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A terminal displays a virtual object in a first motion state in a screen of a virtual . 101
scene, the virtual object being equipped with a virtual item, the virtual item
being in a first equipment state

Graphics algorithm

\ 4

Control, in response to a first switching instruction for the virtual object, the

virtual object to switch an equipment state of the virtual item from the first -~ 102

equipment state to a second equipment state, and control a motion state of the

virtual object to switch from the first motion state to a second motion state, so

that the virtual object that is in the second motion state controls the virtual item
that is in the second equipment state

FIG. 4
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User Terminal Server

Starting operation

Trigger operation

201: Enter a virtual scene in
response to a starting operation

202: Generate and transmit a data
obtaining request

Y

204: Return the scene data of the
virtual scene

Trigger operation
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205: Render a screen of the virtual
scene based on the scene data, and
display the rendered screen of the
virtual scene

206: Display a virtual object in a first
motion state and a state switching
control corresponding to the virtual
object in the screen of the virtual
scene, the virtual object being
equipped with a virtual item, the
virtual item being in a first equipment
state

207: Obtain, in response to a trigger
operation on the state switching
control, at least one of the following
press parameters corresponding to a
press operation: a press duration, a
press pressure, or a press frequency

208: Receive a first switching
instruction for the virtual object in
response to the press parameter
satisfying a state switching condition

209: Control, in response to the first
switching instruction for the virtual
object, the virtual object to switch an
equipment state of the virtual item
from the first equipment state to a
second equipment state, and control a
motion state of the virtual object to
switch from the first motion state to a
second motion state
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