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Display a first interface, the first interface including object display pages of a
plurality of virtual objects belonging to a first group and object display pages
of a plurality of virtual objects belonging to a second group, at least one

virtual object having a skin on a corresponding object display page

501

Switch, in response to that skins that are owned by the plurality of virtual
objects in the same group and that belong to the same skin series meet a
trigger condition, a specified environment element in a virtual environment to
a virtual environment element corresponding to the skin series, the virtual
environment being a virtual place for the plurality of virtual objects belonging
to the first group and the plurality of virtual objects belonging to the second

group to perform a movement

502

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 skin series

503

FIG. 5

201

Wouju Bladesman
100%

cc
Boy Who
Shattered Time
€3 100%

Pulsefire Nine-
Tailed Fox
100%

® MM

Demacia's Wings

@ 100%

@QM

Pulsefire Icy shooter

& 100%

203

Battle camps

E
Star Guardians
Madman of Zaun

100%

@ L
Star Guardians
Grand Duelist

99%

®K

Crimson Reaper
B 100%

@ MM
Star Guardians
Starchild

100%

Demon Jester

100%

FIG. 6

-4/14-




103

-5/14-



Display a first interface, the first interface including object display pages of
a plurality of virtual objects belonging to a first group and object display
pages of a plurality of virtual objects belonging to a second group, at least
one virtual object having a skin on a corresponding object display page

Obtain a skin list of the plurality of virtual objects in the same group, the
same group including the first group or the second group

Match the skin list of the plurality of virtual objects in the same group with
skin series in a positive feedback configuration list, the positive feedback
configuration list being used for indicating a correspondence between a
quantity of skins belonging to the same skin series and triggering of
positive feedback, the positive feedback 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 group and that belong to the same
skin series reaches a threshold of triggering the positive feedback, the
specified environment element in the virtual environment to the virtual
environment element corresponding to the skin series

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 skin series
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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 1601
belonging to the second group, the map fragment being a virtual prop L~
representing a part of a virtual environment map
Switch, in response to that a quantity of map fragments that are owned by the
plurality of virtual objects in the same group and that belong to the same
environment series reaches a threshold, a specified environment elementina | 1602
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
virtual objects belonging to the second group to perform a movement
. : : . : . . 1603
Display a second interface, the second interface including a picture acquired .y
from the virtual environment, the virtual environment including the virtual
environment element corresponding to the environment series
FIG. 16
Obtain a skin list of a plurality of virtual objects in a first camp and a skin 1701
list of a plurality of virtual objects in a second camp —J
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 1702

configuration list being used for indicating a correspondence betweena | —_

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

1703

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
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