
MECAC WEEKLY REPORT ( March 18 – March 24 ) 

This week we have worked as a team to prepare configuration management report and 

website. We have briefly described to project in MECAC website. We also aim to release the 

source codes in website. Before that we will release executables.  

Mert has worked on test project of Virtual Turkey. A client would consume 600MB of 

memory and 10% of CPU. As Umit switched off the graphics of the clients, memory footprint 

of a single client is reduced to 60MB. At this consumption rate, we can accommodate 10 test 

clients on a single computer with i7 processor. Below we have given some cases that caused 

this drastic change. 

 

Test is a boolean variable that is true when the test project is run. We don’t consume 

memory to load graphics content. Those graphics object are overly used throughout the 

code. We have thoroughly scrutinized the code to track the graphics content. Following code 

is an example of this where we don’t manipulate graphics objects while on test mode. 

  

In order to visualize the clients, we will add a separate component to server side in order to 

confirm that the test clients are actually moving in the virtual environment. Cinar has used 

WireShark to monitor network traffic of game. He has analyzed the UDP traffic by tracing 

destination and source address. Moreover, some kind of network protocols like IGMP, ICMP, 

STP that are included in our game network, are explained. However any abnormal condition 

has not detected. 



 

After that,  transferred data has analyzed, and about 300 bytes transferred  data, which is 

shown above, cause coming up a doubt.  

  


