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Video game of multiple players

"Multiplayer” redirects here. For other multiplayer games, see Game 8§ Multiplayer

A multiplayer video game is a video game in which more than one person can play in the same
game environment at the same time, either locally on the same computing system (couch co-op),
on different computing systems via a local area network, or via a wide area network, most
commonly the Internet (e.g. World of Warcraft, Call of Duty, DayZ). Multiplayer games usually
require players to share a single game system or use networking technology to play together over
a greater distance; players may compete against one or more human contestants, work
cooperatively with a human partner to achieve a common goal, or supervise other players'
activity. Due to multiplayer games allowing players to interact with other individuals, they provide
an element of social communication absent from single-player games.

History [ edit ]

Some of the earliest video games were two-player games, including early sports games (such as
1958's Tennis For Two and 1972's Pong), early shooter games such as Spacewar! (1962)[1] and
early racing video games such as Astro Race (1973).[2] The first examples of multiplayer real-
time games were developed on the PLATO system about 1973. Multi-user games developed on
this system included 1973's Empire and 1974's Spasim; the latter was an early first-person
shooter. Other early video games included turn-based multiplayer modes, popular in tabletop
arcade machines. In such games, play is alternated at some point (often after the loss of a life).
All players' scores are often displayed onscreen so players can see their relative standing.
Danielle Bunten Berry created some of the first multiplayer video games, such as her debut,
Wheeler Dealers (1978) and her most notable work, M.U.L.E. (1983).

Gauntlet (1985) and Quartet (1986) introduced co-operative 4-player gaming to the arcades. The
games had broader consoles to allow for four sets of controls.

Networked [ edit ]

Ken Wasserman and Tim Stryker identified three factors which make networked computer games
appealing:[3]

Multiple humans competing with each other instead of a computer Incomplete information resulting
in suspense and risk-taking Real-time play requiring quick reaction

John G. Kemeny wrote in 1972 that software running on the Dartmouth Time Sharing System
(DTSS) had recently gained the ability to support multiple simultaneous users, and that games
were the first use of the functionality. DTSS's popular American football game, he said, now
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supported head-to-head play by two humans.[4]

The first large-scale serial sessions using a single computer[citation needed] were STAR (based
on Star Trek), OCEAN (a battle using ships, submarines and helicopters, with players divided
between two combating cities) and 1975's CAVE (based on Dungeons & Dragons), created by
Christopher Caldwell (with artwork and suggestions by Roger Long and assembly coding by
Robert Kenney) on the University of New Hampshire's DECsystem-1090. The university's
computer system had hundreds of terminals, connected (via serial lines) through cluster PDP-11s
for student, teacher, and staff access. The games had a program running on each terminal (for
each player), sharing a segment of shared memory (known as the "high segment” in the OS
TOPS-10). The games became popular, and the university often banned them because of their
RAM use. STAR was based on 1974's single-user, turn-oriented BASIC program STAR, written
by Michael O'Shaughnessy at UNH.

Wasserman and Stryker in 1980 described in BYTE how to network two Commodore PET
computers with a cable. Their article includes a type-in, two-player Hangman, and describes the
authors' more-sophisticated Flash Attack.[3] Digital Equipment Corporation distributed another
multi-user version of Star Trek, Decwar, without real-time screen updating; it was widely
distributed to universities with DECsystem-10s. In 1981 Cliff Zimmerman wrote an homage to Star
Trek in MACRO-10 for DECsystem-10s and -20s using VT100-series graphics. "VTtrek" pitted four
Federation players against four Klingons in a three-dimensional universe.

Flight Simulator I, released in 1986 for the Atari ST and Commodore Amiga, allowed two players
to connect via modem or serial cable and fly together in a shared environment.

MIDI Maze, an early first-person shooter released in 1987 for the Atari ST, featured network
multiplay through a MIDI interface before Ethernet and Internet play became common. It is
considered[by whom?] the first multiplayer 3D shooter on a mainstream system, and the first
network multiplayer action-game (with support for up to 16 players). There followed ports to a
number of platforms (including Game Boy and Super NES) in 1991 under the title Faceball 2000,
making it one of the first handheld, multi-platform first-person shooters and an early console
example of the genre.[5]

Networked multiplayer gaming modes are known as "netplay”. The first popular video-game title
with a Local Area Network(LAN) version, 1991's Spectre for the Apple Macintosh, featured
AppleTalk support for up to eight players. Spectre's popularity was partially attributed[by whom?]
to the display of a player's name above their cybertank. There followed 1993's Doom, whose first
network version allowed four simultaneous players.[6]

Play-by-email multiplayer games use email to communicate between computers. Other turn-based
variations not requiring players to be online simultaneously are Play-by-post gaming and Play-by-
Internet. Some online games are "massively multiplayer”, with many players participating
simultaneously. Two massively multiplayer genres are MMORPG (such as World of Warcraft or
EverQuest) and MMORTS.

First-person shooters have become popular multiplayer games; Battlefield 1942 and Counter-
Strike have little (or no) single-player gameplay. Developer and gaming site OMGPOP's library
included multiplayer Flash games for the casual player until it was shut down in 2013. Some
networked multiplayer games, including MUDs and massively multiplayer online games (MMOSs)
such as RuneScape, omit a single-player mode. The largest MMO in 2008 was World of Warcratft,
with over 10 million registered players worldwide. World of Warcraft would hit its peak at 12
million players two years later in 2010, and in 2024 earned the Guinness World Record for best
selling MMO video game.[7] This category of games requires multiple machines to connect via
the Internet; before the Internet became popular, MUDs were played on time-sharing computer
systems and games like Doom were played on a LAN.

Beginning with the Sega NetLink in 1996, Game in 1997 and Dreamcast in 2000, game consoles
support network gaming over LANs and the Internet. Many mobile phones and handheld consoles
also offer wireless gaming with Bluetooth (or similar) technology. By the early 2010s online
gaming had become a mainstay of console platforms such as Xbox and PlayStation.[citation
needed] During the 2010s, as the number of Internet users increased, two new video game genres



rapidly gained worldwide popularity — multiplayer online battle arena and battle royale game, both
designed exclusively for multiplayer gameplay over the Internet.

Over time the number of people playing video games has increased. In 2024, the majority of
households in the United States have an occupant that plays video games, and 65% of gamers
play multiplayer games with others either online or in person.[8]

Local multiplayer [ edit ]

A LAN party

For some games, "multiplayer” implies that players are playing on the same gaming system or
network. This applies to all arcade games, but also to a number of console, and personal
computer games too. Local multiplayer games played on a singular system sometimes use split
screen, so each player has an individual view of the action (important in first-person shooters and
in racing video games) Nearly all multiplayer modes on beat 'em up games have a single-system
option, but racing games have started to abandon split-screen in favor of a multiple-system,
multiplayer mode. Turn-based games such as chess also lend themselves to single system single
screen and even to a single controller.

Multiple types of games allow players to use local multiplayer. The term "local co-op" or "couch
co-op" refers to local multiplayer games played in a cooperative manner on the same system;
these may use split-screen or some other display method. Another option is hot-seat games. Hot-
seat games are typically turn-based games with only one controller or input set — such as a single
keyboard/mouse on the system. Players rotate using the input device to perform their turn such
that each is taking a turn on the "hot-seat".

Not all local multiplayer games are played on the same console or personal computer. Some local
multiplayer games are played over a LAN. This involves multiple devices using one local network
to play together. Networked multiplayer games on LAN eliminate common problems faced when
playing online such as lag and anonymity. Games played on a LAN network are the focus of LAN
parties. While local co-op and LAN parties still take place, there has been a decrease in both due
to an increasing number of players and games utilizing online multiplayer gaming.[9]

Online multiplayer [ edit ]

Online multiplayer games connect players over a wide area network (a common example being
the Internet). Unlike local multiplayer, players playing online multiplayer are not restricted to the
same local network. This allows players to interact with others from a much greater distance.
Playing multiplayer online offers the benefits of distance, but it also comes with its own unique
challenges. Gamers refer to latency using the term "ping", after a utility which measures round-trip
network communication delays (by the use of ICMP packets). A player on a DSL connection with
a 50-ms ping can react faster than a modem user with a 350-ms average latency. Other problems
include packet loss and choke, which can prevent a player from "registering” their actions with a
server. In first-person shooters, this problem appears when bullets hit the enemy without damage.
The player's connection is not the only factor; some servers are slower than others.
Asymmetrical gameplay [ edit ]

Asymmetrical multiplayer is a type of gameplay in which players can have significantly different
roles or abilities from each other — enough to provide a significantly different experience of the
game.[10] In games with light asymmetry, the players share some of the same basic mechanics
(such as movement and death), yet have different roles in the game; this is a common feature of
the multiplayer online battle arena (MOBA) genre such as League of Legends and Dota 2, and in
hero shooters such as Overwatch and Apex Legends. In games with stronger elements of
asymmetry, one player/team may have one gameplay experience (or be in softly asymmetric
roles) while the other player or team play in a drastically different way, with different mechanics, a
different type of objective, or both. Examples of games with strong asymmetry include Dead by
Daylight, Evolve, and Left 4 Dead.[10]

Asynchronous multiplayer [ edit |

Asynchronous multiplayer is a form of multiplayer gameplay where players do not have to be
playing at the same time.[11] This form of multiplayer game has its origins in play-by-mail games,
where players would send their moves through postal mail to a game master, who then would



compile and send out results for the next turn. Play-by-mail games transitioned to electronic form
as play-by-email games.[12] Similar games were developed for bulletin board systems, such as
Trade Wars, where the turn structure may not be as rigorous and allow players to take actions at
any time in a persistence space alongside all other players, a concept known as sporadic
play.[13]

These types of asynchronous multiplayer games waned with the widespread availability of the
Internet which allowed players to play against each other simultaneously, but remains an option in
many strategy-related games, such as the Civilization series. Coordination of turns are
subsequently managed by one computer or a centralized server. Further, many mobile games are
based on sporadic play and use social interactions with other players, lacking direct player versus
player game modes but allowing players to influence other players' games, coordinated through
central game servers, another facet of asynchronous play.[13]

Online cheating [ edit ]

Online cheating (in gaming) usually refers to modifying the game experience to give one player an
advantage over others, such as using an "aimbot" — a program which automatically locks the
player's crosshairs onto a target — in shooting games.[14][15][16] This is also known as "hacking"
or "glitching" ("glitching" refers to using a glitch, or a mistake in the code of a game, whereas
"hacking" is manipulating the code of a game). Cheating in video games is often done via a third-
party program that modifies the game's code at runtime to give one or more players an advantage.
In other situations, it is frequently done by changing the game's files to change the game's
mechanics.[17]

See also [ edit ]
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em um dia quente de junho, no 2024, eu me aposentei depois 34 anos do ensino médio. Eu fiz as
malas na minha sala e fui para casa jogar meu livro ao sétao; entdo dirigi até o novo professor
Mark pianos

Eu tinha trabalhado por mais de trés décadas como um professor ocupado Inglés com uma
corrente interminavel dos papéis para marcar e precioso pouco tempo experimentar ou aprender
novas habilidades. Agora, eu estava determinado a compensar tudo que faltava-me finalmente
dominar o piano E aprendam fazer muasica

Eu tinha comecado a tocar piano aos oito anos. Quatro ano depois, eu 0 abandonei para assumir
um trabalho de entrega bullsbet.net papel; mas sempre senti que musica deveria fazer parte da
minha vida e isso... Um dia voltaria ao assunto: ndo toque mais no pianista até varias décadas
apos quando meu filho com sete filhos comecou as aulas — E pra ser solidério fiz duas licbes
jazzisticas junto dele! Mas sobrecarregado pelo seu pequeno emprego como pai ou mae

Desta vez, eu queria que as coisas fossem diferentes. Eu disse a Mark | tinha um objetivo



concreto especifico: tocar Clair de lune por Claude Debussy (uma peca da qual me lembro ouvir
desde o inicio dos tempos). A maneira como ele usou notas e siléncios sustentado fez-me
lembrar do Thelonious Monk meu pianista favorito no jazz... Meu plano era comecgar com esse
estilo para depois ir ao piano Jazz!

A maior parte da minha vida adulta, nunca senti que tinha tempo para ser criativo. Eu adorava
musica mas nao sabia como “fazer musica"

Entdo, quando percebi que poderia me aposentar cedo parecia um sonho se tornando realidade.
Imaginei-me como Phil Connors personagem de Bill Murray no Dia da Marmota sem fazer nada
além do piano dia ap6s o outro para ir desde novato completo até virtuoso bullsbet.net uma
frenética sequéncia montage (montagem).

Entéo, bullsbet.net junho daquele més eu me joguei na cabeca primeiro. Eu fui forcado a praticar
e reaprender como ler musica recitando os mesmos mnemonicos (como "All Cows Eat Grassi")
para lembrar minhas chaves que tinham sido ensinadas quando estudante de escola néo foi facil
aprender uma nova lingua mas um ja deveria ter conhecido o Clair; tentaria memorizar
passagens rapidamente assim nunca teria lido as notas

Determinado que haveria um dia bullsbet.net eu iria dominar totalmente esta peca, Eu me defini
uma data limite: | se apresentaria antes da reunido dos amigos no meu aniversario 60. Durante
meses nao fiz nada além furiosamente praticar Quando o Dia chegou cerca 30 Amigos e
parentes lotados na minha sala para ouvir-me tocarem a musica "Eu tinha conseguido fazé -lo
sem vergonha". As pessoas tinham realmente subiu calorosa — eles estavam mesmo com
vontade “de tudo isso”.

Depois disso continuei minhas aulas e experimenteu algumas pecas de jazz por Monk, mas algo
mudou. Mesmo que eu pudesse tocar para um padrdo decente nunca senti Eu jogueia bem o
suficiente : Havia sempre mais a aprender; O circulo dos quintos (outro tipo) ou inversdes acorde
sétimo cordas Meu progresso foi dolorosamente lento - claramente ndo era natural E tocando
N&o estava me dando as mesmas satisfagcfes Que sentia quando ouvi muasica bonita tocada
pelos outros...

E entdo a pandemia veio. Quando quase todo mundo ao redor do planeta estava se jogando
bullsbet.net seus hobbies, eu me juntei aos mesmos! Todos os dias mal podia esperar para sair
no meu jardim e olhar fixamente todas as coisas que haviam mudado durante toda noite mesmo
com insetos comendo meus brécolis ou espinafres; Fiquei fascinado por ver como minha entrada
de leite borbulhava ndo importa o quao ruim tivesse sido esse Ultimo p&o... Mas aquilo deixou-me
levar algum prazer

Eu tinha vindo a odiar ouvir-me tocar musica mal. Nao tive prazer com o0 ato de notas perdidas,
eu nao queria aulas Zoom;Eu nem quis ser lembrado que os convivialidades para compartilhar
musicas eram proibidos indefinidamente e enquanto realmente amava musica percebiam como
se fosse impelido por mim mesmo bullsbet.net fazer isso: Queria escutar gravacdes do Monk
tocando Misterioso - as tentativas fracassadas dos meus Dedos!

Agora que muitas coisas me traziam prazer, foi-me negado o acesso. Comecei a focar no pouco
de coisa possivel: jardinagem e caminhadas bullsbet.net bicicleta para entender como nao
precisava ser aquele homem renascentista sempre pensei ter sido eu mesmo; podia fazer aquilo
bem — mas ja nem era piano... Entdo naquela primavera depois dos quase cinco anos das aulas
desisti do trabalho!

Eu ainda amo musica; eu regularmente saio para concertos e clubes de jazz. Mas agora meu
piano néo faz nada mais do que sentar-se silenciosamente na minha sala, exibindo {img}s da
familia ou coletam poeiras - E estou perfeitamente feliz com isso!
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