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5. Server Specification 1w

Server Platfofm:

Solaris/Sun Sparcstation
AIX/IBM RS Workstation
Solaris x86/Pentium Server

Programming Language:
Objective C: 60%

C++/C: 20%
Ete: 20%

Game/Language/Policy/Scripts

'5. Server Specification2 S

Multi-Server: Server fdr Locale
Multi-Tread: Tread for User / Monster
Multi-CPU

Critical Section
Mutex Lock |
Deadlock - Avoid / Detection / [Resolve]
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7. Issues / Future

3d Modeling / Rendering

Real-time Rendering / Point of view
Network lag

Language translation / Systran of Ultima

New style / Next generation




