An Online Gaming Testbed
for Peer-to-Peer Architectures
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Introduction

Goal: Provide a scalable testbed for P2P gaming mechanisms
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Attractive game to real players, which provide the reference behavior
Simple enough for focusing on the important aspects

Run in a real network as well as in a deterministic emulated network
environment

Resource-efficient for a good simulation scalability

Well-defined and flexible interfaces to facilitate the replacement of
network components
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Simple Mobility Model
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* Not simulating whole gameplay
-> higher scale, faster simulation
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Mobility  E.g. random waypoint model, special
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Gameplay Planet P14 Game Model movement patterns, traces (other games)

Planet Pl4 is a prototype of a 3D real-
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