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Master virtual character: Our economy is ahead, 
please go ahead steadily and surely!
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Master virtual character: the small dragon 
is under attack
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Master virtual character: Beware of the 
enemy killing the red BUFF furtively
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Master virtual character: A blood volume of the 
enemy Li Bai is lower than 10%!

3 4

03

 

FIG. 34 
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Master virtual character: Go back to 
defense the base!

 

FIG. 36  
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Beware of the 
enemy in the grass

1501

Yes

Come and wait in 
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No
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Whether a 
selected grass is a grass 

in which the virtual 
character is 

located
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and may arrive in 

x seconds 
approximately

Caution
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Determine 
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Master virtual character: Happy Spring 
Festival, and Have All My Wishes!

3 4

03

 

FIG. 40 
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Master virtual character: Happy Birthday to X 
God!

X God

 

FIG. 41 
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First Li Bai in the national service: 
Meng Meng, I am your fans, cool!

3 4

First Li Bai in the national service: 
Meng Meng

 

FIG. 42 

  



 42/51  

San Gao team is mighty and I support San Gao 
team~

3 4

03

 

FIG. 43 
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User 1: First Li Bai in the national service: 
Meng Meng, I am your fans, cool!

3 4

03

User 1: First Li Bai in the national service: 
Meng Meng, I am your fans, cool!

Meng Meng: Thanks a lot, I love you!
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Drag transmission
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Predict target prompt information according to the target display element and 
battle information

Display the target prompt information on the UI

Receive a directional operation on the UI, the directional operation being an 
operation for activating a prompt information transmission function and 

pointing to a target display element in the UI, the target display element being 
one of a plurality of display elements in the UI

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

401

402

403

404
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Receive an operation of a user at a presentation 
layer

Call a sender entity

Behavior tree Agent
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Cbase SenderConfig class

(from communication system)

CUI  SenderConfig class

(from communication system)

CScene  SenderConfig class

(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)

  +Config: CUISenderConfig

  +RefUISender: CUICommunicateUnitSender

CUI  SenderConfig class

(from communication system)

  +Config: CUISenderConfig

  +RefSceneSender: PoolObjHandle<ActorLinker>

#mConfig

+Config +Config
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Interaction module
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Display module
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