METHOD AND APPARATUS FOR CONTROLLING VIRTUAL
CHARACTER, AND TERMINAL AND STORAGE MEDIUM

RELATED APPLICATION

[0001] This application claims priority to Chinese Patent Application No. 202311176458.8,
filed on September 12, 2023 and entitled "METHOD AND APPARATUS FOR CONTROLLING
VIRTUAL CHARACTER, AND TERMINAL AND STORAGE MEDIUM", which is incorporated

herein by reference in its entirety.

FIELD OF THE TECHNOLOGY

[0002] Embodiments of this application relate to the field of computer technologies, and in
particular, to a method and apparatus for controlling a virtual character, a device, and a storage

medium.

BACKGROUND OF THE DISCLOSURE

[0003] Currently, some game application programs (for example, shooting game application
programs) are provided with virtual vehicles, such as a virtual car, a virtual yacht, a virtual plane,
and a virtual horse. A virtual character controlled by a user may drive a virtual vehicle to carry

another virtual character.

[0004] However, the user needs to first find a virtual vehicle and drive the virtual vehicle to
a location near another virtual character, and then can carry the other virtual character to move. The

operations are not convenient.

SUMMARY

[0005] Embodiments of this application provide a method and apparatus for controlling a
virtual character, and a terminal and a storage medium, which can improve the convenience and

efficiency of operations. The technical solutions are as follows:

[0006] According to an aspect of the embodiments of this application, a method for
controlling a virtual character is provided, the method being performed by a computer device, and

including:

[0007] displaying a first virtual environment picture of a virtual environment observed from

a first angle of view of a first virtual character;



[0008] displaying prompt information in response to a character state of the first virtual
character meeting a preset condition, the prompt information indicating that the first virtual

character has a capability of carrying another virtual character; and

[0009] canceling display of a second virtual character in response to the second virtual
character being within a preset range of the first virtual character, a position of the second virtual

character, whose display is canceled, changing along with a position of the first virtual character.

[0010] According to an aspect of the embodiments of this application, a method for
controlling a virtual character is provided, the method being performed by a computer device, and

including:

[0011] displaying a second virtual environment picture of a virtual environment that is

observed from a second angle of view of a second virtual character; and

[0012] in response to prompt information, that indicates a first virtual character having a
capability of carrying another virtual character, being displayed and a second virtual character
moving into a preset range of the first virtual character, updating display of the second virtual
environment picture; wherein display of the second virtual character in the virtual environment is
cancelled and a position of the second virtual character in the virtual environment changes along

with a position of the first virtual character.

[0013] According to an aspect of the embodiments of this application, an apparatus for

controlling a virtual character is provided, the apparatus including:

[0014] an environment picture display module, configured to display a first virtual
environment picture of a virtual environment observed from a first angle of view of a first virtual

character;

[0015] a prompt information display module, configured to display prompt information in
response to a character state of the first virtual character reaching a preset state, the prompt
information indicating that the first virtual character has a capability of carrying another virtual

character; and

[0016] a virtual character display module, configured to cancel display of a second virtual
character in response to the second virtual character being within a preset range of the first virtual
character, a position of the second virtual character, whose display is canceled, changing along with

a position of the first virtual character.



[0017] According to an aspect of the embodiments of this application, an apparatus for

controlling a virtual character is provided, the apparatus including:

[0018] an environment picture display module, configured to display a second virtual
environment picture of a virtual environment that is observed from a second angle of view of a

second virtual character; and

[0019] a virtual character display module, configured to in response to prompt information,
that indicates a first virtual character having a capability of carrying another virtual character, being
displayed and a second virtual character moving into a preset range of the first character, update
display of the second virtual environment picture; wherein display of the second virtual character in
the virtual environment is cancelled and a position of the second virtual character in the virtual

environment changes along with a position of the first virtual character.

[0020] According to an aspect of the embodiments of this application, a terminal device is
provided, the terminal device including a processor and a memory, the memory having a computer
program stored therein, and the computer program being loaded and executed by the processor to

implement the foregoing method for controlling a virtual character.

[0021] According to an aspect of the embodiments of this application, a computer-readable
storage medium is provided, the computer-readable storage medium having a computer program
stored therein, and the computer program being loaded and executed by a processor to implement

the foregoing method for controlling a virtual character.

[0022] According to an aspect of the embodiments of this application, a computer program
product is provided, the computer program product including a computer program, and the
computer program being stored in a computer-readable storage medium. A processor of a terminal
device reads the computer program from the computer-readable storage medium, and the processor
executes the computer program, to cause the terminal device to perform the foregoing method for

controlling a virtual character.

[0023] The technical solutions provided in the embodiments of this application may include

the following beneficial effects:

[0024] When the character state of the first virtual character meets the preset condition, it
indicates that the first virtual character has the capability of carrying another virtual character, so
that when the second virtual character moves into the preset range of the first virtual character, the
first virtual character can achieve the goal of carrying the second virtual character without the aid of

a virtual vehicle. This avoids a constraint problem caused by relying on the virtual vehicle to carry
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the virtual character, and effectively improves the convenience and efficiency of operations. In
addition, in a scenario where the second virtual character needs to evade an enemy virtual character,
by using the technical solution provided in this application, the second virtual character may hide on
the first virtual character, without additionally searching for a virtual building, an obstacle, or the
like for evasion. This facilitates further improvement of the convenience and efficiency of

operations.

BRIEF DESCRIPTION OF THE DRAWINGS

[0025] FIG. 1 is a schematic diagram of a control system according to an embodiment of

this application.

[0026] FIG. 2 is a flowchart of a method for controlling a virtual character according to an

embodiment of this application.

[0027] FIG. 3 is a schematic diagram showing a first virtual environment picture according

to an embodiment of this application.

[0028] FIG. 4 is a schematic diagram showing prompt information according to an

embodiment of this application.

[0029] FIG. 5 is a schematic diagram showing a second virtual character moving into a

shadow of a first virtual character according to an embodiment of this application.

[0030] FIG. 6 is a schematic diagram showing a first virtual character carrying a second

virtual character according to an embodiment of this application.

[0031] FIG. 7 is a flowchart of a method for controlling a virtual character according to

another embodiment of this application.

[0032] FIG. 8 is a schematic diagram showing a second virtual environment picture

according to an embodiment of this application.

[0033] FIG. 9 is a schematic diagram showing a second control according to an embodiment

of this application.

[0034] FIG. 10 is a schematic diagram showing a second virtual environment picture

according to another embodiment of this application.

[0035] FIG. 11 is a flowchart of a method for controlling a virtual character according to

another embodiment of this application.



[0036] FIG. 12 is a block diagram of an apparatus for controlling a virtual character

according to an embodiment of this application.

[0037] FIG. 13 is a block diagram of an apparatus for controlling a virtual character

according to another embodiment of this application.

[0038] FIG. 14 is a block diagram of a terminal device according to an embodiment of this

application.

DESCRIPTION OF EMBODIMENTS

[0039] To make the objectives, technical solutions, and advantages of this application
clearer, the following further describes implementations of this application in detail with reference

to the accompanying drawings.

[0040] Before embodiments of this application are described, relevant terms in this

application are first defined and described.
[0041] 1. Virtual environment

[0042] A virtual environment is an environment displayed (or provided) when a client of an
application program (for example, a game application program) runs on a terminal device. The
virtual environment refers to an environment created for a virtual object to perform activities (for
example, a game competition), such as a virtual house, a virtual island, or a virtual map. The virtual
environment may be a simulated environment of the real world, or may be a semi-simulated and
semi-fictional environment, or may be a completely fictional environment. The virtual environment
may be a three-dimensional virtual environment, or may be a 2.5-dimensional virtual environment,
or may be a two-dimensional virtual environment. This is not limited in the embodiments of this
application. The foregoing virtual object may include a virtual character, a virtual vehicle, a virtual

animal, or the like.
[0043] 2. Virtual character

[0044] A virtual character is a character controlled by a user account in an application
program. For example, an application program is a game application program. The virtual character
refers to a game character controlled by a user account in the game application program. The virtual
character may be in a human form, an animal form, a cartoon form, or another form. This is not
limited in the embodiments of this application. The virtual character may be displayed in a three-
dimensional form or a two-dimensional form. This is not limited in the embodiments of this

application. The virtual character in the embodiments of this application is different from the virtual



vehicle. That is, the foregoing virtual character does not have a capability of carrying another virtual

character.

[0045] In different game application programs, operations that can be performed by virtual
characters controlled by user accounts may be different. For example, in a shooting game
application program, a user account may control a virtual character to perform operations such as
shooting, moving, running, jJumping, casting skills, and using a virtual prop. The game application
program may be any one of a multiplayer online battle arena (MOBA) game, a first-person shooting
game (FPS), a multiplayer gunfight survival game, a third-person shooting (TPS) game, a
simulation game (SLG), and the like.

[0046] Of course, in addition to the game application programs, other types of application
programs may also present a virtual character to a user, and provide a corresponding function for
the virtual character. For example, an augmented reality (AR) application program, a virtual reality
(VR) application program, a mixed reality (MR) application program, a social application program,
an interactive entertainment application program, and the like. This is not limited in the
embodiments of this application. In addition, for different application programs, forms of virtual
characters provided by them may also be different, and corresponding functions may also be
different. These may be configured in advance according to actual requirements. This is not limited

in the embodiments of this application.

[0047] Referring to FIG. 1, a schematic diagram of a control system according to an
embodiment of this application is shown. The control system may include: a terminal device 10 and

a server 20.

[0048] The terminal device 10 may be an electronic device, such as a mobile phone, a tablet
computer, a multimedia playing device, a personal computer (PC), an intelligent robot, a vehicle-
mounted terminal, a wearable device, an AR device, a VR device, and an MR device. A client of an
application program may be installed in the terminal device 10. The application program may be,
for example, a game application program, a social entertainment application program, or a

simulation learning application program.

[0049] The application program may be an online application program. For example, the
client of the application program may be installed and run in different terminal devices 10, for use
by different users. By taking a game application program as an example, the game application
program may be installed and run in different terminal devices 10 in a form of a mobile game, a

personal computer (PC) game, a webpage, an applet, or the like. This is not limited in the



embodiments of this application. The application program may also be a plug-and-play application

program. This is not limited in the embodiments of this application.

[0050] The server 20 is configured to provide a background service for the client of the
application program (for example, a game application program) in the terminal device 10. For
example, the server 20 may be a background server of the foregoing application program (for
example, a game application program). The server 20 may be one server, or may be a server cluster

including a plurality of servers, or a cloud computing service center.

[0051] The terminal device 10 may communicate with the server 20 through a network 30.

The network 30 may be a wired network, or may be a wireless network.

[0052] For example, by taking a game application program as an example, in a game battle,
a first virtual character may have a capability of carrying another virtual character by using a first
virtual prop. Moreover, the client displays prompt information on a shadow of the first virtual
character to prompt other virtual characters that the first virtual character has the capability of
carrying another virtual character at this time. Taking a preset range as the shadow of the first
virtual character as an example, when a second virtual character moves into the shadow of the first
virtual character, the client corresponding to the second virtual character transmits a carrying
request to the server, and after successfully verifying the carrying request, the server sends a
carrying notification to the client corresponding to the first virtual character and the client
corresponding to the second virtual character, respectively. After receiving the carrying notification,
the client corresponding to the first virtual character cancels the display of the second virtual
character, and controls the first virtual character to carry the second virtual character. After
receiving the carrying notification, the client corresponding to the second virtual character also
cancels the display of the second virtual character, and switches an angle of view to a first angle of
view of the first virtual character, so as to display a virtual environment picture at the first angle of

view.

[0053] The technical solutions provided in this application will be described below through

the method embodiments.

[0054] Referring to FIG. 2, a flowchart of a method for controlling a virtual character
according to an embodiment of this application is shown. An execution entity of operations of the
method may be the terminal device 10 in the control system shown in FIG. 1, for example, the

client in the terminal device 10. The method may include the following operations (201-203).



[0055] Operation 201: Display a first virtual environment picture, the first virtual
environment picture being a picture of a virtual environment that is observed from a first angle of

view of a first virtual character.

[0056] The virtual environment is an environment displayed (or provided) when a client of
an application program (for example, a game application program) runs on the terminal device. The
virtual environment may be used for a virtual object to perform activities. The virtual object in the
embodiments of this application may be an object capable of performing activities in the virtual
environment, for example, a virtual character, a virtual vehicle, or a virtual animal. The foregoing
virtual environment picture is a picture obtained by observing the virtual environment. For example,
the first virtual environment picture is a virtual environment picture obtained through observing the
virtual environment by the first virtual character. The foregoing virtual character may be a character
controlled by a user account in the application program. For example, the first virtual character may

be a virtual character controlled by a currently logged-in user account in the terminal device.

[0057] The foregoing first angle of view is an angle of view of the first virtual character, and
may be set and adjusted according to an actual use requirement. For example, the first angle of view
may be a first-person angle of view, a third-person angle of view, or the like that is based on the first

virtual character. This is not limited in the embodiments of this application.

[0058] In an example, the virtual environment is an environment provided by the game
battle, and a plurality of virtual characters compete in the virtual environment. In some
embodiments, the game battle includes at least two factions, virtual characters belonging to different
factions may be in a cooperation relationship, an adversarial relationship, or the like, and multiple
virtual characters belonging to the same faction may be in a teammate relationship. The virtual
characters belonging to the different factions may attack each other, and the virtual characters
belonging to the same faction may rescue each other. In some embodiments, the virtual environment
may also be an environment provided by a game level, or the virtual environment may also be an

environment provided by a game activity. This is not limited in the embodiments of this application.

[0059] For example, referring to FIG. 3, after one game battle is started, the client displays a
first virtual environment picture 301 on a user interface 300. The first virtual environment picture
301 is a picture of the virtual environment that is observed from a third-person angle of view of a
first virtual character 302. The first virtual environment picture 301 includes a first virtual character
302 and a second virtual character 303 located in the virtual environment. The first virtual character
302 and the second virtual character 303 may be controlled by a user to perform activities, for

example, releasing a skill, using a virtual prop, walking, or running, in the virtual environment.
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Unless otherwise specified, the client in the embodiments of this application refers to the client

corresponding to the first virtual character.

[0060] Operation 202: Display prompt information in response to a character state of the
first virtual character meeting a preset condition, the prompt information being configured for

indicating that the first virtual character has a capability of carrying another virtual character.

[0061] The preset condition is a condition that is preset, and the character state is configured
for characterizing a state in which the first virtual character participates in a virtual battle in the

virtual environment.

[0062] In some embodiments, the character state includes an attribute state of the first
virtual character, and whether the character state meets the preset condition is determined according
to whether the attribute state of the first virtual character meets a preset state. The attribute state
includes at least one of a plurality of character attributes such as a virtual health value, a virtual
mana value, and a virtual character level. For example, when an object level of the first virtual
character reaches 10, it is considered that the character state of the first virtual character meets the
preset condition. Or, when the virtual health value of the first virtual character reaches 80%, it is

considered that the character state of the first virtual character meets the preset condition.

[0063] In some embodiments, the character state includes a skill state of the first virtual
character. Whether the character state meets the preset condition can be determined according to
whether the skill state of a skill possessed by the first virtual character at a current moment matches
an applicable state. The skill state includes at least one of a plurality of states such as a skill
cooldown state (a current skill in a waiting state cannot be used), a skill available state (a current
skill can be used), and a skill locking state (a current skill is locked and cannot be used). For
example, when the first skill possessed by the first virtual character is in the skill available state, it

is considered that the character state of the first virtual character meets the preset condition.

[0064] In some embodiments, the character state includes a state in which the first virtual
character uses the virtual prop, and whether the character state of the first virtual character meets
the preset condition may be determined by determining whether the first virtual character uses a

preset virtual prop.

[0065] For example, when the first virtual character uses the first virtual prop, it is
considered that the character state of the first virtual character meets the preset condition. Or, when
the first virtual character uses the first virtual prop towards a preset direction, it is considered that

the character state of the first virtual character meets the preset condition, and so on.



[0066] The foregoing situations in which the character state meets the preset condition are

merely exemplary examples. This is not limited in the embodiments of this application.

[0067] In an exemplary embodiment, the following descriptions are provided by taking a
situation in which the state of the first virtual character using the first virtual prop is considered as

that the character state meets the preset condition as an example.

[0068] In some embodiments, the client displays a process in which the first virtual
character uses the first virtual prop in response to an operation signal for the first virtual prop
generated by the user by using the terminal device. After the first virtual prop is used, the client
displays prompt information. The operation signal may be generated by the user through a touch
screen on the terminal device. For example, the user may trigger (for example, tap, double tap,
swipe, or long press) a prop use control on the user interface displayed on the touch screen, so as to
generate the operation signal for the first virtual prop to implement use of the first virtual prop.
Operation information may also be generated by the user via using an external device (for example,
a mouse, a keyboard, a joystick, or a gamepad) of the terminal device, so as to implement the use of

the first virtual prop. This is not limited in the embodiments of this application.

[0069] The virtual prop is a prop provided by an application program for use by a virtual
character. The virtual prop may be a simulated prop for a real object (for example, a chip, a scroll,
or a tool), may be a semi-simulated and semi-fictional prop, or may be a pure-fictional prop. This is
not limited in the embodiments of this application. In some embodiments, the virtual prop may be
obtained in the virtual environment, or may be assembled before the game battle is started. This is

not limited in the embodiments of this application.

[0070] For example, the foregoing virtual prop may be a skill chip. Different skill chips
correspond to different functions, for example, a co-movement function, a stealth function, an
enhancement function, a flight function, and a confinement function. The co-movement function
enables a user of the skill chip to have the capability of carrying another virtual character
(hereinafter referred to as a co-movement capability). Before the game battle is started (for
example, at a preparation stage), the user may select and assemble the skill chip. The virtual
character in the embodiments of this application does not have the capability of carrying another

virtual character (i.e. the co-movement capability).

[0071] In some embodiments, the first virtual prop in the embodiments of this application
may be a skill chip having the co-movement function, which enables a prop trigger control, such as

a prop trigger control 304 (in a button style) shown in FIG. 3, to be correspondingly displayed on
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the user interface. The user can trigger the prop trigger control 304 and then use the first virtual
prop.

[0072] In some embodiments, in response to the operation of using the first virtual prop

being received, the prompt information is displayed on the shadow of the first virtual character.

[0073] The shadow of the first virtual character is a relatively dark region in the virtual
environment that is formed due to a virtual object blocks the propagation of virtual light and the
virtual light cannot pass through an opaque object. In some embodiments, the shadow may be a
shadow generated by simulation. For example, the shadow of the first virtual character may be a
shadow generated while the first virtual character is illuminated by a virtual light source, such as a
virtual sun, a virtual lamp, or virtual fire. For example, referring to FIG. 3, a shadow 305 is
generated on a virtual ground while the first virtual character 302 is illuminated by the virtual light
source, and a shape of the shadow 305 is related to a model shape of the first virtual character 302

and an angle between the first virtual character 302 and the virtual light source.

[0074] The prompt information in this application is visual content, such as text prompt
information, image prompt information, animation prompt information, and special effect prompt
information. For example, the client may display the text “Enter carry mode” on or above the
shadow of the first virtual character, or may display the special effect “Wormhole™ on or above the
shadow of the first virtual character. This is not limited in the embodiments of this application. In
some embodiments, the prompt information is associated with the co-movement capability. For
example, during a display period of the prompt information, the first virtual character provides a
carrying entry to another virtual character, and during a period in which the display of the prompt
information is canceled, the first virtual character does not provide the carrying entry to another

virtual character.

[0075] In an example, the prompt information is visible to a teammate virtual character
located in a same virtual faction as the first virtual character (that is, the teammate virtual character
can see the prompt information). For example, the second virtual character is a teammate virtual
character, and the prompt information is visible to the second virtual character. However, the
prompt information is invisible to enemy virtual characters located in different virtual factions from
the first virtual character (that is, the enemy virtual characters cannot see the prompt information).
For example, referring to FIG. 3 and FIG. 4, in response to the virtual prop control 304 being
triggered, the client displays a special effect 306 (i.e. the prompt information) above the shadow
305 of the first virtual character 302. In a case that the second virtual character 303 is a teammate of

the first virtual character 302, the special effect 306 is visible to the second virtual character 303.
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[0076] In an example, the character state of the first virtual character reaching the preset
state includes: the first virtual character uses the first virtual prop; and in response to receiving an
operation of controlling the first virtual character to use the first virtual prop, the client displays the
prompt information on the shadow of the first virtual character if the first virtual prop meets the

trigger condition.

[0077] The trigger condition is configured for indicating whether the first virtual prop can

be triggered, and the trigger condition may include at least one of the following.

[0078] 1. An energy value of the first virtual prop reaches a maximum energy value. To be
specific, if the energy value of the first virtual prop reaches the maximum energy value, the client
displays the prompt information in response to the operation of using the first virtual prop. If the
energy value of the first virtual prop does not reach the maximum energy value, the client skips
displaying the prompt information in response to the operation of using the first virtual prop. For
example, referring to FIG. 3, the virtual prop control 304 represents, in a form of a virtual energy
gauge, whether the energy value reaches the maximum energy value. When energy in the virtual
energy gauge is fully filled, the first virtual prop may become available. The energy value of the
first virtual prop increases over time. In some embodiments, the user may also complete a task and
defeat enemies to obtain the energy value. After the first virtual prop is used, the energy value of the

first virtual prop is reset to 0.

[0079] 2. A remaining cooldown duration of the first virtual prop is 0. To be specific, if the
remaining cooldown duration of the first virtual prop is 0, the client displays the prompt information
in response to the operation of using the first virtual prop. If the remaining cooldown duration of the
first virtual prop is not 0, the client skips displaying the prompt information in response to the

operation of using the first virtual prop.

[0080] 3. The first virtual character has a shadow. To be specific, if the first virtual character
has a shadow, the client displays the prompt information in response to the operation of using the
first virtual prop. If the first virtual character has no shadow, the client skips displaying the prompt

information in response to the operation of using the first virtual prop.

[0081] In an example, the operation of the first virtual character using the first virtual prop
is considered as that the character state of the first virtual character meets the preset condition. In
response to receiving the operation of controlling the first virtual character to use the first virtual
prop, the client obtains a shadow area corresponding to the shadow of the first virtual character if

the first virtual prop meets the trigger condition, and displays the prompt information on the shadow
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of the first virtual character in a case that the shadow area is greater than or equal to a first

threshold.

[0082] Description of the trigger condition in this embodiment of this application is the
same as the description in the foregoing embodiments. Details are not described herein again. The
shadow area is configured for indicating a size of the shadow, for example, an area occupied by the
shadow on the virtual ground. The foregoing first threshold may be set and adjusted according to an
actual use requirement. This is not limited in the embodiments of this application. For example, the

foregoing first threshold may be 1/2, 1/3, 1/4, or the like of a maximum shadow area.

[0083] The foregoing content describes a process of displaying the prompt information on
the shadow. If the operation of the first virtual character using the first virtual prop is considered as
that the character state of the first virtual character meets the preset condition, the prompt
information may be displayed on the shadow when the first prop meets the trigger condition, or the
prompt information may be displayed on the shadow when the first prop meets the trigger condition
and the shadow area reaches the first threshold. By introducing comparison content such as the
trigger condition and the first threshold, a relatively clear logical judgment mechanism is set for
displaying the prompt information, facilitating the improvement of controllability and adaptability
of a prompt information displaying process, avoiding the problem of improper display of the
prompt information, and facilitating the improvement of human-machine interaction efficiency

while enriching game gameplay.

[0084] In some embodiments, in a case that the shadow area is greater than or equal to the
first threshold, the client does not display the prompt information if the first virtual character is in a
first state, the first state including at least one of the following: a knocked-down state, being in a
virtual vehicle, a climbing state, a rescue state, or a virtual health value being 0. The knocked-down
state may be a state in which an attack capability is lost and the virtual health value changes to 0
after a threshold time. The rescue state may be a state of rescuing another virtual character. In some
feasible embodiments, if the first virtual character is in the first state, the client directly switches the

first virtual prop to a disabled state, and the first virtual prop in the disabled state cannot be used.

[0085] In some embodiments, in a case that the shadow area is less than the first threshold,

the client also does not display the prompt information on the shadow of the first virtual character.

[0086] In the embodiments of this application, whether to display the prompt information is
determined in combination with the trigger condition and the shadow area, so that the user needs to
consider the trigger condition and the shadow area when using the first virtual prop, thereby
improving the strategic depth and balance of using the first virtual prop. The foregoing content
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further describes that even if the shadow area reaches the first threshold, whether to display content
of the prompt information further needs to be determined based on the state of the first virtual
character. For example, when the first virtual character is in the first state that is inconvenient for
carrying another virtual character , such as the knocked-down state or the virtual health value being
0, the prompt information is not displayed. By considering the first state, a running process of the
virtual environment is more realistic, which avoids increasing a game burden of the first virtual
character in a case that it is inconvenient for the first virtual character to carry the second virtual
character, and improves the human-machine interaction efficiency while considering a game
interaction effect. In addition, the first virtual prop cannot be triggered by limiting the first virtual

character in some states, thereby improving the balance of using the first virtual prop.

[0087] In some embodiments, during the display period of the prompt information, another
virtual character may trigger the first virtual character to carry, and after the display of the prompt
information is canceled, another virtual character may be not able to trigger the first virtual

character to carry.

[0088] In an example, the prompt information corresponds to a display duration. That is,
after the prompt information reaches the display duration, the client cancels the display of the
prompt information. The embodiments of this application may further include the following
content: obtain a shadow area of the shadow when the first virtual prop is used; and determine a
display duration of the prompt information according to the shadow area, the display duration of the

prompt information being positively correlated with the shadow area.

[0089] The larger the shadow area when the first virtual prop is used, the longer the display
duration of the prompt information, and the smaller the shadow area when the first virtual prop is
used, the shorter the display duration of the prompt information. In some embodiments, the shadow
area may be directly determined as the display duration of the prompt information, or a product of a
factor, namely the area, and a specified parameter may be determined as the display duration of the
prompt information, or the display duration corresponding to a duration level corresponding to an
area level of the shadow area may be determined as the display duration of the prompt information.
This is not limited in the embodiments of this application. In this way, the display duration of the
prompt information is determined by using the shadow area, so that the strategic depth of using the

first virtual prop may be further improved.

[0090] The foregoing content describes a process of determining the display duration of the
prompt information according to the shadow area. The display duration of the prompt information is

associated with the shadow area, so that the display of the prompt information is more consistent
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with a lighting change and an environment change in the virtual environment, thereby enhancing a
sense of reality of a game. By means of the positive correlation between the shadow area and the
display duration of the prompt information, the strategic depth of the game can also be enhanced,
and the prompt information can be displayed more flexibly, thereby bringing more immersive game

experience to players.

[0091] In an example, a method for determining the display duration of the prompt
information may also include the following operations: obtaining a first ratio of a model area of the
second virtual character to a model area of the first virtual character; and determining a display
duration of the prompt information according to the first ratio and the shadow area, the display
duration of the prompt information being positively correlated with the first ratio, and the display

duration of the prompt information being positively correlated with the shadow area.

[0092] In some embodiments, the model area of the second virtual character is divided by
the model area of the first virtual character to obtain the first ratio. The model area may be an area
of a horizontal projection of the model, may be an area of a vertical projection of the model, or may

be a volume of the model. This is not limited in the embodiments of this application.

[0093] In some embodiments, the display duration of the prompt information may be
determined based on a product of the first ratio and the shadow area, or weighted summation may
be performed on the first ratio and the shadow area to obtain the display duration of the prompt

information. This is not limited in the embodiments of this application.

[0094] The foregoing content describes that when the shadow area is positively correlated
with the display duration of the prompt information, the display duration of the prompt information
may further be determined in combination with the first ratio. The first ratio, serving as a ratio of
the model area of the second virtual character to the model area of the first virtual character, can
reflect a size of the second virtual character with respect to the first virtual character, and can also
reflect the reliability of the second virtual character hiding at the first virtual character to some
extent. A larger first ratio indicates that the first virtual character can better hide the second virtual
character. Therefore, setting that the display duration of the prompt information is positively
correlated to the first ratio can constrain a gain effect of the prompt information on the second
virtual character. A display state of the prompt information may be more comprehensively
constrained in combination with the first ratio and the shadow area, thereby enhancing the reality of
the game, ensuring the fairness for multiple players participating in the game, and improving the

human-machine interaction efficiency.
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[0095] In some embodiments, after the display duration of the prompt information is
determined, the user may further prolong the display duration by completing a task, defeating

enemies, or the like.

[0096] In the embodiments of this application, the display duration of the prompt
information is determined based on the shadow area. This enhances the correlation between the
prompt information and the shadow, so that the display duration may dynamically change along
with the shadow area, improving the setting flexibility of the display duration, and facilitating the

further improvement of the strategic depth of using the first virtual prop.

[0097] In an example, the client cancels the display of the prompt information in a case that
the prompt information meets a disappearance condition, and skips canceling the display of a third
virtual character in response to the third virtual character moving into the shadow of the first virtual

character.

[0098] The disappearance condition is used for indicating whether the prompt information
disappears. The disappearance condition may include at least one of the following: the display
duration of the prompt information is reached, the shadow of the first virtual character disappears,
and an operation of using the first virtual prop is canceled. The third virtual character is different
from the first virtual character. During the period in which the display of the prompt information is
canceled, although the first virtual character still has the co-movement capability, the first virtual
character cannot carry another virtual character. Therefore, the display of the prompt information
indicating that the first virtual character can carry another virtual character is canceled. This may
facilitate the improvement of game balance. Even if the third virtual character then moves into the
shadow of the first virtual character, the prompt information is not displayed based on the fact that
the first virtual character cannot carry another virtual character. Therefore, the display of the third
virtual character is not canceled, and restrictions are set for a game process to ensure the fairness of

the game.

[0099] Operation 203: Cancel display of a second virtual character in response to the second
virtual character being within a preset range of the first virtual character, a position of the second
virtual character, whose display is canceled, changing along with the position of the first virtual

character.

[0100] lustratively, the preset range is a range that is preset based on the position where the
first virtual character is located. In some embodiments, the preset range is a circular region within

one meter around the first virtual character. Or, the preset range is a rectangular area within 0.5
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meters around the first virtual character. Or, the preset range is within the shadow corresponding to

the first virtual character.

[0101] Taking the preset range as the shadow corresponding to the first virtual character as
an example, the display of the second virtual character is canceled in response to the second virtual

character moving into the shadow of the first virtual character.

[0102] In some embodiments, the second virtual character moving into the preset range of
the first virtual character may also be understood as that a distance between the second virtual
character and the first virtual character is less than or equal to a preset distance. For example, the
preset range is a preset distance of one meter, and the distance between the second virtual character
and the first virtual character is determined in real time based on a position change of the second
virtual character and the position change of the first virtual character. If the distance is less than one
meter or the distance is equal to one meter, it is considered that the second virtual character moves
into the preset range of the first virtual character. The implementation of the preset range is not

limited herein.

[0103] The second virtual character is a virtual character different from the first virtual
character, and may be in a teammate relationship with the first virtual character, or may be in a
cooperation relationship with the first virtual character. In some embodiments, the forgoing prompt
information is visible to the second virtual character. The second virtual character moving into the
shadow of the first virtual character may refer to that the second virtual character moves into a
region covered by the shadow, or may refer to that the second virtual character moves into a region

covered by the prompt information.

[0104] Canceling the display of the second virtual character may refer to canceling the
display of a model of the second virtual character. For example, the model of the second virtual
character may be hidden in the model of the first virtual character, so as to cancel the display of the
second virtual character. The model of the second virtual character may also be hidden in the
shadow of the first virtual character, so as to cancel the display of the second virtual character. The
model of the second virtual character may also be hidden in the prompt information, so as to cancel
the display of the second virtual character. The model of the second virtual character may also not

be displayed, so as to cancel the display of the second virtual character.

[0105] In an example, although the display of the second virtual character on a terminal
interface is canceled when the second virtual character is within the preset range, the second virtual
character is still in a fighting state in a current virtual battle, that is, the second virtual character is
still alive in the game. Therefore, the second virtual character still has corresponding position
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information in the game, that is, the position of the second virtual character in the game is not

canceled.

[0106] [Mlustratively, the teammate virtual character located in the same virtual faction as the
second virtual character may still learn, by using a virtual map, the position of the second virtual
character whose display is canceled. Or, each virtual character in the virtual battle may learn, by
completing a task in the game, the position or the like of the second virtual character whose display

1s canceled.

[0107] In some embodiments, the co-movement function of the first virtual character
enables the second virtual character to be carried by the first virtual character in a case that the
second virtual character is within the preset range. At this time, the position of the second virtual
character is bound to the position of the first virtual character. Therefore, the position of the second
virtual character, whose display is canceled, changes along with the position of the first virtual

character in the virtual environment.

[0108] [Mlustratively, position coordinates of the second virtual character are the same as
position coordinates of the first virtual character. When the first virtual character moves in the
virtual environment, the position coordinates of the second virtual character synchronously change
along with the position coordinates of the first virtual character. Or, a coordinate deviation between
the position coordinates of the second virtual character and the position coordinates of the first
virtual character is a fixed value. When the first virtual character moves in the virtual environment,
the position coordinates of the second virtual character change along with the position coordinates
of the first virtual character, and a change amplitude remains consistently at a fixed value

corresponding to the coordinate deviation, and so on.

[0109] In some embodiments, the position of the second virtual character is determined
according to a position where the model of the second virtual character is hidden and the position of
the first virtual character, so that the position of the second virtual character, whose display is
canceled, changes along with the position of the first virtual character, thereby achieving an effect

that the second virtual character is carried by the first virtual character.

[0110] For example, in a case that the model of the second virtual character is hidden in the
model of the first virtual character, the position of the first virtual character may be directly
determined as the position of the second virtual character. In a case that the model of the second
virtual character is hidden in the shadow of the first virtual character, the position of the second
virtual character may be determined according to the position of the first virtual character and a
position of the shadow with respect to the first virtual character.
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[0111] In an example, the second virtual character, whose display is canceled, shares the
first angle of view with the first virtual character. To be specific, the client of the second virtual
character originally displays the virtual environment picture at a second angle of view of the second
virtual character. After the second virtual character is carried by the first virtual character, the client
of the second virtual character is switched to synchronously display the first virtual environment
picture, so that a user corresponding to the second virtual character can continue to obtain

information from the first virtual environment picture.

[0112] The foregoing content describes the content that after disappearing, the second
virtual character shares the first angle of view with the first virtual character. After being carried by
the first virtual character, the second virtual character does not lose a game eligibility, but
participates in the game process while remaining concealed from plain view. Given that the second
virtual character moves in the virtual environment along with the first virtual character, and the
second virtual character is subject to specific game restrictions when being carried by the first
virtual character, the first angle of view of the first virtual character may be used as an angle of view
taken by the second virtual character in the game, so as to display, for the second virtual character, a
picture observed from the first angle of view, thereby improving the reality of the game. During this
process, the server does not need to additionally generate the virtual environment picture at the
second angle of view, thereby reducing a workload of generating the virtual environment picture,
and saving processing resources of the server. Moreover, the user corresponding to the second
virtual character does not need to perform a control operation, thereby improving user experience.
The process of sharing the angle of view also facilitates the second virtual character and the first
virtual character to participate in the game process more positively and cooperatively, thereby
improving the cooperation between different virtual characters, and improving the human-machine

interaction efficiency.

[0113] In some embodiments, when the display of the second virtual character is canceled,
the client further displays a disappearance special effect, such as a special effect that the second
virtual character disappears from the shadow, or a special effect that the second virtual character is

hidden by the prompt information. This is not limited in the embodiments of this application.

[0114] For example, referring to FIG. 5 and FIG. 6, during the display period of the prompt
information 306, the client cancels the display of the second virtual character 303 in response to the
second virtual character 303 moving into the shadow 305 of the first virtual character 302. The

position of the second virtual character 303 changes along with a position change of the first virtual

character 302. In some embodiments, the second virtual character 303 may further share the first
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angle of view of the first virtual character 302, that is, the second virtual character 303 watches

others fight at the first angle of view.

[0115] In an example, after the second virtual character enters the shadow, the first virtual
character may carry the second virtual character only after the second virtual character actively

requests to be carried. Therefore, operation 203 may further include the following content:

[0116] 1. Send a collision event occurring between a collider deployed within the preset
range and a collider of the second virtual character to a server in a case that the collision event is

detected.

[0117] The preset range is a range that is preset based on the position where the first virtual
character is located. In some embodiments, the preset range is a circular region within one meter
around the first virtual character. Or, the preset range is within the shadow corresponding to the first

virtual character.

[0118] Taking the preset range as the shadow corresponding to the first virtual character as
an example, the collision event occurring between the collider deployed within the shadow and the
collider of the second virtual character is sent to the server in a case that the collision event is
detected. The collider deployed within the shadow may be a collider corresponding to the shadow,
or may be a collider corresponding to the prompt information. A projection region of the collider
coincides with a region covered by the shadow. The collider of the second virtual character may be
a collider corresponding to any part in the model, or may also refer to a collider corresponding to a

foot. This is not limited in the embodiments of this application.

[0119] The collision event is configured for indicating that the collider deployed within the
shadow collides with the collider of the second virtual character. After detecting the collision event,
the client sends the collision event to the server. The server may be a background server

corresponding to the client.

[0120] 2. Cancel the display of the second virtual character in response to receiving a
carrying notification from the server, the carrying notification being generated in a case that the
server receives a carrying request from the client corresponding to the second virtual character, and
the carrying request being configured for requesting the first virtual character to carry the second

virtual character.

[0121] The carrying notification is configured for notifying the client to control the first
virtual character to carry the second virtual character. The carrying notification may include

identification information of the second virtual character and identification information of the first
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virtual character. The carrying request may include the identification information of the second
virtual character and the identification information of the first virtual character. After receiving the
carrying request, the server verifies the identification information of the first virtual character. After
successfully verifying the identification information of the first virtual character, the server
generates the carrying notification, and sends the carrying notification to the client corresponding to
the first virtual character. After receiving the carrying notification, the client controls the first virtual
character to carry the second virtual character, and cancels the display of the second virtual

character.

[0122] The foregoing content describes a process by which the server handles the first
virtual character carrying the second virtual character. The server, serving as a processing device
connected to a terminal, has higher processing efficiency. If the collision event is detected, the
terminal processes the collision event through the server, facilitating more comprehensive and
efficient analysis of the server on the collision event. The terminal device only needs to determine,
based on the carrying notification sent by the server, whether to display the second virtual character,

greatly reducing calculation and storage burdens of the terminal.

[0123] In some embodiments, when the display of the second virtual character is canceled,
the model of the second virtual character is hidden, so as to achieve the effect of canceling the

display of the second virtual character on the interface.

[0124] In some embodiments, the model of the second virtual character is hidden in the

model of the first virtual character.

[0125] [lustratively, when the second virtual character is within the preset range of the first
virtual character, it is determined that the first virtual character may carry the second virtual
character. Therefore, the model of the second virtual character may be hidden in the model of the
first virtual character. For example, the model of the second virtual character is scaled down and

hidden in the model of the first virtual character.

[0126] In some embodiments, the model of the second virtual character is hidden in the

shadow of the first virtual character.

[0127] [lustratively, when the second virtual character is within the preset range of the first
virtual character, it is determined that the first virtual character can carry the second virtual
character. Given that the shadow of the first virtual character is usually exhibited in a dark color,
such as gray, and the shadow moves along with the first virtual character, the model of the second

virtual character may be hidden in the shadow of the first virtual character. For example, the model
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of the second virtual character is scaled down and hidden in the shadow of the first virtual character.
Or, a mask effect is added to the model of the second virtual character and is then blended in the

shadow of the first virtual character, and so on.

[0128] In some embodiments, the model of the second virtual character is hidden in the

prompt information.

[0129] [lustratively, when the second virtual character is within the preset range of the first
virtual character, it is determined that the first virtual character can carry the second virtual
character. Given that the prompt information is usually implemented in a form of a floating window
on the interface, the model of the second virtual character may also be hidden in the prompt
information, so as to cancel the display of visual effect of the second virtual character on the

interface.

[0130] The foregoing content describes that the model of the second virtual character is
hidden to cancel the display of content of the second virtual character. By the process of hiding the
model, visual disturbance on the interface can be reduced, an effect that the second virtual character
disappears is presented to a target user, which is more in line with the purpose of interface display.
This offers more personalized and immersive game experience to the player and facilitates the

improvement of human-machine interaction efficiency.

[0131] In an example, while canceling the display of the second virtual character, the client
also cancels the display of the prompt information, so that another virtual character cannot be

carried by the first virtual character any more.

[0132] In an example, after the first virtual character carries the second virtual character, the
second virtual character may further be released from the carrying of the first virtual character. This

may include at least one of the following cases:

[0133] 1. redisplay the second virtual character next to a position of the first virtual
character in a case that a remaining effective duration of the first virtual prop used by the first

virtual character is 0.

[0134] The character state of the first virtual character meeting a preset condition includes
the first virtual character using the first virtual prop. The remaining effective duration is a remaining
duration for which the first virtual character still has the co-movement capability. In a case that the
remaining effective duration of the first virtual prop is 0, the first virtual character loses the co-
movement capability, the first virtual character cannot carry the second virtual character any more,

and the client needs to redisplay the second virtual character. The remaining effective duration may
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be set and adjusted according to an actual use requirement. This is not limited in the embodiments

of this application.

[0135] For example, in a case that the remaining effective duration of the first virtual prop is
0, the client may redisplay the model of the second virtual character on the shadow of the first
virtual character, or may display the model of the second virtual character at any position around the

first virtual character.

[0136] 2. Redisplay the second virtual character next to the position of the first virtual
character in a case that a client corresponding to the second virtual character initiates a release

request.

[0137] The release request is configured for requesting to release from the carrying of the
first virtual character. The client corresponding to the second virtual character may send the release
request to the server. The server generates a release notification after receiving the release request,
and sends the release notification to the client corresponding to the first virtual character. After
receiving the release notification, the client corresponding to the first virtual character controls the
first virtual character to end carrying the second virtual character, and redisplay the second virtual
character next to the position of the first virtual character. In this way, the second virtual character
can be actively released from the carrying of the first virtual character, thereby improving the
flexibility of operations. To be specific, even if the first virtual character has the co-movement
capability, the second virtual character still has a particular self-determined selection right, and may
select to be carried by the first virtual character, or may select not to be carried by the first virtual
character, thereby enhancing the flexibility of the player in terms of controlling the virtual character

to play the game.

[0138] 3. Redisplay the second virtual character next to the position of the first virtual
character in a case that the first virtual character enters a second state, the second state including at

least one of the following: a virtual health value being 0, a knocked-down state, or an injured state.

[0139] That is, in a case that the first virtual character enters the second state, the first
virtual character loses the co-movement capability, the first virtual character cannot carry the
second virtual character any more, and the client needs to redisplay the second virtual character. The

injured state may be a state in which the virtual health value is less than a health value threshold.

[0140] 4. Redisplay the second virtual character next to the position of the first virtual

character in a case that the shadow of first virtual character disappears.
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[0141] [lustratively, the display of the second virtual character is canceled by hiding the
second virtual character in the shadow of the first virtual character. Therefore, when the shadow of
the first virtual character disappears, the display of the second virtual character may be redisplayed
next to the position of the first virtual character. For example, when the first virtual character walks
to a space without light, the shadow of the first virtual character disappears, and the second virtual
character is redisplayed. Or, when the virtual health value of the first virtual character is 0, the first
virtual character and the shadow disappear together, and then the second virtual character is
displayed. Therefore, the shadow of the first virtual character disappearing may be considered as
that the first virtual character loses the co-movement capability of carrying the virtual character.
That is, the foregoing co-movement capability may be associated with the shadow of the first virtual
character, facilitating the improvement of reasonableness of the co-movement capability. Moreover,
enemies may perform targeted deployment based on this feature, thereby improving the strategic

depth of the game.

[0142] The foregoing content describes several exemplary manners in which the second
virtual character is released from the carrying of the first virtual character. These exemplary
manners include that the first virtual character loses the co-movement capability of carrying the
second virtual character due to changes in its own state or a state of a held prop, so as to redisplay
the second virtual character, and also include that the second virtual character decides to release
from the carrying of the first virtual character, so as to redisplay the second virtual character. The
determination of whether to redisplay the second virtual character in at least one of a plurality of
manners helps enhance the game reality and provide stronger game flexibility to the player at the
same time, so that the interface display better meets the expectation of the player, balances the
capabilities of all game participants, and contributes to reasonable allocation of in-game data

resources while ensuring the fairness of the game.

[0143] In some embodiments, when redisplaying the second virtual character, the client
further displays a redisplay special effect, such as a special effect that the second virtual character
reappears in the shadow, or a special effect that the second virtual character redisplays from the

prompt information. This is not limited in the embodiments of this application.

[0144] In some embodiments, during a process in which the first virtual character carries the
second virtual character, if the first virtual character is attacked, the attack does not affect the
second virtual character. The second virtual character in a carried state loses an attack capability,

and cannot attack enemies but may watch others fight.
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[0145] In conclusion, according to the technical solution provided in the embodiments of
this application, when the character state of the first virtual character meets the preset condition, it
indicates that the first virtual character has the capability of carrying another virtual character, so
that when the second virtual character moves into the preset range of the first virtual character, the
first virtual character can achieve the goal of carrying the second virtual character without the aid of
a virtual vehicle. This avoids a constraint problem caused by relying on the virtual vehicle to carry
the virtual character, and effectively improves the convenience and efficiency of operations. In
addition, in a scenario where the second virtual character needs to evade an enemy virtual character,
by using the technical solution provided in this application, the second virtual character may hide on
the first virtual character, without additionally searching for a virtual building, an obstacle, or the
like for evasion. This facilitates further improvement of the convenience and efficiency of

operations.

[0146] In addition, whether to display the prompt information is determined in combination
with the trigger condition and the shadow area, so that the user needs to consider the trigger
condition and the shadow area when using the first virtual prop, thereby improving the strategic
depth and balance of using the first virtual prop. In addition, the first virtual prop cannot be
triggered by limiting the first virtual character in some states, thereby improving the balance of

using the first virtual prop.

[0147] In addition, the display duration of the prompt information is determined based on
the shadow area. This enhances the correlation between the prompt information and the shadow, so
that the display duration may dynamically change along with the shadow area, improving the
setting flexibility of the display duration, and facilitating the further improvement of the strategic
depth of using the first virtual prop.

[0148] Referring to FIG. 7, a flowchart of a method for controlling a virtual character
according to another embodiment of this application is shown. An execution entity of the operations
of the method may be the terminal device 10 in a control system shown in FIG. 1, for example, the

client in the terminal device 10. The method may include the following operations (701-702).

[0149] Operation 701: Display a second virtual environment picture, the second virtual
environment picture being a picture of a virtual environment that is observed from a second angle of

view of a second virtual character.

[0150] The virtual environment is an environment displayed (or provided) when a client of
an application program (for example, a game application program) runs on the terminal device. The
foregoing virtual environment picture is a picture obtained by observing the virtual environment.
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For example, the second virtual environment picture is a virtual environment picture obtained
through observing the virtual environment by the second virtual character. The foregoing virtual
character may be a character controlled by a user account in the application program. For example,
the second virtual character may be a virtual character controlled by a currently logged-in user

account in the terminal device.

[0151] The second virtual character is different from the first virtual character, and the client
corresponding to the second virtual character and the client corresponding to the first virtual
character may be clients of a same application program in different terminal devices. The foregoing
second virtual environment picture may be displayed by the client corresponding to the second
virtual character. In some embodiments, the second virtual character may be in a teammate

relationship, a cooperation relationship, or the like with the first virtual character.

[0152] The foregoing second angle of view is an angle of view of the second virtual
character, and may be set and adjusted according to an actual use requirement. For example, the
second angle of view may be a first-person angle of view, a third-person angle of view, or the like
that is based on the second virtual character. This is not limited in the embodiments of this

application.

[0153] For example, referring to FIG. 8 and FIG. 3, the client corresponding to the second
virtual character displays a second virtual environment picture 401 on a user interface 400. The
second virtual environment picture 401 is a picture of the virtual environment that is observed from
the third-person angle of view of the second virtual character 303. The second virtual environment
picture 401 includes the first virtual character 302 and the second virtual character 303 located in
the virtual environment. The first virtual character 302 and the second virtual character 303 may be
controlled by a user to perform activities, for example, releasing a skill, using a virtual prop,

walking, or running, in the virtual environment.

[0154] Operation 702: In a case that prompt information is displayed, update the display of
the second virtual environment picture in response to the second virtual character moving into the

preset range of the first virtual character.

[0155] The prompt information is configured for indicating that the first virtual character

has a capability of carrying another virtual character.

[0156] In a case that the prompt information is displayed on the shadow of the first virtual
character, the user can determine that the first virtual character at this time has a capability of

carrying another virtual character (i.e. a co-movement capability). For example, the co-movement
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capability in the embodiments of this application may be represented as: for the second virtual
character, the second virtual character watches others fight at the second angle of view of the
second virtual character, and a position of the second virtual character changes along with a position
change of the first virtual character. The second virtual character is invisible to an enemy virtual
character. This increases the difficulty for enemies to locate targets, and increases a fighting
advantage between the first virtual character and the second virtual character, thereby improving the
flexibility of operations, and further improving the user experience. The second virtual character is
also invisible to the first virtual character, but related information is displayed on the user interface,

so as to prompt that the first virtual character is carrying the first virtual character.

[0157] In some embodiments, the prompt information may be displayed in a case that the

first virtual character uses the foregoing first virtual prop. The prompt information is visible to the
second virtual character. The prompt information in this application is visual content, such as text
prompt information, image prompt information, animation prompt information, and special effect

prompt information.

[0158] In some embodiments, because the second virtual character is carried by the first
virtual character, the display of the second virtual character on a terminal interface corresponding to
another player is canceled. Canceling the display of the second virtual character may refer to
canceling the display of a model of the second virtual character. For example, the model of the
second virtual character may be hidden in the model of the first virtual character, so as to cancel the
display of the second virtual character. The model of the second virtual character may also be
hidden in the shadow of the first virtual character, so as to cancel the display of the second virtual
character. The model of the second virtual character may also be hidden in the prompt information,
so as to cancel the display of the second virtual character. The model of the second virtual character

may also not be displayed, so as to cancel the display of the second virtual character.

[0159] In an example, a collider is deployed on the shadow of the first virtual character, and
in a case that a collision event occurring between a collider corresponding to the second virtual
character and the collider deployed on the shadow of the first virtual character is detected, the client
determines that the second virtual character moves into the shadow of the first virtual character.
This collision event may be detected and uploaded by the client corresponding to the first virtual
character, or may be detected and uploaded by the client corresponding to the second virtual
character, or may be detected and obtained by a server. This is not limited in the embodiments of

this application.
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[0160] In an example, the client sends a carrying request to the server in response to the
second virtual character moving into the shadow of the first virtual character, the carrying request
being configured for requesting the first virtual character to carry the second virtual character; and
cancels the display of the second virtual character on the terminal interface of the another player in
response to receiving the carrying notification from the server. This carrying notification is also
synchronously sent to the client corresponding to the first virtual character. Therefore, in a case that
the carrying notification is received, the client corresponding to the second virtual character can
determine that the first virtual character already starts to carry the second virtual character, and can

cancel the display of the second virtual character.

[0161] In an example, to prevent the second virtual character from being carried by the first
virtual character by mistake, the embodiments of this application further support secondary
confirmation for the second virtual character. In this case, the embodiments of this application may
further include the following content: additionally display a first control in response to the second
virtual character moving into a shadow of the first virtual character; send a carrying request to a
server in response to an operation of triggering the first control, the carrying request being
configured for requesting the first virtual character to carry the second virtual character; and cancel
the display of the second virtual character in response to receiving a carrying notification from the

server. The first control is configured to generate a carrying request.

[0162] For example, referring to FIG. 8 and FIG. 9, a first control 402 is additionally
displayed on the user interface 400 in response to the second virtual character 303 moving into the
shadow 305 of the first virtual character 302. The client corresponds to the second virtual character
303 sends the carrying request to the server in response to a trigger operation of the user on the first
control. In response to receiving the carrying notification from the server, the client corresponding
to the second virtual character 303 cancels the display of the second virtual character 303, and
displays the virtual environment picture of the first virtual character 302 at the third-person angle of

view.

[0163] The foregoing content describes a process of reminding, by using the first control,
the second virtual character to determine whether to be carried. To prevent the second virtual
character from being carried by the first virtual character by mistake, the second virtual character is
prompted for selection by displaying the first control. Only when the player controlling the second
virtual character triggers the first control will the server confirm that the second virtual character is
carried by the first virtual character. This ensures the autonomy of the player in a game process,

provides stronger clarity for interaction, avoids a problem of incorrect carrying caused by an
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incorrect operation, improves the game accuracy and player experience, can also accelerate a player
response speed by leveraging an instant feedback of the first control, optimizes game resource

allocation, and reduces a data processing amount.

[0164] In an exemplary embodiment, the preset range of the first virtual character is the
shadow of the first virtual character, and when the second virtual character moves into the shadow
of the first virtual character, the display of the second virtual environment picture is updated, where
the position of the second virtual character, whose display is canceled, in the virtual environment

changes along with the position of the first virtual character.

[0165] In some embodiments, the client of the second virtual character updates and displays
the second virtual environment picture based on a position change of the second virtual character.
The position of the second virtual character may be determined according to a position to which the
model of the second virtual character is hidden and the position of the first virtual character. For
example, in a case that the model of the second virtual character may be hidden in the shadow of the
first virtual character, the position of the second virtual character may be determined according to
the position of the first virtual character and a position of the shadow with respect to the first virtual
character. In this process, the user corresponding to the second virtual character may further switch
the second angle of view of the second virtual character, thereby improving the flexibility of

operations.

[0166] The forgoing operation 701 to operation 702 describe the content displayed on a
terminal corresponding to the second virtual character. The second virtual character, serving as
another player that controls virtual characters other than the first virtual character, may observe the
virtual environment according to the second angle of view of the second virtual character to observe
the second virtual environment picture. If the prompt information is displayed, the player may
enable the first virtual character to carry the second virtual character by controlling the second
virtual character to move into the preset range of the first virtual character. The second virtual
character may be stealth in the virtual environment, effectively avoiding an enemy attack, and
further facilitating the improvement of tactical flexibility. A virtual battle is performed in
cooperation with the first virtual character in a manner such as sudden attack or secret information

collection, enhancing the complexity and playability of the game.

[0167] In an example, the client of the second virtual character is fixed at the first angle of
view of the first virtual character to display the virtual environment picture. The embodiments of
this application may further include the following content: switch the second virtual environment

picture to a first virtual environment picture for displaying, the first virtual environment picture
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being a picture of the virtual environment that is observed from a first angle of view of the first
virtual character; and update the display of the first virtual environment picture based on a position

change of the first virtual character.

[0168] For example, referring to FIG. 8 and FIG. 9, in response to the second virtual
character being carried by the first virtual character, the user interface 400 corresponding to the
client of the second virtual character switches the second virtual environment picture 401 to the first
virtual environment picture 301 for displaying, and updates the display of the first virtual

environment picture 301 along with the position change of the first virtual character.

[0169] The foregoing content describes a process in which the virtual environment picture
may be displayed at the first angle of view of the first virtual character after the second virtual
character is carried by the first virtual character. Since the second virtual character is carried by the
first virtual character, the virtual environment that is observed from the second angle of view of the
second virtual character may not present much information at this time. Therefore, observing the
virtual environment at the first angle of view helps enhance the perception of the second virtual
character on the virtual environment, and also helps improve cooperative effectiveness between the
second virtual character and the first virtual character, facilitates coordinated actions among
different virtual characters, improves interaction efficiency and interesting of multiple players in the

game, and improves the human-machine interaction efficiency.

[0170] In an example, after the display of the second virtual character is canceled, the client
corresponding to the second virtual character further supports the second virtual character being
actively released from of the carrying of the first virtual character, thereby helping improve the
flexibility of operations. In this case, the embodiments of this application may further include the
following content: display a second control; send a release request to a server in response to an
operation of triggering the second control, the release request being configured for requesting to
release from the first virtual character; redisplay the second virtual character next to the position of
the first virtual character in response to receiving a release notification from the server; and

redisplay the second virtual environment picture.

[0171] The second control is configured to generate a release request. In some
embodiments, the second control is a control that is additionally displayed on the interface after the
display of the second virtual character is canceled. For example, after the display of the second
virtual character is canceled, the client of the first virtual character replaces the first control with the
second control for displaying. In this way, excessive occupation of the user interface can be

avoided, thereby keeping the simplicity of the user interface. The release notification is configured
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for notifying the client to control the second virtual character to be released from the carrying of the
first virtual character. Since the release notification is also synchronously sent to the client of the
first virtual character, the client of the first virtual character and the client of the second virtual
character may synchronously redisplay the second virtual character next to the position of the first

virtual character.

[0172] For example, referring to FIG. 9 and FIG. 10, a second control 403 is displayed on
the user interface 400. In response to the trigger operation performed by the user on the second
control 403, the user interface 400 redisplays the second virtual character 303 next to the position of
the first virtual character 302, and switches the first virtual environment picture 301 to the second

virtual environment picture 401 for displaying.

[0173] By rationally utilizing the co-movement capability to coordinate between the first
virtual character and the second virtual character, an unexpected fighting effect can be realized,
thereby helping improve the interestingness of the game and also improving the adhesiveness of
users. In addition, by using the second control, the player controlling the second virtual character
may further determine whether to be released from the carrying. This ensures the autonomy of the
player in the game, facilitates the second virtual character to effectively complete a game task of the
player while assisting the first virtual character in participating in a virtual battle, and improves the

human-machine interaction efficiency.

[0174] In conclusion, when the character state of the first virtual character meets the preset
condition, it indicates that the first virtual character has the capability of carrying another virtual
character, so that when the second virtual character moves into the preset range of the first virtual
character, the first virtual character can achieve the goal of carrying the second virtual character
without the aid of a virtual vehicle. This avoids a constraint problem caused by relying on the
virtual vehicle to carry the virtual character, and effectively improves the convenience and
efficiency of operations. In addition, in a scenario where the second virtual character needs to evade
an enemy virtual character, by using the technical solution provided in this application, the second
virtual character may hide on the first virtual character, without additionally searching for a virtual
building, an obstacle, or the like for evasion. This facilitates further improvement of the

convenience and efficiency of operations.

[0175] Referring to FIG. 11, a flowchart of a method for controlling a virtual character
according to another embodiment of this application is shown. This method may include the

following operations.
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[0176] 1. A prop use control corresponding to a first virtual prop and a first virtual
environment picture are displayed on a user interface of a client 1101, the first virtual environment
picture being a picture of a virtual environment that is observed from a first angle of view of a first

virtual character.

[0177] 2. The client 1101 sends a prop use request to a server 1102 in response to a trigger
operation for the prop use control, the prop use request including identification information of the

first virtual character and identification information of the first virtual prop.
[0178] 3. The server 1102 verifies the prop use request after receiving the prop use request.

[0179] 4. The server 1102 sends a use notification to the client 1101 after successfully
verifying the prop use request, the use notification being configured for notifying the client 1101 to

control the first virtual character to use the first virtual prop.

[0180] 5. After receiving the use notification, the client 1101 displays a process in which the

first virtual character uses the first virtual prop.

[0181] 6. After receiving a special effect display notification from the server 1102, the client

1101 displays a carrying special effect, such as “fog”, “time gate”, “teleportation circle”, and

“wormhole”, on a shadow of the first virtual character.

[0182] 7. The client 1101 detects whether another virtual character enters the shadow of the
first virtual character, and displays a remaining effective duration of the first virtual prop at the
same time, for example, displays the remaining effective duration of the first virtual prop in a form
of countdown. In some embodiments, the remaining effective duration may be counted by the
server 1102. In a case that the remaining effective duration is 0, the server 1102 notifies the client
1101 to stop displaying the remaining effective duration of the first virtual prop, and switch the first
virtual prop to a disabled state. In this case, the first virtual character does not have a co-movement
capability. When an energy value of the first virtual prop reaches a maximum energy value, the first

virtual prop can be used again.

[0183] 8. The client 1103 displays a second virtual environment picture, the second virtual
environment picture being a picture of the virtual environment that is observed from a second angle
of view of a second virtual character. In some embodiments, the second virtual environment picture

includes the first virtual character and the second virtual character.

[0184] In some embodiments, virtual environment pictures respectively corresponding to
various clients in the embodiments of this application may be uniformly generated by the server
1102, so that the virtual environment pictures displayed by the various clients remain associated and
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uniform, thereby forming an effect that multiple virtual characters perform activities in the virtual

environment.

[0185] 9. The client 1103 displays the carrying special effect on the shadow of the first
virtual character after receiving the special effect display notification from the server 1102. In some
embodiments, in a case that another client also needs to display the carrying special effect, the

server 1102 also sends the special effect display notification to the another client.

[0186] 10. The client 1103 additionally displays a first control in response to the second

virtual character moving into a shadow of the first virtual character.

[0187] 11. The client 1103 sends a carrying request to the server 1102 in response to a
trigger operation for the first control, the carrying request being configured for requesting the first

virtual character to carry the second virtual character.

[0188] 12. The server 1102 verifies the carrying request after receiving the carrying request.
For example, the carrying request is verified according to a virtual character information, a virtual

character state, or the like.

[0189] 13. The server 1102 generates a carrying notification after successfully veritying the

carrying request, and sends the carrying notification to the client 1101 and the client 1103.

[0190] 14. The client 1101 cancels the display of the second virtual character, and displays,
on the user interface, a prompt icon indicating that the second virtual character is carried. The client
1103 also cancels the display of the second virtual character. At this time, the second virtual

character is carried by the first virtual character.

[0191] 15. The client 1103 switches from displaying the second virtual environment picture

to the first virtual environment picture, and displays the second control.

[0192] 16. The client 1103 sends a release request to the server 1102 in response to a trigger
operation for the second control, the release request being configured for requesting to release from

the first virtual character.

[0193] 17. The client 1103 redisplays the second virtual character next to a position of the
first virtual character in response to receiving a release notification from the server 1102. The client
1101 also redisplays the second virtual character next to the position of the first virtual character in
response to receiving the release notification from the server 1102. At this time, the second virtual
character is released from the carrying of the first virtual character. The server 1102 generates and

sends the release notification after successfully verifying the release request.
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[0194] 18. The client 1103 redisplays the first virtual environment picture as the second

virtual environment picture.

[0195] In conclusion, when the character state of the first virtual character meets the preset
condition, it indicates that the first virtual character has the capability of carrying another virtual
character, so that when the second virtual character moves into the preset range of the first virtual
character, the first virtual character can achieve the goal of carrying the second virtual character
without the aid of a virtual vehicle. This avoids a constraint problem caused by relying on the
virtual vehicle to carry the virtual character, and effectively improves the convenience and
efficiency of operations. In addition, in a scenario where the second virtual character needs to evade
an enemy virtual character, by using the technical solution provided in this application, the second
virtual character may hide on the first virtual character, without additionally searching for a virtual
building, an obstacle, or the like for evasion. This facilitates further improvement of the

convenience and efficiency of operations.

[0196] The following is an apparatus embodiment of this application, which can be
configured to perform the method embodiments of this application. For details not disclosed in the

apparatus embodiments of this application, refer to the method embodiments of this application.

[0197] Referring to FIG. 12, a block diagram of an apparatus for controlling a virtual
character according to an embodiment of this application is shown. The apparatus has a function of
implementing the foregoing method examples, and the function may be implemented by hardware
or may be implemented by hardware executing corresponding software. The apparatus may be the
terminal device described above, or may be arranged in a terminal device. As shown in FIG. 12, the
apparatus 1200 includes: an environment picture display module 1201, a prompt information

display module 1202, and a virtual character display module 1203.

[0198] The environment picture display module 1201 is configured to display a first virtual
environment picture, the first virtual environment picture being a picture of a virtual environment

that is observed from a first angle of view of a first virtual character.

[0199] The prompt information display module 1202 is configured to display prompt
information in response to a character state of the first virtual character meeting a preset condition,
the prompt information being configured for indicating that the first virtual character has a

capability of carrying another virtual character.

[0200] The virtual character display module 1203 is configured to cancel the display of the

second virtual character in response to a second virtual character being within a preset range of the
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first virtual character, a position of the second virtual character, whose display is canceled, changing

along with the position of the first virtual character.

[0201] In some embodiments, the virtual character display module 1203 is configured to:
cancel the display of the second virtual character in response to the second virtual character moving

into a shadow of the first virtual character.

[0202] In some embodiments, the virtual character display module 1203 is configured to:
send a collision event occurring between a collider deployed within the preset range and a collider
of the second virtual character to a server in a case that the collision event is detected; and cancel
the display of the second virtual character in response to receiving a carrying notification from the

server,

[0203] the carrying notification being generated in a case that the server receives a carrying
request from a client corresponding to the second virtual character, and the carrying request being

configured for requesting the first virtual character to carry the second virtual character.

[0204] In some embodiments, a model of the second virtual character is hidden in a model
of the first virtual character. Or, the model of the second virtual character is hidden in the shadow of
the first virtual character. Or, the model of the second virtual character is hidden in the prompt

information.

[0205] In some embodiments, the second virtual character, whose display is canceled,

shares the first angle of view with the first virtual character.

[0206] In some embodiments, the prompt information display module 1202 is configured to:
in response to receiving an operation of controlling the first virtual character to use a first virtual
prop, obtain a shadow area corresponding to the shadow of the first virtual character if the first
virtual prop meets a trigger condition, a character state of the first virtual character reaching the
preset state including the first virtual character using the first virtual prop; and display the prompt
information on the shadow of the first virtual character in a case that the shadow area is greater than

or equal to a first threshold.

[0207] In some embodiments, the prompt information display module 1202 is further
configured to: in a case that the shadow area is greater than or equal to the first threshold, skip
displaying the prompt information if the first virtual character is in a first state, the first state
including at least one of the following: a knocked-down state, being in a virtual vehicle, a climbing

state, a rescue state, or a virtual health value being 0.
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[0208] In some embodiments, the virtual character display module 1203 is further
configured to: redisplay the second virtual character next to a position of the first virtual character

in a case that a remaining effective duration of a first virtual prop used by the first virtual character
is 0, a character state of the first virtual character reaching the preset state including the first virtual
character using the first virtual prop; or, redisplay the second virtual character next to the position of
the first virtual character in a case that a client corresponding to the second virtual character initiates
a release request; or, redisplay the second virtual character next to the position of the first virtual
character in a case that the first virtual character enters a second state, the second state including at

least one of the following: a virtual health value being 0, a knocked-down state, or an injured state;

[0209] or, redisplay the second virtual character next to the position of the first virtual

character in a case that the shadow of the first virtual character disappears.

[0210] In some embodiments, the apparatus 1200 further includes: a shadow area obtaining

module and a display duration determining module (not shown).

[0211] The shadow area obtaining module is configured to obtain a shadow area of the

shadow when the first virtual prop is used.

[0212] The display duration determining module is configured to determine a display
duration of the prompt information according to the shadow area, the display duration of the prompt

information being positively correlated with the shadow area.

[0213] In some embodiments, the apparatus 1200 further includes: a first ratio obtaining

module (not shown).

[0214] The first ratio obtaining module is configured to obtain a first ratio of a model area

of the second virtual character to the model area of the first virtual character.

[0215] The display duration determining module is configured to determine a display
duration of the prompt information according to the first ratio and the shadow area, the display
duration of the prompt information being positively correlated with the first ratio, and the display

duration of the prompt information being positively correlated with the shadow area.

[0216] In some embodiments, the prompt information display module 1202 is further
configured to cancel the display of the prompt information in a case that the prompt information

meets a disappearance condition.
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[0217] The virtual character display module 1203 is further configured to skip canceling the
display of a third virtual character in response to the third virtual character moving into the shadow

of the first virtual character.

[0218] In conclusion, when the character state of the first virtual character meets the preset
condition, it indicates that the first virtual character has the capability of carrying another virtual
character, so that when the second virtual character moves into the preset range of the first virtual
character, the first virtual character can achieve the goal of carrying the second virtual character
without the aid of a virtual vehicle. This avoids a constraint problem caused by relying on the
virtual vehicle to carry the virtual character, and effectively improves the convenience and
efficiency of operations. In addition, in a scenario where the second virtual character needs to evade
an enemy virtual character, by using the technical solution provided in this application, the second
virtual character may hide on the first virtual character, without additionally searching for a virtual
building, an obstacle, or the like for evasion. This facilitates further improvement of the

convenience and efficiency of operations.

[0219] Referring to FIG. 13, a block diagram of an apparatus for controlling a virtual
character according to another embodiment of this application is shown. The apparatus has a
function of implementing the foregoing method examples, and the function may be implemented by
hardware or may be implemented by hardware executing corresponding software. The apparatus
may be the terminal device described above, or may be arranged in a terminal device. As shown in
FIG. 13, the apparatus 1300 includes: an environment picture display module 1301, a virtual

character display module 1302, and an environment picture update module 1303.

[0220] The environment picture display module 1301 is configured to display a second
virtual environment picture, the second virtual environment picture being a picture of a virtual

environment that is observed from a second angle of view of a second virtual character.

[0221] The virtual character display module 1302 is configured to: in a case that prompt
information is displayed, update the display of the second virtual environment picture in response to
the second virtual character moving into a preset range of a first virtual character, the prompt
information being configured for indicating that the first virtual character has a capability of
carrying another virtual character, a position of the second virtual character, whose display is

canceled, in the virtual environment changing along with the position of the first virtual character.

[0222] In some embodiments, the virtual character display module 1302 is configured to:
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[0223] switch the second virtual environment picture to a first virtual environment picture
for displaying, the first virtual environment picture being a picture of the virtual environment that is

observed from a first angle of view of the first virtual character; and

[0224] update the display of the first virtual environment picture based on a position change

of the first virtual character.
[0225] In some embodiments, the virtual character display module 1302 is configured to:

[0226] additionally display a first control in response to the second virtual character moving

into a shadow of the first virtual character;

[0227] send a carrying request to a server in response to an operation of triggering the first
control, the carrying request being configured for requesting the first virtual character to carry the

second virtual character; and

[0228] update the display of the second virtual environment picture in response to receiving

a carrying notification from the server.

[0229] In some embodiments, a model of the second virtual character is hidden in a model
of the first virtual character. Or, the model of the second virtual character is hidden in the shadow of
the first virtual character. Or, the model of the second virtual character is hidden in the prompt

information.

[0230] In some embodiments, the apparatus 1300 further includes: a second control display

module and a release request generation module (not shown).
[0231] The second control display module is configured to display a second control.

[0232] The release request generation module is configured to send a release request to a
server in response to an operation of triggering the second control, the release request being

configured for requesting to release from the first virtual character.

[0233] The virtual character display module 1302 is configured to: send a release request to
a server in response to an operation of triggering the second control, the release request being
configured for requesting to release from the first virtual character; and in response to receiving a
release notification from the server, display the second virtual environment picture of the virtual
environment observed from the second angle of view of the second virtual character, the second

virtual character being redisplayed next to the position of the first virtual character.

[0234] In conclusion, when the character state of the first virtual character meets the preset

condition, it indicates that the first virtual character has the capability of carrying another virtual
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character, so that when the second virtual character moves into the preset range of the first virtual
character, the first virtual character can achieve the goal of carrying the second virtual character
without the aid of a virtual vehicle. This avoids a constraint problem caused by relying on the
virtual vehicle to carry the virtual character, and effectively improves the convenience and
efficiency of operations. In addition, in a scenario where the second virtual character needs to evade
an enemy virtual character, by using the technical solution provided in this application, the second
virtual character may hide on the first virtual character, without additionally searching for a virtual
building, an obstacle, or the like for evasion. This facilitates further improvement of the

convenience and efficiency of operations.

[0235] When the apparatus provided in the foregoing embodiments implements functions of
the apparatus, the division of the foregoing functional modules is merely an example for
description. In the practical application, the functions may be assigned to and completed by
different functional modules according to the requirements, that is, the internal structure of the
device is divided into different functional modules, to implement all or some of the functions
described above. In addition, the apparatus and method embodiments provided in the foregoing
embodiments belong to the same conception. For the specific implementation process, refer to the

method embodiments. Details are not described herein again.

[0236] Referring to FIG. 14, a structural block diagram of a terminal device according to an
embodiment of this application is shown. The terminal device 1400 is configured to implement the
method for controlling a virtual character provided in the foregoing embodiments. The terminal
device 1400 may be the terminal device 10 in the control system shown in FIG. 1. Specifically, the

terminal device 1400 generally includes: a processor 1401 and a memory 1402.

[0237] In some embodiments, the processor 1401 may include one or more processing
cores, for example, a 4-core processor and an 8-core processor. The processor 1401 may be
implemented in at least one hardware form of digital signal processing (DSP), a field-programmable
gate array (FPGA), and a programmable logic array (PLA). In some embodiments, the memory
1402 may include one or more computer-readable storage media. The computer-readable storage
media may be non-transient. The memory 1402 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-transitory computer-readable storage medium in the
memory 1402 is configured to store a computer program, the computer program being configured to
be executed by one or more processors to implement the foregoing virtual character switching

method.
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[0238] In some embodiments, the terminal device 1400 may alternatively include: a
peripheral device interface 1403 and at least one peripheral device. The processor 1401, the
memory 1402, and the peripheral interface 1403 may be connected through a bus or a signal wire.
Each peripheral device may be connected to the peripheral device interface 1403 by using a bus, a
signal wire, or a circuit board. Specifically, the peripheral device includes at least one of a radio

frequency circuit 1404, a display screen 1405, an audio circuit 1406, or a power supply 1407.

[0239] A person skilled in the art may understand that the structure shown in FIG. 14
constitutes no limitation on the terminal device 1400, and the terminal device may include more or
fewer components than those shown in the figure, or a combination of some components, or have a

different arrangement of components.

[0240] In some embodiments, a computer-readable storage medium is further provided, the
computer-readable storage medium having a computer program stored therein, and the computer
program being executed by a processor to implement the foregoing method for controlling a virtual
character. In some embodiments, a computer program product is further provided, the computer
program product including a computer program, and the computer program being stored in a
computer-readable storage medium. A processor of a terminal device reads the computer program
from the computer-readable storage medium, and executes the computer program, to cause the

terminal device to perform the foregoing method for controlling a virtual character.

[0241] In the embodiments of this application, before collection of relevant data of the user
and during the collection of the relevant data of the user, a prompt interface or a pop-up window
may be displayed, or audio prompt information may be outputted. The prompt interface, the pop-up
window, or the audio prompt information is configured for prompting the user that the relevant data
of the user is currently collected. In this way, in this application, only after a confirmation operation
transmitted by the user for the prompt interface or the pop-up window is obtained, a relevant
operation of obtaining the relevant data of the user is started to be performed. Otherwise (in other
words, the confirmation operation transmitted by the user for the prompt interface or the pop-up
window is not obtained), the relevant operation of obtaining the relevant data of the user is ended,
in other words, the relevant data of the user is not obtained. In other words, all user data collected in
this application is strictly processed according to requirements of relevant national laws and
regulations. The obtained personal information is collected with consent and authorization of the
user within the scope of authorization of the laws and regulations and a subject of the personal
information. Performing of subsequent data use and processing, and collection, use, and processing

of the relevant user data are required to comply with relevant laws, regulations, and standards of
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relevant countries and regions. For example, the virtual environment, the virtual character, the
virtual prop, the operations, and the like involved in this application are obtained with full

authorization.

[0242] “A plurality of”” mentioned herein means two or more. “And/or” describes an
association relationship for describing associated objects and represents that three relationships may
exist. For example, A and/or B may represent the following three cases: Only A exists, both A and B
exist, and only B exists. The character “/”” generally indicates an “or” relationship between the
associated objects. In addition, the operation numbers described in this specification merely
schematically show a possible execution sequence of the operations. In some other embodiments,
the above operations may not be performed according to the number sequence. For example, two
operations with different numbers may be performed simultaneously, or two operations with
different numbers may be performed according to a sequence contrary to the sequence shown in the

figure. This is not limited in the embodiments of this application.

[0243] The foregoing descriptions are merely exemplary embodiments of this application,
but are not intended to limit this application. Any modification, equivalent replacement, or
improvement made within the spirit and principle of this application shall fall within the scope of

this application.
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CLAIMS

What is claimed is:

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

displaying a first virtual environment picture of a virtual environment observed from a first

angle of view of a first virtual character;

displaying prompt information in response to a character state of the first virtual character
meeting a preset condition, the prompt information indicating that the first virtual character has a

capability of carrying another virtual character; and

canceling display of a second virtual character in response to the second virtual character being
within a preset range of the first virtual character, a position of the second virtual character, whose

display is canceled, changing along with a position of the first virtual character.

2. The method according to claim 1, wherein the canceling display of the second virtual
character in response to the second virtual character being within the preset range of the first virtual

character comprises:

canceling display of the second virtual character in response to the second virtual character

moving into a shadow of the first virtual character.

3. The method according to claim 1 or 2, wherein the canceling display of the second virtual
character in response to the second virtual character being within a preset range of the first virtual

character comprises:

transmitting a collision event occurring between a collider deployed within the preset range
and a collider of the second virtual character to a server in response to the collision event being

detected; and

canceling display of the second virtual character in response to receiving a carrying

notification from the server,

the carrying notification being generated by the server in response to receiving a carrying
request from a client corresponding to the second virtual character, and the carrying request

requesting the first virtual character to carry the second virtual character.
4. The method according to any one of claims 1 to 3, wherein
a model of the second virtual character is hidden in a model of the first virtual character;

or
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the model of the second virtual character is hidden in the shadow of the first virtual character;
or
the model of the second virtual character is hidden in the prompt information.

5. The method according to any one of claims 1 to 4, wherein the second virtual character,

whose display is canceled, shares the first angle of view with the first virtual character.

6. The method according to any one of claims 1 to 5, wherein the displaying the prompt
information in response to the character state of the first virtual character meeting the preset

condition comprises:

in response to receiving an operation of controlling the first virtual character to use a first
virtual prop and the virtual prop meeting a trigger condition, obtaining a shadow area corresponding

to a shadow of the first virtual character; and

displaying the prompt information on the shadow of the first virtual character in response to

the shadow area being greater than or equal to a first threshold.

7. The method according to claim 6, wherein the shadow area is greater than or equal to the

first threshold; the method further comprising:

skipping displaying the prompt information in response to the first virtual character being in at
least one of a knocked-down state, a state of being in a virtual vehicle, a climbing state, a rescue

state, or a state of virtual health value being 0.

8. The method according to any one of claims 1 to 7, further comprising: after canceling

display of the second virtual character:

redisplaying the second virtual character next to a position of the first virtual character in

response to:

a remaining effective duration of a virtual prop used by the first virtual character being 0, the
character state of the first virtual character meeting the preset condition including the first virtual

character using the virtual prop;
or
a client corresponding to the second virtual character initiating a release request;
or

the first virtual character entering at least one of a state of a virtual health value being 0, a

knocked-down state, or an injured state;
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or
the shadow of the first virtual character disappearing.

9. The method according to any one of claims 1 to 8, further comprising:

obtaining a shadow area corresponding to the shadow of the first virtual character; and
determining a display duration of the prompt information according to the shadow area,
the display duration being positively correlated with the shadow area.

10. The method according to claim 9, further comprising:

obtaining a first ratio of a model area of the second virtual character to a model area of the first

virtual character;

wherein determining the display duration includes determining the display duration according

to the first ratio and the shadow area,

the display duration being positively correlated with the first ratio and positively correlated

with the shadow area.

11. The method according to any one of claims 1 to 10, further comprising: after displaying the

prompt information:

canceling display of the prompt information in response to the prompt information meeting a

disappearance condition; and

maintaining display of a third virtual character in response to the third virtual character moving

into the shadow of the first virtual character.
12. A virtual character control method, performed by a computer device, comprising:

displaying a second virtual environment picture of a virtual environment observed from a

second angle of view of a second virtual character; and

in response to prompt information, that indicates a first virtual character having a capability of
carrying another virtual character, being displayed and a second virtual character moving into a
preset range of the first virtual character, updating display of the second virtual environment
picture; wherein display of the second virtual character in the virtual environment is cancelled and a
position of the second virtual character in the virtual environment changes along with a position of

the first virtual character.

13. The method according to claim 12, wherein the updating display of the second virtual

environment picture comprises:
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switching the second virtual environment picture to a first virtual environment picture of the

virtual environment that is observed from a first angle of view of the first virtual character; and

updating display of the first virtual environment picture based on a change of the position of

the first virtual character.

14. The method according to claim 12 or 13, wherein the updating display of the second virtual
environment picture in response to the second virtual character moving into the preset range of the

first virtual character comprises:

displaying a first control in response to the second virtual character moving into a shadow of

the first virtual character;

transmitting a carrying request to a server in response to an operation of triggering the first
control, the carrying request requesting the first virtual character to carry the second virtual

character; and

updating display of the second virtual environment picture in response to receiving a carrying

notification from the server.

15. The method according to any one of claims 12 to 14, further comprising: after updating the

display of the second virtual environment picture:
displaying a second control;

transmitting a release request to a server in response to an operation of triggering the second

control, the release request requesting to release from the first virtual character; and

in response to receiving a release notification from the server, displaying the second virtual
environment picture of the virtual environment observed from the second angle of view of the
second virtual character, the second virtual character being redisplayed next to the position of the

first virtual character.
16. A virtual character control apparatus, comprising:

an environment picture display module, configured to display a first virtual environment

picture of a virtual environment observed from a first angle of view of a first virtual character;

a prompt information display module, configured to display prompt information in response to
a character state of the first virtual character meeting a preset condition, the prompt information

indicating that the first virtual character has a capability of carrying another virtual character; and

a virtual character display module, configured to cancel display of a second virtual character in
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response to the second virtual character being within a preset range of the first virtual character, a
position of the second virtual character, whose display is canceled, changing along with the position

of the first virtual character.
17. A virtual character control apparatus, comprising:

an environment picture display module, configured to display a second virtual environment
picture of a virtual environment that is observed from a second angle of view of a second virtual

character; and

a virtual character display module, configured to in response to prompt information, that
indicates a first character having a capability of carrying another virtual character, being displayed
and a second virtual character moving into a preset range of the first virtual character, update
display of the second virtual environment picture; wherein display of the second virtual character in
the virtual environment is canceled and a position of the second virtual character in the virtual

environment changes along with a position of the first virtual character.

18. A terminal device, comprising a processor and a memory, the memory having a computer
program stored therein, and the computer program being loaded and executed by the processor to
implement the virtual character control method according to any one of claims 1 to 11, or

implement the virtual character control method according to any one of claims 12 to 15.

19. A computer-readable storage medium, having a computer program stored therein, the
computer program being loaded and executed by a processor to implement the virtual character
control method according to any one of claims 1 to 11, or implement the virtual character control

method according to any one of claims 12 to 15.

20. A computer program product, comprising a computer program, the computer program
being stored in a computer-readable storage medium, and a processor reading the computer program
from the computer-readable storage medium and executing the computer program, to implement the
virtual character control method according to any one of claims 1 to 11, or implement the virtual

character control method according to any one of claims 12 to 15.
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