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Abstract

With the growth of Internet, the research and development of virtual environment and platform
becomes popular. Massively Multiplayer Online Games (MMOGs), one of popular the
application of virtual environments, is one of the most successful business model of game
industry and .com business now. A virtual environment platform not only can use in
entertainment but also can be used as add-value of e-learning and digital achieve. Moreover,
mobile devices are getting popular nowadays, and it can be used as a virtual world client
execution environment.

As the result, we plan to build a low-cost and efficient platform solution with mobile support for
virtual environment developers. Our overall architecture is based on middleware technologies.
Our platform solution will focus on three elements: ease of development, ease of deployment,
ease of maintain. We will make use of our previous research, such as middleware, mobile
computing, mobile agent, and adaptive display technologies, to build the virtual environment
platform.

Our research on this project will consist of four elements. We had already survived many of the
virtual environment and server design. Our first aim will be the development of architecture and
framework for scalable and efficient virtual environment platform. The framework can help our
platform programmer programs a distributed virtual world easily. Second, we will develop a
virtual environment logic object process platform with mobile/thin-client support. This agent
platform can help end user design their game logic objects, and then deploy and management
these virtual player easily. Next, we will develop an efficient persistent storage manager system
for fault-torelent. Last, we will develop a simple virtual world, such as virtual shopping mall or
virtual museum, to demonstrate our platform. We will also like to join the workshop to discuss
our ideas with other parties having similar interests.

Keywords: Massively Multiplayer Online-Game, Middleware, Virtual World Platform.
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server scope component(#-i mmog. server. ServerScopeComponent) &« #_ region scope
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# server e r ¢ 7 — ® instance ; i ¥ Region eh2 @& - % - #7r040% server t
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1. #9% Plugin
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& 5] & -k ServerScopeComponent # RegionScopeComponent o ™ & — i 4= &

//MyPlugin. java

@

package hello;
import mmog.server.*;

import java.util_Hashtable;

public class MyPlugin extends ServerScopeComponent{
public void init(ServerContext context,

Hashtable prop){
System.out._printIn(hello™);
System_out_printIn('foo=" + prop.get(*foo'));
System._out._printIn(foo2=" + prop.get("'foo2'));

}
AT R LR R game logic - 1% 0 1 & ¥ & 3 mmog?2. jar *x & classpath 42 » T
- B -

javac —-cp mmog2. jar -d . MyPlugin. java
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jar -cvf MyPlugin. jar hello/*
&% plugin’ A PR 4= Bk A 4 90 jar #43< 2<DOIT_HOME>/plugin 0P 42. 7 » f pFES
PRE - BF -oproperties file k4% -4 plugin e— & F (plugin s class 4%
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#MyPlugin.properties

#ATE |V server plugin?ﬂ%“‘ mmog.plugin.server £} JE
#5E | iV region pluglnfﬂEAl mmog.plugin.region fif JE
#E| Pt~ {[i name £} test iy pluglnjfﬁiu_class name
mmog.plugin.server.test = hello.MyPlugin
#ﬁ?testiﬁﬁ#pluging~gﬂ%§@
mmog.plugin.server.test.foo = bar

mmog.plugin.server.test.foo2 = bar2

3.2. DOIT management framework :
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B AP AL ER MOG. xml - MMOG. xml # - & MMOG 4 it < # » & f5 3 5 #75 Game
ApRE AL E R R F,B?;Tﬁ?*giﬂ—’_;uf;p\ BT A B LA

<?uml version="1.0" encoding="utf-8" 7=

- <MMOG_Message smins: xsi="http:/ /vaww.w3.org/ 2001/ XMLSchema-instance”
wsitnoMamespaceSchemalocation="mmog_message.xsd">
<Version=1.0</version>
<PackageMarme>=mmog.message</PackageName:>
<Classpath>../MMOG_development_system/</Classpath>

- «<Messages>
- <Message»
<MessageMame=LoginMessage</MassageMame
zMessageType=0x01</MessageTypes
— «Params>
- «Paramz
<Parambame=id</ParamMamez
<ParamTypezlong</ParamTypes
< /Paramz
- «Param>
<ParamMame=pass</Paramtamex
<ParamType=8tring</ParamTypes
</Paramz
</Params>
</Messages
</Messagess
+ <MBeans»
</MMOG_Messages

hipir e e ¢ 78 AF R - M codegeneration & & HF L > B4

PackageName ~ Classpath & » ¥ - A F R R A B L B 7% &2 2 g 4 2 g I~ i chfy if
’?ﬂ‘ﬂ s F b AP % K 7 - > mmog _message. xsd KiB (T EEE L (T A G o N
PR A i e & & MMOG_Message> © € & 7 xml schema 2 5 & F I
<version> ~ <PackageName> - <C1asspath>i%lt" 1‘&‘%5& P A e F TR E AR AT 2
AL D RPENBT RN A BABRS Y RFEFALE ?E%fi gy i 0 AT
P LR ALe 7 hMessages> T BHRA R G 0 & - B LE - B Message>tR#k g (T AL
RAZ  BFLuHERL CH ARV E ThHh%Ek.
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PANE

long ~ byte ~ float ~ int 2 String> B2 A B 7 U RpirEimait L p 5 RT3
RBAE o ¥ - %0 M > mbean g i 2 34 4o T BT

=7l version="1.0" encoding="utf-8" 7>
- <MMOG_Message xmins:xsi="http:/ /www.w3.org/2001/XMLSchema-instance"

wsiinoMNamespacesSchemalocation="mmog_message.xsd">
<Version=1.0</Versions
<PackageMame>mmog.message</PackageMName>
<Classpath=../MMOG_development_system/</Classpath=

+ <Messages>

- <MBeans=
- =MBean>

<MBeanMame=PlayervManagers/MBaanMarmea:

<ServerNamesserverl</Servertames

<MBeanlp=localhost</MBeanlps
<MBeanPort>=9998</MBeanPort:
- <MBeanParams>

— <MBeanParamz=
<MBeanParamMame>regionnumber</MBeanParamiames
<MBeanParamType=Integer</MBeanParamTypes
<authority=w</authority>

</MBeanParams=

- <MBeanFParamz
<MBeanParamMame=regioncount</MBeanParamhame=
<MBeanParamTypesInteger</MBeanParamTypes
<authority=ra/authority >

</MBeanParam=
</MBeanParamss
- <MBeanMethods:

- =MBeanMethod>
<MBeanMethodMame:=Debug</MBeanMethodNamez
<ReturnParamTypeswoid</ReturnParamTypes>

- <Attributes=
- zattributes
<attributeName>debug</attributeNames
<attributeType=boolean</attributeTypes
</attributes
«/uttributass
</MBeanMethods
</MBeanMethods>
</MBeans
</MMBeans>
=/MMOG_Messages

“r3 fiMbean 384 ¢ 7 & MBeans #h# &A™ » & — & Mbean R| &r¢<MBean> 5 13~ % » 4y i
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method name ~ type % & » %ﬁ:mﬁx\ s A e A 4 H @ gpethods 0 Bldris 2 2 2&
7 - B &4 % PlayerManager 5 Mbean s # 7/ Game Server % serverl - IP i=xt i
localhost port = 9998 iz i Mbean # %z = B % #c~ B 73] & 5 Integer ¢ regionnumber
™3 A58 & Integer ¢ regioncount 0 s i® e P "LJJ 5 write fr read > Fut AP € A
Mbean #2 # # setregionnumber % getregioncount &+ i method® ¥ *tiim < 2By it 7
- B3E ¢t method » &4 % Debug w @414 void # & » e ez - B -4 5 debug
boolean % #c > F]y 2 i ¢ & Mbean 424 # — % void Debug( Boolean debug):method -
B etk it VoA 4 I ke CustomMbean 2 CCustomMbean B« FiBiBH 3 4 BB
CustomMbean p % method p % eF ¥2 {5 4 ¥ 144 v i deploy ¥| GameServer % ¢ & ¥ 12
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R N T

BIpHil AP Ens- &£ 7T U4 Mpme g2 DOIT © 52 % 1 — B MMOG
Service platform Ji%F DB A MEPER AP o AP LS & EEE AR O network
engine AR TR P RITOPIBREFRFR T AT F > AR 10
5 P4 & soe- 4 (6 5 Gateway, 4 o Server),]&? WA - R P EBaiE R 7 iE B

BIFEY & IR0 B e FLTR BT A Gateway oo L B k3B g & N - 5 gateway
F T LRI 6000 B L 5 b U AQE A e g B A T



BERAPR DT o BRRE SRR R T EREEN F 7 oK F ki Message
Protocol ¥ rJZ 255k 848 Handler > v ”i HIRRde- BmESEE K¢ B E N .
iem %L 48 Channel 22 NPC F 2 e i AP N BRI p Fondspl o 7 A A ER
¥ 203 4 ch Plugins ~ Management Framework = i (7 DOIT = 5 { &9 % 42 s o

CEE RS £

B2 pw ik APF v S &Bﬂ"';ﬁﬁ%’%\jﬁm == DOIT = & & 7 — i MMOG
Service platform 3% 7 cnG <P E & A2 o @ p Wiy 35 &1 IFF’*f« L IERE 4
PEFR-BREAESANPT S FPEIFIENR T AT EOINRT UET Lo
PR R AR BT RRRET W EPM TR 0 B kiR DOIT L & a0 * & -

P AP F aHrgd N3 g 0 %2 FE kAT

B Tm =~

1. Tsun-Yu Hsiao, Shyan-Ming Yuan, "A Scalable and Flexible Management Framework for Distributed
Computing System", WSEAS Transactions on Computers (EI) Volume 5, Issue 6, June 2006, pp.
1162-1168.

2. Tsun-YuHsiao, Shyan-Ming Yuan, "Practical Middleware for Massively Multiplayer Online Games",

[EEE Internet Computing (SCI), Volume 9, Issue 5, Sep/Oct 2005, pp.47-54

B €k~ .

3. Tsun-Yu Hsiao, Ko-Hsu Su, Shyan-Ming Yuan , "A Scalability Model for Managing
Distributed-organized Internet Services", The 5th WSEAS International Conference on Applied
Computer Science (ACOS ’06), Hangzhou, China, April 16-18. 2006



— VR S TR A
WY B - 3s e #:95#50% 27p
P A T o A AR RS T 52 (2/3)
ZE e Rtk A SRR Y
S 04—2213—E—009—026 5 FAEE 13- E ik B
#ﬁvﬂﬁ%ﬁLMHT—ﬁﬂ@ﬁﬂﬂéﬁi;

H A /) iE A

E3 A e

L

v o

DOIT Platform: + H_kp *> B o W% R 25k chif i3 B

ERaR e O R ;;v,s ek Sue g v et 1l
SREAPBEENRI T E X PR BN o F AR o 4 B/
R P R - ‘ﬁ,zﬁﬂ VR S I S B
LM ERBFPERLAZE R EopEF oY - BT
ﬁ} AR Rp TAERARDEY R EL - £ pe
Fodsd é» 2 pERF o DOIT Platform &3k 3+ > 0 E$<) il
T ¥ LR SR AR R D B AR N 02 A T R B {83

£ R R e A e r(Middleware)i@ * fgt - T 52 b o
B EBRRPE Y EREF (Development) R A S
(Maintain) ~ % % & % (Deployment) » #-# w4 B 313027 2 P ordg
iz p F OB F o R AR ME RIREBAE NP 2
A en DOIT Platform &k f&id- > 45 B4t B A5 k3 o 7 P

E3 SURL B R e S <Al

DOIT F & #Hikk F‘*‘?ﬁ E 7 B B M (Scalability) ~ & ¥ * &
(Availability) ~ & 58+ (Flex1b111ty) i % - (Simplicity) >
B PEB%F“ bl - BR B EFI o ¥ T E R F
AR RSP F PR G R R LA g R o DOIT T
CHERBEBACPTRIFT oA APR ISR AR R F IR

B rLihd & B A P PR o

(100~500 % )

e
«-

Kl

=
s
P

(\» w(\»

g
X
A

Y
e

DOIT T & #4-F B4t R p flena b 250K 3 0 2 JR7EHIE B o &
TERS Y AT ANy - BRI ERE > F R - BRERA

/_; ? fv‘% &Fﬁ\llﬂg\.ﬂ‘\mlbvi’l‘; aﬁf,—’ﬁ B%i"éﬁi%ﬁ!\}f‘j—ﬁ%ﬁ’]
;%—%" R R F PRI ] R ESRRFERRIRFEFX R -
Flpt DOIT T 5 g B4 20 B RIN S5 o > & A it fp e &




%o e -

$ 7 PC ~ Console } e + f‘f}“«*rz" MEDOIT T 2% A &
hmi%kﬁﬂﬁmﬁA,mml;g PR A
EEaEERE M) F o F Y BR Y A8 3
R e TFFF > - 7 EEDOIT L o2 73
WRES B F oo

PR B

KA &
@ ir- BE ErIuN B %4
® ki FRE?*F?IE’_‘%FC:;Q
® T it RN (TR

® 5k &;ﬁ*ﬁﬂﬁ(Hotswap
M E M P IRIA RS T o
Broa Al S e AP FPRRFESFT T -AFIH
1A 5

fEx BB NRIRBRARNE RS AP 6 o
ﬂﬁﬁ%g%gﬂﬁ

T 5 x % PC-based PPRBWHMAITF 44 {7 o

R B RN B A A A o
ARTELFRAKEFREE PR KL L DR S
A

S SLEnRRERE R e
NIRRT Sl T
B LA NI A5 o
F R 0 TR 2587 T LR

[
(= ﬂ}\‘k

#R2Er R

DOIT & & #5 ps3t R p BWenan b 258 R 2 JRIZcE B -

WOLFAFFAEFEB-F -0 - PHESERLEEAE - P FHER
/Eﬂ’%%\'%:}&}%_ﬁf (Ao w)o

MO AAFPFFEFN A PR GBI FEFIZIENG

WO AEREFAILRY FhARERY o




