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Assessment Details
Category Short Description Weighting Exam
Description (%) Duration
Report AS1 Coursework 1 - Literature survey 50.0
on recent papers, and writing-up
an essay on online gaming
issues.
Report AS2 Coursework 2 - group work 50.0
covers:; Programming Project
involving online gaming design,
architecture and programming
Aims

This module will explore the various design, technical and interactivity issues
involved in multiplayer games. By understanding these issues, developers can
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identify the factors that affect them, and learn which architecture, techniques and
methods to use in online games design and implementation.

Learning Outcomes

After completing the module the student should be able to:

1 Explain design issues involved in online gaming.

2 Define interactivity thoroughly as it relates to online games and other media
productions.

3 Address the technical design and implementation issues involved in online games.

4 Explain how to use interactivity in online game design and how to use it as a critical

evaluation tool.
Learning Outcomes of Assessments
The assessment item list is assessed via the learning outcomes listed:

Literature survey 1 2 4

Programming Project 1 3

Outline Syllabus

Introduction; Multiplayer Online Games as Media: History; Types; Online Games for
the Mass Market; Online Games for the Hardcore Gamer; Issues and opportunities
in online games; General Design; Networking Game Development: Architecture
(peer-to-peer, client/server, floating server, (multiple)-Servers Network), Issues
(latency, reliability, Bandwidth, Security, Scalability), Tools (protocols, APIs) and
Techniques (Dead-Reckoning, Interest Management, etc...); Interactivity Design:
The Importance of Interactivity; Interactivity for Multiplayer Online Games; Future
trends: Wireless, Broadband.

Learning Activities

Lectures incorporating demonstrations will be followed by tutor-led seminar sessions.
These will be supported by practical hands-on work in the Laboratory.
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Notes

This module will explore the various design, technical and interactivity issues
involved in multiplayer games. By understanding these issues, developers can
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identify the factors that affect them, and learn which architecture, techniques and
methods to use in online games design and implementation.
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