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FIG. 1

A terminal displays, on a virtual scene interface, a first virtual object, a first virtual
wheel, and a second virtual wheel corresponding to a target skill
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The terminal selects, in response to a first movement operation on the second virtual
wheel, a skill effect-taking location based on a movement direction of the first
movement operation, and controls the first virtual object to release the target skill to
the currently selected skill effect-taking location at an end of the first movement
operation, the target skill having effect-taking duration
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The terminal adjusts, in response to a second movement operation on the first virtual
wheel, the skill effect-taking location of the target skill based on a movement
direction of the second movement operation within the effect-taking duration of the
target skill, and controls the first virtual object to follow an adjusted skill effect-
taking location to release the target skill
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A terminal displays a first virtual object and a first virtual wheel on a virtual scene
interface
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The terminal displays a skill aiming frame and a second virtual wheel on the virtual
scene interface in response to a skill release operation on a target skill, the skill
aiming frame being for indicating a skill effect-taking location of the target skill
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The terminal moves, in response to a first movement operation, the skill aiming
frame based on a movement direction of the first movement operation
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The terminal controls the first virtual object to release the target skill to a currently
selected skill effect-taking location at an end of the first movement operation, the
target skill having effect-taking duration
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The terminal moves, in response to a second movement operation on the first virtual
wheel, the skill aiming frame based on a movement direction of the second
movement operation within the effect-taking duration of the target skill, and controls
the first virtual object to follow a skill effect-taking location indicated by the moving
skill aiming frame to release the target skill

305

FIG. 3



3/6

(SRr=Ade 0 VS 0 0/0/0
@[A @@ ﬁﬁ.ﬂ \ 00:31 88 ms

405

@67%7%@) ‘ & 40% 403

402

\O Ve 88%2

00:31

> 407

|
| 402

e0% g

-




4/6

\00\6;8310 88%2

403

406
402

FIG. 5

/0 --%.A @é
&, 4i1

,@%
Jioga
YD

L
Y

W@

\O ot 88 e E=)

00:31

403

402

) ®

FIG. 6




5/6

/@%’g‘ \0 oL 882{2

00:31

403

FIG. 7

. Drag a press operation to
Press a second virtual a cancellation area Cancel to release a

wheel corresponding to a .
target skill J ’L skill

Select a skill effect-
taking location

A

Release the second virtual
wheel to end a pressing
operation

e e )

A 4

Adjust a view angle of a
virtual scene interface, to
enable the skill effect- taklng
location to be displayed in a
central area of the virtual
scene interface

ATV

Adjust the skill effect-taking
location based on a movement
direction of the press operation, and
release the target skill to the skill
effect-taking location

Release the target skill to
the skill effect-taking
location

Press a first
virtual wheel

)

FIG. 8



6/6

901
Display module /
902
Skill release module
903
Location adjusting module /
FIG. 9
1100 AN
1101
i
Processor |=—p
1105
1102 <«»| Display |/
[ screen
Memory <

FIG. 10



