Characterizing Multiparty Voice Communication for Multiplayer Games
W UNIVERSITY OF

Gabor Papp pgabor@cs.du.edu University of Denver
Chris GauthierDickey chrisg@cs.du.edu Department of Computer Science D E N V E R
|. Trace Collection Ill. Voice Patterns and Group Sizes
ThIS IS the ﬁrSt measurement StUdy on the 90000 —r—r———T—T——T——T——T—T—7— I The ratlo between the lnbound and
<Team8peak servel‘> characteristics of multiparty voice """ outbound traffic is an indicator of the
communications. Over a 3 month period, we | - average group size. We binned all
¢ measured over 7,000 sessions on an active | data according to how many people
Internet multi-party voice communication server to s | | it was duplicated to. Thus, we could
quantify the characteristics of communication 5 el T effeclt 2 th’e groups
! generated by game players. To conduct our | haiitht ditfferent sizes orboth the
CO YY) Stu.dy We SELUp a Teamapeak server, which A A AN AN incoming and outgoing traffic on the
A B C D E unlcaStS the paCketS Of the Sender to a” the 2 3 4 5 E 7 8 9 ‘IEI"I'IGiE1351415151?18192{321222324 Server_ The reSUItS On group Sizes
other clients. R e show that the most active groups are the ones that are formed
, ﬂ : B e : L L by 5 people. We also concluded that these groups generate the
The senders encode the voice most outgoing traffic among all the groups.
packets using the Speex codec
and than send the encapsulated In order to measure the voice — r —
paCketS to the Server. Fllterlng Sender 1D ;;-e.'iimu Recipient ID ;“:iﬂ patternsf We captured 188'225 :: _
for the packet size and the Codec s - Segpere oo individual voice packets during
|ID guarantees the identification L st e the peak periods (6pm-9pm)
of the voice packets. L, Pl ene st during the three month

measurement period. We plotted
the CDFs of the talkspurts and
silence periods. Both CDFs appear

to follow an exponential distribution. o
: However, the expected value of the talkspurts is much Iower than
“ Ove [a ” server Trafﬁc the expected value of the silence periods. 90% of the talkspurts are
. shorter than 5.4s, whereas 90% of the silence periods are shorter
= =S A In the busiest hour, we captured than 70.11s, which is more than an order of magnitude higher. This
~ more than 20000 incoming and implies that the users tend to listen more than they talk.
oo more than 100000 outgoing packets.
. Our server experienced the lowest
- traffic around 4am (less than 2000 -
packets in both directions). Our V. COﬂClUSIOn
results showed that the peak period We have presented the first work that examines the characteristics
e s IS between 6pm-9pm and that the of multiparty communication for games. Our results present an
vrraeeereennzeanereeeaze traffic rate during this time is almost insight to the overall server traffic, the group sizes as well as the
constant. In other words the number of sessions started is the same typical silence periods and talkspurts for multiparty voice
as the number of sessions finished during this period and thus communication, which can be used for future research, simulation,
resembles a balanced birth-death process. network engineering, and game development work.

ACM Sigmetrics 2008



