPIIUIATH O 00’ EKTIB.

3HIMOK €KpaHy 3 TPY MOKHA MOOAYUTH HUKYE:



['paBii TyT KyJIi, SKi yIpaBIsSIOTECS 32 JOMOMOTOKO Kiasimm “W” “A” “S”

“D” Ta niBOIO KJIaBiIIer0 MHUIII JiJIs TOoCTpiny. OO0’ €KTH IS JIOKAJIBHOTO TPaBIIs Ta
JUTSL CHMYJIALIT 1HITNX TPaBIIiB HA JOKAJIBHINA MalInHI OyJu CTBOPEHI OKpEMO, ke
BOHH MAIOTh Pi3HY JIOTiKy moBeninku. ®peitmBopk Unity Hagae 6arato
BOY/I0BAaHOTO (PYHKITIOHAITY, B TOMY YHCIII CUMYJIAII0 Pi3uku. TakuM 4MHOM HE
Oy710 HEOOX1THOCTI pO3POOIIATH Ta KOTYBaTH (PI3UUHY MOJIENTb MOBEAIHKH,
TpacyBaHHs IPOMEHIB To10. AJie i 3a0e3neueHHs (yHKIIOHATY OHJIalH-TpH, a
TaKO YMPaBJIIHHS IPaBLs ¢ IPUCTPOIB BBOY OyJI0 HAITMCAHO PAJT CKPHUIITIB.
Jiarpamy ix B3aeMozii Mk co0010, a TAaK0X 3 00’ €KTaMU y TPl MOKHA MOOAUYUTH

HMXKYC:



“WebSocketCommunicator

B33EMO i

KOpUCTYBaL b1
BBIO

= ThirdPersonMovement

“npuiimae— movementSpeed

gravity

serverlri

buffer

Send()

Receive()

i

nepefae Ha o

HaACUNae GEL‘;\TM—|

BpobKy

oTpUMaHi No Mepexi faHi

pyxae rpasus

HealthController

3MiHIE BigoOpaKeHHA_|
KUTTIB

npuiimae

currentHealth

kamepa

DecreaseHealth()

SetHealth(}

3MIHIOE NO3L it CameraController

Td NOBOPOT —

angleX

angleY’

SMIHHOE NO3ULLID

= MovementController

rotationSpeed

Move()

nepenae iHthopMaLilo Npo pyx rpasya—>

nepenac iHpopmauio npo NocTpin rpasya™>|

(€ mMaHinynwe 300poB'am

e marinynioe pyxom

ObjectManager

Players[]
localPlayerld

Handle(bytes[])
Move()
Fire{)

napcuTe DanTh

Action interface

Do()

Bumiesragana pizHuIs Mixk 00’ €KTaMu JIOKaAIbHOTO Ta BIAJAJICHUX TPaBILIiB

MOJISTA€ Y TOMY, IO TUTBKH JI0 TIEPIIOTO MPUKPITIIICH] CKPUIITH CIIIKYBaHHS

kamepu CameraController, skwuii BiC/IiIKOBYE pyX MHIII Ta 3MiHIOE TIOJI0KECHHS

KaMepH BiIIMOBITHO 10 rpasis Ta T hirdPersonMovement, sikuii pearye Ha

HATUCKaHHS KiaBil rpaBisd. Ha 060X 00’ ekTax MpUKpPIIIeH! CKPUIITH

MovementController ta HealthController, gepes siki 3a momomororo myOmyHIX

METO/11B MOKHA MAHIMMYJIIOBAaTH 00’ €KTaMH, pyXaro4H iX a0o 3MIHIOIOYH

1H(DOopMaIlio Npo KiJIbKICTh JKUTTIB BIAMOBIIHO.

Ckpint WebSocketCommunicator 3aiiicHroe KOMyHiKalliro 3 cepBepa,

MpUIIMaIOUu Ta HaJICUJIat0uX TOBIOMIICHHS. OCHOBHHMM «MO30K» TPU — CKPUIT

ObjectManager, sikuii onparpboBy€e OTPUMaHi TAKETH MO0 Mepexi. Bin

BIIMOBIJANIBHUM 3a 1X IEKOyBaHHS Ta MEPETBOPIOE OTPUMaHI IMAKETH Y OJIHY 3

iMIUTeMeHTaii iHTepdeiicy Action, sikuii 1 3MiCHIOE BIAMOBIAHI 3MiHU 3T1IHO 3

IHCTPYKIIisiMU TOJIOBHOTO cepBepy. ObjectManager micTuTh mMary BCix

JIOKAJIBHUX BEPCIH BIIIaICHUX TPABIIIB 1 32 TOMOMOT0I0 Biikputoro API

MovementController ta HealthController 3aiiicatoe manimynsiito Humu. Bapro

nomituty, o ObjectManager Tiibku pyxae 00’ €KTH, a 3a 00epTaHH, 1110 €

aHIMAIII€l0 pyXy, BOHH BIAMOBIAAIOTH CaMi, OCKIJILKH 1€ HE KPUTUYHO 1y cepBepa

HeMa HeOOX1THOCTI TepeiaBaTH 1. bubIll JeTaaTbHUM KOJI CKPUIITIB MOKHA

noauButucs y Jlogatky b.

3MIHHOE



BucHoBok

[Tix yac HanmKMcaHHS KypcoBOi poOOTH OyJIM TOCIIKEH] 3arajibHi KOHIICTIT i
B3a€MO/II1 KJTIEHTA 1 cepBepa y po3pi3i OHIAWH-TPH, MOHATTS KOHKYPEHTHOTO
JOCTYIY Ta ONTHUMI3alliil iIrpOBOro MpoIIecy, a TAKOXK 0COOJIUBOCTI pOOOTH 3
dbpeiimBopkom Unity. Byiau po3risHy T mepeBar Ta HeJIOMIKH s irpoBOi
PO3pOOKH TaKMX MPOTOKOJIB MepekeBoro piBHs, gk 1CP ta UDP, a Takox piBHS
3aCTOCYHKY.

Takox Oyya po3pobiieHa peaiizallisi 6araTOKOpUCTyBaIlbKOI OHJIAWH-TPH 3
BpaxyBaHHSIM HIATPUMKHU 0aratboX 3’€IHaHb Ta KOHTPOJIIO 33 IPABOMIPHICTIO Jiid
kiienTa. Jis nporo 6yB HamucaHuii cepep Ha MoB1 GoLang, sikuif KOHTPOJTIOE
IrpOBUI CBIT Ta BIJINOBIJIa€ 33 CHHXPOHI3AI1I0 KJIIEHTIB Ta pearye Ha ixHi Aii, a
TaKOX BaIIAYeE iX.

OT)KC, MCTY IIOCJ'IiI[}KeHI) AOCATHYTO.



Ilepesik BUKOPUCTAHUX JXKePeJT

. Wikipedia [Enexktponnuii pecypc]. — URL:
https://en.wikipedia.org/wiki/

. HokymenTariist GoLang [Enextponnutii pecypc]. — URL:
https://pkg.go.dev/

. GeeksForGeeks [Enexrponnmii pecypc]. — URL:

https://www.geeksforgeeks.org/

. Xabp [Enextponnuii pecypc]. — URL:
https://habr.com/

. Medium [Enexrponnuii pecypc]. — URL:

https://medium.com/

. Yalantis [Enextponnuii pecypc]. — URL:
https://yalantis.com/

. Samuel Mortenson [Enekrponnwuii pecypc]. — URL:

https://mortenson.coffee/



https://en.wikipedia.org/wiki/
https://pkg.go.dev/
https://www.geeksforgeeks.org/
https://habr.com/
https://medium.com/
https://yalantis.com/
https://mortenson.coffee/

HonaTtoxk A

Package game:

Game.go

package game

import (
"errors"
"fmt"

IISynCII

type Game struct {
sync.Mutex

players map[byte]*Player

func (g Game) Playerlds() [Joyte {
var ids [Jbyte
for id :=range g.players {
ids = append(ids, id)
¥

return ids

func NewGame() *Game {

return &Game{Mutex: sync.Mutex{}, players: make(map[byte]*Player)}



func (g Game) PlayersTransform(playerld byte) (Transform, bool) {
player, ok := g.players[playerld]
if lok {
return Transform{}, false

¥

return player.transform, true

func (g Game) Player(playerld byte) (Player, bool) {
player, ok := g.players[playerld]
if lok {
return Player{}, false

¥

return *player, true

func (g Game) PlayersTransforms() map[byte] Transform {
transforms := make(map[byte] Transform)
for i := range g.players {
transforms[i] = g.players[i].transform

¥

return transforms

func (g Game) Players() map[byte]Player {
playersCopy := make(map[byte]Player)
for i :=range g.players {
playersCopy[i] = *g.players]i]
b
return playersCopy



func (g *Game) CreatePLayer() (Player, error) {
g.Lock()
newld, err := g.generateld()
if err I=nil {

return Player{}, err

}

g.players[newld] = NewPlayer(newld, Vector3{0, 3, 0}, Vector3{0, 0, 0},
100)

g.Unlock()

return *g.players[newld], nil
by

func (g Game) generateld() (byte, error) {
fori:=0;1<MAX PLAYERS;i++{
if _, ok :=g.players[byte(i)]; ok {
return byte(i), nil

¥

return 0, errors.New("Max players reached")

func (g *Game) MovePlayer(playerld byte, vector Vector3) bool {
g.Lock()
player, ok := g.players[playerld]
if lok {
return false

¥

player.transform.position = AddVectors(player.transform.position, vector)



fmt.Printf("changed players position to
%v\n",player.transform.position.String())
g.Unlock()

return true

func (g *Game) HitPlayer(playerld byte, rayStartPosition, rayDirection Vector3)
(byte, bool) {

g.Lock()

defer g.Unlock()

player, ok := g.players[playerld]

if lok {

return 0, false

}

center := player.Transform().Position()

radius := player.Radius()

d := SubtractVectors(rayStartPosition, center)

b := 2 * ScalarMultiplication(rayDirection, d)

a .= ScalarMultiplication(rayDirection, rayDirection)

¢ := ScalarMultiplication(d, d) - radius*radius

/ID =
4*float32(math.Pow(float64(game.ScalarMultiplication(f.rayDirection,
game.SubtractVectors(f.rayStartPosition, center))), 2)) -
4*game.ScalarMultiplication(f.rayDirection,
f.rayDirection)*(game.ScalarMultiplication(game.SubtractVectors(f.rayStartPositi
on, center), game.SubtractVectors(f.rayStartPosition, center))-radius*radius)

D :=Db*b - 4*a*c

fmt.Printin(D)

ifD>=0{

player.hp -= DAMAGE



if player.hp <0 {
res:= DAMAGE + player.hp
delete(g.players, playerld)

return res, true

}
return DAMAGE, true
}
return 0, false
}
Types.go

package game

const RADUIS float32 = 0.5
const DAMAGE byte = 10

const MAX_PLAYERS =10

type Transform struct {

position, rotation Vector3

func (t Transform) Position() Vector3 {

return t.position

func NewTransform(position Vector3, rotation Vector3) *Transform {

return &Transform{position: position, rotation: rotation}



/1 18 bytes
func (t Transform) Serialize() [Joyte {
data := append(t.position.Serialize(), t.rotation.Serialize()...)

return data

type Player struct {
id byte
transform Transform

hp byte

func (p *Player) Id() byte {

return p.id

func (p *Player) Transform() Transform {

return p.transform

func (p *Player) Hp() byte {
return p.hp

func (p *Player) Radius() float32 {
return RADUIS

func NewPlayer(id byte, position Vector3, rotation Vector3, hp byte) *Player {



return &Player{id: id, transform: Transform{position: position, rotation:
rotation}, hp: hp}
by

Vector.go

package game

import (

"encoding/binary

“fmt"
"math"
)
type Vector3 struct {
X, Y, Z float32
b

func NewVector3(x float32, y float32, z float32) *Vector3 {
return &Vector3{x: X, y: vy, z: z}

func AddVectors(vl, v2 Vector3) Vector3 {
return Vector3{x: v1.x + v2.x,y: v1.y + v2.y, z: v1.z + v2.z}

func SubtractVectors(vl, v2 Vector3) Vector3 {

return Vector3{x: v1.x - v2.x,y: v1y - v2.y, z: v1.z - v2.z}

func ScalarMultiplication(v1,v2 Vector3) float32{



return v1.x*v2.x+v1l.y*v2.y+vl1l.z*v2.z

func Multiplicate(n float32,v1 Vector3) Vector3{

return Vector3{x: vl1.x*n, y: vli.y*n, z: v1.z*n}

/1 9 bytes

func (v Vector3) Serialize() [Joyte {
data := [12]byte{}
binary.LittleEndian.PutUint32(data[0:4], math.Float32bits(v.x))
binary.LittleEndian.PutUint32(data[4:8], math.Float32bits(v.y))
binary.LittleEndian.PutUint32(data[8:], math.Float32bits(v.z))

return data[:]

func (v Vector3) String() string {

return fmt.Sprintf("%v %v %V", v.X, V.y, Vv.Z)

Package networking:
Actions.go
package networking

import (
"encoding/binary"
"errors"
"fmt"
"'github.com/aabuddabi/unitygame/internal/game"

"math"



const (
MOVE_PKG LENGH =14
FIRE_PKG _LENGH =26

type MoveAction struct {
moverld  byte

positionDelta game.Vector3

func (m MoveAction) String() string {
return fmt.Sprintf("player #%v moved on vector [%s]", m.moverld,

m.positionDelta.String())
k

func (m MoveAction) Serialize() [Jbyte {
fmt.Printf("sending pos delta: %v\n",m.positionDelta.String())
return append([Jbyte{1, m.moverld}, m.positionDelta.Serialize()...)

func (m MoveAction) Validate(game *game.Game) (StateMessage, bool) {
ok := game.MovePlayer(m.moverld, m.positionDelta)
if lok {
return nil, false

¥

return m, true



func NewAction(initializerld byte, data []byte) (Action, error) {
if len(data) == 0 {
return nil, errors.New("'wrong length of package")
¥
actionType := data[0]
switch actionType {
case 1:
/[fmt.Printf("player #%v sent message %v\n", initializerld, data)
if len(data) '= MOVE_PKG_LENGH {
return nil, errors.New("wrong length of MoveAction package")
by
if data[1] != initializerld {
return nil, errors.New(fmt.Sprintf("Connection id %v differs
from moved player %v!", initializerld, data[1]))
¥
x := math.Float32frombits(binary.LittleEndian.Uint32(data[2:6]))
y := math.Float32frombits(binary.LittleEndian.Uint32(data[6:10]))
z := math.Float32frombits(binary.LittleEndian.Uint32(data[10:]))

fmt.Printf("got movement 'y %v ", y)

return &MoveAction{moverld: initializerld, positionDelta:

*game.NewVector3(x, y, 2)}, nil

case 3:
if len(data) '= FIRE_PKG_LENGH {
return nil, errors.New("wrong length of MoveAction package")
¥
if data[1] != initializerld {
return nil, errors.New(*"Connection id differs from moved
player!™)



originX :=
math.Float32frombits(binary.LittleEndian.Uint32(data[2:6]))
originY :=
math.Float32frombits(binary.LittleEndian.Uint32(data[6:10]))
originZ :=
math.Float32frombits(binary.LittleEndian.Uint32(data[10:14]))
directionX :=
math.Float32frombits(binary.LittleEndian.Uint32(data[14:18]))
directionY :=
math.Float32frombits(binary.LittleEndian.Uint32(data[18:22]))
directionZ :=
math.Float32frombits(binary.LittleEndian.Uint32(data[22:]))
return &FireAction{strikerld: initializerld, rayStartPosition:
*game.NewVector3(originX, originY, originZ), rayDirection:
*game.NewVector3(directionX, directionY, directionZ)}, nil
default:

return nil, fmt.Errorf("unexpected action type %v", actionType)

type FireAction struct {
strikerld byte
rayStartPosition, rayDirection game.Vector3

func NewFireAction(strikerld byte, rayStartPosition game.Vector3, rayDirection
game.Vector3) *FireAction {

return &FireAction{strikerld: strikerld, rayStartPosition: rayStartPosition,
rayDirection: rayDirection}

}



func (f FireAction) Validate(g *game.Game) (StateMessage, bool) {
var ids, hps [Joyte
playerlds := g.Playerlds()
for playerld := range playerlds {
player, ok := g.Player(byte(playerld))
if ok {
panic("")
¥
if byte(playerld) != f.strikerld {
hpDelta, ok := g.HitPlayer(player.ld(), f.rayStartPosition,
f.rayDirection)
if lok {
break
¥
fmt.Printf("hit player #%v with %v\n", player.ld(), hpDelta)
ids = append(ids, byte(playerld))
hps = append(hps, hpDelta)
fmt.Printf("%v | %v\n", ids, hps)

¥

return NewHealthDecreaseMessage(ids, hps), true

func (f FireAction) String() string {

return fmt.Sprintf("this is fire action")

Server.go

package networking



import (
"errors"
"“fmt"
"github.com/aabuddabi/unitygame/internal/game"
"github.com/gorilla/websocket"
"net/http"

IISynCII

const MAX_CONNS byte = 10

var upgrader = websocket.Upgrader{
CheckOrigin: func(r *http.Request) bool {

return true

¢

type Connection struct {
sync.Mutex
websocket.Conn

playerld byte

func NewConnection(conn websocket.Conn, playerld byte) *Connection {
return &Connection{Mutex: sync.Mutex{}, Conn: conn, playerld: playerld}

type Server struct {

game *game.Game



connections map[byte]*Connection

handleMessage func(message []byte)

func StartServer(handleMessage func(message []byte), game *game.Game) error {
server .= Server{
game,
make(map[byte]*Connection),

handleMessage,

http.HandleFunc(*/", server.handleNewConnection)
fmt.PrintIn("Listening")
err := http.ListenAndServe("localhost:8080", nil)
if err I=nil {
fmt.Printin("Failed to start")
return err

¥

return nil

func (s *Server) handleNewConnection(w http.ResponseWriter, r *http.Request) {
fmt.PrintIn("Incoming connection...")
connection, _ := upgrader.Upgrade(w, r, nil)
fmt.PrintIn("Upgraded to WS protocol™)

newConnectionld, err := s.generateld()
if err I=nil {
w.Write([]oyte(fmt.Sprintf(*"500 - %s", err.Error())))



newPlayer, err := s.game.CreatePLayer()
if err I=nil {

w.Write([]oyte(fmt.Sprintf("500 - %s", err.Error())))
¥

s.connections[newConnectionld] = NewConnection(*connection,

newPlayer.1d())

msg := NewlnitinfoMessage(newPlayer.Id(), s.game.PlayersTransforms())

connection.WriteMessage(websocket.BinaryMessage, msg.Serialize())

newcomerinfoMsg := NewPlayerConnectedMessage(newPlayer.1d(),
newPlayer.Transform().Position())

s.Broadcast(newcomerinfoMsg.Serialize())

go func(playerld byte) {
fmt.Printf("'starting gorourine with id #%v\n", playerld)
defer connection.Close()
defer delete(s.connections, newConnectionld)
for {
mt, data, err := connection.ReadMessage()

if err '=nil || mt == websocket.CloseMessage {
fmt.Printf("Connection closed with error %s", err.Error())
break

action, err := NewAction(playerld, data)

if err I=nil {
fmt.Printf("Connection closed with error %s", err.Error())
break



}
fmt.Printin(action.String())

msg, ok := action.Validate(s.game)
if ok {

s.Broadcast(msg.Serialize())

by
}(newPlayer.ld())

func (s *Server) Broadcast(data []Jbyte) {
[[fmt.Printf("player #%vV broadcasting message %v\n", data)
for i := range s.connections {
s.connections[i].Lock()

s.connections[i].WriteMessage(websocket.BinaryMessage, data)
s.connections[i].Unlock()

func (s Server) generateld() (byte, error) {
fori:=0; i <int(MAX_CONNS); i++ {
if _, ok :=s.connections[byte(i)]; 'ok {
return byte(i), nil

by
¥
return 0, errors.New(""Max connections reached")
by
State.go

package networking



import (

"github.com/aabuddabi/unitygame/internal/game"

type InitinfoMessage struct {
id byte

transforms map[byte]game.Transform

func NewlnitinfoMessage(id byte, transforms map[byte]Jgame.Transform)
*InitiInfoMessage {

return &InitinfoMessage{id: id, transforms: transforms}

func (i InitinfoMessage) Serialize() [Joyte {
data := []Jbyte{0, i.id, byte(len(i.transforms))}
for id := range i.transforms {
data = append(data, id)
data = append(data, i.transforms[id].Serialize()...)

¥

return data

type PlayerConnectedMessage struct {
newcomerld byte

position game.Vector3



func NewPlayerConnectedMessage(id byte, position game.Vector3)
*PlayerConnectedMessage {

return &PlayerConnectedMessage{newcomerld: id, position: position}

func (pc PlayerConnectedMessage) Serialize() [Jbyte {
data := [Jbyte{2, pc.newcomerld}
data = append(data, pc.position.Serialize()...)

return data

type HealthDecreaseMessage struct {
ids []Jbyte
hps [Jbyte

func NewHealthDecreaseMessage(ids [Jbyte, hps [Jbyte) *HealthDecreaseMessage

{
return &HealthDecreaseMessage{ids: ids, hps: hps}

func (h HealthDecreaseMessage) Serialize() [Jbyte {
idLength:=len(h.ids)
data:= make([]byte,idLength*2+2)
data[0]=4
data[1]=byte(idLength)
fori:=0;i<idLength; i++{
data[2+i*2] = h.ids]i]
data[2+i*2+1] = h.hps][i]



return data

Types.go
package networking

import (
"fmt"

"github.com/aabuddabi/unitygame/internal/game™

type Serializer interface {
Serialize() [Joyte

}

type StateMessage interface {

Serializer

type Action interface {
Validate(*game.Game) (StateMessage,bool)
fmt.Stringer
//Undo()

Package main:
Main.go

package main

import (
“fmt"



"'github.com/aabuddabi/unitygame/internal/game™

"'github.com/aabuddabi/unitygame/internal/networking"

func main() {

game:=game.NewGame()

networking.StartServer(messageHandler,game)

func messageHandler(message [Joyte) {

fmt.PrintIn(string(message))

Honatox B
CameraController.cs

using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class CameraController : MonoBehaviour

{

public float rotationSpeed;

public Transform target;

private float angleY;

private float angleX;

void Start()



angleY = transform.rotation.y;

angleX = transform.rotation.x;

// Update is called once per frame

void Update()

{
angleY += rotationSpeed * Input.GetAxis("Mouse X");
angleX -= rotationSpeed * Input.GetAxis("Mouse Y");

transform.position = target.transform.position;

transform.rotation = Quaternion.Euler(angleX, angleY, 0);

HealthController.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

public class HealthController : MonoBehaviour
{

public GameObject hbPrefab;

private GameObject hb;

public byte initialHealth;

private byte currentHealth;

/I Start is called before the first frame update

void Start()



hb = Instantiate(hbPrefab, GameObject.Find("HealthCanvas").transform);
currentHealth = initialHealth;

hb.GetComponentinChildren<Slider>().value = currentHealth;

// Update is called once per frame
void Update()
{

hb.transform.position =

Camera.main.WorldToScreenPoint(transform.position+ new Vector3(0,1,0));

}

public void SetHealth(byte newHealth)
{
currentHealth = newHealth;

hb.GetComponentIinChildren<Slider>().value = newHealth;

public void DecreaseHealth(byte deltaHealth)
{
currentHealth -= deltaHealth;

hb.GetComponentInChildren<Slider>().value = currentHealth;

MovementController.cs
using System.Collections;
using System.Collections.Generic;

using UnityEngine;



public class MovementController : MonoBehaviour

{

private ObjectManager objManager;
private CharacterController controller;
public float rotationSpeed;

public float gravity;

void Start()
{

controller = GetComponent<CharacterController>();

objManager = GetComponent<ObjectManager>();

public void Move(Vector3 movementDirection)
{
Vector3 rotationAngles = Vector3.Cross(Vector3.up, movementDirection) *
60;
transform.Rotate(rotationAngles, Space.World);
//Debug.Log(*'I'm moving on vector: " + movementDirection);
controller.Move(movementDirection);

}

public void SetPosition(Vector3 newPosition)

{

controller.Move(newPosition - transform.position);

ObjectManager.cs



using System;
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class ObjectManager : MonoBehaviour
{

private byte localPlayerld;

public GameObject remotePlayer;

public WebSocketCommunicator wsc;

public Dictionary<byte, GameObject> players = new Dictionary<byte,
GameObject>();

// Start is called before the first frame update
void Start()

{

wsc = GetComponent<WebSocketCommunicator>();

public GameObject GetPlayer(byte id)
{

return players[id];

public void Move(Vector3 vector)

{
MoveAction moveAction = new MoveAction(this, localPlayerld, vector);
//Debug.Log("'Got moveAction from player: "' + localPlayerld);

wsc.Send(moveAction.Serialize());



public void Fire(Vector3 origin, Vector3 direction)
{
FireMessage fireMessage = new FireMessage(this, localPlayerld, origin,
direction);
//Debug.Log("Got fireAction from player: " + fireMessage.ToString());

wsc.Send(fireMessage.Serialize());

public void Handle(ArraySegment<byte> b)
{
Action action = CreateActionFromBytes(b);

action.Do();

public Action CreateActionFromBytes(ArraySegment<byte> buf)

{
switch (buf.Array[0])

{
case 0:

byte initld,;
byte[] initlds;
Vector3[,] transforms;
transforms = new Vector3[buf.Array[2], 2];
initlds = new byte[buf.Array[2]];
initld = buf.Array[1];
//Debug.Log("initial id: " + initld);
for (int 1= 0; i < buf.Array[2]; i++)



initlds[i] = buf.Array[25 * i + 3];

transformsJi, 0].x = BitConverter.ToSingle(buf.Array, 25 * i + 4);
transformsJi, 0].y = BitConverter.ToSingle(buf.Array, 25 * i + 8);
transformsJi, 0].z = BitConverter.ToSingle(buf.Array, 25 * i + 12),
transforms[i, 1].x = BitConverter.ToSingle(buf.Array, 25 * i + 16);
transformsJi, 1].y = BitConverter.ToSingle(buf.Array, 25 * i + 20);
transformsJi, 1].z = BitConverter.ToSingle(buf.Array, 25 * i + 24),

}

InitAction initAction = new InitAction(this, initld, initlds, transforms);
return initAction;
case 1:
byte idToMove = buf.Array[1];
float moveVectorX = BitConverter.ToSingle(buf.Array, 2);
float moveVectorY = BitConverter.ToSingle(buf.Array, 6);
float moveVectorZ = BitConverter. ToSingle(buf.Array, 10);
MoveAction moveAction = new MoveAction(this, idToMove, new
Vector3(moveVectorX, moveVectorY, moveVectorZ));
return moveAction;
case 2:
byte idTolnstantiate = buf.Array[1];
float posVectorX = BitConverter. ToSingle(buf.Array, 2);
float posVectorY = BitConverter. ToSingle(buf.Array, 6);
float posVectorZ = BitConverter. ToSingle(buf.Array, 10);
AddPlayerAction addPlayerAction = new AddPlayerAction(this,
idTolnstantiate, new Vector3(posVectorX, posVectorY, posVectorZ));
return addPlayerAction;

case 4:



HealthDecreaseAction healthDecreaseAction = new
HealthDecreaseAction(this);

int arraysLength = buf.Array[1];
byte[] ids = new byte[arraysLength];
byte[] hps = new byte[arraysLength];
for (int1 = 0; i < arraysLength; i++)
{

ids[i] = buf.Array[2+i*2];

hps[i] = buf.Array[2 + 1 * 2 + 1];
¥
healthDecreaseAction.ids = ids;
healthDecreaseAction.hps = hps;
return healthDecreaseAction;

default:

return null;

public interface Action

{
void Do();

string ToString();

public interface Message

{
ArraySegment<byte> Serialize();

public class InitAction : Action



public byte id,;
public byte[] ids;
public Vector3|[,] transforms;

private ObjectManager objectManager;

public InitAction(ObjectManager objectManager,byte id,byte[] ids, Vector3],]
transforms)
{
this.objectManager = objectManager;
this.id = id;
this.ids = ids;

this.transforms = transforms;

public void Do()
{
objectManager.localPlayerld = id;
//Debug.Log("'set local player id: " + objectManager.localPlayerld);
for (inti=0; i <ids.Length; i++)
{
Vector3 newPosition = transformsJi,0];
Quaternion newRotation = Quaternion.Euler(transforms[i,1]);
GameObject newPlayer;
if (i==1id)
{

objectManager.GetComponent<MovementController>().SetPosition(newPosition);
objectManager.transform.rotation = newRotation;

objectManager.players[ids[i]] = objectManager.gameQbject;



break;
by
newPlayer = Instantiate(objectManager.remotePlayer, newPosition,
newRotation);

objectManager.players[ids[i]] = newPlayer;
}
objectManager.GetComponent<ThirdPersonMovement>().enabled = true;
objectManager.GetComponent<HealthController>().enabled = true;
/lobjectManager.GetComponent<MovementController>().enabled = true;

}
public string ToString()

{

return “this is init message";

public class MoveAction : Action,Message

{
public byte id;
public Vector3 vector;

private ObjectManager objectManager;

public MoveAction(ObjectManager objectManager, byte id, Vector3 vector)
{

this.objectManager = objectManager;
this.id = id;

this.vector = vector;

public void Do()



If (objectManager.localPlayerld != id)
{

objectManager.GetPlayer(id).GetComponent<MovementController>().Move(vecto

n;

public ArraySegment<byte> Serialize()

{
byte[] data = new byte[14];
data[0] = 1;
//Debug.Log("Serializing localplayer id: " + data[1]);
data[1] = id;
BitConverter.GetBytes(vector.x).CopyTo(data,2);
BitConverter.GetBytes(vector.y).CopyTo(data, 6);
BitConverter.GetBytes(vector.z).CopyTo(data, 10);
return new ArraySegment<byte>(data);

¥

public string ToString()

{
return "Move on Vector "+vector. ToString()+" #"+id;

by

¥

public class AddPlayerAction : Action

{
public byte id,;
public Vector3 position;



private ObjectManager objectManager;

public AddPlayerAction(ObjectManager objectManager, byte id, Vector3
position)
{

this.objectManager = objectManager;
this.id = id;

this.position = position;

public void Do()

{
if (objectManager.localPlayerld !=id)

{

GameObject newPlayer = Instantiate(objectManager.remotePlayer,
position, Quaternion.identity);

objectManager.players[id] = newPlayer;

public string ToString()
{

return "NewPlayer at Position "+ position. ToString()+" #"+id;

public class FireMessage : Message

{
public byte id,;



public Vector3 origin;
public Vector3 direction;

private ObjectManager objectManager;

public FireMessage(ObjectManager objectManager, byte id, Vector3 origin,
Vector3 direction)
{
this.objectManager = objectManager;
this.id = id;
this.direction = direction;

this.origin = origin;

public ArraySegment<byte> Serialize()

{
byte[] data = new byte[26];
data[0] = 3;
data[1] = id;
BitConverter.GetBytes(origin.x).CopyTo(data, 2);
BitConverter.GetBytes(origin.y).CopyTo(data, 6);
BitConverter.GetBytes(origin.z).CopyTo(data, 10);
BitConverter.GetBytes(direction.x).CopyTo(data, 14);
BitConverter.GetBytes(direction.y).CopyTo(data, 18);
BitConverter.GetBytes(direction.z).CopyTo(data, 22);
return new ArraySegment<byte>(data);

}
public string ToString()

{

return "Fire in direction " + direction.ToString() + " in position " +
origin.ToString() + " #" + id;



public class HealthDecreaseAction : Action

{
public byte[] ids;
public byte[] hps;
private ObjectManager objectManager;

public HealthDecreaseAction(ObjectManager objectManager)
{

this.objectManager = objectManager;

public void Do()

{
for (inti = 0; i < ids.Length; i++)

{

objectManager.GetPlayer(ids[i]).GetComponent<HealthController>().DecreaseHe
alth(hps[i]);
¥
¥
public string ToString()

{

return "this is init message";



ThirdPersonMovement.cs
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class ThirdPersonMovement : MonoBehaviour

{

public Transform camera;

public float gravity;

public float movementSpeed;
private CharacterController controller;

private ObjectManager objManager;

// Start is called before the first frame update

void Start()

{
controller = GetComponent<CharacterController>();
objManager = GetComponent<ObjectManager>();

I/ Update is called once per frame
void Update()
{

Move();

Fire();



private void Move()
{
float sideComponent = Input.GetAxis("Horizontal");

float forwardComponent = Input.GetAxis("Vertical");

Vector3 movementDirection = (sideComponent * camera.right +
forwardComponent * camera.forward).normalized;
movementDirection *= movementSpeed * Time.deltaTime;

movementDirection.y -= gravity * Time.deltaTime;

Vector3 prevPos = transform.position;

GetComponent<MovementController>().Move(movementDirection);

Vector3 actualPos = transform.position;

//Debug.Log(*'moving " + movementDirection.y);

if (actualPos - prevPos != Vector3.zero)

{

Debug.Log("moving " + movementDirection.x + " "' +

movementDirection.y + " " + movementDirection.z);

objManager.Move(actualPos-prevPos);

private void Fire()

{
if (Input.GetMouseButtonDown(0))

{
Ray shootRay = Camera.main.ViewportPointToRay(new Vector3(0.5F,

0.5F, 0));



objManager.Fire(shootRay.origin,shootRay.direction);

WebSocketCommunicator.cs
using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using System.Text;

using System.Threading;

using System.Net.WebSockets;
using UnityEngine;

public class WebSocketCommunicator : MonoBehaviour

{
private ObjectManager objManager;

Uri u = new Uri("ws://localhost:8080");
ClientWebSocket cws = null;

ArraySegment<byte> buf = new ArraySegment<byte>(new byte[1024]);

void Start() {
objManager = GetComponent<ObjectManager>();
Connect();

async void Connect()

{



cws = new ClientWebSocket();

try
{

await cws.ConnectAsync(u, CancellationToken.None);
If (cws.State == WebSocketState.Open) Debug.Log(" "connected");
Receive();

¥
catch (Exception e) { Debug.Log("woe " + e.Message); }

public async void Send(ArraySegment<byte> b)
{
//Debug.Log("'sending bytes: " + b.Array);
await cws.SendAsync(b, WebSocketMessageType.Text, true,

CancellationToken.None);

}

async void Receive()
{
WebSocketReceiveResult r = await cws.ReceiveAsync(buf,
CancellationToken.None);
//Debug.Log("'received bytes: " + buf.Array);
objManager.Handle(buf);

Receive();



