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Display a process of performing actions in a virtual environment by a virtual
character

}

Update an existing virtual resource of the virtual character after the virtual character
completes the actions

'

Display, in response to a pre-order reminder condition being satisfied, all or some of
pre-ordered props on a virtual environment picture with a purchase control as a
reference position, at least one of the pre-purchased props requiring a redemption
resource higher than the existing virtual resource of the virtual character, the entry
control being a control related to redemption of a virtual prop for the virtual
character, the pre-ordered props being to-be-redeemed virtual props set before or
during a battle
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1001

Display a process of performing actions in a virtual environment by a virtual character

1002

y

Update an existing virtual resource of the virtual character after the virtual character
completes the actions

v

Display, in response to a difference between a redemption resource and the existing
virtual resource being less than a threshold, all or some of pre-ordered props on the
virtual environment picture with a purchase control as a reference position
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Display a process of performing actions in a virtual environment by a virtual character
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Update an existing virtual resource of the virtual character after the virtual character
completes the actions

v

1103

Display, in response to a pre-order trigger operation, all or some of pre-ordered props
on the virtual environment picture with a purchase control as a reference position

)

FIG. 11

-5/14 -



301

303

FIG. 12

-6/14 -



1301

Display a virtual environment picture and _)
an entry control

¢ 1301

Display a process of performing actions in _)
a virtual environment by a virtual character

v

Update an existing virtual resource of the
virtual character after the virtual character _)
completes the actions

1302

, 1303

Display, in response to a pre-order _)
reminder condition being satisfied, at least
two pre-ordered props on the virtual
environment picture with a purchase
control as a reference position

1304

Adjust, in response to a position
adjustment operation triggered on a first
pre-ordered prop of the at least two pre-
ordered props, a ranking position of the
first pre-ordered prop in the at least two

pre-ordered props

1305

)

Exchange, in response to a position
adjustment operation triggered on a first pre-
ordered prop and a second pre-ordered prop
of the at least two pre-ordered props, ranking
positions of the first pre-ordered prop and the

second pre-ordered prop in the at least two
pre-ordered props

|

Redeem a target pre-ordered prop for the 1306
virtual character in response to the existing
virtual resource being higher than a _)
redemption resource for the target pre-
ordered prop, where the target pre-ordered
prop is a pre-ordered prop ranked first in
the at least two pre-ordered props

FIG. 13

-7/14 -



301 /
&S B
5 FSS
1401 @
301 /
K = | =K &
1000 | [ 20 ] -40 | 55 | -10
FIG. 14
1401
301
SRR
1000 __L{b 50 | 10 | ¢
oy
301
K =2 | B[4 &=
1000 | [-20 [0 | 10 | 40
FIG. 15

-8/14 -




1601

Display a virtual environment picture and a purchase control  <«—

1602 No

Determine whether a
difference between a redemption resource and an
existing virtual resource is less than
a threshold

Yes 1603

Display an icon of a third pre-ordered prop and a difference
corresponding to the third pre-ordered prop on the virtual <
environment picture with a purchase icon as a reference position

1604 No

Determine whether
the existing virtual resource is not less than a
redemption resource for the third
pre-ordered prop

Display a redeemable icon of the third pre-ordered prop on the 1605
virtual environment picture with the purchase icon as a reference /
position
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Receive a touch-and-hold operation —/
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Determine whether a duration
of touch and hold reaches a duration threshold

1803

Display at least two pre-ordered props on a virtual environment picture with a _/
purchase control as a reference position

1804

Determine whether a
selection operation on a first pre-ordered prop is received

1805

N

Adjust the first pre-ordered prop to the first place in a pre-ordered prop list

¢ 1806

Redeem the first pre-ordered prop for the virtual character in response to an
existing virtual resource being higher than a redemption resource for the first pre-
ordered prop
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