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v

Control a companion object to be attached to a limb of the first
virtual object

A

Discover a third virtual character through scouting within a
preset range of the first virtual object in response to the first
virtual object entering an aiming state

\
Display location information of the third virtual character in
response to the third virtual character existing within the preset
range of the first virtual object

FIG. 24

Display a first virtual character in a virtual scene

v

Control a companion object to be attached to a limb of the first
virtual character

A

Discover a third virtual character through scouting of a first fan-
shaped region centered at the first virtual character in response to
the first virtual character entering an aiming state in a case that the

companion object is loaded with a scouting enhancement prop

\ J

Display location information of the third virtual character in a map
display control in response to the third virtual character existing in
the first fan-shaped region centered at the first virtual character

FIG. 25
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Client Server

301: Click/tap a button to
summon a scout monster

305: Load a virtual scouting prop
306: Click/tap a shoulder aiming button

Obtain an instruction to
summon the scout monster

302: Display an animation of the
scout monster attached to an arm

|
303: Detect whether a third virtual object exists
around a first virtual object

|
Display orientation information of the third
virtual object in a map display control

Obtain a shoulder aiming instruction

307: Enter a shoulder aiming state
Transmit a scouting instruction

308: Obtain location informati
the third virtual object in a first

Transmit the location
information of the third virtual
object

>

309: Highlight the third virtual object based

310 Exit on the location information, and display the

shoulder aiming

312:

third virtual object on the map display control

Obtain an instruction to
exit shoulder aiming

[

Click/tap a 311: A first virtual object enters a normal walking

shoulder aiming button  state and displays an energy value progress bar

Obtain a shoulder aiming instruction

313: Discover the third virtual object through
scouting of a second region within a first duration

Transmit a scouting instruction

Transmit the location
information of the third virtual
object

P

315: Highlight the third virtual object based on the
location information, and prominently display the
third virtual object on the map display control
|

FIG. 30
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Display a first virtual object in a virtual world /

Y

Control a companion object to detach from the first virtual object in 230
response to a second instruction for the companion object

A

Display location information of a third virtual object in a map 250
display control in response to discovering the third virtual object
through scouting of a circular region centered at the companion /
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Display a game picture, the game picture including at least part of 320
a virtual scene, the virtual scene including a first virtual objectand |/~

a companion object in a first form, a subordinate relationship
existing between the companion object and the first virtual object

A

. - . 340
Control the companion object to transform from a first form to a -
simulated enemy form

y

Control the companion object in the simulated enemy formto |~ 360
move in the virtual scene to scout the virtual scene for objects

A

Display location information of a third virtual object in a map of 380

the corresponding virtual scene in response to the companion -

object discovering the third virtual object through scouting of the
virtual scene

FIG. 34
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I"'402: Determine and return, based on the summoningﬁ
| request, a relevant parameter of the companion object,

to be summoned by the summoning request

I
[
-
I
I
I

|
403: Perform picture rendering based on the |

relevant parameter, display the summoned |
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transformation request, the transformation
information of the companion object requested by the
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407: Perform picture rendering based on the
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|
|
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510

Display a first virtual character in a virtual environment

520
y —

Display a virtual shield in a specified direction where the first virtual character is used as a
reference location in response to a first use operation on a companion object and the
companion object being in a first state

530
y —

Display the virtual shield at a target location determined through a second use operation on a
virtual shield prop in response to the second use operation on the companion object and the
companion object being in a second state

540
h 4 —

Display the virtual shield changing from a first shield form to a second shield form in
response to the first virtual character performing a target activity on a third virtual object

FIG. 44
510
_—
Display a first virtual character in a virtual environment
520
A 4 —

Display a virtual shield in a specified direction where the first virtual character is used as a
reference location in response to a first use operation on a companion object and the
companion object being in a first state

530
A 4 —

Display the virtual shield at a target location determined through a second use operation on a
virtual shield prop in response to the second use operation on the companion object and the
companion object being in a second state

542
h 4 —

Display the virtual shield changing from a first shield form to a second shield form in
response to the first virtual character performing a virtual attack activity on a third virtual
object

FIG. 45
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510
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Display a first virtual character in a virtual environment
520
A 4 —

Display a virtual shield in a specified direction where the first virtual character is used as a
reference location in response to a first use operation on a companion object and the
companion object being in a first state

530
y —

Display the virtual shield at a target location determined through a second use operation on a
virtual shield prop in response to the second use operation on the companion object and the
companion object being in a second state

544
A 4 —

Display a virtual shield changing from a first virtual form to a second virtual form in
response to a first virtual character performing a virtual rescue activity on a third virtual

object
FIG. 48
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_—

Display a first virtual character in a virtual environment

511

y —

Accumulate virtual energy of the virtual shield in a case that the virtual shield is not
displayed

522

A 4 _—

Display a virtual shield in a first virtual form in a specified direction where a first virtual
character is used as a reference location in response to a use operation on a virtual shield

prop

530
h 4 —

Display the virtual shield at a target location determined through a second use operation on a
virtual shield prop in response to the second use operation on the companion object and the
companion object being in a second state

544
y —

Display a virtual shield changing from a first virtual form to a second virtual form in
response to a first virtual character performing a virtual rescue activity on a third virtual
object

FIG. 49
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Display a first virtual character in a virtual environment
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— ¥ v — Display a second virtual
shield on a target location in

Display a virtual shield in a
specified direction where
the first virtual character is
used as a reference location
in response to a first use
operation on a companion
object and the companion
object being in a first state

Display a first virtual shield on
a target location in response to
the second use operation on the

companion object being in the
second state in a case that the

with a shield enhancement prop

companion object and the

companion object is loaded

response to the second use
operation on the companion
object and the companion
object being in the second
state in a case that the
companion object is not
loaded with a shield
enhancement prop

h 4

540
_

Display a virtual shield changing from a first virtual form to a second virtual form in
response to a first virtual character performing a target activity on a third virtual object

FIG. 51
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510

_—
Display a first virtual character in a virtual environment
520
h 4 —

Display a virtual shield in a specified direction where the first virtual character is used as a
reference location in response to a first use operation on a companion object and the
companion object being in a first state

530
h 4 —

Display the virtual shield at a target location determined through a second use operation on a
virtual shield prop in response to the second use operation on the companion object and the
companion object being in a second state

540
A —

Display a virtual shield changing from a first virtual form to a second virtual form in
response to a first virtual character performing a target activity on a third virtual object

550
_

A

Display a change in a movement speed of a third virtual character in response to the third
virtual character contacting the virtual shield

FIG. 54
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Server

Terminal

602: Obtain an instruction to summon a virtual shield
monster

[
604: Display an animation of a virtual wild monster turning

into fragments attached to an arm

|
| 606: Obtain a shoulder aiming instruction |
|
| 608: Control a virtual hero to enter a shoulder aiming state |
|
610: Control the virtual shield monster to turn into a virtual
shield to resist in front of the virtual hero

[
| 612: Obtain an instruction to exit shoulder aiming |

[
614: Control the virtual hero to enter a normal walking state,
and start to accumulate virtual shield energy
[
616: Obtain a shoulder aiming instruction
[
| 618: Control a virtual hero to enter a shoulder aiming state |
620: Transmit a virtual shield conversion
instruction R

622:Determine a shield size based on the virtual shield
energy, and convert the virtual shield monster in an arm form
to a virtual shield of an object size

624: Transmit information about the
converted virtual shield

&
«

626: Display the converted virtual shield exactly in front of
the virtual hero

I
628: Obtain a shooting instruction
I

| 630: Control the virtual hero to attack an enemy virtual hero |
632: Obtain the shooting instruction |

634: Determine consumed virtual shield energy based on a

number of times or types of shooting, and reduce a size of the
virtual shield based on the consumed virtual shield energy

636: Transmit information indicating the
reduced virtual shield

638: Display the reduced virtual shield |
[
FIG. 55
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652

_—
A virtual hero obtains a virtual shield chip
654
y —

The virtual hero uses the virtual shield chip to transform a virtual wild monster into a virtual
shield monster

656 | 662
— v Yy

Display the virtual shield monster attached to an arm of the Display the virtual
virtual hero in a case that the virtual shield monster is in anarm shield monster

mode deploying the virtual
658 shield at a target
— location in a case that

the virtual shield
monster is in a ground
mode

Display the virtual shield based on virtual energy in response to
the virtual hero entering an aiming state

660
_ v

A virtual area of the virtual shield is changed from a first area to
a second area in response to the virtual hero performing virtual
shooting

FIG. 56
710

N

Display a display picture of a virtual environment, the virtual environment
including a first virtual object

Y

720
Control the first virtual object to summon a companion object in a first form
in response to the companion object satisfying a first summoning condition,
the first virtual object having a melee attribute buff when the companion
object is in the first form
i 730

Control the first virtual object to use a melee virtual prop based on the meleeJ
attribute buff in response to a use operation on the melee virtual prop

FIG. 57
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810

Display a display picture of a virtual environment, the virtual environment including a
first virtual object

v

Control the first virtual object to summon a companion object in a first form in
response to the companion object satisfying a first summoning condition, the first
virtual object having a melee attribute buff when the companion object is in the first
form

v

Control the first virtual object to use a melee virtual prop based on the melee attribute
buff in response to a use operation on the melee virtual prop

L G

v

Control the first virtual object to summon a companion object in a second form in
response to the companion object satisfying a second summoning condition, the
companion object having a function of assisting the first virtual object in attacking a
second virtual object when the companion object is in the second form

840

N

FIG. 60
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910

Display a display picture of a virtual environment, the virtual environment including a
first virtual object

v

Control the first virtual object to summon a companion object in a first form in
response to the companion object satisfying a first summoning condition, the first
virtual object having a melee attribute buff when the companion object is in the first
form

v

Control the first virtual object to use a melee virtual prop based on the melee attribute
buff in response to a use operation on the melee virtual prop

L G G

Y

Control the first virtual object to summon a companion object in a second form in
response to the companion object satisfying a second summoning condition, the
companion object having a function of assisting the first virtual object in attacking a
second virtual object when the companion object is in the second form

940

.

v

Control the companion object to switch from the first form to the second form in a
case that the companion object is in the first form and the first virtual object is in a
first state

950

N

v

Control the companion object to switch from the second form to the first form in a
case that the companion object is in the second form and the first virtual object isin a
second state

960

.

FIG. 63

39/68



User | Terminal device | Server

[1001: Summoning operation|

1002: Obtain a summoning
instruction

Ll

1003: Display a first summoning animation of a
companion object

1004: Transmit the summoning
instruction

Ll

1005: Adjust a melee attribute of a first
virtual object

1006: Transmit the adjusted melee

attribute
-

[1007: Update the melee attribute of the first virtual object |
| 1008: Use operation on a melee virtual prop |

1009: Obtain a use instruction

1010: Control the first virtual object to use the melee
virtual prop based on a melee attribute buff

1011: First switching operation on the
companion object

1012: Obtain a switching instruction>

1013: Control the companion object to perform a patrol
behavior in a virtual environment in a second form

1014: Transmit the switching
instruction

»
1015: Readjust the melee attribute of the first
virtual object

1016: Transmit the adjusted melee
attribute
|

| 1017: Update the melee attribute of the first virtual object|

1018: First switching operation on the
companion object

1019: Obtain a switching instruction
>

1020: Control the companion object to perform an attack
behavior on the second virtual object

I
1021: Display a mark
|

FIG. 64
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1110
Display a game picture, the game picture including at least part of a _/
virtual scene, the virtual scene including a first virtual object, the first
virtual object being equipped with a virtual prop

l

Summon a companion object in a second form in response to a first 1120

target instruction, a type of the companion object being determined _/

based on a type of a target virtual resource in a virtual backpack of a
first virtual object

1130

Transform the companion object from the second form to the first form _/
in response to a second target instruction

l 1140

A virtual prop obtains a buff corresponding to a type of the companion _/
object in response to the companion object being in the first form

FIG. 65
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Interaction Terminal

object device Server

1202: Transform the companion object from the second
form to a first form, so that a virtual prop obtains a buff
corresponding to a type of the companion object

1201: Trigger a
first target
instruction, and
summon a

- - I
c_ompanlondcicbject | 1203: Display the virtual prop and a first virtual object |
n a second form 1204: Transmit an adjustment

instruction to the server

-
| 1205: Adjust an attribute value of the virtual prop |

1206: Transmit the adjusted attribute value of
the virtual prop to the terminal device

1207: Adjust the attribute value of the virtual prop based
1208: Trigger a on the adjusted attribute value of the virtual prop
third target .
instruction, and 1209: Control the first virtual object to attack the third
select a third virtual object using the virtual prop that obtains a buff
virtual object corresponding to the type of the companion object, so that
. special effects are displayed in a first region of the third
1210: Trigger a virtual object

fourth target Y - - - -
instruction. and 1211: Display the virtual prop, the first virtual object, and

select a target the companion object in the second form

location 1212: Transmit an adjustment instruction
to the server

>
| 1213: Adjust an attribute value of the virtual prop |

1214: Transmit the adjusted attribute value
of the virtual prop to the terminal device

1215: Adjust the attribute value of the virtual prop based
on the adjusted attribute value of the virtual prop

1216: Learn that the companion object in the
second form is attacked, and determine a health
point of the companion object in the second form
after being attacked

1217: Transmit the health point of the
companion object in the second form after
being attacked to the terminal device

1218: Update the health point of the companion object in the
second form

1219: Set the companion object in the second form to a
detonated state when the health point of the companion object
in the second form is not greater than a reference threshold

1220: Control a third region of the companion object in the
second form to display special effects

FIG. 76
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Display a virtual scene picture, the virtual scene picture including a companion 1310

object

v

Attach the companion object to a first virtual object in response to a first instruction /\}320
based on the companion object being received

A 4

Control the first virtual object to fire virtual ammunition with a first buff in response
to a first shooting operation being received and a second shooting operation being 1330
not received within a target duration before the first shooting operation is received, _
the first shooting operation and the second shooting operation being the same two

operations, and the first buff being another prop effect other than an initial prop
effect of the virtual ammunition

FIG. 77
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1420

Control a first virtual object to fire virtual
ammunition with a first buff in response to
a first virtual prop equipped on a
companion object, a first shooting
operation being received, and a second
shooting operation being not received
within a target duration before the first
shooting operation is received

Attach the
companion object
to a first virtual
object in response
to a first instruction
based on the
companion object
being received

>

Display a
virtual scene
picture, the
virtual scene
picture
including a
companion
object

Control the first virtual object to fire virtual
ammunition with a second buff in response
to the first virtual prop equipped on the
companion object, the first shooting
operation being received, and the second
shooting operation having been received
within the target duration before the first
shooting operation is received, the second
buff being another prop effect other than
the prop effect corresponding to the virtual
ammunition, and the second buff being
different from the first buff

.»

Control the
companion object
to move within a
target range in the

virtual scene in
response to a
second instruction
being received

Control the first virtual object to fire the
virtual ammunition with the second buff in
response to the first virtual prop being not
equipped on the companion object and the
first shooting operation being received, the
second buff being another prop effect other

than an initial prop effect of the virtual

ammunition, and the second buff being

different from the first buff

L~

L

1460

Control the companion
object to follow a third
virtual object in response to
a third instruction being
received, the third virtual
object being a virtual object
determined based on the

third instruction

1470

FIG. 78
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Display a companion object | 1501
in a virtual scene picture  j~

v v v
Attach the companion | 1502 Use a ground 1510| _ Useanenemy 1512
object to an arm part of a }~ instruction to cause +~ instruction to cause {~
first virtual object based the companion object the companion object
on an arm instruction to enter a patrol state to enter a following
¢ ‘L state
Control the first virtual | 1203 Control the 1011 v
object to fire virtual companion object to Control the ,5313
ammunition with a attack a virtual object companion object to
long-range buff within a target range attack a following
¢ object within an attack
Assemble an 1504 fange
electromagnetic model on
the companion object

v 1505 | Control the first virtual
—>  Accumulate energy ~ object to fire virtual
ammunition with a
long-range buff
A

1509
L

Receive a shooting }906

operation
1507
No
Control the first virtual }\5/08
— object to fire an
electromagnetic gun
FIG. 84

1610

A terminal switches a companion object from a first state of a first virtual object
to a second state in response to a first split instruction for the companion object
of the first virtual object

l

The terminal invisiblizes the companion object in a second state

!

The terminal displays the companion object in the second state in response to the
companion object satisfying an invisibility removal condition

1620

1630

S

FIG. 85
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Terminal

Server

1700: The terminal summons a companion object of a first

virtual object in a virtual scene

1701: The terminal controls the companion object to be equipped with a
target functional chip in response to an assembly instruction for the target
functional chip, and reports the assembly instruction to the server

L

response to the assembly instruction

1702: The server records a state in which the companion
object has been equipped with the target functional chip in

1703: The terminal sets the companion object to a first state of the first
virtual object in response to a combination instruction for the
companion object, and reports the combination instruction to the server

>

1704: The server notifies, in response to the combination instruction,

another terminal participating in a battle that the companion object of
the first virtual object is in the first state

-4

1705: The terminal plays, in response to a first split
instruction for the companion object, a switching animation

in which

the companion object switches from the first state of
the first virtual object to a second state

1706: The terminal switches the companion object from the first state
to the second state, and reports the first split instruction to the server

L

1707: The server returns, in response to the first split instruction, an
invisibility instruction to each terminal participating in the battle in a
case that a state in which the companion object has been equipped with

the target functional chip is queried
-

1708: The terminal invisiblizes the companion object in the
second state in response to the invisibility instruction

1709: The terminal displays the companion object in the
second state in response to the companion object satisfying

an invisibility removal condition

FIG. 86
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A terminal displays a companion object in a second state firing a
marked prop to a second virtual object in a case that a marked prop |,~1810
firing condition is satisfied, the marked prop being configured to
identify a location of a virtual object that is hit
: ' l
The terminal diSplayS the marked /1820 The terminal disp'ays the marked /1840
prop being attached to the second prop deforming within an action
virtual object in a case that the range when the marked prop reaches
marked prop hits the second virtual a crosshair location of a firing
object operation in a case that the marked
prop does not hit the second virtual
1830 object
The terminal displays the marked |~
prop transmitting a location
identification signal for the second
virtual object within a first target
duration after the marked prop hits
the second virtual object
FIG. 87
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Terminal

Server

1900: The terminal summons a companion object of a first

virtual object in a virtual scene

1901: The terminal sets the companion object to a first state of the first

virtual object in response to a combination instruction for the

companion object, and reports the combination instruction to the server

-

1902: The server notifies, in response to the combination instruction,
another terminal participating in a battle that the companion object of
the first virtual object is in the first state

L

1903: The terminal plays, in response to a first split
instruction for the companion object, a switching animation
in which the companion object switches from the first state of

th

e first virtual object to a second state

1904: The terminal switches the companion object from the first state to

the second state, and reports the first split instruction to the server

1905: The server returns a patrol range of the companion object to each
terminal participating in a game in response to the first split instruction

L

-

1906: The
sec

terminal displays the companion object in the
ond state patrolling in the patrol range

1907: The te

interaction with a detected virtual object when detecting a
neutral virtual object, a third virtual object, or the companion
object of the third virtual object in the patrol range

rminal controls the companion object to initiate

FIG. 88
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Terminal Server

2000: The terminal summons a companion object of a first

virtual object in a virtual scene

2001: The terminal sets the companion object to a first state of the first
virtual object in response to a combination instruction for the
companion object, and reports the combination instruction to the server

-

-

2002: The server notifies, in response to the combination instruction,
another terminal participating in a battle that the companion object of
the first virtual object is in the first state

2003: The terminal plays, in response to a second split
instruction for the companion object, a switching animation
in which the companion object switches from the first state of

the first virtual object to a second state

2004: The terminal switches the companion object from the first state to
the second state, and reports the second split instruction to the server

-

-

2005: The server controls the companion object in the second state to
move along with a third virtual object indicated in the second split
instruction within a second target duration after receiving the second
split instruction

2006: The terminal displays, within the second target
duration, the companion object in the second state moving
along with the third virtual object indicated in the second

split instruction

2007: The terminal controls the companion object to initiate

interaction with the third virtual object in a case that the third

virtual object is within an interaction range of the companion
object

I
FIG. 89
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A terminal attaches a summoned creature to
an arm in response to an arm instruction

— 2101

Y

The terminal controls a hero to perform
long-range shooting, resulting in an attack
probabilistically coming with DOT damage
having an electric shock effect

2102

\

The terminal equips a target functional chip
on the summoned creature

2103

\

The terminal invisiblizes the summoned
creature in response to a ground instruction

— 2104

v

The terminal controls the summoned creature
to fire a marking cartridge at an enemy within
an interaction range

2105

The terminal
determines whether marking
succeeds

If the marking fails, the terminal
controls a marking cartridge to
deform within an action range

,—2107

If the marking succeeds, the terminal prompts
location information of an enemy hero
through the marked prop

,— 2108

\

The terminal controls a hero to attack the
enemy hero based on the prompted location
information

— 2109

Y

When a marking cartridge is attacked, the
marking cartridge is destroyed

,— 2110

FIG. 90
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Display a virtual scene during a battle

_~ 2201

v

Control a first virtual object to throw a special effects prop to adsorb the
special effects prop onto a companion object

2202
/\

v

Control the special effects prop to release special effects to cause
damage to a third virtual object

2203

FIG. 97

Display a virtual scene during a battle

_~ 2201

Y

Control a first virtual object to throw a special effects prop to adsorb the
special effects prop onto a companion object

2202
/\

Y

Obtain first location information of the companion object and second
location information of the first virtual object

_~ 2301

v

Determine a movement trajectory of the special effects prop based on
the first location information and the second location information

2302

v

2303

Display the movement trajectory in a virtual scene

v

Control the special effects prop to release special effects to cause
damage to a third virtual object

2203

FIG. 98
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Terminal
I
2401: Receive an operation instruction to start a battle through a client

I
2402: Start the battle in response to
the operation instruction
I
2403: Load and display, based on the battle data, a virtual scene including
a virtual object and a graphical control that displays a graphical viewable
area of the virtual object in the virtual scene

[
2404: The terminal displays prompt information on a companion object in
response to a first operation of preparing to throw the special effects prop

I

2405: The terminal controls the first virtual object to throw the special
effects prop to adsorb the special effects prop onto the companion object
in response to a second operation of throwing the special effects prop

I

2406: Display the special effects prop adsorbed on the companion object
in a preset first prominent display manner, and display the companion
object in a preset second prominent display manner
I
2407: Display a plurality of affected regions arranged radially around a

location of the companion object

Control movement of the
companion object, and determine whether
existence of a third virtual object is sensed
within a preset range during
the movement

2409:
Determine whether a release time
is reached

Yes

—| 2410: Control the special effects prop to stop releasing special effects

2411: The terminal controls the special effects prop to release

special effects to cause damage to the third virtual object '
I

Server

-¢——— QObtain battle data

2412: Stop displaying a special effects prop identifier and countdown
information in a status display region of the companion object after the
special effects are released

2413: Stop displaying the affected region of the special effects prop in the
virtual scene

2414: Control the companion object to be attached to the first virtual
object in response to a third operation of recalling the companion object,
so that the companion object becomes a part of a first virtual object model

FIG. 99
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Determine an evacuation duration required for a fourth virtual object to
leave an affected region if the fourth virtual object exists in the affected
region of a special effects prop

v

Determine a prompt moment based on the evacuation duration and a
release moment of the special effects prop

2510

2520
"

Y

Transmit, to the fourth virtual object, a prompt message that the special
effects prop is about to be released when the prompt moment is reached,

2530

to instruct the fourth virtual object to evacuate from the affected region

FIG. 100

401430 —

FIG. 101
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401430 ~==

FIG. 102

401430 =™

FIG. 103
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Seer

401430 —™=

FIG. 104

2601: Equip an adsorption landmine on a
nano companion in response to an operation
of releasing the adsorption landmine by a

player

v

2602: Control the nano companion to move to
search for a third virtual object in response to
a received ground movement instruction

v

2603: Perform explosion to cause ranged
damage when it is detected that the third
virtual object exists near the landmine

v

2604: Control the nano companion to be
recalled to an arm in response to a received
arm instruction

v

2605: Equip the adsorption landmine on a
building or a nano-monster in response to the
operation of releasing the adsorption
landmine by the player

v

2606: Control the landmine to explode
in a case that it is detected that the
third virtual object exists near the

nano-monster

2607: Control the landmine to explode
after an enemy uses the arm instruction
to recall the nano-monster

FIG. 105
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