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Display a first picture, the first picture being a picture of observing a virtual 
environment at a perspective of a target virtual character, and the first picture 

including a target region located in the virtual environment

Control, in response to a first movement instruction, the target virtual 
character to enter the target region

Control, in response to that the target virtual character is located in the target 
region, the target virtual character to sink in the target region
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Display a first picture, the first picture being a picture of observing a virtual 
environment at a perspective of a target virtual character, and the first picture 

including a target region located in the virtual environment

Control, in response to a first movement instruction, a 3D model of the target virtual 
character to have a first collision with a collision box, and generate first collision 
information, where the first collision information includes information indicating 

that the 3D model of the target virtual character enters the collision box

Control, in response 
to that the target 

virtual character is 
located in the target 
region, a movement 
speed of the target 
virtual character to 
change from a first 

movement speed to a 
second movement 
speed, where the 

second movement 
speed is lower than 
the first movement 

speed
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Display a first picture, the first picture being a picture of observing a virtual 
environment at a perspective of a target virtual character, and the first picture 

including a target region located in the virtual environment

Control, in response to a first movement instruction, the target virtual 
character to enter the target region

Control, in response to that the target virtual character is located in the target 
region and the target virtual character has not moved in a reference time 

interval, the 3D model of the target virtual character to gradually descend in a 
vertical direction in the target region
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Display a first picture, the first picture being a picture of observing a virtual 
environment at a perspective of a target virtual character, and the first picture 

including a target region located in the virtual environment

Control, in response to a first movement instruction, a 3D model of the target 
virtual character to have a first collision with a collision box, and generate 
first collision information, where the first collision information includes 

information indicating that the 3D model of the target virtual character enters 
the collision box

Determine, in response to first collision information generated by a collision 
between a 3D model of the target virtual character and the collision box, the 

movement speed of the target virtual character as the second movement 
speed, where the second movement speed is equal to a product of the friction 
coefficient and the first movement speed, and the first collision information 

includes information indicating that the 3D model of the target virtual 
character enters the collision box
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Display a first picture, the first picture being a picture of observing a virtual 
environment at a perspective of a target virtual character, and the first picture 

including a target region located in the virtual environment

Control, in response to a first movement instruction, the target virtual 
character to enter the target region

Control, in response to that the 
target virtual character is 

located in the target region, the 
target virtual character to sink 

in the target region
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