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ABSTRACT

RIO is a new network API for Windows that is designed to have high I/O performanc
e through low overhead and latency. Using RIO, MMO game servers may have much pe
rformance benefits. In addition, HTM has better productivity and performance compared t
o existing synchronization methods, so adopting it may produce better performance, also.
In this paper, we improved server performance by implementing a new MMO game serve
r architecture optimized with RIO and HTM. The performance of the server was verified
through a benchmark program, and the number of concurrent users increased by 19%.
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