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Display a first virtual character and a skill control, the skill control being configured
to cast a ranged skill

'

Display a ranged skill indicator and a drag control in response to a trigger operation
on the skill control, the ranged skill indicator being configured to indicate a casting
range of the ranged skill, the casting range having a first boundary point and a
second boundary point, the first boundary point being determined based on a
location of the first virtual character, and the second boundary point being
determined based on a location of the drag control

'

Change at least one of a shape or an area of the casting range indicated by the
ranged skill indicator in response to a drag operation on the drag control

FIG. 2
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202

Display a first virtual character and a skill control, the skill control being
configured to cast a ranged skill

y

Display a ranged skill indicator on a reference plane of a virtual environment in
response to a trigger operation on the skill control; and switch the skill control
into a wheel control, the wheel control including a wheel region and a joystick

portion, and the ranged skill indicator being configured to indicate a casting
range of the ranged skill, the casting range having a first boundary point and a
second boundary point, the first boundary point being determined based on a
location of the first virtual character, and the second boundary point being
determined based on a location of a drag control

204a

v

206a

Update, in response to a drag operation on the joystick portion, the second
boundary point based on a mapped location of the joystick portion on the
reference plane, to obtain an updated second boundary point

v

206b

Change at least one of a shape or an area of the casting range based on the
updated second boundary point

-/

v

208

Determine, in response to ending the drag operation, a current skill effect-taking
range of the ranged skill based on the casting range

!

210

Cast the ranged skill in the current skill effect-taking range

FIG. 6
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Plurality of candidate skill effect-taking ranges
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202

Display a first virtual character and a skill control, the skill control being
configured to cast a ranged skill

'

Display a ranged skill indicator on a reference plane of a virtual environment in

response to a trigger operation on the skill control; and display a drag button at

a second boundary point of the ranged skill indicator, the ranged skill indicator
being configured to indicate a casting range of the ranged skill, the casting
range having a first boundary point and the second boundary point, the first

boundary point being determined based on a location of the first virtual
character, and the second boundary point being determined based on a location
of'a drag control

204b

v

206¢

Update, in response to a drag operation on the drag button, the second boundary
point based on a display location of the drag button on the reference plane, to
obtain an updated second boundary point

N

v

206d

Change at least one of a shape or an area of the casting range based on the
updated second boundary point

N

'

Determine, in response to ending the drag operation, a current skill effect-taking
range of the ranged skill based on the casting range

NN

!

210

Cast the ranged skill in the current skill effect-taking range

N
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Determine a cooldown time of a ranged skill based on an effect-taking area
ratio, the effect-taking area ratio being a ratio between an area of a current skill
effect-taking range and an area of a largest skill effect-taking range of the
ranged skill

l

214

Switch, in response to ending a drag operation, a wheel control to a skill
control in a cooldown state

'

216

Display the skill control in an available state in a case that a continuous display
duration of the skill control in the cooldown state reaches the cooldown time

FIG. 12
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