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S101. Obtain shooting information of a shooting
battle between a first virtual character and a second
virtual character during running of a shooting task,

the second virtual character being a non-
manipulative character in a target area

S107. Display a virtual prop at an area matching a
position of the second virtual character when the
shooting result is that the first virtual character
shot the second virtual character to death, a prop
level of the virtual prop being higher than a prop
level of a virtual prop in a non-target area

v

S108. Add the virtual prop to a prop storage space

corresponding to the first virtual character when a

distance between the first virtual character and the
virtual prop is less than a first distance
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Obtain a shooting result of a shooting battle between a first
virtual character and a second virtual character during
running of a shooting task, the second virtual character

being a non-manipulative character in a target area

Display a virtual prop at an area matching a position of the
second virtual character when the shooting result is that the
first virtual character shot the second virtual character to
death

i

Add the virtual prop to a prop storage space corresponding
to the first virtual character when a distance between the
first virtual character and the virtual prop is less than a first
distance
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