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Abstract

Computer has been disseminated nowadays. Even,
most people use not only one computer product in life. And
so, people aren’t using computers just for work, or for
communication. Instead, more and more people spend their
time playing computer games. In other words, more and
more games are created to satisfy different interesting game
types. Like magnificence single player game, mini but less
restriction web game, and the most popular massive multi-
player online role-playing game (MMORPG). And for
people can play magnificence MMORPG in a normal
computer i.e. no or low video-card computer, remote
desktop may be a good way. However, there are some
researches already shown that many remote desktop
products cannot works smoothly while the screen is
changed quickly. In this paper, we prefer to develop a
performance-based remote desktop system, compare and
judge with other similar products which might be a better
choice in different requirement.
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