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Timeline

201: A virtual 
object faces a 
first direction

202: A 
movement 

joystick 
controls the 

virtual object 
to face a 
second 

direction

203: Trigger a skill 
on a skill trigger 

control, and obtain a 
facing direction (the 
first direction) of the 

virtual object

204: A client 
transmits a 

movement control 
packet to a sever

205: The client 
transmits a skill 

cast packet to the 
sever

206: The client receives 
a movement control 
feedback packet fed 

back by the sever, and 
controls the virtual 
object to face the 
second direction

207: The client receives 
a skill cast feedback 

packet fed back by the 
sever, and controls the 

virtual object to cast the 
skill in the first 

direction

208: The virtual 
object faces the 
second direction
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301: A virtual 
object faces a 
first direction

302: A 
movement 

joystick 
controls the 

virtual object 
to face a 
second 

direction

303: Trigger a skill on 
a skill trigger control, 
and obtains a control 
direction (the second 

direction) of the 
movement joystick

304: A client 
transmits a 

movement control 
packet to a sever

305: The client 
transmits a skill 

cast packet to the 
sever

306: The client 
receives a movement 

control feedback packet 
fed back by the sever, 

and controls the virtual 
object to face the 
second direction

307: The client 
receives a skill cast 
feedback packet fed 

back by the sever, and 
controls the virtual 

object to cast the skill 
in the second direction

308: The virtual 
object faces the 
second direction
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