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Display a second virtual object

301

v

Display a virtual prop thrown into the virtual scene

| 302

v

Display the specified function of the virtual prop

triggered within the functional range

| 303

Display an attribute influence result of the second
virtual object in response to the second virtual object

being located in the functional range

FIG. 3
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Trigger a specified function of the virtual prop within a
functional range of the virtual prop in a case that a first
virtual object throws a virtual prop in a virtual scene

o1

Obtain, on the basis of positional relationships between a
plurality of object parts of the second virtual object and
the virtual prop in response to a second virtual object
being located in the functional range, sub-attribute | 902
influence results respectively corresponding to the
plurality of object parts

!

Obtain an attribute influence result of the second virtual | gg3
object by fusing the sub-attribute influence results —~
respectively corresponding to the plurality of object parts

FIG. 9
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Trigger a specified function of the virtual prop within a functional range
of the virtual prop in a case that a first virtual object throws a virtual prop
in a virtual scene

| 101

In response to a second virtual
object being located in the
functional range, determine, on
the basis of an influence factor 1103
between the second object part —~
and the virtual prop in a case that
the second object part among the
plurality of object parts is in
through connection to the virtual
prop, the sub-attribute influence
result corresponding to the
second object part

In response to the second
virtual object being located in
the functional range, determine, {1102
in a case that an obstacle exists |—

between a first object part

among a plurality of object
parts and the virtual prop, that
the first object part avoids a
sub-attribute influence exerted
by the specified function

Obtain an attribute influence result of the second virtual object by fusing 1104
the sub-attribute influence results respectively corresponding to the —
plurality of object parts

FIG. 11

1201

1203

Point A




Point A

Point ¢

FIG. 15

7 /12



Trigger an explosion damage of the virtual grenade prop within an 1601
explosion range of the virtual grenade prop in a case thata first virtual |—
object throws a virtual grenade prop in a virtual scene

v

Obtain, on the basis of positional relationships between a plurality of
object parts of the second virtual object and the virtual grenade prop in | 1602
response to the second virtual object being located in the explosion [
range, sub-attribute influence results respectively corresponding to the
plurality of object parts

v

Obtain a debuff attribute influence result of the second virtual object by
fusing the sub-attribute influence results respectively corresponding to ,3603
the plurality of object parts

FIG. 16
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Trigger a first-aid effect of the virtual first-aid prop within a first-aid
range of the virtual first-aid prop in a case that a first virtual object
throws a virtual first-aid prop in a virtual scene

1801
—/

v

Obtain, on the basis of positional relationships between a plurality of
object parts of the second virtual object and the virtual first-aid prop in
response to a second virtual object being located in the first-aid range,

sub-attribute influence results respectively corresponding to the
plurality of object parts

1802
—

Obtain a buff attribute influence result of the second virtual object by
fusing the sub-attribute influence results respectively corresponding to
the plurality of object parts

| 1803

FIG. 18
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Virtual grenade is exploded

— 2001

2003
/

The process
ends

Whether there
is a virtual role in an
explosion range is
determined

Connecting lines from the explosion
center to bone points of seven key parts
are created

~—2004

2006

/

No damage
is caused

Yes

Whether the
connecting lines are blocked
is determined

Theoretical maximum damages to the
parts are calculated in conjunction with
distance damage reductions

—2007

2008

v

Whether the
parts are covered with
armors is
determined

An armor damage-
reduction
coefficient is not
calculated, and
damages are
settled normally

2010 —

An armor damage-reduction coefficient
is calculated according to an armor
grade of the part

v

2011 —

A projection damage-reduction

coefficient is calculated in conjunction |

with a projection area exposed by a
posture of the role

v

2012 —

A final damage that combines the
distance damage reduction, the armor
damage-reduction coefficient, and the

projection damage-reduction coefficient
is outputted to a player side

FIG. 20
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