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A terminal determines a target search range
corresponding to a target skill of a controlled virtual
object in response to a trigger operation for the target _|

skill, the controlled virtual object being a virtual
object controlled by a user

A

The terminal obtains, in response to that there are at

201
e

least two first virtual objects in the target search Ve 202

range, at least one second virtual object that satisfies aj
defeated condition from the at least two first virtual
objects, the first virtual object and the controlled
virtual object belonging to different object sets

A

The terminal obtains, from the at least one second

virtual object, a third virtual object that satisfiesa | 203

target hit condition set by the user, and takes the |
third virtual object as a target virtual object to be

hit by the target skill
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A terminal determines a target search range
corresponding to a target skill of a controlled
virtual object in response to a trigger
operation for the target skill, the controlled
virtual object being a virtual object controlled
by a user
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The terminal determines, from the target
search range according to a target filtering
condition corresponding to the target skill, a
first virtual object that satisfies the target
filtering condition, the first virtual object and
the controlled virtual object belonging to
different object sets

302
IV

y y

The terminal obtains, in response to

that there are at least two first virtual
objects in the target search range, at 1
least one second virtual object that
satisfies a defeated condition from
the at least two first virtual objects

1304

The terminal determines, in response
to that there is only one first virtual |
object in the target search range, the
first virtual object as a target virtual
object, and ends the procedure
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Obtain, from the at least two
first virtual objects in 305
response to that none of the at | /
least two first virtual objects
satisfies the defeated
condition, a third virtual
object that satisfies a target
hit condition set by the user,
and take the third virtual
object as a target virtual
object to be hit by the target
skill, and end the procedure

The terminal obtains, from the
at least one second virtual 1
object, a third virtual object
that satisfies a target hit
condition set by the user, and
takes the third virtual object
as a target virtual object to be
hit by the target skill
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701

> A terminal traverses a target list

The terminal initializes, for any first virtual object, a total
damage value of the first virtual object

l

Traverse at least one damage type corresponding to a target
skill

Yes l

The terminal calculates a damage value corresponding to
each damage type, and accumulates the damage values
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Determine whether
the total damage value is
greater than current virtual
health points of the first
virtual object
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Delete the first virtual object from the target list J

FIG. 7

4/9



A terminal obtains information of each
virtual object in a logic layer

Search for whether
a valid target is included
in a target search range
of a target skill

Yes

Determine whether
there is a valid target
that can be defeated by
the target skill

Yes

J

Sort, according to a target hit condition
set by a user, valid targets that can be
defeated

FIG.
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Configure()
A
(Link selector) (Branch selector) (Priority selector)
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Branch selector

First virtual object 1002, first virtual object 1003, and first virtual object 1004
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Can-kill filter

First virtual object 1003 and first virtual object 1004
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