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FIG. 11 

The terminal creates a first flyable prop in a virtual scene in response to a cast 
operation by a first virtual object on a virtual skill, the first flyable prop being 

associated with the virtual skill, and the first virtual object belonging to a first camp

The terminal controls the first flyable prop to move along a first flight trajectory, the 
first flight trajectory being a trajectory determined based on the cast operation

1201

1202

The terminal controls, when a second flyable prop is detected within a target range 
of the first flyable prop, the first flyable prop to move along a second flight 

trajectory, the second flyable prop being cast by a second virtual object, and the 
second virtual object belonging to a second camp
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FIG. 16 

 

The terminal creates a first flyable prop in a virtual scene in response to a cast 
operation by a first virtual object on a virtual skill, the first flyable prop being 

associated with the virtual skill, and the first virtual object belonging to a first camp

The terminal controls the first flyable prop to move along a first flight trajectory, the 
first flight trajectory being a trajectory determined based on the cast operation

1701

1702

The terminal controls, when a second flyable prop is detected within a target range 
of the first flyable prop, the first flyable prop to stop moving along the first flight 

trajectory, the second flyable prop being cast by a second virtual object of a second 
camp

1703

The terminal generates a second flight trajectory for the first flyable prop, and 
controls the first flyable prop to move along the second flight trajectory

1704

The terminal extends effective duration of the first flyable prop
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