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Ne | Ha3Ba eramy QMIJIOMHOI CTpok BUKOHAHHS IpumiTka
podoTH eTany poooTHu

1 | BuOip Temu, ii oOrpyHTyBaHHs Ta | 10 23 xoBTHA 2024 Bukonano
3aTBEPIKCHHS

2 | O3uaniomiieHHa 3 MeToguuHuMu | 1o 13 nucronana 2024 | Bukonano
PEKOMEH/IALIISIMU

3 | Anami3 nmpenMeTHoi 001acTi, 1o 10 rpynus 2024 Bukonano
OTJISAJT aHAJIOT1B, (POpMYyBaHHS
I 1 3319

4 | ITigGip miTepaTypH, CKIIalaHHS 1o 15 rpynusa 2024 Bukonano
3aBJIaHHS

5 | Bubip TexHosnorii Ta 1o 15 ciuns 2025 Bukonano
1HCcTpyMeHTIB peanizaiii (Godot
4 C#, ENet)

6 | Peanizamis mogynst Threaded 1o 25 6epesns 2025 Bukonano
Physics (PressureSolver)

7 | Peamizauist moaynsi ENet 1o 05 xBiTHs 2025 Bukonano
DeltaSync

8 | Peamizamisa Ul + Repair-RPC 1o 10 xkBiTHA 2025 Buxonano
(TextureProgressBar, kHomnka
Repair)

9 | Peanizamis A-ceiiBiB Brotli 1o 15 kBitHa 2025 Bukonano
(SaveService)

10 | Peanizamis WaterMask-meiinepa | mo 20 xBitHs 2025 Bukonano
(GLSL, xBuis)

11 | [nTerpaniiine TecTyBaHHS, 1o 10 tpaBus 2025 Bukonano
npodiaroBanHs, 301p METPUK

12 | ITigroroBKa mMOsICHIOBAJILHOL 1o 20 tpaBus 2025 Buxkonauno
3amucku, pedepary, opopMIIeHHs
poOOTH

13 | 3axucT MaTepiaiaiB IUTIOMHOT 3a 1 MiCSIIb 10 3aXUCTy
po0OOTH Ha 3acigaHHi Kadheapu

14 | OdiuiitHuii 3aXUCT MarepiaiiB 3rigHO rpadiky
JTUIUIOMHOT pOOOTH Ha 3aCiIaHHl | 3aXUCTIB
€K3aMEeHAIIHHO1 KOMiCii

Crynent

KepiBauk poboru



PEDEPAT
AKTyaJbHicTb. Y 0araTtb0oX I1HII-IIPOEKTAX, WO JIOBIO pO3pOOJISUIUCH Ha
3actapimux pymrisx (MonoGame, XNA, Unity 5 Tomio), HAKOMUYUBCS 3HAYHUN
TeXHIYHUA Oopr — Hu3bkuil FPS, Benuka 3aTpuMka B Mepexi, TPOMI3JIKI CeBH.
[le oomexye Buxia Ha HOBI iargopmu (Steam Deck, WebAssembly) Ta miaBunrye
BUTpaTH Ha mATpUMKY. IlepenecenHss rpu Barotrauma Ha cywyacHuit
oesposuTiiHuit  pymi  Godot 4 C# [E€MOHCTpPYe JKUTTE3NATHY CTpPATEriio
MojepHi3amii: 3aBasku BOymoBanum 3acobam ThreadPool, ENet Multiplayer 1
Native AOT moxHa 3MeHmuTa HaBanTaxeHHs Ha CPU, Tpadik 1 po3mip 6i1ga 6e3
B1IMOBH B1J C#-JOTIKH.
O0’€eKT FOCTiTAKEHHS: TIPOIECH ONTUMI3aI] (P13UKH, MEPEKEBOI CHHXPOHI3AIIiT Ta
daiinoBoi nigcuctemMu B C#-irpax cepeHbOoi CKIaHOCTI.
IIpexmer pocaixxeHHsi: MeTonau TnepeHeceHHs (mopTuHry) CH-TpoekTy 3
MonoGame Ha Godot 4, 30kpema: GararonorokoBa 00poOKa, MeiabTa-peruriKaIis
ENet, crucnuii Brotli-ceiiB, a Takox y3arajibHeHa MOJENb BUOOpY pyIIis s
C#-irop.
Merta nociigzkeHHs1: pO3pOOUTH W EKCHEPUMEHTAIbHO TEPEBIPUTH MPOTOTHIT
Barotrauma — Godot Port, sikuii:
e 30epirae irpoBy JOTIKy 03 MepenucyBaHHs Ha 1HITY MOBY;
o niasuurye FPS mionaliMeHie yaBidl Ta 3MEHUIye MepeKeBUU Tpadik He
MeHe Hix Ha 80 %;
e (hopMye yHIBEpCaIbHY METOIUKY OPTUHTY CH#-1rop Ha BIAKPUTHHN PYIIIiil.
3aBnanHsa:
1. IIpoananizyBaTu TEXHIYHUN CTaH OPUTIHAIBHOI I'PU Ta ICHYIOUI MIAXOIU 1O
MOPTHUHTY.
2. BuOparu ontumaneHuid pyurii i cgpopmyBaru kpurepii (FPS, RTT, po3mip
CeHBy, JIIEH31s).
3. PeanizyBaru moayns Threaded Physics na WorkerThreadPool Godot 4.
4. Jlomatu ENet DeltaSync 13 MultiplayerSynchronizer (ping < 80 mc).

5. CrBoputu inTepdetic Ul + knomnka Repair, mo Bukiukae RPC.
4



6. PeanizyBaru Brotli A-celiBu Ta j0KaabHE BITHOBIICHHS.
7. Pozpobutu WaterMask-1ieiiep 13 XBUISCTOIO MEXEIO Ta IPAJTIEHTOM.
8. IlopiBHATH METpUKH «7I0 / Ticias» Ta CcHOpPMYBaTH MOACIb TPUHHSATTS
pimenHst Godot / Unity / Unreal.
Kawuosi caoBa: Godot 4, C#, Barotrauma, ThreadPool, ENet, A-ceiiB, Brotli,

mieiep, MOPTUHT, 1HII-PYyIIIiii.
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Beryn

BigeoirpoBa iHAycTpisi MOCTIMHO 3MINIY€ETHCS BiJ KIACUYHUX MOHOJITHUX
PYILLIIiB O MOAYJIBHUX, BIIKPUTUX eKocucTeM. Lle cTBOpIoe monuT Ha yHIBEpcabHI
MoaeJi moOynoBH irop, 1o [alTh 3MOTY IIBUIKO IE€pe-KPOKOBAaTH ICHYIOUI
OPOEKTU TIJ Cy4yaCHI BHMMOTM MPOAYKTHUBHOCTI, MEPEXKEBOi B3aeMonli Ta
PO3LIUPIOBAHOCTI.

Y  nmaniii  poboTi 00’€KTOM  NOCTIDKEHHS € Npolec INepeHeceHHs
2D-koonepatuBHoi rpu  Barotrauma 3 ¢perimBopky MonoGame Ha
Godot Engine 4 13 Bukopucranuam moBu C#. Ilpenmerom BuUCTymae Moaelib
1o0y10BH IrPOBUX CHCTEM, 110 BPAXOBYE:

creHoBy apxitekTypy Godot;

0araTonoTo4Hy (hi3UKy BOJU Ta THUCKY;

high-level RPC / delta-sync nmns MmepexxeBux ceciid;
MOJTyJbHY CHCTEMY MOJIIB 1 CEHBIB.

Meta po60TH — BHpPOOMTH METOAMYHY MOJEIb (AITOPUTM [, apXITEKTYpHI
mabsoHu, HaOlp peKOMEeHJailiil), 3a JOMOMOrow sIKOi MOXHa TMOPTOBaTH
pecypcomictky C#-rpy Ha Godot 0e3 BTpaTu TeUMIUIEHHOT JIOTIKM Ta
3 nokpauieHHsM FPS 1 mepexeBoi cTaO1IbHOCTI.

3aBaaHHA:

1. IIpoananizyBaTu TEXHIYHUN CTaH OPUTIHAIBHOI I'PU Ta ICHYIOUI MIAXOIU JO
TIOPTHUHTY.

Bubpatu ontumansHuii pymiit 1 copmysaru kputepii (FPS, RTT, poamip
CEWBY, JIIIEH31s).

PeanizyBatu monynb Threaded Physics na WorkerThreadPool Godot 4.
Honatu ENet DeltaSync 13 MultiplayerSynchronizer (ping < 80 mc).
CrBoputu iHTepdetic Ul + knonka Repair, mo Bukimkae RPC.

PeamizyBatu Brotli A-celiBu Ta JIoKaJIbHE BiTHOBJICHHS.

Po3pobutn WaterMask-mietiep 13 XBUISICTOIO MEKEIO Ta TPAIIEHTOM.
[TopiBHATH MeTpUKH «70 / Ticas» Ta chHOpMyBaTH MOJCIb TPUHHSATTS
pimennsa Godot / Unity / Unreal.

N

XN R W

AKTyanbHICTh pOOOTH MOACHIOETHCS THM, 0 MonoGame-Bepcis Barotrauma
JEMOHCTpy€e TIOMITHI mnpooOsemu 3 FPS, BuTOokamm mam’sTi Ta HecTaOLIBHUM
miHrom y koomeparui. [lokazatm nuisix A0 iX yCyHEHHS 4Yepe3 Cy4acHH
open-source-pyriit Godot € KOpUCHMM SIK IS IHII-PO3POOHUKIB, TaK 1 IS
HABYAJILHUX KYpPCIB 3 TEHM/ICBY.

Po3aia 1. TeopernuHe 0OIPyHTYBaHHS Ta aHAJI3 BUXIJIHOI CHCTEMU



1.1 Bu3Ha4yeHHS BaXJIMBOCTI Ta IPUYMH.
1.1.1 Yomy Tema B3araJii Ba:KJIuBa.

3a ocCTaHHI TM’ATh-CIM POKIB CIIOCTEPITa€ThCcs XBWIS TaK 3BaHHUX
«BHUITAJIKOBHX XITIB» — Irop, IO MHOYHUHAIWCA SK 1HAI-TIPOEKTH HA BiJHOCHO
OpOCTUX PpYIIisSX, aje pantoBo 3i0pamu Benuky ayauropiro (10-100 muH
3aBaHTakeHb). Kitacnunuii npuknag — Barotrauma: kogoBa 06a3a pocia mBHLIE,
HDK IJIaHYBaJM ii aBTOpPH, 1 3 4YacoM TEXHIYHMI Oopr mouaB «3’igatu» FPS,
IIJHIMATH ITIHT 1 JJaMaTH CEUBU.

Barotrauma na MonoGame miaTBep/pKy€e MPaBWIO: UMM Mi3HIIIE KOMaHAA
3alMEeThCSl apXITEKTYpOI0, THUM JOpOXK4Ye OOIMIEThCS «IOpPOT ONTHUMIZalli», a
NOJAJIbIII MaTyl JIUIIEe MACKYIOTh CUMIITOMH.

1.1.2 ®eHOMEH «BHIIAJKOBOI0 XiTa» Ta eCKAJIAlif HABAHTAXKEeHb
Hwuxde — TUnoBwmii )KUTTEBUN IIUKII 1H/[1-3ar0JIOBKA, 1110 PAITOBO CTaB MAaCOBHUM.
e OpuriHanibanii MVP npantoe Ha ogHOnmoToyHOMY LMK W Tpumae 50-70
FPS.
e [lepmie OHOBJIEHHS NPUHOCUTH HOBUM KOHTEHT — + 10 % 00’ekTiB 1
MEPEKEBUX MAKETIB.
e Jlpyre-TpeTe OHOBIICHHSI I0/Ial0Th MOJH, MaiicTep-ceprep, cosmetic-DLC.
e UYepes pik rpa BkKe BJBIYl OLIbIIA, ajlie SAPO PYLIIs 3aATUIIUIOCS TUM CAMUM;
KOKEH TaTY «JIIKY€» CUMITOM, a HE IPUYHUHY.
baianc «KOHTEHT <> omTUMI3allish» JlaMaBCsl BXKE Ha APYroMy-TPeThOMY TMaTdi:
KUIBKICTh 00’€KTIB 3pocTajia MIBUJIIIE, HIK PO3POOHUKH BCTUTATU PedhaKTOPUTH
MonoGame .

1.1.3 «KoHTeHT npoTu onTuMizanin» — KOHQUIIKT npiopuTeTiB

KopucTtyBaui 04iKyrOTh HOBHUX ITiJIBOJHUX OlomiB, 30poi Ta KBecTiB KOXHI 3-4
MICSIIT.

Komanma < 15 oci6, Tomy ontumizartis Bigkiagaetses: FPS moctymoBo nagae 3 60
1o 30 kampis, a outbound-Tpadik pocte 10 10 Mb/s — came 11ie dikcye npodaiinep
Barotrauma 1.5 .

UuMm mi3HilIEe 3alHATUCA TMEepepoOKOI0 sapa, THM JOPOXKYE «BHUpI3aTU» CTapl
3aJIEKHOCTI.
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1.1.4 Texniunuii 60pr Ta ioro «modiuHi epexTN»

Taomums 1.1

Cumnromu ipo6iieM MpoayKTUBHOCTI y Barotrauma

CumnTom SIK poOsABJISIETHCH Jloka3 y Barotrauma

[Ipociganns FPS 2x mamiaHa micas 2-ro | Physics.Update — 56 %
POKY PO3pOOKH KaJpy

3pocTaHHs CCHBIB 10 Mb — 150 MB, | nomkomkeHi

Kpanii npu 3aBaHTaxeHHdi | BinaryFormatter daiinm

broadcast 60 Hz
snapshots

Jlaru B Mepexi 7-10 Mb/s tipu 4 rpaBiisx

Kondmiktu mois Kpaiii TiJ dYac CTapTy

cecii

onnakosi UID pecypciB

1.1.5 Yomy «i1aTaTtw» BiKe CEHCY HEMAae€
1. MonoGame ue miarpumye Threaded Physics «3 xopoOkm» — moTpiOHO
NEepenrCcyBaTH 3HAUHy YaCTHHY SApa.
2. Pyunuii RPC uepe3 UDP cknagHo mnepeBectu Ha delta-sync 0e3 3MiHuU

IPOTOKOITY.
3. Cuctema MOAIB HE Mae namespace — NOTPIOEH MOOaNbHUI pedakTop

pecypcis.
BHCHOBOK: BUTpaTd dYacy Ha TIOKOMIIOHEHTHE «IaTYyBaHHSI» TEPEBUIIYIOThH

BapTICTh NMEPEHECEHHsI Ha PYIIiH, Je 11l 3aaa4i Bxke po3B’s3aHi (Godot 4).
1.1.6 IloTpeda B MoneJii mepeHeceHHsI Ta ONTUMI3anii
Monenb moBUHHA:
1. 36epertu reimuielt 6apoOTPaBMHOTO KOOTIEPATHUBY.
2. Tligastu cremto npoxyktuBHOCTI (FPS %2, Tpadix —90 %).
3. Haparm API mis moniB 3 yHikaneauME UID 1 mepeBipkoro CyMiCHOCTI.
4. Maru Binkpury minensito (MIT) — miHIMI3yBaTH IOpUANYHI PUSHKH.
1.1.7 OuikyBaHi pe3yJIbTaTH NepeHeCeHHs

Tabmums 1.2
[TopiBHSHHS poayKTHBHOCTI Mixk MonoGame 1.5 ta Godot 4
MeTpuka MonoGame 1.5 Target Godot 4 KomeHnTap
FPS y cueni «3 |34 >70 Threaded Physics
BIJICIKH + BOJIa)
Outbound Tpadik | 9,7 Mb/s <1 Mb/s delta-RPC
(4 rpasii)
Posmip ceiiBy 150 Mb <15Mb ResourceSaver
A-state
Kpami moniB mpu | 3aKOHOMIpHICTb MMoBipHicTb .pck + namespace
> 15 mods Habararo MEHIIe

11




Peanizaris mux 1mined mokaxe, 110 MEpexiJl He JUIIe «KOCMETUYHUN», a CIpaBi
BUPILIY€E MPOOIEMHU, K1 HAKOMMYYBAJIUCS POKAMH.

1.2 Poab C# y cyyacHHX pyluisix

C# mocTynoBo mepectaB OyTH «JIHUIIE CKPUITOBOIO MOBOIO» 1 HUHI MPAITIO€
SIK TIOBHOIIIHHUI CUCTEMHUMN 1HCTPYMEHT y 0ararboX KOMEpPIIIMHHUX Ta Open-source
pymisix. Moro peanbHa IIpHBaGIMBICTE Y TelMEBi BH3HAYAE€ThCA HE CTIIBKH
CHUHTaKCHCOM, CKUTbKH eBorolieio camoi margopmu .NET 1 mmubunoro inTerparii
3-I11]1 KaroTa pyIiisl.

1.2.1 EBosronis muiargopmu .NET y reiitmaesi

[Tepmr Hixk o6paru C# K OCHOBHY MOBY MOPTHUHTY, JOIIIBLHO 3pO3yMITH, K
3miHioBaBcs cam panrtaiim .NET 1 womy came ocTtanHi Bepcii 3HSUIM OUIBIIICTH
ICTOpUYHUX MPETEH31H 10 MPOAYKTUBHOCTI KEPOBAHOTOY KOJTY.

Taomums 1.3

Tabnuus 2.1 — Kirouosi Bixu po3Butky 1uiatdopmu .NET 3 Touku 30py irpoBoro
3actocyBaHHs (2019 — 2024)

Pik Ilonis Yomy 11e Ba;KJIUBO JJIsI irop
2019 Buxin NET Core 3.0 | Pauraiim BIJIKPHIIH, 3’ IBUJIACS
i MIT-muen3iero MoxsnBicTh  BOynoByBatu CoreCLR 'y
ByiacH1 pymri (Stride, Flax, GodotSharp).
2021 NET 6 LTS + | BuxkoHnyBanuii koa maiixke HazgornaB C++
Ahead-of-Time (AoT) |y «xomogHOMY» CTapTi — IIe KPUTHYIHO
KOMITLISIIST JUISL KOHCOJICH 1 MOOay.
2023-2024 | .NET 7/8 Native AOT | Cratruuni camogoctatHi EXE-daiinu, mo
ctaptytoTh < 200 Mmc; reflection maiixke He
MOTPiIOEH, TOMY MOXKHA Pi3KO 3MEHIIUTH
00’ €M paHTaNMYy.

Tabmuns mnokazye, mo Bigkpurts CoreCLR (2019) mnoxknano mo4yarok
«iHTeTpamiiHii xpwrt» — pymrii Stride, Flax 1 GodotSharp orpumanu MOXITHUBICTS
BOynoByBaru C# 6e3 minen3iinux 0ap’epis. [lepexin no AoT-komnisuii (NET 6)
npakTu4yHO 3piBHsAB vac cold-start i3 C++, a Native AOT (.NET 7/8) cxoporus
po3Mip paHTaiiMy Ta mpuOpaB 3anexHicTh Bia reflection. B ydac, konu koHcom i
nopraruBHi [IK AukTyioTh oOMexeH1 pecypcH, Il 3MiHH pobisate C# pealbHUM
koHKypeHToMm C++ y high-performance crienax.
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Cphoroi iCHYIOTh TPU PEKUMH BUKOHAHHS, 1 PyIIii KOMOIHYIOTh 1X 3aJIeKHO BiJl
miaropmu:

Tabmuus 1.4
[TopiBHsiHHA pexumiB komrusii y NET
Pexum Jle 3aCTOCOBY€ETHCS IL1rocu Oo0MexeHHs
JT [TIK-penakropwu, MUTTEBUN BUILIUHI
dev-30ipku hot-reload RAM-footprint
IL2CPP  /|10S / Switch MEPEHOCHUMICTD, Bl/UTaJIKa CKJIa HIIIa
Mono AoT MEHIIIUH .€Xe
Native Steam Deck, | my)xe  mBumkwmii | reflection ~0
AOT release-011au cold-start,
HEBEJIUKUN
paHTaliMm
JIT numiaerbcss TOJOBHUM 1HCTPYMEHTOM Y PEIAaKTOpl — MHTTEBUU

hot-reload mae 3mory moGauntu pesynprar 3a jideHi cekyaau. IL2ZCPP/Mono AoT
3abe3reuye MepeHOCUMICTh 1T MOOLIBHI ¥ KOHCOMNBHI 1111, ae JIT HegocTymHui.
Native AOT nemonctpye cold-start < 200 mc Ha Steam Deck 1 moMiTHO 3MeHIITye
footprint panTaiimy.

1.2.2 CuiibHI CTOPOHM MOBH U1 irop

[cropryHa €BOJIOIS paHTAMy MPUHOCHTh KOPHCTh JIMIIE TOMi, KOJH
KOHKpETHI (pidi MOBM 3HIMAIOTh MOBCAKACHHI «00mi» po3poOHMKa. Hikye —
peXUM BHUKOHAHHS, J€ BIH JOpe4yHuil, 1 Toil Habip MoxauBoctrer C# 10, 1o
0e3Iocepe/IHbO BITUYBAOTHCSA Y IIOJACHHIM poOOTI HaI IPOIO.

e be3neyHa maM’ATh i3 KOHTPOJIEM AJIOKALIH
Span<T> 1 ref struct 703BOJIAIOTH MpallOBaTH 31 «CUPUMU» MacuBaMu 0e3
3aiiBoro cMiTTs-30upada. Y mnpodaiiiepi 1e moMITHO ofpa3y: MIHYC KiJbKa
TUCSY aJIOKAIlIM Ha CEKYHIy HAa MEPEKEBUX MaKeTax.

e (CyyacHa aCHHXPOHHICTH
async/await npuOupae HEOOXIJHICTh BpY4YHY onucyBaru state-mamuHu. Ha
npaktuii — oauH meron 13 await HttpClient.GetStringAsync() 3amicTb
JECATKIB PSAKIB KOJIOEK-KOIY.

e Pattern Matching 10+
Cxmanni switch y finite-state-machine temnep muuryThest ABOMa yMOBaMmHu, a
nepeBa moBeaiHKN Al cTalOTh KOPOTIIUMU 1 YUTAOCTHHIIITIMHU.

e Source Generators
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I'enepyrore kox y xomminsitopi: Hampukiana, RPC-o6roprku mis Godot 4.
Hynb peduexcii B padTaiiMi — IPOAYKTHBHICTh HE CTPAK/IAE.

OnnrovacHo Span<T>/ ref struct mpuOuparoTh 3aiiBi aJoKaIlii B KpUTUIHUX
MicIax (TTapCHHT MEpEeXEBUX TaKEeTIB), async/await mo30asisie moTpedu OymyBaTh
BJIACHI state-MammHu A Mepexi, a Source Generators T03BOJISIIOTH T€HEPYBATH
RPC-00roprku 1mie Ha erari KOMOUISALIT, 3JIMIIAI0YN HYJb peduIeKcli B paHTanMI.
VY cymi ie hpopmye 6ananc «mBHAKICTD = C++» Ta «3pYUHICTh ~ CKPUIITOBA MOBay,
10 ¥ MOTpiOHO A cTabiibHOTO NopTUHTY Barotrauma Ha Godot 4.

// ACMHXpOHHUH 3alUT 0 master-cepBepa 3 aBTopeTpaiieMm

async Task<ServerInfo[]> QueryMasterAsync(Uri uri, int timeoutMs = 5000)
{
using var cts = new CancellationTokenSource(timeoutMs);
var json = await new HttpClient()
.GetStringAsync(uri, cts.Token);
return JsonSerializer.Deserialize<ServerInfo[]>(json);

h

1.2.3 IlopiBHSIHHS 3 iIHIIMMHA MOBaMH

[lopa3y, Koiu MocTae MUTAHHS «4OMY HE JIMIIUTHU Bce Ha C++y» abo «moxe,
Kkpamie nucaru reiimiuiet Ha GDScripty, BapTo NMOMISAHYTHM Ha Ti KpUTepii, SKi
BIUTMBAIOTh Ha MIOJCHHY PO3pOOKy: Oe3meka mam’sti, “cupmit” FPS, mBuakicts
iTeparliii Ta MATPUMKA ACHHXPOHHUX OTIEPAIliil.

Taomums 1.5

[TopiBHSIHHS MOB TIpOrpaMyBaHHs JIJIsl pO3POOKH irop

Kputepiii C#10 C++17 GDScript 2.0

besneka mam’sari | v/ GC + Span<T> | X (manual) v (VM)

IlpoaykruBHicts |+ (JIT/AoT) ++ —

ITepaTHBHICTS v hot reload - v

Async /O nepuia KjiacHa CTOPOHHI KOPYTHUHU
010110TeKN

VY GeHuMapKy Ha cCUMYJIALIO 3aroryieHHs pi3Huis Mk C++ Release ta C#
Native AOT — ~15 % CPU-uacy; naromicts C# nae rapsuuii reload 13 ceKyHIHOIO
3aTPUMKOIO Ta TapaHTOBaHMM 3axucT Bij use-after-free. GDScript ineanpHuii ajs
MIBUJIKUX TPOTOTHINIB, ajieé MPOCiTa€ HAa BEIUKUX CleHaX. TOX /il TIOPTHHTY
Barotrauma Oananc «90 % mBuakocti C++ + 3pydHICTh CKPUNTOBHX MOBY»
nepeBaxkye 1HII BapiaHTH.

1.2.4 NuGet-exocucrema 1151 rediMaeBy
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Opnna 3 "HenoorineHux nepesar C# — 1ie NuGet: monan 350 tuc. makeTiB, 6arato 3
SKAX 3aKpUBAaIOTh BY3bKI TeWMIUICHHI 3amadi 0e3 Toro, mo0 ‘‘BHHAXOIUTH
BEJIOCHIIEN :

Taomumg 1.6

BuxopucTanHsi CTOPOHHIX MAKETIB y TP1 Ta IXHs KOPUCTH

ITaket Hagimo y rpi IlpakTH4YHA BUTOA
LiteNetLib Hu3bKkopiBHeBUil ~ UDP; [ MiHIManeHuid  ping Ha
fallback no ENet MoOamIl
MessagePack-C# cxemo-free cepianizamisa | A-ceiiBu Ha 45 % MeHI
3a JSON
YamlDotNet yuTadeIbpHl KoHbIru | neBen-au3aitd 6e3 IDE
IPEIMETIB
Serilog CTPYKTYpOBaHi JIOTH MUTTEBA BiJIITpaBKa
TEJIeMETPii

[Tinkmrouenns nakera y Godot:

<ItemGroup>
<PackageReference Include="MessagePack" Version="2.7.99" />
</TtemGroup>

IIpakTuka: y wpororum mopToBaHoi Barotrauma —  MessagePack
BUKOPHUCTOBYETHCSI JUIsl CTUCTUX JENbTa-CeiBiB, eKoHoMJIsTuu ~45% mucky
BiTHOCHO JSON.

1.2.5 Case-studies: ne C# y:ke 10BiB e)eKTUBHICTh

Ta0muus 1.7

[Mpuknaay irop 13 C#-pyiisiMu Ta TEXHIYHUMU JOCSTHEHHSIMU

I'pa Pymriii KiarouoBuii pakt

Hollow Knight: Silksong | Unity 2020 (C#) 60FPS @ Nintendo
Switch 13 GC safe kogom

Terraria 1.4 BiaacHul XNA ¢dopk (C#) | 2% mBuame pemnizy 1.0
micast  mepexoy — Ha
Span<T>

Dodge the  Creeps! | Godot 4 C# Jliniiinuit ckeitn qo 1200

(memo) 00’exTiB (@ 120 FPS
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-“x D [__100% |

Qo C ge 9 Supad

HOLLOW KNIGHT | Dodge the

Creeps!

C# He oOMexyeTbcs 1HII-PUHKOM: cepBepHi kiactepu Rainbow Six Siege Takox
npairoroth Ha .NET. Ile miarBepmkye — MoBa IPOXOAUTH IUISIX Bl MPOTOTHITY 10
production release 6e3 “3MiHN KOHEH TTOCEpE] TPOEKTY.

1.2.6 .NET Native AoT vs IL2CPP (Unity)

Y  wmoOunbHUX 1 KOHcObHUX 30ipkax JIT 3abopoHeHuii, TOX MOTpiOHA
AOT-komnisisanisi. CbOroJiH1 ICHYIOTh JAB1 NOMYJISIPHI CTPATErli:

Tabmuns 1.8
[TopiBasuusa .NET Native AOT ta IL2CPP 3a kintouoBuMH nmapameTpamMu
IMapamerp NET Native AoT<br>(Godot 4, | IL2ZCPP<br>(Unity)
Stride, Avalonia)
[Taiinnaitn C# IL — NativeAOT — LLVM |C# IL — C++ transpile
BC — obj] — exe — clang — dll/exe
Pednexcis O6mexena (koHdiIr rd.xml) YacTtkoBa (reHEPYIOThCS
stub-kacu)
Posmip APK /|= 18 MBb (stripped, LTO) ~25 Mb
EXE (arm64)
Cold-start (Pixel | =220 mc ~410 mc
4, Release)
I'enepartis kony | IToBHICTIO aBTOMaTHYHA Moxe  yamatucs — Ha
generics-corner-cases
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Debug-cumBonmu | PDB — DWARF C++ — DWAREF (Baxue
Manutu 10 C#)

BucHOBOK: 711 1HII-IIPOEKTIB, JI¢ BaXXJIMBI KOMIIAKTHUH OULII 1 IIBUIKUN CTapT,
NET Native AoT mae mepesary 15-30 %. IL2CPP Bapto o6uparu, skio moTpioHa
Bcs ekocucteMa Unity, ane 11e yCKJIaHIOe Malriaiiy.

Oomexenns Native AoT

e BincyrtHiil JIT — He moxHa BukopucroByBaru System.Reflection.Emit.

e [lorpiOHO Hamepes nekjapyBaTyd THIH, 110 BUKopHUcTOBye reflection (daiin
rd.xml).

e Hewmae hot-reload; mist mBuaKkoi iTepaiii mopyu Tpumaerbes JIT-36ipka.

IIpakTHyHe pilleHHs 1JIA epeHeceHHs Barotrauma

o IIK-Bepcis — CoreCLR (JIT) + hot-reload nmst po3pooOxwu.
e Steam Deck / Android — dotnet publish -p:PublishAot=true, cratnunmii
ELF = 20 MB, cold-start < 300 wmc.

1.3 Apxirekrypa Godot 4 (NET-Bepcis)
1.3.1 SceneTree Ta )KUTTEBUH UK KAAPY

IIpu 3amycky rpu Godot imimiamizye SceneTree, KOopeHEeBHil By30J SKOTO 3a
3amoBuyBaHHSIM — Node 13 HaszBoto Main. IlpoTsrom kaapy BigOyBaeTbcs
MOCJI1IOBHICTb:

1. physics process(delta) — dikcoBanuii kpok, 3a3Buuaii 60 Hz.
2. process(delta) — BinbuaMit kpok (FPS-3anexuuit).

3. _input, gui input — mogii.

4. Pennep + Bukiuku notification.

TakuM 4YMHOM, MEpEKEBHM amnaedT MoXHa O€3MeYHO BHKOHYBaTH Y
_physics_process, rapaHTyIOYl CUHXPOHHICTb 13 CUMYJISILIIEIO.

1.3.2 Node-kJacu Ta ix Npu3Ha4YeHHS

e Node2D / CharacterBody2D — BigoOpaxeHHs Ta ¢i3uka.

e Area2D — natuuku (TpUrepu Jis 3aTOIIICHHS).

e MultiplayerSpawner — aBToMaTuyHe CTBOPEHHS MEPEKEBUX EK3EMIUISIPIB.
e Autoload (Singleton) — ro6ansH1 MmeHemxepu (Audio, Network).
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IMopana: Tpumaru miAcieHH kopabns y mammi /scenes/submarine/  Ta
IHCTAHITIIOBAaTH 1X JWHAMIYHO B 3aJICKHOCTI BiJI PiBHS KaMepH — II€ CKOHOMHTH
1aM’sITh Ha BEJIUKUX KapTax.

1.3.3 Signals, Groups Ta iHKeKIlisl 32J1eKHOCTEH

Signals peanizytors natepn Observer. 3aMiCTh NPSMUX MMOCUITIAHB BY3JIH €MICYIOTh
CUTHAJIM; CITyXadi MiIMACYIOTHCSA B PEAAKTOP1 UM KOJIi:

public partial class Door : Node2D

{
[Signal] public delegate void DoorStateChangedEventHandler(bool isOpen);
private void Interact()
{
_1sOpen =! isOpen;
EmitSignal(SignalName.DoorStateChanged, isOpen);
b
{
Groups (AddToGroup("water listeners")) H03BOJISAIOTH BHUKIMKATH  METOJ
omHouacHo  Ha  Bcix  Biacikax:  GetTree().CallGroup("water listeners",

"OnWaterDelta", volume).
1.3.4 Monyas .NET i B3aemMozisi 3 ABHKKOM
GodotSharp renepye binding-cioit wepe3 glue-xom (godot-csharp-bridge). Ilpu

30ipui npoekty MSBuild Buknukae GodotSharpTools, mo dopmye api_hash —
Ba)KJIMBO YHCTHUTH KEIII, KOJIM OHOBIIFOETHCS BEPCisl PYIIIisl.

UML-cxema SceneTree (cripoiiieHrii KOMIOHEHTHUN BUIJISI)

Main (Node)
Submarine (Node2D)
Section 01 (Node2D) # BIICIK
I— WaterBody2D # 1Ie¥1ep/moJIITOH BOIU
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PressureSolver.cs

# C#-cxpurr

Area2D DoorsTrigger

Section_02 (Node2D)
AlController (Node)
— NetworkManager (Autoload, Node)
— AudioBus (Node)

— UI (CanvasLayer)

# FSM exinaxy

Koxen Bifcik — 1€ Okpema IiJICIIEHa 3 BJIACHUM >KUTTEBUM IIMKIIOM; 3aBISKHU
bOMY iX MOYKHA JIMHAMIYHO iHCTAHIIIOBATH/BUIAJIATH, EKOHOMJISIYY 1AM’ ITh Ha
BEJIMKUX KapTax.

1.3.5 Mogeasn norokiB y Godot 4

Tabmauus 1.9
[Totoxu B Godot Ta ixH1 0COOIUBOCTI TPU BUKOpUCTaHHI C#

[Totik | YacTtora | BianoBigajibHICTh Hroancu qist C#

Render |~ = FPS | [loGynoBa xomannm penzaepy, | KopucryBau He B3aemomie

Thread | (idle) Vulkan-kouBeep 0e3IocepeIHbO; Jopori
BUKJIMKHU VisualServer
Kpalle KelryBaTu.

Physics |60  Hz | JlerepminoBana izuka 2D/3D; | C#-ckpuntu B

Thread | (Physics [ o00po6ka move and collide() | physics process

Ticks) 3aITyCKalOThCS TyT;

GC-nay3u >2 MC
IIPOBOKYIOTH Stutter.

Audio |~512 Hz | MikmyBanus ta DSP-edpextn | He Buknukaru heavy-ioriky

Thread 3 ayJIIOCUTHAJIIB.

Main /| kepyetsc | Bupimenus CUTHAJIB, | BiplIicTh C# KOJIIB

Idle g FPS _process, qorika Ul BUKOHYETHCSI TYT; MOXHa

Thread samyckatu  Task.Run s
(hOHOBHX 3aBJIaHb.

Worker |3a RenderingServer::thread pool, | Jlns C# —

Threads | morpedbu | ThreadPool::add job() System.Threading. Thread
abo Jobs API
(EKCTIEPUMEHT).

Threaded Physics yBiMKHEHO 3a 3aMOBUYyBaHHSAM. SIKIIO BIUTaTYUK TIOKA3ye
“Physics Frame > 8 Mc”, ciiji 3MEeHIIyBaTh poOOTy B I[bOMY Tpeii (HarpUKIIa,

po3nectu Al na Idle).

19




Ak ye ennusac na nopm CH-kooy

1. MonoGame GameLoop — Godot Physics + Idle. Jliinmo noriky: Bce, 110
3aJICKUTh B1JI KOJi3i# (Boma, nBepi), iae B _physics process; Ul Ta yar —y
_process.

2. AcunxpoHHi 3aBanTa:xkeHHsi. Kpynui PNG Ta Mom-apxiBu uutaemMo 4epe3
await FileAccess.GetFileAsynchronous() — moBepraemocs B Idle Tpen 6e3
nay3 (i3uku.

3. Task / ThreadPool. Jliis CPU-Baxxkux omepartiii (cadbmini-Al, pathfinding)
samyckaemo await Task.Run(() => Solver.Run(burstSteps)) — mam’sitaemo,
mo o0’ektu Godot we thread-safe; pesynprar mepemaemo dUepes
CallDeferred.

4. Konutpoab GC. VY Physics Tpeai 0axkaHo yHuKatu anmokauiid. Yacti new
Vector2() 3aminut Ha Vector2 vec = Vector2.Zero; 1 mnepepaxyBaum
KOOpIMHATH 0€3 new.

public override void PhysicsProcess(double delta)

{

// 0 ajmokarii Ha Kajp
_workingVec = ToLocal(Player.GlobalPosition);
if (_workingVec.LengthSquared() < range2)
EmitSignal(SignalName.Trigger);
}

Idle — Physics cunxponizayis

Sxmo norpidHO mepenaru pesynbTar ¢GoHOBoro obuucieHHs y Physics-Tpen,
BUKOPHCTOBYBAaTH Tpeoda:

CallDeferred(nameof( ApplySolverResults), snapshot); // BinOynetncs B Idle

A6o mnomictutu pgaHi y thread-safe uepry W 3uuTarm iX Ha MOYATKY
_physics_process.

Moxna xoHcTanTyBatH, o Godot 4 3abe3neuye Bumiienuin Physics Tpem 1 myn
BopkepiB. s C# mopriB 11e 03Ha4a€ MOXKIIUBICTh PO3MAPATICTUTH CUMYJISIIIO Ta
[/O 6e3 “zamizanHs” y BHyTpimHIA CH+-aBUxKOK. JOTpUMYyIOYUCH TIpaBUII
thread-safety i1 ontumizauii GC, moxHa 30epertu ctadbunbHi 60 Physics FPS naBiTh
y CKJIaJIHUX clieHax Barotrauma.
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1.4 Ilarepun npoexktyBannsa y Godot (C#)

Yomy B3araJii 3aMOpo4yBaBcs 3 HaTepHamMu?

VY nporeci po3pobku Ha 6a3i ppelimBopky MonoGame BUHUKAIU TPYIHOIII],
NOB’5I3aH1 3 HAJMIPHOIO CKJIAJHICTIO OKPEMHUX KJIACIB Ta iX HEKOHTPOJIbOBAHUM
PO3POCTaHHAM, L0 YCKJIAJHIOBAJIO MIATPUMKY MPOEKTY: HABITh HE3HAYHI 3MIHU
4acTO CIHIPUYUHSAIA TOSIBY HOBHX TmoMmuiok. Ilepexim mo pymiis Godot, mio
IPYHTYETbCSI Ha CIICHHO-BY3JIOBIM CTPYKTypi, YaCTKOBO BHPIIIUB IO MpoOIEeMy
3aBASKH Kpalliii MoayinbHOCTI. [IpoTe i y 11bOMy CepeTOBHIII 3a BIACYTHOCT1 YITKO
CIIPOEKTOBAHOT ~ apXITEKTYypH MOXJIMBE IOBTOPHE BHUHHUKHEHHS TOJIOHUX
TpynHouliB. Hikue HaBeAeHO MIAXOMU JO CTPYKTYpYBaHHS KOMY, SIKI BUSBUIIUCS
HANUOLTBIN €PEKTUBHUMH 111 YaC TICPEHECEHHS TTPOEKTY.

1.4.1 Singleton (Autoload)

Sk mpamroe: y Project Settings — Autoload momato NetworkManager.cs, craBiio
ranouky Singleton — Godot caM migBaHTaXye CKPUNT HA CTapTi i TpUMAE WOTO B
nam’siTi BeCh 4ac.

public partial class NetworkManager : Node

{
public static NetworkManager Instance { get; private set; }
public override void Ready()

{

Instance = this;

b
public void SendChat(string text)
{
Rpc("ServerReceiveChat", text);
b

Y Project Settings — Autoload nomaemo NetworkManager.cs 3 rajo4ykoro
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Singleton. IlepeBara — JOCTYymm 10 HBOrO 3  Oydb-SIKOTO  By3Jja:
NetworkManager.Instance.SendChat("Hi").

Ilo meni e gamo:

e Jloctyn 3 Oymp-sikoro wicigt: y rpaBid, Al un HaBiTh y Ul-kHOMIi mwuiry
NetworkManager.Instance.SendChat("Hi!") — oe3 JIAHITIOKKIB
GetNode("../.././").

e MeHIle 3aMeXHOCTEN: HE TOTPIOHO MPOKUAATH MOCUIIAHHS B KOHCTPYKTOPH
abo uepes Export-mossi.

e YiTKo BHIHO, IO IIE «CEPBIC», @ HE YSPTrOBUN BY30J1 CIICHHU.

daxan, skuil coiiiMas: gkmio 3a0ytu Instance = this abo Tpumaru Kiibka KON
CKpHIITa B aBT03aBaHTakeHH1, Godot MOBUKHU CTBOPUTH TyOIb.

1.4.2 Object Pooling
VY Bapo 3arormieHHs reHepye TUCSAYl YACTHMHOK 1 KyJii TapmyHiB. SIKIIO KOXKEH pa3
pooutu new Sprite2D(), To Ha Ryzen 5 npodaiinep nmokaszye 140 000 amokarriii 3a
XBUJIMHY.
public class BulletPool : Node
{
[Export] PackedScene BulletScene;
private readonly Queue<Node2D> pool = new();
public Node2D GetBullet()
{
if (_pool.Count == 0)
_pool.Enqueue(BulletScene.Instantiate<Node2D>());
var b=_pool.Dequeue();
b.Visible = true;
return b;

b
public void Recycle(Node2D bullet)

{
bullet.Visible = false;
_pool.Enqueue(bullet);

h
}

Pesynwrar npodimoBanns: minyc = 80 % anokariit Ta crabinbHuit FPS HaBiTh y
cueHi «4 rpasii + 3aroruieHHs». [Iroc mpubupanus cmitts (GC.Collect()) OinbIme
HEe (pU3HTH KaJp pa3 HA 5 CEKyH]I.

1.4.3 State Machine (Al Ta gBepi)
Godot-curnasim — wne, nmo cyti, BOymoBaHuil Observer, aie 0e3 py4YHOIO
N1JIUCYBaHHS JeJierariB. S cTBOpUB BllacHU curHai y SubmarineSection2D:
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public delegate void WaterLevelChangedEventHandler(float newLevel);
public void SetWaterLevel(float value)
{

if (Mathf.IsEqualApprox(_waterLevel, value)) return;

_waterLevel = value;

EmitSignal(SignalName.WaterLevelChanged, waterLevel);

b

FSM MoxHa iMremeHnTyBatu abo uepes narepH State Pattern (knacu-ctanu), abo
yepe3z enum-switch. Jlng NPC pexomeHayerbest mepexigHuil  iHTepdeiic
[State.Do(Npc npc, float delta).

[Io xmacuo: y HUD nocratHbo oauH pa3 miakiarourtucs B peaaktopi (Node —
Node — Signals — Connect) 1 gam OTpUMYyBaTH anaelTH 0e3 KOAHOI CTPOUYKHU
Kony-«kiew». Y MonoGame noBoauiiocs nucaru Bnacauii EventBus.

1.4.4 Observer / Event Bus

Y MonoGame Al maB rirantcbkuii switch(state) na 150 psakis. ¥ Godot koxkeH
CTaH — II€ OKpeMa CIICHA 3 BIIACHUM CKpHUNTOM. [lepemukaro Tak:

public void ChangeState(PackedScene newState)

{

CurrentState.QueueFree(); // mpubuparo crapy CleHy
CurrentState = newState.Instantiate(); / momaro HOBY

AddChild(CurrentState);

}

Komb6inamis Signals + Groups = lightweight Event Bus. Jlyis mobanpHux mofii
(manpuxnan, OnlLevelloaded) nomineno ctBOopuTH EventBus-Singleton 3
C#-nonisimu.

[Tmroc: nerko neGaxuTH — y BKIAAII Scene 4iTKO BHIHO, B sikomy ctani NPC.
MiHyc nuiie B TOMy, IO CTaHiB 0araro, aje 1€ MIBUIKO JIKYEThCS Tpedikcamu
(Idle , Fight , Repair ).
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1.4.5 Dependency Injection
A ne xotiB Tynutu DI-ppeiiMBopK, TOMy 3p0OHMB POCTUI PEECTPATOP:

public static class Service

{

private static readonly Dictionary<Type, object> _services = new();

public static void Register<T>(T instance) => _services[typeof(T)] =
Instance;

public static T Get<T>() => (T) services[typeof(T)];

b
Y Ready() norpiOHoro By37a:

Service.Register<IPathfinder>(this);

Tenep Oynb-ne B koai moxkHa oTpumaru Service.Get<IPathfinder>(). Tak s
BiJIB’a3aB Al-ckpunTu BiJ KOHKpeTHOI peanizauii Hasiramii (A*, Flow Field Tomo).

3a  morpeOWM  CKIQJHUX  CEPBEPHHX  CHCTEM  MOXKHA  BHKOPHCTATH
Godot.Dependencylnjection (NuGet), mob peectpyBatu cepBicu B container-style,
npoTe A iHai-MacmTadiB Autoload mocrarHbo.

Ipomizkauit mincymok. C# 00’e€JHye BHCOKY MIBHJKICTh NPOTOTUIIYBaHHS Ta
KOHTPOJIb HU3bKOpIBHEBUX JeTanedl mnam’sti. Y Godot4 ioro mnoteHIian
MOCUJIIOETHCSI CLIEHOBOIO apXITEKTYypOIO Ta IHCTPyMEHTaMu 0araTonoTOYHOCTI, 10
poOuUThH pyLIii KOHKYpeHTHUM  anprepHatuBaM  Unity/Unreal s
2D-koonepaTuBHUX MPOEKTIB 13 BUCOKUMHU BUMOT'aMH JI0 MEPEX1 Ta (Pi3UKHU.

1.5 CTpyKTypa NpOEKTY Ta MepekeBoi MoaeJi

Kooneparusna 2D-rpa Barotrauma y cBoili morouHiid peamizauii Ha MonoGame
CTHKA€ETHCS 3 HU3KOI0 KPUTUYHHUX TEXHIYHUX OOMEKEHb:

e OpnomotokoBa ¢izuka. Cumynsiis Bonu y Hull.Update() crioxxuBae monan
56 % xanpy Ta 3Hmkye FPS yTpuui B clieHaX MacOBOTO 3aTOIJICHHS.

e HajnnumkoBuii MEPEKEBUI Tpadik. UYepes BIJICYTHICTb
JeIbTa-CUHXPOHI3allli CepBep TPAHCIIOE TIIOBHI CTaHUM OO’€KTIB, 10
nopokye 7-10 Mb/s outbound-kaHany 1 «XBHII JIary» HpH MIKOBUX TOISX.
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e C(CeiiBu moBHOro cBity. BinaryFormatter 3anmucye yci 00’ektu, y pesyabrari
¢aitnu 3poctaroTh 10 150 MbB 1 HOMIKOIKYIOTHCS TPU BEIMKUX KaMITaH1sX.

o Koudmiktu momudikarmiii. BincyTHicTs nentpanizoBanoro UID-mpoctopy
MPU3BOJUTH JI0 KpallliB Mpu 301ry 11IeHTU(IKATOPIB MOJIB.

[Tepenecenns rpu Ha Godot 4 (NET) moTeHITIHHO ycyBa€e KOXKHE 3 TIepepaxoOBaHUX
«By3bkux Micupy»: Threaded Physics 3a6esneuye posantaxenus CPU, ENet i3
nensTa-RPC 3menmye tpadik go 300-400 kb/s, maketu .pck i3 UID-npoctopom
yCyBaloTh KOH(PIIIKTH pecypciB, a ResourceSaver miaTpuMye iIHKpEMEHTHI CEHBU

Barotrauma (peni3 1.5) mobynoBana nosepx MonoGame 3.8 + BiiacHoro Habopy
MEHEJIKEPIB.

st sikicHoi orinku nmpuaarHocti MonoGame-Bepcii Barotrauma 1.5 1o mopTunry
OyJ10 TIpOaHali30BaHO ii HACKPI3HY apxitektypy: Big GamelLoop 1 2D-dizuku 10
MEPEKEeBOTO CTeKa W CHCTEMM MOJIIB. Y3arajdbHEHI XapaKTePUCTUKH HABEJCHO B
tabm. 3.1.

Knro4uoBi 0co0OJIMBOCTI:

Tabmust 1.10

ApXiTeKTypa HiJICUCTEM I'PU Ta IXHI OOMEKEHHS

ITlincucrema Peanizanis KomeHnTap
GameLoop Omun Game.Update() + | YBech Al, bi3uka,
Game.Draw() Mepexa — CHHXPOHHO B
OCHOBHOMY ITOTOII].
Physics2D CamonucHuii Box2D | He HIATPUMYE
JIanT 0araToroTOKOBICTb,
Hemae «sleeping islandsy.
Networking Raw UDP socket + | BukopuctoBye 60 tick/s
BjiacHui reliable layer broadcast ycix 00’ €KTiB.
Mods 3aBantaxkenHss XML + [ Bincyrns nepesipka UID
PNG 3 Steam Workshop | — yacTi KOHGIIKTH.
Saves BinaryFormatter C# — | Cepianizye MOBHHM CBIT
* sav (mo 150 MB).

TunoBa koomeparuBHa cecis (4-6 rpaBIliB) TeHepye

tpadiky; npu 60 Hz e = 1,2 kb / tick.

CxeMa mepeskeBOi B3aeMoJil

~7-10 Mb/s wmepexeBoro

Kimiear —p (UDP) —P> Cepsep —P> (UDP broadcast) —P VYci kimienT

[[nput]

[State Snapshot]
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Uepes BincyTHICTh delta-cuHXpoHi3allii cepBep HAJCUIAE€ MOBHUI CTAH aKTUBHHX
00’€KTIB; II€ CTBOPIOE «XBUJII JIATy» TIPH CIUIECKY MO/IH (3aTOTUICHHS, O1i).

31 cxeMu BHJIHO, IO cepBep Ha KoxkeH TakT (60 Hz) TpaHciaioe MOBHUN CHAMIIIOT
CTaHy yCiX aKTHBHHX 00’ €KTIB KO)KHOMY KJII€HTOBI. 3a cecito 4 rpasii X 20 XB 11e
renepye ~ 8,4 I'b BuxigHoro tpadiky, T06T0 7-10 Mb/s. Takuii miaxix copuduHse
«XBWJII JIary» MiJ 4Yac MIKOBHX MOAiM (MacoBe 3aTOIUIeHHS, 01if), OCKUIbKH Yepra
UDP-naketiB nepesuiye Oydep mMepekeBoro creka 1 mopoixkye tick congestion.
BiacyTHicTh nenpTa-CHHXpPOHI3allli TaKOXK O3HAYae€, 10 00’ €KTH, sIKI IepeOyBarOTh
y cTaHi «sleep» abo B3araji mo3a IojieM 30py T'paBIlsl, yC€ OJHO HAJICUIAIOTHCSA 3
MOBHOIO PO3PSIHICTIO, 1110 MapHye kaHan 1 CPU Ha aecepianizailito.

KiouoBuii BHCHOBOK: TIepeBe/cHHS MepekeBoi miacucrtemu Ha ENet 13
BOynoBanuM delta-RPC no3Bomsie ouikyBano ckopotutu Tpadik 10 ~ 0,8 Mb/s (- =
90 %) mpu Tii camili KUIBKOCTI TpaBIiB, BOAHOYAC 30€pIrmId AETEPMiHI3M
reiimIuiero Ta MiHiMi3yBaBIiud input-lag. Came 1 BUMora ctana BU3HaYaJIbHOIO JIJIS
BuOopy Godot 4 s ITLOBOTO PyIIIis.

1.5.1 IIpoGaemMu NPOAYKTUBHOCTI M mam’ATi

Jlns  dopmynroBaHHS TEXHIYHOI 3a7adi MOPTUHTY OyJlIO0 BHKOHAHO SKICHY
KJacu(iKaIlio CHUMITOMIB TMPOAYKTUBHOCTI Ta HECTa4l Mam’sTi Yy pemi3Hii
Barotrauma 1.5. Yci cnioctepeskennst 0a3ytoTbest Ha 20-XBUTUHHUX KOOTIEPATUBHHUX
cecisix (4 rpaBmi, Windows x64) ta aBorommHHOMY cTpec-TecTi 3 PerfView i
Wireshark. Y3aransHeHi pe3yasratu HaBesneHO B Ta0u. 3.2.

Tabmnis 1.11

TUNoOB1 NPUYMHU TEXHIYHUX NPOOIEM y rpi

Kareropis Cumnrom IIpuyuna
FPS npornu no 20 xanpie | Macose 3arormensas + Al | Onur nmotik CPU 100 %;
0oit Physics Update = 25 mc.

3arpumka BBEJICHHS | 4+ IpaBIIiB Tick congestion — uepru

(input lag > 250 mc) UDP nakerTis.

Memory Leak (RAM > |2 rogunHa cecis HesiBae KEIIlyBaHHS

4T'b) Texture2D; BIJICYTHIH
dispose B  MeHemKepi
pecypciB.

Kpam npu  Binkputti | [lomkomkeHHs Cepiamizaiisi HMUKIIYHAX

cetiy > 100 Mb BinaryFormatter stream | mocunanb 0e3 nepeBipKH.
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AHami3 nokasye, 1mo ¢izuka 3atormieHHs B Hull.cs pazom 13 Al-tiukiiom popmye
KPUTUYHE BY3bKE MicIle: Yy MIKOBUX cueHax oguH norok CPU Butpauae = 25 wmc,
mo 3HWKye yactoty kaapiB g0 20 FPS 1 crtBoproe uepru UDP-makertiB, siki
miABUIYIOTH input-lag o > 250 Mc mpu 4oTUpHOX 1 Oumble TpaBlsxX. Burtik
Bijleonam’ Tl micas ~117-1 XBuiamHU cecii miATBepIKeHO namroM PerfView:
noBTopHe cTtBOpeHHs1 Texture2D 6e3 Dispose() 301mbinye private bytes mo 4 I'b 1
3aBepuryetbcsi OOM-kpaxom. Hapemti, momkomkenHs ceiiB-aitnis monaa 100
Mb noB’s3aHe 3 HMKIIYHUMH nocuiaHHsMU y BinaryFormatter — e He TUibKH
30UTbIIIyE PU3MK BTPAaTH TMPOrpecy, a U YHEMOXIUBIIOE BIIKIAJICHY
nenbTa-cepiaaizallio.

Takum anrOM, 90 % TPOOIEM 3BOASATHCS 0 OMHOMOTOYHOTO Gamel.oop 1 pydHOTO
KepyBaHHa pecypcamu B MonoGame. Iloganemii  po3minm  (4.1-4.4)
neMoHcTpytoTh, Kk Threaded Physics, ENet RPC ta ResourceSaver y Godot 4
MOBHICTIO YCYBAIOTh 1[I CAMIITOMH 0O€3 MepenucyBaHHs TeUMILIEHHO]1 JIOTIKH.

KiarwuoBe “By3bke Micue” — wmoHomiTHHH GamelLoop, IO YHEMOXIHBIIOE
napaynensHuid Physics + Networking, 1 3mymye cepsep tpumaru FPS = TickRate.

1.5.2 llpoginoBanns CPU (Barotrauma 1.5, Windows x64)

Jnst toro mo0 KUIBKICHO BHU3HAYMTH «BY3bKl MICUS» MPOTYKTUBHOCTI
opuriHaiabHOi Barotrauma 1.5, 6ynmo BukoHano mpodimtoBanss rinmku Update() y
pexumi headless-cepepa (Windows x64, MonoGame 3.8). Pesynbraru
BUMIPIOBaHb MOJ1aHO B Tabm. 3.2.1.

Ta0nwns 1.12

Po3nonin yacy kaapy Mix MOIYJISIMU TPy

DyHKIIISA / MOTYIb CepenHiii yac Kaapy % B11 Update
Physics.Update() (Hull + | 14,1 mc 56 %

Items)

Character.Update() (Al + [ 5,9 mc 24 %
Animation)

Networking.Send() 2,8 Mc 11 %
(Serialize — UDP)

GameMain.Draw() 1,7 mc 7 %
(SpriteBatch)

Bceboro 24,5 mc / kajap 100 %

Bugno, mo mnonax 56 % kaapy 3abupae Buxiauk Physics.Update(), e
oOuncioeThes piBeHb Boau Ta komizii y Hull.cs. Mepexesa cepiamizauis (11 %) i
BiIManbOBYBaHHs crpaiiTiB (7 %) MamTh CyTT€BO MeHIHK BrumB. OTKe, came
MoHoOJITHA 2D-(di3uka € kputuyHuMm oodmexxkeHHsaM FPS; mepexin na Godot 4 3
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Threaded Physics nmoTeHmiiHo gae moHaiMeHIne 2X CKOpOYeHHs Kajapy 0e3 3MiHU
ITPOBOI JIOT1KH, IO ¥ OyJI0 B3SITO 3@ OCHOBY MOAAIBIIOI MOJIE1 TOPTUHTY.

CepBep tpumae ~40 FPS y mopoxxuboMy 1001 Ta mpocigae no ~20 FPS npu
3aTOIUICHHI + 4 TpaBIIX.

Bucnoesox

binbme momoBuHM KaApy 3’ima€ TOKAAPOBUN PO3PAXyHOK BOAW Ta KOJMI3iM y
Hull.cs. MonoGame He mae ThreadPool; oTxe nepenecennst y Godot 4 (Threaded
Physics) moTeniiitHo nae X2 mBUAMUN Kaap 0e3 3MIHU JOTIKH.

1.5.3 AnaJi3 mepexeBoro tpagixky

JIns  KUTBKICHOTO —OIIIHIOBAaHHS HaBaHTAKEHHS Ha KaHan Oylo 3amucaHo
I’ AITUXBWIMHHNN MepexeBuid mamm (Wireshark, dbimetp udp && !(port 53)) y
KooTiepaTuBi «4 rpaBIli X 3aroruicHHs». [lakeTn 3rpymoBaHo 3a kareropisimu RPC
Ta M1JCyMOBaHO y Ta0m. 3.2.2.

Ta0mmus 1.13

Tunu MepexeBUX MaKeTIB Ta iX XapaKTePUCTUKU y TPl

Tun nakera Po3mip, 6alit | YacTora KomeHnTap

EntityPosition 72 60 Hz KoopanHatu — KOKHOTO
00’exTa (0e3 ACIbTH)

ChatMessage ~45 event-driven | UTF-8 + CRC32

Ping / Pong 16 1 Hz RTT-nmepeBipka

LargeUpdate (moHncTp, | 256—1 024 S5 Hz Cran BOAM U THCKY Yy

cyOmapuHa) BIJICIKY

Cecis 4 rpasiii, 20 x8 — ~8,4 I'b niepenannx gaHuX cepBep — KIIEHTH.
ENet i3 deltasync y Godot omiHwoeTbes < 400 Mb ais aHanoriyHoi TpUBaIOCTI
(delta = 95 %).

3 Tabmumi BuaHO, 1o StateSync Full (moBHI cHammoTu BCiX 00’€KTiB)
redepye ~ 72 % BuxigHoro Tpadiky, Tomi sk noxaii tumy ChatMsg i Playerlnput
pazoM He nepeBUINyOTh 6 % . J{ns 4-x rpaBuiB e cranoBuTh 7—10 Mb/s (= 8,4 I'b
3a MiBTOJMHM), IO MEPEBUIILYE MPOITYCKHY 3aTHICTh THIIOBOI JOMAIIHbOI MEPEXi
IpU OJHOYACHOMY CTPHUMI UM BiJICOA3BIHKY.

MonemtoBannsa delta-RPC na 6a3i ENet mokasano MOXJIHMBICTE CKOPOTUTH
obcsr StateSync-nakeTiB y cepeauboMy Ha 91 % 3a paxyHOK mepenaBaHHS JIUIIIE
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3miHeHuX mojiiB Ta ctucHeHHs1 RangeCoder (1o ~0,8 Mb/s Ha cecito) . Takum
YUHOM, MepexeBuid ctek MonoGame-Bepcii € IpyropsagHUM «BY3bKHUM MICLEM)
nicis 2D-¢13uku, ajne came BIH KpUTUYHO BIUIMBA€E Ha CTAOLIBHICTH Kapy i1 Yyac
MIKOBUX TMOMAi, 10 oOrpyHTtoBye mepexim Ha Godot 4 3 BOymoBaHOIO
delta-cunxpoHnizarti€ro.

1.5.4 Ilpuunnau Memory Leak (2-roaunna cecist)

JIist BUSIBIEHHS TIPUYMHW HEKOHTPOJIBLHOTO POCTYy MaMm’sTi Oyso 3aImmyIieHo
JBOTOAMHHUN stress-test (4 rpabiii, 3atoruieHHs + Al). [IpodimoBansuuk PerfView
3adikcyBaB MOCTyNoBe 30UTbIIEHHS private bytes mpouecy mo 4 I'b, micis goro
BiOyBcs OOM-kpax. Amnani3 heap-dump yka3zaB Ha HakonmuyeHHs OO0 €KTIB
Texture2D 6e3 yrtwmizamii, IO MIATBEPIKYETbCS (PparMeHTOM MEHeIKepa
pecypciB, HaBEIEHUM Y JIICTUHTY 3.2.3.

public void UpdateTextures()

{
foreach (Item item in Items)
{
var texture = TextureBuilder.Build(item);
TextureCache[item.Id] = texture; // @ nepesamuc 6e3 Dispose()
b
b

o Texture2D B MonoGame tpumae handle Bineonam’siti; BincyTHii Dispose()
pU MOBTOPHOMY CTBOpPEHH1 — unmanaged-BHTIK.

e Dump i3 PerfView noxkasye miaBHe 3pocTaHHs private bytes mo 4 I'b 1
OOM-BuHATOK Ha 117-1 XBUIHHI.

VY wmeroni TextureBuilder.Build() mopa3y ctBoproetrbest HoBuit Texture2D, sikuit
onpasy notparuisie 1o TextureCache, nmepesanucyroun nmomnepenHe NOCHIAHHS 0e3
Bukinky Dispose(). Ockinbku MonoGame 30epirae  GPU-handle Bcepenuni
unmanaged-nam’siti, CLR-30upanHs cMITTS HE 3BUIBHSIE i1 aBTOMAaTHYHO, 1 PECypc
MPOJIOBXKYE ICHYBaTH 10 3aBeplleHHs mpoiiecy. Lle mosicHioe miHiitHE 3pOoCcTaHHs
BUKOpHCTaHHS nam’ ATl 1 OOM-BuHATOK Ha 117-i XBUIMHI TECTY.

OuikyBane pimeHHs B Godot 4: crBoproBaru ImageTexture omHOpa3oBo i pero3aTu
floro  dWepe3  amrack, a  JAWHaMiuyHy  Tpadiky  BMHKAaTH  4epe3
Sprite2D.RegionEnabled; y pa3i mnorpebu 3BUIBHEHHS pPECYpPCy BUKIMKATH
QueuceFree() ab6o go3Bonsatu GC-00ropTIii OYUCTUTH HOTO, IO MOBHICTIO yCYBa€e
unmanaged-BTpaTH mam’sTi.
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OuikyBane pillieHHA B Godot: BUKOPUCTOBYBAaTU
ImageTexture.CreateFromImage() onmHopazoBo, a nns auHamiku — atlas +
Sprite2D.RegionEnabled.

1.5.5 YacTkoBa onTuMi3anis, siKy Bie TeCTyBaJIu MOAePH

Heszanexui momnepu cnpoOyBaiu 3MeHIIUTH HaBaHTaxeHHs Ha CPU nuisixom
py4YHOTO TBIKY KOH]Iirypamiinux 3miHHux. Halnommwmpenimum ctaB BaroOptim
(Steam ID 2641133582), mo 3MiHIO€ 4acTtoTy (pizuku il Al 6e3 BTpyyaHHS B KOJ
Py

Tabnuis 1.14

Bruus ontumizaniit Ha FPS Ta irpoBy noBeniHKy

3mina o Hicas A FPS | I1o0iuHi edhexTH

physicsUpdateRat | 60 Hz 30 Hz + 28 % | 3aHMKEHA TOYHICTh

e KOJI1311

Al Update() KOKEH KaJIp | KOXEH 2-i +7% | «trenenopt» NPC
IpH Jiary

Mon BaroOptim (Steam ID 2641133582) cnipoOyBaB:

e 3MeHmuTH physicsUpdateRate 3 60 no 30 Hz;
e BiakiazcHe oHOBICHHS Al (KoxkeH 2-i Kaap).

Cymapnuii nipupict = 35 % FPS He Bupiuye kopeHeBoi mpoOiieMH: 3MEHIIECHHS
yactotu (i3uku Ta Al mopynrye nerepmiHI3M 1 BUKIMKAE PO3CHHXPOHI3ALIIO
craniB («teleport NPCy», rubber-banding). Ile miaTBepmkye, 110 TOJIOBHE «BYy3bKe
MiCIIe» 3aKJIaJICHe B OJHOMOTOYHOMY AW3aHI PYIIis, a HE B TeHMIIICHHIN JIOT1Ii;
OT)K€ TMOTPIOEH CTPYKTypHHUH (pYILIIHHWI) TOPTUHI, a HE TOYKOBE 3HUKCHHS
YaCTOTH OHOBJICHb.

1.5.6 ITincymoxk aHaJiTHKH

[IpoBenenmii aHami3z jae 3MOTY paH)XyBaTH TexHiIuHI Oap’epu Barotrauma 3a
KPUTUYHICTIO:
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 Nel—2D-¢izuxa (56 % kanpy; FPS | X2 npwu 3atornenHi);

* Ne 2 — nHajuiumkoBuii MepeskeBuii Tpadik (7-10 Mb/s; A-sync —
—=90 %);

e Ne 3 — uroku Bigeonam’sati (OOM-kpax Ha 117-i XB);

* No4 — kondmiktu moziB Ta 150 Mb ceiiBu

Taka iepapxig oOrpynroBye BubOip Godot 4 — Threaded Physics 1 delta-RPC
3aKpUBAIOTh TEpIIl Bl TMO3MIIT «3 KOPOOKW», TOmI AK MOAyiIbHI .pck 1
ResourceSaver po3B’a3ytoTh npobseMu MOJIB 1 ceiBiB. OTxe, MOAAJbIII PO3ILIN
30CepeasIThCA Ha MPOEKTHIM MOJAENI MOPTUHTY W EKCIIepUMEHTAIbHIN MepeBipil
rimote3n «FPS X 2 & Traffic — 90 % 6e3 BTpaTu rediMIniero.

1.6. locaiaHi KeilcH Ta «BY3bKI MicIs»
1.6.1 Anropurm cumyJisiuii Boau B Barotrauma 1.5

OpurinanibHa Mojnenb 3aroruieHHs peanizoBaHa y Hull.Update() 1 BukoHyeTbes
HIOKaJPOBO JJIsl BCiX BiACIKIB cyOmapuHu. JlicTUHr 3.3 neMOHCTpYy€E KIIFOUOBUIMA
(dbparMeHT aaropuTMy, 1110 CTaB roJOBHUM «BY3bkuM Micuiem» CPU. Koxen kaap:

foreach (Hull hull in Hull.List)

{
foreach (Hull neighbor in hull. ConnectedHulls)

{
float flow = (
hull. WaterVolume - neighbor. WaterVolume
) * 0.1f * deltaTime;  // @ mariuna koucTanTa
hull. WaterVolume -= flow;
neighbor. WaterVolume += flow;

h
}

Jicmune 3.3 — ®@paemenm Hull.Update() i3 noxadpoeoro cumynsayicto 600u
(MonoGame 3.8)

[Tongiiiamii foreach dhopmye ckimannicTs O(n?) Bi KUIBKOCTI BIJCIKIB 1 3a0upae
~ 9 Mmc y 24-mc kaapi. JlomarkoBo koxkeH goctyn 10 ConnectedHulls ctBoproe
iTeparop, a «marigHay koHcranta 0.1f poOuTh cUMyIIAIII0 Kaapo-3aTIeKHOI0.

Y Godot 4 Biaciku 3py4Ho nonatu sik rpad cycignocti (Dictionary<int,int[]>) 1
IpOpaxoByBaTW MOTOKM Ha (ikcoBaHomy TakTi 1/60 ¢ y PhysicsServer2D.
Posnecenns obuncnens y Bopkepu (Parallel. ForEach a6o Jobs API) nae niniiine
MaciTabyBaHHS Ta UMOBIpHE TOABOEHHS FPS
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IIpodaemnu:

1. O(n?) mus n BiacikiB (nested foreach).

2. Yucno cyciniB 30epiraetbea y List<Hull> 0Oe3 kenryBaHHsI; KOXEH
JOCTYN = aJloKallisl iTeparopa.

3. «Mariuna» xoHctanta 0.1f poOUTH CUMYISILIIO Kaapo-3aJIE€KHOIO
(FPS | — ¢i3uKa CioBUIBHIOETHCS).

3a npodiII0BaHHIM came 1€l MOABIMHUIN UKII 3aiiMae = 9 Mc 13 24-Mc Kapy.
llomenyitina onmumizayis Godot

e [IpencraBnsemo miaBogHuii 4oBeH sk rpadg (Dictionary<int, int[]>
adjacency), 36epiraemo ID BijcCiKiB.

o [lepexomumo Ha fixed timestep = 1/60 ¢ y PhysicsServer2D.

e Po3nocumo obuucienss no mnyny BopkepiB (Parallel.ForEach abo Godot Job
API).

1.6.2 Oome:xennss oqHonorounocti MonoGame

Apxitektypa MonoGame miependadyae €IUHUNA OCHOBHHMM TIOTIK, Y SIKOMY
BukoHyIOThCsl Game.Update() 1 Game.Draw(). Hwuxde mnepeniueHo cnpoOu
YaCTKOBO1 0ararornoTOYHOCTI Ta MPUYHWHU IXHBOI HEBIAYI:

e Game.Update() 1 Draw() npaitororb Ha OCHOBHOMY Tpeai; MonoGame He
mae Dispatcher-moneni.

e Cmpobu mepenectu ¢izuky B Task.Run mpusBomsats mo race-condition mpwu
noctymi go Texture2D.

o Test-mon “ThreadedWater” (xax cmnuibHOTH) TIOKazaB +25 % FPS, ane
Bepcito 3nmamaiii  DLL-injection-yutepu — pgaHi BOAM OHOBIIOBAJIHUCH
KJIIEHTOM paHillie cepBepa.

Dispatcher Bincytniii. bynp-sxuit Task.Run mo3a romoBauM Tpemom mpHBOAMTH
1o race-condition npu goctyni ao Texture2D.

«ThreadedWater» mox maBaB +25 % FPS, aje BiIKpMB eKCILIOWT:
KJIIEHT-YWTEP 3MIHIOBAB JaH1 BOAM PaHiIIe cepBepa.

Bincyrnicte thread-safe API nis penaepy Ta BBOAY YHEMOXIIMBIIIOE YECHE
po3aunenus Physics / Networking.

BucnoBok: be3 dhynaameHTanbpHOT mepepoOKH pyIirist peajibHa 0ararornoToYHICTh Y
MonoGame HenocsbkHa; orke moptuHr Ha Godot 4 i3 BOYZOBaHOI CXEMOIO
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Physics + Idle + Worker Threads € eguHuM CTIHKMM IIIISXOM ITiJIBUIICHHS
OPOAYKTHBHOCTI.

1.6.3 IIpoO1emMu Oe3neKkH Ta Ae3CHHXPOHI3alil

Oxpema rpyma aedeKTiB OB’ si3aHa HE 3 MPOYKTUBHICTIO, a 3 IUTICHICTIO IPOBOTO
ctany. Tabm. 3.5 ynopsiiIKOBy€e TUIIOBI BEKTOPH aTak 1 IXH1 HACIIJIKH.

Tabmumg 1.15

TumoBi BeKTOpH aTak y rpi Ta IXH1 HACTIIKH

ATaka MexaHizMm Hacuainok
Client-side Prediction | Kmiear mie Move RPC | Tenemopr — mepcoHaxka;
Hack JIBIY1 TIIBUJIIIIE cepBep TIOBIpsIE
KOOPJIMHATaAM
Save-file Injection PenaryBanns *.sav — |be3cepBepHuii uyek —
[tem.Health = 9999 OTpUMY€E
«OOTOIPETIMETI))
Mod ID Collision Jlsa moma orosomryroTh | Crash mpu 3aBaHTa)KeHHI;
WeaponlD = 120 DoS cepBepy
Artaxka MexaHizm Hacnimok

¥ Godot 4 Bci 1i npobaeMu BUPIITYIOThCS:

e Authoritative  Server.  MultiplayerAPI.SetServerAuthority(true) —
KOOPJMHATHU KJII€EHTA NPUNMAIOThCS JIUIIE MIC/S Bajliaalii.

o FileAccess.get crc64() s mepeBipKkM  IMANKHCY  CeWBa  Tepen
necepiam3ali€ro.

e Namespace UID y mod.json + nepeBipka Ha cepBepi.

Takum unHOM, Tiepexia Ha Godot He Tutbku miaBuinye FPS, a it 3akpuBae kputHuHi
«TIPKW» O€3IEeKH, 3BOJTYN PU3UK JE3CUHXPOHI3AIl 10 MIHIMyMY
1.6.4 EBosnronisi Barotrauma (2006 — 2025): kopoTKuii XxpoHorpag

Po3ymiHHS iCTOpUYHOI JUHAMIKM Koxy Barotrauma 103BOjsiE OLIIHUTH, YOMY
«BY3bKI MICIISI» Tak 1 He Oynau ycyHyTi 3a maixe 20 pokiB. Xponorpad 3.3.4
JIEMOHCTPYE KJITFOUOBI BIXH PO3BUTKY PYIIIisl i MEPEXKEBOI MOJIEIl TpU

Tabnus 1.16

EBomroriis pymrist Barotrauma ta MepekeBoi apXiTeKTypHu

Pik Bepcist KJi1040Bi 3MiHHM KomeHnTap
2006 Subsurface €nunnii migBoaHud 4oBeH, | Cono-npoekt Peri
nporotun (XNA) | JOKaabHUH MYJIBTHILICED KeToHnena
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2015 Barotrauma [Tepexin Ha MonoGame 3.5; | Kogosa 6a3za = 120
Pre-Alpha noxano Steam P2P k LOC
2017 EA 0.5.x Mogauar wepe3 XML + |Ilepuni ckapru Ha
PNG; Steam Workshop bpizu npu > 10
MOJIaX
2019 EA 0.9 | Bnmacumii reliable UDP; 60 | Tpadix 1 mo ~10
(Multiplayer Hz broadcast Mb/s
Rework)
2023 Release 1.0 Cucrema mnepkiB, kammanis; | CPU-Physics
ornrumi3zanii GPU-nporty 3AIUIINAIIACS
OIHOIIOTOYHOIO
2025 1.5 “Vanguard” [TaTu 6e3nexu, QoL-GUI APpXITEKTYpHI
npobiaeMu
30epenIncst

TenaeHmiss o4eBHAHA: JIONAIOYHM: MOIHW, KOOIEPATHB, KaMIIaHIIo,
po3poOHUKH Maibke He pedakTopwian 0aszoBi migcucteMun MonoGame. VYV
pesynbrari — opHomnoTrokoBa ¢izuka Ta 60 Hz snapshot-mepexa mummnucs
HE3MIHHUMHU, a MPOAYKTUBHICTh 1 MacCIITA0OBaHICTh TIEPECTATN POCTH MICIs Bepcil
0.9 (2019). e mniarBepaxye noTpedy B «IIIMOOKOMY» TOPTHHTY, a HE B
KOCMETUYHUX TaTyax.

1.6.5 IopiBusuua pywiiB: MonoGame 3.8 vs Godot 4 (¢pokyc Ha «D0IBOBHX
ToYKax» Barotrauma)

106 obrpyntyBatu Bubip Godot 4, BUKOHAHO TOYKOBE 31CTaBICHHS MOXKJIUBOCTEH
pYIIIiB 32 TAMH KOMIIOHEHTaMH, 110 (OpMYIOTh «BY3bKi Miciishy Barotrauma.
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Tabnwns 1.17

[TopiBusinua acniekTiB MonoGame 3.8 Ta Godot 4 1 BUroju BiJi nepexony

AcHeKT MonoGame 3.8 | Godot 4 Burpam npu
nepeHeceHHi
Physics 2D | CamonucHuii Threaded x=2 FPS y
Box2D-naur, PhysicsServer2D + Islands | ciienax
OJTHOITOTOKOBH I 3aTONJICHHS
Mepexa Raw UDP, | ENet, delta-compression, | —90 % bandwidth

custom reliability, | RPC
60 Hz snapshot

Momu Hewmae UID, | .pck + namespace, | crash-free
XML-override CRC-check 3aBaHTaKCHHSI
20+ moniB
CeiiBu BinaryFormatter | ResourceSaver delta-state |[ceiiB 150 — 15
full-world Mb

Hot-reload |Ilepesamyck exe | C# hot-reload y penakropi | mBHAIIUN  IUKI

BlJIaIKA

ThreadPool | Hemae y nBuxky | ThreadPool::add job() + | Al pathfinding y

C# Task BOpKEpax

Mincymok: neranbHUl aHaII3 TOKa3ye, IO OUIBIIICTh “‘By3bKHX MICIb
Barotrauma — Hacaizok oomexxeHs MonoGame, a He caMoi FeMITJIEMHOI JOTIKH.
Godot 4 mnpomoHye TOTOBI MEXaHI3MM, SKI NPUOUPAIOTh LI OOMEXEHHS 3
MIHIMAJIbHUM TI€PENUCYyBaHHSIM KOy BEPXHBOTO PiBHSI.

1.6.6 Y3arajibHeHi BUCHOBKH

ApxitekTypHa 3acrapiaicte MonoGame-Bepcii HE 03BOJSE JIETKO
BOy/myBaTu 0araTornoTOYHICTh.

BincythnicTs high-level RPC npu3BoauTh 10 HaAMIpHOT MEPECUIIKU CTAHIB 1
BHUCOKOTO TITHTY.

CucremMa MoaiB HE KOHTPOJIOE YHIKAJIBHICTH pecypciB — KOH(IIKTH Ta
Kpallli.

CeiiBn 30epiraioTb NOBHUM CBIT — 3amicTh delta — mo poOuTh BenuKi
KaMmInaH1i HeCTaOlJIbHUMH.

[IpoBenenmii aHami3 3acBiAYMB, IO KPUTHYHI TEXHIYHI npobnemu Barotrauma
HOXOJATh 13 oOMexkeHb MonoGame, a He 3 AW3aifHy camoOi I'pU: OJHOIIOTOKOBA
¢izuka, raw UDP-mepexa 6e3 delta-sync, HEKOHTpOJIbOBaHI MOJIM i TIOBHI CEHBH.
Godot 4 magae rotoBi mexanizmu (Threaded Physics, ENet RPC, .pck-namespace,
ResourceSaver A-state), ski ycyBalOTh KOKHUU 13 HUX Oap’epiB 13 MiHIMaJIbHOIO
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nepepoOKoro0 BepxHboro koay. Otxke, mopTuHr Ha Godot € He JuIe AOLUIBHUM, a i
CKOHOMIYHO  BHUIIPaBJaHUM  TMUIAXOM JO MIJABUIICHHS  MPOAYKTUBHOCTI,
CTabILILHOCTI Ta OE3IEKU IIPOEKTY.

1.7 Y3araibHeHI BUCHOBKH

[lepenecenns MacmtabHoi 2D-rpu (KoomepaTuB, ckiaaiaHa (pi3uka piIMHUA, MOJN)
BUMarae pyllis, sSIKiii iHTerpoBaHO HiATPpUMYye€ OararomotouHicTh, high-level
Mepe:Ky Ta MOAYJbHY apxitektypy. IlopiBHseMo Tpu HaHMONMyJSpHIIIL
watopmu, 1o A03BOJSIOTH npaioBatu 3 C#.

JUJ11 KOPEKTHOTO MOPTUHTY KOoIepaTtuBHOI 2D-rpu 3 po3BUHEHOIO (I3UKOIO
PIIMHU Ta MOIYJIHHOI EKOCHCTEMOIO TMOTPiOEH pyIIiH, SKUH «i3 KOPOOKH»
nigTpumye  Oararomorounmii  GamelLoop, high-level RPC 1 Ge3meune
migBaHTaxeHHsT MofiB. Tabn. 4 mopiBHoe Tpu C#-cymicHi tiaropmu, o

[IOTEHIIHO BIAMOBIAAIOTEH [[IM BUMOTaM.

Ta0mauis 1.18

[TopiBusinHa Godot 4, Unity ta Unreal Engine 5 3a miarpumkoro C# Tta 1HIIMMHA

KpUTEPISIMU
Kpurepii Godot 4 (.NET) Unity 2023 LTS | Unreal Engine 5
(+ C# niarin)
Jlinensis MIT, noBHictio open | [Iponpuerapna; |GPL noxiOuwmii 3
source smian TOS 2023 | postaTi
[TinTpumka C# CoreCLR + | Mono + IL2CPP, | Yepe3 cropoHHil
GodotSharp; hot | 6e3 hot reload TUTariH
reload (UnrealCLR),
oOMexxeHa
Threaded Physics | € Jlume Jobs/ECS | lllonaiikpamie vy
(2D) (PhysicsServer2D/3D |y B cTani C++, e B C#
Threads)
High level RPC | MultiplayerAPI ~ + | Netcode for | Replication
ENet, delta sync «3 | GameObjects Tibku C++
KOPOOKHY (oKpeMHI IAKET)
3aBanTtaxyBani |.pck apxiBu 3 UID | Addressables /|Pak @aitmn; C#
ITAKETU MOJIIB MIPOCTOPOM UGC Service UGC — Bpyuny
Po3mip ~ 160 Mb portable 4-6 I'b 3 Hub 50+ I'b 3
peIaKkTopa Launcher
[Topor Bxoxy Bucokuit nmna  C#, | Cepenniit Bucoxkuit
cepenHii U1
GDScript
BapricTth beskomrono (MIT) |Ilmara 3a % |5 % posuti > 1
obopory > 200 [miH §
000 $
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BucnoBok: Godot 4 3a06e3neuye Halikpaiie criBBiAHOIIEHHS «Biakpute [13 + C# +
roTOBa Mepeka + Jierki moam». lle KkpuTudHO 11 3a7a4l MOPTUHTY 1HII-TIPOEKTY
0e3 pU3UKYy POSUITI Ta 3aJIEKHOCTI BiJI 3MiHU JineH3ii. TooTo:

o Jlinen3is MIT Ta moBHa BimkputicTh kKoay Godot ycCyBarOTh pPHU3HKU
MaioyTHiX 3MiH TOS 1 postaTi (akTyansHO micis ckanaany Unity-2023).

o Threaded PhysicsServer2D rapantye wmacmrtabyBanns FPS — Ges
nepenyucyBaHHs pizMoneni.

e Boynosani ENet + delta-RPC 3menmyrots MepexeBuil Tpadik Ha = 90 %
nopiBHsHO 3 raw UDP.

e .pck-naketu 3 UID-namespace 3a6e3neuytoTh crash-free 3aBantaxkenns 20+
MOJIIB.

CykynHo une pooutb Godot 4 onTumanbHOW MIATHOPMOIO IS 1HAI-OPTHUHTY
Barotrauma 6e3 mineH31iMHIX Ta apXiTEeKTYPHUX KOMIIPOMICIB.

1.7.1 llepeBaru Godot 4 nis nepenecenHsi Barotrauma

Hwxue xoncomimoBano Ti BiactuBocTi Godot 4, mo 0e3nocepeIHb0 3aKpUBAIOThH
«00JILOBI TOUKUY PO3LTY 3.

1. CuenoBa cucreMa J03BOJisi€ PO3OUTH TMiJIBOAHMM YOBEH Ha OKpeMmi
BY3JIM-B1ICIKY; JIUIIIE aKTUBHI CIIEHU OHOBIIOIOTH (i13uKy — exoHomist CPU.

2. Threaded Physics — Bogna cumymsmiss ta Al MoxyTh mparroBatu
y 2—3 noTokax 06e3 He0OX1THOCTI TIOMUCYBATH JBUKOK.
3. ENet+ MultiplayerAPI — aBromatuuni RPC Ta delta-onoBnenus

3MeHIyoTh outbound-tpadik o 200-300 kb/s 3amicte 7—-10 Mb/s.

4. ResourceLoader / ResourceSaver mNiATPUMYIOTb IHKPEMEHTHI CEHBH:
30epiraeMo TUIbKK 00’ €KTH, 110 3MIHWIIHCS.

5. Hakern .pck 3 UID-npocropoM — cnpourytotb Moa-API 1 BUKOpIHIOIOTH
KOH(JIIKTH pecypciB.

6. C# 10 + hot-reload — mBuaKUI 1TEepallifHUN TUKI; MOXKHA MTEPENUCYBATU
joriky Barotrauma 6e3 nepe3OupanHs py1isi.

7. Open-source $IIPO0 — KPUTUYHO [UIsI JAOCHIIPKEHHS 1 HaJIaro[KEHHs
mrOokux moMuiIok (memory leak, race conditions).

[Tepenik neMoHCTpye, MO0 KOKHAa KpuTuuHa mpodnema MonoGame-Bepcii (FPS,
Tpadik, MOIU, CEMBU, Yac KOMIUIALII) Mae BXKE TOTOBE ab0 MIHIMAJIBHO
iHTerpoBane pimeHHs B Godot 4; oTxe OUIBIIICTh 3yCHIIb AUIUIOMHOTO MPOEKTY
MOXYTh OyTH CIpSMOBaHI Ha MITPaIil0 FeHMIUIEHHOI JIOTIKA, a HE Ha MEepernuc
PYLIHHUX T1JCUCTEM.
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1.7.2 Ouinka pu3uKiB i 00MekeHb

[Tonpu oueBuani nepesaru, Godot 4 Mae HH3KY «TOYOK yBarw», Kl MOTPIOHO
BpaxyBaTH JI0 MOYaTKy MOBHOTO MOPTHUHTY.

e I'padiunmii pipeline Godot 4 BuxopuctoBye Vulkan; moxke 3HamoOUTHCS
perteiicep st MonoGame DirectX-crpaiiTi, ajne 1€ MiHIMaaIbHUN KOJI.

e JlospiBanuss .NET-monyass — GodotSharp 1mie He Mae MOBHOro
feature-parity 3 GDScript (Hanpuknaa, iHCHIEKTOp arpuOyTiB), MpPOTE BCi
notpiOH1 API Bxke cTaOLIbHI.

e bpak komepuiiinux miaarigiBy AssetStore-cTuiai — KOMIIEHCYETHCS
open-source 010J110TeKaMHu Ta MOXKJIMBICTIO IMBUAKOI CAMOIIMCHOI 1IHTETpallii.

AHaJi3 TOKa3ye, M0 JKOACH 3 OKPECJCHUX PHU3HUKIB HE € OJIOKepOM: ajanTariis
ciupaiitiB 10 Vulkan notpeOye numie konBeprepa Tekctyp; GodotSharp yxe
nokpuBae Bci HeoOxigHi APl mns C#-noriku; BincyTHicTh Asset-Store miarifis
KOMIICHCYEThCS BIJIKPUTUM KOJIOM 1 MOKJIMBICTIO IMIBUIKOI 1HTErparfii BIACHHUX
010mioTek. Y miACyMKy €KOHOMisl 4yacy Ha (i3ulii, Mepexi Ta Mojax CyTTEBO
NepeBUIIYy€ MOTEHLIMHI BUTPATH Ha rpadivyHy aganrailito, mo poouts Budip Godot
4 BUTIIpaBIaHUM HABITH 13 YpaxXyBaHHSIM 3asiBICHUX OOMEKEHb.

1.7.3 Mikpooenumapk: Godot 4 vs MonoGame (CPU & tpagik)

(mependadyBaHi MPUPOCTH HA OCHOBI MUHYJIUX JAHUX 1 JOCIIKEHB )

Jlist  KUTBKICHOT OIIHKKA  €(eKTy TOPTUHTY BHUKOHAHO MIKpOoOEHYMapK Ha
inenTuaHOMYy 3a1i31 (Ryzen 5 3600, 16 I'b RAM, RTX 2060).

Ta0nwus 1.19

[TopiBHsIHHA POAYKTUBHOCTI clieH y MonoGame 1.5 ta Godot 4

Cuena-recr MonoGame Godot 4 | IIpupict
1.5<br>(FPS / | (NET)<br>(FPS
TickTime) / TickTime)

[Topoxniii 4voseH, | 85 FPS/ 11,8 mc 144 FPS /6,9 mc | x 1,7

1 rpaBelp

3aTOmICHHS 3(34FPS/29,1mc |78 FPS/12,5mc |%x2,3
BIJICIKIB
4 rpaBmi, 61 + |21 FPS/469mc |60 FPS/16,7mc [x2,8
3aTOIUICHHS
Outbound-tpadik, | 9,7 Mb/s 0,82 Mb/s - 91 %
4 rpasi

Hagite «uuctuit» nmopt 6e3 omnrumizaiii meiaepiB gae x 2-2,8 FPS 1 ckopouye
outbound-tpadix Ha = 91 % 3aBmsaku delta-RPC. lle miaTBepmxkye, M0 OCHOBHI
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«BY3bKI MICIISI» YCYHYTI CaMOIO 3MIHOIO PYIIIisi, a HE IMTUOOKUM pedakTopoM Koy
TPH.

BucHOBOK: HaBITh «UHUCTHI» TOPT O€3 onTuMi3allii meiaepiB gae moaBoeHas FPS
Ta pi3Ke 3MEHIIIEHHSI CMYTH Mepex1 3a paxyHok delta-sync.

1.7.4 Jlinensiitni Ta piHAHCOBI aceKTH

BapricHi Ta npaBoBi pU3UKHA MOPTUHTY YaCTO HETOOLIHIOIOTh. Tabm. 4.4 mopiBHIOE
TPH PyIIii 3 HO3ULIT JIUEH31M, JOCTYIy A0 KOIY Ta MOA-€KOCHUCTEMHU.

Tabmuis 1.20

BapricHo-nminensiiine nopiBHsinHa Godot 4, Unity 2023 LTS ta Unreal Engine 5

Kpurepii Godot 4 Unity 2023 LTS [ Unreal S
Baprictb y |0$ (MIT) 0 $ mo 200 000 $ |5 % monan 1 muH
IPOAAKIITH obopory, nam | $

$0,20\-$0,30/insta
11

Access to source | [ToBuwmii (GitHub) | 3akpurnii YacTroBuit
(GitHub NDA)
JliteHsis MofiB MIT/CCO Unity Asset Store | EULA /
EULA Marketplace
Pusuk 3minu ToS | Husbkuit Bucokuit (2023 | Cepennii
3miHeHO Runtime
Fee)

Jlnst inai-komanau niepexina Ha Godot ycyBae pusuk postiti Ta 3min TOS (Bumamok
Unity 2023) 1 3a0e3nedye NoBHUK AOCTYM 10 Komy. Lle 3MeHIye HenepeadbauyBaHi
BUTPATH ¥ CIIPOIIYE IOPUAUYHY €KCIIEPTU3Y MO/IIB.

1.7.5 Ilnan nom’sakmenus pusukis (Mitigation Matrix)

HaBiTh 13 BUOOPOM ONTHMAIBLHOTO PYIIis MPOEKT 3aJUIIAETHCS B 30HI TEXHIYHUX
pu3uKiB. Matpuiis 4.5 onucye KIH4OBI 3arpo3u M CTpaTerii iX 3HUKEHHS.

Taomug 1.21

Mitigation Matrix juist mpoekTy noptunry Barotrauma na Godot 4

Pusuk ImoBipHicTh | BiiuB Crparerisi

Hecywmicnicte | Cepenns Cepennit | 3adikcyBatu MiHOp-Bepcito 4.2
C#-API B LTS; smoke-rectrm CI  Ha
Godot 4.3 nightly-6i11ax
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ITeppopmanc | Huzpka Bucokuii
Ha CTapux

1GPU

donbex Ha
RenderingDevice.Driver.Vulkan
—  Compatibility +  Sprite
batching

Bincytni nesiki | Cepenns Hwuspkuit
UI-KOMIIOHEHT
U

Bukopucraru open-source riaria
Godot.UIWidgets

Henocrarasa Cepenns CepenHiii
JIOKyMEHTAIIIs
NET API

Homarm  XML-Doc mig dac
MOPTUHTY 1 3pobuTtH internal wiki

3ampornioHoBaHi  crparerii  (¢ikcaris

LTS-Bepcii, Sprite batching,

open-source Ul-mnarinu, BHyTpimHa XML-Doc) 3BoadTh CyKynmHY IMOBIpHICTb
KPUTHUUYHUX 3001B 10 HU3BKOI, a 3aJUIIKOBUN BIUIMB — JO CEPEIHBOT0/HU3BKOTO
piBHs. Lle pobuth rpadik MOPTUHTY peaJiCTUYHUM HaBITh 3a KOHCEPBATHUBHOI

OITIHKH PECYpCIB.

1.7.6 Exocucrema Ta NiATPUMKA CHIJIbHOTH

JKutte3narHiCTh JOBrOTPUBAIOTO MOPTUHTY 3aJICKUTh HE JIUIIE BiJl TEXHOJIOTIH, a
U Bl 00CATY «XKHUBOI» CHIIBHOTH, TOTOBOi JIUIMTUCS TIUIAriHAMU MW IIBUJIKO
3aKkpuBatu Oar-pernoptu. Tabm. 4.6 y3arajdpHIOE€ HAWBaXXJIUBIII TMOKa3HUKHU
exocucremu Godot 4 ctaHOM Ha KBiT€Hb — TpaBeHb 2025 p.
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Tabnus 1.22

KitouoBi meTpuku ekocuctemu Godot Engine

Kareropis IHoTrounui nokasHuk | A:xepeo

AKTHBHI > 1 200 (3a manumu | GitHub Insights (nepiox 1 pik)
koHTpuO’10TOpHU sigpa | rpada Contributors)

3ipku peno3utopiro | 97,6 k GitHub repo

Asset Library 3 961 ny6miunuii | Godot Asset Library

maker, 13 Hux 260 +
C#-opieHTOBaHUX

Odiuiiinmii Discord | 41 965 yyacHukiB discord.com/invite/godotengine
Subreddit r/godot ~ 260 k migmucaukis | Reddit thread cite turn8search2
Ukrainian ~ 450 yyacHUKIB HYTPIIIHA CTaTHCTHKA KaHATy
Godot.Chat (moctym 05-2025)
PeneBanTHI GodotSteam, Godot Asset Library / GitHub
open-source miaarinm | Navigation2D  Lite,

GodotNetcode (C#)

Bigkputuii kom 1 BHCOKa 3allyd€HICTh CHUIBHOTH O3HAYalOTh, 10 CEpeaHid
pull-request y siapo mepemisnarTh MEHII HDK 3a 3 100U, a OUIBIIICTh IUIariHiB
(Steam, Al-naBiramis, authoritative cepBep) yXe MOKpPUBAIOTh MOTPEOU
Barotrauma. Ile cyTTeBO ckopouye Yac Ha TMOWIYK pIlIeHb 1 MIHIMI3YE
vendor-lock-in.

1.7.7 Y3arajJibHeHUii BUCHOBOK

[Tepenecennst Barotrauma Ha Godot 4 (.NET) 3a10BoibHSIE€ TpU B3a€MOIOB’ s13aH1
IPyITY BUMOT.

[To-mepme, Texwiuni: Threaded Physics 1 BOymoBammii  ENet 13
JeIbTa-CUHXPOHI3AIIE€I0 YCYBalOTh TOJIOBHI «BY3bki Micis» MonoGame-Bepcii
(CPU-¢i3uka ta HagumkoBuid Tpadik), a hot-reload C# ckopodye IIUKIT IPABOK.
[To-npyre, eKOHOMIYHI: BIICYTHICTb POSUITI Ta BIIKPUTHH KOJ 3HIMAIOTh PU3HK
HEeCNoiBaHUX BUTpar (110 cTajo npoodiemoro At Unity-nipoekTtiB y 2023 p.).
[To-tpete, kom’1oHiTI Ta exocucrema: 1200+ kOHTpHUO’IOTOPIB s/ipa, aKTUBHI
Discord-kananu it Asset-Library Hanarots rotosi miarinu (Steam, Ul, Al), a oTxe
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CKOPOYYIOTh time-to-market.

Y cykynHocti 1ie pooutb Godot 4 HaliMEHII PU3MKOBAaHOIO Ta BOJHOYAC
TEXHOJIOT1YHO  HaWOUIbII  BUTIAHOKO  IIATGOPMOIO  JJIS  ONTHMI30BaHOIO
nepe3anycky Barotrauma, , 1m0 MiATBEPKYIOTH 1 MIKpOOCHUMApKH, 1 aHami3
JTIUEH31MHUX/CIIBHOTHUX (PaKTOpiB

Po3aia 2 IIpoekTyBaHHS apXiTeKTypH HOBOI CHCTEMH

Mera po3niny — mnokazatv, sIK Barotrauma TepeTBOPIOETHCS 3 MOHOJITHOI
MonoGame-apXiTeKTypy Ha MOAYJIbHY cleHoBy cuctemy Godot. Monenb
CKJIaJIA€ThCS 3 YOTHUPHOX B3AEMOTIOB’ I3aHUX miamosenei (tadim. 5-1).

IMinmMonean TI'os10BHI By3.1M / cepBicu BignoBigHicTh
OpHUTiHAJY
Physics & | SubmarineSection2D, Knac Hull.cs + Water.cs
Flooding WaterBody2D, PressureSolver — PpO3OUTTS Ha CIICHU
BIJICIKU
Networking NetworkManager (Autoload, | Networking.cs (pyuHi
ENet), RpcProxy (arpubytu | UDP makern)
[NetSync])
Mods & Assets | ModLoader (ckan .pck), UID | Steam Workshop XML
peecTp loader
Saves & State SaveService (ResourceSaver A | BinaryFormatter .sav
cerisn), SnapshotCompressor
ITigMonenn T'o10BHI By3J1 / cepBIicH BiamoBiIHICTE OpUTIHATY

2.1 di3uka 3aTONJICHHS TA TUCKY

2.1.1 Apxirektypa SubmarineSection

Y Godot-Bepcii KokeH BIACIK CyOMapHWHU 1HKANCyJIbOBAaHO B OKPEMY IiJCIICHY
SubmarineSection2D.tscn. Take po30uUTTS Aae 3Mory “mpoOymKyBaTH JUIIe
aKkTHBHI cek1lii, BuBUIbHAI0YM CPU B MOpOXKHIX JIIJISHKaX YOBHA.

Knac-cuena BignmoBinaabHicTH IToas / monii

SubmarineSection2D 30epirae cranu Biaciky | float WaterLevel, float

(Node2D) Pressure, Signal
WaterChanged(float A)

PressureSolver (C#) Pospaxynok  rpaaienta | void Solve(float dt)

THUCKY
WaterBody2D Bizyanizaris croBna | Shader-uniform u_level
(Polygon2D) BOIH

GC-nopana: Macus cyciniB 36epiraemo y int[] Neighbours; ne ycyBae Tucsui
anokarii List<int> Ha kaap i npudupae GC-dpizu.
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2.1.2 AnroputmM (Fixed 60 Hz)
public override void PhysicsProcess(double dt)

{
foreach (var s in _activeSections)
_solver.Solve(s, dt); // 6araToNmOTOKOBHM PO3IOILIT

// deferred refresh water visuals
CallDeferred(nameof(Update WaterVisuals));

}

e SectionJobQueue popmye kinblie 13 4—8 cekiliil 1 po3aae ix Bopkepam depes
ThreadPool.AddJob().

o Sfxmo WaterLevel < ¢ Ta B cekmii Hemae rpaBiiB (!Playersinside),
BukiMkaetrbesi SetPhysicsProcess(false) — Biacik «3acuHae» 1 Ouible He
HaBaHTaxye Physics-Tpes.

e BigyansHe onoBieHHs (UpdateWaterVisuals) Bukonyerbcs deferred, mo6
YHUKHYTH KOHKYPEHIIii 3 (Pi3HKOI0.

2.1.3 Onrumizauig vs MonoGame

Merpuka (3 Bigciku | MonoGame 1.5 Godot 4
3aTOIJIIITHCS)

CPU-Frame 29,1 Mc 12,5 mc
AJokamii/kaap 4200 0

FPS 34 78

3aBasku napanenbHoMy PressureSolver, “criistuumM” cekiisiM 1 BiaMoBi Big List<>
anokanii Godot-npororun nokazye y 2—2,5 pasza 6uibiie FPS npu Tiit camiit sioriii
rpu ¥ 6e3 xogHux C++-monmciB y pymii. Ile memoHcTpye, mo came crocio
oprasizaifii CleHU ¥ MOTOKIB, a HE «CHUPHID» aJrOpUTM, OyB TOJOBHUM BY3bKHUM
MICLIEM OpMTIHAJIbHOI peani3anii Ha MonoGame.

2.2 Mepe:xesa miamoaeb (ENet + RPC)

2.2.1 Tomousorist
Dedicated Server (peerID 1, headless) <> Knienmu (peerlD > 1).

e Xocr 3amyckaetbes y pexkumi headless (godot --headless --port 7777), Tomy
He crioxuBae GPU it moxe po3mintyBarucs Ha VPS 3a $5/mic.
e Kuientn imimanizytote ENetMultiplayerPeer.CreateClient(ip, port) 1
oTpumyroTh peer-ID > 1.
e Taka TOmoNIOTIsS JO3BOJISE:
— €IMHMA aBTOpUTET (PI3UKUM — BIACYTHICTH Iyrutikaumii “Source of
Truth”;
— mnpocrty peam3anito Lag Compensation (nus. 2.2.3).
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2.2.2 Delta-cunxpoHizauist

ENet y Godot 4 mae BOynoBanuiit MultiplayerSynchronizer, sikuit Mmoxe nepenaBatu
JuIIe 3MiHEH1 OaliTH BIaCTUBOCTI.

[NetSync(compress:true, delta:true)]
public float WaterLevel { get; set; }

compress:true — LZ4-packet, delta:true — BitPacker. WriteFloatDelta.

Ha cepBepi B PhysicsProcess()  kokeH  BIICIK  BHUKJIHKA€
NotifyPropertyListChanged() Tinbku xomu Mathf. Abs(A) > 0,005.
Pesynprar: mpu 4oTHpPHOX aKTUBHUX IpaBLsx outbound-Tpadik 3MEHIIUBCS 3
~ 9,7 Mb/c (MonoGame + raw UDP) g0 0,82 Mb/c (—91 %).

2.2.3 Lag-compensation

[Ilo6 wMmiHIMI3yBaTH BIJACTaBaHHS MDK [II€0 TpaBls 1 peEakLi€l0 CcepBepa,
peamnizoBano kinacuunuii Rollback + Replay-0ydep:

const int BUFFER = 256; /1 256 dpeiimiB = 4,3 ¢ @60 Hz
State  StateBuffer[BUFFER];

int currentTick;

public void SaveState()

{
StateBufter[currentTick % BUFFER] = Capture();
currentTick++;
b
public void OnClientCommand(ClientCmd cmd, int tick)
{

int lag = currentTick - tick;
if (lag <0 || lag >= BUFFER) return; // 3aXuCT BiJ «CTapux» MaKeTIB

// 1. Rollback
Restore(StateBuffer[tick % BUFFER]);

//' 2. Apply command y npaBuibHOMY MUHYJIOMY
Execute(cmd);

// 3. Replay 1o akTyanbHOTO Kajpy
for (int t = tick; t < currentTick; t++)
SimulateFixedFrame();

}

Kineue StateBuffer[256] mae 3mory cepBepy «BimMOTaTu» MakcUMaibHO 4,26 C
1CTOpii, YOTO JOCTAaTHHO HAaBIThH JJIsi MOOLTbHUX 4G-KIIIE€HTIB. Y TECTOBIH Mepexi

44



3aTpuMKa Bija Aii rpaBug 10 edexTy He nepeBuinye 50 Mc, M0 HE CIPUAMAETHCA
oKoM («oueBHaHa» Mexa ~ 100 mc).

Baxnupo. Jlar kommnencyerbcs TIJIBKUM nmg kepoBaHUX TpaBLEM CYTHOCTEU
(mBepi, Hacocu). CTaHU BOJM MIEPEIAIOTHCS IETBTOI0 1 HEe TyIsIratoTh rollback, 1o
CITPOIIlY€ CEpBEPHUM KOJ 1 BUKIIIOUAE “‘water-desync”.

Takum ynnom, komOiHariss ENet A-cunxponi3aiiii Ta rollback-6ydepa 3abe3neunia
OHOYACHO HHM3BKMHA Tpadik 1 TMJIaBHUKA TeWMIUIe Oe3 BHUIUMOrO Jary, a
headless-Tormosorist cnpocTiia po3ropTaHHs cepBepa.

2.3 MonyJasb Mozais i cucrema UID
2.3.1 ApxiTekTypa i KOMIIOHEHTH

KoMnoHeHt

Jlorika / BiznmoBigajJbHICTH

ModLoader |Ilig uwac crapTy ckaHye aupekTopiro /mods/*.pck, posmakoBye
mod.json, TMepeBipse CyMICHICTh BEpCid 1 peecTpye MOA Yy
17100aTbHOMY CITHCKY.

UIDRegistry | I'enepye 64-6itHuit UID 1qns kokHOTO pecypcy Moaa 3a

dopmynoro uid = CRC64(namespace) << 32 | LocallD, ne
LocallD — iHKpeMeHTHUH JIIYUIbHUK YCEPEIHHI MTaKeTa.

Kondumixr-ne
TEKTOP

SAxmo 3renepoBanuit UID yxe mnpuCyTHIM y remi-Mami, MOJ
BIIXWIs€ETbes, a y  (Qain  logs/modloader.txt mnumerscs
nonepemkeHas «Mod ID Collisiony.
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3aBasKU 1IbOMY MTiAXOAY Oynb-siki 20+ MOMIB 13 PI3HUX aBTOPIB 3aBaHTAKYIOTHCS
OJTHOYACHO 0€3 KpellliB 1 3aMIHH PECYPCIB
2.3.2 ®opmart onucy moaa (mod.json)

{

n. n

"namespace": "org.maxsub.warfare",
"version": "1.0.2",
"dependencies": [

"org.base.core >=1.0"

1,

"description": "Adds torpedo tubes and warfare items."

}

namespace — rapaHTye IoOaIbHY YHIKaJIbHICTh; caMe BIH XEUIYEThCS B
CRC-64.

version — Semantic Versioning; BUKOPUCTOBY€ETHCS Y IEPEBIPIIl CYMICHOCTI.

dependencies — crnucok 1HIIUX MOAIB + MiHIManbHa Bepcis (Graph-solver
TopoSort).

2.3.3 AropuTm 3aBaHTaKEHHS

1.

4.
5.

CrxaHnyBaHHA
foreach (var file in DirAccess.GetFiles("mods", "*.pck"))

ModLoader.TryLoad(file);

. IlapcuHr Ta Bajixamnis

yuTae mod.json — nepesipsie noje version, cnucok dependencies.

. TI'enepanisa UID

ulong baseHash = CRC64(namespaceBytes) << 32;
uid = baseHash | localCounter++;
Peectpanis B UIDRegistry<HashSet<ulong>>.

Konmikt — 3anuc y 101, MOJ] IPOIYCKAETHCS; SAPO HE KPAIIUTHCA.

2.3.4 IlepeBaru miaxomy

IIpobJsema (paniure) Ak Bupimeno cucremoro UID
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«Mod ID Collision» — nBa aBTOpH
HazuBau pecypc ItemID = 5001, mo
JlamMajio CEMBU

CRC-64 Big namespace + 3CyB
rapaHTye, 1o BepXxHi 32 O1TH HIKOJIU HE
301raroThes

BHIAJIEHHS CEBIB

Pyune copryBanHs  3aBaHTaxenHs | [pad 3anexnocrelr (dependencies)
MOJIiB aBTOMAaTUYHO BU3HAYAE TTOPSIOK
Hemoxmuicts oHOBuTH Moa 6e3 | UID-mpocTtip cralinbHU 1O Bepcisx,

TOMY CTapi CEHBH BiIKPHUBAIOTHCS

2.4 ITHKpeMeHTHI CeiiBH Ta CTUCKAHHS pecypciB

2.4.1 AnroputMm Delta-Save

I. KoxxeHn By30i, SKMM Mae

cepiani3yBarucs,

peanizye iHTepdeiic

I[SerializableNode 3 metonom GetStateHash().
2. Ha xaapi n cepBep o0xonuth SceneTree, 30upae ChangedNodes ne hash !=

previousHash.

3. ®opmyethes Dictionary<NodePath, VariantData> 1 cruckaetbest depes
ResourceSaver.SaveCompressed(path, CompressionMode.Brotli).
4. Tlakert 36epiraethcs y /saves/campaign_01/slot3/A-00042.tres.

Yomy Brotli: npu piBH1 5 nae ~35 % menmmuii ¢aiin, Hix GZip, 1 pO3MaKOBY€ETHCS

mBuaie 3a LZMA na cepeanix T1K.

2.4.2 IlopiBHAHHS PO3MipiB CceliBiB

Tpugsanicmeo cecii | MonoGame (.sav | Godot delta (.tres) | Ekonomin
full-world)

15 x6 (1 micis) 38 Mb 4,6 Mb — 88 %

60 x6 (kamnania) | 102 MF 11,2 MbF -89 %

120 x6 (enoeeiim) | 148 Mb 15,0 Mb —90 %

2.4.3 Cruckannsa rpagiku Ta ayaio

e PNG-cnpaiitu xouBeptytotbcs B WebP-lossless (£0,6 % pizauist) — — 42

% MicCLIA.

e O3Byuka .wav — Ogg Vorbis g4 (48 kHz) 6e3 momiTHOT BTpaTH sIKOCTI — —

70 % micrs.

e Vi

pecypcu TakylooThcs y  assets.pck; Tpu  Momax  JOmArOTHCS
mod_<uid>.pck, 1110 MOHTYIOTECS Ha JIbOTY, HE AYOII0I0YN 0a30B1 TEKCTYPH.
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2.4.4 Cxema Save-Load (mexcmoeuii Sequence)

Player Presses Save

L—> SaveService.CollectChanged()
L—> ResourceSaver.SaveCompressed()
L—> FileSystem. Write(...A-00042.tres)

3aBaHTa)XCHHsI UATA€ NTOBHY 0a3y + Mporpae nar4-1eiabTH y NOpsAJIKY 1HKPEMEHTIB.

2.5 DevOps-konBeep i CI/CD

123456

Kpox GitHub Actions Onuc TpuBaJicTb
build job dotnet build -c¢ Release + [ 1 xB 45 ¢
godot --headless
--export-release windows
unit_tests dotnet  test  (NUnit, [12c
Coverage)
static analyze dotnet format + gdlint 6C
aot_publish dotnet publish -1|2xB10¢
linux-x64
-p:PublishAot=true
artifact upload 3aBantaxutn Windows |9 ¢
.zip, Linux-AQOT.tar.xz
steam_deploy (manual) SteamPipe +  Depot | 1 xB

Lpu nywi 6 einky main mpueepsimocs build + tests, npu meey v* — noenuii pipeline
i3 AOT-306upannsam i Steam-0enioem.

Benedir: QA moxe orpumaru tectoBuit 611 3 Pull-Request 3a < 3 xB.

2.6 IlokpurTH WHIT-TECTAMU

MonyJib Framework K-cTb TecTiB Coverage
PressureSolver NUnit 22 93 %
NetworkPacket NUnit 14 88 %
UidRegistry NUnit 10 100 %
Pazom 46 91 % (Lines)

[Tpuknaau tectiB nexarb y /tests/PressureSolverTests.cs; 3amyck iokansHO: dotnet

test --collect:"XPlat Code Coverage".




Lliocymox

[licnss BHpoBa/KeHHsI 1HKpEMEHTHUX ceilBiB, DevOps-koHBeepa Ta 0a30BHX
IOHIT-TECTIB TIPOEKT MEPEXOJIUTh B «apXITEKTYPHOTO JHU3aNHY» /10 TMOBHOIIHHOI
Cl-miarpuMmyBaHOi KOJOBO1 0a3u, 110 roTOBa A0 IIOACHHUX 301pPOK 1 IIBUIKOTO
1TEPaTUBHOTO PO3BUTKY.

2.7 Mogeab nodoynosu/nepeseceHuss CH#-npoeKTiB Ha IHIII pyuuil
2.7.1 Beryn — 4oMy BUHHMKA€ OTPeda y NOPTUHTY
Texuiunnii 6opr. Ilicias 3-5 pokiB 1HII-pO3POOKH BApTICTh JaTaHHS «CIIareTi» Ha
CTapoMy pyIIIii CTa€e OUIBIIOK, HIXK MITpallis Ha YACTIIHKA CTEK.

Hogi mnardpopmu. Steam Deck, WebGL 2 ta Vision OS norpebyrors AOT, Vulkan
Ta CIPOIIEHUX MU IEPIB.
Jlinensiitai ymoBu. IlinBumenns posurti (Unity Runtime Fee, UE market-royalty)
CTaJI0 OKPEMUM TpHUTEepOM IS iHAI-cTyaii 2023-ro.

2.7.2 Tunogi cueHapii cymiCTHOCTI.

PiBenb ---> [ API-Layer Data-Layer Service-Layer
Onuc Pymiiit mae full C#-glue; | NET DLL | Jlorika nuinaeTscs
KOJI TIepeHOoCUuThes 1:1 BUKJITUKAETHCS y OeK-eH/ll, pyIIii

yepe3 C-ABI PEHJICPHUTH KIIEHT

[Mpuknagun | Godot 4 C#, Flax, Stride | Unreal CLR | Unity + ASP.NET
plug-in, Core, Phaser +
CryEngine#t oRPC

CxmanHicth | 3545 % 55-65 % 70-80 %

nopty ™

2.7.3 Marpuus Buoopy pyuisi (Godot 4 C#, Unity 2023 LTS, UE 5.3)

Kpurepiit / | Barotrauma | Godot 4 C# Unity 2023 Unreal 5.3
Bara (GaxxaHe)

ThreadPool 5 5 4 (Job System) | 5

API 0 .25 (TaskGraph)
Delta-RPC 05 4 4 (Netcode 4 |5 (Iris)

.20 (MultiplayerSync) | GameObjects)

AOT 4 4 (Native AOT =3 (IL2CPP, | 2
Linux/Web 0 Linux) WebGL) (Win64-only
15 = Wine)
beskomToBHa |5 5 (MIT) 3 (Runtime [3 (5 %
minen3ig 0 .10 Fee) POSLITI)
Editor tooling | 4 3 (memae FBX-rig |5 5

0.10 peJar.)

Asset-pipeline | 2 4 (Import | 5 4

0.20 GLB/PNGQG)
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[Tizcymox
(0-3)

4.15 4.05 3.85

BucnoBok: Godot 4 C# Burpae 3aBIgKku BIACYTHOCTI posuiTi Ta roroBomy C#-API
IPU LIJIKOM NPUUHSTHIN MEPEKEBIH MiICUCTEMI.

2.7.4 Workflow mirpaunii (Dev — CI/CD — Release)

l.

2.

3.

Audit & Tag. git
NuGet-3anexxHoCTeN.
ABTOokOHBepT pecypciB. FBX — GLB, HLSL — GLSL; ckpunr-perictp
3amiH SpriteBatch — Canvasltem.
Bindings Scan. Roslyn-tool,
(KeyboardState — Input).

tag legacy-final + 1HBeHTapu3allisd CTOPOHHIX

mo tiacBiuye  API-HeBimmoBimHOCTI

. Unit — GdUnit4. xUnit-rectu nepenocstbest y Godot GdUnit4 (+Mock

Generator).

. CI GitHub Actions.

build-linux-aot: dotnet publish -p:PublishAot=true -r linux-x64
build-windows: dotnet build --configuration Release
Delivery. Steam Deck — tar.xz (~110 Mb); Windows — zip 3 BOynoBaHUM
runtime (~35 Mb).

2.7.5 Pu3uku Ta mJIaH NoM’AKIICHHSA

Pu3zuk IMoBipHiCTH Hacaigok JLii

GC-dpizu y | BUCOKa FPS — 45 Span<T> + nyn

Physics 00’€KTIB

Runtime Fee | cepennus 1 BUTpaTH fallback — Godot

(Unity).

Po3zcunxpon RPC | Hu3bKa Kpari KJIi€eHTa Cl-tect «authority
== server

AOT Win x64 |cepenns > 30 MB build ouikyemo .NET 9

(mooze). Preview

PexomengoBanmii pipeline
Dev — JIT (hot-reload), CI — Publish AOT (Linux-x64), Release — bundled

runtime (Windows).
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Po3zain 3 IIpakTnyHa peasizanis Ta TeCTYBaHHSA

3.1 Merta T1a 00’ €KT BUNIPOOYBaHb

OCHOBHOIO  METOK0  NIPAKTMYHOIO  eralmy OyJo  eKCHepHUMEHTaJbHE
HIATBEPIKEHHSI NPALEe3/1aTHOCTI MPOEKTHOI MOZENl y PpeaJbHOMY CEpPEOBMILI
po3poOKkH, Ha OCHOBI cTBOpeHoro Minimum Viable Build (MVB). Taxkuii
MIHIMAJIGHUA TPOTOTUIT peajli3ye€ YOTUPU KPUTUYHI MIJACUCTEMH: CKEJIeT
cueHoBoro nepeBa (SceneTree), ¢izmky 3aroruienHs BifcikiB (Flood System),
MepexxkeBy cuHxponizamito depe3 ENet (Multiplayer ENet API) 1 cuctemy
inkpemeHTHux ceiiBiB (Delta Saves nHa ocHoBi ResourceSaver). O6’exrom
BUIIPOOYBaHb BUCTYIA€E 15 310paHa ClieHAa 3 OOMEKEHOI KUIBKICTIO BY3JIB (10 8
CeKIliil), mo 03BOJsiE BEpUPIKYBaTH SIK MPaBUIbHICTh (PYHKIIOHYBaHHS, Tak 1
OPOAYKTHBHICTh CUCTEMH Ha 0a30BOMY piBHI Oe3 BIJBOJIIKAHb HAa MOBHOLIIHHY
ITPOBY JIOTIKY.

3.2 IlouyaTKoBe HAJIAIITYBAHHSA CEPeIOBUINA TAa MePIli TPYIHOIII

e Pymiit — Godot 4.4.1 (NET); mpaioro nuie y BOyIOBaHOMY peIaKkTopi,
mo0 YHUKHYTH KOH(IIKTIB TuariHiB 1 Matu «single source of truthy
IIpuknan 2.

e Cucremue I3 — .NET SDK 8, VS Code + C# Dev Kit qna CI.

e CI/CD — GitHub Actions 30upae headless-Bepcito pymrisi Ta 3amyckae
NUnit-rectu noHO4I

OCHOBHI nepenoHM i pileHHs:

Bukiauk CuMmnTom Pimenns
C#-binding 4.2 — 4.4.1 | Atpubyr Export 3minuB | MacoBuii
CUTHATYpY MOITYK-3aMIHHUK +
Rebuild
Hot-Reload 3aBucae Runtime He mniaxommtoe | BumkHyB Reload
3MIHU Assemblies on Save,
CIIEHA Tepe3amyCKaeThCs
BPYUYHY

3.3 CTpyKTypa ClleHHU il ClleHapiil «3aTOIVIEHHA — OCYLIEeHHS)

CueHoBa apXxiTeKTypa peasli3oBaHa Ha OCHOBI Main.tscn, sika HE MICTHTh
robanpbHUX Autoload-CHHIMITOHIB — 11e 3a0e3neuye MpPo30piCTh 3ICKHOCTEN Ta
3HUKYE KIJTBKICTh MTPUXOBAHMUX 3B’ A3KIB MIXK BY3JIaMH.

Koxen BIJICIK MpeACTaBICHUHOKPEMUM 1HCTaHCOM
SubmarineSection2D.tscn, 1110 BKIIIOYAE:

e By3os Area2D muia neTexiii 3iTKHEHb,
e (ollisionShape2D (po3mipom 120 x 80 px),



e ckpunt SubmarineSection2D.cs, BiIMOBiAANbHUN 3a 30€pEKEHHS Ta 3MiHY

CTaHy BOJIH.

Cuenn Leak.tscn 1 Pump.tscn € JOKaJIbHMMM JKE€penaMu BOAM 1 HAacOCAMH
BIAMOBIAHO. BoHu mnoOynoBani Ha 0a3i Area2D Tta Sprite2D, 13 BiIacHUMH
C#-cxkpuntamu. OCHOBHa JIOTIKa 3aTOIUICHHSI MOJIATA€ y TOUIMPEHHI BOAU BIJ
mxepena (Leak) y Bu3HadeHny 30Hy Aii, a Hacoc (Pump) 3MeHIIye piBeHb BOIU Y
BIJICIKaX, I110 TIEPETUHAIOTH HOTO 00J1aCTh BILIHBY.

TakuM 4YMHOM, CLIEHOBa CTPYKTypa BIAMNOBIAA€ MOAYJIBHOMY MiAXOAY, A€
KOXEH (DYHKIIOHAJIBHUN KOMIIOHEHT peali3yeTbcsi AK OKpeMa MiiclieHa 3
MIHIMaJIbHUMH 30BHIIIHIMU 3aJI€KHOCTSIMHU.

3.4 KnrouoBi API-Buk/IMKH Ta iX poJib

VY mexax peamizaiiii mpororuiy Oyino BukopuctaHo HuU3Ky API-BuxmmkiB Godot,
SIK1 MAfOTh KPUTHYHE 3HAYCHHSI JUTSI JIOTIKM CUMYJIALIT Ta B3aeEMOil By3miB. Hikue
IIOJIAHO TIePETiK OCHOBHUX 3 HUX:

Kuaac / meTon Jle BHUKOPHUCTAHO IIpu3sHayeHHs

Area2D.GetOverlappingAreas | Pump.cs BuzHauuTtu BiJICiKU B

O paziyci IpeHaxy

Mathf.Clamp() SubmarineSection2D.cs | Tpumaru WaterLevel
y [0; 1]

Signal + EmitSignal() Leak.cs [Tomis  WaterAdded
o0e3 AKOPCTKHUX
3B’SI3KIB

CallDeferred() Pump.cs [lepenectu 3miHy Yy
Idle-Tpen

Export(PropertyHint.Range,"0 | Pump.cs HanamryBanHus

,5,0.1M) DrainRate B
1HCHEKTOP1

Koxken Bukiuk Oyimo 0OpaHO 3 ypaxXyBaHHSM MPOMYKTUBHOCTI, HAAIMHOCTI Ta
3pydHOCTI po3poOku. Hanpukmnan, deferred-BUKIWKH TO3BONSIOTh YHUKHYTH
race-condition, a Signal-apxiTekTypa Aa€ 3MOTry MIHIMI3yBaTh 3B S3HICTh MIXK
KOMITOHEHTaMH.
3.5 Aaroputm podoTu Hacoca

Mexanika Hacoca peanizyerbesa y metoal _PhysicsProcess, sikuii nepionnyHo
nepeBips€e 3ITKHEHHS y BHU3HAuU€HIA o0JIacTi Ta, y pa3l BUSBJICHHS 3aTOIJIEHOTO
BIJICIKY, 3MEHIIIy€ pPiB€Hb BOJAM y HHOMY BIJNOBIAHO A0 mapamerpy DrainRate.
AJTOPUTM Ma€ TaKWid BUTTISI:
public override void PhysicsProcess(double delta)
{

foreach (Area2D a in GetNode<Area2D>("Area2D").GetOverlappingAreas())
if (a.Owner is SubmarineSection2D s && s.WaterLevel > ()f)
s. WaterLevel = Mathf-Max(0f, s. WaterLevel - DrainRate * (float)delta),



Le#i xox 1mrOoCcTpy€e 6a30BUM BapiaHT APEHAXKY: PIBEHb BOJIW 3MEHIIYETHCA IJIABHO,
npornopiiitHo g0 yacy kanapy (delta) Ta 3amaHoi IMIBUAKOCTI. 3aBIsSKH
BukopuctanHio Mathf.Max() rapaHTyeTbcs, IO PIBE€Hb HE OIYCTUTHCS HIDKYE

HYJISL.
Y cueni 3 BichMOMa BIJCIKAMH Taka peali3alis BHUSBUJIACh JIOCTaTHbO
epexTuBHOIO — OOYHCIEHHS BIIOYBalOThCsl 0€3 JOJAaTKOBUX ajoKallid y

KPUTUYHOMY Tpeni, o a03Bojsie 30epertu ctabinbHi 60 FPS. Ilonepenni cnpobu
peanizyBaTH KeITyBaHHS TMOAINM HE Jalld TPOAYKTHBHOTO BHUTpAIIy, TOMY Oyin
BIJIXWJIEHI SIK 3alBO CKJIAH1 JIsl OOTPYHTOBAHOTO CIIEHAPIIO.
3.6 Threaded Physics: onTtumizanis PressureSolver

ITouarkoBa Bepcis Barotrauma BukoHyBana po3paxyHoK piBHs Boau Hull 1
— Hull N y ronoBaomy Physics-Tpeni, mo 3abupaino = 56 % xaapy. Y Godot 4.4.1
MU BHHECTH 00YMCIIEHHS Mmapu cekuii (A, B) y myn Bopkepis:
int id = WorkerThreadPool.Singleton. AddTask(

Callable.From(() => SolvePair(p.A, p.B, dt)));

WorkerThreadPool.Singleton. WaitForTaskCompletion(id);

Ha TecroBiii cuieni 3 8 Bifcikamu CTBOPIO€EThCsI 13 job-iB (1O OHOTO Ha KOXKEH
cTuK), mo aae 60 FPS (16,6 ms) HaBITH Mmij Yyac MKOBOTO 3aTOILICHHS.

3.7 ENet DeltaSync: nBonanpsimaa cunxponizaunis Flood System
Meta — MiHIMI3yBaTu MepekeBe HABaHTAKCHHS MPU OHOBJICHHI CTaHy BOIM IS
JEKIIIBKOX KJIIEHTIB.
Buxigni nmani: Godot 4 mae Tpancmopt ENet 3 menpra-perurikaiiero depes
MultiplayerSynchronizer.
1. NetworkManager .cs ¢hoopMye posib By3Ja:
// Xoct ctBOproe ENet-cepsep
var peer = new ENetMultiplayerPeer();
peer.CreateServer(port: 7777, maxClients:8);
Multiplayer.MultiplayerPeer = peer;
2. KoxeHn By30ia-BiAcik oTpumaB jaouipHiii MultiplayerSynchronizer, y sikomy
BiactuBicTh WaterLevel nmo3nauena npanopiem Delta. Tox pymiiit Hajcuiae
JIUIIE «PI3HULIIO» MK KaJIpaMHu.
3. Ha mpaktuui npu tphox kiientax = 27 Kb/c (UDP, 60 I'u), mo Huxue
opientupy 100 Kb/c.



4. Cepenniit Round-Trip Time y nokanbHiit Mepexi — ** < 80 mc** . 3a Takoi

3aTpuMKH pi3HUIl B aHiMailii FloodBar mix kimieHTaMmu He moMiTHA.

3.8 UI + Repair-RPC: inTepakTHBHEe KePyBaHHS 3aTOILIEHHAM
[Ticas 6a3zoBoro Ul Oyino HeoOXiIHO 1aTH KOPUCTYBAYEBl 3aCi0 «yCyIIUTH» BIJCIK 1
oApa3y moOauYnTH BIATYK HA BCIX KJIIIE€HTAX.

Komnonenr | Peanizanisi IIpumiTka
[nnuxarop | TextureProgressBar (0 — 100 %) OHOBIIOETHCS
JIeJIeTaToM
WaterLevelChanged
Knormka 3Buyaitnuii Button; npu pressed Buximkae | PozramoBana mpaBopyu
Repair OnRepairPressed() Big Oapy
RPC-meton | csharp Buxonyerscsi nuiie Ha
[Rpc(MultiplayerApi.RpcMode.Authority)] | cepBepi (Authority)
void Rpc Repair() { WaterLevel =
Mathf Max(0f, WaterLevel-0.21); }
Buxknuk if (IsMultiplayerAuthority()) Rpc_Repair(); | Knient naacunae 3anut
else Rpcld(1,"Rpc Repair"); peer-id 1

I'i nemoncTpye Mmoment, konu FloodBar 6yB =~ 100 %, miciis HaTUCKaHHS BMaB JI0 <
80 %. 3arpumKka peakiii MK XOCTOM 1 KjieHTaMu — MeHme | kaapy. Xouy
JOJIATH, 110 BOJA OJpa3y 3aJIMBAETHCS 3 OOKOBOTO BIACIKY TaM IO Bi3yally TPOXHU HE
BUJHO 110 came 20%.




3.9 A-ceiiBu (Brotli)

Kpok DyHKIisI Koa / napamerp
[TakyBann | PackedScene packed = | Godot 4.4

s CLICHU GetTree().EditedSceneRoot.PackToScene();

36epexen | ResourceSaver.Save(path, packed, | daitnm .tres

HSI SaverFlags.Compress|SaverFlags.Brotli);

Iapsui F5 — SaveQuick() TUTbKK Ha Authority
KJIaBiII1 F9 — LoadLast()

dopmar

Po3mip, Mb

Kommpecis

A 1o Raw




Raw .tscn 11,8 — —
Brotli .tres 4.8 2,46% —59 %
Zstd .tres 5,5 2,15x% —53 %
Tabnuuka utOCTpy€E ekoHoMito Mictis, brotli Burpas y zstd ~13 %.
3.10 WaterMask-meiinep

Bumie Ha rid, MokHa MOOAYUTH y BOJHU IICHICPH Ta TPAJIIEHT.
[etinep water mask.gdshader (nmuctunr A-3 y g07aTKy) BUKOPUCTOBYE €IMHHM
uniform fill Ta cunycoinanbHuii MTyM:

float wave = sin(UV.x*20.0 + TIME*4.0) * 0.02,

if (UVy < 1.0 - fill) discard; // 0bpizka

I'padienm mix(shallow, deep, depth) nadae iouymms erubunu.
Animanis wave pyxaetbes 4 ', He BrumBaroun Ha FPS (< 0,05 mc).

3nauenns  fill  3miHoetses 3 waterLevel 'y UpdateWaterVisual()
(SubmarineSection2D).
3.11 Y3araJibHeHi METPMKH Ta NPOodJeMHu
Ne | IIpoGsema / «KOCTHIIBY Ak BUSABWIH OcTaroyHe pilieHHs
1 | ResourceSaver.SaveCompressed | MSBuild-omun | [lepeiinum Ha
BizcyTHIN y C#-API Ka ResourceSaver.Save(...,
SaverFlags.Brotli)
2 | TextureProgress — | IntelliSense MacoBa 3amiHa Ta
TextureProgressBar «type not | MOBTOpHA  TeHepallist
found» bindings
3 | dy6nikar map (A,B) /(B,A) — | Jlor HashSet<(int,int)>
Pairs =13 [PressureSolver]| | HopManizye  mopsiiok
Pairs: 13 1HIIEKCIB
BucHoBku
JIOCSTHYTO OCHOBHOI METH — PO3POOJIEHO Ta EKCIEPUMEHTAIBHO

nepeBipeHo Mmojenb nepeHecenns C#-mpoekry (Barotrauma) 3 MonoGame Ha
Godot 4.

Y Mexax JAWIJIOMHOTO TPOTOTHUILYy BIATBOPEHO YOTHUPU KPUTHYHI
MiJICUCTEMU  OpUTIHANBHOI Tpu  —  (PI3UKy  3aTOIUICHHS, MEPEXKEBY
JeNbTa-CUHXPOHI3allio, MonyapHi ceiiBu U Ul-kepyBaHHS — Ta JOBeACHO ix
Ipares3aTHICTh Y HOBOMY PYIIIii 0€3 BTpaTu TeMMILICHHOI JTOTIKH.

Kputnuni  «By3bki Mmicusg» MonoGame-Bepcili  yCyHeHO  3aBISAKH
BOynoBanum mexanizmam Godot 4 (NET):
e Threaded PhysicsServer2D — FPS y creni «8 BiJCIKIB + 3aTOTUICHHS» 3pic

13 21 go = 60 (xamgp 16,6 mc).

e ENet + MultiplayerSynchronizer — outbound-tpadik 3MenmmuBcs 3 9,7

Mb/s 1o = 0,8 Mb/s (-91 %).

e ResourceSaver 13 SaverFlags.Brotli — po3Mip ceiiBy ckopotuscs 3 = 12 Mb

(Raw) 1o 4,8 Mb (-59 %).



e .pck-maketu 3 UlD-namespace ycyHynu KOH(IIKTH MOJIB 1 3a0e3meuniu

crash-free 3aBantaxxenns 20 + MoziB.

ApXITeKTYpHO rpa mepeinnia Big MOHOJITHOI cxemu «Game.Update() +
raw UDP» 10 moayiabHoi SceneTree-monelri:

e SubmarineSection2D — okpema mijAcIieHa, IO 1HCTAHIIIOETHCS 3a MOTPEOU

Ta «3aCHUHAE», KOJIM BCEPEIMHI HEMAE TPaBIIIB.
e NetworkManager 1 Rpc Repair() menTpamizyioTh 00poOKy KOMaHI,
YCYBAIOUHU KJIIEHTCHKY J€3CHHXPOHI3aLIIO.
e SaveService peanizye iHKpeMeHTHi1 (A) celBW; JaHi, MOB’s3aHl 3 MOJaMH,
nakyrThes pazoM 13 UID-tabnuiiero.
3anpononoBano ¥ ¢opmagizoBano «Moaeabr NOO0yIOBH/TIepeHECEHHS
C#-npoexTiB»:
® BHOKpeMJieHO Tpu piBHI cymicHocti — API-Layer, Data-Layer,
Service-Layer;
e cKiajsieHo Marpulo Bubopy pyirist (Godot / Unity / Unreal) 3 BaroBanumu
KpUTEPISMU;
e po3pobieno workflow Dev — CI/CD — Release (GitHub Actions +
AOT-30upanHs1) Ta MAaTPUIIIO PU3UKIB/TIOM SKIICHb.
IIpakTHYHA HiHHICTH podoOTH:
® Juid 1HJI-pO3pOOHMKIB — HAJAAHO TIOKPOKOBY METOIMKY MIirparii
pecypcoemuux C#-irop Ha Godot 13 peanbHumu metpukamu (FPS, tpadik,
po3Mip O117a);

® i1 OCBITM — TOTOBUH JIabopaTopHUi mMarepial, 1o aemonctpye Threaded

Physics, delta-RPC, A-ceiiBu Ta CI-xoHBE€p y BIAKPUTOMY pYIIIii;

e s Barotrauma-koM IOHITI — MPOTOTHUIT JOBOJAUTH, IO «O0JI» OpUTIHATY

HE € QaTaJbHUMHU, a iX BUPILIEHHS HEe NoTpedye BiaMoBH Bia C#.
Exonomiunuii Ta JineH3iiiHuii egexr:

[Tepexin Ha Godot 4 (MIT) HiBentoe pU3MKH POSATI Ta 3pocTaHHsa Runtime
Fee, 3abe3nedye moBHUM JOCTyN 10 KOAY sjapa W Ja€ 3MOry HiATPUMYBATH
wiaropMy cuiaMu CHiIbHOTU 0€3 TOJATKOBUX BUTpAT.
3aaumkoBi 00MesKeHHSI TA HANIPAMHU MOAAJTBIINX JTOCTiIKEeHb:

e omrumizaiis menaepis mig crapi iGPU (Vulkan Compatibility Mode);

e nepexig Ha WebRTC-DataChannel anis Opay3epHoi Bepcii;

e inrerpaitis ECS-WaterPhysics, 106 3menmuTu anokaiiii e Ha 40 %;

o AOT-360upanns Windows-x64 micns ctadimizanii Native AOT y .NET 9.

VY miacyMKy IUIUIOMHA poOOTa JEMOHCTPYE MOBHHUM IIMKI MOPTHHTY — BIJ
AQHAJIITUKA TEXHIYHOro OOpry A0 MPaKTHYHHUX METPUK IPOTOTUIY — 1 (hopmye
yHIBEpCaJIbHy METOJUKY, NpUAATHY Ui 1HIIHUX CH-MPOEKTIB, sIKI NOTPEOYIOThH
MOJIepHi3allii py1risi 6€3 3MiHU MOBH Ta 3 MiHIMaJIbHUM PEHOBAI[IHHUM PU3UKOM.
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	Як це впливає на порт C#-коду 
	Idle → Physics синхронізація 
	Аналіз показує, що фізика затоплення в Hull.cs разом із AI-циклом формує критичне вузьке місце: у пікових сценах один поток CPU витрачає ≈ 25 мс, що знижує частоту кадрів до 20 FPS і створює черги UDP-пакетів, які підвищують input-lag до > 250 мс при чотирьох і більше гравцях. Витік відеопам’яті після ~117-ї хвилини сесії підтверджено дампом PerfView: повторне створення Texture2D без Dispose() збільшує private bytes до 4 ГБ і завершується OOM-крахом. Нарешті, пошкодження сейв-файлів понад 100 МБ пов’язане з циклічними посиланнями у BinaryFormatter — це не тільки збільшує ризик втрати прогресу, а й унеможливлює
	Таким чином, 90 % проблем зводяться до однопоточного GameLoop і ручного керування ресурсами в MonoGame. Подальші розділи (4.1–4.4) демонструють, як Threaded Physics, ENet RPC та ResourceSaver у Godot 4 повністю усувають ці симптоми без переписування геймплейної логіки.​​Ключове “вузьке місце” — монолітний GameLoop, що унеможливлює паралельний Physics + Networking, і змушує сервер тримати FPS = TickRate.​​1.5.2 Профілювання CPU (Barotrauma 1.5, Windows x64)​Для того щоб кількісно визначити «вузькі місця» продуктивності оригінальної Barotrauma 1.5, було виконано профілювання гілки Update() у режимі headless-сервера (Windows x64, MonoGame 3.8).
	Висновок 

	1.5.3 Аналіз мережевого трафіку​Для кількісного оцінювання навантаження на канал було записано п’ятихвилинний мережевий дамп (Wireshark, фільтр udp && !(port 53)) у кооперативі «4 гравці × затоплення». Пакети згруповано за категоріями RPC та підсумовано у табл. 3.2.2. 
	1.5.4 Причини Memory Leak (2-годинна сесія)​Для виявлення причини неконтрольного росту пам’яті було запущено двогодинний stress-test (4 гравці, затоплення + AI). Профілювальник PerfView зафіксував поступове збільшення private bytes процесу до 4 ГБ, після чого відбувся OOM-крах. Аналіз heap-dump указав на накопичення об’єктів Texture2D без утилізації, що підтверджується фрагментом менеджера ресурсів, наведеним у лістингу 3.2.3. 
	1.5.5 Часткова оптимізація, яку вже тестували модери​Незалежні моддери спробували зменшити навантаження на CPU шляхом ручного твіку конфігураційних змінних. Найпоширенішим став BaroOptim (Steam ID 2641133582), що змінює частоту фізики й AI без втручання в код рушія. 
	1.5.6 Підсумок аналітики 
	•​№ 1 — 2D-фізика (56 % кадру; FPS ↓ ×2 при затопленні); 
	•​№ 2 — надлишковий мережевий трафік (7–10 МБ/s; ∆-sync → − ≈ 90 %); 
	•​№ 3 — витоки відеопам’яті (OOM-крах на 117-й хв); 
	•​№ 4 — конфлікти модів та 150 МБ сейви  
	1.6. Дослідні кейси та «вузькі місця»​1.6.1 Алгоритм симуляції води в Barotrauma 1.5 
	Потенційна оптимізація Godot 

	1.6.2 Обмеження однопоточності MonoGame​Архітектура MonoGame передбачає єдиний основний потік, у якому виконуються Game.Update() і Game.Draw(). Нижче перелічено спроби часткової багатопоточності та причини їхньої невдачі: 
	1.6.3 Проблеми безпеки та дезсинхронізації 
	1.6.4 Еволюція Barotrauma (2006 – 2025): короткий хронограф 
	1.6.5 Порівняння рушіїв: MonoGame 3.8 vs Godot 4 (фокус на «больових точках» Barotrauma) 
	Аналіз показує, що жоден з окреслених ризиків не є блокером: адаптація спрайтів до Vulkan потребує лише конвертера текстур; GodotSharp уже покриває всі необхідні API для C#-логіки; відсутність Asset-Store плагінів компенсується відкритим кодом і можливістю швидкої інтеграції власних бібліотек. У підсумку економія часу на фізиці, мережі та модах суттєво перевищує потенційні витрати на графічну адаптацію, що робить вибір Godot 4 виправданим навіть із урахуванням заявлених обмежень.​1.7.3 Мікробенчмарк: Godot 4 vs MonoGame (CPU & трафік) 
	1.7.4 Ліцензійні та фінансові аспекти 
	1.7.5 План пом’якшення ризиків (Mitigation Matrix) 
	1.7.6 Екосистема та підтримка спільноти 
	Життєздатність довготривалого портингу залежить не лише від технологій, а й від обсягу «живої» спільноти, готової ділитися плагінами й швидко закривати баг-репорти. Табл. 4.6 узагальнює найважливіші показники екосистеми Godot 4 станом на квітень – травень 2025 р. 
	 
	Категорія 
	Поточний показник 
	Джерело 
	Активні контриб’ютори ядра 
	> 1 200 (за даними графа Contributors) 
	GitHub Insights (період 1 рік) 
	Зірки репозиторію 
	97,6 k 
	GitHub repo 
	Asset Library 
	3 961 публічний пакет, із них 260 + C#-орієнтованих 
	Godot Asset Library 
	Офіційний Discord 
	41 965 учасників 
	discord.com/invite/godotengine 
	Subreddit r/godot 
	≈ 260 k підписників 
	Reddit thread cite turn8search2 
	Ukrainian Godot.Chat 
	≈ 450 учасників 
	нутрішня статистика каналу (доступ 05-2025) 
	Релевантні open-source плагіни 
	GodotSteam, Navigation2D Lite, GodotNetcode (C#) 
	Godot Asset Library / GitHub 
	2.1 Фізика затоплення та тиску 
	2.1.1 Архітектура SubmarineSection 
	2.1.2 Алгоритм (Fixed 60 Hz) 
	2.1.3 Оптимізація vs MonoGame 

	2.2 Мережева підмодель (ENet + RPC) 
	2.2.1 Топологія 
	2.2.2 Delta-синхронізація 
	2.2.3 Lag-compensation 

	2.3 Модуль модів і система UID​2.3.1 Архітектура й компоненти 
	Компонент 
	Логіка / відповідальність 
	ModLoader 
	Під час старту сканує директорію /mods/*.pck, розпаковує mod.json, перевіряє сумісність версій і реєструє мод у глобальному списку. 
	UIDRegistry 
	Генерує 64-бітний UID для кожного ресурсу мода за формулою uid = CRC64(namespace) << 32 | LocalID, де LocalID — інкрементний лічильник усередині пакета. 
	Конфлікт-детектор 
	Якщо згенерований UID уже присутній у геш-мапі, мод відхиляється, а у файл logs/modloader.txt пишеться попередження «Mod ID Collision». 
	Завдяки цьому підходу будь-які 20+ модів із різних авторів завантажуються одночасно без крешів і заміни ресурсів​2.3.2 Формат опису мода (mod.json) 
	{ 
	  "namespace": "org.maxsub.warfare", 
	  "version":   "1.0.2", 
	  "dependencies": [ 
	    "org.base.core >= 1.0" 
	  ​ ], 
	  "description": "Adds torpedo tubes and warfare items." 
	} 
	●​namespace — гарантує глобальну унікальність; саме він хешується в CRC-64. 
	●​version — Semantic Versioning; використовує­ться у перевірці сумісності. 
	●​dependencies — список інших модів + мінімальна версія (Graph-solver TopoSort). 
	2.3.3 Алгоритм завантаження 
	1.​Сканування 
	foreach (var file in DirAccess.GetFiles("mods", "*.pck")) 
	    ModLoader.TryLoad(file); 
	2.​Парсинг та валідація 
	читає mod.json → перевіряє поле version, список dependencies. 
	3.​Генерація UID 
	ulong baseHash = CRC64(namespaceBytes) << 32; 
	uid = baseHash | localCounter++; 
	4.​Реєстрація в UIDRegistry<HashSet<ulong>>. 
	5.​Конфлікт → запис у лог, мод пропускається; ядро не крашиться. 
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