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Display teammate avatars of game teammates in the game team at the plurality of player 
positions
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Display player teammates of game teammates in the game team at the plurality of player 
positions

Replace, in response to at least two game teammates in the game team having an intimate 
relationship, the teammate avatars with intimacy avatar information corresponding to the intimate 
relationship for display at the player positions corresponding to the at least two game teammates
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Display teammate avatars of game teammates in the game team at the plurality of player 
positions

Superpose, on the teammate avatars in response to at least two game teammates in the game team 
having an intimate relationship, intimacy avatar information corresponding to the intimate 

relationship for display at the player positions corresponding to the at least two game teammates
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a waiting-for-start process in a current battle, the team presentation interface including a 
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Display teammate avatars of game teammates in the game team at the plurality of player 
positions

Display, in response to at least two game teammates in the game team having an intimate 
relationship, intimacy avatar information corresponding to the intimate relationship at the 

player positions corresponding to the at least two game teammates
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Display a team presentation interface of a game team, the team presentation interface 
including a plurality of player positions
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Display teammate avatars of game teammates in the game team at the plurality of player 
positions

Display, in response to a first game teammate and at least one other game teammate having at least two 
intimate relationships in the game team, intimacy avatar information corresponding to a first intimate 

relationship at a player position corresponding to the first game teammate, and display the intimacy avatar 
information corresponding to the first intimate relationship at a player position corresponding to a second 

game teammate
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333

Display a team presentation interface of a game team in a member matching process and/or 
a waiting-for-start process in a current battle, the team presentation interface including a 

plurality of player positions

312
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Display teammate avatars of game teammates in the game team at the plurality of player 
positions

Display, in response to a first game teammate and another game teammate having at least two intimate 
relationships in the game team, both intimacy avatar information corresponding to the at least two intimate 

relationships at a player position corresponding to the first game teammate, and display intimacy avatar 
information corresponding to a corresponding intimate relationship at a player position corresponding to the 

another game teammate
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Display a team presentation interface of a game team in a member matching process and/or 
a waiting-for-start process in a current battle, the team presentation interface including a 

plurality of player positions

312
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Display teammate avatars of game teammates in the game team at the plurality of player 
positions

Display, in response to a first game teammate and another game teammate having at least two 
intimate relationships in the game team, intimacy avatar information corresponding to the at least 

two intimate relationships in sequence at a player position corresponding to the first game teammate; 
and display intimacy avatar information corresponding to an i th intimate relationship at both the 

player position corresponding to the first game teammate and a player position corresponding to a 
third game teammate, the third game teammate and the first game teammate having the ith intimate 

relationship, and i being a positive integer
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Display a team presentation interface of a game team in a member matching process and/or 
a waiting-for-start process in a current battle, the team presentation interface including a 

plurality of player positions
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Control a game process to proceed to a member 
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