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ABSTRACT 

Multiplayer games, games that played by two or more persons that interact 

simultaneously over networks like Local Area Network and Internet. There is a reason 

why people love to do something like that, that is because it is fun thing to do and share 

with the others. But, in order to them get the satisfaction on playing with the other 

peoples, there is a major problem of networked-based multiplayer games which is 

network transmission delay. This delay causes difficulties to users and leads to 

paradoxical situations. Approaches to provide for a global consistent state of the game 

by introducing a local presentation delay have been proposed, however, these increase 

the application-level delay even more. Therefore, it is important to investigate the 

impact such delays can have on the performance of multiplayer games and the 

attractiveness of these games for the human players. Such a study is the purpose of this 

work. We concentrate on real-time games for the Internet where significant delays can 

occur. The evaluation is perfonned through measurements using a real-time based 

networked game. 
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