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FIG. 9

Display, in a user interface, at least two skill controls sharing a same skill point set, 1001

the skill point set including at least two skill points, and each skill control ——
corresponding to one skill group, each skill group including at least one skill

. . . . . . . . 1002

Determine a first skill point in at least two skill points in response to an operationon |~
a first skill control in the at least two skill controls

: . : : L : 1003

Control a first virtual object to cast a skill corresponding to a first skill pointinaskill |
group corresponding to the first skill control

FIG. 10
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Display, in a user interface, at least two skill controls sharing a same skill point set,
the skill point set including at least two skill points, and each skill control
corresponding to one skill group, each skill group including at least one skill

!

Determine a skill point selected through a skill point selection operation from the at
least two skill points as a first skill point in response to an operation on the first skill
control in the at least two skill controls, the skill point selection operation being an
operation performed by a user for selecting a skill point

Y

Control a first virtual object to cast a skill corresponding to a first skill point in a skill
group corresponding to the first skill control

FIG. 11

Display, in a user interface, at least two skill controls sharing a same skill point set,
the skill point set including at least two skill points, and each skill control
corresponding to one skill group, each skill group including at least one skill

'

Determine a first skill point in at least two skill points based on real-time game data in response
to an operation on a first skill control in the at least two skill controls

'

Control a first virtual object to cast a skill corresponding to a first skill point in a skill
group corresponding to the first skill control

FIG. 12
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Display, in a user interface, at least two skill controls sharing a same skill point set, 1301
the skill point set including at least two skill points, and each skill control
corresponding to one skill group, each skill group including at least one skill

A

1302

Determine a first skill point in the at least two skill points in response to an operation |
on a first skill control in the at least two skill controls

A

1303

Control a first virtual object to cast a skill corresponding to a first skill pointina |
skill group corresponding to the first skill control

A

1304

Increase, when a number of unused skill points in the skill point set is less thana |~
rated maximum number, the number of unused skill points in the skill point set if a
skill point restoration condition is satisfied

FIG. 13

S6: End

S1: Request S2: Select a S3: Perform S4: Yes | S5: Switch
to casta | specified skill skill logic Whether to switch the skill to a
skill slot g the skill target skill
FIG. 14
P1- P4: Send an P6: Perform
Request P2: Select P3: event of PS: skill
to cqast . ™2 specified | Perform [ requesting #| Receive —»{ switching
skill skill slot skill logic skill the event blueprint
switching logic

FIG. 15
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Q1: Determine an event

to consume a skill point

W1: Select

— a first skill

slot
Select a
slot

V1: Select

L— - asecond

skill slot

to consume the skill point

Q2: Perform skill switching Q3: Output a
logic switching result
FIG. 16
Whether Yes | W2: Switch a first skill

corresponding to the first
skill slot

W3: Switch a second
skill corresponding to the
first skill slot

W4: Switch a third skill
corresponding to the first
skill slot

Whether
3

L.

W35: Unable to cast a skill
corresponding to the first
skill slot

V2: Switch a first skill
corresponding to the
second skill slot

V3: Switch a second skill
corresponding to the
second skill slot

V4: Switch a third skill
corresponding to the
second skill slot

FIG. 17
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L.

V5: Unable to cast a skill
corresponding to the
second skill slot




Ul: Request to
cast a skill

Whether Yes

there is still skill point

U3: Restore rated CDs of skills
corresponding to the first skill
slot and the second skill slot

FIG. 18

U2: Reset skill CDs of a first
skill slot and a second skill slot

1800

Display module 1810

Skill point determining
module 1820

Control module 1830

FIG. 19

1800

Display module 1810

Skill point determining
module 1820

Control module 1830

Skill point increasing module
1840

FIG. 20
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