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E.g. Gauntlet

E.g. Quake /Jedi Outcast / Academy
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E.g. Halo

o+ 4% 9= Co-op/melees}
HIES A Al Z o] ol A
O Challenges:
» 3% (screen resolution)
A g Al
n TN
= UE$A A9 (network latency)
= 19 Be ZY oo 9 NPCsE
A4

AA ~38L

<
-
Ll
=
©

P
i

Ooooooao

O e O O ¥OoME Tk mi o b

GB N L, Oox, 210 @

_Ho X O

> 5%

oy

o

(o]

o>
1
ol

P
U?[_', rfb
L
=
oR

O
i

g

=,
9,
2
N
X
2
)

r
N
3
-~
r

2o 0 ok

°
¥
Lo,

N
N
2
£




Fundamental Networking Issues

o TCP/IP Protocols
m TCP - Connection oriented, Completely reliable
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Fundamental Networking Issues

(m] ]itter Jitter for UDP and TCP
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Fundamental Networking Issues

O Unicast, broadcast, multicast
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Networking Issues that can Ruin a
Game Experience
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Fundamental Networking Issues
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Connectivity Models

O Shared Centralized
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Connectivity Model: Distributed
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Connectivity Model: Hybrid

Extending game loop to handle networking
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Network Game Management

How to Implement someone firing a bullet
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Handling Late Joiners
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