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receive a game participation request sent by a user

when the user enters a garr?e subzone identified by the | 102
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

h 4

when the user is successfully assigned to the waiting queue 10z
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

o
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201
a user logins a cloud server and establishes a socket |
connection with the cloud server s
i
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after the user establishes the socket connection with | ~
the cloud server, the user sends a quick match request ¥
to the cloud server
203

4
after the cloud server receives the quick match request
sent by the user, the cloud server returns a game
subzone list to the user.

d _ 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
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. Enter the game subzone 206
v ¥
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
207

k e
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

v 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

v | 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
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