Computer system 100

Server 120

User
account

database
123

Battle
service
module 124

Processor 122

i

User-oriented /0O
interface 125

*

'

Wireless network

or wired network | Other terminals
140
___________ I
130
Client 111 Client 131
supporting a virtual ﬂ supporting a virtual
environment environment
112 132

FIG. 1

1/9



](@ User 1Waitin§ for takeofg.i,
H@\User 2 ‘

ElG)= I 2
H@M;J
N2
XXXXXXX B XXXX XXX
XXX XXX XK= XXXXXXX | 25 Takeoff
/
Remind a
teammate to join
o8
Remmd
24 joining
1(@ Hser 1Waitin§ for takeofg.ﬁ, 32 30

1 |
ﬂ!@jUser 4

XXXXXXX S XXXXXXX]
XXXXXXXX =7 XXXXXXX |

[

the deep space special policeman

Hurry to join the ultimate skill of
for transfer

33

Join to
take off

2/9




Display a first virtual character in a virtual environment, the first virtual //' 220

character has a team transfer skill

v

Display a reminder control for the team transfer skill in response to a cast j— 240

operation for the team transfer skill

v

Transmit reminder information to at least one teammate virtual character in
response to a trigger operation for the reminder control, the reminder
information being configured for reminding the at least one teammate
virtual character to become a transfer object of the team transfer skill {

v

Cast the team transfer skill to transfer a second virtual character in

: o X 280
response to meeting a transfer condition of the team transfer skill, the {/_

second virtual character being a teammate virtual character that has
become a transfer object of the team transfer skill

FIG. 3

Display a first virtual character in a virtual environment, the first virtual /1
character has a team transfer skill

220

v

Display a reminder control for the team transfer skill in response to a cast
operation for the team transfer skill, the reminder control including a main /
reminder control and n teammate reminder

24

l — 262 l S 264

operation for the main reminder control

Transmit reminder information to all

teammate virtual characters meeting a
join condition in response to a trigger

Transmit the reminder information to a
teammate virtual characters or all teammate virtual character corresponding
to at least one teammate reminder control
in response to a trigger operation for the at
least one teammate reminder control of the

l n teammate reminder controls

v

Cast the team transfer skill to transfer a second virtual character in
response to meeting a transfer condition of the team transfer skill, the
second virtual character being a teammate virtual character that has

280

become the transfer object of the team transfer skill

FIG. 4

3/9



1(@ User 1 A

L |

User 3

XXXXXXX g XXXXXXX
XXXXXXXX = XXXXXXX |

&)

XXXXXXX 57~ XXXXXXX I\
XXXXX XXX X XXXXXXX

N\ O

—User I activates
28 takeoff state.

AL D
6 Supplies here :

1 [
— /‘2’939’ = joining
-

1
| 3

4/9



|l|m\User IWamnE for takeofg.i., 75 EastNps 120 Southeast/o 165 32

Hurry to join the ultimate '

XXXXKXX g X XXX XXX

XXXXXXXX X XXXXXXX

/< \
First
person

N C =

policeman for transfer

skill of the deep space special

S 52

= )8

Wait me to

take off (3)

N

O

~——~

=AY

©

Auto:

57 2

7N

N

0/16

4 Join to take off

& (v ®

= s

FIG. 8

1 User 1Waiting for takeoff A

XXXXXXX g XXX XXKK |

XXXXXXXX = XXXXXXX

7'\
First
person

5 East\jos5 120 Southeast|5o 165

—
The deep space special |
policeman is reminding
you to hurry to join the
ultimate skill for transfer

[©]
@][=] =)@l

34

PR

00: 00—

= {» @A
Wait me to

take off (3)

:&/L (:

N
S~~~

0/16

©

Auto:

Y e A 1)

@7 ®

Join to take off

&9

FIG. 9

5/9



Vo (
O \$ > // )
e &
~ o
42 — Do
Speed ~\Maxi V Altitud
K %p:_\‘\gliilﬁln;?i;tance{‘/\ _yf e
149.6 plj=
€=
\;V?’_E\: = :g r“37
= = 227
\& — _E meters
y Stall {\Wf Sea level —

FIG. 10

6/9




Display a first virtual character in a virtual environment, the first virtual | — 220
character has a team transfer skill

!

Display a reminder control for the team transfer skill in response to a cast
operation for the team transfer skill, the reminder control including a (1
main reminder control and n teammate reminder

v

Display a teammate reminder control corresponding to a teammate virtual 250
character in a first state before the teammate virtual character becomes a (/'
transfer object of the team transfer skill

! — 262 l — 264

Transmit the reminder information to a teammate
virtual character corresponding to at least one
teammate reminder control in response to a
trigger operation for the at least one teammate
reminder control of the n teammate reminder
controls

Transmit reminder information to all teammate
virtual characters or all teammate virtual
characters meeting a join condition in response to
a trigger operation for the main reminder control

h 4 ¢

Display a teammate reminder control corresponding to a second virtual
character in a second state after the second virtual character becomes the (
transfer object of the team transfer skill

!

Cast the team transfer skill to transfer a second virtual character in _—280

response to meeting a transfer condition of the team transfer skill, the

second virtual character being a teammate virtual character that has
become the transfer object of the team transfer skill

FIG. 11

) )]
10RO

First state Second state

FIG. 12

7/9



whether skill
recharging energy
reaches 100%

S1

of a hero is played

back

clicked/
tapped

Detect that

control is

Cast the skill, and transfer
together with teammates who
have joined the skill

clicked/tapp

skill cancel

a

ed,

Detect
that the join
reminder
button is
clicked/
tapped

Cancel all casting
states, and return to
a usual state

end point of a corresponding
drag operation is teammate color, and
at the position of _display the
S4 teammate an information on the
left side of the
reminder button

Yes
Detect that a 82
skill button
is clicked/
tapped
Display a An energy bar é;;ill esst a:ge Thi:ﬁ;tgﬁ‘ &fethe A join reminder button
flight-state | | 2PPearson the right prepari r%g and a player at the appears on the left side of a
HUD side of the reticle, cancel buiton upper left corner cast button at the lower right
which increases from ; . corner, and a corresponding
o o K for canceling changes to: ¢ te stat 1
0% to 100% from its skill casting waiting for eammate status componen
appearance appears on the takeoff appears
\|/ left side
- L
After the energy bar increases \I/ Read information ofa
to 100%, Ready is displayed, - currently surviving
and a takeoff button brightens, The join A bubble appears  the h £
: . he 1 teammate: the hero o
allowing to be operated reminder at tth: ;?g}»]: t(l)ng the teammate, the
control click/tap to corresponding
S8 appears remind a teammate color,
The perspective is " te to ioi whether it survives or
changed to a third- ]t%etkt:g]i th"}}‘ cammate fo jon _ not, and whether it
|| person perspective, ¢ takeo: S9 joins the ultimate skill
and a takeoff action button is

S5

Detect that the
join reminder
button is long-
pressed

Detect
whether the teammate
survives

S3

Read the information
of the currently
surviving teammate:
the hero of the
teammate, and the

S6

Detect that an

Transmit reminder
information to
clients of teammates
of the whole team

S7

L~

A}
Transmit the
reminder

Detect
Wwhether the teammate

FIG

.13

8/9

joins the ultimate
skill

information to
the teammate an

Yes
N

The display of the join
state of the teammate
changes from unjoined
to joined




~
(e

701
;

=2

Processor

-

Y

702
I

Memory

A

1420

Display (/_
module
1440
Interaction (/
module
1460
Transmitting (/
module
1480
. /
Casting modulef

FIG. 14

703
/

T

J

-t
Rl Lt

RF circuit

705
~

A

. | Touch displa;

Screen

706

A
4

A

\

J

Camera
component

707

A
4

Peripheral device interface

J :H
Audio circuit
=0

708

A
4

J
Power supply

Acceleration
sensor 710

Gyroscope
sensor 711

Pressure sensor
712

Optical sensor
713

Proximity
sensor 714

Sensor 709

FIG. 15

9/9




