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Getting Started
Demo

Last updated : 2022-05-06 10:24:04

Overview

This document describes how to use the "Demo" to get started with GSE, a game server hosting

service.

Directions

Step 1: uploading demo package

1. Log in to the GSE Console and click Demo in the left sidebar.
2. Select the service region in the top-left corner and click Quick Upload of Demo Package. After

the message indicating that the package has been uploaded successfully is displayed, click Next.
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Getting Started Examples &) Beijing ~

o Create Package

(D We have prepared a sample package that has integrated Server3DK for you. If you want to build it by yourself, you need to
prep pl= B g =] ¥ ¥ Yy ¥a F
ServersDK. Package Creation Guide [8  ServerSDK Integration [2

Cuick Upload of Demo Package Uploaded demo package successfully. asset-SomvaiTg

() Created successfully

o

Mext

Note :

o The demo package provided by GSE has already integrated the gRPC framework through which
the game process communicates with GSE.
o If you want to create on your own, please see Creating Code Packages.

Step 2: creating a server fleet

Click Quick Creation of Server Fleet, and you will see how the creation status changes, such as
“Create (In progress)” and “Downloading (In progress)”. When “Created successfully” is displayed,

click Next.

« To create a server fleet needs a “Completed” status for all 6 steps, namely, Create (Completed),
Downloading (Completed), Verifying (Completed), Generating (Completed), Activating
(Completed), and Active (Completed).
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» Status: creating, or server fleet XXX created successfully.

° Create Package o Create Fleet

® This step publishes the uploaded package to the server fleet. During initialization, only one server instance runs the

Guide &
It may take about 2-3 minutes to create a server fleet in & steps, Please wait.
— Status: creating. Creation time: 2020-08-11 10:12:41
17 %
Create(ln progress)
@
Prew
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° Create Package o Create Fleet

® This step publishes the uploaded package to the server fleet. During initialization, only one server instance runs the pack

Guide &

It may take about 2-3 minutes to create a server fleet in 6 steps. Pleaze wait.
—— Status: creating, Creation time: 2020-08-11 10:12:41
33 %

Create(Completad)

Downloading(ln progress)

[
Prev

° Create Package o Create Fleet

@ This step publishes the uploaded package to the server fleet. During initialization, only one server instance runs the pa:

Guide &

It may take about 2-3 minutes to create a server fleet in 6 steps. Please -
@ Created successfully Et:lttus server fleet fleet-qp3g3fnG-032Th0d8 created successfully

Create(Completed)

Cownloading(Completed)

Verifying(Cormpleted)

Generating(Completed) -
m

Prev Mext

Note :
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o Your demo package is deployed onto the server fleet as it is being created.

o A server fleet consists of a group of servers capable of auto-scaling, so the demo package can
be deployed globally with ease.

o If you want to create on your own, please see Creating Server Fleets.

Step 3: creating a game server session and a player session

» Click Create Game Server Session, and a message will be displayed indicating that a game
server session has been created successfully.

° Create Package ° Create Fleet o Create Game Server

Session
@  To quickly create game server sessions and player sessions, you usually need to call cloud APIs to do so.
x . ¥

Create and zelect a game server session

Game server session NAME_G551597112304522
Create Game Server Session

MAME_G5515871123045 -

Create and select a player session

Create Player Session

Prev Click "Complete" to enter the next round of trial. This cperation will not delste the created resources |

Note :

o This operation calls the CreateGameServerSession TencentCloud API so that GSE will create a
game server session and assign it a service process.
o If you want to create on your own, please see the APl document CreateGameServerSession.

» Click Create Player Session, and a message indicating that a player session has been created
successfully will be displayed.
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° Create Package ° Create Fleet o Create Game Server

Session

® 1 quickly create game server sessions and player sessions, you usually need te call cloud APls to do so.

Create and select a game server session Player session psess-1aebTvay-hu2%ihpu:120.53.27.163:59066. Creation -
time: 2020-08-11 10:18:57.

The player [client) needs to connect to the server within 1 minute;
otherwise, the connection will expire,

Create Game Server Session

MAME_G55153971123045, ~
Create and select a player session
Create Player Session

psess-laebfvay-hu2Bihp =

Redirect to client webpage m

Frey Complete Click "Complete” to enter the next round of trial, This cperation will not delste the created resourc

Note :

o This operation calls the JoinGameServerSession TencentCloud API, so that GSE will create a
player session and add the player to a game server session.
o If you want to create on your own, please see the APl document JoinGameServerSession.

Step 4: connecting client to the game server

Click Redirect to client webpage to access the page for connecting the client to the game server.
Click Connect, and a message indicating that the server has been connected successfully will be

displayed.

Note :

« After creating the player session, the player (client) needs to connect to the server within 1
minute; otherwise, the connection will expire.
o This demo package is a chat service. When multiple players connect to the server, they can

chat with each other.
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The above four steps simulate the entire GSE integration process. For more information, please see

Development Guide.
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Auto Scaling

Last updated : 2020-08-04 11:30:42

Overview

This document describes how to implement auto scaling through a server fleet.

Prerequisites

You have completed the steps in the Demo.

Directions

Modifying the scaling configuration and the number of processes

1. Log in to the GSE Console and click Fleet on the left sidebar.
2. Click the ID of the server fleet created in the "Demo" to enter the fleet details page. Click the
Scaling tab to view scaling details.

€ Server Fleet Details {0 s ) © -
Basic Info Event Instance List Scaling Game Server Session Process Management Ports and Protocol Asset Package Info VPC
Scaling

justment Mode  Automatic adjustment, with instance range: 0-1
Desired Quantity 1 instance. This configuration will take effect when the scaling policy is not configured, otherwise it is meaningless.

Scaling Policy Game server session buffer -%

3. Click Modify in the top-right corner to modify the scaling configuration as follows:
i. Select "Automatic adjustment" as the adjustment mode.
ii. Set "Instance Range" to 0-3 so that there will be room for expansion.
iii. Set the game server session buffer to 30%, i.e., when the number of game battles (sessions)

loaded on the server exceeds 70% of the limit, expansion will be performed.

©2013-2019 Tencent Cloud. All rights reserved. Page 11 of 38


https://intl.cloud.tencent.com/document/product/1055/37401
https://console.cloud.tencent.com/gse/asset

@Tencent Cloud Game Server Elastic-scaling

iv. After making the modifications, click OK.

Modify Scaling Policy X
ICx

Name

Instance Type 55.LARGES

Adjustment Mode Autornatic adjustment A

Instance Range * 0 @ to 3 ()

Autornatically adjust within the set instance range and do not exceed the range.
The sum of max instance range in a single region of an account cannot exceed the highest
quota of each region. View Region Quota 8

Desired Quantity * — 1 +  pss@

Generally, this metric does not take effect in automatic adjustment. However, if the game
server session buffer and other automatic adjustment policies are not configured, GSE
Service will adjust the number of instances with this metric.

Game Server Session Buffer* | 3p ag
This metric represents the proportion of reserved idle instance resources for game server
sessions, and automatic adjustment will scale with it.

Scaling Cooldown Time — 10 + min

This metric indicates the time interval between two scaling operations. |t can be set from 3 to
30 minutes, which is determined by the duration of the server's process launch.

G Note :

= Game server session buffer = number of available game server sessions / maximum
number of game server sessions
= (maximum number of game server sessions - number of active game server
sessions) / maximum number of game server sessions.

= If the game server session buffer is configured as 30%, expansion will be performed
when the available game server sessions are below 30%; otherwise, reduction will be
performed.

Creating game server session and observing expansion result
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1. In the console, click Demo on the left sidebar, complete the first three steps in the Demo, and

click Create Game Server Session for seven times to create eight game server sessions and

trigger expansion.

° Create Package o Create Fleet o Create Game Server

Session

@  To quickly create game server sessions and player sessions, you usually need to call cloud APls to do so.
¥

Create Game Server Session Created game server session successfully, NAME_G551595843663662

MAME_G551595843663662 - Create Player Session

Redirect to client webpage

Prev Click "Complete" for next trial

(G Note :

» In GSE Console > Demo, one server can sustain up to 10 game server sessions by default.
Therefore, when the server sustains seven game server sessions, the game server session
buffer will be number of available game server sessions / maximum number of game server
sessions = (maximum number of game server sessions - number of active game server
sessions) / maximum number of game server sessions = (10-7) / 10 = 30%.

» Therefore, you need to create eight game server sessions at least to trigger expansion.

2. Click Fleet on the left sidebar, and select the ID of the created server fleet to enter the fleet

details page. Now, click the Instance List tab and observe. After two minutes, you will see that
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the number of instances is increased to two.

€« Server Fleet Details ( ) Alarming Configuration (& View Monitoring 14
Basic Info Event Instance List Scaling Game Server Session Process Management Ports and Protocol Asset Package Info VPC
Process ) Player ) + . ) +
Instance ID Instance Status T _ Game Server Session (D) . . Run Time Creation Time
Count D Sessions (D)
ins-6t10upol Running 0/0 0/0 0/0 0d Oh 2m 1s 2020-07-27 17:55:00
ins-Bybbnt1n Running 1010 /8 0/80 Od Oh 10m 34s 2020-07-27 17:46:27
@ Note :

After the creation, do not click Complete for next round of trial. Instead, you will still need
the above configuration for subsequent reduction steps.

Ending game server session and observing reduction result

1. In the console, click Demo on the left sidebar and proceed with the subsequent steps after the
above expansion. After selecting each game server session, click Create Player Session once to
create a player session.

° Create Package ° Create Fleet o Create Game Server
Session

® quickly create game server sessions and player sessions, you usually need to call cloud APls to do so.

Create Game Server Session Created player session successfully, psess-2sg9ipbm-4wi043bo
Player (client) needs to connect to the server within 1 minute, otherwise it will
NAME_GSS1595843376648 v Create Player Session be invali.

MNAME_G5515858436594...
MAME_GS515058436583...
MAME_GS515058436568...
MAME_GS515058436547...

NAME G5515958433766... =

Prev Click "Complete” for next trial

=

2. Click Redirect to client webpage to enter the client page. Click Connect to successfully
connect to the server. Click End Game Session to end the game server session. Repeat steps 1

and 2 once to end 2 game server sessions and trigger reduction.
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G Note :

Game Server Elastic-scaling

o Game server session buffer = number of available game server sessions / maximum number

of game server sessions = (maximum number of game server sessions - number of active

game server sessions) / maximum number of game server sessions = (20 - 6) / 20 = 70%.

» As there are only six active game server sessions left now, making the buffer increased to

70%, reduction is triggered (above 30%).

o Currently, if you close your client webpage, the previously created player sessions will not

be able to reconnect to your client. In this case, you have to create a new player session for

reconnection in order to close the game server session.

3. Click Fleet on the left sidebar, select the ID of the created server fleet to access the fleet details

page, and select Instance List. Observe the instance quantity. After two minutes, you will see the

number of servers decreases to two.

4 Server Fleet Details ( )

Basic Info Event Instance List Scaling Game Server Session Pracess Management

Process Player
T .
Instance ID Instance Status Count @ Game Server Session @) Sessions (D
Running 10/10 0/0 0/0

©2013-2019 Tencent Cloud. All rights reserved.

) Alarming Configuration (3 View Monitoring

Ports and Protocol Asset Package Info VPC

Run Time ¥ Creation Time ¥

0d Oh 5m 325 2020-07-27 17:55:00
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Zero Downtime Updates

Last updated : 2021-06-28 10:09:36

Overview

This document describes how to implement zero downtime update through an alias.

Prerequisites

o Create two server fleets in Shanghai region as instructed below:
o Complete the first three steps in Demo: click Quick Upload of Demo Package, Quick
Creation of Server Fleet, and Create Game Server Session and then click Complete.

* You have created server fleet 1 and server fleet 2 (Shanghai region).

Fleet & shangnai =

D Name Type Status ¥ Run Duration ¥ Tag (key:value)  Creation Time ¥ 0s Association wit...  Operation
——
fest: SSLARGES(4-core, §GB)  Actve 0d Oh 2m 555 - 2021-06-1771510:08  CentQS 7.6 6. Copy Delete

——
flest S5LARGES[4-core, 6GB}  Active 0d Oh 4m 175 - 2021-06-17 15:08:47 Cent0S 7.6 ... Copy Delete

Directions

Creating an alias

1. Log in to the GSE console and click Alias on the left sidebar.
2. Select the service region in the top-left corner and click Create.
3. In the alias creation page, enter the name and description, select the alias type and associated
server fleet in the corresponding drop-down list, and click Confirm.
o Name: enter the name of the alias for easy identification in the directory, which is "zero
downtime update test" in this example.
o Type: select common alias or terminal alias, which is "common alias" in this example.
= Common alias: it points to a fleet, under which the system automatically finds servers and
assigns them to clients. If you select common alias, you need to associate an available server
fleet.
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= Terminal alias: it doesn't point to a fleet. You can describe the reason why the alias cannot be
used in Termination Info, which will be sent to clients.

o Associate Server Fleet: after selecting common alias, select "server fleet 1".

o Description: enter a short description of the alias for easy identification, which is "test" in this
example.

o Tag (optional): the tag is used to manage resources by category from different dimensions. If
the existing tag does not meet your requirements, please go to the Tag console to create new
tags.

4. After configuring the settings, click Confirm to create the alias.

Create Alias w0
Zero downtime update test @
T Common alias v
T =@ . o x
+ Add

Creating a game server session

Call the TencentCloud API in the code. This example uses TencentCloud APl Explorer for quick

creation.

Note :
Input parameter description:

» Region : indicates the region, which is “ap-shanghai” (East China (Shanghai)) in this

example.
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o MaximumPlayerSessionCount : indicates the maximum number of players, which is 10 in this
example.

o AliasId : indicates the alias ID, which is the ID of the newly created alias in this example.

BT > =
Q CreateGameServerSe... Code Generating Online Call Signature Generation Parameter De
| Session APIs v
Notes Please note that sending requests via the APl is equivalent to real operations
UpdateGameServerSession

StopGameServerSassionPlaceme @ * When you click “Send Request™ on the “Online Call" page, the

nt temporary access key of your account will be used to make online Online Call
AP calls,
StartGameServerSessionPl Click "Send Request” below to send the parameters entered on the left to the comesponc
artGameServerSessionPlaceme . i i i i is acti i
MFA is required _ﬂ?r LR U CIBOE S '"“_" fees. You can check the request result, header, etc. for debugging and reference.
nt fees. Read the billing documentation carefully before the action.

SearchGameServerSessions

Mare Qptions + Request time consuming: 658ms

JoinGameServerSessionBatch

JoinGameServerSession
Input Parameters View Only Required Parameters

GetGameServerSessionLogUrl

Response Response header Real request

Region (See the document for more regions and billing)
DescribePlayerSessions X .
ap-shanghai ap-shanghai - {

DeseribeGameServerSessions MaximumPlayerSessionCount E

DescribeGameServerSessionPlac 10
ement
. . Aliasld - .

" DescribeGameServerSessionDeta E‘ __Creatm Id

il CurrentCust o,

ils

0,
3 » -
I CreateGameServerSession IDnsName
Creatorld [7] “FleetId” "
Asset Package APls e

e Sarver Fleat APl v ges:gse!ap—changhai juir gameserver

Fleetld [7] “Instanceld”: "i

- "InstanceTy
"Iphdd

w "Mat chm

"MaxCustonCo

Auto Scaling APls

Server Instance APls

GameProperties.N

"Mz i mumFLay BRUR

1

Key *ACCEPT _ALL

Value

"TerminationTime”: mill,
“Weicht™: B

1<

If a game server session is successfully created through TencentCloud API Explorer, you can see that
it is generated in server fleet 1.

¢ server Fleet Details ( pm m om0 om) @D suto-Refresh O Alarming Configuration 2 View Mnitering 2 Operation Guide 2
Basic Info Event Instance List Scaling Game Server Session Process Management Ports and Protocel Resource Info vPC
Game Server Session 1D Name Status T Instance Type P Port Player S...  Creation Time ¥ Run Duration ¥
Active S5LARGER 39385 0 2021-06-17 151825 0d 0h 3m 205
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Modifying the alias configuration

1. In the console, click Alias on the left sidebar to enter the alias list page.
2. Select the created alias and click Modify to enter the alias editing page, modify the alias

configuration, and set "Associate Server Fleet" to "Server fleet 2".

Modify Alias 4

mne * zero downtime update test

Type * Commeon alias d

Azzo e Server Flee go -
Description = test

Tag (optional) (D) + Add

Confirm Cancel

Creating another game server session

Note :

Create another game server session with the same alias.

Create another game server session through TencentCloud API Explorer, and you can see that a

game server session is generated in, that is, assigned to server fleet 2.

€ Server Fleet Details ( mm mmm =) @D ~vioRefresh ) Alarming Configuration 4 View Monitoring (4 Operation Guide [4

Basic Info Event Instance List Scaling Game Server Session Process Management Ports and Protocol Resource Info VPC

Game Server Session ID Name Status 7 nstance Type P Port PlayerS...  Creation Time ¥ Run Duration ¥

qes: - Active S5.LARGES 36262 o 2021-06-17 15:25:35 0Oc Oh Om 25

Homepage
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Notes on Zero Downtime Updates

For version updates, you can create a new server fleet and point the alias to it.

« Automatic reduction will be performed on the old server fleet as the game server sessions
decrease.

» Automatic expansion will be performed on the new server fleet as the game server sessions
increase, thus implementing zero downtime update.
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Nearby Resource Scheduling

Last updated : 2021-05-20 10:18:11

Overview

This document describes how to implement nearby resource scheduling through a game server

queue.

Prerequisites

» Create two server fleets in Shanghai and Silicon Valley regions as instructed below:
o Complete the first three steps in the Demo: click Quick Upload of Demo Package, Quick
Creation of Server Fleet, and Create Game Server Session and then click Complete.
» You have created server fleet 1 (Shanghai region).

Fleet @ Shanghai ¥

1D Name Type Status T Run Duration ¥ Creation Time ¥ 0s Operatio

fleet-gp3g3caa-fgdvlS3w GseDemaoFleet - Active 4d 20h 48m 34s 2020-06-28 18:29:36 CentD57.16 Delete

» You have created server fleet 2 (US region).

Fleet & silicon Valley ~

1D Name Type Status T Run Duration # Creation Time ¥ 0s Operatiol
S
fleet-qp3g3fin-44fgiakh GselemoFlest Standard 53(4-core, 8 ... Active Od Oh 3m 4s 2020-07-03 15:20:57 Cent0S7.16 Delete
Directions

Creating game server queue

1. Log in to the GSE Console and click Queue on the left sidebar to enter the game server queue
page.
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2. Select the service region in the top-left corner and click Create.
3. In the game server queue creation page, enter the basic information:
o ldentifier: enter a valid identifier, which can contain letters only and is "dispatchingnearby" in
this example.
o Timeout Allocation: enter the max time that a game server session request can be retained in a
multi-region deployment. It can be up to 600 seconds and is 30 seconds in this example.
4. Enter the latency policies:
o In the first 10s, server fleets whose latency for any players is up to 80 ms are matched and
waited for first.
o In the subsequent 10s (i.e., in the first 20 seconds), server fleets whose latency for any players
is up to 100 ms are matched and waited for first.
o In the last 10s (= 30s - 10s - 10s) of the timeout period, server fleets whose latency for any
players is up to 150 ms are matched and waited for.
5. Select the created server fleet 1 (Shanghai region) and server fleet 2 (US region) as the target.

6. Click OK to complete creating the game server queue.

Basic Info
dentifier (@ = dispatchingnearby @
Timeout Allocation (@) - 30 4+ sec @
Latency Policy
Priority Time Consumed (s) @ Max Player Delay (ms) (D Operation
1 - 10 + =ec — 80 + ms Delete
2 - 10 + | sec - 100 + ms Delete
3 Remaining Timeout - 150 + ms
+ Add Latency Paolicy
Target
Priority Region Type ID and Name Ope...
1T 14 Shanghai v Fleet v fleet-¢, 707 baindeicile v Delete
2 14 Silicon Valley v Flest v fleet-¢,, =~ , s Delete

+ Add Target

Starting placing game server session with queue

Call the StartGameServerSessionPlacement TencentCloud APl in the code to place the game server

session in the server fleet process. This example uses TencentCloud API Explorer for quick creation.
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AR :
Input parameter description

Region indicates the region, which is “ap-shanghai” (East China (Shanghai)) in this
example;

PlacementId indicates the unique ID of the game server session placement, which is 1 in
this example;

GameServerSessionQueueName indicates the game server session queue name, which is
"dispatchingnearby" in this example;

Max imumP layerSessionCount indicates the maximum number of concurrent players allowed by
the game server to connect to the game session, which is 2 in this example;

DesiredPlayerSessions.N indicates the player game session information, where PlayerId is
the unique player ID associated with the player session. In this example, two values of 1 and
2 are entered respectively;

PlayerLatencies.N indicates the player latency, where Playerld is the player ID,

Regionldentifier is the name of the region where the latency occurs, and

LatencyInMilliseconds is the latency in milliseconds. In this example, four value sets are
entered, i.e., [1, ap-shanghai, 100], [1, na-siliconvalley, 50], [2, ap-shanghai, 60], and [2, na-
siliconvalley, 80].
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StartGameServerSess...

0 Q

Service - Input Parameters
Management APls ] ]
Region Wiew Only Required Parameters
CreateGameSenseraession
ap-shanghai v
DescrineGameServersessionDeta Placementld
DescribeGameserveriessionFlaces 1

CescribeGameserversessions - - .
Gamese vEFSES:I:lI'IQUEUEHaI‘ﬂE

DescribePlayerSessions dispatchingnearby

GetGameServerSessionLagUrl
MaximumPlayerSessionCount

Getlnstancelcocess 7

loinGameServersession DesiredPlayerSessions.M

SearchGameServersessions

Playerld
I StartGameServersessionPlacen 1
StopG 5 SessionPl
opGameServerSessionPlacemer PlayerData

UpdateGameServerSession

GameProperties.N

1

Key

=

Walue

...—l.—l

StartGameServerSess...

0 Q

Service PlayerLatencies.N

Management APls
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CreateGameSernversession
DescribeGameServerSessionDeta
DescribeGameserverSessionPlace
DescribeGameberverSessions
DescribePlayerSessions
GetGameServersessionLogUrl
Getlnstancedccess
loinzameservertession
SearchGameServerSessions
StartGameServerSessionPlacen
StopGameServerSessionPlacemer

UpdateGameServerSession

Flayerna

1

Regionldentifier

ap-shanghai

LatencylnMilliseconds

100

Playerld

1

Regionldentifier

na-siliconvalley

LatencylnMilliseconds

50
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0 Q

Service
Management APls

CreateGameserversescion
DescribeGameserversessionDeta
DezcribeGameserversessionPlace
DescribeGameServerSessions
DescribePlayerSessions
GetGameServerdessionLogUrl
Getlnstancelccess
JoinGameServersession
SearchiGameberverSessions

I StartGameServerSessionPlacen
StopGameServerSessionPlacemer

UpdateGameSenverSession

StartGameServerSess...

Playerld

e

Regionldentifier

ap-shanghai

LatencylnMilliseconds

B0

Playerld

e

Regionldentifier

na-siliconvalley

LatencylnMilliseconds

&0

Scheduling result evaluation of latency policy

Latency in two players' arrival at the target address:

Game Server Elastic-scaling

o The latency for player 1 is 100 ms to Shanghai and 50 ms to Silicon Valley.

» The latency for player 2 is 60 ms to Shanghai and 80 ms to Silicon Valley.

Since the latency policy specifies that in the first 10 seconds, servers in regions where the latency

for any players is up to 80 ms will be matched first, the game server session will be scheduled to the

Silicon Valley region.

Test result returned after API call:

The game server session is scheduled to server fleet 2 (US region).

©2013-2019 Tencent Cloud. All rights reserved.
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€ Server Fleet Details ( fleet- 00 T

Basic Info Event Instance List Scaling Game Server Session
Game Server Sessi... Name Status T Instance Type
gCsigseina-si.. Active S3.LARGES
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0 Alarming Configuration (2 View Monit

Ports and Protocol Asset Package Info WEC

%

Player Session Creation Time Run Duratior

_____ 2 2020-07-03 15:47:21  0d Oh Om 14s
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Cross-Region Disaster Recovery

Last updated : 2020-08-04 11:33:32

Overview

This document describes how to implement cross-region disaster recovery through a game server

queue.

Prerequisites

» Create two server fleets in Shanghai and Silicon Valley regions as instructed below:
o Complete the first three steps in Demo: click Quick Upload of Demo Package, Quick
Creation of Server Fleet, and Create Game Server Session and then click Complete.

» You have created server fleet 1 (Shanghai region).

Fleet &) Shanghai ~

:

1D Name Type Status T Run Duration ¥ Creation Time ¥ 0s Operati

N
fleet-qp3g3caa-fgdvl53w GseDemaoFlest - Active 4d 21h 15m 455 2020-06-28 18:29:36 Cent0S7.16 Delete

» You have created server fleet 2 (US region).

Fleet  (©) Silicon Valley ~

a

1D MName Type Status T Run Duration ¥ Creation Time ¥ os Operation
N
fleet-gp3g3fin-44fgiakh GseDemaoFlest Standard 53(4-core, 8 GB)  Active Od Oh 24m 5s 2020-07-03 15:20:57 Cent057.16 Delete
Directions

Creating game server queue

1. Log in to the GSE Console and click Queue on the left sidebar to enter the game server queue

page.
2. Select the service region in the top-left corner and click Create.
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3. In the game server queue creation page, enter the basic information:
o ldentifier: enter a valid identifier, which can contain letters only and is "disasterrecovery" in this
example.
o Timeout Allocation: enter the max time that a game server session request can be retained in a
multi-region deployment. It can be up to 600 seconds and is 30 seconds in this example.
4. Enter the latency policy:
o Use only one policy where the max player latency is specified as 150 ms to search for server
fleets whose latency is up to 150 ms for any player.
5. Select the created server fleet 1 (Shanghai region) and server fleet 2 (US region) as the target.

6. Click OK to complete creating the game server queue.

Basic Info
Identifier @ = disasterrecovery (@)
Timeout Allocation (@ - 30 b s @
Latency Policy
Priority Time Consumed (s) @ Max Player Delay (ms) @ Operation
1 Remaining Timeout - 130 + ms Delete
+ Add Latency Policy
Target
Priority Region Type 1D and Name Ope...
1 t+14 Shanghai v Fleet v fleet-( 000 v Delete
2 14 Silican Valley v Fleet v fleet-quininns B, Jiz v Delete

+ Add Target

Requesting a server address as no failure occurs

Call the StartGameServerSessionPlacement TencentCloud APl in the code to place the game server

session in the server fleet process. This example uses TencentCloud API Explorer for quick creation.

(G Note :

Input parameter description:

o Region indicates the region, which is “ap-shanghai” (East China (Shanghai)) in this

example;
o Placementld indicates the unique ID of the game server session placement, which is 1 in

this example;
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o GameServerSessionQueueName indicates the game server session queue name, which is
"disasterrecovery" in this example;

o MaximumPlayerSessionCount indicates the maximum number of concurrent players allowed by

the game server to connect to the game session, which is 2 in this example;

o DesiredPlayerSessions.N indicates the player game session information, where Playerld is

the unique player ID associated with the player session. In this example, two values of 1 and
2 are entered respectively;

« PlayerLatencies.N indicates the player latency, where Playerld is the player ID,
RegionIdentifier is the name of the region where the latency occurs, and
LatencyInMilliseconds is the latency in milliseconds. In this example, four value sets are

entered, i.e., [1, ap-shanghai, 100], [1, na-siliconvalley, 501, [2, ap-shanghai, 60], and [2, na-
siliconvalley, 80].
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0 q StartGameServerSess...

Service & Input Parameters
Management Regio View Only Required Parameters
APls cgien

ap-shanghai v

CreateGameServerSession
Placementld [7]

DescribeGamesenversessionD 1

DescribeGameserversessionP
GameservertessionJueusiame |E|

DescribeGameserveriessions . )
disasterrecovery

DescribePlayeriessions
MaximumPlayerSessionCount [7]

GetGameServerSessionlogUrl -

2

Getlnstancedccess DesiredPlayerSessions.M [7]
: . 1
JainGameServerSession Playerld
SearchGameServerSessions i
I StartGameServerbessionPlas PlayerData

StopGameServerSessionPlacel
UpdateGameServerSession Add

GameProperties.N [7]

:
Key

(RS

Q9 Q StartGameServerSess...

M

Service
Management PlayerLatencies.N [7]
APls
Playerld
CreateGameServertession 1

DescribeGameServersessionD
Regionldentifier
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DescribeGameserversessicnP
DescribeGameserveriessions
DescribellayerSessicns
GetGameServersessionLogUrl
Getlnstancedccess
loinGameServerSession
SearchGameServerSessions
StartGameServerSessionPlas
StopGameServerSessionPlacer

UpdateGameServerSessicn

Service
Management
APls

CreateGameServerSession
DescribeiGameSenversessionD
DescribeGameServersessionP
DescribeGameServerSessions
DescribellayerSessions
GetGameServersessionLogUrl
Getlnstancefccess
loinGameServeriession
SearchGameServersessions
StartGameServerSessionPlas
StopGameServerSessionPlacer

UpdateGameServeriession

ap-shanghai

LatencylnMilliseconds

100
2
Playerld
1
Regionldentifier
na-silicanvalley
LatencylnMilliseconds
50
StartGameServerSess...
Playerld
2
Regionldentifier
ap-shanghai
LatencylnMilliseconds
&0
4
Playerld
2
Regionldentifier
na-siliconvalley
LatencylnMilliseconds
a0
Add

Scheduling result evaluation of latency policy:

Latency in two players' arrival at the target address:
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» The latency for player 1 is 100 ms to Shanghai and 50 ms to Silicon Valley.

» The latency for player 2 is 60 ms to Shanghai and 80 ms to Silicon Valley.
As the latency policy specifies that only servers whose latency for any player is up to 150 ms can
be matched and both the Silicon Valley and Shanghai regions meet the requirement, a game
server session will be automatically created in server fleet 1 (Shanghai region) with a higher
priority.

&« Server Fleet Details ( fleet-qp3g3caa-fgdv053w) 0 Alarming Configuration (2 View Monitoring
Basic Info Event Instance List Scaling Game Server Session Process Management Ports and Protocol Asset Package Info VPC
Game Server Sessi... Name Status T Instance Type IP Port Player Session Creation Time ¥ Run Duration ¥
gCsigseiap-s.. Active S5.5MALL2 81.68.144.188 59213 1 2020-06-28 18:3...  4d 21h 37m 18s

Automatic disaster recovery in case of failure

Suppose the Shanghai region fails and its speed cannot be tested.

(G Note :

Input parameter description:

o PlayerLatencies.N indicates the player latency, where Playerld is the player ID,
Regionldentifier is the name of the region where the latency occurs, and
LatencyInMilliseconds is the latency in milliseconds. In this example, four value sets are

entered, i.e., [1, ap-shanghai, 0], [1, na-siliconvalley, 50], [2, ap-shanghai, 0], and [2, na-
siliconvalley, 80]. In case that the region speed cannot be tested, enter 0 or an infinite
number for the latency value, or leave it empty. In this example, the latency to Shanghai is
entered as 0.

o Keep the rest parameters the same as the ones above.
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0 q StartGameServerSess...

Service & Input Parameters
Management Regio View Only Required Parameters
APls cgien

ap-shanghai v

CreateGameServerSession
Placementld [7]

DescribeGamesenversessionD 1

DescribeGameserversessionP
GameservertessionJueusiame |E|

DescribeGameserveriessions . )
disasterrecovery

DescribePlayeriessions
MaximumPlayerSessionCount [7]

GetGameServerSessionlogUrl -

2

Getlnstancedccess DesiredPlayerSessions.M [7]
: . 1
JainGameServerSession Playerld
SearchGameServerSessions i
I StartGameServerbessionPlas PlayerData

StopGameServerSessionPlacel
UpdateGameServerSession Add

GameProperties.N [7]

:
Key

(RS

9 q StartGameServerSess...
Service -
Management

APls PlayerLatencies.M [7]

CreateGamesenversession Playerld

1

DescribeGameServersessionD
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DescribeGameServersessionP Regionldentifier

) ] ap-shanghai
DescribeGameServersessions

DescribePlayerSessions LatencyInMillis=conds

0
GetGameServersessionLogUrl
Getlnstanceficoess )
Playerld
JoinGameServeraession 1

SearchGameserversessions
Regionldentifier

StartGameServerSessionPlas na-siliconvalley

StopGameServersessionPlacel
LatencylnMilliseconds

UpdateGameServeriession 50

9 q StartGameServerSess...
Service -

Management 3

APls Playerld

2

CreateGameServerSession

DescribeGameServeraessionD WEE e

ap-shanghai
DescribeGameServersessionP

. . LatencyInMilliseconds
DescribeGameServersessions 4

0
DescribePlayeriessions
GetG 5 SessionLogUrl 4 ;
ameServersessionLogUr Playerld [ %]
Getlnstancefccess 2

JoinGameServersession LT

SearchGameserversessions na-silicorvalley
I StartGameServerSessionPlas .
LatencylnMilliseconds

StopGameServerSessionPlacel an

UpdateGameServeriession
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Scheduling result evaluation of latency policy:

Latency in two players' arrival at the target address:

» The latency for player 1 is 0 ms to Shanghai and 50 ms to Silicon Valley.
« The latency for player 2 is 0 ms to Shanghai and 80 ms to Silicon Valley.

A latency of 0 ms to the Shanghai region indicates that the latency cannot be measured due to a
failure in Shanghai; therefore, a game server session will be automatically created in server fleet 2 in

the US region.

&« Server Fleet Details ( fleet-c 7 2070 0 ") € Alarming Configuration (4 View Monitorir
Basic Info Event Instance List Scaling Game Server Session Process Management Ports and Protocol Asset Package Info VPC
Game Server Sessi... Name Status T Instance Type IP Port Player Session Creation Ti... ¥ Run Durati...
gCsHgseina-si. - Active 53.LARGES v N . 0 2020-07-03 15:. 0d Oh 22m 2s

Manual disaster recovery in case of failure

If a region fails, you need to manually remove server fleets in it from the target list in the game

server queue, and GSE will schedule game server sessions to the remaining server fleets in the

target list.
Basic Info
dentifier (@ testw
Timeout Allocation ({ - 600 sec
Latency Policy
Priority Time Consumed (s) (D Max Player Delay (ms) @ Operation
1 Remaining Timeout - 150 + ms Delete
+ Add Latency Policy
Target
Priority Region Type ID and Mame Opera...
114 Shanghai v Fleet v fleet-qp3g3caa-fgdv05S3w(G ~ Delete

2 t4 Silicon Valley v Fleet v fleet-qp3g3fin-44fgiakh(Gse «

+ Add Target
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