T

O Server

Terminal

FIG. la

1/13



i 107

Display a game scenario structure interface,
the game scenario structure interface
including several readable game scenario
blocks that a player has played, each game |/~ 101
scenario block corresponding to one or
more game scenarios, and each readable
game scenario block correspondingly
storing game scenario path data

|

Receive a scenario skipping instruction

triggered by the player through the game |~ 102
scenario structure interface
i
Determine, according to the scenario
skipping instruction, a skip-origin game
scenario block and a destination readable |~ 103

game scenario block that needs to be
skippi:d to

Determine,
when determining that the

Enter a game scenario
corresponding to the destination
readable game scenario block
according to the target game
scenario path data

skip-origin game scenario block is 104

located on the target game scenario path,
whether skip-origin game scenario path data
stored in the skip-origin game scenario block
and the target game scenario path

No

data have connectivity
in game logic

Yes i

Update the target game scenario path data s 105

according to the skip-origin game
scenario path data

!

Enter a game scenario corresponding to

the destination game scenario block |~ 106

according to updated target game
scenario path data

FIG. 1b

2/13



< Story line

1

-

Introductory chapter XXX tale
Exploration in this chapter 83%

FIG. 1c

Q Go to the library to read a book Q Go home to sleep

FIG. 1d

3/13




Take no pocket
watch

-
-

| C
\ -
Take a pocket _.--~
watch_ .-~

FIG. 2a

Take no pocket
watch

Take a pocket -7

watch __--"

-

FIG. 2b

4/13

The pocket watch
stops a bullet

The pocket watch
stops a bullet



A terminal displays a game scenario structure
interface, the game scenario structure interface
) . . 301
including several readable game scenario |/~
blocks that a player has played
v

The terminal receives a scenario skipping
instruction triggered by the player through the |~ 302
game scenario structure interface
v

The terminal determines, according to the 303

scenario skipping instruction, a skip-origin
game scenario block and a destination readable

game scenario block

308 v

The terminal enters a game 'scenario
corresponding to the destination
readable game scenario block
directly according to the target game
scenario path data

304

he terminal determines
whether the skip-origin game scenario block is on
a target game scenario path of the destination
dable game scenario block

305

The terminal determines
whether the skip-origin game scenario path data
and the target game scenario path data have
connectivity in game logic

No

The terminal updates the target game scenario - 306
path data according to the skip-origin game
scenario path data

)

The terminal enters a game scenario

corresponding to the destination game scenario 307

block according to updated target game
scenario path data

FIG. 3a

5/13



urpuo

[43

q¢ ‘DIA

0=on[eA

[=onfeA

0=an[eA

[=an[eA

6/13



ot ‘DIA

O

o€/ 191deyo siyy ur uonero[dxyg

w:%co
SSQ

o vooom

K1018 XX

191deyd YruoAd[q

ul

XXX m_ \mox puo%as oy [, ;

14

€

UoneBIAUL XX
[

7 UoT)BULIOJUT %QM ; ﬂ

ourf A103§ >

7/13



puo yyeaq AQNVM, @

Pt "DIA

0=aN[BA 0=on[EA

A

[=on[eA [=on[eA

)
on

143

8/13



9t ‘DIA

2,08 191deyo s1y) ur uonero[dxy

Surpud
yreaa
| [ XXXX

O

K103 XX

ul

191deyd YruaAd[g

| uoneyIAUL XX

o

o

/

?oSmE;omS Koy _m_

o )

st Koy puooos oy |

O |

e s

ourf K105 >

9/13



Surpud
yread

J€ "DId

0=an[eA

QVwé S f ©¢% ¢

(43

QT\

[=on[eA

0=on[eA

[=anjep

10/13



3¢ ‘DI

0=on[eA

suIpud uowspn
meaq ¢>A< PO >
<A

A

J

(43

\
[=on[eA

o=onjeA

7

[=on[eA

11/13



401
f

403 404

[ - i

Display unit

. . Data
Instruction Scenanq block connectivity
receiving unit determining unit determining unit

401
s

406 405
4 4

Display unit

401
s

Display unit

Scenario | Update unit
processing unit
FIG. 4a
404
|r _D;ta?onneavgﬂ
determining unit |
'a 402 - 403 | Comparison /[ | 041
3 > block | subunit
) cenario bloc I 4
Instruction determining ] Connectivity 042
recerving unit unit determining subunit | |
L —
/~406 . 405
Scenario Update unit
processing unit
FIG. 4b
f 402 f 403 f 404
Instruction Scenario block Data connectivity
receiving unit determining unit determining unit
f 407 K4O6 F 405
Path data Scenario | | Update unit
processing unit processing unit
FIG. 4c

12/13



503

501
Power T
supply

502

Memory a—»

Processor

I

504

Input unit

FIG. 5

13/13




