Cheat-Proof Playout for Centralized and
Distributed Online Games
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[ Assumptions And Terminology
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Fig. 3. Decentralized-control client-server

Fig. 1. Game state partitioning
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Assumptions And Terminology

1. Centralized-control

2. Decentralized-control

3. Distributed

4. Dead Reckoning

5. Asynchronous




Fair Playout

1. Irresolvable Interactions Problem
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Cheating-Proof Game Interaction
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Lockstep Protocol
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Proof of Correctness

1. Theorem : Lockstep protocol is safe.

Lockstep protocol is live.

2. Proof
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Asynchronous Synchronization
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Spheres of Influence
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[ Spheres of Influence
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[ Spheres of Influence
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AS Protocol
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AS With Packet Loss
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Hidden Position
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Hidden Position
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