METHOD FOR DISPLAYING VIRTUAL CHESSBOARD, AND
TERMINAL, STORAGE MEDIUM AND PROGRAM PRODUCT

RELATED APPLICATION

[0001] This application claims priority to Chinese Patent Application No. 202111475697.4,
filed on December 06, 2021, and entitled “METHOD FOR DISPLAYING VIRTUAL
CHESSBOARD, AND TERMINAL, STORAGE MEDIUM AND PROGRAM PRODUCT”, which

is incorporated herein by reference in its entirety.

FIELD OF THE TECHNOLOGY

[0002] This embodiment of this application relates to the technical field of human-machine
interaction, in particular to a display method for a virtual checkerboard, a terminal, a storage

medium and a program product.

BACKGROUND OF THE DISCLOSURE

[0003] Autochess is a multiplayer strategy game. A user may match and cultivate a chess
piece lineup by oneself to compete with an opponent lineup. During competition, chess pieces will
automatically engage in battles, a health point of a defeated party is deducted, and finally, a battle

rank is determined according to an elimination sequence.

SUMMARY

[0004] Embodiments of this application provide a display method for a virtual checkerboard,
a terminal, a storage medium and a program product, which can avoid situations of affecting a
layout of virtual chess pieces due to a user memory error, or frequent operations and waste of
preparation time due to multiple trips between a second virtual checkerboard and a first virtual
checkerboard of each opponent, thereby improving preparation efficiency. The technical solutions

are as follows:

[0005] In an aspect, an embodiment of this application provides a display method for a

virtual checkerboard, including:

[0006] displaying a first virtual checkerboard, the first virtual checkerboard containing a

first virtual chess piece;

[0007] displaying, in response to a lineup viewing operation for a target opponent, a second

virtual checkerboard corresponding to the target opponent, the second virtual checkerboard
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containing a second virtual chess piece;

[0008] acquiring, in response to a marking operation for at least one target virtual chess

piece in the second virtual chess piece, chess piece information of the target virtual chess piece; and

[0009] displaying, based on the chess piece information, the first virtual chess piece and the

target virtual chess piece through the first virtual checkerboard.

[0010] In another aspect, an embodiment of this application provides a display apparatus for

a virtual checkerboard, including:

[0011] a first display module, configured to display a first virtual checkerboard, the first

virtual checkerboard containing a first virtual chess piece;

[0012] a second display module, configured to display, in response to a lineup viewing
operation for a target opponent, a second virtual checkerboard corresponding to the target opponent,

the second virtual checkerboard containing a second virtual chess piece;

[0013] a first acquiring module, configured to acquire, in response to a marking operation
for at least one target virtual chess piece in the second virtual chess piece, chess piece information

of the target virtual chess piece; and

[0014] a third display module, configured to display, based on the chess piece information,

the first virtual chess piece and the target virtual chess piece through the first virtual checkerboard.

[0015] In another aspect, an embodiment of this application provides a terminal, including
one or more processors and one or more memories, the memory storing at least one computer
program, and the at least one computer program being loaded and executed by the one or more
processors to implement the display method for the virtual checkerboard described in the aspect

above.

[0016] In another aspect, an embodiment of this application provides a computer readable
storage medium, storing at least one computer program, and the at least one computer program
being loaded and executed by a processor to implement the display method for the virtual

checkerboard described in the aspect above.

[0017] According to an aspect of this application, a computer program product is provided,
including at least one computer program, and the at least one computer program being loaded and
executed by a processor to implement the display method for the virtual checkerboard provided in

various optional implementations in the aspect above.



BRIEF DESCRIPTION OF THE DRAWINGS

[0018] FIG. 1 is a schematic diagram of an implementation environment shown by an

exemplary embodiment of this application.

[0019] FIG. 2 is a flowchart of a display method for a virtual checkerboard shown by an

exemplary embodiment of this application.

[0020] FIG. 3 is a schematic diagram of a process of marking a target virtual chess piece

shown by an exemplary embodiment of this application.

[0021] FIG. 4 is a flowchart of a display method for a virtual checkerboard shown by

another exemplary embodiment of this application.

[0022] FIG. 5 is a schematic diagram of a process of displaying a target virtual chess piece

shown by an exemplary embodiment of this application.

[0023] FIG. 6 is a schematic diagram of a process of switching a target virtual chess piece

shown by an exemplary embodiment of this application.

[0024] FIG. 7 is a schematic diagram of a process of replacing a target virtual chess piece

shown by an exemplary embodiment of this application.

[0025] FIG. 8 is a schematic diagram of a process of updating a target virtual chess piece

shown by an exemplary embodiment of this application.

[0026] FIG. 9 is a flowchart of a display method for a virtual checkerboard shown by

another exemplary embodiment of this application.

[0027] FIG. 10 is a flowchart of a display method for a virtual checkerboard shown by

another exemplary embodiment of this application.

[0028] FIG. 11 is a schematic diagram of a process of performing a marking operation on a

target virtual chess piece shown by an exemplary embodiment of this application.

[0029] FIG. 12 is a structural block diagram of a display apparatus for a virtual

checkerboard shown by an exemplary embodiment of this application.
[0030] FIG. 13 is a structural block diagram of a terminal shown by an exemplary
embodiment of this application.

DESCRIPTION OF EMBODIMENTS

[0031] A process within an autochess game is usually divided into a preparation period and

a battle period, which are performed alternatively. In the preparation period, a user may use a virtual
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resource to acquire required chess pieces, and lay out them on own checkerboard, and may view a
lineup on an enemy checkerboard so as to adjust own chess piece layout according to the enemy

lineup.

[0032] However, in the related art, the user needs to go to the enemy checkerboard to
observe their lineup and layout behavior, and then return to own checkerboard to make
corresponding strategies. After the user returns to own checkerboard, the enemy lineup may change
at any time, and the user needs to perform a viewing operation for many times and adjust the lineup

constantly, resulting in a cumbersome layout operation.
[0033] First, terms involved in the embodiment of this application are introduced briefly.

[0034] Autochess: autochess is a novel multiplayer strategy game. The user may match and
cultivate a chess piece lineup by oneself to compete with an opponent lineup. A virtual health point
of a defeated party is deducted, it is eliminated when a virtual health point is less than a threshold,

and a rank is determined according to an elimination sequence.

[0035] Virtual chess piece: it is a different combat unit in autochess, and the user may
perform operations such as equipping, upgrading, purchasing, selling, and adjusting a chess piece

location of the virtual chess piece.

[0036] Preparation period: a process within an autochess game is divided into a preparation
period and a battle period, which are performed alternatively. The preparation period refers to a
truce time before each battle, during which the user may perform operations such as checkerboard

arrangement, chess piece purchase, and enemy lineup viewing.

[0037] Virtual checkerboard: each user corresponds to one home checkerboard and matches
the lineup at the home checkerboard within the preparation period. At the beginning of the battle, a

teleportation gate transfers a virtual chess piece corresponding to the user to the home checkerboard
of an enemy (in some cases, an enemy virtual chess piece is transferred to own home checkerboard)

for the battle.

[0038] Bond: each virtual chess piece has at least two bonds, the bonds may provide
additional strength for the virtual chess piece, and activating the bonds requires at least two virtual

chess pieces with the bonds to go into battle simultaneously.

[0039] In the related art, in the preparation period, the user may use the virtual resource to
acquire the required chess pieces, and lay out them on own checkerboard, and may view the lineup
on the enemy checkerboard so as to adjust own chess piece layout according to the enemy lineup.

However, in the related art, the user needs to go to the enemy checkerboard to observe their lineup
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and layout behavior, and then return to own checkerboard to make corresponding strategies. After
the user returns to own checkerboard, the enemy lineup may change at any time, and the user needs
to perform a viewing operation for many times and adjust the lineup constantly, resulting in a

cumbersome layout operation.

[0040] In order to solve the above technical problem, an embodiment of this application
provides a display method for a virtual checkerboard. Please refer to FIG. 1, which shows a
schematic diagram of an implementation environment provided by an embodiment of this
application. The implementation environment may include: a first terminal 110, a server 120 and a

second terminal 130.

[0041] An application program 111 that supports the virtual checkerboard is installed and
run on the first terminal 110, and the application program 111 may be an autochess application
program. When the first terminal runs the application program 111, a user interface of the
application program 111 is displayed on a screen of the first terminal 110. The first terminal 110 is a
terminal used by a first user 112. The first user 112 uses the first terminal 110 to control a first
virtual chess piece located in a first virtual checkerboard, perform operations such as equipping,
upgrading, purchasing, selling, and adjusting a location of the chess piece, and arrange a complete
lineup. The first virtual chess piece may be referred to as a master virtual chess piece of the first
user 112. Schematically, the first virtual chess piece is a first virtual character, such as a simulation

character or an anime character.

[0042] An application program 131 that supports the virtual checkerboard is installed and
run on the second terminal 130, and the application program 131 may be an autochess application
program. When the second terminal 130 runs the application program 131, a user interface of the
application program 131 is displayed on a screen of the second terminal 130. The second terminal
130 is a terminal used by a second user 132. The second user 132 uses the second terminal 130 to
control a second virtual chess piece located in a second virtual checkerboard, perform operations
such as equipping, upgrading, purchasing, selling, and adjusting a location of the virtual chess piece,
and arrange a complete lineup. The second virtual chess piece may be referred to as a master virtual
chess piece of the second user 132. Schematically, the second virtual chess piece is a second virtual

character, such as a simulation character or an anime character.

[0043] Optionally, the first virtual chess piece and the second virtual chess piece may
belong to the same camp, the same team, and the same organization, have a friendly relationship, or
have temporary communication permission. Optionally, the first virtual chess piece and the second

virtual chess piece may belong to different camps, different teams, and different organizations, or
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have a hostile relationship.

[0044] Optionally, the application programs installed on the first terminal 110 and the
second terminal 130 are the same, or the application programs installed on the two terminals are the
same type of application programs on different operation system platforms (Android or 10S). The
first terminal 110 may refer to one of the plurality of terminals in general, and the second terminal
130 may refer to another of the plurality of terminals in general. This embodiment is only illustrated
by taking the first terminal 110 and the second terminal 130 as an example. Device types of the first
terminal 110 and the second terminal 130 are the same or different. The device types include: at
least one of a smartphone, a tablet computer, an e-book reader, an MP3 player, an MP4 player, a

laptop computer, and a desktop computer.

[0045] In FIG. 1, only two terminals are shown, but in different embodiments, there are a
plurality of other terminals that can access the server 120. Optionally, there is also one or more
terminals corresponding to a developer, on which a development and editing platform of the
application program supporting the virtual chess piece is installed. The developer may edit and
update the application program on the terminal, and transmit an updated application program
installation package to the server 120 through a wired or wireless network, and the first terminal
110 and the second terminal 130 may download the application program installation package from

the server 120 to update the application program.

[0046] The first terminal 110, the second terminal 130 and other terminals are connected to
the server 120 through a wireless network or a wired network. When receiving user operations such
as an adding operation, an adjusting operation, a removing operation or an eliminating operation for
the virtual chess piece, the terminal sends operation data to a backend server 120 based on operation
results corresponding to the user operations, and the backend server updates chess piece information
of each virtual chess piece. When receiving a marking operation for a target virtual chess piece, the
terminal sends a chess piece information acquiring request to the backend server 120 to acquire the
chess piece information, and displays the target virtual chess piece through a virtual checkerboard

corresponding to the terminal based on the chess piece information.

[0047] The server 120 includes at least one of one server, a server cluster composed of the
plurality of servers, a cloud computing platform, and a virtualization center. The server 120 is used
for providing backend service for the application program that supports the virtual checkerboard.
Optionally, the server 120 undertakes master computing work, and the terminal undertakes
secondary computing work; or, the server 120 undertakes the secondary computing work, and the

terminal undertakes the master computing work; or, the server 120 and the terminal adopt a
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distributed computing architecture for collaborative computing.

[0048] In a schematic example, the server 120 includes a memory 121, a processor 122, a
user account database 123, a battle service module 124, and a user-oriented input/output interface
(I/O interface) 125. The processor 122 is used for loading an instruction stored in the server 120,
and processing data in the user account database 123 and the battle service module 124. The user
account database 123 is used for storing data of user accounts used by the first terminal 110, the
second terminal 130, and other terminals, such as avatars of the user accounts, nicknames of the
user accounts, combat effectiveness indexes of the user accounts, and service areas where the user
accounts are located. The battle service module 124 is used for providing a plurality of battle rooms
for the user to battle, for example, 1V1 battle, 2V2 battle, 3V3 battle, etc. The user-oriented 1/O
interface 125 is used for establishing communication and exchanging data with the first terminal

110 and/or the second terminal 130 through the wireless network or the wired network.

[0049] FIG. 2 shows a flowchart of a display method for a virtual checkerboard provided by
an exemplary embodiment of this application. This embodiment takes application of this method to
a terminal supporting a virtual environment as an example for illustration, and the method includes

the following steps:

[0050] Step 201: Display, by the terminal, a first virtual checkerboard, the first virtual

checkerboard containing a first virtual chess piece.

[0051] In some embodiments, autochess is divided into a preparation stage and a battle stage,
which are performed alternatively. When in the preparation stage, the terminal displays the first
virtual checkerboard, and a user may adjust the first virtual chess piece within the first virtual
checkerboard. For example, chess piece replacement, chess piece acquiring, chess piece level
improving, chess piece moving, etc. are performed to cope with the next round of battle. The first
virtual checkerboard is a virtual checkerboard corresponding to a current login account, and the first
virtual chess piece is a virtual chess piece corresponding to the current login account. When
receiving an adjusting operation for the first virtual chess piece at the preparation stage, the terminal
performs this operation to make corresponding adjustment to the first virtual chess piece. At the

battle stage, the terminal automatically controls the first virtual chess piece for battle.

[0052] Optionally, the terminal displays the first virtual checkerboard through a virtual
checkerboard interface, and the virtual checkerboard interface further displays battle information

(such as a remaining virtual health point, and account identification) of each opponent, and interface



elements such as a user interface (UI) control.

[0053] Step 202: Display, by the terminal in response to a lineup viewing operation for a
target opponent, a second virtual checkerboard corresponding to the target opponent, the second

virtual checkerboard containing a second virtual chess piece.

[0054] In some embodiments, at the preparation stage, the user may trigger the display of a
second checkerboard of other opponents, and the second virtual checkerboard contains the second
virtual chess piece. The user may adjust the first virtual chess piece by observing the lineup layout
of other opponents and thinking about a corresponding strategy, so as to prepare for the next stage

of match.

[0055] FIG. 3 shows a schematic diagram of a process of switching display from the first
virtual checkerboard to the second virtual checkerboard. When entering into the preparation stage,
the terminal defaults to displaying the first virtual checkerboard 301 through a virtual checkerboard
interface, and the first virtual chess piece 302 is displayed in the first virtual checkerboard 301. In
the virtual checkerboard interface, battle information of each opponent (a user nickname, a user
avatar, a remaining health point, etc.) is displayed on a right side of the first virtual checkerboard
301. When receiving the lineup viewing operation for the target opponent 306, the terminal
switches the first virtual checkerboard 301 to the second virtual checkerboard 303 corresponding to
the target opponent 306 in the virtual checkerboard interface, and the second virtual chess piece in a
current moment field is displayed in the second virtual checkerboard 303. Only one first virtual
chess piece 302 is marked in FIG. 3, but in reality, there are totally six first virtual chess pieces 302

shown in FIG. 3.

[0056] During the display of the second virtual checkerboard, the terminal acquires chess
piece adjustment data of the target opponent from a backend server, and updates the second virtual
chess piece in the second virtual checkerboard based on the chess piece adjustment data, so as to
achieve synchronous display of the operation for the target opponent. The user may observe the

layout operation for the opponent through the second virtual checkerboard.

[0057] Step 203: Acquire, by the terminal in response to a marking operation for at least one
target virtual chess piece in the second virtual chess piece, chess piece information of the target

virtual chess piece.

[0058] When acquiring the chess lineup and layout of other opponents by viewing the
second virtual checkerboard and then returning to the first virtual checkerboard for lineup

adjustment, the user needs to rely on memory for an adjusting operation. On the one hand, when



there are a large number of opponents, it is difficult for the user to accurately remember the lineup
of each opponent. On the other hand, during a time of the user returning from the second virtual
checkerboard to the first virtual checkerboard and making lineup adjustment, other opponents may
continue to make the lineup adjustment, resulting in that information remembered by the user is not
consistent with an actual lineup, and the user may need to view the second virtual checkerboard for

multiple times.

[0059] In some embodiments, in order to improve efficiency of the lineup adjustment, an
embodiment of this application provides a marking mechanism for a virtual chess piece. A user may
go to the virtual checkerboards of other opponents, observe and determine a virtual chess piece in
the opponent lineup that has a significant impact on own lineup, and perform a marking operation
on it, so that the user may still observe the marked virtual chess piece after returning to the first

virtual checkerboard.

[0060] After receiving the marking operation for the target virtual chess piece, the terminal
acquires the chess piece information of the target virtual chess piece from the backend server. There
is at least one target virtual chess piece, and there is at least one target opponent. That is, the user
may mark the plurality of target virtual chess pieces for the same opponent, or may go to the second
virtual checkerboards of the plurality of different opponents to mark the target virtual chess piece,
which is not limited in the embodiment of this application. The chess piece information includes a

chess piece name, location, level, current attribute value, chess piece equipment, bond, etc.

[0061] Step 204: Display, by the terminal based on the chess piece information, the first

virtual chess piece and the target virtual chess piece through the first virtual checkerboard.

[0062] When receiving a return operation, the terminal switches from the second virtual
checkerboard to the first virtual checkerboard. At this time, not only the first virtual chess piece is
displayed in the first virtual checkerboard, but also the target virtual chess piece is displayed in the
first virtual checkerboard.

[0063] In some embodiments, the terminal displays the target virtual chess piece based on
the chess piece information of the target virtual chess piece, so that the target virtual chess piece
displayed on the first virtual checkerboard can reflect a situation (the location, the level, the current
attribute value, the chess piece equipment, etc.) of the target virtual chess piece in the corresponding
second virtual checkerboard. During the display of the target virtual chess piece by the terminal
through the first virtual checkerboard, the terminal further acquires chess piece adjustment data
corresponding to the target virtual chess piece from the backend server according to a target

frequency. Therefore, when the target opponent performs the adjusting operation on the target
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virtual chess piece, the terminal can synchronously update the chess piece information of the target
virtual chess piece, so that the user may know an adjustment situation of the target virtual chess
piece through the first virtual checkerboard without going back and forth between the first virtual
checkerboard and the second virtual checkerboard again, thereby improving human-machine

interaction efficiency.

[0064] As shown in FIG. 3, when receiving the marking operation for the target virtual
chess piece 304 in the second virtual checkerboard 303, the terminal acquires the chess piece
information of the target virtual chess piece 304. When receiving a triggering operation for a return
control 305, the terminal switches the second virtual checkerboard 303 to the first virtual
checkerboard 301, and displays the first virtual chess piece 302 and the target virtual chess piece
304 through the first virtual checkerboard 301.

[0065] The target virtual chess piece displayed in the first virtual checkerboard is not a
virtual chess piece body, but a virtual shadow corresponding to the virtual chess piece, and its body

is still displayed in the second virtual checkerboard.

[0066] In summary, in the embodiment of this application, when receiving the marking
operation for the target virtual chess piece in the second virtual checkerboard, the terminal acquires
its chess piece information and displays the target virtual chess piece based on the chess piece
information after returning to the first virtual checkerboard. Therefore, when going to the
checkerboards of other opponents to observe the layout of the chess piece at the preparation stage,
the user may select important chess pieces in an opponent field based on the actual situation for
marking. After returning to own first virtual checkerboard, the user may observe the target virtual
chess piece through the first virtual checkerboard, and meanwhile adjust the first virtual chess piece
within the first virtual checkerboard without relying on memory for layout, which can avoid
situations of affecting the layout of the virtual chess pieces due to the user memory error, or
frequent operations and waste of preparation time due to multiple trips between the second virtual
checkerboard and the first virtual checkerboard of each opponent, thereby improving preparation

efficiency.

[0067] In some embodiments, the terminal needs to acquire a chess piece state of the target
virtual chess piece based on the chess piece information after returning to the first virtual
checkerboard and in a process of displaying the target virtual chess piece through the first virtual
checkerboard. In a case that the chess piece state is chess piece presence, the terminal displays the

target virtual chess piece. Otherwise, the display of the target virtual chess piece is canceled. FIG. 4
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shows a flowchart of a display method for a virtual checkerboard provided by another exemplary
embodiment of this application. This embodiment takes application of this method to a terminal
supporting a virtual environment as an example for illustration, and the method includes the

following steps:

[0068] Step 401: Display, by a terminal, a first virtual checkerboard, the first virtual

checkerboard containing a first virtual chess piece.

[0069] Step 402: Display, by the terminal in response to a lineup viewing operation for a
target opponent, a second virtual checkerboard corresponding to the target opponent, the second

virtual checkerboard containing a second virtual chess piece.

[0070] Step 403: Acquire, by the terminal in response to a marking operation for at least one
target virtual chess piece in the second virtual chess piece, chess piece information of the target

virtual chess piece.

[0071] The specific implementations of step 401 to step 403 may refer to step 201 to step

203 above, which is not repeated here in the embodiment of this application.

[0072] Step S404: Determine, by the terminal, a chess piece state of the target virtual chess

piece based on the chess piece information.

[0073] Due to the fact that marking the target virtual chess piece and returning to the first
virtual checkerboard by the user are two independent operations, a time interval between the two
operations is not fixed. In a case that the user immediately returns to the first virtual checkerboard
after marking the target virtual chess piece, the interval time between the two operations is
relatively short, during which the target virtual chess piece usually does not change (that is, the
target opponent may not have had time to adjust the target virtual chess piece). In a case that the
user does not immediately return to the first virtual checkerboard after marking the target virtual
chess piece, but continues to observe the second virtual checkerboard of the target opponent, or
goes to second virtual checkerboards of other opponents for observation, the interval time between
marking the target virtual chess piece and returning to the first virtual checkerboard is relatively
long, during which the target opponent may have made adjustments to the target virtual chess piece,
causing absence of the target virtual chess piece. Therefore, in order to avoid the target virtual chess
piece displayed by the terminal being non-synchronous with the target virtual chess piece in the
second virtual checkerboard of the target opponent after the user returns to the first virtual
checkerboard, in step 403 above, the chess piece information acquired by the terminal contains

chess piece identification of the target virtual chess piece and account identification of the target
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opponent. When receiving a return operation, the terminal acquires the chess piece state of the
target virtual chess piece from a backend server based on the account identification and the chess
piece identification. The chess piece state includes chess piece presence and chess piece absence.
The terminal displays the first virtual checkerboard based on the chess piece state. In a case that the
chess piece state is chess piece presence, the terminal executes step 405. In a case that the chess

piece state is chess piece absence, the terminal executes step 406.

[0074] When each opponent adjusts the virtual chess piece, the terminal sends
corresponding chess piece adjustment data to the backend server based on an adjusting operation,
and the backend server updates the chess piece state corresponding to each virtual chess piece based
on the chess piece adjustment data. When receiving a chess piece addition operation sent by the
terminal to indicate that a certain virtual chess piece is added to the virtual checkerboard, the
backend server determines that the chess piece state of the virtual chess piece is chess piece
presence; and when receiving chess piece replacement, chess piece elimination, and other chess
piece adjustment data sent by the terminal to indicate that a certain virtual chess piece is eliminated
from the virtual checkerboard, the backend server updates the chess piece state of the virtual chess

piece from chess piece absence to chess piece presence.

[0075] Step 405: Display, by the terminal in the case that the chess piece state is chess piece
presence, the first virtual chess piece and the target virtual chess piece through the first virtual

checkerboard.

[0076] When it is determined that the chess piece state of the target virtual chess piece is
chess piece presence, the terminal displays the target virtual chess piece through the first virtual

checkerboard.

[0077] In some embodiments, in order to avoid a situation that there are too many virtual
chess pieces in the first virtual checkerboard, resulting in confusion in display content and affecting
user observation and layout, a marked chess piece upper limit is set in the terminal. The terminal
displays the first virtual checkerboard based on the marked chess piece upper limit and the quantity
of the currently displayed target virtual chess pieces in the first virtual checkerboard. Step 405
includes the following steps 405a to 405c.

[0078] Step 405a: Determine, by the terminal in the case that the chess piece state is chess

piece presence, a target chess piece location based on the chess piece information.

[0079] In a case that it is determined that the chess piece state of the target virtual chess

piece is chess piece presence, the terminal determines the target chess piece location based on the
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chess piece information. In some embodiments, the chess piece information acquired by the
terminal upon receiving a marking operation for the target virtual chess piece contains the chess
piece location, and when it is determined that the chess piece state is chess piece presence, the target
chess piece location is directly determined based on the chess piece information; alternatively, the
chess piece information acquired by the terminal contains the chess piece identification of the target
virtual chess piece and the account identification of the target opponent. When sending the chess
piece information to the backend server to request to acquire the chess piece state, the terminal
acquires the chess piece location to ensure that the target chess piece location in the first virtual
checkerboard is synchronous with a location where the target virtual chess piece in the second

virtual checkerboard is located.

[0080] The chess piece location refers to a location (a checker) of the virtual chess piece in
the corresponding virtual checkerboard. In the chess lineup of the same opponent, only one virtual
chess piece can be placed in one chess piece location. Due to the fact that in the embodiment of this
application, the user may mark the virtual chess piece of at least one opponent, there may be a
situation that the at least two target virtual chess pieces (of different opponents) are located at the
same chess piece location when there are at least two target opponents. Therefore, the terminal
needs to judge whether there are other virtual chess pieces present at the target chess piece location
of the first virtual checkerboard, so as to display the target virtual chess piece based on a judgment

result.

[0081] Step 405b: Display, by the terminal in a case that the virtual chess piece is not placed
at the target chess piece location in the first virtual checkerboard, the target virtual chess piece at the

target chess piece location.

[0082] In a case that other virtual chess pieces are not placed at the target chess piece
location in the first virtual checkerboard, the terminal may directly display the target virtual chess

piece at the target chess piece location.

[0083] Step 405c¢: Display, by the terminal in a case that the virtual chess piece has been
placed at the target chess piece location in the first virtual checkerboard, the first virtual chess piece
and the target virtual chess piece through the first virtual checkerboard based on the marked chess
piece upper limit, the marked chess piece upper limit referring to a maximum value of the quantity

of the virtual chess pieces simultaneously marked at the same chess piece location.

[0084] In a case that other virtual chess pieces have been placed in the first virtual
checkerboard, the terminal needs to further judge whether the target virtual chess piece can be

displayed at the target chess piece location. In order to avoid a situation that there are too many
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virtual chess pieces displayed at the same chess piece location, resulting in confusion in display
content and affecting user observation and layout, the marked chess piece upper limit is set in the
terminal. The marked chess piece upper limit refers to the maximum value of the quantity of the
virtual chess pieces simultaneously marked at the same chess piece location. The terminal judges
whether the target virtual chess piece can be displayed based on the marked chess piece upper limit

and the quantity of the chess pieces already placed at the target chess piece location.

[0085] In some embodiments, in a case that the quantity of the placed chess pieces at the
target chess piece location does not reach the marked chess piece upper limit, step 405¢ includes

step one to step three below.

[0086] Step one: Display, by the terminal in a case that the virtual chess piece has been
placed at the target chess piece location in the first virtual checkerboard and the quantity of the
placed chess pieces does not reach the marked chess piece upper limit, the first virtual chess piece

and the target virtual chess piece through the first virtual checkerboard.

[0087] When the quantity of the placed chess pieces at the target chess piece location does
not reach the marked chess piece upper limit, the terminal hides the virtual chess pieces (i.e. the
virtual chess pieces marked by the user before this) displayed at the target chess piece location in
the first virtual checkerboard, and displays the target virtual chess piece (i.e. the virtual chess piece

marked in this operation) at the target chess piece location.

[0088] For example, the marked chess piece upper limit is 3, which means that a maximum
of three target virtual chess pieces can be supported to be placed at the same chess piece location.
When returning to the first virtual checkerboard, the terminal acquires the quantity of the placed
chess pieces at the target chess piece location, and obtains that the quantity of the placed chess
pieces is 1 and does not reach the marked chess piece upper limit, and thus the terminal displays the
target virtual chess piece at the target chess piece location and hides the virtual chess piece

previously placed at the target chess piece location..

[0089] Step two: Display, by the terminal, chess piece identification of other virtual chess

pieces at the target chess piece location on a peripheral side of the target chess piece location.

[0090] After the terminal displays the target virtual chess piece at the target chess piece
location, other virtual chess pieces at this location are hidden. By displaying the chess piece
identification (such as a thumbnail and a chess piece name) of the hidden virtual chess piece at the
location on the peripheral side of the target chess piece location, the terminal helps the user to

understand a chess piece marking situation of each chess piece location, and prompts the user that
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there are other marked second virtual chess pieces at this location. Optionally, the peripheral side of
the target chess piece location refers to a circular area or polygonal area centered on the target chess

piece location.

[0091] In the above process, when at least two virtual chess pieces are placed at the target
chess piece location, the terminal defaults to displaying the most recently marked target virtual
chess piece. In one embodiment, before displaying the target virtual chess piece, when the terminal
determines that other virtual chess pieces have been placed at the target chess piece location, a chess
piece selection pop-up window is displayed, for allowing the user to manually select the virtual

chess piece to be displayed first.

[0092] After the terminal displays the target virtual chess piece and hides other virtual chess
pieces at the target chess piece location, the display method for the virtual checkerboard provided in

the embodiment of this application further includes the following step three.

[0093] Step three: Switch, by the terminal in response to a triggering operation for target
chess piece identification in the chess piece identification, the target virtual chess piece displayed at
the target chess piece location into a virtual chess piece corresponding to the target chess piece

identification.

[0094] In some embodiments, the chess piece identification corresponding to the hidden
chess piece is displayed as a triggerable Ul control. When wanting to view the hidden virtual chess
piece, the user may trigger its corresponding chess piece identification to enable the terminal to
switch the chess pieces. The terminal switches the target virtual chess piece displayed at the target
chess piece location into the virtual chess piece corresponding to the target chess piece

1dentification.

[0095] For example, as shown in FIG. 5, the virtual chess piece 502 is displayed at the
target chess piece location of the first virtual checkerboard 501, and the terminal determines that the
chess piece location of the target virtual chess piece 504 is also located at the target chess piece
location, and the marked chess piece upper limit is 3. The terminal displays the target virtual chess
piece 504 at the target chess piece location, and displays the chess piece identification 503
corresponding to the virtual chess piece 502 on the peripheral side of this location. When a
triggering operation for the chess piece identification 503 is received and the chess piece locations
of the virtual chess piece 502 and the target virtual chess piece 504 are not changed, the terminal
displays the virtual chess piece 502 at the target chess piece location, and displays the chess piece

identification 505 corresponding to the target virtual chess piece 504 on the peripheral side.
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[0096] In some embodiments, in a case that the quantity of the placed chess pieces at the
target chess piece location reaches the marked chess piece upper limit, step 405¢ includes step four

to step six below.

[0097] Step four: Display, by the terminal, a first prompt pop-up window in the case that the
virtual chess piece has been placed at the target chess piece location in the first virtual checkerboard

and the quantity of the placed chess pieces reaches the marked chess piece upper limit.

[0098] The terminal displays the first prompt pop-up window in the case that the quantity of
the placed chess pieces at the target chess piece location in the first virtual checkerboard reaches the
marked chess piece upper limit. The first prompt pop-up window contains prompt information for
reminding the user that the virtual chess piece placed at the target chess piece location

corresponding to the target virtual chess piece has reached the upper limit.

[0099] For example, in the first virtual checkerboard, only one marked second virtual chess
piece can be placed at the same chess piece location. When the terminal determines that the virtual
chess piece has been placed at the target chess piece location, the terminal displays the first prompt

pop-up window.

[00100] Step five: Cancel, by the terminal in response to a triggering operation for a chess
piece replacement control in the first prompt pop-up window, display of the at least one virtual

chess piece at the target chess piece location.

[00101] Due to the fact that the marked second virtual chess pieces are all important virtual
chess pieces confirmed by the user, in order to facilitate the user's selection of the virtual chess
pieces retained at the target chess piece location based on demand, the first prompt pop-up window
further displays a chess piece replacement control and a marking cancellation control. When
receiving the triggering operation for the chess piece replacement control, the terminal displays the
target virtual chess piece at the target chess piece location, determines at least one virtual chess
piece from other placed virtual chess pieces, and cancels its display (i.e. canceling the marking of at

least one virtual chess piece at the target chess piece location).

[00102] Optionally, the terminal cancels the display of the virtual chess piece that receives
the earliest marking operation at the target chess piece location, or cancels the display of any virtual
chess piece at the target chess piece location, or cancels the display of the virtual chess piece

manually selected by the user, which is not limited in the embodiment of this application.

[00103] Step six: Display, by the terminal, the first virtual chess piece and the target virtual

chess piece through the first virtual checkerboard.
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[00104] For example, as shown in FIG. 6, the marked virtual chess piece 602 is displayed at
the target chess piece location of the first virtual checkerboard 601, the marked chess piece upper
limit is 1, and therefore, the terminal displays the first prompt pop-up window 603. When receiving
the triggering operation for the chess piece replacement control 604 in the first prompt pop-up
window 603, the terminal cancels the display of the virtual chess piece 602 (cancels the marking of
the virtual chess piece 602) and displays the target virtual chess piece 606 at the target chess piece

location.

[00105] After step four, the method provided in the embodiment of this application further

includes step seven below.

[00106] Step seven: Cancel, by the terminal in response to a triggering operation for the
marking cancellation control in the first prompt pop-up window, the display of the target virtual

chess piece.

[00107] In a case of receiving the triggering operation for the marking cancellation control in
the first prompt pop-up window, the terminal cancels the display of the target virtual chess piece,

that is, the terminal cancels the marking of the target virtual chess piece.

[00108] As shown in FIG. 6, in a case of receiving the triggering operation of the user for the
marking cancellation control 605, the terminal cancels the display of the target virtual chess piece

606 and still displays the virtual chess piece 602 at the target chess piece location.

[00109] Step 406, Cancel, by the terminal in a case that the chess piece state is chess piece

removal, display of the target virtual chess piece.

[00110] When returning to the first virtual checkerboard and determining that the chess piece
state of the target virtual chess piece is chess piece removal (chess piece absence), the terminal

directly stops displaying the target virtual chess piece.

[00111] In some embodiments, after successfully displaying the target virtual chess piece, the
terminal still acquires the chess piece state of each target virtual chess piece in the first virtual

checkerboard according to target frequency. When it is determined that there is a target virtual chess
piece that does not exist in the field, the terminal stops displaying the target virtual chess piece. Step

406 includes the following step 406a.

[00112] Step 406a: Cancel, by the terminal in a case that the chess piece state is chess piece

removal, display of the target virtual chess piece according to a target display effect.

[00113] The target display effect includes at least one of gradual changing to disappearance,

flickering and disappearing, and displaying marking stop prompt information on a peripheral side of
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the target virtual chess piece corresponding to the chess piece identification.

[00114] During the display of the target virtual chess piece by the terminal through the first
virtual checkerboard, the target opponent may remove the target virtual chess piece (for example,
withdrawing the target virtual chess piece from the layout and placing it in a backup chess piece
queue, or selling the target virtual chess piece or exchanging it for other virtual chess pieces by the
user), resulting in the chess piece state of the target virtual chess piece being absence. Therefore, the

terminal cancels the display of the target virtual chess piece.

[00115] Optionally, in order to remind the user that there is currently the target virtual chess
piece with the chess piece state being absence, and to avoid directly stopping the display of the
target virtual chess piece by the user unwittingly, which may lead to missing of important
information by the user, the terminal cancels the display of the target virtual chess piece according

to the target display effect.

[00116] Optionally, in a case that the terminal determines that the chess piece state of the
target virtual chess piece previously displayed in the first virtual checkerboard is chess piece
removal during the display of the second virtual checkerboard, the terminal may cancel the display
of the target virtual chess piece according to the target display effect upon receiving the return

operation.

[00117] In some embodiments, in a process that the terminal displays the target virtual chess
piece through the first virtual checkerboard, the target opponent may replace the target virtual chess
piece with a candidate virtual chess piece that is more beneficial to the target opponent. In this case,
the candidate virtual chess piece is also usually an important virtual chess piece in a camp of the

target opponent, that is, the user may have a need to mark the candidate virtual chess piece. In order
to further simplify the user operation and improve preparation efficiency, step 406 includes the step

406b to step 406¢ below.

[00118] Step 406b: Display, by the terminal in a case that the chess piece state is chess piece
removal and the target opponent replaces the target virtual chess piece with the candidate virtual

chess piece, a second prompt pop-up window.

[00119] The second prompt pop-up window contains prompt information for indicating that
the target virtual chess piece is replaced, the candidate virtual chess piece and the target virtual
chess piece have a same bond, a chess piece level of the candidate virtual chess piece is higher than
a chess piece level of the target virtual chess piece, and/or the candidate virtual chess piece inherits

chess piece equipment of the target virtual chess piece. The chess piece level does not refer to a
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match experience level (such as a star level), but is related to the amount of virtual resources
consumed by exchanging the virtual chess pieces. A chess piece level of a low-consumption chess
piece is lower than that of a high-consumption chess piece. For example, a chess piece level of a
virtual chess piece that needs to be exchanged by spending 1 virtual gold coin is lower than a chess

piece level of a virtual chess piece that needs to be exchanged by spending 2 virtual gold coins.

[00120] Step 406c: Replace, by the terminal in response to the triggering operation for the
chess piece replacement control in the second prompt pop-up window, the target virtual chess piece
in the first virtual checkerboard with the candidate virtual chess piece based on the chess piece

information of the candidate virtual chess piece.

[00121] In order to facilitate that there is no need for the user to trigger to go to the second
virtual checkerboard of the corresponding target opponent for marking setup in a case of
determining the need to mark the candidate virtual chess piece, after determining that the target
opponent replaces the target virtual chess piece with the candidate virtual chess piece, the terminal
displays the second prompt pop-up window. The second prompt pop-up window contains prompt
information for indicating that the target virtual chess piece is replaced, and the chess piece
replacement control. The user may achieve chess piece replacement with one click within the first

virtual checkerboard by triggering the chess piece replacement control.

[00122] In some embodiments, in a case of receiving the triggering operation for a
replacement cancellation control in the second prompt pop-up window, the terminal cancels the
display of the target virtual chess piece, and the terminal no longer acquires the chess piece

information of the candidate virtual chess piece.

[00123] For example, as shown in FIG. 7, the target virtual chess piece 702 is displayed in
the first virtual checkerboard 701. If the terminal determines that the target opponent removes the
target virtual chess piece 702 and places the candidate virtual chess pieces706 at the same location,
the second prompt pop-up window 703 is displayed. When receiving the triggering operation for the
chess piece replacement control 704 in the second prompt pop-up window 703, the terminal
replaces the target virtual chess piece 702 in the first virtual checkerboard 701 with the candidate
virtual chess piece 706. If receiving the triggering operation for the replacement cancellation control
705 in the second prompt pop-up window 703, the terminal cancels the display of the target virtual
chess piece 702.

[00124] Step 407: Acquire, by the terminal, chess piece adjustment data of the target virtual

chess piece.
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[00125] In some embodiments, during the display of the target virtual chess piece by the
terminal through the first virtual checkerboard, the target opponent may adjust the target virtual
chess piece, such as moving the chess piece location of the target virtual chess piece, upgrading of
target virtual chess piece, and replacing or adding the chess piece equipment of the target virtual
chess piece. The terminal acquires the chess piece adjustment data of the target virtual chess piece
according to the target frequency to achieve synchronous updating of the target virtual chess piece,
facilitating the user to observe the adjustment operation of the target opponent for the target virtual
chess piece through the first virtual checkerboard, thereby timely adjusting the layout and

improving the human-machine interaction efficiency.

[00126] Step 408: Update, by the terminal, the target virtual chess piece based on a chess

piece adjustment mode indicated by the chess piece adjustment data.

[00127] The chess piece adjustment mode includes at least one of chess piece location

adjustment, chess piece level adjustment, and chess piece equipment adjustment.

[00128] For example, as shown in FIG. 8, the target virtual chess piece 802 is displayed in
the first virtual checkerboard 801. The terminal acquires the chess piece adjustment data
corresponding to the target virtual chess piece 802, and the chess piece adjustment data indicate that
the chess piece location of the target virtual chess piece 802 moves from a first location to a second
location, thus the terminal moves, based on the chess piece adjustment data, the target virtual chess
piece 802 displayed at the first location to the second location within the first virtual checkerboard

801 for displaying.

[00129] In the embodiment of this application, marking the second virtual chess piece of at
least one target opponent is supported. When at least two target virtual chess pieces are placed at the
same target chess piece location, the terminal displays the chess piece identification of one of the
target virtual chess pieces and other virtual chess pieces. The user may switch the display by
triggering the chess piece identification, so that the user synchronously observes important chess
pieces of the plurality of opponents within the first virtual checkerboard, there is no need to switch
for multiple times between the second virtual checkerboard of each opponent and own first virtual
checkerboard, thereby further simplifying the step for the user to mark virtual chess piece, and
improving the preparation efficiency and human-machine interaction efficiency. In the process of
displaying the target virtual chess pieces through the first virtual checkerboard, the chess piece
adjustment data are acquired, and the target virtual chess piece is updated based on the chess piece
adjustment data, so as to achieve synchronous display of the adjustment operation for the target

opponent, and improve the display efficiency of the terminal, thereby improving the
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human-machine interaction efficiency.

[00130] In combination with the above embodiment, in a schematic example, a flow of the
terminal executing a virtual chess piece marking task is shown in FIG. 9, and the flow includes the

following steps:

[00131] Step 901: Receive, by the terminal, the marking operation for the target virtual chess
piece.
[00132] Step 902: Judge, by the terminal, whether the target virtual chess piece exists; if yes,

execute step 904; and if no, execute step 903.
[00133] Step 903: Cancel, by the terminal, the display of the target virtual chess piece.

[00134] Step 904: Judge, by the terminal, whether the target virtual chess piece changes; if

yes, execute step 906; and if no, execute step 905.

[00135] Step 905: Maintain, by the terminal, a display state of the target virtual chess piece in
the first virtual checkerboard unchanged.

[00136] Step 906: Update, by the terminal, the target virtual chess piece in the first virtual

checkerboard based on the chess piece adjustment data.

[00137] In order to facilitate the user to distinguish the first virtual chess piece from the target
virtual chess piece in the first virtual checkerboard, and to avoid confusion to the user caused by a
large number of virtual chess pieces, the terminal adopts different display modes in different display
areas to display the first virtual chess piece and the target virtual chess piece. FIG. 10 shows a
flowchart of a display method for a virtual checkerboard provided by another exemplary
embodiment of this application. This embodiment takes application of this method to a terminal
supporting a virtual environment as an example for illustration, and the method includes the

following steps:

[00138] Step 1001: Display, by a terminal, a first virtual checkerboard, the first virtual

checkerboard containing a first virtual chess piece.

[00139] Step 1002: Display, by the terminal in response to a lineup viewing operation for a
target opponent, a second virtual checkerboard corresponding to the target opponent, the second

virtual checkerboard containing a second virtual chess piece.

[00140] The implementations of step 1001 to step 1002 may refer to step 201 to step 202

above, which is not repeated here in the embodiment of this application.

[00141] Step 1003: Display, by the terminal in response to a selection operation for the target
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virtual chess piece, a marking setup pop-up window corresponding to the target virtual chess piece,

and the marking setup pop-up window containing a marking control.

[00142] In some embodiments, the user may actively select the second virtual chess piece
that needs to be marked. When receiving a selection operation (for example, a triggering operation
for a chess piece model corresponding to the target virtual chess piece) for the target virtual chess
piece in the second virtual chess piece, the terminal displays a marking setup pop-up window
corresponding to the target virtual chess piece. The user may acquire the chess piece information of

the target virtual chess piece and a setup mark from the marking setup pop-up window.

[00143] For example, as shown in FIG. 11, when receiving the selection operation for the
target virtual chess piece 1103 in the second virtual checkerboard 1102, the terminal displays the
marking setup pop-up window 1105 corresponding to the target virtual chess piece 1103. The
marking setup pop-up window 1105 contains chess piece information such as a chess piece name, a
chess piece type and chess piece equipment of the target virtual chess piece 1103, and further

contains a marking control 1106.

[00144] Step 1004: Acquire, by the terminal in response to a triggering operation for the

marking control, chess piece information of the target virtual chess piece.

[00145] When receiving the triggering operation for the marking control, the terminal
determines to receive the marking operation for the target virtual chess piece, and acquires the chess

piece information of the target virtual chess piece.

[00146] Step 1005: Display, by the terminal, the first virtual chess piece through a first
display area of the first virtual checkerboard, and display the target virtual chess piece through a

second display area of the first virtual checkerboard based on the chess piece information.

[00147] In some embodiments, a virtual checkerboard at a preparation stage corresponds to a
virtual checkerboard at a match stage, the virtual checkerboard contains the first display area and
the second display area, the first virtual chess piece is located within the first display area of the
first virtual checkerboard, and the second virtual chess piece is located within the second display

area of the second virtual checkerboard.

[00148] The first virtual chess piece and the target virtual chess piece are displayed in
different display areas of the first virtual checkerboard. On the one hand, an arrangement mode of
the chess pieces at a battle stage can be simulated, facilitating the user to think about a layout
strategy. On the other hand, it can help the user distinguish the first virtual chess piece from the

target virtual chess piece, avoiding confusion.

22



[00149] As shown in FIG. 11, the second virtual chess pieces are all displayed in the second
display area 1102b of the second virtual checkerboard 1102. After receiving the marking operation
for the target virtual chess piece 1103 and the triggering operation for the return control 1104, the
terminal displays the first virtual checkerboard 1101, displays the first virtual chess piece in the first
display area 1101a of the first virtual checkerboard 1101, and displays the target virtual chess piece
1103 in the second display area 1101b.

[00150] In order to further distinguish the first virtual chess piece from the target virtual
chess piece, in some embodiments, a display mode of the first virtual chess piece in the first virtual
checkerboard is different from a display mode of the target virtual chess piece. A difference in the
display modes between the first virtual chess piece and the target virtual chess piece includes at
least one of the following: a chess piece orientation of the first virtual chess piece is different from a
chess piece orientation of the target virtual chess piece (for example, the first virtual chess piece is
placed opposite to the target virtual chess piece, and its orientation corresponds to an attack
direction at the battle stage); transparency of the first virtual chess piece is different from
transparency of the target virtual chess piece (for example, the transparency of the first virtual chess
piece is 0, and the target virtual chess piece is a virtual shadow of the corresponding second virtual
chess piece, with the transparency of 50%); an attribute bar color of the first virtual chess piece is
different from an attribute bar color of the target virtual chess piece; the target virtual chess piece is
highlighted (for example, a peripheral side of the target virtual chess piece is highlighted, or a
special colored mark is displayed below the target virtual chess piece, etc.); and account
identification of a belonged opponent is displayed on the peripheral side of the target virtual chess

piece (for example, a user avatar of the opponent is displayed above the target virtual chess piece).

[00151] Step 1006: Cancel, by the terminal in response to a marking stop operation, display

of a target virtual chess piece indicated by the marking stop operation.

[00152] In some embodiments, if the user determines that there is no need to continue
displaying a certain target virtual chess piece in the first virtual checkerboard, the terminal may stop

displaying the target virtual chess piece through the marking stop operation.

[00153] For example, when receiving a selection operation for the target virtual chess piece
in the first virtual checkerboard, the terminal displays the marking cancellation pop-up window, and
the marking cancellation pop-up window contains a marking cancellation control. When receiving
the triggering operation for the marking cancellation control, the terminal stops the display of the
target virtual chess piece. A marking clearing control is further displayed in a virtual checkerboard

interface corresponding to the first virtual checkerboard, and when receiving the triggering
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operation for the marking cancellation control, the terminal stops the display of all the target virtual

chess pieces in the first virtual checkerboard.

[00154] Step 1007: Cancel, by the terminal in a case that a battle preparation stage ends, the

display of the target virtual chess piece in the first virtual checkerboard.

[00155] In some embodiments, the user may mark the second virtual chess piece at the battle
preparation stage. When the match preparation stage ends and the match stage begins, the terminal

automatically stops the display of the target virtual chess piece in the first virtual checkerboard.

[00156] Optionally, when canceling the display of the target virtual chess piece due to the end
of the battle preparation stage, the terminal retains the marking of the target virtual chess piece, and
judges, at the beginning of the next battle preparation stage, whether the target virtual chess piece in
the previous battle preparation stage exists. If existing, the target virtual chess piece is displayed
through the first virtual checkerboard. Alternatively, after the end of the battle preparation stage, the

terminal clears the marking of all the target virtual chess pieces.

[00157] In the embodiment of this application, the user may trigger the selection of the target
virtual chess piece in the second virtual checkerboard, mark an individual virtual chess piece, and
display it on the first virtual checkerboard. The user may transfer an important virtual object that
has a significant impact on own layout to the first virtual checkerboard for display according to own
needs, so that the user can adjust the layout while observing the target virtual object, thereby
simplifying the match preparation process, improving the efficiency of match preparation, and

further improving the human-machine interaction efficiency.

[00158] FIG. 12 is a structural block diagram of a display apparatus for a virtual
checkerboard provided by an exemplary embodiment of this application. The composition of the

apparatus is as follows:

[00159] a first display module 1201, configured to display a first virtual checkerboard, the

first virtual checkerboard containing a first virtual chess piece;

[00160] a second display module 1202, configured to display, in response to a lineup viewing
operation for a target opponent, a second virtual checkerboard corresponding to the target opponent,

the second virtual checkerboard containing a second virtual chess piece;

[00161] a first acquiring module 1203, configured to acquire, in response to a marking
operation for at least one target virtual chess piece in the second virtual chess piece, chess piece

information of the target virtual chess piece; and

[00162] a third display module 1204, configured to display, based on the chess piece
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information, the first virtual chess piece and the target virtual chess piece through the first virtual

checkerboard.
[00163] Optionally, the third display module 1204 includes:
[00164] a first determining unit, configured to determine a chess piece state of the target

virtual chess piece based on the chess piece information; and

[00165] a first display unit, configured to display, in a case that the chess piece state is chess

piece presence, the first virtual chess piece and the target virtual chess piece through the first virtual

checkerboard.
[00166] The apparatus further includes:
[00167] a first control module, configured to cancel, in a case that the chess piece state is

chess piece removal, display of the target virtual chess piece.
[00168] Optionally, the first display unit is further configured to:

[00169] determine, in the case that the chess piece state is chess piece presence, a target chess

piece location based on the chess piece information;

[00170] display, in a case that the virtual chess piece is not placed at the target chess piece
location in the first virtual checkerboard, the target virtual chess piece at the target chess piece

location; and

[00171] display, in a case that the virtual chess piece has been placed at the target chess piece
location in the first virtual checkerboard, the first virtual chess piece and the target virtual chess
piece through the first virtual checkerboard based on a marked chess piece upper limit, the marked
chess piece upper limit referring to a maximum value of the quantity of the virtual chess pieces

simultaneously marked at the same chess piece location.
[00172] Optionally, the first display unit is further configured to:

[00173] display, in a case that the virtual chess piece has been placed at the target chess piece
location in the first virtual checkerboard and the quantity of the placed chess pieces does not reach
the marked chess piece upper limit, the first virtual chess piece and the target virtual chess piece

through the first virtual checkerboard; and

[00174] display chess piece identification of other virtual chess pieces at the target chess

piece location on a peripheral side of the target chess piece location.

[00175] The apparatus further includes:
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[00176] a second control module, configured to switch, in response to a triggering operation
for target chess piece identification in the chess piece identification, the target virtual chess piece
displayed at the target chess piece location into a virtual chess piece corresponding to the target

chess piece identification.
[00177] Optionally, the first display unit is further configured to:

[00178] display a first prompt pop-up window in the case that the virtual chess piece has
been placed at the target chess piece location in the first virtual checkerboard and the quantity of the

placed chess pieces reaches the marked chess piece upper limit;

[00179] stop, in response to a triggering operation for a chess piece replacement control in
the first prompt pop-up window, display of the at least one virtual chess piece at the target chess

piece location; and

[00180] display the first virtual chess piece and the target virtual chess piece through the first

virtual checkerboard.
[00181] The apparatus further includes:

[00182] a third control module, configured to stop, in response to a triggering operation for a
marking cancellation control in the first prompt pop-up window, the display of the target virtual

chess piece.
[00183] Optionally, the apparatus further includes:

[00184] a second acquiring module, configured to acquire chess piece adjustment data of the

target virtual chess piece; and

[00185] an updating module, configured to update the target virtual chess piece based on a
chess piece adjustment mode indicated by the chess piece adjustment data, the chess piece
adjustment mode including at least one of chess piece location adjustment, chess piece level

adjustment, and chess piece equipment adjustment.
[00186] Optionally, the first control module includes:

[00187] a control unit, configured to cancel, in the case that the chess piece state is chess
piece removal, display of the target virtual chess piece according to a target display effect, the target
display effect including at least one of gradual changing to disappearance, flickering and
disappearing, and displaying marking cancellation prompt information on a peripheral side of the

target virtual chess piece.

[00188] Optionally, the control unit is further configured to:
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[00189] display, in a case that the chess piece state is chess piece removal and the target
opponent replaces the target virtual chess piece with a candidate virtual chess piece, a second
prompt pop-up window, the second prompt pop-up window containing prompt information for
indicating that the target virtual chess piece is replaced, the candidate virtual chess piece and the
target virtual chess piece having a same bond, a chess piece level of the candidate virtual chess
piece being higher than a chess piece level of the target virtual chess piece, and/or the candidate

virtual chess piece inheriting chess piece equipment of the target virtual chess piece; and

[00190] replace, in response to the triggering operation for a chess piece replacement control
in the second prompt pop-up window, the target virtual chess piece in the first virtual checkerboard
with the candidate virtual chess piece based on the chess piece information of the candidate virtual

chess piece.

[00191] Optionally, a display mode of the first virtual chess piece in the first virtual

checkerboard is different from a display mode of the target virtual chess piece.

[00192] A difference in the display modes between the first virtual chess piece and the target

virtual chess piece includes at least one of the following:

[00193] a chess piece orientation of the first virtual chess piece is different from a chess piece

orientation of the target virtual chess piece;

[00194] transparency of the first virtual chess piece is different from transparency of the

target virtual chess piece; and

[00195] an attribute bar color of the first virtual chess piece is different from an attribute bar

color of the target virtual chess piece;
[00196] the target virtual chess piece is highlighted; and

[00197] account identification of a belonged opponent is displayed on a peripheral side of the

target virtual chess piece.

[00198] Optionally, the virtual checkerboard contains a first display area and a second
display area, the first virtual chess piece is located within the first display area of the first virtual
checkerboard, and the second virtual chess piece is located within the second display area of the

second virtual checkerboard; and
[00199] the third display module 1204 includes:

[00200] a second display unit, configured to display the first virtual chess piece through the
first display area of the first virtual checkerboard, and display the target virtual chess piece through
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the second display area of the first virtual checkerboard based on the chess piece information.
[00201] Optionally, the first acquiring module 1203 includes:

[00202] a third display unit, configured to display, in response to a selection operation for the
target virtual chess piece, a marking setup pop-up window corresponding to the target virtual chess

piece, and the marking setup pop-up window containing a marking control; and

[00203] an acquiring unit, configured to acquire, in response to a triggering operation for the

marking control, the chess piece information of the target virtual chess piece.
[00204] Optionally, the apparatus further includes:

[00205] a fourth control module, configured to cancel, in response to a marking stop

operation, display of a target virtual chess piece indicated by the marking stop operation; and

[00206] a fifth control module, configured to cancel, in a case that a battle preparation stage

ends, the display of the target virtual chess piece in the first virtual checkerboard.

[00207] In summary, in the embodiment of this application, when receiving the marking
operation for the target virtual chess piece in the second virtual checkerboard, the chess piece
information is acquired, and the target virtual chess piece is displayed based on the chess piece
information after returning to the first virtual checkerboard. Therefore, when going to other
opponent checkerboards to observe the chess piece layout at the preparation stage, the user may
select the important chess piece in the opponent field for marking according to the actual situation.
After returning to own first virtual checkerboard, the user may observe the target virtual chess piece
through the first virtual checkerboard, and meanwhile adjust the first virtual chess piece within the
first virtual checkerboard without relying on memory for layout, which can avoid situations of
affecting the layout of the virtual chess pieces due to the user memory error, or frequent operations
and waste of preparation time due to multiple trips between the second virtual checkerboard and the
first virtual checkerboard of each opponent, thereby improving the preparation efficiency and the

human-machine interaction efficiency.

[00208] FIG. 13 is a structural block diagram of a terminal 1300 provided by an exemplary
embodiment of this application. The terminal 1300 may be a portable mobile terminal, such as: a
smartphone, a tablet computer, a moving picture experts group audio layer III (MP3) player, and a
moving picture experts group audio layer IV (MP4) player. The terminal 1300 may further be

referred to as user equipment, a portable terminal, or other names.

[00209] Generally, the terminal 1300 includes: a processor 1301 and a memory 1302.
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[00210] The processor 1301 may include one or more processing cores, for example, a 4-core
processor or an 8-core processor. The processor 1301 may be implemented in at least one hardware
form of digital signal processing (DSP), a field-programmable gate array (FPGA), and a
programmable logic array (PLA). The processor 1301 may also include a main processor and a
coprocessor. The main processor is a processor used for processing data in an awake state, and is
also referred to as a central processing unit (CPU). The coprocessor is a low-power-consumption
processor used for processing data in a standby state. In some embodiments, the processor 1301
may be integrated with a graphics processing unit (GPU). The GPU is used for rendering and
drawing content that needs to be displayed on a display screen. In some embodiments, the processor
1301 may further include an artificial intelligence (Al) processor, and the Al processor is used for

processing a computing operation related to machine learning.

[00211] The memory 1302 may include one or more computer-readable storage mediums.
The computer-readable storage medium may be tangible and non-transient. The memory 1302 may
further include a high-speed random access memory and a nonvolatile memory, for example, one or
more disk storage devices or flash storage devices. In some embodiments, the non-transient
computer-readable storage medium in the memory 1302 is used for storing at least one instruction,
and the at least one instruction is used for being executed by the processor 1301 to implement the

method provided by the embodiment of this application.

[00212] In some embodiments, the terminal 1300 further optionally includes: a peripheral
interface 1303 and at least one peripheral device. Specifically, the peripheral device includes: at

least one of a touch display screen 1305 and an audio circuit 1307.

[00213] The touch display screen 1305 is used for display a UI. The Ul may include a graph,
text, an icon, a video, and any combination thereof. The touch display screen 1305 further has a
capability of collecting a touch signal on or above a surface of the touch display screen 1305. The
touch signal may be inputted to the processor 1301 as a control signal for processing. The touch
display screen 1305 is used for providing a virtual button and/or a virtual keyboard that are/is also
referred to as a soft button and/or a soft keyboard. In some embodiments, there may be one touch
display screen 1305, arranged on a front panel of the terminal 1300. In some other embodiments,
there may be at least two touch display screens 1305, respectively arranged on different surfaces of
the terminal 1300 or in a folded design. In further another embodiment, the touch display screen
1305 may be a flexible display screen, arranged on a curved surface or folded surface of the
terminal 1300. Even, the touch display screen 1305 may be further arranged in a non-rectangular

irregular pattern, namely, a special-shaped screen. The touch display screen 1305 may be prepared
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from materials such as a liquid crystal display (LCD) and an organic light-emitting diode (OLED).

[00214] The audio circuit 1307 is used for providing an audio interface between the user and
the terminal 1300. The audio circuit 1307 may include a microphone and a speaker. The
microphone is used for collecting sound waves from a user and an environment, and converting the
sound waves into the electrical signals to be inputted into the processor 1301 for processing. For the
purpose of stereo acquisition or noise reduction, there may be a plurality of microphones,
respectively arranged at different portions of the terminal 1300. The microphone may further be an
array microphone or an omni-directional acquisition type microphone. The speaker is used for
converting the electrical signals from the processor 1301 into the sound waves. The speaker may be
a conventional film speaker, or may be a piezoelectric ceramic speaker. When the speaker is the
piezoelectric ceramic speaker, the speaker not only can convert an electric signal into acoustic
waves audible to a human being, but also can convert an electric signal into acoustic waves
inaudible to a human being, for ranging and other purposes. In some embodiments, the audio circuit

1307 may further include an earphone jack.

[00215] An embodiment of this application further provides a computer readable storage
medium, storing at least one instruction, and the at least one instruction is loaded and executed by a
processor to implement the display method for the virtual checkerboard described in all the

embodiments above.

[00216] According to an aspect of this application, a computer program product or a
computer program is provided, the computer program product or the computer program includes a
computer instruction, and the computer instruction is stored in a computer readable storage medium.
A processor of a terminal reads the computer instruction from the computer readable storage
medium, and the processor executes the computer instruction, so that the terminal executes the
display method for the virtual checkerboard provided by various optional implementations in the

aspects above.

[00217] A person skilled in the art is to be aware that in the foregoing one or more examples,
functions described in the embodiments of this application may be implemented by hardware,
software, firmware, or any combination thereof. When implemented by using software, the
functions can be stored in a computer readable storage medium or can be used as one or more
instructions or codes in a computer readable storage medium for transmitting. The computer
readable storage medium includes a computer storage medium and a communication medium,
where the communication medium includes any medium that enables a computer program to be

transmitted from one place to another. The storage medium may be any available medium
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accessible to a general-purpose or dedicated computer.

[00218] The foregoing descriptions are merely optional embodiments of this application, but
are not intended to limit this application. Any modification, equivalent replacement, or
improvement made within the spirit and principle of this application shall fall within the protection

scope of this application.
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CLAIMS

What is claimed is:

1. A display method for a virtual checkerboard, executed by a terminal, and comprising:

displaying a first virtual checkerboard, the first virtual checkerboard containing a first virtual

chess piece;

displaying, in response to a lineup viewing operation for a target opponent, a second virtual
checkerboard corresponding to the target opponent, the second virtual checkerboard containing a

second virtual chess piece;

acquiring, in response to a marking operation for at least one target virtual chess piece in the

second virtual chess piece, chess piece information of the target virtual chess piece; and

displaying, based on the chess piece information, the first virtual chess piece and the target

virtual chess piece through the first virtual checkerboard.

2. The method according to claim 1, wherein the displaying, based on the chess piece
information, the first virtual chess piece and the target virtual chess piece through the first virtual

checkerboard comprises:

determining a chess piece state of the target virtual chess piece based on the chess piece

information; and

displaying, in a case that the chess piece state is chess piece presence, the first virtual chess

piece and the target virtual chess piece through the first virtual checkerboard.
3. The method according to claim 2, further comprising:

canceling, in a case that the chess piece state is chess piece removal, display of the target

virtual chess piece.

4. The method according to claim 2, wherein the displaying, in a case that the chess piece state
is chess piece presence, the first virtual chess piece and the target virtual chess piece through the

first virtual checkerboard comprises:

determining, in the case that the chess piece state is chess piece presence, a target chess piece

location based on the chess piece information; and

displaying, in a case that the virtual chess piece is not placed at the target chess piece location

in the first virtual checkerboard, the target virtual chess piece at the target chess piece location.

5. The method according to claim 4, further comprising;:
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displaying, in a case that the virtual chess piece has been placed at the target chess piece
location in the first virtual checkerboard, the first virtual chess piece and the target virtual chess
piece through the first virtual checkerboard based on a marked chess piece upper limit, the marked
chess piece upper limit referring to a maximum value of the quantity of the virtual chess pieces

simultaneously marked at the same chess piece location.

6. The method according to claim 5, wherein the displaying, in a case that the virtual chess
piece has been placed at the target chess piece location in the first virtual checkerboard, the first
virtual chess piece and the target virtual chess piece through the first virtual checkerboard based on

a marked chess piece upper limit comprises:

displaying, in a case that the virtual chess piece has been placed at the target chess piece
location in the first virtual checkerboard and the quantity of the placed chess pieces does not reach
the marked chess piece upper limit, the first virtual chess piece and the target virtual chess piece

through the first virtual checkerboard; and

displaying chess piece identification of other virtual chess pieces at the target chess piece

location on a peripheral side of the target chess piece location.
7. The method according to claim 6, further comprising:

switching, in response to a triggering operation for target chess piece identification in the chess
piece identification, the target virtual chess piece displayed at the target chess piece location into a

virtual chess piece corresponding to the target chess piece identification.

8. The method according to claim 5, wherein the displaying, in a case that the virtual chess
piece has been placed at the target chess piece location in the first virtual checkerboard, the first
virtual chess piece and the target virtual chess piece through the first virtual checkerboard based on

a marked chess piece upper limit comprises:

displaying a first prompt pop-up window in the case that the virtual chess piece has been
placed at the target chess piece location in the first virtual checkerboard and the quantity of the

placed chess pieces reaches the marked chess piece upper limit;

stopping, in response to a triggering operation for a chess piece replacement control in the first
prompt pop-up window, display of the at least one virtual chess piece at the target chess piece

location; and

displaying the first virtual chess piece and the target virtual chess piece through the first virtual

checkerboard.
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9. The method according to claim 8, further comprising:

canceling, in response to a triggering operation for a marking cancellation control in the first

prompt pop-up window, the display of the target virtual chess piece.

10. The method according to any one of claims 2 to 8, wherein after the displaying, in a case
that the chess piece state is chess piece presence, the first virtual chess piece and the target virtual

chess piece through the first virtual checkerboard, the method further comprises:
acquiring chess piece adjustment data of the target virtual chess piece; and

updating the target virtual chess piece based on a chess piece adjustment mode indicated by the
chess piece adjustment data, the chess piece adjustment mode comprising at least one of chess piece

location adjustment, chess piece level adjustment, and chess piece equipment adjustment.

11. The method according to claim 3, wherein the canceling, in a case that the chess piece state

is chess piece removal, display of the target virtual chess piece comprises:

canceling, in the case that the chess piece state is chess piece removal, display of the target
virtual chess piece according to a target display effect, the target display effect comprising at least
one of gradual changing to disappearance, flickering and disappearing, and displaying marking

cancellation prompt information on a peripheral side of the target virtual chess piece.

12. The method according to claim 3, wherein the canceling, in a case that the chess piece state

is chess piece removal, display of the target virtual chess piece comprises:

displaying, in a case that the chess piece state is chess piece removal and the target opponent
replaces the target virtual chess piece with a candidate virtual chess piece, a second prompt pop-up
window, the second prompt pop-up window containing prompt information for indicating that the
target virtual chess piece is replaced, the candidate virtual chess piece and the target virtual chess
piece having a same bond, a chess piece level of the candidate virtual chess piece being higher than
a chess piece level of the target virtual chess piece, and/or the candidate virtual chess piece

inheriting chess piece equipment of the target virtual chess piece; and

replacing, in response to the triggering operation for a chess piece replacement control in the
second prompt pop-up window, the target virtual chess piece in the first virtual checkerboard with
the candidate virtual chess piece based on the chess piece information of the candidate virtual chess

piece.

13. The method according to any one of claims 1 to 7, wherein a display mode of the first

virtual chess piece in the first virtual checkerboard is different from a display mode of the target
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virtual chess piece; and

a difference in the display modes between the first virtual chess piece and the target virtual

chess piece comprises at least one of the following:

a chess piece orientation of the first virtual chess piece is different from a chess piece

orientation of the target virtual chess piece;

transparency of the first virtual chess piece is different from transparency of the target virtual

chess piece; and

an attribute bar color of the first virtual chess piece is different from an attribute bar color of

the target virtual chess piece;
the target virtual chess piece is highlighted; and

account identification of a belonged opponent is displayed on a peripheral side of the target

virtual chess piece.

14. The method according to any one of claims 1 to 7, wherein the virtual checkerboard
contains a first display area and a second display area, the first virtual chess piece is located within
the first display area of the first virtual checkerboard, and the second virtual chess piece is located

within the second display area of the second virtual checkerboard; and

the displaying, based on the chess piece information, the first virtual chess piece and the target

virtual chess piece through the first virtual checkerboard comprises:

displaying the first virtual chess piece through the first display area of the first virtual
checkerboard, and displaying the target virtual chess piece through the second display area of the

first virtual checkerboard based on the chess piece information.

15. The method according to any one of claims 1 to 7, wherein the acquiring, in response to a
marking operation for at least one target virtual chess piece in the second virtual chess piece, chess

piece information of the target virtual chess piece comprises:

displaying, in response to a selection operation for the target virtual chess piece, a marking
setup pop-up window corresponding to the target virtual chess piece, and the marking setup pop-up

window containing a marking control; and

acquiring, in response to a triggering operation for the marking control, the chess piece

information of the target virtual chess piece.

16. The method according to any one of claims 1 to 7, wherein after displaying, based on the
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chess piece information, the first virtual chess piece and the target virtual chess piece through the

first virtual checkerboard, the method further comprises:

canceling, in response to a marking stop operation, display of a target virtual chess piece

indicated by the marking stop operation; and

canceling, in a case that a battle preparation stage ends, the display of the target virtual chess

piece in the first virtual checkerboard.
17. A display apparatus for a virtual checkerboard, comprising:

a first display module, configured to display a first virtual checkerboard, the first virtual

checkerboard containing a first virtual chess piece;

a second display module, configured to display, in response to a lineup viewing operation for a
target opponent, a second virtual checkerboard corresponding to the target opponent, the second

virtual checkerboard containing a second virtual chess piece;

a first acquiring module, configured to acquire, in response to a marking operation for at least
one target virtual chess piece in the second virtual chess piece, chess piece information of the target

virtual chess piece; and

a third display module, configured to display, based on the chess piece information, the first

virtual chess piece and the target virtual chess piece through the first virtual checkerboard.

18. A terminal, comprising one or more processors and one or more memories, the memory
storing at least one computer program, and the at least one computer program being loaded and
executed by the one or more processors to implement the display method for the virtual

checkerboard according to any one of claims 1 to 16.

19. A computer readable storage medium, storing at least one computer program, and the at
least one computer program being loaded and executed by a processor to implement the display

method for the virtual checkerboard according to any one of claims 1 to 16.

20. A computer program product, comprising at least one computer program, and the at least
one computer program being loaded and executed by a processor to implement the display method

for the virtual checkerboard according to any one of claims 1 to 16.
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