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ABSTRACT

Some duplicate processes are happen in developing games under the diverse platforms.
Implementing functions. like processing and managing data, in every platforms have an
influence on game development. In this paper, we propose a multi-platform server framework
that can simulate combat games such as one server on any platform. It was designed to be
easy to debug using a protocol consisting of attribute-value pairs by the JSON data format.
Since it is independent of the programming language, it has the advantage of being able to
communicate with various languages. The server proposes a model that can easily upgrade
the structure or the specification using the Amazon web server.
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[Fig. 1] Node.js configuration diagram
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