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Receive a cloud gaming livestreaming request for a target cloud gaming 
transmitted by a cloud gaming client, and establish a livestreaming 

service connection between a cloud server and a livestreaming server 
associated with the cloud gaming client based on the cloud gaming 

livestreaming request

Acquire game image data and game audio data of the target cloud 
gaming based on the livestreaming service connection, and record an 

image collection timestamp corresponding to the game image data and 
an audio collection timestamp corresponding to the game audio data

S102

S101

Mix, in response to acquiring to-be-processed audio data of a 
livestreamer object transmitted by the cloud gaming client, the game 
audio data and the to-be-processed audio data to obtain mixed audio 

data

S103

Obtain a livestreaming data stream corresponding to the target cloud 
gaming based on the mixed audio data, the audio collection timestamp, 
the game image data and the image collection timestamp, and deliver 
the livestreaming data stream to a livestreaming client associated with 

the cloud gaming client through the livestreaming server

S104
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Perform, in response to acquiring a game access request transmitted for a target 
cloud gaming by a cloud gaming client, authentication processing on a game start 

identifier corresponding to the cloud gaming client based on the game access 
request to obtain an authentication result corresponding to the game start identifier

Establish, in a case that the authentication result indicates that the cloud gaming 
client has permission to access the target cloud gaming through the game start 

identifier, a game service connection between a cloud server and the cloud gaming 
client, and configure, based on the game service connection, a cloud virtual 

container for running the target cloud gaming for a client environment system where 
the cloud gaming client is located

S202

S201

Start a game process of the target cloud gaming in the cloud virtual container, and 
run the target cloud gaming through the game process

S203

Receive a cloud gaming livestreaming request for the target cloud gaming 
transmitted by the cloud gaming client, and establish a livestreaming service 

connection between the cloud server and a livestreaming server associated with the 
cloud gaming client based on the cloud gaming livestreaming request

S204

Acquire game image data and game audio data of the target cloud gaming based on 
the livestreaming service connection, and record an image collection timestamp 

corresponding to the game image data and an audio collection timestamp 
corresponding to the game audio data

Mix, in response to acquiring to-be-processed audio data of a livestreamer object 
transmitted by the cloud gaming client, the game audio data and the to-be-processed 

audio data to obtain mixed audio data

S206

S205

Obtain a livestreaming data stream corresponding to the target cloud gaming based 
on the mixed audio data, the audio collection timestamp, the game image data and 

the image collection timestamp, and deliver the livestreaming data stream to a 
livestreaming client associated with the cloud gaming client through the 

livestreaming server

S207

Acquire an audio data packet with a maximum audio collection timestamp in the 
livestreaming data stream as an auxiliary audio data packet, and acquire a video data 

packet with a maximum image collection timestamp in the livestreaming data 
stream as an auxiliary video data packet

Discard, in a case that an audio collection timestamp of a next audio data packet to 
be transmitted to the livestreaming server recorded through the smooth acquisition 

thread is smaller than the maximum audio collection timestamp of the auxiliary 
audio data packet that has been transmitted, the next audio data packet to be 

transmitted to the livestreaming server

S209

Discard, in a case that a video collection timestamp of a next video data packet to be 
transmitted to the livestreaming server recorded through the smooth acquisition 
thread is smaller than the maximum video collection timestamp of the auxiliary 

video data packet that has been transmitted, the next video data packet to be 
transmitted to the livestreaming server

S210

S208
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