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The Practical Guideto Building Reliable Networked Multiplayer Games

Networked multiplayer games are a multibillion dollar business: some games
now attract tens of millions of players. In this practical, code-rich guide, Joshua
Glazer and Sanjay Madhav guide you through every aspect of engineering them.
Drawing on their immense experience as both game devel opers and instructors,
the authors lead you through building a robust multiplayer architecture, and
creating every engine-level system. You'll learn through in-depth working code
examples for two complete games: an action game and area time strategy (RTS)
game.

First, Madhav and Glazer review the essentials of networking and network
programming from the standpoint of game devel opers. Next, they walk through
managing game data transmission, updating game objects across the network,

and organizing the devices that join your game. You'll learn how to ensure
reliable performance despite the Internet’ s inherent inconsistencies, and how to
design game code for maximum security and scalability. The authors conclude by
addressing two increasingly crucial issues. incorporating gamer services and
hosting your games in the cloud.

This guide's content has been extensively tested through the authors’ multiplayer
game programming courses at USC. It is equally valuable both to students and to
working game programmers moving into networked games.

Coverage includes

- How games have evolved to meet the challenges of networked environments

- Using Internet communication protocols and standards in game devel opment

- Working with Berkeley Socket, the most widely used networking construct in
multiplayer gaming

- Formatting game data for efficient Internet transmission

- Synchronizing states so al players share the same world

- Organizing networking topologies for large-scale games
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- Overcoming latency and jitter problems that cause delays or lost data

- Scaling games without compromising performance

- Combating security vulnerabilities and software cheats

- Leveraging the networking functionality of the popular Unreal 4 and Unity
game engines

- Integrating gamer services such as matchmaking, achievements, and
leaderboards

- Running game serversin the cloud

About the Website C++ source code for all examplesis available at
github.com/MultiplayerBook . Instructors will also find afull set of PowerPoint
slides and a sample syllabus.

¥ Download Multiplayer Game Programming: Architecting Network
..pdf

@ Read Online Multiplayer Game Programming: Architecting Netwo
...jpdf



http://mbooknom.men/go/best.php?id=0134034309
http://mbooknom.men/go/best.php?id=0134034309
http://mbooknom.men/go/best.php?id=0134034309
http://mbooknom.men/go/best.php?id=0134034309
http://mbooknom.men/go/best.php?id=0134034309
http://mbooknom.men/go/best.php?id=0134034309
http://mbooknom.men/go/best.php?id=0134034309
http://mbooknom.men/go/best.php?id=0134034309
http://mbooknom.men/go/best.php?id=0134034309
http://mbooknom.men/go/best.php?id=0134034309

Multiplayer Game Programming: Architecting Networked
Games (Game Design)

By Josh Glazer, Sanjay Madhav

Multiplayer Game Programming: Architecting Networ ked Games (Game Design) By Josh Glazer,
Sanjay Madhav

The Practical Guideto Building Reliable Networked Multiplayer Games

Networked multiplayer games are a multibillion dollar business: some games now attract tens of millions of
players. In this practical, code-rich guide, Joshua Glazer and Sanjay Madhav guide you through every aspect
of engineering them. Drawing on their immense experience as both game developers and instructors, the
authors lead you through building a robust multiplayer architecture, and creating every engine-level system.
You'll learn through in-depth working code examples for two compl ete games: an action game and areal
time strategy (RTS) game.

First, Madhav and Glazer review the essentials of networking and network programming from the standpoint
of game developers. Next, they walk through managing game data transmission, updating game objects
across the network, and organizing the devices that join your game. You'll learn how to ensure reliable
performance despite the Internet’ s inherent inconsistencies, and how to design game code for maximum
security and scalability. The authors conclude by addressing two increasingly crucial issues: incorporating
gamer services and hosting your gamesin the cloud.

This guide's content has been extensively tested through the authors' multiplayer game programming
courses at USC. It is equally valuable both to students and to working game programmers moving into
networked games.

Coverage includes

- How games have evolved to meet the challenges of networked environments

- Using Internet communication protocols and standards in game devel opment

- Working with Berkeley Socket, the most widely used networking construct in multiplayer gaming
- Formatting game data for efficient Internet transmission

- Synchronizing states so all players share the same world

- Organizing networking topologies for large-scale games

- Overcoming latency and jitter problems that cause delays or lost data

- Scaling games without compromising performance

- Combating security vulnerabilities and software cheats

- Leveraging the networking functionality of the popular Unreal 4 and Unity game engines
- Integrating gamer services such as matchmaking, achievements, and leaderboards

- Running game serversin the cloud

About the Website C++ source code for all examplesisavailableat github.com/MultiplayerBook .
Instructors will also find afull set of PowerPoint slides and a sample syllabus.
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Editorial Review
Review

“For any aspiring game programmer, this book isamust read! Glazer and Madhav are some of the best at
explaining these critical multiplayer concepts. | ook forward to their next book!”

—ZACH METCALF, Game Programmer at Rockstar Games and USC Games Alum
About the Author

Joshua Glazer isacofounder and CTO of Naked Sky Entertainment, the independent development studio
behind console and PC games such as RoboBlitz, MicroBot, Twister Mania, and more recently, the maobile
hits Max Axe and Scrap Force. As aleader of the Naked Sky team, he has consulted on several external
projects including Epic Games' Unreal Engine, Riot Games' League of Legends, THQ's Destroy All Humans
franchise, and numerous other projects for Electronic Arts, Midway, Microsoft, and Paramount Pictures.

Joshuais also a part-time lecturer at the University of Southern California, where he has enjoyed teaching
courses in multiplayer game programming and game engine devel opment.

Sanjay Madhav isasenior lecturer at the University of Southern California, where he teaches several
programming and video game programming courses. His flagship course is an undergraduate-level game
programming course that he has taught since 2008, but he has taught several other course topics, including
game engines, data structures, and compiler development. He is also the author of Game Programming
Algorithms and Techniques.

Prior to joining USC, Sanjay worked as a programmer at several video game developers, including
Electronic Arts, Neversoft, and Pandemic Studios. His credited games include Medal of Honor: Pacific
Assault, Tony Hawk' s Project 8, Lord of the Rings: Conquest, and The Saboteur—most of which had
networked multiplayer in one form or another.

Users Review
From reader reviews:
Robert Warden:

The book Multiplayer Game Programming: Architecting Networked Games (Game Design) can give more
knowledge and al so the precise product information about everything you want. Exactly why must we leave
avery important thing like a book Multiplayer Game Programming: Architecting Networked Games (Game
Design)? A number of you have a different opinion about guide. But one aim that book can give many
detailsfor us. It is absolutely correct. Right now, try to closer together with your book. Knowledge or facts
that you take for that, you may give for each other; you could share al of these. Book Multiplayer Game
Programming: Architecting Networked Games (Game Design) has simple shape however, you know: it has
great and big function for you. Y ou can search the enormous world by wide open and read aguide. Soitis



very wonderful.

Jennifer Oaks:

Reading areserve can be one of alot of pastime that everyone in the world adores. Do you like reading book
consequently. There are alot of reasons why people enjoyed. First reading a publication will give you alot
of new details. When you read areserve you will get new information because book is one of various ways
to share the information or perhaps their idea. Second, looking at a book will make anyone more
imaginative. When you examining a book especially fictional book the author will bring you to definitely
imagine the story how the people do it anything. Third, you are able to share your knowledge to some others.
When you read this Multiplayer Game Programming: Architecting Networked Games (Game Design), you
could tells your family, friends and also soon about yours publication. Y our knowledge can inspire the
others, make them reading a book.

Steven Thomas:

A lot of people always spent their particular free time to vacation or even go to the outside with them friends
and family or their friend. Do you know? Many alot of people spent that they free time just watching TV, or
playing video games all day long. If you would like try to find a new activity thisislook different you can
read any book. It isreally fun for you. If you enjoy the book you read you can spent all day long to reading a
book. The book Multiplayer Game Programming: Architecting Networked Games (Game Design) it is
extremely good to read. There are alot of folks that recommended this book. These were enjoying reading
this book. When you did not have enough space bringing this book you can buy the e-book. Y ou can mQore
easily to read this book from your smart phone. The price is not to fund but this book provides high quality.

April Brooks:

Y our reading 6th sense will not betray an individual, why because this Multiplayer Game Programming:
Architecting Networked Games (Game Design) e-book written by well-known writer we are excited for well
how to make book which can be understand by anyone who read the book. Written in good manner for you,
dripping every ideas and publishing skill only for eliminate your personal hunger then you still question
Multiplayer Game Programming: Architecting Networked Games (Game Design) as good book not only by
the cover but also by the content. Thisis one e-book that can break don't evaluate book by its include, so do
you still needing an additional sixth sense to pick this specific!? Oh come on your reading through sixth
sense already aerted you so why you have to listening to an additional sixth sense.
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