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The Internet Research Group at Eurecom, Sophia Antipolis, France
(http://www.eurecom.fr/~btroup/) proposes a Masters Thesis (Diplomarbeit) in the
area of peer-to-peer systems.

Project Description:

Peer-to-peer systems have received a lot of attention recent years. The key
property of P2P systems is self-scaling, which means that the amount of
resources grows with the number of participants.

Computer Gaming has become very popular. Up to now games have been
implemented in a client-server fashion and all interactions between the different
players are mediated by a central server. Since computer games have very strict
latency requirements, popular games such as World of Warcraft require
hundreds of servers and very high network bandwidth.

In our group we have been working on P2P gaming for over two years (for
papers see http://www.eurecom.fr/~varvello/index3.html ) and we have already
developed an infrastructure for support of P2P gaming. In this MSc thesis we
propose to investigate whether a P2P architecture would be suitable for large
scale gaming. The objective of this project is to implement and evaluate a
prototype of a real game. More precisely, we propose to take the source code for
a popular game such as Quake I, which is publicly available (see
http://www.bytonic.de/index.html ), port that code onto our P2P infrastructure for
games and carry out some experiments.

Requirements:
e Good Knowledge of JAVA.
e Interest in Peer-to-Peer applications.
e Interestin Games
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http://www.bytonic.de/index.html
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