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when a distance between a first virtual operation object and a first
virtual obstacle in a target game application is less than or equal to a first
predetermined distance threshold, a first virtual resource transfer
operation is obtained. The first virtual operation object is located in a
first virtual region in a target game application, the first virtual obstacle
is in a locked state, the first virtual obstacle is set to prevent the first
virtual operation object from moving to a second virtual region in the
target game application when the first virtual obstacle is in the locked
state, and a first virtual resource transfer operation is configured to
transfer a first predetermined quantity of virtual resources from a virtual
resource set currently possessed by the first virtual operation object

in response to the first virtual resource transfer operation, the first
predetermined quantity of the virtual resources are transferred from the
virtual resource set currently possessed by the first virtual operation
object, and switch a state of the first virtual obstacle from the locked
state to an unlocked state

'

the first virtual operation object is controlled to move from the first
virtual region to the second virtual region when the first control
operation is obtained
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