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Display a battle picture, the battle picture including a first virtual object

201
o

Y

Display a prop transfer control in response to determining that the first virtual
object has a prop obtaining request followed by an aiming crosshair of a second
virtual object pointing to the first virtual object, the first virtual object and the
second virtual object belonging to a same camp
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Control, in response to a trigger operation on the prop transfer control, the second
virtual object to transfer a virtual prop to the first virtual object

FIG. 2
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Display a battle picture, the battle picture including a first virtual object

401
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Y

Display a prop transfer control when the first virtual object has a prop obtaining

request, an object distance between the first virtual object and a second virtual

object meets a distance condition, and an aiming crosshair of the second virtual
object points to the first virtual object
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Control, in response to a trigger operation on the prop transfer control, the second
virtual object to transfer a virtual prop to the first virtual object

Y

Stop displaying a prop identifier around the first virtual object when the first
virtual object receives the virtual prop transferred by the second virtual object

FIG. 4
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Display a battle picture, the battle picture including a first virtual object
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Display a prop transfer control in response to determining that the first virtual
object has a prop obtaining request followed by an aiming crosshair of a second
virtual object pointing to the first virtual object, the first virtual object and the
second virtual object belonging to a same camp
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Modify, in response to an editing operation on the prop transfer control, a first
transfer quantity based on the editing operation

Y

In response to a confirmation operation on the prop transfer control, control, based
on the modified first transfer quantity, the second virtual object to transfer a virtual
prop to the first virtual object

FIG. 6
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A person lacking materials
initiates a material request

801: Determine, in real time, a
distance between a player and
the person lacking materials

802: Distance >
Im

Yes

804: Distance <
1m

Yes

803: The request does
not take effect on the

player

805: Determine, in real
time, whether a
crosshair of the player
is aimed at the person
lacking materials

No y

v Yes

806: The request
does not take effect
on the player

807: Determine, in real
time, whether the player
owns a material of this type

No y

v Yes

808: The request
does not take effect
on the player

809: Determine a
quantity of materials
owned by the player

v v

810: Give half of a
current quantity if
the materials are
virtual medicines

811: Determine, if the
materials are virtual bullets,
whether the quantity of
materials owned by the
player is greater than 60

v

v

812: Give 30 rounds
if the quantity of
materials > 60

813: Give half of the
current quantity if
the quantity of
materials < 60

v

814: Determine whether a

remaining capacity of a backpack
of the person lacking materials is

sufficient for receiving the
materials of this quantity

v

reception,
give b

815: If the capacity is
sufficient for

v

display a
utton

816: If the capacity is
insufficient for reception,
adjust downward to a
maximum receivable value
and display a give button

v

817: Click the give button to give

materials to the person lacking
materials
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Display a prop obtaining control, the prop obtaining control being configured to be
triggered by a first virtual object to request a second virtual object to transfer a
virtual prop, and the first virtual object and the second virtual object belonging to a
same camp
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Determine a first virtual prop in response to a trigger operation on a sub-control in
the prop obtaining control, the sub-control being configured to indicate the first
virtual prop that the first virtual object requests to obtain
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Display a prop identifier of the first virtual prop around the first virtual object, the
prop identifier representing that the first virtual object has a prop obtaining request

Y

Receive the first virtual prop transferred by the second virtual object to the first
virtual object, in which transfer of the first virtual prop is triggered by the second
virtual object using the prop transfer control, and the prop transfer control is
configured to be displayed when an aiming crosshair of the second virtual object
points to the first virtual object

FIG. 9
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1201: A person lacking materials
initiates a material request by
using a wheel

v

1202: Determine a material type
initiated by a player

1203: If

v

1210: If the material type is virtual
medicines, determine a medicine

the material type
is virtual bullets, determine
whether the player currently
holds a virtual prop that
needs to use the
virtual bullet

No¢ ¢ Yes

quantity of virtual medicines
currently owned by the player

1205: Initiate a request
to obtain a virtual
bullet of a bullet type
h corresponding to the
bU”ettOf g fixed currently held virtual

yp prop

1204: Initiate a
request to
obtain a virtual

1211: Determine whethe

of medical kits is greater than or
equal to a pickup upper limit

r a quantity

No¢

v Yes

1212:
Determine that
arequested
material is a
medical kit

than

1213: Determine
whether a quantity of
bandages is greater

pickup upper limit

or equal to the

| |
v

1206: A bubble appears above

the head of the person lacking

materials, an identifier of the

requested material is displayed
in the bubble

v

1207: Determine whether there
isa giver who gives materials

No ¢

¢ Yes

1214:
Determine that
arequested
material is a
bandage

1215: Determine
whether a quantity
of painkillers is
greater than or
equal to the pickup

upper limit

No+ v Yes

D

material is a

1217:
Determine that
arequested
material is
energy drinks

1216:
etermine that
arequested

painkiller

A 4

1218: Determine

whether there is a giver

NoO y v Yes
1208: The
bubble 1209: The
disappears after bubble
a duration disappears, and
threshold is the process is
reached, and the ended
process is ended

who gives materials

v

Noy

v Yes

1219: The bubble
disappears after a duration
threshold is reached, and
the process is ended

1220: The bubble
disappears, and the process
isended
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