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FIG. 2 

Display, in response to a start operation on a target 
game match, identity information randomly assigned 
to a first virtual object, the identity information being 
first identity information, second identity information, 

or target identity information, and the first virtual 
object being one virtual object in a plurality of virtual 

objects

310

Control the first virtual object to initiate a target 
interaction event with a second virtual object, the 

second virtual object being another virtual object in 
the plurality of virtual objects other than the first 

virtual object

Display an interaction event result corresponding to 
the target interaction event in a case that response to 
the target interaction event is successful, where the 

interaction event result has an association relationship 
with the identity information of the first virtual object 
and identity information of the second virtual object
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