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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 

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

102

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

being in a first equipment state
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