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Abstract

When we execute a online game in the network, a
fots of game informations and user informations are
transfered between game server and game clients.
This information has deferent data structure and
communication protocol. So, game developers will
be design the communication protocols and packet
structures after analyze the game. And, they will
be design the database for user management. It
will be lots of overload to the game developers.

From a user point of view, they must be register
to each game server to use several games. It is a
undesible operation for the game users.

This problems are solved by wusing the
communication server which operates commonly
with several game servers. Game providers can get
the Dbenefit of multiple access of users and get
freedom from user management. Game users can
access the several games which connected to
communication server by regiser the communication
server only.

In this paper we design the communication packet
and propose a communication protocol which
operates on the communication server described

previous.
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