No 8(49) . HA l KA
ZINEXHIKA
cepil: npase, exereMIKT, ned azeeika,

MEXHIRA, (HZUR G- MANEMANUAMHE HAYRUL G b [] [UHH |

VIIK 004.932:004.93°1:004.272

hitps://doi.org/10.52058/2786-6025-2025-8(49)-1578-1588

Micbko €rop BajepiiioBu4 acucTteHT kKadeapu KOMIT IOTEPHHX HayK Ta
1H(pOpMaLIHHUX TeXHOJIOTiH, Kutomupcrkuii Jlep:kaBHuii yHIBEpCUTET iMeHI [BaHa
®panka, M. XKuromup, https://orcid.org/0009-0008-6719-2701

METOJAU CUHXPOHI3ALI ®I13MYHUX OBUUCJIEHS I3
BUKOPUCTAHHAM PYHIIA CHAOS Y BATATOKOPUCTYBALIBKUX
IT'POBUX CUCTEMAX

AHortanisi. IIpoGinema cunxpoHizamii ¢GI3UYHMX O0O4YKCIIeHb Yy Oarato-
KOpHUCTYBaIlbkux irpoBux cuctemax 3 pymieM Chaos (Unreal Engine) mossirae B
YCYHEHH1 pO301’KHOCTEH CTaHIB 00’€KTIB, CIPUYMHEHUX MEPEKEBOIO 3aTPUMKOIO,
BHUCOKOIO IIBUJKICTIO PyXy ¥ HEIETEPMIHOBAHICTIO 0AraTONOTOKOBHX CHUMYJISIIIH.
PosrnsiHyTo KITIOYOBI MIAXOAM IO MEpexeBOi (I3UKH - CEepBEP-aBTOPUTET,
KIIIEHTChKE Tepei0aueH s, IHTepnosiis/ekcTpanoisiisa Ta rollback/Resimulation -
3 aKIEHTOM Ha iXHIX KOMIpOMicax MiX Y3TOJIKEHICTIO, YYTJMBICTIO YIIPaBIIHHS i
pPECYpPCHUMH BUTPATAMHU.

Onucano apxitektypHi ocoonuBocTi Chaos: acHHXpOHHUHN (PI3UUHMI TIOTIK,
iHcTpyMeHTH pyiiHyBaHHs, Monyii Cloth 1 Vehicles, a takox Network Physics
Component, o 00’eaHye nependadyeHHs Ta MEPENpoOpaxyHOK uepe3 30epereHHs
ictopii craniB. IIpoanamizoBano pexumu perutikanii Predictive Interpolation Ta
Resimulation: mnepummii 3a0e3nedye MUTTEBY JIOKAJIbHY pEAKIlO TIpaBUsd 3
MOIAJIBIIOK CEPBEPHOI0 KOPEKINEI, APYTHil Ja€ BUILY TOYHICTH 4Yepe3 BIAKAT 1
nepenpopaxyHok, ane 3Ha4Ho miaBuirye Burpatu CPU Ta mam’sri.

BugineHo mnpakTu4HI HamamTyBaHHA JUIS  MIABUINCHHS  HAXIHHOCTI
CHUHXpOHI3aIii: (IKCOBaHUI Yac KPOKY CHUMYJISAII, CHHXPOHI3allil TeHepaTropa
BUIAJIKOBUX YUCEN, PO3YMHE OOMEKEHHS KUTBKOCTI OJTHOYACHO NWHAMIYHUX TIN 1
KelllyBaHHA CcTaHiB 3 ypaxyBaHHsM RTT. HaBeneno ocHoBHi oOmexeHHs1 Chaos y
MEpPEKEBOMY KOHTEKCTI - HEIETEPMIHOBAHICTh MK IUIATPOpMaMH 1 MOTOKAMH,
BEJIMKE HABAHTAXEHHS MPU JIeTaIbHIA CUMYJISLIT Ta MOXKIIMBI Bi3yallbHI apTe(pakTu
miJy Yac KOpEKIiil cTaHy - 1 TOPIBHIHO HOro MiaxiJ 3 aJbTepHATUBAMHU
(merepmiHOBaHi py1iii a00 CIpoILeH MoJienl (pi13UKH ), III0 BKa3y€ Ha KOMIIPOMIC M1k
PEaNICTUYHICTIO W Y3TO/KEHICTIO. PEKOMEHI0BAaHO Takl HAMPSMU BIOCKOHAJICHHS:
onTUMi3alisl MyJIbTUNOTOYHUX anroputmiB Chaos, BOpoOBaKEHHS T1OpUAHHUX
MOJIeNied aBTOPUTETHOCTI 3 aJanTUBHUM JICJIETyBaHHSAM CHUMYJIAIi, >KaHPOBO-
OpieHTOBaHa KOH(iryparlisi mapamMeTpiB perumkaiii Ta JOCIIHKEHHS amapaTHOro
MPUCKOPEHHSI/IETEPMIHOBAHUX TT1JICUCTEM JIJISI KPUTUYHUX B3a€EMOJIIM.
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METHODS FOR SYNCHRONISING PHYSICS CALCULATIONS USING
THE CHAOS ENGINE IN REPLICATED GAMING SYSTEMS

Abstract. The problem of synchronising physical calculations in multi-user
gaming systems with the Chaos engine (Unreal Engine) lies in eliminating
discrepancies in object states caused by network latency, high speed of movement,
and the non-determinism of multi-threaded simulations. Key approaches to network
physics are considered-server authority, client prediction, interpolation/extrapolation,
and rollback/resimulation - with an emphasis on their trade-offs between consistency,
control sensitivity, and resource costs.

The architectural features of Chaos are described: asynchronous physics
stream, destruction tools, Cloth and Vehicles modules, as well as the Network Physics
Component, which combines prediction and recalculation by storing state history.
The Predictive Interpolation and Resimulation replication modes are analysed: the
former provides an instant local response from the player with subsequent server
correction, while the latter offers higher accuracy through rollback and recalculation,
but significantly increases CPU and memory costs.

Practical settings for improving synchronization reliability are highlighted:
fixed simulation step time, random number generator synchronization, reasonable
limitation of the number of simultaneously dynamic bodies, and state caching with
RTT taken into account.

The main limitations of Chaos in a network context are listed - non-
determinism between platforms and threads, high load during detailed simulation,
and possible visual artefacts during state corrections - and compares its approach with
alternatives (deterministic engines or simplified physics models), indicating a trade-
off between realism and consistency. The following areas for improvement are
recommended: optimisation of Chaos multithreaded algorithms, implementation of
hybrid authority models with adaptive simulation delegation, genre-oriented
configuration of replication parameters, and research into hardware
acceleration/deterministic subsystems for critical interactions.

Keywords: Chaos, Unreal Engine, network physics, replication, predictive
interpolation, resimulation, client prediction, server authority.
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IlocranoBka mpodjemMu. Y cydacHii I1HIYCTpii BiIeOIrop Bce OUIBIIOTO
3HAYeHHS HaOyBalTh  pealdicTUuHi  (QI3MYHI  CUMYJALii, OCOOJIMBO Yy
OararokopucTyBalpkux irpax. OJHaK Npu bOMY BUHHMKA€ KPUTUYHA 3ajada - SIK
Y3TOJUTH PE3YJbTaTH (PI3UIHUX OOUYMCIICHb Ha PI3HUX MalllMHAaX (CHHXPOHI3yBaTH
ix Mk kiieHTamu Ta cepBepoM). B Unreal Engine s 3agaua Bupinryerbest yepes
cucremy pernrkaiii: «Replication - 11e mporec CHHXpOHI3aIlii JaHUX 1 BUKIIUKIB MiX
KIieHTamMu Ta ceppepom».[1] HemomaBuo B Unreal Engine 5 Oyno 3ampoBamkeHO
HOBUM i3muamii pymiid Chaos, moOymoBaHWN «3 HYJIsS» s MOTpPed irop
HacTynmHOTO nokomiHHSA. Chaos BKITI0Ua€ MATPUMKY MEpPEKEBOi (hi3UKH cepel CBOiX
GbyHKIIOHAIBHUX MOXJIMBOCTEN.[2] [TpoTe ocHOBHA MpobiemMa nmoJisirae B TomMy, 110
TpajauiliiiHa MepexeBa (i3MKa CTUKAETHCS 3 TPYAHOIIAMU: MPH 31TKHEHHSX
00’€eKTiB (0COOJIMBO BUCOKOLIBHUJIKICHUX) Ta HAsBHOCTI MEPEKEBUX 3aTPUMOK
peruTikamis TaKuX B3a€MOJIA 3HAYHO YCKJIAJIHIOETHCS. [HIIMMH CIIOBaMH,
HIBUJKICTh PyXy 00’ €KTa 1 3aTPUMKa MEPEK1 MOKYTh IPU3BOJUTH JI0 PO301KHOCTEHN
y ¢13uyHOMYy cTaHi Mk KiieHTamu.[3] Lle oOMexye sIKiCTh Ta TOYHICTh CHIJIBHOT
cuMyJsiii. TakuM 4YMHOM, KJIIOYOBa MpoOJjeMa IbOro JOCHIKEHHS TMOJIArae B
NOIIYKYy €(QEeKTUBHUX METO/AIB CHUHXpOHi3amii (GI3UYHUX  OOYHCIeHb 3
BukopucTanHsiM pyiriss Chaos y 06ararokopucTyBalbKHX ITPOBUX CHUCTEMax 1 B
omiHIll MoknauBocTeld Chaos I CTBOPEHHS MEPEXKEBUX Irop 3 KOPEKTHOIO
peruTiKaiieo Qpi3uku.

AHaJi3 OCTaHHIX JHOc/iIKeHb i myOJikauniil. Acnektn MepexeBoi (I3UKU
BIJIOOpa)KE€HI MEPEBAXKHO Yy NPAKTUYHIA JOKyMEHTalli Ta OCBITHIX MaTepiajax,
30kpema B gokymeHTanii Unreal Engine. 3okpema, odimiiiHuil orisg MepexeBoi
(b13MKH MOSACHIOE, IO «MepexeBa (Pi3uKa - 1€ YaCTUHA MEPEKEBOi 1HPPACTPYKTypH
UE, mio 3a6e3neuye poOOTy CUMYJISIH (13UKHA B MyJIbTUIUICEPI».[2] YV HOKyMeHTax
3a3HA4YE€HO, 1110 TOJIOBHUM BUKIIMKOM € CaMe€ B3a€MOJIisi 00’€KTIB MpU 3ITKHEHHSX:
«peTuTIKaIis TaKUX B3a€EMOJIIA CTa€ CKIAIHINION, YMM IIBHJIIIC PYXa€ThCs 00 €KT i
yuM Oinbina 3aTpumka mepexi». B Unreal Engine ommcano kibka pexXUMIB
perrikanii  ¢i3uku  (Default, Predictive Interpolation, Resimulation) mis
MOKPAIEHHS] TOYHOCTI KJIIE€HTCHKUX cuMyJsin.[3] 3okpema, pexum Predictive
Interpolation g03BoJIsi€ KIIIEHTY TiepeadadaTl JIOKaJIbHI BILTMBH, a Resimulation -
YACTKOBO Tepe3anyCKaTh CUMYJISILII0 Ha KIEHTI JJIs1 KOpUTYBaHHs cTaHy. OJHaK y
1 JOKYMEHTAIIIi II[e MaJio IPUKJIAIHUX OILIIHOK TOT0, HACKUIbKU caM pytriit Chaos
CIIPOIIY€ YU YCKJIAHIOE PETLIIKAIIIIO.

HemonaBuiit ormsim Ha mnoprtam  daily.dev Buuauise OCHOBHI BHUKJIUKH
MepexeBoi (PI3UKU: 3aTPUMKY, IMOMMIIKM CHHXPOHI3allll, B3a€EMOJiI0 31TKHEHBD,
MacmTabyBaHHs. ABTOpHM 3a3HA4yalOTh, IO I YCYHEHHS IIUX TMpoOsieM
PEKOMEHIyIOTh ~ 3aCTOCOBYBAaTH  KJIIEHTChbKE TependadeHHsT Ta  CEepBEpPHY
aBTOpUTETHICTH[4]. [HIN mKkepena paasTh CyBOpPY CHHXPOHI3AII PyXy uepes
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(biKkcoBaHMI 4YacOBUM KpOK 1 CEpBEpHI MEPEBIPKH, a TaKOXX BHUKOPUCTAHHS
IHTEepNoNAIi 11 TUIaBHOCTI BigoOpaxkeHHs.[3] Hes3Bakaroum Ha 11 3arajibHi
peKoMeHaIli, creriagbHl JOCHIPKEHHS METOJIB CHHXpOHi3amii (i3uku came 3
BUKOpHUCTaHHAM pyiiis Chaos y Mepe:keBoMy CepeIOBHUII MOKH 110 HE MOIIUPEHI.
binburicTe HasBHUX MaTepiajiiB BUCBITIIIOE 171€1 3aralbHOCUCTEMHOTO MIAX01Y (SIK-OT
KIIIEHT-CEPBEPHA  apXITEKTypa, KOMIICHCAIlisl 3aTpuMKH, pexuMm Predictive
Interpolation), ogHak TIMOOKWN aHaM3 BIOPOBAKEHHS 1 ONTHUMI3AIli (hi3UIHOTO
pymris Chaos y MyJIbTHILICEPHOMY KOHTEKCTI1 3aJIMIIAETHCS BIAKPUTHM 3aBIaHHSM.

Meta cTaTTi - JOCHIIKEHHS OCOOJHMBOCTECH 1 MEXaHI3MIB CHHXPOHi3aIlii
¢bi3uuHNX O0YHMCIIeHb 3 BUKOpUCTaHHSM pyirisi Chaos y 6araTokopucTyBalbKUX
IFPOBHUX CHCTEMaX, a TAKOXK OIlIHKAa MOTeHIl1ary Ta oomexeHsb pymris Chaos B Unreal
Engine npu po3po0Li MEpeKEeBUX PEILIIKOBAHUX ITOP.

Buxnan ocHoBHoro marepiany. Chaos - ie HoBuii (pi3uunuii pymriii B Unreal
Engine. Bin interpoBanuii B UES (Ta noctynnuii ekcriepumentaibno B UE4.26+)[2],
ak 3amida ctapomy PhysX Big NVIDIA. Chaos po3paxoBaHuii Ha BHCOKO-
MPOJYKTUBHY CUMYIJIAIIIO - OCOOJMMBO MJisi CKIAJHUX PYWHYBaHb 1 B3a€EMOJIA Yy
peanbHoMy daci.[5] Cucrema MICTUTh TaKi OCHOBHI KOMIIOHEHTH: KOPCTKI Tisia
(Rigid Body), cuctema pyiinyBanns (Destruction) 3 iHcTpymMeHTamMu (parMeHTarii
reometpii, ™mojaemoBanHa TkaHuHU (Cloth), ragdoll-animamito Ta pyxomi
TpancnopTHi 3acodu (Vehicles). Yce ne 103Bos€ peanizyBaTu peaaicTuIH1 00’ €KTHI
B3a€MO/IIi- BiJI KOPEKTHOI OOpPOOKH 3ITKHEHb A0 CKJIaJHHUX JUHAMIK pyHHYBaHHS
(Hanpukan, OyaiBelb, 10 PO3MITAIOTHCSA HA OCKOJIKM 32 (PI3MYHUMH 3aKOHAMH).[6]

ApxitekTypHo Chaos mpaiftoe B OKpeMOMY aCHHXPOHHOMY MOTOLI (P13UKH, 1110
B1JIOKpeMITIOE€ 00uUMCIIeHHS (D13UKH BiJl OCHOBHOIO 1IrpoBOTO MOTOKY. Ile mae 3mory
pPYXOBI He OJIOKYBaTH peHJepuHT Ta joriky rpu. Ha Biaminy Big PhysX (sxuit 3a
3aMOBYYBAaHHSM TpaioBaB y motoui rpu), y Chaos € cBiit (izuunuit tpen mis
cumynsamii. Takuit miaxin copoirye pervrikamiio:  Epic  3a3Hauarorh, 110
«aCUHXPOHHHMM TIOTIK JO3BOJIIE MEPEKEBY perutikaiito» (izuku, Tomi sk PhysX
[[LOTO HE MATPUMYBaB 0e3 00xiqHuX pimeHb. Kpim Toro, BnacHa po3podka Epic nae
iM OUIBIIMI KOHTPOJb Ta MOXKJIUBICTH ONTHMI3AIlli, BHPIIIYIOYH JESIKI Bigomi
npobnemu PhysX (Hanpukiian, HecTaOUIbHI pe3yabTaTi 3ITKHEHB).[ 7]

Unreal Engine Takox Mae TIOTY)XHUH MepexxeBull (QpeiimBopk. 3a
3aMOBYYBaHHSM BHKOPHCTOBYETHLCS CEPBEP-aBTOPUTET: CepBEp CUMYIIOE (Pi3HKy, a
KJIIEHTH OTPUMYIOTh OHOBJICHI CTaHU 00’ €KTIB (MOJOXKEHHS, MBUAKOCTI To110). UE
NIATPUMY€E MEXaHI3MH peIUTiKallil - SKIIO B aKTOpa BBIMKHEHO pEIUTIKaliio pyXy 1
HOTro KOpPIHHUN KOMIIOHEHT 13 (PI3MKOI aKTHUBHUH, YL aBTOMATHYHO HAJCUIIAE
naHl kiieHTam. Hampukian, «pexum 3a 3aMOBUYBAHHSIM» PEIUIIKalli 3MIHIOE
IIBUJIKICTh 00’ €KTa Ha KIIEHTI TaK, 1100 B cepeIHbOMY 3a IMBIIPOXOIY MEPEKEBOTO
UKy HOTO TOJOKEHHS BiAMOBUIO cepBepHOMY.[3] Ilpu mpoMmy KIli€eHT poOWTH
Harnepena nporuo3 Ha miB RTT, mo6 3rmagutu 3atpumky. Unreal Takox migTpumye
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OUTBII TPOCYHYTI pEXUMHU MepexkeBoi (izuku: pexum Predictive Interpolation
BpPaxOBY€ JIOKAJbHY HIBUJKICTh KIIIEHTA ¥ JO3BOJISIE 3aCTOCOBYBATH Iepe0adyBaHi
CUJIM Ha 00’€KTH, a peXuM Resimulation 103BOJISE KIIEHTY MOJENOBATH (PI3UKY
Hamepea 1 B pasl PO3ODKHOCTEM «BIIKOTUTHCS» JO 30€pPEKEHOTO CTaHy 1
NepPEeMOJIETIOBATH 3 YpaxyBaHHSIM cepBepHOro kpoky. Lli MexaHi3mMu 3a0e3neuytoTh
OUTBIII TUIaBHY B3a€EMOJII0 OO’€KTIB 1 Kpamly CTIWKICTh MPU 3ITKHCHHSX, aJie
BUMAaralmTh JOJAaTKOBOTO KENIyBaHHS icTopii (izuuHoro crany.[3] B mimomy,
cuctemMa pertikarii Unreal Engine mo3Bojisse THYYKO HaJamTyBaTH MOENb
ABTOPUTETHOCTI i CUHXpOHI3aIii (Pi3UKU Y MyIbTHILICEPI.

MeTtoau cuHXpOHi3auii Pi3HIHUX 00YMC/IEHb Y MYJIbTHILJICEPHUX ITPOBUX
cucremMax

B MynbTHIUIEEpHUX 1rpax CHHXpPOHI3alis (13MKK HailyacTime 0a3yeTbcs Ha
Mojieli cepBep-aBToputeT. CepBep BUKOHYE TOBHY CUMYJISIIIIO 1 BIJICHIIA€ KIIIEHTAM
JUIIe HEOOX1/IH1 CTaHu 00’ €KTIB (KoOpauHaTH, MBUAKOCTI). KilieHT, HaBmaku, uiie
BiloOpakae Ieil CTaH Ta BUKOPHUCTOBYE IHTEPIOAIII0 ab0 €KCTParoJIAIiio st
[JIAJIKOTO PyXy Ha CBOeMyY ekpaHi. Takuii miaxij rapaHtye, 0 BCl TpaBIli Oavarthb
y3TOJI’)KEHUH CBIT, ajie BBEJICHHS T'PaBLIsl CIPUMMAETHCS 3 3aTpUMKOI0 He MeHIe RTT
(yacy TIOBHOTO KOJIa «3amuT-BiANOBIABY).[8] Uepe3 1e JokalbHa peakiiisi TpaBIis
3aTPUMYETHCS, 10 MOKE 3HIDKYBATH BIAUIYTTS KEPOBAHOCTI.

[Ilo6 3MeHIIUTH 3aTPUMKy Ha il TpaBls, 3aCTOCOBYETHCS KIIIEHTCHKE
nependaveHHs (Client-Side Prediction). ¥V 1miii cxeMi KIII€HT ofpa3y 3aCTOCOBYE
BBEJICHHS TPABIA JI0 JIOKAIBHOI KoMl (PI3MUHOI CUMYJISALIL, @ TOTIM HaJACHIAE MOALl
cepBepy. SKIo cepBep Mpu OTPUMAHHI TaHUX IHACHTUYHUX BX1IHUX 11 J1a€ HIIAMN
pe3ysbTaT (Yepe3 MEpPEKEeBY 3aTPUMKY), KIIEHT OTPUMYE «TJIMOOKHI CTaH» BIJ
cepBepa 1 3aCTOCOBYE€ BHIPABJICHHS 3 BIAMOBIJHUM «BIAKATOM» Ta MOBTOPHOIO
cumyutsiieto (rollback) B ictopii kanpiB.[9] Takum 4rMHOM, KIII€EHT OAYUTH MUTTEBY
peaxiiito (BiAUyTTS BIACYTHOCTI JIary TIpU HATUCKAHHI), aJieé TIOTIM MOX€E BiIOyTHCS
KOpEKIlisi  TOJIO)KeHHS  00’€KkTa, sAKa  3a3BUYail  yCYBA€ThCS  IJIABHOIO
inTepnossieto. [ 8] [puknanom e irpu sxanpy FPS (First Person Shooter, Illytep Bixg
NepInoi 0coom): MocTpisl (GIKCYEThCs 0/pa3y Ha KIIEHTI, a TIOTIM cepBep MepeBipse
«BigkoTom» (lag compensation), un OyB BiH TOUHUM.[9]

B okpemMux Bumaakax 3acTOCOBYIOTH MeToOJ]l MoBHOro BijkaTty (Rollback):
KJIIEHT MOJIeTto€ (13UKY 3 BIACHUMH BBEJACHHSAMHM 1 NEPIOJIMYHO OTPUMYE CTaH Bij
cepBepa. SIKIO BUSBICHO HEBIAMOBIIHICTh, KIIEHT «BIAMOTY€E» 10 MOMEPEIHBOTO
CTaHy, KOpUI'ye HOro Ta 3HOBY cumymwoe Brepen.[9] Lleit merom Bumarae
JNETEPMIHOBAHOCTI CUMYJISIIT Ta BEJIMKOTO 00CATY OOYHMCIEeHb (30epiranHs icTopii
¢i3ukn Ha 4vac xoya 0 RTT)[3]. B meskux irpax (wampukian, Rocket League)
BUKOPUCTOBYETHCS CaM€ TaKWW MiAXIA: (i3MKa BUKOHYETHCS Ha Jy>K€ BUCOKIH
YacTOTi 1 MPU HAJAXO/KECHHI BIIMIHHOCTEH YCI TiIa TOBTOPHO CUMYJIOIOTHCS.[10]
[Tpote BiH nyxe Bumornusuii A0 LI1 1 mam’sT1, 1110 0OMexye HOro 3acTOCyBaHHS.
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Kpim Toro, y My nbTHIIICEDP] 3aBKIM BUHUKAE MTUTAHHS JIETEPMiHI3MY (H13UUHOT
cumyaiii. Ockiibku peanbHi ¢i3uuni pyunii (PhysX, Bullet To1io) BukopucToBy10Th
apu(METHKY 3 IIaBaI0UY0I0 KOMOIO 1 0araTonoTOYHICTh, 1ICHTHYHI T0YaTKOB1 YMOBH
MOXXYThb JlaBaTH pI3HI pe3yJbTaTd Ha pI3HUX MallMHAaX. SK 3ayBak€HO B
obroBopennsix Unreal, PhysX e ¢ demepminicmuynum, TOOTO OJIHAKOBI CHJIU
MOKYTbh TIOPOJIUTH TPOXH BiIMIHHHM pe3ybTat mpu noTopi.[11] Lle mpusBoauts 10
pO301KHOCTEH CTaHIB Ha cepBepl 1 KIEHTAX, TOMY 3a3BHYail CUMYJIOIOTH (i3UKY
JUIIe HAa OJHOMY KOMITIOTepi (Hal4acTile Ha cepBepi) 1 MepemarTh pe3yabTaTH
IHITUM. YBIMKHEHHSI JETEPMIHOBAHOTO PeXuMy ((PpiKCOBaHMIA Yac KPOKY, TE€ cama
MIOCJIIIOBHICTh BUITAJKOBHUX YHCEN) 3HHXKYE IPoOJIeMy, aje MOBHICTIO ii HE yCyBae
IIpY CKJIQJHUX B3aEMOISAX 1 BUCOKIN 3aTpuMmiIli. BigomMo, 110 3 pocTOM 3aTpUMKH Ta
HIBUAKOCTI PpyXiB MOMMJKH pEIUliKalli 3pOCTaloTh, MOTIPIIYIOYM TOYHICTh
cuHxpoHizamii.[11]

OCHOBHI MeTOIM CMHXPOHI3aIIII:

CepBep-aBTOPHUTET: CEPBEP CHUMYJIIOE 1 HAACHIAE CTaH 00’ €KTIB, KIIIEHTH
IHTEPIOJIIOIOT,  PyX. [apaHTye y3roJDKEHICTb, aje JIOKaJbHAa B3a€EMOIIS
3aTPUMYEThCS Ha yac Mepexi.[3][8]

Krientcbke nependoadeHss (MpeauKIis): KIIEHT BiIpa3y 3aCTOCOBY€E BBEICHHS
JIOKaJIbHO, CepBEp MOTIM HAJCWJA€e MIATBEpKeHHS 1 kopekuii (rollback) mpu
HeoOx1aHOCTI.[9] 3abe3neuye HeraiiHy peakiiilo rpaBIli, ajie MOTpeOye CKIATHOIO
KOy JUIsl KOpeKUli (IMIJIeMeHTalli MeXaH13MiB BIJIKaTy Ta IHTEPIOIALIT).

[HTeprionsAis Ta EKCTPamoJIALis: KIIEHT MepeMillye BIIaleHI 00’ €KTH
IJIaBHO MK OTPMMaHUMHM CTaHaMU (Ta MOXJIMBUM NMpPOTrHO30M). Lle 3rmamkye pyx,
ajie He J03BOJISIE KIIIEHTY 3MIHIOBATH (PI3UKY 110 MMiJIKa3KH Bij cepBepa.

Komnencais 3atpumku (Lag Compensation): 3a3Bruaii BAKOPUCTOBY€ETHCS B
IIyTepax, KOJIU CepBep «BIIKOUYE» CTaH HA MOMEHT OTPUMAHHS BUCTPLTY, 1100
NEePEeBIPUTH BIIy4YaHHs 3 ypaxyBaHHsM latency[9]

Kosken miaxin mae mmtocu ¥ minycu. Hanmpukiaa, pesxxum 3 JeTepMiHOBaHUM
OJIHOYaCHUM BHKOHaHHSM Ha Bcix MammHax (lockstep) mo3Bossie CHHXpOHI3YBaTH
0e3 mepemaul geraned (i3UMKH, aje BUMAara€ IMOBHOTO KOHTPOJIIO HaJl KOXHUM
00’exTOoM (TIpHKJIA] - CHCTeMH Ha 3pa3ok Photon Quantum, ge cuMyJisiiisi TOBHICTIO
nerepmiHoBaHa).[12] B iHmux Bunaakax oOUparoTh T1OpUIHI CTpaTerii, AOBIPSIOYH
cepBepy (i3UUHYy CUMYJIAIIIO Ta JalOUM KIIIEHTY JIMIIE MPUBIICH KOOPIUHYBATH
BJIACHUH PYyX 1 JIIHEMHO niepeadayaT 00epTH.

Buxopucranns pywisa Chaos pias peasizanii cMHXpOHi3aumii QIi3MYHHX
004HCIICHD

V¥ Unreal Engine 3 Chaos 3’siBuimics cneniaibHl IHCTPYMEHTH JJIs MEPEXKEBOT
¢bi3uku. lomoBuuit - Network Physics Component (KOMIIOHEHT MeEpEKeBOI
¢bi13ukn).[13] Lleli KOMIIOHEHT M03BOJISE MEepeaaBaTH Ha CEpBEP KEpyroul CUTHAIN
(mpuckopenHs, 00ept) 1 30epiraTé icTOpito crTaHiB GI3MKA Ha KiieHTI. BiH
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aBTOMAaTHYHO 00’ €JHYy€e mepeadauyeHHs Ta MepenpopaxyHOK: CEPBIC 3aMUCYy€E BX1JIHI
JaHl ¥ pe3yNbTaTh CUMYJSIIT I8 KOXHOTO Kajpy, a NMpPU OTPUMAaHHI HOBUX
CEepPBEPHUX JIAHUX 3a MOTPEOU BUKOHYE «BIAKAT» O ICTOPUYHOTO CTAHY 1 CUMYJIIIOE
BIIEpEI.

[Ipu HanamryBanHi MepexeBoi (izuku 3 Chaos po3poOnuk nomae Network
Physics Component 10 cBoro akrtopa (Hampukiaa, ¢izuaraoro Pawn). IlotiMm y
HAJAIITYBaHHSX I[OTO AaKTOpa BHOWpalOTh pexuM perumikaiii «Predictive
Interpolation» a6o «Resimulationy:

Predictive Interpolation (cepenoBHIIE 13 CEpBEPHUM aBTOPUTETOM) - KIIIEHT
3MIHIOE MIBUAKICTH 00’ €KTa JIOKAJIBHO, a CEPBEP BIAMPABIISE JJaHI 3 KOPUTYBAHHIMU.
Leit pexxuM J103BOJISIE 3aCTOCOBYBATH Nepe0auyBaHi CUIM (HAPUKIIa, MOIITOBXH)
Ha CTOpPOHI KJII€EHTa A0 oTpuMmaHHs 1H(opmanii Bix cepsepa.[3] CepBep 1 KIII€HT
MOTIM Y3TO/DKYIOTh IIBUJIKICTh Ta MOJOKEHHS.

Resimulation (ans Physics Pawn) - KJ1i€HT 3HaAXOAUTHCS HA TMIBXBUJIMHHOMY
yaci Brepe/i 1 30epirae icTopito CTaHiB K «Kublie 0ydep».[3] Konu kinieHT oTpumye
OHOBJICHHSI BiJl C€pBepa, BiH IMOPIBHIOE CEPBEpPHI JaHl 3 BIJMOBIIHUM CTaHOM Y
Oydepi. Sxmo € Benawka pI3HUIL, 3aMyCKAEThCS MEPENPOPAXYHOK: CHUMYJISIS
MOBEPTAETHCS HA3a/1 10 IIbOTO 30€PEKEHOT0 CTaHy, BUIIPABIISIOTHCS IOMUIIKU 3T1THO
3 CEpPBEPHUMHU JIaHUMH, 1 a1 CUMYJIFOETHCA 0 TOTOYHOTO MOMEHTY.[3 ] Hanpukiniii
00’ €KT MOXXE ONMMMHUTHUCS B IHIIIOMY MICII1, TOXK JIsl YHUKHEHHSI PUBKIB BKJIIOUA€ThCS
IJIaBHA 1HTEpHoJiss mnepexony. Pexum Resimulation Bumarae m01aTKoBUX
pecypciB (OUIbIIIE MPOIECOPHOTO Yacy Ta mam’sTi Ha Oydep), ajie 103BOJISIE KIIIEHTY
MOBHICTIO CUMYJIIOBATH CBOIO «(i3nuHy Pawny 3 BBE€ICHHSIMU KOpPHUCTyBaua.
Baxnusi HanmamtyBaHHs cuHxpoHi3aiiii 3 Chaos:

dikcoBaHUil Yac KPOKY: yCl KIIEHTH 1 CEpBEP MaIOTh 00UUCITIOBATH (DI3UKY
3 OJHAKOBUM (PIKCOBaHMM JenbTa-4yacoM (Hampukian, 60 abo 120 kagpiB Ha
cekyHay). L{e 3menIye po30i>KHOCTI PU PI3HUX MIBUAKOCTIX OHOBJICHB.
CuHXpoOHi3allisi reHepaTopa BHNAJAKOBHX 4YHCeJ: SKImO y i3ui
BUKOPHCTOBYIOTHCS BUITaJIKOBI BEJIMYMHH, iX TTOTPIOHO a00 reHepyBaTH Ha cepBepi 3
nepeaavoro HaCiHHS, a00 3aIllyCKaTy 3 OJHUM CIIJIBHUM MOYaTKOBUM HACIHHSM Ha
BCIX KJleHTaX. [Hakmie 00’€KTH MOXKYTh OTPUMYBATH Pi3HI BUMAJKOBI CHUJIM Ha
PI3HUX MalllMHAaX.

Bubip aBTOpuTeTHOr0 BY3/a: 3a3BUYail CEpPBEpP 3BAIMIIAETHCS €IUHUM
JUKEPENIOM 1ICTUHU A1 P13UKH. SIKIIO % NOTPIOEH «KITIEHT-aBTOPUTETY (HAMPUKIIA/,
y BUIAJIKaX 3 HU3bKOIO IOCTYITHICTIO CEPBEPIB), HEOOX1HO PETEIHLHO KOHTPOIIOBATH
HAJIHHICTh TAKUX NIEpeay Ta pU3UK YUTHHTY.

IIpuknan BuxopuctanHs Network Physics Component ommcano vy
JOKyMEHTAIlli Ta cTarTsax chiabHOTH.[13] Po3poOHMK BU3HAYAE CTPYKTYpH JTaHUX
JUTSI BXOJIIB Ta CTaHIB CUMYJIALIIT, a pyIIiii caM BIAMPaBIISA€E iX MO MEPexKi 1 3MIMUCHIOE
HeoOx1aH1 nepetikanas (forward predict 1 rollback) «mig kamorom». Kpim Toro, y
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CTaHAapTHOMY perutikaiiiitnomy mexanizmi UE MoxkHa nipocTo yBIMKHYTU Replicate
Movement Ha KOMMIOHEHTI 3 ()i3UKOIO, 1 PyIId aBTOMATUYHO OHOBJIIOBATHUME
MOJIOKEHHST Ha KJieHTax 3a cxemor Predictive Interpolation.[3] ¥V Oyab-sikomy
BUMAJIKY, Tpu poOoTi 3 Chaos BaxJIMBO YyCBIJOMIIIOBATH, JI€ CaME€ BUKOHYETHCS
CUMYJIALIS (CepBEP UM KIIEHT) Ta SIK 00pOOIATH KOH(IIKTH CTaHIB.
Horennian Ta oome:xxenns pyuriss Chaos y mepe:xeBux irpax
Mo:xauBocti Chaos: pymriii 3a0e3neuye ay’ke BUCOKY TOUHICTB 1 JIeTalTi3alliio
disuxu. Moro cucrema pyifHyBaHHS J03BOJISE CTBOPIOBATH PEANiCTHYHI
JECTPYKTHBHI CEpeOBHUIA: 00’ €KTH MOYKHA 3a37aJIeTiah ApoOUTH HA (HparMeHTH 3
HaJIaIlITOBAHOIO JIOT1KOIO0 po3nady.[6] 1le 3HauHO MIABHINYE BIAUyTTS B3aEMOAll 3
irpoBuM cBiToM. Kpim Ttoro, Chaos miaTpumMye CKJIagHI HaJalITyBaHHSA
TPAHCIIOPTHUX 3ac001B, J€Talli30BaHI OOMEXEHHS MIX TUIaMH Ta I1HTEIPOBaHI1
CUMYJIAIIT TKAHWHU, IO JO3BOJISIIOTH POOUTH OararonapamMeTpuyiHi MOJeNl 00’ €KTIB
y rpi.[6] Ockinbku pyurin «pigauity g UE, BiH nerko macmraOyeThes il BEJIUK]
cieHu 1 otpumye ontumizaiii Bi Epic (manpuxnaza, texuiku LOD mist di3uku ta
CHeliajibHl IIeiaepu JUisi MPUCKOpEHHs cumydsamii). Takum yuHOM, nJist
OararokopuctyBanbkux 1rop Chaos BigKkpuBae mMOTEHLIaN JJs  SIKICHOTO
«0araTOKJIIEHTCHKOTO» PYWHYBAHHS 1 B3a€MOJIIi - HANMPUKIAN, PO30UTI yJIaMKu
KOPEKTHO pearyoTh Ha BOTOHb I'paBliiB a00 B3a€MO/IIIOTh 3 MIEPCOHAKAMM.
Oome:xennsi: nonpu nepesaru, Chaos mae 1 cytteBi Bukiuku. [lo-nepiie, 3a
3aMOBUYYBaHHSIM HOTO CUMYJIALISL HEAETEPMIHOBaHA Ha pi3HUX MamuHax.[11] HaBiTe
MIPY OJHAKOBHX IMOYATKOBUX YMOBax HE TapaHTYEThCS 1ICHTHYHICTH PE3yJIbTaTiB
MIXK CepBepaMH 1 KJIIE€HTaMH, OCOOJMBO SIKIIO BUKOPHCTOBYIOTHCS 0araTornoTOYHI
oOuucnenHs. Lle moxxe mpuU3BOAMTH A0 PO3OIKHOCTEH CTaHIB, TOMY MEpEXKEBUI
pexum Chaos cripoeKTOBaHUM Tak, 110 uuLe 00UH 8y30.1 (3a3BUYAM cepBep) BUKOHYE
¢b13uKy, a 1HII MPUPMaKOTh KOpUryBaHHA. HecTaOlpHICTh MOXKE TaKOK BUHUKATH
yepe3 OKpyTJieHHsa uuce - Hampukiajn, Unity um Unreal Ha pizHux miatdopmax
MOXXYTb TPOXH TO-PI3HOMY OOUYHUCITIOBATH CUJTY TSDKIHHS UM TPaBITAIlIO.
[To-npyre, cyTh BUCOKOTOUHOI (D13UKHU - BEJIMKE HABAHTAKEHHS Ha MPOIECOP.
Jlnst MepexeBoi CMHXpOHi3allli moTpiOHa (PikcoBaHAa YacTOTa KPOKIB 1 KEITyBaHHS
icTopii craHiB (K y pexkumi Resimulation), 1o qogaTkoBo 30inbInye BUTpaTu. Tak,
nokymeHTarliss Unreal momepemxae, mo pexuMm Resimulation «Butpawae CPU 1
nam’siTb» Ha 30epiranng icTopii ¢pi3uku koxeH Kaapd.[3]
V Benukux cBiTax 13 OararbMa AWHAMIYHUMHU OO0 €KTaMU € MOYXE CTATHU
BY3bKHM MICIIEM: SIK 3ayBOKEHO €KCIIEpTaMH, SKIIO Tpa Ay)Ke 3aBaHTaKCHA
cumysidiiero Gi3MKM, TOBHUM BIJKAT 1 MEpPENpOpPaxyHOK KOKHOTO KaJpy CTae
MPaKTUYHO He3AiCHeHHUM depe3 Butpatu [I1.[9]
Takum duHOM, IS CTaOLIBHOI poOOTH MepexkeBoi ¢izumku 3 Chaos gacto
nOTPiOHO OOMEXYBAaTH KUIBKICTh OJHOYACHO PYXOMHUX TIJT 1 PETEIbHO HaJall-
toByBatu Ll g CPU.
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Tperss mpoOnema - po30LKHICTh CTaHIB Ha KIIE€HTI Ta ceppepi. HaBiTh 3a
BUKOpHCTaHHA Resimulation He rapaHTyeTbcst Oe3loBHa KoHBepreHiis. Ilicis
nepenpopaxyHky 00’€KTH MOXYTb «CTPUOHYTH» B HOBY MO3MIIIO, HIO MOMITHO
rpaBiieBi. Unreal Hajae 1HCTpYMEHTH 1HTEPIIONAIIT IS 3TUIaJPKyBaHHS TaKUX 3MiH,
aJie TIOBHICTIO YHUKHYTH apTedakTiB Baxkko.[3] KpiM Toro, Bucoka 3aTpuMKa Mepexi
a00 BHCOKa MBHUAKICTh PYyXy 00’ €KTIB MOXKE MTPUBOJAUTH 10 BETUKUX KOPEKIIIA: YAM
outbmmit RTT uu mBUAKICTE, TUM CHITBHIIIE CTPAXKIAE AKICTh PETUTIKAITII.

Hapemri, mopiBaroroun Chaos 13 iHIIAMY T1IX0aMH IO PO3TOIIIEHOT (hi3UKH,
CIi BiA3HAYUTHU: 0arato KOHKYPEHTHUX pilleHb (DAKTUYHO BIAMOBISIFOTHCS Bij
cknagHoi (i3uKu 3apaau crabinbHOCTI. Hampukiman, cuctemu Ha 3pa3ok Photon
Quantum 3a6e3neuyoth 100% nerepmiHOBaHy cUMYJIALi0,[12] ane ix ¢i13uka Mae
OyTH CTpOro BU3HAYEHA PO3POOHUKOM (YacTO 3 MPOCTIIUMU MOAENSIMU). [HIII 1rpu
(mep1ooco60Bi IIyTepH) ITHOPYIOTh pealibHy (PI3UKY - BOHHM ONHCYIOTh PyX 1
3ITKHEHHS BJIACHOPYY 1 MepeAaroTh JIMIIE aHIMAI0 Yd MO3ullito. [Hmwmil crnociod -
naketu Ha KmTaaT SnapNet gomoBHIOTH MexaHi3mMu Unreal (3 rimbokum
KEIIIyBaHHSAM 1 ONITHUMI30BaHUM BIJIKATOM), ajieé CYyTh 3QJIUIIAETHCS aHAIOTTYHOIO JI0
BOY/IOBAHUX METOJIB. Y JNESIKUX PO3POOKAX 3aCTOCOBYIOTHCS JI0JIATKOBI anapaTHi i
nmporpamHi ontumiszaiii: Hanpukian, Rocket League BukopuctoBye pymiiii Bullet 1
MOCTIMHO CUMYJIO€ (PI13UKYy Ha KJII€HTaX, MEPIOJUYHO POOISYM BIAKAT - 1€ JIa€
YyJIOBy TOYHICTh, aje€ «HAI3BUYAHHO JIOPOTY» 3 TOYKH 30py OOYHCIICHB
peanzamito.[10] ToOro, iHmi migxoaun abo cHOpomlyrTh (I3UKy 3apaau
CUHXPOHHOCTI, a00  TMOKJIaJaloThCsl Ha BEIUYE3HI pPECypcH s MHIATPUMKHU
JNEeTaNbHUX CUMYJSIIINA (K 1e poOJsiTh B MpO-piBHI esports 13 KIIEHTCHKUM
nepea0ayeHHsIM 1 KOMIIEHCALIIE€I0 3aTPUMKH ).

BucnoBku. Buxopucranus pymis Chaos pa3oM 3  MOXIMBOCTSIMU
MepexxeBoro  (QperimBopky Unreal Engine nmae TrHyYki 1HCTpyMEHTH IS
CUHXpOHI3aIil Pi3UKK y 0araTOKOPUCTYBAILKUX irpax. Y PO3IIIAHYTUX PIIICHHSIX
Hale()EKTUBHIIIOK BUSBHUIACA MOJENb 3 IEHTPAIBLHOIO CUMYJIIAIIEI HA cepBepi 1
JOKaJIbHUM KiIieHTChKUM niepenadadeHdsM (Predictive Interpolation). 3aBasiku iboMy
KIIIEHTH MOXXYTh MHUTTEBO pearyBaTH Ha CBOI BBEJICHHS, a CEpPBEP CBOEYACHO
Hajcuiiae Kopekili. Pexxum Resimulation 3 icTopi€ro cTaHiB A03BOJISIE JOCATTH IIIC
O1bII0i ToOuHOCTI (Hanmpukiaa s pizuuaux Pawn), ogHak BUMarae J10JaTKOBHUX
pecypciB. B nuomy, pymiii Chaos ycmilmmHO BHUKOHYE TMOCTaBJICHY 3ajlady: BiH
HNIATPUMY€E€ BHCOKOTOYHY (DI3UKYy Ta HaJa€ MOXIMBICTh BUKOPUCTOBYBATH
nepeadOavyeHHss 1 BiIKaT JJI1 KOMIIEHcalli 3aTpuMok. Pa3oM 3 TUM BUSBIIEHI
OOMEKEHHsI - MepeAyCiM HEeCTaOUIbHICTh CUMYJISALIT B PI3HMX MOTOKAaX Ta 3HAYHI
Butrpatu CPU mig yac cunxponizanii. s mokpaiieHHs] CUCTEMU PEKOMEHIY€EThCS
MOTAJTBIIIE OTIPAITIOBAHHS TAKUX ACTMIEKTIB: PO3BUTOK MYJTBTUTIOTOYHHX AITOPUTMIB Y
Chaos (00 3MEHIIMTH HABAaHTAXXCHHS HA TOJIOBHUW TMOTIK 1 CKOPOTUTU dYac
BIJIKATIB), MOCIIIPKEHHS JOJATKOBUX METOIB Y3TOJDKEHHS CTaHIB (HANpUKIa,
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riOpUJAHUX MOJIeJIeH 3 YacTKOBO KIIIEHTCHKUM aBTOPUTETOM) Ta OITHUMI3aIlisg
rapaMeTpiB MEpeKeBoi perutikalii (3aTpuMKa, IHTEPIOJIALIS) 11T KOHKPETHI KaHPH
irop. Takox MEpPCIeKTUBHUM € BUBYCHHS JOCBIy IHIIUX PYIIiB 1 (hpelMBOPKIB
(HampuKJIaa, 1HCTPYMEHTIB 3 JE€TepMIHOBaHOIO (DI3MKOI0), 1100 BHUHECTH Kpalli
pakTUKH [ MaiOyTHiX Bepciit Chaos 1 Unreal Engine.
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