Multi-Player Essentials To Include Some 'Tips & Tricks'

To begin with, a good Multi-Player experience requires a stable internet connection. A stable circuit is absolutely key. The old tracert DOS utility provides a rudimentary tool to enable players to determine the stability of a circuit. Note: It is necessary to tracert the circuit in both directions.

While we do not know the precise bandwidth requirement numbers, it appears that circuits of 300 kilobytes/second (kb/s) or better on the upload side will suffice. For most circuits the download speeds will be higher than the upload side. Thus, the upload speed is generally the one you want to investigate. The bottom line speed parameter could well be lower. We were never able to test a circuit with a lower speed that was stable.
Our experience to date suggests that an upload speed of 300 kb/s multiplied by the number of clients may be needed for hosting sessions. While this formula is little more than guess work at this point, experience taught us that a machine with less than 1000 kb/s was not able to host more than one client per session.
The following site provides a decent gauge of your circuit’s bandwidth capability at a given point in time:  http://www.speakeasy.net/speedtest/
For better or worse, a basic knowledge of TCP Networking is essential to utilize the Multi-Player Beta module.
Firewalls:  The following ports must be open to incoming traffic on both the host and client machines. Please note, there are many PC users who are unaware that they are running behind more than one firewall. For example, someone running Windows XP might have both the firewall that is built into XP and another firewall which comes bundled with any number of 3rd party security packages.
· Port 2300 (TCP)
· Port 47624 (TCP & UDP)

· Port 53790 (UDP)

· Port 2350 (UDP)

Routers:  Here’s where it can get a bit sticky.
A player who plans to host a session that is running behind a router will almost always be required to create port forwarding entries in his/her router so that packets for the ports listed above will be forwarded to his/her machine. IMPORTANT NOTE: To do this the player will need to learn how to set-up his/her machine on a static proxy IP.

These steps can be quite disconcerting to someone who is new to TCP networking as interfaces to accomplish these tasks vary depending upon the operating system and the specific router at hand.
Players behind routers who will be clients during a session who are using newer style routers may find that their routers are ‘smart enough’ to handle port forwarding automatically for them. However, players who are using older routers without the ‘smarter’ firmware will need to complete the same tasks as the hosting player.

Our advice to players who are unfamiliar with the basics of TCP networking is to simply find a friend or colleague who has this expertise. It will save you a lot of time & frustration in the learning curve unless you are someone who enjoys slamming a car door on your thumb.  (
Of course, it will be necessary for the client players to obtain the IP address of the hosting machine to join the session.

Lastly, whenever possible, it is advisable to have a player with a high end machine do the hosting for obvious reasons.

Addendum:

For anyone reading this who might ask why the current BoB II Multi-Player module's architecture is saddled with the aforementioned networking complexities, a bit of historical perspective is in order.

Read on if you enjoy such sojourns down a bygone lane, pedantic though it may be.

The explanation is simple, really.

When the Multi-Player code was first developed, very few home based PC's were running firewalls because there wasn't a need for them as the internet was still enjoying a level of innocence in those days which has long since been deflowered by various and sundry hacking and virus generating evil doers.

In the same vein, home networking and the routers which support it were practically non-existent.

Thus, one could load BoB and run Multi-Player without any of the issues which this small treatise addresses.

Ah, the good ole days .....  (
