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display, in response to a purchase operation on a virtual chess piece 
during a turn-based chess game, a quantity of consumed resources for 

purchasing the virtual chess piece; where the quantity of consumed 
resources is associated with a quantity of discounted resources

Display, in response to a selling operation on the virtual chess piece 
obtained, selling information of the virtual chess piece; where the selling 

information indicating a quantity of new resources for successfully selling 
the virtual chess piece, and a quantity of discounted resources associated 
with the quantity of new resources is the same as the quantity of discount 

resources associated with the quantity of consumed resources

Display that the virtual chess piece is successfully sold in a case 
that the virtual chess piece is in a non-battle state
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Display a level of the virtual chess piece and a quantity of new 
resources corresponding to the virtual chess piece at the level; where 

the level is determined based on at least one type of attribute 
information of a star level and a grade of the virtual chess piece
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the quantity of 
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is zero and the level of 
the virtual chess piece 

is a basic level, the 
basic level of the 

virtual chess piece and 
a quantity of new 

resources 
corresponding to the 
virtual chess piece at 
the basic level; where 
the quantity of newly-
added resources is the 

same as a reference 
quantity of resources 
corresponding to the 
virtual chess piece at 

the basic level
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Display, in a case that 
the quantity of 

discounted resources 
is zero and the level of 
the virtual chess piece 
is an enhanced level, 
the enhanced level of 
the virtual chess piece 

and a quantity of 
newly-added 

resources 
corresponding to the 
virtual chess piece at 
the enhanced level; 

where the quantity of 
newly-added 

resources is an integer 
multiple of the 

reference quantity of 
resources 

corresponding to the 
virtual chess piece at 

the basic level

Display, in a case that 
the quantity of 

discounted resources is 
greater than zero and the 
level of the virtual chess 
piece is a basic level, the 
basic level of the virtual 

chess piece and a 
quantity of newly-added 
resources corresponding 
to the virtual chess piece 
at the basic level; where 
the quantity of newly-
added resources is a 
difference between a 
reference quantity of 

resources corresponding 
to the virtual chess piece 
at the basic level and the 
quantity of discounted 

resources

Display, in a case that the 
quantity of discounted 

resources is greater than zero 
and the level of the virtual 
chess piece is an enhanced 
level, the enhanced level of 
the virtual chess piece and a 

quantity of newly-added 
resources corresponding to 

the virtual chess piece at the 
enhanced level; where the 
quantity of newly-added 
resources is a difference 

between a reference quantity 
of resources corresponding 
to the virtual chess pieces at 

the enhanced level and a 
quantity of all of discounted 
resources saved for obtaining 
the virtual chess piece; and 

the quantity of reference 
resources corresponding to 

the virtual chess pieces at the 
enhanced level is an integer 

multiple of the reference 
quantity of resources 

corresponding to the virtual 
chess piece at the basic level
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Display an upgraded virtual chess piece in response to a 
condition of an upgrade of the virtual chess piece is met

Display the quantity of newly-added resources corresponding to the 
upgraded virtual chess piece in a case that the virtual chess piece to 
be sold is the upgraded virtual chess piece; where the upgrade is a 

process of synthesizing N identical virtual chess pieces into a higher-
level virtual chess piece when the N identical virtual chess pieces are 

obtained in the game, and N is a positive integer
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Display an upgrade reward in response to the condition of an upgrade 
of the virtual chess piece is met; where the upgrade reward includes 

one of another virtual chess piece and a virtual voucher

Display the reference quantity of resources corresponding to the 
virtual chess piece at the basic level in a case that the another virtual 
chess piece is to be sold or in a case that the virtual voucher is to be 

sold; where quantities of new resources respectively corresponding to 
the another virtual chess piece and the virtual voucher are both the 
same as the reference quantity of resources corresponding to the 

virtual chess piece at the basic level
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Display, in response to a selling operation on the virtual chess 
piece obtained, selling information of the virtual chess piece

Display, in response to a click 
operation on a selling interface 

of the virtual chess piece 
obtained, the selling 

information of the virtual 
chess piece
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Purchase the virtual chess piece from a game store during the 
turn-based chess game

Determine the quantity of discounted resources associated with 
the quantity of consumed resources of the virtual chess piece
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Determine, in a case that the virtual chess piece is to be sold, the 
quantity of newly-added resources for successfully selling the virtual 
chess piece; where a quantity of discounted resources associated with 
the quantity of newly added resources is the same as the quantity of 

discounted resources associated with the quantity of consumed 
resources 

730

 

FIG. 11 

Obtain the upgraded virtual chess piece in a case that the 
upgrade condition of the virtual chess piece is met

740

Determine, in a case that the virtual chess piece sold is the upgraded 
virtual chess piece, the quantity of new resources after the upgraded 
virtual chess piece is successfully sold; where a quantity of discount 
resources corresponding to the quantity of new resources is the same 
as a quantity of all discount resources corresponding to the upgraded 

virtual chess piece obtained 
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Determine the quantity of discounted resources associated with 
the quantity of consumed resources of the virtual chess piece

720
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with the quantity of consumed 
resources of the virtual chess 

piece based on talent information 
of a master virtual chess piece

Determine the quantity of discounted 
resources associated with the quantity 
of consumed resources of the virtual 
chess piece based on a virtual skill 

used by the master virtual chess piece 
during a battle

Determine the quantity of discounted 
resources associated with  the 

quantity of consumed resources of the 
virtual chess piece based on a type of 
gain obtained by the master virtual 

chess piece after a battle is won
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