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ABSTRACT

Commercialized game engines help develop content and support various platforms, but there are performance
differences depending on the function. In this paper, a VR video conferencing platform corresponding to source
multi-use was implemented, and the connection delay time according to the type of game server engine and the
number of platform users was measured. As a result of the measurement, the latency was the lowest at 22.146 msec
when using the Amazon GameLift engine and with 2 users, and the latency was the highest at 27.007 msec when
using the ProudNet engine and with 10 users.

7f=
AL AR, F& A|A AR, o] &AL, FHE
.M =2
2 AL A A 5ES AT AL A Axl
203 JIEE o, e 27| Zo] olt] o=zt 717} Photon Server, Monobit Engine,
My AFE 20l VlsEe 22 2olE2Y] Y Amazon GameLiftS 0]-&3HCH2,3].

= 7Y dixlol2t REG(1]. 2 =
VR(Virtual Reality) St} 3]9] ZI=

= [ T

Avjo] = 37HA] AY AXE s XEs II. VR StAF 3lo] Zai=Z 2 A2 Mt

of, ZHF AFEAL 29 FUto] T2t S AIAA AZIFE X|AAZE =Y M= Hlw

7ko] ol xtolE Ho|=A] FASt} ZHE Y

o= QUE|(Unity) Q1%1S 22517 AF2A A VR 3P 39 Z2HF0o AmEQojet stEgo]
£ dest @A AE sl RUEAA A
Yst= F2A 2|LEQ} Integration TJ7|A]E At
gotich. EAE AFEAY A4 R HRAES ¥

*corresponding author

31



2022

sl VR B7H0A] o8& % 9
2 g 8ot

o AFBAL ZF B4l W R4 RIQAE BRE
As 37FK] AY My RS sha A 8ol 2ok
U, Photon Server= Z2}--E0] 7]95H7] Tiwof
Mol A 70| WAstAl Tk Monobit
Engine> A% VR EE 7dof 2Nt 9]
T}. Amazon GameLift= 129 ARRAL EAIS
Al dgtt.

Y 14y OF ASA 29 AY MM Azl
FR0l BE A AA NS BAT A, B4
&0] 29o]al Amazon GameLift 91X1S A L3H
2 U, B4 Al AZko] FbE HE Aoz ey

.

rr

FEYA HAE

1

JO8 1. O ARSAR b Al Ay Azle

=]

SHol WE HE XA Azt

n. &2 2

o X oR 2 200 E 10
o2 ofo
mo >4
4>
N
)
ur
2
<X, I'UL

= =X Jor

Acknowledgement

2 ATE WIS EAY U PREA
ool swaATetAY Aol
89 5] 91-2(2018-0-018740301001).

References

[1] CH. G. Jeong, H. E. Choi, and S. W. Jeong,
“Design and Implementation of the Game
Engine for the Multiplayer Mobile Network
Game,” The Journal of Korea Game Society,
Vol. 7, No. 2, pp. 101-112, Jun. 2007.

[2] H. M. Shim, J. W. Bang, and [. H. Kim,
“Implementation of Multi-games using Photon
Server (Hide and Escape),” in Proceedings of
the 65th  Korean Society of Computer
Information Winter Conference, Gwang Ju: GJ,
pp. 69-70, January. 2022.

[3] H. Y. Han, “A Study on Typology of Virtual
Worldand its  Development in  Metaverse”
Journal of Digital Contents Society, vol. 9, no.
2, pp. 317-323, 2008.





