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Why in the Whirled?



What in the Whirled?



Itʼs a virtual world



made up of rooms



filled with stuff: furniture,
pets, toys, avatars.



The rooms are arranged by the 
players with a built-in editor



and everything in the room is 
created by players as well.



Players can upload items
to use in their own rooms



and they can sell them
in the catalog.



Items are sold for one
of two currencies:



coins, earned by playing games
and doing things on the site



and bars, purchased
with real money.



Creators earn bling.



Whirled is a community website:
with profiles



friends



mail



groups



forums



and clubhouses
(shared virtual spaces).



Whirled is a casual games website.



Developers can make single- or 
multiplayer games



and award trophies



and sell level and item packs.



Whirled is a collection
of mini-MMOs.



Mini-MMOs are like overlays
on the virtual world.



They make use of the Whirled
room and avatar systems.



How in the Whirled?



Whirled client is Flash + GWT

FlashGWT
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Whirled uses a few protocols.



DB1

Client

Client

LBR1
Node

Node

Colo

Teh

Internets

LBR2

DB1

Client

FC BC

. . .

DB2
DB2

S3
BNode BNode

. . .

Whirled can has network diagram.



Whirled is Rooms.
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Clients talk to a Roomʼs Node.
Network traffic is local to the Node.
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As clients move around the Whirled
they switch between nodes.
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Some things span nodes,
like person to person chat.
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Things can happen in
many places in the network.



NodeAction makes it simple
to do things from anywhere.



Whirled is Entities.



Pets Avatar Toy

Entities are Avatars, Pets, Toys



even Furniture and Backdrops.



even Furniture and Backdrops.
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Code for entities runs on the client.



Actually, it runs on all clients.
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We simplify with control
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and actions
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and actions
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and messages and signals.
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and messages and signals.
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Whirled is Items.



Items are created by users.



Users make lots of items.
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We keep all this data on S3.
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Items can be remixed.



This is mostly some editors
and a file format.



Whirled is Games.



Games can award trophies, prizes.



Games can sell content packs.



We handle single-
and multiplayer ratings



and the complexities
of currency awarding.
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Control doesnʼt work well for games
so we have server-side code.
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Server-side code is scary.
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Whirled is AVRGs.



The AVRG API is
many property spaces
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and MOBs, avatar control,
effects, HUD and more.
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AVRGs push the limits
of our architecture.
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Any Questions?
(What? Where? When? Why? Who?)

Slides at: http://samskivert.com/work/2009/gdc/WhirledTour.pdf

http://samskivert.com/work/gdc/2009/
http://samskivert.com/work/gdc/2009/

