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Introduction
This summer in the Games and Learning Lab, we
designed and implemented the game Table Tilt,
which is a multiplayer game written for the

iPhone and iPod Touch platforms that facilitates
networking in a conference setting.

Figure | - Six Player Game Board
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Figure 2 - Preliminary

Networking Design Decisions:
We selected Bonjour as our service discovery
protocol due to its native support on the iPhone,
and also because it supports WiFi. Since the iPod
Touch does not have Bluetooth support, it was
important to use Wik, so that we would not
alienate that platform.
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Figure 3 - System Architecture

Tradeoffs:

The Bonjour service discovery protocol is a
substantial bottleneck in the system. To mitigate

the problem, each device does as much individual
calculation as possible, and the server only sends
out data when absolutely necessary.

OpenGL iPhone Application

Conclusion:
TableTilt is a multiplayer game for the iPhone and
iPod Touch platforms. The game provides a fast-
paced environment in which people can meet one

another and network in an informal setting. The
goal of the system is to use the gameplay as a tool
to facilitate increased long-term interaction
between conference attendees.
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