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Sommario/riassunto 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.
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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 techniqu

UNISANNIOCFI0035535
Annali ... / Centro di ricerca Guido Dorso
Avellino, : Centro Dorso, 1985-

v.:ill. ;22 cm

945.7005

Italia meridionale - Storia - Periodici

POZzzO LIB.DONI DEMM 19201P0OZZ0 LIB.F. ASSANTE
58301P0OZZ0 LIB.F. BENCARDINO 22901P0OZZ0 LIB.F.
BENCARDINO 187

[taliano

Materiale a stampa
Periodico



