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Display a first virtual object and at least one candidate virtual object, and the first
virtual object has a first skill

402

Y

In a case that a second virtual object is located within a skill cast range of the first
skill, display a linear skill indicator of the first skill between the first virtual object
and the second virtual object, where the second virtual object is one of the at least one
candidate virtual object, and the second virtual object is determined based on a facing
direction of the first virtual object

404

'

In a case that at least one of the first virtual object and the second virtual object
moves, update display of the linear skill indicator

406

'

Control, in response to a skill cast operation, the first virtual object to cast the first
skill to the second virtual object

408

FIG. 4

Display a first virtual object and at least one candidate virtual object, and the first
virtual object has a first skill

402
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In a case that a second virtual object is located within a skill cast range of the first
skill, display a linear skill indicator of the first skill between the first virtual object
and the second virtual object, where the second virtual object is one of the at least one
candidate virtual object, and the second virtual object is determined based on a facing
direction of the first virtual object

404
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4061 object moves, update a display position
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displayed according to an inclination
angle of the second virtual object
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Control, in response to a skill cast operation, the first virtual object to cast the first
skill to the second virtual object
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Display a first virtual object and at least one candidate virtual object, and the first
virtual object has a first skill
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Determine, according to a first position and a facing direction of the first virtual
object, a second virtual object from the at least one candidate virtual object

403
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In a case that the second virtual object is located within a skill cast range of the first
skill, display a linear skill indicator of the first skill between the first virtual object
and the second virtual object, where the second virtual object is one of the at least one
candidate virtual object, and the second virtual object is determined based on a facing
direction of the first virtual object
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In a case that at least one of the first virtual object and the second virtual object
moves, update display of the linear skill indicator

406
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Display a prompt effect on the second virtual object in response to a skill cast
operation
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Control the first virtual object to cast the first skill to the second virtual object
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Display a first virtual object and at least one candidate virtual object, and the first
virtual object has a first skill
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