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Display a game interface of a target game, the game interface having a
first content displayed thereon in a case that a runtime of the target game
is within a first time period and the target game is in a ranked game mode,
the first content being used for indicating a basic number of times to
accelerate the acquisition of first resources spendable in the first time
period, the accelerating the acquisition of first resources referring to that,
based on acquiring the first resources by participating in the target game,
the first resources are additionally acquirable in a case of participating in
the target game in the first time period

'

Display a second content in response to receiving a selection instruction
for the first content, the second content comprising a first additional
quantity of the first resources that are additionally acquirable by spending
one of the basic number of times in the first time period, the first
additional quantity being determined based on a current game level of a
user and used for changing a game level of the user.
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Happy Weekend | |

Happy Weekend gives you a boost
with three extra games!
Because of your excellent performance
this week, you get special rewards! Offer
an extra reward of one game besides boost
games!

Tap screen to continue
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Level 3 season journey

NSZEE

=/ I\

09:59:06

FIG. 5

604 605 606 607

(

<Season Journey

Season Journey 4 Orianna skin
Orianna skin in Season Journey
4 can be obtained by reaching a

track level of the Season
Journey ;

Season Journey

(
S E L
(& 1223 | 5 ﬁ 199

609

Additional —
ewards [T ¢
| Journey Ranked !

|/
| value 10 coin +20, | 608
|/

L 610

Toumey ™ Ranied 1 | 802

| value +6 coin +10

 Ranked store
| Ranked store |

FIG. 6

3/4

TN

603




Game management apparatus
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