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GAME SCREEN DISPLAY METHOD AND APPARATUS, 

STORAGE MEDIUM, AND ELECTRONIC DEVICE 

RELATED APPLICATION 

[0001] This application claims priority to Chinese Patent Application No. 202111408249.2, 

filed with the Chinese Patent Office on November 19, 2021 and entitled "GAME SCREEN 

DISPLAY METHOD AND APPARATUS, STORAGE MEDIUM, AND ELECTRONIC 

DEVICE", which is incorporated herein by reference in its entirety. 

FIELD OF THE TECHNOLOGY 

[0002] This application relates to the field of computers, in particular to a method and 

apparatus for displaying a game scene, a storage medium and an electronic device. 

BACKGROUND OF THE DISCLOSURE 

[0003] In recent years, with the rapid development of games, games, especially multi-player 

cooperative/confrontational games are increasingly favored by more and more users. However, in 

the cases where multiple players participate in a game, a user can only see the game scene of his/her 

own account, or can only see the game scene of one account of an enemy/friend. 

[0004] The reason is that the display mode of the game scene in the related art is relatively 

monotonous, that is, only the game scene of one account is displayed, while the player's need for 

the display and comparison of the game scenes of multiple accounts in the game process is ignored. 

Therefore, there is a problem that the display mode of the game scene is relatively monotonous. 

[0005] For the foregoing problem, no effective solution has been provided at present. 

SUMMARY 

[0006] Embodiments of this application provide a method and apparatus for displaying a 

game scene, a storage medium and an electronic device, to at least solve the technical problem that 

the display mode of the game scene is relatively monotonous. 

[0007] According to one aspect of the embodiments of this application, a method for 

displaying a game scene is provided. The method is performed by an electronic device and includes: 

displaying a first game scene of a first user account in a target game, wherein at least two user 

accounts participate in the target game, the at least two user accounts comprise the first user account 

and at least one additional user account, and an account identification of the at least one additional 
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user account is displayed in the first game scene; and in response to a selection operation triggered 

on an account identification of a second user account among the at least one additional user 

account, displaying a second game scene of the second user account in the target game within the 

first game scene, wherein a display area of the second game scene is less than a display area of the 

first game scene. 

[0008] According to another aspect of the embodiments of this application, an apparatus for 

displaying a game scene is further provided and includes: a first display unit configured to display a 

first game scene of a first user account in a target game, wherein at least two user accounts 

participate in the target game, the at least two user accounts comprise the first user account and at 

least one additional user account, and an account identification of the at least one additional user 

account is displayed in the first game scene; and a second display unit configured to, in response to 

a selection operation triggered on an account identification of a second user account among the at 

least one additional user account, display a second game scene of the second user account in the 

target game within the first game scene, wherein a display area of the second game scene is less 

than a display area of the first game scene. 

[0009] According to another aspect of the embodiments of this application, a computer 

program product is provided. The computer program product includes a computer program and/or a 

computer instruction stored in a computer-readable storage medium. A processor of a computer 

device reads the computer program and/or the computer instruction from the computer-readable 

storage medium, and executes the computer program and/or the computer instruction to cause the 

computer device to perform the above method for displaying the game scene. 

[0010] According to another aspect of the embodiments of this application, an electronic 

device is provided. The electronic device includes a memory, a processor, and a computer program 

stored in the memory and executable on the processor, where the processor executes the computer 

program to perform the foregoing method for displaying a game scene. 

[0011] In the embodiment of this application, a first game scene of a first user account in a 

target game is displayed, where at least two user accounts participate in the target game, the at least 

two user accounts include the first user account and at least one additional user account, and an 

account identification of the at least one additional user account is displayed in the first game scene; 

and in response to a selection operation triggered on an account identification of a second user 

account among the at least one additional user account, displaying a second game scene of the 

second user account in the target game within the first game scene, where a display area of the 

second game scene is less than a display area of the first game scene. By using the display mode of 
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picture-in-picture (PIP), game scenes of multiple user accounts are displayed at the same time 

during the game process, which achieves the purpose of improving the display fullness of the game 

scene by using more diverse display modes, and realizes the technical effect of improving the 

display diversity of the game scene, thus solving the technical problem that the display mode of the 

game scene is relatively monotonous. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0012] The accompanying drawings described herein are used to provide a further 

understanding of this application, and form part of this application. Exemplary embodiments of this 

application and descriptions thereof are used to explain this application, and do not constitute any 

inappropriate limitation to this application. In the accompanying drawings: 

[0013] FIG. 1 is a schematic diagram of an application environment of a method for 

displaying a game scene according to one embodiment of this application. 

[0014] FIG. 2 is a schematic flowchart of a method for displaying a game scene according to 

embodiments of this application. 

[0015] FIG. 3 is a schematic diagram of a method for displaying a game scene according to 

embodiments this application. 

[0016] FIG. 4 is a schematic diagram of another method for displaying a game scene 

according to embodiments of this application. 

[0017] FIG. 5 is a schematic diagram of another method for displaying a game scene 

according to embodiments of this application. 

[0018] FIG. 6 is a schematic diagram of another method for displaying a game scene 

according to embodiments of this application. 

[0019] FIG. 7 is a schematic diagram of another method for displaying a game scene 

according to embodiments of this application. 

[0020] FIG. 8 is a schematic diagram of another method for displaying a game scene 

according to embodiments of this application. 

[0021] FIG. 9 is a schematic diagram of another method for displaying a game scene 

according to embodiments of this application. 

[0022] FIG. 10 is a schematic diagram of another method for displaying a game scene 

according to embodiments of this application. 
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[0023] FIG. 11 is a schematic diagram of another method for displaying a game scene 

according to embodiments of this application. 

[0024] FIG. 12 is a schematic diagram of another method for displaying a game scene 

according to embodiments of this application. 

[0025] FIG. 13 is a schematic diagram of an apparatus for displaying a game scene according 

to embodiments of this application. 

[0026] FIG. 14 is a schematic structural diagram of an electronic device according to 

embodiments of this application. 

DESCRIPTION OF EMBODIMENTS 

[0027] In order to make persons skilled in the art better understand the solutions of this 

application, the following clearly and completely describes the technical solutions in the 

embodiments of this application with reference to the accompanying drawings in the embodiments 

of this application. Apparently, the described embodiments are only some of the embodiments of 

this application rather than all of the embodiments. All other embodiments obtained by a person of 

ordinary skill in the art based on the embodiments of this application without creative efforts shall 

fall within the protection scope of this application. 

[0028] It should be noted that, In the specification, claims, and the foregoing accompanying 

drawings of the present disclosure, the terms "first", "second", and so on are intended to distinguish 

between similar objects rather than indicating a specific order. It is to be understood that such used 

data is interchangeable where appropriate so that the embodiments of this application described 

here can be implemented in an order other than those illustrated or described here. Moreover, the 

terms "include", "contain" and any other variants mean to cover the non-exclusive inclusion, for 

example, a process, method, system, product, or device that includes a list of steps or units is not 

necessarily limited to those expressly listed steps or units, but may include other steps or units not 

expressly listed or inherent to such a process, method, system, product, or device. 

[0029] According to one aspect of the embodiments of this application, a method for 

displaying a game scene is provided. As an implementation, the method for displaying a game 

scene can be applied to such as, but not limited to, the environment shown in FIG. 1. The 

application environment may include, but not limited to, a user device 102, a network 110 and a 

server 112, where the user device 102 may include, but not limited to, a display 108, a processor 

106 and a memory 104. 

[0030] The specific process may include the following steps S102 to S114: 
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step S102: Acquire, by the user device 102, a selection operation triggered on an 

account identification 1024 (2) in a first game scene 1022. 

step S104 to step S106: Transmit, by the user device 102, an operation instruction 

corresponding to the selection operation to the server 112 through the network 110. 

step S108: Process, by the server 112, the operation instruction corresponding to the 

selection operation through a processing engine 116, so as to acquire a second game scene 1026 

corresponding to the selection operation. 

step S110 to step S112: Transmit, by the server 112, the second game scene 1026 to 

the user device 102 through the network 110. 

step S114: Display, by the processor 106 in the user device 102, the second game 

scene 1026 in the display 108 and store the second game scene 1026 in the memory 104. 

[0031] In addition to the example shown in FIG. 1, the above steps can also be independently 

completed by the user device 102, that is, the user device 102 performs steps such as acquiring the 

second game scene, thereby reducing the processing pressure of the server. The user equipment 102 

includes but not limited to a hand-held device (such as a mobile phone), a notebook computer, a 

desktop computer and a vehicle-mounted device. This application is not limited to the specific 

implementation of the user equipment 102. 

[0032] As an implementation, the method for displaying a game scene can be implemented by 

an electronic device, where the electronic device can be a user device or a server. As shown in FIG. 

2, the method for displaying a game scene includes: 

S202: Display a first game scene of a first user account in a target game, where at 

least two user accounts participate in the target game, the at least two user accounts include the first 

user account and at least one additional user account, and an account identification of the at least 

one additional user account is displayed in the first game scene. 

S204: In response to a selection operation triggered on an account identification of a 

second user account among the at least one additional user account, displaying a second game scene 

of the second user account in the target game within the first game scene, wherein a display area of 

the second game scene is less than a display area of the first game scene. 

[0033] In this embodiment, the method for displaying a game scene can be applied to such as, 

but not limited to, a game process to control display of the game scene, e.g., to display a process 

screen (the first game scene) of the first user account in the target game on a target client of the first 

user account, and to display, when a selection operation is acquired from the account identification 
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of the second user account in the first game scene, in response to the selection operation, a process 

screen (the second game scene) of the second user account in the target game within the first game 

scene in the form of PIP. 

[0034] In this embodiment, the target game can be, but not limited to, a 

cooperative/confrontational game in which multiple user accounts participate. Taking the 

cooperative game as an example, multiple user accounts participating in the same target game are in 

the same faction and jointly complete a first virtual task in the form of cooperation. Taking the 

confrontational game as another example, multiple user accounts participating in the same target 

game are divided into at least two factions and complete a second virtual task in the form of 

confrontation. 

[0035] In this embodiment, the first game scene may be, but not limited to, a game scene 

under a viewing angle of the first user account, and the second game scene may be, but not limited 

to, a game scene under a viewing angle of the second user account; or the first game scene may be, 

but not limited to, a game scene with the virtual object controlled by the first user account as the 

center, and the second game scene may be, but not limited to, a game scene with the virtual object 

controlled by the second user account as the center; or the first game scene/second game scene may 

be, but not limited to, game scenes of the same type, such as the game scene of a combat readiness 

interface. 

[0036] Taking another example for further illustration, such as shown in FIG. 3, the first game 

scene 302 of the first user account in the target game is displayed, where the first game scene 302 

may be, but not limited to, the screen of the combat readiness interface of the first user account in 

the target game, as shown in FIG. 3(a). Furthermore, as shown in FIG. 3(b), in response to a 

selection operation triggered on the account identification 304 of the second user account, the 

second game scene 306 of the second user account in the target game is displayed in the first game 

scene 302, where the second game scene 306 may be, but not limited to, the PIP of the first game 

scene 302. 

[0037] In this embodiment, the at least one additional user account may be, but not limited to, 

a user account in the same faction as the first user account, and/or a user account in a faction 

different from that of the first user account. Since in some games, the game scenes of other user 

accounts often represent more comprehensive game information, thus when there is competition 

between user accounts, restrictions are often imposed on the viewing of game scenes by user 

accounts from different factions in the consideration of game balance. For example, assuming that 

user account A, user account B and user account C are user accounts participating in the target 
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game, and user account A and user account B are in the same faction different from that of user 

account C, thus when a first game scene is displayed on a client of user account A, the account 

identification of user account B is also displayed on the client, so that the second game scene of 

user account B can be displayed in the form of PIP when a selection operation is triggered on the 

account identification of user account B, while stricter restrictions are imposed on access to the 

game scene by user account C as an account from another faction. 

[0038] Taking another example for further illustration, as shown in FIG. 4, the first game 

scene 402 of the first user account in the target game is displayed, where the first game scene 402 

may be, but not limited to, the screen under a viewing angle of the first user account in the target 

game, and multiple account identifications (1, 2) of user accounts in the same fraction as the first 

user account are also displayed on the first game scene 402, as shown in FIG. 4(a). Furthermore, as 

shown in FIG. 4(b), in response to a selection operation triggered on the account identification 404 

of the second user account, the second game scene 406 under a viewing angle of the second user 

account in the target game is displayed in the first game scene 402, where the second game scene 

406 may be, but not limited to, the PIP of the first game scene 402. 

[0039] In this embodiment, the display area of the second game scene is less than the display 

area of the first game scene, that is, the second game scene may belong to the first game scene, or 

the second game scene may be a sub-scene of the first game scene, which is not limited herein. 

Since the display area of the second game scene is less than the display area of the first game scene, 

thus a viewer can acquire game information of the first user account and the second user account in 

a target game at the same time when the second game scene and the first game scene are displayed 

simultaneously, which can improve user's game experience no matter in terms of comparing game 

information of different user accounts, or in terms of improving the execution efficiency of a virtual 

task with more diverse game information. 

[0040] It should be noted that, by using the display mode of PIP, the game scenes of multiple 

user accounts can be displayed at the same time in the game process, thus improving the display 

diversity of the game scene. In this way, the use of more diverse display modes can not only 

improve the display fullness of the game scene, but also provide the user with more comprehensive 

reference information, which improves the user's game experience. 

[0041] Taking another example for further illustration, as shown in FIG. 5, a first game scene 

502 of a first user account in a target game is displayed, where at least two user accounts participate 

in the target game, the at least two user accounts include the first user account, and an account 

identification 504 of at least one additional user account is displayed in the first game scene 502, as 
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shown in FIG. 5(a). Furthermore, as shown in FIG. 5(b), in response to a selection operation 

triggered on an account identification 504 of a second user account among the at least one 

additional user account, a second game scene 506 of the second user account in the target game is 

displayed in the first game scene 502, where a display area of the second game scene 506 is less 

than a display area of the first game scene 502. 

[0042] It should be noted that, in the related art, a current game scene as a whole is adjusted to 

a game scene after switching usually by moving a virtual camera or manipulating a mini-map (such 

as a mini-map shown in the upper left corner of FIG. 5). However, such operation often causes the 

game scene after switching to cover the original game scene, which further adversely affects the 

display fullness of the game scene. While in this embodiment, by using the display mode of PIP, the 

effect of synchronously displaying game scenes of multiple user accounts in the game process can 

be achieved. 

[0043] According to the embodiment of this application, a first game scene of a first user 

account in a target game can be displayed, where at least two user accounts participate in the target 

game, the at least two user accounts include the first user account, and an account identification of 

at least one additional user account is displayed in the first game scene; and in response to a 

selection operation triggered on an account identification of a second user account among the at 

least one additional user account, a second game scene of the second user account in the target 

game is displayed in the first game scene, where a display area of the second game scene is less 

than a display area of the first game scene. With the display mode of PIP, the game scenes of 

multiple user accounts are displayed at the same time in the game process, and then the purpose of 

improving the display fullness of the game scene by using more diverse display modes is achieved, 

which thus realizes the technical effect of improving the display diversity of the game scene. 

[0044] As an embodiment, display a second game scene of the second user account in the 

target game within the first game scene, which includes: display the second game scene within a 

first region associated with the account identification of the second user account. 

[0045] As an embodiment, after displaying a second game scene of the second user account in 

the target game within the first game scene, the method includes: display, in response to a selection 

operation triggered on an account identification of a third user account among the at least one 

additional user account, a third game scene of the third user account in the target game within a 

second region associated with the account identification of the third user account, where the first 

region is different from the second region. 
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[0046] In this embodiment, the first region/second region may be, but not limited to, a 

location region for displaying a game sub-scene (the second game scene/the third game scene), and 

display of the first region/second region may be, but not limited to, hidden. 

[0047] Taking another example for further illustration, as shown in FIG. 6, the account 

identification 604 (B) of the second user account and the account identification 608 of the third user 

account are also displayed in the first game scene 602. Furthermore, assuming that a selection 

operation triggered on the account identification 604 is acquired, then the second game scene is 

displayed within a first region 606 associated with the account identification 604 of the second user 

account; or assuming that a selection operation triggered on an account identification 608 is 

acquired, then a third game scene of the third user account in the target game is displayed within a 

second region 610 associated with the account identification 608 of the third user account, where 

the first region 606 is different from the second region 610. 

[0048] According to the embodiment provided by this application, the second game scene is 

displayed within a first region associated with the account identification of the second user account; 

and in response to a selection operation triggered on an account identification of a third user 

account among the at least one additional user account, a third game scene of the third user account 

in the target game is displayed within a second region associated with the account identification of 

the third user account, where the first region is different from the second region, and by setting the 

game sub-scene (the second game scene/third game scene) in a region associated with the account 

identification of the user account, the relationship between the account identification and the game 

sub-scene can be displayed more visually, which achieves the effect of improving the display 

visualization of the game scene. 

[0049] As an embodiment, display a second game scene of the second user account in the 

target game within the first game scene, which includes: display the second game scene within a 

target region. 

[0050] As an embodiment, after displaying a second game scene of the second user account in 

the target game within the first game scene, the method includes: display, in response to a selection 

operation triggered on an account identification of the third user account among the at least one 

additional user account, a third game scene of the third user account in the target game is displayed 

within the target region. 

[0051] In this embodiment, the target region may be, but not limited to, a preset display 

region. For example, before or during a target game, the display region of the game sub-scene can 

be configured by the configuration interface, such as setting the display region of the game 
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sub-scene as the target area, or associating the display region of the game sub-scene with a 

corresponding account identification. 

[0052] It should be noted that, display the second game scene within a target region. display, 

in response to a selection operation triggered on an account identification of the third user account 

among the at least one additional user account, a third game scene of the third user account in the 

target game is displayed within the target region. 

[0053] Taking another example for further illustration, based on FIG. 6, and further as shown 

in FIG. 7, a second game scene corresponding to the account identification 604 is displayed in the 

target region 702; and in response to a selection operation triggered on an account identification 608 

of the third user account among the at least one additional user account, a third game scene of the 

third user account in the target game is displayed within the target region 702, or switch to a game 

scene displayed in the target region 702. 

[0054] As an embodiment, after displaying a second game scene of the second user account in 

the target game within the first game scene, the method includes: 

adjust, in response to an adjustment operation on the second game scene, a display 

shape of the second game scene. 

[0055] In this embodiment, the display shapes can include, but not limited to, a shape size, a 

shape type, etc. The first adjustment operation can be such as, but not limited to, manually adjusting 

the display shape of the second game scene, so as to meet the individual demand of the user. In 

addition, the first adjustment operation can further be such as, but not limited to, automatically 

adjusting the display shape of the second game scene, e.g., automatically adjusting the display 

shape of the second game scene until key information is not shielded when the display shape of the 

second game scene shields the key information in the first game scene, where the key information 

may include, but not limited to, virtual operation objects, game information, layout information and 

the like in the target game. 

[0056] As an embodiment, after adjusting, in response to an adjustment operation on the 

second game scene, a display shape of the second game scene, the method includes: 

S1: Shrink, in response to a first adjustment operation on the second game scene, the 

display area of the second game scene, where when the display area of the second game scene is 

less than or equal to a hidden threshold, the second game scene is hidden; and 



 11  

S2: Expand, in response to a second adjustment operation on the second game scene, 

the display area of the second game scene to a target display area, where the target display area is 

equal to the display area of the first game scene. 

[0057] It should be noted that, in response to a first adjustment operation on the second game 

scene, the display area of the second game scene is shrunk, where when the display area of the 

second game scene is less than or equal to a hidden threshold, the second game scene is hidden. 

[0058] Taking another example for further illustration, referring to the scenario shown in FIG. 

3, and further as shown in FIG. 8, a first adjustment operation on the second game scene 306 is 

acquired, as shown in FIG. 8(a). Furthermore, as shown in FIG. 8(b), in response to a first 

adjustment operation on the second game scene 306, the display area of the second game scene 306 

is shrunk, where when the display area of the second game scene 306 is less than or equal to a 

hidden threshold, the second game scene 306 is hidden. 

[0059] It should be noted that, in response to a second adjustment operation on the second 

game scene, the display area of the second game scene is expanded to a target display area, where 

the target display area is equal to the display area of the first game scene. 

[0060] Taking another example for further illustration, based on the scenario shown in FIG. 3, 

and further as shown in FIG. 9, a second adjustment operation on the second game scene 306 is 

acquired, as shown in FIG. 9(a). Furthermore, as shown in FIG. 9(b), in response to a second 

adjustment operation on the second game scene 306, the display area of the second game scene 306 

is expanded to a target display area, where the target display area is equal to the display area of the 

first game scene 302. 

[0061] According to the embodiment of this application, in response to a first adjustment 

operation on the second game scene, the display area of the second game scene is shrunk, where 

when the display area of the second game scene is less than or equal to a hidden threshold, the 

second game scene is hidden; and in response to a second adjustment operation on the second game 

scene, the display area of the second game scene is expanded to a target display area, where the 

target display area is equal to the display area of the first game scene. In this way, the effect of 

improving the flexibility of controlling the game scene is achieved. 

[0062] As an embodiment, display a second game scene of the second user account in the 

target game within the first game scene, which includes: 

display the second game scene and key information in the first game scene, where 

the key information includes at least one of the following: real-time game information of the second 



 12  

user account in the target game and historical game information of the second user account in a 

game joined before. 

[0063] In this embodiment, the key information can be such as, but not limited to, integrated 

information acquired by the computer through automatic recognition (image recognition, text 

recognition, etc.), such as virtual characters controlled by the second user account in the target game 

acquired through image recognition, and the quantity/type of virtual characters obtained through 

integrated processing. 

[0064] Taking another example for further illustration, based on the scenario shown in FIG. 3, 

and further as shown in FIG. 10, in the process of displaying the second game scene 306, it is also 

possible to display the key information 1002 (such as the number and type of virtual characters 

controlled by the second user account, etc.) at an associated position of the second game scene 306, 

which is not limited herein; or it is also possible to display the key information 1002 in the second 

game scene 306, which is not limited herein. 

[0065] According to the embodiment of this application, the second game scene and key 

information are displayed in the first game scene, where the key information includes at least one of 

the following: real-time game information of the second user account in the target game and 

historical game information of the second user account in a game joined before. In this way, the 

effect of improving the display fullness of the game scene is achieved. 

[0066] As an embodiment, before displaying, in response to a selection operation triggered on 

an account identification of a second user account among the at least one additional user account, a 

second game scene of the second user account in the target game within first game scene, the 

method includes: 

S1: Acquire a target pressing operation triggered on the account identification of the 

second user account; and 

S2: When an operation duration of the target pressing operation reaches a target 

threshold, acquire a first selection operation with the account identification of the second user 

account as an operation object, where the first selection operation includes a selection operation 

triggered on the account identification of the second user account. 

[0067] In this embodiment, the target pressing operation may be, but not limited to, a long 

press operation, or the target pressing operation can be regarded as a valid selection operation only 

when the operation duration of the target press operation reaches a target threshold. 
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[0068] As an embodiment, after acquiring a first selection operation with the account 

identification of the second user account as an operation object, the method includes: 

S1: Hide a second game scene when the target pressing operation is ended; or 

S1: When the target pressing operation is not ended and the operation object of the 

target pressing operation is switched from the account identification of the second user account to 

an account identification of a fourth user account, acquire a second selection operation with the 

account identification of the fourth user account as the operation object; and 

S2: Display, in response to the second selection operation, a fourth game scene of 

the fourth user account in the target game within the first game scene, where the at least one 

additional user account includes the fourth user account, and a display area of the fourth game scene 

is less than the display area of the first game scene. 

[0069] In this embodiment, when the long press operation (target pressing operation) is ended, 

it is possible to end the display of the game sub-scene (second game scene), which is not limited 

herein; or an additional ending operation is set, and when the ending operation is obtained, the 

display of the game sub-scene (the second game scene) is ended. 

[0070] In this embodiment, given that the trigger of the long press operation requires a certain 

waiting time, to improve the operation efficiency, if a sliding operation (that is, switching the 

operation object of the target pressing operation to another operation object) executed at the same 

time is identified before the long press operation is ended, instead of waiting for the operation 

duration to reach the target threshold, the execution of the selection operation is directly triggered, 

and the corresponding game sub-scene (the fourth game scene) is displayed, so that the waiting time 

for the operation duration is shortened, and the operation efficiency in the process of displaying the 

game scene is improved. 

[0071] It should be noted that, when the target pressing operation is not ended and the 

operation object of the target pressing operation is switched from the account identification of the 

second user account to an account identification of a fourth user account, a second selection 

operation with the account identification of the fourth user account as the operation object is 

acquired; and in response to the second selection operation, a fourth game scene of the fourth user 

account in the target game is displayed in the first game scene, where the at least one additional user 

account includes the fourth user account, and a display area of the fourth game scene is less than the 

display area of the first game scene. 
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[0072] Taking another example for further illustration, such as shown in FIG. 11, when an 

operation duration of the target pressing operation reaches a target threshold, a first selection 

operation with the account identification (A) of the second user account as an operation object is 

acquired, as shown in FIG. 11(a). Furthermore, as shown in FIG. 11(b), when the target pressing 

operation is not ended and the operation object of the target pressing operation is switched from the 

account identification of the second user account to an account identification (B) of a fourth user 

account, a second selection operation with the account identification of the fourth user account as 

the operation object is acquired, as shown in FIG. 11(c). Furthermore, in response to the second 

selection operation, a fourth game scene of the fourth user account in the target game is displayed in 

the first game scene, where the at least one additional user account includes the fourth user account, 

and a display area of the fourth game scene is less than the display area of the first game scene. 

[0073] According to the embodiment of this application, a second game scene is hidden when 

the target pressing operation is ended; or when the target pressing operation is not ended and the 

operation object of the target pressing operation is switched from the account identification of the 

second user account to an account identification of a fourth user account, a second selection 

operation with the account identification of the fourth user account as the operation object is 

acquired; and in response to the second selection operation, a fourth game scene of the fourth user 

account in the target game is displayed in the first game scene, where the at least one additional user 

account includes the fourth user account, and a display area of the fourth game scene is less than the 

display area of the first game scene. In this way, the technical effect of improving the operation 

efficiency in the process of displaying the game scene is achieved. 

[0074] As an embodiment, display a first game scene of the first user account in the target 

game, which specifically includes: display a game scene including layout information of a first 

virtual element selected by the first user account, where the first virtual element is used for 

participating in the target game. 

[0075] As an embodiment, display, in response to a selection operation triggered on an 

account identification of a second user account among the at least one additional user account, a 

second game scene of the second user account in the target game within the first game scene, which 

specifically includes: display, in response to the selection operation triggered on the account 

identification of the second user account, the second game scene in the first game scene, where 

layout information of a second virtual element selected by the second user account is displayed in 

the second game scene, and the second virtual element is used for participating in the target game. 
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[0076] In this embodiment, the target game can be, but not limited to, a multi-player strategy 

game in the form of auto chess, in which players match a lineup of chess pieces on their own to play 

against the opponents, the hit point of the losing party is deducted, and the ranking is determined 

according to the elimination order, where the virtual elements can be such as, but not limited to the 

pieces in the game. 

[0077] It should be noted that, in the game of auto chess, players in the game need to check 

the information of chess pieces and lineup layout of the opposing players (such as click on the 

opponent's avatar, switch to the opponent's chessboard, check chess pieces in the opponent's 

chessboard and a combat readiness region, and calculate the number and types of chess pieces on 

the spot) at all times within a specified period of time, which requires the players to repeatedly 

switch the battlefield several times in a single game. This redoubles the player's operation time, and 

reduces the time for players to perform other operations in the game turn, which causes such a time 

rush that the players cannot complete all the target operations within the specified period of time. 

[0078] In this embodiment, the interactive way of checking opponent's battle information 

based on the player's avatar list is designed to reduce the player's operation cost, shorten the 

operation time, and realize the quick operation of viewing the opponent's battlefield information. 

[0079] Taking another example for further illustration, in the game interface, players can long 

press the avatar in the player list, keep holding the screen with the fingers, and slide the player list 

(for example, there is a total of 8 players in the list) up and down to quickly view the battlefield 

information of the other seven players, which makes it easier for the players to quickly grasp the 

battlefield situation of each player and adjust the layout. Specifically, by long pressing the avatar of 

other player, a small pop-up window for quick spectator mode appears; and after the small pop-up 

window for quick spectator mode appears, the player can quickly view the battlefield of other 

players by sliding the list of player avatars up and down. 

[0080] Taking another example for further illustration, as shown in FIG. 12, the specific steps 

are as follows: 

Step S1202: Acquire a click operation on an avatar of some other player. For 

example, in a game interface, the player long presses the avatar of some other player, and a small 

pop-up window for quick spectator mode appears after the system determines "long press" is 

triggered. 

Step S1204: Determine whether "long press" is triggered; if yes, perform step S1206; 

if not, perform step S1202; 
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Step S1206: Activate the pop-up window for quick spectator mode; 

Step S1208: Display game information in the pop-up window; 

Step S1210: Trigger a slide operation on the list of player avatars. For example, 

when the player drags the list of player avatars up and down with his/her finger, the system 

determines whether the player's finger enters an avatar region of another player. 

Step S1212: Determine whether the sliding operation is valid: if yes, execute step 

S1214 (enter the avatar region of another player and switch the content of the pop-up window for 

quick spectator mode to the battlefield information of another player), if not, then perform step 

S1208 (skip entering the avatar region of another player, and keep the content of the pop-up 

window for quick spectator mode unchanged). 

Step S1214: Adjust game information in the pop-up window. 

[0081] According to the embodiment of this application, a game scene including layout 

information of a first virtual element selected by the first user account is displayed, where the first 

virtual element is used for participating in the target game. display, in response to the selection 

operation triggered on the account identification of the second user account, the second game scene 

in the first game scene, where layout information of a second virtual element selected by the second 

user account is displayed in the second game scene, and the second virtual element is used for 

participating in the target game. In this way, it can better solve the problem that it is too tedious for 

the player to view opponent's chessboard in case of auto chess, and can help the player to view 

battlefield information such as other opponents' chessboards and chess pieces in own chessboard, 

and more quickly understand the current situation of the opponent, so that time is set aside for the 

player to develop a coping strategy, and thus the effect of improving the user's game experience is 

achieved. 

[0082] As an embodiment, display a first game scene of the first user account in the target 

game, which specifically includes: display a game scene of the target game under a viewing angle 

of the first user account. 

[0083] As an embodiment, display, in response to a selection operation triggered on an 

account identification of a second user account among the at least one additional user account, a 

second game scene of the second user account in the target game within the first game scene, which 

specifically includes: display, in response to the selection operation triggered on the account 

identification of the second user account, a game scene of the target game under a viewing angle of 

the second user account in the first game scene. 
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[0084] In this embodiment, the game scene of the target game under a viewing angle of the 

user account can be, but not limited to, a real-time game scene displayed in a client corresponding 

to the user account, and the real-time game scene can change with the movement of a virtual camera 

by the corresponding client; meanwhile, acquiring the game scene under a viewing angle of other 

user accounts can help the player better understand the operating intentions of other user accounts: 

if other accounts are from teammates, the player can strengthen cooperation with them, and if other 

accounts are from enemies, the player can take the preemptive opportunities. 

[0085] Taking another example for further illustration, as shown in FIG. 4, the first game 

scene 402 can be, but not limited to, a game scene under a viewing angle of the first user account, 

while the second game scene 406 shown in FIG. 4(b) can be, but not limited to, a game scene under 

a viewing angle of the second user account. For example, if the current viewing angle of the second 

user account is the viewing angle of a sighting telescope, then the game scene under the viewing 

angle of the sighting telescope is displayed, or the game scene currently displayed is displayed by 

the second user account on the client corresponding to the second user account. 

[0086] According to the embodiment of this application, a game scene of the target game 

under a viewing angle of the first user account is displayed; and in response to the selection 

operation triggered on the account identification of the second user account, a game scene of the 

target game under a viewing angle of the second user account is displayed in the first game scene. 

In this way, the purpose of providing the user with a more comprehensive game display function 

that fits the game experience is achieved, and then the effect of improving the user's game 

experience is achieved. 

[0087] As an embodiment, display a first game scene of the first user account in the target 

game, which specifically includes: display an action scene of a first virtual object controlled by the 

first user account in a virtual scenario of the target game. 

[0088] As an embodiment, display, in response to a selection operation triggered on an 

account identification of a second user account among the at least one additional user account, a 

second game scene of the second user account in the target game within the first game scene, which 

specifically includes: display, in response to the selection operation triggered on the account 

identification of the second user account, an action scene of a second virtual object controlled by 

the second user account in the virtual scenario within the first game scene. 

[0089] In this embodiment, the action scene of the virtual object in the virtual scenario can be, 

but not limited to, a game scene with the virtual object controlled by the user account as a center of 

the screen. 
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[0090] Taking another example for further illustration, as shown in FIG. 5, the first game 

scene 502 may be, but not limited to, a game scene with the virtual object (e.g., a virtual objecting 

holding a virtual attacking prop "gun") controlled by the first user account as a center of the screen, 

while the second game scene 506 shown in FIG. 5(b) may be, but not limited to, a game scene with 

the virtual object (e.g., a virtual objecting holding a virtual attacking prop "sword") controlled by 

the second user account as a center of the screen. For example, if the virtual object controlled by the 

second user account is attacking a virtual monster, then a game scene about the virtual object 

controlled by the second user account attacking a virtual monster and with the virtual object 

controlled by the second user account as the center of the center is displayed. 

[0091] According to the embodiment of this application, an action scene of a first virtual 

object controlled by the first user account in a virtual scenario of the target game is displayed; and 

in response to the selection operation triggered on the account identification of the second user 

account, an action scene of the second virtual object controlled by the second user account in the 

virtual scenario is displayed within the first game scene. In this way, the purpose of providing the 

user with a more comprehensive game display function that fits the game experience is achieved, 

and then the effect of improving the user's game experience is achieved. 

[0092] It is to be understood that relevant data such as the game scene of the user account are 

involved in the specific implementation of this application. Therefore, the above embodiments of 

this application cannot be applied to specific products or technologies without user's permission or 

consent, and the collection, use and processing of relevant data should be performed in compliance 

with the relevant laws, regulations and standards of countries or regions involved. 

[0093] It should be noted that, to simplify the description, the method embodiments are 

described as a series of action combination. But persons of ordinary skill in the art should know that 

the present application is not limited to any described sequence of the action, as some steps can 

adopt other sequences or can be executed simultaneously according to the present application. 

Secondarily, a person skilled in the art should know that the embodiments described in the 

specification all belong to exemplary embodiments and the involved actions and modules are not 

necessary for the present application. 

[0094] According to another aspect of the embodiments of this application, an apparatus for 

displaying a game scene, for implementing the method for displaying the game scene, is further 

provided. As shown in FIG. 13, the apparatus includes: 

a first display unit 1302 configured to display a first game scene of a first user 

account in a target game, where at least two user accounts participate in the target game, the at least 
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two user accounts include the first user account, and an account identification of at least one 

additional user account is displayed in the first game scene; and 

a second display unit 1304 configured to display, in response to a selection operation 

triggered on an account identification of a second user account among the at least one additional 

user account, a second game scene of the second user account in the target game within the first 

game scene, where a display area of the second game scene is less than a display area of the first 

game scene. 

[0095] In this embodiment, the apparatus for displaying a game scene can be applied to such 

as, but not limited to, a game process to control display of the game scene, e.g., to display a process 

screen (the first game scene) of the first user account in the target game on a target client of the first 

user account, and when a selection operation is acquired from the account identification of the 

second user account in the first game scene, display, in response to the selection operation, a 

process screen (the second game scene) of the second user account in the target game within the 

first game scene in the form of PIP. 

[0096] In this embodiment, the target game can be, but not limited to, a 

cooperative/confrontational game in which multiple user accounts participate. Taking the 

cooperative game as an example, multiple user accounts participating in the same target game are in 

the same faction and jointly complete a first virtual task in the form of cooperation. Taking the 

confrontational game as another example, multiple user accounts participating in the same target 

game are divided into at least two factions and complete a second virtual task in the form of 

confrontation. 

[0097] In this embodiment, the first game scene may be, but not limited to, a game scene 

under a viewing angle of the first user account, and the second game scene may be, but not limited 

to, a game scene under a viewing angle of the second user account; or the first game scene may be, 

but not limited to, a game scene with the virtual object controlled by the first user account as the 

center, and the second game scene may be, but not limited to, a game scene with the virtual object 

controlled by the second user account as the center; or the first game scene/second game scene may 

be, but not limited to, game scenes of the same type, such as the game scene of a combat readiness 

interface. 

[0098] In this embodiment, the display area of the second game scene is less than the display 

area of the first game scene, that is, the second game scene may belong to the first game scene, or 

the second game scene may be a sub-scene of the first game scene, which is not limited herein. 

Since the display area of the second game scene is less than the display area of the first game scene, 
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thus a viewer can acquire game information of the first user account and the second user account in 

a target game at the same time when the second game scene and the first game scene are displayed 

simultaneously, which can improve user's game experience no matter in terms of comparing game 

information of different user accounts, or in terms of improving the execution efficiency of a virtual 

task with more diverse game information. 

[0099] It should be noted that, by using the display mode of PIP, the game scenes of multiple 

user accounts can be displayed at the same time in the game process, thus improving the display 

diversity of the game scene. In this way, the use of more diverse display modes can not only 

improve the display fullness of the game scene, but also provide the user with more comprehensive 

reference information, which improves the user's game experience. 

[00100] The specific embodiment may be referenced to the example shown in the apparatus for 

displaying the game scene, and details are not described herein again in this example. 

[00101] According to the embodiment of this application, a first game scene of a first user 

account in a target game can be displayed, where at least two user accounts participate in the target 

game, the at least two user accounts include the first user account, and an account identification of 

at least one additional user account is displayed in the first game scene; and in response to a 

selection operation triggered on an account identification of a second user account among the at 

least one additional user account, a second game scene of the second user account in the target 

game is displayed in the first game scene, where a display area of the second game scene is less 

than a display area of the first game scene. By using the display mode of PIP, game scenes of 

multiple user accounts are displayed at the same time during the game, which achieves the purpose 

of improving the display fullness of the game scene using more diverse display modes, and realizes 

the technical effect of improving the display diversity of the game scene. 

[00102] As an embodiment, the first display unit 1302 includes: a first display module 

configured to display the second game scene within a first region associated with the account 

identification of the second user account. 

[00103] The apparatus further includes: a third display unit configured to display, in response 

to a selection operation triggered on an account identification of a third user account among the at 

least one additional user account, a third game scene of the third user account in the target game 

within a second region associated with the account identification of the third user account after 

displaying the second game scene of the second user account in the target game within the first 

game scene, where the first region is different from the second region. 
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[00104] The specific embodiment may be referenced to the example shown in the apparatus for 

displaying the game scene, and details are not described herein again in this example. 

[00105] As an embodiment, the first display unit 1302 includes: a second display module 

configured to display the second game scene within a target region. 

[00106] The apparatus further includes: a fourth display unit configured to display, in response 

to a selection operation triggered on an account identification of the third user account among the at 

least one additional user account, a third game scene of the third user account in the target game 

within the target region after displaying the second game scene of the second user account in the 

target games within the first game scene. 

[00107] The specific embodiment may be referenced to the example shown in the apparatus for 

displaying the game scene, and details are not described herein again in this example. 

[00108] As an embodiment, the apparatus includes: 

an adjustment unit configured to adjust, in response to an adjustment operation on 

the second game scene, a display shape of the second game scene after displaying the second game 

scene of the second user account in the target game within the first game scene. 

[00109] The specific embodiment may be referenced to the example shown in the method for 

displaying the game scene, and details are not described herein again in this example. 

[00110] As an embodiment, the adjustment unit includes: 

a first adjustment module configured to shrink, in response to a first adjustment 

operation on the second game scene, the display area of the second game scene, where when the 

display area of the second game scene is less than or equal to a hidden threshold, the second game 

scene is hidden; and 

a second adjustment module configured to expand, in response to a second 

adjustment operation on the second game scene, the display area of the second game scene to a 

target display area, where the target display area is equal to the display area of the first game scene. 

[00111] The specific embodiment may be referenced to the example shown in the method for 

displaying the game scene, and details are not described herein again in this example. 

[00112] As an embodiment, the second display unit 1304 includes: 

a third display module configured to display the second game scene and key 

information in the first game scene, where the key information includes at least one of the following: 
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real-time game information of the second user account in the target game and historical game 

information of the second user account in a game joined before. 

[00113] The specific embodiment may be referenced to the example shown in the method for 

displaying the game scene, and details are not described herein again in this example. 

[00114] As an embodiment, the apparatus includes: 

a first acquisition unit configured to acquire a target pressing operation triggered on 

an account identification of the second user account before the display, in response to a selection 

operation triggered on an account identification of a second user account among the at least one 

additional user account, a second game scene of the second user account in the target game within 

the first game scene; and 

a second acquisition unit configured to acquire, when an operation duration of the 

target pressing operation reaches a target threshold, a first selection operation with the account 

identification of the second user account as an operation object before the display, in response to a 

selection operation triggered on an account identification of a second user account among the at 

least one additional user account, a second game scene of the second user account in the target 

game within the first game scene, where the first selection operation includes a selection operation 

triggered on the account identification of the second user account. 

[00115] The specific embodiment may be referenced to the example shown in the method for 

displaying the game scene, and details are not described herein again in this example. 

[00116] As an embodiment, the apparatus includes: 

a hiding unit configured to hide a second game scene when the target pressing 

operation is ended after acquiring a first selection operation with the account identification of the 

second user account as an operation object; or 

a third acquisition unit configured to acquire, when the target pressing operation is 

not ended and the operation object of the target pressing operation is switched from the account 

identification of the second user account to an account identification of a fourth user account, a 

second selection operation with the account identification of the fourth user account as the operation 

object after the acquire a first selection operation with the account identification of the second user 

account as an operation object; and a fifth display unit configured to display, in response to the 

second selection operation, a fourth game scene of the fourth user account in the target game within 

the first game scene, where the at least one additional user account includes the fourth user account, 

and a display area of the fourth game scene is less than the display area of the first game scene. 
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[00117] The specific embodiment may be referenced to the example shown in the method for 

displaying the game scene, and details are not described herein again in this example. 

[00118] As an embodiment, the first display unit 1302 includes: a third display module 

configured to display a game scene including layout information of a first virtual element about 

selected by the first user account, where the first virtual element is used for participating in the 

target game. 

[00119] The second display unit 1304 includes: a fourth display module configured to display, 

in response to the selection operation triggered on the account identification of the second user 

account, the second game scene in the first game scene, where layout information of a second 

virtual element selected by the second user account is displayed in the second game scene, and the 

second virtual element is used for participating in the target game. 

[00120] The specific embodiment may be referenced to the example shown in the method for 

displaying the game scene, and details are not described herein again in this example. 

[00121] As an embodiment, the first display unit 1302 includes: a fifth display module 

configured to display a game scene of the target game under a viewing angle of the first user 

account. 

[00122] The second obtaining unit 1304 includes: a sixth display module configured to display, 

in response to the selection operation triggered on the account identification of the second user 

account, a game scene of the target game under a viewing angle of the second user account in the 

first game scene. 

[00123] The specific embodiment may be referenced to the example shown in the method for 

displaying the game scene, and details are not described herein again in this example. 

[00124] As an embodiment, the first display unit 1302 includes: a seventh display module 

configured to display an action scene of a first virtual object controlled by the first user account in a 

virtual scenario of the target game. 

[00125] The second display unit 1304 includes: an eighth display module configured to display, 

in response to the selection operation triggered on the account identification of the second user 

account, an action scene of a second virtual object controlled by the second user account in the 

virtual scenario in the first game scene. 

[00126] The specific embodiment may be referenced to the example shown in the method for 

displaying the game scene, and details are not described herein again in this example. 



 24  

[00127] According to yet another aspect of the embodiments of this application, an electronic 

device for implementing the method for displaying the game scene is further provided. As shown in 

FIG. 14, the electronic device includes a memory 1402 and a processor 1404, where a computer 

program is stored in the memory 1402, and the processor 1404 is set to perform the steps of any one 

of the method embodiments through the computer program. 

[00128] In this embodiment, the electronic device may be located in at least one of a plurality 

of network devices in a computer network. 

[00129] A person of ordinary skill in the art may understand that, the structure shown in FIG. 

14 is only illustrative. The electronic apparatus may be a terminal device such as a smartphone 

(such as an Android mobile phone or an iOS mobile phone), a tablet computer, a palmtop computer, 

a mobile Internet device (MID), or a PAD. FIG. 14 does not limit the structure of the electronic 

device. For example, the electronic device may further include more or less components (for 

example, a network interface and a display apparatus) than those shown in FIG. 14, or has a 

configuration different from that shown in FIG. 14. 

[00130] The memory 1402 may be configured to store a software program and a module, for 

example, a program instruction/module corresponding to a method and an apparatus for displaying 

the game scene in the embodiments of this application, and the processor 1404 performs various 

functional applications and data processing by running a software program and a module stored in 

the memory 1402, that is, implements the method for displaying the game scene. The memory 1402 

may include a high-speed random memory, and may also include a non-volatile memory, for 

example, one or more magnetic storage apparatuses, a flash memory, or another nonvolatile 

solid-state memory. In some embodiments, the memory 1402 may further include memories 

remotely disposed relative to the processor 1404, and the remote memories may be connected to a 

terminal through a network. Examples of the network include, but are not limited to, the Internet, an 

intranet, a local area network, a mobile communication network, and a combination thereof. The 

memory 1402 may be specifically used to, but not limited to, store information such as the first 

game scene and the second game scene. Exemplarily, as shown in FIG. 14, the memory 1402 may 

include, but not limited to, a first display unit 1302 and a second display unit 1304 in the apparatus 

for displaying a game scene. In addition, the memory may further include but not limited to other 

module units in the apparatus for displaying the game scene, which will not be elaborated in this 

example. 

[00131] In an embodiment, the transmission device 1406 is configured to receive or transmit 

data via a network. Specific examples of the network include a wired network and a wireless 
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network. In an example, the transmission device 1406 includes a network interface controller (NIC). 

The NIC may be connected to another network device and a router by using a network cable, so as 

to communicate with the Internet or a local area network. In an example, the transmission device 

1406 is a radio frequency (RF) module, which communicates with the Internet in a wireless manner. 

[00132] The electronic device further includes: a display 1408 configured to display the 

information such as the first game scene and the second game scene; and a connecting bus 1410, 

configured to connect various module parts in the electronic device. 

[00133] In other embodiments, the terminal device or server may be a node in a distributed 

system, where the distributed system may be a blockchain system, and the blockchain system may 

be a distributed system formed by connecting a plurality of nodes through network communication. 

Nodes form peer to peer (P2P) network may be formed between nodes, any form of device, such as 

the server, the terminal and other electronic devices, may be added to the P2P network to become 

one node in the blockchain system. 

[00134] The sequence numbers of the foregoing embodiments of this application are merely for 

description purpose but do not imply the preference among the embodiments. 

[00135] It should be noted that, the computer system of the electronic device shown in FIG. 9 

is merely an example, and does not constitute any limitation on functions and use ranges of the 

embodiments of this application. 

[00136] According to the embodiment of this application, the process described in the 

flowcharts of the methods may be implemented as a computer software program. For example, the 

embodiment of this application includes a computer program product, the computer program 

product including a computer program and/or instruction carried on a computer-readable medium, 

the computer program and/or instruction including a program code used for performing the methods 

shown in the flowcharts. In such an embodiment, the computer program may be downloaded and 

installed from a network through the communication part 909, and/or installed from the removable 

medium 911. When being executed by the CPU, the computer program performs various functions 

defined in the system of this application. 

[00137] According to one aspect of this application, a computer-readable storage medium is 

provided and configured to store a computer program including a computer instruction, a processor 

of a computer device reads the computer instruction from the computer-readable storage medium, 

and the processor executes the computer instruction to cause the computer device to implement the 

methods provided in the various implementations described above. 
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[00138] In this embodiment, a person of ordinary skill in the art can understand that, all or 

some steps in the methods in the foregoing embodiments may be performed by a program 

instructing related hardware of a terminal device. The program may be stored in a 

computer-readable storage medium. a flash drive, a Read-Only Memory (ROM), a Random Access 

Memory (RAM), a magnetic disk, an optical disc, and the like. 

[00139] The sequence numbers of the foregoing embodiments of this application are merely for 

description purpose but do not imply the preference among the embodiments. 

[00140] When the integrated unit in the foregoing embodiments is implemented in a form of a 

software functional unit and sold or used as an independent product, the integrated unit may be 

stored in the foregoing computer-readable storage medium. Based on such understanding, the 

technical solutions of this application essentially, or the part contributing to the related art, or all or 

some of the technical solutions may be implemented in a form of a software product. The computer 

software product is stored in a storage medium and includes several instructions for instructing one 

or more computer devices (which may be a personal computer, a server, a network device, and the 

like) to perform all or some of the steps of the methods described in the embodiments of this 

application. 

[00141] In the foregoing embodiments of this application, the descriptions of the embodiments 

have respective focuses. For a part that is not described in detail in an embodiment, refer to related 

descriptions in other embodiments. 

[00142] In the several embodiments provided in this application, it is to be understood that, the 

disclosed client may be implemented in another manner. The apparatus embodiments described 

above are merely exemplary. For example, the division of the units is merely the division of logic 

functions, and may use other division manners during actual implementation. For example, a 

plurality of units or components may be combined, or may be integrated into another system, or 

some features may be omitted or not performed. In addition, the coupling, or direct coupling, or 

communication connection between the displayed or discussed components may be the indirect 

coupling or communication connection by means of some interfaces, units, or modules, and may be 

electrical or of other forms. 

[00143] The units described as separate components may or may not be physically separated, 

and the components displayed as units may or may not be physical units, and may be located in one 

place or may be distributed over a plurality of network units. Some or all of the units may be 

selected according to actual needs to achieve the objectives of the solutions of the embodiments. 



 27  

[00144] In addition, functional units in the embodiments of this application may be integrated 

into one processing unit, or each of the units may be physically separated, or two or more units may 

be integrated into one unit. The integrated unit may be implemented in the form of hardware, or 

may be implemented in a form of a software functional unit. 

[00145] The above descriptions are merely exemplary implementations of this application. It 

should be noted that, a person of ordinary skill in the art may further make various improvements 

and refinements without departing from the spirit of this application. All such modifications and 

refinements should also be deemed to be covered by the protection scope of this application. 
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CLAIMS 

1. A method for displaying a game scene performed by an electronic device, the method 

comprising: 

displaying a first game scene of a first user account in a target game, wherein at least two user 

accounts participate in the target game, the at least two user accounts comprise the first user account 

and at least one additional user account, and an account identification of the at least one additional 

user account is displayed in the first game scene; and 

in response to a selection operation triggered on an account identification of a second user 

account among the at least one additional user account, displaying a second game scene of the 

second user account in the target game within the first game scene, wherein a display area of the 

second game scene is less than a display area of the first game scene. 

2. The method according to claim 1, wherein  

the displaying the second game scene of the second user account in the target game within the 

first game scene comprises: displaying the second game scene within a first region associated with 

the account identification of the second user account; and 

after displaying the second game scene of the second user account target in the target game 

within the first game scene, the method further comprises: in response to a selection operation 

triggered on an account identification of a third user account among the at least one additional user 

account, displaying a third game scene of the third user account in the target game within a second 

region associated with the account identification of the third user account, wherein the first region is 

different from the second region. 

3. The method according to claim 1, wherein 

the displaying the second game scene of the second user account in the target game within the 

first game scene comprises: displaying the second game scene within a target region; and 

after displaying the second game scene of the second user account in the target game within 

the first game scene, the method further comprises: in response to a selection operation triggered on 

an account identification of a third user account among the at least one additional user account, 

displaying a third game scene of the third user account in the target game within the target region. 

4. The method according to claim 1, wherein after displaying the second game scene of the 

second user account in the target game within the first game scene, the method further comprises: 

in response to an adjustment operation on the second game scene, adjusting a display shape of 
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the second game scene. 

5. The method according to claim 4, wherein the in response to the adjustment operation on the 

second game scene, adjusting the display shape of the second game scene comprises: 

in response to a first adjustment operation on the second game scene, shrinking the display 

area of the second game scene, wherein when the display area of the second game scene is less than 

or equal to a hidden threshold, the second game scene is hidden; and 

in response to a second adjustment operation on the second game scene, expanding the display 

area of the second game scene to a target display area, wherein the target display area is equal to the 

display area of the first game scene. 

6. The method according to claim 1, wherein the displaying the second game scene of the 

second user account in the target game within the first game scene comprises: 

displaying the second game scene and key information within the first game scene, wherein the 

key information comprises at least one of the following: real-time game information of the second 

user account in the target game and historical game information of the second user account in a 

game joined before. 

7. The method according to claim 1, wherein before in response to the selection operation 

triggered on the account identification of the second user account among the at least one additional 

user account, displaying the second game scene of the second user account in the target game 

within the first game scene, the method further comprises: 

acquiring a target pressing operation triggered on the account identification of the second user 

account; and 

when an operation duration of the target pressing operation reaches a target threshold, 

acquiring a first selection operation with the account identification of the second user account as an 

operation object, wherein the first selection operation comprises a selection operation triggered on 

the account identification of the second user account. 

8. The method according to claim 7, wherein after acquiring the first selection operation with 

the account identification of the second user account as the operation object, the method further 

comprises: 

hiding the second game scene when the target pressing operation is ended; or 

when the target pressing operation is not ended and the operation object of the target pressing 

operation is switched from the account identification of the second user account to an account 
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identification of a fourth user account, acquiring a second selection operation with the account 

identification of the fourth user account as the operation object; and in response to the second 

selection operation, displaying a fourth game scene of the fourth user account in the target game 

within the first game scene, wherein the at least one additional user account comprises the fourth 

user account, and a display area of the fourth game scene is less than the display area of the first 

game scene. 

9. The method according to any one of claims 1 to 8, wherein 

the displaying the first game scene of the first user account in the target game comprises: 

displaying a game scene including layout information of a first virtual element selected by the first 

user account, wherein the first virtual element is used for participating in the target game; and 

the in response to the selection operation triggered on the account identification of the second 

user account among the at least one additional user account, displaying the second game scene of 

the second user account in the target game within the first game scene comprises: in response to the 

selection operation triggered on the account identification of the second user account, displaying the 

second game scene within the first game scene, wherein layout information of a second virtual 

element selected by the second user account is displayed in the second game scene, and the second 

virtual element is used for participating in the target game. 

10. The method according to any one of claims 1 to 8, wherein 

the displaying the first game scene of the first user account in the target game comprises: 

displaying a game scene of the target game under a viewing angle of the first user account; and 

the in response to the selection operation triggered on the account identification of the second 

user account among the at least one additional user account, displaying the second game scene of 

the second user account in the target game within the first game scene comprises: in response to the 

selection operation triggered on the account identification of the second user account, displaying a 

game scene of the target game under a viewing angle of the second user account within the first 

game scene. 

11. The method according to any one of claims 1 to 8, wherein 

the displaying the first game scene of the first user account in the target game comprises: 

displaying an action scene of a first virtual object controlled by the first user account in a virtual 

scenario of the target game; and 

the in response to the selection operation triggered on the account identification of the second 

user account among the at least one additional user account, displaying the second game scene of 
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the second user account in the target game within the first game scene comprises: in response to the 

selection operation triggered on the account identification of the second user account, displaying an 

action scene of a second virtual object controlled by the second user account in the virtual scenario 

within the first game scene. 

12. An apparatus for displaying a game scene, comprising: 

a first display unit configured to display a first game scene of a first user account in a target 

game, wherein at least two user accounts participate in the target game, the at least two user 

accounts comprise the first user account and at least one additional user account, and an account 

identification of the at least one additional user account is displayed in the first game scene; and 

a second display unit configured to, in response to a selection operation triggered on an 

account identification of a second user account among the at least one additional user account, 

display a second game scene of the second user account in the target game within the first game 

scene, wherein a display area of the second game scene is less than a display area of the first game 

scene. 

13. A computer-readable storage medium storing a computer program, the computer program, 

when executed by a processor of a computer device, enabling the processor to implement the 

method according to any one of claims 1 to 11. 

14. A computer program product, comprising a computer program and/or instruction, the 

computer program and/or instruction, when executed by a processor of a computer device, 

implementing the method according to any one of claims 1 to 11. 

15. An electronic device, comprising a memory and a processor, the memory storing a 

computer program, the processor being configured to execute the computer program to perform the 

method according to any one of claims 1 to 11.  


