METHOD FOR | NTERACTI VE LOG C FAULT TOLERANCE | N ONLI NE GAME, AND
SYSTEM AND CLI ENT FOR FAULT TOLERANCE | N ONLI NE GAME TECHNI CAL FI ELD
The present disclosure relates to the field of conputers, and in
particular to a 5method for interactive logic fault tolerance in an
onl i ne gane, and a system and a client for fault tolerance in an
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synchroni zation request to a gane sever en it
successfully, then it is indicated that game data of the client and game data of the game

15  server are consistent.

If the client does not receive the data returned by the game server, then the client
can not perform the operation of the game player, such that data of the client and data of
the game server are inconsistent, a logic status error is caused and a game can not

continue.

20 SUMMARY

In view of the above, the main purpose of the disclosure is to provide a method for
interactive logic fault tolerance in an online game, a system for fault tolerance in an
online game and a client for fault tolerance in an online game, so as to solve the problem

that game data of a client is inconsistent with game data of a game server.
25 Embodiments of the disclosure are realized as follows.

A method for interactive logic fault tolerance in an online game includes the

following steps:
a client determines whether there is fault in the game data of the client;

the client sends a game data synchronization request to a game sever when it is

30 determined that there is fault in the game data of the client;
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30determned that there is fault in the gane data of the client;

the gane server returns a gane data synchroni zati on response to the
client, the gane data synchroni zation response conprises correct gane
data corresponding to the fal se gane data; and the client
updates the gane data of the client according to the gane data
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configured to receive a gane data synchroni zati on response returned

by t he gansghsgave serganiconfigured to receive the game data synchronization request sent

by the client and return the game data synchronization response to the client;

wherein the game data synchronization response comprises correct game data

15  corresponding to the false game data.
A client for fault folerance in an online game includes:

a data error determination unit configured to determine whether there is fault in the

current game data of the client;

a data synchronization request sending unit configured fo send a game data
20 synchronization request to a game sever when the data error determination unit

determines that there is fault in the game data;

a data synchronization response receiving unit configured to receive a game data

synchronization response returned by the game server; and

a game data updating unit configured to update the game data of the client
25 according to the game data synchronization response received by the data
synchronization response receiving unit, wherein the game data synchronization

response comprises correct game data corresponding to the false game data.

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, the game server
30 returns the game data synchronization response to the client, and the game data

synchronization response comprises correct game data corresponding to the false game



a gane data updating unit configured to update the game data of the
client 25 according to the game data synchroni zation response

recei ved by the data synchronization response receiving unit, wherein
t he gane data synchroni zati on response conprises correct gane data
corresponding to the fal se gane data. I n enbodi ments of the
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Fig. 5 shows a structure diagram illustrating a system for fault tolerance in an online

game according to one embodiment of the present disclosure.

DETAILED DESCRIPTION

To make the purpose, technical solution and advantages of the disclosure more

20 clear and better understood, the disclosure will be further described in detail in
combination with the drawings and embodiments hereafter. It should be appreciated

that the specific embodiments described here are merely used to explain the disclosure

rather than define the disclosure.

In embodiments of the disclosure, a client sends a game data synchronization
25 reguest to a game sever when there is fauit in the game data, and adjusts game data of
the client by comparing the game data of the client with game data of the game server,

so that an online game may continue.

A method for interactive logic fault tolerance in an conline game includes the

following steps: a client determines whether there is fault in game data of the client;

30 the client sends a game data synchronization request to a game sever when it is

determined that there is fault in the game data of the client;
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20 cl ear and better understood, the disclosure will be further
described in detail in conbination with the draw ngs and enbodi nents
hereafter. It should be appreciated that the specific enbodi nents
described here are nerely used to explain the disclosure rather than
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universal online game according to one embodiment of the disclosure, and the method

specifically includes the following steps:
Step 201: a client determines whether there is fault in the game data.

20 As one embodiment of the disclosure, each time a game player performs an
operation, a client sends an operation instruction to a game server, and the game server
sends feedback information for the game operation instruction from the game server to
client; if the client does not receive the feedback information for the game operation
instruction from the game server, then the client determines that there is fault in the

25 game data.

As another embodiment of the disclosure, the client sends a user data acquisition
request to the game sever when the client can not determine whether the game data of
the client is consistent with game data of the game server; after receiving the game
data acquisition request, the game server returns a game data response to the client ,

30 and the game data response comprises game data requested by the user data
acquisition request; the client compares the game data returned by the game server

with the game data stored locally; and when the game data returned by the game



Step 201: a client determ nes whether there is fault in the gane

data. 20As one enbodi nent of the disclosure, each tinme a gane player
perfornms an operation, a client sends an operation instruction to a
gane server, and the gane server sends feedback information for the

ganme operatign_instruction fromthe ganme server to client; if the
client S6EEriRincpRigiepbwithdhe garsalata sierest Raeode elient Hetegaines game data
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game data, and the client updates the game data of the game player according to the

15 game data synchronization response returned by the game server, which solves the
problem that game data of the client is inconsistent with game data of the game server,
so that the client can also play a game by synchronizing the game data with the game

server when there is fault in the game data.

Fig. 3 shows a structure diagram illustrating a client in a system for fault tolerance in

20 an online game according to one embodiment of the disclosure; to facilitate
explanation, only portions related to implementation of the disclosure are shown. The
client includes: a data error determination unit 11, a data synchronization request
sending unit 12, a data synchronization response receiving unit 13 and a game data

updating unit 14.

25 The data error determination unit 11 is configured to determine whether there is fauit

in the current game data of the client; and

the data error determination unit 11 can further include; a game operation
instruction sending subunit 111 configured to send a game operation instruction to the
game sever; a user data acquisition request sending subunit 112 configured to send a

30 game data acquisition request to the game sever when the client does not determine
whether game data of the client is consistent with game data of the game server; a

user data acquisition request receiving subunit 113 configured to receive the game data



10l n enbodi nents of the disclosure, the client sends the gane data
synchroni zati on request to the gane sever when it is determ ned that
there is fault in the ganme data, the ganme server returns the gane
data synchroni zation response to the client, and the gane data
synchroni zati on response conprises correct q?ne data corresponding to
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inconsistent with the game data locally stored, the error determination subunit 115

determines game data corresponding to the operation instruction is false.

The data synchronization request sending unit 12 is configured to send a game data
25  synchronization request to a game sever when the data error determination unit 11

determines that there is fault in the game data;

the data synchronization response receiving unit 13 is configured to receive a game

data synchronization response returned by the game server; and

the game data updating unit 14 is configured to update game data of a game player
30 according to the game data synchronization response received by the data
synchronization response receiving unit 13, wherein the game data synchronization

response includes correct game data corresponding to the false game data.

Fig. 4 shows a structure diagram illustrating a game server in a system for fault
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10 information for the ganme operation instruction to client; if the
client does not receive the feedback information for the gane
operation instruction fromthe gane server, then the error

determ nation subunit 115 determnes that there is fault in the gane

dat a. As anot her epbodi nent of the disclosure, the user data
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25 data, send a game data synchronization request to a game sever when it is determined
that there is fault in the game data, receive a game data synchronization response
returned by a game server 32, and update game data of a game player according to the
game data synchronization response, wherein the game data synchronization response

comprises correct game data corresponding to the false game data; and

30 the game server 32 is configured fo receive the game data synchronization request

sent by the client 31 and return the game data synchronization response to the client 31.

The above are only the preferred embodimenis of the disclosure and are not
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15 data synchroni zati on response conprises correct gane data
corresponding to the fal se gane data, and the client updates the gane
data of the gane player according to the ganme data synchroni zation
response returned by the gane server, which solves the problen1that
gane data of the client is |nconS|stent with game data of the g

server, Idgndedhdo dipdt Hq eeape gh the §6eﬁﬁnaﬁi%lwﬁ% b3Ys fieciHicahens. r@wwéent
gane da e tofl et
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fault t@heﬁ&ﬂb@ﬂuth&ﬁanQCﬁéh@dm@maamord|ng to one enbodi nent of the
di scl osure, and the system specifically includes: at |east one client
31 is configured to determ ne whether there is fault in the ganme 25
data, send a gane data synchroni zati on request to a gane sever when
it is determned that there is fault in the gane data, receive a gane
data synchroni zati on response returned by a gane server 32, and
updat e gane data of a ganme player according to the gane data
synchroni zati on response, wherein the ganme data synchroni zation
response conpri ses correct gane data corresponding to the fal se gane
data; and 30t he game server 32 is configured to receive the gane data
synchroni zati on request sent by the client 31 and return the gane
data synchroni zation response to the client 31. The above are only
the preferred enbodi nents of the disclosure and are not 7 intended
tolimt the scope of the present disclosure; any nodifications,
equi val ent repl acenents, inprovenents or the like within the
principle of the present disclosure shall fall within the scope of
the disclosure. Cains 1. A nethod for interactive logic fault

tol erance in an online game, conprising: determning, by a client,
whet her there is fault in ganme data of the client; sendi ng,
by the client, a ganme data synchroni zati on request to a gane sever
when it 5is determned that there is fault in the game data of the
client; returning, by the gane server, a gane data
synchroni zati on response to the client, the ganme data synchroni zation
response conprises correct gane data corresponding to the fal se gane
data; and



updating, by the client, the ganme data of the client according to the
gane data 10synchroni zati on response. 2. The nethod according to
claim1, wherein the step of determning, by a client, whether there
is fault in ganme data conprises: sending, by the client, a gane
operation instruction to the ganme sever; and determ ni ng, by
the client, that the gane data correﬁﬁqnding to the ganme operation
15instruction is false when the clie Hbes not receive feedback

i nformation for th eration |ns ction, frontthe ame seryer.
3. The et hbd A EBIATHET FEEEPA0gic ARLIATTNERIN 1 BRins: oalRe eI
by the client, whether there s fault in nme data, conpris

sendi ng, btﬂ@m@“ennsehtacae'tttswttettﬁréheoteq%fagﬂt'ﬂ aﬁmétﬂtegP St gane
sever when the 20cl i ent can not determ ne whet her the gane data of

Che cl i ent 5e0cisinbY Sesliensa SRR HataHNSNEAN A3KEN GRGNESS & g game sever when i
ret usni Aggelim i BAReRSE YAl ndn@BBMEIRA of ARAGRAE Lo the cl ient,

and the gane data response conprisés game data requested by the user

data acqui
Gata retur neriiio] AUESIame server, 2 oBfERE MncinlcafioPlaPohes IO el
and tie gamei datan gynatyortlnetm lesponsegegrapiRescotiect gape rd@tmgortesp@ngméo

oper at i e tansse éé}%eld%ﬂa | S fdal se when the gane data returned by the
game server ' hCORSIstent with the gane data stored locally. 4. A

system for fp%l%“tgtlg)y HANGEL thd ga% 406 SR IR cgﬂdﬂ% to the game data

10 synchronlzatlon response.

2. The method according to claim 1, wherein the step of determining, by a client,

whether there is fault in game data comprises:
sending, by the client, a game operation instruction to the game sever; and

determining, by the client, that the game data corresponding to the game operation
15  instruction is false when the client does not receive feedback information for the game

operation instruction from the game server.

3. The method according to claim 1, wherein the step of determining, by the client,

whether there is fault in game data comprises:

sending, by the client, a user data acquisition request fo the game sever when the
20 client can not determine whether the game data of the client is consistent with game data

of the game server;

returning, by the game server, a game data response to the client, and the game

data response comprises game data requested by the user data acquisition request;

comparing, by the client, the game data returned by the game server with the game

25 data stored locally; and

determining, by the client, game data corresponding to a game operation instruction
is false when the game data returned by the game server is inconsistent with the game

data stored locally.

4. A system for fault tolerance in an online game, comprising:



at |east one client configured to determ ne whether there is fault in
gane data, send a ganme data synchronization request to a gane sever
when it is determned that there is fault in the gane data, receive a
gane data synchroni zati on response returned by the ganme server, and

update the game data of the at |east one client according to the gane
5 data syncHrieastPaeidant euhigHss todedsranine whethgs ergag aultin game data, send

synchrony &@rﬁé Qatd Snie Fb?ﬁzaﬁi%ﬁﬁé&ﬁ 16 8'gaffd sdlRFRhEREs SRfdrARRANAEBeldis
the fal se” gane dat'a; and t he gane “server configured to receive

t he gandadhiratheygaine ciata: aeceie acgares Wase ayndhyonization) frespenseneturaedry the
the ga i i S I ent.. :

The SystERt o bGaNE PoeE) (b B 10 oL Bt llent aecording to M gme
4, wser efata lhherooizatioh @eeppnsssewherein thedgameedatar sgetheomizatidn gasponse

unit confiqured to eternhnF mhether.thgrﬁﬁhs faul t iq t he current
gane dat8"BYISEREOUPFGHMe data correspaudind g heHplsHi9AHS dater eq0est

sending unit configured tq send the gane data nchrani zatjon request
Lot he gamde Gaaie SHUR SHTISHIR AT CENEdae SAMEATR MM O ZUAb [eshiep et
that theyehé slidrtént refurh e §gAREB dded SynchroniZatidatrasonelto e g@dniton
response receiving unit configured to receive the gane data

synchroni zag i ofhe! 8&RAATEr fagltYbBRHcEYn bR MiAERafR é’&fdrdiﬂ?(io claim&, S&rein
data updating unit” configured to update the gane data of the at | east

one 181 i &g clighd 6PAPASES0 t he game data synchroni zation response
recei ved by the data 20 synchroni zation response recei Vi ng unit,
wher ei n t hea gdatertitdeterppatiominibeendigurassissiriemaipapethey thevieris daulyiarthe

data cor, ﬁ'éﬁf)@gjné'ga{aoofitn Jighse gane data. 6. The system for
P e ?i

fault toleran in an online gane according to claimb5, wherein the

data error dgter W ndb@DattH te rsleﬁg'rﬁp unit ccc)jnféguré‘d Q@"Ef‘en@pﬁ{ea%ér% data
instruction sending subunit configured to sen game operatio
25i nst r sghérvonizatisrheequeest teether game sevensererdden daday eirir t dedermiegfioes unit

sending subunit confiqured to send a me data acquisition request to
theqEané]egeéwg}es\/\t)ﬁ@gthfeﬁee‘s??w&Wttﬁgﬁn??og‘%aet erm ne whet her the gane
data of the @lti ent | copsi st ent vm'th.‘ﬁarre .gat 8 of %E‘? ane server; .
a user datd &18 Y OFh OB APy [RFAP PR LAY VB 6OV red it FGiVEd t game cata
r ecei ve syh¢hrapigticiOredpbass &MlirneY biylBe gan® severer and@ data conpari son
subunit configured to conpare the gane data returned by the game
server W th ghvde i@ ugadingumit ednfidiced ky/ upddtd the game data of the at least one
client according to the game data synchronization response received by the data
20 synchronization response receiving unit, wherein the game data synchronization

response comprises correct game data corresponding to the false game data.

6. The system for fault tolerance in an online game according fo claim 5, wherein

the data error determination unit comprises:

a game operation instruction sending subunit configured to send a game cperation

25 instruction to the game sever,

a user data acquisition request sending subunit configured to send a game data
acquisition request to the game sever when the client can not determine whether the

game data of the client is consistent with game data of the game server,;

a user data acquisition request receiving subunit configured to receive the game

30 data sent by the game server;

a data comparison subunit configured to compare the game data returned by the

10



an error determ nation subunit configured to determ ne that ganme data
corresponding to the gane operation instruction is fal se when the
client does not receive feedback information for the gane operation
instruction fromthe game server or the 5 gane data returned by the
ganme server is inconsistent with the Ve data stored |ocally.

7. The W%WW@?WW&L}PQ9@'8?@@531%@r‘?41'°g%'y®nlainﬁe garre accord| ng to

claim6, wherein the gane server npri ses:

synchr oni za1 ofMPeqggRiEfMinglien vﬁH@J’Uhl QorE'Bqudguﬁoecﬁect?f"'F’%emﬁé IR afiata
dat a synehieQRbrdhd RMheSRNSS bp&aiién Pﬁétrh@ﬁorﬁ%'f&l@é wt@ﬂ%é@ﬁ?erﬁ%%@s not recelve
synchroni zation response sendlng unit configured to return the ga
dat a syﬁe&dhaﬂz:aiqrmﬁtlo@étproﬁ@egametcrp@r%tiqnemstructlon frgm mecmarémser\mf or the
f aul |

5 OLRLARGE LAl APl 20T CATRI R with th gIHGE Efed lacally.

determ mati on uni gur erm ne re i

Sending. uni T torgaot U8 sfRG i n e SR einag 4 e R

to a ganke gemersenf@rconieisdat a error determination unit determ nes

that there is fault in the gane data; a data synchroni zation
response regdatd s\hchrordizationfrequéstdetsivingagiitveondiggatietodeteive the game data
synchroni zati on response, returned the gane server; and 20a game
dat a up§¥PsHgnizAtien E?ﬂﬁ‘f*?‘b%ﬁrﬁ yithe glshdt e@he game data of the cl i ent
according to the gane data synchronization response recejved by

dat d0synchribARPasYRTMELHIOASESPYSS $4TIRINAIMDE CO ’@ijﬁotfﬁté‘r’béﬂ?\%gaaieadata
synchrogyga{rbﬁﬁaﬁﬁp&%ﬁs@m@oﬁgﬁ correct gane data corresponding to

the fal sé gane data. 9. The client for fault tolerance in
an online ganme aeGRTSH Gt idlerahdd T &h oMM §ifle [dBnpigiag:a error
determ nation unit conprises: a gane operation instruction

fﬁgd' na Sg?lvgérnfa SR dettiiRfhatio? SRNCh gl ATRLORAEAih & WHARtHE i8%adiCin the
J current game data of the client;

15 a data synchronization request sending unit configured to send a game data
synchronization request to a game sever when the data error determination unit

determines that there is fault in the game data;

a data synchronization response receiving unit configured to receive a game data

synchronization response returned by the game server, and

20 a game data updating unit configured to update the game data of the client
according to the game data synchronization response received by the data
synchronization response receiving unit, wherein the game data synchronization

response comprises correct game data corresponding to the false game data.

9. The client for fault tolerance in an online game according to claim 8, wherein the

25 data error determination unit comprises:

a game operation instruction sending subunit configured o send a game operation

instruction o the game sever;

a user data acquisition request sending subunit configured to send a game data
acquisition request to the game sever when the client can not determine whether the

30 game data of the client is consistent with game data of the game server;

a user data acquisition request receiving subunit configured to receive the game

11



a user data acquisition request sending subunit configured to send a
gane data acquisition request to the gane sever when the client can
not determ ne whether the 30 gane data of the client is consistent

wi th game data of the gane server; a user data acquisition request
receivin sub%ngt configured to receive the game data sent by the
game serd/&q 5en y*hﬁgﬂﬂék%%ﬁbarison subunit configured to conpare the

ane data returned by .the gane server wth the me dat t ored
Docal l'y: arfl 922 EOMBHTiSAR STRHNILEATHRUESShis FAMBRIAT TG [HAE fataBtumes by the

t hat garﬁnﬁ’@Eé\vér with 'ﬂ@@@rﬂéid‘a% ét@rédﬂecgw;m apder a_ti on i nstr uction is
fal se when the client does not receive feedback information for the

ganme oper atd;pNetrfst deekrhPBtidd OBUbIA: ISRigERIY &b etéMfndaRMatddathe data

returned by the gane server is inconsistent with the gane data stored

| ocaldl y.corresponding to the game operation instruction is false when the client does not receive
feedback information for the game operation instruction from the game server or the

game data returned by the game server is inconsistent with the game data stored localily.
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