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Display a second virtual object

Display a virtual prop thrown into the virtual scene

Display the specified function of the virtual prop 

triggered within the functional range

Display an attribute influence result of the second 

virtual object in response to the second virtual object 

being located in the functional range

302

303

304

301

 

FIG. 3  



 3 / 12  

400

401
Point A

402

403

404  

FIG. 4 

500

501
Point B

502

503

504

 

FIG. 5 

601

Point C 602

603

600

 

FIG. 6  



 4 / 12  

701 702

 

FIG. 7 

801 802

 

FIG. 8 

  



 5 / 12  

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

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 
influence results respectively corresponding to the 

plurality of object parts

Obtain an attribute influence result of the second virtual 
object by fusing the sub-attribute influence results 

respectively corresponding to the plurality of object parts
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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

In response to the second 

virtual object being located in 
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Trigger an explosion damage of the virtual grenade prop within an 

explosion range of the virtual grenade prop in a case that a first virtual 

object throws a virtual grenade prop in a virtual scene

Obtain, on the basis of positional relationships between a plurality of 

object parts of the second virtual object and the virtual grenade prop in 

response to the second virtual object being located in the explosion 

range, sub-attribute influence results respectively corresponding to the 

plurality of object parts

Obtain a debuff attribute influence result of the second virtual object by 

fusing the sub-attribute influence results respectively corresponding to 

the plurality of object parts
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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

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

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
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Virtual grenade is exploded
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