TEE SNWEED S F IEEIETS S

48 28 % BRI T o + o3
AR A &% ek
FF* | CHIH-HAO LIN
NETWORKING GAME DESIGN
a1 - lﬁ% FTA 2
CENEA lff £y HFYH 3F L
TEIXJ1A P

o (o) & oT O O

NS B TN

’

S RBEELELR
@ﬁ?alﬁ S P

’

"t

TN ESAFRAKAEY

mm o 0w o>

B fRAR AL 4
D} R Sy f,' |Frae 4 e
WmTEBF LA o
T AR F 4 o
EERFEERENA o

Eiﬁ{;ig?;&% o

o

b

FALf

F 38 00 A b 3 R T DS B A B A ) 4 A B e, B B AR R
Koy £5], LD FRRMBOAANL : BEABRATEFELE T
e, BOBEBNLMAT, RRBRNETORLYE 52, 2R L ERG
W2 X BB IR B AR,

The so-—called online games is that you can interact with other users
through the Internet game, and design stand—alone game the biggest
difference, communication problems must be addressed first network; and
also because the game only players not only their own, but also includes a
distal end of other players, making the game content can be more rich and
varied, but the design of programmable logic game also followed more
complicated.
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