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PR ARIBFIE X
1 SEHE

A FERE T 2 Ui ARATIEA M I AREARTE 3L, A RS 7 AR TESL AL .
ARAE T &RAL B, Ak, BURHLGHAEEFIPEALD .

2 AEMsImxH

N F SO P 2 SR I S SRR T | P TR BRSO b AN T D (1) R o o, 3 F R 1A ST A
A2 H AT B (R AR T AR SO AN FIIR 51 S, HasohiAs CEIFERTE g &M T4
A

GB/T 32400-2015 {5 EHA =il&H MW 51

GB/T 35293-2017 {5 B4R =it5 REAUWLE B A 2K

ISO/IEC/IEEE 42010: 2011 HRZAMEME THE——22%HiiA (Systems and software engineering -
Avrchitecture description)

3 ARNIEFMENX

GB/T 32400-2015. GB/T 35293-2017. ISO/IEC/IEEE 42010: 2011 %5€ (UL K2 R AR E Fl & SLidE F
TR,

3.1 —figk
3.1.1

=i cloud gaming

PR IBAE 20 RS FABAT IR T e “ BUERR” BN, WERIAEAE . THE . TE PSSR = o
SERG, DESKA] DLIE AT 2 & B B R 0 56 3 v i B
3.1.2

=3I  cloud gaming player

UERAT R, R DA NI 2 00 H T S A FH 2= ™ b AR 35 A kL 2 B, 2 7 i MR
s ST
3.1.3

=iE I &®E  cloud gaming developer

IR ABAE T, T ks Big, b iR SR N AR . BE AT DU AR Gl T
R, WAL =it k. BErTLUR HARN, a] LIk NsdEE N4 4.
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3.1.4

=PRI cloud gaming provider

=R N BRI, ORI IT R SORATR, W LURAE Gl R A R e sl R AT, LU =
TERR I A R BURAT S
3.1.5

=Pk REIRHE  cloud gaming service provider

TR IR B T, LB IR B A i cr G R MME B EOR . BRI RAR 5 A Al
%, RAIDCHE, NuiFRisiT it E 7308,

3.1.6
=IKIEER  cloud gaming operator

RIS EH, I A I RS e i R A ARBERUE E i, DA SR 8] L Xk
T8 H A SRR S5 DR SR B R 55 AR B R N BT, AT SRAGUR A A F

3.1.7

=ik #&im  cloud gaming terminal (CGT)
P B TR N 25 I s 48 i e i K, 48 = i A be X 1 18/ VAR D N B ARS8 45 2 T e 1) 1L
%o Kim RS & MAFEANL (PC) « OTTHLI G Wixk LML IPTVHLI &, B,

3.1.8

=ik Rintett®  cloud gaming terminal provider

BRI A AR T, G R v B s AR T F i, RS BRI
3.1.9

=itE  cloud computing

b IE I P 2o A L S 0 L S SRR RO B U DA R 1 IR S5 0 77 A A R AR
S REARERS S, WERG. W&, I BRI ES.

[KiE: GBIT 32400-2015, & ¥3.2.5]

3.2 AR
3.2.1

=EFEE  cloud gaming platform

BT EAR, MBiE T RAERI AR B. #5200 2 R AR U6 ) ELER R = i o L A BRI A Y
B BDEARTTR. BEMZ ., WAL ERIRS, W N AHERE . BT & hIsE TR
v B P 35, AT R BE % G

3.2.2

=% ARSSEE  cloud gaming service platform
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NRFERSE DRSS 6, EERAURERMBOE . JRER AR SR ), BRa
e L BTSRRI B B R OO ThRE, AR T ik S TE B AN DA R R
*O

3.2.3

=R cloud native game

T JF AR —Fh 78 KAE SRR SRR B, BAERERSE R PR BE AN
NIRRT TEEFET ZHARIAT R, B/ aWals . WA . #5240 — KR, v P 3R at itz i
AT, WKL SR

3.2.4

=EXERE  cloud gaming schedule system
W RS AT = ARG R, MR8 PR i@ v CRRUEHR . MZEHE L. P 2%
Al BN AT RORIRS A

3.2.5

=iERIBITSES  cloud gaming instance
FABRIHLSEBI NS, BEE T RIFRE =i i e 47 S e 8E, BFECPU. GPU. W17,
Tifit . MIZKEE,

3.2.6
3% 518 gaming engine
O 55 - B AT a0 P X R G s 22 L xS UGS FH AR 7 A% O LA o 1K 26 R G0 N i Rk e T E 3

SR SRR A0S A R, H IR TRPSOT K E e w AR Oy EHL. PC. Bahins
SEREAET TR T R AT o

3.2.7

HINIE&  input device
SEELR PR R E W A, BRI IEE BRSO AR, B A ST N
£,

3.2.8

MINEMH  inputevent
FA P IR R, X S S B AR AR S I 25 U K

3.2.9

T B gaming event

TR —BOIRES, X LIRS B A PR AR AL 8 25 23
3.2.10

ZFEMGR  cloud gaming streaming
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W BRI E A AR SR AE T2 B LA A% a1 77 2Cd e B0 £E 2 o A 7 o R4 T A5 4 o
3.2. 11
BE  bitrate

BRI B, SR AE LI [ A2 I AR B, Ry “ArERR” (bps) o iRk
(LR S e o' R o PO s e U A N T D R RS RSO 1 1 e R F O E N K VA S B R VA S22
(Mbps) o iR A AR Ry, AC PR AL T B T SR AR I, S R

3.2.12
M1 frame rate

BN 1] N s BB BB . B D B R ”  (Frame per Second, FPS) BY“#if%%”
(Hz) o FRATIEH 360 (60FPS) , RIREFD Wn60MmiEIfG . Mizim, AR .

3.2.13
El1& 2 #4%  image resolution

RREBRERE, RE-PMEREBUENERE, BEKFMEER NI, WERLN “rifx
P (dpid) o FRATTIE % U 1080P BRI Dy K AT R KT 5 1R AL 15 1920 ME 3R, TR ELU TR 6415 1080
MER. BE2YERBE, FESAR, B .

3.2.14
SRPPEZE  display resolution

BB R R B RN Z D, BEACFMEEMNANT A, WERAN “[ESsT”  (dpi) 5“4
FTBET (ppi) o FATIEH Frift (IHD+CR A R 7= Ff #1717 B 5 9000 ME R, SR ET R
1600MER . Ronr G, FAEXIEA A ERIE SRS . BRpPE—EN, RoRbiiNE
[ SOR

3.2.15

E7SMIER  dynamic frame

2 RARYE L BT R B, ShAS TR R WA, P18 FH P AR I R0 5 o FH
3.2.16

A HEER dynamic resolution

ZUFERARYE 2 0m i) o o R B, SRR R o A, PR PRI A B S
3.2.17

BALRENZSIEEE  dynamic color depth

RS ARYE 2 IR B, BN TR G, PR PRI A B S

3.2.18
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ZEjAME MEMC

ML R F PR TN L AMEEAE SRR 5925, RS 2= Y A il o T P9 T SR AME T P D, 25
JUH WIS T, T AL AR SR AN T

3.2.19
ZEXETIE  cloud gaming latency

TFRISATIERE T, MBUSOG A SmdE AT A B0 R8T A 2 AR S L PR R R o KT )
I SEALAZERD (ms) JyHfr, FEAE.

a) AunfEORAEMIE: T/ IR A 4 24 A K [A];

b) _EATRIZEIIEE: FI 64 e 7 i A3k 20 2 iy A PRI )5

C) I NI HE 75 S e M N AR ARG B, Xl R AT AT R A G B T i LA

ikiplingIaF

d) TATRIERINRE: 2T ) 2= i A i 21 ) s PO ()5

e) AU N SE: 2P S S e B It I 1] 5

) AR IE: 5 e R R AU HE AT A AL AR P 1] 5

Q) AR U HE . 25 S AR ) WL e B i 7s (R  TE

3.2.20
Zun R RATIE  device display latency

MZ S B i AR L, B g B A6 5 2 T i 1 7 B s PR (i) )22 i fft A P S8 A28 S A
JBURS SE2Z A

3.2.21

LR ISRTGE  device input latency

M ZEAE N, 30 2 Yo I PR P 32 14 Bk ] o
3.2.22

BEMNEETIE  first frame loading latency

P iR s ik, B AE ] P 2 om it 1 28— Wof RIAEREH L E, EEA TR
TR AN

3.2.23

ARIRRRISETIE  decoding latency

FH P 2 s WSO AR A S 30 A AT TP T 1) D, AR R o )RR AT A B B e
3.2.24

ZimME N ETEE  cloud response latency

23 IR N P P g AR e B IR T UUEEAT SR G BT B MU O B 8], B =
SRR AR W S [R], R VE G S, RiREAENAE, 2 g i I A
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25

JEZBTIE  cloud rendering latency

i
BT AR PR (T20P. 1080PfK4K) , TE G N A7 38 D131 55 A7 I V5 % R T G A5G4 ) i

26

=iRYRILAETIE  encoding latency

RS AR SRR L ) B WIS 5 HEAT G A VI IR 8], B[R] BRATG I0 XR R o
27

ESNBTIE  extra latency

[F] — KRR AE AN IS AT FI 2= ity 18 AT (B B A 1) 221

28

PILEETIE  network latency

R N IPENEENUBERE A BT a6 v, B3k B s LRy ak, B i it [a],

7o

3.2

3.2

3.2

3.2

3.2

29

ZRim=EfLEZ  audio and video synchronization
R BN T E A A, B A g R TR [ A

30

%4 Im3ZH  multi-device synergy

WA, A S — AN K

31

HKAMIRIE  operation experience similar to local PC gaming (ESLP)
FHFBAT ZR R 5 AL A Hb 2wy it e 1 45 VAR 36 o
32

IXIGFRE  quality of user experience (QoE)
P& Mg, R BHBOLS AR

33

o
S
op
g
&
(g1
K

Za)

W& HRE  quality of service (QoS)

PLms i H

W2 AL S5 1R BOE MRS I RE /7, SRR LA W AE. Bnb&E. IEE. I EARAL (R d
B g )M EmE.
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3.2.34
PRI £ S8  key parameter of user experience (KPoE)

Xt FH P I S2 B R 55 SRR AR R AF A AR 553 A AN A 28 s R o B /KT AT SR R K A 3R, W] AR
NN F LIRSS 5 S

3.2.35

W MEESE  performance parameter of service (PPoS)

JR 55 3 e A AT DA R R 5% SE A AV s BB K IR 3R, AT AR IS 9 3 L A 56 o B 2
3.2.36

L& RESE  performance parameter of network  (PPOE)

X V.55 € A 5% 5T B R A ELAR RN B4 ) 4% S S RE A
3.2.37

PIALEFRE  audio visual experience quality (AVEQ)

RAL RIS RE S8 B W P 0 WS, FR BRI o PN 250N £ 3 BE 77 R 58 1R 73 8
[UESNR TR SN TR 2 & 8

3.2.38
SIAIEERE  presenting experience quality (PEQ)

AL 52 PR 48 Be A i ot B W ARS8 0, SR8 Eh 2 i ol 55 BT RE A, DRAR Sy o I e+
&)} Z A0 S BRI -RUMIAE B 55 17 JA 5%

3.2.39
R EKIERE  interaction experience quality (IEQ)

FAEF P38 3ok fich 7 1 A/ A S 15 4 i N Sl A 380 ek e TR /2 28 PR B 5 i, B P A8 L i SR
N SIS

3.2.40

it (IE{E) THIEE peak download speed

i R, BoEE e A R R R OOEE,  BAMbpsERMbit/s g LA .
3.2.41

MEYIF  network slicing

Y] R e — M fR AR 77, T LRSS R ESE — M R Al B0 70 18t 22 A R DL A iy 39 i A
7, FAMEY T NTCLRIENM . AREN R0 W BT IR R, LGRS & Fh &R R 2k
o

3.2.42
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SENAOZTE multi-access edge computing (MEC)

RN, KRR e, T NS ER RIS, i G
H— R TERE . (RIEIR 5 s 98 1 B PR S A8, I R 28 T B TN 2 AR 55 B S ) e g i
FE, AL 9 A AN R W R e R R 2% A

3.2.43
GPU E#I{t GPU virtualized

IBATAERHE 0 R 55 L RE AL S 3L S A Y (] — DRl 2 SRGPUAL BE 233t 17 BT I2 58, SCRF
i X8 ) I T

3.2.44
284  architecture

WIS RGIGR TRAMKR, LUK RG B RE R AT H SR 1 — AN R G AE H IR b 1 R A
R
[Ki: ISO/IEC/IEEE 42010: 2011]

3.2.45

557 party

—AEHERN FEANFAREANAN . BHRER TS 577 2 B R AR
3.2.46

JEE  activity

—HREEFIES .
3.2.47

Z=IENGESRN  cloud gaming activity

—AHREEFSES, FEA DHA, JRELThR A A SR

3.2.48

B role
R —HBA I FE B bR RIS T Z 35 F B bR =S s e 4 .
3.2.49

EIHL  virtual machine

— PRI AR AL RS, R TE RN S A AR, (E L Th g R i e = S R b 2
RGN &P TR LASEIL o

[kJs: GBIT 35293-2017, & X3.1]
3.2.52

ZAeE container
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3.3 iz
3.3.1
THERTELZ A% average concurrent users (ACU)

E € I TE] BT — IRAE 2R N AR, DL€ JA D JRR,, ) 3T P (89 ACU T BN i) B ) ~F- 44 550
i o

3.3.2
R EZ A#  peak concurrent users (PCU)

HIZE— IS IAl Y, SR s e N B . (B3 PR EmfELk: RGNS — R8s, 4
K24/ N SL24AAN R Z I FELREHE, 01244 HF 8] B P S5z v 1) L P FE 2685040 9PCUD

3.3.3
ST ERAPENE  average revenue per paying user (ARPPU)
A s, A BN A AT SR .
3.3.4
TG 5ERM FULE average revenue per user (ARPU)
fir B R TTIR S e, A SN H TEERRL
3.3.5
S EHAME  life time value (LTV)

2958 — M E A G FE (R EAS A R dr B, BE L E v1sH, REX A A A 15 H B
MK KL, A E dr B b, Se(E A A~ .

3.3.6

FNFEHEE  return on investment (ROI)

—ENEIN, fHEEEHREEE, A0 (LA NTHESRAD « AR AR KR
3.3.7

4ME  cheating program

PME BHARTBE X — AN A Rk, S8l H AT TR BAR T
3.3.8

Frimik  anti-addiction

B3 U 1 BT 1k AR B S TR 22 i X V€ 1 — AT N IR B ThEg .
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