A Desktop Multiplayer Network Gane System Field of the Invention The
present invention relates to network comuni cation fields, and nore
particularly to a desktop multi-person network gane system 5 Background of
the Invention Wth the devel opnment of Internet, nore and nore users
communi cate with each other on the Internet. In order to make users can
play a nulti-person gane on the Internet, conventional desktop multi-person
network games are usually confiqgured based on a 'S structure incl udi ng a
desktop client and Begktepsdlubtiplayeshetworlki(@amelSyItangame 10 server
is configured to decode data flows fromthe desktop cllent verify whet her
t he dat a f. fi l,egal ,. process a gane key | ogic, update dat a, such as
gane st at mation etc., and send new data to the desktop
client through a Transm ssion gbntrol Protocol (TCP) .or a User Datagram
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bi nary flow, send the binary ow to the game server through the TCP or the
UDP, update ganme out put according to the data returned by the gane server,

and rgtquagggiéﬁqiEF@E%QHQQ#POBO the user, referring to Figure 2.
Since th onventi onal technical solution is
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game output according to the data returned by the game server, and return updated game

output fo the user, referring to Figure 2.

Since the desktop client in the conventional technical solution is developed

separately for each game, when the game changes, the desktop client can not be

20 compatible with the changed game and needs to be developed again, thereby increasing
the development period and development costs, which is difficult to meet the
requirements of rapid development, publication and application of desktop multi-person

network game products.

Summary of the Invention

25 The examples of the present invention provide a desktop multi-person network game
system to reduce development period and development costs of the desktop multi-person

network game system,

A desktop multi-person network game system provided by an example of the present



the gane carrier, configured to configure a gane |logic and a gane protocol,
receive the operation conmand of the user forwarded by the client platform
generate the game 10 output data according to the ganme logic, transmt the
gane output data to the client platform and exchange information with the
ganme server through the data channel. Anot her exanpl e of the present
invention provides a desktop client in a desktop nulti-person network gane
system aintipie ingbiike: gpeasie senenismdieniddstiora: @idisegameplaatidror m and a gane
entity; wherein 15the client platform configured to establish a data
channel bet V\gléeni’a;niggc?r‘éas8?1{\;%?“?%6?1{3 ¢ égbtf:;él dmé’%‘tulict” YRR BSCh A OB %ldt he
game ent iphite afcomwainitadon pRESA bekyce Mraate@brvar alfeihe kot barigame entity,
recei ve and execute gane outPut data transmtted by the gane entity, and
provi de an api §licat plaH It pfigeed foesttsh galsin ewnnglpetvegsd thhgargapeventity,
confi gur 10 s Lgure .08l 6o ~protiocol .. recej ..20 the
oper ati oL BB LN T R o S R e B o ot o
t he ganeobutiput toddit gzaaccardémgecevetdnd gaoee kagk amutfut dagnidnsinfieedgameheout put
data to the client Iatf,(?rmf and exchag%; information with the game server
t hr ough EREC 435" RARARIIC an apPARHIORARICHRSERY BegPmeRaTSHE§Ent i nvent i on
provides a ChiceineRlaRidiOfdRrielicd 185K AR: MYhhé 1RE SRM RELIBLK FRTERAXST €M
and the cli entee"pl at f orbrh I ncll‘i"uldes: 215aé’ gaérirr\:'g 1eng(?%ﬁcre, c%%ﬁéé\@r eé t(l) Ic'oad and
oper at e &hegepesatent jonymandeeleth eisanfoopatet by thecdromapltfofm,agensete, thE gawar d t he
operaLion co nd to the, _rre,entit recei ve apd execut e ganme out.put data
randhi ¢ PRGIDYRE s Gl I 5o el b bR e Py e Sheiat: T2 d8Tiee ¢l
user;  platform, @R eﬁ@]ﬁk{dtgéﬁifbﬂﬂatidﬂtﬁiﬂf 6 QamBistv e CARNUA WEshid Q1aRRQVI de an
application interface tor the 30 gane entity; and a network
comuni cation unit, confiqured to inplenment communication between the
client platfénpihgh@xamplanm Sepwsent akentosmavidens slegiten ciieid igandeskiopi ty
through Hi-p@RRL haAblelahO LAIACHIRAOULNRD MLul 18 8RPL LAY AL AY" ace
unit. not her exanpfe of " the present 1Hiventi on providesa gane entity
i n a deskieperulityi whereBon net wor k gane system and the ganme entity
i des: | 0gj it, configured to configure a ganme processin
: 28: ES es. a ga%ncﬁiento 81|a§f01l'}|1r1],| configured tg estaghsh a data chgnnel bet»&%en a g%me server d
and the game entity, load and operate the game entity, forward an operation command of a
user to the game entity, receive and execule game output data transmitted by the game
entity, and provide an application interface for the game entity; and
the game entity, configured to configure a game logic and a game protocol, receive
20 the operation command of the user forwarded by the client platform, generate the game
output data according to the game logic, transmit the game outpui data to the client

platform, and exchange information with the game server through the data channel.

Another example of the present invention provides a client platform in a desktop
multi-person network game system, and the client platform includes:

25 a game engine, configured to load and operate a game entity, receive an operation
command of a user, forward the operation command to the game entity, receive and
execute game output data transmitted by the game entity, and output a game output result
to the user;

an application interface unif, configured to provide an application interface for the
30 game entity; and
a network communication unit, configured to implement communication between

the client platform and a game server, and communicate with the game entity through the



5a gane protocol unit, configured to configure a gane operating protocol;
a network protocol unit, configured to configure a comruni cation protocol
between a client platformand the gane entity; and a game

| ogi c/ protocol processing unit, configured to receive an operation comuand
of a user forwarded by the client platform invoke the gane processing
logic in the ganme 10 logic unit, generate game output data, transmt the
gane out pipligaioa interipgeerreyifledhey i apploratipn intsséice uait. appl i cation interface
provided by the client platform trigger the client platformto execute a
correspondin er at | . LC W . : rver  through the
application ?H?@r&f ?é"g}qlg? Oo\??tgg‘éﬂ %S%ﬁt E%%f@e%%%@t?%aﬁ%% %i“r%lc&y tirHadng%}ﬁk?Opr el ated
i nf or mat irowti-gensohhretveock gpihe sysodm tdnel the gaenéntitpuenideon, the desktop cli ent
is divided into the client 15 I_atfofrman_d the gane entity, when a gane
changes, it i%2%H g‘ﬁé‘éﬂe‘iﬂmﬁ&m@ﬁé‘hﬁ‘é’ HNES YRS PIOEFSeingdeRithe gane prot ocol
in the ganme nitor t : : Sl L BEerGlid EM¢ tform thereby
reduc?ng t he%d’eail/ﬁedll%gﬁgﬁtﬁg’e?(i g%gf;géz) gg&/@#ﬁ%ﬁgﬁ?& (B:%’sl'? té[flé’ @%gﬁlﬁgeti ng the
requi renent s agfetweipsi motdent elnd prrefiyred ub kofauromn canchuapplivcabicen] aftweteskt op
game produ LS, 1,2‘%}Bri,ef ‘P.egfcrihtrilo_nf Oif t he Draw ngs Figure 1 is a
schemat i & WCRGIEHTT Figdy a‘PPhgmé'(y’sdt”r(ucture of a conventional desktop

mul ti - person ygak I19Yisedbcol prod%!ssﬁh‘r%’(@ni?, cb8fi@ur&E RERBLiLE adl bg&_ﬁ%ﬂ ddnh St ating
an operation of a conventional desktop client. 25Figure 3 is a schematic

di agr am i ruser @t vaiged bs theudienr @ladorna idedkitopegad piocpssingdngigamthesgasteem
accor,di ng.t. le of the present .jnvention . Figure 4 is.a
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In the examples of the present invention, the desktop client is divided into the client

15  platform and the game entity; when a game changes, it is only needed to change the game
logic and the game protocol in the game entity, and not needed to redesign the client
platform, thereby reducing the development period and development costs, and meeting

the requirements of rapid development, publication and application of desktop game

products.

20 Brief Description of the Drawings

Figure 1 is a schematic diagram illustrating a structure of a conventional desktop

multi-person game system.

Figure 2 is a schematic diagram illustrating an operation of a conventional desktop

client.

25 Figure 3 is a schematic diagram illustrating a structure of a desktop multi-person

game system according to an example of the present invention.

Figure 4 is a flowchart illustrating interaction between a client platform and a game

entity according to an example of the present invention.



5 clearer, the present invention wll be illustrated in detail hereinafter
with reference to the acconpanying drawi ngs and exanples. It should be
understood that the exanples described herein are only used to explain the
present invention, but not used to limt the present invention. In the
exanpl es of the present invention, a desktop client is divided into a
client 10 platformand a gane entity; when a gane changes, it is only
needed to cﬂeﬁge5%thﬁﬁwﬂwgpéh%ﬂ@“a“@ﬁwﬁngﬁOWGé@MJphdﬂﬁemqéméﬁéhﬁWiy and
not. needg nk Qnt'ttﬁig&hgiqgubgn g’iiﬂ?ﬂf% OP’L Eﬁa QL H‘r i 8. to reduce the devel opment
peri od afi 1"9$%a schematic di agram
illustrating a structure of a desktop nultr-person gane system according to
an exanp'%,gt - i In order to be conveni ent 15for
descri pt Fet e exanpl es of the present invention
are shown. ane. se rul e, manages user
informationIﬁr‘f@]‘ﬂ‘ﬂ)gﬁ’é*%f"é“’at{1 J‘nﬁé WP ﬁ#ﬁ@%gﬁfgbetv%%ﬁcPH@”&dﬂﬂié@Pver 12
and as gaBRaRPthd Yred&it inventidn Q\Jll' %E'trlh@'uﬁfcﬁ% Mecht nORS 2Rl %ﬂﬁ%t@teﬂé@ @ @pannel
between the gane server 12 and e gane entity 16, | oads and operates the
gane entﬂ@@HKBHWﬁ@rmawdesamkbpemammenhcdwwﬁhéuowumﬁmxd ﬂm@ﬂ1¢GMBMQ<@ane

ont 15 18esBERRER FEQBIRERSS PodBE BBk 10BRRoARRSE, bl Nyl 0€ ©

appl i cat begerdt ibvenfigee for the gane entity 16 to inplenent functions which
can not be inplenented by the gane entity 16 itself. In the
exanpl es of the present invention, the gane output includes characters,

25i mages, sdunkE sranEles Bh theaprgsantinvsaton. i flepde® Pieps icdiVidsttipigra clieng. gane
handlg s e I 1N, ame

pr ot ogor PRpgmy and A OBTR, Ahed ¥ ehile KRS R0y aReRy O GA EoPni
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| ogi c, mt the data to l'i ent platforn114 and

exc hange fﬂs’d‘i‘ Nt 691%&}‘?% ¢ HSV%%“% QW%# VRPBIEH ©RE data channel
established by the client platform 14. The client platform 14

communi cat egigiré & hes@amms Aaseim 1@u§t1@[tﬁéjﬁmuﬁ:9§uér PhL UBlop hbu i hersgxanpl es
of the present invention, in order to make different gane carries can
communi c&ee §istam @Wiﬁag@ BeeXANED qgf thlcrrmwght inkentigat b @teanndle costabditshed by
the e, Lat§ L.opment  wor k | t he client
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entities through a unlforntconnunlcatlon protocol. The uniform

comuni cat i anzapreot@eal 12mpyocbges al fanteailgnashages ueercofv@ntibron@d parses a

communication protocol between the game server 12 and a game entity 16;

a client platform 14 establishes a data channel between the game server 12 and the

game entity 16, loads and operates the game entity 16, forwards an operation command of

20 a user to the game entity 16, receives and executes game output data transmitted by the
game entity 16, outputs a executing result to the user, and provide an application interface

for the game entity 16 to implement functions which can not be implemented by the game

entity 16 itself.

In the examples of the present invention, the game output includes characters,

25 images, sound and so on, and further includes physical output, ¢.g. game handle shake.

The game entity 16 configures a game logic and a game protocol, receives the
operation command of the user forwarded by the client platform 14, generate the game

output data according to the game logic, transmit the game output data to the client



10conmuni cation protocol is adopted, e.g. a JavaScript Object Notation
(JSON) protocol. The JSON protocol adopts a flexible data exchange
format, is easy to read and wite, and is easy to be parsed and generated
by a machine. The JSON protocol adopts a text format independent with

| anguages, but adopts habits of C |language famly including C, C++, CM
Java, JavaScrip Perl and Python, and thus becones an ideal data exchange
15| anguagdatform 14:@@@& euchanges inzorriagae kat the Rime sersien Rothranedrthe ditashanseheen

t he C"eQ£UBI3£EQ>qhééu&ﬂ?h[ﬁﬁh game entity 16 according to an exanple of

t he present |nven ion is described as foll ows. ) A user
i nputs an operation conmand t hrough a nouse, a keyboard or a ganme 20handl e.
2) The cli enthgldithiophtfoeaeil 4 esntrhenioger atiilonhe gpmenderoér tiBetius@rh. the  3)
The clleq&ﬁgtﬁ%;orn1formards t he operation command of the user to the gane
entity. 4) The gane entity processes the operation conmand of the
user according to a 25corresponding ganme |ogic, and generates ganme output

data. s S)inthec c%ﬂiﬂe@@ﬂ td YrsERMSBNtiSN, iR S r @R IPmAM BierdRLANME CadilE A 1 ent
pl atform 6) The client platformupdates a game outpuf according to the

gane out ﬁ@tﬂn@aﬁ@t%wﬂhtth@ geyaerecrEent i 4 ghiotaz. gihe datavdaeney) aﬁf@b ishegy by thnginicssues a

gane nusi | Gti.9 and a t,r ction
7) The clclﬁgﬁtt 1%lltI‘? it ?g)r [r%g (tfcal;ll{sm t's OQIH%ltu‘% [ng ggf’%ﬁ&# BE‘@OPBSI mu%’@?*’ In
this way ,plcttﬁ)emglaarmmhmaémcmm difepdrayahben i awhiogaine uhﬂ@tﬁl@c@ﬂﬁﬁumc@ﬁm}t he
adj usted mnusic, _or the gane 5Shandle is triggered to shake.

protocol. The uniform communication protocol may be self-designed, or a conventional

10 communication protocol is adopted, e.g. a JavaScript Object Notation (JSON) protocol.

The JSON protocol adopts a flexible data exchange format, is easy to read and write,
and is easy to be parsed and generated by a machine. The JSON protocol adopts a text
format independent with languages, but adopts habits of C language family including C,
C++, C#, Java, JavaScript, Perl and Python, and thus becomes an ideal data exchange

15 language.

Figure 4 is a flowchart illustrating interaction between the client platform 14 and the
game entity 16 according to an example of the present invention, which is described as

follows,

1} A user inputs an operation command through a mouse, a keyboard or a game

20 handle.
2) The client platform receives the operation command of the user.

3) The client platform forwards the operation command of the user to the game

entity.

4} The game entity processes the operation command of the user according to a

25 corresponding game logic, and generates game output data,
5) The game entity transmits the game output data to the client platform.

6) The client platform updates a game output according to the game output data of



Figure 5 is a schematic diagramillustrating a structure of a client
platformand a gane entity according to an exanple of the present

invention. In order to be convenient for description, only parts related to
t he exanpl es of the present invention are shown. A game engi ne 142

| oads and operates the gane entity 16, receives an operation command of a
user, and forwards the operation conmmand to the gane entity 16. ~ A gane
| ogi c/ pr SROEBNC PHEE S| HgWeiRICAME BRage @&l visyct heawnp Sralc gilist erirahdctish t he
user fOF%@Hqgﬁn£¥mﬁ£83@ﬁﬂ?mﬁ%gh&ﬁ 142, invokes a corresponding gane
processing I'dgic rn a game logic unit 164, generates gane output data, and
transmts the gane output data to the client platform 14. 15The gane engi ne
142 execut es/)tThe chameplaliirputrardati@ tiaf tpelateleaeicviungt tée gasrelnaiitsputy, dat a

' - th | qgi ¢ 162, e.qg. i f j ust
gamo. soure eGP Gl e U P g g o iy dam
appl i gat igRdlk M @bha68 dMMNake. 144 provides an application interface for the
gane entity 16 to i npl enent functions which can not be inplenented by the

game entity 16. 20As an exanple of the present invention, the application
i nterface uniiguefMismaychsmovic deagronrillpsipiog of stappire ohti dieni pladpfiaeed 4 whi ch
include: = a.first type of application interface, which is used.to
directly 5’8‘8&%?@ %%Eélgﬁé”ptgeas“k ng%\%\ﬁ’ ﬂﬁ%ﬁ,p rgegt mgﬁg’r%lemt RSSO SPVEHET W ndow,
stick t hdomdesghipploanodPeatioflaidli ehoexatie @hd hesan neewicnde sipvan; 25a
second type of application interface, which is used to communicate with a
rel ated service logic, e.g. obtain information of a related service logic
such as a Q@patic GgEr Hichats aihapwakndhs sap entity 16, racqiyisran enppaions

appl ii6at iBfnlail 81 862 antbflluliSu opASRL LamfRRY LGAL Lafle Lk face specially
used to a certain game or modu e, e.g. visit and i1 nvite atriend in a
friend system a fourth type of application interface, which is
speci al | y uskgamo lngikierdthe] gamesSenuinit y 6direa@dtds the operatidcedremwad bf thee gane
server 12. . The @fpe |l o icﬂrgoé col ggocessingﬁﬁnit 162_invokqs.a

cor respoﬁ‘&‘?‘h@%%% at P At et Face BroviuR VB PYHE apBIT EEIPBHS REEr f ace
uni t 144n b Ghig@RSSEc LIe 1 9ATRNEAGE PO H1pu0 d8% SHMIBINBMAO THERRRNANNE data
operati on, change the inside state of the game, or communicate with

e.qg.
t he ganef%@ﬁﬁgﬂﬁlﬁﬂﬁﬁmdﬁgh the application interface provided by the
15 The game engine 142 executes the game output data after receiving the game output
data transmitted by the game logic 162, ¢.g. draws a game inferface and adjusts game

sound, and outputs a game output result to the user.

An application interface unit 144 provides an application interface for the game

entity 16 to implement functions which can not be implemented by the game entity 16.

20 As an example of the present invention, the application interface unit 144 may

provide four types of application interfaces, which include:

a first type of application interface, which is used to directly operate a game desktop
window, e.g. change the size of the window, stick the window on the top, hide or display

the window and so on;

25 a second type of application interface, which is used to communicate with a related
service logic, e.g. obtain information of a related service logic such as a QQ pet, open a

chat window and so on;

6



Oapplication interface unit 144, and transmt related information. The
networ k comruni cation unit 146 inplenents the conmuni cati on between the
client platform 14 and the ganme server 12 through the TCP or UDP, and
comuni cates with the gane entity 16 through the application interface
provided by the application interface unit 144. 15The game logic unit 164
configures a game processing logic, e.g. a notion node, notion direction
and positi on dhird tgmlrmpélccﬂdvnwlﬂ@%améh@t e@( ¢ afeciicgrpphiadal intetfard ace

and so o e, Pl Q gi ner al | udes th
Cypess (IyetnE, SR Ph AS0RR 8e 0hGHRD S MY kPE LSS Mool Bt g
gane outmyﬂung g. image output, sound output and physical output such as

ganme handl e shake; (3) changing the inside state of the gane. The gane

protocol unit 16& conflgur S a gane_operation protocol. In the exanpl es of
the present 3 fRHHY Y8R, t%? igpioe Bfsaiat.i Whchibsprealyi used tpunaker e Lo

decoding .aRg &h@@ﬂb@gg@n@%ﬁnﬂ@gﬁﬁ@%&@&dwg to the protocol. The

i nformation“transm et ween e game server 12 and the gane entity 16
is a series of original byte flows, and in the byte flows corresponding to
di fferent chhmgldBc leghe progenci gzceasﬁn@nﬁt 16Dyirekis adiokfegroandingf appiictthet  of
anot her each. comma need corre ond to a ocol to
et er m ndhb ity Spe b ht AR BRCBH Ry (ke EOMRAG et CulabbfEE T h &
gane | 0ggka@itdra0toG&pondifg AGFOMRN, UMD ERandBdiBagsMer stafe0bf | R YEANEE, a6€
encoded into byte fl ows, after the byte fl'ows are processed through a

networ k gPBNBEslwihdln cuhe severelR tisughftbe ﬁpmmaawuutthéacgamwém by yhel 6
whi Ckl'OI S g@é@c Onllﬂlfnq%falc uﬁltqghmldﬁraﬁgrgltt?@%ed nﬂ"o ma][ 0{1 €.g. the JSON protocol,

t he appll ace provi ICation interface unit 144 is
i nvoked, and the byte floms IS transnltted to t he gane server 12 through
t he network “ﬁ&nm’ﬂnwbﬂ@d:dlmmmilhﬁmﬂaﬂﬁt 14t engahiel«.ts elie/ esmb2nichnas bitheca tessage
to the g rough the n comuni cation unit 146, the

net wor k Sﬂ&tﬁﬂé orthnl 2B SRS F RS T tasp”aﬁl it FoR oF ﬁ{%‘r»f«a@ecom%w%%f by the
appl i cat i,qf !h@tg?a'h{ca&ﬁn Nigt 1 1404%%1 ﬁlggﬁ‘ﬁgl‘{@cﬁgh hﬁtcﬁg ?19)@1(&5 Jgﬁjicg{ bnt he

net wor k communicati on n|t ecodes t t ocol
pr ot ocol inigilace1BB.14¥he gane | ogi c/ prot ocol processing un|t 162 trlggers the
gane engi ne 142 according to the decoded nessage to execute correspondi ng

game Ig) ut put ’lhct),rgpan?cc%gm um‘f"?&? con IUUIPCS a gcugg %?oc%gsmg, {ogg'c? ¢.g. a motion mode,

motion direction and position of a game role, drawing parameters of a graphical interface

and so on.
The game processing logic generally includes following three types:
(1) transmitting a message to the game server 12;

20 (2) updating game output, e.g. image output, sound output and physical

output such as game handle shake;
(3) changing the inside state of the game.
The game protocol unit 164 configures a game operation protocol,

In the examples of the present invention, the game operation protocol is a rule for
25  decoding and encoding a command corresponding to the protocol. The information
transmitted between the game server 12 and the game entity 16 is a series of original byte

flows, and in the byte flows corresponding to different commands, the meanings of one



Those skilled in the art can understand that all or part of steps in the
nmet hod provi ded by the exanples of the present invention can be inplenented
by instructing related hardware by a program the programmy be stored in
a readabl e nenory of a conputer, and above nethod steps are included when

t he progran1is operated The 20 nenDry i ncludes a ROM RAM a disk, a
Conpact Di sc and In the exanpl es of the present invention,
the deskt¥§ 1é|diféﬁ%m f@llarlw HE%M“FPE &yichdhepfosnteaph eqmppnd bgeds tm@lg:anmdent ity,

when the g3 oismqgﬂétmIhﬁmldsumoyd %ﬁ@ga&cpc;egalgg% 0% %5591 fg:'éaffn pd the

gane protocol 1nt anme entit nee to redesig ’ent

pl at f or min themeblpepied Lmonogolt Iae adcﬁmal apmbat aplepiseodo@ing: cﬂ@ggﬁhgomﬂmtodzﬂst S,
and neetln ZStHe requirer of rapid devel opnent, publication and

appl i cat it 178’1“‘ %‘é’%tg E) diFcAs processeqropgh édﬁ%‘ﬁkd%*@%ﬂltiﬂ‘b%éf erred

exanpkes gf ciidAe pRIBEENY a'nﬂ\{ﬁcngz‘uﬁ@ B9 137 & 1:@995 I(Qﬁlé,‘d?c% ihf (:'L\%llk f'(gtofz

protection scope of the presenit invention. Any nodification, U|va ent

r epl acemgmit %dclgnﬁwoiﬁéﬁénﬂotn&detlw 4ripliatiomeingy Bpe pufvmiddeb}ptiesmptlcatmmentl on
shoul d be 30covere er t|o scope of .the present invention.
3ot Wb e GG Feokdl R Beblss g S %ﬁw&eﬁwwcggﬁe
system claRgH Sik Agvwdrg admnealcYesn wdt tdd.ent platform and a game carrier;

5t he gane server, configured to process a ganme rule, nanage user

i nformation and parse a comuni cation protocol between the gane server and
the game carFicegame server ([Rdragpingne siseeedp e sbnt Pyily dd thougsthabichutrka dat a

channgl QS&W&P&%@\E }1%@2?6 St U&kuofl 910&&%& gglm? ?g?ﬁvrokg{ the d%?ﬁcﬁgg 120 c:;’ica'; lee'; he

game carrier, peration ame C

recei ve aneidedeguthe zg)@r'rmtmunpmtfadatxm ti n@,rnsmlt/&uedxcbyests@e tieg@ﬁlﬂ’t&adﬂi}{] ticer, and
provide an application.interface for ane carrier; an t he gane
carrier, ¥QBW8HmFB“@6HFﬂdgﬁem§1aﬁﬁgcq ﬁﬂéogﬁﬁk@“@Qﬁéhﬁmémﬁdewﬂmﬁecelve

the oper %Htolr%c mﬁ%eofo%cﬂ%ofé%&r foREMRLAGH: B2 tlh%%&% 't[‘r:f:n arg% %51%195 My

generate the ganme out put a acc rdlng “to the ga smt the
game out petordag atat ghe hécwldccenmeﬁhg@ f ©r mxeand eowdsamghxng ngamerratutm, wirt h t he

dat a _channel .
gane 1§ er \(/‘,cen%mtug{caieg w1t QFe game setverqa

Those skilled in the art can understand that all or part of steps in the method
provided by the examples of the present invention can be implemented by instgucting
related hardware by a program, the program may be stored in a readable memory of a
computer, and above method steps are included when the program is operated. The

20 memory includes a ROM/RAM, a disk, a Compact Disc (CD) and so on.

In the examples of the present invention, the desktop client is divided into the client
platform and the game entity, when the game changes, it is only needed to change the
game logic and the game protocol in the game entity, but not needed to redesign the client
platform, thereby reducing the development period and development costs, and meeting

25 the requirements of rapid development, publication and application of desktop game

products.

The foregoing are only preferred examples of the present invention and are not for
use in limiting the protection scope of the present invention. Any modification, equivalent
replacement and improvement made within the scope of the present invention should be

30 covered under the protection scope of the present invention.



15 2. The systemof claim1l, wherein the client platformconprises: a
gane engine, configured to | oad and operate the gane carrier, receive the
operation conmand of the user, forward the operation command to the gane
carrier, receive and execute the gane output data transmtted by the ganme

carrier, and output a 20gane output result to the user; an application
interface unit, configured to provide the application interface for the
ganme carrier; and a network conmuni cation unit, configured to

i mpl enment comuni cation bet ween t he (Chaiams platforn1and t he gane server,
and communi cate with the game carrier through 25the application |nterface
provi ded by WwhetiappRlimedist on interface unit. 3. The system of claiml,
wherein the game carrier conprises: a game logic unit, configured to
configure a ane proceSS|ng | ogi c; a gane protocol. unlt configured to
configure a g @ﬂﬁh@ﬂﬁﬁbWﬁﬁ@W‘%@Bdﬂh@ﬂvﬁ?wpb$6$ééﬁﬁm&ﬁF%1adéﬁﬂhgured

to configmﬁﬁnﬁgﬁ Q%ﬁHHQhﬁﬂﬁlon protocol between the client platformand the
game carrier g a game | ogic/protocol processing unit, configured

to reéei ve t hlee gger attivan cmd“rgtmﬁioqﬁlotdse augete fubd, weandedudey itfoemalidremtd
platforn1 i nvoke the gane ssm’gg |c in the ganme |logic unit, generate

t he game PUE AP dA SO &AF PGy St Bigesper o EVgLﬂ@n?ﬁ@T@Tient pl at f or m

i nvoke the apgl ¢ fé%t b@ﬂ"ohﬂt&)rlhéﬁl%d 6 exhided Jhhd henkdiRRean! B EALEEd 9ger
the 5 client platformto exeCute a correspondi ng operation, conmuni cate

wi th t he agdihe gane earrich lovighdt dperaggp plei gaatei @mcnnfoewmam qq:lemllmiedmbydxtdhe
client pI tfornl and t ansnlt ﬁ‘system
WWher‘e

re
of claim’ ‘Wéc &1'1'ehn tleL;S}Vé’it"l“g (ﬁﬁ(‘f@’ %ﬁ?loéwlégakdotl%ﬁw P:’é
10 game carrier, and provide an application interface for the game carrier; and
the game carrier, configured to configure a game logic and a game protocol, receive
the operation command of the user forwarded by the client platform, generate the game

output data according to the game logic, transmit the game output data to the client

platform, and exchange information with the game server through the data channel.

2. The system of claim 1, wherein the client platform comprises:

a game engine, configured to load and operate the game carrier, receive the
operation command of the user, forward the operation command to the game carrier,
receive and execute the game output data transmitted by the game carrier, and output a

20 game output result to the user;

an application interface unit, configured to provide the application interface for the
game carrier; and

a network communication unit, configured to implement communication between
the client platform and the game server, and communicate with the game carrier through

25 the application interface provided by the application interface unit.

3. The system of claim 1, wherein the game carrier comprises:
a game logic unit, configured to configure a game processing logic;
a game protocol unit, configured to configure a game operating protocol;
30 a network protocol unit, configured to configure the communication protocol

between the client platform and the game carrier; and



10with different ganme entities through a uniform comruni cati on protocol.

5. The systemof claim4, wherein the client platformis configured to
comunicate with different gane entities through a JSON protocol. 156. The
systemof any of clains | to 5 wherein the application interface
conprises: an interface for directly operating a gane desktop w ndow, an
interface for communicating with a service logic; a special interface for a
ganme or a noduagre lg_gigfprotoco ProCessgig laptppqn@;l‘g;qr Loj rpgcayef he epgratongionwgand
comruni cafsl nn . betwee. e ent ity an > 20 > seryer. oo f A
desktop c itggtu?cﬁn;\élgﬁ%g%{? %g&gu%ll‘g?-%%%sl%h%#é{ﬂ( \%&&%%g%%neoﬁ‘g%%?%&nlo%%%zl}“si ng a
client platfedogi ani, g@ngarmlhe%mhé Yutpwh@ie itdndhie (e gjzﬁ{bgmmtgﬁﬁtﬁﬁmheﬁﬂﬂﬁﬂ gur ed
to establish a data channel hetween a gane server 25 and the gane entity,

| oad and ROHEFE: é“‘toﬁ‘é lg%ﬁﬁpléﬁflp‘ﬂ yutergiongiodidsh bpteatlicsh PbéRianiicger ieuser to
the gane &uki §i¥iorhees! X&téadcoﬁ’éﬁ;%&iﬁg% RSk Rtim AL R %Lﬂrlﬁ%ﬁggetrp%@ the
gane entity, and provide an applicatfon intertface tor the ga entity; and
t he gane temugh yhe amriitigur ederfame qoafiilgube the ghioe pladirer, aind teangaimaepredt ocol |
receive . . the operation command of the user forwarded by the client

pl at f or m""§8R& Y%t e t he game 30out put data according to the game | ogic,
transmt the gane output data to the client platform and exchange
information with the ganme server through the data channel. 8. The desktop
client of cl & mhgsysiepbelnim hewbditisrhe plict pbtioroonprifigesd to communicate

10 with different game entities through a uniform communication protocol.

5. The system of claim 4, wherein the client platform is configured to communicate

with different game entities through a JSON protocol.

15 6. The system of any of claims 1 to 5, wherein the application interface comprises:
an interface for directly operating a game desktop window;
an interface for communicating with a service logic;
a special interface for a game or a module; and
an application interface for direct communication between the game entity and the

20 game server.

7. A desktop client in a desktop multi-person network game system, comprising a
client platform and a game entity; wherein
the client platform, configured to establish a data channel between a game server
25 and the game entity, load and operate the game entity, forward an operation command of a
user o the game entity, receive and execute game output data transmiited by the game
entity, and provide an application interface for the game entity; and
the game entity, configured to configure a game logic and a game protocol, receive
the operation command of the user forwarded by the client platform, generate the game
30 output data according to the game logic, transmit the game output data to the client

platform, and exchange information with the game server through the data channel.
8. The desktop client of claim 7, wherein the client platform comprises:

10



a gane engine, configured to | oad and operate the gane entity, receive the
operation command of the user, forward the operation conmand to the gane
entity, receive and execute the gane output data transmtted by the gane
entity, and output a gane output result to the user; 5an application
interface unit, configured to provide the application interface for the
game entity; and a network conmmunication unit, configured to inplenent
comuni cat i o BEPReESIChEoRlIEWRE 81 Ko o apate hibe gawee §é‘|“\Yer1°“and the
conmuni ¢ ) ntd.ty h 1h J o} t rovi ded
by the. anbraat Ron FafouRehicky oG Bl dolRBRREhASRLCD 10 BRIEFRIR ot
claim7, rahercenn ¢ieeuigahe gemtiduypue alafar rassittcd igate daogi (mtllmlcﬁld @omftigur ed
to configure a game pro essing logic;, a ganme protocol unit, configured to
g

conf i gur &*&°g4 5i'ﬁ¢”ﬁrotocol a network protocol unit,
configured tqy %Eﬁffxcaﬁkiﬁ Fry (B QM kgmgu‘f’&i Wﬁ%ﬂ‘&@ 1 H@ﬁ%%n]rmeﬁgcecfo'l e
platformand the game entity; and a game | ogi ¢/ protocol processing

unit, comgkingendd; awl recei ve the operation command of the user forwarded by

t he cllent platforn1 i nvoke the rocess | ogi ¢ in t.he.

et S e e S e MBSl R TBn B RO R 1 e e Bt A0 C e
client phgs taniplaMakead the cappkécat bad cominthfcacavipl avi daft Byitd hfogdd ent
platforn1 tri ger the 20 cFlent platforn1to execut e a correspondi ng

oper at i onhe phfndaicsfagd previded by dlireapplicaiion inrfateghitt he application
i nterface provided by the client platform and transnit related

i nformati on. 10. The desktop client of claim?7, wherein the
client platf®r@hé deskmpfdlighy &didio 25deramimecgane ewiifyltodiptit@r ent game entities
through a unlforn1connun|cat|on pr ot ocol 11. The desktop client of

claim 10, wh@ams lpHe uplt; Cé’ﬁﬁ&wleﬁt“? BRITHSLES TEMG OPBENE PEBmuNi cate with
di fferent ga'@[%aﬁ'x@tp't(gtb&ﬁ utnm %@i@uﬁad‘1§g)\lxﬂtl?é c‘sz(HJne operating protocol;

a network protocol unit, configured to configure a communication protocol between

15 the client platform and the game entity; and
a game logic/protocol processing unit, configured to receive the operation command
of the user forwarded by the client platform, invoke the game processing logic in the
game logic unit, generate the game output data, transmit the game output data to the client
platform, invoke the application interface provided by the client platform, trigger the
20 client platform to execute a corresponding operation, communicate with the game server
through the application interface provided by the client platform, and transmit related

information.

10. The desktop client of claim 7, wherein the client platform is configured to

25  communicate with different game entities through a uniform communication protocol.

1'1. The desktop client of claim 10, wherein the client platform is configured to

communicate with different game entities through a JSON protocol.

30 12. The desktop client of any of claims 7 to 11, wherein the application interface
COMmprises:
an interface for directly operating a game desktop window;

an interface for communicating with a service logic;



3012. The desktop client of any of clains 7 to 11, wherein the application
interface conprises: an interface for directly operating a gane desktop

wi ndow, an interface for communicating with a service logic; a special
interface for a gane or a nodul e; and an application interface for

di rect communi cation between the gane entity and the gane server. 513. A
client platformin a desktop nulti-person network ganme system conpri sing:
a game engi né SPegnfinsupedior 8 crpaqr ampdlsert e a gane entity, receive an
operation co Wiﬁgli tiof iilﬁﬁlfface fof HW&OB}F{%&@@%E?%‘CR&LH Q{imgﬂﬁc EI%H% Qﬁd game
entity, receive and execute game outpu ata transmtted by t gane
entity, amdccoutyout a gane output result to the user; 10an application
interface unit, configured to provide an application interface for he gane
entity; and a network communi cation unit, configured to inplenment

comugi cat i 0rl_3bﬁtc‘f\?@ﬂr})lﬁthﬁmcihia%gkt%lﬁﬁlﬁt@k&’s@i{‘get@oﬁé‘%ﬁné%fsiéﬂ{, cofﬁPHséng: _
comuni cate with the 'gane entity through the application intertace” provided
by the appl i caganonerigntee cérdggrathiotload Bnd dpkrat@megaphd emity pleati foamvafatoinai m 13,
wherein the application.interface conprises: an interface. for directly
oper at | ngoR e bdikttof Wetal; Ougih cepriand fo s SR APHLY o5 Y
service legiis g@nsP@putdatd MLRNIRGEL QB c8mIRABOhn@oiBHM Sim@Rdput result
to the user;
10 an application interface unit, configured to provide an application interface for the
game entity; and
a network communication unit, configured to implement communication between
the client platform and a game server, and communicate with the game entity through the

application interface provided by the application interface unit.

14, The client platform of claim 13, wherein the application interface comprises:
an interface for directly operating a game desktop window;
an interface for communicating with a service logic;
a special interface for a game or a module; and
20 an application interface for dirccet communication between the game entity and the

game server.

15. The client platform of claim 13, wherein the client platform is configured to
communicate with different game entities through a uniform communication protocol.
25
16. The client platform of claim 15, wherein the client platform is configured to

communicate with different game entities through a JSON protocol.

[7. A game entity in a desktop muiti-person network game system, comprising:
30 a game logic unit, configured to configure a game processing logic;
a game protocol unit, configured to configure a game operating protocol;
a network protocol unit, configured to configure a communication protocol between

a client platform and the game entity; and



20an application interface for direct conmmunication between the game entity
and the gane server. 15. The client platformof claim 13, wherein the
client platformis configured to comunicate with different ganme entities

t hrough a uni form comuni cati on protocol. 25 16. The client platform
of claim 15, wherein the client platformis configured to communicate with
different gane entities through a JSON protocol. 17. A gane
entity in a @éﬁ‘l’é’tedﬁ lﬁ{ﬂ“@q‘)“ﬁé)ﬂ%ﬁ“%ﬂ%r%llbéw YySEEHG At OpPRic qagumath gane
| ogi ¢ uni n S )

or of acol otlgﬁlttﬁgx [C%\% dgﬁ}ﬁé gm (gf?: ('}’b ﬁl%{{{gm? 19%@ &ﬁ%ggﬁ@ Elloggsslnqq %1{: 11?t1% game

net wor k pogit aoiv) geusiate, gamandiitpitrdach, tlﬁnmanhe@ame oatpmommlm th%to[l@alﬂ [ﬂdilﬁilﬁ'{}m
bet ween a client gl atformi?rmd t he g %fme entity;

| ogi c/ pr awésmnap aden fyerirewroed Pbgﬂ%&cwl%ﬁ%wvé;ga‘hth@;séiaratmfé?m@ommnd
of a yser, fQLUaL %egoiﬁ%p&ﬂﬁm%lob&%mlpl &ch iat Wl‘ak(el %A?l?{, 9@1%1 9{18&Q1Sﬁh3ng

l ogic in the gane | ogic uni generate gane out put fransmt

out put dapplidagon fréerdicie enevigddatyf the m1cmrpﬂmfoemamldapmlsmaat[amd infotrestfonce
provided by the client platform trigger the client platform5to execute a
correspondi ng operation, conmunicate with a gane server through the

appl i cation iipterd aee élft@%bﬂ@l%@&fﬁ@ﬁm&'n‘ tﬁ@galﬂé @ﬁtft?'éﬂil o@a@ﬂkélﬁ@&ﬁm Lyd el ated
i nformation. he game entity of claim17, wherein the game
entity asenigwied tyspmmenichieywidh eha olidnt gxlrcrt&mmttbmlgmmmutmmecmmmtmumﬂmc| i ent
pl at f,orm (Q{) oygh a uni form comuni cation 10protocol . 19. The gane

enti ty of cPEa'm 18, wherein the uniform comunication protocol is a JSON
prot ocol .

19. The game entity of claim 18, wherein the uniform communication protocol is a
JSON protocol.



