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FIG. 1

The live broadcast provider terminal sends a data execution
instruction and graphic interaction data corresponding to
the data execution instruction to the server

l

In response to the data execution instruction, the server
processes the graphic interaction data and sends out an
obtained graphic interaction picture

FIG. 2

After a live game is run, the live broadcast provider terminal calls interface
parameters of an application programming interface corresponding to game
resources in the live game to obtain the game resources of the live game and

sends the data execution instruction and the game resources to the server
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In response to the data execution instruction, the server adjusts the
game resources according to a set rule and generates corresponding live
broadcast buffer data according to the adjusted game resources

The server sends the live broadcast buffer data to the live broadcast
receiver terminal for playback
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The server receives game interception information sent by the live 204
broadcast receiver terminal in response to a user operation S
The server obtains a corresponding target game image from the live
broadcast buffer data according to the game interception information, 205
and/or obtains a corresponding target game element texture image N
from the game resources

The server sends the target game image and/or the target game 206
element texture image to the live broadcast receiver terminal T
FIG. 4
The live broadcast provider terminal stores in a lock-free queue the 201-3
drawing instruction configured to render the picture and the drawing ", ~

parameters corresponding to the drawing instructions

When detecting that a preset information sending condition is met, the

live broadcast provider terminal sends to the server the drawing »—\2(;1'4

instructions and drawing parameters stored in the lock-free queue

After receiving the drawing instructions and the drawing parameters,

the server performs picture rendering according to the drawing »%0/3

instructions and the drawing parameters
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After finishing the picture rendering, the server encodes the rendered

picture and sends the encoded picture to the live broadcast provider ——\20/3'4

terminal
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The live broadcast provider terminal intercepts the graphics API

instruction sequence initiated by the game client based on a control [—~"/

instruction input by a user

A

The live broadcast provider terminal sends the data execution

instruction and the intercepted graphics APl instruction sequence to the "\%91_8

server according to an interception order

X

In response to the data execution instruction, the server enables the
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GPU to execute the graphics APl instruction sequence to obtain a —Y

rendered game picture and sends out the rendered game picture

FIG. 7

When the intercepted graphics APl instruction sequence includes a synchronous
calling instruction, the live broadcast provider terminal generates a pseudo
response parameter of the synchronous calling instruction and returns the pseudo
response parameter to the game client

The live broadcast provider terminal sends the pseudo response
parameter to the server

The server establishes and saves a correspondence between the pseudo
response parameter and actual response information of the
synchronous calling instruction
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FIG. 8

When detecting that the game client performs game thread switching,
the live broadcast provider terminal adds a synchronous task including a
synchronous instruction to the work queue
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The live broadcast provider terminal sends the synchronous instruction
in the synchronous task to the server through an independent network
IO thread

b
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The GPU of the server creates a synchronous object based on the
synchronous instruction and executes a graphics APl instruction
sequence subsequent to the synchronous object after graphics API
instruction sequences prior to the synchronous object are executed

FIG. 9
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