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Abstract

In a MMORPG, a typical application of virtual environment systems, it is a common desire to play in a more
realistic environment. However, it is very difficult to provide a latency—free virtual environment to a large user
base, mainly due to the fact that the real environment must be configured on multiple servers rather than on single
server and that data must be shared on the real server when users move from one region to another. Experiencing
response delays continuously in the process of information synchronization between servers greatly deteriorates the
degree of immersion. In order to solve this problem, it is necessary to minimize the response delay occurring in
the information synchronization process between the servers. In this paper, we propose Migration Agent for
efficient information synchronization between field servers providing information of virtual environment and
minimizing response delay between Field Server and PC(Player Character) and implement it in cloud computing
network. In the proposed system, CPU utilization of field server increased by 6 ~ 13%, and response time
decreased by 5 ~ 10 seconds over the existing system in 70,000 ~ 90,000 PCs.
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