Receive an event indicating a start of an operation, which
corresponds to a widget for interacting with a target, during f\/ S101
travelling of a virtual vehicle in a virtual world

A

Control the virtual vehicle to be in a state of drifting in the virtual
; T -\ S102
world, according to the event indicating the start of the operation

A

Control the virtual vehicle to keep the state of drifting, in a case
that an angle between the head direction and the travelling
direction is greater than or equal to a first threshold, after an event /\/ S103
indicating an end of the operation corresponding to the widget for
interacting with the target is received

Figure 1
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Figure 2
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Start an application

™~ S301

v

Display a user interface of the application, where the user
interface includes a driving image of a virtual vehicle

traveling in a virtual world

™~ S302

v

Receive an event indicating a start of an operation
corresponding to a widget for interacting with a target,
when a virtual vehicle in the virtual world is in a state of

normal travelling

™~ S303

v

Control the virtual vehicle to be in a state of drifting in the
virtual world, according to the event indicating the start of [\~ S304

the operation

v

Monitor an angle between a head direction and a traveling
direction of the virtual vehicle

~ S306

4/‘

Apply a dynamic keep-drifting traction
on the virtual vehicle along the head
direction, in a case that the angle
between the head direction and the
traveling direction is greater than or
equal to a first threshold, after the
operation-end event corresponding to the
target-interacting widget is received,
where the dynamic keep-drifting traction
is configured to control the virtual
vehicle to keep the state of drifting

Control the virtual vehicle
to restore the state of
normal traveling, in a case
that the angle between the
head direction and the
traveling direction is less
than the first threshold,
during controlling the
virtual vehicle to keep the
state of drifting

— S307

v (_)S312

Change ground friction on the virtual
vehicle from a first friction value to a
second friction value, in a case that the
angle between the head direction and the
traveling direction is greater than the first
threshold, after the operation-end event
corresponding to the target-interacting
widget is received

) S308

Change the ground friction
on the virtual vehicle from
the second friction value to
the first friction value, in a
case that the angle between
the head direction and the
traveling direction is less
than the first threshold,
during controlling the
virtual vehicle to keep the
state of drifting

Control the virtual
vehicle to switch from
the state of drifting to

the state of normal
traveling after a target

period, in a case that
the angle between the
head direction and the
traveling direction is
less than a second
threshold, after the
operation-end event
corresponding to the
target-interacting
widget for interacting
with a target is received

Increase an attribute value for nitro of the
virtual vehicle continuously during the
state of drifting

- S309

Activate a nitro-boosting widget of the
virtual vehicle into an available state, in a
case that the attribute value for nitro
reaches a trigger threshold

(_)8310

Control the virtual vehicle to accelerate,
in a case that a signal triggering the nitro-
boosting widget is received

Figure 3
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Traction F1 for
normal travelling

Friction
(changes with velocity)

- >
Figure 4
Velocity V
Component F21
Friction Af/
Dynamic keep-
drifting traction F2
Component F22
Figure 5
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- S601

Release button

Start
Enter drifting ”\/S 602
~S603

o

S607

(_)

Align a vehicle head with a traveling
direction:
1.click or tap the direction button, and steer
the vehicle head towards a direction reverse
to a drifting direction;

2.reduce an angle between the head

direction and the travelling direction of the
vehicle continuously; and
3.quit the state of drifting when that the

angle is smaller than a threshold in degrees

~ S606

A

Not align a vehicle head with a traveling
direction:
1.Apply an automatic returning force on the
vehicle head when the vehicle is in a keep-
drifting state;
2.Click or tap the direction button at appropriate
time, and steer the vehicle head towards the
same direction as the drifting direction;
3.Keep the angle between the head direction and
the movement direction of the vehicle basically
unchanged;

4.Keep the infinite keep-drifting state.

End drifting, where the vehicle enters a
state of normal traveling state when the
vehicle head is successfully aligned with
the traveling direction during the drifting

Figure 6
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Dynamic drifting traction F2
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Dynamic drifting traction

Figure 9
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