VIRTUAL SUBJECT CONTROL METHOD AND APPARATUS,
DEVICE, AND MEDIUM

[0001] This application claims priority to Chinese Patent Application No. 202210189724 X,
entitled "VIRTUAL OBJECT CONTROL METHOD AND APPARATUS, DEVICE, AND
MEDIUM", and filed on February 28, 2022, which is incorporated herein by reference in its

entirety.

FIELD OF THE TECHNOLOGY

[0002] This application relates to the field of virtual worlds, and in particular, to a virtual

object control method and apparatus, a device, and a medium.

BACKGROUND OF THE DISCLOSURE

[0003] In an online game with a virtual environment, such as a multiplayer online
role-playing game, a player can play one or more virtual objects and control an activity and a

behavior of the virtual object in a virtual world of the game.

[0004] In the online game, the player controls a first virtual object to cast a skill to reduce an
attribute value of another virtual object. For example, when the player triggers a skill control, a
second virtual object that is closest to the first virtual object or has a lowest attribute value is usually

selected as a target for casting the skill.

[0005] However, the second virtual object determined based on a distance or a size of the
attribute value may not be the target that the player wishes to cast the skill, resulting in lower

accuracy of skill cast.

SUMMARY

[0006] Embodiments of this application provide a virtual object control method and

apparatus, a device, and a medium, and the technical solutions are as follows.

[0007] According to an aspect of this application, a virtual object control method is

provided, performed by a computer device, the method including:

[0008] displaying a first virtual object and at least one candidate virtual object, the first

virtual object having a first skill;



[0009] displaying, in a case that a second virtual object is located within a skill cast range of
the first skill, a linear skill indicator of the first skill between the first virtual object and the second
virtual object, the second virtual object being one of the at least one candidate virtual object, the
second virtual object being determined based on a facing direction of the first virtual object, a first
end of the linear skill indicator being located on the first virtual object, and a second end of the

linear skill indicator being located on the second virtual object;

[0010] updating, in a case that at least one of the first virtual object and the second virtual

object moves, display of the linear skill indicator; and

[0011] controlling, in response to a skill cast operation, the first virtual object to cast the

first skill to the second virtual object.

[0012] According to an aspect of this application, a virtual object control apparatus is

provided, including:

[0013] a display module, configured to display a first virtual object and at least one
candidate virtual object, the first virtual object having a first skill;

[0014] the display module being further configured to display, in a case that a second virtual
object is located within a skill cast range of the first skill, a linear skill indicator of the first skill
between the first virtual object and the second virtual object, the second virtual object being one of
the at least one candidate virtual object, the second virtual object being determined based on a
facing direction of the first virtual object, a first end of the linear skill indicator being located on the
first virtual object, and a second end of the linear skill indicator being located on the second virtual

object;

[0015] the display module being further configured to update, in a case that at least one of

the first virtual object and the second virtual object moves, display of the linear skill indicator; and

[0016] a response module, configured to control, in response to a skill cast operation, the

first virtual object to cast the first skill to the second virtual object.

[0017] According to an aspect of this application, a computer device is provided, including

a processor;, and

[0018] the processor being configured to: display a first virtual object and at least one

candidate virtual object, the first virtual object having a first skill;

[0019] display, in a case that a second virtual object is located within a skill cast range of

the first skill, a linear skill indicator of the first skill between the first virtual object and the second



virtual object, the second virtual object being one of the at least one candidate virtual object, the
second virtual object being determined based on a facing direction of the first virtual object, a first
end of the linear skill indicator being located on the first virtual object, and a second end of the

linear skill indicator being located on the second virtual object;

[0020] update, in a case that at least one of the first virtual object and the second virtual

object moves, display of the linear skill indicator; and

[0021] control, in response to a skill cast operation, the first virtual object to cast the first

skill to the second virtual object.

[0022] According to an aspect of this application, a computer-readable storage medium is
provided, storing a computer program, where when the computer program is executed by a

processor, the foregoing virtual object control method is implemented.

[0023] According to an aspect of this application, a chip is provided, including a
programmable logic circuit and/or program instructions, where when the chip runs, the chip is

configured to perform the foregoing virtual object control method.

[0024] According to an aspect of this application, a computer program product or a
computer program is provided, including computer instructions, where the computer instructions
are stored in a computer-readable storage medium, and a processor reads the computer instructions
from the computer-readable storage medium, and executes the computer instructions, to implement

the foregoing virtual object control method.

[0025] The technical solutions provided in the embodiments of this application include at

least the following beneficial effects:

[0026] Before the first skill is cast, the second virtual object is determined based on the
facing direction of the first virtual object, and the linear skill indicator of the first skill is
automatically displayed between the first virtual object and the second virtual object, so that a
player who controls the first virtual object can change the second virtual object by adjusting the
facing direction of the first virtual object and a target object of the first skill is allowed to quickly

lock and aim before the skill cast operation, thereby improving accuracy of casting the first skill.

BRIEF DESCRIPTION OF THE DRAWINGS

[0027] FIG. 1 is a schematic structural diagram of a terminal according to an exemplary

embodiment of this application.



[0028] FIG. 2 is a structural block diagram of a computer system according to an exemplary

embodiment of this application.

[0029] FIG. 3 is a schematic diagram of an interface of a virtual object control method

according to an exemplary embodiment of this application.

[0030] FIG. 4 is a flowchart of a virtual object control method according to an exemplary

embodiment of this application.

[0031] FIG. 5 is a flowchart of a virtual object control method according to an exemplary

embodiment of this application.

[0032] FIG. 6 is a schematic diagram of an interface of a virtual object control method

according to an exemplary embodiment of this application.

[0033] FIG. 7 is a schematic diagram of an interface of a virtual object control method

according to an exemplary embodiment of this application.

[0034] FIG. 8 is a schematic diagram of an interface of a virtual object control method

according to an exemplary embodiment of this application.

[0035] FIG. 9 is a flowchart of a virtual object control method according to an exemplary

embodiment of this application.

[0036] FIG. 10 is a schematic diagram of determining a position included angle according to

an exemplary embodiment of this application.

[0037] FIG. 11 is a schematic diagram of a relative distance according to an exemplary

embodiment of this application.

[0038] FIG. 12 is a schematic diagram of an interface of a virtual object control method

according to an exemplary embodiment of this application.

[0039] FIG. 13 is a flowchart of determining a second virtual object according to an

exemplary embodiment of this application.

[0040] FIG. 14 is a flowchart of a virtual object control method according to an exemplary

embodiment of this application.

[0041] FIG. 15 is a flowchart of a virtual object control apparatus according to an

exemplary embodiment of this application.

[0042] FIG. 16 is a structural block diagram of a terminal according to an exemplary

embodiment of this application.



DESCRIPTION OF EMBODIMENTS

[0043] The method provided in the embodiments of this application is applicable in an
application program with a virtual environment and a virtual object. For example, an application
program that supports a virtual environment is an application program in which a user can control
the movement of a virtual objects within the virtual environment. For example, the method provided
in this application can be applied to: any program of a virtual reality (VR) application program, an
augmented reality (AR) program, a three-dimensional map program, a VR game, an AR game, a
first-person shooting (FPS) game, a third-person shooting (TPS) game, a multiplayer online battle
arena (MOBA) game, and a simulation game (SLG).

[0044] For example, a game based on a virtual environment includes maps of one or more
game worlds. The virtual environment in the game simulates scenes in the real world. A user may
control a virtual object in the game to perform actions in the virtual environment such as walking,
running, jumping, shooting, combatting, driving, using a virtual weapon to attack another virtual
object hardly, and using a virtual weapon to attack another virtual object, which has relatively high

interactivity. In addition, a plurality of users may form a team online to perform an arena game.

[0045] In some embodiments, the foregoing application programs may be programs such as
a shooting game, a racing game, a role-playing game, an adventure game, a sandbox game, and a
tactical arena game. The client may support at least one operating system of a Windows operating
system, an Apple operating system, an Android operating system, an I0S operating system, and a
LINUX operating system, and clients on different operating systems may be connected to and
communicate with each other. In some embodiments, the foregoing client is a program adapted to a

mobile terminal having a touchscreen.

[0046] In some embodiments, the foregoing client is an application program developed

based on a three-dimensional engine. For example, the three-dimensional engine is a Unity engine.

[0047] A terminal in this application may be a desktop computer, a portable laptop
computer, a mobile phone, a tablet computer, an ebook reader, a moving picture experts group
audio layer III (MP3) player, a moving picture experts group audio layer IV (MP4) player, or the
like. A client supporting a virtual environment is installed and run on the terminal, such as a client
supporting a 3D virtual environment of the application program. The application program may be
any one of a battle royale (BR) game, a VR application program, an AR program, a 3D map
program, a TPS game, a FPS game, and a MOBA game. Optionally, the application program may
be a standalone application program, such as a standalone 3D game program, or may be an online

application program.



[0048] FIG. 1 is a schematic structural diagram of a terminal according to an exemplary
embodiment of this application. The terminal includes a processor 101, a touchscreen 102, and a

memory 103.

[0049] The processor 101 may be at least one of a single-core processor, a multi-core

processor, an embedded chip, and a processor having an instruction running capability.

[0050] The touchscreen 102 includes a normal touchscreen or a pressure sensitive
touchscreen. The common touchscreen can measure the pressing operation or sliding operation
applied on the touchscreen 102; and the pressure sensitive touchscreen can measure pressing

strength on the touchscreen 102.

[0051] The memory 103 stores programs executable by the processor 101. For example, the
memory 103 stores a virtual environment program A, an application program B, an application
program C, a touch (and pressure) sensitive module 18, and a kernel layer 19 of an operating system.
The virtual environment program A is an application program developed based on a 3D virtual
environment module 17. Optionally, the virtual environment program A includes, but is not limited
to at least one of a game program, a virtual reality program, a three-dimensional map program, and
a three-dimensional demonstration program that are developed by the 3D virtual environment
module (also referred to as a virtual environment module) 17. For example, in a case that an
operating system of the terminal is an Android operating system, the virtual environment program
A develops by using Java programming language and C# language. For another example, in a case
that an operating system of the terminal is an IOS operating system, the virtual environment

program A develops by using Object-C programming language and C# language.

[0052] The 3D virtual environment module 17 is a module supporting a plurality of
operating system platforms. For example, the 3D virtual environment module 17 may be applied to
program development in a plurality of fields such as the game development field, the virtual reality
(VR) field, and the three-dimensional map field. A specific type of the 3D virtual environment
module 17 is not limited in this embodiment of this application. An example in which the 3D virtual
environment module 17 is a module developed by using a Unity engine is used in the following

embodiment for description.

[0053] The touch (and pressure) sensitive module 18 is a module configured to receive a
touch event (and a pressure touch and control event) reported by a touchscreen drive program 191.
Optionally, the touch sensitive module may not have a pressure sensitive function, and does not
receive a pressure touch event. The touch event includes: a type and coordinate values of the touch

event. The type of the touch (touch) event includes, but is not limited to: a touch start (touch start)

6



event, a touch move (touch move) event, and a touch end (touch end) event. The pressure touch and
control event includes: the pressure value and the coordinate values of the pressure touch and
control event. The coordinate values are configured for indicating a touch and control position of a
pressure touch and control operation on a display screen. Optionally, an x-axis is established in a
horizontal direction of the display screen and a y-axis is established in a vertical direction of the

display screen, and therefore, a two-dimensional coordinates system is obtained.

[0054] Schematically, the kernel layer 19 includes the touchscreen drive program 191 and
another drive program 192. The touchscreen drive program 191 is a module configured to detect a
pressure touch and control event. When detecting the pressure touch and control event, the
touchscreen drive program 191 transfers the pressure touch and control event to the pressure

sensing module 18.

[0055] The another drive program 192 may be a drive program related to the processor 101,
a drive program related to the memory 103, a drive program related to a network component, a

drive program related to a sound component, or the like.

[0056] A person skilled in the art may learn that the foregoing is only an overview of a
structure of the terminal. In different embodiments, the terminal may have more or fewer
components. For example, the terminal may further include a gravity acceleration sensor, a

gyroscope sensor, a power supply, and the like.

[0057] FIG. 2 is a structural block diagram of a computer system according to an exemplary
embodiment of this application. A computer system 200 includes: a terminal 210 and a server

cluster 220.

[0058] A client 211 supporting a virtual environment is installed and run on the terminal
210, and the client 211 may be an application program supporting the virtual environment. When
the terminal runs the client 211, a user interface of the client 211 is displayed on a screen of the
terminal 210. The client may be any one of a FPS game, a TPS game, a MOBA game, a tactical
competitive game, and a SLG. In this embodiment, an example in which a client is a FPS game is
used for description. The terminal 210 is a terminal used by a first user 212. The first user 212 uses
the terminal 210 to control a first virtual object located in the virtual environment to perform a
movement, and the first virtual object may be a first virtual character controlled by the first user 212.
The activity of the first virtual character includes, but is not limited to: at least one of adjusting
body postures, crawling, walking, running, riding, flying, jumping, driving, picking, shooting,
attacking, and throwing. For example, the first virtual character is a simulated person character or a

cartoon person character.



[0059] FIG. 2 shows only one terminal. However, a plurality of other terminals 240 exist in
different embodiments. In some embodiments, there is at least one of other terminals 240 which is a
terminal corresponding to the developer. A developing and editing platform for the client of the
virtual environment is installed on the other terminals 240. The developer may edit and update the
client on the other terminals 240 and transmit an updated client installation package to the server
cluster 220 by using a wired or wireless network. The terminal 210 may download the client

installation package from the server cluster 220 to update the client.

[0060] The terminal 210 and the other terminals 240 are connected to the server cluster 220

by using a wireless network or a wired network.

[0061] The server cluster 220 includes at least one of one server, a plurality of servers, a
cloud computing platform, and a virtualization center. The server cluster 220 is configured to
provide a background service for a client supporting a virtual environment. Optionally, the server
cluster 220 is responsible for primary computing work, and the terminal is responsible for
secondary computing work; or the server cluster 220 is responsible for secondary computing work,
and the terminal is responsible for primary computing work; or a distributed computing architecture

is adopted between the server cluster 220 and the terminal to perform collaborative computing.
[0062] Optionally, the foregoing terminals and servers are computer devices.

[0063] In a schematic example, the server cluster 220 includes a server 221 and a server 226.
The server 221 includes a processor 222, a user account database 223, a battle service module 224,
and a user-oriented input/output (I/O) interface 225. The processor 222 is configured to load
instructions stored in the server 221, and process data in the user account database 223 and the

battle service module 224. The user account database 223 is configured to store data of user
accounts used by the terminal 210 and the other terminals 240, for example, avatars of the user
accounts, nicknames of the user accounts, battle effectiveness indexes of the user accounts, and
service zones of the user accounts. The battle service module 224 is configured to provide a
plurality of battle rooms for the user to battle. The user-oriented I/O interface 225 is configured to
establish communication with the terminal 210 via a wireless network or a wired network for data

exchange.

[0064] In combination with the above introduction of the virtual environment and
description of the implementation environment, the virtual object control method provided by the

embodiments of this application will be described below.



[0065] FIG. 3 is a schematic diagram of an interface of a virtual object control method

according to an exemplary embodiment of this application.

[0066] A display interface 310 displays a first virtual object 311 and at least one candidate
virtual object, and the first virtual object 311 has a first skill.

[0067] The candidate virtual object may be a virtual character or a virtual object in the
display interface 310. When there are a plurality of candidate virtual objects, a second virtual object
is one of the plurality of candidate virtual objects. In FIG. 3, an example in which the second virtual

object is virtual grass 312 and the first skill is a displacement skill is used.

[0068] When the second virtual object is located within a skill cast range of the first skill, a
linear skill indicator 313 of the displacement skill is displayed between the first virtual object 311
and the virtual grass 312, a first end of the linear skill indicator 313 is located on the first virtual

object 311, and a second end of the linear skill indicator 313 is located on the virtual grass 312.

[0069] A player can adjust a facing direction of the first virtual object 311 through a rotation
operation on the first virtual object 311, so that the first virtual object 311 can face the virtual grass
312. The facing direction of the virtual object refers to a direction in which the front of the virtual
object faces. Optionally, as the facing direction of the first virtual object 311 changes, the virtual
object pointed to by the linear skill indicator 313 is also different. For example, if the first virtual
object 311 is adjusted to face a virtual wall, the linear skill indicator 313 between the first virtual
object 311 and the virtual grass 312 is canceled, and the linear skill indicator (not shown in FIG. 3)

of the displacement skill is displayed between the first virtual object 311 and the virtual wall.

[0070] When the first virtual object 311 moves relative to the virtual grass 312, the linear
skill indicator 313 is updated and displayed, for example, at least one of a display length and a
display position of the linear skill indicator 313 is updated and displayed.

[0071] Optionally, according to a linear distance between the first virtual object 311 and the
virtual grass 312, the display length of the linear skill indicator 313 is updated and displayed. It is
assumed that the virtual grass 312 is located in the facing direction of the first virtual object 311, the
player controls the first virtual object 311 to move along an extension direction of the facing
direction, that is, to move towards the virtual grass 312, so that the linear distance between the first
virtual object 311 and the virtual grass 312 is shortened, and the display length of the linear skill
indicator 313 is also shortened in this case. The player controls the first virtual object 311 to retreat

relative to the virtual grass 312, so that the linear distance between the first virtual object 311 and



the virtual grass 312 increases, and in this case, the display length of the linear skill indicator 313

also increases.

[0072] Optionally, the display position of the linear skill indicator 313 is updated and
displayed according to an inclination angle of the virtual grass 312 relative to the facing direction of
the first virtual object 311. For another example, the virtual grass 312 is located in the northwest
direction of the facing direction of the first virtual object 311, and the player still controls the first
virtual object to move along the extension direction of the facing direction. In this case, the
inclination angle of the virtual grass 312 relative to the facing direction of the first virtual object
311 gradually becomes larger, and the inclination angle of the display position of the linear skill
indicator 313 relative to the facing direction of the first virtual object 311 also gradually becomes
larger. In addition, the linear distance between the first virtual object 311 and the virtual grass 312
1s shortened, and in this case, the display length of the linear skill indicator 313 is shortened.
Similarly, when the player controls the first virtual object 311 to retreat relative to the virtual grass
312, the inclination angle of the display position of the linear skill indicator 313 relative to the
facing direction of the first virtual object 311 becomes gradually smaller, and the display length of

the linear skill indicator 313 increases.

[0073] In response to a skill cast operation, the first virtual object 311 is controlled to cast
the displacement skill to the virtual grass 312, and a skill cast effect of the displacement skill is
displayed in the display interface 310, as shown in FIG. 3, the first virtual object 311 flies to the
virtual grass 312.

[0074] The skill cast operation may be implemented based on a trigger operation on the skill
control 314 corresponding to the displacement skill. Optionally, the skill control 314 may be
displayed in the display interface 310, or may not be displayed in the display interface 310; or the
skill control 314 is in a translucent display state in the display interface 310. In a case that the skill
control 314 is not displayed in the display interface 310, after the player taps the display interface
310, the skill control 314 is displayed in the display interface 310.

[0075] Optionally, before the first virtual object 311 is controlled to cast the first skill to the
virtual grass 312, a prompt effect may be displayed on the virtual grass 312, and the prompt effect is
used to indicate that the first skill is applied to the virtual grass 312.

[0076] The prompt effect includes at least one special effects of the following: a highlight
special effect, a flicker special effect, an aperture special effect, and a color special effect. For

example, after the player triggers the skill control 314, the virtual grass 312 is highlighted.
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[0077] FIG. 4 is a flowchart of a virtual object control method according to an exemplary
embodiment of this application, and the method may be applied to a terminal. The method includes

the following steps:

[0078] Step 402: Display a first virtual object and at least one candidate virtual object, and
the first virtual object has a first skill.

[0079] The first virtual object is a virtual character controlled by a first player. The
candidate virtual object may be a virtual character controlled by a second player, or a virtual object
not controlled by any player. For example, the display interface displays: a virtual character
controlled by a first player, a virtual character controlled by a second player, a virtual grass, a
virtual wall, a virtual house, and a virtual vehicle. The first virtual object may be the virtual
character controlled by the first player, and the virtual character, the virtual grass, the virtual wall,
the virtual house, and the virtual vehicle controlled by the second player are all candidate virtual

objects.

[0080] In addition, there are dynamic virtual objects and static virtual objects in the virtual
environment. For example, a dynamic virtual object can be controlled by a player or a server, such
as a virtual character controlled by a player or a virtual monster controlled by a server; and The
static virtual object may be a virtual object constituting the virtual environment, or a virtual object
set in the virtual environment by the server or the player, such as a virtual wall or a virtual defensive

building set by the player in the virtual environment.

[0081] Both the dynamic virtual object and the static virtual object may have a health value.
For example, the virtual monster controlled by the server has a health value, and the virtual
character controlled by the player casts skills to the virtual monster to reduce the health value of the
virtual monster. For another example, the virtual defensive building set by the player may also have
a health value, and other virtual characters that do not belong to the same camp as the player cast
skills to the virtual defensive building, so that the health value of the virtual defensive building
decreases, and when the health value drops to zero, the display of the virtual defensive building can

be canceled to indicate that the virtual defensive building has been breached.

[0082] Based on the above content, the candidate virtual object may be a dynamic virtual
object or a static virtual object; or may be a virtual object with a health value or a virtual object
without a health value; or may be a virtual object set in the virtual environment by the player or a

virtual object set in the virtual environment by the server.
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[0083] Optionally, the candidate virtual object includes at least one of the following virtual
objects: the virtual object controlled by the player, the virtual object controlled by the server, the
virtual item constituting the virtual environment, the virtual item set by the player in the virtual
environment, and the virtual item set by the server in the virtual environment. Both the virtual

object and the virtual item include two cases of having a health value and not having a health value.

[0084] For example, the first skill is one of the skills possessed by the first virtual object,
and the first skill can be determined according to actual needs. For example, the first skill is a

displacement skill, a blood recovery skill, a flash skill, a virtual attack skill, and the like.

[0085] Step 404: In a case that a second virtual object is located within a skill cast range of
the first skill, display a linear skill indicator of the first skill between the first virtual object and the
second virtual object, where the second virtual object is one of the at least one candidate virtual
object, and the second virtual object is determined based on a facing direction of the first virtual

object.

[0086] For example, the first end of the linear skill indicator is located on the first virtual

object, and the second end of the linear skill indicator is located on the second virtual object.

[0087] The skill cast range of the first skill may be determined according to actual needs.
For example, the skill cast range is a circular range with the first virtual object as the center and a

radius of n, n can be set according to actual needs, and n is a positive integer.

[0088] Optionally, when there are a plurality of candidate virtual objects displayed in the
display interface, a distance between the first virtual object and each candidate virtual object is
obtained. Based on the distance between the first virtual object and the candidate virtual object, the
candidate virtual object in the skill cast range is determined as a to-be-determined virtual object.

Subsequently, the second virtual object is determined from the to-be-determined virtual objects.

[0089] For example, the second virtual object is a virtual object located in the facing
direction of the first virtual object. When a plurality of second virtual objects are displayed in the
facing direction of the first virtual object, the virtual object having the closest linear distance to the

first virtual object is determined as the second virtual object.

[0090] For another example, the second virtual object is determined according to a position
included angle of the first virtual object and at least one candidate virtual object. The position
included angle refers to an included angle formed by a first ray and a second ray. The first ray is
determined according to a first position and the facing direction of the first virtual object, and the

second ray is determined according to the first position and the position of each candidate virtual
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object. It is assumed that at least one candidate virtual object includes a virtual object 1 and a virtual
object 2, according to the foregoing definition of the first ray and the second ray, the position
included angle corresponding to the virtual object 1 is 10°, and the position included angle
corresponding to the virtual object 2 is 20°. Based on this, the virtual object with the smallest
position included angle may be determined as the second virtual object, that is, the virtual object 1

is determined as the second virtual object. Optionally, when there are a plurality of virtual objects
with the smallest position included angle, the virtual object with the closest linear distance to the
first virtual object is determined as the second virtual object. The position included angle
corresponding to the virtual object located in the facing direction of the first virtual object may be

regarded as 0°, and the specific description of the position included angle will be expanded later.

[0091] For another example, the second virtual object is determined according to the
relative distance between the first virtual object and the at least one candidate virtual object. The
relative distance refers to a vertical distance from the position of each candidate virtual object to the
first ray. For the definition of the first ray, refer to the foregoing content. It is still assumed that the
at least one candidate virtual object includes the virtual object 1 and the virtual object 2, according
to the foregoing definition, the vertical distance from the position of the virtual object 1 to the first
ray is 1 meter, and the vertical distance from the position of the virtual object 2 to the first ray is 1.3
meters, that is, the relative distance between virtual object 1 and the first virtual object is 1 meter,
and the relative distance between the virtual object 2 and the first virtual object is 1.3 meters. Based
on this, the virtual object with the smallest relative distance may be determined as the second virtual
object, that is, the virtual object 1 is determined as the second virtual object. Optionally, when there
are a plurality of virtual objects with the smallest relative distance, the virtual object with the
smallest position included angle may be determined as the second virtual object. The specific

description about the relative distance will be expanded later.

[0092] For example, the linear skill indicator of the first skill is displayed before the cast of
the first skill, and is used to indicate a cast direction or aiming direction of the first skill, so as to
clearly indicate a target object of the first skill to the player in the display interface. The linear skill
indicator is an implementation of the skill indicator. The linear skill indicator is displayed between
the virtual object that casts the first skill and the virtual object that accepts the first skill, so as to
display a caster, a receiver, and a cast direction of the first skill. In this embodiment of this
application, the caster of the first skill is the first virtual object, and the receiver of the first skill is
the second virtual object, that is, the second virtual object is the target object of the first skill, and
the cast direction of the first skill is cast from the first virtual object to the second virtual object,
then the linear skill indicator can point from the first virtual object to the second virtual object.
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[0093] It should be understood that the display of the linear skill indicator of the first skill
does not require the player to operate. After the second virtual object enters a skill coverage range
of the first skill and before the first player controls the first virtual object to cast the first skill, the
linear skill indicator is automatically displayed between the first virtual object and the second
virtual object, used to prompt the first player that the target object of the first skill is the second
virtual object, so that the first player can determine the target object in time. If the target object is
not the object required by the first player, the first player can replace the second virtual object by

adjusting the facing direction of the first virtual object.

[0094] The display style of the skill indicator can be determined according to actual needs.
Optionally, the display style of the skill indicator is one of a line, an arrow, a branch, a lightning, a
chain, a rope, or other graphics with a direction indicating function. For example, the display style
of the skill indicator is a plurality of directional curves, and the extension direction of the plurality
of curves points to the second virtual object. For another example, the display style of the skill

indicator is a blinking one-way arrow, and a direction of the one-way arrow is a direction in which

the second virtual object is located.

[0095] Alternatively, the display style of the linear skill indicator is at least one line, and the
line may be a straight line or a curved line. A first end of the at least one line is located on the first
virtual object and a second end is located on the second virtual object. For example, referring to
FIG. 3, taking the second virtual object is a virtual grass 312 as an example, the display style of a
linear skill indicator 313 is a plurality of curves shown in a box, and the extension direction of the

plurality of curves points from the first virtual object 311 to the virtual grass.

[0096] Optionally, the linear skill indicator may be displayed in at least one of the following
styles: a straight line, a plurality of straight lines, a curve, a plurality of curves, a pattern formed by

twisting a plurality of curves, a lightning line, a chain, a rope, a dendritic line.

[0097] In the display style of the linear skill indicator, the line color change, line thickness,
and color darkness can be adjusted according to the relative positional relationship between the first
virtual object and the second virtual object. For example, depending on the first skill, the line color
of the corresponding linear skill indicator is also different. For example, the linear skill indicator of
a first skill 1 is a red straight line, the linear skill indicator of a first skill 2 is a pattern formed by
twisting a red curve and a yellow curve, and the linear skill indicator of a first skill 3 is a colored

lightning.

[0098] For another example, the line thickness of the linear skill indicator is adjusted

according to the linear distance between the first virtual object and the second virtual object. The

14



closer the second virtual object is to the first virtual object, the thicker the line is; and the farther the
second virtual object is from the first virtual object, the thinner the line is. Based on this, the player
can control the distance between the first virtual object and the second virtual object according to a
thickness of the line, so that the first skill can cast a required skill on the second virtual object.
Referring to FIG. 3, the first virtual object 311 is gradually approaching the virtual grass 312, and
the line of the linear skill indicator 313 can gradually become thicker, so as to remind the player
controlling the first virtual object 311 that the distance between the two is shortening. Alternatively,

the line thickness of the linear skill indicator could be reversed from the above example.

[0099] For another example, the line thickness of the linear skill indicator is adjusted
according to the position included angle or relative distance of the second virtual object relative to
the first virtual object. For the related description of the position included angle and the relative
distance, refer to the foregoing content. When the position included angle or relative distance of the
second virtual object relative to the first virtual object gradually increases, the line of the linear skill
indicator gradually becomes thinner; and When the position included angle or relative distance of
the second virtual object relative to the first virtual object gradually decreases, the line of the linear
skill indicator gradually becomes thicker. Referring to FIG. 3, the player controls the first virtual
object 311 to rotate, the facing direction of the first virtual object 311 changes from facing the
virtual grass 312 to the left, and the line of the linear skill indicator 313 can gradually become
thinner, so as to remind the player that the facing direction of the first virtual object 311 changes.
Alternatively, the line thickness of the linear skill indicator could be reversed from the above

example.

[00100] Optionally, in a case that a first position included angle is the minimum value among
the plurality of position included angles, the line thickness of the linear skill indicator is inversely
proportional to the first position included angle; or in a case that a first relative distance is the
minimum value among the plurality of relative distances, the line thickness of the linear skill
indicator is inversely proportional to the first relative distance. The smaller the position included
angle or relative distance, the thicker the line is; and The larger the position included angle or
relative distance, the thinner the line is. The first position included angle is a position included angle
of the second virtual object relative to the first virtual object, and the plurality of position included
angles are position included angles of a plurality of candidate virtual objects relative to the first
virtual object; and the first relative distance is the relative distance of the second virtual object
relative to the first virtual object, and the plurality of relative distances are the relative distances of
the plurality of candidate virtual objects relative to the first virtual object. The second virtual object

is one of the plurality of candidate virtual objects.
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[00101] Optionally, when the position included angle or relative distance of the second
virtual object relative to the first virtual object exceeds a preset value, the display of the linear skill
indicator is canceled. In this case, when a third virtual object is displayed within the skill coverage
range of the first skill, and the second position included angle is smaller than the first position
included angle, or the second relative distance is smaller than the first relative distance, then the
linear skill indicator is displayed between the first virtual object and the third virtual object. The
line thickness of the linear skill indicator varies according to the relative position of the first virtual
object and the third virtual object. The second position included angle is a position included angle
of the third virtual object relative to the first virtual object, and the second relative distance is a

relative distance of the third virtual object relative to the first virtual object.

[00102] In addition, the change in color darkness of the linear skill indicator is similar to the
change in line thickness, which can be used as a reference. For example, the closer the second
virtual object is to the first virtual object, the darker the color is; and the farther the second virtual
object is from the first virtual object, the lighter the color is. For another example, when the position
included angle or relative distance between the second virtual object and the first virtual object
gradually increases, the line color of the linear skill indicator gradually becomes lighter; and When
the position included angle or relative distance between the second virtual object and the first

virtual object gradually decreases, the color of the linear skill indicator gradually becomes darker.

[00103] Optionally, the second virtual object includes at one of the following virtual objects:
a virtual object with a health value; and a virtual object without a health value and not belonging to

a same camp.

[00104] The virtual object with the health value may or may not belong to the same camp as
the first virtual object. If the two belong to the same camp, the first skill cast by the first virtual
object to the second virtual object is used to increase the health value of the second virtual object;
and If the two do not belong to the same camp, the first skill cast by the first virtual object to the

second virtual object is used to decrease the health value of the second virtual object.

[00105] A virtual object without a health value and not belonging to any camp refers to a
virtual character or virtual item located in the virtual environment, such as a virtual monster, a

virtual grass, a virtual house, a virtual vehicle, and the like displayed in the virtual environment.

[00106] According to different second virtual objects, the position of the second end of the
linear skill indicator is different. Taking the second virtual object is a virtual object with a health
value as an example, the second end of the linear skill indicator is located at one of a body, a sole,

and a top of the head that are of the second virtual object; and Taking the second virtual object is a
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virtual grass in the virtual environment as an example, the second end of the linear skill indicator is

located at one of a root, a waist, and a top portion that are of the virtual grass.

[00107] Optionally, the linear skill indicator is a spatial linear skill indicator, and step 404

can be implemented as follows:

[00108] Display the spatial linear skill indicator of the first skill between the first virtual
object and the second virtual object, where a display position of the spatial linear skill indicator is

higher than a virtual ground of a virtual environment.

[00109] The spatial linear skill indicator is suspended on a virtual ground to distinguish the

spatial linear skill indicator from the displayed item on the virtual ground.

[00110] Referring to FIG. 3, taking the second virtual object is a virtual grass 312 as an
example, the display style of a linear skill indicator 313 is a plurality of curves shown in a box, and
the extension direction of the plurality of curves points from the first virtual object 311 to the virtual
grass. The first ends of the plurality of lines are located on the body of the first virtual object 311,
the second ends of the plurality of lines are located at the waist of the virtual grass, and the display

positions of the plurality of lines are higher than the virtual ground in the virtual environment.

[00111] The display style of the spatial linear skill indicator is at least one line that is higher
than the virtual ground in the virtual environment, and the relevant description of the at least one

line can refer to the foregoing content.

[00112] Optionally, a height of the at least one line relative to the virtual ground may be
determined according to the relative position of the first virtual object and the second virtual object

and/or their own height.

[00113] For example, the display height of the spatial linear skill indicator is adjusted
according to the linear distance between the first virtual object and the second virtual object. The
closer the second virtual object is to the first virtual object, the higher the display height of the
spatial linear skill indicator is; and the farther the second virtual object is from the first virtual
object, the lower the display height of the spatial linear skill indicator is. Alternatively, the display

height could be reversed from the above example.

[00114] For another example, the display height of the spatial linear skill indicator is adjusted
according to the position included angle or relative distance of the second virtual object relative to
the first virtual object. When the position included angle or relative distance of the second virtual
object relative to the first virtual object gradually increases, the display height of the spatial linear

skill indicator gradually becomes lower; and When the position included angle or relative distance
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of the second virtual object relative to the first virtual object gradually decreases, the display height
of the spatial linear skill indicator gradually becomes higher. Alternatively, the display height could

be reversed from the above example.

[00115] For another example, the display height of the spatial linear skill indicator is adjusted
according to the heights of the first virtual object and the second virtual object. In a case that the
heights of the first virtual object and the second virtual object are the same, the spatial linear skill
indicator is displayed on the same horizontal height. When the heights of the first virtual object and
the second virtual object are different, the spatial linear skill indicator is displayed at the position
where the first virtual object or the second virtual object is half the height from the virtual ground,
or a line is drawn between the position where the first virtual object is half the height from the
virtual ground and the position where the second virtual object is half the height from the virtual

ground, and the line is the display position of the spatial linear skill indicator.

[00116] Optionally, when the first position included angle is the minimum value among the
plurality of position included angles, or the first relative distance is the minimum value among the
plurality of relative distances, the display height of the spatial linear skill indicator is inversely
proportional to the first position included angle or the first relative distance. The smaller the
position included angle or relative distance, the higher the display height of the spatial linear skill
indicator is; and The larger the position included angle or relative distance, the lower the display

height of the spatial linear skill indicator is.

[00117] Optionally, when the position included angle or relative distance of the second
virtual object relative to the first virtual object exceeds a preset value, the display of the spatial
linear skill indicator is canceled. In this case, when a third virtual object is displayed within the skill
coverage range of the first skill, and the second position included angle is smaller than the first
position included angle, or the second relative distance is smaller than the first relative distance,
then the spatial linear skill indicator is displayed between the first virtual object and the third virtual
object. The display height of the spatial linear skill indicator varies according to the relative position

of the first virtual object and the third virtual object.

[00118] In a case that the linear skill indicator is a spatial linear skill indicator, the display
position of the spatial linear skill indicator is higher than the virtual ground in the virtual
environment, so that the display of the linear indicator in the display interface is more realistic and

enhances the experience of the user.

[00119] Step 406: In a case that at least one of the first virtual object and the second virtual

object moves, update display of the linear skill indicator.
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[00120] Optionally, in a case that at least one of the first virtual object and the second virtual
object moves, at least one of display of a display length and a display position of the linear skill

indicator is updated.

[00121] At least one of the first virtual object and the second virtual object is the first virtual
object and/or the second virtual object. The display length and the display position of the linear skill
indicator changes according to changes in the relative position of the first virtual object and the
second virtual object. The change of the relative position of the first virtual object and the second
virtual object may be a change of the linear distance, such as the first virtual object or the second
virtual object approaches or moves away from each other; or if the second virtual object is a static
virtual object, the change of the relative position of the first virtual object and the second virtual
object is a change caused by the movement of the first virtual object relative to the second virtual

object.

[00122] For example, the movement of the first virtual object is realized by the first player
controlling the first virtual object performing a movement operation on the first virtual object; and
the movement of the second virtual object is realized by the second player controlling the second

virtual object performing a movement operation on the second virtual object.

[00123] Referring to FIG. 3, the display length of the linear skill indicator 313 refers to an
overall length of a graph composed of a plurality of curves. Optionally, the update of the display of
the display length of the linear skill indicator 313 may be performed according to the linear distance

between the first virtual object 311 and the virtual grass 312.

[00124] An example in which the virtual grass 312 is located in the facing direction of the
first virtual object 311 is used. The player controls the first virtual object 311 to move close to the
virtual grass 312 along the extension direction of the facing direction. In this case, the linear
distance between the first virtual object 311 and the virtual grass 312 is shortened. Correspondingly,
the display length of the linear skill indicator 313 is also shortened. Alternatively, the player
controls the first virtual object 311 to retreat relative to the virtual grass 312. In this case, the linear
distance between the first virtual object 311 and the virtual grass 312 increases. Correspondingly,

the display length of the linear skill indicator 313 also increases.

[00125] Optionally, the display position of the linear skill indicator 313 is updated and
displayed according to an inclination angle of the virtual grass 312 relative to the facing direction of

the first virtual object 311.
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[00126] An example in which the virtual grass 312 is located in the northwest direction of the
facing direction of the first virtual object 311 is used. The player still controls the first virtual object
to move along the extension direction of the facing direction. In this case, the inclination angle of
the virtual grass 312 relative to the facing direction of the first virtual object 311 gradually becomes
larger, and the inclination angle of the display position of the linear skill indicator 313 relative to
the facing direction of the first virtual object 311 also gradually becomes larger. Since the virtual
grass 312 cannot be moved, in the display interface 310, the player can observe that the second end
of the linear skill indicator 313 remains on the virtual grass 312, and the first end moves with the
first virtual object 311, so that the player can observe that the display position of the linear skill
indicator 313 is gradually inclined, and the inclination angle of the display position of the linear
skill indicator 313 relative to the facing direction of the first virtual object 311 is gradually
increased. In addition, the linear distance between the first virtual object 311 and the virtual grass

312 is shortened, and in this case, the display length of the linear skill indicator 313 is shortened.

[00127] Similarly, when the player controls the first virtual object 311 to retreat relative to
the virtual grass 312, the inclination angle of the display position of the linear skill indicator 313
relative to the facing direction of the first virtual object 311 becomes gradually smaller, and the
display length of the linear skill indicator 313 increases. Similarly, since the virtual grass 312
cannot be moved, in the display interface 310, the player can observe that the second end of the
linear skill indicator 313 remains on the virtual grass 312, and the first end moves with the first
virtual object 311, so that the player can observe that the display position of the linear skill indicator
313 is gradually inclined, and the inclination angle of the display position of the linear skill

indicator 313 relative to the facing direction of the first virtual object 311 is gradually smaller.

[00128] Step 408: Control, in response to a skill cast operation, the first virtual object to cast
the first skill to the second virtual object.

[00129] The skill cast operation refers to an operation of triggering the first skill.

[00130] For example, when the first virtual object is controlled to cast the first skill to the
second virtual object or after casting the skill, the skill cast special effect of the first skill may be

displayed.

[00131] Optionally, the skill cast operation is implemented based on a trigger operation on
the skill control corresponding to the first skill, and the skill control may be displayed in the same

interface as the first virtual object, or may not be displayed in the display interface.
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[00132] For example, the skill control is in a translucent state in the display interface, and the
player clicks the skill control to realize the skill cast operation. For another example, the skill
control is in a translucent state in the display interface, and the player touches the display interface
or clicks the display interface to display the skill control in the display interface. Subsequently, in
response to a trigger operation on the skill control, the first virtual object is controlled to cast the
first skill to the second virtual object, and the skill cast special effect of the first skill is displayed in
the display interface. Alternatively, the player touches or clicks a region at which the skill control is
located, the first virtual object is controlled to cast the first skill to the second virtual object, and the

skill cast special effect of the first skill is displayed in the display interface.

[00133] Optionally, in a case that the skill cast operation is implemented based on a trigger
operation on the skill control corresponding to the first skill, step 404 may be implemented as: In a
case that the second virtual object is located in the skill cast range of the first skill, in response to a
touch down operation on a skill control corresponding to the first skill, the linear skill indicator of
the first skill is displayed between the first virtual object and the second virtual object. Step 408
may be implemented as: Control, in response to a touch away operation on the skill control, the first
virtual object to cast the first skill to the second virtual object. For example, the touch down
operation may be a touch start operation, and the touch away operation may be a touch end

operation.

[00134] Referring to FIG. 3, a skill control 314 is displayed in the display interface 310. If
the player touches the skill control 314 and does not cast it, a linear skill indicator 313 may be
displayed between the first virtual object 311 and the virtual grass 312. If the virtual grass 312 is not
the target object of the first skill that the player wants, the player can adjust the facing direction of
the first virtual object 311 without casting the touch skill control 314 to replace the target object of
the first skill; and After the target object is determined, the player can cast it to realize the touch
away operation on the skill control 314. In this case, the display of the linear skill indicator 313 may
be maintained, or the display of the linear skill indicator 313 may be canceled, and the first virtual
object 311 may be controlled to cast the first skill to the virtual grass 312, and the skill cast special
effect of the first skill is displayed in the display interface 310.

[00135] In conclusion, in the virtual object control method provided in the embodiments of
this application, before the first skill is cast, the second virtual object is determined based on the
facing direction of the first virtual object, and the linear skill indicator of the first skill is
automatically displayed between the first virtual object and the second virtual object, so that a

player who controls the first virtual object can change the second virtual object by adjusting the
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facing direction of the first virtual object and a target object of the first skill is allowed to quickly

lock and aim before the skill cast operation, thereby improving accuracy of casting the first skill.

[00136] An example in which the first player controls the first virtual object and the second
player controls the second virtual object is used, the movement of the first virtual object and/or the
second virtual object will lead to various situations. For example, the first virtual object and the
second virtual object are close to each other. For another example, the first virtual object is far away
from the second virtual object. For another example, the second virtual object is beyond the skill
cast range of the first skill of the first virtual object. According to different situations, the display of

the linear skill indicator is different.

[00137] Based on FIG. 4, FIG. 5 is a flowchart of a virtual object control method according
to an exemplary embodiment of this application. Step 406 can be implemented as step 4061 and/or

step 4062, specifically as follows:

[00138] Step 4061: In a case that at least one of the first virtual object and the second virtual
object moves, update the display length of the linear skill indicator according to the linear distance

between the first virtual object and the second virtual object.

[00139] The linear distance between the first virtual object and the second virtual object
refers to the distance between the first position at which the first virtual object is located and the
position at which the second virtual object is located, and the linear distance between the first

virtual object and the second virtual object is not affect by the virtual obstacle between the two.

[00140] Optionally, step 4061 may be implemented as: In a case that the first virtual object or
the second virtual object is approaching each other, the display length of the linear skill indicator is
shortened; or in a case that the first virtual object or the second virtual object moves away from

each other, the display length of the linear skill indicator increases.

[00141] For example, as the first virtual object is relatively close to the second virtual object,
the display length of the linear skill indicator is shortened; and as the first virtual object is relatively

far from the second virtual object, the display length of the linear skill indicator increases.

[00142] In a case that the second virtual object is a dynamic virtual object, both the first
virtual object and the second virtual object can move in the virtual environment, which may cause
the linear distance between the first virtual object and the second virtual object to change, and in
this case, the display length of the linear skill indicator needs to be updated; and in a case that the
second virtual object is a static virtual object, the first virtual object can move in the virtual

environment, and the position of the second virtual object in the virtual environment remains
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unchanged, which may still cause the linear distance between the first virtual object and the second
virtual object to change, and in this case, the display length of the linear skill indicator needs to be

updated as well.

[00143] For example, the second virtual object is displayed in the facing direction of the first
virtual object, the first player controls the first virtual object to move toward the second virtual
object, and the second player controls the second virtual object to move toward the first virtual
object. In this case, the linear distance between the first virtual object and the second virtual object
will shorten rapidly. Based on the fact that the first end of the linear skill indicator is located on the
first virtual object and the second end is located on the second virtual object, the display length of

the linear skill indicator is updated and rapidly shortened.

[00144] For another example, the second virtual object is displayed in the facing direction of
the first virtual object, the first player controls the first virtual object to move toward the second
virtual object, and the second virtual player cannot move. Similar to the foregoing example, the
linear distance between the first virtual object and the second virtual object is gradually shortened,

and the display length of the linear skill indicator is also gradually shortened.

[00145] For example, the increase of the display length of the linear skill indicator is similar
to the decrease of the display length of the linear skill indicator, which can be used as a reference

and will not be repeated here.

[00146] Step 4062: In a case that at least one of the first virtual object and the second virtual
object moves, a display position at which the linear skill indicator is displayed is updated according
to an inclination angle of the second virtual object relative to the facing direction of the first virtual

object.

[00147] According to the related description about the position included angle in the
foregoing content, the inclination angle of the second virtual object relative to the facing direction

of the first virtual object can also be determined according to the first ray and the second ray.

[00148] An example in which the first ray is determined according to the first position and
the facing direction of the first virtual object, and the second ray is determined according to the first
position and the position of the second virtual object is used. The first ray is determined according
to an extension line of the first position in the facing direction, for example, starting from the first
position, a ray is determined in the facing direction of the first virtual object, which is the first ray;
and The second ray is determined according to a line connecting the first position and the position

at which the second virtual object is located. For example, starting from the first position, a ray is
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determined in the direction of the position at which the first position points to the second virtual
object, which is the second ray. Subsequently, the included angle formed by the first ray and the
second ray is determined as an inclination angle of the second virtual object relative to the facing

direction of the first virtual object.

[00149] According to the foregoing description, it should be understood that the inclination
angle of the second virtual object relative to the facing direction of the first virtual object is the

position included angle of the second virtual object relative to the first virtual object.

[00150] Optionally, step 4062 may be implemented as: In a case that the inclination angle
becomes larger, increase the inclination angle of the display position of the linear skill indicator
relative to the facing direction of the first virtual object; or in a case that the inclination angle
becomes smaller, decrease the inclination angle of the display position of the linear skill indicator

relative to the facing direction of the first virtual object.

[00151] In an optional implementation scenario, the second virtual object is not in the facing
direction of the first virtual object. In this case, according to the movement of the first virtual object
and/or the second virtual object, the inclination angle of the second virtual object relative to the

facing direction of the first virtual object also changes.

[00152] In a case that the second virtual object is a dynamic virtual object, both the first
virtual object and the second virtual object can move in the virtual environment, which may cause
the inclination angle corresponding to the second virtual object to change, and in this case, the
display of the display position of the linear skill indicator needs to be updated; and in a case that the
second virtual object is a static virtual object, the first virtual object can move in the virtual
environment, and the position of the second virtual object in the virtual environment remains
unchanged, which may still cause the inclination angle corresponding to the second virtual object
changes, and in this case, the display of the display position of the linear skill indicator needs to be

updated as well.

[00153] For example, the second virtual object is displayed in the northwest direction of the
first virtual object, the first player controls the first virtual object to move toward the second virtual
object, and the second virtual object cannot be moved. In this case, the second virtual object
gradually approaches the first virtual object, and the inclination angle of the second virtual object

relative to the facing direction of the first virtual object gradually becomes larger.

[00154] In this time, based on the fact that the first end of the linear skill indicator is located

on the first virtual object and the second end is located on the second virtual object, the player can
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observe the change of the linear skill indicator in the display interface. An example in which the
display style of the linear skill indicator is a line is used, the first end of the linear skill indicator
moves synchronously with the first virtual object, the second end remains on the second virtual
object, the line length of the linear skill indicator gradually inclines, and the inclination range

changes with the movement of the first virtual object.

[00155] Similarly, the change of the inclination angle of the display position of the linear
skill indicator relative to the facing direction of the first virtual object becomes smaller, which is
similar to the inclination angle of the display position of the linear skill indicator relative to the
facing direction of the first virtual object, which can be used as a reference and will not be repeated

here.

[00156] It should be understood that, step 4061 and step 4062 can be performed alternatively,
or can be performed simultaneously. For example, in a case that the first virtual object and/or the
second virtual object moves, the display of the display length of the linear skill indicator is updated
according to the linear distance between the first virtual object and the second virtual object; and the
display of the display position of the linear skill indicator is updated according to the inclination

angle of the second virtual object relative to the facing direction of the first virtual object.

[00157] Other possibilities exist when the first virtual object and/or the second virtual object
moves. For example, the facing direction of the first virtual object changes significantly. For
another example, the second virtual object moves so that the second virtual object is beyond the

skill cast range of the first skill of the first virtual object.

[00158] Optionally, the virtual object control method provided in embodiments of this
application may further include: canceling, in a case that a change magnitude of the facing direction
of the first virtual object is greater than a change condition, the display of the linear skill indicator;
or canceling, in a case that the second virtual object is beyond the skill cast range of the first skill,

the display of the linear skill indicator.

[00159] The change condition can be set according to actual needs. For example, the change
condition is that the change magnitude of the facing direction of the first virtual object is greater
than or equal to a change magnitude threshold. For another example, the change condition is that
the facing direction of the first virtual object changes. Referring to FIG. 3, an example in which the
change condition is that the change magnitude of the facing direction of the first virtual object 311
is not less than 90° is used. The player controls the first virtual object 311 to rotate, and the facing

direction of the first virtual object 311 is changed from facing southeast to facing northwest. Since
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the change magnitude of the facing direction of the first virtual object 311 is 180°, the change

condition is met. Then the display of the linear skill indicator 313 is canceled.

[00160] Optionally, the virtual object control method provided in embodiments of this
application may further include: canceling, in a case that the facing direction of the first virtual
object is changed from facing the second virtual object to facing a third virtual object, the display of
the linear skill indicator between the first virtual object and the second virtual object, and displaying
the linear skill indicator between the first virtual object and the third virtual object. The third virtual
object is another one of the at least one candidate virtual object, and the third virtual object is
located in the skill cast range of the first skill. There are a plurality of candidate virtual objects, and
the third virtual object is one of the plurality of candidate virtual objects except the second virtual

object.

[00161] An example in which the second virtual object is a virtual grass and the third virtual
object is a virtual city wall is used. In an initial state, the facing direction of the first virtual object is
toward the virtual grass. Subsequently, the player controls the movement of the first virtual object,
so that the facing direction of the first virtual object is changed from facing the virtual grass to
facing the virtual city wall. Based on this change, the display of the linear skill indicator between
the first virtual object and the virtual grass is canceled, and the linear skill indicator is displayed
between the first virtual object and the virtual city wall. The player can observe that in the display
interface, the linear skill indicator between the first virtual object and the virtual grass disappears,
and in addition, a linear skill indicator is displayed between the first virtual object and the virtual

city wall.

[00162] In conclusion, the virtual object control method provided in the embodiments of this
application provides a change in the display length and/or display position of the linear skill
indicator. The display of the display length of the linear skill indicator is updated according to the
linear distance between the first virtual object and the second virtual object; and The display of the
display position of the linear skill indicator is updated according to the inclination angle of the
second virtual object relative to the facing direction of the first virtual object. The embodiments of
this application also provide the cancel of the display of the linear skill indicator and the display of

the linear skill indicator when the facing direction of the first virtual object changes.

[00163] Based on the change in the display of the linear skill indicator given, the virtual
object control method provided in the embodiments of this application can make the display of the

linear skill indicator more realistic, and can provide the change of the target object of the first skill
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to the player who controls the first virtual object, so as to further improve the accuracy of casting
the first skill.

[00164] Based on FIG. 4, FIG. 6 is a flowchart of a virtual object control method according
to an exemplary embodiment of this application. The method further includes step 403, and step
408 can be implemented as step 4081 and step 4082, specifically as follows:

[00165] Step 403: Determine, according to a first position and the facing direction of the first

virtual object, the second virtual object from the at least one candidate virtual object.

[00166] The facing direction of the first virtual object refers to a direction in which the face
of the first virtual object faces. For example, if the face of the first virtual object faces southeast,

then the facing direction of the first virtual object is the southeast direction.

[00167] Optionally, the second virtual object may be determined from to-be-determined
virtual objects in at least one candidate virtual object. The to-be-determined virtual object is located
in the skill cast range of the first skill, and the determination of the to-be-determined virtual object
can be implemented as follows: Obtain a distance between the first virtual object and each
candidate virtual object; and determine, based on the distance between the first virtual object and
the candidate virtual object, the candidate virtual object in the skill cast range as the

to-be-determined virtual object.

[00168] For example, according to the first position of the first virtual object, the skill cast
range of the first skill may be determined. Subsequently, in a case that a quantity of
to-be-determined virtual objects is 1, the to-be-determined virtual object may be determined as the
second virtual object; and in a case that the quantity of to-be-determined virtual objects exceeds 1,
the second virtual object may be determined according to the first position and the facing direction

of the first virtual object.

[00169] The facing direction of the first virtual object changes according to the movement of
the first virtual object in the virtual environment. Optionally, the virtual object control method
provided in embodiments of this application may further include: Adjust, in response to a turning
operation on the first virtual object, the facing direction of the first virtual object, so that the facing

direction of the first virtual object can face the second virtual object.

[00170] An example in which the first player controls the first virtual object is used, if the
first player controls the first virtual object to turn left by 15°, then the facing direction of the first
virtual object is adjusted to the left by 15°. It is assumed that a virtual object 1 is displayed in an

original facing direction of the first virtual object, and a virtual object 2 is displayed in an adjusted
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facing direction. Then, before the facing direction of the first virtual object is adjusted, a linear skill
indicator is displayed between the first virtual object and the virtual object 1; and after the facing
direction of the first virtual object is adjusted, the linear skill indicator is displayed between the first

virtual object and the virtual object 2.

[00171] FIG. 7 is a schematic diagram of an interface of a virtual object control method
according to an exemplary embodiment of this application. A display interface 710 displays a first
virtual object 711 and a candidate virtual object 712 (that is, a first virtual grass), and the first
virtual object 711 has the first skill. An example in which the second virtual object is the first
virtual grass before the facing direction of the first virtual object 711 is adjusted is used. Referring
to FIG. 7, a linear skill indicator 713 is displayed between the first virtual object 711 and the first
virtual grass. Subsequently, the first player controls the first virtual object 711 to turn, so that the
first virtual object 711 faces a second virtual grass pointed by a third virtual object 714.
Correspondingly, the display of the linear skill indicator 713 between the first virtual object 711 and
the first virtual grass is canceled, and the linear skill indicator 713 is displayed between the first
virtual object 711 and the second virtual grass. For the specific determination of the second virtual

object, reference may be made to the foregoing content, and details are not repeated here.

[00172] Step 4081: Display a prompt effect on the second virtual object in response to the

skill cast operation.

[00173] For example, the prompt effect is used to indicate that the target object of the first
skill is the second virtual object. It should be understood that the prompt effect is displayed after the

skill cast operation.

[00174] An example in which the skill cast operation is implemented through a trigger
operation on the skill control is used, a display sequence of the linear skill indicator and the prompt

effect is as follows:

[00175] After the second virtual object enters the skill cast range of the first skill of the first
virtual object, a linear skill indicator of the first skill is displayed between the first virtual object and
the second virtual object. In this case, the first player who controls the first virtual object can obtain,
according to the linear skill indicator, that the current target object of the first skill is the second
virtual object. Subsequently, if the first player wants to change the target object, the first player can
adjust the facing direction of the first virtual object through the turning operation on the first virtual
object, thereby replacing the second virtual object. In this case, the display of the linear skill
indicator changes accordingly. After the first player determines the target object of the first skill,

that is, after the second virtual object is determined, the player triggers the skill control.
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Subsequently, in response to a trigger operation on the skill control, a prompt effect is displayed on
the second virtual object, and the target object of the first skill is prompted again to the first player.
Optionally, the prompt effect includes at least one special effects of the following: a highlight

special effect, a flicker special effect, an aperture special effect, and a color special effect.

[00176] FIG. 8 is a schematic diagram of an interface of a virtual object control method
according to an exemplary embodiment of this application. A display interface 810 displays a first
virtual object 811 and a candidate virtual object 812. An example in which the second virtual object
1s the candidate virtual object (virtual grass) 812 as is used. In response to a trigger operation on the
skill control 813, a prompt effect is displayed on the virtual grass to prompt that the virtual grass is
the target object of the displacement skill.

[00177] For example, the prompt effect is a highlight special effect, after the player triggers
the skill control 813, a highlight appears on the virtual grass. For another example, the prompt
effect is a flicker effect, after the player triggers the skill control 813, the virtual grass begins to
flash, the flicker time can be set according to actual needs. For another example, the prompt effect
is an aperture special effect, and after the player triggers the skill control 813, an aperture appears

around the virtual grass.

[00178] Step 4082: Control the first virtual object to cast the first skill to the second virtual
object.
[00179] For example, when the first virtual object is controlled to cast the first skill or after

casting the first skill, the skill cast special effect of the first skill may be displayed. The skill cast
special effect and the prompt effect may be displayed at the same time; or the prompt effect is
displayed first, and then the skill cast special effect is displayed. The display duration of the prompt

effect can be set according to actual needs.

[00180] Referring to FIG. 8, an example in which the first skill is a displacement skill is used,
after the player triggers the skill control 813, a highlight appears on the virtual grass, and after the
highlight lasts for 2 seconds, the skill cast special effect can be displayed while the first virtual
object is controlled to cast the displacement skill. The skill cast special effect is that the first virtual

object 811 flies to a position at which the virtual grass is located along a direction of an arrow.

[00181] In conclusion, in the virtual object control method provided in the embodiments of
this application, the second virtual object is determined by the first position and the facing direction
of the first virtual object, so as to display a linear skill indicator. The facing direction of the first

virtual object can be adjusted by the turning operation on the first virtual object, so that the player
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can adjust the facing direction of the first virtual object to select the target object on which the first
skill is cast, further improving the accuracy of casting the first skill. In addition, in response to the
skill cast operation, a prompt effect may also be displayed on the second virtual object, so as to

remind the player again that the target object of the first skill is the second virtual object.

[00182] According to the foregoing content, the second virtual object can be determined by

two ways of a position included angle and a relative distance.

[00183] Referring to FIG. 6, FIG. 9 is a flowchart of a virtual object control method
according to an exemplary embodiment of this application. In a case that the second virtual object is
determined by the position included angle, step 403 can be implemented as step 4031 and step 409.
In a case that the second virtual object is determined by a relative distance, step 403 may be

implemented as step 4032 and step 410.

[00184] Optionally, the determination of the second virtual object has the following two
implementations:

[00185] Implementation 1: The second virtual object is determined by the position included
angle.

[00186] Step 4031: Determine a position included angle of a to-be-determined virtual object

of the at least one candidate virtual object relative to the first virtual object.

[00187] For the relevant description of the to-be-determined virtual object, refer to the

foregoing content, and details will not be repeated here.

[00188] Optionally, the position included angle is determined according to the relative
position of the first virtual object and the to-be-determined virtual object, and step 4031 can be
implemented as follows: The included angle formed by the first ray and the second ray is
determined as the position included angle, the first ray is determined according to the first position
and the facing direction, and the second ray is determined according to the first position and the

second position of the to-be-determined virtual object.

[00189] FIG. 10 is a schematic diagram of determining a position included angle according to
an exemplary embodiment of this application. An example in which at least one candidate virtual

object includes a virtual object 1, a virtual object 2, and a virtual object 3 is used.

[00190] After the first position and the facing direction of the first virtual object are
determined, the first ray can be determined. Referring to FIG. 10, the first position is a position of a
circle at which the first virtual object is located, and the direction pointed by the arrow is the facing

direction, then the first ray is a ray extending from the first position to the facing direction.
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Subsequently, according to the second positions corresponding to the virtual object 1, the virtual
object 2, and the virtual object 3, three second rays can be determined. Taking the second ray
corresponding to the virtual object 1 as an example, the second ray is a ray extending from the first
position to the position of the circle at which the virtual object 1 is located. It is assumed that the
virtual object 1 is a to-be-determined virtual object determined from at least one candidate virtual
object, an included angle 1 formed by the first ray and the second ray corresponding to the virtual
object 1 can be determined as a position included angle of the to-be-determined virtual object

relative to the first virtual object.

[00191] Step 409: Determine, in a case that the position included angle meets a first

condition, the to-be-determined virtual object as the second virtual object.

[00192] Optionally, the first condition includes at least one of the following conditions: a
value of the position included angle is a smallest value of position included angles corresponding to
at least two to-be-determined virtual objects; and a value of the position included angle is less than

a first preset value. The first preset value may be determined according to actual needs.

[00193] In a case that a quantity of to-be-determined virtual objects is at least two, and at
least two position included angles may be obtained, the to-be-determined virtual object

corresponding to a smallest position included angle is determined as the second virtual object.

[00194] Referring to FIG. 10, an example in which at least one candidate virtual object
includes a virtual object 1, a virtual object 2, and a virtual object 3 is used. It is assumed that the
foregoing three virtual objects are all to-be-determined virtual objects, according to the foregoing
definition of the first ray and the second ray, the three position included angles corresponding to the
virtual object 1, the virtual object 2, and the virtual object 3 respectively can be determined, and the
three position included angles are an included angle 1, an included angle 2, and an included angle 3
respectively. In a case that the first condition includes that a value of the position included angle is
the minimum value among the position included angles corresponding to at least two
to-be-determined virtual objects, referring to FIG. 10, a value of the included angle 1 is the
minimum value among the three position included angles, then the virtual object 1 corresponding to

the included angle 1 is determined as the second virtual object.
[00195] Implementation 2: The second virtual object is determined by the relative distance.

[00196] Step 4032: Determine a relative distance between a to-be-determined virtual object

of the at least one candidate virtual object and the first virtual object.
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[00197] For example, a relative distance of a to-be-determined virtual object in at least one
candidate virtual object relative to the first virtual object is determined. For the relevant description
of the to-be-determined virtual object, refer to the foregoing content, and details will not be

repeated here.

[00198] Optionally, the relative distance is determined according to the relative position of

the first virtual object and the to-be-determined virtual object, and step 4032 can be implemented as
follows: Determine a first ray according to the first position and the facing direction; and determine
a vertical distance between a second position of the to-be-determined virtual object and the first ray

as the relative distance.

[00199] FIG. 11 is a schematic diagram of determining a relative distance according to an
exemplary embodiment of this application. An example in which at least one candidate virtual
object includes a virtual object 1, a virtual object 2, and a virtual object 3 is used. After the first
position and the facing direction of the first virtual object are determined, the first ray can be
determined. Referring to FIG. 11, the first position is a position of a circle at which the first virtual
object is located, and the direction pointed by the arrow is the facing direction, then the first ray is a
ray extending from the first position to the facing direction. Subsequently, according to the second
positions corresponding to the virtual object 1, the virtual object 2, and the virtual object 3, three
relative distances can be determined. Taking the relative distance corresponding to the virtual object
1 as an example, a vertical line 1 is drawn from the circle position of the virtual object 1 to the first
ray, a length of the vertical line 1 is a vertical distance from the second position of the virtual object
1 to the first ray, and the length of the vertical line 1 is determined as the relative distance
corresponding to the virtual object 1. It is assumed that the virtual object 1 is a to-be-determined
virtual object determined from at least one candidate virtual object, the distance 1 corresponding to
the vertical line 1 may be determined as the relative distance of the to-be-determined virtual object

relative to the first virtual object.

[00200] Step 410: Determine, in a case that the relative distance meets a second condition,

the to-be-determined virtual object as the second virtual object.

[00201] Optionally, the second condition includes at least one of the following conditions: a
value of the relative distance is a smallest value of vertical distances corresponding to at least two
to-be-determined virtual objects; and a value of the relative distance is less than a second preset

value. The second preset value may be determined according to actual needs.
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[00202] In a case that a quantity of to-be-determined virtual objects is at least two, and at
least two relative distances may be obtained, the to-be-determined virtual object corresponding to a

smallest relative distance is determined as the second virtual object.

[00203] Referring to FIG. 11, an example in which at least one candidate virtual object
includes a virtual object 1, a virtual object 2, and a virtual object 3 is used. It is assumed that the
foregoing three virtual objects are all to-be-determined virtual objects, according to the foregoing
definition of the relative distance, the three relative distances corresponding to the virtual object 1,
the virtual object 2, and the virtual object 3 respectively can be determined, and the three relative
distances are a distance 1, a distance 2, and a distance 3 respectively. In a case that the second
condition includes that a value of the relative distance is the minimum value among the vertical
distances corresponding to at least two to-be-determined virtual objects, referring to FIG. 11, a
length of the distance 1 is the minimum value among the three relative distances, then the virtual

object 1 corresponding to the distance 1 is determined as the second virtual object.

[00204] FIG. 12 is a schematic diagram of an interface of a virtual object control method
according to an exemplary embodiment of this application. A first virtual object 1211 is displayed
in a display interface 1210. The first virtual object 1211 has a first skill. At least one candidate
virtual object includes a first virtual grass 1212 and a second virtual grass 1213. The first player
who controls the first virtual object 1211 adjusts the facing direction of the first virtual object 1211
from facing the second virtual grass 1213 to facing the first virtual grass 1212 through a turning
operation on the first virtual object 1211. Subsequently, according to the first position and the
facing direction of the first virtual object 1211, the first virtual grass 1212 is determined as the
second virtual object. For the determination manner of the second virtual object, reference may be
made to the foregoing content, and details are not repeated here. When the first virtual grass 1212 is
located in the skill cast range of the first skill, a linear skill indicator 1214 of the first skill is
displayed between the first virtual object 1211 and the first virtual grass 1212, and the display type
of the linear skill indicator 1214 is a plurality of curves. In response to the skill cast operation, the
first virtual object 1211 is controlled to cast the first skill to the first virtual grass 1212. The arrows
shown in FIG. 12 are all used to assist understanding and are not displayed on the display interface

1210.

[00205] In conclusion, in the virtual object control method provided in the embodiments of
this application, two methods for determining the second virtual object are given: In a case that the
second virtual object is determined through the position included angle, the to-be-determined virtual

object corresponding to the position included angle meeting the first condition is determined as the
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second virtual object; and in a case that the second virtual object is determined by the relative
distance, the to-be-determined virtual object corresponding to the relative distance meeting the

second condition is determined as the second virtual object.

[00206] FIG. 13 is a flowchart of determining a second virtual object according to an
exemplary embodiment of this application. The method is applied to a terminal and includes the

following steps:

[00207] Step 201: Determine whether there is a to-be-determined virtual object in a skill cast

range of a first skill.

[00208] For example, the first skill is cast by the first virtual object, and the to-be-determined
virtual object is one of at least one candidate virtual object. For the relevant description of the first
skill, the skill cast range, and the to-be-determined virtual object, refer to the foregoing content, and

details will not be repeated here.

[00209] In a case that there is a to-be-determined virtual object in the skill cast range of the
first skill, step 202 is executed; and in a case that there is no to-be-determined virtual object in the
skill cast range of the first skill, the skill cast operation is determined as an invalid operation, that is,

the first virtual object is controlled not to cast the first skill.
[00210] Step 202: Determine whether the to-be-determined virtual object is unique.

[00211] In a case that the to-be-determined virtual object is unique, step 203 is executed; and

in a case that the to-be-determined virtual object is not unique, step 204 is executed.
[00212] Step 203: Determine the to-be-determined virtual object as a second virtual object.

[00213] Step 204: Determine a position included angle of each to-be-determined virtual

object relative to the first virtual object.

[00214] For the relevant description of the position included angle, refer to the foregoing
content, and details will not be repeated here. In a case that the to-be-determined virtual object is
not unique, a plurality of position included angles may be obtained according to the relative

positions of the first virtual object and each to-be-determined virtual object.

[00215] Step 205: Sort all position included angles and determine a minimum value among

the all position included angles.

[00216] According to step 204, the position included angle corresponding to each

to-be-determined virtual object may be obtained. Subsequently, the obtained plurality of position
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included angles are sorted by size to determine a minimum value among all position included

angles.

[00217] Step 206: Determine the to-be-determined virtual object corresponding to the

smallest position included angle as the second virtual object.

[00218] According to step 205, by sorting all position included angles, the minimum value of
all position included angles may be determined. Subsequently, the to-be-determined virtual object

corresponding to the smallest position included angle is determined as the second virtual object.

[00219] FIG. 14 is a flowchart of a virtual object control method according to an exemplary

embodiment of this application. The method includes the following steps.

[00220] Step 301: Determine a first position of a first virtual object and a position

corresponding to at least one candidate virtual object.

[00221] For example, the first virtual object has a first skill. For the relevant description of

the first virtual object and the candidate virtual object, refer to the foregoing content.

[00222] Step 302: In a case that the to-be-determined virtual object is located in the skill cast
range of the first skill of the first virtual object, determine a position included angle of the

to-be-determined virtual object relative to the first virtual object.

[00223] For the relevant description of the to-be-determined virtual object, the skill cast

range, and the position included angle, refer to the foregoing content.

[00224] Step 303: Determine the to-be-determined virtual object corresponding to a smallest
position included angle as a second virtual object, and display a linear skill indicator of the first skill

between the first virtual object and the second virtual object.

[00225] For example, the second virtual object is determined based on the facing direction of
the first virtual object, and in the embodiment of this application, the second virtual object is
determined through the position included angle. For the relevant description of the position included

angle and the linear skill indicator, refer to the foregoing content.

[00226] Step 304: Control, in response to a skill cast operation, the first virtual object to cast
the first skill to the second virtual object.

[00227] For the relevant description of the skill cast operation, refer to the foregoing content.

[00228] In conclusion, in the virtual object control method provided in the embodiments of
this application, before the first skill is cast, the second virtual object is determined based on the
facing direction of the first virtual object, and the linear skill indicator of the first skill is
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automatically displayed between the first virtual object and the second virtual object, so that a
player who controls the first virtual object can change the second virtual object by adjusting the
facing direction of the first virtual object and a target object of the first skill is allowed to quickly

lock and aim before the skill cast operation, thereby improving accuracy of casting the first skill.

[00229] FIG. 15 is a structural diagram of a virtual object control apparatus according to an

exemplary embodiment of this application. The apparatus includes:

[00230] a display module 1520, configured to display a first virtual object and at least one
candidate virtual object, the first virtual object having a first skill;

[00231] the display module 1520 being further configured to display, in a case that a second
virtual object is located within a skill cast range of the first skill, a linear skill indicator of the first
skill between the first virtual object and the second virtual object, the second virtual object being
one of the at least one candidate virtual object, the second virtual object being determined based on
a facing direction of the first virtual object, a first end of the linear skill indicator being located on
the first virtual object, and a second end of the linear skill indicator being located on the second

virtual object;

[00232] the display module 1520 being further configured to update, in a case that at least
one of the first virtual object and the second virtual object moves, display of the linear skill

indicator; and

[00233] a response module 1540, configured to control, in response to a skill cast operation,

the first virtual object to cast the first skill to the second virtual object.

[00234] Optionally, the display module 1520 is further configured to update, in a case that at
least one of the first virtual object and the second virtual object moves, at least one of display of a

display length and a display position of the linear skill indicator.

[00235] Optionally, the display module 1520 is configured to update the display of the
display length of the linear skill indicator according to the linear distance between the first virtual

object and the second virtual object.

[00236] Optionally, the display module 1520 is configured to shorten, in a case that the first
virtual object or the second virtual object is approaching each other, the display length of the linear
skill indicator; or increase, in a case that the first virtual object or the second virtual object moves

away from each other, the display length of the linear skill indicator.
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[00237] Optionally, the display module 1520 is configured to update the display of the
display position of the linear skill indicator according to the inclination angle of the second virtual

object relative to the facing direction of the first virtual object.

[00238] Optionally, the display module 1520 is configured to increase, in a case that the
inclination angle becomes larger, the inclination angle of the display position of the linear skill
indicator relative to the facing direction of the first virtual object; or decrease, in a case that the
inclination angle becomes smaller, the inclination angle of the display position of the linear skill

indicator relative to the facing direction of the first virtual object.

[00239] Optionally, the display module 1520 is further configured to cancel, in a case that a
change magnitude of the facing direction of the first virtual object is greater than a change condition,
the display of the linear skill indicator; or cancel, in a case that the second virtual object is beyond

the skill cast range of the first skill, the display of the linear skill indicator.

[00240] Optionally, the display module 1520 is further configured to cancel, in a case that the
facing direction of the first virtual object is changed from facing the second virtual object to facing
a third virtual object, the display of the linear skill indicator between the first virtual object and the
second virtual object, and display the linear skill indicator between the first virtual object and the
third virtual object, where the third virtual object is another object of the at least one candidate

virtual object, and the third virtual object is located within the skill cast range of the first skill.

[00241] Optionally, the response module 1540 is configured to display, in response to a touch
down operation on a skill control corresponding to the first skill, the linear skill indicator of the first
skill between the first virtual object and the second virtual object; and control, in response to a
touch away operation on the skill control, the first virtual object to cast the first skill to the second

virtual object.

[00242] Optionally, the linear skill indicator is a spatial linear skill indicator; and the display
module 1520 is configured to display the spatial linear skill indicator of the first skill between the
first virtual object and the second virtual object, where a display position of the spatial linear skill

indicator is higher than a virtual ground of a virtual environment.

[00243] Optionally, the apparatus further includes a determining module 1560, configured to
determine, according to a first position and the facing direction of the first virtual object, the second

virtual object from the at least one candidate virtual object.

[00244] Optionally, the determining unit 1560 is configured to determine a position included

angle of a to-be-determined virtual object of the at least one candidate virtual object relative to the
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first virtual object; and determine, in a case that the position included angle meets a first condition,

the to-be-determined virtual object as the second virtual object.

[00245] Optionally, the determining module 1560 is configured to determine an included
angle formed by a first ray and a second ray as the position included angle, where the first ray is
determined according to the first position and the facing direction, and the second ray is determined

based on the first position and a second position of the to-be-determined virtual object.

[00246] Optionally, the first condition includes at least one of the following conditions: a
value of the position included angle is a smallest value of position included angles corresponding to
at least two to-be-determined virtual objects; and a value of the position included angle is less than

a first preset value.

[00247] Optionally, the determining unit 1560 is configured to determine a relative distance
between a to-be-determined virtual object of the at least one candidate virtual object and the first
virtual object; and determine, in a case that the relative distance meets a second condition, the

to-be-determined virtual object as the second virtual object.

[00248] Optionally, the determining module 1560 is configured to determine a first ray
according to the first position and the facing direction; and determine a vertical distance from a

second position of the to-be-determined virtual object to the first ray as the relative distance.

[00249] Optionally, the second condition includes at least one of the following conditions: a
value of the relative distance is a smallest value of vertical distances corresponding to at least two
to-be-determined virtual objects; and a value of the relative distance is less than a second preset

value.

[00250] Optionally, the determining module 1560 is further configured to obtain a distance
between the first virtual object and each candidate virtual object; and determine, based on the
distance between the first virtual object and the candidate virtual object, the candidate virtual object

in the skill cast range as the to-be-determined virtual object.

[00251] Optionally, the display module 1520 is configured to display a prompt effect on the
second virtual object in response to the skill cast operation, where the prompt effect is used to
indicate that the target object of the first skill is the second virtual object; and control the first

virtual object to cast the first skill to the second virtual object.

[00252] Optionally, the response module 1540 is further configured to adjust, in response to

the turning operation on the first virtual object, the facing direction of the first virtual object.
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[00253] Optionally, the second virtual object includes at one of the following virtual objects:
a virtual object with a health value; and a virtual object without a health value and not belonging to

a same camp.

[00254] FIG. 16 is a structural block diagram of a terminal 1600 according to an exemplary
embodiment of this application. The terminal 1600 may be: a smartphone, a tablet computer, an
MP3 player, an MP4 player, a notebook computer, or a desktop computer. The terminal 1600 may

be further referred to as user equipment.
[00255] Generally, the terminal 1600 includes: a processor 1601 and a memory 1602.

[00256] The processor 1601 may include one or more processing cores, such as a 4-core
processor or an 8-core processor. The processor 1601 may be implemented by at least one hardware
form in a digital signal processing (DSP), a field-programmable gate array (FPGA), and a
programmable logic array (PLA). The processor 1601 may also include a main processor and a
co-processor. The main processor is a processor for processing data in a wake-up state, also referred
to as a central processing unit (CPU). The coprocessor is a low-power consumption processor
configured to process data in a standby state. In some embodiments, the processor 1601 may be
integrated with a graphics processing unit (GPU). The GPU is configured to be responsible for
rendering and drawing content that a display needs to display. In some embodiments, the processor
1601 may further include an artificial intelligence (Al) processor. The Al processor is configured to

process a computing operation related to machine learning.

[00257] The memory 1602 may include one or more computer-readable storage media. The
computer-readable storage media may be non-transitory. The memory 1602 may also include a
high-speed random access memory, as well as non-volatile memory, such as one or more disk
storage devices and flash storage devices. In some embodiments, the non-transient
computer-readable storage medium in the memory 1602 is configured to store at least one
instruction. The at least one instruction is executed by the processor 1601 to perform the virtual

object control method provided in the method embodiment in this application.

[00258] In some embodiments, the terminal 1600 may optionally include: a peripheral device
interface 1603 and at least one peripheral device. The processor 1601, the memory 1602, and the
peripheral interface 1603 may be connected through a bus or a signal cable. Each peripheral may be
connected to the peripheral interface 1603 through a bus, a signal cable, or a circuit board.

Specifically, the peripheral device includes: a touch display screen 1605.
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[00259] The touch display screen 1605 is configured to display a user interface (UI). The UI
may include a graph, a text, an icon, a video, and any combination thereof. The touch display screen
1605 also has a capability of collecting a touch signal on or above a surface of the touch display
screen 1605. The touch signal may be inputted, as a control signal, to the processor 1601 for
processing. In this case, the touch display screen 1605 may be further configured to provide a
virtual button and/or a virtual keyboard, which is also referred to as a soft button and/or a soft
keyboard. In some embodiments, there may be one touch display screen 1605, disposed on a front
panel of the terminal 1600. In some other embodiments, there may be at least two touch display
screens 1605, disposed on different surfaces of the terminal 1600 respectively or in a folded design.
In still other embodiments, the touch display screen 1605 may be a flexible display screen, disposed
on a curved surface or a folded surface of the terminal 1600. Even, the touch display screen 1605
may be further set in a non-rectangular irregular pattern, namely, a special-shaped screen. The touch
display screen 1605 may be prepared by using materials such as a liquid crystal display (LCD), an
organic light-emitting diode (OLED), or the like.

[00260] In some embodiments, the terminal 1600 further includes one or more sensors 1609.

The one or more sensors 1609 include but are not limited to a pressure sensor 1612.

[00261] The pressure sensor 1612 may be disposed on a side frame of the terminal 1600
and/or a lower layer of the display screen 1605. When the pressure sensor 1612 is arranged on the
side frame of the terminal 1600, a grip signal of the user to the terminal 1600 may be detected, and
the processor 1601 performs left and right hand recognition or a quick operation according to the
grip signal collected by the pressure sensor 1612. In a case that the pressure sensor 1612 is disposed
on the low layer of the touch display screen 1605, the processor 1601 controls, according to a
pressure operation of the user on the touch display screen 1605, an operable control on the UL The
operable control includes at least one of a button control, a scroll-bar control, an icon control, and a

menu control.

[00262] A person skilled in the art can understand that the structure shown in FIG. 16 does
not constitute a limitation to the terminal 1600, and the terminal may include more or fewer
components than those shown in the figure, or some components may be combined, or a different

component arrangement may be used.

[00263] An embodiment of this application further provides a computer device. The
computer device includes a processor; and the processor being configured to: display a first virtual
object and at least one candidate virtual object, the first virtual object having a first skill; display, in

a case that a second virtual object is located within a skill cast range of the first skill, a linear skill
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indicator of the first skill between the first virtual object and the second virtual object, the second
virtual object being one of the at least one candidate virtual object, the second virtual object being
determined based on a facing direction of the first virtual object, a first end of the linear skill
indicator being located on the first virtual object, and a second end of the linear skill indicator being
located on the second virtual object; update, in a case that at least one of the first virtual object and
the second virtual object moves, at least one of display of a display length and a display position of
the linear skill indicator; control, in response to a skill cast operation, the first virtual object to cast

the first skill to the second virtual object.

[00264] This application further provides a computer-readable storage medium, storing a
computer program, and the computer program being executed by a processor to implement the

foregoing virtual object control method.

[00265] This application further provides a chip, including a programmable logic circuit
and/or program instructions, and when the chip runs, the chip being configured to perform the

foregoing virtual object control method.

[00266] This application further provides a computer program product or a computer
program, including computer instructions, the computer instructions being stored in a
computer-readable storage medium, a processor reading the computer instructions from the
computer-readable storage medium, and executing the computer instructions, to implement the

foregoing virtual object control method.
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CLAIMS

1. A virtual object control method, performed by a computer device, the method comprising:

displaying a first virtual object and at least one candidate virtual object, the first virtual object

having a first skill;

displaying, in a case that a second virtual object is located within a skill cast range of the first
skill, a linear skill indicator of the first skill between the first virtual object and the second virtual
object, the second virtual object being one of the at least one candidate virtual object, the second
virtual object being determined based on a facing direction of the first virtual object, a first end of
the linear skill indicator being located on the first virtual object, and a second end of the linear skill

indicator being located on the second virtual object;

updating, in a case that at least one of the first virtual object and the second virtual object

moves, display of the linear skill indicator; and

controlling, in response to a skill cast operation, the first virtual object to cast the first skill to

the second virtual object.
2. The method according to claim 1, wherein the method further comprises:

canceling, in a case that a change magnitude of the facing direction of the first virtual object is

greater than a change condition, the display of the linear skill indicator; or

canceling, in a case that the second virtual object is beyond the skill cast range of the first skill,

the display of the linear skill indicator.
3. The method according to claim 1, wherein the method further comprises:

canceling, in a case that the facing direction of the first virtual object is changed from facing
the second virtual object to facing a third virtual object, the display of the linear skill indicator
between the first virtual object and the second virtual object, and displaying the linear skill indicator
between the first virtual object and the third virtual object, wherein the third virtual object is another
virtual object of the at least one candidate virtual object, and the third virtual object is located

within the skill cast range of the first skill.

4. The method according to the claim 1, wherein the displaying a linear skill indicator of the

first skill between the first virtual object and the second virtual object comprises:

displaying, in response to a touch down operation on a skill control corresponding to the first
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skill, the linear skill indicator of the first skill between the first virtual object and the second virtual

object; and

the controlling, in response to a skill cast operation, the first virtual object to cast the first skill

to the second virtual object comprises:

controlling, in response to a touch away operation on the skill control, the first virtual object to

cast the first skill to the second virtual object.

5. The method according to the claim 1, wherein the linear skill indicator is a spatial linear

skill indicator; and

the displaying a linear skill indicator of the first skill between the first virtual object and the

second virtual object comprises:

displaying the spatial linear skill indicator of the first skill between the first virtual object and
the second virtual object, wherein a display position of the spatial linear skill indicator is higher

than a virtual ground of a virtual environment.
6. The method according to claim 1, wherein the method further comprises:

determining, according to a first position and the facing direction of the first virtual object, the

second virtual object from the at least one candidate virtual object.

7. The method according to claim 6, wherein the determining, according to a first position and
the facing direction of the first virtual object, the second virtual object from the at least one

candidate virtual object comprises:

determining a position included angle of a to-be-determined virtual object of the at least one

candidate virtual object relative to the first virtual object; and

determining, in a case that the position included angle meets a first condition, the

to-be-determined virtual object as the second virtual object.

8. The method according to claim 7, wherein the determining a position included angle of a
to-be-determined virtual object of the at least one candidate virtual object relative to the first virtual

object comprises:

determining an included angle formed by a first ray and a second ray as the position included
angle, wherein the first ray is determined according to the first position and the facing direction, and
the second ray is determined based on the first position and a second position of the

to-be-determined virtual object.
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9. The method according to claim 7, wherein the first condition comprises: a value of the
position included angle is a smallest value of position included angles corresponding to at least two

to-be-determined virtual objects.

10. The method according to claim 7, wherein the first condition comprises: a value of the

position included angle is less than a first preset value.

11. The method according to claim 6, wherein the determining, according to a first position
and the facing direction of the first virtual object, the second virtual object from the at least one

candidate virtual object comprises:

determining a relative distance between a to-be-determined virtual object of the at least one

candidate virtual object and the first virtual object; and

determining, in a case that the relative distance meets a second condition, the to-be-determined

virtual object as the second virtual object.

12. The method according to claim 11, wherein the determining a relative distance between a
to-be-determined virtual object of the at least one candidate virtual object and the first virtual object

comprises:
determining a first ray according to the first position and the facing direction; and

determining a vertical distance from a second position of the to-be-determined virtual object to

the first ray as the relative distance.

13. The method according to claim 11, wherein the second condition comprises: a value of the
relative distance is a smallest value of relative distances corresponding to at least two

to-be-determined virtual objects.

14. The method according to claim 11, wherein the second condition comprises: a value of the

relative distance is less than a second preset value.
15. The method according to claim 7 or 11, wherein the method further comprises:
obtaining a distance between the first virtual object and each candidate virtual object; and

determining, based on the distance between the first virtual object and each candidate virtual

object, a candidate virtual object within the skill cast range as the to-be-determined virtual object.
16. A virtual object control apparatus, comprising:

a display module, configured to display a first virtual object and at least one candidate virtual

object, the first virtual object having a first skill;
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the display module being further configured to display, in a case that a second virtual object is
located within a skill cast range of the first skill, a linear skill indicator of the first skill between the
first virtual object and the second virtual object, the second virtual object being one of the at least
one candidate virtual object, the second virtual object being determined based on a facing direction
of the first virtual object, a first end of the linear skill indicator being located on the first virtual

object, and a second end of the linear skill indicator being located on the second virtual object;

the display module being further configured to update, in a case that at least one of the first

virtual object and the second virtual object moves, display of the linear skill indicator; and

a response module, configured to control, in response to a skill cast operation, the first virtual

object to cast the first skill to the second virtual object.
17. A computer device, comprising a processor; and

the processor being configured to: display a first virtual object and at least one candidate

virtual object, the first virtual object having a first skill;

display, in a case that a second virtual object is located within a skill cast range of the first skill,
a linear skill indicator of the first skill between the first virtual object and the second virtual object,
the second virtual object being one of the at least one candidate virtual object, the second virtual
object being determined based on a facing direction of the first virtual object, a first end of the
linear skill indicator being located on the first virtual object, and a second end of the linear skill

indicator being located on the second virtual object;

update, in a case that at least one of the first virtual object and the second virtual object moves,

display of the linear skill indicator; and

control, in response to a skill cast operation, the first virtual object to cast the first skill to the

second virtual object.

18. A computer-readable storage medium, storing a computer program, wherein when the
computer program is executed by a processor, the virtual object control method according to any

one of claims 1 to 15 is implemented.

19. A chip, comprising at least one of a programmable logic circuit and program instructions,
wherein when the chip runs, the chip is configured to perform the virtual object control method

according to any one of claims 1 to 15.

20. A computer program product or a computer program, comprising computer instructions,

wherein the computer instructions are stored in a computer-readable storage medium, and a
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processor reads the computer instructions from the computer-readable storage medium, and
executes the computer instructions, to implement the virtual object control method according to any

one of claims 1 to 15.
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