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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

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

1103

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
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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

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

1203

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
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