
Network Late



• Massively Multiplayer Online Role-Playing Games
(MMORPG)

• Real-Time Strategy (RTS)
• Multiplayer Online Battle Arena (MOBA)
• Sports Games
In this paper we will show the possibility of reliable

automatic classification of GPN traffic according to its
effect on video game playability and measure its average
accuracy to about 90%.

II. EXISTING WORKS

Latency is a key factor of online games. This di-
mension has been studied for many years [12] and in
their recent paper [13], Saldana and Suznjevic “con-
firm the necessity
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Fig. 1. The Structure of a MLP model with Two Input Layers
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