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Design and Implementation of A Load Balancer Based on Load
Equality between Game Servers
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ABSTRACT

All of users who connect to mobile game want to play seamless real-time game without any loads on
game servers. However, as for existing methods, it is not available to effectively distribute server loads.
Therefore, in this paper, we design and implement an uniform variance-based load balancer for distributing
loads of game servers for wireless online games by suitable load balancing methods. With this methods, we
can deal with dynamically increasing game servers as the information about load balancing of specific period

is applied to the administrator.
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Procedure CU /* Connected User
QUEUE(u) <- New User
Check Number(Users of Every Server)
for I=1 -> n do
if Number(Users of Server(n)) <= min_user
then
Add Server(n) <- QUEUE(u)
Count Sum(Server(n)) = Server(n) + 1
end if
end for
end Procedure CU
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Procedure TH /* Threshold Capacity
Y= 0 or 1 by Response time
A= Weight(a) x Number(Connected Users)
B= Weight(b) x CPU utilization
Threshold = Y x A x B
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