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11 DATA ERROR DETERMINATION UNIT 
12 DATA SYNCHRONIZATION REQUEST TRANSMITTING UNIT 
13 DATA SYNCHRONIZATION RESPONSE RECEIVING UNIT 
14 GAME DATA UPDATE UNIT 
111 GAME OPERATION COMMAND TRANSMITTING SUB-UNIT 
112 USER DATA ACQUISITION REQUEST TRANSMITTING SUB-UNIT 
113 USER DATA ACQUISITION REQUEST RECEIVING SUB-UNIT 
114 DATA COMPARISON SUB-UNIT 
115 ERROR DETERMINATION SUB-UNIT 
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(57) Abstract: The present invention is 
applicable to the field of computer and 
provides a fault-tolerant method for online 
game interaction logic and a fault-tolerant 
system for online games. The method 
comprises the following steps: The client 
determine whether the game data is in er­
ror; a game data synchronization request 
is sent to a game server when the client 
determines the game is in error; and the 
game server returns to the client a game 
data synchronization response. The game 
data synchronization response comprises 
the correct game data corresponding to the 
erroneous game data; the client updates a 
player's game data according to the game 
data synchronization response. In an em­
bodiment of the present invention, when 
the client has determined that there is an 
error in the game data, a game data syn­
chronization request is sent to the game 
server; the game server returns a game 
data synchronization response to the 
client, and the client updates the player's 
game data based on the game data syn­
chronization response returned by the 

game server, thus allowing the client to continue the game through synchronizing game data with the game server while the game 
data is in error. 
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