VIRTUAL RACING CAR CONTROL METHOD AND APPARATUS,
STORAGE MEDIUM AND DEVICE

RELATED APPLICATION

[0001] This application claims priority to Chinese Patent Application No. 201910363803.6,
entitled "METHOD AND APPARATUS FOR CONTROLLING VIRTUAL RACE CAR,
STORAGE MEDIUM, AND ELECTRONIC DEVICE" filed with the China National Intellectual

Property Administration on April 30, 2019, which is incorporated by reference in its entirety.

FIELD OF THE TECHNOLOGY

[0002] This application relates to the field of computers, and specifically, to a technology

for controlling a virtual race car.

BACKGROUND OF THE DISCLOSURE

[0003] In the related art, a start line and a finish line are usually set in a process of a round
of racing game on a terminal. Virtual race cars need to race from the start line to the finish line in
the racing game before winners and losers can be determined. Alternatively, when a virtual race car
of a user fails to reach the finish line, after virtual race cars of other users have reached the finish

line, it still takes a period of time before winners and losers can be determined.

SUMMARY

[0004] Embodiments of this application provide a method and an apparatus for controlling a
virtual race car, a storage medium, and a device, thereby improving the efficiency of ending a

current round of virtual game by a second virtual race car.

[0005] According to an aspect of the embodiments of this application, a method for
controlling a virtual race car is provided, including: controlling, using a client on which a first
account is logged in, a first virtual race car of the first account to move on a virtual map of a round
of racing game in a process in which the client runs the round of racing game, the first virtual race
car being a pursuing race car in the round of racing game; displaying, on the client, that an
endurance value of a second virtual race car is reduced when the first virtual race car hits the second
virtual race car on the virtual map, the second virtual race car being a fleeing race car in the round

of racing game, the first account being an account participating in the round of racing game; and



displaying, on the client, that the second virtual race car has been removed from the round of racing

game when the endurance value of the second virtual race car reaches a preset threshold.

[0006] According to an aspect of the embodiments of this application, a method for
controlling a virtual race car is further provided, including: controlling, using a client on which a
second account is logged in, a second virtual race car of the second account to move on a virtual
map of a round of racing game in a process in which the client runs the round of racing game, the
second virtual race car being a fleeing race car in the round of racing game; displaying, on the
client, that an endurance value of the second virtual race car is reduced when the second virtual race
car is hit by a first virtual race car on the virtual map, the first virtual race car being a pursuing race
car in the round of racing game, the second account being an account participating in the round of
racing game; and displaying, on the client, that the second virtual race car has been removed from
the round of racing game when the endurance value of the second virtual race car reaches a preset

threshold.

[0007] According to an aspect of the embodiments of this application, an apparatus for
controlling a virtual race car is further provided, including: a first control unit, configured to control
a first virtual race car of a first account to move on a virtual map of a round of racing game in a
process in which a client on which the first account is logged in runs the round of racing game, the
first virtual race car being a pursuing race car in the round of racing game; a first display unit,
configured to display, on the client, that an endurance value of a second virtual race car is reduced
when the first virtual race car hits the second virtual race car on the virtual map, the second virtual
race car being a fleeing race car in the round of racing game, the first account being an account
participating in the round of racing game; and a second display unit, configured to display, on the
client, that the second virtual race car has been removed from the round of racing game when the

endurance value of the second virtual race car reaches a preset threshold.

[0008] In an optional implementation, the second virtual race car is a virtual race car of a
second account in the round of racing game, and the second account is an account participating in

the round of racing game.

[0009] In an optional implementation, the apparatus further includes: a first determining
unit, configured to: determine that the first virtual race car hits the second virtual race car when the
client controls the first virtual race car of the first account to move on the virtual map of the round
of racing game and the second virtual race car is contacted in a first hit detection region in which

the first virtual race car is located, a size of the first hit detection region being greater than a size of



the first virtual race car, the first virtual race car being located in the first hit detection region, the
first hit detection region moving as the first virtual race car moves; or a second determining unit,
configured to determine that the first virtual race car hits the second virtual race car when the client
controls the first virtual race car of the first account to move on the virtual map of the round of
racing game and a second hit detection region in which the second virtual race car is located is
contacted in a first hit detection region in which the first virtual race car is located, a size of the first
hit detection region being greater than a size of the first virtual race car, the first virtual race car
being located in the first hit detection region, the first hit detection region moving as the first virtual
race car moves, a size of the second hit detection region being greater than a size of the second
virtual race car, the second virtual race car being located in the second hit detection region, the

second hit detection region moving as the second virtual race car moves.

[0010] In an optional implementation, the apparatus further includes: a third display unit,
configured to display, on the client, that the endurance value of the second virtual race car is
increased when the client controls the first virtual race car of the first account to move on the virtual
map of the round of racing game and the second virtual race car remains within a preset region on

the virtual map longer than first preset duration.

[0011] In an optional implementation, the apparatus further includes: a fourth display unit,
configured to display the preset region on the virtual map before the second virtual race car remains
in the preset region on the virtual map longer than the first preset duration; and a fifth display unit,
configured to cancel the display of the preset region on the virtual map when the second virtual race

car remains in the preset region on the virtual map longer than the first preset duration.

[0012] In an optional implementation, the apparatus further includes: a second control unit,
configured to cancel the display of the preset region on the virtual map when the round of racing

game reaches a countdown start moment.

[0013] In an optional implementation, the apparatus further includes: a sixth display unit,
configured to display, on the client, that the round of racing game has ended and the first virtual
race car loses when the client controls the first virtual race car of the first account to move on the
virtual map of the round of racing game, first preset duration after the round of racing game is
started has ended, and there is a fleeing race car with an endurance value being greater than the
preset threshold; or a seventh display unit, configured to display, on the client, that the round of

racing game has ended and the first virtual race car wins when first preset duration after the round



of racing game is started has ended and there is no fleeing race car with an endurance value being

greater than the preset threshold.

[0014] In an optional implementation, the apparatus further includes: an eighth display unit,
configured to: display, on the client, a first limit region set on the virtual map when the client
controls the first virtual race car of the first account to move on the virtual map of the round of
racing game; and perform any one or combination of the following manners: reducing any one or
combination of the speed, acceleration, acceleration time, and endurance value of the second virtual
race car when the second virtual race car enters the first limit region; and increasing any one or
combination of the speed, acceleration, and acceleration time of the first virtual race car when the

first virtual race car enters the first limit region.

[0015] In an optional implementation, the apparatus further includes: a third control unit,
configured to, after displaying, on the client, the first limit region on the virtual map, cancel the
display of the first limit region on the client after the display of the first limit region reaches second
preset duration, the setting of the first limit region being canceled on the virtual map; a ninth display
unit, configured to: display, on the client, a second limit region set on the virtual map; and perform
any one or combination of the following manners: reducing any one or combination of the speed,
acceleration, acceleration time, and endurance value of the second virtual race car when the second
virtual race car enters the second limit region; and increasing any one or combination of the speed,
acceleration, and acceleration time of the first virtual race car when the first virtual race car enters

the second limit region.

[0016] In an optional implementation, the apparatus further includes: a tenth display unit,
configured to, after displaying, on the client, the first limit region on the virtual map, display, on the
client, a second limit region set on the virtual map; and perform any one or combination of the
following manners: reducing any one or combination of the speed, acceleration, acceleration time,
and endurance value of the second virtual race car when the second virtual race car enters the
second limit region; and increasing any one or combination of the speed, acceleration, and
acceleration time of the first virtual race car when the first virtual race car enters the second limit

region.

[0017] In an optional implementation, the first limit region and the second limit region are
set in any one or combination of the following manners: the first limit region and the second limit

region are regions randomly set on the virtual map; the first limit region is smaller than the second



limit region; and the first limit region is contained in the second limit region, and the first limit

region overlaps the second limit region.

[0018] In an optional implementation, the apparatus further includes: an eleventh display
unit, configured to display a mini-map of the virtual map on the client when the client controls the
first virtual race car of the first account to move on the virtual map of the round of racing game, the
mini-map being used for displaying the positions of the first virtual race car and the second virtual

race car on the virtual map.

[0019] In an optional implementation, the apparatus further includes: a fourth control unit,
configured to display the mini-map on the client in a manner including any one or combination of
the following: hiding the position of the second virtual race car on the mini-map displayed by the
client when a distance between the second virtual race car and the first virtual race car is greater
than a first threshold; a twelfth display unit, configured to display the position of the second virtual
race car for third preset duration on the mini-map every fourth preset duration after the round of
racing game is started; and a thirteenth display unit, configured to display the position of the second
virtual race car on the mini-map displayed by the client when the round of racing game reaches the

countdown start moment.

[0020] In an optional implementation, the apparatus further includes: a fourteenth display
unit, configured to display, on the client, that a first initial position of the first virtual race car on the
virtual map remains unchanged within fourth preset duration after the round of racing game is
started as the round of racing game is started, it being set that the first virtual race car is not allowed
within the fourth preset duration to start moving from the first initial position, it being set that the
second virtual race car is allowed to start moving from a second initial position on the virtual map

when the round of racing game is started.

[0021] In an optional implementation, the virtual map includes any one or combination of
the following race tracks: a race track having both an underground structure and a ground structure;

and a circular race track with a height difference.

[0022] According to an aspect of the embodiments of this application, an apparatus for

controlling a virtual race car is further provided, including:

a control unit, configured to control, using a client on which a second account is
logged in, a second virtual race car of the second account to move on a virtual map of a round of
racing game in a process in which the client runs the round of racing game, the second virtual race
car being a fleeing race car in the round of racing game;
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a first display unit, configured to display, on the client, that an endurance value of
the second virtual race car is reduced when the second virtual race car is hit by a first virtual race
car on the virtual map, the first virtual race car being a pursuing race car in the round of racing

game, the second account being an account participating in the round of racing game; and

a second display unit, configured to display, on the client, that the second virtual race
car has been removed from the round of racing game when the endurance value of the second

virtual race car reaches a preset threshold.

[0023] In an optional implementation, the first virtual race car is a virtual race car of a first
account in the round of racing game, and the first account is an account participating in the round of

racing game.

[0024] In an optional implementation, the apparatus further includes: a third display unit,
configured to display, on the client, that the endurance value of the second virtual race car is
increased when the client controls the second virtual race car of the second account to move on the
virtual map of the round of racing game and the second virtual race car remains within a preset

region on the virtual map longer than first preset duration.

[0025] In an optional implementation, the apparatus further includes: a fourth display unit,
configured to: display, on the client, a first limit region set on the virtual map when the client
controls the second virtual race car of the second account to move on the virtual map of the round
of racing game; and perform any one or combination of the following manners: reducing any one or
combination of the speed, acceleration, acceleration time, and endurance value of the second virtual
race car when the second virtual race car enters the first limit region; and increasing any one or
combination of the speed, acceleration, and acceleration time of the first virtual race car when the

first virtual race car enters the first limit region.

[0026] According to an aspect of the embodiments of this application, a storage medium is
further provided, storing a computer program, the computer program being configured to perform

the foregoing method for controlling a virtual race car when run.

[0027] According to an aspect of the embodiments of this application, a device is further
provided, including a memory, a processor, and a computer program stored in the memory and
executable on the processor. The processor performs the foregoing method for controlling a virtual

race car through the computer program.



[0028] According to an aspect of the embodiments of this application, a computer program
product including instructions is further provided, the instructions, when run on a computer, causing

the computer to perform the foregoing method.

[0029] In the embodiments of this application, the method including: controlling, by a client
on which a first account is logged in, a first virtual race car of the first account to move on a virtual
map of a round of racing game in a process in which the client runs the round of racing game;
displaying, on the client, that an endurance value of a second virtual race car is reduced when the
first virtual race car hits the second virtual race car on the virtual map; and displaying, on the client,
that the second virtual race car has ended the round of racing game when the endurance value of the
second virtual race car reaches a preset threshold. In the foregoing method, the endurance value of
the second virtual race car is reduced when the first virtual race car hits the second virtual race car;
and the second virtual race car ends the round of racing game when the endurance value of the
second virtual race car is reduced to the preset threshold. The second virtual race car or the first
virtual race car does not need to reach a preset finish line before the round of racing game can be
ended, thereby improving the efficiency of ending a current round of virtual game by the second

virtual race car.

BRIEF DESCRIPTION OF THE DRAWINGS

[0030] The accompanying drawings described herein are used for providing a further
understanding of this application, and form part of this application. Exemplary embodiments of this
application and descriptions thereof are used for explaining this application, and do not constitute

any inappropriate limitation to this application. In the accompanying drawings:

[0031] FIG. 1 is a schematic diagram of an application environment of an optional method

for controlling a virtual race car according to an embodiment of this application.

[0032] FIG. 2 is a schematic flowchart of an optional method for controlling a virtual race

car according to an embodiment of this application.

[0033] FIG. 3 is a schematic diagram of an optional method for controlling a virtual race car

according to an embodiment of this application.

[0034] FIG. 4 is a schematic diagram of an optional method for controlling a virtual race car

according to an embodiment of this application.

[0035] FIG. 5 is a schematic diagram of an optional method for controlling a virtual race car

according to an embodiment of this application.



[0036] FIG. 6 is a schematic diagram of an optional method for controlling a virtual race car

according to an embodiment of this application.

[0037] FIG. 7 is a schematic diagram of an optional method for controlling a virtual race car

according to an embodiment of this application.

[0038] FIG. 8 is a schematic diagram of an optional method for controlling a virtual race car

according to an embodiment of this application.

[0039] FIG. 9 is a schematic flowchart of an optional method for controlling a virtual race

car according to an embodiment of this application.

[0040] FIG. 10 is a schematic diagram of an optional method for controlling a virtual race

car according to an embodiment of this application.

[0041] FIG. 11 is a schematic diagram of an optional method for controlling a virtual race

car according to an embodiment of this application.

[0042] FIG. 12 is a schematic diagram of an optional method for controlling a virtual race

car according to an embodiment of this application.

[0043] FIG. 13 is a schematic diagram of an optional method for controlling a virtual race

car according to an embodiment of this application.

[0044] FIG. 14 is a schematic diagram of an optional method for controlling a virtual race

car according to an embodiment of this application.

[0045] FIG. 15 is a schematic flowchart of an optional method for controlling a virtual race

car according to an embodiment of this application.

[0046] FIG. 16 is a schematic diagram of an optional method for controlling a virtual race

car according to an embodiment of this application.

[0047] FIG. 17 is a schematic diagram of an optional method for controlling a virtual race

car according to an embodiment of this application.

[0048] FIG. 18 is a schematic structural diagram of an optional apparatus for controlling a

virtual race car according to an embodiment of this application.

[0049] FIG. 19 is a schematic structural diagram of an optional apparatus for controlling a

virtual race car according to an embodiment of this application.

[0050] FIG. 20 is a schematic structural diagram of an optional device according to an

embodiment of this application.



[0051] FIG. 21 is a schematic structural diagram of an optional device according to an

embodiment of this application.

DESCRIPTION OF EMBODIMENTS

[0052] In order to make a person skilled in the art better understand the solutions of this
application, the following clearly and completely describes the technical solutions in the
embodiments of this application with reference to the accompanying drawings in the embodiments
of this application. Apparently, the described embodiments are only some of the embodiments of
this application rather than all of the embodiments. All other embodiments obtained by a person of
ordinary skill in the art based on the embodiments of this application without creative efforts shall

fall within the protection scope of this application.

[0053] In this specification, the claims, and the accompanying drawings of this application,
the terms "first", "second", and so on are intended to distinguish similar objects but do not
necessarily indicate a specific order or sequence. It is to be understood that the data termed in such
a way is interchangeable in proper circumstances, so that the embodiments of this application
described herein can be implemented in other sequences than the sequence illustrated or described
herein. Moreover, the terms "include", "contain", and any other variants thereof mean to cover the
non-exclusive inclusion. For example, a process, method, system, product, or device that includes a
list of steps or units is not necessarily limited to those steps or units that are clearly listed, but may

include other steps or units not expressly listed or inherent to such a process, method, system,

product, or device.

[0054] According to an aspect of the embodiments of this application, a method for
controlling a virtual race car is provided. In one implementation, in an optional implementation, the
foregoing method for controlling a virtual race car may be applied to, but is not limited to, an

environment shown in FIG. 1.

[0055] In FIG. 1, a user 102 and user equipment 104 may perform man-machine interaction,
and a user 118 and user equipment 120 may perform man-machine interaction. The user equipment
104 includes a memory 106, configured to store interaction data, a processor 108, configured to
process the interaction data. The user equipment 120 includes a memory 122, configured to store
interaction data, and a processor 124, configured to process the interaction data. The user equipment
104 and the user equipment 120 may perform data exchange with a server 112 by using a network
110. The server 112 includes a database 114, configured to store interaction data, and a processing

engine 116, configured to process the interaction data. A client is run on the user equipment 104. A



first account may be logged in on the client run on the user equipment 104. The client may run a
round of racing game, and control a first virtual race car of the first account to move on a virtual
map of the round of racing game. As shown in FIG. 1, in the round of racing game, when a first
virtual race car 104-2 of the first account hits a second virtual race car 120-2, an endurance value of
the second virtual race car is reduced. The client may display an endurance value 120-4 of the
second virtual race car. The endurance value is 85, and may be initially 100. In a case that the
endurance value of the second virtual race car reaches a preset threshold such as 0, it may be
displayed on the client that the second virtual race car has been removed from the round of racing

game.

[0056] In one implementation, the foregoing method for controlling a virtual race car may
be applied to, but not limited to, a client run on the user equipment 104 or the user equipment 118
that can perform computing of data. The user equipment 104 or the user equipment 120 is, for
example, a mobile phone, a tablet computer, a laptop computer, and a personal computer (PC). The
network 110 may include, but is not limited to, a wireless network or a wired network. The wireless
network includes: a wireless fidelity (Wi-Fi) network and other networks implementing wireless
communication. The wired network may include, but is not limited to: a wide area network, a
metropolitan area network, and a local area network. The server 112 may include, but not limited to,

any hardware device that is capable of performing computation.

[0057] The method for controlling a virtual race car provided in the embodiments of this
application may be implemented based on artificial intelligence (AI). Al is a theory, a method, a
technology, and an application system that use a digital computer or a machine controlled by the
digital computer to simulate, extend, and expand human intelligence, perceive an environment,
obtain knowledge, and use knowledge to obtain an optimal result. In other words, Al is a
comprehensive technology of computer science, which attempts to understand essence of
intelligence and produces a new intelligent machine that can react in a manner similar to human
intelligence. The Al is to study the design principles and implementation methods of various
intelligent machines, to enable the machines to have the functions of perception, reasoning, and

decision-making.

[0058] The Al technology is a comprehensive discipline, and relates to a wide range of
fields including a hardware-level technology and a software-level technology. Basic Al
technologies generally include technologies such as a sensor, a dedicated Al chip, cloud computing,
distributed storage, a big data processing technology, an operating/interaction system, and
electromechanical integration. Al software technologies mainly include several major directions
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such as a computer vision (CV) technology, a speech processing technology, a natural language

processing technology, and machine learning (ML)/deep learning.

[0059] In the embodiments of this application, the mainly involved Al software
technologies include the orientation of deep learning. For example, deep learning in ML may be

involved, including various artificial neural networks.

[0060] A data processing device may have an ML capability. ML is a multi-field
interdiscipline, and relates to a plurality of disciplines such as the probability theory, statistics, the
approximation theory, convex analysis, and the algorithm complexity theory. ML specializes in
studying how a computer simulates or implements a human learning behavior to obtain new
knowledge or skills, and reorganize an existing knowledge structure, so as to keep improving its
performance. ML is the core of Al is a basic way to make the computer intelligent, and is applied

to various fields of AI. ML and DL usually include technologies such as artificial neural network.

[0061] In the embodiments of this application, various artificial neural networks may be

applied to implement automated control of virtual race cars in the subsequent racing game.

[0062] In one implementation, in an optional implementation, as shown in FIG. 2, the

method for controlling a virtual race car includes the following steps:

[0063] S202. A client on which a first account is logged in controls a first virtual race car of
the first account to move on a virtual map of a round of racing game in a process in which the client
runs the round of racing game, the first virtual race car being a pursuing race car in the round of

racing game.

[0064] S204. Display, on the client, that an endurance value of a second virtual race car is
reduced when the first virtual race car hits the second virtual race car on the virtual map, the second
virtual race car being a fleeing race car in the round of racing game, the first account being an

account participating in the round of racing game.

[0065] S206. Display, on the client, that the second virtual race car has been removed from
the round of racing game when the endurance value of the second virtual race car reaches a preset

threshold.

[0066] In one implementation, the method for controlling a virtual race car may be applied
to, but not limited to, the field of games, for example, racing games, or applied to the field of virtual
training. For example, the method is applied to a racing game. A user may log in to the first account

on the client to run the round of racing game. The first account uses the client to control the first
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virtual race car to move. The round of game further includes the second virtual race car. In the
round of racing game, the first virtual race car is a pursuing race car, the second virtual race car is a
fleeing race car, and the pursuing race car chases and hits the fleeing race car. The fleeing race car
has an endurance value. The endurance value is reduced after the pursuing race car is hit. The
fleeing race car with the endurance value being the preset threshold ends the round of racing game.
The preset threshold may be a preset endurance threshold for the fleeing race car, that is, the second
virtual race car to end the racing game. During specific implementation, the preset threshold may be

flexibly set.

[0067] In a possible implementation, the second virtual race car may be controlled by the
user. That is, the user uses a client corresponding to a second account that is logged in by the user to
run the round of racing game, to control the second virtual race car. That is, the first account uses
one client, and the second account uses another client, to run the same round of racing game. The
second account uses the client to control the second virtual race car to move. In addition, the second
virtual race car may be controlled by a device corresponding to the racing game. For example, the
second virtual race car is controlled by Al. A scenario in which the second account is used to

control the second virtual race car is used as an example for description below.

[0068] It is assumed that the preset threshold is zero. FIG. 3 shows an optional display
interface of the client of the first account. In the round of racing game, after the first virtual race car
302 hits the second virtual race car 304, the endurance value of the second virtual race car 306 is
reduced to zero. In this case, the second account corresponding to the second virtual race car is
eliminated from the round of racing game. In this case, the display of the second virtual race car
may be canceled on the display interface of the client of the first account, and a message indicating

that the second account is eliminated may be displayed, as shown in FIG. 3.

[0069] In this embodiment, the endurance value of the second virtual race car is reduced
when the first virtual race car hits the second virtual race car; and the second virtual race car ends
the round of racing game when the endurance value of the second virtual race car is reduced to the
preset threshold. The second virtual race car or the first virtual race car does not need to reach a
preset finish line before the round of racing game can be ended, thereby improving the efficiency of

ending a current round of virtual game by the second virtual race car.

[0070] In one implementation, the endurance value of the second virtual race car may be
increased. For example, a preset region may be displayed on the virtual map of the round of racing

game. In a case that the second virtual race car enters the preset region, the endurance value of the
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second virtual race car is increased. Alternatively, after the second virtual race car enters the preset
region and the time for which the second virtual race car remains in the preset region is greater than
first preset duration, the endurance value of the second virtual race car is increased. The preset
region may appear randomly on the virtual map or appear according to a particular pattern. For
example, one or more preset regions are added on the virtual map every preset period of time, or
when the endurance value of the second virtual race car is relatively low, one or more preset regions

are added on the virtual map.

[0071] For example, FIG. 4 is an optional display interface of the client on which the first
account is logged in. In FIG. 4, the second virtual race car 404 of the second account is located in a
preset region 402, and when duration for which the second virtual race car 404 remains in the preset
region 402 is greater than the first preset duration, it is displayed on the client on which the first
account is logged in that the endurance value of the second virtual race car 404 is increased. For
example, it is displayed in FIG. 4 that an endurance value of a second virtual race car 406 is

increased by 20.

[0072] In one implementation, when the second virtual race car is located in the preset
region 402, a repair mark such as "wrench" or a prompt mark such as "under repair" may further be

displayed above the second virtual race car.

[0073] In one implementation, a first hit detection region may be configured for the first
virtual character. The first virtual race car is located in the first hit detection region, the first hit
detection region moves as the first virtual race car moves, and a size of the first hit detection region

is greater than a size of the first virtual race car.

[0074] For example, as shown in FIG. 5, the first hit detection region may be a hit box
containing the first virtual race car. The hit box is used for detecting whether the first virtual race
car hits the second virtual race car. After the hit box 502 of the first virtual race car hits the second
virtual race car 504, it may be considered that the first virtual race car hits the second virtual race

car 504. In this case, an endurance value 506 of the second virtual race car needs to be reduced.

[0075] In one implementation, in this solution, when the first hit detection region is
configured for the first virtual race car, a second hit detection region may further be configured for
the second virtual race car. The second hit detection region is a region that has a size greater than
the size of the second virtual race car, contains the second virtual race car, and moves as the second
virtual race car moves. As shown in FIG. 6, in this case, when the first hit detection region 602 of

the first virtual race car hits the second hit detection region 604 of the second virtual race car, it is
13



considered the first virtual race car hits the second virtual race car. In this case, an endurance value

606 of the second virtual race car needs to be reduced.

[0076] In one implementation, in an optional manner, after the first virtual race car hits the
second virtual race car, it may be determined whether a position of the first virtual race car hits the
second virtual race car. If the head of the first virtual race car hits the second virtual race car, it is
determined that the first virtual race car hits the second virtual race car. If the tail of the first virtual
race car hits the second virtual race car, it is not considered that the first virtual race car hits the
second virtual race car. In this case, the endurance value of the second virtual race car is not
reduced. For example, the second virtual race car hits the tail of the first virtual race car. In this

case, the endurance value of the second virtual race car is not reduced.

[0077] In one implementation, after the second virtual race car hits the first virtual race car,
the slow motion of the hitting may be displayed on the client on which the first account is logged in
and the client on which the second account is logged in. For example, after the first virtual race car
hits the second virtual race car, the position information of the first virtual race car and the second
virtual race car is normally synchronized to clients on which other players except the first account
and the second account are logged in. A process that the first virtual race car hits the second virtual
race car played on the clients on which the other players are logged in is a normal hitting process.
The motion in the client on which the first account is logged in and the client on which the second

account is logged in is slow motion.

[0078] Description is provided with reference to FIG. 7. As shown in FIG. 7, 702 is video
frames played by a client on which another account except the first account and the second account
is logged in, and 704 is video frames played by a client on which the first account or the second
account is logged in. For video frames of the first virtual race car and the second virtual race car in
a hitting process, when the first virtual race car hits the second virtual race car, there are 10 video
frames from a hit start frame to a hit end frame that contain the positions of the first virtual race car
and the second virtual race car, for example, in a hitting process. There are 20 frames in a
movement process of the virtual race cars after hitting. The 10 frames of the hitting process are
expanded to 20 frames, so that the hitting process played by the client on which the first account is
logged in and the client on which the second account is logged in is slow motion. The change of the
actual position information of the first virtual race car and the second virtual race car on the virtual
map become slower. After the content of the 20 frames obtained after expansion has been played,

the remaining movement process after hitting needs to be played. The 20 frames of the movement
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process are compressed into 10 frames. In this case, a fast motion process is displayed on the client.
In the hitting process, the position information of all players is synchronized to the hitting players at
a frame rate less than an actual frame rate, to obtain the effect of slow motion. That is, within N
frames, the two hitting players see the picture of the first N/2 frames. After the hitting ends, position
information that the hitting players see is already different from actual position information. In this
case, filling is performed within a subsequent short time in a continuous interpolation manner to

obtain actual position information.

[0079] In one implementation, after the first virtual race car hits the second virtual race car,
different display effects may be generated according to the speed and angle of the first virtual race
car and the speed and angle of the second virtual race car. The display effect may be that the second

virtual race car is knocked flying or knocked rolling intensely or knocked rolling slightly.

[0080] For example, as shown in FIG. 8, after the first virtual race car hits the second virtual
race car, a speed vector V1 of the first virtual race car and a speed vector V2 of the second virtual
race car are obtained. Each of V1 and V2 includes a magnitude and a direction. In this case, a
movement speed V3 (V3 = V2 — V1) of the second virtual race car after being hit by the first virtual
race car is obtained according to V1 and V2. In a case that the length of V3 is greater than a preset
value such as 50, it may be displayed that the second virtual race car is knocked flying. In a case
that the length is less than 50, it may be displayed that the second virtual race car is knocked rolling.
After the first virtual race car hits the second virtual race car, the second virtual race car needs to be
endowed with a speed greater than or equal to the speed of the first virtual race car, to prevent the
first virtual race car from frequently hitting the second virtual race car within a relatively short time.
After the speed and status of the second virtual race car after hitting are determined, the direction of
the second virtual race car after hitting further needs to be determined. A movement direction of the
second virtual race car after hitting is a direction of the second virtual race car relative to the first
virtual race car. For example, the second virtual race car is located on the right side of the first
virtual race car, after the first virtual race car hits the second virtual race car, the second virtual race

car rolls toward the right side of the first virtual race car.

[0081] A hitting process is described with reference to S902 to S912 of FIG. 9.
[0082] S902: A first virtual race car hits a second virtual race car.
[0083] S904: Obtain a speed vector V1 of the first virtual race car and a speed vector V2 of

the second virtual race car.

[0084] S906: Determine a hitting speed V3 of the second virtual race car after hitting.
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[0085] In a case that the first virtual race car hits the second virtual race car, a speed vector
V1 of the first virtual race car and a speed vector V2 of the second virtual race car are obtained. A
speed V3 of the second virtual race car after hitting is determined with reference to the method

shown in FIG. 8.

[0086] S908-1: The second virtual race car is knocked flying.
[0087] S908-2: The second virtual race car is knocked down.
[0088] S910: Determine a direction of the second virtual race car with the first virtual race

car as the center.
[0089] S912: Display that the second virtual race car is knocked flying in the direction.

[0090] The status such as being knocked flying or being knocked down of the second virtual
race car is determined according to V3. A direction of the second virtual race car with the first
virtual race car as the center during hitting is then determined. It is then displayed that the second

virtual race car is knocked flying in the direction.

[0091] In this embodiment, in the foregoing method, the endurance value of the second
virtual race car is reduced when the first virtual race car hits the second virtual race car; and the
second virtual race car ends the round of racing game when the endurance value of the second
virtual race car is reduced to zero. The second virtual race car or the first virtual race car does not
need to reach a preset finish line before the round of racing game can be ended, thereby improving

the efficiency of ending a current round of virtual game by the second virtual race car.

[0092] In an optional implementation, during the controlling, by a client, a first virtual race
car of the first account to move on a virtual map of the round of racing game, the method further

includes:

(1) determining that the first virtual race car hits the second virtual race car when the
second virtual race car is contacted in a first hit detection region in which the first virtual race car is
located, a size of the first hit detection region being greater than a size of the first virtual race car,
the first virtual race car being located in the first hit detection region, the first hit detection region

moving as the first virtual race car moves; or

(2) determining that the first virtual race car hits the second virtual race car when a
second hit detection region in which the second virtual race car is located is contacted in a first hit
detection region in which the first virtual race car is located, a size of the first hit detection region

being greater than a size of the first virtual race car, the first virtual race car being located in the
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first hit detection region, the first hit detection region moving as the first virtual race car moves, a
size of the second hit detection region being greater than a size of the second virtual race car, the
second virtual race car being located in the second hit detection region, the second hit detection

region moving as the second virtual race car moves.

[0093] In one implementation, the first hit detection region is a hit box that is configured for
the first virtual race car and is used for detecting hitting. For example, the first hit detection region
is a hit box 502 shown in FIG. 5. In a case that the hit box 502 hits the second virtual race car, it is

determined that the first virtual race car hits the second virtual race car.

[0094] In a case that the second virtual race car is configured with the second hit detection
region such as a hit box, for example, a hit box 604 shown in FIG. 6 and the hit box 602 of the first
virtual race car hits the hit box 604 of the second virtual race car, it is determined that the first

virtual race car hits the second virtual race car.

[0095] In one implementation, in an optional case, it may be set that the hit box 602 of the
first virtual race car and/or the hit box 604 of the second virtual race car has a clearer display effect
when hitting is about to occur. For example, the hit box of the first virtual race car is translucent.

When the distance to the second virtual race car is smaller, the transparency is lower.

[0096] For example, a pursuing player has a special effect that has a size the same as that of
the hit box and is repeatedly played, like an electromagnetic wave. Such a special effect of
electromagnetic wave is translucent. When the distance to the fleeing player is smaller, the

electromagnetic effect is clearly enhanced.

[0097] In this embodiment, while the efficiency of ending the round of virtual game by the
second virtual race car is improved, a detection region is configured for the first virtual race car
and/or the second virtual race car, thereby improving the detection efficiency of detecting whether

the first virtual race car hits the second virtual race car.

[0098] In an optional implementation, during the controlling, by a client, a first virtual race
car of the first account to move on a virtual map of a round of racing game, the method further

includes the following step:

[0099] S1. Display, on the client, that the endurance value of the second virtual race car is
increased when the second virtual race car remains within a preset region on the virtual map longer

than first preset duration.
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[00100] In one implementation, the preset region may be a relatively large region such as a
region that can surround a plurality of fleeing virtual race cars, or is a relatively small region such
as a region that can include one fleeing virtual race car at once. After the fleeing second virtual race
car enters the preset region, the endurance value of the second virtual race car may be increased.
Alternatively, the second virtual race car needs to remain in the preset region for a particular time
such as 3 seconds before the endurance value can be increased for the second virtual race car. The

shape of the preset region is not limited in this embodiment.

[0101] In this embodiment, while the efficiency of ending the round of virtual game by the
second virtual race car is improved, the preset region is provided on the virtual map, thereby
ensuring that the second virtual race car can restore a partial or complete endurance value, to

improve the flexibility that the second virtual race car chooses to end the current round of game.
[0102] In an optional implementation,

S1. before the second virtual race car remains in the preset region on the virtual map
longer than the first preset duration, the method further includes: displaying the preset region on the

virtual map; and

S2. when the second virtual race car remains in the preset region on the virtual map
longer than the first preset duration, the method further includes: canceling the display of the preset

region on the virtual map.

[0103] In one implementation, the preset region may appear randomly on the virtual map, or
appear every preset time, or appear according to the endurance value of the status of the second
virtual race car. After the preset region is used by one second virtual race car (after the endurance
value is increased for the second virtual race car when the time for which the second virtual race car
is located in the preset region is greater than a first preset threshold), the display of the preset region
is canceled, or the preset region is displayed in a different state, representing that the preset region

is currently unusable.

[0104] In this embodiment, while the efficiency of ending the round of virtual game by the
second virtual race car is improved, the preset region is displayed on the virtual map, and the
display of the preset region is canceled after the preset region is used, thereby improving the
flexibility of displaying the preset region, to further improve the flexibility of ending the current

round of game by the second virtual race car.

[0105] In an optional implementation, the method further includes the following steps:
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[0106] S1. Cancel the display of the preset region on the virtual map when the round of

racing game reaches a countdown start moment.

[0107] In one implementation, the countdown may be started after a period of time since the
game is started. For example, after 3 minutes since the game is started, the countdown of 1 minute
is started. Within the time of the countdown, the preset region on the virtual race track disappears.
In this case, the second virtual race car cannot use the preset region to restore the endurance value.

The game enters a "crazy time".

[0108] In this embodiment, while the efficiency of ending the round of virtual game by the
second virtual race car is improved, the display of the preset region is canceled in a countdown
stage, to prevent the second virtual race car from frequently restoring the endurance value, thereby

improving the flexibility of ending the current round of game by the second virtual race car.

[0109] In an optional implementation, during the controlling, by a client, a first virtual race
car of the first account to move on a virtual map of a round of racing game, the method further

includes:

(1) displaying, on the client, that the round of racing game has ended and the first
virtual race car loses when first preset duration after the round of racing game is started has ended

and there is a fleeing race car with an endurance value being greater than the preset threshold; or

(2) displaying, on the client, that the round of racing game has ended and the first
virtual race car wins when first preset duration after the round of racing game is started has ended

and there is no fleeing race car with an endurance value being greater than the preset threshold.

[0110] In one implementation, if the endurance value of the second virtual race car reaches
the preset threshold, the second virtual race car is eliminated from a single round of game. If all
fleeing race cars have been eliminated from the single round of game, all pursuing cars including
the first virtual race car in the round of game win the victory of the current round of game. If a
fleeing virtual race car is still not eliminated within a specified time, all pursuing virtual race cars
are eliminated from the single round of game, and all fleeing cars win the victory of the round of

game.

[0111] In this embodiment, while the efficiency of ending the round of virtual game by the
second virtual race car is improved, winners and losers of the current round of game are determined

by using the method, thereby improving the efficiency of ending the round of racing game.
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[0112] In an optional implementation, during the controlling, by a client, a first virtual race
car of the first account to move on a virtual map of a round of racing game, the method further

includes:
S1. displaying, on the client, a first limit region set on the virtual map; and
performing any one or combination of the following manners:

reducing any one or combination of the speed, acceleration, acceleration time, and
endurance value of the second virtual race car when the second virtual race car enters the first limit
region; and increasing any one or combination of the speed, acceleration, and acceleration time of

the first virtual race car when the first virtual race car enters the first limit region.

[0113] In one implementation, the first limit region is a region that appears randomly on the
virtual map. For example, one limit region is displayed on the virtual map every preset time. Any
one or combination of the speed, acceleration, and acceleration time of the first virtual race car is
increased after the first virtual race car enters the first limit region. Alternatively, any one or
combination of the speed, acceleration, acceleration time, and endurance value of the second virtual
race car is reduced after the second virtual race car enters the first limit region. Alternatively, after
the first virtual race car enters the first limit region, any one or combination of the speed,
acceleration, and acceleration time of the first virtual race car is increased, and after the second
virtual race car enters the first limit region, any one or combination of the acceleration, acceleration

time, and endurance value of the second virtual race car is reduced.

[0114] An example in which the first virtual race car enters the first limit region is used.
FIG. 10 shows an optional display interface of the client on which the first account is logged in.
After a first virtual race car 1002 in FIG. 10 enters a first limit region 1004, a speed 1006 of the first

virtual race car is increased.

[0115] In this embodiment, while the efficiency of ending the round of virtual game by the
second virtual race car is improved, the first limit region is used to change the status of the first
virtual race car or the second virtual race car or change both the statuses of the two virtual race cars,

thereby improving the versatility of the statuses of virtual race cars in the round of game.

[0116] In an optional implementation, after the displaying, on the client, a first limit region

set on the virtual map, the method further includes:

S1. canceling the display of the first limit region on the client after the display of the
first limit region reaches second preset duration, the setting of the first limit region being canceled

on the virtual map;
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S2. displaying, on the client, a second limit region set on the virtual map; and
performing any one or combination of the following manners:

reducing any one or combination of the speed, acceleration, acceleration time, and
endurance value of the second virtual race car when the second virtual race car enters the second
limit region; and increasing any one or combination of the speed, acceleration, and acceleration

time of the first virtual race car when the first virtual race car enters the second limit region.

[0117] In one implementation, the description is continued with reference to the case of
increasing the first limit region. After lasting a particular time on the virtual map, the first limit
region may disappear, that is, the first limit region is removed, and the second limit region is
displayed in another region on the virtual map. FIG. 11 is a display diagram of an optional limit
region on a virtual map. 1102 in FIG. 11 is the first limit region, the first limit region is removed,

and the second limit region 1104 is displayed.

[0118] In this embodiment, while the efficiency of ending the round of virtual game by the
second virtual race car is improved, the first limit region is removed and the second limit region is

displayed, thereby improving the flexibility of configuring limit regions.

[0119] In an optional implementation, after the displaying, on the client, a first limit region

set on the virtual map, the method further includes:
S1. displaying, on the client, a second limit region set on the virtual map; and
performing any one or combination of the following manners:

reducing any one or combination of the speed, acceleration, acceleration time, and
endurance value of the second virtual race car when the second virtual race car enters the second
limit region; and increasing any one or combination of the speed, acceleration, and acceleration

time of the first virtual race car when the first virtual race car enters the second limit region.

[0120] In one implementation, the description is continued with reference to the case of
displaying the first limit region. After the first limit region is displayed for a preset time, on the
basis of maintaining the display of the first limit region, the second limit region is added. As shown
in FIG. 12, a second limit region 1204 is displayed after a first limit region 1202 is displayed. The

first limit region and the second limit region are displayed together, until the game ends.

[0121] In this embodiment, while the efficiency of ending the round of virtual game by the
second virtual race car is improved, the first limit region is displayed and the second limit region is

then displayed, thereby improving the flexibility of configuring limit regions.

21



[0122] In an optional implementation, the first limit region and the second limit region are
set in any one or combination of the following manners: the first limit region and the second limit
region are regions randomly set on the virtual map; the first limit region is smaller than the second
limit region; and the first limit region is contained in the second limit region, and the first limit

region overlaps the second limit region.

[0123] In one implementation, the first limit region and the second limit region may
partially overlap. For example, the first limit region and the second limit region partially overlap
together. The first limit region and the second limit region may be contained in one another. For
example, the second limit region contains the first limit region and is larger than the first limit
region, to implement that a limit region becomes increasingly large and a non-limit region becomes

increasingly small.

[0124] In one implementation, when a fleeing player enters a blocking region, the travel
speed and acceleration of the fleeing player are quickly reduced to 0.2 of the normal travel speed
and acceleration respectively, and the position information of the fleeing player is synchronized to
the pursuing player on a mini-map. As the game progresses, after every fixed time, one blocking
region is randomly added on the map, making the game experience more intense and exciting. In
the art representation, the blocking region is a semispherical region. A warning caution is provided
at a boundary of the blocking region, and at the same time an effect of electromagnetic interference

is provided in the blocking region.

[0125] In this embodiment, while the efficiency of ending the round of virtual game by the
second virtual race car is improved, the first limit region and the second limit region are flexibly

combined, thereby improving the flexibility of configuring limit regions.

[0126] In an optional implementation, during the controlling, by a client, a first virtual race
car of the first account to move on a virtual map of a round of racing game, the method further

includes the following step:

[0127] S1. Display a mini-map of the virtual map on the client, the mini-map being used for
displaying the positions of the first virtual race car and the second virtual race car on the virtual

map.

[0128] In one implementation, the mini-map in this embodiment may be displayed at any
position on the client, or the mini-map is not displayed by default and is displayed when a display
instruction is received. The positions of the first virtual race car and/or the second virtual race car

may be displayed on the mini-map. FIG. 13 shows an optional display interface of the client on
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which the first account is logged in. A mini-map 1302 is displayed in FIG. 13. A position 1304-2 of
a first virtual race car 1304-1 and a position 1306-2 of a second virtual race car 1306-1 are

displayed on the mini-map 1302.

[0129] In this embodiment, while the efficiency of ending the round of virtual game by the
second virtual race car is improved, the mini-map is displayed, thereby improving the display

efficiency of displaying the first virtual race car and the second virtual race car.

[0130] In an optional implementation, a manner of displaying the mini-map on the client

includes any one or combination of the following:

(1) hiding the position of the second virtual race car on the mini-map displayed on
the client when a distance between the second virtual race car and the first virtual race car is greater

than a first threshold; and/or

(2) displaying the position of the second virtual race car for third preset duration on

the mini-map every fourth preset duration after the round of racing game is started; and

(3) displaying the position of the second virtual race car on the mini-map displayed

on the client when the round of racing game reaches the countdown start moment.

[0131] In one implementation, the position of the first virtual race car or the second virtual
race car in this embodiment may be displayed on the mini-map according to a particular condition.
For example, the client on which the first account is logged in is used as an example. For example,
the first virtual race car is relatively far away from the second virtual race car, and the position of
the second virtual race car is not displayed on the mini-map. In a case that the first virtual race car is
relatively close to the second virtual race car, the position of the second virtual race car is displayed
on the mini-map. Alternatively, the position of the second virtual race car may be periodically
displayed on the mini-map. For example, the position of the second virtual race car is displayed for
one second (that is, the third preset duration) for every 10 seconds (that is, the fourth preset
duration). Alternatively, when there is still 60 seconds before the game ends, the position of the
second virtual race car is displayed on the mini-map. For example, FIG. 14 includes the mini-map
1402 displayed by the client on which the first account is logged in. The position 1404 of the first
virtual race car is displayed on the mini-map. A circular region 1406 may be a detection range, and
a region other than the circular region 1406 is covered in mist and is invisible. A position 1408 of
the second virtual race car and a position 1410 of a third virtual race car that is also a pursuing
virtual race car like the first virtual race car are displayed in the circular region 1406. The position

of a virtual race car in mist is not displayed on the mini-map.
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[0132] In one implementation, after every fixed time, a mistless state is kept for 3 seconds
on the mini-map of a pursuing player. In this case, the pursuing player may obtain the position
information of all players, can discover the position of a fleeing player, and may plan a subsequent
chase route according to this. This innovation can fully ensure the intensity of competition, and
make a single round maintain an intense and exciting rhythm. In the 3-second mistless state, a

visual representation of radar scanning is provided on the mini-map.

[0133] After there is only one last fleeing player left in the field or the countdown enters the
last 60 seconds, the game enters a "crazy time" stage. Within a time from this point to the end of the
game, all repair points in the field disappear, the mist disappears on the mini-maps of the pursuing

and fleeing players, and position information of all players is obtained.

[0134] In this embodiment, while the efficiency of ending the round of virtual game by the
second virtual race car is improved, it is determined according to different cases whether to display
the position of the second virtual race car, thereby improving the flexibility of displaying the

position of the second virtual race car.

[0135] In an optional implementation, when the round of racing game is started, the method

further includes the following step:

[0136] S1. Display, on the client, that a first initial position of the first virtual race car on the
virtual map remains unchanged within fourth preset duration after the round of racing game is
started, it being set that the first virtual race car is not allowed within the fourth preset duration to
start moving from the first initial position, it being set that the second virtual race car is allowed to
start moving from a second initial position on the virtual map when the round of racing game is

started.

[0137] In one implementation, the fourth preset duration is preset duration, for example, 4
seconds. When the game is started, the fleeing second virtual race car may start to move, and the
first virtual race car is not allowed to move within 4 seconds after start. The first virtual race car can

move after 4 seconds since the start.

[0138] In this embodiment, while the efficiency of ending the round of virtual game by the
second virtual race car is improved, the first virtual race car is controlled to remain at the same
position within the fourth preset duration after the game is started, thereby ensuring the fairness of

the game.
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[0139] In an optional implementation, the virtual map includes any one or combination of
the following race tracks: a race track having both an underground structure and a ground structure;

and a circular race track with a height difference.

[0140] In one implementation, the virtual map in this embodiment may include one or more
of race tracks such as a platform, a linear race track, a curved race track, a double-layer race track, a
circular race track, an acceleration race track, and a tunnel. The virtual race track may be designed
into an open race track, a player may choose from a plurality of paths, and at the same time various

skill test points are provided in the race track.

[0141] In a map design, in addition to the design of a race track route in a plane, and a
spatial structure design of a race track is further increased, including: a circular race track having a
height difference (a race car may fly down from a high position to enter a race track at a low
position, a race car at a low position may enter a race track at a high position via two upslopes, and
an item for entering or leaving this region is provided on a race track at a high position), a region

having an underground structure and a ground structure, or the like.

[0142] In this embodiment, while the efficiency of ending the round of virtual game by the
second virtual race car is improved, a virtual race track is designed, so that virtual race tracks have
varied styles, thereby improving the flexibility of choosing a path by the second virtual race car in a

game process.

[0143] For ease of description, the foregoing method embodiments are stated as a
combination of a series of action combinations. However, persons skilled in the art are to know that
this application is not limited to, the described action sequence, because according to this
application, some steps may be performed in another sequence or simultaneously. In addition,
persons skilled in the art are also to understand that the embodiments described in this specification
are all exemplary embodiments, and the involved actions and modules are not necessarily required

to this application.

[0144] According to an aspect of the embodiments of this application, a method for
controlling a virtual race car is further provided. As shown in FIG. 15, the method includes the

following steps:

[0145] S1502. A client on which a second account is logged in controls a second virtual race
car of the second account to move on a virtual map of a round of racing game in a process in which
the client runs the round of racing game, the second virtual race car being a fleeing race car in the

round of racing game.
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[0146] S1504. Display, on the client, that an endurance value of the second virtual race car
is reduced when the second virtual race car is hit by a first virtual race car on the virtual map, the
first virtual race car being a pursuing race car in the round of racing game, the second account being

an account participating in the round of racing game.

[0147] S1506. Display, on the client, that the second virtual race car has been removed from
the round of racing game when the endurance value of the second virtual race car reaches a preset

threshold.

[0148] In one implementation, the method for controlling a virtual race car may be applied
to, but not limited to, the field of games, for example, racing games, or applied to the field of virtual
training. For example, the method is applied to a racing game. A user may log in to the second
account on the client to run the round of racing game, and the second account uses the client to
control the second virtual race car to move. The round of game further includes a first virtual race
car. In the round of racing game, the first virtual race car is a pursuing race car, the second virtual
race car is a fleeing race car, and the pursuing race car chases and hits the fleeing race car. The
fleeing race car has an endurance value. The endurance value is reduced after the pursuing race car
is hit. The fleeing race car with the endurance value being zero ends the round of racing game. After
the second virtual race car is hit by the pursuing race car and the endurance value of the second
virtual race car reaches the preset threshold, the second virtual race car is eliminated from the round
of racing game. The preset threshold may be a preset endurance threshold for the fleeing race car,
that is, the second virtual race car to end the racing game. During specific implementation, the

preset threshold may be flexibly set.

[0149] In this case, a message indicating that the second virtual race car is eliminated may
be displayed on the client on which the second account is logged in. A viewpoint of the client on
which the second account is logged in may be switched to a viewpoint of another fleeing player that

has not been eliminated.

[0150] In this embodiment, the endurance value of the second virtual race car is reduced
when the first virtual race car hits the second virtual race car; and the second virtual race car ends
the round of racing game when the endurance value of the second virtual race car is reduced to zero.
The second virtual race car or the first virtual race car does not need to reach a preset finish line
before the round of racing game can be ended, thereby improving the efficiency of ending a current

round of virtual game by the second virtual race car.

[0151] In a possible implementation, the first virtual race car may be controlled by the user.

That is, the user uses a client corresponding to a first account that is logged in by the user to run the
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round of racing game, to control the first virtual race car. That is, the first account uses one client,
and the second account uses another client, to run the same round of racing game. The first account
uses the client to control the first virtual race car to move. In addition, the first virtual race car may
be controlled by a device corresponding to the racing game. For example, the first virtual race car is
controlled by Al In an optional implementation, during the controlling, by a client, a second virtual
race car of the second account to move on a virtual map of a round of racing game, the method

further includes the following step:

[0152] S1. Display, on the client, that the endurance value of the second virtual race car is
increased when the second virtual race car remains within a preset region on the virtual map longer

than first preset duration.

[0153] In one implementation, the endurance value of the second virtual race car may be
increased. For example, the preset region may be displayed on the virtual map of the round of
racing game. In a case that the second virtual race car enters the preset region, the endurance value
of the second virtual race car is increased. Alternatively, after the second virtual race car enters the
preset region and the time for which the second virtual race car remains in the preset region is
greater than the first preset duration, the endurance value of the second virtual race car is increased.
The preset region may appear randomly on the virtual map or appear according to a particular
pattern. For example, one or more preset regions are added on the virtual map every preset period of
time, or when the endurance value of the second virtual race car is relatively low, one or more

preset regions are added on the virtual map.

[0154] For example, FIG. 16 is an optional display interface of the client on which the
second account is logged in. After a second virtual race car 1602 enters a preset region 1604 and
remains for the first preset duration, the endurance value 1606 of the second virtual race car is

increased.

[0155] In this embodiment, on the basis of improving the efficiency of ending a current
round of virtual game by the second virtual race car, the preset region is added to restore the
endurance value of the second virtual race car, thereby ensuring that the second virtual race car can
restore a partial or complete endurance value, to improve the flexibility that the second virtual race

car chooses to end the current round of game.

[0156] In an optional implementation, during the controlling, by a client, a second virtual
race car of the second account to move on a virtual map of a round of racing game, the method

further includes the following step:
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[0157] S1. Display, on the client, a first limit region set on the virtual map; and perform any
one or combination of the following manners: reducing any one or combination of the speed,
acceleration, acceleration time, and endurance value of the second virtual race car when the second
virtual race car enters the first limit region; and increasing any one or combination of the speed,
acceleration, and acceleration time of the first virtual race car when the first virtual race car enters

the first limit region.

[0158] For example, an example in which the speed of the second virtual race car is reduced
after the second virtual race car enters the first limit region is used. FIG. 17 shows an optional
display interface of the client on which the second account is logged in. After the second virtual
race car 1702 enters the first limit region 1704, the speed 1706 of the second virtual race car is
reduced, and the speed of the second virtual race car is restored after the second virtual race car

leaves the first limit region.

[0159] In this embodiment, while the efficiency of ending the round of virtual game by the
second virtual race car is improved, the first limit region is used to change the statuses of the first
virtual race car and/or the second virtual race car, thereby improving the versatility of the statuses

of virtual race cars in the round of game.

[0160] For other implementations of this embodiment, reference may be made to the

description of the foregoing embodiments, and details are not described herein.

[0161] According to an aspect of the embodiments of this application, an apparatus for
controlling a virtual race car configured to implement the foregoing method for controlling a virtual

race car is further provided. As shown in FIG. 18, the apparatus includes:

(1) a first control unit 1802, configured to control a first virtual race car of a first
account to move on a virtual map of a round of racing game in a process in which a client on which
the first account is logged in runs the round of racing game, the first virtual race car being a

pursuing race car in the round of racing game;

(2) a first display unit 1804, configured to display, on the client, that an endurance
value of a second virtual race car is reduced when the first virtual race car hits the second virtual
race car on the virtual map, the second virtual race car being a fleeing race car in the round of

racing game, the first account being an account participating in the round of racing game; and

(3) a second display unit 1806, configured to display, on the client, that the second
virtual race car has been removed from the round of racing game when the endurance value of the

second virtual race car reaches a preset threshold.
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[0162] In one implementation, the apparatus for controlling a virtual race car may be
applied to, but not limited to, the field of games, for example, racing games, or applied to the field
of virtual training. For example, the method is applied to a racing game. A user may log in to the
first account on the client to run the round of racing game. The first account uses the client to
control the first virtual race car to move. The round of game further includes the second virtual race
car. In the round of racing game, the first virtual race car is a pursuing race car, the second virtual
race car is a fleeing race car, and the pursuing race car chases and hits the fleeing race car. The
fleeing race car has an endurance value. The endurance value is reduced after the pursuing race car
is hit. The fleeing race car with the endurance value reaching the preset threshold ends the round of

racing game.

[0163] FIG. 3 shows an optional display interface of the client of the first account. In the
round of racing game, after the first virtual race car 302 hits the second virtual race car 304, the
endurance value of the second virtual race car 306 is reduced to zero. In this case, the second
account corresponding to the second virtual race car is eliminated from the round of racing game. In
this case, the display of the second virtual race car may be canceled on the display interface of the
client of the first account, a message indicating that the second account is eliminated may be

displayed, as shown in FIG. 3.

[0164] In this embodiment, the endurance value of the second virtual race car is reduced
when the first virtual race car hits the second virtual race car; and the second virtual race car ends
the round of racing game when the endurance value of the second virtual race car is reduced to zero.
The second virtual race car or the first virtual race car does not need to reach a preset finish line
before the round of racing game can be ended, thereby improving the efficiency of ending a current

round of virtual game by the second virtual race car.

[0165] In an optional implementation, the second virtual race car is a virtual race car of a
second account in the process of the round of racing game, and the second account is an account

participating in the round of racing game.
[0166] In an optional implementation, the apparatus further includes:

(1) a first determining unit, configured to determine that the first virtual race car hits
the second virtual race car when the client controls the first virtual race car of the first account to
move on the virtual map of the round of racing game and the second virtual race car is contacted in
a first hit detection region in which the first virtual race car is located, a size of the first hit detection

region being greater than a size of the first virtual race car, the first virtual race car being located in
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the first hit detection region, the first hit detection region moving as the first virtual race car moves;

or

(2) a second determining unit, configured to determine that the first virtual race car
hits the second virtual race car when the client controls the first virtual race car of the first account
to move on the virtual map of the round of racing game and a second hit detection region in which
the second virtual race car is located is contacted in a first hit detection region in which the first
virtual race car is located, a size of the first hit detection region being greater than a size of the first
virtual race car, the first virtual race car being located in the first hit detection region, the first hit
detection region moving as the first virtual race car moves, a size of the second hit detection region
being greater than a size of the second virtual race car, the second virtual race car being located in
the second hit detection region, the second hit detection region moving as the second virtual race

car moves.

[0167] In this embodiment, while the efficiency of ending the round of virtual game by the
second virtual race car is improved, a detection region is configured for the first virtual race car
and/or the second virtual race car, thereby improving the detection efficiency of detecting whether

the first virtual race car hits the second virtual race car.
[0168] In an optional implementation, the apparatus further includes:

(1) a third display unit, configured to display, on the client, that the endurance value
of the second virtual race car is increased when the client controls the first virtual race car of the
first account to move on the virtual map of the round of racing game and the second virtual race car

remains within a preset region on the virtual map longer than first preset duration.

[0169] In this embodiment, while the efficiency of ending the round of virtual game by the
second virtual race car is improved, the preset region is provided on the virtual map, thereby
ensuring that the second virtual race car can restore a partial or complete endurance value, to

improve the flexibility that the second virtual race car chooses to end the current round of game.
[0170] In an optional implementation, the apparatus further includes:

(1) a fourth display unit, configured to display the preset region on the virtual map
before the second virtual race car remains in the preset region on the virtual map longer than the

first preset duration; and

(2) a fifth display unit, configured to cancel the display of the preset region on the
virtual map when the second virtual race car remains in the preset region on the virtual map longer

than the first preset duration.
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[0171] In this embodiment, while the efficiency of ending the round of virtual game by the
second virtual race car is improved, the preset region is displayed on the virtual map, and the
display of the preset region is canceled after the preset region is used, thereby improving the
flexibility of displaying the preset region, to further improve the flexibility of ending the current

round of game by the second virtual race car.
[0172] In an optional implementation, the apparatus further includes:

(1) a second control unit, configured to cancel the display of the preset region on the

virtual map when the round of racing game reaches a countdown start moment.

[0173] In this embodiment, while the efficiency of ending the round of virtual game by the
second virtual race car is improved, the display of the preset region is canceled in a countdown
stage, to prevent the second virtual race car from frequently restoring the endurance value, thereby

improving the flexibility of ending the current round of game by the second virtual race car.
[0174] In an optional implementation, the apparatus further includes:

(1) a sixth display unit, configured to display, on the client, that the round of racing
game has ended and the first virtual race car loses when the client controls the first virtual race car
of the first account to move on the virtual map of the round of racing game and first preset duration
after the round of racing game is started has ended and there is a fleeing race car with an endurance

value being greater than the preset threshold; or

(2) a seventh display unit, configured to display, on the client, that the round of
racing game has ended and the first virtual race car wins when first preset duration after the round
of racing game is started has ended and there is no fleeing race car with an endurance value being

greater than the preset threshold.

[0175] In this embodiment, while the efficiency of ending the round of virtual game by the
second virtual race car is improved, winners and losers of the current round of game are determined

by using the method, thereby improving the efficiency of ending the round of racing game.
[0176] In an optional implementation, the apparatus further includes:

an eighth display unit, configured to: display, on the client, a first limit region set on
the virtual map during when the client controls the first virtual race car of the first account to move

on the virtual map of the round of racing game; and

perform any one or combination of the following manners: reducing any one or

combination of the speed, acceleration, acceleration time, and endurance value of the second virtual
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race car when the second virtual race car enters the first limit region; and increasing any one or
combination of the speed, acceleration, and acceleration time of the first virtual race car when the

first virtual race car enters the first limit region.

[0177] In this embodiment, while the efficiency of ending the round of virtual game by the
second virtual race car is improved, the first limit region is used to change the statuses of the first
virtual race car and/or the second virtual race car, thereby improving the versatility of the statuses

of virtual race cars in the round of game.
[0178] In an optional implementation, the apparatus further includes:

(1) a third control unit, configured to cancel the display of the first limit region on
the client after the display of the first limit region reaches second preset duration after the first limit
region set on the virtual map is displayed on the client, the setting of the first limit region being

canceled on the virtual map; and

(2) a ninth display unit, configured to: display, on the client, a second limit region set
on the virtual map; and perform any one or combination of the following manners: reducing any
one or combination of the speed, acceleration, acceleration time, and endurance value of the second
virtual race car when the second virtual race car enters the second limit region; and increasing any
one or combination of the speed, acceleration, and acceleration time of the first virtual race car

when the first virtual race car enters the second limit region.

[0179] In this embodiment, while the efficiency of ending the round of virtual game by the
second virtual race car is improved, the first limit region is removed and the second limit region is

displayed, thereby improving the flexibility of configuring limit regions.
[0180] In an optional implementation, the apparatus further includes:

[0181] (1) a tenth display unit, configured to: display, on the client, a second limit region set
on the virtual map after the first limit region set on the virtual map is displayed on the client; and
perform any one or combination of the following manners: reducing any one or combination of the
speed, acceleration, acceleration time, and endurance value of the second virtual race car when the
second virtual race car enters the second limit region; and increasing any one or combination of the
speed, acceleration, and acceleration time of the first virtual race car when the first virtual race car

enters the second limit region.

[0182] In this embodiment, while the efficiency of ending the round of virtual game by the
second virtual race car is improved, the first limit region is displayed and the second limit region is

then displayed, thereby improving the flexibility of configuring limit regions.
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[0183] In an optional implementation, the first limit region and the second limit region are
set in any one or combination of the following manners: the first limit region and the second limit
region are regions randomly set on the virtual map; the first limit region is smaller than the second
limit region; and the first limit region is contained in the second limit region, and the first limit

region overlaps the second limit region.

[0184] In this embodiment, while the efficiency of ending the round of virtual game by the
second virtual race car is improved, the first limit region and the second limit region are flexibly

combined, thereby improving the flexibility of configuring limit regions.
[0185] In an optional implementation, the apparatus further includes:

(1) an eleventh display unit, configured to display a mini-map of the virtual map on
the client when the client controls the first virtual race car of the first account to move on the virtual
map of the round of racing game, the mini-map being used for displaying the positions of the first

virtual race car and the second virtual race car on the virtual map.

[0186] In this embodiment, while the efficiency of ending the round of virtual game by the
second virtual race car is improved, the mini-map is displayed, thereby improving the display

efficiency of displaying the first virtual race car and the second virtual race car.
[0187] In an optional implementation, the apparatus further includes:

(1) a fourth control unit, configured to display the mini-map on the client in a
manner including any one or combination of the following: hiding the position of the second virtual
race car on the mini-map displayed on the client when a distance between the second virtual race

car and the first virtual race car is greater than a first threshold;

(2) a twelfth display unit, configured to display the position of the second virtual
race car for third preset duration on the mini-map every fourth preset duration after the round of

racing game is started; and

(3) a thirteenth display unit, configured to display the position of the second virtual
race car on the mini-map displayed on the client when the round of racing game reaches the

countdown start moment.

[0188] In this embodiment, while the efficiency of ending the round of virtual game by the
second virtual race car is improved, it is determined according to different cases whether to display
the position of the second virtual race car, thereby improving the flexibility of displaying the

position of the second virtual race car.
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[0189] In an optional implementation, the apparatus further includes:

(1) a fourteenth display unit, configured to display, on the client, that a first initial
position of the first virtual race car on the virtual map remains unchanged within fourth preset
duration after the round of racing game is started when the round of racing game is started, it being
set that the first virtual race car is not allowed within the fourth preset duration to start moving from
the first initial position, it being set that the second virtual race car is allowed to start moving from a

second initial position on the virtual map when the round of racing game is started.

[0190] In this embodiment, while the efficiency of ending the round of virtual game by the
second virtual race car is improved, the first virtual race car is controlled to remain at the same
position within the fourth preset duration after the game is started, thereby ensuring the fairness of

the game.

[0191] In an optional implementation, the virtual map includes any one or combination of
the following race tracks: a race track having both an underground structure and a ground structure;

and a circular race track with a height difference.

[0192] In this embodiment, while the efficiency of ending the round of virtual game by the
second virtual race car is improved, a virtual race track is designed, so that virtual race tracks have
varied styles, thereby improving the flexibility of choosing a path by the second virtual race car in a

game process.

[0193] According to an aspect of the embodiments of this application, an apparatus for
controlling a virtual race car implementing the foregoing method for controlling a virtual race car is

further provided. As shown in FIG. 19, the apparatus includes:

(1) a control unit 1902, configured to control, by a client on which a second account
is logged in, a second virtual race car of the second account to move on a virtual map of a round of
racing game in a process in which the client runs the round of racing game, the second virtual race

car being a fleeing race car in the round of racing game;

(2) a first display unit 1904, configured to display, on the client, that an endurance
value of the second virtual race car is reduced when the second virtual race car is hit by a first
virtual race car on the virtual map, the first virtual race car being a pursuing race car in the round of

racing game, the second account being an account participating in the round of racing game; and

(3) a second display unit 1906, configured to display, on the client, that the second
virtual race car has been removed from the round of racing game when the endurance value of the

second virtual race car reaches a preset threshold.

34



[0194] In one implementation, the apparatus for controlling a virtual race car may be
applied to, but not limited to, the field of games, for example, racing games, or applied to the field
of virtual training. For example, the method is applied to a racing game. A user may log in to the
second account on the client to run the round of racing game, and the second account uses the client
to control the second virtual race car to move. The round of game further includes the first virtual
race car. In the round of racing game, the first virtual race car is a pursuing race car, the second
virtual race car is a fleeing race car, and the pursuing race car chases and hits the fleeing race car.
The fleeing race car has an endurance value. The endurance value is reduced after the pursuing race
car is hit. The fleeing race car with the endurance value reaching the preset threshold ends the round
of racing game. After the second virtual race car is hit by the pursuing race car and the endurance
value of the second virtual race car reaches the preset threshold, the second virtual race car is
eliminated from the round of racing game. The preset threshold may be a preset endurance
threshold for the fleeing race car, that is, the second virtual race car to end the racing game. During

specific implementation, the preset threshold may be flexibly set.

[0195] In this case, a message indicating that the second virtual race car is eliminated may
be displayed on the client on which the second account is logged in. A viewpoint of the client on
which the second account is logged in may be switched to a viewpoint of another fleeing player that

has not been eliminated.

[0196] In this embodiment, an endurance value of the second virtual race car is reduced
when the first virtual race car hits the second virtual race car; and the second virtual race car ends
the round of racing game when the endurance value of the second virtual race car is reduced to the
preset threshold. The second virtual race car or the first virtual race car does not need to reach a
preset finish line before the round of racing game can be ended, thereby improving the efficiency of

ending a current round of virtual game by the second virtual race car.

[0197] In an optional implementation, the first virtual race car is a virtual race car of a first
account in the process of the round of racing game, and the first account is an account participating

in the round of racing game.
[0198] In an optional implementation, the apparatus further includes:

(1) a third display unit, configured to display, on the client, that the endurance value
of the second virtual race car is increased when the client controls the second virtual race car of the
second account to move on the virtual map of the round of racing game and the second virtual race

car remains within a preset region on the virtual map longer than first preset duration.
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[0199] In this embodiment, on the basis of improving the efficiency of ending a current
round of virtual game by the second virtual race car, the preset region is added to restore the
endurance value of the second virtual race car, thereby ensuring that the second virtual race car can
restore a partial or complete endurance value, to improve the flexibility that the second virtual race

car chooses to end the current round of game.
[0200] In an optional implementation, the apparatus further includes:

(1) a fourth display unit, configured to: display, on the client, a first limit region set
on the virtual map when the client controls the second virtual race car of the second account to

move on the virtual map of the round of racing game; and

perform any one or combination of the following manners: reducing any one or
combination of the speed, acceleration, acceleration time, and endurance value of the second virtual
race car when the second virtual race car enters the first limit region; and increasing any one or
combination of the speed, acceleration, and acceleration time of the first virtual race car when the

first virtual race car enters the first limit region.

[0201] In this embodiment, while the efficiency of ending the round of virtual game by the
second virtual race car is improved, the first limit region is used to change the statuses of the first
virtual race car and/or the second virtual race car, thereby improving the versatility of the statuses

of virtual race cars in the round of game.

[0202] For other implementations of this embodiment, reference may be made to the

description of the foregoing embodiments, and details are not described herein.

[0203] According to another aspect of the embodiments of this application, a device
configured to implement the method for controlling a virtual race car is further provided. As shown
in FIG. 20, the device includes a memory 2002 and a processor 2004. The memory 2002 stores a
computer program. The processor 2004 is configured to perform steps in any one of the foregoing

method embodiments through the computer program.

[0204] In one implementation, in this embodiment, the device may be located in at least one

of a plurality of network devices in a computer network.

[0205] In one implementation, in this embodiment, the processor may be configured to

perform the following steps through a computer program:

[0206] S1. A client on which a first account is logged in controls a first virtual race car of

the first account to move on a virtual map of a round of racing game in a process in which the client
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runs the round of racing game, the first virtual race car being a pursuing race car in the round of

racing game.

[0207] S2. Display, on the client, that an endurance value of a second virtual race car is
reduced when the first virtual race car hits the second virtual race car on the virtual map, the second
virtual race car being a fleeing race car in the round of racing game, the first account being an

account participating in the round of racing game.

[0208] S3. Display, on the client, that the second virtual race car has been removed from the
round of racing game when the endurance value of the second virtual race car reaches a preset

threshold.

[0209] In one implementation, a person of ordinary skill in the art may understand that, the
structure shown in FIG. 20 is only illustrative. The device may be a smartphone such as an Android
mobile phone, or an iPhone Operating System (i0S) mobile phone, a tablet computer (a portable
android device (PAD)), a palmtop computer, a mobile Internet device (MID), or a terminal device.
FIG. 20 does not limit the structure of the device. For example, the device may further include more
or fewer components (such as a network interface) than those shown in FIG. 20, or have a

configuration different from that shown in FIG. 20.

[0210] The memory 2002 may be configured to store software programs and modules, for
example, program instructions/modules corresponding to the method and apparatus for controlling a
virtual race car in the embodiments of this application. The processor 2004 runs the software
programs and modules stored in the memory 2002, to perform various functional applications and
data processing, to be specific, implement the foregoing method for controlling a virtual race car.
The memory 2002 may include a high-speed random access memory, and may also include a
non-volatile memory, for example, one or more magnetic storage apparatuses, a flash memory, or
another non-volatile solid-state memory. In some embodiments, the memory 2002 may further
include memories remotely disposed relative to the processor 2004, and the remote memories may
be connected to a terminal through a network. Examples of the network include, but are not limited
to, the Internet, an intranet, a local area network, a mobile communication network, and a
combination thereof. The memory 2002 may be specifically (but not limited to) configured to store
information such as position information of the first virtual race car, position information of the
second virtual race car, and the endurance value of the second virtual race car. In an example, as
shown in FIG. 20, the memory 2002 may include, but is not limited to, the first control unit 1802,
the first display unit 1804, and the second display unit 1806 in the apparatus for controlling a virtual

race car. In addition, the memory may further include, but is not limited to, other module units in
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the apparatus for controlling a virtual race car. The other module units are not described in detail in

this example.

[0211] In one implementation, a transmission apparatus 2006 is configured to receive or
transmit data through a network. Specific examples of the network may include a wired network
and a wireless network. In an example, the transmission apparatus 2006 includes a network
interface controller (NIC). The NIC may be connected to another network device and a router by
using a network cable, to communicate with the Internet or a local area network. In an example, the
transmission apparatus 2006 is a radio frequency (RF) module, which communicates with the

Internet in a wireless manner.

[0212] In addition, the device further includes: a display 2008, configured to display a
virtual scene of the round of racing game; and a connection bus 2010, configured to connect various

module components in the device.

[0213] According to another aspect of the embodiments of this application, a device
configured to implement the method for controlling a virtual race car is further provided. As shown
in FIG. 21, the device includes a memory 2102 and a processor 2104. The memory 2102 stores a
computer program. The processor 2104 is configured to perform steps in any one of the foregoing

method embodiments through the computer program.

[0214] In one implementation, in this embodiment, the device may be located in at least one

of a plurality of network devices in a computer network.

[0215] In one implementation, in this embodiment, the processor may be configured to

perform the following steps through a computer program:

[0216] S1. A client on which a second account is logged in controls a second virtual race car
of the second account to move on a virtual map of a round of racing game in a process in which the
client runs the round of racing game, the second virtual race car being a fleeing race car in the round

of racing game.

[0217] S2. Display, on the client, that an endurance value of the second virtual race car is
reduced when the second virtual race car is hit by a first virtual race car on the virtual map, the first
virtual race car being a pursuing race car in the round of racing game, a first account being an

account participating in the round of racing game.

[0218] S3. Display, on the client, that the second virtual race car has been removed from the
round of racing game when the endurance value of the second virtual race car reaches a preset

threshold.
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[0219] In one implementation, a person of ordinary skill in the art may understand that, the
structure shown in FIG. 21 is only illustrative. The device may be a terminal device such as a
smartphone (such as an Android mobile phone or an iOS mobile phone), a tablet computer, a
palmtop computer, a MID, or a PAD. FIG. 21 does not limit the structure of the device. For
example, the device may further include more or fewer components (such as a network interface)

than those shown in FIG. 21, or have a configuration different from that shown in FIG. 21.

[0220] The memory 2102 may be configured to store software programs and modules, for
example, program instructions/modules corresponding to the method and apparatus for controlling a
virtual race car in the embodiments of this application. The processor 2104 runs the software
programs and modules stored in the memory 2102, to perform various functional applications and
data processing, to be specific, implement the foregoing method for controlling a virtual race car.
The memory 2102 may include a high-speed random access memory, and may also include a
non-volatile memory, for example, one or more magnetic storage apparatuses, a flash memory, or
another non-volatile solid-state memory. In some embodiments, the memory 2102 may further
include memories remotely disposed relative to the processor 2104, and the remote memories may
be connected to a terminal through a network. Examples of the network include, but are not limited
to, the Internet, an intranet, a local area network, a mobile communication network, and a
combination thereof. The memory 2102 may be specifically (but not limited to) configured to store
information such as position information of the first virtual race car, position information of the
second virtual race car, and the endurance value of the second virtual race car. In an example, as
shown in FIG. 21, the memory 2102 may include, but is not limited to, a control unit 1902, a first
display unit 1904, and a second display unit 1906 in the apparatus for controlling a virtual race car.
In addition, the memory may further include, but is not limited to, other module units in the
apparatus for controlling a virtual race car. The other module units are not described in detail in this

example.

[0221] In one implementation, a transmission apparatus 2106 is configured to receive or
transmit data through a network. Specific examples of the network may include a wired network
and a wireless network. In an example, the transmission apparatus 2106 includes a network
interface controller (NIC). The NIC may be connected to another network device and a router by
using a network cable, to communicate with the Internet or a local area network. In an example, the
transmission apparatus 2106 is a radio frequency (RF) module, which communicates with the

Internet in a wireless manner.
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[0222] In addition, the device further includes: a display 2108, configured to display a
virtual scene of the round of racing game; and a connection bus 2110, configured to connect various

module components in the device.

[0223] According to still another aspect of the embodiments of this application, a storage
medium is further provided. The storage medium stores a computer program, the computer program

being set to perform steps in any one of the foregoing method embodiments when run.

[0224] Optionally, in this embodiment, the storage medium may be set to store a computer

program for performing the following steps:

[0225] or

[0226] Optionally, in this embodiment, the storage medium may be set to store a computer

program for performing the following steps:

[0227] Optionally, in this embodiment, a person of ordinary skill in the art may understand
that all or some of the steps of the methods in the foregoing embodiments may be implemented by a
program instructing relevant hardware of a terminal device. The program may be stored in a
computer-readable storage medium, and the storage medium may include a flash disk, a read-only

memory (ROM), a random access memory (RAM), a magnetic disk, an optical disc, or the like.

[0228] An embodiment of this application further provides a computer program product
including instructions, the computer program product, when run on a computer, causing the

computer to perform the method in any foregoing method embodiment.

[0229] The sequence numbers of the foregoing embodiments of this application are merely

for description purposes, and are not intended to indicate the preference among the embodiments.

[0230] When the integrated unit in the foregoing embodiments is implemented in a form of
a software functional unit and sold or used as an independent product, the integrated unit may be

stored in the foregoing computer-readable storage medium. Based on such an understanding, the

technical solutions of this application essentially, or the part contributing to the related art, or all or
some of the technical solutions may be implemented in a form of a software product. The computer
software product is stored in a storage medium and includes several instructions for instructing one
or more computer devices (which may be a PC, a server, a network device, and the like) to perform

all or some of the steps of the methods described in the embodiments of this application.
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[0231] In the foregoing embodiments of this application, descriptions of the embodiments
have respective focuses. As for parts that are not described in detail in one embodiment, reference

may be made to the relevant descriptions of the other embodiments.

[0232] In the several embodiments provided in this application, it is to be understood that,
the disclosed client may be implemented in another manner. The apparatus embodiments described
above are merely exemplary. For example, the unit division is merely logical function division and
may be other division in actual implementation. For example, a plurality of units or components
may be combined or integrated into another system, or some features may be ignored or not
performed. In addition, the displayed or discussed mutual couplings or direct couplings or
communication connections may be implemented through some interfaces. The indirect couplings
or communication connections between the units or modules may be implemented in electrical or

other forms.

[0233] The units described as separate components may or may not be physically separated,
and the components displayed as units may or may not be physical units, and may be located in one
place or may be distributed on a plurality of network units. Some or all of the units may be selected

according to actual requirements to achieve the objectives of the solutions of the embodiments.

[0234] In addition, functional units in the embodiments of this application may be integrated
into one processing unit, or each of the units may exist alone physically, or two or more units may
be integrated into one unit. The integrated unit may be implemented in a form of hardware, or may

be implemented in a form of a software functional unit.

[0235] The foregoing descriptions are merely exemplary implementations of this
application. A person of ordinary skill in the art may further make several improvements and
modifications without departing from the principle of this application, and the improvements and

modifications are also considered as falling within the protection scope of this application.
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CLAIMS

What is claimed is:

1. A method for controlling a virtual race car, comprising:

controlling, using a client on which a first account is logged in, a first virtual race car of the
first account to move on a virtual map of a round of racing game in a process in which the client
runs the round of racing game, the first virtual race car being a pursuing race car in the round of

racing game;

displaying, on the client, that an endurance value of a second virtual race car is reduced when
the first virtual race car hits the second virtual race car on the virtual map, the second virtual race
car being a fleeing race car in the round of racing game, the first account being an account

participating in the round of racing game; and

displaying, on the client, that the second virtual race car has been removed from the round of

racing game when the endurance value of the second virtual race car reaches a preset threshold.

2. The method according to claim 1, wherein the second virtual race car is a virtual race car of
a second account in the round of racing game, and the second account is an account participating in

the round of racing game.

3. The method according to claim 2, wherein during the controlling, using a client, a first
virtual race car of the first account to move on a virtual map of a round of racing game, the method

further comprises:

determining that the first virtual race car hits the second virtual race car when the second
virtual race car is contacted in a first hit detection region in which the first virtual race car is located,
a size of the first hit detection region being greater than a size of the first virtual race car, the first
virtual race car being located in the first hit detection region, the first hit detection region moving as

the first virtual race car moves; or

determining that the first virtual race car hits the second virtual race car when a second hit
detection region in which the second virtual race car is located is contacted in a first hit detection
region in which the first virtual race car is located, a size of the first hit detection region being
greater than a size of the first virtual race car, the first virtual race car being located in the first hit
detection region, the first hit detection region moving as the first virtual race car moves, a size of
the second hit detection region being greater than a size of the second virtual race car, the second

virtual race car being located in the second hit detection region, the second hit detection region
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moving as the second virtual race car moves.

4. The method according to claim 2, wherein during the controlling, using a client, a first
virtual race car of the first account to move on a virtual map of a round of racing game, the method

further comprises:

displaying, on the client, that the endurance value of the second virtual race car is increased
when the second virtual race car remains within a preset region on the virtual map longer than first

preset duration.
5. The method according to claim 4, wherein the method further comprises:

before the second virtual race car remains within the preset region on the virtual map longer

than the first preset duration,
displaying the preset region on the virtual map; and

when the second virtual race car remains in the preset region on the virtual map longer than the
first preset duration, the method further comprises: canceling the display of the preset region on the

virtual map.
6. The method according to claim 4, wherein the method further comprises:

canceling the display of the preset region on the virtual map when the round of racing game

reaches a countdown start moment.

7. The method according to claim 2, wherein during the controlling, using a client, a first
virtual race car of the first account to move on a virtual map of a round of racing game, the method

further comprises:

displaying, on the client, that the round of racing game has ended and the first virtual race car
loses when first preset duration after the round of racing game is started has ended and there is a

fleeing race car with an endurance value being greater than the preset threshold; or

displaying, on the client, that the round of racing game has ended and the first virtual race car
wins when first preset duration after the round of racing game is started has ended and there is no

fleeing race car with an endurance value being greater than the preset threshold.

8. The method according to claim 2, wherein during the controlling, using a client, a first
virtual race car of the first account to move on a virtual map of a round of racing game, the method

further comprises:

displaying, on the client, a first limit region set on the virtual map; and
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performing any one or combination of the following manners:

reducing any one or combination of the speed, acceleration, acceleration time, and endurance

value of the second virtual race car when the second virtual race car enters the first limit region; and

increasing any one or combination of the speed, acceleration, and acceleration time of the first

virtual race car when the first virtual race car enters the first limit region.
9. The method according to claim 8, wherein the method further comprises:

after displaying, on the client, the first limit region set on the virtual map, canceling the display
of the first limit region on the client after the display of the first limit region reaches second preset

duration, the setting of the first limit region being canceled on the virtual map;
displaying, on the client, a second limit region set on the virtual map; and
performing any one or combination of the following manners:

reducing any one or combination of the speed, acceleration, acceleration time, and endurance
value of the second virtual race car when the second virtual race car enters the second limit region;

and

increasing any one or combination of the speed, acceleration, and acceleration time of the first

virtual race car when the first virtual race car enters the second limit region.
10. The method according to claim 8, wherein the method further comprises:

after displaying, on the client, the first limit region set on the virtual map, displaying, on the

client, a second limit region set on the virtual map; and
performing any one or combination of the following manners:

reducing any one or combination of the speed, acceleration, acceleration time, and endurance
value of the second virtual race car when the second virtual race car enters the second limit region;

and

increasing any one or combination of the speed, acceleration, and acceleration time of the first

virtual race car when the first virtual race car enters the second limit region.

11. The method according to claim 10, wherein the first limit region and the second limit

region are set in any one or combination of the following manners:
the first limit region and the second limit region are regions randomly set on the virtual map;

the first limit region is smaller than the second limit region; and
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the first limit region is contained in the second limit region, and the first limit region overlaps

the second limit region.

12. The method according to any one of claims 1 to 11, wherein during the controlling, using a
client, a first virtual race car of the first account to move on a virtual map of a round of racing game,

the method further comprises:
displaying a mini-map of the virtual map on the client, the mini-map being used for displaying
the positions of the first virtual race car and the second virtual race car on the virtual map.

13. The method according to claim 12, wherein a manner of displaying the mini-map on the

client comprises any one or combination of the following:

hiding the position of the second virtual race car on the mini-map displayed on the client when
a distance between the second virtual race car and the first virtual race car is greater than a first
threshold;

displaying the position of the second virtual race car for third preset duration on the mini-map

every fourth preset duration after the round of racing game is started; and

displaying the position of the second virtual race car on the mini-map displayed on the client

when the round of racing game reaches the countdown start moment.

14. The method according to any one of claims 1 to 11, wherein when the round of racing

game is started, the method further comprises:

displaying, on the client, that a first initial position of the first virtual race car on the virtual
map remains unchanged within fourth preset duration after the round of racing game is started, it
being set that the first virtual race car is not allowed within the fourth preset duration to start
moving from the first initial position, it being set that the second virtual race car is allowed to start

moving from a second initial position on the virtual map when the round of racing game is started.

15. The method according to any one of claims 1 to 11, wherein the virtual map comprises any

one or combination of the following race tracks:
a race track having both an underground structure and a ground structure; and
a circular race track with a height difference.
16. A method for controlling a virtual race car, comprising:

controlling, using a client on which a second account is logged in, a second virtual race car of

the second account to move on a virtual map of a round of racing game in a process in which the
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client runs the round of racing game, the second virtual race car being a fleeing race car in the round

of racing game;

displaying, on the client, that an endurance value of the second virtual race car is reduced when
the second virtual race car is hit by a first virtual race car on the virtual map, the first virtual race car
being a pursuing race car in the round of racing game, the second account being an account

participating in the round of racing game; and

displaying, on the client, that the second virtual race car has been removed from the round of

racing game when the endurance value of the second virtual race car reaches a preset threshold.

17. The method according to claim 16, wherein the first virtual race car is a virtual race car of
a first account in the round of racing game, and the first account is an account participating in the

round of racing game.

18. The method according to claim 16, wherein during the controlling, using a client, a second
virtual race car of the second account to move on a virtual map of a round of racing game, the

method further comprises:

displaying, on the client, that the endurance value of the second virtual race car is increased
when duration for which the second virtual race car remains in a preset region on the virtual map is

greater than first preset duration.

19. The method according to any one of claims 16 to 18, wherein during the controlling, using
a client, a second virtual race car of the second account to move on a virtual map of a round of

racing game, the method further comprises:
displaying, on the client, a first limit region set on the virtual map; and
performing any one or combination of the following operations:

reducing any one or combination of the speed, acceleration, acceleration time, and endurance

value of the second virtual race car when the second virtual race car enters the first limit region; and

increasing any one or combination of the speed, acceleration, and acceleration time of the first

virtual race car when the first virtual race car enters the first limit region.
20. An apparatus for controlling a virtual race car, comprising:

a first control unit, configured to control a first virtual race car of a first account to move on a
virtual map of a round of racing game in a process in which a client on which the first account is
logged in runs the round of racing game, the first virtual race car being a pursuing race car in the
round of racing game;
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a first display unit, configured to display, on the client, that an endurance value of a second
virtual race car is reduced when the first virtual race car hits the second virtual race car on the
virtual map, the second virtual race car being a fleeing race car in the round of racing game, the first

account being an account participating in the round of racing game; and

a second display unit, configured to display, on the client, that the second virtual race car has
been removed from the round of racing game when the endurance value of the second virtual race

car reaches a preset threshold.
21. An apparatus for controlling a virtual race car, comprising:

a control unit, configured to control, using a client on which a second account is logged in, a
second virtual race car of the second account to move on a virtual map of a round of racing game in
a process in which the client runs the round of racing game, the second virtual race car being a

fleeing race car in the round of racing game;

a first display unit, configured to display, on the client, that an endurance value of the second
virtual race car is reduced when the second virtual race car is hit by a first virtual race car on the
virtual map, the first virtual race car being a pursuing race car in the round of racing game, the

second account being an account participating in the round of racing game; and

a second display unit, configured to display, on the client, that the second virtual race car has
been removed from the round of racing game when the endurance value of the second virtual race

car reaches a preset threshold.

22. A storage medium, the storage medium storing a computer program, the computer program

being run to perform the method according to any one of claims 1 to 15 or 16 to 19.

23. A device, comprising a memory and a processor, the memory storing a computer program,
the processor being configured to perform the method according to any one of claims 1 to 15 or 16

to 19 through the computer program.

24. A computer program product comprising instructions, the instructions, when being run on
a computer, causing the computer to implement the method according to any one of claims 1 to 15

or 16 to 19.
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