Quiz 3



Routing in Pastry
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route(0212) first, then route(0102)
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Searching in Mercury



A new subscription is sent to the
hub that corresponds to one of its
dimension and is stored in nodes
that maintain the values overlapped
with range.
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An update (publication) is sent to
all hubs.

~ Object M in Node N
~ x=400,y =600
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Find all entities within 2 meters from this player
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(xi)? + (y-)? <= 4

x <=sqrt( 4 - (y-j)*) *+i

y <=sqrt(4 - (x-i)%) + ]



******************************************************

5 Node A:;
x <=sqrt(4- (y-j)*) +i

y <=sqre(4 - (x-i)?) +

______________________________________________________

A new subscription is sent to the
hub that corresponds to one of its
dimension and is stored in nodes
that maintain the values overlapped
with range.
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P2P with Server






Problem: order of messages received are

wrong.
Player A — -
Player B — \ / BN

Player C — —




Problem: When to execute! (Is there
another message generated earlier than this
that is still on its way here?)

Player A — -

\

Player B — BN

Player C — —




Bucket Synchronization with Dead Reckoning

Player A — : —

Player B — 1,

Player C — . —



Inconsistency still arises
due to prediction.



Server can be
consulted to resolve
conflicts



Alternative is to ensure every update is
received before executing the bucket
(synchronized simulations)

Player A —

Player B — s

Player C — . —>



Advantage: players can’t modify games
or send different messages to each
other by compare each other states.

Server can help make the
comparisons, ensuring consistency

among the players, therefore detect
cheating.



Idea: A peer p only needs
to communicate with
another peer q

if p is relevant to g



Problem: No global
information in P2P
architecture.



Server has global state
information and can help with
Interest management.
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Mobile Games



Single player: not
Interesting



Mobile gaming devices allow
multiplayer over WiFi
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AD-HOC MODE

Compete against players on nearby PSP® systems. Make sure your Wi-Fi
switch is on and you can communicate with local PSP® systems without an
internet connection. You can play together in a house, a backyard, an airport,
a lobby - anywherel Depending on the game, up to 16 P5P® systems within
range of each other can be connected using Ad Hoc mode.

For local offline multiplayer gaming
(Ad Hoc mode) you need:

+» multiple players on PSP® systems

within range of each other

each with a PSP*® set up with Ad
Hoc on "automatic” or the same

channel

each with a PSP*® game that
supports multiplayer Ad Hoc

mode

INFRASTRUCTURE MODE

Play online with people across the globe, all from the comfort of a Wi-Fi
hotspot. Just check the back of the game packaging to see if it supports
infrastructure mode, connect to a hotspot, insert the game UMD™, follow the

on-screen instructions and start playing onlinel

For online multiplayer gaming
(Infrastructure Mode) you need:

a Wi-Fi internet hotspot or

wireless home network

a PSP connected to that hotspot

or network

a PSP® game that supports

multiplayer Infrastructure mode

Infrastructure Multiplayer Games




Multi-player:
P2P



SN@EP
MOBILE
by Hokia

= Architecture

The SNAP Mabile solution provides a full range of technologies and services, including SNAP
Mobile Game Services, Instant Messaqging and Presence Services (IMPS) and Web Services.

Connected Mobile Games |5 One of the = = = -
e Architectural Overview of the SNAP Mobile Engine
Games Market

Mobile Operator SNAP Mobile Engine

) IMPS | SNAP Game
o\ _Services 4 s Services

According to a recent survey, 45% of the "r."‘;

people who play games on their mobile (({1 !}))
phaones are playing online multiplayer @
IIII-I..
: : LE:%_
: Radio Access
@ _____E___ MNetwork
i

games at least once a month. And 20% are
playing online every week.

Servers :
Recent News Billi W -
n ; eb
g 10 services Database
Dctober 23, 2007
Tezuka Production chooses SMAP Mabile by

“http://snapmobile.nokia.com/core/en/architecture.html
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http://www.fnpro-apac.com
http://www.fnpro-apac.com

Other limitations of
mobile phones:

CPU

screen size
keyboard input



Mobile devices are
multimedia devices:

camera
MIC
location



What kind of games
can we design for these
devices!



: 01:47
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http://hpcorp.feedroom.com/fr_story=FEEDROOM 7853 | &rf
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The Journey

The Journey is a new and unigue adventure game experience for your mobile phone. You are in the
role of an infamous detective and have to solve a mysterious case not only by making it through the story,
but also by walking to different locations.

Gone are the days where you watch a virtual character moving around on your display. Now you have to move
yourself. The game is aware of your movement. Right at the beginning when you as the detective have to leave your
bureau and go outside, you have to take your mobile and go through the streets of the city you live in.

The game saves the locations and in the course of the story you will have to return to your bureau and walk back to the
place where you started playing.

Achievements

s The Journey received a jury award at the "Austrian
Multimedia and e-business State Price".

= The game is the winner of the Symbian Open Summer contest
'04, organized by NewlLC.

= |t was selected as one of the 23 best projects (out of over 400
entries) at the Europrix Award. It was presented at the
festival from the 19th-21st of November 2004 in Vienna. Among many other activities, it was also possible to
experience the game in the Technical Museum of Vienna.

= The Austrian television channel ORF produced a 4 minute report about the game. You can view it online.

= The game has already been downloaded more than 70,000 times.
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% EEPA

EUROPEAN EPIDEMIC
PREVENTION ASSOCIATION () 9 ED IMPRESSUM

Epidemic M&nace was successfully
testéd on July 6th/7th 2006!

e would like to thank
Ur project partners,
rs and spectators!

. EEPA

x EURCOPEAN Fmr-sulr ¢ Welcome to the Epidemic Menace page where you
PREVENTION AGSOCIATION will find everything about the IPerG Crossmedia game.

http://iperg.fit.fraunhofer.de/
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Interesting mobile
games will be

location-based,
using augmented reality



Interesting mobile
games will be

location-based,
using augmented reality



