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virtual scene in 
response to a 

second instruction 
being received

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

1420
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Display a companion object 
in a virtual scene picture

Attach the companion 
object to an arm part of a 
first virtual object based 

on an arm instruction

Control the first virtual 
object to fire virtual 
ammunition with a 

long-range buff

Assemble an 
electromagnetic model on 

the companion object

Accumulate energy

Receive a shooting 
operation

Whether an 
energy accumulation time 

exceeds a target 
time

Control the first virtual 
object to fire virtual 
ammunition with a 

long-range buff

Control the first virtual 
object to fire an 

electromagnetic gun

Use a ground 
instruction to cause 

the companion object 
to enter a patrol state

Control the 
companion object to 
attack a virtual object 
within a target range

Use an enemy 
instruction to cause 

the companion object 
to enter a following 

state

Control the 
companion object to 
attack a following 

object within an attack 
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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

The terminal invisiblizes the companion object in a second state

1610

1620

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

1630
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Terminal

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

response to the assembly instruction

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

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

an invisibility removal condition

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

Server

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

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

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

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

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
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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 
firing condition is satisfied, the marked prop being configured to 

identify a location of a virtual object that is hit

The terminal displays the marked 
prop being attached to the second 

virtual object in a case that the 
marked prop hits the second virtual 

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

1820

1830

The terminal displays the marked 
prop deforming within an action 

range when the marked prop reaches 
a crosshair location of a firing 

operation in a case that the marked 
prop does not hit the second virtual 

object

1840

1810
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Terminal

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

1907: The terminal controls the companion object to initiate 
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

Server

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 
the first virtual object to a second state

1906: The terminal displays the companion object in the 
second state patrolling in the patrol range

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

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
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Terminal

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

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

Server

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

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

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

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
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A terminal attaches a summoned creature to 
an arm in response to an arm instruction

The terminal controls a hero to perform 
long-range shooting, resulting in an attack 

probabilistically coming with DOT damage 
having an electric shock effect

The terminal equips a target functional chip 
on the summoned creature

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

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

an interaction range

The terminal 
determines whether marking 

succeeds

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

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

through the marked prop

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

information

When a marking cartridge is attacked, the 
marking cartridge is destroyed
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Display a virtual scene during a battle
2201

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

2202

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

2203
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Display a virtual scene during a battle
2201

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

2202

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

2303

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

2301

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

2302

Display the movement trajectory in a virtual scene

2203
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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

2401: Receive an operation instruction to start a battle through a client

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

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

Terminal

2411: The terminal controls the special effects prop to release 
special effects to cause damage to the third virtual object

2402: Start the battle in response to 
the operation instruction

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

2407: Display a plurality of affected regions arranged radially around a 
location of the companion object

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

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

2408: 
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

No

No

Yes

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

Obtain battle data

Server
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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
2510

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

2520

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

2530
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2601: Equip an adsorption landmine on a 
nano companion in response to an operation 

of releasing the adsorption landmine by a 
player

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

a received ground movement instruction

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

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

arm instruction

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

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
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