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When a game engine enters a pending stage, each target task
processing system generates a task to be processed by such target
task processing system, and transmit the task to the task scheduling
system, where each target task processing system is one of task
processing systems, of which the task processing stage comprises the
stage, in the game engine

v

The task scheduling system allocates a processing thread in a CPU to 402

the task transmitted from each target task processing system based on -

a load on each processing thread and the operating correlation of each
target task processing system
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