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101: Display at least one first item control

v

102: Display at least one second item control in response to a first
trigger operation of a first account on a first target item control

v

103: Remove, in response to a second trigger operation of the first
account on a second target item control, a to-be-replaced virtual item
associated with the second target item control from an item library of a
first virtual object, and add a to-be-picked-up virtual item associated
with the first target item control into the item library

102: Display at least one second item control

1021: Display a second item control corresponding to a target item type

v

1022: Display, when a configuration quantity of candidate virtual items in the
item library of the first virtual object exceeds a maximum configuration
quantity, a second item control corresponding to the candidate virtual item




101: Display at least one first item control

v

104: Display a progress bar of a first target item control when retention time of
a first trigger operation exceeds a first operation data threshold

v

105: Display a progress value matching an operation attribute of the first trigger
operation and operation data of the operation attribute in the progress bar

Y

102: Display at least one second item control in response to the first trigger operation of
a first account controlling a first virtual object on the first target item control

v

103: Remove, in response to a second trigger operation of the first account on a
second target item control, a to-be-replaced virtual item associated with the
second target item control from an item library of the first virtual object, and
add a to-be-picked-up virtual item associated with the first target item control
into the item library
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Replace a material

A player performs a long press in a hot area for 0.2 s, and then a function of

"replacing a material" is triggered
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50 30 the player is horizontally moved
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Triggering can be performed if the finger of the player is
still in the hot area

A function is triggered if the player vertically
slides more than five PXs

A maximum pickup quantity

An adjustment quantity during of the material
each movement of one PX:

60 PXs
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Marking a material/Using a

material
@ Replaceable mater] @ . .
o When the finger of the player is moved to an ICON hot area in the
%0 %}.0 replaceable material list, "mark" and "use" are respectively displayed

4@\} above and below the hot area

Replaceable mate

The finger of the player is released when moved to a "mark" hot area, and

60%%

50) 50]

the material is replaced and a discarded material is marked

Replaceable mater]

The finger of the player is released when moved to a "use" hot area, and the

Q
60 @%O %0 @ ) material is replaced and a discarded material is used

FIG. 6C

10/13




When aplayer is playing in a
game, and
there is a material around

A main interface automatically
pops up
a "pickup list"
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long presses an ICON for 0.2 s

—_—

Yes
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Fl_

Read current material data of the player,
and determine whether a quantity of
accessories on a firearm in a backpack of
the player is a quantity of an "optimal
match" configured outside the game
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is not worn
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corresponding location is displayed in
the TIPS for the "replaceable material"

An empty state is
displayed in the TIPS
for the "replaceable
material"
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Read quantities of three types of
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a procedure ends
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When a player performs a
long press for 0.2 s, and then
enters a "material
replacement" state

Determine whether a finger of
the player is still at a hot area
ofan ICON of a
"recommended material"

Yes No

T T

Determine whether the finger of the playeris movedina A pickup quantity cannot be
vertical direction adjusted

Yes No

T

Determine whether a movement distance is

greater than or equal to five PXs There is no change
|
| |
Yes No
Determine PX of specific movement of the There is no
player change

A quantity of "recommended materials" and
a quantity of "replaceable materials" are
correspondingly changed

Determine whether the finger of the player is still at the hot
area of the ICON ofthe "recommended material"

Yes No

There is no  Quantity adjustment is completed,
change and a procedure ends
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When a player performs a long
press for 0.2 s, and then enters a
"material replacement” state

Determine whether a finger of the
player is still at a hot area of an
ICON of a "recommended material"

Determine a type of a material
selected by the player

No

e

There is no
change

[
Medicine/Equipment/Accessory/
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Display a "mark" button
above the ICON

I
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moves to the "mark" button

The "mark" button is selected
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