GAME CONTROL METHOD AND APPARATUS, DEVICE AND
COMPUTER-READABLE STORAGE MEDIUM

[0001] This application claims priority to Chinese Patent Application No. 202311321546.2,
filed on October 12, 2023 and entitled "GAME CONTROL METHOD AND APPARATUS,
DEVICE AND COMPUTER-READABLE STORAGE MEDIUM", which is incorporated herein

by reference in its entirety.

FIELD OF THE TECHNOLOGY

[0002] Embodiments of this application relate to the technical field of computers, and in
particular, to a game control method and apparatus, a device, and a computer-readable storage

medium.

BACKGROUND OF THE DISCLOSURE

[0003] With continuous development of computer technologies, more and more types of
games can be played on a terminal, content and functions of the games are gradually richer, and
virtual aircraft having a flight function appear in the games. Examples are an unmanned aerial

vehicle, a copter, a controlled gunship, a fighter, a hot balloon, and the like.

[0004] Therefore, a game control method is needed to control a virtual aircratft.
SUMMARY
[0005] Embodiments of this application provide a game control method and apparatus, a

device, and a computer-readable storage medium, to control a virtual aircraft. Technical solutions

are as follows:

[0006] According to an aspect, an embodiment of this application provides a game control

method which is applied to a computer device and includes the following operations:

[0007] displaying a first game picture, the first game picture including a virtual object

located in a virtual environment, and the virtual object holding a virtual aircraft;

[0008] controlling, in response to a trigger operation of a take-off function, the virtual

aircraft to take off in the virtual environment; and



[0009] controlling, when a first movement control operation is detected, the virtual aircraft
to move in the virtual environment based on the first movement control operation, and controlling,
when a second movement control operation is detected, the virtual object to move in the virtual

environment based on the second movement control operation.

[0010] According to another aspect, an embodiment of this application provides a game

control apparatus, including:

[0011] a display module, configured to display a first game picture, the first game picture
including a virtual object located in a virtual environment, and the virtual object holding a virtual

aircraft; and

[0012] a control module, configured to control, in response to a trigger operation of a take-

off function, the virtual aircraft to take off in the virtual environment,

[0013] the control module being further configured to control, when a first movement
control operation is detected, the virtual aircraft to move in the virtual environment based on the
first movement control operation, and control, when a second movement control operation is
detected, the virtual object to move in the virtual environment based on the second movement

control operation.

[0014] According to another aspect, an embodiment of this application provides a computer
device, including a processor and a memory, the memory having at least one program code stored
therein, and the at least one program code being loaded and executed by the processor, to cause the

computer device to implement any one of the foregoing game control methods.

[0015] According to another aspect, a non-volatile computer-readable storage medium is
further provided, the non-volatile computer-readable storage medium having at least one program
code stored therein, and the at least one program code being loaded and executed by a processor, to

cause a computer to implement any one of the foregoing game control methods.

[0016] According to another aspect, a computer program or a computer program product is
further provided, the computer program or the computer program product having at least one
computer instruction stored therein, and the at least one computer instruction being loaded and
executed by a processor, to cause a computer to implement any one of the foregoing game control

methods.

[0017] In the technical solutions provided in the embodiments of this application, the virtual
aircraft held by the virtual object included in the first game picture is controlled to take off in the

virtual environment by the trigger operation of the take-off function, and after the virtual aircraft

2



takes off, not only the virtual aircraft can be controlled, but also the virtual object can be controlled,
so that flexibility of game control is relatively high, and operation efficiency of game control is

relatively high.

[0018] In addition, after the virtual aircraft takes off in the virtual environment, while the
virtual aircraft is controlled, the virtual object may further be controlled. Therefore, a player can
perceive the virtual object and information around the virtual object, thereby reducing, by
controlling the virtual object, a probability that the virtual object is in danger, reducing a probability
that the virtual object is knocked down by a virtual object controlled by another player, improving

game immersion of the player, and improving game experience of the player.

BRIEF DESCRIPTION OF THE DRAWINGS

[0019] FIG. 1 is a schematic diagram of an implementation environment of a game control

method according to an embodiment of this application.

[0020] FIG. 2 is a flowchart of a game control method according to an embodiment of this
application.
[0021] FIG. 3 is a schematic diagram of display of a second game picture according to an

embodiment of this application.

[0022] FIG. 4 is a schematic diagram of display of a reference page according to an

embodiment of this application.

[0023] FIG. 5 is a schematic diagram of display of a first game picture according to an

embodiment of this application.

[0024] FIG. 6 is a schematic diagram of display of another first game picture according to

an embodiment of this application.

[0025] FIG. 7 is a schematic diagram of display of another first game picture according to

an embodiment of this application.

[0026] FIG. 8 is a schematic diagram of a game control method according to an

embodiment of this application.

[0027] FIG. 9 is a flowchart of a game control method according to an embodiment of this
application.
[0028] FIG. 10 is a schematic structural diagram of a game control apparatus according to

an embodiment of this application.



[0029] FIG. 11 is a schematic structural diagram of a terminal device according to an

embodiment of this application.

[0030] FIG. 12 is a schematic structural diagram of a server according to an embodiment of

this application.

DESCRIPTION OF EMBODIMENTS

[0031] To make the objectives, technical solutions, and advantages of this application
clearer, the following further describes implementations of this application in detail with reference

to the accompanying drawings.

[0032] The terms "first", "second", and so on in this application are intended to distinguish
similar objects but do not necessarily describe a specific order or sequence. Data used in such a way
can be interchanged in proper circumstances, so that the embodiments of this application described
herein can be implemented in other orders than the order illustrated or described herein. The
implementations described in the following exemplary embodiments do not represent all
implementations consistent with this application. On the contrary, the implementations are merely
examples of an apparatus and a method that are consistent with some aspects of this application

described in detail in claims.

[0033] First, abbreviations and key terms involved in the embodiments of this application

are defined.

[0034] A virtual environment is an environment provided (or displayed) when an
application program runs on the terminal device, the virtual environment referring to an
environment created for virtual objects to carry out activities. The virtual environment may be a
two-dimensional virtual environment, a 2.5-dimensional virtual environment, or a three-
dimensional virtual environment. The virtual environment may be a simulated environment of the
real world, a semi-simulated environment of the real world, or a completely fictional environment.
For example, the virtual environment involved in the embodiments of this application is a three-

dimensional virtual environment.

[0035] A virtual object is a movable object in a virtual environment. The movable object
may be a virtual person, a virtual animal, an animated person, or the like. Players can control virtual
objects through peripheral components or by tapping a touchscreen. Each virtual object has a shape
and a volume in the virtual environment, and occupies a part of space in the virtual environment.
For example, when the virtual environment is a three-dimensional virtual environment, the virtual

object is a three-dimensional model created based on a skeletal animation technology.
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[0036] A third-person view is a viewing angle in which a in-game camera is at a position at
a certain distance behind a virtual object controlled by a player, and the virtual object controlled by

the player and all elements within a surrounding environment can be seen in a virtual environment.

[0037] A first-person view is a viewing angle in which a game is played at a subjective

viewing angle of a player.

[0038] FIG. 1 is a schematic diagram of an implementation environment of a game control
method according to an embodiment of this application. As shown in FIG. 1, the implementation

environment includes a terminal device 101 and a server 102.

[0039] A game client that can provide a virtual environment is installed and run in the
terminal device 101. The terminal device 101 is configured to perform the game control method

according to this embodiment of this application.

[0040] For example, the game client that can provide a virtual environment may be a third-
person shooting (TPS) game, a first-person shooting (FPS) game, a multiplayer online battle arena
(MOBA) game, a multiplayer shooting survival game, a massive multiplayer online (MMO) role-
playing game, an action role playing game (ARPQ), a virtual reality (VR) client, an augmented
reality (AR) client, a three-dimensional map program, a map simulation program, a social client,

and an interactive entertainment client.

[0041] The server 102 is configured to provide background services for the game client of
the terminal device 101 that can provide a virtual environment. In a possible implementation, the
server 102 takes on primary computing work, and the terminal device 101 takes on secondary
computing work. Alternatively, the server 102 takes on the secondary computing work, and the
terminal 101 takes on the primary computing work. Alternatively, cooperative computing is
performed between the terminal device 101 and the server 102 using a distributed computing

architecture.

[0042] In some embodiments, the terminal device 101 may be any electronic device product
that may perform human-computer interaction with a user in one or more manners such as a
keyboard, a touchpad, a remote control, voice interaction, or a handwriting device. For example, the
terminal device 101 may be a smartphone, a tablet computer, a notebook computer, a desktop
computer, a smart speaker, a smartwatch, a personal computer (PC), a mobile phone, a personal
digital assistant (PDA), a wearable device, a pocket PC (PPC), a smart on-board unit, or a smart

television.



[0043] The terminal device 101 may generally refer to one of a plurality of terminal devices.
In this embodiment, description is made using only the terminal device 101 as an example. A person
skilled in the art can learn that more or fewer terminal devices 101 may be used. For example, only
one terminal device 101 may be used, or dozens of or hundreds of or more terminal devices 101
may be used. The quantity and the device type of the terminal devices 101 are not limited in this

embodiment of this application.

[0044] The server 102 may be one server, a server cluster formed by a plurality of servers,
or any one of a cloud computing center or a virtualization center. This is not limited in this
embodiment of this application. The server 102 is directly or indirectly connected with the terminal
device 101 in a wired or wireless communication mode. The server 102 has a data receiving
function, a data processing function, and a data transmission function. Certainly, the server 102 can

also have other functions. This is not limited in this embodiment of this application.

[0045] A person skilled in the art can understand that the terminal device 101 and the server
102 are only examples. Other existing or future possible terminal devices or servers that are
applicable to this application are also to be included in the scope of protection of this application,

and are included herein by reference.

[0046] An embodiment of this application provides a game control method which is
performed by a computer device. The computer device may be a terminal device. For example, the
method can be applied to the implementation environment shown in FIG. 1. By using a flowchart of
a game control method according to an embodiment of this application shown in FIG. 2 as an
example, the method may be performed by the terminal device 101 in FIG. 1. As shown in FIG. 2,

the method includes the following operation 201 to operation 203.

[0047] Operation 201: Display a first game picture, the first game picture including a virtual

object located in a virtual environment, and the virtual object holding a virtual aircratft.

[0048] In an exemplary embodiment of this application, a game client that can provide a
virtual environment is installed and run in the terminal device. The game client may be a client of
any game. This is not limited in this embodiment of this application. The game client may be a
game client of a first-person view, or a game client of a third-person view. The game client may be a
game client based on frame synchronization. That is, the game control method according to this

embodiment of this application can be applied to the game client based on frame synchronization.

[0049] A display interface of the terminal device has related information of the game client

displayed therein. The related information of the game client may be an icon of the game client, a



name of the game client, or other information that can uniquely represent the game client. This is
not limited in this embodiment of this application. When a user wants to run the game client, the
user selects the related information of the game client. That the user selects the related information
of the game client may be that the user clicks on the related information of the game client, or may
be that the user selects the related information of the game client in another manner. This is not

limited in this embodiment of this application.

[0050] The user selects the related information of the game client, and the terminal device
receives a trigger operation for the related information of the game client, and displays, in response
to the trigger operation for the related information of the game client, a second game picture. The
second game picture includes a virtual object located in a virtual environment, and the virtual object

holds a virtual prop.

[0051] The virtual object is an object controlled by the user in the game client. That the
virtual object holds a virtual prop may be that the virtual object holds a virtual prop by hand. In this
embodiment of this application, the virtual prop is different from the virtual aircraft. The virtual
prop may be a virtual interaction tool, or may be another type of virtual prop. The virtual aircraft
may be a virtual unmanned aerial vehicle, or may be an object capable of cruising. Types of the

virtual prop and the virtual aircraft are not limited in this embodiment of this application.

[0052] FIG. 3 is a schematic diagram of display of a second game picture according to an
embodiment of this application. The second game picture shown in FIG. 3 has a virtual object 301

displayed therein, and the virtual object 301 holds a virtual prop 302 with hands.

[0053] In some embodiments, the second game picture further has a switching control
displayed therein, and the switching control is configured to switch the virtual prop held by the

virtual object to the virtual aircraft. A control 303 shown in FIG. 3 is a switching control.

[0054] When the user wants to switch the virtual prop held by the virtual object to the
virtual aircraft, the user clicks on the switching control, and switches, in response to a trigger
operation of a switching function, the virtual prop held by the virtual object to the virtual aircraft. A
first game picture is displayed, the first game picture including a virtual object located in a virtual
environment, and the virtual object holding a virtual aircraft. The virtual object holding the virtual
aircraft indicates that the virtual aircraft enters a pre-take-off state. The virtual object holding the
virtual aircraft may be that the virtual object holds the virtual aircraft by hand. In addition, before
the first game picture is displayed, displaying of the second game picture may be canceled first. In
some embodiments, the second game picture may be directly covered by the first game picture

displayed.



[0055] In a possible implementation, a process of switching, in response to a trigger
operation of a switching function, the virtual prop held by the virtual object to the virtual aircraft
includes: displaying, in response to the trigger operation of the switching function, information
about at least one exemplary aircraft; and switching, in response to a trigger operation for
information about the virtual aircraft, the virtual prop held by the virtual object to the virtual

aircraft, the virtual aircraft being any exemplary aircraft of the at least one exemplary aircraft.

[0056] The information about the exemplary aircraft includes, but is not limited to, a name
of the exemplary aircraft and a picture of the exemplary aircraft. A display mode of the information
about the exemplary aircraft is not limited in this embodiment of this application. For example, a
reference page is displayed in response to the trigger operation of the switching function, and the
reference page has the information about the at least one exemplary aircraft displayed therein. The
reference page may be displayed in a mode of being superposed on the second game picture, or may
be displayed separately. A display mode of the reference page is not limited in this embodiment of
this application. For example, the trigger operation for the information about the virtual aircraft may

be a clicking operation for the information about the virtual aircraft.

[0057] FIG. 4 is a schematic diagram of display of a reference page according to an
embodiment of this application. The reference page shown in FIG. 4 has information about two
exemplary aircraft displayed therein. A name of a first exemplary aircraft is an aircraft 1, a picture
of the first exemplary aircraft is a picture indicated by 401, a name of a second exemplary aircraft is
an aircraft 2, and a picture of the second exemplary aircraft is a picture indicated by 402. A quantity
of the information about the exemplary aircraft displayed in the reference page may be more or less.

This is not limited in this embodiment of this application.

[0058] In a possible implementation, a process of switching, in response to a trigger
operation for information about the virtual aircraft, the virtual prop held by the virtual object to the
virtual aircraft includes: switching, in response to the trigger operation for the information about the
virtual aircraft and the virtual aircraft satisfying a take-off requirement, the virtual prop held by the
virtual object to the virtual aircraft. The virtual aircraft satisfying a take-off requirement includes at
least one of the following: the virtual aircraft being in an available occasion; a take-off quantity of
the virtual aircraft being less than a take-off quantity threshold of the virtual aircraft; and the virtual
object having a permission to control the virtual aircraft. The following explains and describes
processes of determining different take-off requirements, respectively. For ease of description, the

following processes of determining the take-off requirements are numbered, but the numbers do not



represent importance and sequences, and are only intended to distinguish different take-off

requirements.
[0059] (1) Determine whether the virtual aircraft is in an available occasion
[0060] In some embodiments, based on that the virtual aircraft satisfying a take-off

requirement includes the virtual aircraft being in an available occasion, when determining whether
the virtual aircraft is in the available occasion, the terminal device needs to first obtain the available
occasion of the virtual aircraft. For example, a process of obtaining the available occasion of the
virtual aircraft includes that: the terminal device transmits an available occasion obtaining request
to the server, the available occasion obtaining request including an identifier of the virtual aircraft.
The server receives the available occasion obtaining request transmitted by the terminal device, and
parses the available occasion obtaining request, to obtain the identifier of the virtual aircraft. The
server has a mapping between an identifier of each aircraft and an available occasion of each
aircraft stored therein. The server determines, according to the identifier of the virtual aircraft, and
the mapping between the identifier of each aircraft and the available occasion of each aircraft, the
available occasion of the virtual aircraft. The server transmits the available occasion of the virtual
aircraft to the terminal device, to cause the terminal device to obtain the available occasion of the
virtual aircraft. The identifier of the virtual aircraft may be a name of the virtual aircraft, a serial
number of the virtual aircraft, or another identifier that can uniquely represent the virtual aircraft.

This is not limited in this embodiment of this application.

[0061] After obtaining the available occasion of the virtual aircraft, the terminal device
determines, based on that the current time is within the available occasion of the virtual aircraft, that
the virtual aircraft is in the available occasion, and the virtual aircraft satisfies the take-off
requirement; and determines, based on that the current time is out of the available occasion of the
virtual aircraft, that the virtual aircraft is not in the available occasion, and the virtual aircraft does
not satisfy the take-off requirement. The current time may refer to a time of a trigger operation for

information about the virtual aircraft.

[0062] For example, if the obtained available occasion of the virtual aircraft is 10:00-14:00
each day, and the current time is 12:00, then the virtual aircraft is in the available occasion, and the
virtual aircraft satisfies the take-off requirement. For another example, if the current time is 15:00,
the virtual aircraft is not in the available occasion, and the virtual aircraft does not satisfy the take-

off requirement.

[0063] (2) Determine whether a take-off quantity of the virtual aircraft is less than a take-off
quantity threshold of the virtual aircraft.



[0064] In some embodiments, based on that the virtual aircraft satisfying a take-off
requirement includes a take-off quantity of the virtual aircraft being less than a take-off quantity
threshold of the virtual aircraft, when the terminal device determines whether the take-off quantity
of the virtual aircraft is less than the take-off quantity threshold of the virtual aircraft, the terminal
device needs to first obtain the take-off quantity of the virtual aircraft and the take-off quantity
threshold of the virtual aircraft. A process of obtaining the take-off quantity of the virtual aircraft
and the take-off quantity threshold of the virtual aircraft includes that: the terminal device transmits
a quantity obtaining request to the server, the quantity obtaining request including an identifier of
the virtual aircraft. The server receives the quantity obtaining request transmitted by the terminal
device, and parses the quantity obtaining request, to obtain the identifier of the virtual aircraft. The
server has a mapping among an identifier of each aircraft, a take-off quantity of each aircraft, and a
take-off quantity threshold of each aircraft stored therein. The server determines, according to the
identifier of the virtual aircraft, and the mapping among the identifier of each aircraft, the take-off
quantity of each aircraft, and the take-off quantity threshold of each aircraft, the take-off quantity of
the virtual aircraft and the take-oft quantity threshold of the virtual aircraft. The server transmits the
take-off quantity of the virtual aircraft and the take-off quantity threshold of the virtual aircraft to
the terminal device, to cause the terminal device to obtain the take-off quantity of the virtual aircraft

and the take-off quantity threshold of the virtual aircratft.

[0065] After obtaining the take-off quantity of the virtual aircraft and the take-off quantity
threshold of the virtual aircraft, the terminal device determines, based on that the take-off quantity
of the virtual aircraft is less than the take-off quantity threshold of the virtual aircraft, that the
virtual aircraft satisfies the take-off requirement; and determines, based on that the take-off quantity
of the virtual aircraft is not less than the take-off quantity threshold of the virtual aircraft, that the

virtual aircraft does not satisfy the take-off requirement.

[0066] For example, the take-off quantity threshold may be configured in advance, and may
be set based on experience, or may be adjusted according to an implementation environment. The
value of the take-off quantity threshold is not limited in this embodiment of this application. For
example, the take-off quantity threshold of the virtual aircraft is 5, and the take-off quantity of the
virtual aircraft is 3. Because the take-off quantity of the virtual aircraft is less than the take-off
quantity threshold, the virtual aircraft satisfies the take-off requirement. For another example, the
take-off quantity of the virtual aircraft is 5. Because the take-off quantity of the virtual aircraft is not
less than the take-off quantity threshold, the virtual aircraft does not satisfy the take-off

requirement.
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[0067] (3) Determine whether the virtual object has a permission to control the virtual

aircraft

[0068] In some embodiments, based on that the virtual aircraft satisfying a take-off
requirement includes the virtual object having a permission to control the virtual aircraft, the
terminal device needs to determine whether the virtual object has the permission to control the
virtual aircraft. For example, a process of determining whether the virtual object has the permission
to control the virtual aircraft includes that: the terminal device transmits a permission obtaining
request to the server, the permission obtaining request including an identifier of the virtual aircraft
and an identifier of the virtual object. The server receives the permission obtaining request
transmitted by the terminal device, and parses the permission obtaining request, to obtain the
identifier of the virtual aircraft and the identifier of the virtual object. The server has a mapping
between an identifier of each aircraft and an identifier of an object having a permission to control
each aircraft stored therein. The server determines, according to the identifier of the virtual aircraft,
and the mapping between the identifier of each aircraft and the identifier of the object having the
permission to control each aircraft, an identifier of an object having a permission to control the
virtual aircraft. A determining result is obtained according to the identifier of the virtual object and
the identifier of the object having the permission to control the virtual aircraft. The determining
result is configured for indicating whether the virtual object has the permission to control the virtual
aircraft. The server transmits the determining result to the terminal device, to cause the terminal

device to determine whether the virtual object has the permission to control the virtual aircraft.

[0069] The terminal device obtains the determining result, and determines, according to the
determining result, whether the virtual object has the permission to control the virtual aircraft.
Based on that the virtual object has the permission to control the virtual aircraft, the virtual aircraft
satisfies the take-off requirement. Based on that the virtual object does not have the permission to

control the virtual aircraft, the virtual aircraft does not satisfy the take-off requirement.

[0070] A process of obtaining the determining result according to the identifier of the virtual
object and the identifier of the object having the permission to control the virtual aircraft includes
that: based on that the identifier of the object having the permission to control the virtual aircraft
includes the identifier of the virtual object, the determining result is that the virtual object has the
permission to control the virtual aircraft. based on that the identifier of the object having the
permission to control the virtual aircraft does not include the identifier of the virtual object, the
determining result is that the virtual object does not have the permission to control the virtual

aircraft.
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[0071] FIG. 5 is a schematic diagram of display of a first game picture according to an
embodiment of this application. The first game picture shown in FIG. 5 has a virtual object 501
displayed therein, and the virtual object 501 holds a virtual aircraft 502.

[0072] In some embodiments, the first game picture may further have a first cancellation
control and a direction control displayed therein. The first cancellation control is configured to
instruct to switch the virtual aircraft held by the virtual object to the virtual prop, cancel displaying
of the first game picture, and display the second game picture. 503 in FIG. 5 is a first cancellation
control. The direction control is configured to indicate a moving direction of the virtual object. 504

in FIG. 5 is a direction control.

[0073] In some embodiments, the second game picture further has a firing control displayed
therein, and the firing control is configured to instruct to cast a resource corresponding to the virtual
prop. 304 in FIG. 3 is a firing control. For example, if the virtual prop is a virtual interaction tool,
the firing control is configured to instruct to cast virtual ammunition corresponding to the virtual
interaction tool. For another example, if the virtual prop is a virtual stick, the firing control is
configured to instruct to brandish the virtual stick. For another example, if the virtual prop is a

virtual knife, the firing control is configured to instruct to brandish the virtual knife.

[0074] The second game picture may further have a direction control displayed therein, and
the direction control is configured to indicate a moving direction of the virtual object. 305 in FIG. 3
is a direction control. The user may freely rotate a viewing angle of the virtual object and move the
virtual object by sliding the direction control in any direction. The user may control, in response to a
sliding operation for the direction control in any direction, the virtual object to move in any
direction. In some embodiments, the user may control, in response to an upward sliding operation
for the direction control, the virtual object to move forwards; control, in response to a downward
sliding operation for the direction control, the virtual object to move backwards; control, in
response to a leftward sliding operation for the direction control, the virtual object to move
leftwards; and control, in response to a rightward sliding operation for the direction control, the

virtual object to move rightwards.

[0075] The second game picture may further have other content displayed therein. This is
not limited in this embodiment of this application. For example, the second game picture may
further have another virtual object located in the virtual environment displayed therein, and the
another virtual object is a virtual object controlled by another user, or the another virtual object is a

virtual object controlled by a system.
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[0076] Operation 202: Control, in response to a trigger operation of a take-off function, the

virtual aircraft to take off in the virtual environment.

[0077] In a possible implementation, the first game picture further has a take-off control
displayed therein. The take-off control is configured to control the virtual aircraft to take off. When
the user wants to let the virtual aircraft fly, the user selects the take-off control, and controls, in
response to a trigger operation of a take-off function, the virtual aircraft to take off in the virtual

environment. At this moment, a flight altitude of the virtual aircraft is an initial flight altitude.

[0078] The trigger operation of the take-off function may be a clicking operation for the
take-off control, or may be a long press operation for the take-off control. This is not limited in this
embodiment of this application. When the trigger operation of the take-off function refers to a long
press operation for the take-off control, a duration for which the take-oftf control is pressed exceeds
a duration threshold. In some embodiments, the duration threshold is set based on experience, or
adjusted according to an implementation environment. This is not limited in this embodiment of this

application. For example, the duration threshold is three seconds.

[0079] In a possible implementation, the initial flight altitude is a flight altitude at which the
virtual aircraft just takes off. The initial flight altitude is set based on experience or adjusted
according to an implementation environment. This is not limited in this embodiment of this

application. For example, the initial flight altitude is 10 meters.

[0080] FIG. 6 is a schematic diagram of display of another first game picture according to
an embodiment of this application. FIG. 6 has a virtual object 601 and a taken-off virtual aircraft
602 displayed therein.

[0081] In some embodiments, when the trigger operation of the take-off function is a long
press operation for the take-off control, after the virtual aircraft takes off, the take-off control is
further long pressed, and the virtual object included in the first game picture does not hold a virtual
prop. Base on that the trigger operation of the take-off function is a clicking operation for the take-
off control, after the virtual aircraft takes off, when no first movement control operation is detected

within a target duration, the virtual object included in the first game picture holds a virtual prop.

[0082] After the virtual aircraft takes off, the first game picture may further have a second
cancellation control displayed therein. The second cancellation control is configured to cancel
displaying of the first game picture and display the second game picture. 603 in FIG. 6 is a second
cancellation control. After the virtual aircraft takes off in the first game picture, the first game

picture not only has the taken-off virtual aircraft displayed therein, but also has the virtual object
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displayed therein. Therefore, the user may observe a situation around the virtual object. When the
virtual object is in danger, the user may cancel control of the virtual aircraft and switch to the
second game picture. In this way, after switching to the second game picture, the user does not feel
wandering or unadaptable, so that virtual aircraft control experience of a player in a game can be

effectively improved.

[0083] In a possible implementation, after the virtual aircraft takes off in the virtual
environment, the first game picture may further have a flight duration bar of the virtual aircraft
displayed therein, the flight duration bar of the virtual aircraft including at least one of a flyable
duration of the virtual aircraft and a remaining flight duration of the virtual aircraft, and the flyable
duration of the virtual aircraft and the remaining flight duration of the virtual aircraft being
displayed in the flight duration bar of the virtual aircraft in different manners. 605 in FIG. 6 is a
flight duration bar of the virtual aircraft. A white area in the flight duration bar of the virtual aircraft
is configured to indicate a remaining flight duration of the virtual aircraft, and a black area in the
flight duration bar of the virtual aircraft is configured to indicate a flyable duration of the virtual

aircraft.

[0084] After the virtual aircraft takes off in the virtual environment, the first game picture
may further have an activation control displayed therein. The activation control is configured to
activate the virtual aircraft. 606 in FIG. 6 is an activation control. After controlling the virtual
aircraft to take off in the virtual environment, if the user wants to activate the virtual aircraft, the
user triggers the activation control. In response to a trigger operation of an activation function, and
that an elapsed flight duration of the virtual aircraft is less than the flyable duration of the virtual
aircraft, the user controls the virtual aircraft to throw a virtual thrower, or controls the virtual
aircraft to explode. The virtual thrower is different from the virtual prop and the virtual aircraft, and

the virtual thrower may be a virtual bomb.

[0085] Triggering the activation control may be clicking on the activation control. The
elapsed flight duration of the virtual aircraft refers to a time difference between a take-off time of
the virtual aircraft and the current time. A process of determining the elapsed flight duration of the

virtual aircraft is described in the following operation 203. Details are not described herein again.

[0086] Operation 203: Control, when a first movement control operation is detected, the
virtual aircraft to move in the virtual environment based on the first movement control operation,
and control, when a second movement control operation is detected, the virtual object to move in

the virtual environment based on the second movement control operation.
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[0087] In a possible implementation, a process of controlling, when a first movement
control operation is detected, the virtual aircraft to move in the virtual environment based on the
first movement control operation includes: controlling, based on that the trigger operation of the
take-off function is a long press operation for a take-off control, when the first movement control
operation is detected based on the long press operation for the take-off control, the virtual aircraft to
move in the virtual environment; and controlling, based on that the trigger operation of the take-off
function is a clicking operation for the take-off control, when the first movement control operation
is detected within a target duration after the clicking operation for the take-off control, the virtual
aircraft to move in the virtual environment. The target duration is set based on experience, or
adjusted according to an implementation environment. This is not limited in this embodiment of this
application. For example, the target duration is three seconds. A target direction may be any
direction. The location of the virtual aircraft in the virtual environment may be changed using the

first movement control operation.

[0088] A process of controlling, when a first movement control operation is detected, the
virtual aircraft to move in the virtual environment based on the first movement control operation
includes: determining, when the first movement control operation is detected, and an elapsed flight
duration of the virtual aircraft is less than a flyable duration of the virtual aircraft, an operation
distance according to an operation duration of the first movement control operation; and controlling

the virtual aircraft to move in the virtual environment by the operation distance.

[0089] The first movement control operation may be a dragging operation for the take-off
control in a target direction. The target direction may be any direction, for example, the target
direction may be upward, downward, leftward, or rightward. A process of determining the elapsed
flight duration of the virtual aircraft includes: determining, according to the operation time of the
trigger operation of the take-off function and a first time, the elapsed flight duration of the virtual
aircraft. In some embodiments, a time difference between the first time and the operation time is
used as the elapsed flight duration of the virtual aircraft. The first time is the current time, and the

first time changes as time passes by.

[0090] For example, the operation time is 16:08:20, October 9, 2023, and the first time is
16:09:40, October 9, 2023, so that the elapsed flight duration of the virtual aircraft is 1 minute and
20 seconds.

[0091] In a possible implementation, a process of determining the operation distance

according to the operation duration of the first movement control operation includes: obtaining a

moving speed of the virtual aircraft; and determining the operation distance according to the
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moving speed of the virtual aircraft and the operation duration. In some embodiments, a product of

the moving speed of the virtual aircraft and the operation duration is used as the operation distance.

[0092] A process of obtaining the moving speed of the virtual aircraft includes that: a
moving speed obtaining request is transmitted to the server, the moving speed obtaining request
including an identifier of the virtual aircraft. The server receives the moving speed obtaining
request, and parses the moving speed obtaining request, to obtain the identifier of the virtual
aircraft. The server has a mapping between an identifier of each aircraft and a moving speed of each
aircraft stored therein. The server determines, according to the identifier of the virtual aircraft, and
the mapping between the identifier of each aircraft and the moving speed of each aircraft, the
moving speed of the virtual aircraft. The server transmits the moving speed of the virtual aircraft to

the terminal device, to cause the terminal device to obtain the moving speed of the virtual aircraft.

[0093] In a possible implementation, based on that the trigger operation of the take-off
function is a long press operation for a take-off control, in response to that the long press operation
for the take-off control ends, and that the elapsed flight duration of the virtual aircraft is less than
the flyable duration of the virtual aircraft, the virtual aircraft is controlled to enter an automatic

cruise state. At this moment, the virtual object in the first game picture holds a virtual prop.

[0094] Alternatively, based on that the trigger operation of the take-off function is a clicking
operation for the take-off control, in response to that no first movement control operation is detected
within a target duration after the clicking operation for the take-off control, and that the elapsed
flight duration of the virtual aircraft is less than the flyable duration of the virtual aircraft, the virtual
aircraft is controlled to enter an automatic cruise state. At this moment, the virtual object in the first

game picture holds a virtual prop.

[0095] That is, after the long press operation for the take-off control ends, or when no
dragging operation for the take-off control is received within a target duration after the clicking
operation for the take-off control, and the elapsed flight duration of the virtual aircraft is less than
the flyable duration of the virtual aircraft, the virtual aircraft is controlled to enter an automatic

cruise state. At this moment, the virtual object in the first game picture holds a virtual prop.

[0096] In some embodiments, when the trigger operation of the take-off function is a long
press operation for a take-off control, in response to that the long press operation for the take-off
control ends, and that the elapsed flight duration of the virtual aircraft is less than the flyable
duration of the virtual aircraft, the virtual aircraft enters an automatic cruise state, and the virtual
object in the first game picture holds a virtual prop. At this moment, the virtual aircraft is

automatically activated. In this case, the activation control does not need to be clicked on again to
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activate the virtual aircraft, so that a manner of activating the virtual aircraft is more flexible. If the
user does not want to instantly activate the virtual aircraft when the long press operation ends, the
user may cancel, in a setting function of the game client, automatic activation of the virtual aircraft.
Alternatively, after the virtual aircraft is controlled to take off, an automatic activation cancellation
control may be displayed in the first game picture. 604 in FIG. 6 is an automatic activation
cancellation control. In response to a trigger operation for the automatic activation cancellation
control, the virtual aircraft does not enter the automatic cruise state when the long press operation

for the take-off control ends.

[0097] FIG. 7 is a schematic diagram of display of another first game picture according to
an embodiment of this application. In the first game picture shown in FIG. 7, a virtual aircraft 701 is

in an automatic cruise state, and a virtual object 702 holds a virtual prop 703.

[0098] In some embodiments, in response to that the elapsed flight duration of the virtual
aircraft is not less than the flyable duration of the virtual aircraft, displaying of the first game
picture is canceled, and the second game picture is displayed. Flexible switching of game pictures

can be implemented, and a flight duration of the virtual aircraft can be limited.

[0099] In a possible implementation, after the virtual aircraft takes off in the virtual
environment, an activation control may further be displayed in the first game picture. The activation
control is configured to activate the virtual aircraft. 606 in FIG. 6 is an activation control. When the
virtual aircraft enters the automatic cruise state, and the elapsed flight duration of the virtual aircraft
is less than the flyable duration of the virtual aircraft, the user triggers the activation control, and
controls, in response to the trigger operation of the activation function, the virtual aircraft to throw a

virtual thrower, or controls the virtual aircraft to explode.

[00100] In some embodiments, after the second game picture is displayed, the second game
picture has a virtual object, a switching control, and a firing control displayed therein, and the
virtual object holds a virtual prop. In response to a long press operation for the switching control,
the virtual prop held by the virtual object in the second game picture is switched to a virtual aircraft.
The firing control is canceled to be displayed in the second game picture, and a take-off control is
displayed in the second game picture. While the switching control is long pressed and the take-off
control is clicked on, the virtual aircraft held by the virtual object may be controlled to take off, so
that the second game picture has the virtual object and the taken-off virtual aircraft displayed
therein. When a dragging operation for the switching control to a target direction is performed, the

virtual aircraft is controlled to move to the target direction. After the virtual aircraft is controlled to
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take off, when the long press operation for the switching control is canceled, the virtual object holds

a virtual prop.

[00101] FIG. 8 is a schematic diagram of a game control method according to an
embodiment of this application. The second game picture shown in (1) in FIG. 8 has a virtual object
801, a switching control 802, and a firing control 803 displayed therein. The virtual object 801
holds a virtual prop 804. In response to the long press operation for the switching control, (2) in
FIG. 8 is displayed. The (2) in FIG. 8 has the virtual object 801 displayed therein. The virtual object
holds a virtual aircraft 805. The firing control is canceled to be displayed, and a take-off control 806
is displayed. When the take-off control is clicked on while the switching control is long pressed, (3)
in FIG. 8 is displayed. The (3) in FIG. 8 has the virtual object 801 and a taken-off virtual aircraft
805 displayed therein, and the virtual object 801 does not hold a virtual prop.

[00102] In some embodiments, the first game picture further has a direction control displayed
therein, and the direction control is configured to control movement of the virtual object. A control
607 in FIG. 6 is a direction control. The second movement control operation may be a dragging
operation for the direction control in a reference direction. The reference direction may be any
direction, and the reference direction may be the same as the target direction, or may be different
from the target direction. This is not limited in this embodiment of this application. When the
second movement control operation is detected, the virtual object is controlled to move in the
virtual environment based on the second movement control operation. That is, when the second
movement control operation is detected, the virtual object is controlled to move in the virtual

environment to the reference direction.

[00103] A process of controlling, when the second movement control operation is detected,
the virtual object to move in the virtual environment based on the second movement control
operation includes: determining, when the second movement control operation is detected, a target
distance according to an operation duration of the second movement control operation; and
controlling the virtual object to move in the virtual environment by the target distance. That is, the
virtual object is controlled to move in the virtual environment to the reference direction by the

target distance.

[00104] A process of determining the target distance according to the operation duration of
the second movement control operation includes: obtaining a moving speed of the virtual object;
and determining the target distance according to the moving speed of the virtual object and the
operation duration of the second movement control operation. For example, a product of the moving

speed of the virtual object and the operation duration of the second movement control operation is
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used as the target distance. A process of determining the moving speed of the virtual object is
similar to the foregoing process of determining the moving speed of the virtual aircraft. Details are

not described herein again.

[00105] In a possible implementation, the first movement control operation and the second
movement control operation may alternatively be a same movement control operation. For example,
if the first movement control operation is performed for the virtual object, not only the virtual object
may be controlled to move in the virtual environment, but also the virtual aircraft may be controlled
to move in the virtual environment according to the first movement control operation, so that the
virtual aircraft moves according to movement of the virtual object. For another example, if the
second movement control operation is performed for the virtual aircraft, not only the virtual aircraft
may be controlled to move in the virtual environment, but also the virtual object may be controlled
to move in the virtual environment according to the second movement control operation, so that the
virtual object moves according to movement of the virtual aircraft. In this way, a scene in which the

virtual aircraft and the virtual object move synchronously under different viewing angles may be

embodied.

[00106] When the first movement control operation and the second movement control
operation are the same movement control operation, a movement manner, a movement direction, a
movement distance, and the like of the virtual object and the virtual aircraft in the virtual
environment are not limited in this embodiment of this application. At least one of a relative
movement distance, direction, or angle of the virtual object and the virtual aircraft may be set in
advance, to implement movement control on one, and synchronously perform movement control on
the other, or implement movement following. That is, one of the virtual object and the virtual

aircraft moves with the movement of the other.

[00107] In the foregoing method, the virtual aircraft held by the virtual object included in the
first game picture is controlled to take off in the virtual environment by the trigger operation of the
take-off function. After the virtual aircraft takes off, the virtual aircraft may further be controlled to
move in the virtual environment when the first movement control operation is detected, and the
virtual object may be controlled to move in the virtual environment when the second movement
control operation is detected. According to the method, after the virtual aircraft takes off, not only
the virtual aircraft can be controlled, but also the virtual object can be controlled, so that flexibility

of game control is relatively high, and operation efficiency of game control is relatively high.

[00108] In addition, after the virtual aircraft takes off in the virtual environment, while the

virtual aircraft is controlled, the virtual object may further be controlled. Therefore, a player can
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perceive the virtual object and information around the virtual object, thereby reducing, by
controlling the virtual object, a probability that the virtual object is in danger, reducing a probability
that the virtual object is knocked down by a virtual object controlled by another player, improving

game immersion of the player, and improving game experience of the player.

[00109] In addition, when the virtual aircraft enters the automatic cruise state, the virtual
aircraft may further be activated, to play a game using the virtual aircraft, so that a use manner of
the virtual aircraft is more flexible. When the player cancels control of the virtual aircraft, the
second game picture may be directly displayed without a change of a viewing angle, so that the
player does not feel wandering or unadaptable, thereby further improving game experience of the

player.

[00110] FIG. 9 is a flowchart of a game control method according to an embodiment of this

application. As shown in FIG. 9, the method includes the following operation 901 to operation 917.
[00111] 901: Display a second game picture.

[00112] The second game picture includes a virtual object and a switching control located in

a virtual environment, and the virtual object holds a virtual prop.

[00113] 902: Display, in response to a clicking operation for the switching control, a

reference page.

[00114] The reference page has information about at least one exemplary aircraft displayed
therein.
[00115] For content of operation 901 and operation 902, refer to related descriptions related

to displaying the second game picture and the reference page in operation 201. Details are not

described herein again.

[00116] 903: Determine, in response to a click operation for the information about the virtual

aircraft, whether the virtual aircraft satisfies a take-off requirement.

[00117] For content of operation 903, refer to related descriptions related to determining
whether the virtual aircraft satisfies a take-off requirement in operation 201. Details are not

described herein again.

[00118] 904: Display a first game picture based on that the virtual aircraft satisfies the take-
off requirement.
[00119] Based on that the virtual aircraft satisfies the take-off requirement, the virtual prop

held by the virtual object is switched to the virtual aircraft, and the first game picture is displayed.
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The first game picture includes the virtual object in the virtual environment and a take-off control.
The virtual object holds the virtual aircraft, and the take-off control is configured to control the

virtual aircraft to take off.

[00120] For content of operation 904, refer to related descriptions related to displaying the

first game picture in operation 201 and operation 202. Details are not described herein again.

[00121] The process is ended based on that the virtual aircraft does not satisfy the take-off
requirement.

[00122] 905: Determine whether the virtual aircraft needs to be instantly operated during
take-off.

[00123] 906: Control, based on that the virtual aircraft needs to be instantly operated during

take-off, in response to a long press operation for the take-off control, the virtual aircraft to take off

in the virtual environment.

[00124] 907: Control, in response to an operation of dragging the take-off control to a target

direction, the virtual aircraft to move to the target direction.
[00125] 908: Determine whether to stop operating the virtual aircraft.

[00126] 909: Determine, based on not stopping operating the virtual aircraft, whether to

activate the virtual aircraft.

[00127] 910: Activate, based on activating the virtual aircraft, in response to a clicking

operation for the activation control, the virtual aircraft.

[00128] 911: Determine whether an elapsed flight duration of the virtual aircraft is less than a
flyable duration.

[00129] 912: End the process based on that the elapsed flight duration of the virtual aircraft is

not less than the flyable duration.

[00130] Based on that the elapsed flight duration of the virtual aircraft is less than the flyable
duration, the take-off control may continue to be dragged to continue to control movement of the

virtual aircraft.

[00131] 913: Control, based on stopping operating the virtual aircraft, in response to that the
operation of dragging the take-off control to the target direction is ended, the virtual aircraft to enter

an automatic cruise state, the virtual object holding a virtual prop.
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[00132] After the virtual aircraft enters the automatic cruise state, operation 909 to operation
912 may further be performed to determine whether to activate the virtual aircraft and whether to

end the process.

[00133] 914: Control, based on that the virtual aircraft does not need to be instantly operated
during take-off, in response to a clicking operation for the take-off control, the virtual aircraft to

take off.
[00134] 915: Determine whether the virtual aircraft needs to be operated after take-off.

[00135] 916: Control, based on that the virtual aircraft needs to be operated after take-off, in
response to that the operation of dragging the take-off control to the target direction is received

within a target duration, the virtual aircraft to move to the target direction.

[00136] After the virtual aircraft is operated after take-off, operation 908 to operation 912
may further be performed to determine whether to stop operating the virtual aircraft, whether to

activate the virtual aircraft, and whether to end the process.

[00137] 917: Control, based on a determination that the virtual aircraft does not need to be
operated after take-off, the virtual aircraft to enter the automatic cruise state, the virtual object

holding a virtual prop.

[00138] After the virtual aircraft enters the automatic cruise state, operation 909 to operation
912 may further be performed to determine whether to activate the virtual aircraft and whether to

end the process.

[00139] In addition, for content of operation 905 to operation 917, refer to related

descriptions of operation 202 and operation 203. Details are not described herein again.

[00140] According to the foregoing method, the take-off control is controlled to control the
virtual aircraft to take off in the virtual environment, so that control of the virtual aircraft is more
flexible. After the virtual aircraft is controlled to take off, because the first game picture not only
has the take-off virtual aircraft displayed therein, but also has the virtual object displayed therein.
Therefore, after the virtual aircraft takes off, a player can still perceive the virtual object and
information around the virtual object, thereby reducing a probability that the virtual object is in
danger, reducing a probability that the virtual object is knocked down by a virtual object controlled
by another player, improving game immersion of the player, and improving game experience of the

player.

[00141] FIG. 10 is a schematic structural diagram of a game control apparatus according to

an embodiment of this application. As shown in FIG. 10, the apparatus includes:
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[00142] a display module 1001, configured to display a first game picture, the first game
picture including a virtual object located in a virtual environment, and the virtual object holding a

virtual aircraft; and

[00143] a control module 1002, configured to control, in response to a trigger operation of a

take-off function, the virtual aircraft to take off in the virtual environment,

[00144] the control module 1002 being further configured to control, when a first movement
control operation is detected, the virtual aircraft to move in the virtual environment based on the
first movement control operation, and control, when a second movement control operation is
detected, the virtual object to move in the virtual environment based on the second movement

control operation.

[00145] In a possible implementation, the display module 1001 is configured to display a
second game picture, the second game picture including the virtual object located in the virtual
environment, the virtual object holding a virtual prop, and the virtual prop being different from the
virtual aircraft; switch, in response to a trigger operation of a switching function, the virtual prop

held by the virtual object to the virtual aircraft; and display the first game picture.

[00146] In a possible implementation, the display module 1001 is configured to display, in
response to the trigger operation of the switching function, a reference page, the reference page
having information about at least one exemplary aircraft displayed therein; and switch, in response
to a trigger operation for information about the virtual aircraft, the virtual prop held by the virtual
object to the virtual aircraft, the virtual aircraft being any exemplary aircraft of the at least one

exemplary aircraft.

[00147] In a possible implementation, the display module 1001 is configured to switch, in
response to the trigger operation for the information about the virtual aircraft and the virtual aircraft

satisfying a take-off requirement, the virtual prop held by the virtual object to the virtual aircraft.

[00148] In a possible implementation, the virtual aircraft satisfying a take-off requirement
includes at least one of the following: the virtual aircraft being in an available occasion; a take-off
quantity of the virtual aircraft being less than a take-off quantity threshold of the virtual aircraft; and

the virtual object having a permission to control the virtual aircraft.

[00149] In a possible implementation, the first game picture further has a first cancellation

control and a direction control displayed therein;

[00150] the first cancellation control being configured to instruct to switch the virtual aircraft

held by the virtual object to the virtual prop, cancel displaying of the first game picture, and display
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the second game picture; and the direction control being configured to indicate a moving direction

of the virtual object.

[00151] In a possible implementation, the first game picture further has a second cancellation
control displayed therein, the second cancellation control being configured to cancel, after the

virtual aircraft takes off, displaying of the first game picture, and display the second game picture.

[00152] In a possible implementation, the control module 1002 is configured to determine,
when the first movement control operation is detected, and an elapsed flight duration of the virtual
aircraft is less than a flyable duration of the virtual aircraft, an operation distance according to an
operation duration of the first movement control operation; and control the virtual aircraft to move

in the virtual environment by the operation distance.

[00153] In a possible implementation, the control module 1002 is configured to obtain a
moving speed of the virtual aircraft; and determine the operation distance according to the moving

speed of the virtual aircraft and the operation duration.

[00154] In a possible implementation, the control module 1002 is configured to control,
based on that the trigger operation of the take-off function is a long press operation for a take-off
control, when the first movement control operation is detected based on the long press operation for
the take-off control, the virtual aircraft to move in the virtual environment; and control, based on
that the trigger operation of the take-off function is a clicking operation for the take-off control,
when the first movement control operation is detected within a target duration after the clicking

operation for the take-off control, the virtual aircraft to move in the virtual environment.

[00155] In a possible implementation, the control module 1002 is further configured to
control, based on that the trigger operation of the take-off function is a long press operation for a
take-off control, in response to that the long press operation for the take-off control ends, and that
the elapsed flight duration of the virtual aircraft is less than the flyable duration of the virtual
aircraft, the virtual aircraft to enter an automatic cruise state; and control, based on that the trigger
operation of the take-off function is a clicking operation for the take-off control, in response to that
no first movement control operation is detected within a target duration after the clicking operation
for the take-off control, and that the elapsed flight duration of the virtual aircraft is less than the

flyable duration of the virtual aircraft, the virtual aircraft to enter an automatic cruise state.

[00156] In a possible implementation, the display module 1001 is configured to cancel, in
response to that the elapsed flight duration of the virtual aircraft is not less than the flyable duration

of the virtual aircraft, displaying of the first game picture, and display the second game picture.
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[00157] In a possible implementation, the control module 1002 is further configured to
control, in response to a trigger operation of an activation function, when the elapsed flight duration
of the virtual aircraft is less than the flyable duration of the virtual aircraft, the virtual aircraft to

throw a virtual thrower, or control the virtual aircraft to explode.

[00158] In a possible implementation, the control module 1002 is further configured to
control, in response to a trigger operation of an activation function, and that the elapsed flight
duration of the virtual aircraft is less than the flyable duration of the virtual aircraft, the virtual

aircraft to throw a virtual thrower, or control the virtual aircraft to explode.

[00159] In a possible implementation, based on that the virtual aircraft takes off in the virtual
environment, the first game picture further has a flight duration bar of the virtual aircraft displayed
therein, the flight duration bar of the virtual aircraft including at least one of a flyable duration of
the virtual aircraft and a remaining flight duration of the virtual aircraft, and the flyable duration of
the virtual aircraft and the remaining flight duration of the virtual aircraft being displayed in the

flight duration bar of the virtual aircraft in different manners.

[00160] In the foregoing apparatus, the virtual aircraft held by the virtual object included in
the first game picture is controlled to take off in the virtual environment by the trigger operation of
the take-off function. After the virtual aircraft takes off, the virtual aircraft may further be controlled
to move in the virtual environment when the first movement control operation is detected, and the
virtual object may be controlled to move in the virtual environment when the second movement
control operation is detected. After the virtual aircraft takes off, not only the virtual aircraft can be
controlled, but also the virtual object can be controlled, so that flexibility of game control is

relatively high, and operation efficiency of game control is relatively high.

[00161] In addition, after the virtual aircraft takes off in the virtual environment, while the
virtual aircraft is controlled, the virtual object may further be controlled. Therefore, a player can
perceive the virtual object and information around the virtual object, thereby reducing, by
controlling the virtual object, a probability that the virtual object is in danger, reducing a probability
that the virtual object is knocked down by a virtual object controlled by another player, improving

game immersion of the player, and improving game experience of the player.

[00162] When the apparatus provided above implements the functions of the apparatus, only
division into the foregoing function modules is used as an example for description. In the practical
application, the functions may be allocated to and completed by different function modules
according to requirements. That is, an internal structure of the device is divided into different

function modules, to complete all or some of the functions described above. In addition, the
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apparatus and method embodiments provided in the foregoing embodiments belong to a same
conception. For the specific implementation process, refer to the method embodiments. Details are

not described herein again.

[00163] FIG. 11 is a structural block diagram of a terminal device 1100 according to an
exemplary embodiment of this application. The terminal device 1100 may be any electronic device
product that may perform human-computer interaction with a user in one or more manners such as a
keyboard, a touchpad, a remote control, voice interaction, or a handwriting device. For example, a
PC, a mobile phone, a smartphone, a PDA, a wearable device, a PPC, a tablet computer, a smart on-

board unit, a smart television, a smart speaker, or a smartwatch.
[00164] Generally, the terminal device 1100 includes a processor 1101 and a memory 1102.

[00165] The processor 1101 may include one or more processing cores, for example, a 4-core
processor or an 8-core processor. The processor 1101 may be implemented in at least one hardware
form of a digital signal processing (DSP), a field-programmable gate array (FPGA), and a
programmable logic array (PLA). The processor 1101 may alternatively include a main processor
and a coprocessor. The main processor is a processor configured to process data in an awake state,
and is also referred to as a central processing unit (CPU). The coprocessor is a low power
consumption processor configured to process the data in a standby state. In some embodiments, the
processor 1101 may have a graphics processing unit (GPU) integrated therein. The GPU is
configured to render and draw content that needs to be displayed on a display screen. In some
embodiments, the processor 1101 may further include an artificial intelligence (Al) processor. The

Al processor is configured to process computing operations related to machine learning.

[00166] The memory 1102 may include one or more computer-readable storage media. The
computer-readable storage medium may be non-transient. The memory 1102 may further include a
high-speed random access memory and a non-volatile memory, for example, one or more disk
storage devices or flash storage devices. In some embodiments, the non-transient computer-readable
storage medium in the memory 1102 is configured to store at least one instruction. The at least one
instruction is configured for being executed by the processor 1101 to implement the game control

method provided in the method embodiments of this application.

[00167] In some embodiments, the terminal device 1100 may alternatively include: a display
screen 1105. The display screen 1105 is configured to display a user interface (UI). The Ul may
include a graph, text, an icon, a video, and any combination thereof. When the display screen 1105
is a touch display screen, the display screen 1105 further has a capability of acquiring a touch signal

on or above a surface of the display screen 1105. The touch signal may be input to the processor
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1101 as a control signal for processing. In this case, the display screen 1105 may be further
configured to provide a virtual button and/or a virtual keyboard, also referred to as a soft button
and/or a soft keyboard. In some embodiments, the display screen 1105 may be one, set on a front
panel of the terminal device 1100. In some other embodiments, the display screen 1105 may be at
least two, arranged on different surfaces of the terminal device 1100 or in a folded design,
respectively. In some other embodiments, the display screen 1105 may be a flexible display screen,
arranged on a curved surface or a folded surface of the terminal device 1100. Alternatively, the
display screen 1105 may be even arranged in a non-rectangular irregular pattern, namely, a special-
shaped screen. The display screen 1105 may be prepared using a material such as a liquid crystal

display (LCD), an organic light-emitting diode (OLED), or the like.

[00168] A person skilled in the art may understand that the structure shown in FIG. 11
constitutes no limitation on the terminal device 1100, and the terminal device 1100 may include
more or fewer components than those shown in the figure, or a combination of some components,

or have a different arrangement of components.

[00169] FIG. 12 is a schematic structural diagram of a server according to an embodiment of
this application. The server 1200 may vary a lot due to different configurations or performance, and
may include one or more CPUs 1201 and one or more memories 1202. The one or more memories
1202 have at least one program code stored therein, and the at least one program code is loaded and
executed by the one or more CPUs 1201 to implement the game control method provided in the
foregoing method embodiments. Certainly, the server 1200 may further have assemblies such as a
wired or wireless network interface, a keyboard, and an input/output interface for inputting and
outputting. The server 1200 may further include other assemblies configured to implement device

functions, and details are not described herein.

[00170] In an exemplary embodiment, a computer device is further provided. The computer
device includes a processor and a memory, the memory having at least one program code stored
therein, and the at least one program code being loaded and executed by the processor, to cause the

computer device to implement any one of the foregoing game control methods.

[00171] In an exemplary embodiment, a non-volatile computer-readable storage medium is
further provided, the non-volatile computer-readable storage medium has at least one program code
stored therein, and the at least one program code is loaded and executed by a processor, to cause a

computer to implement any one of the foregoing the game control methods.
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[00172] In some embodiments, the foregoing computer-readable storage medium may be a
read-only memory (ROM), a random access memory (RAM), a compact disc read-only memory

(CD-ROM), a magnetic tape, a floppy disk, an optical data storage device, or the like.

[00173] In an exemplary embodiment, a computer program or a computer program product is
further provided, the computer program or the computer program product has at least one computer
instruction stored therein, and the at least one computer instruction is loaded and executed by a

processor, to cause a computer to implement any one of the foregoing the game control methods.

[00174] Information (including but not limited to user equipment information, user personal
information, and the like), data (including but not limited to data for analysis, data for storage, data
for display, and the like), and signals involved in this application are all authorized by users or fully
authorized by all parties, and collection, use, and processing of related data need to comply with
related laws, regulations, and standards of related countries and regions. For example, the game

pictures and some information involved in this application are all obtained under full authorization.

[00175] "A plurality of" mentioned in this specification means two or more. "And/or"
describes an association relationship for describing associated objects and represents that three
relationships may exist. For example, A and/or B may represent the following three cases: Only A
exists, both A and B exist, and only B exists. The character "/" generally indicates an "or"

relationship between the associated objects.

[00176] The foregoing descriptions are merely exemplary embodiments of this application,
but are not intended to limit this application. Any modification, equivalent replacement, or
improvement made within the principle of this application shall fall within the protection scope of

this application.
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CLAIMS

1. A game control method, performed by a computer device, and comprising the following

operations:

displaying a first game picture, the first game picture comprising a virtual object located in a

virtual environment, and the virtual object holding a virtual aircraft;

controlling, in response to a trigger operation of a take-off function, the virtual aircraft to take

off in the virtual environment; and

controlling, when a first movement control operation is detected, the virtual aircraft to move in
the virtual environment based on the first movement control operation, and controlling, when a
second movement control operation is detected, the virtual object to move in the virtual

environment based on the second movement control operation.
2. The method according to claim 1, wherein the displaying a first game picture comprises:

displaying a second game picture, the second game picture comprising the virtual object
located in the virtual environment, the virtual object holding a virtual prop, and the virtual prop

being different from the virtual aircraft;

switching, in response to a trigger operation of a switching function, the virtual prop held by

the virtual object to the virtual aircraft; and
displaying the first game picture.

3. The method according to claim 2, wherein the switching, in response to a trigger operation

of a switching function, the virtual prop held by the virtual object to the virtual aircraft comprises:

displaying, in response to the trigger operation of the switching function, information about at

least one exemplary aircraft; and

switching, in response to a trigger operation for information about the virtual aircraft, the
virtual prop held by the virtual object to the virtual aircraft, the virtual aircraft being any exemplary

aircraft of the at least one exemplary aircraft.

4. The method according to claim 3, wherein the switching, in response to a trigger operation
for information about the virtual aircraft, the virtual prop held by the virtual object to the virtual

aircraft comprises:

switching, in response to the trigger operation for the information about the virtual aircraft and
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the virtual aircraft satisfying a take-off requirement, the virtual prop held by the virtual object to the

virtual aircraft.

5. The method according to claim 4, wherein the virtual aircraft satisfying a take-off

requirement comprises at least one of the following:
the virtual aircraft being in an available occasion;

a take-off quantity of the virtual aircraft being less than a take-off quantity threshold of the

virtual aircraft; and
the virtual object having a permission to control the virtual aircraft.

6. The method according to any one of claims 2 to 5, wherein the first game picture further has

a first cancellation control and a direction control displayed therein;

the first cancellation control being configured to instruct to switch the virtual aircraft held by
the virtual object to the virtual prop, cancel displaying of the first game picture, and display the
second game picture; and the direction control being configured to indicate a moving direction of

the virtual object.

7. The method according to any one of claims 1 to 6, wherein the first game picture further has
a second cancellation control displayed therein, the second cancellation control being configured to
cancel, after the virtual aircraft takes off, displaying of the first game picture, and display the second

game picture.

8. The method according to any one of claims 1 to 7, wherein the controlling, when a first
movement control operation is detected, the virtual aircraft to move in the virtual environment

based on the first movement control operation comprises:

determining, when the first movement control operation is detected, and an elapsed flight
duration of the virtual aircraft is less than a flyable duration of the virtual aircraft, an operation

distance according to an operation duration of the first movement control operation; and
controlling the virtual aircraft to move in the virtual environment by the operation distance.

9. The method according to claim 8, wherein the determining an operation distance according

to an operation duration of the first movement control operation comprises:
obtaining a moving speed of the virtual aircraft; and

determining the operation distance according to the moving speed of the virtual aircraft and the

operation duration.
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10. The method according to any one of claims 1 to 9, wherein the controlling, when a first
movement control operation is detected, the virtual aircraft to move in the virtual environment

based on the first movement control operation comprises:

controlling, based on that the trigger operation of the take-off function is a long press operation
for a take-off control, when the first movement control operation is detected based on the long press

operation for the take-off control, the virtual aircraft to move in the virtual environment; and

controlling, based on that the trigger operation of the take-off function is a clicking operation
for the take-off control, when the first movement control operation is detected within a target
duration after the clicking operation for the take-off control, the virtual aircraft to move in the

virtual environment.

11. The method according to any one of claims 1 to 10, wherein after the controlling the virtual

aircraft to take off in the virtual environment, the method further comprises:

controlling, based on that the trigger operation of the take-off function is a long press operation
for a take-off control, in response to that the long press operation for the take-off control ends, and
that the elapsed flight duration of the virtual aircraft is less than the flyable duration of the virtual

aircraft, the virtual aircraft to enter an automatic cruise state; and

controlling, based on that the trigger operation of the take-off function is a clicking operation
for the take-off control, in response to that no first movement control operation is detected within a
target duration after the clicking operation for the take-off control, and that the elapsed flight
duration of the virtual aircraft is less than the flyable duration of the virtual aircraft, the virtual

aircraft to enter an automatic cruise state.

12. The method according to any one of claims 1 to 11, wherein after the controlling the virtual

aircraft to take off in the virtual environment, the method further comprises:

canceling, in response to that the elapsed flight duration of the virtual aircraft is not less than
the flyable duration of the virtual aircraft, displaying of the first game picture, and displaying the

second game picture.

13. The method according to claim 11 or 12, wherein after the controlling the virtual aircraft to

enter an automatic cruise state, the method further comprises:

controlling, in response to a trigger operation of an activation function, when the elapsed flight
duration of the virtual aircraft is less than the flyable duration of the virtual aircraft, the virtual

aircraft to throw a virtual thrower, or controlling the virtual aircraft to explode.
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14. The method according to any one of claims 1 to 10, wherein after the controlling the virtual

aircraft to take off in the virtual environment, the method further comprises:

controlling, in response to a trigger operation of an activation function, and that the elapsed
flight duration of the virtual aircraft is less than the flyable duration of the virtual aircraft, the virtual

aircraft to throw a virtual thrower, or controlling the virtual aircraft to explode.

15. The method according to any one of claims 1 to 14, wherein based on that the virtual
aircraft takes off in the virtual environment, the first game picture further has a flight duration bar of
the virtual aircraft displayed therein, the flight duration bar of the virtual aircraft comprising at least
one of a flyable duration of the virtual aircraft and a remaining flight duration of the virtual aircraft,
and the flyable duration of the virtual aircraft and the remaining flight duration of the virtual aircraft

being displayed in the flight duration bar of the virtual aircraft in different manners.
16. A game control apparatus, comprising:

a display module, configured to display a first game picture, the first game picture comprising

a virtual object located in a virtual environment, and the virtual object holding a virtual aircraft; and

a control module, configured to control, in response to a trigger operation of a take-off

function, the virtual aircraft to take off in the virtual environment,

the control module being further configured to control, when a first movement control
operation is detected, the virtual aircraft to move in the virtual environment based on the first
movement control operation, and control, when a second movement control operation is detected,
the virtual object to move in the virtual environment based on the second movement control

operation.

17. A computer device, comprising a processor and a memory, the memory having at least one
program code stored therein, and the at least one program code being loaded and executed by the
processor, to cause the computer device to implement the game control method according to any

one of claims 1 to 15.

18. A non-volatile computer-readable storage medium, having at least one program code stored
therein, the at least one program code being loaded and executed by a processor, to cause a

computer to implement the game control method according to any one of claims 1 to 15.

19. A computer program product, having at least one computer instruction stored therein, the at
least one computer instruction being loaded and executed by a processor, to cause a computer to

implement the game control method according to any one of claims 1 to 15.
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