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Abstract

This paper investigates data transfer optimization in modern low-latency multiplayer online games, driven by
demands for high concurrency and performance. The core technical challenge is minimizing network traffic while
maintaining gameplay quality, addressing issues like latency, jitter, and packet loss inherent in the client-server
model. The study aims to analyze contemporary optimization methods and develop an effective approach within the
Unity engine. Common strategies reviewed include State/Delta Synchronization, Interest Management, data
compression (e.g., bit-packing), and client-side prediction. Experiments conducted using Unity (Netcode for
GameObjects) validated the effectiveness of these methods. Results confirm that a combined model integrating
Interest Management, delta-compression, prediction, and bit-packing significantly reduces traffic by 59%—78%
compared to full synchronization. These findings offer practical solutions for improving the performance and
scalability of real-time networked applications, particularly on resource-limited platforms.

VY cydacHili irpoBiil iHOyCTpii MyJIbTHUIUIEEPH] iTPH YTBOPIOIOTH OJIMH 13 HAHAWHAMIYHIIINX CETMEHTIB
PUHKY MpPOTpaMHUX TMPOAYKTiB. MacmraboBaHa Mepe)KHa B3aEMOJis, MIATPUMKA BEIHMKOI KiJIbKOCTI
OJJTHOYACHNX KOPHCTYBAdiB Ta 3a0e3MeYeHHs] HU3bKOI 3aTPUMKH — KJIFOYOBI BUMOTH JI0 CYYaCHHX CHCTEM
OHJalH-TeiMiHTy. OfHI€I0 3 HAUBAXITUBIIIMX TEXHIYHUX NPOOJIEM Yy TaKUX CHUCTEMaX € ONTHMI3allis repe-
Jayi JaHUX MK KIIiEHTaM# Ta cepBepoM. EQeKkTHBHICTD MEpEeXHUX alTOPUTMIB Oe3M0ocepeIHBO BIIMBAE HA
SKICTB ITPOBOTO TIPOIECY, PEaTiCTUYHICTh, KOHKYPEHTHICTh, a TaKOXX Ha pEeCcypcHi BUTparu iHdpa-
CTPYKTYpH.

AKTyallbHICTh TEMHU OOYMOBIJIEHA Pi3KMM 301IbLIEHHAM KiIBKOCTI TPaBIiB y pealbHOMY 4aci, po3-
BUTKOM KiOEpCTIOPTHBHUAX AWCIUILIIH, a TaKOX MOIIMPEHHSM MOOLIBHUX TATPOpPM 3 OOMEKEHUMH
MPOITyCKHUMH Ta OOYHCTIOBATPHMMH pecypcamu. ONTUMI3allis MEpPeKHOI B3a€EMOJIi  TO3BOJISIE
MiHIMi3yBaTH 3aTPUMKH, TIBUIIUTH TOYHICT CHHXPOHI3aIi]l IrpOBUX 00’ €KTIB Ta MOKPAILIUTH POOOTY irop
y HecTaOLIbHUX MEPEKHUX YMOBAX.

Mertoro pobOTH € aHalli3 CydaCHHX METOJIIB ONTUMI3allii mepeadi JaHuX y MyJbTHIDICEPHUX irpax Ta
po3podKka eeKTHBHOTO IMiIX0Jy, KU 3a0e3redye 3MEHIICHHsI 00CATY MEPEKHHUX TOBIJOMIICHD 1 TIOKpa-
LIEHHS IPOAYKTHBHOCTI irpoBOro oaaTky Ha pyuii Unity.

VY cy4acHHX MYJBTUIUICEPHHUX irpaX 3aCTOCOBYIOTBhCS Pi3HI CXEMH CHHXPOHI3allil: KIi€HT-cepBepHa
MOJIeNb, peer-to-peer Ta TiOpWAHI pimeHHsA. HalmommpeHino € KIIieHT-cepBepHa apXiTeKTypa, y SAKid
OCHOBHa JIOTiKa 00OpOOKH CTaHIB 00’ €KTiB BUKOHYETHCS Ha CepBepi, a KIII€HTH HAACUIIAIOTh JnIe iHdopma-
iro mpo aii KopuctyBava abo BJIACHI JIOKaJbHI 3MiHM. Takuil miaxin 3a0e3nedye Oibiry Oe3neKy Ta nepea-
0adyBaHICTh, OJJHAK CTBOPIOE HU3KY TEXHIYHUX BHKJIMKIB: BUCOKA JIATCHTHICTD, IDKUTEP (KOJMBAHHS 3aTPH -
MKH), BTpaTa MaKeTiB, XapakTepHa JJsi MOOUTHhHUX Mepex Ta Wi-Fi, a Takox HaaMipHa KibKiCTh MEPEKHO-
ro tpadiky, SKHH CyTTEBO OOMEXYye MacIITaOOBaHICTh cucTeMd. OCOOIMBO KPUTHUHMMH ILIi HpoOsieMu
cTaroTh y fast-paced irpax, Takux sK myTepd ab0 CIOPTUBHI CHMYIISTOPH, Ji¢ HaBITh KiJIbKa MUTICEKYH]I
3aTPUMKH MOXKYTh BIUIMHYTH Ha Pe3yJIbTar.

VY TexHiuHii JiTepatypi, fokymeHTawii Unity, aHaTITUYHUX OTJIsIAax Ta JOCIHiIKEHHIX (30KpeMa po0o-
tax McShaffry, Lengyel, matepianax momo ECS Ta OpenArchive) po3misaaioTbcss OCHOBHI NMPHUHIMIH
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Komynikauiini mepesici ma cepgicu

MoOY/I0BU ONTHMI30BaHUX MEPEKHHUX cucTeM. Cepel BiJOMHX IT1IX0/1iB BHOKPEMITIOIOTh CTUCHEHHS JITaHHX,
NPEANKTHBHY 1HTEPHONALII0, KOPEKLil0 pyXy, HakeTHy Iepenady craHiB, delta-compression, interest
management Ta iHmi Metoau. OJHAK MATAHHS KOMIUIEKCHOTO MOEIHAHHS X TEXHIK y MEXaX €IUHOTO
HEJIOCTaTHBO JlociipkeHuM. Came 115 mpodiieMa i BU3HaYa€ HayKOBO-TIPAKTUYHUN HAIIPSIM JaHO1 pOOOTH.

Haiinmommpeninri crparerii CHHXpOHi3aIlii:

State Synchronization — mepenaBaHHs IMOBHOTO CTaHy 00’€KTa; MiAXOMUTH IS HEBEIUKOI KITHKOCTI
00’€KTiB, ajie TeHepy€e BEUKHHA Tpadik.

Event Synchronization — nepeaBanHs nuiie moaii; miaxomuts s fast-paced irop.

Delta Synchronization — HafCHIarOTHCS JTUIIE 3MIHN CTaHIB; 3HAYHO 3MEHIITye 00CST TaHUX.

MeTtoau onTHMi3alii epeaadi JaHux:

Interest Management — onTumizalis, 10 JO3BOJISIE HAACUIIATH TPABLIO TUTBKU BayKJIMBI ISl HHOTO JIaHi
(BEOMMICTB, BiICTaHb, 30HH aKTHBHOCTI). [lepeBaramMu € 3MeHINIEHHS KiUTBKICTh TAKETiB Ta MiJBUIICHHS
MAacIITabOBaHOCTI CEPBEPY.

CrHCHEHHS 1 CTPYKTYpOBaHa Tiepefaya JaHux metoaamu OiT-nakyBanHs (bit-packing), BUKopucTaHHS
¢ikcoBanoi To4HOCTI umceln, delta-Kommpecisi KOOPIMHAT, arperamisi KUIbKOX arJIeHTiB B OAWH MaKeT, L0
MOJKE 3MEeHIIUTH Tpadik y 2-5 pasis.

[HTEpTONSAIIIS Ta EKCTPATIONALIS PyXy Ha CTOPOHI KIIIEHTA, IPOTHO3YIOUH PYX 00’€KTa 32 MOoTepeTHIMU
JaHUMH, 110 JO03BOJISIE 3MEHIINTH YaCTOTY HAJACUIIAHHS TIaKeTIB Ta MPUXOBATH JKUTEP Ta JIaTd KOPUCTYBa-
9iB.

Juis anamizy e(eKTHBHOCTI METO/IIB ONTHUMI3aIlii OyJI0 CTBOPEHO TECTOBHUN MYJBTHILICEPHUI ITpPOBHUI
nonarok Ha pyurii Unity 3 Bukopucranasm C#, Netcode for GameObjects ta Unity Transport, Oyio peaiti-
30BaHO JICKITBKOX MOJEINEH nepeaayi AJaHuX, Ta NPOBEACHHO BUMIPIOBAHS, Py3YJITATH SIKUX MPEACTaBICHO
y Tabm. 1, Tabx. 2 ta Tadm. 3.

Ta6anust 1. O0cAr MepekHOro Tpagiky NpH pisHAX MeTOAAX.

K-c1p CepenHili | 3HMKECHHSA

Meron , K_(.:TT’ , K_(.:TT’ 00’ €KTiB: Tpadik Tpadiky

00’extiB: 100 | 006’exTiB: 200 300 (<B/c) (%)
[loBHa cuHXpOHI3aIis 145 287 426 286 0%
Delta-cuHXpOHI3aris 58 115 173 115 60%
Bit-packing 42 83 128 84 71%
Tureprionsuis + 51 101 146 99 65%
MPEUKITisT
Interest Management 41 67 93 67 77%
KombinoBaHna Mogens 29 47 66 47 84%

Tabanus 2. 3aTpuMKa oHOBJIeHHSI cTaHy (latency) nmpu pisHMX MepesKHUX YMOBax.

YMoBU Full Sync Delta Bit-pack Interpolation Interest Mgmt
0% loss, jitter < Smc 62 ms 48 ms 45 ms 41 ms 39 ms

o ~ —
5% loss, jitter 118 ms 92 ms 87 ms 74 ms 68 ms
30mc

o = —
12% loss, jitter 80— 14 ¢ | 151 ms 138 ms 121 ms 109 ms
120Mmc
Tadanus 3. Po3Mip 01HOro Mepe:KHOT0 MaKeTa MPHU Pi3HUX MeTOAAX.
Hepe/:[a},n JaHi (mpuKiIaj of- Be3 ormumizanii Delt Bltfpack— InTepnomnsmi Combined
HOTO 00’ €KTA) a ing s
[ozumis (X,y,2) 36 B 14 B 8B 14 B 6B
Poramis (quaternion) 48 B 21B 12B 21 B 9B
JliniiiHa MIBUAKICTH 16 B 8B 4B 8B 3B
CraH aniMarii 24 B 12B 6B 12B 5B
Ciry>x00Bi T1OJIS 12B 9B 6B 9B 4B
3aranom 136 B 64 B 36 B 64 B 27B
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BaxxnuBo Bi3HAYUTH, 110 BUKOPUCTAHHS OKPEMHUX METOJIB ONTHUMI3allil, HABITh JOCTATHLO S(EKTH-
BHHUX Yy NEBHHUX CleHapisx (Hampukian, jume delta-compression abo BHUKJIIOYHO arpecMBHa KOMIIPECis
KOOPZMHAT), HE JI03BOJISIE HOCATTH MOTPIOHOTO PE3ysIbTaTy B YMOBAaX CyYaCHUX MYJBTUILICEPHUX CHUCTEM.
KoskeH i3 X METOAIB BUPINIY€ JIMIIE YAaCTUHY 3arajbHOI mpobiemu: delta-compression 3mMeHIye oocsT
nepelaHnX JAaHuX, ajie He yCyBa€e MpoOaeMy HaUIMIIKOBOI iH(OpMallii, SIKIO KITIEHTY BCE OJHO HA/ICHIIAI0-
THCSI CTAaHU HETOTPIOHMX 00’ €KTiB; IHTEPITONSAIIISI TTOKPAIIYe TUIABHICTh PYyXY, ajie He BILUTUBAE HA MPOITYCK-
Hy 3JaTHICTH; interest-management 3MEHIIY€ KUTbKICTh TOBIAOMIIEHB, MPOTE€ HE TapaHTYE MiHIMAIBHHUHA
PO3Mip KOXKHOTO TEPEAaHOro Makera. ToMy came iHTerpailisi KUIbKOX METOJIB — iX B3a€MHE ITiJICUIICHHS
— nae 3Mory copmyBartu 30aaHcoBaHy i BUcokoeekTuBHy cucremy. [loennanns interest-management 3
delta-compression Ta IHTEPITOJIAIIIEIO PYXy HEPETBOPIOETHCS HA KOMIUIEKCHY MOJEIh, sSKa ONTHMI3YE 1 cam
00CsT aHUX, 1 9aCTOTY iX BiIIpaBICHHS, 1 SKICTh BiIOOpaKeHHs Ha KITi€HTI.

Y nocnmiKeHHI NpoaHai30BaHO W EKCHEPHUMEHTAIBHO MIATBEPIKECHO E(PEKTUBHICTH CYYacCHUX
METOZIB ONTUMI3alii epenadi JaHuX Y MYJbTHILIEEPHUX irpax. 3acTOCyBaHHS KOMOIHOBaHOI MOJIENI, 10
BKJIIOUae interest-management, delta-compression, MpOrHo3yBaHHS Pyxy Ta OIT-TIaKyBaHHS, J03BOJIHIIO
ckopoTtuTH Tpadik Ha 60—84%, 3MEHIINTH 3aTPUMKH OHOBJICHHS CTaHY, MiABHIUTH CTaOLIBHICT irpOBOTO
MPOIIECy B YMOBaX HECTAOLIEHUX MepeK, 30UIBIINTH MAaCIITA00BaHICTh CEPBEPHOI YACTUHHU.

OTpuMaHi pe3yabTaTH MAIOTh IPAKTHIHE 3HAYCHHS IS PO3POOHUKIB MEPEKHUX irop sk Ha Unity, Tak
1 Ha IHIIMX PYILIiSX, SIKI BAKOPUCTOBYIOTH CXOKi apXiTeKTypHi mpuHIKNH. OCOOINBO aKTyaIbHUMH BOHH €
U1t MOOUTEHHX TuIAT(OpM, e 0OMEKEeHI IPOITYCKHA 3AaTHICTh, EHEPTOCIIOKUBAHHS Ta OOYHCITIOBAILHA TI0-
TyxkHicTh. KomMOiHOBaHMII miaXix mo onrTuMmiszamii mae 3Mory 3abe3mednTH CTaOuTbHWI ITpOBHI JTOCBIif
HAaBITh 32 HECTIPUSITIIMBUX MEPEKHUX YMOB, IO € HEOOX1THOI BUMOTOIO CyYaCHHX MPOEKTIB.
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