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B ngummomuoit  pabore 32 crpanHunpl, 12 pucyHkoB, 7 UCTOYHMKOB, 1

IIPUIOKEHHUE.
CUCTEMHBIN AHAJINS, I[TPOEKTUPOBAHMUE, BEDb-
ITPOI'PAMMUIPOBAHUE, NHOOPMALIMOHHBIE CUCTEMBI,

PACIIPEJEJIEHHBIE CHUCTEMBI, NODE.JS, NEST.JS, AWS, TYPESCRIPT,
JAVA.

L[GJIB HHHHOMHOﬁ pa6OTBI: CO3JaHHUC BBICOKOHAI'PYKCHHOI'O UI'POBOI'0 CCPBCPA,

criocoOHOTO 00pabdareiBaTh ogHOBpeMeHHO 10000 urpokos u Goree.

B numnnomHol paboTe OMUCHIBACTCS AapXUTEKTypa MOCTPOCHHOW CHUCTEMBI,
JeTaau pean3allii HEKOTOPBIX Ba)KHBIX M CIIOKHBIX KOMIOHEHTOB. I[IpoBomuTcs
aHaJu3 JPYTUX BO3MOXHBIX MOAXOJ0B. 3aTparuBalOTCsl TEMbI CETEBBIX MPOTOKOJIOB,
OBICTpOI Mepeiayu JaHHBIX. TakKe OMHUCHIBACTCS CTPYKTypa M (PYHKITMOHAI UTPHI,
CO3JaHHOM JUIsl IEMOHCTPALIMK PaOOTHI UTPOBOTO CEPBEPA, peaIN3alrsd HEKOTOPBIX €€

KOMIIOHCHTOB.

B Xxoze BBINOJIHEHUS TUILUIOMHOM pabOThI peain3aliisi KOMIOHEHTOB CHCTEMbI
NpOBOAMJIACH Ha s3bIKaX MporpamMmupoBanus TypeScript, JavaSctipt, shell.
Wcnonp3oBanack 1uiathopma Node.js u  dpeiimBopk  Nest.js. Peamu3zarus
KpoccIutaTOPMEHHON HUIphl MPOBOAMIACH HA SI3BIKE MPOTPaMMHUpPOBAHMs Java ¢

ucnonb3oBanueM QpeiimBopka libGDX u GLSL — ckpunToB ais meiaepos.

Bcest qunomuast paboTa BBITIOJIHEHA CaMOCTOSITEIBHO. SIBIIIETCS 3aBEPIICHHOM,
MOCTABJICHHBIE 3a/laud  BBIMOJHEHbI. CyIIECTBYET BO3MOXHOCTh JaJbHEUIIIETO

pPa3BUTHUS MPOEKTA.



Thesis project is presented in the form of an explanatory note of 32 pages,

12 figures, 7 references, 1 application.

SYSTEM ANALYSIS, ARCHITECTURE, WEB PROGRAMMING,
INFORMATION SYSTEMS, DISTRIBUTED SYSTEMS, NODE.JS, NEST.JS,
AWS, TYPESCRIPT, JAVA.

The purpose of the thesis: the creation of a highly loaded game server capable of

simultaneously processing 10,000 players or more.

The thesis describes the architecture of the constructed system, the details of the
implementation of some important and complex components. Other possible
approaches are analyzed. The topics of network protocols, fast data transfer are touched
upon. It also describes the structure and functionality of the game created to
demonstrate the operation of the game server, the implementation of some of its

components.

In the course of the thesis, the implementation of the system components was
carried out in the programming languages TypeScript, JavaSctipt, shell. The Node.js
platform and the Nest.js framework were used. The implementation of the cross-
platform game was carried out in the Java programming language using the libGDX

framework and GLSL scripts for shaders.

All thesis work was done solely by the author. It is completed, the assigned tasks

are completed. There is a possibility of further development of the project.



