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220

Display a game level screen, the game level screen including a virtual
environment corresponding to a pre-created game level

l

Receive a verification operation triggered for the game level, the verification
operation being configured for triggering an Al model to verify game content
of the game level

l

Display error reporting prompt information of the game level in response to a
verification operation, the error reporting prompt information being configured
for prompting existence of an error location point in the game level, and the
error location point being a location point corresponding to game content that
the Al model fails to pass in the virtual environment

FIG. 4
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Determine a starting point of at least one route in a game level, the starting point
being set when the game level is pre-created, the at least one route including N
road segments, and N being an integer greater than or equal to 1

l

Determine, based on the starting point, an i road segment currently verified, i
being an integer greater than or equal to 1 and less than or equal to N

.

Determine an (i+l)th road segment corresponding to the i road segment

:

Determine, when a reachability condition is satisfied between the i" road segment
and the (i+1)th road semgment, that there is no game content that an AT model fails
to pass between the i~ road segment and the (i+1)" road segment, or determine,

when a reachability condition is not satisfied between the i road segment and the
. th . . .th . th

(i+1)" road segment, a location point between the i road segment and the (i+1)

road segment as an error location point

.

Update i to it1, and perform again the operation of determining an (i+l)th road
segment corresponding to the i" road segment, until a verification stop condition is
satisfied, to determine an error location point in the game level

FIG. 9
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verification button is
clicked
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