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S106: Switch from displaying the first interaction interface in the
front display region to displaying the second interaction interface
in response to the first interaction operation, the second
interaction interface including an interactive object different
from an interactive object in the first interaction interface

T

S104: Detect a first interaction operation in the back display
region, the first interaction operation being used for switching
from displaying the first interaction interface in the front display
region to displaying a second interaction interface of the target

game application
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Display a first interaction interface of a target game application in a
front display region of a display screen of a mobile terminal, the |
display screen including the front display region and a back display S202
region respectively located on different sides of the mobile terminal
\ 4
Detect a first interaction operation in the back display region, the
first interaction operation being used for switching from displaying |
the first interaction interface in the front display region to displaying S204
a second interaction interface of the target game application
\ 4
Switch from displaying the first interaction interface in the front
display region to displaying the second interaction interface in -
response to the first interaction operation, the second interaction 3206
interface including an interactive object different from an interactive
object in the first interaction interface
FIG. 7
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