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Spaceteam Game:

- Multiplayer co-operative game

- Infinite increasingly difficult levels
- Randomized control panel

- Play executing timed orders

- Game loss for incorrect orders

PLAYER 1
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Original Game: This project:

- 2 to 8 players -1toN
- Everyone has orders - Captains and Crew Members
- Bluetooth and WiFi - MQTT protocol
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General architecture:
- Peer-to-peer — application logic on all nodes, no single point of failure
- Publish-subscribe model — simplify communication, eliminate polling

- Remote broker — no network configurations for clients
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The MQTT protocol:
- Lightweight publish-subscribe protocol
- Low latency (1~5 milliseconds)

- Clusters with 100M+ connections each

- 5SM+ MQTT messages per second

- Self hosted or Cloud

mMQTT
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MQTT features in this project:
- Quality of Service (QoS) levels

- Wildcard subscriptions

- Retained messages

- Last will messages
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Application Game architecture:
- MVC inspired

- Distributed components
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+String getPlayerTopi
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+ String getOrderCompletionTopic()
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Vote
voterld: String | VotePolcy |
voteValue: Boolean

Eventimplementation nterface»
Event

Other model casses LAk iabby: Lobby
id: String - controller: Controller
currentPlayer: Player || multjplayerService: MultiplayerService
CRIrEEm *+ handleAction(action: Action): void

1 Actionimplementation dnterface»
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