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Abstract In this paper, we propose subregion-based area of interest management techniques for
MMORPG(massively multiplayer online role playing games) integrating P2P(peer-to-peer) networking and
cloud computing. For the crowded region, the proposed techniques partition it into several subregions
and assign a player to manage each subregion as a coordinator. These techniques include a load
balancing mechanism which regulates communication and computation overhead of such player below
the specified threshold. We also provide a mechanism for satisfying the criterion, where subregions
overlapped with each player’'s view must be switched quickly and seamlessly as the view moves around
in the game world. In the proposed techniques where an efficient provisioning of resources is realized,
they relieve a lot of computational power and network traffic, the load on the servers in the cloud by
exploiting the capacity of the players effectively. Simulation results show that the MMORPG based on
cloud and P2P architecture can reduce the considerable bandwidth at the server compared to the client

server architecture as the available resources grow with the number of players in crowding or hotspots.
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