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Gameplay Issues
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Gameplay Issues
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E.g. Quake /Jedi Outcast / Academy

E.g. Halo
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E.g. Ultima / Everquest / Star Wars
Galaxies
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Fundamental Networking Issues

o TCP/IP Protocols

= TCP - Connection oriented, Completely reliable
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Fundamental Networking Issues

O Jitter Jitter for UDPand TCP

Moving average (over 20 successive data points) of deviations of

- Varia tion o f la tency Short Term Latency (also over 20 successive data points)
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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
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Extending game loop to handle networking

O Multi-threaded Al ¢ .
= Input Loop Thread
Network Receive Loop Thread
Compute Loop Thread (put network send calls here)
Draw Loop Thread
Sound Loop Thread
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Implementing a Network Receive Loop

O Socket *Z = 7127 (UNIX, Windows)
0O In a thread:
While(1) {

Use blocking select() call to determine which incoming socket has data to
be read.

Read data from ready socket.
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Network Game Management

Network Game Management
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How to Implement someone firing a bullet

Handling Late Joiners
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