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S102: Display a prop list of a target account in a display interface
displaying a virtual game scene
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S104: Display a preview prop icon of a synthetic prop matched with the
first prop in a preview state in response to a drag operation performed on a
prop icon of a first prop in the prop list
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S106: Determine a target synthetic prop matched with an operation
trajectory endpoint of the drag operation, and display synthesis progress
information for synthesizing the target synthetic prop

S114: Cancel the synthesis of the target synthetic prop in response to a
cancel operation triggered for the synthesis progress information in a case
that the synthesis progress information indicates that the synthesis is not

completed
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Display a prop list of a target account in a display interface
displaying a virtual game scene, where the prop list includes prop
icons of props obtained by the target account

|~ S202

A

Display a preview prop icon of a synthetic prop matched with the
first prop in a preview state in response to a drag operation
performed on a prop icon of a first prop in the prop list, where the
synthetic prop is a prop obtained by synthesizing the first prop with a
second prop in a candidate synthesis state
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A

Determine a target synthetic prop matched with an operation
trajectory endpoint of the drag operation, and display synthesis
progress information for synthesizing the target synthetic prop

|~ 5206

A

Cancel the synthesis of the target synthetic prop in response to a
cancel operation triggered for the synthesis progress information in a
case that the synthesis progress information indicates that the
synthesis is not completed

|~ S208
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( Start )

y

S1: Tap, by a player, an equipment icon Ul to open an
equipment backpack, drag a spare part A, and expand an
equipment backpack field to display equipment icons that may
be synthesized

Y

S2: Drag, by the player, the spare part A onto another spare
part B, and highlight a synthetic equipment icon of A+B

If not

S3: Judge whether
the player does not raise the fingers for >1s on
the spare part B

If yes

S3-1: Expand the detail prompt information of a synthetic
object

S3-2: Detect whether the player
raises the fingers

If not

S3-3: Hide the detail prompt information of the synthetic
object

L]

If yes S5: Judge whether the progress bar is -

S4: Start synthesis, display the synthetic equipment icon of
A+B at the original position where the player raises the fingers,
and display a synthesis progress bar on the icon

Y

Successful
synthesis

completed

If not

If not

S6: Judge whether the player taps the
synthetic equipment icon

If yes

Cancel the synthesis, and
return the spare parts A and B
to the backpack

FIG. 14
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If yes

( Start )
v
S1: During a game battle, display chess pieces Q1, Q2, Q3, and the like
of our party in a scene, where the Q1 and the Q2 are respectively

equipped with spare parts M and N, and the Q3 and other chess pieces

are not equipped with any spare parts; and drag, by a player, a spare part
V in a backpack, display a synthetic object of V+M at the top of the
head of the chess piece Q1, display a synthetic object of V+N at the top
of the head of the chess piece Q2, and enable the chess piece Q3 and the
like to not display synthetic objects

v

S2: Drag, by the player, the spare part V onto the chess piece Q1
according to own ideas, and shade the outline of the Q1 model for
operation confirmation

If not

S3: Judge whether the
player does not raise the fingers for >1s on the
chess piece Q1

| S3-1: Expand the detail prompt information of a synthetic object|<7

S3-2: Detect whether the player
raises the fingers

If yes

S3-3: Hide the detail prompt information of the synthetic object

Y

S4: Start synthesis, display the synthetic equipment icon of
V+M at the original position where the player raises the fingers,

and display a synthesis progress bar on the icon

Y

A

Successful
synthesis

S5: Judge whether the progress bar is
completed

If not

S6: Judge whether the player taps the
synthesis icon

If yes

Cancel the synthesis, return the spare part V
to the backpack again, and keep the spare part
M still equipped on the chess piece Q1

FIG. 16

-12/14 -



Game client
User (presentation
layer)

Game client
(logic layer)

| IDisplay chess pieces Q1,Q2, Q3 and the likeofour I~~~ T
I party in a scene, where the Q1 and the Q2 are I
pectively equipped with spare parts M and N, and | : |
|
|

/_| res
ST : the Q3 is not equipped with any spare parts

Transmit real-time operation signals of

| :Open an equipment backpack, and drag a spare part V:
the fingers of a player

!———F—

Sﬂ I Display a synthetic object of V+M at the top of the>|
I head of the chess piece Q1; and !
| I display a synthetic object of V+N at the top of the |
I head of the chess piece Q2

Obtain data files such as equipment and battle progress

1
I_|____________l'___________—l_
T e T T T Transmif the feal-time operafion signals |
I : I ransmit the real-time operation signals |

r_| | Drag the spare part V onto the chess piece Q1 > of the fingers of the player o |
| . . | |
S3 | | Shade the outline of the Q1 model for operation | Mark the chess piece Q1 as a "selected" state | |
| € confirmation [ | |
e e e e
| | |
T T T T T T T T T T T Transmitthereal-time operation signals ||
| | . . - of the fingers of the player >l |
| Raise the fingers of the player at any time | Judge whether the player does not raise the fingers for |
| I according to own wishes I >1s on the chess piece Q1 I |
| | ]
ﬂ : Expand the detail prompt information of a synthetic : »: |
S4 | | object, and hide the detail prompt information until | If "yes", set the state of the player as "viewing" | |
e the player raises the fingers I< |
| I | |
_I____________l'___________‘l_|
| | |
| | |
- —— - —"—|—-—-"— — — — — — — — — — —i~
| Display the icon of the synthetic object in synthesis, | If "not", start the synthesis directly | |
m | and display a progress bar l-g !
i e
| | |
| | |
| | |
| | |
T T N e T T
Decide, by the player, whether to cancel . . . |
| | the synthesis according to own wishes | Transmit the real-time operation signals |
L »! of the fingers of the player »: |
| I
| I I Judge whether the progress bar is completed | |
| | | |
| | |
S(| I | n n M 1 M >I |
II<Display the animation effect of successful synthesis | If "yes ", determine that the synthesis is successful | |
. . . |
| | Cancel the synthesis, return the spare part V to the : If "not", keep the state in synthesis until the |
|  backpack again, and keep the spare part M still player cancels the synthesis operation | |
| | equipped on the chess piece Q1 | i |
- - - - -

-13/14 -



First display unit 1802

Second display unit 1804

Third display unit 1806

Synthetic unit 1808

Prop synthesis apparatus

1902

FIG. 18
1908 \
Display
1910 \
1904
1906 '\
Transmission Processor

apparatus

FIG. 19

-14/14 -

Memory

First display unit 1802

Second display unit
1804

Third display unit 1806

Synthetic unit 1808




