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Display a UI of a multiplayer online battle program

— 301

!

Receive a directional operation on the UI, the directional operation
being an operation for activating an information transmission function
and pointing to a target display element in the Ul, the target display
element being one of a plurality of display elements in the Ul

\ 4

Predict, according to the target display element and real battle
information, target prompt information expected to be transmitted

A 4

Transmit the target prompt information to clients of teammate virtual
characters of a master virtual character or all virtual characters in a
battle
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Display a UI of a multiplayer online battle program, the Ul including a virtual
environment image and an interaction panel region, the interaction panel region
including a signal control

v — 302-1

Receive a first touch operation applied on a button control on the Ul

!

Display one or more candidate display elements on the UI

— 302-2

Receive a second touch operation applied on a target display element on the Ul | — 302-3

\ 4

Predict, according to the target display element and real battle information, target | 303
prompt information expected to be transmitted

\ 4

Transmit the target prompt information to clients of teammate virtual characters | 304
of a master virtual character or all virtual characters in a battle
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— 301

Display a UI of a multiplayer online battle program, the Ul including a virtual
environment image and an interaction panel region, the interaction panel region
including a signal control

\4

Receive a slide operation on the UI, a slide starting point of the slide operation
being a button control, and a slide end point of the slide operation being a target
display element

\ 4

Display an auxiliary line (or a movement route) pointing from the slide starting
point to the slide end point on the Ul in a case that the slide operation is received
on the button control

A\ 4

Predict, according to the target display element and real battle information, target
prompt information expected to be transmitted

\ 4

Transmit the target prompt information to clients of teammate virtual characters
of a master virtual character or all virtual characters in a battle

- 302-A
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— 303

304
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301

Display a UI of a multiplayer online battle program, the Ul including a virtual
environment image and an interaction panel region, the interaction panel region
including a signal control

Receive a third touch operation applied on a map expansion control on the Ul

!

Display a middle map control of a virtual environment on the Ul according to
the third touch operation

A 4

Receive a fourth touch operation applied on a target display element on the
middle map control

\ 4

Predict, according to the target display element and real battle information, target
prompt information expected to be transmitted

\ 4

Transmit the target prompt information to clients of teammate virtual characters
of a master virtual character or all virtual characters in a battle
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301

Display a UI of a multiplayer online battle program, the Ul including a virtual
environment image and an interaction panel region, the interaction panel region
including a signal control

\ 4 — 302-C

Receive a continuous touches operation applied on a target display element on
the UI, the continuous touch operation including at least two continuous tap
operations

Predict, according to the target display element and real battle information, target | 303

prompt information expected to be transmitted

\ 4

Transmit the target prompt information to clients of teammate virtual characters | 304
of a master virtual character or all virtual characters in a battle 4
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Cbase SenderConfig class

L #mConfig
(from communication system)

CBase SenderConfig class
(from communication system)

#mConfig: Cbase SenderConfig

+OnActive (): void
+OnDeactive (): void
+OnEnter () void
+OnExit (): void
+OnSend(): void

CUI SenderConfig class
(from communication system)

CScene SenderConfig class
(from communication system)

+Config

CUI SenderConfig class
(from communication system)

+Config: CUISenderConfig
+RefUISender: CUICommunicateUnitSender

FIG. 52
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+Config: CUISenderConfig
+RefSceneSender: PoolObjHandle<ActorLinker>
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