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GETTING RID OF LAGGGG, PART 3
By Victor Zuylen (/en_US/home/blog/features.html?author=Victor Zuylen) on Jul 15, 2014 5:41:13 PM

In part 3 of our ongoing series, Lead Game Tech Jorrit Rouwe walks us through the results of Guerrilla's
efforts to reduce lag in Killzone Shadow Fall - what proved effective, what didn't, and what warrants
further investigation.

Since my last post (http://www.killzone.com/blog/interviews/2014-03-17_getting-rid-of-lagggg-part-
2.html), we've been focusing on reducing the lag even further. We've been doing this by exploring various
new server regions and seeing the effect. There are two important questions that need to be answered
when adding a new server region:
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1. Does it give a significantly lower ping for players?
2. Are there enough players nearby to consistently offer a reasonable amount of full games?

Because data on the internet does not follow a straight line from but is routed through internet highways
(the 'backbone’) and because there are many companies involved and each company has to negotiate
contracts with the other companies, it is very hard to predict the path that data is going to take. Quite often
the data takes an incredible detour, so what may seem close on the map is worlds apart on the internet.

These 2 points together make it really hard to choose the right location. Here is what we tried.

ISTANBUL

The first location we tried out (from May 28th through June 5th) was Istanbul. We
selected that location because we saw that players in the Middle East have a high
ping to both Singapore and London. We had a hard time finding a reliable hosting
partner and in the end settled for Istanbul. We hoped that Istanbul would serve both
the Middle East and South East Europe. The results were a bit different than we
expected...

Figure 1. Per country the amount of players that are closest to a particular server (=
the server with lowest ping). This data was collected when the Istanbul server was
live.
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DALLAS

Our second experiment started on July Sth. We installed a server in Dallas to try to
lower ping to Central USA and Mexico.

Figure 2. Closest server per state. Data collected after July 9th.

In Figure 2 you can see the results of the Dallas server. You can see that players from
Central USA mostly connect to this new server. We can also measure that the ping
for these players has dropped by 30-40 ms on average. This is a very good result and
we'll keep the servers around provided there are enough players on them!

MILAN

The third experiment was a server in Milan which also started on July 9th and ended
on July 16th. In Figure 3 you can see the results of this experiment. It turns out that
guite a large portion of Europe is closer to Milan than to London in terms of ping. The
difference in ping between those locations, however, is guite low (only 5-10 ms).
During the test week we had 3 mass disconnects (many players receiving a network
error at the same time) and we measured that the amount of laggy kills (a kill taking
more than 0.5 second to register) in Milan was twice as much as any of our other
server regions. So we decided that the quality of the data center was not good
enough and took down the servers.
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Figure 3. Which players are closest to our Milan servers.

SINGAPORE

As the amount of players from South East Asia dropped, it became increasingly
difficult to provide full games for them. Because of this we had to take the hard
decision to turn off the servers in Singapore. Although this does increase lag for
players in that region, it will allow them to find more full games.
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Figure 4. The players from South East Asia are mostly playing on the Tokyo servers
now.
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THE FUTURE: FRANKFURT Back to Top

While doing the experiments in Istanbul and Milan we found out that quite a lot of
data for our players is being routed through Frankfurt. So we're going to set up an
experiment in Frankfurt in the near future.

Have you noticed improvements or reductions in connection quality in Killzone
Shadow Fall multiplayer lately? Let us know in the comments below!
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