USER INTERFACE DISPLAY METHOD, APPARATUS, DEVICE,
MEDIUM, AND PROGRAM PRODUCT

RELATED APPLICATION

[0001] This application claims priority to Chinese Patent Application No. 202111504223.8,
entitled "USER INTERFACE DISPLAY METHOD, APPARATUS, DEVICE, MEDIUM, AND
PROGRAM PRODUCT" filed on December 10, 2021, which is incorporated by reference in its

entirety.

FIELD OF THE TECHNOLOGY

[0002] Embodiments of this application relate to the field of man-machine interaction, and

in particular, to a user interface display method, apparatus, device, medium, and program product.

BACKGROUND OF THE DISCLOSURE

[0003] A Dbattle game is a game where a plurality of user accounts compete in a same scene.
Optionally, the battle game may be a Multiplayer Online Battle Arena Games (MOBA).

[0004] In a typical MOBA game, many auxiliary system, such as a virtual mall, a virtual
backpack, personal information, a virtual collection, and a season journey, may often be designed.
Meanwhile, to increase players' participation degree in the game, a variety of game modes are often
set in the game, such as a matching mode, a ranking mode, a peak mode, and an entertainment

mode.

[0005] However, in the ranking mode of the MOBA game, there is only a mechanism to
reward and punish players simply by winning and losing. As a result, the players participating in the
ranking mode face a great competitive pressure, rendering a decrease in the number of players
participating in the ranking mode, so that server resources corresponding to the ranking mode

cannot be effectively utilized.

SUMMARY

[0006] This application provides a user interface display method, apparatus, device, medium,
and program product, facilitating effective usage of the server resources corresponding to the

ranking mode. The technical solutions are as follows:

[0007] according to one aspect of this application, a user interface display method is

provided. The method includes:



[0008] displaying an arena entrance of a qualifying mode, the qualifying mode being one of
at least two match modes provided by a client, and the qualifying mode being an arena mode for

determining a gaming competence rank of a user account in a ranking list;

[0009] in response to a trigger operation on the arena entrance, controlling a virtual

character of the user account to participate in a qualifying match of the qualifying mode;

[0010] in response to successfully participating in the qualifying match, displaying a
journey value obtained in a current season during participating in the qualifying match, the journey
value being a numeral value related to times of participating in qualifying matches in the current

season by the user account; and

[0011] in response to that the journey value reaches a level threshold, displaying an obtained

journey reward corresponding to the level threshold.

[0012] According to another aspect of this application, a user interface display apparatus is

provided, including:

[0013] a display module, configured to display an arena entrance of a qualifying mode, the
qualifying mode being one of at least two match modes provided by the client, and the qualifying
mode being an arena mode for determining a gaming competence rank of a user account in a

ranking list;

[0014] a man-machine interaction module, configured to, in response to a trigger operation
on the arena entrance, control a virtual character of the user account to participate in a qualifying

match of the qualifying mode;

[0015] the display module, configured to, in response to  successfully participating in the
qualifying match, display a journey value obtained in a current season during participating in the
qualifying match, the journey value being a numeral value related to times of participating in

qualifying matches in the current season by the user account; and

[0016] the display module, configured to, in response to that the journey value reaches a

level threshold, display an obtained journey reward corresponding to the level threshold.

[0017] According to another aspect of this application, a computer device is provided, and
the computer device includes: a processor and a memory, the memory storing at least one computer
instruction, and the at least one computer instruction being loaded and executed by the processor to

implement the user interface display method according to the aspects above.



[0018] According to another aspect of this application, a computer storage medium is
provided; the computer-readable storage medium stores at least one computer instruction, the at
least one computer instruction being loaded and executed by a processor to implement the user

interface display method according to the aspects above.

[0019] According to another aspect of this application, a computer program product is
provided, including a computer instruction stored in a computer-readable storage medium; and the
computer instruction being read and executed, by a processor of a computer device, from the
computer-readable storage medium, so that the computer device executes the user interface display

method according to the aspects above.

[0020] The technical solutions provided in this application have at least the following

beneficial effects:

[0021] displaying an arena entrance of a qualifying mode; by triggering the arena entrance,
controlling a virtual character of a user account to participate in a qualifying match; in response to
successfully participating in the qualifying match, displaying a journey value obtained in a current
season during participating in the qualifying match; and in response to that the journey valve
reaches a level threshold, displaying an obtained journey reward corresponding to the level
threshold. In this application, controlling the virtual character of the user account to participate in
the qualifying match in the current season can obtain an additional journey reward in the current
season, to form an additional reward system exclusive to the qualifying match. By providing the
additional exclusive reward, the participation rate of a user is improved, so as to increase the

resource utilization rate of the server.

BRIEF DESCRIPTION OF THE DRAWINGS

[0022] FIG. 1 is a schematic diagram of a season journey page according to an exemplary

embodiment of this application.

[0023] FIG. 2 is a structural block diagram of a computer system according to an exemplary

embodiment of this application.

[0024] FIG. 3 is a flowchart of a user interface display method according to an exemplary

embodiment of this application.

[0025] FIG. 4 is a flowchart of a user interface display method according to an exemplary

embodiment of this application.



[0026] FIG. 5 is a schematic diagram of a settlement interface according to an exemplary

embodiment of this application.

[0027] FIG. 6 is a schematic diagram of a season activity page according to an exemplary

embodiment of this application.

[0028] FIG. 7 is a schematic diagram of a season activity page according to an exemplary
embodiment of this application.

[0029] FIG. 8 is a schematic diagram of a season activity page according to an exemplary

embodiment of this application.

[0030] FIG. 9 is a schematic diagram of a season activity page according to an exemplary

embodiment of this application.

[0031] FIG. 10 is a flowchart of a user interface display method according to an exemplary

embodiment of this application.

[0032] FIG. 11 is a schematic diagram of a ranking mall page according to an exemplary

embodiment of this application.

[0033] FIG. 12 is a schematic diagram of an account information page according to an

exemplary embodiment of this application.

[0034] FIG. 13 is a schematic diagram of a virtual collection page according to an

exemplary embodiment of this application.

[0035] FIG. 14 is a block diagram of a user interface display apparatus according to an

exemplary embodiment of this application.

[0036] FIG. 15 is a schematic structural diagram of a computer device according to an

exemplary embodiment of this application.

DESCRIPTION OF EMBODIMENTS

[0037] An embodiment of this application provides a technical solution of a user interface
display method.
[0038] Exemplarily, the game includes multiple game modes, such as a matching contest, a

qualifying, a peak contest, and an entertainment contest.

[0039] An arena entrance of the qualifying mode is displayed on the user interface; the user

triggers the arena entrance of the qualifying mode to display a game interface corresponding to the



qualifying. The client controls the virtual character of the user account to participate in the

qualifying match.

[0040] In response to that the user account successfully participates in the qualifying match
of the qualifying mode, display a journey value obtained by the user account in a current season
during participating in the qualifying match, the journey value being a numeral value related to
times of participating in qualifying matches in the current season by the user account; and in
response to that the journey value reaches a level threshold, display an obtained journey reward

corresponding to a level threshold.

[0041] Optionally, the journey reward includes: at least one of the virtual ranking coin,
virtual season badge, and virtual appearance reward, but is not limited to this, which is not limited

by this application embodiment herein.

[0042] As shown in FIG. 1, the season journey page displays the total amount of the ranking
coins 20 obtained by the user account during the current season. For example, this page displays
that the total amount of the ranking coins 20 obtained by the user account is 12223. The journey
value 10 obtained by the user account in the current season is displayed in the season journey page.
For example, the total number of the journey value 10 obtained by user account in the current
season in this page is 88888. Levels 1-10 in the season journey page respectively represent a season
journey level. When the journey value reaches a level threshold corresponding to a level, the user
account obtains a journey reward 30 corresponding to the level threshold. For example, a check
mark displayed on the journey reward corresponding to level 1 is used for indicating that the user

account has successfully received the journey reward 30 corresponding to level 1.

[0043] Exemplarily, in response to that the user account successfully participates in the
qualifying match of the qualifying mode, display the sum of the journey values 10 obtained in the
current season during participating in at least one qualifying match of the qualifying mode on the
settlement interface. Or, in response to that the user account successfully participates in the
qualifying match of the qualifying mode, display the entrance of the season activity page in the
current season; the entrance of the season activity page displays the sum of the journey values 10
obtained in the current season during participating in at least one qualifying match of the qualifying

mode.

[0044] Exemplarily, in response to that the user account successfully participates in the first
n qualifying matches of the qualifying mode in the first duration of the current season, display an
addition journey value obtained in the first duration during participating in the qualifying match of

the qualifying mode, n being a positive integer.



[0045] For example, during the weekend, the obtained journey value in the first three
qualifying matches participated in by the user account in the current season has an addition effect.
That is, the first three qualifying matches participated in by the user account in the current season

can obtain more journey values.

[0046] Exemplarily, based on that the user account successfully participates in the
qualifying match of the qualifying mode in the second duration, determine the hidden credits; and in
response to that the user account participates in the qualifying match of the qualifying mode in the
second duration and wins in the qualifying match, determine a third quantity of the hidden credits;
and in response to that the user account participates in the qualifying match of the qualifying mode
in the second duration and loses in the qualifying match, determine a fourth quantity of the hidden
credits, the third quantity being less than the fourth quantity; based on the hidden credit, determine a
session number n of the qualifying match that obtains the addition journey value in the first

duration.

[0047] For example, in response to that the user account participates in the qualifying match
of the qualifying mode in the second duration, and wins in the qualifying match, the user account
obtains 5 credits; in response to that the user account participates in the qualifying match of the
qualifying mode in the second duration and loses in the qualifying match, the user account obtains
15 credits; every time when the credits exceed 30 points, one qualifying match with the addition

journey value can be obtained in the first duration.

[0048] Exemplarily, display the exclusive ranking mall entrance of the qualifying mode; by
trigging the entrance of the ranking mall, display a mall interface of the ranking mall exclusive to
the qualifying mode, and the mall interface includes at least one virtual item purchasable using the

virtual ranking coin.

[0049] Optionally, the virtual appearance reward includes at least one of a virtual profile
photo, a virtual expression, virtual skin, a return-to-city special effect, a home-guard special effect
and a virtual team flag, but is not limited to this, which is not limited by this application

embodiment herein.

[0050] Exemplarily, display the entrance of the personal information of the user account; by
triggering the entrance of the personal information, display an account information page of the user
account, and display, in the account information page, the virtual season badge obtained by the user

account in the current season.



[0051] Exemplarily, display an entrance of a virtual collection exclusive to the qualifying
mode; by triggering the entrance of the virtual collection, display the virtual appearance reward
obtained by the user account in the current season; and/or, display an exclusive virtual item
purchased by the user account using the virtual ranking coin; the exclusive virtual item is a virtual

item exclusive to the qualifying mode in the current season.

[0052] Exemplarily, display an entrance of a season activity page of the current season; and
by triggering the entrance of the season activity page of the current season, display the season
activity page, display, on the season activity page, the journey reward obtained by the user account

in the current season, and/or obtain the journey reward upon meeting a next level threshold.

[0053] Exemplarily, in response to that the user account has not yet participated in the
qualifying match in the first duration, display prompt information; the prompt information is used
for prompting the user account to participate in the qualifying match in the first duration. That is,
the prompt information is used for prompting the user account to participate in the qualifying match
in the first duration, so that an account activation in the first duration ensures the resource usage rate

of the server.

[0054] For example, if the user account does not participate in a qualifying match during the
first duration of the current season, the server sends prompt information to the terminal for
indicating that the first duration of the user account in the current season is started. For example,
during the duration from 8:00 PM on Friday to 0:00 PM on Monday, the virtual character of the
user account may obtain 1.5 times of the journey value for the first 5 qualifying matches played. If
the user account does not participate in the qualifying match after 8:00 PM on Friday, the terminal

will receive prompt information.

[0055] As can be understood that the prompt information would only be received when the

client starts a terminal notification permission for the game.

[0056] In this application, the exclusive relationship between the qualifying mode and the
season is used; by participating in the qualifying match of the qualifying mode in the current season,
the additional journey reward is obtained in the current season, and the additional journey reward
obtained in the current season is displayed on the virtual collection page, the season activity page,
and the account information page, so that the user account links the qualifying mode to the virtual
mall, personal information, virtual collection, and season activity during the process of participating
in the qualifying match of the qualifying mode. In the embodiment of this application, controlling
the virtual character of the user account to participate in the qualifying match in the current season

can obtain an additional journey reward in the current season. By providing the additional exclusive
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reward, the participation rate of a user is improved, so as to increase the resource utilization rate of

the server.

[0057] FIG. 2 is a structural block diagram of a computer system according to an exemplary
embodiment of this application. The computer system 100 includes: a first terminal 110, a server

120, and a second terminal 130.

[0058] The first terminal 110 is mounted with and runs a client 111 that supports the virtual
environment; the client 111 may be a multi-player online battle program. when the first terminal
runs the client 111, a screen of the first terminal 110 displays the user interface of the client 111.
The client 111 may be any one of a big escape kill shooting game, a Virtual Reality (VR)
application program, an Augmented Reality (AR) program, a three-dimensional map program, a
virtual reality game, an Augmented Reality (AR) game, a First-Person Shooting Game (FPS), a
Third-Personal Shooting Game (TPS), a Multiplayer Online Battle Arena Games (MOBA), and a
Simulation Game (SLG). In this embodiment, the client 111 being the MOBA game is taken as an
example for explanation. The first terminal 110 is a terminal used by the first user 112. The first
user 112 uses the first terminal 110 to control activities of the first virtual character in the virtual
environment. The first virtual character can be called the virtual character of the first user 112. The
first user 112 can control the first virtual character to participate in at least one of multiple match
modes, which is not limited herein by this application. Exemplarily, the first virtual character is a

first virtual character, such as an emulation figure character or an animation figure character.

[0059] The second terminal 130 is mounted with and runs a client 131 that supports the
virtual environment; the client 131 may be a multi-player online battle program. When the second
terminal 130 runs the client 131, a screen of the second terminal 130 displays the user interface of
the client 131. The second terminal 130 is a terminal used by the second user 113. The second user
113 uses the second terminal 130 to control activities of the second virtual character in the virtual
environment and control the second virtual character to participate in at least one of the multiple
match modes. The second virtual character can be called the virtual character of the second user
113.

[0060] Optionally, the first virtual character and the second virtual character are located in
the same virtual environment. Optionally, the first virtual character and the second virtual character
may belong to a same alignment, a same team, or a same organization, have a friend relationship or
have a temporal communication authority. Optionally, the first virtual character and the second
virtual character may belong to different alignments, different teams, or different organizations, or

have an adversarial relationship.



[0061] Optionally, the clients mounted on the first terminal 110 and the second terminal 130
are the same or the clients mounted on two clients are the same type of clients on different operating
system platforms (Android or 10S). The first terminal 110 can refer to one of multiple terminals in
general, and the second terminal 130 can refer to another one of the multiple terminals in general.
This embodiment only takes the first terminal 110 and the second terminal 130 as examples for
explanation. The device types of the first terminal 110 and the second terminal 130 may be the same
or different. The device types include: at least one of a smart phone, a tablet computer, an E-book

reader, an MP3 player, an MP4 player, a laptop computer, or a desk computer.

[0062] FIG. 2 merely shows two terminals. However, multiple other terminals 140 exist in
different embodiments, and can access the server 120. Optionally, one or more terminals 140 also
existing are terminals corresponding to a developer. A client development and editing platform that
supports the virtual environment is installed on the terminal 140. The developer can edit and update
the client on the terminal 140, and transfer the updated client installation package to the server 120
through a wired or wireless network. The first terminal 110 and the second terminal 130 can

download the client installation package from the server 120 to update the client.

[0063] The first client 110, the second terminal 130, and other terminals 140 are connected

to the server 120 through the wired network or wireless network.

[0064] The server 120 includes at least one of a server, a plurality of servers, a cloud
computing platform, and a virtualization center. The server 120 is used for providing a background
service to a client that supports the three-dimensional virtual environment. Optionally, the server
120 undertakes main computing work, and the terminal undertakes secondary computing work; or
the server 120 undertakes the secondary computing work, and the terminal undertakes the main
computing work; or the server 120 and the terminal use a distributed computing architecture for

cooperative computing.

[0065] In an exemplary example, the server 120 includes a processor 122, a user account
database 123, a battle service module 124, and a user-facing Input/Output Interface (I/O interface)
125. The processor 122 is used for loading the instructions stored in the server 121 and processing
the data in the user account database 123 and the battle service module 124. The user account
database 123 is used for storing the data of the user account used by the first terminal 110, the
second terminal 130, and other terminals 140, such as the user account profile photo, the user
account nickname, the user account battle power index, and the service region where the user
account resides. The battle service module 124 is used for providing multiple battle rooms for the
users to battle, such as 1V1 battle, 3V3 battle, and 5V5 battle. The User-facing I/O interface 125 is
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used for establishing communication with the first terminal 110 and/or second terminal 130 over the

wireless or wired network to exchange data.

[0066] FIG. 3 is a flowchart of user interface display according to an exemplary
embodiment of this application. The method can be executed by the terminal in the system or the

client on the terminal as shown in FIG. 2. The method includes the following steps:
[0067] Step 302: Display an arena entrance of a qualifying mode.

[0068] The qualifying mode is one of at least two match modes provided by the client, and
the qualifying mode is an arena mode for determining a gaming competence rank of a user account
in a ranking list. That is, the gaming competence rank of the user account is determined according

to the performance and/or an arena result of the user account in the arena process.

[0069] Optionally, the gaming competence rank is a virtual level title that shows the
strength of the user account in the arena process. The gaming competence rank includes at least one
of a bronze grade, a silver grade, a gold grade, a platinum grade, a diamond grade, a strongest King

grade, and an Honor king grade, which is not limited in the embodiment of this application.

[0070] Optionally, the match mode provided by the client includes at least two of the
matching race, the qualifying, and the peak race, but is not limited to this, which is not limited by

this application embodiment herein.

[0071] The matching race refers to an arena mode for matching user accounts randomly for
the match.
[0072] The peak race refers to an arena mode for matching user accounts reaching the first

level for the match. For example, the first level can be set as the king level, that is, the user accounts

participating in the peak race are all at the king level.

[0073] Optionally, the arena entrance is the entrance control entering the arena match. The

user accounts can participate in the arena match by triggering the arena entrance.

[0074] Optionally, the arena entrance can be displayed at a game start interface or being
displayed at the mode selection interface, but is not limited to this, which is not limited by this

application embodiment herein.

[0075] Step 304: In response to a trigger operation on the arena entrance, control a

virtual character of a user account to participate in a qualifying match.
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[0076] Exemplarily, the user account may own multiple virtual characters; after triggering
the arena entrance of the qualifying mode, the client may control one virtual character of the user

account to participate in the qualifying match of the qualifying mode.

[0077] Step 306: In response to  successfully participating in the qualifying match,
display a journey value obtained in a current season during participating in the qualifying
match.

[0078] The journey value refers to an exclusive name of experiences or credits obtained by

the user account in the current season by participating in the qualifying match. The obtaining of the
journey value is related to the times of the user account to participate in the qualifying match in the
current season. For example, the user account can obtain a certain quantity of journey values for

each qualifying match.

[0079] The season refers to qualifying match duration that is opened for the user account to

participate in during a duration.

[0080] Exemplarily, the client controls the virtual character of the user account to
participate in the qualifying match of the qualifying mode; in response to that the user account
successfully participates in the qualifying match of the qualifying mode, display a journey value
obtained by the user account in the current season for participating in the qualifying match of the

qualifying mode.

[0081] Step 308: In response to that the journey value reaches a level threshold, display

an obtained journey reward corresponding to a level threshold.

[0082] Exemplarily, in response to that the user account successfully participates in the
qualifying match of the qualifying mode, display a journey value obtained by the user account in a
current season for participating in the qualifying match; in response to that the journey value
obtained by the user account reaches the level threshold set in the current season, the user account

obtains the journey reward corresponding to the level threshold.

[0083] The journey reward refers to an exclusive reward obtained by the user account in the

current season for participating in the qualifying mode.

[0084] The level threshold refers to the threshold corresponding to different journey levels
set in the current season. The journey level refers to that the entire journey of the current season is
divided into several levels, and each level corresponds to a different threshold. The journey level in
the current season corresponds to different level thresholds, and different level thresholds

correspond to different journey rewards.
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[0085] For example, the journey level in the current season is divided into ten levels, and
each level corresponds to a different level threshold, i.e., each level requires different journey
values. For example, the third level threshold is 100, that is, after the journey value obtained by the
user account through participating in the qualifying mode reaches 100, the user account can obtain

the journey reward corresponding to the third level threshold.

[0086] Optionally, the journey reward corresponding to the level threshold includes at least
one of the virtual ranking coin, virtual season badge, and virtual appearance reward, but is not

limited to this, which is not limited by this application embodiment herein.

[0087] The virtual ranking coin refers to a virtual coin exclusive to the qualifying mode

obtained by the user account in the current season through participating in the qualifying mode.

[0088] The virtual season badge refers to a virtual badge exclusive to the qualifying mode
obtained by the user account in journey reward of the current season through participating in the

qualifying mode.

[0089] The virtual appearance reward refers to a virtual appearance reward exclusive to the
qualifying mode obtained by the user account in the journey reward of the current season through

participating in the qualifying mode.

[0090] In conclusion, the method provided by this embodiment includes displaying the
arena entrance of the ranking mode; by triggering the arena entrance, controlling the virtual
character of the user account to participate in the qualifying match; in response to that the virtual
character successfully participates, displaying a journey value obtained at a current season during
participating in the qualifying match; in response to that the journey value reaches a level threshold,
displaying an obtained journey reward corresponding to a level threshold. In the embodiment of this
application, controlling the virtual character of the user account to participate in the qualifying
match in the current season can obtain an additional journey reward in the current season. By
providing the additional exclusive reward, the participation rate of a user is improved, so as to

increase the resource utilization rate of the server.

[0091] FIG. 4 is a flowchart of user interface display according to an exemplary
embodiment of this application. The method can be executed by the terminal in the system or the

client on the terminal as shown in FIG. 2. The method includes the following steps:

[0092] Step 402: Display an arena entrance of a qualifying mode.
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[0093] The qualifying mode is one of at least two match modes provided by the client, and
the qualifying mode is an arena mode for determining a gaming competence rank of a user account

in a ranking list.

[0094] Step 404: In response to a trigger operation on the arena entrance, control a

virtual character of a user account to participate in a qualifying match.

[0095] Exemplarily, by triggering the arena entrance of the qualifying mode by the user, the
client may control the virtual character of the user account to participate in the qualifying match of

the qualifying mode.

[0096] Optionally, the user account may own multiple virtual characters; after triggering the
arena entrance of the qualifying mode, the client may control one virtual character of the user

account to participate in the qualifying match of the qualifying mode.

[0097] Step 406: 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.

[0098] Exemplarily, the client controls the virtual character of the user account to
participate in the qualifying match of the qualifying mode; in response to that the virtual character
successfully participates in the single qualifying match of the qualifying mode, display a single
journey value obtained by the user account in the current season for participating in the qualifying
match of the qualifying mode. That is, each qualifying match of the current season corresponds to a
single journey value; display for the single journey value can enable the user to rapidly know the
journey value quantity obtained in the current qualifying match, to improve the broadcast efficiency
of the information. In response to that the virtual character successfully participates in multiple
qualifying matches of the qualifying mode, display a sum of journey values obtained by the user
account in the current season for participating in the qualifying match of the qualifying mode, i.e.,
when displaying the journey value, the sum of the journey values accumulated of all qualifying

matches corresponding to the current season can also be displayed.

[0099] For example, in response to that the virtual character successfully participates in
three qualifying matches of the qualifying mode, display a sum of the three journey values obtained
by the user account in the current season for participating in the qualifying matches of the

qualifying mode.
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[00100] In a possible implementation, in response to that the user account successfully
participates in at least one qualifying match of the qualifying mode, display the sum of the journey
values, at a settlement interface, and the journey reward received and the journey reward to be

received in the current season.

[00101] The settlement interface refers to an interface that is presented at the end of the
qualifying match in which the user account participates in to settle the score of this qualifying
match. Referring to FIG. 5, the settlement interface includes a journey value region 501 and a task
list region 502. The journey value region 501 displays the sum of the journey values obtained in the
current season during participating at least one qualifying match of the qualifying mode. The task
list region 502 displays a completed task, a received journey reward, and a journey reward to be

received.

[00102] For example, in response to that the user account participates in five qualifying
matches of the qualifying mode, display the sum of the journey values obtained in the current
season in the five qualifying matches participated in by the user account on the journey value region

501 on the settlement interface of the qualifying matches of the qualifying mode.

[00103] That is, after the user account completes a qualifying match, the sum of journey
values is displayed on the settlement interface corresponding to the qualifying match, so that the
user can quickly know the journey progress of the current season after completing the qualifying
match, without opening the corresponding season activity page of the journey for information
query, reducing the quantity of operations received by the terminal, and improving the efficiency of

man-computer interaction efficiency.

[00104] In a possible implementation, in response to that the user account successfully
participates in at least one qualifying match of the qualifying mode, as shown in FIG. 6, display the
entrance 601 of the season activity page in the current season, display the entrance 601 of the
season activity page at a left side of the user interface, and the season activity page entrance 601
displays the sum of the journey values obtained in the current season during participating in at least
one qualifying match of the qualifying mode, that is, displaying the sum of the journey values on

the season activity page entrance of the current season.

[00105] The season activity page entrance 601 refers to an entrance entering the current
season detailed information page, that is, the user can trigger the season activity page entrance 601

to display the detailed information of the current season journey.
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[00106] Optionally, the season activity page entrance 601 can be suspended in the shape of
circle, square, diamond and other shapes on at least one of the user main interface, the game mode
selection interface, and the qualifying match interface, but is not limited to this, which is not limited

by the embodiment of this application.

[00107] For example, in response to that the user account participates in five qualifying
matches of the qualifying mode, display, on the season activity page entrance 601, the sum of the
journey values obtained in the current season when the user account participates in the five

qualifying matches.
[00108] Exemplarily, the season activity page entrance has three expression forms.

[00109] Optionally, as shown in FIG. 7, it shows the expression form of the season activity
page entrance 700 when the user account has a reward to be received in the current season, that is,
the progress value of the journey value obtained by the user account in the current season is
displayed on the season activity page entrance 700 of the current season, and a special effect is

displayed at the season activity page entrance 700.

[00110] Optionally, the special effect of the season activity page entrance 700 includes, but
not limited to, at least one of the highlighting, bubble display and surround special effect, which is

not limited by the embodiment of this application herein.

[00111] Optionally, FIG. 8 shows a schematic expression mode of the season activity page
entrance 800 when the user account has no reward to be received in the current season, that is, only
the progress value of the journey value obtained in the current season is displayed on the season

activity page entrance 800.

[00112] Optionally, FIG. 9 shows the expression form of the season activity page entrance
900 when the user account receives all the rewards in the current season. The completion label is

displayed on the season activity page entrance 900 of the current season.

[00113] Exemplarily, by displaying the sum of the journey values on the season activity page
entrance, the user can quickly understand the progress of the journey in the current season without
entering the season activity page for information query, which improves the efficiency of user
information obtaining and reduces the data processing amount of the terminal for interaction

operations.

[00114] In a possible implementation, in response to that the user account participates in the
single qualifying match and wins in the single qualifying match, display a first quantity of the

journey values obtained in the current season during participating in the single qualifying match. In
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response to that the user account participates in the single qualifying match and loses in the single
qualifying match, display a second quantity of the journey values in the current season during
participating in the single qualifying match; the first quantity is less than or equal to the second
quantity. That is, by distinguishing the quantity of the journey values obtained between wins and
losses, the user is encouraged to win in the qualifying match, so that the user account can improve
the season journey level as soon as possible, thus reducing the overall data processing volume of the

Server.

[00115] For example, in response to that the client controls the virtual character of the user
account to participate in the qualifying match of the qualifying mode and in response to that the
virtual character wins in the qualifying match of the qualifying mode, the journey value obtained by
the user account in the current season is 30; in response to that the virtual character losses in the

single qualifying match, the journey value obtained by the user account in the current season is 20.

[00116] In a possible implementation, in response to that the virtual character successfully
participates in the qualifying match in a first duration of the current season, display an addition
journey value obtained in the first duration during participating in the qualifying match; the addition
journey value is greater than a single journey value obtained by the virtual character in a second
duration except the first duration, and the second duration is a duration in the current season except
the first duration. That is, the current season is divided by the first duration and the second duration,
and different journey value rewards are provided for different durations, so that the user activity can
be scheduled according to an actual demand, so as to load balance the server resources.

[00117] For example, in response to that the virtual character successfully participates in the
qualifying match of the qualifying mode in the first duration of the current season, the first duration
can be set as a weekend, that is, 1.5 times of the journey values can be obtained when the virtual

character participates in the qualifying match of the qualifying mode in the weekend duration of the

current season.

[00118] In a possible implementation, in response to that the qualifying matches participated
in by the user account are first n qualifying matches in the first duration of the current season,
display an addition journey value obtained in the first duration during participating in the qualifying

match, n being a positive integer.

[00119] For example, in response to that the user account successfully participates in the
qualifying match of the qualifying mode in the first duration of the current season, the first duration
can be set as a weekend, i.e., 1.5 times of the journey values can be obtained when the user account

participates in the front n qualifying matches of the qualifying mode in the weekend duration of the
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current season. In the weekend duration of the current season, the journey value obtained from the
qualifying matches after the first n qualifying matches of the qualifying mode is the same as that

obtained at the second duration.

[00120] Optionally, the n qualifying matches with an addition journey value may be only the
first n matches, or, may be set as random n matches within the first duration, but are not limited to

this, which is not limited herein by the embodiment of this application.

[00121] That is, setting some specified qualifying matches in the first duration obtains the
addition journey value, which improves the diversity of the journey value obtaining, so as to ensure

user activity and prevent the server resources from being wasted.

[00122] In a possible implementation, on the basis that the virtual character successfully
participates in the qualifying match in the second duration, determine a hidden credit; and based on
the hidden credit, determine a session number n of the qualifying match that obtains the addition

journey value in the first duration.

[00123] Optionally, in response to that the virtual character participates in the qualifying
match in the second duration and wins in the qualifying match, determine a third quantity of the
hidden credits; and in response to that the virtual character participates in the qualifying match in
the second duration and loses in the qualifying match, determine a fourth quantity of the hidden

credits; the third quantity is less than the fourth quantity.

[00124] The hidden credit is the credit determined by the performance of the virtual character
in the qualifying match in the second period, and the credit is not displayed on the user interface.

The setting of hidden credits in the qualifying match is shown in Table 1.

[00125] Exemplarily, as shown in Table 1, the virtual character participates in the qualifying
match of the qualifying mode in the second duration. In the second duration, 5 hidden credits can be
obtained upon each win of the qualifying match; 15 hidden credits can be obtained upon each loss
of the qualifying match. 30 hidden credits would be lost upon each up-level of the virtual character
in the qualifying match. At the same time, in the second duration, 10 hidden credits can be obtained
upon each participation of the qualifying match of the qualifying mode for the first time each day.
For example, if the hidden credit owned by the user account exceeds 30, one qualifying match with

the addition journey value can be obtained.

Table 1 Hidden credit table

Performance of virtual character Credit
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Win a qualifying match 5
Lose a qualifying match 15
Promote by one level -30
Log-in addition credit 10/day
[00126] In a possible implementation, in response to that the user account has not yet

participated in the qualifying match in the first duration, display prompt information; the prompt
information is used for prompting the user account to participate in the qualifying match in the first

duration.

[00127] For example, if the user account does not participate in a qualifying match during the
first duration of the current season, the server sends prompt information to the terminal for
indicating that the first duration of the user account in the current season is started. For example,
during the duration from 8:00 PM on Friday to 0:00 PM on Monday, the user account may obtain
1.5 times of the journey value for the first 5 qualifyings played. If the user account does not
participate in the qualifying match after 8:00 PM on Friday, the terminal will receive prompt

information.

[00128] That is, the quantity of matches that can obtain the addition journey value in the first
duration is determined by the participation condition of the qualifying matches in the second

duration, so as to improve the diversity of the quantity of matches.

[00129] As can be understood that the prompt information would only be received when the

client starts a terminal notification permission for the game.

[00130] Step 408: In response to that the journey value reaches a level threshold, display

an obtained journey reward corresponding to a level threshold.

[00131] Exemplarily, in response to that the user account successfully participates in the
qualifying match of the qualifying mode, display a journey value obtained by the user account in a
current season for participating in the qualifying match; in response to that the journey value
obtained by the user account reaches the level threshold set in the current season, the user account
obtains the journey reward corresponding to the level threshold.

[00132] Optionally, the journey reward corresponding to the level threshold includes at least
one of the virtual ranking coin, virtual season badge, and virtual appearance reward, but is not

limited to this, which is not limited by this application embodiment herein.
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[00133] In conclusion, the method provided by this embodiment includes displaying the
arena entrance of the ranking mode; by triggering the arena entrance, controlling the virtual
character of the user account to participate in the qualifying match; in response to that the virtual
character successfully participates, displaying a journey value obtained at a current season during
participating in the qualifying match; in response to that the journey value reaches a level threshold,

displaying an obtained journey reward corresponding to a level threshold.

[00134] The embodiment of this application provides the display position of the journey
value and the obtaining conditions of the journey values in different scenes; by controlling the
virtual character of the user account to participate in the qualifying match in the current season, in
response to that the user account participates in the qualifying match, it can additionally obtain an
additional journey reward. By providing the additional exclusive reward, the participation rate of

the user is improved, so as to increase the resource utilization rate of the server.

[00135] Based on the optional embodiment of FIG. 4, the current season provides a "happy
weekend" mode. The "happy weekend" mode refers to an activity mode that is timely and in a
time-limit manner opened in the current season . For example, in the current season, the "happy

weekend™" mode time is between 8:00 PM on Friday and 0:00 PM on Monday.

[00136] Exemplarily, in response to that the user account successfully participates in the
qualifying match in the "happy weekend" mode duration in the current season, display an addition
journey value obtained in the "happy weekend" mode duration during participating in the qualifying
match; the addition journey value is greater than a single journey value obtained by the user account

in a second duration except the "happy weekend" mode duration.

[00137] For example, in response to that the user account successfully participates in the
qualifying match of the qualifying mode in the "happy weekend" mode duration of the current
season, the "happy weekend" mode duration is set as a weekend, i.e., 1.5 times of the journey values
can be obtained when the user account participates in the qualifying matches of the qualifying mode

in the weekend duration of the current season.

[00138] In a possible implementation, in response to that the user account successfully
participates in the front n qualifying matches of the qualifying mode in the "happy weekend" mode
duration in the current season, display an addition journey value obtained in the "happy weekend"

mode duration during participating in the qualifying match; n is a positive integer.

[00139] For example, in response to that the user account successfully participates in the

qualifying match of the qualifying mode in the "happy weekend" mode duration of the current
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season, the "happy weekend" mode duration can be set as a weekend, i.e., 1.5 times of the journey
values can be obtained when the user account participates in the front n qualifying matches of the
qualifying mode in the weekend duration of the current season. In the weekend duration of the
current season, the journey value obtained from the qualifying matches after the first n qualifying

matches of the qualifying mode is the same as that obtained at the second duration.

[00140] Optionally, the n qualifying matches with an addition journey value may be only the
first n matches, or, may be set as random n matches within the first duration, but are not limited to

this, which is not limited herein by the embodiment of this application.

[00141] In a possible implementation, on the basis that the user account successfully
participates in the qualifying match in the second duration, determine a hidden credit; and based on
the hidden credit, determine a session number n of the qualifying match that obtains the addition

journey value in the "happy weekend" mode duration.

[00142] Optionally, in response to that the user account participates in the qualifying match
in the second duration and wins in the qualifying match, determine a third quantity of the hidden
credits; and in response to that the user account participates in the qualifying match in the second
duration and loses in the qualifying match, determine a fourth quantity of the hidden credits; the

third quantity is less than the fourth quantity.

[00143] The hidden credit is the credit determined by the performance of the user account in
the qualifying match in the second period, and the credit is not displayed on the user interface. The

setting of hidden credits in the qualifying match is shown in Table 2.

Table 2 Hidden credit table

Performance of virtual character Credit
Win a qualifying match 5
Lose a qualifying match 15
Promote by one level -30
Log-in addition credit 10/day
[00144] Exemplarily, as shown in Table 2, the virtual character participates in the qualifying

match of the qualifying mode in the second duration. In the second duration, 5 hidden credits can be
obtained upon each win of the qualifying match; 15 hidden credits can be obtained upon each loss
of the qualifying match. 30 hidden credits would be lost upon each up-level of the virtual character

in the qualifying match. At the same time, in the second duration, 10 hidden credits can be obtained
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upon each participation of the qualifying match of the qualifying mode for the first time each day.
For example, if the hidden credit owned by the user account exceeds 30, one qualifying match with

the addition journey value can be obtained.

[00145] In a possible implementation, in response to that the user account does not
participate in the qualifying match in the "happy weekend" mode duration, display prompt
information; the prompt information is used for prompting the user account to participate in the

qualifying match in the "happy weekend" mode duration.

[00146] For example, if the user account does not participate in a qualifying match during the
"happy weekend" mode duration of the current season, the server sends prompt information to the
terminal for indicating that the "happy weekend™" mode duration of the user account in the current
season is started. For example, during the duration from 8:00 PM on Friday to 0:00 PM on Monday,
the user account may obtain 1.5 times of the journey value for the first 5 qualifyings played. If the
user account does not participate in the qualifying match after 8:00 PM on Friday, the terminal will

receive prompt information.

[00147] As can be understood that the prompt information would only be received when the

client starts a terminal notification permission for the game.

[00148] To sum up, the method provided in this embodiment includes setting the "happy
weekend™" mode in the current season. By controlling the virtual character of the user account to
participate in the qualifying match in the "happy weekend" mode duration of the current season, the
user account can obtain the addition journey value in the "happy weekend" mode duration of the

current season.

[00149] At the same time, based on that the performance of the user account that participates
in the qualifying match in the second duration, determine the hidden credits; and in response to that
the user account participates in the qualifying match and loses, obtain more the hidden credits. In
response to that the user account participates in the qualifying match and wins, obtain fewer the
hidden credits. Based on the hidden credits, determine a session number of the qualifying match
where the user account obtains the addition journey value in the "happy weekend" mode duration,
S0 as to ensure that the user account can still obtain enough additional journey values in response to
that the user participates in the qualifying match and loses. By obtaining the additional exclusive
reward, the user participation rate in the qualifying mode is increased, so as to increase the resource

utilization rate of the server.

21



[00150] FIG. 10 is a flowchart of user interface display according to an exemplary
embodiment of this application. The method can be executed by the terminal in the system or the

client on the terminal as shown in FIG. 2. The method includes the following steps:
[00151] Step 1002: Display an arena entrance of a qualifying mode.

[00152] The qualifying mode is one of at least two match modes provided by the client, and
the qualifying mode is an arena mode for determining a gaming competence rank of a user account

in a ranking list.

[00153] Optionally, the match mode provided by the client includes at least two of the
matching race, the qualifying, and the peak race, but is not limited to this, which is not limited by

this application embodiment herein.

[00154] Step 1004: In response to a trigger operation on the arena entrance, control a

virtual character of a user account to participate in a qualifying match.

[00155] Exemplarily, by triggering the arena entrance of the qualifying mode, the client may
control the virtual character of the user account to participate in the qualifying match of the

qualifying mode.

[00156] Optionally, the user account may own multiple virtual characters; after triggering the
arena entrance of the qualifying mode, the client may control one virtual character of the user
account to participate in the qualifying match of the qualifying mode.

[00157] Step 1006: In response to  successfully participating, display a journey value
obtained at a current season during participating in the qualifying match.

[00158] The journey value refers to an exclusive name of experiences or credits obtained by
the user account in the current season by participating in the qualifying match. The obtaining of the
journey value is related to the times of the user account to participate in the qualifying match in the
current season. For example, the user account can obtain a certain quantity of journey values for

each qualifying match.

[00159] Exemplarily, the client controls the virtual character of the user account to
participate in the qualifying match of the qualifying mode; in response to that the virtual character
successfully participates in the qualifying match of the qualifying mode, display a journey value
obtained by the user account in the current season for participating in the qualifying match of the

qualifying mode.
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[00160] Step 1008: In response to that 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.

[00161] Exemplarily, in response to that the user account successfully participates in the
qualifying match of the qualifying mode, display a journey value obtained by the user account in a
current season for participating in the qualifying match; in response to that the journey value
obtained by the user account reaches the level threshold set in the current season, the user account

obtains the journey reward corresponding to the level threshold.

[00162] Optionally, the journey reward corresponding to the level threshold includes at least
one of the virtual ranking coin, virtual season badge, and virtual appearance reward, but is not

limited to this, which is not limited by this application embodiment herein.

[00163] A possible implementation includes displaying an entrance of a ranking mall
exclusive to the qualifying mode; in response to a trigger operation on the entrance of the ranking
mall, displaying a mall interface of the ranking mall exclusive to the qualifying mode, the mall
interface of the ranking mall comprising at least one virtual item purchasable using the virtual

ranking coin.

[00164] For example, the client controls the virtual character of the user account to
participate in the qualifying match of the qualifying mode to obtain the journey value; in response
to that the journey value reaches a level threshold, the user account obtains the virtual ranking coin
corresponding to the level threshold. The virtual ranking coins can be used for purchasing the
virtual object in the mall interface of the ranking mall exclusive to the qualifying mode; FIG. 11
shows the schematic of the mall interface 1100 according to an exemplary embodiment of this
application. The price 1102 corresponding to the virtual object 1101 that can be purchased is

displayed in the mall interface 1100 of the ranking mall exclusive to the qualifying mode.

[00165] Exemplarily, the ranking mall corresponding to the season journey is introduced so

as to enrich the diversity of obtaining modes of the virtual items.

[00166] Optionally, The virtual objects that can be purchased in the mall interface includes at
least one of a virtual profile photo, a virtual expression, virtual skin, a return-to-city special effect, a
home-guard special effect and a virtual team flag, but is not limited to this, which is not limited by

this application embodiment herein.

[00167] In a possible implementation, display an entrance of personal information of the user

account; in response to a trigger operation on the entrance of the personal information, display an
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account information page of the user account, and display, in the account information page, the
virtual season badge obtained by the user account in the current season. The journey condition of
the user account in the current season is labeled through the virtual season badge, so as to facilitate
the user account to search and view the journey condition of the historical season to improve the

storage efficiency of the account information.

[00168] FIG. 12 shows a schematic diagram of the account information page 1200 according
to an exemplary embodiment of this application. The account information page 1200 further
includes a contest historical entrance 1201, this user account common hero entrance 1202, this user
account state information 1203, this user account obtained achievement entrance 1204, and friend
relationship entrance 1205. In the account information page 1200, the basic information of the user
account and the virtual season badge 1206 obtained by the user account in the current season are

displayed, such as season badge 1 and season badge 2.

[00169] A possible implementation includes displaying an entrance of a virtual collection
exclusive to the qualifying mode; in response to a trigger operation on the entrance of the virtual
collection, displaying the virtual appearance reward obtained by the user account in the current
season; and/or, in response to a trigger operation on the entrance of the virtual collection, displaying
an exclusive virtual item purchased by the user account using the virtual ranking coin; the exclusive
virtual item is a virtual item exclusive to the qualifying mode in the current season. The virtual
appearance reward can be obtained through the user account in the current season; the virtual item
can be purchased through the user account using virtual ranking coins from the ranking mall, or

through the user account in the current season.

[00170] Optionally, the virtual appearance reward includes at least one of a virtual profile
photo, a virtual expression, virtual skin, a return-to-city special effect, a home-guard special effect
and a virtual team flag, but is not limited to this, which is not limited by this application

embodiment herein.

[00171] Exemplarily, the page of the virtual collection can display at least one of a hero type
collection, a virtual skin type collection, a personalized collection, a virtual expression type
collection, etc. FIG. 13 is a schematic diagram of a personalized collection page 1300 according to
an exemplary embodiment of this application. The personalized collection page 1300 may include
at least one of a return-to-city special effect 1301, a defeat mark 1302, a brave flag 1303, a fearless
team flag 1304, and a home-guard special effect 1305, but is not limited to this, which is not limited
by this application embodiment herein. The user account can be loaded onto the virtual object by

selecting the virtual item on the virtual collection.
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[00172] A possible implementation includes displaying an entrance of a season activity page
of the current season; in response to a trigger operation on the entrance of the season activity page
of the current season, displaying the season activity page, displaying, on the season activity page,
the journey reward obtained by the user account in the current season, and/or obtaining the journey
reward in response to meeting a next level threshold. That is, an independent season activity page
is used for displaying a journey reward completely, so as to facilitate browsing of complete

information and improve integrity of information delivered.

[00173] In conclusion, the user face display method provided by this embodiment includes
displaying the arena entrance of the ranking mode; by triggering the arena entrance, controlling the
virtual character of the user account to participate in the qualifying match; in response to that the
virtual character successfully participates, displaying a journey value obtained at a current season
during participating in the qualifying match; in response to that the journey value reaches the level
threshold, displaying the obtained virtual ranking coin, virtual season badge, and virtual appearance
reward corresponding to the level threshold; displaying the virtual season badge on the account
information page, the virtual ranking coin being used for purchase the virtual item in the ranking
mall, and displaying the virtual appearance reward and the virtual item purchased in the ranking

mall at the virtual collection page.

[00174] In the embodiment of this application, by controlling the virtual character of the user
account to participate in the qualifying match in the current season, the additional virtual ranking
coin, virtual season badge, and virtual appearance reward are obtained in the current season and are
displayed in the virtual collection page, the season activity page, and the account information page,
so that the virtual character links the qualifying mode to the virtual mall, personal information,
virtual collection, and season activity during the process of participating in the qualifying match, so
that the user operation is more convenient, improves user experience, and further improves user

participation rate, so as to increase the server resource utilization rate.

[00175] In a specific example, for the qualifying mode, it provides the exclusive season
journey system and the ranking mall, personal information system, virtual collection system,
personal information system, season activity page, and happy weekend mode system associated

with the exclusive season journey system.

[00176] Season journey system. The season journey system is attached to the qualifying
mode system. In response to that the user account sensor participates in the qualifying mode, the
user account obtains the journey value in the current season provided by the season journey system.

After the journey value obtained by the user account reaches a certain level, the journey reward in
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the season journey system can be obtained. Regardless of whether the virtual character of the user
account wins or loses a qualifying match, the user account can obtain the journey value in the

current season provided by the season journey system.

[00177] As shown in FIG. 1, the season journey interface displays the total amount of the
ranking coins obtained by the user account during the current season. For example, the total amount
of the ranking coins obtained by the user account is 12223. The journey value obtained by the user
account in the current season is displayed in the season journey page. For example, the total number
of the journey value obtained by user account in the current season in this page is 88888. Levels
1-10 in the season journey page respectively represent a season journey level. When the journey
value reaches a level threshold corresponding to a level, the user account obtains a journey reward
corresponding to the level threshold. For example, a check mark displayed on the journey reward
corresponding to level 1 is used for indicating that the user account has successfully received the

journey reward corresponding to level 1.

[00178] The ranking mall. Display a ranking mall interface exclusive to the qualifying mode,
and the mall interface of the ranking mall includes at least one virtual item purchasable using the

virtual ranking coin.

[00179] For example, the virtual character of the user account provides the journey value
obtained during participating in the qualifying match of the qualifying mode; in response to that the
journey value reaches a level threshold, the user account obtains the virtual ranking coin in the
journey reward corresponding to the level threshold. The virtual ranking coins can be used for
purchasing the virtual item in the mall interface of the ranking mall exclusive to the qualifying
mode; the mall interface of the ranking mall exclusive to the qualifying mode is as shown in FIG.
11. The price corresponding to the virtual item that can be purchased is displayed in the mall

interface.

[00180] The virtual objects that can be purchased in the mall interface includes at least one of
a virtual profile photo, a virtual expression, virtual skin, a return-to-city special effect, a
home-guard special effect and a virtual team flag, but is not limited to this, which is not limited by

this application embodiment herein.

[00181] Personal information system. Display an account information page of the user
account, and display, in the account information page, the virtual season badge obtained by the user

account in the current season.
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[00182] As shown in FIG. 12, the account information page further includes a contest
historical entrance, this user account common hero entrance, this user account state information,
this user account obtained achievement entrance, and friend relationship entrance. In the account
information page, the basic information of the user account and the virtual season badge obtained

by the user account in the current season are displayed, such as season badge 1 and season badge 2.

[00183] Virtual collection system. Display a virtual collection system page exclusive to the
qualifying mode. The virtual collection system displays the collection type reward obtained by the

user account in the current season.

[00184] The collection type reward can be purchased from the ranking mall using the virtual

ranking coin through the user account, or obtained through the user account in the current season.

[00185] As shown in FIG. 13, the page of the virtual collection system displays a hero type
collection, a virtual skin type collection, a personalized collection, and a virtual expression type
collection. The personalized collection page may include at least one of a return-to-city special
effect, a defeat mark, a brave flag, a fearless team flag, and a home-guard special effect, but is not
limited to this, which is not limited by this application embodiment herein. The user account can be

loaded onto the virtual object by selecting the virtual item on the virtual collection.

[00186] Season activity page. Display the user interface; display the entrance of the season
activity page at the left side of the user interface. The entrance of the season activity page displays
the sum of the journey values obtained in the current season during participating in at least one
qualifying match of the qualifying mode. At the same time, by triggering the season activity page
entrance, display the detailed information of the current season journey. Display, on the season
activity page, the journey reward obtained by the user account in the current season, and/or obtain

the journey reward upon meeting a next level threshold.

[00187] Display, on the season activity page entrance, the sum of the journey values obtained
in the current season when the user account participates in the qualifying matches. The season

activity page entrance has three expression forms:

[00188] exemplarily, with reference to FIG. 7, when the user account has a reward to be
received in the current season; the progress value of the journey value obtained by the user account
in the current season is displayed on the season activity page entrance of the current season, and a

special effect is displayed at the season activity page entrance.

27



[00189] Optionally, the special effect of the season activity page entrance includes, but not
limited to, at least one of the highlighting, bubble display and surround special effect, which is not

limited by the embodiment of this application herein.

[00190] Optionally, as shown in FIG. 8, when the user account has no reward to be received
in the current season, only the progress value of the journey value obtained in the current season is

displayed on the season activity page entrance.

[00191] Optionally, as shown in FIG. 9, when the user account receives all the rewards in the
current season, the completion label is displayed on the season activity page entrance of the current

season.

[00192] FIG. 14 is a schematic structural diagram of a user interface display apparatus
according to an exemplary embodiment of this application. The apparatus may be implemented as
an entire or a part of a computer device by using software, hardware, or a combination thereof. The

apparatus includes:

[00193] a display module 1401, configured to display an arena entrance of a qualifying
mode, the qualifying mode being one of at least two match modes provided by a client, and the
qualifying mode being an arena mode for determining a gaming competence rank of a user account

in a ranking list;

[00194] a man-machine interaction module 1402, configured to, in response to a trigger
operation on the arena entrance, control a virtual character of the user account to participate in the

qualifying match;

[00195] the display module 1401, configured to, in response to  successfully participating in
the qualifying match, display a journey value obtained in a current season during participating in the
qualifying match, the journey value being a numeral value related to times of participating in

qualifying matches in the current season by the user account; and

[00196] the display module 1401, configured to, in response to that the journey value reaches

a level threshold, display an obtained journey reward corresponding to the level threshold.

[00197] In a possible implementation, the display module 1401 is configured to display a
sum of journey values obtained in the current season during participating in at least one qualifying
match.

[00198] In a possible implementation, the display module 1401 is configured to display a

single journey value obtained in the current season during participating in a single qualifying match.
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[00199] In a possible implementation, the display module 1401 is configured to display a

journey value sum at a settlement interface.

[00200] In a possible implementation, the display module 1401 is configured to display the

journey value sum at a season activity page entrance of the current season.

[00201] In a possible implementation, the display module 1401 is further configured to, in
response to that the user account participates in the single qualifying match and wins in the single
qualifying match, display a first quantity of the journey values obtained in the current season during

participating in the single qualifying match.

[00202] In a possible implementation, the display module 1401 is further configured to, in
response to that the user account participates in the single qualifying match and loses in the single
qualifying match, display a second quantity of the journey values obtained in the current season

during participating in the single qualifying match;
[00203] the first quantity being less than or equal to the second quantity.

[00204] In a possible implementation, the display module 1401 is further configured to, in
response to  successfully participating in the qualifying match by the user account in a first
duration of the current season, display an addition journey value obtained in the first duration

during participating in the qualifying match;

[00205] the addition journey value being greater than a single journey value obtained by the
user account in a second duration, and the second duration being a duration in the current season
except the first duration.

[00206] In a possible implementation, the display module 1401 is also configured to, in
response to that the qualifying matches participated in by the user account are first n qualifying
matches in the first duration of the current season, display an addition journey value obtained in the

first duration during participating in the qualifying match, n being a positive integer.

[00207] In a possible implementation, the man-machine interaction module 1402 is
configured to, on the basis that the user account successfully participates in the qualifying match in

the second duration, determine a hidden credit; and

[00208] based on the hidden credit, determine a session number n of the qualifying match

that obtains the addition journey value in the first duration.
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[00209] In a possible implementation, the man-machine interaction module 1402 is
configured to, in response to that the user account participates in the qualifying match in the second

duration and wins in the qualifying match, determine a third quantity of the hidden credits; and

[00210] in response to that the user account participates in the qualifying match in the second

duration and loses in the qualifying match, determine a fourth quantity of the hidden credits;
[00211] the third quantity being less than the fourth quantity.

[00212] In a possible implementation, the display module 1401 is further configured to, in
response to that the user account has not yet participated in the qualifying match in the first

duration, display prompt information;

[00213] the prompt information being used for prompting the user account to participate in

the qualifying match in the first duration.

[00214] In a possible implementation, the display module 1401 is further configured to, in
response to that the journey value reaches a 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.

[00215] In a possible implementation, the display module 1401 is further configured to

display an entrance of an ranking mall exclusive to the qualifying mode.

[00216] In a possible implementation, the man-machine interaction module 1402 is
configured to, in response to a trigger operation on the entrance of the ranking mall, displaying a
mall interface of the ranking mall exclusive to the qualifying mode, the mall interface of the ranking

mall comprising at least one virtual item purchasable using the virtual ranking coin.

[00217] In a possible implementation, the display module 1401 is also configured to display

an entrance of personal information of the user account.

[00218] In a possible implementation, the man-machine interaction module 1402 is
configured to, in response to a trigger operation on the entrance of the personal information, display
an account information page of the user account, and display, in the account information page, the

virtual season badge obtained by the user account in the current season.

[00219] In a possible implementation, the display module 1401 is also configured to display

an entrance of a virtual collection exclusive to the qualifying mode.

[00220] In a possible implementation, the man-machine interaction module 1402 is
configured to, in response to a trigger operation on the entrance of the virtual collection, display the

virtual appearance reward obtained by the user account in the current season.
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[00221] In a possible implementation, the man-machine interaction module 1402 is
configured to, in response to a trigger operation on the entrance of the virtual collection, display an

exclusive virtual item purchased by the user account using the virtual ranking coin.

[00222] The exclusive virtual item is a virtual item exclusive to the qualifying mode in the

current season.

[00223] In a possible implementation, the display module 1401 is also configured to display

an entrance of a season activity page of the current season.

[00224] In a possible implementation, the man-machine interaction module 1402 is

configured to, in response to a trigger operation on the entrance of the season activity page of the
current season, display the season activity page, display, on the season activity page, the journey
reward obtained by the user account in the current season, and/or obtain the journey reward upon

meeting a next level threshold.

[00225] FIG. 15 is a structural block diagram of a computer device 1500 according to an
exemplary embodiment of this application. The computer device 1500 may be a portable mobile
terminal, such as: a smart phone, a tablet computer, a Moving Picture Experts Group Audio Layer
11 (MP3) player, and a Moving Picture Experts Group Audio Layer IV (MP4) player. The
computer device 1500 may also be referred to as another name such as user equipment and a

portable terminal.
[00226] Generally, the computer device 1500 includes: a processor 1501 and a memory 1502.

[00227] The processor 1501 may include one or more processing cores, for example, a 4-core

processor or an 8-core processor.

[00228] The memory 1502 may include one or more computer-readable storage media. The
computer-readable storage medium may be tangible and non-transient. In some embodiments, the
non-transient computer-readable storage medium in the memory 1502 is configured to store at least
one instruction, and the at least one instruction is configured to be executed by the processor 1501
to implement the method for displaying a virtual environment image provided in the embodiments

of this application.

[00229] In some embodiments, the computer device 1500 may further include: a peripheral
device interface 1503 and at least one peripheral device. Specifically, the peripheral device
includes: at least one of a radio frequency (RF) circuit 1504, a touch display screen 1505, a camera

component 1506, an audio circuit 1507, and a power supply 15009.
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[00230] The peripheral interface 1503 may be configured to connect the at least one
peripheral related to input/output (1/0) to the processor 1501 and the memory 1502.

[00231] The RF circuit 1504 is configured to receive and transmit an RF signal, also referred
to as an electromagnetic signal. The RF circuit 1504 communicates with a communication network

and other communication devices through the electromagnetic signal.

[00232] The touch display screen 1505 is configured to display a User Interface (Ul). The Ul

may include a graph, text, an icon, a video, and any combination thereof.
[00233] The camera component 1506 is configured to capture images or videos.

[00234] The audio circuit 1507 is configured to provide an audio interface between the user

and the computer device 1500.

[00235] The power supply 1509 is configured to supply power to components in the

computer device 1500.

[00236] In some embodiments, the computer device 1500 further includes one or more
sensors 1510. The one or more sensors 1510 include, but not limited to: an acceleration sensor
1511, a gyroscope sensor 1512, a pressure sensor 1513, an optical sensor 1515, and a proximity

sensor 1516.

[00237] A person skilled in the art can understand that the structure shown in FIG. 15 does
not constitute a limitation on the computer device 1500, and may include more or fewer
components than shown in the figure, or combine some components, or adopt different component

arrangements.

[00238] An embodiment of this application further provides a computer device, which
includes: a processor and a memory, the memory storing at least one computer instruction, and the
at least one computer instruction being loaded and executed by the processor to implement the user

interface display method provided by each method embodiment.

[00239] An embodiment of this application further provides a computer storage medium. The
computer-readable storage medium stores at least one computer instruction, the at least one
computer instruction being loaded and executed by a processor to implement the user interface

display method provided by each method embodiment.

[00240] An embodiment of this application further provides a computer program product
including a computer instruction, and the computer instruction is stored in a computer-readable

storage medium. The computer instruction is read and executed, by a processor of a computer
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device, from the computer-readable storage medium, so that the computer device executes the user

interface display method according to each method embodiment.
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CLAIMS

What is claimed is:

1. A user interface display method, executed by a terminal and comprising:

displaying an arena entrance of a qualifying mode, the qualifying mode being one of at least
two match modes provided by a client, and the qualifying mode being an arena mode for

determining a gaming competence rank of a user account in a ranking list;

in response to a trigger operation on the arena entrance, controlling a virtual character of the

user account to participate in a qualifying match of the qualifying mode;

in response to successfully participating in the qualifying match, displaying a journey value
obtained in a current season during participating in the qualifying match, the journey value being a
numeral value related to times of participating in qualifying matches in the current season by the

user account; and

in response to that the journey value reaches a level threshold, displaying an obtained journey
reward corresponding to the level threshold.

2. The method according to claim 1, wherein the displaying a journey value obtained in a

current season during participating in the qualifying match comprises at least one of:

displaying a sum of journey values obtained in the current season during participating in at
least one qualifying match; or

displaying a single journey value obtained in the current season during participating in a single
qualifying match.

3. The method according to claim 2, wherein the displaying a sum of journey values obtained

in the current season during participating in at least one qualifying match comprises at least one of:
displaying the journey value sum at a settlement interface;
or,
displaying the journey value sum at a season activity page entrance of the current season.

4. The method according to claim 2, wherein the displaying a single journey value obtained in

the current season during participating in a single qualifying match comprises:

in response to that the user account participates in the single qualifying match and wins in the
single qualifying match, displaying a first quantity of the journey values obtained in the current

season during participating in the single qualifying match; and
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in response to that the user account participates in the single qualifying match and loses in the
single qualifying match, displaying a second quantity of the journey values in the current season

during participating in the single qualifying match;
the first quantity being less than or equal to the second quantity.

5. The method according to claim 1, wherein the in response to  successfully participating in
the qualifying match, displaying a journey value obtained in a current season during participating in

the qualifying match comprises:

in response to  successfully participating in the qualifying match by the user account in a first
duration of the current season, displaying an addition journey value obtained in the first duration

during participating in the qualifying match;

the addition journey value being greater than a single journey value obtained by the user
account in a second duration, and the second duration being a duration in the current season except

the first duration.
6. The method according to claim 5, further comprising:

in response to that the qualifying matches participated in by the user account are first n
qualifying matches in the first duration of the current season, displaying an addition journey value

obtained in the first duration during participating in the qualifying match, n being a positive integer;
7. The method according to claim 6, further comprising:

in response to that the user account successfully participates in the qualifying match in the

second duration, determining a hidden credit; and

based on the hidden credit, determining a session number n of the qualifying match that
obtains the addition journey value in the first duration.

8. The method according to claim 7, wherein the in response to that the user account
successfully participates in the qualifying match in the second duration, determining a hidden credit,

comprises:

in response to that the user account participates in the qualifying match in the second duration

and wins in the qualifying match, determining a third quantity of the hidden credits; and

in response to that the user account participates in the qualifying match in the second duration

and loses in the qualifying match, determining a fourth quantity of the hidden credits;

the third quantity being less than the fourth quantity.
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9. The method according to any one of claims 5 to 8, further comprising:

in response to that the user account has not yet participated in the qualifying match in the first

duration, displaying prompt information;

the prompt information being configured to prompt the user account to participate in the

qualifying match in the first duration.

10. The method according to any one of claims 1 to 8, wherein the in response to that the
journey value reaches a level threshold, displaying an obtained journey reward corresponding to the

level threshold comprises:

in response to that the journey value reaches the level threshold, displaying at least one of a
virtual ranking coin, a virtual season badge, and a virtual appearance reward corresponding to the

level threshold.
11. The method according to claim 10, further comprising:
displaying an entrance of a ranking mall exclusive to the qualifying mode; and

in response to a trigger operation on the entrance of the ranking mall, displaying a mall
interface of the ranking mall exclusive to the qualifying mode, the mall interface of the ranking mall

comprising at least one virtual item purchasable using the virtual ranking coin.
12. The method according to claim 10, further comprising:
displaying an entrance of personal information of the user account; and

in response to a trigger operation on the entrance of the personal information, displaying an
account information page of the user account, and displaying, in the account information page, the

virtual season badge obtained by the user account in the current season.
13. The method according to claim 10, further comprising:
displaying an entrance of a virtual collection exclusive to the qualifying mode;

in response to a trigger operation on the entrance of the virtual collection, displaying the virtual
appearance reward obtained by the user account in the current season; and/or, in response to a
trigger operation on the entrance of the virtual collection, displaying an exclusive virtual item

purchased by the user account using the virtual ranking coin;

the exclusive virtual item being a virtual item exclusive to the qualifying mode in the current

season.

14. The method according to any one of claims 1 to 8, further comprising:
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displaying an entrance of a season activity page of the current season; and

in response to a trigger operation on the entrance of the season activity page of the current
season, displaying the season activity page, displaying, on the season activity page, the journey
reward obtained by the user account in the current season, and/or obtaining the journey reward

upon meeting a next level threshold.
15. A user interface display apparatus, comprising:

a display module, configured to display an arena entrance of a qualifying mode, the qualifying
mode being one of at least two match modes provided by a client, and the qualifying mode being an

arena mode for determining a gaming competence rank of a user account in a ranking list;

a man-machine interaction module, configured to, in response to a trigger operation on the
arena entrance, control a virtual character of the user account to participate in a qualifying match of

the qualifying mode;

the display module, configured to, in response to  successfully participating in the qualifying
match, display a journey value obtained in a current season during participating in the qualifying
match, the journey value being a numeral value related to times of participating in qualifying

matches in the current season by the user account; and

the display module, configured to, in response to that the journey value reaches a level
threshold, display an obtained journey reward corresponding to the level threshold.

16. A computer device, comprising: a processor and a memory, the memory storing at least
one computer instruction, and the at least one computer instruction being loaded and executed by
the processor to implement the user interface display method according to any one of claims 1 to
14,

17. A computer storage medium, the computer-readable storage medium storing at least one
computer instruction, and the at least one computer instruction being loaded and executed by a

processor to implement the user interface display method according to any of claims 1 to 14.

18. A computer program product, comprising a computer instruction, the computer instruction
being stored in a computer-readable storage medium; and the computer instruction being read and
executed, by a processor of a computer device, from the computer-readable storage medium, so that

the computer device executes the user interface display method of any one of claims 1 to 14.
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