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Abstract

The network performance of MOGs(Multiplayer Online Games) can be measured by the
amount of network loads and the response times on user inputs. This paper introduces a
frame locking algorithm and a game turn algorithm that have been used for game
synchronization in the area of RTS(Real-time Strategy Simulation) Games, a kind of MOG;
the results of performance evaluation of these two algorithms are also given. In addition, a
server architecture for MOG servers in which replacing synchronization algorithms can be
done easily for pursuing efficient performance evaluation, is also introduced.
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