How to use the built in Internet simulator
Crytek GmbH

\'sv_naxbi t spersecond - Set the server maxi num upl oad throughput

\ maxbi t spersecond - (Fromthe client) Set the server nmaxi mum upl oad
t hr oughput per client

The | ower of the two val ues determ nes the maxi mum upl oad throughput
on the server per client

\sv_netstats - Shows network statistics

\g_internet_simul ator_packetl oss Set the packetloss (must be a
positive integer). This can be run on either the client or server.
Setting it on the server affects all clients equally. Setting it on
the client affects only that client. Should it be set on both, the
| oss would be 100 - (100-s) * (100-c) where s and c are the server
and client val ues.

\g_internet_simulator_ping Set the ping (rmust be a positive integer).
This can be run on either the client or server. Setting it on the
server affects all clients equally. Setting it on the client affects
only that client. Should it be set on both, the ping is the sum of
the two. Note that this is a random ping distributed equally between
0 and the setting. Therefore, the actual ping will on average be
hal f the specified val ue

As for testing, various likely possibilities should be tried.

The nost conmon are

Thr oughput - 28800, 56000 128000 512000 768000

Packetl oss is usually 3 percent in real world conditions. Testing
should nornmally use this and try higher values to ensure stability
Ping should be tested from50 to 500. Note the net code is not very
responsi ve and has an additional processing delay up to 50 nms in sone
hi gh | oad circunstances.

| would test prinarily on a LAN using various settings across various
maps and gane types to determne playability. Specific nmaps are not
i mportant, however each setting conbination should be tested.

After LAN testing, internet testing should take place with the
internet simulator off (default). Every functional aspect of the
gane related to networking should be tested at | east once. |n theory
there should be no difference however.



