GAME RESOURCE DISTRIBUTION METHOD AND SERVER

Technical Field

The present invention relates to a field of network technology, and in particular to a

method and a server for allocating game resources.

Background

With rapid development of network technology, the online game gradually takes a
great proportion in people's recreational life, and greatly enriches people's leisure and
entertainment life. However, in game operations, the cheating behaviors of a minority of
players will be encountered in the online game, especially in the online games with high
interactivity where game players accumulate points by playing among game players, or in
those where the game players pick up the bonus by completing playing tasks. For
example, complains of the game player’s cheating are often received in the present online

games such as a game of Fight Landlord Happily.

In the prior technical solutions, the following two ways typically are employed to

prevent the cheating behaviors of the game players:

In prior art one, a strategy of preventing cheating is embedded in a client, in which
the embedded strategy can somewhat prevent the game players from cheating. However,
if the strategy of preventing the game players from cheating embedded in the client is
decoded by a user, it will need to upgrade the strategy for preventing cheating in the client,
making a back-end server of the strategy for preventing cheating uncontrollable, and
moreover, once the strategy of preventing cheating is malicious encoded, the cost for

upgrading the client is also relatively high.

In prior art two, information communications are forbidden among the game players,
such as forbidding the game player to see any information of the opposite side, or
shielding any chat messages between the game players, etc. However, forbidding the
information communication among the game players will make user experiences poor,

thereby reducing market competitiveness of game products.

Summary of the Invention




In order to effectively control the cheating behaviors of online games, embodiments
of the present invention provide a method and a service for allocating gaming resources.

The technical solution is as follows:
A method for allocating game resources, the method including:

recelving a game participation request sent by a user, the game participation request

including game subzone information;

when the user enters a game subzone identified by the game subzone information,
assigning the user to a waiting queue that the user corresponds to in the game subzone in

accordance with a predetermined condition; and

when the user is successfully assigned to the waiting queue that the user corresponds
to, selecting participant(s) to play in the same group with the user from waiting queue(s)
other than the waiting queue of the user, and allocating game resources for the user and

the selected participant(s) to play in the same group with the user.

A server, the server including a receiving module, a queue assignment module and a

participant assignment module; wherein

the receiving module is adapted to receive a game participation request sent by the

user, the game participation request including the game subzone information;

the queue assignment module is adapted to, when the user enters a game subzone
identified by the game subzone information, assign the user to the waiting queue that the
user corresponds to in the game subzone in accordance with a predetermined condition;

and

the participant assignment module is adapted to, when the user is successfully
assigned to the waiting queue that the user corresponds to, select participant(s) to play in
the same group with the user from waiting queue(s) other than the waiting queue of the
user, and allocate game resources for the user and the selected participant(s) to play in the

same group with the user.

A machine-readable medium, having a set of instructions stored thereon, where



when the set of instructions is executed, a machine is enabled to perform a method for

allocating game resources, the method including:

receiving a game participation request sent by a user, the game participation request

including game subzone information;

when the user enters a game subzone identified by the game subzone information,
assigning the user to a waiting queue that the user corresponds to in the game subzone in

accordance with a predetermined condition; and

when the user is successfully assigned to the waiting queue that the user corresponds
to, selecting participant(s) to play in the same group with the user from waiting queue(s)
other than the waiting queue of the user, and allocating game resources for the user and

the selected participant(s) to play in the same group with the user.

The advantageous benefit brought by the technical solution provided by the
embodiments of the present invention is that: by implementation of the technical solution
of assigning the user to the waiting queue that the user corresponds to in accordance with
the predetermined condition in the game subzone, and when the user is successfully
assigned to the waiting queue that the user corresponds to, selecting the participant(s) to
play in the same group with the user from the waiting queue(s) other than the waiting
queue of the user in accordance with a specific algorithm, and allocating game resources
for the user and the selected participant(s), all users to participate in the same game can
come from different waiting queues, which to some extent, eliminates the possibility that
the game’s participants know each other, thereby can effectively prevent the situation of

the game participants’ cheating.

Brief Description of Accompanving Drawings

In order to more clearly illustrate the technical solution in the embodiments of the
present invention, the drawings that need to use in the description of the embodiments
will be briefly described hereinafter. Apparently, the drawings in the following
description are merely some of the embodiments of the present invention, and for the
person skilled in the art, other drawings can be obtained based on these drawings without

making inventive labors.



Figure 1 is a flow diagram of a method for allocating game resources provided in

Embodiment I of the present invention;

Figure 2 is a flow diagram of a method for allocating game resources provided in

Embodiment II of the present invention;

Figure 3 is a schematic diagram of a structure of a server provided in Embodiment

I of the present invention;

Figure 4 is a schematic diagram of the structure of a server provided in Embodiment

I of the present invention;

Figure 5 is a schematic diagram of a structure of a server provided in Embodiment

III of the present invention;

Figure 6 is a schematic diagram of a structure of a server provided in Embodiment

III of the present invention;

Figure 7 is a schematic diagram of a structure of a server provided in Embodiment

I1I of the present invention;

Figure 8 is a schematic diagram of a structure of a server provided in Embodiment

III of the present invention; and

Figure 9 is a schematic diagram of a structure of a server provided in Embodiment

III of the present invention.

Detailed Descriptions of Embodiments of the Invention

In order to make the objects, the technical solution and the advantages of the present
invention more apparent, a further detailed description of the embodiments of the present

invention will be discussed with reference to the accompanying drawings.
Embodiment [

Referring to Figure 1, a method for allocating game resources, which specifically

may be performed by a cloud server, includes the following steps:

Step 101: receive a game participation request sent by a user, wherein, the game



participation request includes game subzone information.

Step 102: when the user enters a game subzone identified by the game subzone
information, assign the user to a waiting queue that the user corresponds to in the game

subzone in accordance with a predetermined condition.

Step 103: when the user is successfully assigned to the waiting queue that the user
corresponds to, select participant(s) to play in the same group with the user from waiting
queue(s) other than the waiting queue to which the user belongs, and allocate game
resources for the user and the participants selected to play in the same group with the

user.

By the implementation of the technical solution of assigning the user to the
corresponding waiting queue in accordance with the predetermined condition in the game
subzone, and when the user is successfully assigned to the waiting queue that the user
corresponds to, selecting the participant(s) to play in the same group with the user from
the waiting queue(s) other than the waiting queue to which the user belongs in accordance
with a specific algorithm, and allocating game resources for the user and the participants
to play in the same group with the user, all users who participate in the game can come
from different waiting queues, to some extent eliminating the possibility that the game
participants know each other, thereby can effectively prevent the situation of the game

participants’ cheating.
Embodiment 2

Referring to figure 2, a method for allocating resources specifically may be
performed by a cloud server, the cloud server may integrate in a game server for
implementation, and alternatively, may be implemented as independent from the game
server, and when the cloud server is implemented as independent from the game server,
the cloud server is connected with a client and the game server respectively over the

network. The method includes the following steps:

Step 201: a user logins a cloud server, and establishes a socket connection with the

cloud server.

In particular, the user starts a game application installed on the client, and inputs an



account number and password to perform the operation of logging in the cloud server.

After receiving the account number and the password, the cloud server matches the
account number with the password, and after a successful match is got, the cloud server
returns to the user information such as a login Key value obtained upon a successful login,

and the login Key value uniquely identities the identity of the user in a game.

Step 202: after the user establishes the socket connection with the cloud server, the

user sends a quick match request to the cloud server.

Step 203: after the cloud server receives the quick match request sent by the user, the

cloud server returns a game subzone list to the user.

Step 204: the user selects one game subzone from those listed in the game subzone
list returned by the cloud server, and sends a game participation request to the cloud
server, the game participation request containing the information of game subzone
selected by the user, where the information of the game subzone may specifically be an
ID, or a serial number or the like of a game subgroup, which is used for uniquely

identifying the game subzone.

Step 205: the cloud server receives the game participation request sent by the user,
judges whether to permit the user who sends the game participation request to enter the

game subzone identified by the game subzone information.

When the user enters the game subzone identified by the game subzone information,

Step 206 is performed.

When the user cannot enter the game subzone identified by the game subzone
information, a message of failing to enter the game subzone is returned to the user, and
after the user receives the message of failing to enter the game subzone, the user may
reselect a game subzone according to the game subzone list returned by the cloud server,

or end his operation.

In particular, the step of the cloud server receiving a game participation request sent
by the user and judging whether to permit the user who sends the game participation

request to enter the game subzone identified by the game subzone information includes:



checking whether the game subzone identified by the game subzone information has

remaining space;

permitting the user to enter the game subzone identified by the game subzone
information on the condition that the game subzone identified by the game subzone

information has remaining space; and

prohibiting the user from entering the game subzone identified by the game subzone
information on the condition that there is no remaining space in the game subzone

identified by the game subzone information.

Step 206: in the game subzone identified by the game subzone information, the user
is assigned to the waiting queue that the user corresponds to in accordance with a

predetermined condition.

Herein, the user may be assigned to the waiting queue that the user corresponds to in

accordance with the predetermined condition by the following four methods:

In the first method, the predetermined condition is the time when the user enters the
game subzone, so that the step of assigning the user to the waiting queue that the user

corresponds to in accordance with the predetermined condition includes:

Determine a time segment to which the user correspondingly belongs according to

the time when the user enters the game subzone.

Obtain the waiting queue that the time segment to which the user correspondingly
belongs corresponds to according to a correspondence between pre-stored time segments

and waiting queues.

In the embodiment of the present invention, the cloud server has already
pre-constructed a plurality of waiting queues, separated a period of time (such as one day)
into a plurality of successive time segments each of which corresponds to one waiting
queue, and established and cached the correspondence between the time segments and the
waiting queues. Thus, the cloud server can obtain the waiting queue that the time segment
to which the user correspondingly belongs corresponds to by looking up the

correspondence between the pre-stored time segments and the waiting queues.



Judge whether the obtained waiting queue has remaining space.

On the condition that the obtained waiting queue has remaining space, assign the

user to the obtained waiting queue.

On the condition that there is no remaining space in the obtained waiting queue,
return a message of failing to enter the game subzone to the user, so that after the user
receives the message of failing to enter the game subzone, the user can reselect a game
subzone according to the game subzone list returned by the cloud server, or end his

operation.

In the second method, the predetermined condition is an Internet Protocol (IP)
address being used when the user enters the game subzone, so that the step of assigning
the user to the waiting queue that the user corresponds to in accordance with the

predetermined condition includes:

Determine an IP address segment to which the user correspondingly belongs

according to the IP address being used when the user enters the game subzone.

Obtain the waiting queue that the IP address segment to which the user
correspondingly belongs corresponds to according to a correspondence between

pre-stored IP address segments and waiting queues.

In the embodiment of the present invention, the cloud server has already
pre-constructed a plurality of waiting queues, separated the IP address into a plurality of
successive IP address segments each of which corresponds to a waiting queue, and
established and cached the correspondence between the IP address segments and the
waiting queues. Thus the cloud server can query the correspondence between the
pre-stored IP address segments and the waiting queues according to the IP address
segment to which the user correspondingly belongs, and judge whether the waiting queue
that the IP address segment to which the user belongs corresponds to can be obtained by
looking up the correspondence between the pre-stored IP address segments and the
waiting queues. In the embodiment of the present invention, when the waiting queue that
the user corresponds to cannot be obtained by looking up the correspondence between the

pre-stored IP address segments and the waiting queues, preferably, the user is assigned to



a reserved waiting queue, where the IP addresses of users in the reserved waiting queue
may not be continuous, so as to reduce the failure rate of the user entering the waiting
queue and increase the success rate of the user participating in the game. Accordingly, a
message of failing to enter the game subzone can be returned to the user, so that after the
user receives the message of failing to enter the game subzone, the user can reselect a
game subzone according to the game subzone list returned by the cloud server, or end his

operation.
Judge whether the obtained waiting queue has remaining space.

On the condition that the obtained waiting queue has remaining space, assign the

user to the obtained waiting queue.

On the condition that there is no remaining space in the obtained waiting queue,
return a message of failing to enter the game subzone to the user, so that after the user
receives the message of failing to enter the game subzone, the user can reselect a game
subzone according to the game subzone list returned by the cloud server, or end his

operation.

In the third method, the predetermined condition is an Internet Protocol (IP) address
being used when the user enters the game subzone, so that the step of assigning the user
to the waiting queue that the user corresponds to in accordance with the predetermined

condition includes:

Obtain a frequency of entering the game subzone that the Internet Protocol (IP)
address being used when entering the game subzone corresponds to according to a
correspondence between pre-stored IP addresses and frequencies of entering the game

subzone.

Obtain the waiting queue that the obtained frequency of entering the game subzone
corresponds to according to a correspondence between pre-stored frequency segments and

waiting queues.

In the embodiment of the present invention, the cloud server can look up the
correspondence between the pre-stored frequency segments and the waiting queues based

on the obtained frequency of entering the game subzone, and determine whether the



waiting queue that the obtained frequency of entering the game subzone corresponds to
can be obtained by looking up the correspondence between the pre-stored frequency
segments and the waiting queues, and when the waiting queue that the user corresponds
to cannot be obtained by looking up the correspondence, preferably, the cloud server
assigns the user to a reserved waiting queue, where the reserved waiting queue does not
correspond to any of the frequencies of entering the game subzone, so as to reduce the
failure rate of the user entering the waiting queue and increase the success rate of the user
participating in the game. Accordingly, the cloud server may return a message of failing
to enter the game subzone to the user, so that after the user receives the message of failing
to enter the game subzone, the user can reselect a game subzone according to the game

subzone list returned by the cloud server, or end his operation.
Judge whether the obtained waiting queue has remaining space.

On the condition that the obtained waiting queue has remaining space, assign the

user to the obtained waiting queue.

On the condition that there is no remaining space in the obtained waiting queue,
return a message of failing to enter the game subzone to the user, so that after the user
receives the message of failing to enter the game subzone, the user can reselect a game
subzone according to the game subzone list returned by the cloud server, or end his

operation.

In the fourth method, the predetermined condition is a combination of the time when
the user enters the game subzone and an Internet Protocol (IP) address being used when
the user enters the game subzone, so that the step of assigning the user to the waiting
queue that the user corresponds to in accordance with the predetermined condition

includes:

Determine a time segment to which the user correspondingly belongs according to
the time when the user enters the game subzone, and determine an IP address segment to
which the user correspondingly belongs according to the IP address being used when the

user enters the game subzone.

Obtain the waiting queue that the determined time segment and IP address segment

10



corresponds to according to a correspondence between pre-stored time IP segments and

waiting queues.

In the embodiment of the present invention, the cloud server can look up the
correspondence between the pre-stored time IP segments and the waiting queues based on
the determined time segment and the IP address segment, and judge whether the waiting
queue that the determined time segment and the IP address segment correspond to can be
obtained from the correspondence between the pre-stored time IP segments and the
waiting queues, and when the waiting queue cannot be obtained by looking up the
correspondence, preferably, the user can be assigned to a reserved waiting queue, where
the reserved waiting queue does not correspond to any combination of the time segments
and IP address segments, so as to reduce the failure rate of the user entering the waiting
queue and increase the success rate of the users participating the game. Accordingly, the
cloud server may return a message of failing to enter the game subzone to the user, so that
after the user receives the message of failing to enter the game subzone, the user can
reselect a game subzone according to the game subzone list returned by the cloud server,

or end his operation.
Judge whether the obtained waiting queue has remaining space.

On the condition that the obtained waiting queue has remaining space, assign the

user to the obtained waiting queue.

On the condition that there is no remaining space in the obtained waiting queue,
return a message of failing to enter the game subzone to the user, so that after the user
receives the message of failing to enter the game subzone, the user can reselect a game
subzone according to the game subzone list returned by the cloud server, or end his

operation.

Step 207: when the user is successfully assigned to the waiting queue that the user
corresponds to, the cloud server selects participant(s) to play in the same group with the
user from waiting queue(s) other than the waiting queue of the user in accordance with a
specific algorithm, and allocate game resources for the user and the participant(s) to play

in the same group with the user.

11



In particular, the step of selecting the participant(s) to play in the same group with
the user from subgroup(s) other than the subgroup of the user in accordance with a

specific algorithm includes:
Determine the number of the participant(s) to play in the same group with the user.

When specifically implementing the embodiment of the present invention, the
number of the participant(s) to play in the same group with the user is determined, and is
stored in a game information repository, thus, the cloud server can obtain the number of
participants to play in the same group with the user by searching from the information

repository locally stored.

Select the obtained number of waiting queue(s) from the waiting queue(s) other than
the waiting queue of the user by employing a specific algorithm which may be a random

or pseudo-random algorithm.

In the specific implementation of the embodiment of the present invention, the cloud
server can select the obtained number of waiting queue(s) from the waiting queue(s) other
than the waiting queue to which the user belongs by employing the random or
pseudo-random algorithm commonly used in the prior art which will not be described in

detail herein.

Select one waiting user from each of the obtained waiting queue(s) as a participant to

play in the same group with the user.

Step 208: the cloud server synchronizes information such as the initial state of the

user and the game’s participant(s) and so on to the game server.

Step 209: after the game server receives a request of starting the game sent by the

user, the game server begins game interactions with the client of the user.

In the embodiment of the present invention, during the game, upon receiving a
request of checking the information of the game’s participants or a chat request sent by
the user, return the information of the game’s participants or the chat information to the
user, so that the user can check the information of the game’s participants or the chat

information at any time, so as to improve the users’ usage experience.



In addition, in the embodiment of the present invention, when the game ends, an
automatic group-switch instruction is sent to the user, and the user is reassigned to
another waiting queue that the user corresponds to, so that participant(s) to play in the

same group with the user can be reassigned for the user before the game is restarted.

In the embodiment of the present invention, by the implementation of the technical
solution of assigning the user to the corresponding waiting queue in accordance with the
predetermined condition in the game subzone, and when the user is successfully assigned
to the waiting queue that the user corresponds to, selecting the participant(s) to play in the
same group with the user in accordance with the specific algorithm from the waiting
queue(s) other than the waiting queue to which the user belongs, and allocating game
resources for the user and the participant(s) to play in the same group with the user, all
users participating in the game can come from different waiting queues, to some extent
eliminating the possibility that game participants know each other, thereby the situation

of the game participants’ cheating can be prevented.

In the embodiment of the present invention, the cloud server randomly assigns game
participant(s) for the user, as the function and the operating speed of the cloud server are

higher than the client, it can reduce the operation difficulty of the product.

Furthermore, the method for preventing cheating of the cloud server matches
seamlessly with the client of the user, and the method for preventing cheating is
implemented in the cloud server, so it does not need to upgrade the client when altering
the strategy, thereby reducing occurrence of the situation of sacrificing one for the other

and increasing the stability of the product.
Embodiment III

Referring to Figure 3, a server, which specifically may be the same as the cloud
server of Embodiment II of the method, includes a receiving module 301, a queue

assignment module 302 and a participant assignment module 303.

The receiving module 301 is adapted for receiving a game participation request sent

by the user, the game participation request containing game subzone information.

The queue assignment module 302 is adapted for, when the user enters the game
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subzone identified by the game subzone information, in the game subzone, assigning the
user to the waiting queue that the user corresponds to in accordance with a predetermined

condition.

The participant assignment module 303 is adapted for, when the user is successfully
assigned to the waiting queue that the user corresponds to, selecting the participant(s) to
play in the same group with the user from waiting queue(s) other than the waiting queue
to which the user belongs, and allocating game resources for the user and the participant(s)

to play in the same group with the user.

Referring to Figure 4, the queue assignment module 302 shown in Figure 3 of the

embodiment of the present invention may include the following:

The first determination unit 3021 is adapted for, on the condition that the
predetermined condition is the time when the user enters the game subzone, determining
the time segment to which the user correspondingly belongs according to the time when

the user enters the game subzone.

The first acquisition unit 3022 is adapted for obtaining the waiting queue that the
time segment to which the user correspondingly belongs corresponds to according to a

correspondence between pre-stored time segments and waiting queues.

The first assignment unit 3023 is adapted for judging whether the obtained waiting
queue has remaining space, and on the condition that the obtained waiting queue has

remaining space, assigning the user to the obtained waiting queue.

Referring Figure 5, the queue assignment module 302 shown in Figure 3 of the

embodiment of the present invention may alternatively include the following:

The second determination unit 3024 is adapted for, on the condition that the
predetermined condition is an Internet Protocol (IP) address being used when the user
enters the game subzone, determining the IP address segment to which the user
correspondingly belongs according to the IP address being used when the user enters the

game subzone.

The second acquisition unit 3025 is adapted for obtaining the waiting queue that the

14



IP address segment to which the user correspondingly belongs corresponds to according

to a correspondence between pre-stored IP address segments and waiting queues.

The second assignment unit 3026 is adapted for judging whether the obtained
waiting queue has remaining space, and on the condition that the obtained waiting queue

has remaining space, assigning the user to the obtained waiting queue.

Referring to Figure 6, the queue assignment module 302 shown in Figure 3 of the

embodiment of the present invention may alternatively include the following:

The third determination unit 3027 is adapted for, on the condition that the
predetermined condition is an Internet Protocol (IP) address being used when the user
enters the game subzone, obtaining a frequency of entering the game subzone that the
Internet Protocol (IP) address being used when entering the game subzone corresponds to
according to a correspondence between pre-stored IP addresses and frequencies of

entering the game subzone.

The third obtaining unit 3028 is adapted for obtaining the waiting queue that the
obtained frequency of entering the game subzone corresponds to according to a

correspondence between pre-stored frequency segments and waiting queues.

The third assignment unit 3029 is adapted for judging whether the obtained waiting
queue has remaining space, and on the condition that the obtained waiting queue has

remaining space, assigning the user to the obtained waiting queue.

Referring to Figure 7, the queue assignment module 302 shown in Figure 3 of the

embodiment of the present invention may alternatively include the following:

The fourth determination unit 302A is adapted for, on the condition that the
predetermined condition is a combination of the time when the user enters the game
subzone and an Internet Protocol (IP) address being used when the user enters the game
subzone, determining a time segment to which the user correspondingly belongs
according to the time when the user enters the game subzone, and determining the IP
address segment to which the user correspondingly belongs according to the IP address

being used when the user enters the game subzone.
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The fourth acquisition unit 302B is adapted for obtaining the waiting queue that the
determined time segment and IP address segment corresponds to according to a

correspondence between pre-stored time IP segments and waiting queues.

The fourth assignment unit 302C is adapted for judging whether the obtained waiting
queue has remaining space, and on the condition that the obtained waiting queue has

remaining space, assigning the user to the obtained waiting queue.

Referring to Figure 8, the participant assignment module 303 shown in Figure 3 of

the embodiment of the present invention may include the following:

A determination unit 3031 is adapted for determining the number of participant(s) to

play in the same group with the user.

A first selection unit 3032 is adapted for selecting the obtained number of waiting
queue(s) by employing a specific algorithm from waiting queue(s) other than the waiting
queue to which the user belongs, where the specific algorithm is a random or

pseudo-random algorithm.

A second selection unit 3033 is adapted for respectively selecting one waiting user
from each of the obtained waiting queue(s) as a participant to play in the same group with

the user.

Referring to Figure 9, the server shown in Figure 3 of the embodiment of the present

invention further includes the following:

An information feedback module 304 is adapted for, upon receiving a request for
checking information of a game’s participant(s) or a chat request during the game,
returning the information of the game’s participant(s) or the chat information to the user,
so that the user can check the information of the game’s participant(s) or the chat

information at any time; or/and,

A reassignment module 305 is adapted for sending an automatic group-switch
instruction to the user, and reassigning the user to another waiting queue that the user
corresponds to when the game ends, in order to reassign participant(s) to play in the same

group with the user for the user before the game is restarted.
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In the embodiment of the present invention, by the implementation of the technical
solution of assigning the user to the corresponding waiting queue in accordance with the
predetermined condition in the game subzone, and when the user is successfully assigned
to the waiting queue that the user corresponds to, selecting the participant(s) to play in the
same group with the user in accordance with the specific algorithm from the waiting
queue(s) other than the waiting queue to which the user belongs, and allocating game
resources for the user and the participant(s) to play in the same group with the user, all
users participating in the game can come from different waiting queues, to some extent
eliminating the possibility that game participants know each other, thereby the situation

of the game participants’ cheating can be prevented.

In the embodiment of the present invention, the cloud server randomly assigns game
participant(s) for the user, as the function and the operating speed of the cloud server are

higher than the client, it can reduce the operation difficulty of the product.

Furthermore, the method for preventing cheating of the cloud server matches
seamlessly with the client of the user, and the method for preventing cheating is
implemented in the cloud server, so it does not need to upgrade the client when altering
the strategy, thereby reducing occurrence of the situation of sacrificing one for the other

and increasing the stability of the product.

The embodiment of the present invention provides a machine-readable medium,
having a set of instructions stored thereon, and when the set of instructions is executed, a
machine is enabled to perform a method for allocating game resources, the method

including:

receiving a game participation request sent by a user, the game participation request

including game subzone information;

when the user enters a game subzone identified by the game subzone information,
assigning the user to a waiting queue that the user corresponds to in the game subzone in

accordance with a predetermined condition; and

when the user is successfully assigned to the waiting queue that the user corresponds

to, selecting participant(s) to play in the same group with the user from waiting queue(s)
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other than the waiting queue of the user, and allocating game resources for the user and

the participant(s) to play in the same group with the user.

Based on the above description of the embodiments, those skilled in the art can
clearly understand that the present invention can be accomplished through a software plus
hardware platform, and of course it can be accomplished via hardware, but, in many cases,
the former is preferred. The subject-matter of the technical solution of the present
invention or the part that makes a contribution to the prior art can be represented in a
form of a software product, and the computer software product is stored in a storage
medium, such as a floppy disk, a hard disk, an optical disk or the like in a computer,
including several instructions of the above-mentioned method which is to cause a
computing device (which may be a personal computer, a server, a network device or etc.,)
to execute the method according to various embodiments of the present invention, or to
configure a universal hardware device as the device of the present invention, so as to
implement the schemes mentioned in various embodiments of the present invention. The
universal hardware device includes a memory, such as ROM/RAM etc., for storing
instructions, and a processor, such as CPU, coupled with the memory and configured to

execute the instructions stored in the memory.

The above described are only the preferred embodiments of the present invention,
and are not intended to limit the present invention, and any modifications, equivalent
replacements and improvements within the spirit and principle of the present invention

should be included within the protection scope of the present invention.
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What is claimed is:

1. A method for allocating game resources, characterized in that, the method

comprises:

receiving a game participation request sent by a user, the game participation request

comprising game subzone information;

when the user enters a game subzone identified by the game subzone information,
assigning the user to a waiting queue that the user corresponds to in the game subzone in

accordance with a predetermined condition; and

when the user 1s successfully assigned to the waiting queue that the user corresponds
to, selecting participants to play in the same group with the user from waiting queues
other than the waiting queue of the user, and allocating game resources for the user and

the participants to play in the same group with the user.

2. The method according to claim 1, characterized in that, the predetermined

condition is the time when the user enters the game subzone;

a process of assigning the user to the waiting queue that the user corresponds to in

accordance with the predetermined condition comprises:

determining a time segment to which the user correspondingly belongs according to

the time when the user enters the game subzone;

obtaining the waiting queue that the time segment to which the user correspondingly
belongs corresponds to according to a correspondence between preset time segments and

waiting queues; and

judging whether the obtained waiting queue has remaining space, and assigning the
user to the obtained waiting queue on the condition that the obtained waiting queue has

remaining space.

3. The method according to claim 1, characterized in that, the predetermined

condition is an Internet Protocol (IP) address being used when the user enters the game



subzone;

a process of assigning the user to the waiting queue that the user corresponds to in

accordance with the predetermined condition comprises:

determining an IP address segment to which the user correspondingly belongs

according to the IP address being used when the user enters the game subzone;

obtaining the waiting queue that the IP address segment to which the user
correspondingly belongs corresponds to according to a correspondence between

pre-stored IP address segments and waiting queues; and

judging whether the obtained waiting queue has remaining space, and assigning the
user to the obtained waiting queue on the condition that the obtained waiting queue has

remaining space.

4. The method according to claim 1, characterized in that, the predetermined
condition is an Internet Protocol (IP) address being used when the user enters the game

subzone;

a process of assigning the user to the waiting queue that the user corresponds to in

accordance with the predetermined condition comprises:

obtaining a frequency of entering the game subzone that the IP address being used
when the user enters the game subzone corresponds to according to a correspondence

between pre-stored IP addresses and frequencies of entering the game subzone;

obtaining the waiting queue that the obtained frequency of entering the game
subzone corresponds to according to a correspondence between pre-stored frequency

segments and waiting queues; and

judging whether the obtained waiting queue has remaining space, and assigning the
user to the obtained waiting queue on the condition that the obtained waiting queue has

remaining space.

5. The method according to claim 1, characterized in that, the predetermined

condition is a combination of the time when the user enters the game subzone and an
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Internet Protocol (IP) address being used when the user enters the game subzone;

a process of assigning the user to the waiting queue that the user corresponds to in

accordance with the predetermined condition comprises:

determining a time segment to which the user correspondingly belongs according to
the time when the user enters the game subzone, and determining an IP address segment
to which the user correspondingly belongs according to the IP address being used when

the user enters the game subzone;

obtaining the waiting queue that the determined time segment and IP address
segment correspond to according to a correspondence between pre-stored time IP

segments and waiting queues; and

judging whether the obtained waiting queue has remaining space, and assigning the
user to the obtained waiting queue on the condition that the obtained waiting queue has

remaining space.

6. The method according to claim 1, characterized in that, a process of selecting
participants to play in the same group with the user from waiting queues other than the

waiting queue of the user comprises:
determining the number of the participants to play in the same group with the user;

selecting the obtained number of waiting queues from the waiting queues other than

the waiting queue of the user by adopting a specific algorithm; and

respectively selecting one waiting user from each of the obtained waiting queues as a

participant to play in the same group with the user;
wherein the specific algorithm is a random or pseudo-random algorithm.

7. The method according to claim 1, characterized in that, after the process of
selecting participants to play in the same group with the user from waiting queues other
than the waiting queue of the user so that the user plays a game together with the

participants, the method further comprises:

during the game, upon receiving a request of checking information of the game’s
participants or a chat request sent by the user, returning the information of the game’s
participants or chat information to the user, so that the user can check the information of

the game’s participants or the chat information at any time; or
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when the game ends, sending an automatic group-switch instruction to the user, and
reassigning the user to another waiting queue that the user corresponds to, so that
participants to play in the same group with the user can be reassigned for the user before

the game is restarted.

8. A server, characterized in that, the server comprises: a receiving module, a queue

assignment module and a participant assignment module;

the receiving module is adapted to receive a game participation request sent by a

user, the game participation request comprising game subzone information;

the queue assignment module is adapted to assign the user to a waiting queue that
the user corresponds to in accordance with a predetermined condition in a game subzone

identified by the game subzone information when the user enters the game subzone; and

the participant assignment module is adapted to, when the user is successfully
assigned to the waiting queue that the user corresponds to, select participants to play in
the same group with the user from waiting queues other than the waiting queue of the user,
and to allocate game resources for the user and the participants to play in the same group

with the user.

9. The server according to claim §, characterized in that, the queue assignment

module comprises:

a first determination unit, adapted to, on the condition that the predetermined
condition is the time when the user enters the game subzone, determine a time segment to
which the user correspondingly belongs according to the time when the user enters the

game subzone;

a first acquisition unit, adapted to obtain the waiting queue that the time segment to
which the user correspondingly belongs corresponds to according to a correspondence

between pre-stored time segments and waiting queues; and

a first assignment unit, adapted to judge whether the obtained waiting queue has
remaining space, and assign the user to the obtained waiting queue on the condition that

the obtained waiting queue has remaining space.

10. The server according to claim 8, characterized in that, the queue assignment

module comprises:
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a second determination unit, adapted to, on the condition that the predetermined
condition is an Internet Protocol (IP) address being used when the user enters the game
subzone, determine an IP address segment to which the user correspondingly belongs

according to the IP address being used when the user enters the game subzone;

a second acquisition unit, adapted to obtain the waiting queue that the IP address
segment to which the user correspondingly belongs corresponds to according to a

correspondence between pre-stored IP address segments and waiting queues; and

a second assignment unit, adapted to judge whether the obtained waiting queue has
remaining space, and assign the user to the obtained waiting queue on the condition that

the obtained waiting queue has remaining space.

11. The server according to claim §, characterized in that, the queue assignment

module comprises:

a third determination unit, adapted to, on the condition that the predetermined
condition is an Internet Protocol (IP) address being used when the user enters the game
subzone, obtain a frequency of entering the game subzone that the IP address being used
when the user enters the game subzone corresponds to according to a correspondence

between pre-stored 1P addresses and frequencies of entering the game subzone;

a third obtaining unit, adapted to obtain the waiting queue that the obtained
frequency of entering the game subzone corresponds to according to a correspondence

between pre-stored frequency segments and waiting queues; and

a third assignment unit, adapted to judge whether the obtained waiting queue has a
remaining space, and assign the user to the obtained waiting queue on the condition that

the obtained waiting queue has remaining space.

12. The server according to claim &, characterized in that, the queue assignment

module comprises:

a fourth determination unit, adapted to, on the condition that the predetermined
condition is a combination of the time when the user enters the game subzone and an
Internet Protocol (IP) address being used when the user enters the game subzone,
determine a time segment which the user correspondingly belongs according to the time

when the user enters the game subzone, and to determine an [P address segment to which
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the user correspondingly belongs according to the IP address being used when the user

enters the game subzone;

a fourth acquisition unit, adapted to obtain the waiting queue that the determined
time segment and IP address segment correspond to according to a correspondence

between pre-stored time IP segments and waiting queues; and

a fourth assignment unit, adapted to judge whether the obtained waiting queue has
remaining space, and assign the user to the obtained waiting queue on the condition that

the obtained waiting queue has remaining space.

13. The server according to claim 8, characterized in that, the participant assignment

module comprises:

a determination unit, adapted to determine the number of participants to play in the

same group with the user;

a first selection unit, adapted to select the obtained number of waiting queues from
the waiting queues other than the waiting queue of the user by adopting a specific

algorithm, wherein the specific algorithm is a random or pseudo-random algorithm; and

a second selection unit, adapted to respectively select one waiting user from each of

the obtained waiting queues as a participant to play in the same group with the user.

14. The server according to claim 8, characterized in that, the server further

comprises:

an information feedback module, adapted to, during a game, upon receiving a
request of checking information of the game’s participants or a chat request sent by the
user, return the information of the game’s participants or the chat information to the user,
so that the user can check the information of the game’s participants or the chat

information at any time; or

a reassignment module, adapted to, when a game ends, sending an automatic
group-switch instruction to the user, and reassign the user to another waiting queue that
the user corresponds to, so that participants to play in the same group with the user can be

reassigned for the user before the game is restarted.

15. A machine-readable medium, having a set of instructions stored thereon, wherein

when the set of instructions is executed, a machine is enabled to perform a method for
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allocating game resources, and the method comprises:

receiving a game participation request sent by a user, the game participation request

comprising game subzone information;

when the user enters a game subzone identified by the game subzone information,
assigning the user to a waiting queue that the user corresponds to in the game subzone in

accordance with a predetermined condition; and

when the user is successfully assigned to the waiting queue that the user corresponds
to, selecting participants to play in the same group with the user from waiting queues
other than the waiting queue of the user, and allocating game resources for the user and

the participants to play in the same group with the user.
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