P2PMMOGULO0O0O0O0OODOODODOODOODOOOOOO

2007MI040 OO OO oo 2007MI250 00 OO

oood

1 0000

00, MMOG (Massively Multiplayer Online Game)
000000000000000 Peer to Peer000O
(DO P2PO0O0)D0200000000000O00O0O
0o0oooooo ooo MMOGOOOOOOOOOO
gboooooooobooooboooboooooooo
gboobooooooooooocooboooooo. o
goooobooooobooooobooooooooag,
goooobooooobooooobooooo. oooao
gooooooo,000o0o00000o0o0o0b00o0o
gbooooooooobooobooboooboo,obooo
gooooooooooo.

gbooooboooooobooooooboooobo,onbo
gooobooooobo,ooocoboooooooo
gboooooo,oo00bo0oo0obooooooo
gooooobooooooooooooooboooobooo,
gooooooooooo,ob000oooooooo
gooooooong.

00,20000000 MMOGOOOOOOO
goooooooooooooo. oo 3oooo
O.,P2PMMOGUOUOO0OOOOOOOO,400000
goobooooooooooboooo,s5000000
og.

2 MMOGOODOOOODOODODDODOOODOOO
mEN

21 0O0O0OO0OOO0OOOOO0O

ooo MMOGUO P2PpOO0OO0OOO0O,00000
o0 pP2PpOO0O0OCOOOOO.O0O0O0OOODOO,O0O0
0000000000 (0oO0)0o0,0000000
goooooooooooooboooobooooboobooo
gbo,0000000000000000O0O0O0D0O
gbooooobooooobooooboo,booooooo
P2POOOOOCOOO.

gobooooboooboooboooboooboobooo
gooooooooboooooboooooooooooo
gbooooooooooooooooooooooo
gooooooooobooooobobooooboobooooboobooo
gboooo,boooo0oboooobooboooooooo
gooooooocooooooon.

gg og

22 DOOOOOOOOO

uobooooooooooooooooooooo
oboooboboooboboobbooooobobooonoa
o,00000000000DO00O000C0O0O0OO0OO0.
ocoooooobooboOooooooooboOooOooo
00D00. FPS(First Person Shooter) O TPS(Third
Person Shooter) 0 0000000 DO0O0DOODODO
0O0000,000000000000. Pantel OO
Real-Time Multiplayer Game2) 000000000
obobooboooobooooooboo,obo0booood
00000000000,500ms000000O0000
oboooo0ooobooobOooooooboboooOoo
ob0.00,00000000000C0O000D00DO
oboooooobooobobooooobobooooo
og.

ogoboooooooooooboooooooooo
000000 FPSO TPSOOOOODOOOOOOO
ogooooo0ooOooOooOooooooooooogo
ooooooooooooooboooooobooooobo
oobooooboooooooobooooooboooooo
oobooooboooooboooobooooooboOooooboo
ooboooobooooboooobooOooooboOoooobog
oobooooboooobooooboboooooooood
ogobooooooooooboOoooooooooooo
ooooooooooooooboobooooobooooobo
ooooooooo.

000 P2POOOO MMOGUOOOOODOOOOO
oool1o000oobooboo

3 P2PMMOGLOOOOOOOOODOO

31 000000000000000000000
gopboooo

00000 MMOGO P2PODODOODOOOO
oobooooboooooooobooooooboooooboo
oboooboboooboobboooboobobooooa
oobooooboooboooobooooooboOoooobog
ooo,000000000000b000O0oOoOboOoo
ooo,00000000000,0000000C00
oo0oo0. 00oo00oboboooooo,0b000000
ooo.



01 P2PO0O0OOOOO

gooo oooo oo gooooog
goooo oooood RPG | 80 goboooboooobooooo
BlackShot FPS 160 |DO00O0D0O0OOODOOObDOO
SD GUNDAM TPS 80 gooboooobooog
Capsule Fighter Online

32 000000
gboooooo,0000000000000DO
gboboboooooobo. ocobooboobooo,ooboo
gbooooobooooooboooobocobooo,oooo
gboooooboooooboooocobo,oo00o0o0o
gooooooooooobo.oooooobooooo,
oooooooooooooooooo.

01 000000 (D0OD0:0D00 0Do0ooo
00000 00000 http://www.ms.nanzan-
u.ac.jp/dep/voronoi.html)

3.3 Area Of Interest

Area Of Interest(00 AOI)00,00000000
joodooooooooooooooo. o 20000
00 A0l0DOoO0OoO0O0O00oUOoO0OO. DOooo
AOI OOe OO O0AOIneighborD0 0D OO OOOO
goooobooboob,0ob0ooobooobooo
goooooooooooboboboboboooo
oo.

O 2 Area Of Interest

34 DO000O0O0O0ODODOO0ODODOOOO

ooboboooooooooooobooooboo
goobobooooboboobobooboboooooooog
goodooooooooooooboboooooo
OverlayWeaverDOOMNeT++[ns-20 30000000
ooooooobooog

OverlayWeaver 0, 0000000000 OOOO
goooooobooobooooooboboobobobooooo
gooooooooooobo. booogoo,oo
0000000000000 DHT(Chord, Kademlia,
Koorde, Pastry, Tapestry) 0000000000, O
gobooboobobooboooboo. obo,o
oboobooooboobboooboooobobuooooo
o,00,00000000000000000O0DAO.
gbobobobobobobooboobooboooboooog
g,000000obo0oobo0ooooboooobooooboog
oboooooooo.

OMNeT++(Objective Modeler Network Testbed in
C++4) 0, Andras Varga 0000000000 DOO
oboobooooboobboooboooobobuooooo
000000, UnixO WindowsOOO OSOOO0OO
0.C++00000000000000,000000
0000000000000 ooo. ooo, GUIoOo
gbobooobooboo,b0coo0ooooboobooboobog,
gbobobobobobobobobooboboobg
ooooooooooobooooobobooooboooooboo
ooooboooo,00o0o0oo0boboooboooboDo
gobobobobobobobobobooobooog.

ns-2(Network Simulator version 2) 0 0000000
000o0O0oo0oo0o (UCB/LBNL/VINT Project) O
gbobobobobobobobobooboobooobog
OooooooTCh,0000D0O0ODOODOOOOO
ooooboo,b0obcoo0obobooobooboDbo
gbobobobobooo

02000000000000C00D00OO00DOOOO
obooboboboobo

00000,000000 CwemnOOOOOOOO
O0o0oQg ParetoChurn 0000000, Churn OO
gbobobobobobobobobobobobg



02 000000000

Overlay Weaver

OMN€T++ ns-2

OS | J2SE000O0O0O00oOoono

Windows, Unix

Linux

og | Java C++

C++, OTcl

oobooooooooooo
ooboooooooo
ub (ocoooocooooa
gobodoobooooo
ooooooooooo

gooooooooooo
goooooooooo
gboooobooooooo
oGulocooOooooooo,od
gooooooooood
ooooooooooooo
gooooooooooboooooo

oTCh,000000000OOOO
ooboooobobooooo
oobooooobood
ooboooobooooo
ooboooboooon

0000000000000 00000 OMNeT++0

gooooooo.

35 00000000000 P2PODO
gbooooboooobobooooboooooboooooo

03 0ooo
CPU Intel(R) Core(TM)2
Quad CPU
(O Ubuntu 8.04
Memory 4GB
simulator OMNeT++4.1
simulation model OverSim

4 0J00OO0OOoOoOOoooOooo

0oooooooooodooOMNeT++ O Over-
SmOO0O0OO0O0OMMOGUOOOOOOOOOOOOOO
gooooooooboooboobobobooboon
41 0DO000O0O0OOODOOOOOOOOOOOOO

oo

00000 OverSim 000000000 Vast OO
goooooooooooooboobooboboobooo
gooooooobooboboboobo

area dimension 0 0000000000000 OO
000oU0o0ooUOOooOoOooogO 1000m x 1000mO
2000m x 2000m05000m x  5000mO10000m x  10000m
0400000000000000000D0O00DO
gooooog

00 movement speed 0000000 O0O00ODOO
gooooooooobooboboboboboboon
o0 6000000000 MMOG O0O0O”World of
Warcraft” 00000000 5m/s000000

Groupsize 0000000000000 OOOOOO

gobobobobobobobobobooobooboooog
000 Group size O 50100 150 200 250 300 350 4001
4505000 000000000000000
AOI WidthOOOGQOOO AOloOOoOooooQg
obOoDboo s00000
target overlay terminalNum 00O QO0Q0O0OQO0O0O
0000000000000 0D0oO0o0oDOD h00
ooo0oooooooooag
Churn0000000D00O0O0OOOOOOOOOOO
0000 ChurnOO0O0OO0000O ParetoChurn 00 00O
00 Pareto Churn 0 MMOG OO OOOOOOOOO
gdobooobobuooobboobobooobnoo
simulated time O 10000s D0 0O 0O0O0O
42 00ODODOOODOOOO
421 nodeb0DO000ODOODODOOODO

area demensior

009 ~e-1000

=2000

Delay

~4-5000

0.08 =+-10000

Group size

03 nodeSO0DODODOOOODOOO




422 00O

0000000000 nodeb0 00O OOOOODOO
000 DelayOOGOQO 00600 01100000000
00002200000000 Pantel 00O Real-Time
Multiplayer Game[2] 00 0OO0D00D0 500ms 00O
jooooooooooMMOGOOOOODOOOOO
ooooooooooooo

0000000 area dimensiond 00000000
gopoooooODoOOoODoODOODODODODDODOD 1500 25
000000000 UU00o0oooOoO DelayoooO
gooog.
423 nodelOODDOOCOODODOOOOOO

0.09

Delay

area demension
~-1000 !

0.08
=42000

~4-5000

4-10000

0 5 10 15 20 30 35 40 5 50

25
Group size
04 nodelOOOOUOOOODOOODDOO

424 00O

0000000000 nodelOOODODOOOOOOO
0000 DelayOQOGQOQO 00700 011000000
O000O0OOnode50 000000 2200000000
Pantel 0 O Real-Time Multiplayer Game[2] DO 00O
00ogs0msO000OO000O00O0O00O0O0OMMOG
goooDoooooboooobooooooon

0000000 area dimensionJ 00000000
gopoooooOOoOOoODoODODODODODODODODOD 1500 25
000000000 UU000oooOoO DelayoooO
ooooo.
4.3 nodeb0 O nodelOO O O OO

0300400000Delay000000000O area
dimension 0000000000000 OOOOOO
J0000O00DelayDOOO0OOUOOOOOnode 00O
5000000 100000000 DelayOOQOOoooQ
000000000 Onode50 00000 nodel00 OO
OO0 DelayDO0OOOOOOODOOOOOOODODOO

oood

O0OOnode000O00O00OD0O0O DelayOQOQOOO
goodooooooooooboboooboooooo
0 node50 00000 nodel00 DO O OO Delay OO
0000000000000 00000000 nodeO
5001000 000000000000DO 1500 2500
gbobobobooboboboobooboooboobooog
ODelayODODODO0OOOOODOODOOODOOOOO
gogo

5 000

ooboooooooooooooooooooooo
OO0O00O0o000O0O000O0000000 500ms 00
oooooooooooooo0o0o0o0o0b00oooo0oD 15
00 2000000000000000 Delayo oo
bobooboooooooooboo,obo0oooonoda
ocooooooOooooOoobooooOooOobOOooOoOooo
ooooooooOoboOooooooooboOooboOooo
ooboooooooooooooboooooobooooobo
oobooooboooboooon

oobooooooooooooooooboooooo
ooboooobooooboooobooOooooboOoooobog
ooboooobooooboooobooooooOoooog
ocoooooooOooOooooOooDoboOoboOooboOooo
Oo00o0oooooooocooooo s 1000d
ooobooooooooooooooooooboooooboo
ooobooooboooooooobooooooooooboo
oobooooboooooboooobooooooboOooooboo
ooboooobooooboooo

ggoo

1] 00 00000 DO000OD OO0 DOOoOoooo
goooooy booobooo,0o0,0oogooo
oooooog, pp.797-807, 2009.

[2] Lothar Pantel, Lars Wolff] On the impact of delay
on real-time multiplayer games.” In Proceedings of
the 12th international workshop on Network and
operating systems support for digital audio and
video, pp.23-29. ACM Press, 2002.

[3] Michael Miller® P2PO0ODO0OCOOO0O0OO, O
000 000O0pp.229-309, 2002.

[4 00 00,00 00,00 OO DDODOOOO
0ooo0ooogo Overlay Weaver,” 00 00O 0O
o R /Y R 8
No.SIG12(ACS 15), pp.358-367, 2006.



