20058 Y 2 MO

L= 5|
=

X 5 2A2 93

[o]]

e VM

Design of VML-based Game System for Dynamic Load Balancing
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Abstract - In MMORPG, gamers can engage in a variety of activities with other players from all over the world. So,
this kind of games has unprecedented heavy load. There are so many kind of method to balance the load of MMORPG.
But, many of them are not adaptable to dynamic load variation. In this paper, we propose a dynamic map-partition
method based on VML. By use of dynamic map-partition based on VML, we can easily adapt to dynamic load variation.
And by changing VML, we can manage field servers within game system.
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3. VML
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FieldPartition (field A)

sl, s2, s3 = get sub-sectors

1sl, 1s2, 1s3 = get load of sl, s2, s3

{sc.a, sc.b) = get best combination of sl, s2, s3
based on 1sl, 1ls2, 1s3

allocate new field (sc.a)
reduce the existing field (sc.b)
synchronize field servers {sc.a, sc.b)

<& 2> FieldPartition Algorithms
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