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for (each region of map R) do {
for (each connected player P viewing region R) do
for (each element E in region R)
Create message updating element E' s state
}
for (each connected player P) do {
Compress all messages to player P

Send messages to player P
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for (each region of map R) do {
for (each connected player P viewing region R) do
for (each element E in region R)
Create message updating element E' s state
}
for (each connected player P) do {
Compress all messages to player P

Send messages to player P
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for (each region of map R) do
for (each connected player P viewing region R) do
if (Region is Border for P){



for (each element E in region R) do

Create message updating E' s state

}

else (region is Inner for P){

for (each element E in region R) do {

if (Prediction fails due to user change)

Create message updating E' s state

}

for (each connected player P) do {

Compress all messages to player P

Send messages to player P
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