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Design and Implementation of an Expansible Framework
of MMORPG

LI Jian-wei, CHEN Xin,HUANG Zhou~-xiang,LIN Huai,QIU Xian-yi
{ College of Physics and Information Engineering, Fuzhou University , Fuzhou 350002, China)

Abstract:In ordery to enhance the playability and add the number of online user during the running of the MMORPG , the game software
system should be updated irregularly, so it’ s important that the frame of software system should be optimized in design and be expansible
easily overall. Based on the feature of MMORPG, by the system frame of client/server and under the guidance of advanced software de-
sign rule and model, realize the whole system frame, which is composed of server and client. The server is developed based on cell and
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serve and the client is made of five modules. In the end use an example to test and verify the expansibility of the frame.
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