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Abstract In a hybrid architecture that combines the technological advantages of P2P(peer-to-peer) and
cloud computing, it is possible to efficiently supply resources and allocate loads. In other words, by
appropriately utilizing the processing power of the players constituting P2P as well as the server in the
cloud computing environment, MMOG(Massively Multiplayer Online Game) can be configured that
considers the scale of economic cost and service quality. In fact, the computing power and
communication bandwidth of servers in the cloud are important demand-based resources. The more it
is used when renting, the higher the cost, while the quality of service improves. On the other hand, if
the player's processing power is utilized a lot, the quality of service deteriorates relatively while the
economic cost decreases. In this paper, a bandwidth adjustment technique between servers and players
for MMOG based on this hybrid structure is described. When the number of players running at the same
time increases, the players' actions are appropriately distributed to servers and players to effectively
utilize the server's computing power and communication volume. Simulation results show that in the
MMOG based on cloud and P2P hybrid architecture, the bandwidth of the server is proportionally
decreased as the bandwidth directly handled by players is increased.
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Fig. 1. Cloud computing stack
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