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Suitable Migration Strategy of Mobile Agent for P2P MMOG

SHI Xiang-bin™?, WANG Yue?, LI Qiang? LIU Fang? SU Xin-na?
(1. Department of Computer Science and Engineering, Shenyang Institute of Aeronautical Engineering, Shenyang 110034;
2. School of Information Science and Technology, Liaoning University, Shenyang 110036)

Abstract As the present strategy of the mobile agent migration can not meet the real-time demand in P2P Massively Multiplayer Online Games
(MMOG), this paper proposes a sort of agent migration strategy which contains migration opportunity calculation and a sort of improved ACO so
that it fits the P2PMMOG better. The strategy chooses the migration opportunity dynamically based on three factors: the network traffic, the
requirement degree of agent service and the load of host. Simulation results show that this strategy not only meets the real-time demand, but also
reduces the migration time of the mobile agent and the system delay, so that it has solved the load balance problem of player nodes in P2P MMOG.
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0.60 0.65 0.58 0.72 0.81 0.68 0.73 0.76 0.70 0.74 0.73 0.31
0.55 0.67 0.85 0.75 0.76 0.70 0.80 0.65 0.60 0.58 0.81 0.39
0.60 0.65 0.72 0.76 0.62 0.78 0.58 0.77 0.76 0.68 0.76 0.33
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