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ABSTRACT

In multi-player cloud gaming two or more people from different locations may
actively participate in gaming as like they were in a similar geographical location.
In such cases handling massive user inputs, performance rendering, bandwidth
fluctuations, load balancing, data capturing, data transmission in real time still
remains a cumbersome in cloud gaming. In this chapter, we propose a framework
that overcomes the major issues associated with quality of service in cloud gaming.
The cloud platform consists of two environments namely workbench and runtime
environment, where the work bench environment comprises of tools like end user
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tools, data parsing tools and data integrity tools through which the user input is
analyzed and sent to the run time environment for further processing. Each tool
present at the cloud platform helps in achieving the quality factors through its func-
tionalities. The user request is processed and the results will be sent to the clients
through the runtime environment.

INTRODUCTION

Computer gaming plays a major role in internet, since all type of users (adults,
children, teenagers, etc.) play games online for relaxation, fun and entertainment.
In recent years, computer program i.e. a adaption of non-computer game is called
traditional game. But traditional games do not contain any modern technologies,
hence people does not get attracted more. To overcome this cloud gaming was in-
troduced. Cloud gaming as the name indicates, it allows many users to play game
online without any problem. It sometimes called as “gaming on demand”. Cloud
gaming differs from traditional online gaming as it (cloud gaming) provides better
network load and less traffic problems when compared with traditional gaming.
Cloud gaming is classified into two types they are,

e  Cloud gaming on VIDEO streaming, and
e  (Cloud gaming on FILE streaming.

Cloud gaming on video streaming provides less friction and it also allows direct
play ability to users on various devices. As discussed earlier, cloud gaming provides
video streaming on users’ computers based on demand. The original game is actu-
ally stored, executed and implemented on remote server or on that company server,
the operations that is performed on cloud is not displayed or known to users only
the output of that requested video is displayed on the user’s computer with the help
of internet. This cloud gaming can be accessed on consoles, computer and also on
mobile devices. The controls or the actions performed by user are directed to the
server from where the input controls are sent.

Cloud gaming on file streaming will reduce the internet bandwidth level by
downloading the small part of the game initially, which will be less than 5% of the
total game size. Later the remaining game will be downloaded in the user’s device.
This will require very less internet bandwidth. Hence it is also called as progres-
sive downloading. This usually deploys a thin client in end user’s device. Since it
is deployed in cloud it reduces a scalability problem. This type of streaming will
have a cache copy of the downloaded game. To operate the file streaming game,
the device should have the hardware capabilities.

229



31 more pages are available in the full version of this
document, which may be purchased using the "Add to Cart"
button on the publisher's webpage: www.igi-
global.com/chapter/enhancing-quality-of-service-in-cloud-

gaming-system/159315

Related Content

The ASPIRE Program: Using Game-Based Learning to Reach Massive
Audiences

Peter Christiansen (2014). Cases on the Societal Effects of Persuasive Games (pp.
216-231).

www.irma-international.org/chapter/the-aspire-program/113489

Video Game Representations as Cues for Collaboration and Learning
Matthew J. Sharrittand Daniel D. Suthers (2009). International Journal of Gaming and
Computer-Mediated Simulations (pp. 28-52).

www.irma-international.org/article/video-game-representations-cues-collaboration/3958

Narratizing Disciplines and Disciplinizing Narratives: Games as 21st Century
Curriculum

Sasha A. Barab, Melissa Gresalfi, Tyler Dodgeand Adam Ingram-Goble (2010).
International Journal of Gaming and Computer-Mediated Simulations (pp. 17-30).
www.irma-international.org/article/narratizing-disciplines-disciplinizing-narratives/40936

If the Gear Fits, Spin It!: Embodied Education and in-Game Assessments
Mina C. Johnson-Glenberg, David A. Birchfield, Colleen Megowan-Romanowiczand
Erica L. Snow (2015). International Journal of Gaming and Computer-Mediated
Simulations (pp. 40-65).

www.irma-international.org/article/if-the-gear-fits-spin-it/136316

Accessible Mobile Rehabilitation Games for Special User Groups

Sari Merilampi, Antti Koivistoand Andrew Sirkka (2019). Design, Motivation, and
Frameworks in Game-Based Learning (pp. 214-238).
www.irma-international.org/chapter/accessible-mobile-rehabilitation-games-for-special-user-
groups/208028



http://www.igi-global.com/chapter/enhancing-quality-of-service-in-cloud-gaming-system/159315
http://www.igi-global.com/chapter/enhancing-quality-of-service-in-cloud-gaming-system/159315
http://www.igi-global.com/chapter/enhancing-quality-of-service-in-cloud-gaming-system/159315
http://www.irma-international.org/chapter/the-aspire-program/113489
http://www.irma-international.org/article/video-game-representations-cues-collaboration/3958
http://www.irma-international.org/article/narratizing-disciplines-disciplinizing-narratives/40936
http://www.irma-international.org/article/if-the-gear-fits-spin-it/136316
http://www.irma-international.org/chapter/accessible-mobile-rehabilitation-games-for-special-user-groups/208028
http://www.irma-international.org/chapter/accessible-mobile-rehabilitation-games-for-special-user-groups/208028

