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OBJECT CONTROL METHOD AND APPARATUS, AND 

STORAGE MEDIA AND ELECTRONIC DEVICE 

RELATED APPLICATION 

[0001] This application claims priority to Chinese Patent Application No. 201910413399.9, 

entitled "OBJECT CONTROL METHOD AND APPARATUS, AND STORAGE MEDIA AND ��

ELECTRONIC DEVICE" filed with the China National Intellectual Property Administration on 

May 17, 2019, which is incorporated herein by reference in its entirety. 

FIELD OF THE TECHNOLOGY 

[0002] This application relates to the computer field, and specifically, to object control. 

BACKGROUND OF THE DISCLOSURE ���

[0003] Currently, in a game scene of a racing game application, different racing tracks are 

usually designed for a player, and the racing tracks include bends with different turning angles. To 

shorten a time consumed by a target object controlled by the player to drive through a bend, the 

player usually controls, by using a control button that is set in a human-computer interaction 

interface, the target object to perform a drift action during passing through the bend. ���

SUMMARY 

[0004] Embodiments of this application provide an object control method and device, a 

storage medium and an electronic device, to at least resolve a technical problem that a control time 

is increased due to relatively high operation complexity. 

[0005] According to an aspect of the embodiments of this application, an object control ���

method is provided, performed by a user equipment, the method including: detecting, in a process 

that a first target object controlled by a client performs a round of game task, a target angle 

generated in a process that the first target object performs an action combination once, the action 

combination including performing a target action at least twice according to a same direction, and 

the target angle being an angle between an advancing direction and a sliding direction of the first ���

target object; automatically triggering a state adjustment instruction in response to the target angle 

reaching a trigger threshold, the state adjustment instruction being used for instructing to adjust a 

movement state of the first target object; and adjusting the movement state of the first target object 

from a first state to a second state in response to the state adjustment instruction, a time duration 
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consumed by the first target object in the first state to complete the game task being longer than a 

time duration consumed by the first target object in the second state to complete the game task. 

[0006] According to another aspect of the embodiments of this application, an object control 

apparatus is further provided, including: a detection unit, configured to detect, in a process that a 

first target object controlled by a client performs a round of game task, a target angle generated in a ��

process that the first target object performs an action combination once, the action combination 

including performing a target action at least twice according to a same direction, and the target 

angle being an angle between an advancing direction and a sliding direction of the first target 

object; a trigger unit, configured to trigger a state adjustment instruction in response to the target 

angle reaching a trigger threshold, the state adjustment instruction being used for instructing to ���

adjust a movement state of the first target object; and an adjustment unit, configured to adjust the 

movement state of the first target object from a first state to a second state in response to the state 

adjustment instruction, a time duration consumed by the first target object in the first state to 

complete the game task being longer than a time duration consumed by the first target object in the 

second state to complete the game task. ���

[0007] According to still another aspect of the embodiments of this application, a storage 

medium is further provided, storing a computer program, the computer program being configured to 

perform, when run, the foregoing object control method. 

[0008] According to still another aspect of the embodiments of this application, an 

electronic device is further provided, including a memory, a processor and a computer program ���

stored in the memory and executable on the processor, the processor performing the foregoing 

object control method by using the computer program. 

[0009] According to still another aspect of the embodiments of this application, a computer 

program product including instructions is further provided, the instructions, when run on a 

computer, causing the computer to perform the foregoing object control method. ���

BRIEF DESCRIPTION OF THE DRAWINGS 

[0010] The accompanying drawings described herein are used to provide a further 

understanding of this application, and form part of this application. Exemplary embodiments of this 

application and descriptions thereof are used to explain this application, and do not constitute any 

inappropriate limitation to this application. In the accompanying drawings: ���

[0011] FIG. 1 is a schematic diagram of a network environment of an optional object 

control method according to an embodiment of this application. 
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[0012] FIG. 2 is a schematic diagram of a hardware environment of an optional object 

control method according to an embodiment of this application. 

[0013] FIG. 3 is a flowchart of an optional object control method according to an 

embodiment of this application. 

[0014] FIG. 4 is a schematic diagram of an optional object control method according to an ��

embodiment of this application. 

[0015] FIG. 5 is a schematic diagram of another optional object control method according to 

an embodiment of this application. 

[0016] FIG. 6 is a schematic diagram of still another optional object control method 

according to an embodiment of this application. ���

[0017] FIG. 7 is a schematic diagram of still another optional object control method 

according to an embodiment of this application. 

[0018] FIG. 8 is a flowchart of still another optional object control method according to an 

embodiment of this application. 

[0019] FIG. 9 is a flowchart of another optional object control method according to an ���

embodiment of this application. 

[0020] FIG. 10 is a flowchart of still another optional object control method according to an 

embodiment of this application. 

[0021] FIG. 11 is a schematic structural diagram of an optional object control apparatus 

according to an embodiment of this application. ���

[0022] FIG. 12 is a schematic structural diagram of an optional electronic device according 

to an embodiment of this application. 

DESCRIPTION OF EMBODIMENTS 

[0023] In order to make persons skilled in the art better understand the solutions of this 

application, the following clearly and completely describes the technical solutions in the ���

embodiments of this application with reference to the accompanying drawings in the embodiments 

of this application. Apparently, the described embodiments are only some of the embodiments of 

this application rather than all of the embodiments. All other embodiments obtained by a person of 

ordinary skill in the art based on the embodiments of this application without creative efforts shall 

fall within the protection scope of this application. ���
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[0024] In this specification, claims, and accompanying drawings of this application, the 

terms "first", "second", and so on are intended to distinguish similar objects but do not necessarily 

indicate a specific order or sequence. It is to be understood that such used data is interchangeable 

where appropriate so that the embodiments of this application described here can be implemented in 

an order other than those illustrated or described here. Moreover, the terms "include", "contain" and ��

any other variants mean to cover the non-exclusive inclusion, for example, a process, method, 

system, product, or device that includes a list of steps or units is not necessarily limited to those 

expressly listed steps or units, but may include other steps or units not expressly listed or inherent to 

such a process, method, system, product, or device. 

[0025] According to an aspect of the embodiments of this application, an object control ���

method is provided. Optionally, as an optional implementation, the object control method is 

applicable to, but is not limited to, a hardware environment shown in FIG. 1. It is assumed that a 

client of a game application (a client of a racing game application shown in FIG. 1) is installed on a 

user equipment 102. The user equipment 102 includes a human-computer interaction screen 104, a 

processor 106, and a memory 108. The human-computer interaction screen 104 is configured to ���

detect a human-computer interaction operation (for example, a touch operation) through a 

human-computer interaction interface corresponding to the client. The processor 106 is configured 

to generate a corresponding operation instruction according to the human-computer interaction 

operation, and control a first target object controlled by the client to perform a corresponding 

operation in response to the operation instruction. The memory 108 is configured to store the ���

operation instruction and attribute information related to the first target object. For example, the 

attribute information may include, but is not limited to, a movement state of the first target object. 

[0026] In a process that the client installed on the user equipment 102 controls the first 

target object 100 to perform a round of game task, a target angle generated in a process that the first 

target object 100 performs an action combination once is detected by using the human-computer ���

interaction screen 102 (as shown in FIG. 1, a control button 118 displayed in a human-computer 

interaction interface is configured to control execution of an action in the action combination), in 

S102. The action combination includes performing a target action at least twice according to the 

same direction, and the target angle is an angle between an advancing direction and a sliding 

direction of the first target object 100. ���

[0027] Further, in S104, in a case that the processor 106 detects that the target angle reaches 

a trigger threshold stored in the memory 108, a state adjustment instruction used for adjusting the 

movement state of the first target object 100 is triggered. In S106, the state adjustment instruction is 
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transmitted to a server 112 through a network 110. The server 112 includes a database 114 and a 

processing engine 116. The database 114 is configured to store state information of a first state and 

a second state and a mapping relationship between the movement state and the state adjustment 

instruction. The processing engine 116 is configured to determine the state information of the 

second state to which the state is to be adjusted according to the received state adjustment ��

instruction. 

[0028] According to the received state adjustment instruction, the processing engine 116 in 

the server 112 then performs, according to the mapping relationship stored in the database 114, 

S108 of adjusting the movement state of the first target object 100 from the first state to the second 

state. Then, in S110, the state information of the second state is transmitted to the user equipment ���

102 through the network 110. Further, the processor 106 in the user equipment 102 may further 

optionally perform S112 of controlling the first target object 100 in the second state to perform the 

game task. 

[0029] In addition, in an optional implementation, the operation control method is further 

applicable to, but is not limited to, a hardware environment shown in FIG. 2. It is still assumed that ���

a client of a game application (a client of a racing game application shown in FIG. 2) is installed on 

a user equipment 102. The user equipment 102 includes a human-computer interaction screen 104, a 

processor 106, and a memory 108. The user equipment 102 performs S202 to S206 by using the 

processor 106. In S202, a target angle generated in a process that a first target object 100 performs 

an action combination once is detected by using the human-computer interaction screen 102 (as ���

shown in FIG. 1, a control button 118 displayed in a human-computer interaction interface is 

configured to control execution of an action in the action combination). The action combination 

includes performing a target action at least twice according to the same direction, and the target 

angle is an angle between an advancing direction and a sliding direction of the first target object 

100. Then, in S204 and S206, in response to detecting that the target angle reaches a trigger ���

threshold stored in the memory 108, a state adjustment instruction used for adjusting a movement 

state of the first target object 100 is automatically triggered by using the processor 106, and the 

movement state of the first target object 100 is adjusted from a first state to a second state in 

response to the state adjustment instruction. A first time duration consumed by the first target object 

100 in the first state to complete a game task is longer than a second time duration consumed by the ���

first target object 100 in the second state to complete the game task. Next, S208 of controlling the 

first target object 100 in the second state to perform the game task may be further optionally 

performed. 
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[0030] It is to be noted that in this embodiment, in a process that the first target object 

controlled by the client performs a round of game task, in response to detecting that a target angle 

generated in a process that the first target object performs the action combination reaches the trigger 

threshold, the state adjustment instruction used for adjusting the movement state of the first target 

object is automatically triggered, so that the first target object adjusts the movement state to the ��

second state, and performs the game task in the second state rather than in the first state. In this 

way, an objective of shortening a time of control over the first target object in the game task is 

achieved, and the first target object can complete the game task as soon as possible, thereby 

improving a win rate in the game task and further overcoming a problem that the control time is 

increased due to relatively high operation complexity in the related art. ���

[0031] Optionally, in this embodiment, the user equipment may be, but is not limited to, a 

computer device that supports running of an application client, such as a mobile phone, a tablet 

computer, a notebook computer, or a PC. The foregoing description is merely an example, which is 

not limited in this embodiment. 

[0032] In an optional implementation, as shown in FIG. 3, the object control method ���

includes: 

[0033] S302. Detect, in a process that a first target object controlled by a client performs a 

round of game task, a target angle generated in a process that the first target object performs an 

action combination once, the action combination including performing a target action at least twice 

according to the same direction, and the target angle being an angle between an advancing direction ���

of the first target object and a sliding direction of the first target object. 

[0034] S304. Trigger a state adjustment instruction in response to the target angle reaching a 

trigger threshold, the state adjustment instruction being used for instructing to adjust a movement 

state of the first target object. 

[0035] It is to be noted that a manner of triggering the state adjustment instruction is not ���

limited in the embodiments of this application, for example, may include automatic trigger and 

indication-based trigger. 

[0036] The automatic trigger is to automatically trigger the state adjustment instruction in 

response to the target angle reaching the trigger threshold. 

[0037] A quantity of operations of a user during controlling the first target object to perform ���

the game task can be reduced by using the automatic trigger. 
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[0038] The indication-based trigger is to trigger the state adjustment instruction in response 

to detecting a specified user operation. For example, in a case of determining that the target angle 

reaches the trigger threshold, a user is prompted by a displayed virtual control, for the user to decide 

a trigger time autonomously, and when a specified user operation generated by the user by touching 

the virtual control is obtained, the state adjustment instruction is triggered. ��

[0039] Through the indication-based trigger, the user may autonomously choose whether to 

switch the movement state of the first target object, thereby giving play to a competition level of the 

user and improving competition experience of the user. 

[0040] For ease of description, the solutions are mainly described in the following 

embodiments with respect to the automatic trigger. ���

[0041] S306. Adjust the movement state of the first target object from a first state to a 

second state in response to the state adjustment instruction, a time duration consumed by the first 

target object in the first state to complete the game task being longer than a time duration consumed 

by the first target object in the second state to complete the game task. 

[0042] Optionally, in S308, the first target object in the second state is controlled to perform ���

the game task. 

[0043] It is to be noted that the steps of the method shown in FIG. 3 are applicable to, but 

are not limited to, the operation control system shown in FIG. 1, and completed through data 

exchange between the user equipment 102 and the server 112, and are also applicable to, but are not 

limited to, the user equipment 102 shown in FIG. 2, and completed by the user equipment 102 ���

independently. The foregoing description is merely an example, which is not limited in this 

embodiment. 

[0044] Optionally, in this embodiment, the object control method is applicable to, but is not 

limited to, a scenario of implementing automatic control over a target object controlled by a client 

of a game application to shorten a control time in a game task. For example, the game application ���

may be, but is not limited to, a racing game application. The target object may be, but is not limited 

to, virtual objects such as virtual characters, virtual equipment, and virtual vehicles manipulated by 

players in the racing game application. The action combination may include, but is not limited to, 

performing a target action at least twice according to the same direction (which may also be referred 

to as a "double-drift" below) by the target object during passing through a bend set in the game task. ���

For example, a drift-to-the-left action is performed at least twice or a drift-to-the-left action is 
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performed at least twice. The foregoing description is merely an example, which is not limited in 

this embodiment. 

[0045] For example, it is assumed that the game application is a racing game application. In 

response to detecting that a target angle generated in a process that a virtual vehicle controlled by a 

client performs two drift actions to the left reaches a trigger threshold, a state adjustment instruction ��

used for adjusting a movement state of the virtual vehicle is automatically triggered, and the 

movement state of the virtual vehicle is adjusted from a first state to a second state in response to 

the state adjustment instruction, to control the virtual vehicle to perform a game task in the second 

state, to shorten a time consumed by the virtual vehicle in the game task and improve a win rate of 

the virtual vehicle in the racing game task. This is not limited in this embodiment. ���

[0046] It is to be noted that in the process that the first target object controlled by the client 

performs a round of game task, in response to detecting that the target angle generated in the 

process that the first target object performs the action combination reaches the trigger threshold, the 

state adjustment instruction used for adjusting the movement state of the first target object is 

triggered, so that the first target object adjusts the movement state from the first state to the second ���

state, and performs the game task in the second state rather than in the first state. In this way, an 

objective of shortening a time of control over the first target object in the game task is achieved, and 

the first target object can complete the game task as soon as possible, thereby improving a win rate 

in the game task and further overcoming a problem that the control time is increased due to 

relatively high operation complexity in the related art. ���

[0047] Optionally, in this embodiment, the action combination may include, but is not 

limited to, performing a target action at least twice by the first target object during passing through 

a special bend set in the game task. The special bend may include, but is not limited to, a bend of 

which a turning angle is greater than a target angle threshold, such as a U-shaped bend. 

[0048] For example, a U-shaped bend 402 shown in FIG. 4 is set in a track of a game task, a ���

bend angle � of the U-shaped bend 402 is greater than a specific angle threshold �, and the action 

combination may be, but is not limited to, an action combination including controlling the first 

target object to continuously perform a drift action of drifting to the left (as shown in FIG. 4, two 

curves with arrows are each used for indicating that the drift action is performed once). Further, 

according to the method provided in this embodiment, in a process that the first target object ���

continuously performs the drift action of drifting to the left, it is detected whether the generated 

target angle (for example, a drift angle) reaches the trigger threshold, and in a case that the trigger 
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threshold is reached, the state adjustment instruction is automatically triggered, to adjust the first 

target object from the first state to the second state that consumes less time. 

[0049] Optionally, in this embodiment, the movement state may be used for, but is not 

limited to, indicating a stress state of acting force the first target object suffers in a moving process. 

The acting force includes advancing power for driving the first target object to move forward, ��

and/or friction for preventing the first target object from moving forward. That is, an objective of 

adjusting a control time required for controlling the first target object to perform a game task is 

achieved by adjusting the acting force the first target object suffers. For example, the advancing 

power to the first target object is increased, and/or the friction to the first target object is decreased, 

so that the first target object can finish a game track set in a round of game task more quickly. ���

[0050] Optionally, in this embodiment, the controlling the first target object in the second 

state to perform the game task may include, but is not limited to, controlling the first target object in 

the second state to continue to perform the game task within a target time period. For example, a 

virtual vehicle in a racing game application performs a round of racing task. It is assumed that a 

plurality of bends are set in a racing track corresponding to the round of racing task, and the ���

plurality of bends include a U-shaped bend. A drift angle generated in a process that the virtual 

vehicle performs the drift action twice during passing through the U-shaped bend is detected. In 

response to detecting that the drift angle reaches a trigger threshold, a state adjustment instruction is 

automatically triggered, to adjust a movement state of the virtual vehicle to a second state. For 

example, the second state is used for instructing to increase advancing power to the virtual vehicle, ���

and/or decrease friction to the virtual vehicle. Further, in response to the state adjustment 

instruction, the virtual vehicle is controlled within a target time period to continue to travel in the 

racing track in the second state. For example, if the state adjustment instruction is triggered at a 

moment t1, the virtual vehicle is controlled to continue to travel in the second state until a moment 

t2. The foregoing description is merely an example, which is not limited in this embodiment. ���

[0051] Optionally, in this embodiment, the target action in the action combination may be, 

but is not limited to, implemented by a control button displayed in a human-computer interaction 

interface of the client. The control button may include, but is not limited to, a first control button 

configured to control an advancing direction of the first target object, and a second control button 

configured to trigger the first target object to perform the target action. In a case that a touch and ���

hold operation is performed on the first control button and the second control button 

simultaneously, the target object is triggered to perform the target action once. The first control 

button may be, but is not limited to, direction control buttons shown in FIG. 5, such as a "left 
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direction button" 502 and a "right direction button" 504. The second control button may be, but is 

not limited to, a trigger control button shown in FIG. 5, such as a "drift start button" 506. 

[0052] Moreover, in this embodiment, the target angle may be, but is not limited to, an 

angle between an advancing direction and a sliding direction of the first target object. The sliding 

direction may be, but is not limited to, a direction to which the first target object actually moves in ��

the process of performing the target action. FIG. 6 shows an advancing direction 602 and a sliding 

direction 604 when the first target object drifts to the left, and an angle between the two directions 

is a target angle �. The foregoing description is merely an example, which is not limited in this 

embodiment. 

[0053] Specifically, description is provided with reference to examples shown in FIG. 7 and ���

FIG. 8. 

[0054] A racing game application is still used as an example. It is assumed that in a process 

that the first target object (a virtual object 702 shown in the figure) controlled by the client performs 

a round of game task, as shown in FIG. 7(a), it is detected that a player performs a first touch and 

hold operation on a "left direction button" and a "drift start button" in a human-computer interaction ���

interface, to control the virtual object 702 to performs a first time of drifting to the left. Then, as 

shown in FIG. 7(b), it is detected that after the player releases both of the control buttons, the play 

further performs a second touch and hold operation on the "left direction button" and the "drift start 

button" in the human-computer interaction interface, to control the virtual object 702 to perform a 

second time of drifting to the left. In this case, a target angle between an advancing direction and a ���

sliding direction of the virtual object in the drift process of drifting to the left continuously is 

detected. In response to detecting that the target angle reaches a trigger threshold, a state adjustment 

instruction is automatically triggered, to adjust a movement state of the virtual object 702 from a 

first state to a second state, and as shown in FIG. 7(c), control the virtual object 702 to perform a 

racing task in the second state (for example, FIG. 7 shows an accelerated state after advancing ���

power is increased). 

[0055] Further, a detection process may be shown in FIG. 8. In the drift process of drifting 

to the left continuously, the virtual object 702 moves forward along a direction of a dashed arrow 

but slides along a direction of a solid arrow. A target angle � between the two directions is detected. 

In response to the target angle � reaching the trigger threshold, an adjustment process of the ���

movement state of the virtual object 702 is automatically triggered. 
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[0056] In addition, assuming that the performing an action combination once in this 

embodiment includes performing a drift-to-the-left action twice, a procedure of control logic of the 

object control method may include, but is not limited to, the following steps shown in FIG. 9: 

[0057] In S902 to S906, a first operation instruction generated by performing a touch and 

hold operation on a left direction button and a drift start button in a human-computer interaction ��

interface is detected, and the first target object is controlled to perform the drift-to-the-left action for 

the first time in response to the first operation instruction. After both of the control buttons are 

released, a second operation instruction generated by performing the touch and hold operation on 

the left direction button and the drift start button in the human-computer interaction interface again 

is detected, and the first target object is controlled to perform the drift-to-the-left action for the ���

second time in response to the second operation instruction. Further, in S908, it is detected whether 

a target angle generated in the foregoing process reaches a trigger threshold, and in response to 

detecting that the target angle does not reach the trigger threshold, S906 is still performed to 

continue to control the first target object to perform the drift action and detect the target angle. In 

response to detecting that the target angle reaches the trigger threshold, the following S910 to S914 ���

are performed: A state adjustment instruction is triggered to adjust the movement state of the first 

target object from a first state to a second state, and the first target object is controlled to perform 

the game task in the second state. 

[0058] According to the embodiments provided in this application, in response to detecting 

that the target angle generated in the process that the first target object performs the action ���

combination reaches the trigger threshold, the state adjustment instruction used for adjusting the 

movement state of the first target object is automatically triggered, so that the first target object 

adjusts the movement state to the second state, and performs the game task in the second state rather 

than in the first state. In this way, an objective of shortening a time of control over the first target 

object in the game task is achieved, and the first target object can complete the game task as soon as ���

possible, thereby improving a win rate in the game task and further overcoming a problem that the 

control time is increased due to relatively high operation complexity in the related art. 

[0059] In an optional solution, the adjusting the movement state of the first target object 

from the first state to the second state in response to the state adjustment instruction includes: 

S1, obtaining a first parameter value, the first parameter value being a value of acting ���

force the first target object suffers in the first state; and 

S2, adjusting the first parameter value to a second parameter value, the second 

parameter value being a value of the acting force the first target object suffers in the second state. 
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[0060] It is to be noted that in this embodiment, the acting force the first target object 

suffers in the game task may include, but is not limited to, at least one of the following: advancing 

power for driving the first target object to move forward, and friction for preventing the first target 

object from moving forward. Corresponding parameter values may include, but are not limited to, a 

power parameter value and a friction parameter value. The foregoing description is merely an ��

example, which is not limited in this embodiment. 

[0061] For example, FIG. 10 shows stress analysis of the acting force the first target object 

suffers. The first target object travels forward as driven by the advancing power 1002, and slides to 

one side as driven by steering force 1004 generated by a drift action, and an actual moving direction 

of the first target object under the joint action of the two is a sliding direction 1006. Friction 1008 is ���

generated in a traveling process of the first target object. Components of the friction 1008 in two 

directions may include: a friction component 1008-1 for preventing the first target object from 

moving forward, and a friction component 1008-2 for preventing the first target object from sliding. 

[0062] Optionally, in this embodiment, adjusting a first parameter value to a second 

parameter value corresponding to the second state according to a target proportion includes at least ���

one of the following: 

1) in a case that the acting force includes advancing power, the first parameter value 

includes a first power parameter value, and the second parameter value includes a second power 

parameter value, increasing the first power parameter value to the second power parameter value 

according to a first target proportion; and ���

2) in a case that the acting force includes friction, the first parameter value includes a 

first friction parameter value, and the second parameter value includes a second friction parameter 

value, decreasing the first friction parameter value to the second friction parameter value according 

to a second target proportion. 

[0063] That is, in this embodiment, the advancing power of the first target object may be ���

increased, or the friction of the first target object may be decreased, or the advancing power of the 

first target object may be increased and the friction is decreased. In addition, the first target 

proportion for adjusting the advancing power and the second target proportion for adjusting the 

friction may be, but are not limited to, set to different values according to different actual scenes. 

The first target proportion may be equal to the second target proportion, or may be not equal to the ���

second target proportion, and a relative magnitude relationship between the two target proportions 

is not limited in this embodiment. 
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[0064] In this embodiment, increasing the advancing power (power promotion) may be 

increasing an advancing acceleration for the first target object, so that a travel speed at which the 

first target object moves forward is higher, thereby reducing the time consumed by the first target 

object in the racing task. 

[0065] In addition, the action combination may include, but is not limited to, the drift action. ��

The first target object generally slides in a process of performing the drift action, which increases a 

probability of generating a collision error. Once a collision error occurs, the player generally needs 

to consume more time to adjust the first target object, to resume a normal racing task running 

process of the first target object. Therefore, in this embodiment, the friction may be further reduced, 

so that the first target object may turn more quickly in the process of performing the drift action, to ���

shorten a turning time, thereby achieving an objective of shortening the time consumed by the first 

target object in the racing task. It is to be noted that the second target proportion may be, but is not 

limited to, used for adjusting a friction coefficient, or may be, but is not limited to, used for 

adjusting a value of the friction. 

[0066] Specifically, description is provided with reference to the following example. ���

[0067] It is assumed that the advancing power to the first target object is adjusted according 

to the first target proportion a%: 

F1=F0*(1+a%), 

where a% is the first target proportion and 0<a%<100%, F1 is the second power 

parameter value, and F0 is the first power parameter value. ���

[0068] It is assumed that the friction of the first target object is adjusted according to the 

second target proportion b%: 

f1=f0*b%, 

where b% is the second target proportion and 0<b%<100%, f1 is the second friction 

parameter value, and f0 is the first friction parameter value. ���

[0069] According to the embodiments provided in this application, the parameter value 

corresponding to the acting force the first target object suffers is adjusted according to the target 

proportion, so that adjustment of the movement state of the first target object is automatically 

triggered by detecting the relationship between the target angle and the trigger threshold, and the 

first target object continues to perform the game task in the parameter value corresponding to the ���

acting force indicated by the adjusted-to second state, thereby shortening the time of control over 
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the first target object in the game task, and improving a win rate of the first target object in the 

racing game task. 

[0070] In an optional solution, before the adjusting a first parameter value to a second 

parameter value corresponding to the second state according to a target proportion, the method 

further includes: ��

S1, determining a quantity of times that the target action in the action combination is 

performed; and 

S2, determining a target proportion according to the quantity, the target proportion 

being used for adjusting the first parameter value to the second parameter value. Optionally, the 

target proportion and the quantity may be positively correlated. ���

[0071] It is to be noted that in this embodiment, the quantity of times of the target action 

included in the action combination may be, but is not limited to, greater than or equal to 2. With the 

increase of the quantity of times of the target action, the target proportion used for adjusting the 

parameter value may be correspondingly changed. A greater quantity of times that the target action 

is performed indicates higher difficulty in completing a current bend, and a value of the target ���

proportion may be correspondingly increased, so that the first target object may pass through the 

complex bend as soon as possible, and this application is not limited thereto. 

[0072] For example, description is still made by using the example shown in FIG. 7. It is 

assumed that the virtual object 702 performs an action combination once, and the action 

combination includes performing a drift-to-the-left action twice. In a process that the ���

drift-to-the-left action is performed for the second time, in response to detecting that a drift angle � 

reaches a trigger threshold (for example, the trigger threshold is 68°), the advancing power of the 

virtual object may be increased according to a proportion of 10%, and/or the friction of the virtual 

object may be decreased according to the proportion of 10%, and this application is not limited 

thereto. ���

[0073] In another example, description is still made by using the example shown in FIG. 7. 

It is assumed that the virtual object 702 performs an action combination once, and the action 

combination includes performing a drift-to-the-left action three times. In a process that the 

drift-to-the-left action is performed for the third time, in response to detecting that a drift angle � 

reaches a trigger threshold (for example, the trigger threshold is 68°), the advancing power of the ���

virtual object may be increased according to a proportion of 15%, and/or the friction of the virtual 
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object may be decreased according to a proportion of 12%, and this application is not limited 

thereto. 

[0074] That is, with the increase of the quantity of times that the target action included in 

the action combination is performed, the target proportion may be adjusted, and adjustment 

tendencies of the two factors may be positively correlated. However, a specific adjusted value of the ��

target proportion is not limited in this embodiment. 

[0075] According to the embodiments provided in this application, the target proportion 

used for adjusting the parameter value of the acting force is associated with the quantity of times 

that the target action in the action combination is performed, so that the target proportion may be 

adjusted based on the quantity of times that the target action is performed. Therefore, the first target ���

object may be controlled more flexibly, and the flexibility of the target object in completing the 

game task is improved. 

[0076] In an optional solution, the controlling the first target object in the second state to 

perform the game task includes: 

S1, determining a trigger time point of the state adjustment instruction; and ���

S2, controlling the first target object in the second state to perform the game task 

from the trigger time point to a target time point, the target time point being determined according 

to an action difficulty coefficient in performing the action combination. 

[0077] It is to be noted that the target time point may be, but is not limited to, determined 

according to the action difficulty coefficient of the action combination. The action difficulty ���

coefficient may be, but is not limited to, determined according to at least one of the following 

parameters: the quantity of times of the target action included in the action combination, a bend 

angle of a bend to be passed through when the action combination is performed, and the like. In a 

case of a higher action difficulty coefficient, the target time point may be controlled to be later, and 

this application is not limited thereto. That is, for a more difficult action combination, a time from ���

the trigger time point to the target time point is controlled to be longer, so that the player has 

sufficient time for adjustment to pass through the current bend as soon as possible, to complete the 

game task in the current round of game as soon as possible. 

[0078] Specifically, description is provided with reference to the following example. 

[0079] Description is still made by using the example shown in FIG. 7. It is assumed that a ���

moment at which the virtual object 702 performs the drift action for the second time is t0, and a 

target angle detected at the moment t0 is 65°. In this case, an angle change brought by passive 
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drifting after the drift action is performed for the second time needs to be further detected. Further, 

it is assumed that the target angle exactly reaches the trigger threshold 68° at a moment t1. The 

moment t1 is then used as a trigger time point of the state adjustment instruction, and it is controlled 

to adjust the movement state of the first target object from the moment t1 and maintained until a 

target time point (for example, a moment t2). The controlling to adjust the movement state of the ��

first target object may include, but is not limited to, increasing the advancing power of the virtual 

object 702 by b%, and decreasing the friction of the virtual object 702 by b%. 

[0080] According to the embodiments provided in this application, the first target object is 

controlled to perform the game task in the second state between the trigger time point and the target 

time point, to ensure fairness of running of the game task. In addition, the target time point is ���

determined according to the action difficulty coefficient of the action combination, and the 

flexibility in controlling the first target object is further improved. 

[0081] In an optional solution, in addition to the first target object, a second target object is 

further in the game task. Correspondingly, the controlling the first target object in the second state 

to perform the game task includes: ���

S1, in a case that the first target object is in the second state and it is detected that the 

first target object collides with the second target object, controlling the first target object to generate 

first collision force to the second target object, the first collision force being greater than second 

collision force, and the second collision force being collision force generated in a case that the first 

target object is in the first state and collides with the second target object. ���

[0082] Optionally, in this embodiment, collision force between the first target object and 

another target object in the game task may be changed by adjusting the movement state of the first 

target object to the second state. That is, in a case of detecting that the first target object collides 

with the second target object in the game task, the first target object in the second state has greater 

collision force to knock away the second target object that stands in the way ahead than the first ���

target object in the first state, so that the second target object moves to a target position. The target 

position may be, but is not limited to, determined according to a collision point, a collision 

direction, and the collision force jointly. In this way, the second target object in the game task may 

move to another position that does not belong to the current track after the collision, and no longer 

block the first target object in the current track from passing through quickly. ���

[0083] It is to be noted that a travel speed of the first target object in the second state is 

greatly improved within a short time. Based on the principle of momentum conservation, in a case 

that mass of the target object is unchanged, the improved travel speed within a short time is equal to 
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providing relatively great impact force (that is, collision force) for the first target object. In this 

way, in a bend with a narrow space, the first target object may be assisted in passing through the 

bend quickly, and in a case that a second target object stands in the way ahead, the greater collision 

force generated in the second state may be further utilized to confront the second target object and 

knock the second target object away. ��

[0084] According to the embodiments provided in this application, in a case that the first 

target object is in the second state and it is detected that the first target object collides with a second 

target object in the game task, the first target object is controlled to generate first collision force to 

the second target object, to knock away the second target object that blocks the first target object 

from completing the game task. Therefore, the first target object may continue to complete the ���

game task in the given track, to avoid a problem of wasting time since the first target object moves 

out of the track due to the collision. 

[0085] In an optional solution, a human-computer interaction interface displayed by the 

client includes a first control button and a second control button. Before detecting the target angle 

generated in the process that the first target object performs the action combination once, the ���

method further includes: 

S1, obtaining an operation instruction generated by performing a touch and hold 

operation on the first control button and the second control button, the first control button being 

configured to adjust the advancing direction of the first target object, and the second control button 

being configured to trigger the first target object to perform the target action; and ���

S2, controlling the first target object to perform the target action at least twice in 

response to the operation instruction. 

[0086] Optionally, in this embodiment, the first control button may be, but is not limited to, 

direction buttons including a left direction button and a right direction button. The second control 

button may be, but is not limited to, a drift start button for triggering a drift action. In a case that a ���

touch and hold operation is performed on the first control button and the second control button 

simultaneously, an operation instruction is generated. The operation instruction is used for 

instructing a target object to perform a target action, such as a drift action. In this embodiment, the 

performing the target action in the action combination at least twice may be, but is not limited to, 

continuously performing the drift action according to the same direction. For example, the action ���

combination may be: touching and holding the left direction button and the drift start button to 

trigger a drift-to-the-left action for the first time, and then releasing both of the control buttons; 
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next, touching and holding the left direction button and the drift start button again, to trigger the 

drift-to-the-left action for the second time; and so on. 

[0087] According to the embodiments provided in this application, the action combination is 

implemented by performing operations on the first control button and the second control button, and 

in a case of detecting that the target angle generated in the process that the first target object ��

performs the action combination reaches the trigger threshold, the state adjustment instruction is 

automatically triggered, to adjust the movement state of the first target object, so that the first target 

object may continue to perform the game task in the adjusted-to second state, thereby achieving an 

objective of shortening a time consumed in the game task and improving a win rate of the first 

target object in a round of game. ���

[0088] For ease of description, the foregoing method embodiments are stated as a 

combination of a series of actions. However, a person skilled in the art is to know that this 

application is not limited to the described action sequence, because according to this application, 

some steps may be performed in another sequence or simultaneously. In addition, a person skilled 

in the art is also to understand that the embodiments described in this specification are all ���

exemplary embodiments, and the involved actions and modules are not necessarily required by this 

application. 

[0089] According to another aspect of the embodiments of this application, an object control 

apparatus for implementing the object control method is further provided. As shown in FIG. 11, the 

apparatus includes: ���

1) a detection unit 1102, configured to detect, in a process that a first target object 

controlled by a client performs a round of game task, a target angle generated in a process that the 

first target object performs an action combination once, the action combination including 

performing a target action at least twice according to the same direction, and the target angle being 

an angle between an advancing direction and a sliding direction of the first target object; ���

2) a trigger unit 1104, configured to trigger a state adjustment instruction in response 

to the target angle reaching a trigger threshold, the state adjustment instruction being used for 

instructing to adjust a movement state of the first target object; 

3) an adjustment unit 1106, configured to adjust the movement state of the first 

target object from a first state to a second state in response to the state adjustment instruction, a time ���

duration consumed by the first target object in the first state to complete the game task being longer 
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than a time duration consumed by the first target object in the second state to complete the game 

task; and 

4) optionally, a first control unit 1108, configured to control the first target object in 

the second state to perform the game task. 

[0090] It is to be noted that the apparatus shown in FIG. 11 is applicable to, but is not ��

limited to, the user equipment 102 and the server 112 in the network environment shown in FIG. 1, 

and is also applicable to, but is not limited to, the user equipment 102 shown in FIG. 2. The 

foregoing description is merely an example, which is not limited in this embodiment. 

[0091] Optionally, in this embodiment, the object control apparatus is applicable to, but is 

not limited to, a scenario of implementing automatic control over a target object controlled by a ���

client of a game application to shorten a control time in a game task. For example, the game 

application may be, but is not limited to, a racing game application. The target object may be, but is 

not limited to, virtual objects such as virtual characters, virtual equipment, and virtual vehicles 

manipulated by players in the racing game application. The action combination may include, but is 

not limited to, performing a target action at least twice according to the same direction (which may ���

also be referred to as a "double-drift" below) by the target object during passing through a bend set 

in the game task. For example, a drift-to-the-left action is performed at least twice or a 

drift-to-the-left action is performed at least twice. The foregoing description is merely an example, 

which is not limited in this embodiment. 

[0092] For example, it is assumed that the game application is a racing game application. In ���

a case of detecting that a target angle generated in a process that a virtual vehicle controlled by a 

client performs two drift actions to the left reaches a trigger threshold, a state adjustment instruction 

used for adjusting a movement state of the virtual vehicle is automatically triggered, and the 

movement state of the virtual vehicle is adjusted from a first state to a second state in response to 

the state adjustment instruction, to control the virtual vehicle to perform a game task in the second ���

state, to shorten a time consumed by the virtual vehicle in the game task and improve a win rate of 

the virtual vehicle in the racing game task. This is not limited in this embodiment. 

[0093] It is to be noted that in response to detecting that the target angle generated in the 

process that the first target object performs the action combination reaches the trigger threshold, the 

state adjustment instruction used for adjusting the movement state of the first target object is ���

automatically triggered, so that the first target object adjusts the movement state to the second state, 

and performs the game task in the second state rather than in the first state. In this way, an objective 

of shortening a time of control over the first target object in the game task is achieved, and the first 
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target object can complete the game task as soon as possible, thereby improving a win rate in the 

game task and further overcoming a problem that the control time is increased due to relatively high 

operation complexity in the related art. 

[0094] In an optional solution, the adjustment unit 1106 includes: 

1) an obtaining module, configured to obtain a first parameter value, the first ��

parameter value being a value of acting force the first target object suffers in the first state; and 

2) an adjustment module, configured to adjust the first parameter value to a second 

parameter value, the second parameter value being a value of the acting force the first target object 

suffers in the second state. 

[0095] In this embodiment, the acting force the first target object suffers in the game task ���

may include, but is not limited to, at least one of the following: advancing power for driving the 

first target object to move forward, and friction for preventing the first target object from moving 

forward. Corresponding parameter values may include, but are not limited to, a power parameter 

value and a friction parameter value. The foregoing description is merely an example, which is not 

limited in this embodiment. ���

[0096] Optionally, in this embodiment, the adjustment module includes at least one of the 

following: 

(1) a first adjustment submodule, configured to: in a case that the acting force 

includes advancing power, the first parameter value includes a first power parameter value, and the 

second parameter value includes a second power parameter value, increase the first power ���

parameter value to the second power parameter value according to a first target proportion; and 

(2) a second adjustment submodule, configured to: in a case that the acting force 

includes friction, the first parameter value includes a first friction parameter value, and the second 

parameter value includes a second friction parameter value, decrease the first friction parameter 

value to the second friction parameter value according to a second target proportion. ���

[0097] In an optional solution, the apparatus further includes: 

(1) a first determining module, configured to determine a quantity of times that the 

target action in the action combination is performed; and 

(2) a second determining module, configured to determine a target proportion 

according to the quantity, the target proportion being used for adjusting the first parameter value to ���

the second parameter value. 
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[0098] According to the embodiments provided in this application, the parameter value 

corresponding to the acting force the first target object suffers is adjusted according to the target 

proportion, so that adjustment of the movement state of the first target object is automatically 

triggered by detecting the relationship between the target angle and the trigger threshold, and the 

first target object continues to perform the game task in the parameter value corresponding to the ��

acting force indicated by the adjusted-to second state, thereby shortening the time of control over 

the first target object in the game task, and improving a win rate of the first target object in the 

racing game task. 

[0099] In an optional solution, the first control unit 1108 includes: 

1) a third determining module, configured to determine a trigger time point of the ���

state adjustment instruction; and 

2) a first control module, configured to control the first target object to perform the 

game task in the second state from the trigger time point to a target time point, the target time point 

being determined according to an action difficulty coefficient in performing the action combination. 

[0100] That is, with the increase of the quantity of times that the target action included in ���

the action combination is performed, the target proportion may be adjusted, and adjustment 

tendencies of the two factors are positively correlated. However, a specific adjusted value of the 

target proportion is not limited in this embodiment. 

[0101] According to the embodiments provided in this application, the target proportion 

used for adjusting the parameter value of the acting force is associated with the quantity of times ���

that the target action in the action combination is performed, so that the target proportion may be 

adjusted based on the quantity of times that the target action is performed. Therefore, the first target 

object may be controlled more flexibly, and the flexibility of the target object in completing the 

game task is improved. 

[0102] In an optional solution, a second target object is in the game task, and the first ���

control unit 1108 includes: 

1) a second control module, configured to: in a case that the first target object is in 

the second state and it is detected that the first target object collides with the second target object, 

control the first target object to generate first collision force to the second target object, the first 

collision force being greater than second collision force, and the second collision force being ���

collision force generated in a case that the first target object is in the first state and collides with the 

second target object. 
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[0103] Optionally, in this embodiment, collision force between the first target object and 

another target object in the game task may be further changed by adjusting the movement state of 

the first target object to the second state. That is, in a case of detecting that the first target object 

collides with the second target object in the game task, the first target object in the second state has 

greater collision force to knock away the second target object that stands in the way ahead than the ��

first target object in the first state, so that the second target object moves to a target position. The 

target position may be, but is not limited to, determined according to a collision point, a collision 

direction, and the collision force jointly. In this way, the second target object in the game task may 

move to another position that does not belong to the current track after the collision, and no longer 

block the first target object in the current track from passing through quickly. ���

[0104] According to the embodiments provided in this application, in a case that the first 

target object is in the second state and it is detected that the first target object collides with a second 

target object in the game task, the first target object is controlled to generate first collision force to 

the second target object, to knock away the second target object that blocks the first target object 

from completing the game task. Therefore, the first target object may continue to complete the ���

game task in the given track, to avoid a problem of wasting time since the first target object moves 

out of the track due to the collision. 

[0105] In an optional solution, a human-computer interaction interface displayed by the 

client includes a first control button and a second control button. The apparatus further includes: 

1) an obtaining unit, configured to obtain an operation instruction generated by ���

performing a touch and hold operation on the first control button and the second control button, the 

first control button being configured to adjust the advancing direction of the first target object, and 

the second control button being configured to trigger the first target object to perform the target 

action; and 

2) a second control unit, configured to control the first target object to perform the ���

target action at least twice in response to the operation instruction. 

[0106] Optionally, in this embodiment, the first control button may be, but is not limited to, 

direction buttons including a left direction button and a right direction button. The second control 

button may be, but is not limited to, a drift start button for triggering a drift action. In a case that a 

touch and hold operation is performed on the first control button and the second control button ���

simultaneously, an operation instruction is generated. The operation instruction is used for 

instructing a target object to perform a target action, such as a drift action. In this embodiment, the 

performing the target action in the action combination at least twice may be, but is not limited to, 
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continuously performing a drift action according to the same direction. For example, the action 

combination may be: touching and holding the left direction button and the drift start button to 

trigger a drift-to-the-left action for the first time, and then releasing both of the control buttons; 

next, touching and holding the left direction button and the drift start button again, to trigger the 

drift-to-the-left action for the second time; and so on. ��

[0107] According to the embodiments provided in this application, the action combination is 

implemented by performing operations on the first control button and the second control button, and 

in a case of detecting that the target angle generated in the process that the first target object 

performs the action combination reaches the trigger threshold, the state adjustment instruction is 

automatically triggered, to adjust the movement state of the first target object, so that the first target ���

object may continue to perform the game task in the adjusted-to second state, thereby achieving an 

objective of shortening a time consumed in the game task and improving a win rate of the first 

target object in a round of game. 

[0108] According to still another aspect of the embodiments of this application, an 

electronic device for implementing the object control method is further provided. As shown in FIG. ���

12, the electronic device includes a memory 1202 and a processor 1204. The memory 1202 stores a 

computer program, and the processor 1204 is configured to perform steps in any one of the above 

method embodiments by using the computer program. 

[0109] Optionally, in this embodiment, the electronic device may be located in at least one 

of a plurality of network devices in a computer network. ���

[0110] Optionally, in this embodiment, the processor may be configured to perform the 

following steps by using the computer program: 

S1, detecting, in a process that a first target object controlled by a client performs a 

round of game task, a target angle generated in a process that the first target object performs an 

action combination once, the action combination including performing a target action at least twice ���

according to the same direction, and the target angle being an angle between an advancing direction 

and a sliding direction of the first target object; 

S2, triggering a state adjustment instruction in response to the target angle reaching a 

trigger threshold, the state adjustment instruction being used for instructing to adjust a movement 

state of the first target object; and ���

S3, adjusting the movement state of the first target object from a first state to a 

second state in response to the state adjustment instruction, a time duration consumed by the first 



 24  

target object in the first state to complete the game task being longer than a time duration consumed 

by the first target object in the second state to complete the game task. 

[0111] Optionally, a person of ordinary skill in the art may understand that, the structure 

shown in FIG. 12 is only illustrative. The electronic device may also be a terminal device such as a 

smartphone (such as an Android mobile phone or an iOS mobile phone), a tablet computer, a ��

palmtop computer, a mobile Internet device (MID), or a PAD. FIG. 12 does not constitute a 

limitation on the structure of the electronic device. For example, the electronic device may further 

include more or fewer components (such as a network interface) than those shown in FIG. 12, or 

have a configuration different from that shown in FIG. 12. 

[0112] The memory 1202 may be configured to store a software program and a module, for ���

example, a program instruction/module corresponding to the object control method and apparatus in 

the embodiments of this application, and the processor 1204 performs various functional 

applications and data processing by running the software program and the module stored in the 

memory 1202, that is, implementing the foregoing object control method. The memory 1202 may 

include a high-speed random memory, and may also include a non-volatile memory, for example, ���

one or more magnetic storage apparatuses, a flash memory, or another nonvolatile solid-state 

memory. In some embodiments, the memory 1202 may further include memories remotely disposed 

relative to the processor 1204, and the remote memories may be connected to a terminal through a 

network. Examples of the network include, but are not limited to, the Internet, an intranet, a local 

area network, a mobile communication network, and a combination thereof. The memory 1202 may ���

be specifically configured to, but is not limited to, store the state adjustment instruction, and 

attribute information related to the first target object, such as state information. In an example, as 

shown in FIG. 12, the memory 1202 may include, but is not limited to, the detection unit 1102, the 

trigger unit 1104, the adjustment unit 1106, and the first control unit 1108 in the object control 

apparatus. In addition, the memory may also include, but is not limited to, other modules and units ���

in the object control apparatus, which will not be elaborated in this example. 

[0113] Optionally, a transmission device 1206 is configured to receive or transmit data 

through a network. Specific examples of the foregoing network may include a wired network and a 

wireless network. In an example, the transmission device 1206 includes a network interface 

controller (NIC). The NIC may be connected to another network device and a router by using a ���

network cable, so as to communicate with the Internet or a local area network. In an example, the 

transmission device 1206 is a radio frequency (RF) module, which communicates with the Internet 

in a wireless manner. 
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[0114] In addition, the electronic device further includes: a display 1208, configured to 

display the first target object and a process that the first target object performs a game task; and a 

connection bus 1210, configured to connect various modules and components in the electronic 

device. 

[0115] According to still another aspect of the embodiments of this application, a storage ��

medium is further provided, the storage medium storing a computer program, the computer program 

being configured to perform, when run, steps in any one of the foregoing method embodiments. 

[0116] Optionally, in this embodiment, the storage medium may be configured to store a 

computer program for performing the following steps: 

S1, detecting, in a process that a first target object controlled by a client performs a ���

round of game task, a target angle generated in a process that the first target object performs an 

action combination once, the action combination including performing a target action at least twice 

according to the same direction, and the target angle being an angle between an advancing direction 

and a sliding direction of the first target object; 

S2, triggering a state adjustment instruction in response to the target angle reaching a ���

trigger threshold, the state adjustment instruction being used for instructing to adjust a movement 

state of the first target object; and 

S3, adjusting the movement state of the first target object from a first state to a 

second state in response to the state adjustment instruction, a time duration consumed by the first 

target object in the first state to complete the game task being longer than a time duration consumed ���

by the first target object in the second state to complete the game task. 

[0117] Optionally, in this embodiment, a person of ordinary skill in the art may understand 

that all or some of the steps of the methods in the foregoing embodiments may be implemented by a 

program instructing relevant hardware of the terminal device. The program may be stored in a 

computer-readable storage medium. The storage medium may include a flash disk, a read-only ���

memory (ROM), a random access memory (RAM), a magnetic disk, an optical disk, and the like. 

[0118] An embodiment of this application further provides a computer program product 

including instructions, the instructions, when run on a computer, causing the computer to perform 

the method according to the foregoing embodiments. 

[0119] The sequence numbers of the foregoing embodiments of this application are merely ���

for description purpose but do not imply the preference among the embodiments. 
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[0120] When the integrated unit in the foregoing embodiments is implemented in a form of 

a software functional unit and sold or used as an independent product, the integrated unit may be 

stored in the foregoing computer-readable storage medium. Based on such an understanding, the 

technical solutions of this application essentially, or a part contributing to the related art, or all or a 

part of the technical solution may be implemented in a form of a software product. The computer ��

software product is stored in a storage medium and includes several instructions for instructing one 

or more computer devices (which may be a PC, a server, a network device or the like) to perform all 

or some of steps of the methods in the embodiments of this application. 

[0121] In the foregoing embodiments of this application, the descriptions of the 

embodiments have respective focuses. For a part that is not described in detail in an embodiment, ���

refer to related descriptions in other embodiments. 

[0122] In the several embodiments provided in this application, it is to be understood that, 

the disclosed client may be implemented in another manner. The apparatus embodiments described 

above are merely exemplary. For example, the division of the units is merely the division of logic 

functions, and may use other division manners during actual implementation. For example, a ���

plurality of units or components may be combined, or may be integrated into another system, or 

some features may be omitted or not performed. In addition, the coupling, or direct coupling, or 

communication connection between the displayed or discussed components may be the indirect 

coupling or communication connection by means of some interfaces, units, or modules, and may be 

electrical or of other forms. ���

[0123] The units described as separate components may or may not be physically separated, 

and the components displayed as units may or may not be physical units, and may be located in one 

place or may be distributed over a plurality of network units. Some or all of the units may be 

selected according to actual needs to achieve the objectives of the solutions of the embodiments. 

[0124] In addition, functional units in the embodiments of this application may be integrated ���

into one processing unit, or each of the units may be physically separated, or two or more units may 

be integrated into one unit. The integrated unit may be implemented in the form of hardware, or 

may be implemented in a form of a software functional unit. 

[0125] The foregoing descriptions are merely exemplary implementations of this 

application. A person of ordinary skill in the art may further make several improvements and ���

modifications without departing from the principle of this application, and the improvements and 

modifications are also considered as falling within the protection scope of this application. 
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CLAIMS 

What is claimed is: 

1. An object control method, performed by a user equipment, the method comprising: 

detecting, in a process that a first target object controlled by a client performs a round of game 

task, a target angle generated in a process that the first target object performs an action combination ��

once, the action combination comprising performing a target action at least twice according to a 

same direction, and the target angle being an angle between an advancing direction and a sliding 

direction of the first target object; 

triggering a state adjustment instruction in response to the target angle reaching a trigger 

threshold, the state adjustment instruction being used for instructing to adjust a movement state of ���

the first target object; and 

adjusting the movement state of the first target object from a first state to a second state in 

response to the state adjustment instruction, a time duration consumed by the first target object in 

the first state to complete the game task being longer than a time duration consumed by the first 

target object in the second state to complete the game task. ���

2. The method according to claim 1, wherein adjusting the movement state of the first target 

object from the first state to the second state in response to the state adjustment instruction 

comprises: 

obtaining a first parameter value, the first parameter value being a value of acting force the 

first target object suffers in the first state; and ���

adjusting the first parameter value to a second parameter value, the second parameter value 

being a value of the acting force the first target object suffers in the second state. 

3. The method according to claim 2, wherein adjusting the first parameter value to the second 

parameter value comprises at least one of the following: 

in a case that the acting force comprises advancing power, the first parameter value comprises ���

a first power parameter value, and the second parameter value comprises a second power parameter 

value, increasing the first power parameter value to the second power parameter value according to 

a first target proportion; and 

in a case that the acting force comprises friction, the first parameter value comprises a first 

friction parameter value, and the second parameter value comprises a second friction parameter ���

value, decreasing the first friction parameter value to the second friction parameter value according 
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to a second target proportion. 

4. The method according to claim 2, wherein before adjusting the first parameter value to the 

second parameter value, the method further comprises: 

determining a quantity of times that the target action in the action combination is performed; 

and ��

determining a target proportion according to the quantity, the target proportion being used for 

adjusting the first parameter value to the second parameter value. 

5. The method according to any one of claims 1 to 4, wherein after adjusting the movement 

state of the first target object from the first state to the second state in response to the state 

adjustment instruction, the method further comprises: ���

controlling the first target object in the second state to perform the game task. 

6. The method according to claim 5, wherein controlling the first target object in the second 

state to perform the game task comprises: 

determining a trigger time point of the state adjustment instruction; and 

controlling the first target object in the second state to perform the game task from the trigger ���

time point to a target time point, the target time point being determined according to an action 

difficulty coefficient in performing the action combination. 

7. The method according to claim 5, wherein a second target object is in the game task, and 

controlling the first target object in the second state to perform the game task comprises: 

in a case that the first target object is in the second state and it is detected that the first target ���

object collides with the second target object, controlling the first target object to generate first 

collision force to the second target object, the first collision force being greater than second 

collision force, and the second collision force being collision force generated in a case that the first 

target object is in the first state and collides with the second target object. 

8. The method according to any one of claims 1 to 4, wherein a human-computer interaction ���

interface displayed by the client comprises a first control button and a second control button, and 

before detecting the target angle generated in the process that the first target object performs the 

action combination once, the method further comprises: 

obtaining an operation instruction generated by performing a touch and hold operation on the 

first control button and the second control button, the first control button being configured to adjust ���

the advancing direction of the first target object, and the second control button being configured to 
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trigger the first target object to perform the target action; and 

controlling the first target object to perform the target action at least twice in response to the 

operation instruction. 

9. An object control apparatus, comprising: 

a detection unit, configured to detect, in a process that a first target object controlled by a client ��

performs a round of game task, a target angle generated in a process that the first target object 

performs an action combination once, the action combination comprising performing a target action 

at least twice according to a same direction, and the target angle being an angle between an 

advancing direction and a sliding direction of the first target object; 

a trigger unit, configured to trigger a state adjustment instruction in response to the target angle ���

reaching a trigger threshold, the state adjustment instruction being used for instructing to adjust a 

movement state of the first target object; and 

an adjustment unit, configured to adjust the movement state of the first target object from a 

first state to a second state in response to the state adjustment instruction, a time duration consumed 

by the first target object in the first state to complete the game task being longer than a time ���

duration consumed by the first target object in the second state to complete the game task. 

10. The apparatus according to claim 9, wherein the adjustment unit comprises: 

an obtaining module, configured to obtain a first parameter value, the first parameter value 

being a value of acting force the first target object suffers in the first state; and 

an adjustment module, configured to adjust the first parameter value to a second parameter ���

value, the second parameter value being a value of the acting force the first target object suffers in 

the second state. 

11. The apparatus according to claim 10, wherein the adjustment module comprises at least 

one of the following: 

a first adjustment submodule, configured to: in a case that the acting force comprises ���

advancing power, the first parameter value comprises a first power parameter value, and the second 

parameter value comprises a second power parameter value, increase the first power parameter 

value to the second power parameter value according to a first target proportion; and 

a second adjustment submodule, configured to: in a case that the acting force comprises 

friction, the first parameter value comprises a first friction parameter value, and the second ���

parameter value comprises a second friction parameter value, decrease the first friction parameter 
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value to the second friction parameter value according to a second target proportion. 

12. The apparatus according to claim 10, further comprising: 

a first determining module, configured to determine a quantity of times that the target action in 

the action combination is performed; and 

a second determining module, configured to determine a target proportion according to the ��

quantity, the target proportion being used for adjusting the first parameter value to the second 

parameter value. 

13. The apparatus according to any one of claims 9 to 12, further comprising: 

a first control unit, configured to control the first target object in the second state to perform 

the game task. ���

14. The apparatus according to claim 13, wherein the first control unit comprises: 

a third determining module, configured to determine a trigger time point of the state 

adjustment instruction; and 

a first control module, configured to control the first target object in the second state to 

perform the game task from the trigger time point to a target time point, the target time point being ���

determined according to an action difficulty coefficient in performing the action combination. 

15. The apparatus according to claim 13, wherein a second target object is in the game task, 

and the first control unit comprises: 

a second control module, configured to: in a case that the first target object is in the second 

state and it is detected that the first target object collides with the second target object, control the ���

first target object to generate first collision force to the second target object, the first collision force 

being greater than second collision force, and the second collision force being collision force 

generated in a case that the first target object is in the first state and collides with the second target 

object. 

16. The apparatus according to any one of claims 9 to 12, wherein a human-computer ���

interaction interface displayed by the client comprises a first control button and a second control 

button, and the apparatus further comprises: 

an obtaining unit, configured to obtain an operation instruction generated by performing a 

touch and hold operation on the first control button and the second control button, the first control 

button being configured to adjust the advancing direction of the first target object, and the second ���

control button being configured to trigger the first target object to perform the target action; and 
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a second control unit, configured to control the first target object to perform the target action at 

least twice in response to the operation instruction. 

17. A storage medium, storing a program, the program, when run, performing the method 

according to any one of claims 1 to 8. 

18. An electronic device, comprising a memory and a processor, the memory storing a ��

computer program, and the processor being configured to perform the method according to any one 

of claims 1 to 8 by using the computer program. 

19. A computer program product comprising instructions, when run on a computer, causing the 

computer to perform the method according to any one of claims 1 to 8. 

���


