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Mobile gamesMobile games

Bad. Errors as large 
as the width of a track 
are unacceptable.

Medium. Interactions 
like collisions can be 
problematic.

Good.Results Dead-
reckoning

42 – 97 meter1.4 - 5.6 meter0.03 – 0.14 meterPrediction distance 
in a race game
@ 100 km/h

< 2 cm

1 - 5 ms

LAN network
(PC game)

< 10 meter< 0.6 meterPrediction error, 
assuming a max. of 
10% deviation.

1500 - 3500 ms50 - 200 msNetwork latency

GPRS network 
(Mobile game)

Internet
(PC game)

• Platform: Java, BREW, Symbian, …
• Network: GPRS using HTTP/TCP/IP stack
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http://www.exmachina.nl
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