Abstract A desktop nulti-person network ganme systemis provided. The
systemincludes a gane server, a client platform and a gane entity. A
desktop client is divided into the client platformand the gane entity;
when a gane changes, it is only needed to change a gane | ogic and a gane
protocol in the gane entity, and not needed to redesign the client
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Abstract

A desktop multi-person network game system is provided. The system includes a
game server, a client platform, and a game entity. A desktop client is divided into the
client platform and the game entity; when a game changes, it is only needed to change a

5  game logic and a game protocol in the game entity, and not needed to redesign the client

platform.



