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ABSTRACT

Methodology of server development is so important for the development of online
game because the client where the users play the online game depends on the server. In
this research, we have studied data linkage methods of the online game server which
permits the server to save and retrieve the user data on the database. The data linkage
method of the server is critical to make the users continue their games anywhere online.
In this paper, several data linkage methods have been proposed and classified with their
definitions. The proposed methods have been evaluated with the experimental data. It
will contribute for the developer of online game server to choose a good data linkage
method for the features of the game.
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