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A client on which a first account is logged in controls a first virtual race car of

the first account to move on a virtual map of a round of racing game in a

process in which the client runs the round of racing game

Display, on the client, that the second virtual race car has been removed from

the round of racing game when the endurance value of the second virtual race

car reaches a preset threshold

Display, on the client, that an endurance value of a second virtual race car is

reduced when the first virtual race car hits the second virtual race car on the

virtual map
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A client on which a second account is logged in controls a second virtual race

car of the second account to move on a virtual map of a round of racing game

in a process in which the client runs the round of racing game

Display, on the client, that the second virtual race car has been removed from

the round of racing game when the endurance value of the second virtual race

car is zero

Display, on the client, that an endurance value of the second virtual race car is

reduced when the second virtual race car is hit by a first virtual race car on the

virtual map
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