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Display an arena entrance of a qualifying mode

/

In response to a trigger operation on the arena entrance, control a
virtual character of a user account to participate in a qualifying match.

h J

In response to successfully participating in the qualifying match,
display a journey value obtained in a current season during
participating in the qualifying match

h J

In response to that the journey value reaches a level threshold, display
an obtained season reward corresponding to the level threshold.

FIG. 3

Display an arena entrance of a qualifying mode

/

In response to a trigger operation on the arena entrance, control a
virtual character of a user account to participate in a qualifying match.

) J

In response to successfully participating in the qualifying match,
display a sum of journey values obtained in the current season during
participating in at least one qualifying match; and/or, display a single
journey value obtained in the current season during participating in a

single qualifying match

) J

In response to that the journey value reaches a level threshold, display
an obtained season reward corresponding to the level threshold.

FIG. 4
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Display an arena entrance of a qualifying mode

i

In response to a trigger operation on the arena entrance, control a
virtual character of a user account to participate in a qualifying match

l

Upon successfully participating, display a journey value obtained at a
current season during participating in the qualifying match

i

When the journey value reaches the level threshold, display at least
one of a virtual ranking coin, a virtual season badge, and a virtual
appearance reward corresponding to the level threshold

FIG. 10
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