Policies

Policies are used to inform NetSendEvents how to deal with a packet.  …..
Structure
NetSendEvent will be moved from gameObject and placed into a component class netVisiblityObjectI.   NetSendEvent will be made into a template function.  It will call the appropriate interfaced component netLocalVisiblityI, netMapVisiblityI etc… (ie depending on the policies of the packet) to determine what clients to send too.  netRepObjectI will function similar to the replication object, that is it will resend stat information (health, mana etc) to the client when the object becomes visible again to that client.  The netRepObjectI may keep a record of the client’s last view of the stats so it doesn’t need to send them all down however that may be in a subsequent pass of the system if needed.
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netVisiblityObjectI should be passed information from obj_ai_base like position, stealth, NetworkID, and health.  Therefore if possible it should not have any knowledge of its parent obj_ai_base or even an obj_ai_base interface.

netLocalVisiblity will determine the clients visible to the current netVisiblityObjectI.  It may cache the results using the dirty frame trick, may be reset if a particular state changes (ie stealth).

netMapVisiblity will determine the clients visible on the map.  It may cache the results using the dirty frame trick, may be reset if a particular state changes (ie stealth).  Note netLocalVisiblityI could use results from netMapVisiblityI to prevent computing things twice.
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