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A new electronic business model for massive multiplayer online game based
on a Client/Server and P2P hybrid architecture
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Currently, most Massive Multiplayer
Online Games have adopted the
Client/Server architecture to build the game.
Due to the bandwidth and the scalability
restriction of the Client/Server architecture,
it will produce the following problems: (1)
the total number of the game players is
limited by the hardware and communication
bandwidth of the server. Using multiple
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game servers to serve the players will make
the players between each game server in
different virtual worlds. (2) most current
online games only provide text
communication among players. When the
players want to send out message, they must
temporary stop their playing. It is not
convenient and friendly. To give a better
solution, we propose a hybrided architecture
from Client/Server and P2P. In our proposed
architecture, the Master Server not only
manages all resources but also distributes
the work loads to the game players’
computers. All the players are in one virtual
world. Further, we have made the online
game more friendly and vividly by
embedding the VOIP technique in our
online game to provide communication not
only by text and but also by voice. Our
proposed architecture truly provides a
massive multiplayer ~ online  game
infrastructure and introduces a new
E-business model.
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