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Evolution of Backend @ Wooga

Soburar Wthad

{n) wooga
ARCHITECTURE EVOLUTION
AT WOOGA Erlang as a cloud citizen

How does your company learn new things? Paclo Negri @hungryblank

\.,:} Wooga

Scalable game servers

Knut Neshe &0 knutin

Getting real with erlang

From the idea to a live system

Knut Nesheim @knutin
Paclo Negri @hungryblank

world of gaming
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Handling conflicts
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You are not alone

Scaling Multiplayer Games

Jesper Richter-Reichhelm - @)jrirei
Knut Nesheim - @knutin
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Real time interaction
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We depend on

e good throughput
e low latency

e low packet loss

* No jitter
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Real fime
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Bandwidth

0.73 Mbps

1.2 Mbps

https.//de.wikipedia.org/wiki/High Speed Uplink Packet Access
https://de.wikipedia.org/wiki/High Speed Downlink Packet Access
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Added Latency (RTT) *

L

70 - 180 ms
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* HSDPA/HSUPA
http://202.194.20.8/proc/VTCO9Spring/DATA/09-18-19.PDF
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Real Time Interpolation

Lag Compensation  Lockstep
Quality of Service Packet Loss

TCP UDP

Client Prediction
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Dropped packets




TCP Packet Ordering and
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TCP Flow and Congestion
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Will it work?




Poor man’s TCP

User Id |Local Seqg No |[Remote Seq No |Ack bitfield

JSON Payload

http://gafferongames.com/networking-for-game-programmers/reliability-and-flow-control/
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Poor man’s TCP

Ordering
Acknowledge Packets
Resending Packets
Flow Control

Congestion Control




Tested with a few providers in Germany, Switzerland and Netherlands



ame barel
v§orks on W%i




game doesn’'t
work at all on
c{cH!

N




Packet Loss




No synchronization

pogE

2






_UDP

] {——m >

State up dates




e
ta
full s

a

n

Se




Ethernet 1500 bytes

PPPoOE 1492 bytes

Edge 1440 bytes

https://en.wikipedia.org/wiki/Maximum_transmission_unit

http://ipixcel.org/EDGE Capabilities, Technology, and Applications PDF.pdf
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Different Concerns

Matchmaking

Reliable Unreliable



Different Concerns

Matchmaking
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Binary protocol
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FIFO with timers




Casual Matchmaking

Skill



Hierarchical Clustering




Better Matchmaking

~N~N o O AWM —

@
J
!
J
J
J
)

Queueing  Find Matches  Reschedule  Start Game




Better

Matchmaking




Geo Matching










- git: (master) ./bin/term -n 2

Terminal Client
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Finished
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Questions?

@phuesler @jrirei
http://wooga.com/jobs




