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The computer game industry is clearly growing in the direction of multiplayer, online games. Understanding
the demands of games on IP (Internet Protocol) networks is essential for ISP (Internet Service Provider)
engineers to develop appropriate IP services. Correspondingly, knowledge of the underlying network's
capabilities is vital for game developers.

Networking and Online Games concisely draws together and illustrates the overlapping and interacting
technical concerns of these sectors. The text explains the principles behind modern multiplayer
communication systems and the techniques underlying contemporary networked games. The traffic patterns
that modern games impose on networks, and how network performance and service level limitations impact
on game designers and player experiences, are covered in-depth, giving the reader the knowledge necessary
to develop better gaming products and network services. Examples of real-world multiplayer online games
illustrate the theory throughout.

Networking and Online Games:

Provides a comprehensive, cutting-edge guide to the development and service provision needs of online,●

networked games.
Contrasts the considerations of ISPs (e.g. predicting traffic loads) with those of game developers (e.g.●

sources of lag/jitter), clarifying coinciding requirements.
Explains how different technologies such as cable, ADSL (Asymmetric Digital Subscriber Line) and●

wireless, etc., affect online game-play experience, and how different game styles impose varying traffic
dynamics and requirements on the network.
Discusses future directions brought by emerging technologies such as UMTS (Universal Mobile Telephone●

Service), GPRS (General Packet Radio Service), Wireless LANs, IP service Quality, and NAPT/NAT
(Network Address Port Translation/Network Address Translation)
Illustrates the concepts using high-level examples of existing multiplayer online games (such as Quake III●

Arena, Wolfenstein Enemy Territory, and Half-Life 2).

Networking and Online Games will be an invaluable resource for games developers, engineers and
technicians at Internet Service Providers, as well as advanced undergraduate and graduate students in
Electrical Engineering, Computer Science and Multimedia Engineering.
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From reader reviews:

Trisha Sherman:

The particular book Networking and Online Games: Understanding and Engineering Multiplayer Internet
Games has a lot of information on it. So when you check out this book you can get a lot of advantage. The
book was published by the very famous author. The author makes some research just before write this book.
This book very easy to read you can get the point easily after looking over this book.

John Kuykendall:

Can you one of the book lovers? If so, do you ever feeling doubt when you find yourself in the book store?
Try and pick one book that you find out the inside because don't evaluate book by its protect may doesn't
work the following is difficult job because you are frightened that the inside maybe not seeing that fantastic
as in the outside appearance likes. Maybe you answer might be Networking and Online Games:
Understanding and Engineering Multiplayer Internet Games why because the wonderful cover that make you
consider concerning the content will not disappoint a person. The inside or content is definitely fantastic as
the outside or even cover. Your reading sixth sense will directly make suggestions to pick up this book.

Mildred Lyons:

Reading a book to be new life style in this calendar year; every people loves to learn a book. When you read
a book you can get a wide range of benefit. When you read books, you can improve your knowledge, due to
the fact book has a lot of information onto it. The information that you will get depend on what types of book
that you have read. If you would like get information about your examine, you can read education books, but
if you act like you want to entertain yourself look for a fiction books, this sort of us novel, comics, as well as
soon. The Networking and Online Games: Understanding and Engineering Multiplayer Internet Games will
give you new experience in studying a book.

Kevin Pennell:

Many people spending their time by playing outside having friends, fun activity with family or just watching
TV all day every day. You can have new activity to invest your whole day by studying a book. Ugh, think
reading a book can actually hard because you have to accept the book everywhere? It fine you can have the
e-book, delivering everywhere you want in your Smart phone. Like Networking and Online Games:
Understanding and Engineering Multiplayer Internet Games which is having the e-book version. So , why
not try out this book? Let's see.
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