VIRTUAL PROP CONTROL METHOD AND APPARATUS,
STORAGE MEDIUM, AND ELECTRONIC DEVICE

CROSS-REFERENCE TO RELATED APPLICATION

[0001] This application is proposed based on a Chinese Patent Application No.
202010002220.3 filed on January 2, 2020, and claims priority to the Chinese Patent Application,

which is incorporated herein by reference in its entirety.

FIELD OF THE TECHNOLOGY

[0002] This application relates to the field of computers, and in particular, to a virtual prop

control method and apparatus, a storage medium, and an electronic device.

BACKGROUND OF THE DISCLOSURE

[0003] In a shooting game, when two opposing sides are at a standoff and neither can win, if
one of the sides can use a prop or weapon that can kill or wound the enemy in a range, it can greatly
increase the winning rate. A relatively commonly used prop or weapon is the grenade. After a
grenade is thrown at the opposing side, a specific range of kill and wound may occur, causing the

opposing side to lose health points, thereby helping achieve victory.

[0004] However, disadvantages of using the grenade are also very obvious. That is, the
grenade causes instantaneous damage, and can only take effect when it hits, which makes it
impossible to cause continuous and effective range damage to the missed enemy. In other words, in
the related art, the controlling manner of virtual props is relatively undiversified when virtual

operation objects are in a battle.

SUMMARY

[0005] In view of this, embodiments of this application provide a virtual prop control
method and apparatus, a storage medium, and an electronic device, which may improve the

diversity of control manners of virtual throw props.

[0006] An embodiment of this application provides a virtual prop control method, including:
displaying, in a target game application, a target virtual throw prop controlled by a first virtual
operation object; controlling, in response to a target throw operation being detected, the first virtual
operation object to throw the target virtual throw prop, the target throw operation being used for

throwing the target virtual throw prop; setting a target region in the target game application as a

1



damage detection region within a first predetermined duration, the target region including a point of
fall to which the target virtual throw prop is thrown, the damage detection region being set to reduce
hit points of at least one target virtual operation object located in the damage detection region, and
the first virtual operation object and the at least one target virtual operation object respectively
belonging to different virtual operation object sets; and continuously reducing, in a case that the
target region is the damage detection region and a second virtual operation object enters the target
region, hit points of the second virtual operation object within a second predetermined duration, the

at least one target virtual operation object including the second virtual operation object.

[0007] An embodiment of this application further provides a virtual prop control method,
including:
[0008] displaying, in a target game application, a target virtual throw prop controlled by a

first virtual operation object;

[0009] controlling, in response to a target throw operation being detected, the first virtual
operation object to throw the target virtual throw prop, the target throw operation being used for

throwing the target virtual throw prop;

[0010] setting a target region in the target game application as a damage detection region
within a first predetermined duration, the target region including a point of fall to which the target
virtual throw prop is thrown, the damage detection region being set to change an attribute value of
at least one target virtual operation object located in the damage detection region, and the first
virtual operation object and the at least one target virtual operation object respectively belonging to

different virtual operation object sets; and

[0011] continuously changing, in a case that the target region is the damage detection region
and a second virtual operation object enters the target region, an attribute value of the second virtual
operation object within a second predetermined duration, the at least one target virtual operation

object including the second virtual operation object.

[0012] An embodiment of this application further provides a virtual prop control apparatus,
including: a first display unit, configured to display, in a target game application, a target virtual
throw prop controlled by a first virtual operation object; a control unit, configured to control, in
response to a target throw operation being detected, the first virtual operation object to throw the
target virtual throw prop, the target throw operation being used for throwing the target virtual throw
prop; a setting unit, configured to set a target region in the target game application as a damage

detection region within a first predetermined duration, the target region including a point of fall to



which the target virtual throw prop is thrown, the damage detection region being set to reduce hit
points of at least one target virtual operation object located in the damage detection region, and the
first virtual operation object and the at least one target virtual operation object respectively
belonging to different virtual operation object sets; and a reduction unit, configured to continuously
reduce, in a case that the target region is the damage detection region and a second virtual operation
object enters the target region, hit points of the second virtual operation object within a second
predetermined duration, the at least one target virtual operation object including the second virtual

operation object.

[0013] An embodiment of this application further provides a computer-readable storage
medium, storing a computer program, the computer program being configured to perform, when

run, the virtual prop control method provided in the embodiments of this application.

[0014] An embodiment of this application further provides an electronic device, including a
memory, a processor, and a computer program stored in the memory and executable on the
processor, the processor performing, through the computer program, the virtual prop control method

provided in the embodiments of this application.

[0015] In the embodiments of this application, a target virtual throw prop controlled by a
first virtual operation object is displayed in a target game application; in a case that a target throw
operation is detected, the first virtual operation object is controlled to throw the target virtual throw
prop; a target region in the target game application is set as a damage detection region within a first
predetermined duration; and in a case that the target region is the damage detection region and a
second virtual operation object enters the target region, hit points of the second virtual operation
object are continuously reduced within a second predetermined duration. The damage detection
region created by the target virtual throw prop controlled by the first virtual operation object causes
continuous damage to an enemy virtual operation object located in the damage detection region, and
a case in which single damage is caused to only a virtual operation object hit by a virtual throw prop
no longer exists, so as to improve diversity of control manners of virtual throw props, enrich
manners of controlling the virtual throw props by users, and allow the users to control the virtual
throw props according to actual requirements, thereby improving the man-machine interaction

efficiency and reducing occupation of hardware processing resources.

BRIEF DESCRIPTION OF THE DRAWINGS

[0016] The accompanying drawings described herein are used for providing further

understanding for this application and constitute a part of this application. Exemplary embodiments



of this application and descriptions thereof are used for explaining this application and do not

constitute an improper limitation to this application. In the accompanying drawings:

[0017] FIG. 1 is a schematic diagram of an application environment of a virtual prop control

method according to an embodiment of this application.

[0018] FIG. 2 is a schematic flowchart of a virtual prop control method according to an

embodiment of this application.

[0019] FIG. 3 is a schematic diagram of a scene of a virtual prop control method according

to an embodiment of this application.

[0020] FIG. 4 is a schematic diagram of a scene of a virtual prop control method according

to an embodiment of this application.

[0021] FIG. 5 is a schematic diagram of a scene of a virtual prop control method according

to an embodiment of this application.

[0022] FIG. 6 is a schematic diagram of a scene of a virtual prop control method according

to an embodiment of this application.

[0023] FIG. 7 is a schematic structural diagram of a virtual prop control apparatus according

to an embodiment of this application.

[0024] FIG. 8 is a schematic structural diagram of an electronic device according to an

embodiment of this application.

DESCRIPTION OF EMBODIMENTS

[0025] In order to make a person skilled in the art better understand the solutions of this
application, the following clearly and completely describes the technical solutions in the
embodiments of this application with reference to the accompanying drawings in the embodiments
of this application. Apparently, the described embodiments are only some rather than all of the
embodiments of this application. All other embodiments obtained by a person of ordinary skill in
the art based on the embodiments of this application without creative efforts shall fall within the

protection scope of this application.

[0026] The terms such as "first" and "second" in the specification, the claims, and the
foregoing accompanying drawings of this application are intended to distinguish between similar
objects, but are not necessarily used for describing a specific sequence or a chronological order. It is
to be understood that the data termed in such a way are interchangeable in appropriate
circumstances, so that the embodiments of this application described herein can be implemented in
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orders other than the order illustrated or described herein. Moreover, the terms "include", "contain"
and any other variants mean to cover the non-exclusive inclusion, for example, a process, method,
system, product, or device that includes a list of steps or units is not necessarily limited to those
expressly listed steps or units, but may include other steps or units not expressly listed or inherent to

such a process, method, system, product, or device.

[0027] FIG. 1 is a schematic diagram of an application environment of a virtual prop control
method. As shown in FIG. 1, in the embodiments of this application, the virtual prop control method
is applicable to, but not limited to, a server 112 configured to assist an application client in
displaying a burning flame in a target region. The application client may run on, but not be limited
to run on, a terminal device 102. The terminal device 102 may be, but not limited to be, a terminal
device that supports running of an application client such as a mobile phone, a tablet computer, a
notebook computer, or a personal computer (PC). The server 112 and the terminal device 102 may
perform, but not limited to, data exchange with each other through a network, and the network may
include, but not limited to, a wireless network or a wired network. The wireless network may
include: Bluetooth, Wi-Fi, and another network implementing wireless communication. The wired
network may include, but not limited to: a wide area network, a metropolitan area network, and a
local area network. The foregoing description is merely an example, and not limited in this
embodiment. A game client runs on the terminal device 102. The game client is configured to
control a first virtual operation object to throw a firebomb that can cause continuous damage, to a

second virtual operation object to complete a game task in a game scene.

[0028] The server may include, but not be limited to, any hardware device that is capable of
performing computation, for example, may be an independent physical server, or may be a server
cluster including a plurality of physical servers or a distributed system, or may be a cloud server
providing basic cloud computing services, such as a cloud service, a cloud database, cloud
computing, a cloud function, cloud storage, a network service, cloud communication, a middleware

service, a domain name service, a security service, big data, and an artificial intelligence platform.

[0029] The terminal device 102 may include, but not be limited to, a display 108, a
processor 106, and a memory 104. The display 108 is configured to obtain a man-machine
interaction instruction by using a man-machine interaction interface, and is further configured to
present a game picture in the game task. The processor 106 is configured to control, in response to
the man-machine interaction instruction, the first virtual operation object to perform a specified
operation to complete the game task. The memory 104 is configured to store attribute information

of the first virtual operation object, and attribute information of a virtual prop to be thrown by the



first virtual operation object. The server herein may include, but not be limited to, a database 114
and a processing engine 116. The processing engine 116 is configured to invoke the information
stored in the database 114 to: in a case that a target virtual throw prop and a virtual object collide
with each other in a target region, set the target region as a damage detection region, display a
burning flame in the damage detection region, and continuously reduce hit points of a second virtual
operation object located in the damage detection region, so that the first virtual operation object
causes continuous damage to the second virtual operation object by controlling the target virtual
throw prop, thereby achieving the effect that virtual operation objects can control virtual props with

continuous damage functions during a battle.

[0030] In some embodiments, the display 108 in the terminal device 102 displays an
interaction interface of running a round of game task by the game client (where the game shown in
FIG. 1 is a shooting game, and a first virtual operation object is throwing a virtual throw prop to a
virtual object). In steps S102 to S110, a target virtual throw prop controlled by the first virtual
operation object and displayed in a target shooting application is obtained, and the target virtual
throw prop is sent to the server 112 by using a network 110. In a case that a target throw operation
is detected, the server 112 controls the first virtual operation object to throw the target virtual throw
prop, wherein the target throw operation is used for throwing the target virtual throw prop; sets a
target region in the target shooting application as a damage detection region within a first
predetermined duration, the target region includes a point of fall to which the target virtual throw
prop is thrown, the damage detection region is set to reduce hit points of at least one target virtual
operation object located in the damage detection region; and continuously reduces, in a case that the
target region is the damage detection region and a second virtual operation object enters the target
region, hit points of the second virtual operation object within a second predetermined duration.
Subsequently, the determined reduced hit points of the second virtual operation object are returned
to the terminal device 102. Therefore, the hit points of the second virtual operation object are
continuously reduced, achieving an effect of improving diversity of control manners of virtual

throw props.

[0031] The following describes a virtual prop control method provided in the embodiments
of this application. In some embodiments, an electronic device displays a target virtual throw prop
controlled by a first virtual operation object in a target game application; controls, in response to a
target throw operation being detected, the first virtual operation object to throw the target virtual
throw prop, the target throw operation being used for throwing the target virtual throw prop; sets a
target region in the target game application as a damage detection region within a first
predetermined duration, wherein the target region includes a point of fall to which the target virtual
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throw prop is thrown, the damage detection region is set to change an attribute value of at least one
target virtual operation object located in the damage detection region, and the first virtual operation
object and the at least one target virtual operation object respectively belonging to different virtual
operation object sets; and continuously changes, in a case that the target region is the damage
detection region and a second virtual operation object enters the target region, an attribute value of
the second virtual operation object within a second predetermined duration, the at least one target

virtual operation object includes the second virtual operation object.

[0032] Herein, in a virtual scene during actual implementation, the attribute value of the
target virtual operation object may be hit points, Mana points, an energy value, a field of view, or
the like of the target virtual operation object. When the target virtual operation object is located in
the damage detection region, the attribute value of the target virtual operation object is changed.
The "changed" herein may be increased or reduced. For example, when the attribute value of the
target virtual operation object is the energy value of the target virtual operation object, and the target
virtual operation object enters the target region, the energy value of the target virtual operation

object is reduced.

[0033] In some embodiments, the continuously changing, in a case that the target region is
the damage detection region and a second virtual operation object enters the target region, an
attribute value of the second virtual operation object within a second predetermined duration

includes:

[0034] continuously changing the attribute value of the second virtual operation object
within the second predetermined duration after the second virtual operation object enters the target
region, in a case that the target region is the damage detection region, the second virtual operation
object enters the target region, and the attribute value of the second virtual operation object has not
been set to be continuously changed within a third predetermined duration before the second virtual
operation object enters the target region, wherein the third predetermined duration is equal to the

second predetermined duration.

[0035] In some embodiments, the continuously changing, in a case that the target region is
the damage detection region and a second virtual operation object enters the target region, an
attribute value of the second virtual operation object within a second predetermined duration

includes:

[0036] canceling continuous changes of the attribute value of the second virtual operation
object within a fourth predetermined duration, and continuously changing the attribute value of the

second virtual operation object within the second predetermined duration after the second virtual
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operation object enters the target region, in a case that the target region is the damage detection
region, the second virtual operation object enters the target region, and the attribute value of the
second virtual operation object has been set to be continuously changed within the fourth

predetermined duration before the second virtual operation object enters the target region,.

[0037] In some embodiments, the continuously changing, in a case that the target region is
the damage detection region and a second virtual operation object enters the target region, an
attribute value of the second virtual operation object within a second predetermined duration

includes:

[0038] continuously changing the attribute value of the second virtual operation object
within a target duration after the second virtual operation object enters the target region, in a case
that the target region is the damage detection region, the second virtual operation object enters the
target region, and the attribute value of the second virtual operation object has been set to be
continuously changed within a fifth predetermined duration before the second virtual operation

object enters the target region,

[0039] wherein the target duration is a sum of the second predetermined duration and a
remaining duration, and the remaining duration is a remaining duration in the fifth predetermined

duration when the second virtual operation object enters the target region.

[0040] In some embodiments, the continuously changing an attribute value of the second

virtual operation object within a second predetermined duration includes:

[0041] continuing to change the attribute value of the second virtual operation object when
the second virtual operation object moves outside the target region and the second predetermined

duration after the second virtual operation object enters the target region has not ended.

[0042] In some embodiments, the controlling, in response a target throw operation being

detected, the first virtual operation object to throw the target virtual throw prop includes:

[0043] in a case that a first touch operation performed for a virtual throw button of the target
virtual throw prop is detected, setting a state of the target virtual throw prop to a throw ready state,

and displaying a throw route in the target game application; and

[0044] controlling, in a case that the target virtual throw prop is in the throw ready state and
a second touch operation performed for the virtual throw button is detected, the first virtual

operation object to throw the target virtual throw prop according to the throw route,



[0045] wherein the target throw operation includes the first touch operation and the second

touch operation.

[0046] In some embodiments, the displaying a throw route in the target game application
includes:
[0047] displaying a first parabola from a first position to a second position in the target

game application, and using the first parabola as the throw route,

[0048] wherein the first position is a position of the target virtual throw prop, and the second
position is a predicted point of fall of the target virtual throw prop.

[0049] In some embodiments, after the displaying a first parabola from a first position to a

second position in the target game application, the method further includes:

[0050] displaying, in a case that the position of the target virtual throw prop is adjusted from
the first position to a third position, a second parabola from the third position to the second position
in the target game application, wherein the throw route is changed from the first parabola into the

second parabola; or

[0051] displaying, in a case that the predicted point of fall of the target virtual throw prop is
adjusted from the second position to a fourth position, a third parabola from the first position to the
fourth position in the target game application, wherein the throw route is changed from the first

parabola into the third parabola; or

[0052] displaying, in a case that the position of the target virtual throw prop is adjusted from
the first position to a fifth position and the predicted point of fall of the target virtual throw prop is
adjusted from the second position to a sixth position, a fourth parabola from the fifth position to the
sixth position in the target game application, wherein the throw route is changed from the first

parabola into the fourth parabola.

[0053] The following describes the virtual prop control method provided in the
embodiments of this application by using an example in which the attribute value is hit points. As
shown in FIG. 2, in some embodiments, the virtual prop control method provided in the

embodiments of this application includes the following steps:

[0054] S202: Display, in a target game application, a target virtual throw prop controlled by

a first virtual operation object.

[0055] Herein, there may be a plurality of (at least two) virtual operation object sets

participating in a round of a game currently run by the target game application, and each virtual



operation object set may include one or more virtual operation objects. In some embodiments,
virtual operation objects in a same virtual operation object set belong to a same camp. For example,
there are two virtual operation object sets participating in a round of a game currently being run by
the target game application, which are a first virtual operation object set and a second virtual
operation object set respectively. Virtual operation objects in the first virtual operation object set
belong to a same camp, and virtual operation objects in the second virtual operation object set

belong to a same camp, and the two camps have a hostile relationship with each other.

[0056] S204: Control, in response to a target throw operation being detected, the first virtual
operation object to throw the target virtual throw prop, the target throw operation being used for

throwing the target virtual throw prop.

[0057] S206: Set a target region in the target game application as a damage detection region
within a first predetermined duration, the target region including a point of fall to which the target
virtual throw prop is thrown, the damage detection region being set to reduce hit points of at least
one target virtual operation object located in the damage detection region, and the first virtual
operation object and the at least one target virtual operation object respectively belonging to

different virtual operation object sets in a plurality of virtual operation object sets.

[0058] S208: Continuously reduce, in a case that the target region is the damage detection
region and a second virtual operation object enters the target region, hit points of the second virtual
operation object within a second predetermined duration, the at least one target virtual operation

object including the second virtual operation object.

[0059] In some embodiments, the target game application may include, but not be limited
to, all games that use hot weapons for long-range attack, such as a first-person shooting game and a
third-person shooting game. The target shooting application may be a multiplayer online battle
arena (MOBA) game or a single-player game (SPG). The type of the game application may include,
but not limited to, at least one of the following: a two-dimensional (2D) game application, a three-
dimensional (3D) game application, a virtual reality (VR) game application, an augmented reality

(AR) game application, and a mixed reality (MR) game application.

[0060] In some embodiments, the target game application may be, but not limited to, a
target shooting application running in the game client logged in by a target account, and the target
account controls a first virtual operation object. In other words, a player logs in to the target
shooting application running in the game client through the account, and controls the first virtual
operation object. A game picture of a target shooting game is displayed in a display screen of a

mobile terminal on which the client running the target shooting application is located, and a target
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virtual throw prop is displayed in the game picture. The virtual throw prop may be in a shape of, but

not limited to, a firebomb.

[0061] In some embodiments, the player touches the mobile terminal running the target
shooting application, and then the target shooting application detects a target throw operation. The

player controls the first virtual operating object to throw the target virtual throw prop.

[0062] In some embodiments, in a case that a collision occurs between the target virtual
throw prop and a point of fall to which the target virtual throw prop is thrown, a target region in
which the point of fall is located is set as a damage detection region within a first predetermined
duration, and a burning flame is displayed in the damage detection region. A virtual object may be a
virtual ground in a virtual game environment or another virtual obstacle. In other words, the target
virtual throw prop can only explode when colliding with a specific virtual thing. For example, by
throwing the target virtual throw prop at a point A on the virtual ground, a burning flame can be

released in a space with the point A as a radius.

[0063] A target virtual throw prop controlled by a first virtual operation object is displayed
in a target game application, there being a plurality of virtual operation object sets participating in a
round of a game currently being run by the target game application; in a case that a target throw
operation is detected, the first virtual operation object is controlled to throw the target virtual throw
prop, the target throw operation being used for throwing the target virtual throw prop; and a target
region in the target game application is set as a damage detection region within a first
predetermined duration, the target region including a point of fall to which the target virtual throw
prop is thrown, the damage detection region being set to reduce hit points of at least one target
virtual operation object located in the damage detection region. During actual implementation, the
at least one target virtual operation object may include, but not be limited to, a virtual object
controlled by the player's team and the enemy team, or a non-player. The first predetermined
duration and the second predetermined duration may be, but not limited to, fixed durations or
changing durations. A reduction amount of the hit points may be, but not limited to, fixed or

changing.

[0064] For example, FIG. 3 is a schematic diagram of a scene of a virtual prop control
method according to an embodiment of this application. As shown in FIG. 3, a region covered by a
burning flame 302 is a damage detection region. During actual implementation, the first virtual
operation object is controlled to throw the target virtual throw prop; the burning flame 302 is
diffusely displayed in the target region by using the point of fall to which the target virtual throw

prop is thrown as a center; a region covered by the burning flame 302 is set as a damage detection
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region; and the region covered by the burning flame 302 is set to reduce hit points of at least one

target virtual operation object located in the damage detection region.

[0065] In some embodiments, in a case that a second virtual operation object enters the
damage detection region, the second virtual operation object begins to continuously lose hit points;
in a case that the damage detection region entered by the second virtual operation object exists and
an existing duration reaches the first predetermined duration, the damage detection region
disappears, and the second virtual operation object continuously loses hit points within the second
predetermined duration; and in a case that the second virtual operation object leaves the damage
detection region, the second virtual operation object continuously loses hit points within the second
predetermined duration. In other words, that the second virtual operation object continuously loses
hit points within the second predetermined duration may be, but not limited to, that after a duration
in which the second virtual operation object continuously loses hit points reaches the second

predetermined duration, the second virtual operation object stops continuously losing hit points.

[0066] According to this embodiment, the target region in the target game application is set
as the damage detection region within the first predetermined duration, the target region including
the point of fall to which the target virtual throw prop is thrown, the damage detection region being
set to reduce hit points of at least one target virtual operation object located in the damage detection
region, and the first virtual operation object and the at least one target virtual operation object
respectively belonging to different virtual operation object sets in a plurality of virtual operation
object sets. By setting the target region in which the point of fall to which the target virtual throw
prop is thrown as the damage detection region for reducing hit points of at least one target virtual
operation object located in the damage detection region, an objective of controlling the target virtual
throw prop to cause continuous damage to the enemy is achieved, and an effect of improving

diversity of control manners of virtual throw props is achieved.

[0067] In some embodiments, the continuously reducing, in a case that the target region is
the damage detection region and a second virtual operation object enters the target region, hit points

of the second virtual operation object within a second predetermined duration includes:

[0068] continuously reducing, in a case that the target region is the damage detection region,
the second virtual operation object enters the target region, and the second virtual operation object
has not been set to continuously lose the hit points within a third predetermined duration before
entering the target region, the hit points of the second virtual operation object within the second
predetermined duration after the second virtual operation object enters the target region, the third

predetermined duration being equal to the second predetermined duration.
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[0069] In a case that the target region is the damage detection region, the second virtual
operation object enters the target region, and the second virtual operation object has not been set to
continuously lose the hit points within the third predetermined duration before entering the target
region, the hit points of the second virtual operation object are continuously reduced within the
second predetermined duration after the second virtual operation object enters the target region, the

third predetermined duration being equal to the second predetermined duration.

[0070] For example, FIG. 4 is a schematic diagram of a scene of a virtual prop control
method according to an embodiment of this application. As shown in FIG. 4, it is assumed that in a
case that a second virtual operation object 404 does not continuously lose hit points and enters a
damage detection region 402, that the hit points of the second virtual operation object 404 are
continuously reduced within the second predetermined duration may be shown, but not limited to,
as a shortening health bar (where a black part becomes shorter) above the second virtual operation

object 404.

[0071] According to this embodiment, in a case that the target region is the damage
detection region, the second virtual operation object enters the target region, and the second virtual
operation object has not been set to continuously lose the hit points within the third predetermined
duration before entering the target region, the hit points of the second virtual operation object are
continuously reduced within the second predetermined duration after the second virtual operation
object enters the target region. By determining a duration of continuously reducing the hit points of
the second virtual operation object, an effect of improving the rationality of calculating a continuous

damage duration is achieved.

[0072] In some embodiments, the continuously reducing, in a case that the target region is
the damage detection region and a second virtual operation object enters the target region, hit points

of the second virtual operation object within a second predetermined duration includes:

[0073] in a case that the target region is the damage detection region, the second virtual
operation object enters the target region, and the second virtual operation object has been set to
continuously lose the hit points within a fourth predetermined duration before entering the target
region, canceling continuous reduction of the hit points of the second virtual operation object within
the fourth predetermined duration, and continuously reducing the hit points of the second virtual
operation object within the second predetermined duration after the second virtual operation object

enters the target region.

[0074] In a case that the target region is the damage detection region, the second virtual

operation object enters the target region, and the second virtual operation object has been set to
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continuously lose the hit points within the fourth predetermined duration before entering the target
region, continuous reduction of the hit points of the second virtual operation object within the fourth
predetermined duration is canceled, and the hit points of the second virtual operation object are
continuously reduced within the second predetermined duration after the second virtual operation

object enters the target region.

[0075] For example, as shown in FIG. 4, assuming that the second virtual operation object
404 continuously loses hit points within the fourth predetermined duration, and enters the damage
detection region 402, that the hit points of the second virtual operation object 404 begin to be
continuously reduced within the second predetermined duration may be shown as, but not be
limited to, a shortening health bar (where a black part becomes shorter) above the second virtual

operation object 404.

[0076] According to this embodiment, in a case that the target region is the damage
detection region, the second virtual operation object enters the target region, and the second virtual
operation object has been set to continuously lose the hit points within the fourth predetermined
duration before entering the target region, continuous reduction of the hit points of the second
virtual operation object within the fourth predetermined duration is canceled, and the hit points of
the second virtual operation object are continuously reduced within the second predetermined
duration after the second virtual operation object enters the target region. By determining a duration
of continuously reducing the hit points of the second virtual operation object, an effect of improving

the rationality of calculating a continuous damage duration is achieved.

[0077] In some embodiments, the continuously reducing, in a case that the target region is
the damage detection region and a second virtual operation object enters the target region, hit points

of the second virtual operation object within a second predetermined duration includes:

[0078] continuously reducing, in a case that the target region is the damage detection region,
the second virtual operation object enters the target region, and the second virtual operation object
has been set to continuously lose the hit points within a fifth predetermined duration before entering
the target region, the hit points of the second virtual operation object within a target duration after
the second virtual operation object enters the target region, the target duration being a sum of the
second predetermined duration and a remaining duration, and the remaining duration being a
remaining duration in the fifth predetermined duration in a case that the second virtual operation

object enters the target region.

[0079] In a case that the target region is the damage detection region, the second virtual

operation object enters the target region, and the second virtual operation object has been set to
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continuously lose the hit points within the fifth predetermined duration before entering the target
region, the hit points of the second virtual operation object are continuously reduced within the
target duration after the second virtual operation object enters the target region, the target duration
being the sum of the second predetermined duration and the remaining duration, and the remaining
duration being a remaining duration in the fifth predetermined duration in a case that the second
virtual operation object enters the target region. The fifth predetermined duration may be, but not

limited to, equal to the second predetermined duration.

[0080] For example, as shown in FIG. 4, in a case that the second virtual operation object
404 enters the damage detection region 402, the hit points of the second virtual operation object 404
are continuously reduced within the second predetermined duration; and assuming that it is detected
that the second virtual operation object 404 leaves the damage detection region 402, the second
virtual operation object 404 is continuously damaged within the fifth predetermined duration. In
addition, in a case that a remaining duration in the fifth predetermined duration exists, and it is
detected that the second virtual operation object 404 enters the damage detection region 402 again,
the second virtual operation object 404 being continuously damaged within a duration sum of the
second predetermined duration and the remaining duration in the fifth predetermined duration may
be shown as, but not be limited to, a continuously shortening health bar (where a black part

continuously becomes shorter) above the second virtual operation object 404.

[0081] According to this embodiment, in a case that the target region is the damage
detection region, the second virtual operation object enters the target region, and the second virtual
operation object has been set to continuously lose the hit points within the fifth predetermined
duration before entering the target region, the hit points of the second virtual operation object are
continuously reduced within the target duration after the second virtual operation object enters the
target region. By determining a duration of continuously reducing the hit points of the second
virtual operation object, an effect of improving the rationality of calculating a continuous damage

duration is achieved.

[0082] In some embodiments, the continuously reducing hit points of the second virtual

operation object within a second predetermined duration includes:

[0083] continuing to reduce the hit points of the second virtual operation object in a case
that the second virtual operation object moves outside the target region and the second
predetermined duration after the second virtual operation object enters the target region has not

ended.

[0084] In a case that the second virtual operation object moves outside the target region and
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the second predetermined duration after the second virtual operation object enters the target region

has not ended, the hit points of the second virtual operation object continue to be reduced.

[0085] For example, as shown in FIG. 4, assuming that in a case that a duration of
continuously reducing the hit points of the second virtual operation object 404 reaches the second
predetermined duration, whether the second virtual operation object 404 is still located in the
damage detection region 402 is detected; and in a case that it is determined that the second virtual
operation object 404 is still located in the damage detection region 402, the hit points of the second
virtual operation object 404 continue to be continuously reduced within the second predetermined
duration; and in a case that it is determined that the second virtual operation object 404 is not
located in the damage detection region 402, stopping continuous reduction of the hit points of the
second virtual operation object 404 may be shown as, but not be limited to, a health bar above the
second virtual operation object 404 stops becoming shorter (where a black part stops becoming

shorter).

[0086] According to this embodiment, in a case that the second virtual operation object
moves outside the target region and the second predetermined duration after the second virtual
operation object enters the target region has not ended, the hit points of the second virtual operation
object continue to be reduced. In a case that the second virtual operation object moves outside the
target region, the hit points of the second virtual operation object can still be reduced, so that an
objective of improving a continuous effect of the virtual prop is achieved, and an effect of

improving efficiency in controlling the virtual prop is achieved.

[0087] In some embodiments, the controlling, in a case that a target throw operation is

detected, the first virtual operation object to throw the target virtual throw prop includes:

[0088] S1:in a case that a first touch operation performed for a virtual throw button of the
target virtual throw prop is detected, setting a state of the target virtual throw prop to a throw ready

state, and displaying a throw route in the target game application; and

[0089] S2: controlling, in a case that the target virtual throw prop is in the throw ready state
and a second touch operation performed for the virtual throw button is detected, the first virtual
operation object to throw the target virtual throw prop according to the throw route, the target throw

operation including the first touch operation and the second touch operation.

[0090] In a case that the first touch operation performed for the virtual throw button of the
target virtual throw prop is detected, the state of the target virtual throw prop is set to the throw

ready state, and the throw route is displayed in the target game application; and in a case that the
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target virtual throw prop is in the throw ready state, and the second touch operation performed for
the virtual throw button is detected, the first virtual operation object is controlled to throw the target
virtual throw prop according to the throw route. In some embodiments, the first touch operation or
the second touch operation may include, but not limited to, at least one of the following: a
predetermined region selection operation, a predetermined duration continuous selection operation,

a predetermined direction slide operation, a predetermined region slide operation, and the like.

[0091] For example, FIG. 5 is a schematic diagram of a scene of a virtual prop control
method according to an embodiment of this application. As shown in FIG. 5, it is assumed that a
firebomb 506 is the target virtual throw prop, a parabola 508 is the throw route, a throw button 502
is the virtual throw button, a first virtual operation object 504 is the controlled first virtual operation
object, the first touch operation is a predetermined region selection operation, and the second touch
operation is a predetermined direction slide operation. The predetermined region is a region in
which the virtual throw button is located, and a direction of a final throw route of the target virtual
throw prop may be, but not be limited to, the foregoing predetermined direction (shown by an arrow
on the parabola 508 in the figure). In some embodiments, the throw button 502 is selected, a state of
the firebomb 506 is set to a throw ready state, and the parabola 508 is displayed in the target game
application. In addition, in a case that a predetermined direction slide operation performed for the
throw button 502 is detected, the first virtual operation object 504 is controlled to throw the
firebomb 506 according to the parabola 508.

[0092] According to this embodiment, in a case that the first touch operation performed for
the virtual throw button of the target virtual throw prop is detected, the state of the target virtual
throw prop is set to the throw ready state, and the throw route is displayed in the target game
application; and in a case that the target virtual throw prop is in the throw ready state and the second
touch operation performed for the virtual throw button is detected, the first virtual operation object
is controlled to throw the target virtual throw prop according to the throw route, thereby achieving

an effect of improving the controllability of the target virtual throw prop.

[0093] In some embodiments, the displaying a throw route in the target game application
includes:
[0094] displaying a first parabola from a first position to a second position in the target

game application, and using the first parabola as the throw route, the first position being a position
of the target virtual throw prop, the second position being a predicted point of fall of the target

virtual throw prop, and the throw route including the first parabola.

[0095] The first parabola from the first position to the second position is displayed in the
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target game application.

[0096] For example, FIG. 6 is a schematic diagram of a scene of a virtual prop control
method according to an embodiment of this application. As shown in FIG. 6, for example, a
firebomb 608 is the target virtual throw prop, a first position 602 at which the firebomb 608 is
located is the first position at which the target virtual throw prop is located, a second position 604 at
which a predicted point of fall of the firebomb 608 is located is the second position at which the
predicted point of fall of the target virtual throw prop is located, and a parabola 606 is the first
parabola included in the throw route. In some embodiments, the parabola 606 from the first position
602 at which the firebomb 608 is located to the second position 604 at which the predicted point of
fall of the firebomb 608 is located is displayed in the target game application.

[0097] According to this embodiment, by displaying the first parabola from the first position
to the second position in the target game application, and displaying a start position, a position of
the predicted point of fall, and a predicted throw route of the target virtual throw prop, an effect of

reducing the difficulty in controlling the target virtual throw prop is achieved.

[0098] In some embodiments, after the displaying a first parabola from a first position to a

second position in the target game application, the method further includes:

[0099] S1: displaying, in a case that the position of the target virtual throw prop is adjusted
from the first position to a third position, a second parabola from the third position to the second
position in the target game application, the throw route being changed from the first parabola into

the second parabola; or

[0100] S2: displaying, in a case that the predicted point of fall of the target virtual throw
prop is adjusted from the second position to a fourth position, a third parabola from the first position
to the fourth position in the target game application, the throw route being changed from the first

parabola into the third parabola; or

[0101] S3: displaying, in a case that the position of the target virtual throw prop is adjusted
from the first position to a fifth position and the predicted point of fall of the target virtual throw
prop is adjusted from the second position to a sixth position, a fourth parabola from the fifth
position to the sixth position in the target game application, the throw route being changed from the

first parabola into the fourth parabola.

[0102] In a case that the position of the target virtual throw prop is adjusted from the first
position to the third position, the second parabola from the third position to the second position is

displayed in the target game application, the throw route being changed from the first parabola into
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the second parabola.

[0103] For example, in a case that the entire body (for example, during walking, running, or
jumping) or part of the body (for example, during leaning or squatting) of the first virtual operation
object moves, the position of the target virtual throw prop is also changed, so that the parabola

displayed in the target game application is also changed with the change of the position of the target

virtual throw prop.

[0104] In a case that the predicted point of fall of the target virtual throw prop is adjusted
from the second position to the fourth position, the third parabola from the first position to the
fourth position is displayed in the target game application, the throw route being changed from the

first parabola into the third parabola.

[0105] For example, in a case that an attack direction of the first virtual operation object is
changed (for example, due to a change of an aiming angle or turning), although the position of the
target virtual throw prop is not changed, the position of the predicted point of fall of the target
virtual throw prop is changed, so that the parabola displayed in the target game application is also
changed with the change of the position of the predicted point of fall of the target virtual throw
prop.

[0106] In a case that the position of the target virtual throw prop is adjusted from the first
position to the fifth position and the predicted point of fall of the target virtual throw prop is
adjusted from the second position to the sixth position, the fourth parabola from the fifth position to
the sixth position is displayed in the target game application, the throw route being changed from

the first parabola into the fourth parabola.

[0107] For example, in a case that the entire body (for example, during walking, running, or
jumping) or part of the body (for example, during leaning or squatting) of the first virtual operation
object moves, and the attack direction is changed, both the position of the target virtual throw prop
and the position of the predicted point of fall of the target virtual throw prop are changed, so that the
parabola displayed in the target game application is also changed with the change of the position of

the target virtual throw prop and the position of the predicted point of fall of the target virtual throw
prop.

[0108] According to this embodiment, the parabola displayed in the target game application
is changed with the change of the position of the target virtual throw prop and the position of the

predicted point of fall of the target virtual throw prop, thereby achieving an effect of improving the
flexibility in displaying the parabola in the target game application.
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[0109] For the ease of description, the foregoing method embodiments are expressed as a
series of action combinations, but a person skilled in the art is to learn that because some steps may
be performed in other sequences or simultaneously according to the embodiments of this
application, the embodiments of this application are not limited to the described action sequence. In
addition, a person skilled in the art is also to learn that the embodiments described in this
specification are all exemplary embodiments, and the involved actions and modules are not

necessarily required to the embodiments of this application.

[0110] An embodiment of this application further provides a virtual prop control apparatus
configured to perform the foregoing virtual prop control method. As shown in FIG. 7, the apparatus

includes:

[0111] a first display unit 702, configured to display, in a target game application, a target
virtual throw prop controlled by a first virtual operation object, there being a plurality of virtual

operation object sets participating in a round of game currently run by the target game application;

[0112] a control unit 704, configured to control, in response to a target throw operation
being detected, the first virtual operation object to throw the target virtual throw prop, the target

throw operation being used for throwing the target virtual throw prop;

[0113] a setting unit 706, configured to set a target region in the target game application as a
damage detection region within a first predetermined duration, the target region including a point of
fall to which the target virtual throw prop is thrown, the damage detection region being set to reduce
hit points of at least one target virtual operation object located in the damage detection region, and
the first virtual operation object and the at least one target virtual operation object respectively
belonging to different virtual operation object sets in the plurality of virtual operation object sets;

and

[0114] a reduction unit 708, configured to continuously reduce, in a case that the target
region is the damage detection region and a second virtual operation object enters the target region,
hit points of the second virtual operation object within a second predetermined duration, the at least

one target virtual operation object including the second virtual operation object.
[0115] In some embodiments, the reduction unit 708 includes:

[0116] a first reduction module, configured to continuously reduce, in a case that the target
region is the damage detection region, the second virtual operation object enters the target region,
and the second virtual operation object has not been set to continuously lose the hit points within a

third predetermined duration before entering the target region, the hit points of the second virtual
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operation object within the second predetermined duration after the second virtual operation object

enters the target region, the third predetermined duration being equal to the second predetermined

duration.
[0117] In some embodiments, the reduction unit 708 includes:
[0118] a second reduction module, configured to: in a case that the target region is the

damage detection region, the second virtual operation object enters the target region, and the second
virtual operation object has been set to continuously lose the hit points within a fourth
predetermined duration before entering the target region, cancel continuous reduction of the hit
points of the second virtual operation object within the fourth predetermined duration, and
continuously reduce the hit points of the second virtual operation object within the second

predetermined duration after the second virtual operation object enters the target region.
[0119] In some embodiments, the reduction unit 708 includes:

[0120] a third reduction module, configured to continuously reduce, in a case that the target
region is the damage detection region, the second virtual operation object enters the target region,
and the second virtual operation object has been set to continuously lose the hit points within a fifth
predetermined duration before entering the target region, the hit points of the second virtual
operation object within a target duration after the second virtual operation object enters the target
region, the target duration being a sum of the second predetermined duration and a remaining
duration, and the remaining duration being a remaining duration in the fifth predetermined duration

in a case that the second virtual operation object enters the target region.
[0121] In some embodiments, the reduction unit 708 includes:

[0122] a fourth reduction module, configured to continue to reduce the hit points of the
second virtual operation object in a case that the second virtual operation object moves outside the
target region and the second predetermined duration after the second virtual operation object enters

the target region has not ended.
[0123] In some embodiments, the control unit 704 includes:

[0124] a setting module, configured to: in a case that a first touch operation performed for a
virtual throw button of the target virtual throw prop is detected, set a state of the target virtual throw

prop to a throw ready state, and display a throw route in the target game application; and

[0125] a control module, configured to control, in a case that the target virtual throw prop is
in the throw ready state and a second touch operation performed for the virtual throw button is

detected, the first virtual operation object to throw the target virtual throw prop according to the
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throw route, the target throw operation including the first touch operation and the second touch

operation.
[0126] In some embodiments, the setting module includes:
[0127] a display submodule, configured to display a first parabola from a first position to a

second position in the target game application, the first position being a position of the target virtual
throw prop, the second position being a predicted point of fall of the target virtual throw prop, and

the throw route including the first parabola.
[0128] In some embodiments, the apparatus further includes:

[0129] a second display unit, configured to display, after the first parabola from the first
position to the second position is displayed in the target game application and in a case that the
position of the target virtual throw prop is adjusted from the first position to a third position, a
second parabola from the third position to the second position in the target game application, the

throw route being changed from the first parabola into the second parabola; or

[0130] a third display unit, configured to display, after the first parabola from the first

position to the second position is displayed in the target game application and in a case that the
predicted point of fall of the target virtual throw prop is adjusted from the second position to a
fourth position, a third parabola from the first position to the fourth position in the target game

application, the throw route being changed from the first parabola into the third parabola; or

[0131] a fourth display unit, configured to display, after the first parabola from the first
position to the second position is displayed in the target game application and in a case that the
position of the target virtual throw prop is adjusted from the first position to a fifth position and the
predicted point of fall of the target virtual throw prop is adjusted from the second position to a sixth
position, a fourth parabola from the fifth position to the sixth position in the target game

application, the throw route being changed from the first parabola into the fourth parabola.

[0132] An embodiment of this application further provides an electronic device configured
to perform the foregoing virtual prop control method. In actual application, the electronic device
may be a terminal or a server. As shown in FIG. 8, the electronic device includes a memory 802 and
a processor 804. The memory 802 stores a computer program. The processor 804 is configured to

perform steps in any one of the foregoing method embodiments through the computer program.

[0133] In some embodiments, the electronic device may be located in at least one of a

plurality of network devices in a computer network.

[0134] In some embodiments, the processor may be configured to perform the following
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steps through the computer program:

[0135] S1: displaying, in a target game application, a target virtual throw prop controlled by
a first virtual operation object, there being a plurality of virtual operation object sets participating in

a round of game currently run by the target game application;

[0136] S2: controlling, in a case that a target throw operation is detected, the first virtual
operation object to throw the target virtual throw prop, the target throw operation being used for

throwing the target virtual throw prop;

[0137] S3: setting a target region in the target game application as a damage detection
region within a first predetermined duration, the target region including a point of fall to which the
target virtual throw prop is thrown, the damage detection region being set to reduce hit points of at
least one target virtual operation object located in the damage detection region, and the first virtual
operation object and the at least one target virtual operation object respectively belonging to

different virtual operation object sets in a plurality of virtual operation object sets; and

[0138] S4: continuously reducing, in a case that the target region is the damage detection
region and a second virtual operation object enters the target region, hit points of the second virtual
operation object within a second predetermined duration, the at least one target virtual operation

object including the second virtual operation object.

[0139] A person of ordinary skill in the art may understand that, the structure shown in FIG.
8 is only schematic. The electronic device may be a terminal device such as a smartphone (such as
an Android mobile phone or an iOS mobile phone), a tablet computer, a palmtop computer, a mobile
internet device (MID), or a PAD. FIG. 8 does not limit the structure of the electronic device. For
example, the electronic device may further include more or fewer components (such as a network

interface) than those shown in FIG. 8, or have a configuration different from that shown in FIG. 8.

[0140] The memory 802 may be configured to store software programs and modules, for
example, program instructions/modules corresponding to the virtual prop control method and
apparatus in the embodiments of this application. The processor 804 runs the software programs and
modules stored in the memory 802, to perform various functional applications and data processing,
to be specific, implement the foregoing virtual prop control method. The memory 802 may include
a high-speed random access memory, and may also include a non-volatile memory, for example,
one or more magnetic storage apparatuses, a flash memory, or another non-volatile solid-state
memory. In some examples, the memory 802 may further include memories remotely disposed

relative to the processor 804, and the remote memories may be connected to a terminal through a
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network. The foregoing examples of the network include, but not limited to, the Internet, an
intranet, a local area network, a mobile communication network, and a combination thereof. The
memory 802 may be specifically configured to store, but not limited to, information such as a target
virtual throw prop, a virtual operation object set, a damage detection region, and hit points of the
target virtual operation object. For example, as shown in FIG. 8, the memory 802 may include, but
is not limited to, a first display unit 702, a control unit 704, a setting unit 706, and a reduction unit
708 in the virtual prop control apparatus. In addition, the memory may further include, but is not
limited to, other module units in the virtual prop control apparatus. The other module units are not

described in detail in this example.

[0141] In some embodiments, a transmission apparatus 806 is configured to receive or
transmit data through a network. Specific instances of the foregoing network may include a wired
network and a wireless network. For example, the transmission apparatus 806 includes a network
interface controller (NIC). The NIC may be connected to another network device and a router by
using a network cable, so as to communicate with the Internet or a local area network. For example,
the transmission apparatus 806 is a radio frequency (RF) module, which communicates with the

Internet in a wireless manner.

[0142] In addition, the electronic device further includes: a display 808 configured to
display information such as a target virtual throw prop, a virtual operation object set, a damage
detection region, and hit points of the target virtual operation object; and a connection bus 810,

configured to connect various module components in the electronic device.

[0143] An embodiment of this application further provides a computer-readable storage
medium, storing a computer program, the computer program being configured to perform, when

run, the virtual prop control method provided in the embodiments of this application.

[0144] In some embodiments, the computer-readable storage medium may be configured to

store a computer program for performing the following steps:

[0145] S1: displaying, in a target game application, a target virtual throw prop controlled by
a first virtual operation object, there being a plurality of virtual operation object sets participating in

a round of game currently run by the target game application;

[0146] S2: controlling, in a case that a target throw operation is detected, the first virtual
operation object to throw the target virtual throw prop, the target throw operation being used for

throwing the target virtual throw prop;

[0147] S3: setting a target region in the target game application as a damage detection
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region within a first predetermined duration, the target region including a point of fall to which the
target virtual throw prop is thrown, the damage detection region being set to reduce hit points of at
least one target virtual operation object located in the damage detection region, and the first virtual
operation object and the at least one target virtual operation object respectively belonging to

different virtual operation object sets in a plurality of virtual operation object sets; and

[0148] S4: continuously reducing, in a case that the target region is the damage detection
region and a second virtual operation object enters the target region, hit points of the second virtual
operation object within a second predetermined duration, the at least one target virtual operation

object including the second virtual operation object.

[0149] In this embodiment, a person of ordinary skill in the art may understand that all or
some of the steps of the methods in the foregoing embodiments may be implemented by a program
instructing relevant hardware of the terminal device. The program may be stored in a computer-
readable storage medium, and the storage medium may include a flash disk, a read-only memory

(ROM), a random access memory (RAM), a magnetic disk, an optical disc, or the like.

[0150] In a case that the integrated unit in the foregoing embodiments is implemented in the
form of a software functional unit and sold or used as an independent product, the integrated unit
may be stored in the foregoing computer-readable storage medium. Based on such an
understanding, the technical solutions of this application essentially, or the part contributing to the
related art, or the entire or some of the technical solutions may be implemented in a form of a
software product. The computer software product is stored in a storage medium and includes several
instructions for instructing one or more computer devices (which may be a personal computer, a
server, a network device, or the like) to perform all or some of the steps of the methods described in

the embodiments of this application.

[0151] In the foregoing embodiments of this application, descriptions of the embodiments
have different emphases. As for parts that are not described in detail in one embodiment, reference

may be made to the relevant descriptions of the other embodiments.

[0152] In the several embodiments provided in this application, it is to be understood that
the disclosed client may be implemented in other manners. The described apparatus embodiments
are merely exemplary. For example, the unit division is merely logical function division, and may
use other division manners during actual implementation. For example, a plurality of units or
components may be combined or integrated into another system, or some features may be omitted
or not performed. In addition, the coupling, or direct coupling, or communication connection

between the displayed or discussed components may be the indirect coupling or communication
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connection by using some interfaces, units, or modules, and may be electrical or of other forms.

[0153] The units described as separate components may or may not be physically separate,
and components displayed as units may or may not be physical units, may be located in one
position, or may be distributed on a plurality of network units. Some or all of the units may be

selected according to actual needs to achieve the objectives of the solutions of the embodiments.

[0154] In addition, functional units in the embodiments of this application may be integrated
into one processing unit, or each of the units may exist alone physically, or two or more units may
be integrated into one unit. The integrated unit may be implemented in a form of hardware, or may

be implemented in a form of a software functional unit.

[0155] The foregoing descriptions are merely exemplary implementations of this
application. A person of ordinary skill in the art may further make several improvements and
modifications without departing from the principle of this application, and the improvements and

modifications are also considered as falling within the protection scope of this application.

[0156] Industrial practicability

[0157] In the embodiments of this application, a target virtual throw prop controlled by a
first virtual operation object is displayed in a target game application; in a case that a target throw
operation is detected, the first virtual operation object is controlled to throw the target virtual throw
prop, the target throw operation being used for throwing the target virtual throw prop; a target
region in the target game application is set as a damage detection region within a first
predetermined duration, the target region including a point of fall to which the target virtual throw
prop is thrown, the damage detection region being set to reduce hit points of at least one target
virtual operation object located in the damage detection region, and the first virtual operation object
and the at least one target virtual operation object respectively belonging to different virtual
operation object sets; and in a case that the target region is the damage detection region and a
second virtual operation object enters the target region, hit points of the second virtual operation
object are continuously reduced within a second predetermined duration, the at least one target
virtual operation object including the second virtual operation object. In this way, a case in which
single damage is caused to only a virtual operation object hit by a virtual throw prop no longer

exists, so as to improve diversity of control manners of virtual throw props.
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CLAIMS

What is claimed is:

1. A virtual prop control method, executable by an electronic device, the method comprising:

displaying, in a target game application, a target virtual throw prop controlled by a first virtual

operation object;

controlling, in response to a target throw operation being detected, the first virtual operation
object to throw the target virtual throw prop, the target throw operation being used for throwing the

target virtual throw prop;

setting a target region in the target game application as a damage detection region within a first
predetermined duration, the target region comprising a point of fall to which the target virtual throw
prop is thrown, the damage detection region being set to reduce hit points of at least one target
virtual operation object located in the damage detection region, and the first virtual operation object
and the at least one target virtual operation object respectively belonging to different virtual

operation object sets; and

continuously reducing, in a case that the target region is the damage detection region and a
second virtual operation object enters the target region, hit points of the second virtual operation
object within a second predetermined duration, the at least one target virtual operation object

comprising the second virtual operation object.

2. The method according to claim 1, wherein the continuously reducing, in a case that the
target region is the damage detection region and a second virtual operation object enters the target
region, hit points of the second virtual operation object within a second predetermined duration

comprises:

continuously reducing the hit points of the second virtual operation object within the second
predetermined duration after the second virtual operation object enters the target region, in a case
that the target region is the damage detection region, the second virtual operation object enters the
target region, and the second virtual operation object has not been set to continuously lose the hit
points within a third predetermined duration before entering the target region, the third

predetermined duration being equal to the second predetermined duration.

3. The method according to claim 1, wherein the continuously reducing, in a case that the
target region is the damage detection region and a second virtual operation object enters the target
region, hit points of the second virtual operation object within a second predetermined duration
comprises:
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canceling continuous reduction of the hit points of the second virtual operation object within a
fourth predetermined duration, and continuously reducing the hit points of the second virtual
operation object within the second predetermined duration after the second virtual operation object
enters the target region, in a case that the target region is the damage detection region, the second
virtual operation object enters the target region, and the second virtual operation object has been set
to continuously lose the hit points within the fourth predetermined duration before entering the

target region.

4. The method according to claim 1, wherein the continuously reducing, in a case that the
target region is the damage detection region and a second virtual operation object enters the target
region, hit points of the second virtual operation object within a second predetermined duration

comprises:

continuously reducing the hit points of the second virtual operation object within a target
duration after the second virtual operation object enters the target region, in a case that the target
region is the damage detection region, the second virtual operation object enters the target region,
and the second virtual operation object has been set to continuously lose the hit points within a fifth

predetermined duration before entering the target region,

wherein the target duration is a sum of the second predetermined duration and a remaining
duration, and the remaining duration is a remaining duration in the fifth predetermined duration

when the second virtual operation object enters the target region.

5. The method according to claim 1, wherein the continuously reducing hit points of the

second virtual operation object within a second predetermined duration comprises:

continuing to reduce the hit points of the second virtual operation object in a case that the
second virtual operation object moves outside the target region and the second predetermined

duration after the second virtual operation object enters the target region has not ended.

6. The method according to any one of claims 1 to 5, wherein the controlling, in response to a
target throw operation being detected, the first virtual operation object to throw the target virtual
throw prop, the target throw operation being used for throwing the target virtual throw prop

comprises:

in response to a first touch operation performed for a virtual throw button of the target virtual
throw prop being detected, setting a state of the target virtual throw prop to a throw ready state, and

displaying a throw route in the target game application; and

controlling, in a case that the target virtual throw prop is in the throw ready state and a second
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touch operation performed for the virtual throw button is detected, the first virtual operation object

to throw the target virtual throw prop according to the throw route,
the target throw operation comprising the first touch operation and the second touch operation.

7. The method according to claim 6, wherein the displaying the throw route in the target game

application comprises:

displaying a first parabola from a first position to a second position in the target game

application, and using the first parabola as the throw route,

the first position being a position of the target virtual throw prop, and the second position

being a predicted point of fall of the target virtual throw prop.

8. The method according to claim 7, wherein after the displaying a first parabola from a first

position to a second position in the target game application, the method further comprises:

displaying, in a case that the position of the target virtual throw prop is adjusted from the first
position to a third position, a second parabola from the third position to the second position in the
target game application, the throw route being changed from the first parabola into the second

parabola; or

displaying, in a case that the predicted point of fall of the target virtual throw prop is adjusted
from the second position to a fourth position, a third parabola from the first position to the fourth
position in the target game application, the throw route being changed from the first parabola into

the third parabola; or

displaying, in a case that the position of the target virtual throw prop is adjusted from the first
position to a fifth position and the predicted point of fall of the target virtual throw prop is adjusted
from the second position to a sixth position, a fourth parabola from the fifth position to the sixth
position in the target game application, the throw route being changed from the first parabola into

the fourth parabola.
9. A virtual prop control apparatus, comprising:

a first display unit, configured to display, in a target game application, a target virtual throw

prop controlled by a first virtual operation object;

a control unit, configured to control, in response to a target throw operation being detected, the
first virtual operation object to throw the target virtual throw prop, the target throw operation being

used for throwing the target virtual throw prop;

a setting unit, configured to set a target region in the target game application as a damage
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detection region within a first predetermined duration, the target region comprising a point of fall to
which the target virtual throw prop is thrown, the damage detection region being set to reduce hit
points of at least one target virtual operation object located in the damage detection region, and the
first virtual operation object and the at least one target virtual operation object respectively

belonging to different virtual operation object sets; and

a reduction unit, configured to continuously reduce, in a case that the target region is the
damage detection region and a second virtual operation object enters the target region, hit points of
the second virtual operation object within a second predetermined duration, the at least one target

virtual operation object comprising the second virtual operation object.
10. The apparatus according to claim 9, wherein the reduction unit comprises:

a first reduction module, configured to continuously reduce, the hit points of the second virtual
operation object within the second predetermined duration after the second virtual operation object
enters the target region, in a case that the target region is the damage detection region, the second
virtual operation object enters the target region, and the second virtual operation object has not been
set to continuously lose the hit points within a third predetermined duration before entering the

target region, the third predetermined duration being equal to the second predetermined duration.
11. The apparatus according to claim 9, wherein the reduction unit comprises:

a second reduction module, configured to: cancel continuous reduction of the hit points of the
second virtual operation object within a fourth predetermined duration, and continuously reduce the
hit points of the second virtual operation object within the second predetermined duration after the
second virtual operation object enters the target region, in a case that the target region is the damage
detection region, the second virtual operation object enters the target region, and the second virtual
operation object has been set to continuously lose the hit points within the fourth predetermined

duration before entering the target region.
12. The apparatus according to claim 9, wherein the reduction unit comprises:

a third reduction module, configured to continuously reduce the hit points of the second virtual
operation object within a target duration after the second virtual operation object enters the target
region, in a case that the target region is the damage detection region, the second virtual operation
object enters the target region, and the second virtual operation object has been set to continuously

lose the hit points within a fifth predetermined duration before entering the target region,

wherein the target duration is a sum of the second predetermined duration and a remaining

duration, and the remaining duration is a remaining duration in the fifth predetermined duration
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when the second virtual operation object enters the target region.
13. The apparatus according to claim 9, wherein the reduction unit comprises:

a fourth reduction module, configured to continue to reduce the hit points of the second virtual
operation object in a case that the second virtual operation object moves outside the target region
and the second predetermined duration after the second virtual operation object enters the target

region has not ended.
14. A virtual prop control method, the method comprising:

displaying, in a target game application, a target virtual throw prop controlled by a first virtual

operation object;

controlling, in response to a target throw operation being detected, the first virtual operation
object to throw the target virtual throw prop, the target throw operation being used for throwing the

target virtual throw prop;

setting a target region in the target game application as a damage detection region within a first
predetermined duration, the target region comprising a point of fall to which the target virtual throw
prop is thrown, the damage detection region being set to change an attribute value of at least one
target virtual operation object located in the damage detection region, and the first virtual operation
object and the at least one target virtual operation object respectively belonging to different virtual

operation object sets; and

continuously changing, in a case that the target region is the damage detection region and a
second virtual operation object enters the target region, an attribute value of the second virtual
operation object within a second predetermined duration, the at least one target virtual operation

object comprising the second virtual operation object.

15. The method according to claim 14, wherein the continuously changing, in a case that the
target region is the damage detection region and a second virtual operation object enters the target
region, an attribute value of the second virtual operation object within a second predetermined

duration comprises:

continuously changing the attribute value of the second virtual operation object within the
second predetermined duration after the second virtual operation object enters the target region, in a
case that the target region is the damage detection region, the second virtual operation object enters
the target region, and the attribute value of the second virtual operation object has not been set to be
continuously changed within a third predetermined duration before the second virtual operation

object enters the target region, the third predetermined duration being equal to the second
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predetermined duration.

16. The method according to claim 14, wherein the continuously changing, in a case that the
target region is the damage detection region and a second virtual operation object enters the target
region, an attribute value of the second virtual operation object within a second predetermined

duration comprises:

canceling continuous changes of the attribute value of the second virtual operation object
within a fourth predetermined duration, and continuously changing the attribute value of the second
virtual operation object within the second predetermined duration after the second virtual operation
object enters the target region, in a case that the target region is the damage detection region, the
second virtual operation object enters the target region, and the attribute value of the second virtual
operation object has been set to be continuously changed within the fourth predetermined duration

before the second virtual operation object enters the target region.

17. The method according to claim 14, wherein the continuously changing, in a case that the
target region is the damage detection region and a second virtual operation object enters the target
region, an attribute value of the second virtual operation object within a second predetermined

duration comprises:

continuously changing the attribute value of the second virtual operation object within a target
duration after the second virtual operation object enters the target region, in a case that the target
region is the damage detection region, the second virtual operation object enters the target region,
and the attribute value of the second virtual operation object has been set to be continuously
changed within a fifth predetermined duration before the second virtual operation object enters the

target region,

wherein the target duration is a sum of the second predetermined duration and a remaining
duration, and the remaining duration is a remaining duration in the fifth predetermined duration

when the second virtual operation object enters the target region.

18. The method according to claim 14, wherein the continuously changing an attribute value of

the second virtual operation object within a second predetermined duration comprises:

continuing to change the attribute value of the second virtual operation object in a case that the
second virtual operation object moves outside the target region and the second predetermined

duration after the second virtual operation object enters the target region has not ended.

19. The method according to any one of claims 14 to 18, wherein the controlling, in response

to a target throw operation being detected, the first virtual operation object to throw the target
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virtual throw prop, the target throw operation being used for throwing the target virtual throw prop

comprises:

in response to a first touch operation performed for a virtual throw button of the target virtual
throw prop being detected, setting a state of the target virtual throw prop to a throw ready state, and

displaying a throw route in the target game application; and

controlling, in a case that the target virtual throw prop is in the throw ready state and a second
touch operation performed for the virtual throw button is detected, the first virtual operation object

to throw the target virtual throw prop according to the throw route,
the target throw operation comprising the first touch operation and the second touch operation.

20. The method according to claim 19, wherein the displaying the throw route in the target

game application comprises:

displaying a first parabola from a first position to a second position in the target game

application, and using the first parabola as the throw route,

the first position being a position of the target virtual throw prop, and the second position

being a predicted point of fall of the target virtual throw prop.

21. The method according to claim 20, wherein after the displaying a first parabola from a first

position to a second position in the target game application, the method further comprises:

displaying, in a case that the position of the target virtual throw prop is adjusted from the first
position to a third position, a second parabola from the third position to the second position in the
target game application, the throw route being changed from the first parabola into the second

parabola; or

displaying, in a case that the predicted point of fall of the target virtual throw prop is adjusted
from the second position to a fourth position, a third parabola from the first position to the fourth
position in the target game application, the throw route being changed from the first parabola into

the third parabola; or

displaying, in a case that the position of the target virtual throw prop is adjusted from the first
position to a fifth position and the predicted point of fall of the target virtual throw prop is adjusted
from the second position to a sixth position, a fourth parabola from the fifth position to the sixth
position in the target game application, the throw route being changed from the first parabola into

the fourth parabola.

22. A computer-readable storage medium, comprising a program stored therein, the program,
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when run, performing the virtual prop control method according to any one of claims 1 to 8.

23. A computer-readable storage medium, comprising a program stored therein, the program,

when run, performing the virtual prop control method according to any one of claims 14 to 21.

24. An electronic device, comprising a memory and a processor, the memory storing a
computer program, and the processor being configured to perform the virtual prop control method

according to any one of claims 1 to 8 through the computer program.

25. An electronic device, comprising a memory and a processor, the memory storing a
computer program, and the processor being configured to perform the virtual prop control method

according to any one of claims 14 to 21 through the computer program.
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