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A Study on Synchronization Distribution of Server Message in
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ABSTRACT

The most important service of the online game is the stability. However, in online
games, the increase in the number of users burdens the server as thousands of users
connect to the server at the same time.

While various techniques to reduce the load on the server are studied, the study is
limited only to the server part like an improvement of server algorithms. In this paper, a
program to handle the largest load of the server, the message synchronization of both
the server and client, is designed and implemented.

Keyword : online game, server, AOI, message synchronization
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