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Obtain map fragments owned by the plurality of virtual objects belonging to 
the first group and map fragments owned by the plurality of virtual objects 

belonging to the second group, the map fragment being a virtual prop 
representing a part of a virtual environment map
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plurality of virtual objects in the same group and that belong to the same 

environment series reaches a threshold, a specified environment element in a 
virtual environment to a virtual environment element corresponding to the 
environment series, the virtual environment being a virtual place for the 

plurality of virtual objects belonging to the first group and the plurality of 
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Display a second interface, the second interface including a picture acquired 
from the virtual environment, the virtual environment including the virtual 

environment element corresponding to the environment series

1601

1602

1603

FIG. 16 

Obtain a skin list of a plurality of virtual objects in a first camp and a skin 
list of a plurality of virtual objects in a second camp

Compare the skin list of the plurality of virtual objects in the same camp 
with skin series in an easter egg configuration list, the easter egg 

configuration list being used for indicating a correspondence between a 
quantity of skins belonging to the same skin series and triggering of a skin 

easter egg, the skin easter egg being used for switching the specified 
environment element in the virtual environment

Switch, in response to that a quantity of skins that are owned by the 
plurality of virtual objects in the same camp and that belong to the same 

skin series reaches a threshold of triggering the skin easter egg, the 
specified environment element in the virtual environment to the virtual 

environment element corresponding to the skin series, the virtual 
environment being a virtual environment for a plurality of virtual objects to 

perform a battle arena game

1701

1702

1703

FIG. 17 



-13/14-

First display module

First element 
switching module

1810

1820

First obtaining 
module

1830

FIG. 18 

Second obtaining 
module

Second element 
switching module

1910

1920

Second display 
module

1930

FIG. 19 

Third obtaining 
module

Third element 
switching module

2010

2020

FIG. 20 



-14/14-

Memory

2102

Processor

2101

Radio frequency 
circuit

Touch
display screen

Camera
assembly

2105

2106

2104

Audio circuit

Power supply

2107

2109

Positioning 
component

2108

Pressure 
sensor 2113

Fingerprint 
sensor 2114

Gyroscope 
sensor 2112

Acceleration 
sensor 2111

Optical 
sensor 2115

Proximity 
sensor 2116

Pressure sensor 2110

2100

2103

P
er

ip
h

er
al

 d
ev

ic
e
 i
n

te
rf

ac
e

FIG. 21 




