Abstract The disclosure relates to the field of conputer, and
provides a nmethod for interactive logic fault tolerance in an online
gane and a systemfor fault tolerance in an online gane. The net hod
includes the following steps: a client determ nes whether there is
fault in the gane data; the client ggﬁds a game data synchronization
request to a gane sever when it is ¥a%tned that there is fault in
the gane data; the gane server returns a gane data synchroni zation
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3 client updates game data of a game player according to the game data synchronlzatlon
10 response. In embodiments of the disclosure, the client sends the game data
synchronization request to the game sever when it is determined that there is fault in the

game data, the game server returns the game data synchronization response to the

client, and the client updates the game data of the game player according to the game

data synchronization response returned by the game server, so that the client can also

15  play a game by synchronizing the game data with the game server when there is fault in

the game data.
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