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BBengeHume

Korpa ntogu BCTpe4aroTCA B OHJ'IaVIH-I/IFpe, NPONUCXOANUT HEYTO ocob6eHHoe. O6blYHasi roHKa
Unn ponesaa urpa npespaliaetca B COBMeECTHOE NPUKNIYeHne - Henpepackasyemoe,
HenpocToe U, camoe rnaBHoe, yBJiekatesibHoe

O6beguHAEMCS N Mbl NPOTUB MEX3BE3OHOIro AnMBepCaHTa Unun cpaxxaemcqa gpyr ¢ gpyrom B
OHJ'IaIZH-LIJyTepe, ceTeBble MHOIronoJsibaoBatesibCKUe Urpbl NO3BONAKOT COTPYOHNYATDb U
copeBHOBATbCA HE3aBUCUMO OT PACCTOAHUA. VIMeHHO Takoe COBMeCTHOe B3auMogencTeme
onpependaeT MHOrOMoJIb30BaTe/IbCKUM VIFpOBOVI onbIT

OpHako pa3paboTKa CETEBOIro UrPOBOro npouecca MoXeT OblTb CNOXHee co34aHus
COMNOCTaBMMOWN OOHOMO/Ib30BaTENbCKOM urpbl

Llenb aToro pykosoAcTsa - MOMOYb BaM HayaTb pa3paboTKy MHOronosb30BaTeIbCKUX Urp €
NOMOLLIO CeTEBbLIX UHCTPYMeHTOB Unity. OHO 3HaKOMWT C OCHOBHbIMW MOHATUAMU CETEBOIO
B3aUMOLENCTBUS U NOAroTaBNMBaET K paboTe C AEMOHCTPALMOHHLIMU CETEBLIMU NPOEKTaMU
Unity. Kpome Toro, B Hem notuaroBo pa3sobpaH 6a30Bbii NpUMep Ha OCHOBe NakeTa Starter
Assets - ThirdPerson 13 Unity Asset Store

Mpepnonaraetcs, 4To Bbl 3HakoMbl ¢ Unity 1 paspa6oTkon Ha C#, HO TONbKO HaYMHaeTe
OoCBaunBaTb CETEBOE B3aMMOLENCTBUE. PyKOBOACTBO MOMOXET 6bICTPO pa3obpaTtbcs B
TEOPETUYECKMX OCHOBaX MHOMOMOJ1Ib30BaTEIbCKON pa3paboTKM U MOArOTOBUTLCS K
NPaKTUYEeCKUM MpumMepam

B 3TOM 9NEKTPOHHOW KHUre Bbl:

- I/|3qu|Te K/HOY€eBble NMOHATUS MHOMOMOJ1Ib30BaTEIbCKOM pa3paboTku B Unity.
- [Mo3HakoMUTECb C MHOronosb30BaTebCKUMU CUCTEMAMU N CETEBBIMU MOLENAMMU.

- Hactpoute npocton npumep ¢ ncnonb3osaHnem Netcode for GameObjects.
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OBOMOLNA NHCTPYMEHTOB
Unity gngs
MHOIOMNO/1b30BaTEIbCKMNX

nrp

Unity npegnaraet LWUMPOKUN HaBop MHCTPYMEHTOB U PeLUEeHWUI A1 MHOIOMNOb30BaTeNbCKOM
pa3paboTkn. Cpeam Hux - dppenmeopkmn Netcode for GameObjects u Netcode for Entities, a
Takxe Unity Gaming Services (UGS), kyaa Bxogat Game Server Hosting (Multiplay) n Vivox gns
rOfI0COBOro M TEKCTOBOMo o6LieHus. Cos3gaeTe M Bbl KadyaslbHY0 KOONepaTUBHYO Urpy Un
MMO ¢ oTKpbITbIM MUPOM, Unity NOMOXET 6bICTPO NPUCTYNUTb K pa3padoTKe.

Unity 6 npepnaraeT HOBble U yiy4dlleHHble BO3MOXHOCTU 411 MHOTOMOJb30BaTENbCKUX UTP,
6narofapsi KOTOPbIM MHTErpauus, uTepaumm U passepTbiBaHWe CTanu GbICTPee U HadeXHee.
KpaTko paccMOTpUM OCHOBHble HOBOBBeAeHMs Unity 6 Ans MHOronosib30BaTe/IbCKOM pa3paboTKu:

- Multiplayer Center: aToT ocHoBHOM nakeT Unity 6 ynpoLiaeT HaCTPOWNKY U pa3paboTKy
MHOronoJsib30BaTeNlbCKnx urp. HoBble Nopckasku n paboune NpoLecchl yYnTbiBaroT
napamMeTpbl U TpeboBaHUS MPOEKTa, PEKOMEHAYHOT NOAXOAsILME NaKeTbl U CEPBUCHI, @ 3aTEM
CO3[al0T AMHaMUYecKue WabnoHbl Ans Havyana paboTbl.

- Multiplayer Widgets: a3t BugyeTtbl nomoratoT uHterpuposaTb Unity Gaming Services (UGS) B
MHOTr0Mnosib30BaTeNIbCKYo Urpy. OHM AOCTYMHbI KakK OTAeNbHbIN NakeT unu Yyepes Multiplayer
Center.

- Multiplayer Tools: nakeT coBepLUeHCTBYET paGoymne NpoLecchbl MHOromnob30BaTeNbCKOM
pa3paboTku B Unity, nosbiwaeT npoussogutensHocTb Netcode for GameObjects 2.0 u
nobasnseT nogaepxky Distributed Authority.

- Multiplayer Play Mode: nakeT ynpoLiaeT NpoBepKy UrpoBOro rnpouecca, no3sonss 3anyckaTtb
[0 yeTblpex He3aBUCKUMbIX 0b6rieryeHHblx npoueccos Editor ¢ o6wum Habopom pecypcoB Ha
auncke. Ona Hanbonee MaclUTabHbIX MPOEKTOB C CePBEPHbLIM XOCTUHIOM Play Mode Scenarios
nossonset
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HacTpouTb aTanbl pa3BepTbiBaHWS, BKIKOYass COOPKY BblAeIeHHOro cepBepa u ero
HernocpeACTBEHHYIO 3arpy3Ky Ha cepsepbl Multiplay Hosting.

- Distributed Authority (beta): no coctosiHnio Ha HosI6pb 2024 roga nakeT Distributed
Authority ana Netcode for GameObjects Haxoguncs Ha ctagum beta. OH pacnpegensiet
MeXay KIMeHTaMu NosTHOMOYMSA BALEHWUst CO34aHHbIMM BO BPEMSsI CeaHCa 0GbeKTaMu
NetworkObject. Harpyska ceTeBoi cumynauumn pacnpegensercs no KIMeHTaMm, a CoCcTosiHue
CeTn KOOPANHMPYET BbICOKOMPOU3BOAMTENbHAA o61adyHasn cepBepHas Yactb Unity.

- Multiplayer Services SDK: eanHoe pelueHune gns o6aBneHnsi MHOronosib3oBaTebCKnx
BO3MOXHOCTeM B urpy Ha Unity 6. Cepeucel Unity Gaming Services (UGS), Bkntoyas Relay u
Matchmaker, o6ecneumBatoT paboTy Sessions, Yepes KOTopble 3afaeTCs B3auMOAENCTBUE
rpynn UrpokoB. Sessions COBMECTUMbI C ceTeBbIMU Buénmotekamm Netcode for
GameObjects n Netcode for Entities.

YTO6bI 60NbLUE Y3HaTb O MHOIonosb30BaTe/IbCKUX peLleHUax Unity 6, O3HaKOMbTeCb CO cneayrLmnMmu matepuanamm:

- Unite 2024: yckopeHue pa3paboTKn COPEBHOBATENbHOW MHOMOMOb30BaTENbCKOM UTPbI
- Unite 2024: nepexopn, K MHOIrononb30BaTeNbCKOM Urpe - Kak MOMOYb CTYAUN U MPOEKTY A0BGUTbCA ycrexa
- Unity Manual: HoBoBBeZEeHNS 151 MHOrornonb3oBaTenbCKMx urp B Unity 6

- Unity 6 y>e 3aecb: 0630p HOBOBBEEHUM

Ha6op nHcTpymeHTOB Unity 0xBaTbiBaeT BECb XM3HEHHbIW LIMK/T MHOIOMO/Ib30BaTe/IbCKON UrpbI -
OT KOHLIenuum 1 NpoToTuna [0 BbiMycKa U JanbHellen akcnnyaTauum. MoxHo paéotaTtb
LenuKoM B akocucTeMe Unity unu BbIGpaTh TOSIbKO T€ UHCTPYMEHTbI M CEPBUCHI, KOTOPbIE Nyulle
BCEro OTBEYaoT NOTPEBHOCTSM KOMaHSbI.

© 2024 Unity Technologies 813 91| unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/Packages/com.unity.dedicated-server@1.3/manual/index.html
https://docs.unity.com/ugs/en-us/manual/mps-sdk/manual
https://unity.com/solutions/build-backend#multiplayer
https://www.youtube.com/watch?v=-B8D9edqY1I
https://www.youtube.com/watch?v=UiAhrW8i7oA
https://docs.unity3d.com/Manual/WhatsNewUnity6.html#multiplayer
https://unity.com/blog/unity-6-features-announcement

OCHOBHbIE NMOHATNA

B MHOronoJsib30BaTelbCKUX Urpax ceTeBoe B3aMMOLeNCTBME NO3BONAET UrpoKaMm
MOAKMOYATLCA K LIeHTparbHOMY CepBepy WM HeMOCPEeACTBEHHO APYT K APYrY,
06MeHMBaTbLCA AaHHBIMU M UrpaTb BMECTe B peanbHOM BpeMeHW. Ha yCTponCcTBe KaXaoro
Urpoka 0HOBPEMEHHO paboTaeT OAMH U TOT Xe IK3eMMNAAP Urpbl, a 4ENCTBUSA UTPOKOB
CUHXPOHU3UPYHOTCH MO CETU.

B ceTeBOW MHOrononb30BaTebCKOM urpe oOfHO U TO Xe NpUNoXeHne paboTaeT OJHOBPEMEHHO Ha HECKOJbKUX yCTpOl;ICTBaX.
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ApXuTeKTypa TUNUYHOW CETEBOW Urpbl BK/IHOYAET ABa OCHOBHbIX KOMMOHEHTa: KNUeHTbI 1
cepBepbl. KNMEHTbI - 3TO 9K3eMMNsApbl Urpbl, 3anyLleHHble Ha YCTPOMCTBaX UrPOKOB:
KOMMbOTEPAX, KOHCONAX UM MOBUNbHBIX TenedpoHax. OHU BbIBOAAT rpadumky, BOCNponssoaaTt
3BYK, 06pabaTbiBaloT NONb30BaTe/IbCKUIA BBOA U COOBLLAIOT CEpBEPY O AeNCTBUAX UrpoKa.

CepBepbl, B CBOKO 04epeb, YNPaBsaoT COCTOAHNMEM UrPbl - aKTyallbHbIMU JAHHBIMU 060
BCex ee aniemMeHTax. OHM o6ecneynBatoT OOMeEH MeXAyY KIMeHTaMu 1 cnepar 3a
cobntofeHnemM Urposblix npasun. CepBep MOXET OblTb BblAeNIeHHbIM NpoLieccom 6e3
rpaduyeckoro nHTepdenca, KOTopbiM yrnpaenseT pa3paboTunk, Nméo padoTaTb Ha
YyCTPOWCTBE OAHOI0 U3 UFPOKOB, OAHOBPEMEHHO BbICTYMAOLLEr0 XOCTOM.

KnneHT-cepBepHas apxutekTypa

CepBepbl 6e3 rpapuueckoro uHteppenca

CepBep nonyvyaeT BBOA, OT K/IMEHTOB,
obpabaTbiBaeT UrPOBYHO NIOTUKY U
oTnpasnseT 06HOBNEHMSA 0B6paTHO.
XoTs oKOHYaTeNbHble MOTHOMOYMS
Hap, COCTOSIHWMEM Wrpbl NpUHagiexart
cepBepy, KIMEHTbI MOAAEPXKMBAIOT
NnoKanbHble KOMWUKN AaHHbIX, YTOObI
UrpoBoOW NpoLiecc ocTaBascs
0T3bIBUMBbIM. [OCTOsIHHas
CUHXPOHU3aLuWsa ob6ecneunsaeT
MaKCKManbHO corflacoBaHHoe
COCTOSIHME Urpbl ANs BCEX
YYaCTHUKOB B peanbHOM BPEMEHW.

CepBep 6e3 rpadpuyeckoro nHTepdenca - aTo cepsep, KOTopbIn paboTaeT 6e3 rpaduyeckoro
Nnonb30BaTeNbCKOro MHTepdenca n BbiNONHAET UCKNHOYUTENBHO CepBEpHbIe 3afauM.

|_|OCKOJ'Ibe Takune cepBepbl He OTPUCOBbIBAOT rpac])MKy, nx npotie MaCLIJTaGVIpOBaTb;
06bIYHO UX Pa3BepTbiBatOT Ha BblAENEHHOM OﬁOpy,D,OBaHI/II/I W B o6navyHom cpene.
Mogpo6Hee cM. pa3pen «BbligeneHHbI MIrpoBOM CepBEP» B IMaBe O CETEBbLIX TOMOOMMAX.
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[NakeTbl UDP

KnneHTbl 1 cepBepbl B3aMOAENCTBYIOT, 0OMeHUBasCb NakeTaMu faHHbIX MO CTaHAAPTHbIM
WHTEpHeT-npoTokonam, Hanpumep UDP (User Datagram Protocol - npoTokon
Nnonb30BaTeNbCKUX AenTarpamMm). B npunoxeHusx peanbHOro BpeMeHn, 0COGEHHO B
AVMHaMWYHbIX Urpax Bpoge WyTepos oT nepsoro nuua, UDP o6biyHO npegnoynTtatoT TCP
(Transmission Control Protocol - npoTokon ynpasneHua nepegayen), MOCKONbKY OH
No3BONIAET CaMOM Urpe onpeaensite NPUOPUTETLI PasnNnYHbIX BUAOB Tpaduka. B otnnume ot
TCP, UDP He TpebyeT noarsepXaeHus ocTaBku oT nony4daTens. bnarogaps atomy UDP
cny>uT 6onee 3pOEeKTUBHON 1 TMBKON OCHOBOW, HO HEOBXOAMMbIE MEXaHU3Mbl HAAEXHOCTH
NPUIOXeHUEe [OMKHO peann3oBaTb CaMOCTOATENbHO.

Kaxpgbin UDP-nakeT COCTOMT U3 3arofioBka 1 Nnosie3Hon Harpy3ku. NonesHas Harpy3ka UTP
COQEPXUT AOMONHUTENbHbIE pa3fesbl KOHKPETHOMO NPOTOKONA, Y KaXKA0ro U3 KOTOpbIX eCcTb
COBCTBEHHbIE 3aroNoBOK W None3Has Harpyska. B ceTeBon TepMmHoOnormm tTakas
BNOXEHHOCTb Ha3blBaeTCs UHKaMNCynsunen.

3aronosku IP n UDP nmetoT
OUKCHMPOBaHHbIN pa3mMep n
cofepxar BaxHble MeTajaHHble, B
TOM uucne agpeca OTNpaBuTens u

[IP-3aronoBok]
IP-appec otnpasutens: 192.168.0.10
IP-appec nonyuarens: 192.168.0.20

[UDP-3aronoBok]
MopT oTnpaButens: 5000

nonyyatens - IP-agpeca v nopThbl.
Pa3mep, cTpykTypa 1
coepXXMMoe None3Homn Harpysku
3aBUCAT OT KOHKPETHOM UrPbl
cuTyaumn. Hanpumep, B He MoryT

MopT nonyuatens: 7777

nepepnaBaTbCA KOMaHObl UTPOKa
nnn CHMMOK COCTOAHUA UTrpbl B
OI'Ipe,EI,eJ'IeHHbIVI MOMEHT.

[3aronoeok Netcode for GameObijects]

WpeHTMdUKaTop npoTtokona: 0x4E4654 (NGO)
MopspakoBbii HOmep: 1234

YnanéHHbin ID: 5678

Tvn: paHHble

[MonesHas Harpy3kal

0O6HoBneHust GameObject:
- ID GameObject: 1001
- Transform:
- MNosuyus: (10.0, 20.0, 30.0)
- Mosoport: (0.0, 45.0, 90.0)
- Urpok:
- 3popoBbe: 80
- ID GameObject: 1002

YnpolleHHas cTpykTypa UDP-naketa

UDP-nakeTbl 06ecrneynBatoT BbICOKYHO CKOPOCTb Y HU3KYIO 3a0epPXKY, HEOBX0ANUMbIe
NPUIOXKEHNSIM PeanbHOro BPEMEHU, HO NaTOM 32 3TO CTAHOBUTCSH OTCYTCTBUE BCTPOEHHOMN
HagexHocTu. UDP He npepocTaBnsieT MeXaHM3MOB rapaHTUPOBAHHON [OCTaBKy,
YyNopsA0YMBaHUS MAaKeTOB UM YNpaBneHust neperpyskon. Npu nepegaye yepes MHTEPHET
BO3MOXHbI cnegytoLue npoénemsbi:

- MoTeps NakeTa: NakeT MOXET NOTePATLCA U He AOCTUYL NoyyaTeNs 1s-3a neperpysku
CeTU, HEMCMNPAaBHOro 060PYA0BAHMA UMW APYTUX MPUYMH.
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- D,y6J'IMDOBaHVIEI OAVH NaKeT MOXEeT ObITb AOCTaBNEH MOMyYaTesnto HECKOMbKO pas, Hanpumep
n3-3a HeﬂpaBMﬂbHOVI HaCTpOVIKVI CeTeBOro 060pyAOBaHUSA UM NPOrpaMMHOro obecnedeHus.

- HapyweHue nopsigka: nakeTbl MOTYT NPUGbLITE B UHOM NOpPSOKe, YEM Obl/iv OTMPaBEHbI.
OTO NPOUCXOANT, HANPUMEP, KOrAa OHU CNeAYyHT K NonyYyaTento pasHbiMn MapLipyTamm ¢
HEOAMHaKOBOW 3a4epP>XXKON.

- I'Iospexp,eHme: cofepXnmoe naketa MOXXeT USMEeHUTbCA Npu nepenade, U AaHHble CTaHYT
HenpurogHbiMu ona ncnonb3oBaHUA.

CpaBHeHue UDP n TCP

CeTeBOM NPOTOKOS - 3TO HAGOP NPaBWA U COrMaLleHn, KOTopble ONpeaenstoT, Kak faHHble
nepegaroTcs U NPUHMMAKOTCA NO ceTu. [pOoTOoKONbl ONpefenstoT, Kak ycTaHaBInBaTb
coeguHeHus, opmaTMpoBaTb COOBLLEHNA, 06padaTbiBaTh OWMOKU U NepeaaBaTb JaHHbIe.

Mpu paspaboTke urp UDP o6bluHO npegnoymntatoT Transmission Control Protocol (TCP) 6narogaps
€ro CKOpoCTH 1 HE6ONbLUUM HaknagHbIM pacxogam. TCP HageXeH 1 XOpoLlo NoaxoauT, Hanpumep,
AN NpocMoTpa Be6-CTpaHuL: OH o6ecrneynBaeT fOCTaBKY AaHHbIX B NPaBUIIbHOM Nopsiake,
NMOBTOPHO OTMNPaBNAs NOTEPsIHHbIE NAKEeTbl U NaKeTbl, NpuLegLwme He No nopagky. OgHako aTo
MOXET BbI3blBaTb 3a4€PXKMN N PbIBKW, HEMNPUEMEMbIE AN UTP peaslbHOro BPEMEHM.

UDP, HanpoTuB, JonycKaeT HEKOTOPYHO MOTEPHO JaHHbIX pagu NpoM3BOgUTENbHOCTU B
peanbHOM BpemeHu. [103ToMy Urpa MOXeT niaBHO paboTaTb ¢ YacTtoTom 60 Kagpos/c 1
BbllLe, HE 3aMupas Npu NoTepe YaCcTu HEKPUTUYHBIX AaHHbIX. O6blyHO UDP
o6ecrneymBaeT ygadHbli 6anaHc Mexay OT3bIBUMBOCTLIO M PEAKMMU MOTEPSIMU, MOITOMY
XOPOLO NOAXOAMT OIS CeTEBbIX MHOMOMNOMb30BaTENbCKUX UMP.

Cregytolime npueMbl NOMOratoT KOMMNeHCUpoBaTh HeHagexXHocTb UDP. B oTinuMe oT BCTPOEHHbIX
MexaHu3MoB TCP, X MOXHO TOYHO HAaCTPOUTb C YYEeTOM TPe60oBaHUI Urpbl peasibHOro BPEMEHW.

MexaHusm Ha3HauyeHue

MopsagkoBble HOMepa Kax /oMy nakeTy npucBanBaeTCst YHUKabHbIN
BO3pacTaroLuit Homep. Monyyatens o6Hapy>XuBaeT
nponyLLieHHble NakeTbl M HapyLLUEHUA NopsaKa.

I'Io,u,TBe/Exp,eHMﬂ (ACK) 1 6uToBble |[lakeT coaep>XMT HOMep NocnefHero Nony4YeHHoro nakeTa.
mackun ACK ButoBas macka ACK nokasbiBaeT COCTOsIHNE HECKOMbKUX
NakeToB N yCKOPSIET OGHapy>XeHne NoTepsb.

HacTpoiika TaiiM-ayTa noBTopHOM |OLeHKa BpeMeHW KpyroBoro nyT1 nomMoraeT HacTpaneaTtb
nepepauun (RTO) WHTEPNOMALMIO M MPOrHO3MPOBaHNEe Ha CTOPOHE KJIMEHTa.

TaVIM-ayTbI Ecnu nogTeepxaeHne He NoyyeHo 3a 3agaHHoe BpeMs,
nakeT cHUTaeTCAa NOTepPAHHbIM.
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TUKN N OOHOBJIEHUA

B MHOrononb30BaTeNbCKON Urpe cepBep 06pabaTbiBaeT OCHOBHYH UIPOBYIO NIOFUKY, U3NYECKYHO
CUMYNALMIO N Apyrmue GyHKLMU UTPOBOro NpoLecca, gaxe ecnv padéoTaeT 6e3 gucnnes.

CepBep noggep>xxueaet rno6anbHOe COCTOsIHUE Urpbl U nony4vyaeT BBOA OT K/ITMEHTOB, noao6HO
TOMY KaK ogHonoJsib3oBaTenbCKaa Urpa nony4vyaeTt KoMaHAbl TOKaJlbHOro nrpoka. Tonbko
BMECTO COGCTBEHHOW MbILIN U KnaBuaTypbl cepBep 06pa6aTb|BaeT npucnaHHble KNMeHTamMmu
OaHHble N HAa UX OCHOBE noaaep>XXmBaeT aBTOPUTETHOE COCTOAHUE UTPbl: NO3ULIMKN UTPOKOB,
COCTOSIHUSI OO BHEKTOB, pe3ynbTaTtbl d)VI3VI‘-IeCKVIX pac4yeToB, nporpecc n gpyrue ceegeHua.

OcCHOBa cepBepHOI 06PaBoTKMN - CEPBEPHLIN TUK. DTO LMK, B TEYEHWE KOTOPOro cepBep
0GHOBAET COCTOAHME UIPbI MO MOMYYEHHbIM BXOAHBIM AaHHbIM. LiK/bl BbINOHATCA C
GUKCUMPOBaAHHLIM MHTEPBANOM, a UX YacToTa HasblBAETCS YaCTOTOW TUKOB U U3MepseTCs B
repuax (Cu), To ecTb TMKax B cekyHay. OHa onpeaenseT, Kak 4yacTo 06HOBNAETCH UTPOBON
Mup.

YacToTa OGHOBNEHWI, B CBOIO 04epe/ib, MOKa3biBaeT, KaK YacTo KJIMeHT o6MeHUBaeTcs
JaHHbIMK ¢ cepBepoM. Ee yBennueHne MoXeT cienaTb Urpy oT3biBUMBEE, HO NOTPEByeT
6OsbLIEN NPOMNYCKHOW CMOCOBHOCTM U BIYUCAUTENbHBIX pecypcoB. O6bIYHO YacToTy
OrpaHNYMBaOT BO3MOXHOCTU CETU U 060PYL0BAHMS KIUEHTa.

KNUEHT CEPBEP

KNMEHT CEPBEP

YacToTa TMKOB 1 YacToTa OGHOBNEHUI

Bonee BbiCOKast YaCcToTa TMKOB MOXET MOBbLICUTb OT3bIBUMBOCTb UIPbl, HO YBENMYMBAET HArpy3Ky
Ha cepBep. AHaNOrMYHO, NoBbILLIEHe YacTOTbl 0GHOBMIEHUI AeNnaeT B3auMoaencTeue nnasHee
LileHOM pocTa ceTeBoro Tpaduka. YTo6bl MHOrOMOb30BaTENbCKAsA Urpa OCcTaBanach NiaBHoOM U
OT3bIBYMBOM, HEOBXOAMMO HANTU
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npaBubHbIN 6anaHc MeXxay 4acToTOM TUKOB M YaCTOTON OGHOBNEHMIA.

Tpebyemas yacToTa TMKOB 3aBUCUT OT UrPOBOro npouecca. AuHaMUUHbIN LWyTep oT NePBOro
nmua YacTo paboTaeT ¢ YyactoTon 60 My 1 Bbile, YTOObI TOYHO OTpaXkaTb GbICTPbIe
nepemMeLLeHnsi U MrHOBeHHbIe BbicTpenbl. CTpaTerns B peasibHOM BpeMEHU MeHblUe 3aBUCUT
OT CKOPOCTM peaKkuun, Mo3TOMY en MOXeT 6biTb gocTatoyHo 30 'y. A macwTabHas
cTpaternyeckas MMO cnoco6Ha UCnonb3oBaTbh CPaBHUTENbHO HU3KYHO YacToTy 10 'y, 4yTo6bI
06CNYy>XMBaTb MHOXECTBO OAHOBPEMEHHO NOAKIIFOYEHHbIX UTPOKOB.

3afepxKKa

3afepxxKa - 3T0 BPeMsi, 3@ KOTOPOEe AaHHble MPOXoaAT OT MCTOYHMKA [0 nonydaTtens. Bpems
npuemMa-nepegaun (round-trip time, RTT) nokasbiBaeT, CKONbKO 3aHMMAaET NyTb NakeTa o
agpecaTa v BO3BpAaLLEHNE OTBETA, U CNYXUT NoKasaTenem CEeTEBOWN 3a4ePXKKM.

OueHKa Cy6beKTMBHa, HO 06bIYHO YXYALLEHUe UFPOBOro MpoLecca CTaHOBUTCS 3aMETHLIM
npu 3agepxke okono 200 Mc. [JonyCTUMbIN YPOBEHb 3aBUCUT OT XaHpa: LWyTepbl OT
nepBoro Nnua Nyydlle BCero paéoTatoT Npu 3agepxke MeHee 100 Mc, Toraa Kak cTpaTerus B
peanbHOM BPeMEeHU MOXET OCTaBaTbCsA NPUEMSIEMON Npu 3HadYeHuax go 500 mc.

KNMUEHT CEPBEP

Bpems npvemMa-nepefauun CRy>xuT nokasatenieM CeTeBOW 3a8epXKH.

Huskas 3afep>XKa fgenaet ynpassieHMe OT3biIBYUMBbIM: B naeane Mmexnay nencTesmnem Urpoka un
OoXXnpgaeMbiM pe3yibTaToM nNpoxoant MUHUMYM BpeMeHW. anI BbICOKOM 3a4ep>XKKe naysbl B
MrpoBom npouecce CTaHOBATCA 3aMeTHbIMU.

MpuumnHa 3agep>Xkn He Bcerga cBsa3aHa ¢ ceTbio. Ee MoryT Bbi3BaTb NO34HEE pacrno3HaBaHue
BBOJA Unn c60M B KOHBeNepe peHpepuHra. Ewe oguMH MCTOYHKK - VSync: aTa GyHKUMS
YCTPaHSIEeT pa3pbiBbl N306paXeHUs1, HO [O6aBNsET 3a4epPXKKY.

OpHako Yalle BCero rnaBHbIM UCTOYHMKOM 3afep XKW OCTaeTcsa caMa ceTb. PasnuyatoT
HEeCKOJ1IbKO ee COCTaBNnAroLWnx:

- 3aflep>kKa 06paBoTKU: MapLIpyTU3aTopy TpebyeTcs BpeMmsl, YTo6bl MPOYMTaTh 3arofloBOK NakeTa u
nepecnaTb ero fanbuie. O6bIYHO 3Ta 3afepXKa HeBENMKa, HO HaKanIMBaeTCs NPU NPOXOXAEHUM
HeCKO/bKMX CETeBbIX Y3I10B.
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- 3agepixKa nepegaun: Bpems, Heo6XxoaAMMoe NS NMoMelLeHUs NakeTa B CETb; OHO
HanpAMYIO 3aBUCUT OT pa3mepa naketa. OCO6EHHO 3aMETHO B CETAX KOHEUHbIX
nonb3oBaTenei ¢ HeBbICOKOM NPOMYyCKHOM CMOCOBHOCTBHO.

- 3apepxKa B oMepeam: Npu neperpyske uim orpaHnYeHHoM NPonyCckHOM CNOCOBGHOCTHN MHTepdenca
nakeTbl OXXWAAKT OTMPaBKK B 04EPen, YTO MOXET CYLLECTBEHHO YBENNUYNTL OGLLEE BPEMS LOCTaBKM.

- 3agepiKKa pacnpoCTPaHeHUs: CUrHany TpeByeTcs BpeMs, YTo6bl NPONTM Mo ceTu. JTa
3afepiKKa Npexae BCEero 3aBUCUT OT GU3MYECKOro PacCTOSHUA MEXAY CepBepoM U
nonb3oBaTeneM, cpefbl nepeaayn - oNTOBOSIOKHA, MeAHOro KaGens Uim Bo3gyxa - v BUAa
CWrHana: anekTpPUYecKoro, oNTUYECKOro UK pagnocurHana.

MONHOCTbIO YCTPaHWUTL 3aePXXKY HEBO3MOXHO, OCOBEHHO B UHTEPHET-UIPAXx, HO ee BAUSHUE
MOXHO YMEHbLUUTb C MOMOLLBIO YNPEXAEHUS, MPOrHO3UPOBAHWS, MHTEPNONALUN U APYIUX
MeTo[0B. HekoTopble U3 HUX Mbl PaCCMOTPUM farnee.

JJ,pere ceTeBble TepMUHDbI

Hwuxe npuBefeHsbl elle HECKOIbKO TEPMUHOB, KOTOPbIE BCTPEYaroTCs Nnpu Oﬁcy)K,Cl,eHMVI 3a4€ePXXKuU:

Ping: oTnpaBka NpoCTOro Coo6LEeHNs U NoJTyYeHne oTBeTa A/ OLEHKU OT3bIBUMBOCTH
CeTu. ATO YNPOLLEHHBIN BapUaHT U3MepeHUs BpeMeHu Nprema-nepegaum (RTT).

Jitter: kone6aHna RTT 13-3a U3BMeHEeHUs COCTOSIHUA ceTu. OHM MOTYT CHU3UTb 3PPEKTUBHOCTD
KOMMeHcauun 3agepixKn 1 NpUBECTU K HapYLLEeHUIO NopsiaKa OCTaBKW MNakeTos.

[MponyckHas cnoCOBHOCTb: O6bEM AaHHbIX, KOTOprVI CeTb MOXEeT nepefatb 3a eanHuuy
BpeMeHU. Bbicokasa nponyckHasa crocoOHOCTb OCOBEHHO BaXKHa ANs Urp, nepechlnaroLwmx
60/blUMe 06beMbl AaHHbIX O COCTOSHUM,

OTu 1 gpyrue onpeaeneHusa npueeneHsl B rnoccapum Multiplayer Networking
Terminology.

CeTeBasd CMHXPOHM3aLUMA

NS CUHXPOHU3ALMM KIIMEHTBI U cepBep NOCTOAHHO 0BMEHWUBAKOTCA COOBLLEHNUSAMM,
NoAAEePXMBasA COrNacoBaHHOE COCTOSAHME Urpbl Y BCeX UrPoKoB. OBbIYHO KIIMEHTbI 4acTo
OTNPaBAAT CepBepy KOMaHAbl NoMb30BaTeNs - Hanpumep, ¢ YacToToi 60 Ny, To ecTb
NpUMepHO Kaxaple 16 Mc. 3TO MOryT 6biTb AEMUCTBUSA UIN BXOAHbIE AaHHbIe: ABUXKEHNE MbiLUK
WK CTUKa reMnaga, a Takxe HaXxaTusi KHOMOK NpbIXKa U CTPenbobl.

Monyuns 1 06paGoTaB KOMaHAbI KIIMEHTOB, CepBep OTNPaBSET UM OGHOBNEHHOe
COCTOsIHWE UrPOBOro MUpa. Yem BbICTpee Urpa pearvpyeT Ha BBOL UIPOKa, Tem
0T3blBYMBEE BOCMPUHUMAETCSA yrpaBnieHue.

Ba>HO MOMHWTB, YTO YacToTa TUKOB CepBepa, YacToTa OGHOBIIEHUI KIIMEHTa U YacToTa
KaZpoB K/MEeHTa peLlatoT pa3Hble 3a4auv U He 06513aHbl CoBnagaTh. MpeanbHas
CVMHXPOHM3aLMA Ha NPaKTUKe BCTPEYaeTCsl PeAKO: CEPBEP U KITMEHTbI HEMPEPBLIBHO MEHSIOT
COCTOSIHUE U OBMEHMBAIOTCSA MOTOKOM AUHAMUYECKMX AaHHBIX. Llenb coCTOUT B TOM, YTOGbI
CBECTU PaCXOXAEHWs K MUHUMYMY M CO3[aTb BrieyaTneHne, 6yaTo BCE YYaCTHUKM UrpatoT B
elMHOM MUpe.
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MeToabl ceTeBOM €U HXPOHU3aLUun

CUHXPOHU3aLMs COCTOSIHUA NpeanonaraeT, YTo cepBep nepuoanyeckn nepegaeT KIMeHTam
COCTOSIHME CEeTEBbIX OOBbEKTOB. YacToTa Taknx OGHOBNEHUIN 3aBUCUT OT NOTPEBHOCTEN XaHpa
- HanpuMep, y COPEBHOBATENBHOrO LWYyTEpa M KOOMEepaTUBHON CTpaTernm OHM pasnuyatoTcs.

YpaneHHble Bbi3oBbl Npoledyp (RPC) No3BonsatoT Bbi3blBaTb GpYHKLMM Ha cepBepe Unu ApYrux
K/IMeHTax. VX MCnonb3ytoT A8 06MeHa MeXAy KIIMeHTOM 1 CEpBEPOM: OTMPaBKM KOMaHA
UrpokKa, 3anpoca KOHKPETHOro AelCTBMA UK 3anycKa 04HOKPATHOrO UFPOBOro COBbLITHS.

pamMoTHOe ynpaBneHne NPomnyCcKHOM CNOCOBGHOCTLIO CYLLECTBEHHO BMSIET Ha
NPON3BOANTENBHOCTb. CHXPOHM3aLUMA PacXoAyeT CETEBOW PECYPC, MO3TOMY 06bEM
nepegaBaeMblX AaHHbIX ClieayeT cokpallaTb, HanpuMep C MOMOLLBHO CReayoLWMX NPUeMOB:

- OTCceyeHme OaHHbIX: UCKITIOYEHMEe HeoBs3aTeNbHbIX 0GHOBIEHU N3 CETEBOMO Tpaq)VIKa, YTOOHI
nepepasaTtb TO/IbKO CBEAEHUS, HEOOXOANMbIE OIS UTPOBOro npouecca. Hanpumep, MOXXHO
CUHXPOHNU3NPOBATb NLWb KPUTUYECKN Ba>KHble OCU NepeMeLleHnd, a Bu3yalbHble addeKTbl U
AHUMaUMIO 3anyCKaTb NOKabHO Mo CO6bITUSIM BMECTO UX HerlpeprBHOl;I CUHXPOHU3aUnn.
Jlto60oe cokpalleHne Tpapuka CNOCOBGHO NMOBLICUTL MPOU3BOOUTENBHOCTb UIPbI.

- [lenbTa-cxaTtue, Unu genbta-KoanpoBaHue: cepBep nepefaeT ToNbKO U3MEHEHNS - AeNbTbl
- OTHOCMUTENbHO NpeablayLero 06HoBNEHUSA. KNNEHTbl NPUMEHSIOT 3TU AeNbThbl K T0OKasibHOMY
COCTOAHUIO UTPbl U TEM CaMbiM Noaaep>XXmMBatoT ero CUHXPOHMU3aL U0 C CepBEepPOM.

- YnpaBneHue 061acTbio UHTEPECa: NMPUOPUTET CUHXPOHU3aLMM ONpeaenseTcs no
HECKONbKUM Kputepusim. NMpocTpaHCTBEHHasA pPeneBaHTHOCTb YUYUTLIBAET PacCTosiHME A0
Urpoka u BUAMMOCTb 06beKTa. Bo3pacT, unu cteneHb ycTapeBaHus, NOBLILAET NPUOPUTET
[JaHHbIX, KOTOpble AABHO He nepedaBanucb. BaanmopgencTeune oTgaeT npeanoyTeHne
06beKkTaM, HefJaBHO B3aUMOAENCTBOBABLUMM C UFPOKOM UMM CNOCOBHBIM cAenaTb 3TO B
Gnuxavilee Bpems.

OTn MeToAbl NOMOratoT ONTUMU3MPOBATL CETEBYHO NPOU3BOAUTENBHOCTb U CAeNaTb UrPOBON
npouecc 6onee nnaBHbIM N 3PPEKTUBHbBIM.

Tononornm cetun

Mpolue rosops, ceTesas TONoOMOrUA onpefaensaeT, Kak yCTPONCTBa COEAMHAIOTCA U
06MeHMBaOTCA AaHHbIMU B MHOMOMOSIb30BaTENbCKOM cpefe. Y Kax4on Mogenu ecTb
npeumyLlecTsa U HegoCTaTKU. BbIBOP 3aBUCUT OT XaHpa Urpbl, TPe6yeMOoro ypoBHS
KOHTPOSA Haf ee COCTOAHUEM U PeCcypCOB, AOCTYMHbIX ANS CepBEpHON MHPPACTPYKTYPHLI.

Tononorus BAVSIET Ha apXUTEKTYPY M NPOU3BOAUTENIBHOCTb UMPbl, @ TaKXXe Ha
Bne4yatneHus nrpokos. Netcode for GameObjects nogaep>xueaeT ABe OCHOBHbIE
Tononoruun: knueHT-cepeep u Distributed Authority. Pazéepemcs, 4To 3TO 03HayvaerT.
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KnueHT-cepBepHas Tononorus

KnueHT-cepBepHasi Tononorus - pacnpocTpaHeHHas ceTeBas MOAesb, KoTopas pacnpegenset
06513aHHOCTU MeXAY KIMEHTCKUMM YCTPONCTBAMM U LLeHTPasibHbIM CEPBEPOM, YTOObI 3QHEKTUBHO
yNpaBnsiTe UFPON M ONTUMU3NPOBATL NPOU3BOAUTENBHOCTb.

KnuneHT npegcraBnsaeT ak3eMmnisp Urpbl KOHKPETHOrO Urpoka u obpabdaTbiBaeT NOKasnbHbIN
BBO[, peHAEPUHI N YaCTb CUMYNALUNN COCTOAHUA. KnuneHTbl oTnpasnstoT cepBepy KoOMaHabl,
HanpuMep nepemMelleHne nepcoHa>Xa, n nony4yaroT OT Hero OGHOBEHUA.

CepBep XpaHUT OKOHYaTeNbHOEe N JOCTOBEPHOE NpeaCcTaBeHne UrpoBoro Mmpa,
obpabaTbiBaeT BBO UrPOKOB U o6ecnednBaeT cobntogeHune npasuni. OH paspellaeT
KOH(NKTBI M MPOBEPSIET [ENCTBUS, NOAAEPXKMBAs €AMHOOBPA3HbIA U CNpaBenInBbIA UTPOBON
npoLecc A8 BCeX YYaCTHUKOB. LIeHTpann3oBaHHbIM KOHTPOSIb COCTOSIHUA TakXXe NoMoraeT
NPOTMBOLENCTBOBATL UNTEPCTRY.

KnueHTbl 1 cepBepbl MOTyT B3aMMOAENCTBOBATbL Yepe3 UHTEPHET UMK NoKanbHy ceTb (LAN).
B opnanH-urpax no LAN HECKONbKO HaXOZAWMXCHA PSAOM YCTPONCTB coefmHAoTCA 6e3
JoCTyna K MHTepHeTy. Takaa cxema 06bl4HO o6ecneymBaeT MUHUMATbHYIO 3afePXKY,
BbICOKYHO 3aLUMLLEHHOCTb W HafeXHoe coefMHeHne 6narogaps Gu3nyeckom 61ImM3ocTu
ycTponcTB. OHa nogxoamt pnst LAN-BeYepuHOK, KWGepCnopTUBHbBIX TYPHUPOB U MECT C
HecTabWibHbIM NHTEPHETOM.

B KﬂMeHT-CepBepHOVI TOMONOrMn NPUMEHAKOTCA CcepBepbl ABYX TUMNOB:

BbloeneHHbI UrpoBOKn cepBep

BblaeneHHbIn NrpoBOM CepBep - OTAENbHbIN y3€e, KOTOPbIA TONbKO 06pabaTbiBaeT AaHHbIe U He
yyacTByeT B Urpe Kak urpok. OH cnoco6eH o6ecneymTs MakCUManbHY MPOUM3BOAUTENBHOCTD,
BbIMOHAS BCE OCHOBHblE CUMYIAILMK 1 06pabaTbiBasi B3aMMOAENCTBUS YYaCTHUKOB CETEBOM
urpsl.

BblaeneHHble cepBepbl 0COGEHHO BaXHbl
ONa urp, roe KpUTUYHa 3awmTa oT
yntepcTea. OfHaKo Takas cxema MOXeT
YyBeNMUNTb 3afepXXKy OOMeHa: Kaxaoe
M3MeHEHWe COCTOSIHUA UIPOKa AOKEH
o6paboTaTb cepBep, Npexage 4Yem
nepefatb ero oCTasibHbIM KIIMEHTaM.

BblieneHHble cepBepbl XOPOLUO
NOAXOAAT ANA YYBCTBUTESNbHbIX K
NPON3BOAUTENIbHOCTM
COpPEBHOBATENbHbIX UrpP, HaNpumep
LYyTepoB OT NepBoro nuua. OHu
NMOMOratoT NoaLep>XKMBaTh paBHble
YCIIOBUS U OrpaHnuMBaTh
He,06pPOCOBECTHOE MoBEAEHME.

BblgeneHHbli UrPoBOI cepBep 06pabaThiBaeT BCe OCHOBHbLIE UTPOBbIE CUMYNALMN.
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Listen-cepBep Ha KNMeHTe

Listen-cepBep Ha K/IMeHTe 0JHOBPEMEHHO BbICTYMaET CEPBEPOM U KITMEHTOM, NMO3TOMY
XOCT MOXET y4YacTBOBaTb B Urpe. TO CHUXAET Pacxofbl, HO faeT XOCTY NPenMyLecTBo Mo
3afepyKKe, MOCKOJbKY ero naketam He NpUXoauTcsi NPOXoanTb Yepes ceTb.

Mpoun3BoaUTENbHOCTL TaKOro cepeepa
4acTo HUXeE: OMUH KOMMbIOTEP
0[IHOBPEMEHHO BbINOMHSAET CepBEPHYIO
yacTb M GOpMUPYET N306paxXeHne s
urpoka-xocta. Kpome Toro, xocTt
06CnyXnBaeT coeiMHeHVs yepes

OOMaLUHWI MHTEePHET, KOTOPbIN MOXeT
yCTynaTb BblAeNIeHHOMY CepBepy B
- — yAANeHHOM LieHTpe 06paboTKU AaHHbIX.
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LomalHue npoBangepbl 06bI4HO
ONMTUMU3UPYHOT CKOPOCTb 3arpy3ku
CUJIbHee, YeM CKOPOCTb OTMNPaBKU
JaHHbIX.
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Listen-cepBep Ha KNneHTe 0OAHOBPEMEHHO paBoTaeT KakK CepBeEpP U KaK KITEHT.

PacnpepeneHHble NOTHOMOUYMSA

Mogenb Distributed Authority geueHTpannsyeT KOHTPOSIb U ynpaBneHne COCTOSHUEM
Urpbl MeXAyY y4acTBYHOLWMMN KNMeHTamMu. Kaxabl KIMMEHT BNageeT YacTbio UMPOBbIX
0ObEKTOB, OTCNEXMUBAET UX COCTOSIHUE N MOXET CaMOCTOSITENIbHO CO3aBaTb 3TH
0ObEKTbI N YyNPaBnATb NMMU.

LleHTpanbHbI 061neryeHHbI CepBUC OTCNEeXMBaeT U3MEHEHUss COCTOSAHWUSA 06BHEKTOB U
MapLUpYTM3MPYeT ceTeBol TpaduK, HO He BbIMONHAET CUMYALMIO CaAMOM Urpbl.

Y 3TON TONONOrMM eCTb HECKOMBbKO NPEeUMYLLECTB: Gosiee HU3Kasi CTOMMOCTb U MeHbLuas
3aflepxKa BBoga. LleHTpanbHOMyY cepBepy He NpuxoauTtcs obpabaTbiBaTb BCe UrpoBble
LOENCTBUS, @ YUCNIO CEeTEBbIX LIMKIIOB NpMeMa-nepeaaym cokpallaeTcs, NOCKONbKY KaXabli
KSIMEHT MMeeT NMOSIHOMOYMA Haf COBCTBEHHbIMU 06bekTaMu. Hanpumep, ABUXeHUe, aTaku
U Apyrue KoMaHmabl MOXHO 06paboTaTh SloKanbHO, He 0XUaas paspeLleHns cepeepa.
Mrpok 6bicTpee BUAMT pesynbTaT, U yrpaseHue olyLlaeTca oT3biBunBee. OgHako
OTCYTCTBME eMHOro aBTOPUTETHOIO CepBepa, MPOBEPSAIOLLEro BCe AeiCTBUA, MOBbIWAaeT
YA3BUMOCTb K YUTEPCTBY.

Distributed Authority xy>xe nogxogut ans CTpPOro AeTePMUHUPOBAHHbBIX UK
BbICOKOKOHKYPEHTHbIX UrP, HO XOPOLLO paBoTaeT B NpoeKTax, rae TOYHOCTb B3auMOLENCTBUSA
He CTOMNb KPUTUYHA.
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MoapoGHee o HOBOM beta-nakeTe Unity
Distributed Authority ans Netcode for
GameObjects MOXHO y3HaTb 13 AoKaga
Unite 2024.

Mogenb Distributed Authority geLieHTpanv3yeT KOHTPOb U ynpaBieHne Urpo.

JlokanbHass MHOronoJsib3oBaTesibCKast urpa Ha ogHoOM 3KpaHe

B nokanbHOM MHOronosb30BaTENbCKON Urpe OONH 3K3EMMNSP KIMEHTa UCMOMb3yeTca ABYMS
WM HECKONBKUMMW NHOAbMM, KOTOPbIE HAaXOASATCS B OAHOM MECTe M UrpatoT Ha O6LLEM 3SKpaHe.
CeTeBoe coefMHeHME He TpebyeTcs, NO3TOMY YYaCTHMKN MOTYT B3aMMOLENCTBOBATb
HanpsaMyto. Takas cxema nonynasipHa B Urpax gj1g KoMnaHun n KoonepaTuMBHbIX peXnmax:
OPY3bsIM U CEMbE NErko urpatb BMecTe.

OpHopaHroBas ceTb (P2P)

Kaxxgoe ycTponcTBo 0gHOBPEMEHHO paboTaeT Kak KNWEeHT 1 cepBep, obecneynBas npsamoe
CoefMHeHNEe MeXay nrpokamu. 9ta cxema HanomMmuHaeT Distributed Authority, HO NONHOCTbIO
obxoauTtca 6e3 061eryeHHoOro LeHTpanbHoro cepauca. OTkas oT LLeHTPann3oBaHHbIX CEPBEPOB
CHUXAET pacxodbl U CNOXHOCTb, OOHAKO 3aTpyAHAET o6ecrneyeHne paBHblX YCIOBUN U
CTabuNbHOMN 3a4epP>XXKKN, MOCKOSbKY eAUHbIN LEeHTP ynpaBfeHus COCTOSIHUEM U 6€30MaCHOCTbIO
OTCYTCTBYET.

YTo Takoe aBTOPUTETHbDIN cepBep?

ABTOPUTETHLIM Ha3blBalOT CeEpPBEpP, KOTOPbIV LLEHTPaNN30BaHHO YNpPaBsieT COCTOAHUEM
N NIOTMKON Urpbl. IMEHHO OH NPMHMMAaET OKOHYaTeSbHbIE PELUEHNSI B CETEBON Urpe.

ABTOPUTETHBIN CEPBEP He pacnpenensieT NoSIHOMOUMS MexXay YCTPOMCTBaMM UrPOKOB, a
CaM BbIMOJHSET MOMHYIO CUMYNSILMIO U onpefenseT npoucxofsiluee B urpe. KnueHtol
NULLb OTMNPAaBASIOT €My KOMaHfbl, MOCNe Yero cepeep 0GHOBASIET UIrpy U BO3BpalLaeT
aKTyallbHOEe COCTOsIHUeE.

CepBep Takxe o6ecrneyvBaeT COGMOAEHNE NPABUM U paspeLlaeT KOHGIIUKTDI.
ABTOPWTETHBI CEpBEp - OAMH U3 CaMbIX NPOCTLIX CMOCOBOB peanv3oBaTh CETEBYHO
UrPOBYHO JTIOTVKY U OAMH U3 HanGonee YCTOMUYMBBIX K IKCyaTaLuum Yntepamu, noaTomy
BCE UIrPOKM MOJyYaloT eAUHO0BPAa3HbIN OMbIT.
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CeTeBOW CTeK

CTeK NPOTOKOSOB, UK CETEBOW CTEK, - 3TO NPOrpaMMHoe o6ecrneveHune, peanusytollee
pasfnnyHble MPOTOKOSbI CBA3K ANS Nepefayn AaHHbIX No ceTu. OH YCTPOEH NoJo6HO
CNoeHoMy nupory:

EauHuya VpOBHM
AaHHbIX
J—
JaHHble ) MpuknagHon
CeTeBo NpoLecc NPUNOXEHNs
J
i) JlaHHble ) MpepacTasneHus
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= & <
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] _/
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g <
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CeTeBoM cTek (ucTouHuk: Wikipedia)

Kaxxgbin YpPOBEHb B3aI/IMO)J,eIZCTByeT TOJIbKO C cocegHMMN ypOBHAMMU CBEPXY U CHUZY. o710
obecneumsaeT MOAYNbHOCTb U ynpoLwlaeT ynpaBnieHne CeTblo.

MpuknNagHoOM ypoBEHb: BEPXHAA YaCcTb CTEKa, rAe BbiMNOMNHAETCSH OCHOBHas paboTa
paspabotumka Unity. MakeTbl Netcode for GameObjects n Netcode for Entities ckpbiBatoT
CNIOXXHOCTb HU3KOYPOBHEBOrO CETEBOr0 B3aMMOAENCTBUS, MO3BOJIAS COCPEAOTOUNTLCH
Ha peanunsauuy MHOronosib3oBaTeIbCKUX BO3MOXHOCTEN.

TpaHCMOPTHbIN YPOBEHb: OTBEYAET 3a HAAEXHYH0 Nepefady AaHHbIX, 06HapYXeHue 1
ucnpasfieHne oWMBOK, YNpaBneHne NoTOKOM M CKBO3HOM 0BMEH MeXay YCTponcTBamu
ceTn. OH o6ecrneymBaeT CEerMeHTaLuMio U NOBTOPHYIO CEOPKY NMaKeToB, BOCCTaHOBMEHUE
nocre oWUBOK U LeNloCTHOCTb AaHHbIX.

CeTeBOM YpOBEHb: OTBEYAET 3a MapLUPYTU3aLMIO NaKeTOB MeXay YCTPOMCTBaMM B pasHbIX
ceTax. [1na o6MeHa OH UCMOMb3YeT CeTEBYIO MHPPACTPYKTYPY M MPOTOKOSbI, Hanpumep IP
(Internet Protocol - MHTepHEeT-NPOTOKO/).
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KaHanbHbIN 1 GU3MYECKMIA YPOBHU: HEMOCPEACTBEHHO 0GecneymBatoT nepegayy nakeTos no
dunsmnueckom cpepe, Hanpumep Ethernet nnm Wi-Fi. O6bl4HO paGoTy 3TUX YPOBHEN
BbIMOMHSAIOT OnepaLMoHHasi CucTeMa U ceTeBoe o60pyaoBaHMe.

Pa3pa6oTunk Unity B OCHOBHOM paboTaeT C BbICOKOYPOBHEBBIM NPUKNaAHbIM YPOBHEM,
peanu3ysi MHOronosib3oBaTtesibckme GyHKUMn: CUHXpoHM3aumo GameObject, ynpasneHue
COCTOSIHUEM Wrpbl U 06PaBOTKY B3aUMOLENCTBUIN UIPOKOB.

O6bIYHO HUXHWE YPOBHU He TPEBYIOT BHUMAHMS, €C/IN Y MPUIOXEHUA HET 0COBbIX
Tpe6oBaHuit. [T03TOMY CeTeBOM CTEK MOXHO NPeACTaBUTb B YNPOLEHHOM BUie:

Urposas noruka

Netcode
COGCTBEHHbI
MNetcode for Netcode for Netcode
GameOhjects Entities
Unity Transport
KoHBeliepbl
BcTpoeHHbIM ceTeBOM fpanBep ﬁ a
BcTpoeHHas a6cTpaKkuusa nnatpopmbl

o "

YpoBHYM pa3paboTku CeTeBoro koaa
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CeTeBble pelleHus

Unity

Unity npepgnaraeT KOMMJIeKCHble peweHna ona MHOronosib3oBaTelIbCKUX UTP pPa3HbiX
YXaHPOB U MacLuTaboB. BaxxHO nNpaBubHO BbIGpaTb CUCTEMY CETEBOr0 Kofa, MOCKOMbKY
TpeboBaHUsA K OOMEHY JaHHbIMU 3aBUCSAT OT TUMa Urpsbl.

YunTbiBalTe XaHp U MacLwTab Urpbl, YypoBeHb COPEBHOBATENbHOCTU N HEOOXOANMYIO CTENEHb
KOHTPOSIS Haf, ceTeBbIM YPOBHeM. [1514 Ka3yasibHbIX MPOEKTOB YacTo BaXHee NpocToTa U
9KOHOMWYHOCTb, @ COpeBHOBaTEeNIbHbIM Urpam TpebyeTcs TOYHOE N HafdeXHoe ynpasreHme
CeTblo, 06ecneynsatoLLee paBHble YCNOBUA U OT3bIBYNBOCTD.

Co3paeTe nu Bbl KasyarnbHyH KOOMEePaTUBHYHO UIpy UM COpEBHOBAaTENbHbIV 3KLWeH, Unity npeanaraet
NPOU3BOAUTENbHbIE MAaKeTbl CETEBOr0 KO M AOMOMHUTENbHbIE CEPBUCHI AN PeLleHWs Balux 3ajau.

Netcode for GameObjects

[ns KasyanbHbIX KOOMepPaTUBHbIX MHOrONOJIb30BaTENbCKUX Urp Unity pekomeHayeT nakeT
Netcode for GameObjects (NGO). 3To BbICOKOYPOBHEBOE pELLEHNE CKPbIBAET AEeTanu CeTEBOM
NOTMKK 1 TEM CaMbIM YNpoLLaeT pa3paboTKy U YNpaBneHMe COCTOSIHUEM Urpbl Y BCEX
YYaCTHUKOB.

Ecnu Bbl TONbKO HauMHaeTe 3aHMMaTbCA MHOMOMOJb30BaTeNbCKOM pa3paboTkon, NGO cTaHeT
OT/INYHOM OTNPABHON TOYKOM.

Netcode for GameObjects Bk/toUaeT HECKOIbKO OCHOBHbLIX BO3MOXHOCTEl:

- NetworkObject: npegctaBnaeT Nto60Mn UrpoBON 06BHEKT, KOTOPbIA TPEBYETCA CUHXPOHU3NPOBATb
no cetu. KOMNOHEHT ynpaBnsieT cCo34aHUeM U yaaneHWeM 0GbeKTa, a TakXKe BnajeHUeM UM.
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- NetworkBehaviour: cneumanmsmpoBaHHbii MonoBehaviour ¢ ceTeBbiMU
BO3MOXHOCTAMU. OH NpefocTaBnseT BCTPOEHHblE 06paTHble BbI30BbI A5 CETEBbIX
COObITUI 1 NO3BONAET NUCATb Kak CePBEPHbIN, TaK U KIIMEHTCKUI Kog.

- YaaneHHble Bbi3oBbl Npoueayp (RPC): oThpaBnstoT COOBLWEHNS U Bbl3blBalOT METOAbI
yaaneHHbIx ak3emnnspos GameObject ¢ nomoupto Server RPC u Client RPC.

- NetworkVariable: knacc gnsi CUHXpPOHU3aLUMM COCTOSIHMA MO CETW.

- NetworkManager: LieHTpasbHbI KOMMOHEHT, KOTOPGbI YNpaBnaeT CeTeBbiM COCTOSHAEM
Urpbl, BKIOYasa NOAKIHOUEHNE M OTKIIOYEHME KIIMEHTOB, a TakXe yrpas/ieHne cueHaMu.

OTM KOMMOHEHTbI PaboTatoT Ha NPUKIaLAHOM YPOBHE U MOMOrakoT peanu3oBaTb
MHoronosnb3oBaTenbckne Bo3aMoXxHocTU. Netcode for GameObjects coyeTaeT npocToTy C
LUMPOKMMU BO3MOXHOCTAMM U NPeLOCTaBNAET MHCTPYMEHTbI A1 CO34aHUS HaAeXHbIX,
MacLUTabMpyeMbIX MHOFOMOIb30BaTENbCKUX UMP.

Netcode for Entities

Netcode for Entities nocTpoeH Ha ocHoBe Data-Oriented Technology Stack (DOTS) u Entity
Component System (ECS) Unity u npegHa3HayeH ans UrpoBoro npowecca nog ynpasneHnem
aBTopuTETHOro cepeepa. OH NogaepXnBaeT NPOrHO3NPOBaHNE Ha CTOPOHE KIINEHTA,
WHTEPNONSALMIO, KOMMNEHCALMIO 3a4,EPXKN U ApYrne pacliMpeHHble BO3MOXHOCTM.

B Takon APXUTEKTYype Ll,eHTpaJ'IVI3OBaHHbI17I cepBep BbINOHAET BCe UrpoBble CUMYNALUNN U
KOHTPOJIMPYET pe3yNibTaTbl, OrpaHn4mBad BO3MOXHOCTU ONA YNTEepCTBa. KnneHTsbl oTnpaBnArOT
cepBepy BBOA, a OH o6pa6aTb|BaeT OaHHble U BO3BpallaeT 0B6HOBNEHHOE COCTOSAHNE nrpbl,
cBoAA K MMHUMYMY BO3MOXXHOCTb MaHVII'IyJ'IFlLLVIVI.

Netcode for Entities uCMonb3yeT NPOrHO3MpPOBaHWE Ha CTOPOHE KIIMEHTa 418 KOMMeHcaLmn
3aflepXKu, obecreunBas 6osiee NIaBHbIA MFPOBOM NPOLIECC C NOYTY HE3aMeTHbIM naroM. Mo
cpaBHeHuto ¢ Netcode for GameObjects aTo pelueHue fyulue MaclTabupyeTcs u
abdeKTMBHEE NCMOMb3yeT NPOMYCKHYI CMOCOGHOCTb.

Ecnu Bbl OMbITHbIA Pa3paboTynK MHOIOMOMb30BaTENbCKUX UIP U MPOEKT TPeGyeT BbICOKOM
npou3BoanUTeNbHOCTM 1 aeTepMuHmnama, DOTS n ECS MoryT cTaTb Noaxoasileint OCHOBOM.

MoapobHee 06 OPUEHTUPOBAHHOM Ha faHHble NPoekTMpoBaHuM B Unity unTante B Hawwen
3aneKkTpoHHoM kHure o DOTS m B nog6opke pecypcos DOTS.

OemoHcTpaumoHHbIM npoekT Unity ECS Network Racing co3gaH ¢ nomouybto Netcode for Entities.
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Bui6op peweHunsa Netcode 3aBMCUT OT TpeGoOBaHUI NPOEKTa M OMNbiTa KOMaHAbl. MpuBegeHHas
HUXe Tabnmua NOMOXXET NPUHATbL NePBOHaYanbHoOe peLleHue.

XapakTtepucTuka Netcode for GameObjects Netcode for Entities

Llenesas ayautopus | HauuHatowme v pa3paboTUMKM CpeaHero ypoBHs OnbITHbIE Pa3pPaBoOTUMKM

ApXxuTeKTypa O6beKTHO-OpMEeHTUPOBaHHasA, Ha OCHOBE OpVIeHTVIEOBaHHaH Ha
MonoBehaviour baHHble: ECS n DOTS
MpownssofuTensHOCTL [nsi urp He6onbLoro macwTaba OonTumMnanpoBsaHo ana
BbICOKOM
NPOU3BOAUTENBHOCTU U
MacLITabnpyemMocTu
MacwrabupyemocTb | OrpaHuyeHHas; ofsi Manoro Yncna urpokos Bbicokas; ons KpynHbIX urp
CeTeBble NetworkVariables, RPC, NetworkTransform, MonHoe nporHo3npoBaHue
BO3MOXHOCTHU OorpaHnyYeHHoe NPorHo3npoBaHne KNneHTa, KNMEeHTa, UHTepnonsaums,
nHTepnonsaums, UnityTransport KOMMeHCaLms 3aepXKH,
ONTUMWU3NPOBAHHbLIN
UnityTransport
WHTerpaums Unity Monnas nopgpepxka Lobby, Relay un apyrux [MonHas noppepxka Lobby,
Services cepBucoB Relay n gpyrunx cepsucos
Mpumepsbl npoekToB | Boss Room, Bite Size Samples Megacity Metro, ECS

Racing, Netcode Samples

Ewe oguH nonesHbin pecypc - Unity Multiplayer Center, oTnpaBHas Touka a/isi Co3gaHus
MHOronosb3oBaTeNnbCckKomn urpbl. OH pekoMeHayeT nakeTbl Unity ¢ yueTom noTpebHoCcTeN
NpoeKTa U NpefocTaBseT fOCTYN K NpuMepam 1 yyebHblM MaTepuanam. NHCTpyKLmMK 1o
yCTaHOBKe W HacTPOMKe nakeTa npuBegeHbl B fokyMeHTauun Multiplayer Center.

Unity Transport

Unity Transport Package - He3aBUCKMMas OT KOHKPETHOW peanu3aumm CeTEBOro Koaa
6MénmnoTeka, NpefoCcTaBNsAoLass HU3KOYPOBHEBbIN CETEBOM C/IOM C YNOPOM Ha
NPOU3BOANTENBHOCTb Y HAAEXHOCTb. OTa COBPEMEHHas, 3allMLLEHHAs U NepeHocCuMas
TpaHcnopTHas 6MbanoTeKa paclumpsaeT BO3MOXHOCTU 06blyHoro UDP:

- HagexxHocTb: o6ecneymBaeT rapaHTUpoBaHHYo cBA3b nosepx UDP, gocTtasnsas
KPUTUYECKM BaXKHble COOBLLEeHNs 6€3 HaknagHblx pacxogos TCP.

- be3onacHocTb: Ucnonb3yeT WuppoBaHMe U ayTeHTUOUKaUNIO ANd 3almTbl AaHHbIX OT
HeCaHKUMOHNPOBAHHOIo AocTyna.
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- NMpoun3BOAUTENBHOCTbL: ONTUMU3MPOBaHAa ANsi HU3KOWN 3af,eP XKW U BbICOKOW MPOMYCKHON COCOGHOCTU.

- KpoccnnatdopmMeHHOCTb: paccymTaHa Ha 6ecnepe6onHyo paboTy Ha pasHbiX niatpopmax
N yCTPOWNCTBAxX.

Mo ymonyaHuto n Netcode for GameObjects, n Netcode for Entities ncnonb3sytot Unity Transport.
Pa3pa6oTunkmn, KOTOPbIM HY>KE€H TOUYHbIN KOHTPOJIb Haf CeTbko, MOryT NpuMeHaTb Unity Transport
KaK CaMOCTOATeNbHYH GUONINOTEKY U Co3faBaTb NOBEPX Hee COBCTBEHHbIM CETEBOW Kop, AJ15
KOHKPETHbIX 3afa4y uUrpsbl.

B Unity Transport nossunacbk nogaep>xka WebGL, paclumpstowas BO3MOXHOCTH
KpoccnnaTPopMeHHbIX MHOIoMosib30BaTeNIbCKUX BEG-UTP.

CTOpOHHME ceTeBble peLueHUs

Mbl pekomeHayem HaumHaTtb ¢ Netcode for GameObjects, ogHaKko 3To He
e[MHCTBEHHbIN BapuaHT. CoobuiecTBo Unity npegnaraetT MHOXECTBO peLueHun
[ANA caMblX pa3HbiX 3agau.

B Unity Asset Store fOCTYNHbI, B YaCTHOCTH, CNeaytoLimMe CTOPOHHNE CETEBbIE PELIEHUS:

- Photon Unity Networking (PUN): komnnekcHoe Macltabrupyemoe pelleHne ans
Urp ¢ 60/bLIMM YMCIIOM OLHOBPEMEHHO MOAKKOYEHHbIX MONb30BaTeNen.

- Mirror: npocTas u yao6Hasa 6ecrnnaTtHas ceTeBas 6M6NMoTeKa C OTKPbITbIM
UCXOAHbIM KOOOM, U3Ha4anbHO co3gaHHast Ha ocHose Unity UNet.

- DarkRift Networking 2: npon3ssogutenbHoe 1 rméKoe peLleHne ans pas3padoTyMKoB,
KOTOpbIM TpebyeTcs AeTallbHbI KOHTPOSb Haf, CEeTEBbIM B3aMMOLENCTBUEM.

- Forge Networking Remastered: pelieHne ¢ OTKPbITbIM UCXOAHBIM KOOOM,
npeaoCcTaBnstoLLee paclUMpPeHHbIe BO3MOXHOCTU HACTPOWMKM U KOHTPONS.
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HacTponka NepBoro

npoekTa Netcode

Ecnu Bbl elle He paB6oTanu ¢ ceTeBbiIMU pelueHnamu Unity, ona cosgaHusa 6a3oBoro
npoekTa Netcode noTpe6yeTca MMNOPTUPOBaTbL HEOBXOANMbIE CETEBbIE NaKeTbl U
HacTPOWUTbL MHOMOMO/b30BaTeNIbCKME KOMMOHEHTbI.

B 3ToM rnaBe Mbl 4O06GaBUM CETEBOE B3aMMOAENCTBUE B AEMOHCTPALMOHHBIA NPOEKT C
nomoubto Netcode for GameObjects. HanomHuMm, yto B Unity 6 HOBbIN
MHOrOnosib30BaTeNbCKUA NPOEKT MOXHO HacTpouTb Yepes Multiplayer Center, a
pononHuTenbHble cepsuckl Unity nHTerpuposaTb ¢ nomoubto Multiplayer Widgets.

[Mpexae yem HayaTtb

Y6eautechb, UTo y Bac ecThb:

- AKTUBHas y4deTHas 3anucb Unity ¢ 4encTByroWen NnMueH3nen.
- Unity Hub

- NoppepxuBaemas Bepcusa Unity Editor. Jns HEKOTOPbIX NOKa3aHHbIX BO3MOXHOCTEN
Tpeb6yeTcsa Unity 6 unu HoBee; NoapoGHOCTM cM. B TpeboBaHuax Netcode for GameObjects.

- OocTtyn k Unity Cloud Dashboard gnst nogkntouyeHnst HEO6X04MMbIX MPOEKTY
cepsucos Unity; HacTpouTb ero MoXxHo 4yepes Unity Hub.
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HacTpolika AeMOHCTPaLMOHHOIO NPOoeKTa

Ypo6Hee BCero 3HakOMUTbLCH C MHCTPYMEHTaMu CETEBOrro Kofa Ha CyLLeCTBYHOLEM NPoeKTe C
OAHOMONb30BaTENbCKUM YNpPaBneHMEeM NepcoHaxem. B aToM pyKOBOACTBE UCMOSb3yeTcs
naket Starter Assets - ThirdPerson n3 Unity Asset Store. OH LeMOHCTPMPYET NPOCTON
TPEeXMepPHbIA UFPOBOM NPOLEeCC C r'yMaHouaHbIM nepcoHaxem Ha Universal Render Pipeline

(URP).

3arpysuTe aTOT 6ecnnaTHbii pecypc n3 Unity Asset Store, 3aTem umMnopTupyinTe ero ¢ nomollpto Package Manager.

Maket Starter Assets n3 Unity Asset Store

ﬂ,eMOHCTpaLLMOHHbIVI NPOEKT BKOYaeT He601'|bLuy|-O TECTOBYHO CLEHY U HaCTpaMBaeMbIVI
KOHTpOnNNep OoT TpeTbero nuua. Hawa uenb - 3aNyCTUTb HECKOJIbKO 3K3eMNnAapoB
npunoXxeHua, YTOObI Pa3Hble KNIMeHTbl MOornn B3aMMOEeNCTBOBATb B 06LLEN cpege.
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YcTtaHoBKa Netcode for GameQObjects

B Package Manager (Window > Package Manager) yctaHosuTe ¢punbTp Unity Registry,
3aTeM yCTaHOBUTe creaytolme nakeThbl:

- Netcode for GameObjects: 6a3oBas ceTeBasi 6MGNMOTEKA, KOTOpast fob6aBnseT
MHOronosib30BaTeNbCKME BO3MOXHOCTU B CYLLECTBYOLWMI paboyumi npoLecc
GameObject/MonoBehaviour. OHa ynpoujaeT pa3paboTKy CETEBbLIX UTP U CIYXUT OTIMYHOMN
OTNpPaBHON TOYKON.

- Multiplayer Tools Window: pononH1TeNnbHbI HA60p U3 NATU MHCTPYMeHTOoB Unity 6,
ynyJdwarwmx paboyne npouecchbl MHOronosib30BaTeIbCKON pa3paboTKu:

- Multiplayer Tools Window npefocTtaBnsieT B O4HOM MecCTe YA006HbIM fOCTYN KO BCEM
MHOIOMNoJ1b30BaTENbCKUM UHCTPYMEHTaM U UX AOKYMEHTaUMM.

- Network Simulator BOCNpou3BOANT pearnbHble CETEBbIE YCIIOBUS - 3aAePXKY U NOTEPHO
NakeToB, pa3pbiBbl COEANHEHUS - U NOMOraeT BbISIBUTb NPO6eMbl 10 BbiMyCKa Urpbi.

- Runtime Network Stats Monitor (RNSM) oTo6paxaeT ceTeByt CTaTUCTUKY B peasibHOM
BPEMEHU 1 MNO3BONAET HacTpanBaTb dKPaHHbIA MOHUTOPUHI MPOU3BOAUTENBHOCTU CETHU.

- Network Scene Visualization ynpowaeTt oTnagky, HarnsgHo otTobpaxas ceTeByto
aKTUBHOCTb M BrlafeHne o6beKkTaMmn B OKHe Scene.

- Hierarchy Network Debug no6aBnsieT B npaByto YacTb OkHa Hierarchy cnow, kotopbin
OTMeYaeT ceTeBble 06beKTbl HE6ObLINMM 3HAaYKOM CETEBOro Kyba.

- Multiplayer Play Mode: nakeT Unity 6 ois TeCTUpoBaHUsi MHOrOMOJIb30BaTEIbCKMX
BO3MOXHOCTeM 6e3 Bbixoga n3 Unity Editor. OH no3BonseT MMUTUPOBaTb 40 YeTbIPEX UFPOKOB
- Main Editor Player u Tpex Virtual Players - n yckopsieT NpoBepKy UrpoBOro npotecca.

Package Manager

Filters v

+ b Install 1item Install

yer Play Mode 0. Remove 2 items Ramave

er Tools
r Entities

for GameObjects

YcTarnosuTe Netcode for GameObjects 1 ero BcomoratesibHble nakeTbl.
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[lo6aBneHne NetworkManager

Onsa nognep>Xku CeTeBOW MHOIOMoIb30BaTEeNbCKOMN Urpbl KaXkaomMy NpoeKkTy HY>XXeH
KOMMNOHEeHT NetworkManager. OH ynpaBndaeT ceTeBblIM COCTOAHMEM NMPOeKTa, cCoegnHeHNAMU
M napamMeTpamm ceTu.

Y706kl f06aBUTE NetworkManager B cueHy, co3ganTe B okHe Hierarchy HoBbIn GameObject n
pob6aBbTe koMmnoHeHT NetworkManager (Netcode > NetworkManager).

B komnoHeHTe NetworkManager HacTponTe ceTeBon TpaHCnopT, Bbi6pas Unity Transport.

A TpaHCMOpT He BbIGpaH. [1ns paboTsi Netc

¥ Select transport...

UnityTransport

Var Int Four

Bbi6epuTe TpaHcnopTHbI cnoit B NetworkManager.

K GameObject 6ygeT go6asneH koMmnoHeHT UnityTransport. TpaHCNOPTHbIA Criown
OoTBe4YaeT 3a HU3KOYpOBHEBbIe CeTeBble 3aayn, BKKOYaa yrnpasiieHne
CoefiHEeHNAMU, Nepefaydy AaHHbIX U WndpOoBaHUE NaKeToB.

[ouaiiTe yAanéHHbIe NOAKMIOUeHNS,
Ba,

ote Connections?

KomnoHeHT Unity Transport
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[Moka n3MeHaTb 3T NapameTpbl He TPEBYETCS, HO C MOMOLLBIO KOMMOHEHTa MOXHO
UMUTMPOBATb CEeTEBbIE YCIOBUS - 3aAePXXKY, NOTEPIO NMaKeToB U jitter - npu
TecTupoBaHuu n otnagke B Unity Editor.

CoxpaHuTe cueHy, oTkpouTe File > Build Settings n y6egmrtecn, 4To TeKyLlas cueHa
pobasneHa B cnncok Scenes in Build. Torga Hosbin NetworkManager BongeTt B CG0PKY Urpbl.

NetworkObjects

NetworkObject - o6a3aTenbHbIN KOMMNOHEHT Nto6oro GameObject, KOTOPbIA [OMKEH BbITb

JOCTYMNEH MO CETU WU CUHXPOHU3MPOBATLCA MEXAY KNMEHTaMun MHOronosib30BaTelbCkon
urpel. Nocne po6aeneHnsa NetworkObject 06beKT CTaHOBUTCS CETEBbIM: €ro COCTOSIHUE U

nosefeHne MOXHO nepefasaTb U OOHOBAATbL MO CETH.

v Network Object

Always Replicate As Root
Synchronize Transform

Active Scene Synchronization
Scene Migration Synchronization
Spawn With Observers

Dont Destroy With Owner

Auto Object Parent Sync

KomnoHeHT NetworkObject 1 ero yHukanbHbIn ngeHTUdMKaTOp

Y kaxgoro NetworkObject ecTb HECKONbKO NOEHTUPUKATOPOB:

- GlobalObjectldHash ngeHTnduumpyet pecypc npedaba B npoekTe.

- NetworkObjectld - yHMKanbHbIn noeHTUGUKATOP, Pasnnyarowmnin a3K3eMnispbl O4HOIO U
TOro xe npedaba.

- OwnerClientld yka3biBaeT KnneHTa, KOTOPOMY NPUHALIEXUT 06BbEKT (CM. pa3fen 0 NOJTHOMOUYUSIX HUXeE).

O1n ngeHtudumkatopsl nossonsatoT NetworkManager oTcnexusatb 06bEKT U
noaaepXuBaTb COrNacoBaHHOCTb €ro COCTOSIHUA Y BCeX NOAKITOYEHHbBIX KIIMEHTOB.
O6bekTbl NetworkObject MOXHO AnHamMMyecKkun co3gasaTh (Spawn) U yHUYTOXaTb BO
BPEMS Urpbl.

Mpwu co3pgaHnmn NetworkObject nosiBnsieTcs y BCex NOOK/TOUYEHHbBIX KITMEHTOB. Y KaXKAoro Takoro

06beKTa ecTb BrageneLl, - 06bl4HO KIIMEHT, ynpaBJ’IﬂlOLIJ,VIVI ero nosegeHmemM n CoOCToaHNEM.
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O6bekThl Player NetworkObject

Y KaXkoro urpoka MoXeT 6biTb CO6CTBEHHBIN Npedad Player NetworkObject. 31o
oco6bin Bua NetworkObject, KOTOpbI 0GbIYHO COAEPXUT KOHTPOIEP MEPCOHaXxa U
ero Bu3yanbHoe npeacTasfeHne B urpe.

Preview

ature_N

v Character Controller

v Third Person Controller (Script)

¢+ Animator
Starter Assets Inputs (Script)
+ Player Input

v Metwork Object

Client Player Move (Script)
it Network Transform

t Network Animator (¢

Player NetworkObject B AeMOHCTpPaLMOHHOM NpoeKTe

O6bekThl Player NetworkObject 4acTo XpaHAT U CUHXPOHU3NPYIOT AaHHbIE KOHKPETHOIO
Urpoka: umMs, cuYeT, UHBEHTapb 1 gpyrue ceefeHns. CUHXPOHU3aLUusa No ceTn obecneynsaet
BCEM MOAKMOYEHHBIM UrPOKaM COornacoBaHHOe rnpefcTaBieHne COCTOAHUSA Urpbl.

Mpwn nogkntoyeHmmn knneHTa NetworkManager co3gaeT npuHaanexalimm CoOoTBETCTBYHOLLEMY
urpoky Player NetworkObject. Nirpok nony4yaeT nonHoMmouus Hag csoum PlayerObject 1
MOXeT YNpaBfsiTb €ro noBefeHnemM n COCTOSHUEM.

Y706kl HacTpouTb Player NetworkObject, cHauyana co3gante B NpoekTe 06blYHbIN Npedad
GameObject. OH cTaHeT wabnoHom PlayerObject n 6yaeT cogep>xaTb KOMMOHEHTbI U
CKpUWNTbI, oNpegenstowmne noBegeHne n BHELWHWI BUA UrPoKa.
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3aTemM fo6aBbTe HeobxoauMble KOMNOHeHTbI Netcode. Hanpumep:

- NetworkObject: kaxxgomy ceTeBoMy 06beKTy TpebyeTca KoMmrnoHeHT NetworkObject. OH
COLEepPXXMT CBOMNCTBA U COBLITUSA, CBA3aHHbIE C CO3AaHNEM, YAaNeHNeM U BnageHnem
OObEKTOM.

- NetworkBehaviour: 3Tn ckpunTbl 406aBNSAKOT CETEBYHO NTIOMMKY K 6a30BOMY Kraccy
MonoBehaviour. OHu cogepxaTt NetworkVariable, yaanéHHele Bbi3oBbl npoueayp (RPC) u
ceTeBble 06paTHble BbI30BbI.

- NetworkAnimator: 3TOoT KOMMOHEHT CUHXPOHU3UPYET COCTOSAHMSA M NapameTpbl aHUMaLUK
MeXay KIMeHTamu.

- NetworkTransform: aTOT KOMMOHEHT o6ecneymBaeT penmKaLuo No3uumm, NoBOpPOTa U
MaclwTaba Urpoka c cepBepa Ha BCe NOAKITOYEHHbIE KITMEHTbI B peasibHOM BpeMEHM.

NetworkObject nrpoka 4yacTto oTBeyaeT 3a 06paboTky ero Beoga. Korga urpok BbiMoHSAET
JencTBMe - Hanpumep, nepemMeLlaeTca unm B3aMmMogencTByeT C UTPOBbIM MUPOM, - BBOS,
o6pabaTbiBaeTCs M NPU HEOGXOAUMOCTU NepepaéTcs ApYrnM NOSKIOYEHHBIM UFPOKaM.

INorvka urpoka coyetaetT MonoBehaviour gnst 06bI4HON UTPOBOW MEXaHWUKU U
NetworkBehaviour ans ynpasneHus ceTeBbliM COCTOAHWEM. HeceTeBble KOMMOHEHTHI,
Takue Kak KOHTposnnep nepcoHaxa u Animator, pa6oTtatoT 06blYHbIM 06pa3oM B
NoKasibHOM 3K3eMmssgpe Kaxaoro urpoka.

JlokanbHas pa60Ta 3TUX KOMMOHEHTOB He TOJIbKO MNoBbIlWaeT NPon3BoANUTENIbHOCTb, HO U COKpallaeT
ceTeBoM Tpad)IAK, 4YTO OCOBEHHO BaXXHO npu OFpaHI/IHeHHOIZ I'IpOI'IyCKHOVI CMNOCOBHOCTUN CoeaNHEeHUM
MeXay KnneHTtamu.

CospaHune NetworkObject nrpoka

OTkponTe cueHy Playground ns npumepa npoekTa.

Starter Assets - ThirdPerson | Updates in new CharacterController p...

115 June 14,

MakeT Starter Assets copep>xuT cueHy Playground.
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B Hierarchy HaxoguTtcsa 06bekT PlayerArmature, KOToOpblv ynpaBnsieT UrpoBbIM NepPCOHaXeM.
Y1066l NpeBpaThTb ero B NetworkObject urpoka, nepetawmre o6bekT u3 Hierarchy u
co3pgavTe HoBbin Original Prefab nn6o nameHuTe Konuto cyulecTaytowero npedabda npoekTa.

Hanpgute GameObject PlayerArmature B okHe Hierarchy. Yaoanute ero BMmecTe ¢ JOUYepHUMU
06beKTaMu, YToObI B CLieHE OCTanoCh TOSIbKO UTPOBOE OKPYXEHUE.

3atem oTkponTe npedab B Inspector n nobabTe KoMnoHeHT NetworkObject. bnarogaps emy
0ObEKT pPacrno3HaéTcsa 1 ynpasnseTcs no ceTu.

Add Component

Metcode
Metwork Animator
Metwork Manager
Metwork Object

{igidbod
twork Transform
B Unity Transport

Lo6asbTe koMmnoHeHT NetworkObject B npeda6.

Ykaxute NetworkObject urpoka B none Player Prefab komnoHeHTa NetworkManager.

3apeructpupyite NetworkObject urpoka B NetworkManager.

© 2024 Unity Technologies 3313 91| ynity.com


https://unity.com/releases/lts

% | CeTeBble pewenusa Unity | HacTpoiika nepsoro npoekta Netcode | CeTesas cuHXpoHM3aLms

B Play mode oToGparkaeTcs TonbKo urposoe okpy>xxeHune. NetworkObject nrpoka
NOSIBUTCS NULWb NOC/E NOAKNHOYEHUS KITUEHTa.

Bbi6epute NetworkManager, koTopbiv Tenepb HaxoguTcs B pasgene DontDestroyOnLoad okHa Hierarchy.

3anycTute xocT Yepe3 NetworkManager.

HaxmuTe Start Host. Mocne aToro 6yaeT co3faH ceTeBon 06bEKT UrpoKa.

B Hierarchy nossutca o6bekT PlayerArmature_Network. Virpoit cHoBa MOXHO ynpaBnaThb,
XOTA Uernb KamMmepbl oTkitoveHa. [NpoBepbTe nepemMelleHne urpoka knasuwamm WASD.

Mocne Bbixoga n3 Play mode nepcoHax ncyesHeT. Tenepb NetworkManager co3gaéTt aToro
nepcoHaxa BO BPeEMS BbIMOJIHEHMS U YNPaBAsSeT UM.

CeTeByro COCTaBNAOLWYH Urpbl HEBO3MOXXHO OLEHUTb, NOKa He NOoAKNHYeHO HECKOJIbKO
KJIMEHTOB. YTO6bI yBMAETb PaboTy MHOronosib30BaTeNbCKON CLeHbl, NpoTecTnpyem NpoeKT C
HECKO/TbKUMU KNNUeHTaMu.
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Multiplayer Play Mode

[ns TeCTMpoBaHMA MHOrONoNb30BaTENbCKOW UIPbl MPUNOXEHME AOKHO paboTaTh B
HECKONbKNX OTAENbHbIX NpoLeccax. PaHblie ana aToro NnpMxo4Mnoch co3gaBaTb
OTAENbHYH COOPKY Urpbl K 3anyckaTb eé napannensHo ¢ Unity Editor.

3TOT cnocob No-npexHeMy JocTyneH, ogHako B Unity 6 ecTb Multiplayer Play Mode (MPPM).
OH no3BoNsieT OAHOBPEMEHHO OTKPbITb HECKOJIbKO 3k3eMnnisapos Unity Editor un
BOCMNPOM3BECTM MHOIOMOJIb30BaTENbCKYIO cpefy, TeM CaMblM yrnpoLlas TeCTUPOBaHUe.

YcTtaHosuTe Multiplayer Play Mode uepe3 Package Manager. Mocne aToro gfisi N(poBepKu
KaXkgon HoBoM GYHKLMKM He NPUAETCA 3aHOBO COGMpaTh NPUIOXEHME.

OTtkpoiTe Multiplayer Play Mode: Window > Multiplayer Play Mode.

Multiplayer Play Mode
er Play Mode
Main Editor Player

A Main Editor

Tags

Virtual Players

qL Pla

OkHo Multiplayer Play Mode

3aTeM BKJIHOUMTE B CMIMCKE Ha CHMMKE Bbille XOTs 6bl 0ANH gononHuTensHbin Virtual Player.
Tak Bbl CMOXeTe NPOoTeCTUPOBaTb KaKk MUHUMYM OOMH XOCT U OOUH KNWEHT. [ToMHuTe: XOCT -
3TO KJ/IMEHT, KOTOPbIM OAHOBPEMEHHO BLINOJIHAET POSb CepBepa.

Mpu nepexofe B Play mode BTOpOI ceaHC NPUNOXeHWs 3anyckaeTcs B KNOHUPOBaHHOM
OKHe.
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Player 2

Multiplayer Play Mode knonupyeT Virtual Player.

Boi6epute NetworkManager B Hierarchy. B pa3sgene Start Connection okHa Inspector
HaxxmuTe Start Host. B okHe Game nosiButcs 06bekT PlayerArmature_Networked.

Bo BTOpom okHe HaxxmuTe Layout u Bkitounte Inspector u Hierarchy, 4yto6bl OHO BbIrNs4eno
KakK eLé oamH ceaHc Editor. BoibepuTe HyXXHble aneMeHTbl UHTepdenca n Haxmute Apply.
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BkntounTe HyXHble Layouts B KOHMPOBaHHOM OKHe.

B knoHmpoBaHHOM okHe Editor HananTe NetworkManager B pasgene DontDestroyOnlLoad
OKHa Hierarchy.

B Inspector, B paszgene Start Connection, HaxxmuTe Start Client.

NetworkManager COLEPXUT KHOMKK ONnd NOAKMNHOYEeHUA KNNeHTa.
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Tenepb B Hierarchy otoGpaXkatoTcs aBa ak3emnnsapa PlayerArmature_Networked. B okHe
Scene OHM pacnonoXeHbl Apyr Ha gpyre. NepemMecTnTe OguH 3K3eMNASP C MOMOLLbHO
KnaBuaTypbl Wnn remmnaga, Ytobbl pa3genuTb UTPOKOB.

Bbi6epute aksemnnsp PlayerArmature_Networked B Hierarchy n nsyunte ero KOMNOHeHT
NetworkObject.

Bo Bpems BbINOMHEHMS KaXKabIN aK3eMnnsAp onpeaensiercs codetaHneM GlobalObjectidHash -
npeHTudukaTopa pecypca npoekta - u NetworkObjectld - yHuKanbHoro nHgekca aksemnnspa.
Hwxe cBoncteo OwnerClientld nokasbiBaeT, KTO yNpaBAseT 9K3eMMAAPOM: XOCT UM KITNEHT.

MepekntoyanTecb Mexay ak3emnasapamm u cpasHute ¢narm IsSpawned, IsLocalPlayer,
IsOwner, IsOwnerByServer un gpyrue.

KnueHTt

-

Cepsep/xocTt

CpaBHute HacTpoiikn NetworkObject AByXx aK3eMnnapoBs.

YTO6bI Nerye pasnuuyatb aK3emMnaapbl, ucnonb3ymnte naHenb Network Visualization. 3toT
YyO0O6HbIM ANarHoOCTUYECKMIN MHCTPYMEHT NOABSIETCA B OKHE Scene nocne yCcTaHOBKM
naketa Multiplayer Tools.

OK3eMnNaspbl KOAUPYHOTCSH LBETOM Mo 06bEMY Tpaduka - Bandwidth - nnu no BnageHuto -
Ownership, KOTOpoe NokasblBaeT, Kakon KNNEHT nmeeT nonHomouns Hag NetworkObject urpoka.
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Network Visualization nomoraeT oTnaxwvsaTtb ceTeBble 06bEKTbI.

NetworkManager co3faét oTAeNbHbIN 3K3eMNASP A19 KaXA0ro KNneHTa, o4HaKo Kaxabli 13
HUX HE3aBUCKMMO YNpaBfseT OAHUM N TeM Xe nepcoHaxeM. NepemellieHne C MOMOLLbIO
WASD B okHe Scene noKa He CUHXPOHU3UPYETCA MeXAY KITMEHTOM U XOCTOM.

Mpwv nepBoM nogknoveHun urpokos NetworkManager CUHXPOHU3MPYET UX MO3ULMU B
Touke (0, 0, 0), HO JanbHelWwmne NepeMeLLeHNs yXKe He CUHXPOHU3MpYtoTcs. Ceivac
noBefieHMeM NepcoHaxa ynpasBnstoT HECKOJIbKO JIOKaNbHbIX KOMMOHEHTOB:

- CharacterController no3sonsieT nrpoky nepemeLiaTbCs 1 B3aMMo4enCcTBOBaTb C
UIrPOBbIM OKPY>XEHNEM 6€3 CNOXHbIX PU3NYECKUX PACYETOB.

- Animator BOoCnpon3BoaAuUT aHMMauUuo Ha OCHOBEe MallUHbI COCTOSIHUA U ynpasnaeT
nepexogamMmu n cmMmelnmBaHnem COCTOSIHUM 6era, NpbbKKa U 6e3nencTeus.

- Playerlnput ynpaBnsieT BBOAOM OTAENBHO A19 KaXA0ro UrpoKa, COnpsi>XeHWeM YCTPOWUCTB U
yBEAOMIIEHUSAMU O COBBITUSAX, MPEAOCTaBMsAs BbICOKOYPOBHEBYH 060/104KY Hag Unity Input
System.

- StarterAssetsInputs npeo6pasyeT 3TOT BBOA B 3HaUeHWUA NepemMelleHns, 0630pa, NpbikKa u
CMpUHTA NepcoHaxa.

OTO KOMMOHEHTbI AN OANHOYHOM urpbl. YT06bl OHWM paboTanu B MHOIOMNob30BaTeNIbCKOM
NPUNOXeEHUU, HE06X0AMMO 00OaBUTb CETEBYIO JIOTUKY.
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Co3paHune co6CTBEHHbIX KHOMOK 3anyckKa ceaHca

YT106bI yAOOGHEE 3anycKaTb CETEBbIE CeaHChl BO BPEMS BbIMO/IHEHWS, f06aBbTe
3KpaHHble KHOMKK, KOTOpble NOBTOPAIOT GYHKUMKN KHOMOK NetworkManager B
Inspector. Ans atoro nogongyt Unity Ul (UGUI) nnu Ul Toolkit.

CospanTe B BbibpaHHOM cucteme uHTepdenca Tpu kHonku: Client, Host u Server.
HasHaubTe um cooTBeTCTBYOWME MeToAbl cuHrnToHa NetworkManager:

- NetworkManager.Singleton.StartClient

- NetworkManager.Singleton.StartHost

- NetworkManager.Singleton.StartServer

OTn MeToAbl NO3BONSOT 3anyckaTtb CeTeBOW ceaHC 6e3 KHOMOK B OKHe Inspector.

[1o6aBneHne NetworkBehaviour

[nsa ynpasneHus komnoHeHTaMmn MonoBehaviour o6bekTa
PlayerArmature_Networked moxHo ncnonssosaTtb NetworkBehaviour.

NetworkBehaviour - cneunanmsnpoaHHbeI Tn MonoBehaviour gns ceteBon normkun. OH
npepocTaBnsieT cpeacTBa CUHXPOHM3aUNN 4ENCTBUIN U COCTOSHUN MeXAY UrPOBbIMU
KMeHTaMu.

NetworkBehaviour nogaep>xvmBaeT Te e COBbITUSI XXM3HEHHOIO LMKIa, YTO U
MonoBehaviour, a Tak)xe npegocTaBnsieT CeTeBble BO3MOXHOCTHU:

MeTogbl RPC: NetworkBehaviour MoXeT ncnonb3oBath yaanéHHble Bbi3oBbl npoueayp (RPC)
Ana obMeHa AaHHbIMKU No ceTu. Takne meToabl momMevaroTcs aTpuoyTom [Rpcl. [ns oTnpaBku
RPC Ha cepBep unm KIMeHT NCnonb3yroTcs cooTBeTCTBEHHO [Rpc(SendTo.Server)] n
[Rpc(SendTo.Client)].

- NetworkVariable: cneunanusnpoBaHHas nepeMeHHasi 4/ CUHXPOHHOIO yrnpaBieHnst
cocTosiHnem no cetu. MiameHeHns NetworkVariable Ha cepBepe aBTOMaTUYECKU
nepegaroTcs BCEM KNIMEHTaM.

- OnNetworkSpawn n OnNetworkDespawn: MmeTobl XXM3HEHHOIO LMKNA, Bbl3blBAEMble
npu cosgaHun n yganeHun NetworkBehaviour. OnNetworkSpawn BbinonHseT
MHMUManusaumio - nogo6Ho OnEnable nnu Start, HO Ansa ceTeBoOro NnoBefeHUs.
OnNetworkDespawn ouuLlaeT pecypchl nepes yaaneHMem o6bekTa U3 CeTu, aHanormMyHo
OnDestroy nnu OnDisable.

- BnapgeHune: NetworkBehaviour no3sonseT HasHaunTb onpenenéHHble 06beKTbl KOHKPETHBLIM
KITMeHTaM unm cepBepy. Takas Mofenb nofHoMouni, npu kotopon NetworkObject
NPUHaAANEXUT KNUEHTY MO0 cepBepy, rapaHTUPYET, YTO YyNPaBnATb 06 BHEKTOM U
B3aMMOOENCTBOBATb C HUM CMOTYT TOMbKO Ha3HaYeHHbIe UTPOKM.
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[ns ynpaBneHus nepemelleHnem nrpoka peanmsyem NetworkBehaviour ¢ umeHem
ClientPlayerMove. OH rapaHTUpyeT, 4TO BBOA XOCTa U KIIMEHTa BO34ENCTBYET TONbKO Ha
COOTBETCTBYHOLME UM 0O6BEKTBI UTPOKOB. Hxke npuBefEH NpMMep HaCTPOMKM:

using Unity.Netcode;
using StarterAssets;
using UnityEngine;
using UnityEngine.InputSystem;
namespace NetcodeDemo
{
public class ClientPlayerMove: NetworkBehaviour
{
[SerializeField]
CharacterController m_CharacterController;
[SerializeField]
ThirdPersonController m_ThirdPersonController;
[SerializeField]
PlayerInput m_PlayerInput;

[SerializeField]
Transform m_CameraFollow;
private void Awake()

m_PlayerInput.enabled = false;
m_ThirdPersonController.enabled = false;
m_CharacterController.enabled = false;

public override void OnNetworkSpawn()

{

base.OnNetworkSpawn() ;

enabled = IsClient; // BKNW4YATb Ha KIJIMEHTE.

if (!IsOwner)

{
// OTKNOYMTb, ecnv 06bEKT He MPUHALNEXUT KIIUEHTY
enabled = false;
m_PlayerInput.enabled = false;
m_CharacterController.enabled = false;
m_ThirdPersonController.enabled = false;
return;

// BKMOYMTb, €Cnv 06BEKT MPUHALNEKUT KIIMEHTY
m_PlayerInput.enabled = true;
m_CharacterController.enabled = true;
m_ThirdPersonController.enabled = true;
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[o6aBbTe aTOT KOMMNOHEHT B npedad PlayerArmature_Networked, 3aTem 3anonHute
HY>XHble nons B Inspector.

« Character Controller
/ Third Per Controller (Script)
Animator
Start ets Inputs (Script)
nput

Jetwork Object

@ -
9 -
)
9 -
@ -
9 -
)
7]

ent Player (Script)

Client Network Transform (

vork Animator

3anonHuTte nonsa ClientPlayerMove B Inspector.

[o6aBuB ckpunT B Npedad, NoaKYMTE CeaHChl XOCTa U KNMeHTa. [Mpu NoaKIYEHUN KITMEeHTOB
kK NetworkManager HekoTopble KOMMOHEHTLI 06bEKTa UFPOKa MO YMOJTYaHWUIO OTKITHOYakOTCS Ha
OCHOBaHWUW cBoWcTBa IsOwner: 0HO NPoBepPSsIeT, MPUHALNEXMUT 1K IKIEMIIAP JIOKaIbHOMY
UrpoKY.

B Hierarchy noouepégHo BbiGnpanTe aBa ak3emnnsapa PlayerArmature_Networked.

KnueHt

KOMMNOHEHTbI OTKJTIOUYEHBDI,
€CJI1 KJIMeHT He Bnaaeney

CepBep/xocT

HekoTopble KOMMOHEHTbI OTKIIFOYAKOTCSH, €CNIN IK3EMMNSAP HE NPUHAANEXUT NOKaNbHOMY KIIUMEHTY.
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O6paTuTe BHUMaHKE: Y 9K3EMMNAPOB UrPOKa, KOTOPbLIMU He BliafeeT COOTBETCTBYOLLMMA
KIIMEHT, Tenepb OTK/OUYEHbl HEKOTOPbIe KOMMOHEHTbI, HanpuMep Playerinput. XocT
YMPaBAAET OQHUM IK3EMMIAPOM UFPOKa, a KITMEHT - APYrUM.

Tenepb pasHbIMK IK3EMMIAPAMN UTPOKOB MOXHO YNpaBsaTb HE3aBUCUMO, OAHAKO UX
nepemelleHme ewé He CUHXPOHU3NPYETCS NO CETU. YTOBLI XOCT U KIIMEHT BUAENN OQUHAKOBOE
OBUXeHWe, [06aBUM CeTeBbIe KOMMOHEHTbI, Hanpumep NetworkTransform.

CeoicTBa NOJIHOMOYUN U BNageHusa

Mo ymonyanuto NetworkObject npuHagnexaT cepBepy, OAHAKO NOAKIFOYEHHbIN K
OA06PEHHbBIN KITMEHT TOXE MOXET NONy4YnTb O6EKT BO BNageHUe C NOMOLLbIO MeToda
SpawnWithOwnership. B Netcode for GameObjects cepBep sBNsSeTCA aBTOPUTETHON
CTOPOHOW: TONMbKO OH MOXET co3aaBaTth M ypansatbs NetworkObject.

NetworkBehaviour npegocTaBnsieT HECKOMbKO CBOMCTB A1 GbICTPON NPOBEPKM
NoSIHOMOYNI 1 BNagenbla aK3emMnnsapa:

- IsClient noka3sblBaeT, BbIMOMHAETCA I 3KIEMMNIAP Ha KNUEHTE.

- IsServer nokasbiBaeT, BbIMOMHAETCS IV 9K3EMIMNSP Ha cepBepe.

- IsHost nokasblBaeT, BbIMOSHAETCS 1IN 9K3EMMNAP Ha XOCTe, KOTOprVI OogHOBpPEeMEeHHO
ABNAETCA CepBepOM U KITMEHTOM.

- IsLocalPlayer nokasbiBaeT, sBnsetcsa nu ceasaHHbI NetworkObject 06bekToM IoKanbHOro Urpoka.

- IsOwner nokasbiBaeT, BageeT N I0KasbHbIN UFPOK 3TUM 0GbEKTOM NNBO ABMSETCH
1IN O6BEKT STOKasIbHbIM UFPOKOM. -

- IsPlayerObject noka3sbiBaeT, npepctaBnseT nm GameObject ceTeBOro urpoka, KOTopbiM
06bIYHO YNpaBnAseT onpeaenéHHbIN KINEHT.

- IsSceneObject nokasbiBaeT, siBnsaeTcsa MM GameObject n3HayanbHO YacTbIo CLUEHDI, a He
co3[4aéTcs guHaMMyecku Bo Bpems urpbl. O6bIYHO cepBep ynpaBnseT 06bekTamMm CLEHbI,
YTOObl MX COCTOSIHWE OCTaBasloCb COrflacoBaHHLIM MO CETH.

Mpu npoeepke NetworkObject Bo Bpemsi BbINONHEHUSI 0TOGPaXakTCsa HEKOTOpble U3 3TUX CBOMCTB.

~ Network Object

Observers
Clientld: 0

HacTponku NetworkObject
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CuHXxpoHM3aums ¢ nomoubto NetworkTransform n NetworkAnimator

NetworkBehaviour no3sonsert co3gaTb Op,I/IHaKOBbIVI 3K3eMMIap Urpoka Ha HeCKOJIbKUX
KNMeHTax, HO ANnA CUMHXPOHU3aUnUn ero nepemMelleHna Hy>XXHbl 4OMNONIHUTENbHbIe KOMIMOHEHTDI.

[o6asbTe koMmnoHeHT NetworkTransform B npeda6 PlayerArmature_Networked. OTkntounTe
OCW, KOTOpble He BAMAKOT Ha UrPOBOM NPOLLECC: B 3TOM MPUMEpPE - CUHXPOHU3ALMIO
MaclTaba, a Takxe noBopoTa No ocaM X 1 Z. CUHXPOHM3aUUS Pacxo[yeT NPonyCKHYH

CMNOCOBHOCTD, Nno3aTOMYy He nepe,u,asaﬁTe NniHne fgaHHble.

B Multiplayer Play Mode akTMBUpPYNTE OKHO XOCTa: TeNepb MOXHO YNpaBnsTb UTPOKOM U
HabntoJaTb, Kak ero ABMXeHNe CUHXPOHU3NPYETCSH C KIIMEeHTOM. OTO NepBbIv LWar K CeTeBOW Urpe.

3aTem pobasbTe KomnoHeHT NetworkAnimator B PlayerArmature_Networked u

nepeTawimTe CyLWEeCcTBYOLWMIN KOMNOHEHT Animator B nycToe none.

Transform

» Character Controller

+ Third Person Controller (Script)
s Animator YKaxwuTe B none

Starter Assets Inputs (Script)

+ Player Input
s Mety t

s Network Animator

s Network Transform

ing

CHUMMUTE pnaxxku
C HEHY)KHbIX OCel

[o6aBbTe kKomnoHeHTbl NetworkTransform u NetworkAnimator.
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OKHO KnneHTa npepcraBnaeT BTopoe yCTpOVICTBO, NOAKITHOYEHHOE K XocTy. B ngeane
nto6oe fencTBME Ha XOCTe AO0MKHO 0TOBpPaXKaTbCs Ha KIIMEHTE N HA0BOPOT.

NetworkTransform cuMHXpOHU3NPYyeT NO3MLMIO, MOBOPOT M MacwwTab Transform, a
NetworkAnimator - cocTosiHua aHnMaumn. Tenepb NepeMeLLeHnsa UrpoKa-xocTa No cLueHe
Playground nepepatotcs knmeHTy B Multiplayer Play Mode.

OpHako He Bcé paboTaeT Kak oxungaeTtcs. lNepekntoynTecb Ha OKHO KITMeHTa n nonpo6y17|Te
ynpaendaTb NepCoHaXeM. XOCT KOPPEKTHO CUHXPOHU3NPYETCA C KIIMEeHTOM, HO
nepemeLleHns KNMeHTa MoryT He 0TobpaXaTbCs Ha XocTe.

JK3eMmsip KIMeHTa
aHuMupyeTcs
JIOKaJbHO,

HO He nepemeLllaeTcs

MIrpok cnoBHO 6eXuUT Ha MmecTe.

KnueHT nonyyaeT BBOA, - 3TO BUAHO MO aHMMaLuM 6era Ha MecTe, - HO 3K3eMMAP UrpoKa He
nepemetyaetcs. MpuumnHa B ToM, 4To NetworkTransform nogunHsaeTca cepsepy u
CUHXPOHU3UPYET C KJIMEHTOM TOJbKO MO3MULIMIO cCepBepa.

Mpu nonbITKe NePeMeCcTUTb UFPOKa Ha KITMEHTE CepBep NepeonpeaenseT Tpebyemyto
no3unumio 1 Bo3BpallaeT 06bekT B Touky (0, O, 0).
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[Nepenayda NONHOMOYNIA KIUEHTY

Mo ymonyaHuto NetworkTransform pa6oTaeT B pexxvume cepBepHbIX MONHOMOYNNA. VI3MeHeHus
ocen Transform oTcnexuBatoTcs Ha cepBepe U nepefaroTCcs NOAKIOYEHHBIM KIMEHTaM.

B HaweM npvMepe nepeMecTUTb UIpoKa Ha KIIMeHTe He YOaéTcs: cepBep coxpaHsaeT
aBTOpUTETHOE cocTosiHMe ¢ Transform B Touke (0, 0, 0) M NepeonpenensieT U3MeHEHUs KIEHTa.

Ha cepeepe

NetworkTransform
CHHXPOHU3UpYeT
nosuunio

06BeKT 06BexT
Knuent . IR,

KnueHT nbitaercs
nepemMecTUTb 06beKT
KIUEHT

KnneHT Bosspawaetcs
K aBTOPUTETHOMY COCTOSHUIO
& Touke (0, 0, 0)

CepBeprle nosITHOMO4uKA nepeonpenenaroT COCTOAHUE KNNeHTa.

OpvH 13 cnoco6oB pewunTb NpobnemMy - nepegaTb NOHOMOYUS OT cepBepa KIUeHTY. Torga KianeHT
CMOXeEeT ynpaBnsaATb CO6CTBEHHbIM Transform, a cepBep He ByAeT rnepeornpenenste USMeHeHUs.

[ns atoro co3gaanm komnoHeHT ClientNetworkTransform, kak B cregytowem npuMepe Koga.
OH 3aMeHsieT cepBepHble NOTHOMOYMSA MOMHOMOYMSMUY Bragenbua:

using Unity.Netcode.Components;
using UnityEngine;
namespace NetcodeDemo
{
[DisallowMultipleComponent]
public class ClientNetworkTransform : NetworkTransform

{

protected override bool OnIsServerAuthoritative()

{

return false;
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OT10T Kop, nepeonpegenset metog, OnlsServerAuthoritative n Bo3spalyaert false. B
npedade NetworkObject nrpoka 3amenumte NetworkTransform
nonb3oBatenbckum ClientNetworkTransform.

AHanormyHbiM 06pa3oM MOXHO co3gaTtb NetworkAnimator, ynpaBnsaembii KIIMEHTOM:

Unity.Netcode.Components;

UnityEngine;
namespace NetcodeDemo

{
[DisallowMultipleComponent]

ClientNetworkAnimator: NetworkAnimator

3ameHute NetworkAnimator komnoHeHToM ClientNetworkAnimator 1 He 3a6yapTe
Ha3HaumTb none Animator B Inspector.

#

Transform

#

Character Controller

#

Third Person Controller (Script)

|
&

¢ Animator

1.

+ Starter Assets Inputs (Script)

#

s Player Input
~ Network Object

#

#

¢ Client Player Move (Script)

OO OODODOOOD
T+

#

Client Metwork Transform (Script)

Delivery

Configurations

In Local §

KomnoHeHTbl ClientNetworkTransform u ClientNetworkAnimator.
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Tenepb B Multiplayer Play Mode MOXHO ynpaBnsiTb UTPOKOM C KJIMEHTa: ero no3nums u
COCTOSIHWUSI aHUMaLMW JOMKHbI KOPPEKTHO CUHXPOHM3MPOBATLCSA C XOCTOM.

lMoBepeHue nofg ynpasieHNeM KJIneHTa TakKXe CHMXXaeT 3aepP>XKy B CETEBbIX MPUNOXXEHUAX. B
pexunme NOSIHOMOYU BNafenblia CETEBbIE AENCTBUS BbIMOMHSAOTCA Ccpasy u owyuwaroTca
OT3bIBYUBbBIMWU: KITUEHTY HE HYXXHO XOaTb, NOKa NakeT OonpéT no cepeepau BepHéTCFl O6paTHO.

OfAHako NpMMeHsITb Takoe NoBefeHne cnegyeT oCTOPOoXHO. OHO ynyylaeT OT3bIBUMBOCTb A4
UrpokKa, HO CO34aET PUCKM BE30MacHOCTM: PEeXMM MOTHOMOYUMI BnagenbLla ynpoliaeT
MOAMGUKALMIO U B3NIOM MPUIIOXEHMUS, a B COPEBHOBATEIbHON OHNaNH-Urpe 3TUM 065A3aTeNlbHO
BOCMONb3ytoTCA. [1ns 6onblueit 6e30MacHOCTM BblGupaiiTe cepBepHble NoTHOMOYMS.

KoMMoHeHTbI B pe)Xkume nosIHOMOYMi Bnagenbua

CKpunTbl U3 NPUMEPOB BbILLE MOXHO HanucaTb CaMOCTOSITENbHO NGO B3ATb FOTOBLIE
ClientNetworkTransform u ClientNetworkAnimator n3 naketa Multiplayer Samples
Utilities npoekTta Unity Boss Room (com.unity.multiplayer.samples.coop).

Y aton peanusaumm ClientNetworkTransform ecTb noTeHuManbHble Npo6iembi:

- Mepepava BnageHnsa: cMeHa BnagenbLa He Bcerga npoxoguT niaaBHoO, U3-3a Yero
06bEeKTbl MOTYT CKauKOo06pa3Ho nepemMeLlaTbCa UM PpacCUHXpPOHN3NPOBATLCS.

- Nepapxuyeckoe BnageHue: ClientNetworkTransform Henb3s ncnosnb3oBaTb Kak
poyepHun o6bekT NetworkTransform, ynpaBnsemMoro cepeepom.

- OTK/IOHEHNEe OGHOBIIEHMIA: CePBEP HE MOXET OTKIIOHATb OGHOBEHMS KIIMEHTA, NOCKOSbKY
cucTema noaaepXunBaet TONbKO BRafgeHUe KIMEHTOM, HO He COBMECTHOE BNafieHne KIIMeHTa u
cepsepa.

- MNepeMelleHne NPy CO3aaHNN: CEPBEP HE MOXET NepeMecTUTb 06bEKT cpasy nocne
€ro cosgaHusa BO BNafeHnu KNneHTa.

Bo mHorux cnyyvasx ClientNetworkTransform nogxoguT gns ynpasnenus Transform,
npuHagnexawmm knnenty. OgHako nepepn BHEAPEHMEM YYUTbIBAUTE NepeyYnciieHHble
OrpaHUYyeHus.

CVIHXpOHI/ISaLI,VIFl C cepBepHbIMM MOJTHOMOYNAMU

YacTb NONHOMOYNIN MOXHO nepenatb KINeHTy paan oT3biIBYUMBOCTU, O4HAKO HEKOTOPbIE
nepeMeLLEeHNs OOMKHbI BbIMOMHATLCA TONIbKO Ha cepBepe. Kak npaBunio, cepBepHbie
NOTHOMOYMSA NMOMOratoT n3bexaTb AncbanaHca n HeYeCTHbIX MPEeUMYLLECTB, KOTOpble fatoT
ynpaesndaemble KITMEHTOM nencreus.

Hanpvlmep, €C/IN KJNIMeHTbl CaMu Bbl6|/|pa}OT MeCTO NoABJIEHUA Ha KapTe, eé nniaHMpoBKa
MOXeT AaTb UM Hecrnpasennaneoe npenmyLlecTBo. J'Iquue, YTOObI cepeep cnyanlelm
06p330M Ha3Ha4dan oaHy "3 3apaHee 3aAaHHbIX TOYEK NoABNEeHUA.
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[nsa aToro co3pgavte NpOCTble BU3yasbHble 06bEKTbl U pacCTaBbTe UX B BO3MOXHbIX MeCcTax
nosaBneHna UrpoKoB.

TouKu NoABNeHUA cTpaTernyeckn pasmelleHbl No BCeMY YPOBHIO.

YnpaBnaTb MU MoXeT HeceTeBo MonoBehaviour. B gaHHoM npumepe knacc ServerPlayerSpawnPoints
coAepXuT cnmcok m_SpawnPoints co ccbinkamn Ha GameObject Kaxaom TOYKM NOSIBNIEHUS.

B npumepe Takxxe ncnonb3yeTcsl yHuBepcanbHbin WwabnoH Singleton na npoekta Unity ans
Asset Store Level up your code with design patterns and SOLID:

ServerPlayerSpawnPoints : Singleton<ServerPlayerSpawnPoints>

{

[SerializeField]
List<GameObject> m_SpawnPoints;
GameObject @)

== 0)

[Random. (o,

3ateM NetworkBehaviour ¢ umeHem ServerPlayerMove MOXeT UCNoNb30BaTb
aksemnnsp ServerPlayerSpawnPoints gns cnyyarHoro Bblopa TOUKU NOSABAEHUS.
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using Unity.Netcode;
using UnityEngine;
[DefaultExecutionOrder(0)] // BoimonHuTb go ClientNetworkTransform
public class ServerPlayerMove : NetworkBehaviour
{
public override void OnNetworkSpawn()
{
// BbiNONHATbL TONMbKO Ha cepBepe
if (!IsServer)
{
enabled = false;
return;
}
SpawnPlayer() ;
base.OnNetworkSpawn();

// NepeinTtn K cnepywwein cBO6O0JHON TO4YKE MPU NOABIEHUU

void SpawnPlayer ()
{

var spawnPoint = ServerPlayerSpawnPoints.Instance.GetRandomSpawnPoint();
var spawnPosition = spawnPoint ? spawnPoint.transform.position : Vector3.zero;
transform.position = spawnPosition;

Bcsa noruka sbinonHsaetca B OnNetworkSpawn. Npu kaXaomM NoAKItoYEeHUN KIUMEHTa BbI30B
SpawnPlayer nomellaeT Urpoka B C/iy4anHo BbIGpaHHYo TOUKy nosiBneHus. Nposepka
IsServer rapaHTUpyeT, YTO 3TO MPOUCXOAUT TONBbKO Ha CepBepe, KOTOPbIN NoaaepXXnBaeT
aBTOPUTETHOE COCTOSAHWNE UTPbI.

[o6asbTe ckpunT ServerPlayerMove B npedab PlayerArmature_Networked. B Multiplayer
Play Mode Kaxabl KNMEHT NOAKKOYMTCA U MOSABUTCS B CNyYanHOW ToYKe cueHbl Playground.

OTOT Npumep nokasbiBaeT, kak NetworkBehaviour B3aumogencTByeT ¢ afieMeHTaMu CLEHbI,
He ynpasnsiemMbiMu No ceTn. OH NCMoNb3yeT CTaTUYeCKNe faHHble N 06bEKTDI, 3apaHee
HacTpOeHHble B Hierarchy.

Mpu nogkntoveHun knneHta ServerPlayerMove 0oCTaTOYHO NOAYUYUTb OGHY CIyYanHyro
TOYKY MOSIBNIEHUA U3 CYLLECTBYIOLLEN UFPOBOM CLIEHbI. ITO COKpaLlaeT 06bEM
nepefaBaemMblX MO CETU JaHHbIX.
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a

Mrpok nosiBnsieTcs B cnyqaﬁHoﬁ TO4Ke.

Heckonbko BaXHbIX MOMEHTOB:

- Mockonbky ClientNetworkTransform ncnonb3yeTt noHOMOYUS BNagenbLa, KOMNOHEHT
CharacterController Heo6xoanmo oTknouMTb B Awake. CHoBa BkitounTe CharacterController
nocne Toro, kak ServerPlayerMove 3agacTt no3uumio Urpoka, tHaye KOMMOHEHT
nepeonpenennut paccynTaHHble KOOpAMHaThl U BEPHET 0OBbEKT B LIEHTP MUpa.

- Takxxe 3anonHuTe cnucok m_SpawnPoints B Inspector, 4To6bl UFPOKKN HE NOSABNSNUCH
B Touke (0, 0, 0).

- 3apanTte atpmnbyTy DefaultExecutionOrder meHbLlee 3HavyeHue, YTo6bl ServerPlayerMove
BbiNonHsncs paHblue ClientPlayerMove. Hanpumep, [DefaultExecutionOrder(0)] noBbiwaeT
npuopuTeT ServerPlayerMove 1 no3BonsieT eMy 3anyCTUTbCS NEPBbLIM.

Tenepb K XOCTY Hallero MHOronojib3oBaTesibCKOro npoeKTa MoryTt nogkno4vaTbCcA
HECKOJbKO KNUEeHTOB. NepcoHaXu oT TpeTbero nnua NosiBAA0TCA B 3afaHHbIX MecTax
YPOBHA U CUHXPOHU3NPYIOT NnepemMelleHne n aHmMauuko B peajibHOM BpeMeHMN.

Takasa CMHXPOHM3aLMsa Heo6XxoaMMa A1 MHOroMnoIb30BaTeNbCKON Urpbl. KOMMOHEHTHI
NetworkTransform un NetworkAnimator o6ecneunBatoT eé n3 Kopobku, HO UrpoBas Normka
Takxe noTpedyeTt co6¢cTBeHHbIX NetworkBehaviour.
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Tenepb paccMOTPUM Apyrue crnocobbl CUHXPOHU3ALUN JaHHbIX U UTPOBbIX COCTOSIHUM MO
ceTun.

LLla6noH npoekTupoBaHus Singleton

Singleton npefocTaenseT yao6HbIN [OCTYN K €AMHCTBEHHOMY 9K3eMMNApy
onpepené&HHoro Tuna Bo BpeMs BbinosiHeHMs. OQHAKo OH CO3AaET AOMNONHUTE NbHbIE
3aBMCMMOCTU, MOITOMY YUUTbIBANTE HEAOCTATKM STOrO LWABGOHa.

B Netcode for GameObjects Singleton ncnonb3syetcsa npu Kaxxgom o6paLleHmm K
NetworkManager.Singleton. B npumepe npoekTa Takxe eCTb yHMBepcanbHas
peanusauums Singleton gns nto6oro Tuna MonoBehaviour.

Moapo6Hee o Singleton paccka3biBaeT anekTpoHHast kHura Level up your code with
design patterns and SOLID. B Hel TakXXe nokasaHbl arnibTepHaTUBHbIE CNOCO6bI
B3aMMOENCTBUA 0ObEKTOB CLIeHbI, HAaNpMMep 06blYHblE COBBLITUS U KaHanbl COBbITUN.

BbIBEAUTE KO HA HOBbIA
YPOBEHb
C MOMOLLbIO LUABJIOHOB
UreroBoro rNiPOrePAMMMPOBAHUA

MpuHuunbl SOLID

LLla6noHbI
NPOEKTUPOBaHUSA

Apyrue pecypchbl

LLIa6noHbl NPOeKTMpOBaHUS -
MOBTOPHO UCMOMNb3yeMble peLIEHNs
pacnpocTpaHéHHbIX 3aaad
npoekTuposaHus MO.

CkavanTte 6ecnnaTHyto a/1IeKTPOHHY0 KHUry Unity o wa6noHax npoektupoanus. [pyrue yrny6néHHble pykoBoacTBa Ans
NpPOrpaMMMUCTOB, TEXHUYECKUX XYLOXHUKOB, XYAOXHUKOB 1 A13aiiHepoB cOBGpaHbl B LIEHTPe Nyylinx npakTuk Unity.
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CeTeBad

CUNHXPOHN3aUNA

CeTeBad CUHXPOHU3aUnA Heo6xogMMa A1 COrnacoBaHHOIoO N YECTHOro nrpoesoro
npouecca ansg scex Urpokos.

Bbl y>ke CMHXpOHU3upoBanu nepemMelleHme n annmaumo NetworkObject nrpoka ¢ nomouybto
MoZenu nog ynpasneHmeM KnveHTa. Ho urposom npouecc pegko orpaHMynBaeTcs
nepcoHaXeM: UrPoK MOXET CTPeNsATb, OTKPbIBaTb ABEPU N B3aUMOLENCTBOBATb C 06bekTamMu
cLeHbl. Takre B3auMOLENCTBUS TOXKE AO/MKHbI paéoTaTb N0 CETU, @ UX COCTOSHUS -
CUHXPOHM3MPOBATLCS MEXAY KNMEHTaMU U CEPBEPOM.

B sTOM pa3gene Mbl HACTPOUM KIIMEHT-CEPBEPHBbIN 0OBMEH AJ151 B3aMMOLENCTBUS UFPOKa C
OKpy>XeHneM. [151a 3Toro peanMsyem ceTeBble COCTOAHUSA UMPbl U OTAPaBKY YAaNEHHbIX
BbI3oBoB npouenyp (RPC) Ha cepBep u o6paTHO.

|/|FpOBaF| MeXaHWKa

PaccMOTpMM KNIMeHT-cepBepHbI 06MeH Ha NpuMepe NPoCTON UFPOBO MEXaHUKW.

[Jo6aBum Ha YpOBEHb TpUIrrepHble KOJ'U'IaVI,D,epr, KOTOpble MEHAOT LUBET NpPpn KOHTakKTe C
UIPOKOM: NMpn KaCcaHM OQHOIro Urpoka 06beKT npuHMMaeT O4WH LUBeT, a Npu KacaHun

ApYroro - Apyrow.

Cos3panTte B cueHe HoBbl GameObject, Hanpumep ky6. [lo6aBbTe BoxCollider u Bkntounte
napametp IsTrigger. Co3ganTe Npo3payHbii MaTepuan, Ha3HaybTe ero KOMMOHEHTY
MeshRenderer - B npumepe ucnonbsyetcsa wengep URP/Lit - n 3aganTe HenTpanbHbIn
WUCXOAHbIV LUBET, Hanpumep 6enbin.
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ColorTrigger MeHsieT LBeT
npv cpa6aTbiBaHUN
Tpurrepa

Tpurrep 6yfaeT nofyyaTb CETEBOE 3HaYEHUe LBeTa.

Tenepb fo6aBrM CETEBYHO CMHXPOHM3aLUMIO. [1na nepefayn U3MeHeHus LiBeTa No ceTu
ucnonb3yem NetworkVariable n RPC.

Oo6bsasneHne NetworkVariable

NetworkVariable - cneumManusnpoBaHHas nepemMeHHas 4nas CUHXPOHHOIo yrpasreHuns
COCTOSIHMEM MO ceTU. I3MeHeHUs1 Ha cepBepe nepefarnTcsl BCEM KnneHTam. Takoun
MeXxaHW3M NOAXOAMUT A1 HENPEPbIBHO CUHXPOHM3UPYEMbIX OaHHbIX: MO3ULMK, 300POBbSA UK,
KakK B 3TOM Mpumepe, LuBeTa Tpurrepa.

Cospgagum NetworkBehaviour ¢ nmeHem ColorTrigger n o6aBum ero K 06bekTy Tpurrepa.
Ckpunt 6ygeT cogepxaTb NetworkVariable m_NetworkColor co 3HauyeHnem Tuna Color.

using UnityEngine;
using Unity.Netcode;
public class ColorTrigger : NetworkBehaviour

{

public NetworkVariable<Color> m_NetworkColor = new
white);

private Material m_InstanceMaterial;

public override void OnNetworkSpawn()
{
m_NetworkColor.OnValueChanged += OnColorChanged;
MeshRenderer meshRenderer = GetComponent<MeshRenderer>();
if (meshRenderer != null)
{
m_InstanceMaterial = new Material(meshRenderer.material);
meshRenderer.material = m_InstanceMaterial;

UpdateMaterialColor (m_NetworkColor.Value);
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public override void OnNetworkDespawn()

{
m_NetworkColor.OnValueChanged -= OnColorChanged;

}

private void OnColorChanged(Color oldColor, Color newColor)

{
UpdateMaterialColor (newColor);

private void UpdateMaterialColor(Color newColor)

{

if (m_InstanceMaterial != null)

{

m_InstanceMaterial.SetColor(“_BaseColor”, newColor);

Korga urpok BxoguT B TpUITep, CKPUNT NepekstoyaeT CBOMCTBO 6a30BOro LBeTa
ak3emMnnapa matepuana. [nsa atoro ncnonbsyetcst NetworkVariable m_NetworkColor.

Pa36epém npmHuMn paboThbi:

- NetworkVariable xpaHuUT ¢pakTnyeckoe 3HayeHue LBeTa N CUHXPOHU3MPYET ero Mexay
BCEMW KNneHTamu. CKpUNT BbINOSIHAETCS U Ha CepBepe, U Ha KIMEHTax, HO NO YMONYaHuUIO
3anuceiBaTb NetworkVariable MoXeT ToNbKO cepBep; KIUEHTbI MOMYT NNLLb YNTaTb
3HayeHue Color.

- Co6biTne OnValueChanged o6HOBNSIET 6a30BbIM LBET MaTepuana Tpurrepa npu Kaxaom
nameHeHun NetworkVariable. Ckpunt nognuceiBaetcs Ha cobbiTne B OnNetworkSpawn u
otnucbiBaeTcs B OnNetworkDespawn.

NetworkTransform npegHa3HauyeH UMeHHO A/ AaHHbIX Transform - no3uumm, NoBopoTa U
MacwTaba, - Torga kak NetworkVariable MoXeT CMHXPOHU3MpOBaTb 6onee obLumMe JaHHble:
NPUMUTUBHbBIE TUMbI, MOSIb30BaTENIbCKME CTPYKTYPbI U ApYrMe 3HaYeHUss UTPOBOro COCTOSIHUSA.

Ha knueHTe Henb3s HanpsaMyto naMmeHnTs NetworkVariable, nockonbky npaso 3anucu
npuHagnexuT cepeepy. KNMeHT JomKeH 3anpocuTb U3AMEHEHNe Y cepBepa; cepBep 06HOBNSET
COCTOsIHWE U NepefaéT ero o6paTHO, NOCEe Yero KINeHT BUANUT pesynbTar.

[ns Takoro o6mMeHa ucnonbayetca RPC. YoanéHHbl BbI3OB npoLenyp no3sonseT ogHOMY
YCTPOMCTBY NOTPe6OoBaThb OT APYroro BbIMNOMHUTL AencTBme unmn o6HoBneHne. RPC MOXHO
OTNPaBNATb C K/IMEHTa Ha cepBep U B 06PaTHOM HanpasfeHUN.
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PaccmoTpum, Kak peanusoBaTtb RPC ans aton 3agaun.

CepBepHble RPC

KnueHnt obj.MyServerRPC()

KNUEHT

3apepxKa Mexay
cepeepom

MyS: RPC|
Ce pBep aunonuuercuya :;’)esrepuag Bepcum obj

CepBepHbli RPC yaanéHHo BbI3bIBAaeTCS KIMEHTOM U BbINOSHAETCS Ha cepBepe.

[lo6aBneHne RPC

RPC no3BonsoT yaanéHHo Bbi3blBaTb QYHKLMKN Ha cepBepe unu apyrux knneHtax. Metoga ¢
aTpmnéyTtom [Rpc(SendTo.Server)] KNMEHT BbI3bIBAET Ha CcepBepe, a MeToA C
[Rpc(SendTo.Client)] cepBep Bbi3bIBAeT Ha KNMeHTax. Takxe NoAfepXnBaeTcs ycTapesLni
cuHTakcuc [ServerRpc] u [ClientRpc] ana cepBepHbix U KnMeHTcknx RPC.

RPC noxo>w Ha 06bl4Hble MeTOAbl, HO [ONMKHbI COOTBETCTBOBAaTb HECKOIbKUM COTalleHUsIM:

- ATpuGYT Rpc: nomeTbTe MeTo aTpmuGyToM [Rpc] u ykaxunTte nonyyatens. Hanpumep,
[Rpc(SendTo.Server)] Bbi3biBAaeET METOA TOSIBKO Ha cepBepe.

- imeHoBaHue: nMsi MeToda AOMXHO okaHunBaTbes cyddukcom Rpc, Hanpumep DoSomethingRpc.

RPC nyullie NoaxoaaT Ans oTAesNbHbIX COBbITUI - AENCTBUN UrpoKa UK U3MEHEHWIA
UrPOBOrO COCTOSAHMA, KOTOPbIE HE TPeBYIOT HEMPEPbIBHON CUHXPOHU3ALMN.

[o6GaBbTe crnegytoume meToabl B cKpunt TriggerColor:

private void OnTriggerEnter(Collider other)

{
NetworkObject networkObject = other.GetComponent<NetworkObject>();
if (IsClient && networkObject !'= null && networkObject.IsOwner)
{

ChangeColorServerRpc(networkObject.OwnerClientlId);
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[Rpc(SendTo.

playerId)

Color newColor =
playerId % 2 == ? Color(@e, 0, 1, 0.5f) : Color(1, 0, 0, 0.5f);

= newColor;

B 0AMHOYHOM Urpe HY>XXHYI NIOrMKY MOXHO fo6aeuTb B OnTriggerEnter. B
MHOroMnoJib30BaTeIbCKON Urpe B3anMogencTBmst 06bIYHO 06pabaThiBatoTCs Yyepes
K/TMEHT-CepPBEPHbI 06MEH, YTOGbI COCTOSIHUA BCEX KIIMEHTOB OCTaBa/IMCb COrlacoBaHHbIMM.

BmecTto npsmoro nsmeHernnsa m_NetworkColor meTtog OnTriggerEnter nposepseT,
ABNSAETCH NN TEKYLNIA 9K3EMNNAP Urpbl KNMEeHTOM. Ecnu aa, oH Bbi3biBaeT
ChangeColorServerRpc v nepegaét OwnerClientld.

MeToz BbIGMpaeT HOBbIN LUBET N0 MAEHTUPUKATOPY UIPOKa - B 3TOM NpUMeEpPE YETHBIM
HOMepaM COOTBETCTBYET CUHUIA, HEYETHBIM KpacHbIN - n o6HoBnsieT m_NetworkColor.

VI3MmeHeHWe nepefaétcsa BCEM NOAKMHOYEHHBIM KIMEHTaM, MO3TOMY KaXkKAblN aK3eMnnsp
urpbl BUAMT ogmHakoBoe cocTtosiHne. Korga m_NetworkColor meHsieTcs, Ha Bcex
KnueHTax Bbi3biBaeTcs OnColorChanged 1 06HOBMSET LIBET MaTepuana Tpurrepa.

NetworkVariable meHsieT uBeT Ha
cepeepe
U CUHXPOHU3UPYET €ro y BCeX KIIMEHTOB

1 Tpurrep ebi3biBaeT RPC

OTa npocTasi MexaHvka eMOHCTPUPYET KIIMEHT-CepBEPHOe B3anMopeuncTBume.
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MexaHuka Tpurrepa

MprMep NPOCT, HO MOX0Xaa MexaH1Ka BCTpeyaeTcs BO MHOMMX
MHOromMosib30BaTeNbCKUX Urpax, rae AeNCTBUS UMPOKa Bbi3blBatOT BU3YyalbHble
N3MeHeHMa oKpyXeHusa. Hanpumep:

-B KOOI'IepaTVIBHOVI roJIOBOJIOMKE UrPpOKU MOTYT BO34eNCTBOBAaTb Ha OKpy>XeHune
KHOMKaMun 1 TpurrepamMmu. BusyanbHasa peakumsa UrpoBoro Mmpa Cry>XuTt o6LWuM CUrHanom
W MomoraeT cornacoBaTb SENCTBUS.

- B copeBHOBaTeNbHOM LUIyTEPE UFPOKM 3aXBaTbIBAlOT KOHTPOJIbHbIE TOUYKW, KOTOPbIE
YacTo OKpaLLMBAOTCA B LUBET Bafetollen UMW KoMaHabl. OTOT BU3yarbHbIA CUrHan
MOMOraeT Urpokam KOppeKTUpOoBaThb CTpaTeruio.

- B ceTeBbIx RPG oTAenbHble 061acT YPOBHA MOTYT HaknafAblBaTb YCUNEHUs, ocnabneHns n apyrue sapdekTo.

RPC n NetworkVariable

Bui6op mexay NetworkVariable n RPC npu CUHXpPOHM3aLMK faHHbIX 3aBUCUT OT 3agauu:

- NetworkVariable n NetworkTransform nogxogaT pis HENPEPbIBHO CUHXPOHU3NPYEMbIX
OaHHbIX: MO3ULUKUK, 300POBbA UK, KaK 3[ecCh, UBeTa Tpurrepa. B atom npumepe
NetworkVariable xpaHUT aKTUBHbIN LBET TpUrrepa.

- MpuMepbl: 300pOBbe, MO3ULNOHHbIE AaHHbIe, UFPOBOM CYET.

- YpanéHHole Bbi3oBbl Npoueayp (RPC) nyudlle NoAXOAaT NS OTAENbHbIX COBbITUN,
Hanpumep AeNCTBUIM UPOKa MU USMEHEHUIM COCTOAHMSA, He TPEBYHOLMX HENPepbIBHOM
CUHXPOHM3aumMn. B aToM npumMepe RPC coobLiaeT cepBepy, YTO UFPOK BOLLEN B 30HY
TpUrrepa, nocse 4Yero cepeep MeHsET LBET C YYETOM MAEHTUdUKATOPa UrpoKa.

- Mpumepsbl: JencTBus Urpoka - BbICTpesn Wiu npuMeHeHne CnocoBHOCTU; UrPOBble
COObITUSA - cO3faHne 06beKTa, Hayano urpbl nn nodega.

O6a MexaHu3Ma HeoGXoAMMbI OS11 CUHXPOHU3auun ceteon urpbl: NetworkVariable
ynpaBnsaeT AnmMTeNbHbIMU COCTOSAHUAMM, @ RPC - oToenbHbIMU COOBITUAMU U AENCTBUAMM.
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Cnepytowme npuMepbl NOMOryT onpegenuts, korga npumensatTb NetworkVariable, a korga RPC.

3apava/ RPC NetworkVariables
cucrtema
Ynpasnexue YBeAOMNAIT KNNEHTOB O Noaoope | XpaHAT MHBEHTapb KaXXJoro Urpoka;
WHBEHTapéMm nnu ucnonb3osaHun npegMeTa, ero | NetworkList CMUHXPOHU3MpPYET CNUCOK
po6aBneHun 1 yganeHuu. npeaMeToB.
BoeBasi cuctema | BbIMOMHAOT ataku 1 0cobble CUHXPOHU3MPYIOT 300POBbE, COCTOAHME
npuémsbl; RPC MOXeT HaHOCUTb UrpoKa n akTUBHbIE 3P PeKThbI.

YPOH 1 3dpdeKTbl.

B3aumopencTeue | 3anyckatoT AeNCTBUNA: OTKpPbITUE XpaHAT COCTOSIHME MHTEPaKTUBHbIX
C OKpY>XEeHMeM OBEPU UNW BKITHOYEHNE MEXaHU3Ma. | OGbEKTOB, HAaMPUMEpP OTKPbITa /M ABEpPb.

Llenn Coo6LWatoT O BbINOSIHEHUN LENW. OTcnexusatoT nporpecc, YNCno cobpaHHbIX
npeaMeToB U BbIMOJIHEHHDbIX 3a4a\.

MoppobHee cM. Ha cTpaHuue gokymeHTaumm RPC vs NetworkVariable.

[TpoeKkTnpoBaHMe MHOIrOMob30BaTENbCKON UTPbI

OcBouB ocHoBbl Netcode, npu paspaboTke BaXKHO MbIC/TUTb KaTeropusiMu ceTeBom
MHOFoMnoJib30BaTENbCKOM Urpbl. [loBeaeHUe, NPoCcToe B OAUHOYHOM UIPe, YacTo YCIOXHsSeTcs,
Korga ero Heo6xoAMMO BOCNPOM3BECTU Ha HECKOJIbKUX YCTPOMCTBAX C MOMOLLbIO
NetworkVariable unu RPC.

3apaHee cnnaHMpynTe CUHXPOHU3ALMNIO COCTOSHUN MeXAY KMeHTamMmu 1 cepepom. [ns
NOCTOSAAHHO O6HOBNSIEMbIX AaHHbIX cnonb3ynte NetworkVariable, ons otaenbHbIX COObITUM -
RPC. MNepepaBanTe TONbKO HEOGXOAMMbIE AaHHbIE, YTOObI COKPaTUTb CETEBOMN TPaPUK.

OAMHOYHYO NPy MOXHO Npeobpa3oBaTb B MHOrOMOMb30BaTENbCKYHO, HO O6bIYHO
adppeKTMBHEE YUNTbIBATb CETEBOM PEXMM C CaMOro Havyana. 3apaHee peLmnTe, Kakue o6beKTbl
N OeNCTBUA KOHTPOIMPYET CepBep, a Kakme - KNneHTbl. CepBepHble MOTHOMOYNSA fatoT
MaKCUMasnbHY 6e30MacHOCTb U COrNacoBaHHOCTb, HO OJ19 CHUXXEHUSA 3a0ePXKN HEKOTOPbIX
LEeNCTBUM UX cnepyeT pasyMHO COYeTaTb C MOSIHOMOYMSAMM KITMEHTA.

3agepxKa 4yacTo CTaHOBUTCH CepbE3HOM NPOBIEMON NPU CO34aHNUN CETEBOM UrpPbI.
[anee paccmMoTpuM eé BNMsiHME Ha MHOIOMONb30BaTENbCKUI NMpoLecc.

[ns BooxHOoBEHNUS nocmoTpuTe goknag Unite 2024 o HanGonee pacnpoCTPaHEHHbIX U
CepbE3HbIX OWKNBKaX NpU CO34aHUN MHOrOMNOb30BaTeNIbCKUX UIP U cNocoBax ux
n3oexarb.
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3ajepxKa

NPoOnN3BOANTESIBHOCTb CETH

Ecnu Bbl nrpanum OHJ'IaﬁH, TO HaBepPHAKa 3aMeyYal, Kak 3agepixKa yxyglaeTt sneyatieHune ot
nrpbl. HepocTtaTouHas nponyckHaa CNOCOBHOCTb N HECTabUIIbHOE COeANHEHNE npuBoaAT K
PbIBKam I'IepCOHa)KeVI, HepaBHOMepHOVI 4YacToTe KaapoB u 3aMeTHOM 3afep>XXKe BBoAa.

Tenepb, NOHMMas 0BMeH MeXAyY KIMEeHTaMn U CepBepoM, Nerko yBnaeTb NpuumnHy. MNpu
nepegave 4yepes MHTEPHET MHOroe MOXEeT MNONTU He TaK. [laxe ¢ MexaHn3MaMn HagEXHOCTH
Unity Transport UDP-nakeTbl CNOCO6HbI MOTEPATHCS, NPUNATU B HEBEPHOM MOPSIAKE Unn
NnoBpeanTbCA Mo NyTWU. BCcé 3TO BbI3bIBaAET 3a4€PXKKY, KOTOPYIO UFPOK BOCAPUHUMAET Kak nar.

VIMUTaUns 3a0epXXKu

YTOObI N3yUUTb U CMAMYUTb BUSAHUE 3a0epPXXKU BO BpeMsi pa3paboTku, B Unity Editor
MOX>HO UMUTUPOBaTb pasHble ceTeBble YCNoBKua ¢ nomousto Debug Simulator
KomMnoHeHTa UnityTransport unu Network Simulator.

Debug Simulator B Unity Transport

HacTtponte Debug Simulator B komnoHeHTe Unity Transport, 4ToGbl 406aBUTb MCKYCCTBEHHYHO
33ePXKY, OXUTTEP U NOTEPIo NakeToB. 3TU NapamMeTpbl HaxoaaTcsa B Inspector o6bekTa
NetworkTransport cueHbl. 3aganTe HECKObKO 3HaUYEHUN, UMUTUPYIOLLMX NEPerpysKy ceTu:

Latency: fo6aBnaeT 3afepXKy B MUNNCEKYHAAX AN UMUTaLMN MeANEHHOro COeIMHEHMS.
Hanpumep, 3HadyeHre 100 MC BOCMPOU3BOAUT YMEPEHHYIO CETEBYHO 3aflePXKKY.
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Jitter: po6aensaeTt Kone6aHus 3afepPXKNU, UMUTUPYA HECTaBUNbHbIE CETEBbLIE YCNOBUS.
Hanpumep, 3agaiTe 50 MC 1 MOCMOTPUTE, KakK HECTaBUNbHOE COeMHEHNE BNUSET Ha Urpy.

Packet Loss: 3ap0aéTt npoueHT oTépacbiBaeMblX MakeToB A8 UMUTaLMK NIOXOro KayecTBa CBA3M.
Monpo6yWTe yCTaHOBUTL MOTEPHO NAKETOB 5 %, YTOObI OLEHUTbL €€ BUSHME Ha UFPOBOM MpoLecc.

CHoBa 3anycTute urpy 1 NnoCMoTpuTe, Kak CMOAENNPOBaHHbIE YCNOBUSA BAUSIOT Ha VIFpOBOVI npouecc.

v Unity Transport

Unity Tral

HacTtponte Debug Simulator B Unity Transport.

Network Simulator

Network Simulator u3 naketa Multiplayer Tools no3BonseT TecTupoBaTb HeGNAronpPUATHbIE
ceTeBble YCOBUS U HAXOAUTb NPOBEMbI A0 BbinycKa Urpbl. OH UMUTUPYET CeTeBbIE COBLITUA:
pa3pbiBbl COEAMHEHUS, BCNIECKMN 3aAeP>KKM U MOTEPIO MaKeToB.

) @ Multiplayer Tools
Multiplayer Tools
¥ Tools
Network Scene Visualization Open
Available
Runtime Network Stats Monitor Add to scene

Available

Network Simulator | Add to scene \

Available

Network Profiler Open

Available

@ Installed Packages Package Manager

 Net e GameO version: 1.9.1
« Unity Transport ve 2.1.0
» Multiplayer Tools ve .0

YctaHosuTe Network Simulator n3 naketa Multiplayer Tools.

© 2024 Unity Technologies 6113 91| unity.com


https://unity.com/releases/lts
https://docs-multiplayer.unity3d.com/tools/current/tools-network-simulator/
https://docs-multiplayer.unity3d.com/tools/current/tools-network-simulator/#network-events
https://docs-multiplayer.unity3d.com/tools/current/tools-network-simulator/#disconnects
https://docs-multiplayer.unity3d.com/tools/current/tools-network-simulator/#lag-spikes
https://docs-multiplayer.unity3d.com/tools/current/tools-network-simulator/#packet-loss

% | CeteBas cumxpoHmsaums | CeTesas sapepxka 1 NPOM3BOAUTENLHOCTL | TeCTUpOBaHMe W 0TNaaKa CeTeBbIX Mrp |

« Metwork Simulator

d [WIFI

5000

nnectian

rations

MpoBepbTe BAMAHME 3agepXku ¢ nomolybio Network Simulator.

LOpyrve UHCTPYMEHTbI SMYNSILUUA CETEBbIX YC/I0BUMA

Debug Simulator u Network Simulator pa6oTatoT TonbKo B pefaktope. [na c60pok
NPUNOXEHUS 3a8ePXXKY MOXHO MMUTUPOBATbL C MOMOLLBIO APYTMX UHCTPYMEHTOB aMYNSALMM
ceTeBbIx ycnoeun. Hanpumep, clumsy ana Windows n Network Link Conditioner gns
macOS/iOS no3BonsAOT BOCNPOU3BOAUTb Pas3nnYHble CETEBbIE YCTOBUS U TLLATENIBHO
TecTupoBaTb Urpy.

Moapo6Hee cM. B pasfene «TecTMpoBaHWe U OTagKa» Janee B 9TOM PYKOBOACTBE.

YyueT BNUAHUA 3aflepXXKMU Ha MPOU3BOAUTENBHOCTb MPUOXEHUSA - OfHAa U3 MaBHbIX 3a4ay npu
pa3paboTke MHOronosb3oBaTenbCKUxX Urp. K cyacTtblo, cyLecTByeT psag nogxonos,
NO3BONAIOLWMX OCNabuUTb ee nocneacTeus. PaccMoTpumM HEKOTOPbIE U3 HUX.
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IHTepnonauua Ha CTOPOHE KMEeHTa

OfZVH 13 CNoCco60B YMEHbLUUTb BUSIHUE 3a4ePXXKN - MHTeProNsums Ha CTOPOHE KINeHTa.
Mpw TakoM NOAXOAE KINEHT He OTOBpaXkaeT COCTOsIHME CPa3y, @ HAMEPEHHO OTKNaabIBaeT
OTPUCOBKY Ha HEBOSbLUOW UHTEPBAN UHTEPNONSALIN.

B KNMEHT-cepBepHOM TOMOMOMMMN KIIMEHT 06bIYHO OTOGPaXaeT COCTOAHUE, OTCTatoLee OT CepBEepPHOro
NPUMEPHO Ha NOMTOBUHY BPEMEHU KPYroBOro NPOXoXAaeHus curHana (RTT). MIHTepnonsaums Ha CTopoHe
KNMeHTa [06aBnseT K 3TOMY elle OAHY HaMepPEeHHYHo 3aepPXKy.

Pa6oTas c He6OMbLUMM OTCTaBaHMEM, KITMEHT MOXeT 6ydpepn3oBaTh NOCTyNaroLime C cepBepa
06HOBIeHUA cocToAHMA. Korga npuxoauTt BpeMs oTo6pasuTb Creaytoliee 06HOBEHME,
KSIMEHT BbIYMCNIAET MHTEPMONMPOBaHHOE COCTOSAHWE MO ABYM MOCNEAHUM CePBEPHbLIM TUKaM.

Bydep nossonseT KNNMeHTy BbIBOAUTL OGHOBIEHUA PaBHOMEPHO, AaXe eCiin cepBepHble TUKW MOCTynatoT
HeperynspHo u3-3a gxutrepa. IHTepnonnpoBaHHble COCTOSIHUS CKPbIBAKOT HEGONbLUYHO 3af4epPXXKY U
Apo>KaHne BpeMeHU O0CTaBKU.

By¢depusoBaHHbIN TUK TN CepBepa NOCTYNaIoT HEPaBHOMEPHO,

C AXKMTTEPOM, U3-3a pas/IMuMN B 3afepiKKe

el - S N W NN N D N D N N

Tuk cepeepa 1 Tuk cepeepa 2 Tukcepeepa3  Tuk cepeepa a Tuk cepeepa’5 gg TUK cepBepa 6 Tukcepsepa7 Tukcepsepa8  Tukcepsepa g Tukcepeepal0 g Tuk cepsepall

Seer, \ \ B e T RS ~\ I N\

KNVEHT

Kagp knuental  Kappknwenta2 o Kaap knuenta3 Kap knwenTa 4y, Kagp knenta 5, Kanp knuenTa 6 o Kanp knuenTa 73 Kanp knuenta 8

KNVEHT

Bydepunsaymus TMKOB N03BONSET BbIAABATh NX
Ha K/IMeHTe C paBHOMEPHOMN YacToToN

KnueHT oTo6paxaeT MHTePNoMpoBaHHbIe COCTOAHUA U3 Bydepa.

B Netcode for GameObjects MHTepnonsAuna Ha CTOPOHE KIIMeHTa BK/IKOYaeTCsl NapamMeTpom
komnoHeHTa NetworkTransform. MapameTp Interpolation MHTepnonMpyeT NonoxeHue,
NoBOPOT U MacLwTad cooTBeTcTBYtOWero GameObject.

B ~ Network Transform

Syncmg

0.001
@
0.01

Delivery

Use Unreliable

Configurations

VHTepnonaumsa Ha CTopoHe KnueHTa BkntoyeHa B NetworkTransform.
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YYTUTE, UTO MHTEPMNONALMA Ha CTOPOHE KNIMeHTa Hen3BeXXHO f06aBNAeT HeGOosbLUYHO
3a4epXKKY OTPUCOBKMU.

[MpOrHo3npoBaHMe 1 ynpexaeHne Ha CTOPOHe KIMEeHTa

B npepgpliaywem npumepe ClientNetworkTransform nepegaeT KNMeHTY HeNnocpeacTBEHHOe
ynpasfeHne nepemMeLleHnem Urpoka, NnoaTomMy mrpa owyulaetcs 6onee oT3biBUMBOM. OgHaKo
BO MHOMMX Urpax KNMeHTcKas aBTOPUTETHOCTb HegonycTuMa ns-3a Tpe6oBaHMN UFPOBOro
An3alHa, YeCTHOCTM U 6e30MacHoOCTH.

3aueM Hy)>XeH aBTOPUTETHbIW cepeep

B copeBHOBaTe/bHbIX Urpax, raoe 0Co6eHHO BaXHa YeCTHOCTb, KIMeHTCKasi aBTOPUTETHOCTb
no3BOJiIAeT UrpoKaM XYJIbHUYaTb U UCNOJIb30BaTb YA3BUMOCTU, USMEHAA KNWMEHTCKMI KOA UK
JaHHble. Virpam co CnoXHbiM B3aMMOLENCTBUEM WUrPOKOB 1 OB6LLNM UFPOBbIM MUPOM 4acTo
HY>XeH aBTOpMTeTHbIVI cepBep: OH o6ecrneymBaeT LeNoCTHOCTb JaHHbIX, NPensaTcTeByeT
BMeLWaTeNnbCTBY U Noaaep>XxXmeaet ep,VIHOO6pa3HbIﬁ MrpOBOﬁ npouecc ona secex y4aCTtHUKOB.
Takow nogxop, COXpaHAeT paBHble ycnoBua U LeNTIOCTHOCTb Urpbl.

Moatomy BmecTo ClientNetworkTransform, roe o6bekToM ynpaBnseT Bnageney,
ucnonb3yeTcs cTaHgapTHbIN KoMnoHeHT NetworkTransform. B aTom cny4yae BBOA KNneHTa
He ynpaBsnseT UrpOKOM HarnpsiMyto - yrnpas/ieHWe 0CTaeTCs TONbKO y cepBepa.

06beKT
Ha cepeepe

Cmopenuposats
HoBOE

| ABWXKeHWe

NetworkTransform
CMHXPOHU3NpYeT
nosuumio

OTnpaeuTb
BBOA

06BeKkT O6BbeKT

Kn UEeHT Ha KnueHTe Ha K/ineHTe

KIMEHT

MepemeweHne NetworkTransform nog ynpasneHMem aBTOpUTETHOIO cepBepa.

OfHaKo aBTOPUTETHOCTL CepBepa MOXeT YCUINBaTb BMAHUE 3aAepXKKUN. KITMeHT He
ynpaBnseT NepcoHaxem Ha sKpaHe HanpsaMyto, a oTnpaBnseT BBOA Ha cepeep. CepBep
06pabaTbiBaeT ero, BbINOMHAST CUMYSIALMIO U BbIYUCAAET COCTOAHME Urpbl. KNUMeHT MoXeT
nokasaTb CliefyHoLmi1 Kagp TONIbKO Noce NonyyeHUsa pesynbTaToB STON CUMYNALMM.

Mpn ncnonb3oBaHUN aBTOPUTETHOrO CepBepa UrPOK 3amMeydaeT 3afep>XKKy, Noka AaHHble uayT
OT K/IMEHTa K cepBepy 1 06paTHO. [T03TOMY KITMEHT 06bIYHO OTCTaeT OT cepBepa, 0CO6EHHO
korga UDP-nakeTbl nepefatoTcs Yepes UHTEepHeT.
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[ns MHOMMX aneMeHTOB Urpbl TaKOe OTCTaBaHUe NpUeMIEMO, HO B Cllyyae rnepcoHa)xa
UIrpoOKa OHO MOXET NCNOPTUTL OLLYyLEeHWe OT ynpaBJieHUA N 3aTPpyaAHUTb UTpy.

Kak pa6oTaeT NporHo3MpoBaHue Ha CTOPOHE K/IMeHTa

I'IporHosmposaHme Ha CTOpPOHEe KNMeHTa NoMoraet KoMneHCHUpoBaTb 3aepXKy,
BO3HUKAIOLWYH Npu cepBepHoﬁ ABTOPUTETHOCTMW. He poxupasach oTBeTa cepBepa, KNNeHT
NPOrHO3nNpyeT COCToAHNE UTPbl Ha O0NTKO CeKyHAbl Brepe n cpasy OBGHOBNAET N306paxeHune.
Moaxopd HasblBaeTCHA NPOrHO3npPoOBaHUEM, NOTOMY 4YTO K/IMEHT elle He 3HaeT dakTnyeckoe
COCTOAHME, paCCUYUTaHHOE CepBepOM.

Bnarogaps aTomy JencTBus Urpoka HemepgneHHo nonay4yaroT BVI3yaJ'IbeIVI OTKNUK, U
ynpasneHune owyuaeTca OT3bIBYMBbIM.

06beKT
Ha cepBepe

CEPBEP

06beKT O6beKT

Ha KineHTe Ha KinenTe
. —————————
KnMeHT KnueHT nporHosnpyer
HOBOE ABWXEHNE Anst
KIVEHT MrHOBEHHOrO OTKNNKa

KnMeHT NporHo3npyeT COCTOsIHWE Urpbl.

O[HOBPEMEHHO KIIMEHT OTNpaBnsaeT AeICTBUA UFPOKa Ha cepsep B nakeTe. Cepsep nonyyaet
nakeT C BBOAOM, 06pabaTbiBaeT faHHbIE U BbIMOHAET CUMYNALMIO, OPMUPYA STaSIOHHOE
aBTOPUTETHOE COCTOSIHWE Urpbl. 3aTeM CepBep OTMNPAB/IAET 3TO COCTOAHUE KIINEHTY.

c e p Be p uaucﬁe‘;weagpe

N O6pa6oTath
CEPBEP nepemeuienu
e

OpHoBpemeHHo NetworkTransform
oTnpaBuTh CUHXPOHU3UpYeT
BBOA Ha CepBep

0O6bekT 0O6bekT

KﬂMeHT Ha KNMeHTe Ha KnMeHTe

KnueHT nporHosupyet
e e ] KnueHT noaTeepXAaeT
KJWMEHT MrHOBEHHOrO OTK/IMKa aBTOPATETHOE

cocTosHKe

Bpemn kpyronoro

Fo6xona (RTT)

Cepsep BO3BpaLlaeT aBTOPUTETHOE COCTOSIHME.
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CornacoBaHue U oTKaT

3aTeM KNUeHT CpaBHMBaeT aBTOPUTETHOE COCTOAHME C YNpeXAeHHbIM U ULLEeT pa3ninyuna. Ecnu
COCTOSIHUA JOCTAaTOYHO 6IM3KKU, HUYEro ncnpaBnAaATb He HY>)XHO U Urpa npoaosiXaeTcd.

I'Ipvl CYyLeCTBEHHOM pPacXoxXxaeHnn, KOTopoe TakXXe Ha3blBakoT paCCMHXpOHVBaLI,I/IeVI, KITMEHT OO0JIKEeH
CKOpPpPEeKTUpoBaTb CBOE COCTOAHME B COOTBETCTBUN C aBTOPUTETHbIM COCTOAHMEM CepBepa. aToT npouecc
Ha3blBaeTCA cornacoBaHneMm.

- O6paGotka =TT o ~~ """ O6pacotka
RBWKeHUA RBUKeHUA

06beKkT 06beKT

C epBep e Ha cepsepe Ha cepBepe

CEPBEP

3apepxia 2 migg 3apepxia
BbiskiBaeT
sanasgsiBanme sanaspeiBanme

Bsoa 1 Bsog 2 Curxp.
otnpasnen otnpasnen

Wa cepeep Wa cepeep
%omo:upya / KnueHT nporHosupyer \
‘ABMeHMe N0 BBOAY 1 ABUXeHHE N0 8B0AY 2

06beKT 06beKT 06beKT 06beKT 06beKT
KnueHT Ha KneHTe . _ Haknmente > Haknmente Ha knuetTe Ha knenTe

KNVEHT Mosuuusa 0 Mosnumsa 1 Mosuuus 2

CUHXPOHMIUPYeT CUHXPOHMIUDYET &
asTopuTeTHyio asTopuTeThyio
nosuuuio nosuuuio

VHTepBan kaapos ViHTepBan kaapos
KnuenTa KnueHTa

KnueHT nony4yaeT HecoBrnagarolLlee COCTOAHME - MPOUCXOAUT PAaCCUHXPOHM3aLUUS.

YTO6bl KOMMEHCUPOBATb 3afePXKY, KIMEHT XPaHUT UCTOPMIO BBOAA U MPOrHO3MPYEMBbIX
COCTOSIHMIA 32 onpefeNieHHoe YNCIIO KagpoB. Mpu pacCMHXPOHM3aLMK OH OTKaTbIBaeTCs K
nocnegHemMy KOPPeKTHOMY COCTOSIHMIO, NONYyYeHHOMY OT CepBepa, a 3aTeM MOBTOPHO
BbINOHAET CUMYMALMIO C NPaBUIIbHBIMU BXOAHBIMU AaHHbIMU. Tak COCTOSIHUE KITMEeHTa CHoBa
CUHXPOHU3UPYETCS C CEPBEPOM.

~[OBRABGTE] == === m=mm=m m = = m .= - OGBROGTRA = A S m
ABIOKeHUS BBIDKeHU

06beKkT 06beKT
Ha cepsepe Ha cepBepe

3apepxia 2 migg 3apepxia
BhisLiBaeT BhisbiBaeT
sanasgsiBanme sanaspeiBanme

Cunxp.
oTnpaenen oTnpasnen
Ha cepep Ha cepeep

%omo:upya KnueHT nporHosupyer
‘ABMxeHMe N0 BBOAY 1 ABUXEHHE N0 8B0AY 2

06beKT 06beKT 06beKT 06beKT 06beKT
Ha KMeHTe . . HaKameHTe » HaknneHte Ha KnMeHTe Ha KMeHTe

KNVEHT Mosuuusa 0 Mosnumsa 1 Mosuuus 2

Cepeep Cepeep
cunxponmapyer chRXpORMIDYST &
asTopuTeTIYIo asTopuTeTIyio
VHTepBan kaapos ViHTepBan Kaapos

KnnenTa KnueHTa

TMpuHATL 3HaueHMe cepBepa u MoaTeepauTh
BTOPUTHL aBTOpUTETHOE
cumynaumio ¢ Beoaa 1; 3HayeHue No3uyum 2
CKOpPeKTUpPOBaTh
[BBMXEHUE [0 NO3NLNM 2

KnueHnt YCTpaHAET PaCCUHXPOHU3ALUIO NyTEM COrslacoBaHuA.
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B ogHOM Kapgpe KIMEeHTY nHorga npuxogauTcs NOBTOPHO NPOCYMTbIBATb Cpa3y HECKOJbKO
KafpoB, MO3TOMY CETEBOE MPUITOXEHNE TpebyeT 60MbLUe BbIYUCUTENbHBIX PECYPCOB.
OpfHako cornacoBaHue 1 0TKaT MNO3BONSAKOT COXPAHUTb NAABHOCTb U LENOCTHOCTb UFPOBOrO
npouecca gaxe npu ceTeBOM 3afepxke.

YnpexpeHue Ha cTopoHe KnueHTa B Netcode for GameObjects

Netcode for GameObjects nogaep>XxuBaeT KNMEHTCKOE ynpexXxaeHue - yNpoLLeHHbIN Cnoco6 padoTbl €
3aflep>KKom 6e3 MOSIHOLEHHOro NPOrHO3MPOBaHMWS U COrNTacoBaHWsl Ha CTOPOHe KnneHTa. [1nsa aToro
MCNONb3YOTCA Ceayowmne KOMMNOHEHTbI:

- AnticipatedNetworkVariable<T> - 0606LWeHHbI KOMNOHEHT AN151 CKansAPHbIX U NPOCTbIX TUMOB
OaHHbIX: LIeNbIX YNCEN, YNCEN C NnaBatoLLen 3anaTomn, ueeToB 1 T. N. OH NOAXoauT AN CBOWCTB,
He oTHocswWwmMxca K Transform, HanpuMep 340POBbS, CYETa UM COCTOAHUS NpegMeTa.

- AnticipatedNetworkTransform pa6oTtaeTt aHanornyHo AnticipatedNetworkVariable, Ho
npegHasHayeH gnsa gaHHblx Transform: nonoxeHus, NoBopoTa 1 MacluTaba.

KrnmeHTckoe ynpexaeHue faet Urpoky HemMeaneHHbIN BU3yarnbHbIA OTKINK, MOKa KIMEHT
0XWIaeT aBTOpUTETHOE OGHOBIIEHUE OT cepBepa. bnarogapsa aToMy urpa owyliaeTtcs 6onee
0T3bIBYMBON. Hanpumep, B NnpocTtom npumepe ColorTrigger KAMEHT MOXEeT cpasy nokasaTtb
M3MeHeHWe LBeTa 06bEeKTa C GENOro Ha CUHWUM, HEe JOXNIAsACh MOATBEPXAEHNA cepBepa.

B3aumopencTtene knmeHTa u cepBepa npu ynpexaeHun ebirMagnuT npuMepHoO Tak:

KnueHT oTnpaensiet sanpoc KnueHT nonyyaer komaHay

e, e o Novcatune T C VT e et

KnueHt LBET CTaHOBUTCSI CUHUM. LiseT ocTaércs cuHUM.

KNMEHT

\ Cepsep nonyyaeT coobLieHne /
W yCTaHaBNMBaeT CUHUN LiBET

KnueHt ynpexaaeT COCToAHUE Urpbl.

AnticipatedNetworkVariable<T> n AnticipatedNetworkTransform pasgensitoT 3HayeHus Ha
ynpexgaeHHoe (Bu3yanbHoe) U aBTOPUTETHOE COCTOSHMS.

YnpexgeHue - 3To NPOrHO3MpPyeMoe KIIMEHTOM COCTOSIHWE, KOTOPOe 06eCrneyunmBaeT Urpoky
HeMeNeHHbI NoKanbHbIA OTKNIMK. ABTOPUTETHOE COCTOsIHWE onpenenseT cepeep. Monyuns
OGHOBJIEHME CepBepa, KNEHT CpaBHMBaeT 06a COCTOAHMSA. ECNM OHU 3aMETHO pacxopaaTcs,
KIIMEHT KOPPEKTUPYET CBOE COCTOSIHWE MO CEPBEPHOMY, COXPaHSA COrnacoBaHHOCTb
MeXay BCeMu KIIMeHTaMu.
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Vicxopnuiit user  KIMeHT sanaér cunuii user. OGLeKT OXMAAET CHHMiA LBeT

KnuewT nonyuaer cunwit user. el Knuent nonyuaer kpacHbii uger.
Knuent 06beKTa - Genbiit @NbHO OH YXe CUHUA. W oTBeT cepepa LiseT ocTagrcs cuHum. UMM

LiBeT CTaHOBUTCS KPAaCHBIM. Tenepb yset

oBbeKTa kpacHsiii

KIMEHT

Cepaep nonyuaer coobuienme Cepaep nonyuaer coobuienme /
Ceneep W Sanagr Cui uset  SAagT KpaCHMA UBST

Vcxopuuiit user | KAMEHT 33088 KpacHbii useT.

e Knuen nonyuaet cunmi use. Knent nonysaer kpacwbii user. |
IO ORI AoeT: | TIOKaNbHO OH yXKe KpacHBiM. 3

O6beKT OXUAALT KpaCHBIN LBeT YcTapesume fakHbi Liger o6bekTa - 'lBeT CTaNOBATCH KpACHBIM. BeT 06beKTa
W oTBeT cepaepa WrHopupytoTCS. KpacHbii ocTagTCH KpacHsIM

KIMEHT

Tlo Bpemeny oTnpaski
cooBueHme ycTapeno.

KnneHTCcKoe ynpexaeHne MoXeT UTHOPUPOBaTh YCTapeBLUME AaHHbIE.

Mpyn KNMMEHTCKOM YyNpeXXAeHUM HEOBXO0AMMO YUNTbIBaTh KyCTapeBLUME faHHblE» - OBHOBNEHNMS
cepBepa, oTpaxkaroLme 4enNcTBUs, KOTopble MPOM3O0LLAN A0 NOCNeHEro 3anpoca KnneHTa. B
Netcode for GameObjects ceoncTso StaleDataHandling npegnaraet gBa BapuaHTa 06paboTKK:

- StaleDataHandling.Ilgnore nrHopupyeT ycTtapesLune faHHble U COXPaHsSeT ynpexaeHHoe
3HayeHune. OTO MONEe3HO, eCN COCTOSIHME MEHSIETCA BbICTPO U M306PaXxeHne HaunHaeT MepLaTb.

- StaleDataHandling.Reanticipate o6pa6aTbiBaeT ycTapeBLUNe AaHHbIE KaK 00blYHOE
0GHOBNEHMWE CcepBepa: BbIMOMHSET OTKaT M MOBTOPHOE yNpeXaeHne, BOCMPOM3BOASA BBOSA,
UrpoKa Ansi CoXpaHeHUst CornacoBaHHOCTW.

YTOo6bI U36eXaTb Pe3KMX BU3yasbHbIX CKaUKOB MPU PAaCXOXAEHUN CePBEPHbIX 1
YNPEeXAEHHbIX 3HaYeHWit, UCMONb3yiTe LOCTYMNHbIM 060MM KOMMOHEeHTaM MeTog Smooth.

MeTtog Smooth NpuHUMaeT HayanbHOe U KOHEYHOE 3HaUYeHWs], @ TaKXe ANUTENbHOCTb CrnaXunBaHusl.
OTO NOMOraeT COXpPaHWUTb MNaBHbIA U OT3bIBUMBbLIN BU3YyasibHbIN OTKIMK NPU CETEBON 3afepikKe.

KnuneHTckoe ynpexaeHne noBbilaeT OT3bIBUUBOCTb UrPbl, OAHAKO 3TOT yI'IpOLIJ,EHHbIﬁ noaxopn
OXBaTbliBaeT He BCe CJly4aun 3aeP>XKN U ceTeBbIX HeNnoslaaokK.

O6paTV|Te BHUMaHMe: ond NoOIHOUEHHOro OTkata U corjiacoBaHuA HY>XXHa
neTepMmMHMpoBaHHad (I)VI3I/I‘-IECK8F| cuncrtema, B KOTOpOIZ OANHaKoBble BXOAHble AaHHbIe
Bcerga aakwT O,U,VIHaKOBbIVI pe3ynbtaTt (CM. HVI)Ke). TonbKO Tak MOXHO TOYHO OTKaTbiBaTb U
MOBTOPHO MPOCHYUTbIBATb COCTOAHUA UTPbI. be3 AeTepMnUHU3IMa CMMynaunm KnneHTa un
cepBepa MOryT pacxoamUTbCsl.

Netcode for GameObjects He nogaep>xvBaeT 4ETEPMUHUPOBAHHYIO GU3NKY, HEOBXOAUMYO
Ana NOJIHOUEHHOr o KJIMEHTCKOrro nporHo3npoBaHUA N KOMNeHCauun 3agep>XXkKun. BmecTo aToro
nakeT npepfiaraet 605ee NPOCTOE PeLLEeHNE Ha OCHOBE KIIMEHTCKOr0 YNPeXAeHus 1
Crla>kmuBaHua, KOTOpoe NnoBbilaeT OT3bIBUNBOCTb 6e3 NosHOM CUCTeMbl OTKaTa.
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HeTepMuHnpoBaHHasa ¢pusnka

[eTepMnHMpoBaHHas dunsnyeckas cCucTeMa rapaHTMpyeT, YTO NPU OAMHAKOBbIX
HayanbHbIX YCNOBUAX N BXOLHbIX AAaHHbIX CUMYNALUMA BCcerga facT O4MHaKOBbLIN
pesynbTaT. Netcode for GameObjects ncnonb3yeT BCTPOEHHbIN GUINYECKUI OBUXKOK
Unity, KOTOpbIN He ABNSeTCH AeTePMUHUPOBAHHbLIM: MOBTOPHbLIN 3anyCcK CUMYNSALUN C
TeMU Xe BXOAHbIMU AaHHbIMWU HE FrapaHTUMpyeT MAEHTUYHOro pesynbTaTa.

Netcode for Entities, HanpoTue, nogaep>xunsaet Unity Physics n Havok Physics ¢
BO3MOXHOCTbIO AeTEPMUHUPOBAHHOW cuMynsaumun. bnarogaps atomy naket
o6ecneymBaeT NOSIHOLEHHOE NPOrHO3MPOBaHUE Ha CTOPOHE KITMEHTA.

MporHo3upoBaHue Ha cTopoHe knueHTa B Netcode for Entities

Netcode for Entities npefocTtaBnsieT pa3euTble CpeacTBa KIIMEHTCKOro NPOrHO3MPOBaHWS U
KOMMEHCcaLUMM 3aAepXKN. [11a KaxA0N CYLLHOCTU Ha KIMEHTE U cepBepe BhINOJSHAETCS
OOMH M TOT e KO CUMYAUMU. [T03TOMY KIIMEHT MOXET NPOrHO3UPOBaTb COCTOSIHWE UMPbl
Mo BBOZY UIrpoKa W faBaTb HEMeAJIeHHbIN OTKIIMK, He OXuaas OTBeTa cepaepa.

MonyumB OoT cepBepa NOCNefHUA CHUMOK, KITMEHT OBHOBISIET UM BCE MPOrHO3MpyeMble
cywHocTu. 3aTem oOH 3anyckaeT PredictedSimulationSystemGroup. OTa rpynna cuctem
BbIMOSHAET CUMYNALMIO OT CaMOro CTaporo COXPaHEHHOro TUKa A0 TEKYLLEro LLeneBoro
BPEMEHW: OTKaTbIBAET N 3aHOBO MPOCUYNTLIBAET COCTOSIHNE UIpbl. TakoM npouecc ucnpasnseT
pPacxoXneHus 1 Noaaep>XXmMBaeT CUHXPOHU3ALIUIO C aBTOPUTETHBIM COCTOSAHUEM CepBepa.

Ha cepBepe UMK NporHo3MpoBaHus BbIMOMHAETCA OAUH pa3 3a kagp. Cepeep
OBHOBNSIET aBTOPUTETHOE COCTOSIHUE UMPbl U OTNPABNSAET €ro KINEHTY.

KNMEeHT XpaHWUT MCTOPUIO BBOAA M MPOrHO3UPYEMBIX COCTOSHMIA. MpU PACCUHXPOHU3ALMN OH
OTKaTbIBaeTCA K NociegHeMY KOPPEKTHOMY COCTOSIHMIO CepBepa M MOBTOPHO MPOCYUTLIBAET Urpy
C NpaBWIbHBIMU BXOAHBIMU JaHHbIMU. TaK KJIMEHT OCTAETCS CUHXPOHU3UPOBAHHBLIM C 3Ta/IOHHbIM
COCTOsIHVEeM cepBepa.

Netcode for Entities Tak)xe nogaep>XuBaeT paclUMPEHHbIE BO3MOXHOCTU GUNKMK:

- Heckonbko CI)MSVI‘-IGCKMX MWPOB: NOKalbHble ¢VI3VIH€CKVI€ cumynaummn, Kotopbie He HY>XKHO
pennanumpoBaTb NoO CeTu.

- Monb3oBaTenbCckue (')I/I3VI‘-IeCKVIe MPOKCKU: NO3BONIAKOT ghOSt-CyLIJ,HOCTHM B3aVIMO,D,eIZCTBOBaTb
C ¢M3VI‘-IeCKVIMVI O6'beKTaMVI, CyWweCTBYOWNMMHN TOJIbKO Ha KNneHTe, HanpuMmep C ob6nomMKamu.

- leTepMUHUPOBaHHaA pusnyeckasa CUMyNAUNS: NMPU OOUHAKOBbIX BXOAHbBIX OAHHbIX KITUEHT
n cepeep nony4vyaroTt OAMHaKOBbIN pe3ynbTaTt, N0O3TOMY UX COCTOAHUA OCTAKOTCA
cornacoBaHHbIMU.

GhostPredictionSmoothingSystem crnaxxmeaeT OLWIMOKM NPOrHO3MPOBaHUS NPU Nepexoae Mexay
NPOrHO3MPYeMbIM 1 aBTOPUTETHBIM COCTOSIHUAMM U NOAAEPXKMBAET NOMb30BaTeNbCKNE anropuTMbl
CrnaxwvBaHus.
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CoueTaHuMe NporHo3MpoBaHUs, oTkaTta, KOMMeHcaunn 3agep>XXKn U CrnaxkuBaHusa cBoguT
K MMUHUMYMY BNiAHNE CeTU, NOMOorad CoxXxpaHnUTb LLEeTOCTHOCTb U OT3bIBYMBOCTb UTPbI.

CpasHuM nopxopabl Netcode for GameObjects n Netcode for Entities K KTMEHTCKOMY MPOrHO3UPOBAHMIO:

XapakTtepuctuka Netcode for GameObjects Netcode for Entities
MporHo3upoBaHue | OXxMAaHWe Ha KNNEHTE: KINEeHT MonHoe NPOrHO3npoBaHWe: KIUEHT BbIMOHAET
npegyragbiBaeT OTBET cepaepa. TOT e KOf, CUMYNALNK, YTO 1 cepBep.
CHUXeHne MpepyragpiBaeT pesynbtaT Mcnonb3yeT oTKaT 1 NOBTOPHYHO CUMYASLMIO
3af,epPXXKu cepBepa U CrnaxXmBaeT nepexoabl. | 419 UCNPaBNeHUs PaCCUHXPOHM3aLMN.
CHUMKMU fIBHO He UCMONb3YIOTCA. MpeacTaBAsloT COCTOSHME UMPbl B KOHKPETHbIE
MOMEHTBI.
KomneHcauus YNpoLlwéHHas Moaens ¢ . MonHaa KomneHcaums 3aepXKn ¢
3aepPXXKun napameTtpamu StaleDataHandling. | o6palieHrem K Mrupam CTONKHOBEHUN.
dusnyeckue OrpaHnyeHo KINEeHTCKUM B3anmopencTame NporHo3mpyembix 1 TONbKO
B3aUMOAENCTBUSA | MPOrHO3NPOBAHUEM C . KIIMEHTCKUX GUINYECKMX MUPOB.
ynpexaeHnem npeo6pasoBaHui.
CrnaxuBaHue MeTop Smooth ana oxuaaembix GhostPredictionSmoothingSystem crnaxusaet
3HaYeHuNn. nepexoabl MeXxay NPOrHo3vpyemMbiM U1
aBTOPUTETHBIM COCTOSIHUEM.
MpumeHeHune MpocTble Urpbl C MFHOBEHHOM CnoXHble Urpbl, TpebyoLune TOYHOM
BM3yaslbHOW 06PaTHOM CBA3bIO. CUHXPOHM3ALMN COCTOSIHUS.

M Netcode for GameObjects, n Netcode for Entities npegocTaBnstoT MexaHU3Mbl KITMEHTCKOMO
NPOrHo3MpoBaHWs 1 KOMMeHcaummn ceTeBomn 3aaepxku. Netcode for GameObjects npegnaraet
YNPOLLEHHYIO MOAENb KIMEHTCKOro ynpexaeHus, a Netcode for Entities - 6onee passuTyto
CUCTEMY C MOSHOLEHHbIM NPOrHO3MPOBaHWEM, OTKATOM U KOMMNEHCaLMen 3agepXKu.

© 2024 Unity Technologies

70 13 91| unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/Packages/com.unity.netcode@1.4/manual/physics.html
https://docs.unity3d.com/Packages/com.unity.netcode@1.4/api/Unity.NetCode.GhostPredictionSmoothingSystem.html
https://docs.unity3d.com/Packages/com.unity.netcode@1.2/api/Unity.NetCode.GhostPredictionSmoothingSystem.html

TepmuHbl Netcode for Entities

Netcode for Entities ncnonbayet Entity Component System (ECS) u Data-Oriented
Technology Stack (DOTS). 3ToT nogxop oTAnYaeTcs oT paGoyero npouecca
MonoBehaviour B Netcode for GameObjects. Hnxe nepeuncneHbl TEpMuHbI,
KOTOpble MOTyT 6blTb BaM HE3HAKOMbI:

Entity (cywHocTb): B ECS aTo 6a30Bas eanHu1La AaHHbIX, MPeACTaBNAaoLWan oTAebHbIA UTPOBON
06bEKT UM KOMMOHEHT. CYLLIHOCTM JIerKOBECHbI U CoflepKaT TOMIbKO AaHHble, HO He NnoBefeHue.

Game world (MrpoBoi Mup): BCA cpefa, B KOTOPO MPOUCXOAUT Urpa. B Hee BXoOAT BCe
CYLLHOCTM, UX COCTOSIHWS U NpaBuia B3aMMOAEUCTBMS.

Collision world (M1p CTONKHOBEHMI): COCTOSIHNE BCEX PUINYECKMX OGBHEKTOB UIPOBOro
MUpa, BKKOYas NX NOMOXXEHNE, CKOPOCTb M B3aUMOLENCTBUS. Vicnonb3yeTcs ans
06GHapy>XeHWs CTOIKHOBEHUN U GUINYECKON CUMYIISILIMN.

Snapshot (cHuMoK, unun ghost snapshot): Ha6op AaHHbLIX O COCTOAHWUU UrPbI B
onpepeneHHbIn MOMEHT BpeMeHW. KNMeHT 1 cepBep Nepnoamnyeckm CUHXPOHU3INPYIOT
COCTOSIHWE UIPbl C MOMOLLbHO CHUMKOB.

Ghost: ceTeBas CcylHOCTb, pennuuupyemMas Mexay CepBepoMm U KIMeHTaMu. B kaxaom
Kagpe cepBep OTNpaBAeT KNMEeHTY CHUMOK TEKYLLEero CoCToAHMA BcexX ghost-cyLiHoCTeN.
OHU CUHXPOHM3MPYHOT CYLLHOCTK, YTOGbI BCE UMPOKM BUAENN COrflacoBaHHOE COCTOAHME
UrpoBOro Mupa.

Predicted ghost (nporHo3snpyemas ghost-CyLLHOCTb): KNMMEHTCKas CYLUHOCTb, KOTOPYH
JIOKaNbHO CUMYNUPYHOT ANS HEMeLJ1IEHHOrO BM3yaslbHOro OTK/IMKa Ha AEeNCTBUS
UrpoKa N CHUXEHUS BOCMPUHNUMAEMOM 3afepXKu. Micnonb3ynTe Takue CyLHOCTN ons
0GBHEKTOB MOL, HEMOCPEACTBEHHbLIM YNpPaBleHNEM UFPOKa N APYTMX NHTEPAKTUBHbIX
06bEKTOB, TPEBYIOLNX MTHOBEHHOIO OTK/IMKA.

Interpolated ghost (MHTepnonupoBaHHasa ghost-cywHOCTb): NpeacTaBneHne CEpPBEPHON
CYLIHOCTM Ha knueHTe. KNnueHT oTobpa)xkaeT ee COCTOSIHME MO NoNyYeHHbIM OT cepBepa
CHUMKaM, NNaBHO CMeLUMBas UX AN YMEHbLUEHWS BbI3BAHHOIO 3a4ePXXKON oyKuTTepa.
Takow BapnaHT NOAXOAMT ANS 06bEKTOB, KOTOPbIMW UIPOK He YNpaBisieT HanpsamMyto u
KOTOPbIM HEe HY>XXEH HeMeJIEHHbIA OTKIMK: NepcoHa)en apyrux urpokos, NPC un
ynpaBnsieMbIX CEPBEPOM CYLLHOCTEMN.
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TecTnpoBaHue u

OTlladKa CceTeBbIX UTP

TecTMpoBaHue 1 OTMafKa MHOMOMO/b30BaTENbCKUX UrP OTINYAKOTCS OT PaBoThbl C
0[HOMOMb30BaTENbCKUMMU MPOEKTaMU. YUUTbIBATE OCHOBHbIE aTarbl paboyero npoLecca CeTeBoro
npoekra:

- Mpwn nokanbHOM TECTUPOBAHUM 3aMyCKakOT HECKOJIbKO 3K3EMMIAPOB UrPbl U NPOBEPSAIOT
B3aMmMopgencTeune Urpokos. [na paspaboTKu NpuaoXKeHus ncnonb3ymnte c6opku Player,
naket Multiplayer Play Mode u Network Scene Visualization.

- IMuTupyiite ceTeBble YCNOBKS C MOMOLLBIO CKPUMTOB UK KomnoHeHTa NetcodeTransport. Tak
MOXHO BOCMPOU3BECTU 3a4EPXKKY, AXUTTEP U NMOTEPHO NAaKeTOB, XapaKTepHble ANs peasnbHbIX CeTEN.

- VnpaBneHme KIIMEHTCKUMWU NOAKTIOYEHNAMU OXBaTblBaeT NpucoegunHeHmne, NnoBTopHoe
noakno4yeHne n oTknro4vYeHne KIIMeHToB.

- Ong XXYPHannpoBaHUA U MOUCKa NPUYNH HenonlaaokK MCﬂOﬂb3yVITe WHCTPYMEHTbI OTNnagKu.

- BcnomoraTenbHbIn MHCTPYMEHT KOMaHgHom CTPOKN aBTOMaTU3UPYET TeCTUPOBaHUE:
3anyckKaeT ak3emMnnapbl Urpbl C 3agaHHbIMU PpONAMU U CeTeBbIMU YCNTOBUAMMN.

JlokanbHoe TECTUPOBaAHME

JlokanbHOe TeCTUPOBaHME - BaXKHas YacTb pa3paboTKM MHOMOMONb30BaTENbCKON UrPbl: HECKONbKO
9K3EMMMIAPOB NPUNOXEHUS UMUTUPYIOT B3aUMOLENCTBME Pa3HbIX UTPOKOB B CETEBbLIX YCNOBUSAX.

Coopku Player

3anyckas HeCKOMbKO 3K3eMM/ISIPOB UCMONMHAEMOro ¢aina urpbl, MOXHO CO34aBaTb CEaHChI 1
NPUCOEAMHATLCS K HUM. DK3EMNNAPbI TaKXKe MOXHO 3anyckaTb ofHOBpeMeHHo ¢ Unity
Editor, yTo6bl Ha OLHOM YCTPOWCTBE UMUTUPOBATL XOCTa U NMOAKIOYAOLLMXCS UTPOKOB.
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Multiplayer Play Mode (MPPM)

Bxogawwun B Unity 6 nakeT Multiplayer Play Mode (MPPM) no3sonsieT MMUTUpOBaTh A0
yeTbIpex UrpoKOoB Ha OAHOM KOMIMbIOTEPE pa3paboTyunka, UCNoNb3ysa OAHU U Te Xe UCXOAHble
pecypcbl. OTaenbHble c60pku Player He TpebyroTcs, NO3TOMY TECTOBbIE UTEPALIMM 3aHUMAIOT
MeHbLLEe BpeMEHU.

Monb3oBaTtenam macOS

B macOS ans 3aMyCKa HEeCKOJIbKMX 3K3eMNNApOoB NMPUNoXXeHUAa Hy>XHa KOMaHAHaa CTpoOKa.
BbinonHute B Terminal KOMaHAy open, YTOOHhI 3anyCTuUTb OT,D,eJ'IbeIIZ 3AK3eMMJIAp NPUNo>XXeHud.

Hanpumep, komaHga open -n YourAppName.app B Terminal 3anyckaeT oTAeNbHbIN
akzemnnap npunoxeHus YourAppName.

NMuUTauma ceteBblX yCJ'IOBl/Il7I

Mpw NokanbHOM TECTUPOBAHUM BCE 3K3eMMAPbI Urpbl UCMOMb3YHOT OAUH CEeTeBON UHTepdeNc.
3afepxKa Mexay KIMeHTaMu NpakTUYecKu OTCYTCTBYET, MO3TOMY A/ UMUTaLMU peanbHOM
cpeppl ee HeO6X0AUMO [06aBUTb UCKYCCTBEHHO.

3apepikKa, [XUTTEP M MOTeps NakeToB BAUAIOT Ha UrPOBOK npolecc. MNpoBepka NpunoxeHus B
He6naronpuUATHbIX CETEBbLIX YCIOBUAX NOMOraeT y6euTbCs, YTO UTOroBas c60pKa 6yaeT HagexHo
pa6oTaTb Yepes MHTEepPHeT.

Habop TeCcToBbIX YCNOBWM 3aBUCUT OT LeneBon nnatGopmbl, permoHa n 0CO6EeHHOCTEN Urpbl.
[na Hayana ucnonb3ymnte 3agepXky okono 100-150 MC Ha HaCTOMNbHbBIX CUCTEMAX U
200-300 MC Ha MOBUNbHbLIX YCTPOMCTBAX, a TakxXe notepto 5-10% naketoB. O6583aTENbHO
npoBepanTe OXKUTTEP M NOTEPHO NMAaKeTOB: OHM BOCMPOU3BOAAT peasibHy0 HECTaBUNbHOCTb
ceTn. [lononHuTenbHble peKOMeHAAUNN NMPUBEAEHbl HA 9TOM CTPaHULE AOKYMEHTaLMW.

[lns nokanbHOro TeCTUPOBaHNS B pefaKTope MOXHO COBMECTHO MCMONb30BaTb
Network Simulator 13 naketa Multiplayer Tools n Multiplayer Play Mode.

[ns TecTMpoBaHMsa 0TNafo04uYHbIX C6OPOK pekoMeHayeM 006aBNATb HeGNaronpuUsaTHbIe
ceTeBble ycroBus ¢ nomolbto Network Simulator n co6¢TBeHHoro koga: okHo Network
Simulator pa6oTaeT To/IbKO B pegakTope.

[nsa TecTupoBaHua penusHbix c6opok B Windows pekomeHgyem clumsy, a B macOS n iOS -
Network Link Conditioner. B macOS ckpuntyemown anbTepHatmeon Network Link
Conditioner cny»uT dummynet: 3TOT rM6Ko HacTpanBaeMbll UHCTPYMEHT BXOAUT B COCTaB
onepaumoHHON CUCTEMBI.

Mogpo6HOCTHN CM. B pasgerne «CUCTEMHble MHCTPYMEHTbI aMYNALNUN CETEBbLIX yCﬂOBVIVI».

© 2024 Unity Technologies 7313 91| ynity.com


https://unity.com/releases/lts
https://docs-multiplayer.unity3d.com/mppm/0.6.0/about/#:~:text=You%20can%20use%20Multiplayer%20Play,same%20source%20assets%20on%20disk.
https://docs-multiplayer.unity3d.com/netcode/current/tutorials/testing/testing_with_artificial_conditions/#how-much-lagpacket-lossjitter-should-we-use
https://docs-multiplayer.unity3d.com/tools/current/tools-network-simulator/
https://docs-multiplayer.unity3d.com/netcode/current/tutorials/testing/testing_with_artificial_conditions/#debug-builds
https://jagt.github.io/clumsy/
https://manpagez.com/man/8/dnctl/
https://docs-multiplayer.unity3d.com/netcode/current/tutorials/testing/testing_with_artificial_conditions/#system-wide-network-conditioners

% | CeTeBas 3anepxka 1 NPON3BOANTENBHOCTS | TecTMpoBaHWe 1 oTnadka ceTesbix rp | Multiplayer Services

TeCTl/IpOBaHVIe KITMEHTCKUX MOAKJTHOHYEHNN

TecTUpoBaHWe ynpaBneHns KIMMEHTCKUMU MNOLKIIIOYEHUSIMM NMOMOraeT n3bexaTb OLWMBOK U
o6ecneyunTb NNaBHbIN UTPOBON Npouecc. MpoBepbTe cnegytowme cLeHapuu:
MopksoyeHue KNMEeHTOB:

- anICOB,U.VIHeHVIe K HOBOMY CeaHCy, NOBTOpHOE nogkKnr4yeHne nocne Bbixoga Unn 3aesepLlleHns
XOCTUHIra, no3gHee NnpucoegnuHeHue K yxe M,U,yLI.l,el;I urpe un 06p360TKa OTKJ/TOHEHHOro NOoAKNK4YeHUA.

- BnuseT nu npefbiayliee COCTOsIHUE KIMEHTA Ha NOAKIHOYEHWE U NPaBUSIbHO M CEPBEP
pennuMuupyeT COCTOsIHUE UMPbl.

- KoppekTHO nn cepBep o6pabaTbiBaeT NOBTOPHOE W MO3AHEE NOAKIOYEHME.

OTKNoUYeHue KJINeHTOB:

- WtaTHOe 3aBepleHne paboTbl KITUEHTA, TaPIM-ayTbI nnocnencTemda noTepun coeguHeHus
C XOCTOM unun cepBepomMm.

- npaBVIJ'IbHO nn C6paCbIBa|'OTCF| HEeYHUYTOXXEeHHble 06'beKTbI, CBA3aHHble C CeaHCOM, N MOXeT
N KITMEHT NOAKMNHOYUTBCA K HoBOW nrpe.
3anyck ceaHca XOCTOM WU CEpPBEPOM:

- 3aI'IyCK HOBOIO CeaHca rnocrse 3aBepLueHus npegbigyLlero, oco6eHHo B urpax c
KITMEHTCKNUM XOCTUHIOM.

- Bnnget nn coctosiHne npunoXxeHunda nepeg HoBbiIM CE€aHCOM Ha Urpy.

3aBeplueHue paboTbl XOCTa UJIU cepBepa:

- ltaTHOe 3aBepLueHne paboTbl XOCTa UNn cepBepa, 0COGEHHO MPU NCMOIb30BAaHUN BHELLHUX
cepBucos, HanpumMep Unity Gaming Services nnu Lobby.

- OnoBeLatoTcs Nn 0 3aBePLUEHUU PabOoTbl KNWEHTbI U BHELLHUE CePBUCHI.

TwaTenbHasa NpoBepKa 3TUX CLeHapueB NoMoraeT 06ecneynTb CTabUnbHYH U KOMGOPTHYHO
ceTeByIo Urpy.

Mofpo6Hee cM. B MaTepuane «TecTUpOoBaHUe ynpaBneHust KIIMEHTCKUMM MOAKTHOUYEHUSMUY.
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[Tpnembl 0Tnagku MHOIoMoAb30BaATENbLCKUX UTP

Mpv oTnagKe MHOromnonb30BaTENbCKUX UIP AENCTBYIOT BCE 06LLME NPUHLMMBI Pa3paBoTKu
urp. OfHaKo A1 HEKOTOPBIX TUMMYHbBIX CETEBbIX CLieHapUEB HY>XXHbl CrieLualrbHble NpuemMsl
“ noaxopbl.

Huxe - Npuemsbl, NofiesHble NP pa3paboTKe MHOroMob30BaTeIbCKux Urp B Unity:

- OTnagoyHas rpaduka: nuHumn Debug.DrawRay n Debug.DrawlLine nomMoratoT nokasbiBaTb
ceTeBble No3uUMM, NpearnonaraeMble HanpaBneHus ABMXKEHUS U B3aUMOAeNCTBUSA 06bekToB. OHU
0COBGEHHO NoJe3Hbl MpY NapanienbHOM NPOCMOTPE 3anucen UrPOBOro NpoLiecca HECKObKMX
Y4aCTHUKOB.

- Line Renderer ¢ nogaep>xkon Netcode: Bu3yanbHas obpaTHasi CBA3b MOXET MNoKa3biBaTb
HarnpasfieHne, 3HaYeHe UNn Jpyryto nonesHyro Ass NpoekTa oTNafouHyo METPUKY.
Peanuzauus npusegeHa B npumepe ckpunta Line Renderer ¢ nogaep>xkon Netcode.

- TeKkcToBble XYpPHarbl: NO3BONAIOT OTCMEXUBATh HEBU3YalIbHbIe COBbITUSA, Hanpumep RPC, u
conyTcTByloWme cBeaeHus. [1o6aBnsanTe K COOBLLEHNAM CETEBOM TUK U MOEHTUPUKATOP
KIMEHTa, YTOBbI MO XYypHanam 6b1/10 NPoLLe BOCCTaHOBUTb XPOHOSOTUIO.

- Omynsums ceTeBbix ycnosui: Network Simulator uMUTUpPYeT Ha ypOBHE NPUIOXEeHUs
UCKYCCTBEHHYIO 3aflepXKY, AXUTTEP U MOTEPIO NAKETOB, MOMOras HaxoAuTb CBA3aHHbIE C
HUMM OLWMOBKU. MoapobHee cM. B pasgene «CUCTEMHbIE MUHCTPYMEHTbI IMYIALMU CETEBBIX
YCIIOBUI».

- 3anncb aKpaHa: 04HOBPEMEHHO 3amnucbiBanTe aK3eMMNApbI KMeHTa U cepeepa ANis
CpaBHeHWs UrpPOBOro NpoLecca B peasibHOM BpeMeHU. B oTnagouHoln c6opke oTMeyanTe
Kaxablil Kagp MAeHTUOMKATOPOM K/IMEeHTa M HOMEPOM Kagpa - 3TO fAaeT OPUeHTMP npu
napannenbHOM NPoCMoTpe.

- YBennyeHne GUKCUPOBAHHOIO BPEMEHHOrO Liara: gaxe c KayeCcTBEHHOM OTNafgo4YHoMn
rpaduKomn n XxypHanamu 6biBaeT TPYLHO NOHATb NPOMCXOAsLLEE NPW MOKaAPOBOM aHanmse.
YBenuueHune 3HadyeHus Fixed Timestep, Hanpumep go 0,2, genaet NoBeAeHNE UIPbl B KaX[,0M
Kagpe HarnsigHee.

- ToukuM oCcTaHOBa: MpM OOJIroN Nay3e B OT/lafuyMKe CeTeBoe COeMHEHNE MOXET 3aBepLINTLCSA
no TaM-ayTy. BpeMeHHO yBennubTe TaiM-ayT, YTO6bl M36eXKaTb OTK/IHOUYEHUS BO BpeMs
OCTaHOBKM Urpbl.

[JononHutenbHble COBETbI NPUBEAEHBI B PYKOBOACTBE «[1pUeMbl U XUTPOCTU OTNafKM
MHOTrOMOJIb30BaTENIbCKUX UMP».
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BcnomoratenbHbii NHCTPYMEHT KOMaHAHOW CTPOKWN

MOCTOAHHBIN 3aMyCK U TeCTUPOBaHWE MHOIOMNOMIb30BaTebCKMX C60POK M3 Unity Editor
3aHMMaeT MHOIo BpeMeHU. HCTpYMEHT KOMaHAHOM CTPOKU MOXeT aBToMaTu3npoBaTh 3anyck
M NpoBepKy c60POK BHe pefakTopa.

Hauatb MOXHO ¢ npumepa ckpunta NetworkCommandLine. [1o6aBbTe KOMMOHEHT
NetworkCommandLine k GameObject, 4To6bl cKpMNT BoLen B C60pPKY U 6bin AOCTYMNEH
yepes KOMaHOHY CTPOKY.

B okHe Player Settings oTkponTe Settings for PC, Mac & Linux Standalone > Resolution and
Presentation 1 yctaHoBuTe anga Resolution 3HayeHne Windowed. Tak HECKONbKO
3K3eMMNNAAPOB Urpbl ByAeT yaobHee TeCTUPOBaTb PALGOM ApYr C APYTrOM.

Ckpunt NetworkCommandLine gomkeH cHavyana npoBepuTb, Y4TO Urpa 3anyLueHa BHe
pefakTopa. 3aTeM OH CUYMUTbIBAET apryMeHTbl KOMaHOHOW CTPOKK, OnpenensieT HY>XXHbI pexum
(server, host nnu client) n 3anyckaeT COOTBETCTBYIOLME CNYXGbl. ATO NO3BONSAET 3a4aBaTb
CeTeBYHo poJib COOPKM NPU 3anycKe U3 KOMaHLHOM CTPOKM.

Cospgante c60pky yepes File > Build Settings n npotecTupynte eé n3 KOMaHgHON CTPOKMU.
B Windows:
OTKponTe KOMaHAHYO CTPOKY 1 NepenamnTe B KaTanor co c60pkKon. 3anyckanTte ak3eMnaspbl

cepBepa U KNueHTa oTaeflbHbIMU KOMaHAamMu, npu Heo6XogMMOCTU M3MEHUB MyTb. Hanpumep:

<NyTb Kk npoekTy>\HelloWorld.exe -mode server
<NMyTb Kk npoekTy>\HelloWorld.exe -mode client

B macOS:

OTkponte Terminal n UCNONb3ynUTe aHaNOrMYyHble KOMaHAbl, yKasas nytu B popmate macOS.
Hanpumep:

<NyTb Kk npoekTy>/HelloWorld.app/Contents/Mac0S/<Uma npoekTa> -mode server
<[lyTe Kk npoekTy>/HelloWorld.app/Contents/Mac0S/<Wma npoekTa> -mode client

Mpy HEO6XOAMMOCTM HanpaBbTe BbIBOA 3K3EMMAAPOB UrPbl B TEKCTOBbIE dansibl C MOMOLLbIO
¢dnara -logfile: Tak ero yaobHee oTcnexusaTb U aHann3npoBaThb.
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| CO30ANTE BOBJIEKAMTE | PA3BMBAUNTE
C3 ocHoBY £ UrPOKOB %4 CBOIO UrPY

YYETHbIE 3AMUCU MHCTPYMEHTbI AHAJIUTUKU MOHETU3ALIAA

- Authentication - Analytics - PeknaMHsble ceTu Unity u ironSource
- Cloud Save -> Data Explorer - Mediation (Unity LevelPlay)

- Funnels > IAP
MHOIOnoJib30BATEJ/IbCKUE UTPbl - Event Manager - Offerwall

- Event Browser

- Game Server Hosting (Multiplay) 3 SQL Data Explorer

- Matchmaker
- Lobby

- Relay BOBJIEMEHUE UTPOKOB MPUBNEYEHME MOJIb3OBATEJIEN

-> Netcode
- A/B Testing - Ad ROAS campaigns

- Push Notifications - IAP ROAS campaigns

Y - Game Overrides - WIHCTpyMEHTbI TECTUPOBaHUA
HACTPOUKA W YTIPABNEHUE - User Generated Content
- Remote Config
-> Cloud Code
- Cloud Content Delivery MOHUTOPUHTI NMPOU3BOAUTEJIbBHOCTHU
- Economy - Cloud Diagnostics
-> Cloud Diagnostics Advanced

DEVOPS

-> Version Control
- Build Automation

PELLEHWNA 0191 COOBLLUECTBA

- Text Chat (Vivox)
- Voice Chat (Vivox)
- Friends and Leaderboards (6eTa)
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Unity npegocTaensieT pag CepBUCOB, YNPOLLAKOLWMX paspaboTKy CeTeBbIX
MHOronosb30BaTeNbCKMX Urp. HauHWTe ¢ JoKyMeHTaumm no nakety Multiplayer Services:
OH YMpOLUAeT ynpasneHne 3aBUCUMOCTAMMU MEXAY MHOIrOMOMb30BaTeNbCKUMM
cepBucamMu. C ero NomMoLLb MOXHO:

- BbICTPO f0GaBNASTE B UFPY MHOMOMOMb30BaTeNbCKMe BO3MOXHOCTU Ha Gase Unity Gaming
Services: Lobby, Relay, Distributed Authority, Matchmaker n Multiplay Hosting.

- Wcnonb3oBaTtb HOBYIO CUCTEMY CeaHCOB KakK e[M1HbIN 06nayHbIn YPOBEeHb Anga
MHOronosb3oBaTesIbCKOro UrpoBoro unkna: 06begnHATb UrPOKOB U yNpaBnaTb 06LWKUM COCTOSTHUEM
ceaHCa u y4aCTHUKOB.

- Co3paBaTtb M agMUHUCTPUPOBATL ceTeBble ceaHcbl P2P, Dedicated Game Server n
Distributed Authority. Iirpoku moryT nogkntodaTbcs Yepe3 Matchmaker, no kogy
NPUCOeaNHEHNSA UK U3 CMIMCKA aKTUBHbIX CEaHCOB.

KpaTKo pacCMOTpUM Kax bl cepBuC.

Matchmaker

I'Io,u,6op NrpokKoB coegnHAET y4aCTHUKOB Apyr ¢ Apyrom mnm ¢ nrpoBbiMn ceaHcamum no
3adaHHbIM KpUTEPUAM, HanpmuMmep ypoBHKO HaBblKa WUJIN PETrnMoHY, YTOOb!I MaTuu OblNn
C6aﬂaHCI/IpOBaHHbIMVI n yBnekaTtesibHbIMW.

MHTerpaums cepsuca Unity Matchmaker BkntoyaeT HECKONbKO 3TanoB:

- 3apanTte KpuTepuun nogoéopa: YpoBeHb HaBblka, reorpapuyeckyto 61M3ocTb, 3a4epPXKKY,
NpeAnoYTEHUA UFPOKOB U Apyrue napameTpsbl.

- Beaute npodunm v peUTUHIU UFPOKOB C HY>XXHbIMU 418 NoaBopa napameTpamu.
PelTuHrosas cucteMa, Hanpumep Elo, nomoraeT oLeHMBaTh ypPOBeHb HaBbIKa U
dopMmupoBaThL cHanaHCUPOBaHHbIE MaTuu.

- O6pabaTbiBanTe 3anpochl Ha NOABOP: CEPBUC ULLET NOAXOAALLMX CONMEPHUKOB NN
COO3HUKOB B NyJie AOCTYMHbIX UTPOKOB MO 3afaHHbIM KPUTEPUAM U BbliGUpaeT
HaunyJllee coyeTaHue.

- HasHayanTe HangeHHbIX UIrPOKOB B MrpOBOﬁ CceaHC U I'IpOBepﬂVITe, 4YTO BCe NOAKHOYEeHbl 1
rOTOBbI K Ha4any urpbl.

- [lMHaMnyeckn ocnabnanTe KpUTepun, eCnm ToUHoe COOTBETCTBUE HAaWNTW He yaaeTcs,
yTOGblI CHOPMMPOBATL MaTy BOBPEMS U HE CITULLKOM CHU3UTb ero KayecTBo.

YuutbiBanTe 3T dakTopsbl, 4To6bl Unity Matchmaker dopmupoBan YeCTHbIe ¥ KOHKYPEHTHbIE MaTuu.
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Lobby

J1o66u - 31O NpeapirpoBasi 06nacTb, rae UrPOKM COBUPAOTCH, HAaCTpPanBatoT NapameTpbl U
roToBATCS K Hayany matya. Cepsuc Lobby nomoraeTt yyacTHMKaM HaxoguTb Apyr apyra u
NOAKNOYATLCA B Pa3IMYHbIX MHOIOMNOMNb30BaTENbCKMX CLeHapusx. Hanpumep:

- MpocmaTpurBaTh JOCTYMHbIE UFPOBbIE CeaHChl, BbIGUPATb HY>XHbIA U NPUCOEAUHATLCA
- MepenaBaTb Apyry Kog NPUCOeAMHEHUS, YTOGbI OH MOT NOLAK/HOUYUTLCS K BalleMy ceaHcy
- Ncnonb3oBaTb Quick Join, 4To6bl HAUTK NHOGON AOCTYMHbLIM MaTy U Cpa3y BOWUTU B HEMO

- Co3paBaTb 06LEeA0CTYNHOE UK 3aKpbiToe NOG6M M NpUrnallaTh Apy3ei U3 BHYTPUUIPOBOro CAUCKa

- PaamMeLuaTh 10661 Ha UTPOBOM cepBepe, YNPaesssas LOCTYMNOM K CEpBEPHOMY ceaHcy

- WickaTb No66w No 3agaHHbIM TPEBOBAHMAM, HanpuUMep PEXUMY Urpbl UK TUMNY KapTbl

Mpumep Game Lobby nokasbiBaeT, kak ¢ NoMoLLbo NakeToB Lobby u Relay peannsoBaTtb
TUMUYHBIN UTPOBOW 3an OXXMAAHWS, BKIOYas ronocosomn YaT Vivox. rpok MOXeT co3gaTb
no66wu, a gpyrue - HanTn ero B O6LLEAOCTYMHOM CMUCKE UM NOAKNKOYNTLCA MO Kogy. 3aTem
YUYaCTHUKKN coeamHsatoTcs Yepes Relay u ncnonb3sytoT Unity Transport ans 6a3oBoin CBSI3W B
peanbHOM BPEMEHMU.

Relay

Unity Relay ynpoLyaeT NogKntoyYeHne HeCKOMbKMX UFPOKOB C MOMOLLbH KOLO0B
npucoeanHeHuns. Co3fas ceaHc, XOCT MoMyYaeT YHUKalbHbIA KO, U nepeaaeT ero Apy3bam
WM TOBapMLLAM Mo KoMaHae. YYaCTHUKMU UCNOMb3YIOT KOA, Ana noaxoveHus. MNpu aTom
KOHOUOEeHUManbHble JaHHble, HanpumMep IP-agpeca, 0CTaloTCs CKPbIThIMM.

B MHorononb3oBaTtenbckux P2P-urpax nogkntoyeHue knmeHToB ocnoxHstoT NAT (Network
Address Translation) n mexceTeBble aKpaHbl. [TpsAMoe coegnHeHne YacTo TpebyeT CNOXHOM
HaCTPOMKM CeTU U packpbiBaeT IP-agpeca UrpokoBs, co3fasas pucku ns 6e3onacHocT u
KOHUAeHUMansHoCcTK.

Relay peluaeT aT1 Npo6neMbl, BbICTyMas NPOMeXYTOUYHbIM CepBepoM U1 obecneymsas
6e30MnacHoe NPOoCToe CoeanHeHne KINeHTOB. BblaeneHHbI cepBep He HyXeH, a 06beMm
pa3paboTKM CokpallaeTca. [JocTaToYHO CO3AaTb KO MPUCOEAUHEHMS, U UTPOKKU CMOTYT
cpasy NoAKIIHYUTLCS.

B3 v Network Manager

Q

Copy code

Stop Host

[ocne co3gaHua nogkntoYyeHus Relay BblgaeT Ko, npucoeanHeHusa.

Mopgpob6Hee cM. B pyKOBOACTBE NO Hayany padotbl ¢ Unity Relay.

© 2024 Unity Technologies 7913 91| unity.com


https://unity.com/releases/lts
https://docs.unity.com/ugs/manual/lobby/manual/unity-lobby-service
https://docs.unity.com/ugs/manual/relay/manual/join-codes
https://docs.unity.com/ugs/en-us/manual/lobby/manual/quick-join
https://docs.unity.com/ugs/en-us/manual/lobby/manual/create-a-lobby
https://docs.unity.com/ugs/en-us/manual/lobby/manual/query-for-lobbies
https://github.com/Unity-Technologies/com.unity.services.samples.game-lobby
https://docs.unity.com/ugs/en-us/manual/relay/manual/introduction
https://docs.unity.com/ugs/manual/relay/manual/join-codes
https://en.wikipedia.org/wiki/Network_address_translation
https://docs.unity.com/ugs/manual/relay/manual/get-started

Multiplay Hosting
Multiplay Hosting 6epeT Ha cebs1 CTOXXHOCTM MacLUTabHOro 3anycka u akcnayartauum

NHOPACTPYKTYPbI, MO3BOJIASt KOMaHAE COCPEefoTOUMTHLCS HAa UFPOBOM onbiTe. CepBuUC Takxke
Mo3BONSET:

- OTcnexwusaTb COCTOSIHNE CEPBEPOB U ApYyrue aHanuTuyeckne gaHHble
- O6HOBNATL cepBepbl 6€3 NPOCTOos

- PasmelLaTb UFPOKOB Ha cepBepax C HaUIy4dLWnM KauyecTBOM O6GCY>XXUBaHMS MO
JaHHbIM QoS

- KoHTenHepuanpoBaTb c60pKM ¢ nomMoLbto Docker u peectpa KoHTerHepos Multiplay Hosting

Vivox

Vivox yny4liaeT COBMECTHYO 1 COPEBHOBATENIbHYIO Urpy 6narogaps BHYTPUUIPOBOMY
roN0COBOMY M TEKCTOBOMY YaTy. ITO ynpasnsemMoe obsiayHoe peLleHune ynpolaeT
WHTerpaumio o6LeHNs N NPeaoCTaBsSeT cpefcTsa AOCTYNHOCTU N COBMIOAEHUSA
HOPMaTUBHbIX TPeBOBaHWU: NPeoBpa3oBaHNe peyn B TEKCT, GunbTpaumto YaTa u gpyrue
BO3MOXHOCTH.

Vivox o6ecneymBaeT o6LLEHME UFPOKOB Ha pa3HbIX nnathpopmMax HeE3aBUCUMO OT TOrO,
cospgaHa urpa B Unreal, Unity nnu Ha co6CTBEHHOM ABUXKE.

MoakntounTte Vivox K nrpe un Hactponte npoekT B Unity Dashboard. Cepsuc nogaep>xunsaet
HeorpaHn4yeHHoe Y1cno nonb3oBaTtenen B 2D- n 3D-kaHanax, perynmpoBKy rPOMKOCTH,
OTK/HOYEHUE 3BYKa M yrnpaBiieHne KaHanamu.

B aTton ceccumn GDC nokasaHo, Kak HeCKOJIbKO MHOMOMoJ1b30BaTeIbCKMUX CEPBUCOB Bbln
WHTerpupoBaHbl B gemoBepcuto Megacity Metro.
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[ TonmMepbl NPOEKTOB U

pecypchl

Unity npepnaraet npumMepbl NpoeKToB, KoTopble nomMoratoT ocBonTb Netcode for
GameObjects n Netcode for Entities. B HMX Ha NpakTWKe NoOKa3aHo, Kak peann3oBaTb
ceTeBOe B3aMMOJeNCTBNE B COBCTBEHHbLIX MHOMOMOMNb30BaTENbCKUX NPUTOXEHUAX.

Pecypchl no Netcode for GameObjects

Unity Learn: Hayano pa6oTtbl ¢ Netcode for GameObjects

37101 Kypc Unity Learn nowaroBo 06bsCHAET, Kak Co34aTb M MPOTECTUPOBaTb MPOCTYHO
MHOrononb3oBaTenbCcKyt urpy B Unity, ncnonb3oBaTtb 1 NpoBepsATb yaaleHHble BbI30BbI
npoueayp (RPC) n NetworkVariable. Bbl Takxxe co3gagurte npocTon UHTepdenc pna
pexunmoB Host, Client n Server n go6aente 6a3oBoe yrnpaB/ieHMe NepemMeLleHneM B
KaXkAoM pexume.
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Prefa

Flayar

CHMMOK 3KpaHa u3 Kypca Unity Learn no Netcode for GameObjects
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Bitesize Samples

PenosuTtopuin Bitesize Samples cogep>XuT HaGop MOLYNbHbIX NPMMEPOB KOAA, KOTOPble MOXHO
NPUMEHSITb B CBOMX Urpax M ncnosib3osaTtb AN1a ndydeHus Netcode for GameObjects. B penosutopuit
BXOOSAT:

- 2D Space Shooter Sample: ¢pnsnyeckoe nepemelleHne, apdpexkTbl COCTOAHMUS,
NetworkVariable 1 nynbl 06beKTOB.
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2D Space Shooter n3 Ha6opa Bitesize Samples

- Distributed Authority Social Hub: HacTpowka Tonofnoruu, B KOTOpon ynpasneHune
COCTOSIHWEM UIPbl pacnpeneneHo Mexany HeECKONbKUMU KIIMEHTaMU, YTO CHUXKAET Harpysky
Ha cepsep.

- Multiplayer Use Cases Overview: TUNMWYHble AENCTBMSA B MHOIOMNoIb30BaTENbCKOM cpeae,
KOTOpble cllegyeT yuntbiBaTb NPU NPOEKTUPOBAHUN UTPOBbIX BO3MOXXHOCTEN.

- Client Driven Sample: KnMeHTCKOe ynpaBsreHue nepemMelleHmem, ceteras Gpusmka,
co3fjaBaemMble U CTaTUYECKN pasMeLleHHble 06beKTbl, a TaKXe CMeHa POAUTENbCKOro 06bekTa.

- Dynamic Addressables Network Prefabs: guHamnyeckasi cuctema npeda6oB, No3BoNSAOLLANA
[06aBNaTb BO BPeMsl BbINOSIHEHMS HOBble Npedatbbl, AOCTYMHbIE AN CO3[aHuS.
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Boss Room

Boss Room - npumep KasyanbHON TPeXMepHOW KoonepaTuBHOM Urpbl Ha 6a3e Netcode for GameObijects.
[MpoeKT NoMoraeT M3yu4nTb OCHOBHbIE KOHLEMNUUUN U WaboHbl MHOIFOMOb30BaTENbCKOro UFPOBOro LMKNa.

Boss Room npepfcTaBnsieT co60oM 3aKOHYEHHbIN GparMeHT NoHOGYHKLMOHaNbHOM KOONepaTUBHOMN Urpbl.

Boss Room - ogHOBpeMeHHO paGoumnin NpuMep 1 y4eBHbIM NPOEKT A/15 pa3paboTuYnKoB
CeTeBbIX MHOIOMOMb30BaTENbCKUX UTP. TO CaMblil 3penbl FOTOBLIM K BbIMYCKY npumep Unity
Ha 6a3e paboumnx npoueccor Netcode for GameObjects. OH coaep>X1T Ko NPOMBbILLIIEHHOIO
YPOBHS U MHTErpupoBaH ¢ cepemucamu Lobby u Relay.

Boss Room feMoHCTpupyeT ceTeBble UrPOoBble MEXaHUKN: CNOCOBHOCTH NepCcoHaXKen n
ocobble aTaku, ceTeByo GU3UKY U OTCIIEXMBaHNE COCTOAHUA pa3pyLlaeMbiX 0GbEKTOB,
nepekntovatenen n gsepen. 3T NpMeMbl NOKa3bIBaloOT, KaK CKPbITb 3a4EPXKY U COXPaHUTb
NAaBHOCTb Urpbl faxe B HeGNaronpusaTHbIX CETEBbIX YCIOBUSIX. PACCMOTPUM NPOeKT
noppoo6Hee.

MNrpoBoi LuuKn 1 ynpaeneHne cocTossHueM: Boss Room cofep>XuT NpakTUYeCcKyHo
peanusaumio COCTOSIHUA KaK B N1I066M, Tak U BO BpeMs Urpbl. MpoeKkT nokasbiBaeT 06paboTKy
MOAKNHOYUYEHWUI, 3arpy3Ky N BbIrPY3KY CETEBbIX CLIEH Y KOPPEKTHOE OTK/IOYEHME UMPOKOB.

MuTerpaums ¢ UGS: B Boss Room ncnonbaytotcs Relay, Lobby, Authentication n gpyrue
BO3MOXKHOCTK UGS.

BcrnomoraTtenbHble CKPUNTbl U UHCTPYMEHTbI: peno3MTole7| COLEPXUT pelleHnd, KoTopble
MOXXHO afanTupoBaTh gna ApPpYyrux NnpoeKToB, BKKOYaaA NpuMepbl KITMEHTCKOM ABTOPUTETHOCTH,
YTUNUTBI YNpaBfeHnst CueHaMn 1 ceTeBble NyJbl 06 bEKTOB.
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KnueHT-cepBepHaa Mogesb: B Boss Room oauH UrpoK BbICTYMaeT XOCTOM (cepsepom), a
ocTaflbHble - KnMeHTamu. LieHTpanusauma MrpoBom Noruku CHUXaeT PUCK MOLLEHHWYECTBa U
o6ecrneynBaeT COrnacoBaHHOE COCTOAHME UPbl Y BCEX KINMEHTOB.

g ROOM 8 STUDIO

Wie daw amd Lode BBL0ESE

CTapToBoe MeHto npumMepa Boss Room

[ns nogpo6HOro 3HaKOMCTBA C NPOEKTOM MpoYnTainTe Ny6amMKaumio B 6/10re 1 MocMoTpuTe
yeTblpexyacTHbI Be6uHap Ha YouTube «Co3fgaHune roToBOM K BbIMyCKY
MHoronosb3oBaTenbckon urpsl ¢ Netcode for GameObjects». B cepun paccmaTtpusatoTcs
6a30Bble UrPOBble MEXaHUKM U CepBepHan aBTOPUTETHOCTb, peanu3aumsa CeTeBOro UrpoBoro
npouecca 1 cosfaHne 06beKTOB. TakXe NoKasaHo, Kak NoBbICUTb YCTOMYMBOCTb Urpbl K
LENCTBUAM UrPOKOB M 3GPpEeKTUBHEE MCMOSb30BaTh NPOMYCKHY CNOCO6HOCTL. MaTepuani
[AloT NpaKTUYecKne pekoMeHaaLUum Ha npuMepe NosIHOLEHHOrO MHOMOMOIb30BaTENbCKOro
npoekTa.

LLla6noH Small Scale Competitive Multiplayer

LocTynHbi B Unity Hub WwWa6noH cny>ut oTnpaBHON TOYKOW AN CO3[4aHWUS U BbiMycKa
MHoromnoJsib3oBaTenbckoro npoekta ¢ Netcode for GameObjects n UGS.

B wa6noH BXoauT MHCTPYMEHT Bootstrapper ans TeCTMpoBaHUs pasnnyHbIX CETEBbIX
pexumoB (Host, Client n Server) n guHammyeckmx KoHurypawmumn.
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YT106bl HaYaTb, OTKPOWUTE NPOEKT U BbIMNOMHUTE UHCTPYKLMN B MPUBETCTBEHHOM OKHeE.
MponanTe BCTPOEHHbIE PYKOBOACTBA UM UCCNEeQYyNTe NPOEKT CaMOCTOATENbHO, 3arpy3mB
CTapTOBYHO CLEeHy Yyepe3 MeHto Multiplayer > Bootstrapper. HactponTe nonsi Bootstrapper
B COOTBETCTBUM C TECTOBbLIM CLIeHapMeM 1 nepenguTe B pexum Play.

Reset to default

HacTpoiiTe napameTpsl Bootstrapper.

Yuye6Hble MaTepuranbl U NonesHble pecypcbl 4OCTYMHbI B NH0G0e Bpemsi Yepe3 MeHto Tutorials
> Show Tutorials.
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LLa6noH VR Multiplayer

Q
VR Multiplayear

= Al Templates

20 Moblle

VR Multiplayer

Organization=N

Create Project

OTkponTe WwabnoH VR Multiplayer B Unity Hub.

LWa6noH VR Multiplayer npegHasHauyeH s HOBbIX NPOeKToB nog ycTponcTtea OpenXR. OH
COLEPXUT BCe HEOBXO0ANMOE A1 CETEBbIX B3aUMOLENCTBMIN, FONIOCOBOro YaTta, 1066u1 u
apyrux oyHkumin. LWaénoH ncnonebsyet Unity Gaming Services, Netcode for GameObjects u
XR Interaction Toolkit u onTummnauposaH gnsa Meta Quest n gpyrmux coMmectumbix ¢ OpenXR
ycTponcTB. OCHOBHbIE BO3MOXHOCTU:

- CeTeBble B3aumogencTeusa Ha 6ase XRI Interaction Toolkit n Netcode for GameObjects
- FonocoBas cBA3b Yepes Vivox

- MNogkntoveHne Nrpokos 13 ftobon TOUKM MUpa ¢ NoMoLubio Relay u Lobby

- CeTeBble aBaTapbl U PyKu

- KpoccnnatdopmeHHas paboTa Yepes OpenXR

3arpys3uTte wabnoH Unity VR Multiplayer gnsa Unity 2022 LTS u Unity 6 Preview yepes Unity
Hub 1 03HakoMbTeCb C KpaTKUM PyKOBOACTBOM.
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Pecypchl no Netcode for Entities

Hauano pa6oTtbl ¢ Netcode for Entities

OTOT BeGMHap Mo 3anpocy noApobHo paccMaTpmuaeT Megacity Metro - KpynHomMacLUTabHbIN
KpoccnnaTtGopMeHHbIN MPUMepP MHOronosb3oBaTenbckon urpbl Unity, co3ganHbii ¢ Netcode
for Entities n Unity Gaming Services. MaTepuan paccunTaH Ha Nonb30BaTenen, y>xe 3HakoMblX
¢ DOTS 1 roToBbIx co34aBaTb TEXHUYECKMN CNOXHbIE MHOIOMNOJIb30BaTEIbCKUE UMpPbI.

Mpumepbl ECS Netcode
anMepr OEMOHCTPUPYHOT MHOXXECTBO 6a30BbIX U PacCLlWnpeHHbIX BO3MOXHOCTEN:

CUHXPOHM3aUMIo, CLieHapun NogktoYeHus, nHterpaumto ¢ Unity Physics n mHoroe gpyroe.
Haunute ¢ pykoBoactea Networked Cube, roe paccmartpusatoTcs:

- YCcTaHOBNEHWE COeNHEHMNS C CEPBEPOM
- O6MeH gaHHbIMK C CepBepPOM

- Co3fiaHne CUHXPOHN3MPOBaHHbIX CYLLHOCTEN Ha cepBepe
- Co3faHne aBTOHOMHbIX C60POK cepBepa 1 KnueHTa

- 3anyck cepBepa v KNMeHTa B pexume Play BHyTpu pefakTopa

Connect to 127.0.0.1:7979

Custom / User Defined

10ms 100ms 200ms 500ms 1s

NetcodeSamples

127.0.0.1:7979 | 15ms

Client Reconnect Client DC ServerDC Timeout

PykoBoacTBo Networked Cube: 3anyck B pefaktope 1 B aBTOHOMHOW c6opke
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ECS Network Racing

OTOT NpMMeEpP MHOronosib30BaTEIbCKOW FOHOYHOWN UrPbl AEMOHCTPUPYET PEeKOMEHAYEMblEe
npuemsbl paboTbl ¢ Unity Netcode for Entities. B Hem peanusoBaHa KNnMeHT-cepBepHas
apxXuTeKTypa C MPOrHO3NPOBaHMEM Ha CTOPOHE KIIMeHTa, MHTeprnonsumMen n KoMneHcaumen
33[1€PXKKMN.

ECS Racing AEeMOHCTpUpyeT paclnpeHHble MHOIronosib3oBaTe/lbCKUe BO3MOXXHOCTU.

Megacity Metro

Megacity Metro gns Unity 6 n Unity 2022 LTS - macwtabupyemas kpoccnnatGopmeHHas
OeMOHCTpaumsa HoBenwwmx TexHonormn Unity, Bkntodas nakeT Netcode for Entities. 9T1oT
MHOrOMNo/b30BaTENbCKMUI 3KLLEH OT TPETbEro fmua NoaaepXxuBaeT 6onee 128 nrpokos
OfHOBPEMEHHO.

Mpumep noponaeT Tem, KTO XO4YeT OCBOUTb VII'pOBOVI npouecc C aBTOPUTETHbIM
cepBepoM U npumeHeHne UGS Ha Bcex aTanax co3gaHus MHOIroMnoJib30BaTeIbCKOM urpbl.

[Hemosepcus Unity Megacity Metro nogaepxusaeT 6onee 128 urpokos.
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Y3HanTe 6onblle 0 co3AaHnM MaclTabHbix urp ¢ ECS for Unity 1 MHoronosnb3oBaTebCKUMM
peweHunsmu Unity. ECS gaeT onbITHbIM pa3paboTymkam AOMNOSIHUTENbHbIN KOHTPOJb U
OeTepMNHN3M, Heobxoanmble s 6oiee aMGUMLUMO3HbBIX MPOEKTOB.

Megacity Metro feMoHCTpUpyeT MHTEPNOoNALUMIO, MPOrHO3UPOBaHUE Ha CTOPOHE KIMEHTa U
KOMMEHCaLMIO 3a4epP>XXKU. 3arpy3unTe NpoeKT, YTo6bl n3yumtb Multiplay Hosting, Matchmaker,
Vivox Voice Chat n gpyrue cepsuchi.

Megacity Metro gemoHcTpupyeT npumeHeHne Netcode for Entities B MHOromMonb3oBaTeIbCKOM 3KLUIEHE.

OkcnepuMeHTanbHblM NakeT Multiplayer Services

[ns MHOrononb30BaTeNbCKOW UrPbl HEO6XOAMMO 06bEeAUHUTL HECKOJTbKO NPOAYKTOB U
cepsucoB. HoBbin nakeT Multiplayer Services (com.unity.services.multiplayer) ynpowiaeT nx
WHTerpaumto, ynpasneHne 3aBUCUMOCTAMU U B3aUMOAENCTBME C MNPOAYKTaMM.

Multiplayer Services - eanMHoe pelleHue ansa gob6aBneHnsa cCeTeBOro MHOronNob30BaTeNbCKOro
pexuma. lMNMakeT paboTaeT Ha 6a3e UGS 1 06beanHAeT BO3MOXHOCTU Relay, Lobby u gpyrux
CEepBUCOB B HOBOW CUCTEME Sessions, KoTopas ynpoLaeT coeAuHEHMe rpynmn Urpokos.

Multiplayer Services nossonsieT cosgaBaTb P2P-ceaHchl u npegnaraeT HECKONbKO
CNoco60B NPUCOEAMHEHUS: MO KOAY, Yepe3 CMNCOK aKTUBHbIX CEAHCOB MU C MOMOLLbIO
Quick Join.
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Tenepb y Bac eCTb NPOYHas 6a3a CETEBbIX KOHLEMNLMIA M NPaKTUYECKUI OMbIT paboTbl C
Netcode for GameObjects. MpogonxaiTe ocBanBaTb MHOrOMONb30BaTENbCKYHO Pa3paboTKy:

M3yunte Unity Learn: HoBble noLuarosble MaTepuasbl AefatoT OCBOEHNe
MHOronosib30BaTeNbCKOM pa3paboTku elle npoule. MNepsbin Kypc Multiplayer Ha Unity Learn
nosHakomuT ¢ ocHoBamu Netcode for GameObjects 1 nposegeT Bac Yepes co3gaHne NepBoro
CeTeBOro npoekTa.

ViccnepyinTte npumepbl NPoeKToB: NoapobHee pa3bepuTe Boss Room, Galactic Kittens u
Bitesize Samples. MI3mMeHsIa 3T NpOoeKTbl, Bbl OCBOUTE HOBbIE MPUEMbI U PEKOMEHAYEMbIE
noaxodbl K CETEBOW MHOIOMoNb30BaTeNbCKOW pa3paboTKe.

OKCNepUMEHTUPYNTE C MHOIroMosb30BaTENbCKUMU CEPBUCAMU: HE HYXXHO 3aHOBO
n3obpetaTb roToBble pelweHus. Relay, Lobby n Matchmaker MoXxHO cpa3y BHeapsTb B
NPOEKTbl, 3aMETHO COKpaLLasa BpemMs pa3paboTKu.

OcBoWiTe pacluMpeHHble MeToAbl: MO Mepe pocTa TpeGoBaHW NPOeKTa 06paTUTe BHUMaHme
Ha Netcode for Entities. [MakeT nogaep>xvMBaeT NPOrHO3MPOBaHNE Ha CTOPOHE KITMEHTa U
KOMMeHcauuo 3aep>XXKN Ans MakCuManbHOW CETEBON MPOU3BOAUTENBHOCTU. OTU
BO3MOXHOCTU NokasaHbl B npumepax Megacity Metro n ECS Racing.

YcnexoB B pa3paboTke ceTeBbIX Urp!
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