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8 Kings

GPRS Multiplayer proposal document.

2.1   MULTIPLAYER ONLINE DOCUMENT

2.1.1   Lobby Design

2.2.1   Progression Lobby

2.1.3   Freedom Lobby

2.1.4   Out of game community aspects

2.1.5   Communication

2.1.6   Creating a game session 

2.1.7    Player Ranking

2.1.1   Lobby Design (Hoods)

The N-Gage is new and exciting device that opens up the possibilities of casual gamer communities alongside the more traditional hardcore gamer communities. 8-kings intends to be a product that will appeal to both of these.

The community for 8 kings will see the creation of several ‘Hoods’ these will be lobbies that the occupants can play and socialise within. 

The player will initially be presented with five of these hoods when they go online. Four of these will be progression lobbies; the other will be a freedom lobby.

These two types of lobbies have been designed to cater for a wide range of player styles. When you first enter GPRS online you will be presented with 5 lobbies to join. Four of these are the progression lobbies and the other is the freedom lobby. 

The player will then be able to select the lobby of their choice. If the player has already conquered a progression lobby it will allow them to cycle through the lobbies available in that path (I.E It will allow them to select all of the lobbies they have progressed through up to the one they have finally reached).

There will need to be testing of the final snap implementation for N-gage to see if we can develop these lobbies. 

These designs cover the scope our desired content, however the technical feasibility and time available will be assessed as the online SDK and development progresses.
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2.1.2   What is a Progression Lobby?

A progression lobby contains a fixed amount of maps. The player can play any of these maps. Once the player has won a battle on one of these maps they gain two rewards. 

The first reward will be to have the completed multiplayer map unlocked onto their N-gage, so that they can play it offline.

The second reward available to the player is the progression to the next lobby. This will only be possible once they have achieved the goals for that lobby. These goals can be different for each lobby and are set-up at the server side. 

This lobby system has been designed to give a sense of progression in the online campaign in 8-Kings. 

This will also ensure an element of players developing their skill against other players of a similar skill set. This is important so people will continue with the game. Players who are deep into the lobby progression will feel elite as they are playing in the latter Lobbies.

How many lobbies? 

The amount of progression lobbies does not need to be fixed, it is something that will be decided on the server side.  The game can expand if the lobbies become too crowded. However it must be noted that the service of any lobby in the game is something that will be the responsibility of the publisher.

Progression Lobby ranking (THE KING)

A progression lobby also maintains a ranking. The player who is the most successful in that lobby will be the ‘KING of that lobby’. This can also ensure that you will get players hanging around certain lobbies. This is due to the fact that they want to be the King of the area. 

Players will also want to try to knock the king of their perch. This will ensure a lot of re-playability in the lobby areas.

How does the lobby ranking work?

Each progression lobby will have a KING. This will be the name of the player who is the highest ranked in the lobby.

The formula for the ranking is calculated for all battles in that lobby. Obviously if it was just a simple calculation involving the numbers of wins in a lobby to decide who is the King, it would allow early adopters to the game to have a firm advantage as mathematical averages suggest that players who play a lot of games will have a lot of wins.

The ranking system must allow the Kings crown to be toppled. Thus allowing new comers to threaten established kings etc. This will keep the king system exciting and will attract new players to have a go.

Player ranking 

There are several ranking solutions available. 8-Kings wants to use a system that can ensure the fairest solution to new and experienced players alike.

How does the Player Ranking work?

The ranking system for each player will be calculated after each online battle. Offline games will not be included in the ranking for a player to avoid cheating. 

The proposed ranking system will be similar to the Fide system used in chess. This will ensure that a players ranking can increase or decrease a variable amount, this depends upon the ranking of the persons that previously played them.

This is an important system, as it will deter players who are really well ranked continuously playing inexperienced players. 

It is important that new players are not victimised too much in the progression lobbies as it could give them a negative view of on-line play. 

There is obviously nothing we can do to stop natural human behaviour. We can only try to dissuade players from doing this by adding large elements of risk.

The calculations for a system like this are explained further in this document. (add link). It contains the methodology and formulas needed to have a ranking system that allows the above criteria.

Progression lobby game types

The types of game that are played in a progression lobby cover a wide range of potential play types. However to progress to another lobby the player may have to win a game of a certain type. 

This is to ensure the player can select a game to suit their situation at that time, but will need to work towards playing a certain game type to progress.

This will be modelled to allow progression of difficulty for the player. With the earlier lobbies allowing more varied game types available to the player. As the player progresses then the amount of choice they are presented to progress will reduce allowing on them to focus on more difficult and demanding goals.

The game types available will be

Kill-em-all

The objective in this game is to kill all opposing team members! Once you have done this then you are the winner. 

Take Control

The objective in this game is to take control of the enemies bases. You do not have to kill all of the opposing units, but you must take their base. If there are more than two players on the map then you must take over every one of your enemies bases. 

Once you take over a base you will then acquire any of the remaining units and resources of the defeated player.

Maximum impact

The players have a limited time. The player who has caused the most damage will be the winner. The time will be allocated in equal divisions. For example if the players selected a 10 minute game between 2 players then the time allocated to the players will be 5 minutes each.

The play time will then be broken up into a minimum amount of game turns (5) so this means that the players will have turns of a minute each. The players turn will automatically end if they exceed their limit. 

The time available will be shown counting down on the screen.

Ownership (Battle for resources)
The players will have a certain amount of time available to play a map. Whilst playing they must try to take control of the resources on the map. The winner will be the one who controls the most resources after the time limit has expired.
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2.1.3   Freedom Lobby

A freedom lobby is one that the player will be able to visit and find a variety of challenges available to them. This lobby is focused for a more casual gamer that is quite new to the concept of multiplayer GPRS gaming. 

The freedom lobby does also have a secondary purpose allowing all players to compete in large tournaments. Tournaments can have constraints on who plays in them.

A common one could be to have them graded by a player ranking, this will decide who will be able to enter. This will then allow new players to compete with other new players in tournaments and experts to play against other experts.

This lobby will contain a range of multiplayer maps. It will also contain special maps are available at key times of the year (Christmas, New-year, Halloween, Valentines day etc). 

The freedom lobby can also host special tournaments that will offer great incentives to the player. This could be something small like phone accessories or something exciting like a Jeep.  These tournaments will appeal to a wide range of players especially if the prizes were well researched. 

This would ensure a large amount of casual gaming due to the incentive of prizes to be won. 

The freedom lobby would have to be maintained on the server side to ensure that new and exciting tournaments were created.

Freedom Lobby Game types

The freedom lobby will have the basic game types as discussed earlier in the document

However the freedom lobby will also feature large-scale tournaments.

Tournament Game

The tournaments in the game will allow a very large amount of people to actively battle to work towards a final goal. It is suggested that these large tournaments will have the incentive of a prize for the winner. 

The level of prizes could be scaled depending on the amount of people in the tournament. The prizes could range from ring-tones to mini java games etc. These are all prizes that will be supplied by the publisher and not by the development house.

There could also be large-scale prizes that could work well in cross-promotional marketing activity. These prizes could be a new Car etc. These would obviously have to be tournaments that allow a very large amount of people to enter (Thousands??).

The tournament structure will work by ensuring that all the players play sudden death battles with the winner going through to the next round.

When a tournament is announced it will work on weekly progression. This will allow people to have some freedom when choosing to play their game.

When a player selects a tournament to play they will be automatically registered. The server will log a unique identifier associated with the phone, this may be a SIMM card or phone No. The player will then be given the opportunity to play the first game of the tournament. 

The games will be started every 15 minutes. The player will be offered the chance to play in any of these games. However if the player does not play one of the first round tournaments in the first week they will be dropped from the tournament.

Tournament Checks

To enter a round the player must enter the Tournament lobby. When a player does this, the Lobby will do a range of checks to see if they are able to join. These are

Has the player played in this round before? If yes then they will be ejected from the lobby and will receive a message telling them that they have already played in that round.

Has the player lost in the previous round? If yes then the player will be kicked from the lobby and will get a message telling them that they are out of this tournament as they have lost a previous battle.

Selecting players for a game

When all of the players are in the lobby waiting for a game to start the server will automatically group the players in multiplayer game. It will always strive to get four players in a game. However if there is an uneven amount of players available when the server swoops (Every 15mins), then it will offer the remaining players the options to play (but against CPU players or they can wait until the next swoop (another 15 mins).
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2.1.4   Out of game community aspects 

Retention of players

Due to the lobby systems use of ‘hoods’ and the way which each one has a ranking. Players will find areas that they consider to be their domain. 

Online games usually consist of Clans. These are a group of people who create an alliance to play games. These clans are evident in most online titles. These can be referred to as Families in 8-Kings as it will be more relevant to the Gangster theme.

Due to the ranking system associated with hoods you may get a particular Family occupying a Hood as they contain the top ranking players for that area.  

Clans / Families are a big social draw for a hardcore gamer and this will ensure a great amount of retention for the hardcore games players in both an ingame and out of game context.

Ingame they will try to challenge other players and other rival Families for a battle. The possibilities for this are very exciting as Families may try to become the ‘Kings’ of more than one area. 

Out of game the players will have a place to meet and to socialise and chat to each other in the lobby. 

Also it is important to retain players who are more casual. This is one of the benefits of the Freedom lobby. The game types that will be available for the player will appeal more to the casual gamer. There will be short 10-minute games, and there may be games that only one profile type to enter (Girls only etc). 

These games will take place in smaller lobbies within the main freedom lobby. This will allow other less gamer-specific communities to exist. There could be special tournaments for women only. Or specific country based ones.

These tournaments could result in winning a small secret un-lockable within the game that the player keeps. These could be ring-tones, screensavers etc. These are called valuables.

Valuables open up another element within the game. Gambling! When creating a battle a player is able to define if they want to have levied a wager on the game. This will allow a culture of collecting. This will again appeal to a certain type of person and as the Poke Môn phenomenon has proved it is a popular activity amongst players.
2.1.5   In lobby communication

There are two types of lobby in 8-Kings. These are Progression and freedom lobbies.

The communication in the lobby areas will involve people using the inbuilt T9 text messaging system of the N-gage.  

The lobbies are areas where players will occupy so that they can meet and play games. However people will also just hang out in the lobbies and form new friendships (this is especially important fro retention of players). 

This concludes that communication must be as intuitive as possible for the user. This will ensure that they find the communication easy and enjoyable so that the user will not be dissuaded from using the peripheral communication that is essential for building friendships.

Lobby design

The lobby is an area where a number of people can just hang out; at the moment we have no idea of the capabilities of the network solution due to the provision from Nokia of no documentation about server. We will speculate a number of 64 people per lobby. (This figure is subject to change).

As a lobby will be an area where people will meet up, certain information always should be available to the user. 

The lobby will contain several screens that are accessible through selecting the different tabs in the lobby screen.  The lobby itself will always display certain information that is essential for the player.
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Lobby Name
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This will be the name of the actual Lobby. It will not be translated, as it is a Name and hence must retain the same name.

Lobby Time and date
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The lobby time will be set in the 8-Kings universe. It will not be adjusted in any regional way.

With the above two features implemented the player can then arrange to meet in Lobby one @ 23.17 on 1st may. This date will then be an exact match for everyone, even if they are located in different countries. 

Lobby King
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The Lobby king will be displayed at the top of the screen. As described earlier in the document the player who is highest ranked in the lobby will be the king of that lobby. 

In Freedom lobbies there is not a King, so that part of the screen will be left blank.

List of people in the lobby
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The user would also need a list of all of the people in the lobby so that they can see if their friends are there when they arrive. Obviously with the large amount of people in the lobby not all of the occupants are going to be displayed all of the time. This means that we will need to have a scrollable list for the occupants in that lobby. 

The List screen also allows the player to add Mates or to filter whom they do not like.

Mates list.
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When in a chat room the players will make friends and acquaintances. 8-Kings will give the player an opportunity to add them to a list of mates.

The mates list will be a list of people who the player would like to meet up with on-line. The player can store a mate easily by selecting the name of a player of the lobby list and selecting the mate button at the bottom of the screen. 

When a player has done this, the user that has been selected will then have a message displayed on their phone. 

The message will read ‘USER has requested you to be a mate, do you accept?’  They will then simply have to select ‘Yes’ or ‘No’ 

If the user selects YES then both will have exchanged their user ID’s. If the user selects NO then neither of the names will be added.

The advantage of a MATE is that when a player decides to create a game session they are able to select the amount of slots in that game you want to reserve exclusively for MATES.

The server will then only allow those places to be filled by people on your mates list. 

You can remove people from your Mates list by selecting the name and then selecting the free button.

Filter list
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From time to time there will be people that you meet in a lobby that you do not like. They may be rude, or just have a personality that clashes with your own.

8-Kings allows you to list these people in a filtered list. 

The user just has to select the user/s that they want to filter and then select the Filter button. Once the user has done this, the selected people will be added to the filter list.

When a player is on the filtered list, their comments will not be shown on the users screen when in a chat room. Also they will not be able to join a game created by that user.

The user that has been filtered will get a message displayed on their screen. It will explain that that user has filtered them.

A user can at any time be un-filtered by selecting their name on the filtered list and then selecting the free button.

The user who is then taken off the list will receive a message explaining that they have been taken of that users filtered list. 

Chatterbox. 
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As people will be talking to each other through text there needs to be a way in which this is displayed. This involves a chatterbox that will display a certain amount of text on the screen. This will contain a list of the dialogue spoken by the other occupants of the lobby. This will scroll of the screen as it becomes full. The display will have to store a certain amount of text history that the player can read, (Again the server solution needs to be addressed to see how much is feasible to store). This is essential for a chat system as there could be times when everyone in the lobby submits a sentence. 

When a sentence is types and displayed it will always have the authors name attached to it. For example if my profile name was BobbyV2 the display would be: -

BobbyV2: <ALL>, who wants to play a game?

The other important element in the chatterbox is to ensure that the conversation is directed to the people who you want it to be. You can direct it to all of the people in the lobby, or just specific people. 

If I wanted to speak to two other characters then I would direct the sentence like this

BobbyV2: <NunnyGirl, PeterPip>, Shall we play a three player map?

Implementing the system

This system has to be a protocol that is enforced from our side of the design. It cannot be relied for people to use this. It is important, as we need to get people using this system in a fixed way.

This will be implemented by having the player having to select at least one name from the list of available names before they can type in a message. 
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The player will be provided with a list of occupants in the lobby, they will simply scroll down the list and press ‘5’ when over a name of someone they wish to speak to.  The player can than select more names from the list with the ‘5’ button. When the player has finished selecting names they then press ‘7’ to start to type in their message. (This can be seen in the diagram above)

The length of the message will also have to be fixed to a certain amount to stop people being able to flood the chatterbox with text.  This will also be constrained by the speed and reliability of GPRS. 

How will the information be sent?

There are two main ways that the user can communicate in the main lobby. These are Text and Translator.

Text

The player will use the T9 dictionary to type in their sentences following the conventions of the Chatterbox.

The way in which the players will communicate with their testing will not be sent with SMS messaging, but will instead be included in the packets that are sent with the game.

This will ensure that the costs are not prohibitive. 

Translator

The translator system is a unique idea to 8-kings. It allows people of different nationalities to share a common level of communication.

The translator works by breaking down common phrases and words and then allowing the player to construct a sentence. This sentence will then be displayed in the host language of the recipient. This will ensure that we are able to have a range of multiplayer games that can break the language barrier.

These comments will be fixed, yet it will add a limited amount of  inter-language communication. 

To begin with the player will need to select the character/s that they wish to speak to. They will be able to select from a list of potential sentences that will be grouped into styles of sentence.

For the lobby areas these groups will be

General

These will be basic greetings and exchanges.

Compliment

These are just compliments that can be levied to another player.

Criticise

These are useful to try to antagonise another player.

The general comments will be 

<NAME>Hello 

<NAME>Hi 

<NAME>I live in<COUNTRY LIST>

<NAME>I am <CHOOSE SEX>.

<NAME>I am <CHOOSE AGE> years old.

<NAME>my birthday is <MONTH> <DAY>

<NAME>Happy Birthday

<NAME>shall we meet at <TIME> <DATE> for a game?

<NAME> I am going to <LOBBY NO>

<NAME> meet me at <TIME> today

<NAME>meet me at <TIME> tomorrow

<NAME>Sorry I missed you yesterday

<NAME>Goodbye

<NAME> I’ll be back in a short while

The Compliments are

<NAME>you are good at this game.

<NAME>Have you played it before

<NAME>you are great

<NAME>you are too good

The criticisms are

<NAME> I am much better than you

<NAME> you are rubbish! 

<NAME>HA! HA! I am the greatest!

The range of sentences is limited to those above. However these cover a wide range of potential game scenarios and circumstances. The languages that are incorporated to these are subject to review by the publisher and the constraints of the memory and technical viability. It would not be accurate to say that all languages would be supported, however it would be good to cover the main languages such as English, French, German, Spanish and Finnish.

2.1.6   Creating a game session

When the player has gathered some other players who want to play a game he will then have to start a game.

To do this the player will use the D-pad to move over to the Start game button. Once the player has selected this with the ‘5’ button they will be able to then either create a game or be able to join any other available game in the lobby.

Creating a game.

The player will have several fields that they need to fill in before creating a game.

Game Name

The player will need to put in a name for the game session. This will be a unique identifier for the game session.

Password

The player will be able to set a password if they wish. If they leave this field blank then there will be no password set for this game session.

Game Type

The player will then select the game type for this session of game. The list of game types is available elsewhere in the design document.

Map

The player will select the map that they want to play. There may not always be a selection of maps due to the game types that they have selected. If this is the case then the map will be ghosted out to show that it is not selectable.

Register Game

Once the player has made all of these selections they will then select register and the session will be logged onto the server.

Joining a game

When a player decides to start a game they can either create a game or join an existing game. If they select to join a game the game will then present the user with a list of registered games in that lobby. 

If the game names have a key icon next to them then they will need a password to access. 

If the game name has a lock next to the game then that game is currently playing a session and you cannot join it at that time.

The in-game lobby

Once the players have joined the game they then enter the ingame lobby. This contains a chatterbox and a list of occupants.

The chatterbox will work in the same way that the main lobby does.

The list of lobby members will be different this time. Now there will be a check box next to the lobby member’s names that will need to be ticked to ensure that they are ready to play.

To state when they are ready to play, the play just selects the play option. This will then put a cross in the check box next to their name. When all of the members in the lobby have selected play then the game will start.

Moderators

The person who starts the game session will be the moderator of that game. 

Again the powers of the moderator will come under review as development of the game progresses and the clarity of the online functionality of the N-Gage SDK.

Force Start.

A moderator can force a game to start even if people in the lobby have not selected to start a game. This is to stop people wasting time in the ingame lobby.

Kick

If a player is being troublesome and offending other players or is deliberately ruining the game for others the Moderator will be able to kick the player. If a player is kicked from the game all of their pieces will be destroyed and their resources and captured buildings would be set to neutral.

Status of a player in a game to the outside world.

When a player is in a game and not in the lobby, their name will be greyed out in the lobby until they return after playing a map.

In Game communication methods

When playing the game, the player can decide to communicate to individual players or can address everyone in the game.

There are several proposed ways in which the player can communicate; these are all down to limitations of the multiplayer link facilities of both Bluetooth and GPRS. The following are a list of concepts. We ideally would like to do all of these, but technical and time constraints may come into factoring which of these we will implement.

When the player wants to talk to someone ingame they need to press the ‘communicate’ button this needs to be decided upon but at the moment we will be using the no ‘9’

Once this is pressed the player will need to select the type of communication they want to use. The three choices are Text, Translator and Speech.
Text

Players will be able to communicate using the same text system as the lobby. The same conventions will take place as the lobby, the player needs to select either All, or a selection of the players playing the game. 

The difference in game however is if the player selects <ALL> then the text will be displayed to all of the players in the game. Otherwise the text will only be shown to the players that are selected on the list.

This facility is important as it allows players to conspire against each other, or make alliances.
Translator

As discussed earlier the translator system is a unique idea to 8-kings. It allows people of different nationalities to share a common level of communication.

The translator works by having a selection of common phrases and words, it then allows the player to construct a sentence. This sentence will then be displayed in the host language of the recipient. This will insure that we are able to have a range of multiplayer games that can break the language barrier.

To begin with the player will need to select the character/s that they wish to speak to. They will be able to select from a list of potential sentences that will be grouped into styles of sentence.

These groups will be
General

These will be comments that are just general to the game; they are things that will be used to make friends and to communicate with other people in the game.

Compliment

These are just compliments that can be levied to another player.

9.1.1.1 Criticise

These are useful to try to antagonise another player.

Strategy
These are sentences that are useful for a player to 

The general comments will be 

<NAME>hello

<NAME>Hi

<NAME>where do you live?

<NAME>I live in <COUNTRY LIST>

<NAME>I am <CHOOSE SEX>.

<NAME>I am <CHOOSE AGE> years old.

<NAME>my birthday is <MONTH> <DAY>

<NAME>Happy <EVENT>

<NAME>shall we meet at <TIME> <DATE> for a game?

<NAME>I have to go now.

<NAME>Goodbye

<NAME>See you later

The Compliments are

<NAME>you are good at this game.

<NAME>have you played this before?

<NAME>you are great

<NAME>amazing move

<NAME>you are too good!

The criticisms are

<NAME>I am much better than you

<NAME> you are rubbish! 

<NAME>HA! HA! I am the greatest!

<NAME>that was a rubbish move

<NAME>you play this game like an idiot!

<NAME> you are cheating!

Moderator please kick <NAME>

The Strategies will be

<NAME>shall we join forces against <NAME>?

<NAME>I will attack <NAME>, you can attack <NAME> 

<NAME>I will <ACTION>

<NAME>Can you <ACTION>?

<NAME>shall we all attack <NAME>

<NAME>Watch out for <NAME> destroy his <UNIT>

<NAME>Watch out for <NAME> they are going to attack you from the <DIRECTION>

<NAME>I am being attacked by <NAME> Help me

<NAME>I am being attacked.

<NAME>watch out!

<NAME>Help Me

The range of sentences is limited to those above. However these cover a wide range of potential game scenarios and circumstances. The languages that are incorporated to these are subject to review by the publisher and the constraints of the memory and technical viability. It would not be accurate to say that all languages would be supported, however it would be good to cover the main languages such as English, French, German, Spanish and Finnish.

This feature will give the game a great international feel and it will help create new friendships. This will back up the out of community respects of the game. 

Note the fact that users can construct a sentence from basic component parts means that the actual grammar of the translated sentence may not be exactly perfect. However it would ensure a good amount of international Kudos for players of the game. 
Speech (Only available in a registered game lobby and ingame)

The speech facility would allow the player to actually talk to other players in the game. The speech facility would not allow the player to continuously talk to everyone in the game, but it would instead allow the player to say a short message.

The speech system would be activated in the same way as the other communication systems. The player would be able to select whether they want to speak to all of players or just those from the list.

Once this has been done the player will then see a progress bar move across the screen showing the time remaining before the speech will be stopped. At the moment it is estimated that the speech will be limited to three seconds.

The way in which this will work is that the speech will be sampled from the player; this will then be compressed and sent out over the GPRS or Bluetooth network.

This facility is something that will be reviewed when we have more firm technical knowledge and testing of the Network system. We also need to have tested the amount of power the N gage will need to do this. It is entirely theoretical at the moment.

2.1.7   Player Ranking 

Why a player Ranking?

The online ranking tries to measure the player's ability in playing 8-Kings, his or her ability to compete against others and expresses this in a number, the Player Rank.

After looking for several good real world theories and formulas such as the fide system in chess etc. In the end it seemed that a system is based on the ideas on the page http://www.gamasutra.com/features/20000209/kreimeier_pfv.htm. Would cover the eventualities needed to calculate the rankings in 8-Kings.

In all games playing environments there are going to be some better players, some poor ones and a lot of average players. Based on the Central Limit Theorem the ranking assumes that the player strength is approximately a Gaussian distribution. 
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If a player has not had a battle, we know nothing about their strength. Each time they play they will provide more information and the ranking can be updated according to the new information we now have. If a player wins a game obviously he should get higher in the ranking and lower when he loses. However it also has to take into account if the opponents are beginners or experts. 

The ranking system

New Players Starting rank

As we initially know nothing about the player's strength we assign 1000 points to them that is exactly the mean of all player's points. This does not mean that they are an average player though! It is just the most probable value that we can assign. 

This needs to be considered when looking at the ranking list. A player will start out average and only after a few online games have happened will be start to get a clearer picture of their actual true ability. Something that could be considered at a later date would be to include amount of games in some way, but this might not be important.

A game gets played

Normally an 8-Kings game ends with one winner and multiple losers. For each loser the winner gets points according to the formula: 
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where [image: image16.png]Apoints = points(winner) — points(loser)



, that means the point difference between the winner and the loser before the game. The winners' points increase by [image: image17.png]


the loser loses [image: image18.png]


Points. 

Let us make an example: Assume three players: A,B,C. A has 1050 points, B 950 and C 1250. Now they play a game in which A wins, B and C lose. This has following effect to their ranking points:
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Which gives the new ranking:

	A: 
	1050 
	+11.52 
	+24.31 
	= 
	1085.83 

	B: 
	950 
	-11.52 
	
	= 
	938.48 

	C: 
	1250 
	
	-24.31 
	= 
	1225.69 


The following figure shows how big [image: image21.png]


is depending on [image: image22.png]Apoints



: 
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Losing 

In the formula above it does not matter if you have been 2nd or 10th in a game - each time you are a loser and give [image: image24.png]


points to the winner. But the ranking system takes into account what place you have made in a game in the following way: It starts calculating the [image: image25.png]


for the worst loser first. Then it already adds this points to the winner and uses this updated points for calculating the next [image: image26.png]


. This has the effect that the winner's points are now higher and therefore the [image: image27.png]Apoints



is higher for the second loser. 

Consider the example above. If B is 2nd and C is 3rd, we first add the 24.31 points from C to A. Then the [image: image28.png]Apoints



for B is now 124.31 instead of 100. Therefore the new points are:

	A: 
	1050 
	+24.31 
	+10.51 
	= 
	1084.82 

	B: 
	950 
	
	-10.51 
	= 
	939.49 

	C: 
	1250 
	-24.31 
	
	= 
	1225.69 


But if C is 2nd and B 3rd this leads to:

	A: 
	1050 
	+11.52 
	+23.92 
	= 
	1085.44 

	B: 
	950 
	-11.52 
	
	= 
	938.48 

	C: 
	1250 
	
	-23.92 
	= 
	1226.08 


Note however that only the rank in the game counts but not the points you have reached. 

More than one winner

If at the end of a game 2 players have formed an alliance to win we have a draw. What the ranking concerns it gets a bit complicated now. We call all those players winners from now on. For each winner-loser pair we calculate and apply a [image: image29.png]


according to the formula 
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As before this is done for the worst loser first. 

Additionally to that there is a point equilibration between the winners so that higher-ranked winners lose a bit points to the lower-ranked winners. For each winner-winner pair there is also a [image: image31.png]


calculated and applied according to the formula above. 

An example: Players A 1000, B 1200, C 1000, D 900 points. A and B draw (get both 1st), C gets 3rd and D gets 4th. This will result in: 

	
	winners-losers 
	winners-winners 
	
	result 

	
	A-D 
	B-D 
	A-C 
	B-C 
	A->B 
	B->A 
	
	

	A: 
	1000 
	+5.76 
	
	+7.87 
	
	+12.03 
	-3.97 
	= 
	1021.06 

	B: 
	1200 
	
	+2.42 
	
	+3.80 
	-12.03 
	+3.97 
	= 
	1198.16 

	C: 
	1000 
	
	
	-7.87 
	-3.80 
	
	
	= 
	988.33 

	D: 
	900 
	-5.76 
	-2.42 
	
	
	
	
	= 
	891.82 


As the example shows it is possible to lose points as winner in a draw if you draw together with lower-ranked players. From the loser's point of view it does not matter if there is one or if there are multiple winners. 

9.1.2 AI Players

There is a range of potential problems with people who played against lots of A.I. competitors at once and getting a large amount of points. There are two steps to avoid this: 

· All AI players are taken as '_AI_' nick into the ranking system. 

· If there are multiple AIs among the winners or losers they are only counted as one. 
