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Abstract Aiming at the question of low multicast efficiency and poor game states synchronization in the SCRIBE algorithm based on P2P for
Massively Multiplayer Online Games(MMOG) Area Of Interest(AOI) multicast, an advanced multicast algorithm based on SCRIBE is presented.
The algorithm mainly considers the P2P network terminal nodes in bandwidth and computing power on the heterogeneity and guarantees that all
nodes have the same interest in the group. Simulation results show that the algorithm gains a greater improvement on reducing message redundancy
and the latency of multicast and the synchronization of game states.
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If (R#null) then do EnQueue(Q,R);
do
DeQueue(Q, S);
If(deg(S)<Ns) then do

Insert node X , X as child of node S
deg(S) «deg(S)+1

return;
Else do

For (i<0 to deg(S)-1)

If(deg(S.Child[i])<Np ,P=S.Child[i]) Then do

Insert node X , X as child of nodeP
deg(P) «deg(P)+1
Else do
If (S.Child[i]#null, P= S.Child[i])
Then do  EnQueue(Q,P);
While(QueueEmpty(Q))
G T



If (R#null) then do EnQueue(Q,R);
do
DeQueue(Q, S)

For (i<0 to deg(S)-1)

If(deg(S.Child[i]) is active ,P=S.Child[i]) Then do

Send message from S to P;
EnQueue(Q,P);
While(QueueEmpty(Q))
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