M -

/),

Server

150

S1. Game start instruction

S5. Game settlement >

result

>

S4. Interaction event
result

A

S3. Interaction event

S2. Assign identity >
information

<
S

1. Game start instruction 4

S1. Game start instruction

-
L,
»

S2. Assign identity information

»

»
S3. Initiate an interaction event

Third
terminal
130

S4. Interaction event result

>

S5. Game settlement result

»
L

S5. Game ”
settlement result

S4. Interaction
event result

Second
terminal
120

S3. Initiate an
interaction event =

S2. Assign identity
information

Communication
network 150

d

Am_. Trigger the game to start

»
>

S5. Game settlement result

>

S4. Interaction event result |

First
terminal
110

S3. Initiate an interaction event
A .

>

S2. Assign identity information

FIG. 1

1/25



Loading Preparation

stage stage Game stage End stage
/_M A A
N
5 seconds Less than or equal to 300 seconds
\ \ \ \
- 210 - 220 - 230 \—240

Display, in response to a start operation on a target
game match, identity information randomly assigned 310
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

\ 4
Control the first virtual object to initiate a target 320
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

\ 4

Display an interaction event result corresponding to 330
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

FIG. 3

2 /25




Loading stage

410

All players load a virtual scene in a game

420

Enter a preparation stage after all the players complete loading

A

<L

Preparation stage

430
The system randomly assigns identity information to the players in a |/

current round, and displays the identity information to each player

440

Formally enter a game stage after a fixed period of time

R

< =

Game stage

First faction

First identity information:
Compete with a second faction,
and pick up props

Second identity information:
Pick up props, and dodge attacks

Second faction

Target identity information: /—
Search for and attack a virtual

object from the first faction

460
Wait for a game time to end, or eliminate all players from one |/

faction

<=

End stage

470
Display settlement such as a match outcome and point awards of the |/

current round of game to all the players

FIG. 4

3/25

450



First factiond}/g

My points 2

First faction4lB

My points 2

First factiond/8

My points 2

4 /25




First factiond}/g

My points 2

tesssmmnal

First factiond}/8

My points 2

\
A
A\
\
\ P

\ e

\ o

\out!

‘\
\ —

N v ""/(
NN S A
‘\‘ 4 &

h s
i '

First factiond/8

My points 2

\
\
Y
Y
\
\
A
\
\
A -
\
\
N
\ A

©
FIG. 6

51/25




740

740

jrmmmemam-y

B)
:01
[ |

e o B i
T N - N
L NN I 5N\
/ ,/ o
NN N
o o Ny o | / N o | N //
= i P=] \ L = N /
Yz ' ¥ £ e ¥ |2 R
£ 5 L, 2| AN g| & AN AN
g ) AN 2 ) 7 AN 2 = e N
- NN - P o / \ - T N
E PLy E - PL3 E it pLy
= - >\\\\ 4 = L 3 \\/u\\ = o ) \AMH\

©

FIG. 7

6 /25



First factiond}/g @ 03:10 L 20
My points 2 L
_________ 9«4
= =] -
Y
(A)
First factiond}/8 (®© 02:50 L ¢30
My points 2
»,4
IS —— g
S aD
\/
‘ o
(B)
First factiond}/8 ® 02:50
My points 2 L 840

v

©
FIG. 8

Replacement Sheet (Rule 26 of the Regulations)
7 /25



3: -
First factiond/8 @ 03:10 930

My points 2 — 910

(A) 920

First factiond/8

My points 2

(B)

First faction4}/8

My points 2

©
FIG. 9

Replacement Sheet (Rule 26 of the Regulations)
8 /25



First faction 4[8

My points 2

\7

First faction 4/8

My points 2

\7.

9 /25



— 1120
First factiond}/8
My points 2
— 1130
(A) \_ 1110
First faction4/8
My points 2
— 1130
B
1140 1150 _\ (B)
— 1160
First factiond}/8 ® 03:37
My points 2
(‘0),9,‘
Z
— 9\
\)4 ‘
(€
Attacl ‘
7w @®
{ A
©
FIG. 11



First faction /8

My points 2

v

I
=}

reasasane
]
Svevevaves

b
Y'\ 5

A\ 1210

First Faction Wins

pewaw

Points Ranking

Player F 89 pts Survived
Player B 80 pts Survived
Player ] 77 pts Survived
Player D 63 pts Survived
Player A 50 pts Eliminated
Player H 42 pts Eliminated
Player G 40 pts Eliminated
Player E 30 pts Eliminated
Player C 23 pts Eliminated
0 Playerl 19 pts Eliminated

-e
= 0 00 NN W A W N -

bacana

Doll
Guard
Guard

Doll
Killer

Doll
Killer

Doll

Doll
Doll

asascsasasa

Next Round]

— 1240

(B)
FIG. 12

Replacement Sheet (Rule 26 of the Regulations)

11 /25



First faction4l8

My points 2

Player J is
eliminated
Player E is
eliminated

(B)
FIG. 13

12 /25



First faction4/8

My points 2

First faction318

My points 2

13 /25



First factiond}/8 © 03:40 — 1520
My points 2 | a0
S /
A= |
------------
AN
(A) 1510
First factiond/8 © 03:38 .
My points 2 /
No——
A e
\Y7 !
1540 1550 — (B)
First faction3/8 ® 03:37 — 1560
MypointsZ
o
— Q_A—' =
o8
\ 7 12 -
©)
FIG. 15



First facti0n4/8

My points 2

First faction3/8

My points 2

— 1620

15 /25



First faction /8

My points 2

Y7

et

AN

rreanananane
vevevess

]
[
]
[
]
[
[]
<

reeasasane
-w

seveveveve?

-
\ T\

(A) — 1710

/— 1730

Exit

A AS A PARASASADADASASADADAS LY

Second Faction Wins ¢

H *
T Lo L L T U T T4

Points Ranking

e .
1 Player] 89pts Survived Killer E
2 Player B 80 pts Eliminated Guard
3 Player F 77 pts Eliminated Guard
4 Player D 63 pts Eliminated Doll
5 Player A 50 pts Eliminated  Doll
6 Player H 42pts Eliminated  Doll
7 Player G 40 pts Eliminated Killer
8 Player E 30 pts Eliminated  Doll
9 Player C 23 pts Eliminated  Doll
10 PlayerI 19 pts Eliminated Doll ¢

— 1740

(B)
FIG. 17

Replacement Sheet (Rule 26 of the Regulations)

16 /25



® 03:10

First faction 4/3

My points 2

First faction4l8

My points 2

17 /25



1930 —

First faction8/8

Same-faction
player prompt
PlayerJ
Player G

K\ My points Q

First faction8/8

My points 0

1910 1950
— 1940
First faction8/8
My points Q
(B) 1910
— 1940




03:40
First faction4/8 @
My points 2 I

— 2020

My points 2

139
First faction 3/8 @ OT

19 /25



First factiond}/8 ©03:43
My points 2
2120 —
‘—
%
s
v~
Attacl
/ : @ i
\7 L8N
(A) \_ 2110
First factiond}/8 0 03:37
My points 3
2130 —
2140
R~
Attac
_ -fﬁ)---.//_ 2150
Firs faciondyg_| i ©03:37 |
i My points 3 i
No———
2160 — -
= —
7
Attacl %
\Y7 S

©
FIG. 21

20 /25




— 2230
First factiond}/8
My points 2
2220 —
/ :
l/ : é g
First faction4/g
2270 : '
0 \: My points 3 | }
2240 —~\G-ccccccooo=-d
2250
First factiond/8
[ Rttt =0
2270 —

©
FIG. 22

21 /25



First factiond/8

2320 —

My points 2

— 2330

First factiond}/8

My points 10

First faction4/8

My points 10

2340 —

— 2350




2430

(A)

2440

2430

(B)
FIG. 24

Replacement Sheet (Rule 26 of the Regulations)
23 /25

2440

2410

2420

2410

2420



2503 2505 2510 2509
2502 —\ \ / /
\

[ttty \ F T N =i gy
E First faction @/8 @EJ---\}\-- @..0.--
teggossssszo==rt===t| Tip: Find and
' My points 2 |+ !| eliminate baddies
/1 yp ' ! hidden in the
2501 X\--boo.ooo.ooo.o: : crowd
o e iy O D

Player J is eliminated

Player E is eliminated

FIG. 25

/7 2600

Virtual object interaction apparatus

/7 2630 /7 2610 /7 2620
Processing Display Control
module module module

FIG. 26

24 /25



I

[

ZTI0ONRF circuit AR 2770
2790 2760
\ 2780 / Speaker
Power ’_\_/ Audio :[[]‘/\ 2761
supply “ circuit
2720 Processor )\ Microphone
\ 2762
Memory 14— <«— Sensor | 2730
’_[ L
Input unit |~ 2731
27 30\ Touch panel Display unit Ve 2740
Anoég\;circglput Display panel
) )
( (
2732 2741
FIG. 27

25 /25



