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METHOD AND APPARATUS FOR DISPLAYING PRE-
ORDERED PROP, DEVICE, MEDIUM, AND PRODUCT

[0001] This application claims priority to Chinese Patent Application No.
202011457406.4, filed on December 11, 2020 and entitled "METHOD AND APPARATUS FOR
DISPLAYING PRE-ORDERED PROP, DEVICE, AND MEDIUM", which is incorporated herein

by reference in its entirety.

FIELD OF THE TECHNOLOGY

[0002] This disclosure relates to the field of man-machine interaction, and in particular, to

a method and an apparatus for displaying a pre-ordered prop, a device, a medium, and a product.

BACKGROUND OF THE DISCLOSURE

[0003] In an arena battle-based application, virtual objects are divided into two opposing
camps. A terminal controls a virtual object in a virtual environment to perform actions such as
walking, purchasing, healing, and fighting, and virtual objects in a same camp collaboratively

complete a task in such a virtual environment.

[0004] In the related art, when there is a need to view pre-ordered props, a user needs to
tap to enter a prop mall interface, and then enter an interface corresponding to a pre-ordered prop

list from a specified entry of the prop mall interface.

[0005] A process of viewing pre-ordered props provided in the related art is relatively

complex, which requires many steps, resulting in low viewing efficiency.

SUMMARY

[0006] Embodiments of this disclosure provide a method and an apparatus for displaying
a pre-ordered prop, a device, a medium, and a product, to quickly display pre-ordered props in a
pre-ordered prop list. The method is convenient with less operation steps, achieving high viewing

efficiency. The technical solutions are as follows.

[0007] According to an aspect of the embodiments of this disclosure, a method for
displaying a pre-ordered prop is provided. The method is performed by a terminal, and the method

includes: displaying a process of performing actions in a virtual environment by a virtual character;
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updating an existing virtual resource of the virtual character after the virtual character completes
the actions; and displaying, in response to satisfying a pre-order reminder condition, all or a part
of pre-ordered props on a virtual environment picture with an entry control as a reference position,
where a redemption resource for at least one of the pre-ordered props is higher than the existing
virtual resource of the virtual character, the entry control is a control related to purchase of a virtual
prop for the virtual character, the pre-ordered props are to-be-redeemed virtual props set before or

during a battle.

[0008] According to another aspect of this disclosure, an apparatus for displaying a pre-
ordered prop is provided. The apparatus includes: a display module, configured to display a
process of performing actions in a virtual environment by a virtual character; and an update
module, configured to update an existing virtual resource of the virtual character after the virtual
character completes the actions, where the display module is further configured to display, in
response to satisfying a pre-order reminder condition, all or a part of pre-ordered props on a virtual
environment picture with an entry control as a reference position, where a redemption resource for
at least one of the pre-ordered props is higher than the existing virtual resource of the virtual
character, the entry control is a control related to purchase of a virtual prop for the virtual character,

the pre-ordered props are to-be-redeemed virtual props set before or during a battle.

[0009] According to another aspect of this disclosure, a computer device is provided,
including a processor and a memory, the memory storing at least one instruction, at least one
program, a code set, or an instruction set, the at least one instruction, the at least one program, the
code set, or the instruction set being loaded and executed by the processor to perform the method

for displaying a pre-ordered prop as described above.

[0010] According to another aspect of this disclosure, a computer storage medium is
provided, storing at least one instruction code, the at least one instruction code being loaded and
executed by a processor to perform the method for displaying a pre-ordered prop as described

above.

[0011] According to another aspect of this disclosure, a computer program product or a
computer program is provided, the computer program product or the computer program including
computer instructions, the computer instructions being stored in a computer-readable storage
medium. A processor of the computer device reads the computer instructions from the computer-
readable storage medium and executes the computer instructions, to cause the computer device to

perform the method for displaying a pre-ordered prop as described above.
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[0012] The technical solutions provided in the embodiments of this disclosure achieve at
least the following beneficial effects. In a case that a pre-order reminder condition is satisfied, a
terminal directly displays pre-ordered props on a virtual environment picture rather than on a mall
interface. In this way, operation steps can be effectively reduced, thereby improving the viewing
efficiency. In addition, the amount of information transmitted by the terminal to a server can be
reduced, thereby relieving running load of the server.

BRIEF DESCRIPTION OF THE DRAWINGS

[0013] FIG. 1 is a structural block diagram of a computer system according to an

exemplary embodiment of this disclosure.

[0014] FIG. 2 is a flowchart of a method for displaying a pre-ordered prop according to an

exemplary embodiment of this disclosure.

[0015] FIG. 3 is a schematic diagram of an interface of a virtual environment picture

according to an exemplary embodiment of this disclosure.

[0016] FIG. 4 is a schematic diagram of a camera model according to an exemplary

embodiment of this disclosure.

[0017] FIG. 5 is a schematic diagram of displaying a pre-ordered prop according to an

exemplary embodiment of this disclosure.

[0018] FIG. 6 is a schematic diagram of an interface of an arrangement manner of pre-

ordered props according to an exemplary embodiment of this disclosure.

[0019] FIG. 7 is a schematic diagram of an interface of an arrangement manner of pre-

ordered props according to an exemplary embodiment of this disclosure.

[0020] FIG. 8 is a schematic diagram of an interface of an arrangement manner of pre-

ordered props according to an exemplary embodiment of this disclosure.

[0021] FIG. 9 is a schematic diagram of an interface of an arrangement manner of pre-

ordered props according to an exemplary embodiment of this disclosure.

[0022] FIG. 10 is a flowchart of a method for displaying a pre-ordered prop according to

an exemplary embodiment of this disclosure.

[0023] FIG. 11 is a flowchart of a method for displaying a pre-ordered prop according to

an exemplary embodiment of this disclosure.
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[0024] FIG. 12 is a schematic diagram of an interface of a method for displaying a pre-

ordered prop according to an exemplary embodiment of this disclosure.

[0025] FIG. 13 is a flowchart of a method for adjusting a position of a pre-ordered prop

according to an exemplary embodiment of this disclosure.

[0026] FIG. 14 is a schematic diagram of an interface of a method for adjusting a position

of a pre-ordered prop according to an exemplary embodiment of this disclosure.

[0027] FIG. 15 is a schematic diagram of an interface of a method for adjusting a position

of a pre-ordered prop according to an exemplary embodiment of this disclosure.

[0028] FIG. 16 is a flowchart of a method for displaying a pre-ordered prop according to
an exemplary embodiment of this disclosure.

[0029] FIG. 17 is a schematic diagram of an interface of a method for displaying a pre-

ordered prop according to an exemplary embodiment of this disclosure.

[0030] FIG. 18 is a flowchart of a method for adjusting a position of a pre-ordered prop
according to an exemplary embodiment of this disclosure.

[0031] FIG. 19 is a schematic diagram of an interface of a method for adjusting a position

of a pre-ordered prop according to an exemplary embodiment of this disclosure.

[0032] FIG. 20 is a schematic structural diagram of an apparatus for displaying a pre-

ordered prop according to an exemplary embodiment of this disclosure.

[0033] FIG. 21 is a structural block diagram of a terminal according to an exemplary

embodiment of this disclosure.
[0034] FIG. 22 is a schematic structural diagram of a server according to an exemplary
embodiment of this disclosure.

DESCRIPTION OF EMBODIMENTS

[0035] To make objectives, technical solutions, and advantages of this disclosure clearer,
the following further describes implementations of this disclosure in detail with reference to the

accompanying drawings.

[0036] First, terms involved in the embodiments of this disclosure are introduced as

follows.
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[0037] A virtual environment is a virtual environment displayed (or provided) by an
application when run on a terminal. The virtual environment may be a three-dimensional virtual
environment, or may be a two-dimensional virtual environment. The three-dimensional virtual
environment may be a simulated environment of a real world, or may be a semi-simulated and

semi-fictional environment, or may be a completely fictional environment.

[0038] A virtual object is a movable object in a virtual environment. The movable object
may be a virtual person, a virtual animal, a cartoon person, or the like, for example, a person, an
animal, a plant, an oil drum, a wall, or a stone displayed in a virtual environment. Optionally, when
the virtual environment is a three-dimensional virtual environment, the virtual object is a three-
dimensional model created based on a skeletal animation technology. Each virtual object has a
shape and a volume in the three-dimensional virtual environment, and occupies a part of space in
the three-dimensional virtual environment. Optionally, when the virtual environment is a two-
dimensional virtual environment, the virtual object is a two-dimensional plane model created
based on an animation technology. Each virtual object has a shape and an area in the two-
dimensional virtual environment, and occupies a part of area in the two-dimensional virtual

environment.

[0039] A multiplayer online battle arena game is a game in which different virtual teams
on at least two opposing camps occupy respective map regions in a virtual world, and contend
against each other with a specific victory condition as goals. The victory condition includes, but is
not limited to at least one of the following: occupying forts or destroying forts of the opposing
camps, Killing virtual characters in the opposing camps, ensuring own survivals in a specified
scene and time, seizing a specific resource, or outscoring the opponent within a specified time.
The battle arena game may take place in rounds. The same map or different maps may be used in
different rounds of the battle arena game. Each virtual team includes one or more virtual characters,

for example, 1 virtual character, 2 virtual characters, 3 virtual characters, or 5 virtual characters.

[0040] A MOBA game is a game in which several forts are provided in a virtual world, and
users on different camps control virtual characters to battle in the virtual world, to occupy forts or
destroy forts of the opposing camp. For example, in the MOBA game, the users may be divided
into two opposing camps. The virtual characters controlled by the users are scattered in the virtual
world to compete against each other, and the victory condition is to destroy or occupy all enemy
forts. The MOBA game takes place in rounds. A duration of one round of the MOBA game is from

a moment at which the game starts to a moment at which the victory condition is satisfied.
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[0041] A first person shooting (FPS) game is a game in which several forts are provided
in a virtual world, and users on different camps control virtual characters to battle in the virtual
world, to occupy forts or destroy forts of the opposing camp, or Kill all or a part of virtual characters
in the opposing camp. Generally, in the FPS game, the user plays the game from a first-person
perspective, or plays the game from a third-person perspective. For example, in the FPS game, the
users may be divided into two opposing camps. The virtual characters controlled by the users are
scattered in the virtual world to compete against each other, and the victory condition is to kill all
enemies in the opposing camp. The FPS game takes place in rounds. A duration of one round of
the FPS game is from a moment at which the game starts to a moment at which the victory
condition is satisfied.

[0042] A simulation game (SLG) is a game in which a virtual resource is provided in a
virtual world to simulate a real world. For example, in the SLG, multiple users may be grouped
into a single camp to collaboratively complete a specified task. Generally, the victory condition is
not set for one round of the SLG.

[0043] In a pre-ordered prop list, a pre-ordered prop refers to a virtual prop to be redeemed
in a next battle, which is set by the user for a master virtual character before a current battle begins,
or refers to one virtual prop (or more virtual props) to be redeemed, which is selected by the user
for the master virtual character during the battle. The pre-ordered prop list refers to a list of pre-
ordered props arranged according to a specific rule. Optionally, an arrangement order of the pre-
ordered props may be customized by the user. Optionally, the pre-ordered props are arranged
according to a synthesis path of virtual props. Alternatively, the arrangement based on the order
customized by the user has a first priority, the arrangement based on the synthesis path has a second
priority, and two rules are used in combination according to the priorities. For example, equipment
Ais synthesized by low-level equipment B and low-level equipment C. Therefore, a synthesis path
of equipment A includes low-level equipment B and low-level equipment C, and the arrangement
order of the pre-ordered props is as follows: low-level equipment B - low-level equipment C -
equipment A.

[0044] FIG. 1 is a structural block diagram of a computer system according to an
exemplary embodiment of this disclosure. The computer system 100 includes a first terminal 120,

a server cluster 140, and a second terminal 160.

[0045] An application supporting a virtual environment is installed and run on the first
terminal 120. The application program may be any one of a MOBA game, a virtual reality

application, a three-dimensional map program, a military simulation program, an FPS game, or a
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multiplayer shooting survival game. The first terminal 120 is a terminal used by a first user. The
first terminal 120 is used by the first user to control a first virtual character in the virtual
environment to perform actions. The actions include, but are not limited to at least one of attacking,
skill casting, purchasing props, healing, adjusting body postures, crawling, walking, cycling,
flying, jumping, driving, picking-up, shooting, or throwing. For example, the first virtual character

is a first virtual person.

[0046] The first terminal 120 is connected to the server cluster 140 by a wireless network

or wired network.

[0047] The server cluster 140 includes at least one of a server, multiple servers, a cloud
computing platform, or a virtualization center. The server cluster 140 is configured to provide a
backend service for an application supporting a virtual environment. Optionally, the server cluster
140 is responsible for primary computing work, and the first terminal 120 and the second terminal
160 are responsible for secondary computing work. Alternatively, the server cluster 140 is
responsible for secondary computing work, and the first terminal 120 and the second terminal 160
are responsible for primary computing work. Alternatively, the server cluster 140, the first terminal
120, and the second terminal 160 perform collaborative computing by using a distributed

computing architecture among each other.

[0048] An application supporting a virtual environment is installed and run on the second
terminal 160. The application program may be any one of a MOBA game, a virtual reality
application, a three-dimensional map program, a military simulation program, an FPS game, or a
multiplayer shooting survival game. The second terminal 160 is a terminal used by a second user.
The second terminal 160 is used by the second user to control a second virtual character in the
virtual environment to perform actions. The actions include, but are not limited to at least one of
attacking, skill casting, purchasing props, healing, adjusting body postures, crawling, walking,
cycling, flying, jumping, driving, picking-up, shooting, or throwing. Schematically, the second
virtual character is a second virtual person. The first virtual character and the second virtual
character may belong to a same team or a same organization, have a friend relationship with each

other, or have a temporary communication permission.

[0049] Optionally, the applications installed on the first terminal 120 and the second
terminal 160 are the same, or the applications installed on the two terminals are the same type of
applications on different platforms. The first terminal 120 may generally refer to one of multiple
terminals, and the second terminal 160 may generally refer to one of multiple terminals. In this

embodiment, only the first terminal 120 and the second terminal 160 are used as examples for
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description. The first terminal 120 and the second terminal 160 are of the same or different device
types. The device type includes at least one of a smartphone, a tablet computer, an e-book reader,

a MP3 player, a MP4 player, a laptop, or a desktop computer.

[0050] FIG. 2 is a flowchart of a method for displaying a pre-ordered prop according to an
exemplary embodiment of this disclosure. The method may be performed by the first terminal 120
or the second terminal 160 shown in FIG. 1. The method includes the following steps 201 to 203.

[0051] Step 201: Display a process of performing actions in a virtual environment by a

virtual character.

[0052] The virtual character is a character controlled by the user. The virtual character may
be at least one of a virtual person, a virtual animal, or a virtual item. As shown in FIG. 3, a user
controls a virtual character 302 in a virtual environment. An entry control 301, a map 304, a control
305 for moving a virtual object, a friend icon 306, a skill control 307, and a message control 308

are also displayed on a virtual environment picture.

[0053] Optionally, as shown in FIG. 3, the user may control the virtual character 302 by
using the control 305 for moving a virtual object, or the user may press one or more preset physical
buttons to control the virtual character 302, or the user may control the virtual character 302 by
using signals generated by touching and holding, tapping, double-tapping, and/or sliding on a
touchscreen. The control 305 is shown as a joystick in FIG. 3.

[0054] In this embodiment of this disclosure, the virtual character is controlled by a
terminal to complete actions in the virtual environment, or the virtual character is controlled by a
server to complete actions in the virtual environment, or the virtual character is collaboratively

controlled by both the terminal and the server to complete actions in the virtual environment.

[0055] The user may obtain an existing virtual resource of the virtual character by
controlling the virtual character to perform actions. For example, the actions include at least one
of completing a specified action, killing an opposing virtual character, killing a neutral virtual
character, destroying an opposing virtual building, occupying a specified region, obtaining all or a
part of virtual resources of the enemy, depleting all or a part of virtual resources of friendly forces,
surviving in a virtual environment for a specified time, eliminating all or a part of opposing
characters, making a specified dialogue, guiding an NPC to a specified position, or completing

customized instructions.

[0056] Step 202: Update an existing virtual resource of the virtual character after the virtual

character completes the actions.
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[0057] The existing virtual resource is used for redeeming pre-ordered props in the virtual
environment. For example, the virtual resource includes at least one of virtual currency, a virtual

prop, a property of the virtual character, or an appearance of the virtual character.

[0058] The existing virtual resource refers to a virtual resource held by the virtual
character. For example, gold coins held by the virtual character are increased after the virtual
character kills an opposing character.

[0059] Step 203: Display, in response to satisfying a pre-order reminder condition, all or a
part of pre-ordered props on a virtual environment picture with an entry control as a reference
position. A redemption resource for at least one of the pre-ordered props is higher than the existing
virtual resource of the virtual character, the pre-ordered props are to-be-redeemed virtual props set

before or during a battle.

[0060] In this embodiment of this disclosure, the pre-ordered props may be to-be-redeemed
virtual props set before the battle, or may be to-be-redeemed virtual props set during the battle.
The pre-ordered props include all or a part of virtual props in an application. The pre-ordered props

may be preset by the user, or may be recommended by the application.

[0061] The pre-ordered props may usually be divided into several types. For example, the

types of the pre-ordered props include, but are not limited to the following equipment.

[0062] Attack equipment is used for increasing at least one of physical attack power, an

attack speed, or spell attack power of the virtual character.

[0063] Defense equipment is used for increasing at least one of physical defense power,

spell defense power, or health points of the virtual character.

[0064] Auxiliary equipment is used for achieving various gain effects for a team, for
example, at least one of increasing a moving speed, enhancing recovery capability of the virtual

character, providing a shield, reducing damage, or increasing output damage.

[0065] Jungle equipment is used for increasing damage to a neutral character, specifically,
increasing at least one of physical attack power, spell attack power, physical defense power, spell
defense power, or health points of the virtual character after a specific quantity of neutral characters

are killed.

[0066] An icon of the pre-ordered prop and a difference corresponding to the pre-ordered
prop are displayed on the pre-ordered prop, and the difference corresponding to the pre-ordered

prop is a difference between the existing virtual resource of the virtual character and a redemption
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resource for the pre-ordered prop. For example, it takes 500 gold coins to redeem a pre-ordered
prop A, if the virtual character has an existing virtual resource of 490 gold coins, a difference -10
is displayed on the pre-ordered prop A. Optionally, the difference is displayed on at least one of
the following positions: left, right, top, bottom, upper left, lower left, upper right, or lower right of

the icon of the pre-ordered prop.

[0067] Optionally, when multiple pre-ordered props are displayed, a redemption resource
for each of the pre-ordered props is higher than the existing virtual resource of the virtual character;
or a redemption resource for at least one of the pre-ordered props is higher than the existing virtual

resource of the virtual character.

[0068] The user cannot redeem a pre-ordered prop in a case that a redemption resource for
the pre-ordered prop is higher than the existing virtual resource of the virtual character. The user
may select to redeem a pre-ordered prop in a case that a redemption resource for the pre-ordered
prop is not higher than the existing virtual resource of the virtual character. After the pre-ordered
prop is redeemed by the user, all or a part of the existing virtual resource of the virtual character
will be deducted, and the deducted part is related to the redemption resource for the pre-ordered
prop. For example, it takes 800 gold coins to redeem the pre-ordered prop A, and the virtual
character has 1000 gold coins. 800 gold coins will be deducted after the user redeems the pre-
ordered prop A, and the virtual character has 200 remaining gold coins.

[0069] A pre-order reminder condition is used for determining whether pre-ordered
equipment needs to be displayed to remind the user of types of pre-ordered props to be redeemed
at a next moment. For example, the pre-order reminder condition is that a difference between the
existing virtual resource and the redemption resource reaches a threshold. Optionally, the pre-order
reminder condition is customized by the user. For example, the user may perform a pre-order
trigger operation by using signals generated by touching and holding, tapping, double-tapping,

and/or sliding in a specified region on a touchscreen.

[0070] Optionally, in a case that a resource change condition is satisfied, the redemption
resource for the pre-ordered prop may change. For example, the redemption resource for the pre-
ordered prop is related to time. As the user controls the virtual character to perform actions in the
virtual environment for a long time, the redemption resource for the pre-ordered prop decreases.
Alternatively, the user may use some virtual props to reduce the redemption resource for the pre-
ordered prop. Alternatively, the user may control the virtual character to complete a specified task,

to reduce the redemption resource for the pre-ordered prop. For example, it takes 600 gold coins
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to redeem the pre-ordered prop at the beginning of a battle of a game, and it takes 300 gold coins
to redeem the pre-ordered prop after the battle goes on for 20 minutes.

[0071] The entry control is related to purchase of a virtual prop for the virtual character. A
virtual prop purchase interface may be displayed through the entry control when the user uses the
application. For example, a tap on the entry control may trigger the display of a prop mall interface.
Optionally, the entry control is related to the existing virtual resource of the virtual character. For
example, the entry control is a backpack control of the virtual character, and the user may open a
backpack of the virtual character by tapping the backpack control. Optionally, the entry control is
related to a pre-ordered prop list of the virtual character. For example, the user may tap the entry
control to display the pre-ordered prop list.

[0072] The virtual environment picture is a picture obtained by observation in a virtual
world from a first-person perspective or a third-person perspective of a virtual character during
running of the application in the terminal. Optionally, in the embodiments of this disclosure, the
virtual environment picture is a picture obtained by observing the virtual character with a camera
model in the virtual world. Optionally, the virtual environment picture further includes at least one
of the following display elements: a thumbnail map from a God's perspective, a backpack control,
a direction indication control, a dialog box, an external voice switch, a microphone switch, a
control for moving a virtual object, or a control for controlling a virtual object to perform a preset

action.

[0073] Optionally, the camera model automatically follows the virtual character in the
virtual world. That is, when a position of the virtual character in the virtual world changes, a
position of the camera model following the virtual character in the virtual world changes
simultaneously, and the camera model is always within a range of a preset distance away from the
virtual character in the virtual world. Optionally, in the automatic following process, relative

positions between the camera model and the virtual character remain unchanged.

[0074] The camera model refers to a three-dimensional model located around the virtual
character in the virtual world. When the first-person perspective is used, the camera model is
located around the head of the virtual character or located at the head of the virtual character. When
the third-person perspective is used, the camera model may be located behind the virtual character
and bound to the virtual character, or may be located at any position away from the virtual character
by a preset distance. The virtual character located in the virtual world may be observed from
different angles through the camera model. Optionally, when the third-person perspective is a first-

person over-shoulder perspective, the camera model is located behind the virtual character (for
11 -



10

15

20

25

30

example, the head and shoulders of the virtual character). Optionally, in addition to the first-person
perspective and the third-person perspective, there are other perspectives, such as a top
perspective. When the top perspective is used, the camera model may be located above the head
of the virtual character. The top perspective is a perspective for observing the virtual world from
the sky. Optionally, the camera model is not actually displayed in the virtual world. In other words,

the camera model is not shown in the virtual world displayed on the virtual environment picture.

[0075] Description is made by using an example in which the camera model is located at
any position at a preset distance away from the virtual character. Optionally, one virtual character
corresponds to one camera model, and the camera model is rotated with the virtual character as a
rotation center. For example, the camera model is rotated with any point of the virtual character as
the rotation center. During rotation, the camera model is not only rotated, but also displaced.
During rotation, a distance between the camera model and the rotation center remains unchanged,
that is, the camera model is rotated on a surface of a sphere with the rotation center as a sphere
center. Any point of the virtual character is the head or the torso of the virtual character, or any
point around the virtual character. This is not limited in the embodiments of this disclosure.
Optionally, when the virtual character is observed by using the camera model, the center direction
of the perspective of the camera model is a direction from a point on a spherical surface on which
the camera model is located to the sphere center.

[0076] Optionally, the camera model may further observe the virtual character from
different directions of the virtual character at a preset angle. For example, referring to FIG. 4, a
point in a virtual character 11 is determined as a rotation center 12, and the camera model rotates
around the rotation center 12. Optionally, the camera model is configured with an initial position,
and the initial position is an upper position behind the virtual character 11 (for example, a position
behind the brain). For example, as shown in FIG. 4, the initial position is position 13; when the
camera model rotates to position 14 or position 15, the perspective direction of the camera model

changes with the rotation of the camera model.

[0077] Optionally, in response to satisfying a pre-order reminder condition, pre-ordered
props corresponding to a type of the virtual character are preferentially displayed on the virtual
environment picture with the entry control as a reference position. The type of the virtual character
includes at least one of a tank, a warrior, a mage, a shooter, an auxiliary, or an assassin. For
example, in a case that the virtual character is a mage, the pre-ordered prop A is displayed on the
virtual environment picture with the entry control as the reference position. The pre-ordered prop
Ais used for increasing the spell attack power of the virtual character.
-12 -
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[0078] In a specific implementation, the pre-ordered props may be displayed in several
forms, including but not limited to the following four display methods.

[0079] 1. Display the pre-ordered props at peripheral positions of the entry control on the

virtual environment picture.

[0080] As shown in FIG. 6, when there are multiple pre-ordered props to be displayed, pre-
ordered props 303 are peripherally arranged around an entry control 301. The multiple pre-ordered
props are displayed according to the order in the pre-ordered prop list. For example, the pre-
ordered props in the pre-ordered prop list are arranged in the following order: pre-ordered prop A
- pre-ordered prop B - pre-ordered prop C. During the display, the pre-ordered props are arranged
clockwise in the order of pre-ordered prop A - pre-ordered prop B - pre-ordered prop C.

[0081] 2. Sequentially display at least two pre-ordered props on the virtual environment

picture with the entry control as a head of a line.

[0082] As shown in FIG. 7, the pre-ordered props 303 are displayed with the entry control
301 as the head of the line. The multiple pre-ordered props are displayed according to the order in
the pre-ordered prop list. For example, the pre-ordered props in the pre-ordered prop list are
arranged in the following order: pre-ordered prop A - pre-ordered prop B - pre-ordered prop C.
During the display, the pre-ordered props are arranged from left to right in the order of pre-ordered

prop A - pre-ordered prop B - pre-ordered prop C.

[0083] 3. Sequentially display at least two pre-ordered props on the virtual environment

picture with the entry control as a head of a column.

[0084] As shown in FIG. 8, the pre-ordered props 303 are displayed with the entry control
301 as the head of the column. The multiple pre-ordered props are displayed according to the order
in the pre-ordered prop list. For example, the pre-ordered props in the pre-ordered prop list are
arranged in the following order: pre-ordered prop A - pre-ordered prop B - pre-ordered prop C.
During the display, the pre-ordered props are arranged from top to bottom in the order of pre-

ordered prop A - pre-ordered prop B - pre-ordered prop C.

[0085] 4. Circumferentially display at least two pre-ordered props on the virtual

environment picture with the entry control as a central position.

[0086] As shown in FIG. 9, the pre-ordered props 303 are displayed with the entry control
301 as the central position. The multiple pre-ordered props are displayed according to the order in

the pre-ordered prop list. For example, the pre-ordered props in the pre-ordered prop list are
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arranged in the following order: pre-ordered prop A - pre-ordered prop B - pre-ordered prop C.
During the display, the pre-ordered props are arranged clockwise in the order of pre-ordered prop

A - pre-ordered prop B - pre-ordered prop C.

[0087] Optionally, the pre-ordered props have display priorities. For example, there are
three props A, B, and C which are arranged in the order of prop A - prop B - prop C, and the prop
Auis preferentially displayed. The priority may be customized by the user, or may be used according

to default configuration of the application.

[0088] As shown in FIG. 5, an existing virtual resource of 1000 gold coins of the virtual
character is displayed on the entry control. In a case that a difference between the existing virtual
resource and a redemption resource for deeming a pre-ordered prop 303 is -50 gold coins, the pre-

ordered prop is displayed on a right side of the entry control 301.

[0089] Based on the above, in this embodiment, in a case that a pre-order reminder
condition is satisfied, a terminal directly displays a pre-ordered prop on a virtual environment
picture rather than on a mall interface. In this way, operation steps can be effectively reduced,
thereby improving the viewing efficiency. In addition, the amount of information transmitted by

the terminal to a server can be reduced, thereby relieving running load of the server.

[0090] FIG. 10 is a flowchart of a method for displaying a pre-ordered prop according to
an exemplary embodiment of this disclosure. The method may be performed by the first terminal
120 or the second terminal 160 shown in FIG. 1. The method includes the following steps 1001
and 1003.

[0091] In an optional embodiment based on the embodiment in FIG. 2, steps 201 and 202
are alternatively implemented as steps 1001 and 1002 below. For specific implementations,

reference may be made to the embodiment in FIG. 2, and details are not described herein again.

[0092] Step 1001: Display a process of performing actions in a virtual environment by a

virtual character.

[0093] Step 1002: Update an existing virtual resource of the virtual character after the

virtual character completes the actions.

[0094] Step 1003: Display, in response to a difference between a redemption resource and
the existing virtual resource being less than a threshold, all or a part of pre-ordered props on the

virtual environment picture with an entry control as a reference position.
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[0095] In response to a difference between each of redemption resources respectively
corresponding to n pre-ordered props in a pre-ordered prop list of the virtual character and the
existing virtual resource is less than the threshold, the n pre-ordered props are displayed on the
virtual environment picture with the entry control as the reference position, n being a positive

integer. n may be customized by the user, or n is a default value of the application.

[0096] For example, there are a total of four pre-ordered props in the pre-ordered prop list;
it is assumed that redemption resources corresponding to a pre-ordered prop 1, a pre-ordered prop
2, a pre-ordered prop 3, and a pre-ordered prop 4 are 1000 gold coins, 1050 gold coins, 1080 gold
coins, and 1200 gold coins, respectively, a threshold is 200 gold coins, and the existing virtual
resource of the virtual character is 950 gold coins. In this case, a difference between each of the
redemption resources corresponding to the pre-ordered prop 1, the pre-ordered prop 2, and the pre-
ordered prop 3 and the existing virtual resource is less than the threshold, and the pre-ordered prop
1, the pre-ordered prop 2, and the pre-ordered prop 3 are displayed on the virtual environment
picture with the entry control as the reference position.

[0097] Optionally, in response to a selection operation on a target pre-ordered prop of the
n pre-ordered props, the target pre-ordered prop is automatically purchased for the virtual character
in a case that a difference between a redemption resource corresponding to the target pre-ordered
prop and the existing virtual resource is greater than or less than the threshold.

[0098] For example, the threshold may be a fixed value, or may be a value related to the
redemption resource corresponding to the pre-ordered prop. A formula for calculating the threshold

is given below:
Threshold = Redemption resource x 10%

[0099] Optionally, the four pre-ordered props are displayed on the virtual environment
picture with the entry control as the reference position when a difference between each of the
redemption resources corresponding to the four pre-ordered props in the pre-ordered prop list of

the virtual character and the existing virtual resource is less than the threshold.

[0100] In other implementations of this disclosure, a pre-ordered prop is displayed on the
virtual environment picture with the entry control as the reference position in a case that a property
of the virtual character satisfies a default condition. For example, a health recovery prop is
displayed when a health point value of the virtual character is lower than 20%; or a physical shield

prop is displayed when physical shield points of the virtual character are higher than 400.
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[0101] In other implementations of this disclosure, a pre-ordered prop is displayed on the
virtual environment picture with the entry control as the reference position when the virtual
character performs a specified action. For example, a transfer prop is displayed when the virtual
character moves to a specified position in the virtual environment; or a gain prop corresponding

to a recovery skill is displayed when the virtual character casts a recovery skill.

[0102] Based on the above, in this embodiment, a pre-ordered prop is directly displayed
on a terminal when a difference is less than a threshold. In this way, it is unnecessary to repeatedly
invoke a virtual prop purchase interface on the terminal, to effectively reduce operation steps,
thereby improving the viewing efficiency. In addition, the amount of information transmitted by
the terminal to a server can be reduced, thereby relieving running load of the server.

[0103] FIG. 11 is a flowchart of a method for displaying a pre-ordered prop according to
an exemplary embodiment of this disclosure. The method may be performed by the first terminal
120 or the second terminal 160 shown in FIG. 1. The method includes the following steps 1101 to
1103.

[0104] In an optional embodiment based on the embodiment in FIG. 2, steps 201 and 202
are alternatively implemented as steps 1101 and 1102 below. For specific implementations,

reference may be made to the embodiment in FIG. 2, and details are not described herein again.

[0105] Step 1101: Display a process of performing actions in a virtual environment by a

virtual character.

[0106] Step 1102: Update an existing virtual resource of the virtual character after the

virtual character completes the actions.

[0107] Step 1103: Display, in response to a pre-order trigger operation, all or a part of pre-

ordered props on the virtual environment picture with an entry control as a reference position.

[0108] The pre-order trigger operation is used for displaying the pre-ordered props. The
pre-order trigger operation may be implemented by pressing one or more preset physical buttons
to control the virtual character, or implemented by using signals generated by touching and
holding, tapping, double-tapping, and/or sliding in a specified region on a touchscreen.

[0109] Optionally, in this step, when at least two pre-ordered props are displayed on the
virtual environment picture with the entry control as the reference position, the displayed pre-

ordered props are classified into redeemable and unredeemable pre-ordered props.
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[0110] Further, to facilitate the user to directly view the pre-ordered props, in response to
a first trigger operation on the entry control, m unpurchased pre-ordered props in a pre-ordered
prop list are displayed on the virtual environment picture with the entry control as the reference
position, m being a positive integer. The first trigger operation is different from a second trigger
operation, and the second trigger operation is an operation performed on the entry control to trigger
the display of a prop mall interface. There is at least one virtual prop on the prop mall interface.
For example, the second trigger operation is usually an operation of tapping the entry control, and
the display of a prop mall list is triggered. To be distinguished from the second trigger operation,
the first trigger operation may be set as an operation of touching and holding the entry control.
Optionally, in response to the first trigger operation on the entry control, some of the m
unpurchased pre-ordered props in the pre-ordered prop list are displayed on the virtual

environment picture with the entry control as the reference position, m being a positive integer.

[0111] For example, there are a total of four pre-ordered props in the pre-ordered prop list,
which are specifically a pre-ordered prop 1, a pre-ordered prop 2, a pre-ordered prop 3, and a pre-
ordered prop 4. If the pre-ordered prop 3 has been purchased by the virtual character, in response
to the first trigger operation on the entry control, the pre-ordered prop 1, the pre-ordered prop 2,
and the pre-ordered prop 4 in the pre-ordered prop list are displayed on the virtual environment
picture with the entry control as the reference position.

[0112] As shown in FIG. 12, multiple pre-ordered props 303 are displayed on a right side
of the entry control 301 after the entry control 301 is touched and held.

[0113] Based on the above, in this embodiment, a pre-ordered prop may be directly
displayed on a terminal rather than on a mall interface. In this way, operation steps can be
effectively reduced, thereby improving the viewing efficiency. In addition, the pre-ordered prop
can be viewed in many ways. Furthermore, the amount of information transmitted by the terminal

to a server can be reduced, thereby relieving running load of the server.

[0114] In a case that at least two pre-ordered props are displayed, the user may adjust a
position of any one of the two pre-ordered props. FIG. 13 is a flowchart of a method for adjusting
a position of a pre-ordered prop according to an exemplary embodiment of this disclosure. The
method may be performed by the first terminal 120 or the second terminal 160 shown in FIG. 1,
and the method includes the following steps 1301 to 1306.
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[0115] In an optional embodiment based on the embodiment in FIG. 2, steps 201 and 203
are alternatively implemented as steps 1301 and 1302 below. For specific implementations,

reference may be made to the embodiment in FIG. 2, and details are not described herein again.

[0116] Step 1301: Display a process of performing actions in a virtual environment by a

virtual character.

[0117] Step 1302: Update an existing virtual resource of the virtual character after the

virtual character completes the actions.

[0118] Step 1303: Display, in response to satisfying a pre-order reminder condition, at least
two pre-ordered props on a virtual environment picture with an entry control as a reference
position.

[0119] As shown in FIG. 14, four pre-ordered props are displayed with the entry control

301 as a head of a line.

[0120] Step 1304: Adjust, in response to a position adjustment operation triggered on a
first pre-ordered prop of the at least two pre-ordered props, a ranking position of the first pre-

ordered prop in the at least two pre-ordered props.
[0121] The first pre-ordered prop is any one of the at least two pre-ordered props displayed.

[0122] The position adjustment operation is used for adjusting any one or more props of
the at least two pre-ordered props. For example, the position adjustment operation is implemented
by pressing one or more preset physical buttons, or implemented by using signals generated by
releasing, touching and holding, tapping, double-tapping, and/or sliding on a touchscreen by the

USer.

[0123] Optionally, an adjusted ranking position is determined by the system default
configuration, or customized by the user. For example, in response to the position adjustment
operation triggered on the first pre-ordered prop of the at least two pre-ordered props, the first pre-
ordered prop is adjusted to the first place in the at least two pre-ordered props. For example, in
response to the position adjustment operation triggered on the first pre-ordered prop of the at least
two pre-ordered props, the first pre-ordered prop is adjusted to any ranking position in the at least

two pre-ordered props.

[0124] For example, as shown in FIG. 14, after the four pre-ordered props are displayed, a
pre-ordered prop 1401 of the four pre-ordered props is tapped, to adjust the pre-ordered prop 1401

to the first place.
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[0125] Step 1305:Exchange, in response to a position adjustment operation triggered on a
first pre-ordered prop and a second pre-ordered prop of the at least two pre-ordered props, ranking
positions of the first pre-ordered prop and the second pre-ordered prop in the at least two pre-

ordered props.

[0126] The first pre-ordered prop and the second pre-ordered prop are each any one of the
at least two pre-ordered props displayed, and the first pre-ordered prop is different from the second

pre-ordered prop.

[0127] For example, as shown in FIG. 15, after the four pre-ordered props are displayed, a
pre-ordered prop 1501 and a pre-ordered prop 1502 are tapped, to exchange ranking positions of
the pre-ordered prop 1501 and the pre-ordered prop 1502.

[0128] Step 1306: Redeem a target pre-ordered prop for the virtual character in response
to the existing virtual resource being higher than a redemption resource for the target pre-ordered
prop. The target pre-ordered prop is a pre-ordered prop ranked first in the at least two pre-ordered
props.

[0129] When the user adjusts a pre-ordered prop to the first place, it is predictable that the
user is very likely to redeem the pre-ordered prop. To facilitate operations of the user and reduce
operation steps, the target pre-ordered prop is redeemed for the virtual character when the existing

virtual resource is higher than the redemption resource for the target pre-ordered prop.

[0130] Optionally, the user needs to confirm the redemption of the target pre-ordered prop.
For example, the target pre-ordered prop is redeemed for the virtual character in response to a

confirmation operation for the target pre-ordered prop.

[0131] Based on the above, in this embodiment, after at least two pre-ordered props are
displayed, a terminal may change arrangement positions of the pre-ordered props to adjust the
display order of the pre-ordered props, thereby completing the operation of adjusting the
arrangement order, and helping the user select a required pre-ordered prop in advance. In addition,
the user may determine, according to an actual condition, whether to redeem the pre-ordered prop,

thereby increasing options for the user.

[0132] FIG. 16 is a flowchart of a method for displaying a pre-ordered prop according to
an exemplary embodiment of this disclosure. The method may be performed by the first terminal
120 or the second terminal 160 shown in FIG. 1. The method includes the following steps1601
and 1605.
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[0133] Step 1601: Display a virtual environment picture and an entry control.

[0134] The virtual environment picture is a display picture of a virtual environment that
provides a virtual activity place for the virtual character. The entry control is related to purchase

of a virtual prop for the virtual character.

[0135] Step 1602: Determine whether a difference between a redemption resource and an

existing virtual resource is less than a threshold.

[0136] Step 1602 is performed in a case that the difference between the redemption
resource and the existing virtual resource is less than the threshold; and step 1601 is performed in
a case that the difference between the redemption resource and the existing virtual resource is not
less than the threshold.

[0137] The redemption resource refers to a virtual resource required for redeeming a third
pre-ordered prop. For example, it takes 200 gold coins to redeem a pre-ordered prop A. The
existing virtual resource refers to a virtual resource held by the virtual character. For example, the

virtual character has 100 gold coins during a battle.

[0138] Optionally, the threshold is set by the user. For example, the threshold is 10% of

the redemption resource.

[0139] Step 1603: Display an icon of a third pre-ordered prop and a difference
corresponding to the third pre-ordered prop at a reference position on the virtual environment
picture.

[0140] The third pre-ordered prop is any pre-ordered prop in a pre-ordered prop list.

Optionally, the third pre-ordered prop cannot be tapped.

[0141] Optionally, the display of the icon of the third pre-ordered prop and the difference
corresponding to the third pre-ordered prop is canceled in response to a display cancel operation.
Optionally, the display of the icon of the third pre-ordered prop and the difference corresponding
to the third pre-ordered prop is canceled in a case that a display duration of the third pre-ordered

prop reaches a preset duration.

[0142] Optionally, the icon of the third pre-ordered prop and the difference corresponding
to the third pre-ordered prop are continuously displayed. In this embodiment, the description is
made by using an example in which the icon of the third pre-ordered prop and the difference

corresponding to the third pre-ordered prop are continuously displayed.
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[0143] As shown in FIG. 17, when an existing virtual resource is 1000 gold coins, and a
difference between a redemption resource corresponding to the third pre-ordered prop and the

existing virtual resource is 50 gold coins, an icon 1701 of the third pre-ordered prop is displayed.

[0144] Step 1604: Determine whether the existing virtual resource is not less than a

redemption resource for the third pre-ordered prop.

[0145] Step 1605 is performed in a case that the existing virtual resource is not less than
the redemption resource for the third pre-ordered prop; and step 1603 is performed in a case that

the existing virtual resource is less than the redemption resource for the third pre-ordered prop.

[0146] For example, the redemption resource is 1000 gold coins, and step 1605 is
performed in a case that the existing virtual resource is 1050 gold coins; and step 1603 is performed

in a case that the existing virtual resource is 950 gold coins.

[0147] Step 1605: Display a redeemable icon of the third pre-ordered prop at the reference

position on the virtual environment picture.

[0148] Optionally, the third pre-ordered prop is redeemed in response to a redemption

operation performed on the redeemable icon.

[0149] As shown in FIG. 17, when the existing virtual resource is increased to 1050 gold
coins, a redeemable icon 1702 of the third pre-ordered prop is displayed. The redeemable icon
1702 of the third pre-ordered prop is different from the icon 1701 of the third pre-ordered prop.

[0150] Based on the above, in this embodiment, a difference between a redemption
resource and an existing virtual resource is detected to determine whether a pre-ordered prop needs
to be displayed, thereby facilitating the operation in a next step. A purchasable prop and a non-
purchasable prop are distinguished by displaying an icon of a purchasable pre-ordered prop and
an icon of a non-purchasable pre-ordered prop. In this way, there is no need to repeatedly invoke
a virtual prop purchase interface on a terminal, thereby reducing operation steps. In addition, the
amount of information transmitted by the terminal to a server can be reduced, thereby relieving

running load of the server.

[0151] FIG. 18 is a flowchart of a method for adjusting a position of a pre-ordered prop
according to an exemplary embodiment of this disclosure. The method may be performed by the
first terminal 120 or the second terminal 160 shown in FIG. 1, and the method includes the
following steps 1801 to 1806.
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[0152] Step 1801: Display, in response to a touch-and-hold operation on an entry control,

pre-ordered props on a virtual environment picture with the entry control as a reference position.

[0153] The virtual environment picture is a display picture of a virtual environment that
provides a virtual activity place for the virtual character. The entry control is related to purchase

of a virtual prop for the virtual character.

[0154] Step 1802: Determine whether a duration of touch and hold reaches a duration
threshold.
[0155] Optionally, the duration threshold is set by the user, or determined according to

default configuration of the application. For example, the duration threshold is 0.5 seconds.

[0156] Step 1803 is performed in a case that the duration of touch and hold reaches the
duration threshold; and a release operation is canceled in a case that the duration of touch and hold

does not reach the duration threshold.

[0157] Step 1803: Display at least two pre-ordered props on the virtual environment
picture with the entry control as a reference position.

[0158] As shown in FIG. 19, the pre-ordered props 303 are displayed in a case that the

duration of touch and hold by the user reaches the duration threshold.

[0159] Step 1804: Determine whether a release operation on a first pre-ordered prop is
received.
[0160] Step 1805 is performed in a case that the release operation on the first pre-ordered

prop is received; and the operation is canceled in a case that no release operation on the first pre-

ordered prop is received.

[0161] Step 1805: Adjust the first pre-ordered prop to the first place in a pre-ordered prop
list.
[0162] As shown in FIG. 19, after the user performs the touch-and-hold operation to

display the pre-ordered props 303, if the user moves the finger from the entry control 301 to a first
pre-ordered prop 1901 without releasing the finger from a touchscreen, and releases the finger
from the first pre-ordered prop 1901, the first pre-ordered prop 1901 is adjusted to the first place.

[0163] Step 1806: Redeem the first pre-ordered prop for the virtual character in response

to an existing virtual resource being higher than a redemption resource for the first pre-ordered

prop.
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[0164] When the first pre-ordered prop is ranked first in the pre-ordered prop list, the user
is very likely to redeem the first pre-ordered prop at a further moment, and therefore the first pre-
ordered prop is automatically redeemed for the virtual character in a case that the existing virtual

resource is higher than the redemption resource for the first pre-ordered prop.

[0165] Based on the above, in this embodiment, by detecting a touch-and-hold operation
and a release operation performed on a terminal, the terminal can change arrangement positions of
pre-ordered props, so that an arrangement order of pre-ordered props in a list is adjusted, and the

terminal can adjust a pre-ordered prop to be redeemed.

[0166] Optionally, this disclosure is applicable to a MOBA game. For example, in a
process of playing the MOBA game by the user, pre-ordered props are peripherally displayed

around an entry control in a case that a pre-order reminder condition is satisfied.

[0167] Optionally, this disclosure is applicable to an FPS game. For example, in a process
of playing the FPS game by the user, pre-ordered props are peripherally displayed around an entry
control in a case that a pre-order reminder condition is satisfied.

[0168] Optionally, this disclosure is applicable to an SLG game. For example, in a process
of playing the SLG game by the user, pre-ordered props are peripherally displayed around an entry

control in a case that a pre-order reminder condition is satisfied.

[0169] FIG. 20 is a schematic structural diagram of an apparatus for displaying a pre-
ordered prop according to an exemplary embodiment of this disclosure. The apparatus may be
implemented as an entire computer device or a part of the computer device by using software,
hardware, or a combination thereof. An apparatus 2000 includes: a display module 2001,
configured to display a process of performing actions in a virtual environment by a virtual
character; and an update module 2002, configured to update an existing virtual resource of the
virtual character after the virtual character completes the actions. The display module 2001 is
further configured to display, in response to satisfying a pre-order reminder condition, all or a part
of pre-ordered props on a virtual environment picture with an entry control as a reference position,
where a redemption resource for at least one of the pre-ordered props is higher than the existing
virtual resource of the virtual character, the entry control is a control related to purchase of a virtual
prop for the virtual character, the pre-ordered props are to-be-redeemed virtual props set before or

during a battle.

[0170] In an optional embodiment of this disclosure, the display module 2001 is further

configured to display, in response to a difference between the redemption resource and the existing
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virtual resource being less than a threshold, all or a part of the pre-ordered props on the virtual

environment picture with the entry control as the reference position.

[0171] In an optional embodiment of this disclosure, the display module 2001 is further
configured to the display module is further configured to display, in response to a difference
between each of redemption resources respectively corresponding to n pre-ordered props in a pre-
ordered prop list of the virtual character and the existing virtual resource being less than the
threshold, the n pre-ordered props on the virtual environment picture with the entry control as the

reference position, n being a positive integer.

[0172] In an optional embodiment of this disclosure, the display module 2001 is further
configured to display, in response to a pre-order trigger operation, all or a part of the pre-ordered

props on the virtual environment picture with the entry control as the reference position.

[0173] In an optional embodiment of this disclosure, the display module 2001 is further
configured to display, in response to a first trigger operation performed on the entry control, m
unpurchased pre-ordered props in a pre-ordered prop list on the virtual environment picture with
the entry control as the reference position, m being a positive integer, where the first trigger
operation is different from a second trigger operation, and the second trigger operation is an

operation performed on the entry control to trigger display of a prop mall interface.

[0174] In an optional embodiment of this disclosure, the display module 2001 is further
configured to display the pre-ordered props at peripheral positions of the entry control on the
virtual environment picture; or sequentially display at least two pre-ordered props on the virtual
environment picture with the entry control as a head of a line; or sequentially display at least two
pre-ordered props on the virtual environment picture with the entry control as a head of a column;
or circumferentially display at least two pre-ordered props on the virtual environment picture with

the entry control as a central position.

[0175] In an optional embodiment of this disclosure, in a case that there are at least two
pre-ordered props, the display module 2001 is further configured to: adjust, in response to a
position adjustment operation triggered on a first pre-ordered prop of the at least two pre-ordered
props, a ranking position of the first pre-ordered prop in the at least two pre-ordered props; or
exchange, in response to a position adjustment operation triggered on a first pre-ordered prop and
a second pre-ordered prop of the at least two pre-ordered props, ranking positions of the first pre-
ordered prop and the second pre-ordered prop in the at least two pre-ordered props.
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[0176] In an optional embodiment of this disclosure, the update module 2002 is further
configured to redeem a target pre-ordered prop for the virtual character in response to the existing
virtual resource being higher than a redemption resource for the target pre-ordered prop, where the

target pre-ordered prop is a pre-ordered prop ranked first in the at least two pre-ordered props..

[0177] In an optional embodiment of this disclosure, the display module 2001 is further
configured to display an icon of the pre-ordered prop and a difference corresponding to the pre-
ordered prop on the pre-ordered prop, and the difference corresponding to the pre-ordered prop is
a difference between the existing virtual resource of the virtual character and a redemption resource

for the pre-ordered prop.

[0178] In an optional embodiment of this disclosure, the display module 2001 is further
configured to: cancel the display of the pre-ordered prop in response to a display cancel operation;
or cancel the display of the pre-ordered prop in a case that a display duration of the pre-ordered

prop reaches a preset duration.

[0179] Based on the above, in the technical solutions provided in the embodiments of this
disclosure, in a case that a pre-order reminder condition is satisfied, a terminal directly displays
pre-ordered props on a virtual environment picture rather than on a mall interface. In this way,
operation steps can be effectively reduced, thereby improving the viewing efficiency. In addition,
the amount of information transmitted by the terminal to a server can be reduced, thereby relieving

running load of the server.

[0180] This disclosure further provides a terminal, including a processor and a memory,
the memory storing at least one instruction, the at least one instruction being loaded and executed
by the processor to implement the method for displaying a virtual world picture provided in the

foregoing method embodiments. The terminal may be a terminal provided in FIG. 21 below.

[0181] FIG. 21 shows a structural block diagram of a terminal 2100 according to an
exemplary embodiment of this disclosure. The terminal 2100 may be a smartphone, a tablet
computer, a moving picture experts group audio layer 111 (MP3) player, a moving picture experts
group audio layer IV (MP4) player, a notebook computer, or a desktop computer. The terminal
2100 may also be referred to as user equipment, a portable terminal, a laptop terminal, a desktop

terminal, or another name.
[0182] Generally, the terminal 2100 includes a processor 2101 and a memory 2102.

[0183] The processor 2101 may include one or more processing cores, for example, the

processor 2101 may be a 4-core processor or an 8-core processor. The processor 2101 may be
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implemented in at least one hardware form of digital signal processing (DSP), a field-
programmable gate array (FPGA), and a programmable logic array (PLA). The processor 2101
may alternatively include a main processor and a coprocessor. The main processor is configured
to process data in an awake state, also referred to as a central processing unit (CPU). The
coprocessor is a low-power processor configured to process data in a standby state. In some
embodiments, the processor 2101 may be integrated with a graphics processing unit (GPU). The
GPU is configured to render and draw content that needs to be displayed on a display. In some
embodiments, the processor 2101 may further include an artificial intelligence (Al) processor. The

Al processor is configured to process a calculation operation related to machine learning.

[0184] The memory 2102 may include one or more computer-readable storage media that
may be non-transitory. The memory 2102 may further include a high-speed random access
memory and a nonvolatile memory, for example, one or more disk storage devices or flash storage
devices. In some embodiments, a non-transitory computer-readable storage medium in the memory
2102 is configured to store at least one instruction, the at least one instruction being configured to
be executed by the processor 2101 to implement the method for displaying a pre-ordered prop

provided in the method embodiments of this disclosure.

[0185] The display screen 2105 is configured to display a user interface (Ul). The Ul may
include a graph, a text, an icon, a video, and any combination thereof. When the display screen
2105 is atouch display screen, the display screen 2105 is further capable of collecting touch signals
on or above a surface of the display screen 2105. The touch signal may be inputted, as a control
signal, to the processor 2101 for processing. In this case, the display screen 2105 may be further
configured to provide a virtual button and/or a virtual keyboard, which is also referred to as a soft
button and/or a soft keyboard. In some embodiments, there may be one display screen 2105,
disposed on a front panel of the terminal 2100. In other embodiments, there may be at least two
display screens 2105 that are respectively disposed on different surfaces of the terminal 2100 or
folded. In still other embodiments, the display screen 2105 may be a flexible display screen
disposed on a curved surface or a folded surface of the terminal 2100. Even, the touch display
screen 2105 may be further set in a non-rectangular irregular pattern, namely, a special-shaped
screen. The display screen 2105 may be prepared by using materials such as a liquid crystal display
(LCD), an organic light-emitting diode (OLED), or the like.

[0186] The power supply 2109 is configured to supply power for various components in

the terminal 2100. The power supply 2109 may be an alternating current, a direct current, a

disposable battery, or a rechargeable battery. When the power supply 2109 includes a rechargeable
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battery, and the rechargeable battery may be a wired rechargeable battery or a wireless
rechargeable battery. The wired rechargeable battery is a battery charged through a wired circuit,
and the wireless rechargeable battery is a battery charged through a wireless coil. The rechargeable

battery may be further configured to support a fast charge technology.

[0187] A person skilled in the art may understand that the structure shown in FIG. 21 does
not constitute a limitation on the terminal 2100, and the terminal may include more or fewer
components than those shown in the figure, or some components may be combined, or a different

component deployment may be used.

[0188] FIG. 22 is a schematic structural diagram of a server according to an embodiment
of this disclosure. Specifically, a server 2200 includes a CPU 2201, a system memory 2204
including a RAM 2202 and a read-only memory (ROM) 2203, and a system bus 2205 connecting
the system memory 2204 and the CPU 2201. The computer device 2200 further includes a basic
input/output (1/O) system 2206 configured to transmit information between components in a
computer, and a mass storage device 2207 configured to store an operating system 2213, an

application program 2214, and another program module 2215.

[0189] The basic 1/0 system 2206 includes a display 2208 configured to display
information, and an input device 2209 configured to allow a user to enter information, for example,
a mouse, or a keyboard. The display 2208 and the input device 2209 are both connected to the
CPU 2201 by using an input/output controller 2210 connected to the system bus 2205. The basic
input/output system 2206 may further include the input/output controller 2210 configured to
receive and process input from multiple other devices such as the keyboard, the mouse, or an
electronic stylus. Similarly, the input/output controller 2210 further provides an output to a display

screen, a printer, or another type of output device.

[0190] The mass storage device 2207 is connected to the CPU 2201 by using a mass
storage controller (not shown) connected to the system bus 2205. The mass storage device 2207
and a computer-readable medium associated with the mass storage device provide non-volatile
storage for the server 2200. That is, the mass storage device 2207 may include a computer-readable

medium (not shown) such as a hard disk or a compact disc ROM (CD-ROM) drive.

[0191] Generally, the computer-readable medium may include a computer storage medium
and a communication medium. The computer storage medium includes volatile and non-volatile,
removable and non-removable media that store information such as computer-readable

instructions, data structures, program modules, or other data and that are implemented by using
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any method or technology. The computer storage medium includes a RAM, a ROM, an erasable
programmable ROM (EPROM), an electrically erasable programmable ROM (EEPROM), a flash
memory or another solid-state memory technology, a CD-ROM, a digital versatile disc (DVD) or
another optical memory, a tape cartridge, a magnetic cassette, a magnetic disk memory, or another
magnetic storage device. Certainly, a person skilled in the art may know that the computer storage
medium is not limited to the foregoing types. The system memory 2204 and the mass storage

device 2207 may be collectively referred to as a memory.

[0192] According to various embodiments of this disclosure, the server 2200 may further
be connected, by using a network such as the Internet, to a remote computer on the network and
run. That is, the server 2200 may be connected to a network 2212 by using a network interface
unit 2211 that is connected to the system bus 2205, or may be connected to a network of another

type or a remote computer system (not shown) by using the network interface unit 2211.

[0193] According to another aspect of this disclosure, a computer storage medium is
provided, storing at least one instruction code, the at least one instruction code being loaded and
executed by a processor to perform the method for displaying a pre-ordered prop as described

above.

[0194] According to another aspect of this disclosure, a computer program product or a
computer program is further provided, the computer program product or the computer program
including computer instructions, the computer instructions being stored in a computer-readable
storage medium. A processor of the computer device reads the computer instructions from the
computer-readable storage medium and executes the computer instructions, to cause the computer

device to perform the method for displaying a pre-ordered prop as described above.

[0195] It is to be understood that "multiple™ mentioned in the specification means two or
more. And/or describes an association relationship for describing associated objects and represents
that three relationships may exist. For example, A and/or B may represent the following three
cases: Only A exists, both A and B exist, and only B exists. The character "/" in this specification
generally indicates an "or" relationship between the associated objects.

[0196] A person of ordinary skill in the art may understand that all or a part of the steps of
the foregoing embodiments may be implemented by using hardware, or may be implemented by a
program instructing relevant hardware. The program may be stored in a computer-readable storage
medium. The storage medium may be a ROM, a magnetic disk, an optical disc, or the like.
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[0197] The foregoing descriptions are merely exemplary embodiments of this disclosure,
and are not intended to limit this disclosure. Any modification, equivalent replacement,
improvement and the like made within the spirit and principle of this disclosure shall fall within

the protection scope of this disclosure.
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CLAIMS

What is claimed is:

1. A method for displaying a pre-ordered prop, performed by a terminal, the method

comprising:
displaying a process of performing actions in a virtual environment by a virtual character;

updating an existing virtual resource of the virtual character after the virtual character

completes the actions; and

displaying, in response to satisfying a pre-order reminder condition, all or a part of pre-
ordered props on a virtual environment picture with an entry control as a reference position,
wherein a redemption resource for at least one of the pre-ordered props is higher than the existing
virtual resource of the virtual character, the entry control is a control related to purchase of a virtual
prop for the virtual character, the pre-ordered props are to-be-redeemed virtual props set before or

during a battle.

2. The method according to claim 1, wherein the displaying, in response to satisfying a pre-
order reminder condition, all or a part of pre-ordered props on a virtual environment picture with

an entry control as a reference position comprises:

displaying, in response to a difference between the redemption resource and the existing
virtual resource being less than a threshold, all or a part of the pre-ordered props on the virtual

environment picture with the entry control as the reference position.

3. The method according to claim 2, wherein the displaying, in response to satisfying a pre-
order reminder condition, all or a part of pre-ordered props on a virtual environment picture with

an entry control as a reference position comprises:

displaying, in response to a difference between each of redemption resources respectively
corresponding to n pre-ordered props in a pre-ordered prop list of the virtual character and the
existing virtual resource being less than the threshold, the n pre-ordered props on the virtual

environment picture with the entry control as the reference position, n being a positive integer.

4. The method according to claim 1, wherein the displaying, in response to satisfying a pre-
order reminder condition, all or a part of pre-ordered props on a virtual environment picture with

an entry control as a reference position comprises:

displaying, in response to a pre-order trigger operation, all or a part of the pre-ordered props

on the virtual environment picture with the entry control as the reference position.
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5. The method according to claim 4, wherein the displaying, in response to a pre-order trigger
operation, all or a part of the pre-ordered props on the virtual environment picture with the entry

control as the reference position comprises:

displaying, in response to a first trigger operation performed on the entry control, m
unpurchased pre-ordered props in a pre-ordered prop list on the virtual environment picture with
the entry control as the reference position, m being a positive integer, wherein

the first trigger operation is different from a second trigger operation, and the second trigger

operation is an operation performed on the entry control to trigger display of a prop mall interface.

6. The method according to any one of claims 1 to 5, wherein the displaying all or a part of
pre-ordered props on a virtual environment picture with an entry control as a reference position

comprises:

displaying the pre-ordered props at peripheral positions of the entry control on the virtual

environment picture; or

sequentially displaying at least two pre-ordered props on the virtual environment picture with

the entry control as a head of a line; or

sequentially displaying at least two pre-ordered props on the virtual environment picture with

the entry control as a head of a column; or

circumferentially displaying at least two pre-ordered props on the virtual environment picture

with the entry control as a central position.

7. The method according to any one of claims 1 to 5, wherein there are at least two pre-

ordered props, and the method further comprises:

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

two pre-ordered props; or

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

8. The method according to claim 7, further comprising:

redeeming a target pre-ordered prop for the virtual character in response to the existing virtual

resource being higher than a redemption resource for the target pre-ordered prop, wherein
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the target pre-ordered prop is a pre-ordered prop ranked first in the at least two pre-ordered
props.
9. The method according to any one of claims 1 to 5, wherein

an icon of the pre-ordered prop and a difference corresponding to the pre-ordered prop are
displayed on the pre-ordered prop, and the difference corresponding to the pre-ordered prop is a
difference between the existing virtual resource of the virtual character and a redemption resource

for the pre-ordered prop.
10. The method according to any one of claims 1 to 5, further comprising:
canceling the display of the pre-ordered prop in response to a display cancel operation; or

canceling the display of the pre-ordered prop in a case that a display duration of the pre-

ordered prop reaches a preset duration.
11. An apparatus for displaying a pre-ordered prop, comprising:

a display module, configured to display a process of performing actions in a virtual

environment by a virtual character; and

an update module, configured to update an existing virtual resource of the virtual character

after the virtual character completes the actions, wherein

the display module is further configured to display, in response to satisfying a pre-order
reminder condition, all or a part of pre-ordered props on a virtual environment picture with an
entry control as a reference position, wherein a redemption resource for at least one of the pre-
ordered props is higher than the existing virtual resource of the virtual character, the entry control
is a control related to purchase of a virtual prop for the virtual character, the pre-ordered props are
to-be-redeemed virtual props set before or during a battle.

12. The apparatus according to claim 11, wherein

the display module is further configured to display, in response to a difference between the
redemption resource and the existing virtual resource being less than a threshold, the pre-ordered

props on the virtual environment picture with the entry control as the reference position.
13. The apparatus according to claim 12, wherein

the display module is further configured to display, in response to a difference between each
of redemption resources respectively corresponding to n pre-ordered props in a pre-ordered prop
list of the virtual character and the existing virtual resource being less than the threshold, the n pre-
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ordered props on the virtual environment picture with the entry control as the reference position,
n being a positive integer.

14. The apparatus according to claim 11, wherein

the display module is further configured to display, in response to a pre-order trigger operation,
the pre-ordered props on the virtual environment picture with the entry control as the reference
position.

15. The apparatus according to claim 14, wherein

the display module is further configured to display, in response to a first trigger operation
performed on the entry control, m unpurchased pre-ordered props in a pre-ordered prop list on the
virtual environment picture with the entry control as the reference position, m being a positive
integer, wherein the first trigger operation is different from a second trigger operation, and the
second trigger operation is an operation performed on the entry control to trigger display of a prop

mall interface.
16. The apparatus according to any one of claims 11 to 15, wherein

the display module 2001 is further configured to: display the pre-ordered props at peripheral
positions of the entry control on the virtual environment picture; or sequentially display at least
two pre-ordered props on the virtual environment picture with the entry control as a head of a line;
or sequentially display at least two pre-ordered props on the virtual environment picture with the
entry control as a head of a column; or circumferentially display at least two pre-ordered props on

the virtual environment picture with the entry control as a central position.
17. The apparatus according to any one of claims 11 to 15, wherein

in a case that there are at least two pre-ordered props, the display module is further configured
to: adjust, in response to a position adjustment operation triggered on a first pre-ordered prop of
the at least two pre-ordered props, a ranking position of the first pre-ordered prop in the at least
two pre-ordered props; or exchange, in response to a position adjustment operation triggered on a
first pre-ordered prop and a second pre-ordered prop of the at least two pre-ordered props, ranking
positions of the first pre-ordered prop and the second pre-ordered prop in the at least two pre-

ordered props.

18. A computer device, comprising a processor and a memory, the memory storing at least
one instruction, at least one program, a code set, or an instruction set, the at least one instruction,

the at least one program, the code set, or the instruction set being loaded and executed by the
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processor to perform the method for displaying a pre-ordered prop according to any one of claims
1to 10.

19. A computer-readable storage medium, storing at least one program code, the at least one
program code being loaded and executed by a processor to perform the method for displaying a

pre-ordered prop according to any one of claims 1 to 10.

20. A computer program product, comprising a computer program or instructions, the
computer program or the instructions being executed by a processor to perform the method for

displaying a pre-ordered prop according to any one of claims 1 to 10.
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