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Dynamic Schedule Strategy Suitable for P2P MMOG
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Abstract Mobile agent brings new problems about real-time scheduler in the applications of P2P MMOG. This paper proposes a dynamic
priority-variation strategy which can schedule the players’ tasks dynamically according to the trusted degree of agent services, the CPU occupating
coefficient of agent service in the players' computers, the network traffic of the players’ computers and the tasks' latency time in the scheduler queue.
The simulation results show that this strategy fulfills the real-time demand of the games, shortens the system latency time, and solves the problem
about load balance in P2P MMOG.
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Schedule(AQ, Q)
{ i=1
while( Q )
{ Q REQ;
i=h
while( AQ & &j=<s)
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break; }
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