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ABSTRACT

The performance of server becomes important issues in online game with the online
game market expansion. This paper proposes a method of improving performance to
decrease synchronized packets for each entity’s informations in game. Our method
provides adapted solution of reconstructing spatial subdivision to reduce a load of
movement between boundary regions using prediction of entity’s movement range and
disabled regions where entity can not move to. It is shown through the experiments that
proposed method outperforms existing method in terms of processing quantity of packets.
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