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Display a battle settlement interface of a game battle, the battle settlement
interface being used for displaying battle settlement information of at least two
user accounts participating in the game battle, the at least two user accounts
including a first user account and a second user account, a first model
corresponding to the first user account being displayed in a model display region
of the battle settlement interface, and the first model being a virtual character
model corresponding to the first user account

210

A 4

220

Receive a trigger operation of selecting the second user account

N

Y

230

Display a second model corresponding to the second user account in the model
display region of the battle settlement interface, the second model being a virtual
character model corresponding to the second user account

FIG. 2
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Display a battle settlement interface of a game battle, the battle
settlement interface being used for displaying battle settlement
information of at least two user accounts participating in the game
battle, the at least two user accounts including a first user account and
a second user account, a first model corresponding to the first user
account being displayed in a model display region of the battle
settlement interface, and the first model being a virtual character
model corresponding to the first user account

210

|

221

Receive a trigger operation on an information display region
corresponding to the second user account

_‘ . Display a second model
Perform a distinguishable 240 | corresponding to the second

display on the information user account in the model
display region corresponding / display region of the battle

to the second user account in settlement interface, the
response to receiving the second model being a virtual

trigger operation character model
corresponding to the second
user account

230

FIG. 5



Display a battle performance display interface of a master user account,
where the master user account is a user account currently logged in on a
client, the battle performance display interface is used for displaying
performance information of the master user account in the game battle,
the battle performance display interface displays a master model
corresponding to the master user account, and the master model is a
virtual character model corresponding to the master user account

Display a transition animation of the master model from the battle
performance display interface to a battle settlement interface, where a
model display region of the battle settlement interface displays the
master model

A 4

Display a battle settlement interface of a game battle, the battle
settlement interface being used for displaying battle settlement
information of at least two user accounts participating in the game
battle, the at least two user accounts including a first user account and a
second user account, a first model corresponding to the first user
account being displayed in a model display region of the battle
settlement interface, and the first model being a virtual character model
corresponding to the first user account

Receive a trigger operation of selecting the second user account

Display a second model corresponding 0 the Second USer account in the
model display region of the battle settlement interface, the second
model being a virtual character model corresponding to the second user
account

FIG. 6
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A client transmits a battle settlement request to a server in _/

response to that a game battle is over

The server receives a battle settlement request transmitted
by the client, performs battle settlement according to the

battle settlement request, and queries data of a user account
participating in the game battle

The server obtains the data of the user account
participating in the game battle, generates battle settlement

information, and transmits the battle settlement -

» User account data

information to the client

v

The client receives the battle settlement information
transmitted by the server, and writes electronic clothing

The database
stores the

information into a database

v

The client displays models of a master control character
and a master playing character of the master user account

in a battle settlement interface according to electronic /

clothing information of a master user account

The client determines whether
the client receives a trigger operation that the
user triggers a next settlemen

The client reads electronic clothing information of a

A

electronic clothing
information

505

506

selected user account from the database

v

The client displays models for the control character and the
playing character of the selected user account, and a skill

508

for the control character according to the read electronic /

clothing information

509

The client
determines whether the client
receives a trigger operation of triggering a next
settlement process performed
by the user

FIG. 7
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