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METHOD AND APPARATUS FOR CREATING TEAM IN 

VIRTUAL SCENE, METHOD AND APPARATUS FOR JOINING 

TEAM IN VIRTUAL SCENE, DEVICE, MEDIUM, AND PROGRAM 

PRODUCT 

RELATED APPLICATION 

[0001] This application is filed based on Chinese Patent Application No. 202111015882.5 

filed on August 31, 2021, and claims priority to this Chinese patent application, which is 

incorporated herein by reference in its entirety. 

FIELD OF THE TECHNOLOGY 

[0002] This application relates to the technical field of virtualization and human-computer 

interaction, in particular, to a method and apparatus for creating a team in a virtual scene, a method 

and apparatus for joining a team in a virtual scene, a device, a medium, and a program product. 

BACKGROUND OF THE DISCLOSURE 

[0003] With the development of computer technology, electronic devices can implement 

richer and more vivid virtual scenes. A virtual scene refers to a digital scene drawn by a computer 

through digital communication technology. Users can obtain a full virtualization feeling (such as 

virtual reality) or a partial virtualization feeling (such as augmented reality) in terms of vision and 

hearing in the virtual scene. Moreover, it is possible to control an interactive battle between virtual 

objects of one team and virtual objects of another team in the virtual scene, to obtain feedback. 

[0004] In related art, when creating a team for interaction in a virtual scene, team-up needs 

to be implemented by adding friends in a virtual scene client. The joining condition for the formed 

team is fixed and single, for example, transmitting a joining request and waiting for approval to join, 

and a team creator cannot customize the joining condition. Moreover, the entire team-up process is 

complicated, and the efficiency of human-computer interaction is low.

SUMMARY 

[0005] Embodiments of this application provide a method and apparatus for creating a team 

in a virtual scene, a method and apparatus for joining a team in a virtual scene, an electronic device, 

a computer-readable storage medium, and a computer program product, capable of implementing 
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team-up in a virtual scene, improving the efficiency of human-computer interaction, enabling more 

diverse team joining conditions to be set, and achieving simple implementation and high processing 

efficiency. 

[0006] Technical solutions in the embodiments of this application are implemented as 

follows. 

[0007] The embodiments of this application provide a method for creating a team in a 

virtual scene, including: 

[0008] presenting at least one virtual resource for selection in a team creation interface in 

response to a creation instruction for a target team in a virtual scene; 

[0009] determining, in response to a selection operation for a target virtual resource, the 

target virtual resource as a joining condition for joining the target team, 

[0010] the joining condition being used for indicating that upon receiving of a transmitted 

target virtual resource, it is determined that a corresponding transmitting object is a member of the 

target team; and 

[0011] creating the target team in response to a confirmation instruction triggered based on 

the joining condition. 

[0012] The embodiments of this application further provide a method for joining a team in a 

virtual scene, including: 

[0013] presenting a joining function entry of a target team in a virtual scene, and presenting 

a joining condition for the target team, 

[0014] the joining condition being used for indicating that upon transmitting of a target 

virtual resource to a creation object of the target team, it is determined that a corresponding 

transmitting object is a member of the target team; and 

[0015] transmitting the target virtual resource and joining the target team in response to a 

trigger operation for the joining function entry. 

[0016] The embodiments of this application further provide an apparatus for creating a team 

in a virtual scene, including: 

[0017] a first presentation module configured to present at least one virtual resource for 

selection in a team creation interface in response to a creation instruction for a target team in a 

virtual scene; 



3 

[0018] a determining module configured to determine, in response to a selection operation 

for a target virtual resource, the target virtual resource as a joining condition for joining the target 

team, 

[0019] the joining condition being used for indicating that upon receiving of a transmitted 

target virtual resource, it is determined that a corresponding transmitting object is a member of the 

target team; and 

[0020] a creating module configured to create the target team in response to a confirmation 

instruction triggered based on the joining condition. 

[0021] The embodiments of this application further provide an apparatus for joining a team 

in a virtual scene, including: 

[0022] a second presentation module configured to present a joining function entry 

corresponding to a target team in a virtual scene, and present a joining condition corresponding to 

the target team, 

[0023] the joining condition being used for indicating that upon transmitting of a target 

virtual resource to a creation object corresponding to the target team, it is determined that a 

corresponding transmitting object is a member of the target team; and 

[0024] a joining module configured to transmit the target virtual resource and join the target 

team in response to a trigger operation for the joining function entry. 

[0025] The embodiments of this application further provide an electronic device, including: 

[0026] a memory configured to store an executable instruction; and 

[0027] a processor configured to implement the method according to the embodiments of 

this application when executing the executable instruction stored in the memory. 

[0028] The embodiments of this application further provide a computer-readable storage 

medium, storing an executable program, the executable program being executed by a processor to 

implement the method according to the embodiments of this application. 

[0029] The embodiments of this application further provide a computer program product, 

including a computer program or instruction, the computer program or instruction, when executed 

by a processor, implementing the method according to the embodiments of this application. 

[0030] The embodiments of this application have the following beneficial effects. 
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[0031] When receiving a creation instruction for a target team in a virtual scene, at least one 

virtual resource for selection is presented in a team creation interface; in response to a selection 

operation for a target virtual resource, the target virtual resource is determined as a joining 

condition for joining the target team, the joining condition being used for indicating that upon 

receiving of a transmitted target virtual resource, it is determined that a corresponding transmitting 

object is a member of the target team; and the target team is created when a confirmation instruction 

triggered based on the target virtual resource is received. In this way, team-up in the virtual scene 

can be implemented without adding friends in the virtual scene, thereby improving the efficiency of 

human-computer interaction and saving processing resources. Moreover, the team creator can 

customize the joining condition for joining the target team based on the presented virtual resources 

for selection, that is, only when the target virtual resource set by the team creator is transmitted, the 

target team can be joined. Thus, more diverse team joining conditions can be set, and simple 

implementation and high processing efficiency are achieved. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0032] FIG. 1 is a schematic architectural diagram of a system 100 for creating a team in a 

virtual scene according to embodiments of this application. 

[0033] FIG. 2 is a schematic structural diagram of an electronic device 500 for 

implementing a method for creating a team in a virtual scene according to embodiments of this 

application. 

[0034] FIG. 3 is a schematic flowchart of a method for creating a team in a virtual scene 

according to embodiments of this application.

[0035] FIG. 4 is a schematic diagram of a triggering process of a creation instruction for a 

target team in a virtual scene according to embodiments of this application. 

[0036] FIG. 5 is a schematic diagram of a triggering process of a creation instruction for a 

target team in a virtual scene according to embodiments of this application. 

[0037] FIG. 6 is a schematic diagram of a triggering process of a creation instruction for a 

target team in a virtual scene according to embodiments of this application.

[0038] FIG. 7 is a schematic diagram of a triggering process of a creation instruction for a 

target team in a virtual scene according to embodiments of this application. 

[0039] FIG. 8 is a schematic diagram of an enabling process of a joining condition setting 

function according to embodiments of this application. 
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[0040] FIG. 9 is a schematic diagram of a joining condition setting process according to 

embodiments of this application. 

[0041] FIG. 10 is a schematic diagram of a target team creation process according to 

embodiments of this application. 

[0042] FIG. 11 is a schematic diagram of an entry process of a scene entry interface of a 

virtual scene according to embodiments of this application. 

[0043] FIG. 12 is a schematic diagram of a floating window collapse and expansion process

according to embodiments of this application. 

[0044] FIG. 13 is a schematic diagram of a target member removal process according to 

embodiments of this application. 

[0045] FIG. 14 is a schematic diagram of a target member removal process according to 

embodiments of this application. 

[0046] FIG. 15 is a schematic diagram of a target virtual resource receiving and display 

process according to embodiments of this application. 

[0047] FIG. 16 is a schematic diagram of a target team dismissing process according to 

embodiments of this application. 

[0048] FIG. 17 is a schematic diagram of a target team exit process according to 

embodiments of this application. 

[0049] FIG. 18 is a schematic flowchart of a method for joining a team in a virtual scene 

according to embodiments of this application. 

[0050] FIG. 19 is a schematic diagram of a process of joining a target team in a virtual scene 

according to embodiments of this application. 

[0051] FIG. 20 is a schematic flowchart of a method for creating a team in a virtual scene 

and a method for joining a team in a virtual scene according to embodiments of this application. 

DESCRIPTION OF EMBODIMENTS 

[0052] To make the objectives, technical solutions, and advantages of this application 

clearer, the following describes this application in detail with reference to the accompanying 

drawings. The described embodiments are not to be considered as a limitation to this application. 

All other embodiments obtained by a person of ordinary skill in the art without creative efforts shall 

fall within the scope of protection of this application. 
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[0053] In the following description, the term "some embodiments" describes subsets of all 

possible embodiments, but it may be understood that "some embodiments" may be the same subset 

or different subsets of all the possible embodiments, and can be combined with each other without 

conflict. 

[0054] In the following description, the term "first/second/third" involved is only used for 

distinguishing similar objects and does not represent a specific order of objects. Understandably, 

"first/second/third" may be interchanged with a specific order or priority if permitted, so that 

embodiments of this application described here may be implemented in an order other than that 

illustrated or described here. 

[0055] Unless otherwise specified, all technical and scientific terms used herein have the

same meanings as commonly understood by those skilled in the technical field that the disclosure 

relates to. The terms used herein are only used for describing the purpose of embodiments of this 

application, not intended to limit this application. 

[0056] Before the embodiments of this application are described in detail, a description is 

made on nouns and terms in the embodiments of this application, and the nouns and terms in the 

embodiments of this application are applicable to the following explanations. 

[0057] 1) Client: an application running in a terminal for providing various services, such as

a game client, an instant messaging client, and a video playback client. 

[0058] 2) In response to: used for representing a condition or state on which an operation 

performed depends. If the condition or state is satisfied, one or more operations performed may be 

in real time or with a set delay. Unless otherwise specified, there is no restriction on the order in 

which a plurality of operations are performed. 

[0059] Based on the above explanations of nouns and terms involved in the embodiments of 

this application, a system for creating a team in a virtual scene provided by the embodiments of this 

application is described below. With reference to FIG. 1, FIG. 1 is a schematic architectural

diagram of a system 100 for creating a team in a virtual scene according to embodiments of this 

application. In order to support an exemplary application, a terminal 400 is connected to a server 

200 through a network 300. The network 300 may be a wide area network or a local area network, 

or a combination thereof. Data transmission may be achieved using wireless or wired links. 

[0060] The terminal 400 is configured to: in response to a creation instruction for a target 

team in a virtual scene, present a team creation interface corresponding to the target team, and 

present at least one virtual resource for selection in the team creation interface; and determine, in 
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response to a selection operation for a target virtual resource in the at least one virtual resource, the 

target virtual resource as a joining condition for joining the target team, and transmit the determined 

joining condition to the server 200, the joining condition being used for indicating that upon 

receiving of a transmitted target virtual resource, it is determined that a corresponding transmitting 

object is a member of the target team. 

[0061] The server 200 is configured to receive the joining condition for the target team 

transmitted by the terminal 400. 

[0062] The terminal 400 is further configured to transmit a creation request for the target 

team to the server 200 in response to a confirmation instruction triggered based on the target virtual 

resource. 

[0063] The server 200 is further configured to receive the creation request for the target 

team transmitted by the terminal 400, create the target team, and return a target team creation 

success notification message. 

[0064] The terminal 400 is configured to receive the target team creation success 

notification message returned by the server 200, and present the created target team for members in 

the target team to interact in the virtual scene. 

[0065] In practical applications, the server 200 may be an independent physical server, or 

may be a server cluster or a distributed system composed of multiple physical servers, or may be a 

cloud server that provides a basic cloud computing service such as a cloud service, a cloud database, 

cloud computing, a cloud function, cloud storage, a network service, cloud communication, a 

middleware service, a domain name service, a security service, a Content Delivery Network (CDN), 

and a big data and artificial intelligence platform. The terminal 400 may be a smartphone, a tablet 

computer, a laptop computer, a desktop computer, a smart speaker, a smart television, a smart watch, 

or the like, but is not limited thereto. The terminal 400 may be directly or indirectly connected to 

the server 200 through wired or wireless communications, which is not limited in this application. 

[0066] With reference to FIG. 2, FIG. 2 is a schematic structural diagram of an electronic 

device 500 for implementing a method for creating a team in a virtual scene according to 

embodiments of this application. In practical applications, the electronic device 500 may be the 

server or terminal shown in FIG.1. Taking the electronic device 500 being the terminal shown in 

FIG. 1 as an example, the electronic device for implementing a method for creating a team in a 

virtual scene according to the embodiments of this application is described. The electronic device 

500 provided in the embodiments of this application includes at least one processor 510, a memory 
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550, at least one network interface 520, and a user interface 530. Components in the electronic 

device 500 are coupled together by a bus system 540. It may be understood that, the bus system 540 

is configured to implement connection and communication between the components. In addition to 

a data bus, the bus system 540 further includes a power bus, a control bus, and a state signal bus. 

However, for clarity of illustration, various buses are labeled as the bus system 540 in FIG. 2. 

[0067] The processor 510 may be an integrated circuit chip with signal processing 

capabilities, such as a general-purpose processor, a Digital Signal Processor (DSP), or other 

programmable logic devices, discrete gate or transistor logic devices, discrete hardware components, 

or the like. The general-purpose processor may be a microprocessor or any conventional processor, 

etc. 

[0068] The user interface 530 includes one or more output apparatuses 531 that enable 

presentation of media content, including one or more loudspeakers and/or one or more visual 

display screens. The user interface 530 further includes one or more input apparatuses 532, 

including user interface components that facilitate user input, such as a keyboard, a mouse, a 

microphone, a touch display screen, a camera, other input buttons and controls. 

[0069] The memory 550 may be removable, non-removable, or a combination thereof. An 

exemplary hardware device includes a solid-state memory, a hard disk drive, an optical disk drive, 

etc. The memory 550 optionally includes one or more storage devices located physically away from 

the processor 510. 

[0070] The memory 550 includes a volatile memory or a non-volatile memory, and may 

also include both volatile and non-volatile memories. The non-volatile memory may be a Read 

Only Memory (ROM), and the volatile memory may be a Random Access Memory (RAM). The 

memory 550 described in the embodiments of this application is intended to include any suitable 

type of memories. 

[0071] In some embodiments, an apparatus for creating a team in a virtual scene according 

to the embodiments of this application may be implemented by software. FIG. 2 shows an apparatus 

555 for creating a team in a virtual scene stored in the memory 550. The apparatus may be software 

in the form of a program and plug-in, and includes the following software modules: a first 

presentation module 5551, a determining module 5552, and a creating module 5553. The modules 

are logical, and therefore can be combined or split arbitrarily according to the functions to be 

implemented. The functions of the modules will be described below. 
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[0072] In some other embodiments, the apparatus for creating a team in a virtual scene 

according to the embodiments of this application may be implemented by combining software and 

hardware. As an example, the apparatus for creating a team in a virtual scene according to the 

embodiments of this application may be a processor in the form of a hardware decoding processor, 

which is programmed to execute the method for creating a team in a virtual scene according to the 

embodiments of this application. For example, the processor in the form of a hardware decoding 

processor may be one or more of an Application Specific Integrated Circuit (ASIC), a DSP, a 

Programmable Logic Device (PLD), a Complex Programmable Logic Device (CPLD), a 

Field-Programmable Gate Array (FPGA), or other electronic elements. 

[0073] In some embodiments, the terminal or server can implement the method for creating 

a team in a virtual scene according to the embodiments of this application by running a computer 

program. For example, the computer program may be a native program or a software module in an 

operating system, or may be a native application (APP), namely, a program that needs to be 

installed in an operating system to run, such as a game APP or an instant messaging APP, or may be 

a mini program, namely, a program that only needs to be downloaded into a browser environment to 

run, or may be a mini program that can be embedded in any APP. In a word, the above-mentioned 

computer program may be any form of application program, module or plug-in. 

[0074] Based on the above descriptions of the system for creating a team in a virtual scene 

and the electronic device according to the embodiments of this application, the method for creating 

a team in a virtual scene according to the embodiments of this application will be described below. 

In some embodiments, the method for creating a team in a virtual scene according to the 

embodiments of this application may be implemented independently by a server or a terminal, or 

implemented jointly by a server and a terminal. The method for creating a team in a virtual scene 

according to the embodiments of this application will be described below by taking implementation 

by a terminal as an example. 

[0075] With reference to FIG. 3, FIG. 3 is a schematic flowchart of a method for creating a 

team in a virtual scene according to embodiments of this application. The method for creating a 

team in a virtual scene according to embodiments of this application includes the following steps. 

[0076] Step 101: In response to a creation instruction for a target team in a virtual scene, a 

terminal presents a team creation interface corresponding to the target team, and presents at least 

one virtual resource for selection in the team creation interface. 

[0077] Here, a client that supports team creation in a virtual scene is installed on the 

terminal. The client may be a client that supports a virtual scene (such as a game client), or a client 
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integrated with a function of creating a team in a virtual scene (such as an instant messaging client, 

a live streaming client, and a team-up client). When a user opens the client on the terminal and the 

terminal runs the client, the user can create a target team in a virtual scene on the client. The target 

team is used for members in the target team to interact in the virtual scene, for example, for the 

members of the target team to play games. When receiving a creation instruction for a target team in 

a virtual scene, the terminal presents a team creation interface corresponding to the target team. In 

practical applications, the team creation interface may display information of the virtual scene (such 

as a name, an identifier, a team-up interaction mode, or the like of the virtual scene), a name setting 

function item of the target team, or the like. 

[0078] In the embodiments of this application, a joining condition for joining the created 

target team can also be set, namely, transmitting a target virtual resource to the creator of the target 

team. Therefore, the terminal further needs to present at least one virtual resource for selection in 

the team creation interface. In some embodiments, the number of virtual resources can be multiple 

(that is, at least two). When there are multiple virtual resources, the multiple virtual resources can 

correspond to different resource types. For example, two types of virtual resources are displayed in 

the team creation interface, namely, virtual gold coins used for purchasing virtual props or 

decorations, and virtual gifts (such as virtual flowers and virtual boats). After the user selects a 

target virtual resource from the displayed virtual resources for selection, the target virtual resource

is used as a joining condition for joining the target team. 

[0079] Next, triggering of the creation instruction for the target team will be described. In 

some embodiments, the terminal may receive a creation instruction for a target team in a virtual 

scene as follows: 

[0080] presenting a first team creation entry of at least one candidate virtual scene, the at 

least one candidate virtual scene including the virtual scene; and receiving a creation instruction for 

a target team in the virtual scene in response to a trigger operation for the first team creation entry 

of the virtual scene. 

[0081] Here, the number of candidate virtual scenes may be at least two, the terminal 

presents a first team creation entry of at least one candidate virtual scene, and the at least one 

candidate virtual scene includes the above-mentioned virtual scene. In practical applications, the 

candidate virtual scenes may have one-to-one correspondence with first team creation entries. That 

is, when the number of displayed candidate virtual scenes for selection is at least two, for the 

candidate virtual scenes, first team creation entries corresponding to the candidate virtual scenes are 

respectively displayed. The user can trigger (for example, click on) the first team creation entry 
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corresponding to the corresponding candidate virtual scene to trigger a creation instruction for a 

team in the corresponding candidate virtual scene. When receiving a trigger operation for the first 

team creation entry of the virtual scene, the terminal receives a creation instruction for a target team 

in the virtual scene in response to the trigger operation. 

[0082] As an example, with reference to FIG. 4, FIG. 4 is a schematic diagram of a 

triggering process of a creation instruction for a target team in a virtual scene according to 

embodiments of this application. Here, the terminal presents first team creation entries "Create 

team" of multiple candidate virtual scenes (including Virtual scene 1, Virtual scene 2, and Virtual 

scene 3) in the view interface, and receives a creation instruction for a target team in "Virtual scene 

2" in response to a trigger operation for the first team creation entry "Create team" of "Virtual scene 

2". 

[0083] In some embodiments, the terminal may receive a creation instruction for a target 

team in a virtual scene as follows: presenting a second team creation entry of a virtual scene; 

presenting at least one candidate object for selection in response to a trigger operation for the 

second team creation entry; and receiving, in response to a selection confirmation operation for a 

target candidate object, a creation instruction for a target team corresponding to the target candidate 

object in the virtual scene. 

[0084] Here, the number of candidate objects may be at least two, and when creating the 

target team in the virtual scene, a team member of the target team may also be pre-selected. For 

example, the terminal presents a second team creation entry of the virtual scene, where the second 

team creation entry can be used for the user to select a team member of the target team; and in 

response to a trigger operation for the second team creation entry, the terminal presents at least one 

candidate object for selection, where the candidate object may be a social friend, a group friend, a 

historical team-up object, etc. of the user (i.e., the creator of the target team), and the user may 

perform selection as required. When receiving a selection operation for a target candidate object 

and a selection confirmation operation for the target candidate object, the terminal receives, in 

response to the selection confirmation operation, a creation instruction for a target team 

corresponding to the target candidate object in the virtual scene, the target candidate object 

becoming a team member of the created target team. In practical applications, there may be one or 

more (that is, at least two) target candidate objects selected. 

[0085] As an example, with reference to FIG. 5, FIG. 5 is a schematic diagram of a 

triggering process of a creation instruction for a target team in a virtual scene according to 

embodiments of this application. Here, the terminal presents a second team creation entry "Create 
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team" of a virtual scene in the view interface, as shown in figure A of FIG. 5. In response to a 

trigger operation for the second team creation entry "Create team", multiple candidate objects for 

selection are presented, including Object 1, Object 2, and Object 3, as shown in figure B of FIG. 5. 

In response to a selection confirmation operation for a target candidate object, i.e., a selection 

confirmation operation for "Object 1 and Object 2", a creation instruction for a target team 

corresponding to the target candidate object in the virtual scene is received. 

[0086] In some embodiments, the terminal may receive a creation instruction for a target 

team in a virtual scene as follows: presenting a third team creation entry in a data card interface of a 

target object; receiving a creation instruction for a target team in the virtual scene in response to a 

trigger operation for the third team creation entry; and transmitting team-up invitation information 

to the target object, the team-up invitation information being used for inviting the target object to 

join the target team. 

[0087] Here, the terminal can present a third team creation entry in a data card interface of a 

target object. In practical applications, when a user needs to view data of a certain object, the user 

can view it through a data card interface of the object. The data card interface can display data 

information of the corresponding object, such as name, identifier, gender, and other basic 

information of the object. In the embodiments of this application, a third team creation entry can 

also be presented in a data card interface of an object, so that when the user views the data card of a 

certain object, a team creation instruction can be triggered through the third team creation entry, so 

that the user can conveniently team up with the object. 

[0088] In practical applications, when the user views a data card of a target object, the 

terminal presents a data card interface of the target object, and presents a third team creation entry 

in the data card interface; when receiving a trigger operation for the third team creation entry, the 

terminal receives a creation instruction for a target team in the virtual scene in response to the 

trigger operation; and the terminal transmits team-up invitation information to the target object, so 

as to invite the target object to join the target team through the team-up invitation information. 

During actual implementation, the target object can join the created target team, and in addition, 

other objects can also join the target team by meeting the joining condition. 

[0089] As an example, with reference to FIG. 6, FIG. 6 is a schematic diagram of a 

triggering process of a creation instruction for a target team in a virtual scene according to 

embodiments of this application. Here, the terminal presents a data card interface of a target object 

"Object X", and presents a third team creation entry "Team up" in the data card interface, as shown 

in figure A of FIG. 6. A creation instruction for a target team in the virtual scene is received in 
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response to a trigger operation for the third team creation entry "Team up". After creation of the 

target team is completed, a team-up invitation information "Let's team up" is transmitted to the 

target object, as shown in figure B in FIG. 6. The terminal interface displaying the team-up 

invitation information corresponds to the target object "Object X". 

[0090] In some embodiments, the terminal may receive a creation instruction for a target 

team in a virtual scene as follows: creating a group corresponding to a virtual scene, and presenting 

a fourth team creation entry in a group interface of the group; and receiving a creation instruction 

for a target team in the virtual scene in response to a trigger operation for the fourth team creation 

entry. 

[0091] Here, a group corresponding to a virtual scene can also be pre-created, and the group 

can be used for users (including group members who join the group and users who enter the group 

as guests) to conduct conversations and communication, watch live streaming together, or the like. 

The group may be a conversation group (such as a chat group in an instant messaging client, and a 

chat group in a game client), a live streaming studio group (such as a live streaming studio in a live 

streaming client), or the like. After the group corresponding to the virtual scene is created, a fourth 

team creation entry is presented in the group interface of the group, for group members who join the 

group and users who enter the group as guests to create a team, so as to interact in the virtual scene 

based on the team. When receiving a trigger operation for the fourth team creation entry, a creation 

instruction for a target team in the virtual scene is received in response to the trigger operation. 

[0092] In some embodiments, the terminal may create a group corresponding to a virtual 

scene as follows: creating a group corresponding to a virtual scene in a client interface other than an 

application of the virtual scene; the group including at least one object other than a current object, 

and the object and the current object having a social association relationship in the application. 

[0093] In practical applications, the group can be created in an application other than the 

application of the virtual scene, such as a chat group created in an instant messaging client, a live 

streaming studio group created in a live streaming client, or the like. The group includes at least one 

object other than the current object (that is, the creator), and the at least one object and the current 

object may have a social association relationship in the application. For example, the at least one 

object and the current object belong to the same virtual organization. For example, when the client 

of the virtual scene is a game client, the virtual organization may be a game guild. 

[0094] In some embodiments, the terminal may transmit and present team joining invitation 

information corresponding to the target team in the conversation interface of the group. The team 

joining invitation information is used for inviting an object in the group to join the target team. 
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[0095] Here, after completing creation of the target team in the virtual scene based on the 

fourth team creation entry in the group, the terminal can transmit and present corresponding team 

joining invitation information in the conversation interface of the group, to invite an object in the 

group to join the target team based on the team joining invitation information. 

[0096] In some embodiments, after creation of the target team is completed, a conversation 

interface may be automatically jumped to, and team joining invitation information is transmitted to 

and presented in the conversation interface. A conversation function item may also be presented 

after the target team is created; when a trigger operation for the conversation function item is 

received, a conversation interface is presented, and team joining invitation information is 

transmitted to and presented in the conversation interface. 

[0097] As an example, with reference to FIG. 7, FIG. 7 is a schematic diagram of a 

triggering process of a creation instruction for a target team in a virtual scene according to 

embodiments of this application. Here, the terminal receives a trigger operation for a group creation 

function item "Create my team", creates a group "Gang-up team" corresponding to the virtual scene, 

and presents a fourth team creation entry "Create team" in a group interface of the group, as shown 

in figures A and B in FIG. 7. A creation instruction for a target team in the virtual scene is received 

in response to a trigger operation for the fourth team creation entry "Create team". 

[0098] After creation of the target team is completed, the terminal may transmit and present 

team joining invitation information "Let's gang up!" corresponding to the target team in a 

conversation interface corresponding to the group, as shown in figure C in FIG. 7, so as to invite an 

object in the group to join the target team based on the team joining invitation information. 

[0099] In some embodiments, the terminal may enable a joining condition setting function 

as follows: presenting a condition setting function switch; and enabling a joining condition setting 

function for the target team in response to a trigger operation for the condition setting function 

switch. 

[00100] Correspondingly, the terminal may present at least one virtual resource for selection 

as follows: presenting at least one virtual resource for selection in a team creation interface in a case 

that the joining condition setting function for the target team is enabled. 

[00101] In some embodiments, the terminal may present a condition setting function switch 

as follows: presenting a condition setting function switch corresponding to the target team in the 

team creation interface; or presenting a condition setting function switch in a setting interface of the 

virtual scene. 
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[00102] Here, the terminal may provide a condition setting function switch, and the condition 

setting function switch is used for controlling enabling and disabling of the joining condition setting 

function. When the joining condition setting function for the target team is enabled, a joining 

condition can be set when creating the target team, and in this case, the terminal can present at least 

one virtual resource for selection in the team creation interface; When the joining condition setting 

function for the target team is disabled, no joining condition can be set when creating the target 

team, and in this case, the created target team can be joined without a joining condition.

[00103] In practical applications, the terminal may present a condition setting function switch. 

In some embodiments, the terminal may present a condition setting function switch corresponding 

to a target team in a team creation interface, so that it is convenient to set whether a joining 

condition needs to be set for a currently created team during team creation each time; the terminal 

may also present a condition setting function switch in a setting interface of a virtual scene, so as to 

achieve unified management on whether a joining condition needs to be set during all team creation, 

thereby improving the efficiency of team creation. When a trigger operation for the condition 

setting function switch is received, the joining condition setting function for the target team is 

enabled in response to the trigger operation. In this case, the terminal may present at least one 

virtual resource for selection in the team creation interface, for the user to set a joining condition. 

[00104] As an example, with reference to FIG. 8, FIG. 8 is a schematic diagram of an 

enabling process of a joining condition setting function according to embodiments of this 

application. Here, the terminal presents a condition setting function switch in a team creation 

interface corresponding to a target team, as shown in figure A in FIG. 8. In response to a trigger 

operation for the condition setting function switch, a joining condition setting function for the target 

team is enabled, and at this time, at least one virtual resource for selection is presented in the team 

creation interface, such as "Sword" and "Flower", as shown in figure B in FIG. 8. 

[00105] Step 102: Determine, in response to a selection operation for a target virtual resource, 

the target virtual resource as a joining condition for joining the target team. 

[00106] The joining condition is used for indicating that upon receiving of a transmitted 

target virtual resource, it is determined that a corresponding transmitting object is a member of the 

target team. 

[00107] Here, after the terminal presents, in response to a creation instruction for a target 

team in a virtual scene, a team creation interface corresponding to the target team, and presents one 

or more virtual resource for selection in the team creation interface, the creator of the target team 

may set a joining condition by selecting a required virtual resource. When a selection operation for 
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a target virtual resource in the at least one virtual resource is received, the target virtual resource is 

determined as a joining condition for joining the target team in response to the selection operation. 

The joining condition is used for indicating that upon receiving of a transmitted target virtual 

resource (by the creator), it is determined that a corresponding transmitting object is a member of 

the target team, that is, the transmitting object joins the target team. 

[00108] In some embodiments, the terminal may determine the target virtual resource as a 

joining condition for joining the target team as follows: presenting a quantity setting function item 

corresponding to the target virtual resource in response to the selection operation for the target 

virtual resource in the at least one virtual resource; receiving a target quantity set for the target 

virtual resource based on the quantity setting function item; and determining the target quantity of 

target virtual resources as a joining condition for joining the target team. 

[00109] Here, when setting the joining condition, the number of selected target virtual 

resources may also be set. In some embodiments, a quantity setting function item corresponding to 

the target virtual resource is presented in response to the selection operation for the target virtual 

resource in the at least one virtual resource, and the user may set the quantity of target virtual 

resources based on the quantity setting function item, for example, a number representing the 

quantity may be input. When a target quantity set for the target virtual resource is received based on 

the quantity setting function item, the target quantity of target virtual resources is determined as a 

joining condition for joining the target team. 

[00110] As an example, with reference to FIG. 9, FIG. 9 is a schematic diagram of a joining 

condition setting process according to embodiments of this application. Here, the terminal presents 

multiple virtual resources, such as "Sword" and "Flower", as shown in figure A in FIG. 9. In 

response to a selection operation on a target virtual resource "Flower", a quantity setting function 

item corresponding to "Flower" is presented. The number setting function item includes a function 

item "+" used for increasing the quantity and a function item "-" used for reducing the quantity, as 

shown in figure B in FIG. 9. A target quantity "4" set for "Flower" is received based on the quantity 

setting function item, and "4 flowers" is determined as a joining condition for joining the target 

team, as shown in figure C in FIG. 9. 

[00111] Step 103: Create the target team in response to a confirmation instruction triggered 

based on the target virtual resource. 

[00112] Here, after the terminal determines the joining condition for joining the target team, 

when it receives a confirmation instruction triggered based on the target virtual resource, the 
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terminal creates the target team in response to the confirmation instruction for a member in the 

target team to perform interaction in the virtual scene. 

[00113] As an example, with reference to FIG. 10, FIG. 10 is a schematic diagram of a target 

team creation process according to embodiments of this application. Here, in response to a creation 

instruction for a target team in a virtual scene, the terminal presents a team creation interface 

corresponding to the target team and presents at least two virtual resources for selection in the team 

creation interface, such as "Sword" and "Flower", and further presents a creation confirmation 

function item "Create now" in the team creation interface, as shown in figure A in FIG. 10. In 

response to a selection operation for a target virtual resource "Flower", the target virtual resource 

"Flower" is determined as a joining condition for joining the target team, as shown in figure B in 

FIG. 10. In response to a trigger operation for the creation confirmation function item "Create now", 

a confirmation instruction triggered based on the target virtual resource is received, and the target 

team is created at this time. 

[00114] In some embodiments, the terminal may control members of the target team to enter 

the virtual scene as follows: presenting an enabling function entry of the virtual scene; presenting a 

scene entry interface of the virtual scene in response to a trigger operation for the enabling function 

entry; and controlling members joining the target team to enter the virtual scene in a case that a 

virtual scene entry instruction triggered based on the scene entry interface is received. 

[00115] Here, after completing creation of the target team in the virtual scene, the terminal 

presents an enabling function entry corresponding to the virtual scene, and when receiving a trigger 

operation for the enabling function entry, presents a scene entry interface of the virtual scene. The 

scene entry interface may include a function item for controlling members of the target team to 

enter the virtual scene. Members joining the target team are controlled to enter the virtual scene in a 

case that a virtual scene entry instruction triggered based on the scene entry interface is received, so 

that the members of the target team perform an interaction operation in the virtual scene. 

[00116] In some embodiments, the terminal performs interface return to an interface 

corresponding to the enabling function entry before controlling the members joining the target team 

to enter the virtual scene and in a case that an interface return operation for the scene entry interface 

is received, presents an entry function item corresponding to the virtual scene in the interface 

corresponding to the enabling function entry, and presents the scene entry interface again in a case 

that a trigger operation for the entry function item is received. 

[00117] Here, the terminal performs interface return to an interface corresponding to the 

enabling function entry before controlling the members joining the target team to enter the virtual 
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scene and in a case that an interface return operation for the scene entry interface is received, 

presents an entry function item corresponding to the virtual scene in the interface corresponding to 

the enabling function entry, and presents the scene entry interface again in a case that a trigger 

operation for the entry function item is received. In this way, free switching between the interface 

where the target team is located and the scene entry interface is implemented. After enabling the 

virtual scene and waiting for other members to join, the user can return to the interface 

corresponding to the enabling function entry to check the target team, for example, checking 

whether there is a new member joins the target team. 

[00118] As an example, with reference to FIG. 11, FIG. 11 is a schematic diagram of an entry 

process of a scene entry interface of a virtual scene according to embodiments of this application. 

Here, after completing creation of the target team in the virtual scene, the terminal presents an 

enabling function entry "Start game" corresponding to the virtual scene, as shown in figure A in 

FIG. 11. When a trigger operation for the enabling function entry "Start game" is received, a scene 

entry interface corresponding to the virtual scene is presented, as shown in figure B in FIG. 11. 

Interface return to an interface corresponding to the enabling function entry is performed in a case 

that an interface return operation for the scene entry interface is received, and an entry function item 

"Enter game" corresponding to the virtual scene is presented in the interface corresponding to the 

enabling function entry, as shown in figure C in FIG. 11. The scene entry interface is presented 

again in a case that a trigger operation for the entry function item "Enter game" is received, as 

shown in figure D in FIG. 11. 

[00119] In some embodiments, the terminal may present an enabling function entry 

corresponding to the virtual scene as follows: presenting the enabling function entry of the virtual 

scene through a floating window. 

[00120] Correspondingly, the terminal may further present a collapse function item of the 

floating window. The floating window is collapsed to a floating window expansion function item in 

a case that a trigger operation for the collapse function item is received. The floating window 

expansion function item is used for expanding the floating window in a case that a floating window 

expansion instruction triggered based on the floating window expansion function item is received, 

to present the enabling function entry again. 

[00121] Here, the terminal may present the enabling function entry of the virtual scene 

through a floating window. In practical applications, the floating window may present information 

of the virtual scene (such as an identifier and an interaction mode of the virtual scene), and 

information of the target team, such as information of members of the team and a name of the team. 
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In the embodiments of this application, the floating window may be collapsed so that the view 

interface displays other information for the user to use. In some embodiments, the terminal presents 

a collapse function item corresponding to the floating window, and when a trigger operation for the 

collapse function item is received, the floating window is collapsed to a floating window expansion 

function item. When the user needs to view the content displayed in the floating window again, a 

floating window expansion instruction can be triggered through the floating window expansion 

function item. When the terminal receives the floating window expansion instruction triggered 

based on the floating window expansion function item, the floating window is expanded in response 

to the floating window expansion instruction to present the enabling function entry again. 

[00122] As an example, with reference to FIG. 12, FIG. 12 is a schematic diagram of a 

floating window collapse and expansion process according to embodiments of this application. Here, 

the terminal presents the enabling function entry "Start game" of the virtual scene through a floating 

window, and presents a collapse function item "Collapse" of the floating window, as shown in 

figure A in FIG. 12. The floating window is collapsed to a floating window expansion function item 

in response to a trigger operation for the collapse function item "Collapse", as shown in figure B in 

FIG. 12. In response to a floating window expansion instruction triggered based on the floating 

window expansion function item (for example, the floating window expansion instruction can be 

triggered by pressing and holding the floating window expansion function item, clicking on the 

floating window expansion function item, dragging the floating window expansion function item, 

etc.), the floating window is expanded to present the enabling function entry again, as shown in 

figure C in FIG. 12. 

[00123] In some embodiments, the terminal may remove a member of the target team as 

follows: presenting a removal function item corresponding to a member in the target team; 

presenting, in response to a trigger operation for the removal function item, prompt information 

used for prompting whether to remove the member from the target team; and removing the member 

from the target team in response to a removal confirmation instruction triggered based on the 

prompt information, and returning the target virtual resource to the member. 

[00124] Here, the terminal may also present a removal function item corresponding to a 

member in the target team, and the removal function item can have a one-to-one correspondence 

with the member, or a one-to-many relationship with members (that is, one removal function item 

corresponds to multiple members). A user (such as the creator of the target team) can remove a 

member who has joined the target team through this removal function item. When a trigger 

operation for the removal function item is received, prompt information used for prompting whether 
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to remove the member from the target team is presented, and the member is removed from the 

target team in response to a removal confirmation instruction triggered based on the prompt 

information. Moreover, since the member has transmitted a target virtual resource to the creator 

when joining the target team, there is a need to return the target virtual resource to the removed 

member at this time. 

[00125] When the removal function item has a one-to-one correspondence with the member, 

the terminal presents removal function items corresponding to members in the target team. In 

response to a trigger operation for the removal function item corresponding to a target member, 

prompt information used for prompting whether to remove the target member from the target team 

is presented. The target member is removed from the target team in response to a removal 

confirmation instruction triggered based on the prompt information, and the target virtual resource 

is returned to the target member. 

[00126] As an example, with reference to FIG. 13, FIG. 13 is a schematic diagram of a target 

member removal process according to embodiments of this application. Here, the terminal presents 

removal function items "-" corresponding to members of the target team, including Member 1 and 

Member 2, as shown in figure A in FIG. 13. In response to a trigger operation for the removal 

function item "-" corresponding to "Member 2", prompt information "Are you sure to remove 

member 2?" used for prompting whether to remove the target member from the target team is 

presented, as shown in figure B in FIG. 13. Member 2 is removed from the target team in response 

to a removal confirmation instruction (for example, clicking on an "OK" button) triggered based on 

the prompt information, as shown in figure C in FIG. 13. 

[00127] When the removal function item has a one-to-many relationship with members (that 

is, one removal function item corresponds to multiple members), the terminal presents the removal 

function item corresponding to members in the target team. Members for selection are presented in 

response to a trigger operation for the removal function item. In response to a selection 

confirmation operation for a target member, prompt information used for prompting whether to 

remove the target member from the target team is presented. The target member is removed from 

the target team in response to a removal confirmation instruction triggered based on the prompt 

information, and the target virtual resource is returned to the target member. 

[00128] As an example, with reference to FIG. 14, FIG. 14 is a schematic diagram of a target 

member removal process according to embodiments of this application. Here, the terminal presents 

a removal function item "-" corresponding to members of the target team, as shown in figure A in 

FIG. 14. In response to a trigger operation for the removal function item "-", members for selection 



21

are presented, including Member 1 and Member 2, as shown in figure B in FIG. 14. In response to a 

selection confirmation operation for a target member "Member 2", prompt information "Are you 

sure to remove member 2?" used for prompting whether to remove the target member from the 

target team is presented, as shown in figure C in FIG. 14. Member 2 is removed from the target 

team in response to a removal confirmation instruction (for example, clicking on an "OK" button) 

triggered based on the prompt information, as shown in figure D in FIG. 14. 

[00129] In some embodiments, after interaction among members of the target team in the 

virtual scene ends, the terminal can present an interaction result corresponding to the virtual scene, 

and output a receiving and display process corresponding to the target virtual resource. 

[00130] Here, with reference to FIG. 15, FIG. 15 is a schematic diagram of a target virtual 

resource receiving and display process according to embodiments of this application. After 

interaction among members of the target team in the virtual scene ends, the terminal can present an 

interaction result corresponding to the virtual scene, and output a receiving and display process 

corresponding to the target virtual resource. The receiving and display process is used for indicating 

acknowledgment (ACK) information for the target virtual resource. The output process may be 

performed through various media display modes such as voice, video, animation, and text. For 

example, the received target virtual resource may be output through voice broadcast, such as "4 

flowers from XX have been received". It is also possible to display an image of the target virtual 

resource or receive an animation. It is also possible to display a receiving message of the target 

virtual resource in text, such as "4 flowers have been given to YY". 

[00131] In some embodiments, the terminal may dismiss the target team as follows: 

presenting a dismissing function item corresponding to the target team; and dismissing the target 

team in response to a trigger operation for the dismissing function item, and presenting dismissing 

prompt information used for prompting that the target team has been dismissed. 

[00132] Here, the terminal may also present a dismissing function item for the target team, 

and the creator of the target team can dismiss the target team through the dismissing function item. 

When receiving a trigger operation for the dismissing function item, the terminal dismisses the 

target team in response to the trigger operation, and presents dismissing prompt information used 

for prompting that the target team has been dismissed. In practical applications, the dismissing 

prompt information may be displayed on the terminal interface of the team creator of the target 

team, and may also be displayed on the terminal interfaces of other team members in the target team. 

Moreover, since the team members have transmitted target virtual resources to the creator when 
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joining the target team, the target virtual resources may be returned to the team members when the 

target team is dismissed. 

[00133] As an example, with reference to FIG. 16, FIG. 16 is a schematic diagram of a target 

team dismissing process according to embodiments of this application. Here, the terminal presents a 

dismissing function item "Dismiss" corresponding to a target team "Let's gang up", as shown in 

figure A in FIG. 16. The target team is dismissed in response to a trigger operation for the 

dismissing function item "Dismiss", and dismissing prompt information "The team 'Let's gang up' 

has been dismissed" used for prompting that the target team has been dismissed is presented, as 

shown in figure B in FIG. 16. 

[00134] In some embodiments, the terminal may present exit prompt information in a case 

that an exit instruction for the target team triggered by a target member in the target team is 

received. The exit prompt information is used for prompting that the target member has exited the 

target team. 

[00135] Here, the terminal may present exit prompt information in a case that the terminal 

receives an exit instruction for the target team triggered by a target member in the target team. The 

exit prompt information is used for prompting that the target member has exited the target team. In 

practical applications, the exit prompt information may be displayed on the terminal interface of the 

team creator of the target team to prompt the team creator that the target member has exited the 

target team, and may also be displayed on the terminal interfaces of other team members in the 

target team to prompt the other members that the target member has exited the target team. 

Moreover, since the target member has transmitted a target virtual resource to the creator when 

joining the target team, the target virtual resource may be returned to the target member when the 

target team is dismissed. 

[00136] In some embodiments, in the terminal interfaces of team members joining the target 

team, there may be an exit function item corresponding to the target team. When a trigger operation 

of a target member for the exit function item is received, the target member is controlled to exit the 

target team, and exit prompt information is presented on the terminal interface of the target member. 

Moreover, the exit prompt information can also be synchronized to other members of the target 

team (including the team creator), so as to prompt that the target member has exited the target team 

based on the exit prompt information. 

[00137] As an example, with reference to FIG. 17, FIG. 17 is a schematic diagram of a target 

team exit process according to embodiments of this application. Here, in the terminal interface of a 

team member "Member 1" joining the target team, an exit function item "Exit" corresponding to a 
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target team "Let's gang up" is presented, as shown in figure A in FIG. 17. In response to a trigger 

operation of "Member 1" for the exit function item, prompt information "Are you sure to exit? 

Prepaid gift will be returned to the account upon exit" used for prompting whether to exit is 

presented, as shown in figure B in FIG. 17. When receiving an exit confirmation instruction 

triggered based on the prompt information, "Member 1" is controlled to exit the target team, and 

exit prompt information "You have exited the team 'Let's gang up'" is presented on the terminal 

interface of "Member 1", as shown in figure C in FIG. 17. Moreover, exit prompt information 

"Member 1 has exited the team 'Let's gang up'" may be synchronized to other members of the target 

team (including the team creator), so as to prompt that the target member has exited the target team 

based on the exit prompt information, for example, figure D in FIG. 17 shows the exit prompt 

information on the terminal interface of the team creator. 

[00138] By applying the foregoing embodiments of this application, when receiving a 

creation instruction for a target team in a virtual scene, a team creation interface including at least 

one virtual resource is presented; in response to a selection operation for a target virtual resource, 

the target virtual resource is determined as a joining condition for joining the target team, the 

joining condition being used for indicating that upon receiving of a transmitted target virtual 

resource, it is determined that a corresponding transmitting object is a member of the target team; 

and the target team is created when a confirmation instruction triggered based on the target virtual 

resource is received. 

[00139] In this way, first, based on the created target team, it is possible to interact in the 

virtual scene, and team-up and interaction in the virtual scene can be implemented without adding 

friends, thereby improving the efficiency of human-computer interaction and saving processing 

resources. Second, the team creator can customize the joining condition for joining the target team 

by selecting a displayed virtual resource, which not only makes setting of the team joining condition 

more diverse, but also facilitates implementation and improves processing efficiency. 

[00140] A method for joining a team in a virtual scene according to embodiments of this 

application will be described below. In some embodiments, the method for joining a team in a 

virtual scene according to the embodiments of this application may be implemented independently 

by a server or a terminal, or implemented jointly by a server and a terminal. The method for joining 

a team in a virtual scene according to the embodiments of this application will be described below 

by taking implementation by a terminal as an example. With reference to FIG. 18, FIG. 18 is a 

schematic flowchart of a method for joining a team in a virtual scene according to embodiments of 
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this application. The method for joining a team in a virtual scene according to embodiments of this 

application includes the following steps. 

[00141] Step 201: A terminal presents a joining function entry of a target team in a virtual 

scene, and presents a joining condition for the target team. 

[00142] The joining condition is used for indicating that upon transmitting of a target virtual 

resource to a creation object of the target team, it is determined that a corresponding transmitting 

object is a member of the target team. 

[00143] Here, a client that supports team creation in a virtual scene is installed on the 

terminal. The client may be a client that supports a virtual scene (such as a game client), or a client

integrated with a function of creating a team in a virtual scene (such as an instant messaging client, 

a live streaming client, and a team-up client). When a user opens the client on the terminal and the 

terminal runs the client, the user can create a target team in a virtual scene on the client. The target 

team is used for members in the target team to interact in the virtual scene, for example, for the 

members of the target team to play games. 

[00144] When the terminal completes creation of a target team in a virtual scene based on the 

method for creating a team in a virtual scene according to the forgoing embodiments, the terminal 

presents a joining function entry corresponding to the target team in the virtual scene, and presents a 

joining condition corresponding to the target team. The joining condition is used for indicating that 

upon transmitting of a target virtual resource to a creation object corresponding to the target team, it 

is determined that a corresponding transmitting object is a member of the target team. For example, 

the joining condition may be "Give 4 virtual flowers to join". 

[00145] In practical applications, the joining function entry corresponding to the target team 

may be team joining invitation information, such as team joining invitation information "Let's gang 

up!", or may be a joining function item corresponding to the target team, such as a joining button. 

Moreover, a corresponding joining condition is presented, for example, "Give 4 virtual flowers to 

join". 

[00146] Step 202: Transmit a target virtual resource and join the target team in response to a 

trigger operation for the joining function entry. 

[00147] In practical applications, the user performs a trigger operation (such as single click, 

double click, and press and hold) on the joining function entry to transmit a target virtual resource. 

In some embodiments, when the terminal receives a trigger operation for the joining function entry, 

it directly transmits a target virtual resource to join the target team. In some other embodiments, 
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when a trigger operation for the joining function entry is received, prompt information used for 

prompting whether to transmit a target virtual resource is presented in response to the trigger 

operation. In practical applications, the prompt information may also correspond to an "OK" button 

used for triggering a transmitting confirmation instruction, and a "Cancel" button used for triggering 

a transmitting cancellation instruction, so as to make it convenient for the user to perform 

corresponding processing based on the prompt information, i.e., confirming whether to transmit the 

target virtual resource. 

[00148] Here, when a transmitting confirmation instruction is received based on the prompt 

information, the target virtual resource is transmitted to the creation object corresponding to the 

target team; and the target team joined, for members of the target team to interact in the virtual 

scene in the form of the team, for example, for the members of the target team to play games. 

[00149] As an example, with reference to FIG. 19, FIG. 19 is a schematic diagram of a 

process of joining a target team in a virtual scene according to embodiments of this application. 

Here, the terminal presents a joining function entry of a target team in a virtual scene, where the 

joining function entry of the target team may be team joining invitation information, such as team 

joining invitation information "Join a gang-up team. Let's gang up!", and the terminal presents a 

joining condition "Give 4 virtual flowers to join" corresponding to the target team, as shown in

figure A in FIG. 19. In response to a trigger operation for the joining function entry, prompt 

information "Are you sure to give 4 virtual flowers to join?" used for prompting whether to transmit 

a target virtual resource, a corresponding "OK" button used for triggering a transmitting 

confirmation instruction, and a corresponding "Cancel" button used for triggering a transmitting 

cancellation instruction are presented, as shown in figure B in FIG. 19. When a transmitting 

confirmation instruction is received based on the prompt information, the target virtual resource is 

transmitted to join the target team, and my team "Gang-up team" is presented at this time, as shown 

in figure C in FIG. 19. 

[00150] By applying the foregoing embodiments of this application, when receiving a 

creation instruction for a target team in a virtual scene, a team creation interface including at least 

one virtual resource is presented; in response to a selection operation for a target virtual resource, 

the target virtual resource is determined as a joining condition for joining the target team, the 

joining condition being used for indicating that upon receiving of a transmitted target virtual 

resource, it is determined that a corresponding transmitting object is a member of the target team;

and the target team is created when a confirmation instruction triggered based on the target virtual 

resource is received. 
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[00151] In this way, first, based on the created target team, it is possible to interact in the 

virtual scene, and team-up and interaction in the virtual scene can be implemented without adding 

friends, thereby improving the efficiency of human-computer interaction and saving processing 

resources. Second, the team creator can customize the joining condition for joining the target team 

by selecting a displayed virtual resource, which not only makes setting of the team joining condition 

more diverse, but also facilitates implementation and improves processing efficiency. 

[00152] Exemplary application of the embodiments of this application in a practical 

application scenario is described below by taking the virtual scene being a game scene as an 

example. 

[00153] Terms involved in the embodiments of this application are explained as follows: 

[00154] 1) gang-up in games: it is a game term, and refers to voice or face-to-face

communication when playing games. 

[00155] 2) Gift donation: it refers to a process in which virtual gifts are given between users

on the network, and corresponding effects are displayed after the gifts are given. 

[00156] In related art, when creating a team for interaction in a virtual scene, team-up needs 

to be implemented by adding friends in a virtual scene client. The process is complicated, and the 

efficiency of human-computer interaction is low. Moreover, the joining condition for the formed 

team is fixed and single (for example, transmitting a joining request and waiting for approval to join) 

and a team creator cannot customize the joining condition. 

[00157] Based on this, the embodiments of this application provide a method for creating a 

team in a virtual scene and a method for joining a team in a virtual scene to at least solve the above 

problems. In some embodiments, a user is supported to set a joining condition for other members 

when creating a game team (i.e., giving a virtual resource to the creator to join the team), based on a 

game team-up tool and game data connection capability of a platform (such as a platform that 

supports creation of a game team) in combination with a virtual resource (such as a virtual gift) 

donation capability. In practical applications, after team members join the team, the background 

will freeze the virtual resources, and when the end of the game battle, complete a virtual resource 

giving or virtual resource return process according to the result of the game battle. 

[00158] In this way, game account data and team-up platform data are connected, and 

members of the created team can be directly pulled into the same team in the game without adding 

user game friends, thereby simplifying operation and improving the processing efficiency. In 

addition, when creating a team, the team creator can customize the threshold for other users to join 
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the team, and customize the number of virtual gifts that need to be given and the content of virtual 

gifts, making the configuration more flexible. 

[00159] Next, the method for creating a team in a virtual scene and the method for joining a 

team in a virtual scene according to the embodiments of this application will be described from the 

product side. 

[00160] First, creation of a gift team (i.e., the aforementioned target team). 

[00161] 1) A team-up platform obtains a user's account and role information in a game

platform through the user's login status (such as an instant messaging client account). 

[00162] 2) In a pre-created group (such as a live streaming studio and a group chat), a user 

can directionally initiate game team-up to a certain user in the group from the user's data card. In 

some embodiments, a "Team up" button on the data card can be clicked on to trigger a creation 

instruction for a target team. The user can also trigger a creation instruction for a target team at a 

team-up entry "Create team" of the group. 

[00163] 3) With reference to FIG. 8 to FIG. 10, when receiving the creation instruction for 

the target team, a joining condition about whether a member needs to give a gift to join the target 

team can be set in a team creation interface. When a joining condition setting function is enabled, a 

target virtual resource and a corresponding target quantity are selected in a presented virtual 

resource (that is, virtual gift) list, and then a "Create now" button is clicked on to complete creation 

of the target team. 

[00164] 4) After the user clicks on "Create now" to create the target team, team joining 

invitation information "Let's gang up" will be transmitted to a chat area of the room, and can be 

seen by users in the room, as shown in figure C in FIG. 7. With continuing reference to FIG. 11, for 

the team creator, a "Start game" button is presented, as shown in figure A in FIG. 11, for the creator 

to start a game of the target team, and then a game APP is entered, as shown in figure A in FIG. 11. 

The team creator can return to the team-up platform to view while waiting for other users to join 

after starting the game. At this time, an "Enter game" (as shown in figure C in FIG. 11) button can 

also be clicked on to enter the game APP again. When the game interaction ends, the team-up 

platform is returned again, and the team-up platform displays the interaction result, virtual resource 

giving effects and messages, etc., as shown in FIG. 15. 

[00165] Here, as shown in FIG. 12, the "Start game" button is displayed in the floating 

window. Moreover, member information of the target team is also displayed in the floating window, 

such as member avatars, and the user can click on a member avatar to view the corresponding user's 
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data. Moreover, collapse and expansion instructions for the floating window may also be triggered 

to collapse and expand the floating window. 

[00166] 5) With reference to FIG. 13 and FIG. 14, a removal function for members in the 

target team is also provided. When a removal instruction for a member is received, prompt 

information used for prompting whether to remove the member is presented, and the member is 

removed from the target team when a removal confirmation instruction triggered based on the 

prompt information is received. 

[00167] Second, join the gift team (i.e., the target team) and complete a game interaction 

battle. 

[00168] 1) As shown in FIG. 19, when another user joins the target team, the user is 

prompted to give a virtual resource according to the joining condition for the target team. After 

successfully given, the gift is frozen and bound in the target team, and the user is automatically 

added to the chat room of the target team on the platform. The creator initiates "Start game" from 

the chat room, and the members are pulled into the same team-up room in the game and start the 

game interaction battle. 

[00169] 2) After the game interaction battle ends, the virtual gift frozen in the target team 

will be automatically given to the team creator, and the giving effect and giving message will be 

displayed in the team chat room, as shown in FIG 15. 

[00170] 3) If the gift team does not complete the battle and a user exits the team midway, the

frozen gift is automatically returned to the team member, and exit prompt information is presented, 

as shown in FIG. 17. 

[00171] 4) When the team creator dismisses the target team, dismissing prompt information 

of the target team is displayed, as shown in FIG. 16, target virtual gifts of members who joined the 

target team are returned to the corresponding members. 

[00172] Next, the method for creating a team in a virtual scene and the method for joining a 

team in a virtual scene according to the embodiments of this application will be described from the 

technical side, including: 

[00173] First, create a gift team. 

[00174] 1) The creation qualification for a game character bound to user uid_1 is determined

according to an established rule during creation. 
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[00175] 2) If the creation qualification is met, a team creation page is called. The creation 

page supports configuration of a team attribute and a joining threshold, and supports setting whether 

to enable teammate joining with gift. After enabling, the terminal requests the background to pull a 

optional gift list. 

[00176] 3) Creation is completed by a click, then the content of creation settings is passed to

the background, and the background automatically generates team id_1, and sets a binding 

association qualification determining parameter according to the settings. 

[00177] Second, give a gift to join the gift team. 

[00178] 1) user uid_2 triggers to join team id_1. The terminal transmits the user game 

account and team id to the background. The background queries the bound game character 

according to uid_2, if a condition of team id_1 is met, determines whether team id_1 is a gift team, 

and if it is a gift team, notifies the terminal to display required gift content and quantity by a pop-up 

prompt. 

[00179] 2) The user performs selection for give-away. The terminal requests the background 

to perform a deduction process. The background determines the account balance based on uid_2, if 

the balance is greater than or equal to a gift price requirement, deducts the balance to generate order 

num_1 the status of which is being in-progress and associated with team id_1, binds uid_1 to team 

id_1, and notifies the terminal of the successful joining. The terminal calls a team chat room of id_1. 

If it is determined that the balance is insufficient, the terminal is notified of an error, and the 

terminal calls a recharge process. 

[00180] Third, complete gift giving. 

[00181] 1) A user in the team triggers a request to enter the game. The background 

determines whether the team has been associated with a room id in the game, if no, calls a game 

interface to obtain game room id_3, combines id_3 and team user id information into a URL, and 

transmits same to the terminal. The terminal calls a game client through the URL. The game client 

loads users in the game room corresponding to id_3 according to a protocol. Thus, the process of 

delivering the team to the game is simplified. 

[00182] 2) After the game battle ends, the background is notified to change the status of team

id_1. The background changes the status of order num_1 while changing the status of the team, 

completes the order to increase the gift income in the account of user uid_2, and pushes the giving 

effect and message to the terminal chat room for display. 
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[00183] In some embodiments, with reference to FIG. 20, FIG. 20 is a schematic flowchart of 

a method for creating a team in a virtual scene and a method for joining a team in a virtual scene 

according to embodiments of this application, including the following steps. 

[00184] Step 1: User A triggers a creation instruction for a target team on a first client. 

[00185] Here, the first client corresponds to user A, the second client corresponds to user B, 

and both are integrated with a function of creating a team for a virtual scene. 

[00186] Step 2: The first client requests a background to create a page configuration item. 

[00187] Step 3: The background returns a setting item and a default gift list to the first client. 

[00188] Step 4: The first client displays a creation setting page. 

[00189] Here, the creation setting interface may include the setting item returned by the 

background, the default gift list, and the like. 

[00190] Step 5: User A sets a joining condition on the first client, that is, selects a gift and a 

quantity, and clicks a creation button. 

[00191] Step 6: The first client uploads uid_1 of user A to the background to request to create 

a target team. 

[00192] Step 7: The background searches for game data associated with uid_1. 

[00193] Step 8: The background determines whether user A corresponding to uid_1 meets a 

team creation qualification. 

[00194] Step 9: The background creates team id_1 (that is, the target team). 

[00195] Step 10: The background returns a notification that the target team is created 

successfully to the first client. 

[00196] Step 11: The first client presents a team panel of the target team. 

[00197] Step 12: User A waits for another user B to join the target team. 

[00198] Step 13: User A triggers a collapse instruction for the team panel on the first client. 

[00199] Step 14: The first client zooms out the team panel to a specified area of the screen. 

[00200] Step 15: User A triggers a game start instruction on the first client, and the first client 

transmits the game start instruction to the background. 

[00201] Step 16: The background calls a game interface to create a team room id_3 in the 

game. 
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[00202] Step 17: The background generates URL corresponding to the team room and returns 

same to the first client. 

[00203] Step 18: The first client calls a game client through the URL. 

[00204] Step 19: User A triggers an instruction for starting a game battle on the game client. 

[00205] Step 20: The background returns a notification that the target team is created 

successfully to a second client. 

[00206] Step 21: The second client pushes an invitation card of target team id_1. 

[00207] Step 22: User B clicks on the invitation card to trigger a joining instruction for the 

target team. 

[00208] Step 23: The second client uploads uid_2 of user B and target team id_1 to the 

background. 

[00209] Step 24: The background queries game data associated with id_2. 

[00210] Step 25: The background queries a joining condition for joining team id_1. 

[00211] Step 26: The background determines whether team id_1 is a gift team, and if yes, 

returns a message that team id_1 is a gift team to the second client. 

[00212] Step 27: The second client calls a gift pop-up window of team id_1. 

[00213] Step 28: User B triggers a gift giving instruction on the second client. 

[00214] Step 29: The second client uploads uid_2 of user B and team id_1 to the background. 

[00215] Step 30: The background determines whether the account balance of user B is 

sufficient, and if yes, performs step 31. 

[00216] Step 31: The background completes corresponding deduction of the given gift and 

generates an order. 

[00217] Step 32: The second client calls a chat room corresponding to the target team for 

user B. 

[00218] Step 33: User B waits for user A to start a game battle. 

[00219] Step 34: The first client and the second client return game interaction battle end 

notifications to the background. 

[00220] Step 35: The background changes the order status, and completes transfer of the gift 

to the account of user A. 
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[00221] Step 36: The background transmits a gift receiving notification to the first client. 

[00222] Step 37: The first client presents a gift giving effect and message. 

[00223] By means of the foregoing embodiments of this application, members joining the 

created team can be directly pulled into the same team in the game scene without adding user game 

friends, thereby simplifying operation and improving the processing efficiency. In addition, when 

creating a team, the team creator can customize the threshold for other users to join the team, and 

customize the number of virtual gifts that need to be given and the content of virtual gifts, making 

the configuration more flexible, and stimulating the team creator (such as a game anchor) to 

improve the service quality. 

[00224] The following continues to describe the exemplary structure of an apparatus 555 for 

creating a team in a virtual scene according to the embodiments of this application implemented as 

software modules. In some embodiments, as shown in FIG. 2, software modules of the apparatus 

555 for creating a team in a virtual scene stored in a memory 550 may include: 

[00225] a first presentation module 5551 configured to present at least one virtual resource 

for selection in a team creation interface in response to a creation instruction for a target team in a 

virtual scene; 

[00226] a determining module 5552 configured to determine, in response to a selection 

operation for a target virtual resource, the target virtual resource as a joining condition for joining 

the target team, 

[00227] the joining condition being used for indicating that upon receiving of a transmitted 

target virtual resource, it is determined that a corresponding transmitting object is a member of the 

target team; and 

[00228] a creating module 5553 configured to create the target team in response to a 

confirmation instruction triggered based on the joining condition. 

[00229] In some embodiments, the first presentation module 5551 is further configured to: 

present a first team creation entry of at least one candidate virtual scene, the at least one candidate 

virtual scene including the virtual scene; and 

[00230] receive the creation instruction for the target team in the virtual scene in response to 

a trigger operation for the first team creation entry of the virtual scene. 

[00231] In some embodiments, the first presentation module 5551 is further configured to: 

present a second team creation entry of the virtual scene; 
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[00232] present at least one candidate object for selection in response to a trigger operation 

for the second team creation entry; and 

[00233] receive, in response to a selection confirmation operation for a target candidate 

object, the creation instruction for the target team corresponding to the target candidate object in the 

virtual scene. 

[00234] In some embodiments, the first presentation module 5551 is further configured to: 

present a third team creation entry in a data card interface of a target object; 

[00235] receive the creation instruction for the target team in the virtual scene in response to 

a trigger operation for the third team creation entry; and 

[00236] transmit team-up invitation information to the target object, the team-up invitation 

information being used for inviting the target object to join the target team. 

[00237] In some embodiments, the first presentation module 5551 is further configured to: 

create a group corresponding to the virtual scene, and present a fourth team creation entry in a 

group interface of the group; and 

[00238] receive the creation instruction for the target team in the virtual scene in response to 

a trigger operation for the fourth team creation entry. 

[00239] In some embodiments, the first presentation module 5551 is further configured to: 

create the group corresponding to the virtual scene in a client interface other than an application of 

the virtual scene; 

[00240] the group including at least one object other than a current object, and the object and 

the current object having a social association relationship in the application. 

[00241] In some embodiments, the first presentation module 5551 is further configured to: 

present a conversation interface of the group; and 

[00242] transmit and present team joining invitation information of the target team in the 

conversation interface of the group; 

[00243] the team joining invitation information being used for inviting an object in the group 

to join the target team. 

[00244] In some embodiments, the first presentation module 5551 is further configured to: 

present a condition setting function switch; and 
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[00245] enable a joining condition setting function for the target team in response to a trigger 

operation for the condition setting function switch. 

[00246] The first presentation module 5551 is further configured to: present at least one 

virtual resource for selection in a team creation interface in a case that the joining condition setting 

function for the target team is enabled. 

[00247] In some embodiments, the first presentation module 5551 is further configured to: 

present a condition setting function switch corresponding to the target team in the team creation 

interface; or 

[00248] present the condition setting function switch in a setting interface of the virtual 

scene. 

[00249] In some embodiments, the determining module 5552 is further configured to: present 

a quantity setting function item corresponding to the target virtual resource in response to the 

selection operation for the target virtual resource in the at least one virtual resource; 

[00250] receive a target quantity set for the target virtual resource based on the quantity 

setting function item; and 

[00251] determine the target quantity of target virtual resources as a joining condition for 

joining the target team. 

[00252] In some embodiments, the first presentation module 5551 is further configured to: 

present an enabling function entry of the virtual scene; 

[00253] present a scene entry interface of the virtual scene in response to a trigger operation 

for the enabling function entry; and 

[00254] control members joining the target team to enter the virtual scene in a case that a 

virtual scene entry instruction triggered based on the scene entry interface is received. 

[00255] In some embodiments, the first presentation module 5551 is further configured to 

present the enabling function entry of the virtual scene through a floating window. 

[00256] The first presentation module 5551 is further configured to: present a collapse 

function item for the floating window; and 

[00257] collapse the floating window to a floating window expansion function item in a case 

that a trigger operation for the collapse function item is received; 
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[00258] the floating window expansion function item being used for expanding the floating 

window in a case that a floating window expansion instruction triggered based on the floating 

window expansion function item is received, and present the enabling function entry again. 

[00259] In some embodiments, the first presentation module 5551 is further configured to: 

perform interface return to an interface corresponding to the enabling function entry before 

controlling the members joining the target team to enter the virtual scene and in a case that an 

interface return operation for the scene entry interface is received; 

[00260] present an entry function item of the virtual scene in the interface corresponding to 

the enabling function entry; and 

[00261] present the scene entry interface again in a case that a trigger operation for the entry 

function item is received. 

[00262] In some embodiments, the first presentation module 5551 is further configured to: 

present a removal function item corresponding to a member in the target team; 

[00263] present, in response to a trigger operation for the removal function item, prompt 

information used for prompting whether to remove the member from the target team; and 

[00264] remove the member from the target team in response to a removal confirmation 

instruction triggered based on the prompt information, and return the target virtual resource to the 

member. 

[00265] In some embodiments, the first presentation module 5551 is further configured to: 

present an interaction result corresponding to the virtual scene in a case that interaction between 

members of the target team in the virtual scene ends; and 

[00266] output a receiving and display process corresponding to the target virtual resource. 

[00267] In some embodiments, the first presentation module 5551 is further configured to: 

present a dismissing function item corresponding to the target team; and 

[00268] dismiss the target team in response to a trigger operation for the dismissing function 

item, and present dismissing prompt information used for prompting that the target team has been 

dismissed. 

[00269] In some embodiments, the first presentation module 5551 is further configured to: 

present exit prompt information in a case that an exit instruction for the target team triggered by a 

target member in the target team is received; 
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[00270] the exit prompt information being used for prompting that the target member has 

exited the target team. 

[00271] In some embodiments, the first presentation module 5551 is further configured to: 

dismiss the target team in response to a trigger operation for the dismissing function item, and 

present dismissing prompt information used for prompting that the target team has been dismissed. 

[00272] In some embodiments, the first presentation module 5551 is further configured to: 

present exit prompt information in a case that an exit instruction for the target team triggered by a 

target member in the target team is received; 

[00273] the exit prompt information being used for prompting that the target member has 

exited the target team. 

[00274] By applying the foregoing embodiments of this application, when receiving a 

creation instruction for a target team in a virtual scene, a team creation interface including at least 

one virtual resource is presented; in response to a selection operation for a target virtual resource, 

the target virtual resource is determined as a joining condition for joining the target team, the 

joining condition being used for indicating that upon receiving of a transmitted target virtual 

resource, it is determined that a corresponding transmitting object is a member of the target team; 

and the target team is created when a confirmation instruction triggered based on the target virtual 

resource is received. 

[00275] In this way, first, based on the created target team, it is possible to interact in the 

virtual scene, and team-up and interaction in the virtual scene can be implemented without adding 

friends, thereby improving the efficiency of human-computer interaction and saving processing 

resources. Second, the team creator can customize the joining condition for joining the target team 

by selecting a displayed virtual resource, which not only makes setting of the team joining condition 

more diverse, but also facilitates implementation and improves processing efficiency. 

[00276] The following continues to describe an apparatus for joining a team in a virtual scene 

according to embodiments of this application. The apparatus for joining a team in a virtual scene 

according to the embodiments of this application includes: 

[00277] a second presentation module configured to present a joining function entry 

corresponding to a target team in a virtual scene, and present a joining condition corresponding to 

the target team, 
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[00278] the joining condition being used for indicating that upon transmitting of a target 

virtual resource to a creation object corresponding to the target team, it is determined that a 

corresponding transmitting object is a member of the target team; and 

[00279] a joining module configured to transmit the target virtual resource and join the target 

team in response to a trigger operation for the joining function entry. 

[00280] In some embodiments, the apparatus further includes a third presentation module, 

configured to present prompt information used for prompting whether to transmit the target virtual 

resource in response to a trigger operation for the joining function entry. 

[00281] The joining module is further configured to transmit the target virtual resource and 

join the target team in a case that a transmitting confirmation instruction is received based on the 

prompt information. 

[00282] By applying the foregoing embodiments of this application, when receiving a 

creation instruction for a target team in a virtual scene, a team creation interface including at least 

one virtual resource is presented; in response to a selection operation for a target virtual resource, 

the target virtual resource is determined as a joining condition for joining the target team, the 

joining condition being used for indicating that upon receiving of a transmitted target virtual 

resource, it is determined that a corresponding transmitting object is a member of the target team; 

and the target team is created when a confirmation instruction triggered based on the target virtual 

resource is received. 

[00283] In this way, first, based on the created target team, it is possible to interact in the 

virtual scene, and team-up and interaction in the virtual scene can be implemented without adding 

friends, thereby improving the efficiency of human-computer interaction and saving processing 

resources. Second, the team creator can customize the joining condition for joining the target team 

by selecting a displayed virtual resource, which not only makes setting of the team joining condition 

more diverse, but also facilitates implementation and improves processing efficiency. 

[00284] The embodiments of this application further provide an electronic device, including: 

[00285] a memory configured to store an executable instruction; and 

[00286] a processor configured to implement the method according to the embodiments of 

this application when executing the executable instruction stored in the memory. 

[00287] The embodiments of this application further provide a computer program product or 

a computer program, the computer program product or the computer program including a computer 

instruction stored in a computer-readable storage medium. A processor of a computer device reads 
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the computer instruction from the computer-readable storage medium, and the processor executes 

the computer instruction, so that the computer device executes the method according to the 

embodiments of this application. 

[00288] The embodiments of this application further provide a computer-readable storage 

medium, storing an executable program, the executable program being executed by a processor to 

implement the method according to the embodiments of this application. 

[00289] In some embodiments, the computer-readable storage medium may be a memory 

such as a Read-Only Memory (ROM), a Random Access Memory (RAM), an Erasable 

Programmable Read-Only Memory (EPROM), an Electrically Erasable Programmable Read-Only 

Memory (EEPROM), a flash memory, a magnetic surface memory, an optical disk, or a CD-ROM, 

and may also be a plurality of devices including one of the above memories or any combination 

thereof. 

[00290] In some embodiments, the executable instruction may be written in the form of 

program, software, software module, script, or code in any form of programming language 

(including compilation or interpretation language, or declarative or procedural language), and the 

executable instruction may be deployed in any form, including being deployed as an independent 

program or being deployed as a module, component, subroutine, or other units suitable for use in a 

computing environment. 

[00291] As an example, the executable instruction may, but not necessarily, correspond to a 

file in a file system, and may be stored as a part of the file that stores other programs or data, for 

example, stored in one or more scripts in a Hyper Text Markup Language (HTML) document, 

stored in a single file dedicated to the program under discussion, or stored in a plurality of 

collaborative files (for example, a file that stores one or more modules, subroutines, or code parts). 

[00292] As an example, the executable instruction may be deployed to execute on one 

computing device or on a plurality of computing devices located in one location, alternatively, on a

plurality of computing devices distributed in a plurality of locations and interconnected through 

communication networks. 

[00293] The foregoing descriptions are merely embodiments of this application and are not 

intended to limit the scope of protection of this application. Any modification, equivalent 

replacement, or improvement made without departing from the spirit and principle of this 

application shall fall within the scope of protection of this application. 
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CLAIMS 

What is claimed is: 

1. A method for creating a team in a virtual scene, executed by an electronic device, and

comprising: 

presenting at least one virtual resource for selection in a team creation interface in response to 

a creation instruction for a target team in a virtual scene; 

determining, in response to a selection operation for a target virtual resource, the target virtual 

resource as a joining condition for joining the target team, 

the joining condition being for indicating that upon receiving of a transmitted target virtual 

resource, a corresponding transmitting object is determined to be a member of the target team; and 

creating the target team in response to a confirmation instruction triggered based on the joining 

condition. 

2. The method according to claim 1, further comprising:

presenting a first team creation entry of at least one candidate virtual scene, the at least one 

candidate virtual scene comprising the virtual scene; and 

receiving the creation instruction in response to a trigger operation for the first team creation 

entry of the virtual scene. 

3. The method according to claim 1, further comprising:

presenting a second team creation entry of the virtual scene; 

presenting at least one candidate object for selection in response to a trigger operation for the 

second team creation entry; and 

receiving, in response to a selection confirmation operation for a target candidate object, a 

creation instruction for a target team corresponding to the target candidate object. 

4. The method according to claim 1, further comprising:

presenting a third team creation entry in a data card interface of a target object; 

receiving a creation instruction for the target team in the virtual scene in response to a trigger 

operation for the third team creation entry; and 

transmitting team-up invitation information to the target object, the team-up invitation 

information being used for inviting the target object to join the target team. 
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5. The method according to claim 1, further comprising:

creating a group corresponding to the virtual scene, and presenting a fourth team creation entry 

in a group interface of the group; and 

receiving a creation instruction for the target team in the virtual scene in response to a trigger 

operation for the fourth team creation entry. 

6. The method according to claim 5, wherein the creating the group corresponding to the

virtual scene comprises: 

creating the group corresponding to the virtual scene in a client interface other than an 

application of the virtual scene; and 

the group comprising at least one object other than a current object, and the object and the 

current object having a social association relationship in the application. 

7. The method according to claim 5, wherein after the creating the target team, the method

further comprises: 

presenting a conversation interface of the group; and 

presenting team joining invitation information corresponding to the target team in the 

conversation interface of the group; and

the team joining invitation information being for inviting an object in the group to join the 

target team. 

8. The method according to claim 1, wherein before the presenting at least one virtual resource

for selection, the method further comprises: 

presenting a condition setting function switch; and 

enabling a joining condition setting function for the target team in response to a trigger 

operation for the condition setting function switch; and 

the presenting at least one virtual resource for selection comprises: 

presenting the at least one virtual resource for selection in a case that the joining condition 

setting function for the target team is enabled. 

9. The method according to claim 8, wherein the presenting the condition setting function

switch comprises: 

presenting a condition setting function switch for the target team in the team creation interface 

of the target team; or 
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presenting the condition setting function switch in a setting interface of the virtual scene. 

10. The method according to claim 1, wherein the determining, in response to a selection

operation for a target virtual resource, the target virtual resource as the joining condition for joining 

the target team comprises: 

presenting a quantity setting function item for the target virtual resource in response to the 

selection operation for the target virtual resource; 

receiving a target quantity set for the target virtual resource based on the quantity setting 

function item; and 

determining the target quantity of target virtual resources as a joining condition for joining the 

target team. 

11. The method according to claim 1, wherein after the creating the target team, the method

further comprises: 

presenting an enabling function entry of the virtual scene; 

presenting a scene entry interface of the virtual scene in response to a trigger operation for the 

enabling function entry; and

controlling members joining the target team to enter the virtual scene based on the scene entry 

interface in a case that a virtual scene entry instruction is received. 

12. The method according to claim 11, wherein the presenting the enabling function entry of

the virtual scene comprises: 

presenting the enabling function entry of the virtual scene through a floating window; and 

the method further comprises: 

presenting a collapse function item for the floating window;  

collapsing the floating window to a floating window expansion function item in a case that a 

trigger operation for the collapse function item is received; and

the floating window expansion function item being for expanding the floating window in a 

case that a floating window expansion instruction triggered based on the floating window expansion 

function item is received, and presenting the enabling function entry again. 

13. The method according to claim 11, further comprising:

performing interface return to an interface corresponding to the enabling function entry before 

controlling the members joining the target team to enter the virtual scene and in a case that an 
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interface return operation for the scene entry interface is received; 

presenting an entry function item of the virtual scene in the interface corresponding to the 

enabling function entry; and 

presenting the scene entry interface again in a case that a trigger operation for the entry 

function item is received. 

14. The method according to claim 1, wherein after the creating the target team, the method

further comprises: 

presenting a removal function item for a member in the target team; 

presenting, in response to a trigger operation for the removal function item, prompt 

information for prompting whether to remove the member from the target team; and 

removing the member from the target team in response to a removal confirmation instruction 

triggered based on the prompt information, and returning the target virtual resource to the member. 

15. The method according to claim 1, further comprising:

presenting an interaction result of the virtual scene in a case that interaction between members 

of the target team in the virtual scene ends; and 

outputting a receiving and display process of the target virtual resource. 

16. The method according to claim 1, wherein after the creating the target team, the method

further comprises: 

presenting a dismissing function item corresponding to the target team; and 

dismissing the target team in response to a trigger operation for the dismissing function item, 

and presenting dismissing prompt information for prompting that the target team has been 

dismissed. 

17. The method according to claim 1, further comprising:

presenting exit prompt information in a case that an exit instruction for the target team 

triggered by a target member in the target team is received; and

the exit prompt information being for prompting that the target member has exited the target 

team. 

18. A method for joining a team in a virtual scene, executed by an electronic device, and

comprising: 
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presenting a joining function entry of a target team in a virtual scene, and presenting a joining 

condition for the target team, 

the joining condition being for indicating that upon transmitting of a target virtual resource to a 

creation object of the target team, it is determined that a corresponding transmitting object is a 

member of the target team; and 

transmitting the target virtual resource and joining the target team in response to a trigger 

operation for the joining function entry. 

19. An apparatus for creating a team in a virtual scene, comprising: 

a first presentation module configured to present at least one virtual resource for selection in a 

team creation interface in response to a creation instruction for a target team in a virtual scene; 

a determining module configured to determine, in response to a selection operation for a target 

virtual resource, the target virtual resource as a joining condition for joining the target team, 

the joining condition being for indicating that upon receiving of a transmitted target virtual 

resource, a corresponding transmitting object is determined to be a member of the target team; and 

a creating module configured to create the target team in response to a confirmation instruction 

triggered based on the joining condition. 

20. An apparatus for joining a team in a virtual scene, comprising: 

a second presentation module configured to present a joining function entry of a target team in 

a virtual scene, and present a joining condition for the target team, 

the joining condition being used for indicating that upon transmitting of a target virtual 

resource to a creation object of the target team, it is determined that a corresponding transmitting 

object is a member of the target team; and 

a joining module configured to transmit the target virtual resource and join the target team in 

response to a trigger operation for the joining function entry. 

21. An electronic device, comprising: 

a memory configured to store executable instructions; and 

a processor configured to implement the method according to any one of claims 1 to 18 when 

executing the executable instructions stored in the memory. 

22. A computer-readable storage medium, storing executable instructions, the executable 

instructions, when executed by a processor, implementing the method according to any one of 
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claims 1 to 18.

23. A computer program product, comprising a computer program or instructions, the

computer program or instructions, when executed by a processor, implementing the method 

according to any one of claims 1 to 18. 


