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FIG. 1
Display a first game picture, the first game picture 

including a virtual object located in a virtual 
environment

Control the virtual object to play a game in the 
virtual environment

Display a second game picture in response to a 
trigger operation of a rollback function, the second 

game picture being a picture obtained by 
controlling a game process to roll back a game state 
of the virtual object in the virtual environment to a 

historical state
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VS3 4 1:2:3
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VS3 4 1:2:3

Roll back

The gameplay duration is short, and rollback is 
not available currently~
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VS3 4 1:2:3

Roll back

701

Time is going back, please wait~

FIG. 7
Game process

First 
state set 

1

1st

frame
2nd

frame
3rd

frame
4th

frame
152nd

frame
153rd

frame
154th

frame
452nd

frame

Game starts

First 
state set 

2

First 
state set 

3

First 
state set 

4

First 
state set 

152

First 
state set 

153

First 
state set 

452

First 
state set 

154

… …

FIG. 8

Replacement Sheet (Rule 26 of the Regulations)
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Game processGame starts
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VS3 4 1:2:3

Roll back
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Start game

Display the 1st frame of game picture
Store an object state of a virtual object 

included in the 1st frame of game
picture

Display the 2nd frame of game picture Store an instruction corresponding to 
the 2nd frame of game picture

Display the 11th frame of game picture
Store an object state of the virtual 

object included in the 11th frame of
game picture

… …

Display the 12th frame of game picture Store an instruction corresponding to 
the 12th frame of game picture

…

Display the 21st frame of game picture
Store an object state of the virtual 
object included in the 21st frame of

game picture

Display the 22nd frame of game picture Store an instruction corresponding to 
the 22nd frame of game picture

Receive a trigger operation for a 
rollback control, and determine that 

the game needs to be rolled back to the 
13th frame of game picture

Obtain the object state of the virtual 
object included in the 11th frame of

game picture, the instruction 
corresponding to the 12th frame of
game picture, and the instruction 

corresponding to the 13th frame of
game picture

Obtain the 12th frame of game picture
according to the object state of the 
virtual object included in the 11th

frame of game picture, the instruction 
corresponding to the 12th frame of
game picture, and the instruction 

corresponding to the 13th frame of
game picture

Display the 12th frame of game picture
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Display module

Control module
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