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ABSTRACT

On this paper, suggests a communication structure making possible to fast data
send-receive for the gaming process synchronization. For these things, first of all,
analyze the data send-receive speed effecting on the online game by the game genre.
Moreover, we suggested a proper data communication structure like real-time online
action game genre which gaming synchronization effects on the gaming process.
Communication structure suggested on this paper is being used with TCP/UDP protocol,
and it is applied to the network system and verify improved data send-receive speed.
These data send-receive structure can be applied to the various online games.
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— Data Send-Receive Structure for Online Game Synchronization —
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— Data Send-Receive Structure for Online Game Synchronization —
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