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A UES DEVELOPMENT ADOPTION FRAMEWORK FOR MULTIPLAYER
DEVELOPMENT: REPLICATION, SERVICES, OBSERVABILITY, AND LIVEOPS

Abstract. This paper proposes a practical, UE5-centered adoption framework that translates modern software
development methodologies from Web/App, enterprise/heavy systems, Al systems, and contemporary game development
into measurable production practices for multiplayer Unreal Engine 5 (UES) teams. While Agile, MVP, DevOps,
microservices, data-driven development, and architectural patterns are widely discussed, UES multiplayer imposes hard
constraints that are often absent from generic methodology guidance: replication cost and relevance/dormancy
management, server-authoritative state, dedicated server build and deployment operations, online session flows, and
continuous delivery/LiveOps expectations. To address this “methodology translation” gap, we define a software-focused
research design that operationalizes methodology adoption through implementable UES artifacts. a suite of test projects,
multiplayer archetypes, and an instrumentation plugin stack for deterministic scenario execution, controlled network
stress injection, replication observability, and standardized telemetry outputs. We present pilot-format result templates
and case-study tables that connect methodology choices to objective UES indicators, including replication budget per
client, temporal consistency of server simulation steps (server tick rate stability), session join reliability, build-to-playable
time, crash-free server hours, and change lead time. A Lyra-style GameFeature plugin slice is introduced to demonstrate
clean architectural boundaries and auditable iteration throughput via feature lifecycle telemetry tied to CI build
identifiers. The paper synthesizes these results into a staged adoption map that prioritizes replication-first KISS
discipline, multiplayer MVP defined as an operations-capable vertical slice, minimal services before microservice
decomposition, data-driven tuning with safe rollbacks, and modular feature slices for scalable iteration. This framework
is intended as a practical guide for UES multiplayer teams and as a foundation for larger empirical evaluations.

Keywords: Unreal Engine 5, Multiplayer Game Development, Replication Graph, Devops/Liveops, Microservices,
MVP, Data-Driven Development.

Introduction. Modern multiplayer games increasingly resemble always-on software products:
they require reliable session flows, scalable server operations, frequent updates, and telemetry-driven
iteration alongside the traditional demands of real-time interaction, performance, and creative
gameplay [1-3]. Yet many development methodologies originate in domains where latency tolerance,
authoritative state, and network replication are secondary concerns. Unreal Engine 5 (UES) provides
robust networking capabilities. However, the mere availability of replication mechanisms does not
by itself ensure production-level readiness of a multiplayer system. UE5 teams must manage
replication budgets, authority boundaries, dedicated server pipelines, service ecosystems
(authentication, matchmaking, progression, telemetry), and continuous delivery without destabilizing
gameplay [4-9]. Research in game software engineering underscores that games are a distinct
software domain with recurring production challenges, including tooling, pipeline integration, and
the tension between experimentation and engineering rigor [10]. At the same time, software
architecture and operations research provide mature guidance on microservices and DevOps, but

© 2026 Nazarenko, V. This article is licensed under a Creative Commons Attribution 4.0 International License
(CC BY 4.0). https://creativecommons.org/licenses/by/4.0/ 9



https://orcid.org/0000-0002-7433-2484
mailto:volodnz@nubip.edu.ua

Computer Science Nazarenko V.

typically without UES’s replication and dedicated server constraints [11]. This creates a practical gap:
teams know what methodologies exist but lack a UES-specific translation that turns them into
implementable engineering decisions and measurable outcomes.

Current software development methodologies provide useful general guidance for iteration,
architecture, and delivery, but they do not directly resolve the production-specific constraints of
multiplayer Unreal Engine 5 development [12]. In UES multiplayer projects, engineering decisions
are shaped not only by feature scope but also by replication cost, server-authoritative state
management, dedicated server deployment, session reliability, telemetry coverage, and LiveOps
continuity. The research problem addressed in this paper is, therefore, the lack of a UES-oriented
methodological framework that connects general development principles with measurable
multiplayer engineering outcomes.

Purpose. The purpose of this research is to systematically synthesize and operationalize
modern software development methodologies into a practical adoption framework for multiplayer
UES production, where replication, dedicated server operations, service boundaries, and continuous
delivery/LiveOps are first-class constraints.

Literature review. Recent systematic synthesis argues that Game Software Engineering (GSE)
has consolidated into a distinct domain, highlighting gaps in rigor and industrial alignment while
documenting persistent challenges in pipelines, tooling, and production constraints [1].
Complementary work on software architecture for game mechanics shows that reuse and modularity
are possible at architectural levels even when mechanics are highly specialized, reinforcing the need
for patterns that tolerate continuous iteration [2]. Research on architecting microservices emphasizes
that decomposition, coupling, and adoption are complex in practice; benefits come with governance
and operational cost. For online games specifically, systematic mapping and framework-driven
approaches for MMO/MMOG backends show recurring architectural concerns, state, scalability, and
commodity cloud deployment that align with service boundary decisions around the UES gameplay
layer [10].

DevOps literature emphasizes that DevOps is not just CI/CD automation; it is a lifecycle
capability stack that integrates deployment, monitoring, feedback loops, and socio-technical
practices. A recent systematic review mapping DevOps capability to lifecycle phases supports
treating observability and automation as core adoption outcomes rather than optional tooling.

MVP is often framed as a product strategy, but systematic mapping of MVP-related practices
emphasizes feasibility assessment, evaluation, and iteration discipline. For UE5 multiplayer, this
implies MVP must include the operational spine (server build/deploy, session flow, telemetry), not
only a gameplay prototype.

UES documentation explicitly states that replication scalability can become a CPU bottleneck
when actors evaluate each client individually; Replication Graph addresses this by using persistent
nodes and actor lists, enabling large-scale relevance management. Dedicated server documentation
stresses client—server authority as the core multiplayer model. The online subsystem's EOS
documentation reflects the reality that session, identity, and service integration are central to
multiplayer production beyond replication.

Literature provides strong components: GSE insights, microservices and DevOps adoption
research, MVP/Lean practice studies, and UES5 technical constraints, but lacks an integrated, tool-
supported translation for UES5 multiplayer teams. This paper addresses the translation gap by
providing a UE5-centered adoption framework and an evaluation artifact stack that enable measurable
adoption of methodologies.

The scientific novelty of this work lies in proposing a UES-centered adoption framework that
does not describe development methodologies only at a conceptual level but operationalizes them
through platform-specific engineering artifacts, multiplayer archetypes, and measurable production
indicators. Unlike general methodological overviews, the proposed framework links replication-first
design, operational MVP scope, service-boundary decisions, and telemetry-supported iteration to
concrete UES implementation practices. This allows the study to contribute to both a structured
adoption model and a reproducible evaluation basis for future empirical validation.
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Methods. The object of this study is the process of multiplayer game production in Unreal
Engine 5. The study examines the set of methodological and engineering practices that determine
how replication, service boundaries, observability, and LiveOps capabilities are introduced and
evaluated in UES multiplayer teams. Accordingly, the research tasks are to identify mismatches
between generic software methodologies and UES multiplayer constraints, operationalize these
methodologies through reproducible UES artifacts and scenarios, and define measurable indicators to
evaluate their practical applicability.

This study adopts a design-oriented, software engineering research approach focused on
methodology translation: we do not test a single gameplay hypothesis but instead construct and
evaluate a practical adoption framework that maps modern development methodologies to the
constraints of multiplayer UES production. The core method is to operationalize methodological
constructs (e.g., MVP, KISS, data-driven development, microservices/SaaS, architectural patterns,
DevOps/LiveOps) into concrete UES artifacts, test projects, plugins, and archetype game modes,
enabling adoption to be examined through repeatable implementation tasks and measurable
engineering indicators. The research dataset is therefore composed of a small suite of UES reference
projects and archetypes that represent common multiplayer production patterns and stress cases, as
well as a modular plugin set that provides scenario orchestration, networking stress injection, and
telemetry. All artifacts are designed to be reproducible, modular, and comparable across teams and
implementation variants.

We use a design-oriented software engineering approach: general methodological principles are
instantiated through UES5-specific engineering practices and evaluated via repeatable instrumentation
rather than one-off review. UES public projects and systems that we employed in the research that
serve as research instruments [4-9], which are detailed in Table 1:

e Project 1 Replication Test Lab: Replication Graph/relevance/dormancy scaling
experiments. (Epic Games Developers).

e Project 2 Dedicated Server Build and Deployment non-interactive dedicated-server builds,
packaging, automated sanity-check test runs. (Epic Games Developers).

e Project 3 Session-to-Match Flow Prototype (EOS-ready): sessions, lobby readiness,
travel, reconnect. (Epic Games Developers).

e Project 4 Data-Driven Tuning Sandbox: Data Assets/Tables + safe config workflows
(feature flags).

e Project 5 Lyra-style Feature Slice Plugin: modular GameFeature plugin slice, clean
boundaries, lifecycle telemetry.

Table 1 — Sample UES test project overview *

Project Purpose Core Ul? Test scenario Output data
technologies
Replication quantify replication graph | 1664 clients server thread time,
Test Lab replication cost custom nodes 1k—20k replicated net send time,
and scalability spatial routing actors (static props, Al | bandwidth per
under controlled pawns, pickups) client, actor
actor counts and dormancy
relevance rules transitions, actors
evaluated vs
actually replicated
Dedicated validate the end- UE dedicated nightly CI builds, build duration,
Server Build | to-end production server build smoke tests artifact size, startup
and loop: build - pipeline and connect/disconnect, time, session join
Deployment package - deploy client-server map travel time, crash rate
- run headless - authoritative crash-free sessions
collect logs model
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Table 1 (continued)

Project Purpose Core UP; Test scenario Output data
technologies

Session-to- | reproduce the real online subsystem | create/join sessions, matchmaking time

Match Flow | multiplayer “front EOS lobby readiness, distribution,

Prototype door”: login - online services matchmaking stub, failure reasons,

(EOS-ready) | session/lobby - EOS map travel and reconnection
match - return. success rate

Data-Driven | demonstrate data- data assets / data | weapon/ability tuning | balance deltas vs

Tuning driven development tables and economy variables | KPI deltas (TTK,
Sandbox and safe runtime config-driven are changed without win rate, ability
tuning “game feature code changes; server- | usage)
toggles” pattern authoritative validation
(aligned with
Lyra modularity)
Lyra-style research modular Lyra sample add a new game mode | change lead time,
Feature production: build a modular or replicated feature in | integration defects,
Slice Plugin | new “experience architecture an isolated plugin with | cross-plugin
slice” as a (plugins, online clear boundaries dependency count
GameFeature-style multiplayer
plugin support, GAS
usage)

* prepared based on the author's work and public research data

As it is essential to study and evaluate the multiplayer side of game development, we focused
on typical first-person shooter session gameplay, co-op PVE instancing, social hub + travel, dense-
zone large world, and live-service event rotation selected to stress different constraints (replication,
operations, services, cadence) (Table 2).

Table 2 — Sample UES game archetypes (multiplayer focused) *

UES game archetype

Purpose

Measurements and data

5v5 Session Shooter
(Lyra-like)

= tests high-frequency replication

» prediction/rollback sensitivity and
strong match flow

= Lyra explicitly targets online
multiplayer and modular best
practices

bandwidth per client, server tick
stability, join/leave recovery, replay
determinism

Co-op PvE “Instanced
Dungeon”

= tresses Al replication relevance,
party management, and deterministic
loot/progression

Al actor relevance (Replication
Graph benefits), instance spin-up
time, persistence writes

Social Hub - Seamless

= stresses session continuity, presence,

travel failure rate, reconnect success,

Travel Lobby party transitions, and service and session migration time;
Experience boundaries (inventory/social) EOS/OSS is typically central here
Large-World (100+ » designed to justify the Replication server CPU cost vs actor density,
Actor Density Zone) Graph and interest management replication relevance hit rate,

dormancy effectiveness

Live-Service “Event
Rotation”

» tests DevOps/LiveOps
= feature flags
= data-driven tuning loops

config rollout safety, metric
instrumentation completeness,
regression rate per release

* Prepared based on the author's work and public research data

Results. Pilot Case Study 1 KISS as replication-budget runs indicate that a “budgeted
replication pass” reduces per-client bandwidth and net send time at higher actor densities by
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increasing dormancy utilization and shrinking replicated state surfaces (Figure 1). These results align
with the purpose of Replication Graph and relevance management: replication scalability requires
systematic list-building and budget discipline rather than ad hoc per-actor replication. Case Study 2:
MVP as an operations-capable multiplayer vertical slice, pipeline measurements show that defining
MVP as “multiplayer vertical slice” surfaces the actual bottlenecks early: cook/build variance, travel
stability, session configuration, and crash causes. Dedicated server packaging and automated smoke
tests are not optional; they are the conditions under which MVP becomes repeatable and measurable.

UE5 Multiplayer
Constraints

Development
Methodologies

KISS (Keep It Simple) Translation Challenges

Replication & Networking

Replication Efficiency & Limits

MVP / Lean Iteration — Dedicated Servers

Microservices & SaaS

Dedicated Server Operations )
= Online Services

Service Boundaries & APIs

Data-Driven Development Il Continuous Integration & Deployment

Continuous Delivery & Monitoring
DevOps & LiveOps

Design Patterns & Modularity

Figure 1 — Methodology-to-UES constraint map (linking each methodology cluster to UES
constraints (replication, dedicated servers, online services, continuous delivery)

Case Study 1 evaluates KISS as a replication-budget discipline in the P1 Replication project.
Table 3 shows that at higher actor densities (10k—15k replicated actors), a targeted “budgeted
replication pass” reduces median bytes/sec per client and net send time while increasing dormancy
utilization, with fewer gameplay regressions. These outcomes are consistent with UES’s scalability
intent for Replication Graph and related relevance/dormancy mechanisms: budget control is achieved
by shrinking replicated state, consolidating RPCs, and prioritizing server-authoritative essentials over
cosmetic replication. The results operationalize the design principle that “simplicity” in multiplayer
is defined not only by code readability but by the size and frequency of replicated state updates.
Values are reported as median per-client over a 3-minute steady-state window (no match flow), with
identical map and Al disabled (Table 3 and Figure 2).

Table 3 — Game test project replication changes using the KISS method *

Variant Replicated | Avg bytes/ | Netsends | Dormant | Gameplay
actors sec per time actors regressions
client (ms) (%) (count)

Baseline (feature-first replication) 5,000 8,200 2.6 18% 0
KISS (budgeted replication pass) 5,000 5,400 1.9 42% 0
Baseline (feature-first replication) 10,000 15,900 4.7 12% 1
KISS (budgeted replication pass) 10,000 9,800 3.1 38% 0
Baseline (feature-first replication) 15,000 24,700 7.9 9% 3
KISS (budgeted replication pass) 15,000 13,900 4.6 35% 1

* Prepared based on the author's work and public research data
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---- Baseline
— KISS Replication-Optimized

25,000

20,000

15,000

10,000

5,000

1,000

5,000 6,000 8,000

Network Traffic Per Client (byyets/sec)

- Replication
R Budget Gap

11,000 12,000 13,000 14,000 15,000

Replicated Actors

Figure 2 — Example replication budget curve (bytes/sec per client vs replicated actor count
for baseline vs KISS-budgeted variant)

Sample Lyra-style Feature Plugin layout:

Plugins/

GF_Slice CapturePoint/
GF_Slice_CapturePoint.uplugin
Source/

GF_Slice_ CapturePoint/
GF_Slice_ CapturePoint.Build.cs
Public/
CapturePointFeatureAction.h

CapturePointRuntimeSubsystem.h

CapturePointTelemetry.h
Private/

CapturePointFeatureAction.cpp

CapturePointRuntimeSubsystem.cpp

CapturePointTelemetry.cpp
Content/
Experience/
DA_GFA_CapturePoint.uasset

DA_Experience_CapturePoint.uasset

Gameplay/
BP_CapturePointActor.uasset
uI/
W_CapturePointHUD.uasset

(GameFeatureData)
(Lyra Experience Definition)

The pilot results should be read as signals of methodological translation, not as final
performance claims about a specific implementation. Our objective is to demonstrate that widely used
software development methodologies can be operationalized into UES multiplayer—specific
engineering decisions and then evaluated through repeatable, tool-generated measurements. The
consistent pattern across Case Studies 1-3 is that UES multiplayer constraints replication cost, server-
authoritative state, travel/session reliability, and operational stability force trade-offs that generic
methodology descriptions rarely make explicit. In conventional software engineering, KISS is often

T
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interpreted as reducing code complexity. In UES multiplayer, the pilot data shows KISS is more
usefully treated as a replication-surface minimization strategy: fewer replicated properties, fewer
high-frequency RPCs, and deliberate dormancy/relevance policies. The Replication Budget Lab
outcomes (Table 3) illustrate that improvements in bandwidth and net send time are achieved when
teams treat replication as a first-class requirement with explicit budgets. This reframes “simplicity”
as a measurable systems property: the system is simpler when it transmits less state while preserving
authoritative correctness and player experience.

Table 4 — Game test project replication changes using MVP pipeline approach

Indicator Pilot engineering Observed Notes
target (median/complete)

Build time (server+client) 90 min 74 min/ 96 min | Cook dominates; shader
compilation spikes on cold agents

Package + stage time 20 min 12min/ 18 min | Pak chunking stable; staging
failures tied to disk space

Deploy time (server) 10 min 6 min / 9 min Container start variance;
occasional port conflicts

Session create — join 45 s 31s/58s NAT traversal + session discovery

time variance; one EOS config
mismatch

Map travel + match start 20s 14s/27s Travel hangs caused by asset load
stall on the first run

Session join success rate 95% 96.2% 9 failures: 5 NAT, 3 travel
timeout, 1 auth token expired

Crash-free dedicated 6 h/night 74h/59h 2 crashes: one null ref in post-

server hours login, one memory spike on travel

Change lead time (feature 2.5 days 2.1 days /3.4 days | Cross-plugin dependency review

plugin slice) adds delay; CI queue time
increases p95

A central premise of this research is that multiplayer UES production is shaped by several
practical contradictions that generic development models do not fully address. These include the
tension between rapid feature iteration and the stability of the replication budget, between service
decomposition and operational overhead, and between gameplay experimentation and the need for
deterministic, server-authoritative behavior. The proposed framework addresses these contradictions
by prioritizing replication-aware simplification, staged service adoption, and observability-driven
decision-making as the basis for sustainable multiplayer production.

Consistent with prior multiplayer production literature and industry practice, our pilot results
reaffirm that a “multiplayer MVP” cannot be structurally equivalent to a single-player prototype plus
networking later. Table 4 presents the pipeline outcomes, showing that the dominant failure modes
and delays stem from cooking/build caching variability, travel readiness, session configuration,
reconnect behavior, and crash stability issues that remain invisible if the MVP is defined only at the
gameplay layer. In other words, MVP adoption is validated when a team can repeatedly produce a
playable build, join a session, start a match, and survive a controlled runtime window with sufficient
telemetry to debug regressions. This is a methodological translation of Lean/MVP principles into a
UES production reality: the minimum viable product is the minimum viable operations loop.

The target values presented in Table 4 should be interpreted as pilot engineering thresholds for
an operational multiplayer vertical slice rather than as universal benchmarks for all UES projects.
These thresholds were selected to represent the minimum acceptable level of technical readiness for
repeated build, join, match-start, and monitored runtime execution under controlled multiplayer
conditions. Their role in this study is to provide a consistent acceptance baseline for comparing
methodological choices across features and scenarios, especially with respect to replication cost,
server stability, session reliability, and build-to-playable state work process.

No. 1 (2026) Information Technologies in Economics and Environmental Sciences 15
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Discussion. The purpose of this study was to develop and operationalize a UES-oriented
framework for adopting modern software development methodologies in multiplayer production. In
this context, the objective of the empirical component is not to prove universal performance
superiority, but to demonstrate that such a framework can be instantiated through repeatable UES
artifacts, scenarios, and indicators. Therefore, the reported results should be interpreted as pilot
evidence of applicability, measurability, and engineering relevance within the defined production
scope.

This paper addressed the practical gap between general software development methodologies
(from Web/App, heavy systems, Al, and game development) and the rigid constraints of multiplayer
UES5 production. We proposed a UES5-centered methodology translation framework and
operationalized it into a small set of research instruments, UES test projects (P1-P5), archetypes (A1—
AS), and a plugin suite for deterministic scenario execution, network stress injection, replication
observability, and telemetry.

The pilot outcomes should be interpreted as evidence of methodology translation. In UES
multiplayer, KISS is best treated as replication-surface minimization; MVP must include servers,
sessions, and observability to be meaningful; and microservices should be adopted in stages guided
by measured bottlenecks rather than as a default architecture. DevOps/LiveOps adoption becomes
the operational spine of multiplayer development, enabling measurable regression detection and
recovery. Finally, Lyra-style feature slices provide a concrete mechanism to scale iteration while
preserving architectural boundaries, and telemetry enables objective tracking of change lead time.

Threats to validity remain: stress injection may not capture every transport-layer behavior, and
environment configuration affects session results. However, these align with the paper’s central claim
that multiplayer readiness is inseparable from operational and configuration discipline.

Conclusions. This paper presents a UE5-centered adoption framework that translates modern
development methodologies into implementable, measurable practices for multiplayer UES teams.
The main contributions are a methodology translation map grounded in UES constraints; a practical
evaluation artifact stack (test projects) with instrumentation plugins; pilot outcome templates that
connect methodological decisions to objective UES indicators; and a Lyra-style feature slice that
makes modularity and iteration throughput auditable via telemetry.

This study has several limitations. First, the presented evaluation is pilot-scale and is based on
a limited set of reference projects, archetypes, and controlled scenarios rather than on long-term
industrial deployment across multiple production teams. Second, the reported indicators depend on a
specific UES toolchain, configuration, and testing environment, which may affect absolute values and
limit direct transferability to other projects. Third, while the framework emphasizes observability and
LiveOps readiness, it has not yet been validated through prolonged post-release operation, large
concurrency ranges, or cross-studio comparative studies, which remain important directions for future
research.

Future research work will focus on several key points — (1) scale empirical validation across
archetypes and concurrency levels; (2) formalize a boundary decision model for UE gameplay vs
services; (3) integrate replication budget regression gates into CI; (4) extend data-driven
experimentation governance (feature flags, rollbacks, A/B testing) in multiplayer contexts; and (5)
publish a minimal open research toolkit (evaluation system plugin) with sample datasets to support
replication by other teams.
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®PEVMBOPK BIIPOBAI’KEHHSI CYYAHUX METO/IIB PO3POBKH 1151
BATATOKOPUCTYBAILBKUX II'OP HA UNREAL ENGINE 5: PEIIVIIKALIA,
CEPBICH, MOHITOPHUHI' I LIVEOPS

Anomauin. Y yiii cmammi nponoHyemuvcs npakmuyHuti nioxio, opicumoganuti Ha UES ¢petimeopx
BNPOBAOICEHHS, AKULL NEPEeMBOPIOE CYYACHI MemoooN02ii po3pobKku npozpamuozo 3abesneuenns 3 Web/App,
KOPROPAMUBHUX/BAHCKUX CUCIEM, CUCTHEM WIMYYHO2O [HMENeKmy Md CYYacHoi po3poOKu i2op V UMIpIOGaHi
CYUACHUX Memo0onozii po3pobku 015 bazamoxopucmyeaywvkux icop Unreal Engine 5 (UES). Xoua na cvo200Hi
wupoxo suxopucmosyiomocs Agile, MVP, DevOps, mixpocepgicu, po3poOKa Ha OCHOBI OaHUX ma apximexkmypHi
namephu, myromuniecp UES naxnaoae scopcmki obMmediceH s, Ki 4acmo 8i0CYMHI Y 3a2aNbHUX MEMOO0I02IAX:
eapmicms peniikayii ma ynpaseniHHa pelesanmuicmio, autoreactive cmawuis cepgepy, onepayii 3 nobyoosu ma
pOo320pmanHsa 8UOIIEHO20 cepaepd, OHIAUH-NOMOKU cecill i ouikyeanns besnepepsnoi docmasku/LiveOps. [1]o6
VCYHYmMU Yio Npo2aiuny 6 «nepekiadi mMemoooaocii i3 po3poOKu NPUKIAOHO20 NPOZPAMHO20 3a0e3nedeHHs Y
npocmip po3pooKu 8i0eoi2opy», Mu BUSHAUAEMO NPOSPAMHO-OPIEHMOBAHUY OOCTIOHUYLKUL OU3AUH, AKUL 3aNYCKAE
BNPOBAOIICEHHA MemOoOoNo2ii uepe3 peanizoeani apmegpaxmu UES: nabip mecmosux npoekmia, apxemunu 0715
MYTbMUNIeepa ma Cmex iHCMPYMEHMANbHUX N1A2iHi6 Ol GUKOHAHH OemepMIHOBAHUX CYEHapii8, KepoB8aHno2o
68€0EHHA HANPYIICEHb MEpediCl, CNOCMEPedCY8AHOCI penaikayii ma cmaHoapmu308aHux meremMempuiHux
pesyavmamis. [lpedcmasniaemo wabaonu pe3yrsmamis y niiomHomy gopmami ma mabauyi Keticia, Axi n08'a3ynoms
8ubip memooonoeii 3 06'exkmusHumu nokaswukamu UES, 6kitouno 3 6100icemom peniikayii Ha KOAICHO20 KIIEHmA,
CcmaobinbHICMI0 MUKig cepéepa, HA0IUHICMIO NPUEOHAHHS 00 cecii, yacom 30IpKu 00 epu, be3nepediliHuMu 200UHaAMU
cepgepa ma yacom 3miH. Beooumwvca nnacin y cmuni Lyra ona demoHcmpayii 4imkux apXimekmypHux mexic i
nponyckHoi  30amuocmi  imepayiii  uepe3 meremempiio  JHCUMMEBO2O YUKy —00'ckmis, nos'szany 3
ioenmugpixamopamu 360ipxu CI. Pe3yromamu, npeocmasineni y CMammi, CUHME3VIOMbCs Y NOEMAnHy Kapmy
8NP0BAOICEeHHS, AKA Haoae npiopumem memooonozii KISS, opienmosarniii na pennixkayiro, myarvmuniecpromy MVP,
BUSHAYEHOMY SIK GEPMUKANbHUL 3DI3 3 NIOMPUMKON ONepayil, MIHIMATbHUX cepeicie neped PO3KAAOAHHAM
MIKpOCEpSICi8, HANAUIMYBAHHS HA OCHOGI OaHUuX i3 Oe3neyHumMu GiOKamamu ma MOOYIbHI 3Pi3U O3HAK O
Macwmabosarnoi imepayii. L{a cmpykmypa npedcmasnena 1K npakmudHull noCiOHUK 01 6a2amoKopucmy8aybKux
xkomano UES ma sx ocHo8a 018 wupuiux emMnipuiHux oyiHox.

Kniouosi cnosa: Unreal Engine 5, pospobxa bOacamoxopucmysayvkux icop, epag) pennixayii,
DevOps/LiveOps, mixpocepsicu, MVP, po3pobka Ha 0CHO8I OaHuX.
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