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control a dynamically-changing time and frequency division multiple access

15 protocol. The multi-user game playing server includes hardware and
software where the game server includes a multi-threaded operating systein
which controls user access to a plurality of concurrently-operating games.

The operating system allows users to join, play, change and quit any number
of a plurality of provided games. Each of the plui‘éli_ty of concurrently |

20 operating games is a separaite process in a multitasking environment while
each of the operating threads are event-driven context-switched threads to
control user access and communications over the cable network. The game
playing information and game access information is traded between the server
and the plurality of the game players using a predefined packet protocol which

25 is very tolerant of lost packet data. The user's game equipment attached to
the cable network includes devices such as persbnal computers, special set-top

game controllers or existing video game playing equipment.
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