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VIRTUAL PROP OBTAINING METHOD AND DEVICE, 

STORAGE MEDIUM, AND ELECTRONIC DEVICE 

RELATED APPLICATION 

[0001] This application claims priority to Chinese Patent Application No. 

201911420007.8, entitled "VIRTUAL PROP OBTAINING METHOD AND DEVICE, 

STORAGE MEDIUM, AND ELECTRONIC DEVICE" filed on December 31, 2019, which is 

incorporated by reference in its entirety. 

FIELD OF THE TECHNOLOGY 

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

prop obtaining method and device, a storage medium, and an electronic device. 

BACKGROUND OF THE DISCLOSURE 

[0003] At present, in a mobile shooting game application, the way for players to obtain 

weapons usually depends on the random generation of the system. For example, the system may 

randomly select some places in a map to generate weapons, and players can obtain weapons 

when arriving at these places. 

[0004] In practice, it is found that because of the great uncertainty of the location where 

weapons are generated, it is difficult for players to predict where to get the weapons and as a 

result, the players need to traverse various places on the map to get the weapons. It can be seen 

that the current way of obtaining weapons in shooting games has the problem of high operation 

complexity. 

[0005] For the foregoing problem, no effective solution has been provided yet. 

SUMMARY 

[0006] Embodiments of this application provide a virtual prop obtaining method and 

device, a storage medium, and an electronic device. 

[0007] Provided is a virtual prop obtaining method, performed by an electronic device, 

and the method including: obtaining a shooting result of a shooting battle between a first virtual 

character and a second virtual character during running of a shooting task, the second virtual 

character being a non-manipulative character in a target area; displaying a virtual prop at an area 
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matching a position of the second virtual character when the shooting result is that the first 

virtual character shot the second virtual character to death, a prop level of the virtual prop being 

higher than a prop level of a virtual prop in the non-target area; and adding the virtual prop to a 

prop storage space corresponding to the first virtual character when a distance between the first 

virtual character and the virtual prop is less than a first distance. 

[0008] Provided is a virtual prop obtaining device, including: an obtaining unit, 

configured to obtain a shooting result of a shooting battle between a first virtual character and a 

second virtual character during running of a shooting task, the second virtual character being a 

non-manipulative character in a target area; a first display unit, configured to display a virtual 

prop at an area matching a position of the second virtual character when the shooting result is 

that the first virtual character shot the second virtual character to death, a prop level of the virtual 

prop being higher than a prop level of a virtual prop in the non-target area; and a determining 

unit, configured to add the virtual prop to a prop storage space corresponding to the first virtual 

character when a distance between the first virtual character and the virtual prop is less than a 

first distance. 

[0009] Provided is a storage medium, which stores computer programs, where the 

computer programs, when being executed by a processor, cause the processor to perform the 

following operations: 

[0010] obtaining a shooting result of a shooting battle between a first virtual character 

and a second virtual character during running of a shooting task, the second virtual character 

being a non-manipulative character in a target area; displaying a virtual prop at an area matching 

a position of the second virtual character when the shooting result is that the first virtual 

character shot the second virtual character to death, a prop level of the virtual prop being higher 

than a prop level of a virtual prop in the non-target area; and adding the virtual prop to a prop 

storage space corresponding to the first virtual character when a distance between the first virtual 

character and the virtual prop is less than a first distance. 

[0011] Provided is an electronic device, including a memory, a processor, and computer 

programs stored on the memory and capable of being executed by the processor, where the 

computer programs, when being executed by the processor, cause the processor to perform the 

following operations: 

[0012] obtaining a shooting result of a shooting battle between a first virtual character 

and a second virtual character during running of a shooting task, the second virtual character 
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being a non-manipulative character in a target area; displaying a virtual prop at an area matching 

a position of the second virtual character when the shooting result is that the first virtual 

character shot the second virtual character to death, a prop level of the virtual prop being higher 

than a prop level of a virtual prop in the non-target area; and adding the virtual prop to a prop 

storage space corresponding to the first virtual character when a distance between the first virtual 

character and the virtual prop is less than a first distance. 

[0013] Details of one or more embodiments of this application are provided in the 

subsequent accompanying drawings and descriptions. Other features and advantages of this 

application become obvious with reference to the specification, the accompanying drawings, and 

the claims. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0014] The accompanying drawings described herein are used for providing a further 

understanding of this application, and form part of this application. Exemplary embodiments of 

this application and descriptions thereof are used for explaining this application, and do not 

constitute any inappropriate limitation to this application. In the accompanying drawings: 

[0015] FIG. 1 is a schematic diagram of a network environment of an exemplary virtual 

prop obtaining method according to an embodiment of this application. 

[0016] FIG. 2 is a flowchart of an exemplary virtual prop obtaining method according to 

an embodiment of this application. 

[0017] FIG. 3 is a schematic diagram of an exemplary target area according to an 

embodiment of this application. 

[0018] FIG. 4 is a schematic diagram of another exemplary target area according to an 

embodiment of this application. 

[0019] FIG. 5 is a schematic diagram of an exemplary virtual prop according to an 

embodiment of this application. 

[0020] FIG. 6 is a schematic diagram illustrating attribute information of an exemplary 

virtual prop according to an embodiment of this application. 

[0021] FIG. 7 is a schematic diagram of a sensing range of an exemplary second virtual 

character according to an embodiment of this application. 
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[0022] FIG. 8 is a schematic diagram illustrating exemplary obtaining of a virtual prop 

according to an embodiment of this application. 

[0023] FIG. 9 is an exemplary schematic flowchart of obtaining a virtual prop according 

to an embodiment of this application. 

[0024] FIG. 10 is a schematic structural diagram of an exemplary virtual prop obtaining 

device according to an embodiment of this application. 

[0025] FIG. 11 is a schematic structural diagram of an exemplary electronic device 

according to an embodiment of this application. 

DESCRIPTION OF EMBODIMENTS 

[0026] In order to make a person skilled in the art better understand the solutions of this 

application, the following clearly and completely describes the technical solutions in the 

embodiments of this application with reference to the accompanying drawings in the 

embodiments of this application. Apparently, the described embodiments are only some of the 

embodiments of this application rather than all of the embodiments. All other embodiments 

obtained by a person of ordinary skill in the art based on the embodiments of this application 

without creative efforts shall fall within the protection scope of this application. 

[0027] In this specification, the claims, and the accompanying drawings of this 

application, the terms "first", "second", and so on are intended to distinguish similar objects but 

do not necessarily indicate a specific order or sequence. It is to be understood that such used data 

is interchangeable where appropriate so that the embodiments of this application described here 

can be implemented in an order other than those illustrated or described here. Moreover, the 

terms "include" and "contain" and any other variants thereof mean to cover the non-exclusive 

inclusion, for example, a process, method, system, product, or device that includes a list of steps 

or units is not necessarily limited to those expressly listed steps or units, but may include other 

steps or units not expressly listed or inherent to such a process, method, system, product, or 

device. 

[0028] An aspect of the embodiments of this application provides a virtual prop 

obtaining method. In some embodiments, as an exemplary implementation, the virtual prop 

obtaining method may be, but is not limited to, applied to a virtual prop obtaining system in a 

network environment shown in FIG. 1. The virtual prop obtaining system includes user 

equipment 102, a network 110, and a server 112. It is assumed that a client of a game application 
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(as shown in FIG. 1, a shooting game application client) is installed in the user equipment 102, 

where the user equipment 102 includes a man-machine interaction screen 104, a processor 106, 

and a memory 108. The man-machine interaction screen 104 is configured to detect a man-

machine interactive operation (such as a touch operation or a press operation) through a man-

machine interaction interface corresponding to the client. The processor 106 is configured to 

generate a corresponding operation instruction according to the man-machine interactive 

operation, and generate, in response to the operation instruction, for example, in response to the 

touch operation, a corresponding shooting instruction, to control the virtual character to execute 

a shooting operation in response to the shooting instruction. The memory 108 is configured to 

store the operation instruction. Further, reference may be made to step S101 to step S108. 

[0029] S101. The user equipment 102 obtains shooting information of a shooting battle 

between a first virtual character and a second virtual character during running of a shooting task, 

the second virtual character being a non-manipulative character in a target area. 

[0030] In this embodiment of this application, the non-manipulative character refers to a 

character that is not controlled by a player, and the behavior of the non-manipulative character is 

controlled by a game program. 

[0031] S102. The user equipment 102 transmits the shooting information to the network 

110. 

[0032] S103. The network 110 transmits the shooting information to the server 112. 

[0033] S104. The server 112 determines a shooting result of the shooting battle between 

the first virtual character and the second virtual character according to the shooting information. 

[0034] S105. The server 112 transmits the shooting result to the network 110. 

[0035] S106. The network 110 transmits the shooting result to the user equipment 102. 

[0036] S107. The user equipment 102 displays a virtual prop at an area matching a 

position of the second virtual character when the shooting result is that the first virtual character 

shot the second virtual character to death, a prop level of the virtual prop being higher than a 

prop level of a virtual prop in a non-target area. 

[0037] S108. The user equipment 102 adds the virtual prop to a prop storage space 

corresponding to the first virtual character when a distance between the first virtual character and 

the virtual prop is less than a first distance. 
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[0038] In this embodiment of this application, the man-machine interaction screen 102 

displays a man-machine interaction interface, through which a user can perform man-machine 

interaction through a touch operation on the man-machine interaction interface. A touch 

operation by a user can be received through the man-machine interaction screen 102. For 

example, the user may tap a moving button in the man-machine interaction interface, to control 

the first virtual character to move, or, the user may alternatively tap a shooting button in the man-

machine interaction interface, to control the first virtual character to perform shooting. In 

addition, during running of a shooting task, the man-machine interaction interface may further 

display a second virtual character in the shooting battle with the first virtual character. The 

second virtual character may be a non-manipulative character and can wage an attack against the 

first virtual character. A player who controls the first virtual character may control the first virtual 

character to shoot the second virtual character by tapping the shooting button on the man-

machine interaction interface. Further, the processor 106 may obtain battle information of the 

shooting battle between the first virtual character and the second virtual character. The battle 

information may include, but is not limited to, categories and corresponding times of attacks by 

the first virtual character to the second virtual character, categories and corresponding times of 

attacks by the second virtual character to the first virtual character, life values of the first virtual 

character and the life values of the second virtual character. The processor 106 transmits the 

shooting information to the server 112 through the network 110. The server 112 includes a 

database 114 and a processing engine 116. The database 114 may be configured to store each 

attack category and a corresponding attack value or the like, and this is not limited in the 

embodiments of this application. The processing engine 116 determines a shooting result of the 

shooting battle between the first virtual character and the second virtual character according to 

the shooting information. Further, the processing engine 116 determining the shooting result of 

the shooting battle between the first virtual character and the second virtual character may 

include: determining an attack value corresponding to each attack category in which the first 

virtual character attacks the second virtual character; multiplying each attack value by the attack 

times corresponding to the attack category to obtain a sum of all the products, and determining 

the sum of the products as a total number of attacks from the first virtual character to the second 

virtual character. Similarly, the total number of attacks from the second virtual character to the 

first virtual character can be obtained. If the total number of attacks from the first virtual 

character to the second virtual character is greater than the life value of the second virtual 

character, it is determined that the shooting result is that the first virtual character shot the second 
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virtual character to death. If the total number of attacks from the second virtual character to the 

first virtual character is greater than the life value of the first virtual character, it is determined 

that the shooting result is that the second virtual character shot the second virtual character. 

Further, the server 112 may transmit the shooting result to the user equipment 102 through the 

network 110, and the user equipment 102 displays a virtual prop at an area matching a position 

of the second virtual character when the shooting result is that the first virtual character shot the 

second virtual character to death, a prop level of the virtual prop being higher than a prop level 

of a virtual prop in a non-target area. Further, the user equipment 102 may obtain a location of 

the first virtual character and a location of the virtual prop, and add the virtual prop to a prop 

storage space corresponding to the first virtual character when a distance between the first virtual 

character and the virtual prop is less than a first distance. 

[0039] In this embodiment of this application, a shooting result of a shooting battle 

between a first virtual character and a second virtual character is obtained during running of a 

shooting task, the second virtual character being a non-manipulative character in a target area; a 

virtual prop is displayed at an area matching a position of the second virtual character when the 

shooting result is that the first virtual character shot the second virtual character to death, a prop 

level of the virtual prop being higher than a prop level of a virtual prop in the non-target area; 

and the virtual prop is added to a prop storage space corresponding to the first virtual character 

when a distance between the first virtual character and the virtual prop is less than a first 

distance. In this process, the virtual prop can be obtained by shooting the second virtual character 

in the target area, and the virtual prop can be obtained only by shooting the second virtual 

character in the determined target area without traversing the map to find a randomly generated 

virtual prop, thereby reducing the operation complexity of obtaining a virtual prop. 

[0040] The method steps may, but are not limited to, be applied to the virtual prop 

obtaining system shown in FIG. 1, completed by data exchange between the user equipment 102 

and the server 112, or may, but are not limited to, be applied to the user equipment 102 shown in 

FIG. 1, completed independently by the user equipment 102. The above is only an example and 

is not limited to this embodiment. 

[0041] Exemplarily, in this embodiment, the user equipment may be, but is not limited to, 

computer device supporting the operation of an application client such as a mobile phone, a 

tablet computer, a notebook computer, or a PC. The server and the user equipment may, but are 

not limited to, enable data exchange via a network, which may include, but is not limited to, a 
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wireless network or a wired network. The wireless network includes: Bluetooth, Wi-Fi, and other 

networks for implementing wireless communication. The wired network may include, but is not 

limited to, a wide area network, a metropolitan area network, and a local area network. The 

above is only an example and is not limited to this embodiment. 

[0042] As an exemplary implementation, as shown in FIG. 2, the operation control 

method includes: 

[0043] S201. Obtain a shooting result of a shooting battle between a first virtual 

character and a second virtual character during running of a shooting task, the second virtual 

character being a non-manipulative character in a target area. 

[0044] S202. Display a virtual prop at an area matching a position of the second virtual 

character when the shooting result is that the first virtual character shot the second virtual 

character to death. 

[0045] A prop level of the virtual prop is higher than a prop level of a virtual prop in a 

non-target area. 

[0046] S203. Add the virtual prop to a prop storage space corresponding to the first 

virtual character when a distance between the first virtual character and the virtual prop is less 

than a first distance. 

[0047] Exemplarily, in this embodiment, the virtual prop obtaining method may, but is 

not limited to, be applied to game applications, such as shooting game applications. In a game 

scene of the shooting game applications, during running of a shooting task, a player needs to 

obtain a virtual prop for enhancing the weapon strength of the first virtual character controlled by 

the player. Usually, the player may control the first virtual character to traverse the map to find 

virtual prop and complete picking up, so as to obtain the virtual prop. In addition, a target area 

for obtaining the virtual prop may be set in a map. The target area may be a designated area in 

the map, and the target area may alternatively be a plurality of designated areas in the map, 

which are not limited in the embodiments of this application. In the target area, a plurality of 

non-manipulative characters, that is, the second virtual characters, are preset. When needing to 

obtain a virtual prop, a player may go to the target area, and carry out a shooting battle with a 

second virtual character in the target area. The player may control the first virtual character to 

shoot the second virtual character, or control the first virtual character to wage some attack skills 

to the second virtual character, or the like, and the second virtual character may wage an attack 

against the first virtual character according to a preset program, so as to implement a man-
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machine battle, to obtain a shooting result of the shooting battle between the first virtual 

character and the second virtual character. The shooting result may be the result that the first 

virtual character shot the second virtual character to death, or the second virtual character shot 

the first virtual character to death. When the result is that the first virtual character shot the 

second virtual character to death, the second virtual character may be controlled to disappear or 

fall to the ground, and a virtual prop is displayed in an area matching a position of the second 

virtual character. The virtual prop is a randomly generated prop for strengthening the weapon, 

and there may be one or a plurality of virtual props displayed, which is not limited in the 

embodiments of this application. In some embodiments, the number of virtual props displayed 

can also be randomly generated. In addition, a prop level of the virtual prop is higher than a prop 

level of a virtual prop in a non-target area, so that the player can obtain a stronger weapon by 

killing the second virtual character in the target area. After displaying the virtual prop, the player 

may control the first virtual character to approach the virtual prop. When the distance between 

the first virtual character and the virtual prop is less than the first distance, the virtual prop may 

be added to the prop storage space corresponding to the first virtual character, so that the first 

virtual character can obtain and use the virtual prop from the prop storage space. 

[0048] In this embodiment of this application, the first virtual character may be a 

character controlled by a player, and the second virtual character may be a non-manipulative 

character. The second virtual character may be specifically in the form of zombie, monster, or the 

like, which is not limited in this embodiment of this application. The target area is an area for 

obtaining a virtual prop by killing a second virtual character. In the target area, a plurality of 

second virtual characters may be preset, and in some embodiments, after a second virtual 

character is killed, a second virtual character may be generated at a random place in the target 

area, so as to ensure that there is a steady stream of second virtual characters in the target area for 

the first virtual characters controlled by the player to shoot. When the first virtual character and 

the second virtual character are performing a shooting battle, a shooting result of the shooting 

battle between the first virtual character and the second virtual character may be obtained. The 

shooting result may include, but is not limited to, a result that the first virtual character shot the 

second virtual character to death, a result that the second virtual character shot the first virtual 

character to death, or the like, which is not limited in this embodiment of this application. 

Further, when the shooting result is that the first virtual character shot the second virtual 

character to death, a virtual prop may be displayed in an area matching the position of the second 

virtual character, that is, in the vicinity of the second virtual character. The virtual prop can be a 
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prop used to enhance the shooting weapon, including but not limited to guns, ammunition, and 

the like. Each virtual prop has a corresponding prop level. A higher prop level indicates a 

stronger performance of the virtual prop. The prop level of the virtual prop obtained by the 

player by shooting the second virtual character in the target area is higher than that randomly 

picked by the player in the non-target area, that is, the virtual prop obtained in this way is 

stronger. After displaying the virtual prop, the player may control the first virtual character to 

move to the position of the virtual prop, and after the first virtual character approaches the virtual 

prop, the virtual prop may be automatically picked up, that is, when the distance between the 

first virtual character and the virtual prop is less than the first distance, the virtual prop may be 

added to the prop storage space corresponding to the first virtual character. The prop storage 

space is a space for a virtual character to store props, and the props in the prop storage space can 

be used by the virtual character, so the virtual prop is added to the prop storage space 

corresponding to the first virtual character when the first virtual character picks up the virtual 

prop, so that the first virtual character can subsequently use the virtual prop. In some 

embodiments, there may be one or more prop storage spaces corresponding to the first virtual 

character, which is not limited in this embodiment of this application. When there is a plurality of 

prop storage spaces corresponding to the first virtual character, the virtual prop may be added to 

the prop storage space corresponding to the first virtual character and matched with the category 

of the virtual prop. For example, when the virtual prop is a gun, the virtual prop may be added to 

the first prop storage space corresponding to the first virtual character, and when the virtual prop 

is ammunition, the virtual prop may be added to the second prop storage space corresponding to 

the first virtual character. 

[0049] As an exemplary implementation, the obtaining a shooting result of a shooting 

battle between a first virtual character and a second virtual character may include: 

[0050] S1. Obtain a distance between the first virtual character and the second virtual 

character. 

[0051] S2. Determine that the shooting battle is performed between the first virtual 

character and the second virtual character and obtaining the shooting result of the shooting battle 

between the first virtual character and the second virtual character when the distance is less than 

a second distance or a shooting instruction triggered by the first virtual character to the second 

virtual character is detected. 
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[0052] In this embodiment of this application, it is determined that the shooting battle is 

performed between the first virtual character and the second virtual character and the shooting 

result of the shooting battle between the first virtual character and the second virtual character is 

obtained when the distance between the first virtual character and the second virtual character is 

less than a second distance or a shooting instruction triggered by the first virtual character to the 

second virtual character is detected. The second distance may be the same as or different from 

the first distance, which is not limited in this embodiment of this application. 

[0053] By implementing the exemplary implementation, it may be determined that the 

shooting battle is performed between the first virtual character and the second virtual character 

when the distance between the first virtual character and the second virtual character is less than 

the second distance, or in case that a shooting instruction triggered by the first virtual character 

to the second virtual character is detected. When the shooting battle is performed between the 

first virtual character and the second virtual character, the second virtual character may attack the 

first virtual character according to a preset attack program, and the first virtual character may 

attack the second virtual character according to the control instruction triggered by a touch 

operation of the player, so as to obtain a shooting result. By the process, it may be determined 

that the shooting battle is performed between the first virtual character and the second virtual 

character when the first virtual character enters a detection range of the second virtual character, 

or when the first virtual character attacks the second virtual character, and the mode of entering 

the battle is determined to conform to a battle habit, thus improving the authenticity of 

determining the shooting battle. 

[0054] As an exemplary implementation, the obtaining a distance between the first 

virtual character and the second virtual character may include: 

[0055] obtaining the distance between the first virtual character and the second virtual 

character in a case of detecting that the first virtual character enters the target area, where the 

target area is a designated area on a map where the shooting task is run and the target area is used 

for obtaining the virtual prop. 

[0056] In this embodiment of this application, during running of a shooting task, a virtual 

map may be displayed on a man-machine interaction interface, the virtual map is used for 

indicating a place where a player may control a virtual character to move, the target area is a 

designated area on the virtual map, and the player may obtain a virtual prop by entering the 

target area to shoot a second virtual character. 
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[0057] By implementing the exemplary implementation, the distance between the first 

virtual character and the second virtual character may be obtained when the first virtual character 

enters the target area. The target area is a designated area for obtaining a virtual prop on the map, 

and therefore the distance between the first virtual character and the second virtual character may 

be obtained when the first virtual character enters the target area, which is used as a basis for 

subsequently determining whether the first virtual character and the second virtual character 

enter a battle state, thereby improving the reliability of determining the battle state. 

[0058] As an exemplary implementation, after the displaying a virtual prop at an area 

matching a position of the second virtual character when the shooting result is that the first 

virtual character shot the second virtual character to death, the method may further include the 

following steps: 

[0059] starting a timer when the virtual prop is displayed, to obtain a timed time; and 

[0060] the adding the virtual prop to a prop storage space corresponding to the first 

virtual character when a distance between the first virtual character and the virtual prop is less 

than a first distance may include: 

[0061] adding the virtual prop to the prop storage space corresponding to the first virtual 

character and stopping the timer when the distance between the first virtual character and the 

virtual prop is less than the first distance and the timed time is less than a target time period. 

[0062] In this embodiment of this application, the timer may be started when the virtual 

prop is displayed, and the virtual prop is added to the prop storage space corresponding to the 

first virtual character and the timer is stopped only when the distance between the first virtual 

character and the virtual prop is less than the first distance and the timed time is less than the 

target time period. 

[0063] By implementing the exemplary implementation, timing may be performed after 

the virtual prop is displayed. When the timer is not expired and the distance between the first 

virtual character and the virtual prop is less than the first distance, the virtual prop is added to the 

prop storage space corresponding to the first virtual character. The process may increase the 

timing display function of the virtual prop, and improve the timeliness of obtaining the virtual 

prop for the first virtual character. 

[0064] As an exemplary implementation, the method may further include the following 

steps: 
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[0065] controlling the virtual prop to disappear when the timed time is greater than the 

target time period. 

[0066] By implementing the exemplary implementation, the virtual prop can be 

controlled to disappear after the virtual prop is displayed for a period of time. After the virtual 

prop disappear, even if the first virtual character is close to the position of the virtual prop, the 

virtual prop cannot be picked up, thereby further improving the timeliness of obtaining the 

virtual prop for the first virtual character. 

[0067] As an exemplary implementation, after the displaying a virtual prop at an area 

matching an area of the second virtual character when the shooting result is that the first virtual 

character shot the second virtual character to death, the method may further include the 

following steps: 

[0068] displaying attribute information of the virtual prop at an area matching a position 

of the virtual prop when the distance between the first virtual character and the virtual prop is 

less than a third distance; and 

[0069] the adding the virtual prop to a prop storage space corresponding to the first 

virtual character when a distance between the first virtual character and the virtual prop is less 

than a first distance includes: 

[0070] adding the virtual prop to the prop storage space corresponding to the first virtual 

character when a confirmation instruction for the attribute information is received and the 

distance between the first virtual character and the virtual prop is less than the first distance. 

[0071] In this embodiment of this application, the third distance may be the same as the 

first distance or different from the first distance. If the third distance is greater than the first 

distance, the attribute information of the virtual prop may be displayed first in the process in 

which the first virtual character moves to the virtual prop. If the player chooses not to pick up the 

virtual prop, the player may stop moving to the virtual prop. Alternatively, a selection button is 

provided on the displayed attribute information of the virtual prop and the player may cancel 

picking up the virtual prop by clicking to cancel the selection button. In this case, the player does 

not pick up the virtual prop even if the player continues to move to the virtual prop until the 

distance from the virtual prop is less than the first distance. In this case, when the player does not 

click the to cancel the selection button, it is determined that the confirmation instruction for the 

attribute information is received. In this case, the player continues to move to the virtual prop 
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until the distance from the virtual prop is less than the first distance, and the virtual prop can be 

picked up. 

[0072] By implementing this exemplary implementation, the attribute information of the 

virtual prop can be displayed when the distance between the first virtual character and the virtual 

prop is less than the third distance, so that the player may choose whether to pick up the virtual 

prop according to the attribute information. Further, when a confirmation instruction for the 

attribute information is received, the virtual prop is picked up when the distance between the first 

virtual character and the virtual prop is less than the first distance, and it can be understood that 

when a cancellation instruction for the attribute information is received, the virtual prop is not 

picked up even if the distance between the first virtual character and the virtual prop is less than 

the first distance. This process improves the freedom of picking up a virtual prop, and a player 

may choose whether to pick up a virtual prop according to needs, so that obtaining of a virtual 

prop is more flexible. 

[0073] As an exemplary implementation, after adding the virtual prop to the prop storage 

space corresponding to the first virtual character, the following steps may further be performed: 

[0074] equipping the first virtual character in an equipping mode corresponding to the 

virtual prop when an equipping instruction for the virtual prop is detected. 

[0075] In this embodiment of this application, if the virtual prop is a gun, the equipping 

mode corresponding to the virtual prop is to update the gun held by the first virtual character; if 

the virtual prop is ammunition, the equipping mode corresponding to the virtual prop is to load 

the ammunition into the gun held by the first virtual character. 

[0076] By implementing the exemplary implementation, the first virtual character may be 

equipped according to an equipping instruction after the virtual prop is added to the prop storage 

space corresponding to the first virtual character, thereby implementing the use of the virtual 

prop. 

[0077] Referring to FIG. 3, FIG. 3 is a schematic diagram of an exemplary target area. As 

shown in FIG. 3, a first virtual character 302 enters the target area, and there are several second 

virtual characters 301 in the target area. In FIG. 3, the second virtual characters 301 each may be 

in zombie form. In addition, the target area may be set as a relatively wide and flat area in which 

the second virtual characters 301 are more easily observed by a player, thereby facilitating the 

player to control the first virtual character 302 to shoot the second virtual characters 301 to 

death. The player may control the first virtual character 302 to perform shooting to attack a 
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second virtual character 301. When the first virtual character 302 shot the second virtual 

character 301 to death, a virtual prop may appear for the player to pick up. In some 

embodiments, a moving speed of the first virtual character 302 faster than that of the second 

virtual characters 301, thereby reducing the difficulty for the first virtual character 302 to shoot 

the second virtual characters 301 to death and further reducing the operational complexity. 

Further, Referring to FIG. 4, FIG. 4 is a schematic diagram of another exemplary target area. As 

shown in FIG. 4, in a map on which a shooting task is run, three places are preset as the target 

areas, that is, a bus stop, a drive-in restaurant, and a dead wood forest shown in FIG. 4. The 

second virtual characters may be preset in the three places, and the player may control the first 

virtual character to go to the three places to perform a shooting battle with the second virtual 

characters. 

[0078] Referring to FIG. 5, FIG. 5 is a schematic diagram of an exemplary virtual prop. 

As shown in FIG. 5, when the first virtual character shot the second virtual character to death, 

the virtual prop may be displayed in an area matching a position of the second virtual character. 

In some embodiments, as shown in FIG. 5, after the second virtual character was shot to death, 

the second virtual character may be controlled to disappear and a virtual prop 501 is displayed in 

an area matching the position of the second virtual character. In some embodiments, a special 

effect display mode may be adopted when displaying the virtual prop 501. As shown in FIG. 5, 

during displaying of the virtual prop 501, a light beam is displayed in the vicinity of the virtual 

prop 501. In some embodiments, the special effect may not be used when the virtual prop 501 is 

displayed, or other special effects may be used when the virtual prop 501 is displayed, which is 

not limited in this embodiment of this application. Referring to FIG. 6, FIG. 6 is a schematic 

diagram illustrating attribute information of an exemplary virtual prop. As shown in FIG. 6, the 

virtual prop is a cartridge clip, and the attribute information of the virtual cartridge clip may 

show an applicable bullet type, that is, applicable to a 45ACP bullet, and may further show an 

applicable gun type, such as a pistol. A player may determine whether to pick up the virtual prop 

according to the attribute information of the virtual prop, so as to meet various needs of players. 

[0079] Referring to FIG. 7, FIG. 7 is a schematic diagram of a sensing range of the 

second virtual character. As shown in FIG. 7, a circular area in FIG. 7 is the sensing range of the 

second virtual character 701. Further, the sensing range is a circular area with the second virtual 

character 701 as the center and a preset distance as the radius. Different second virtual characters 

have different positions and correspond to different sensing ranges. When the first virtual 

character enters the sensing range, the second virtual character may automatically wage an attack 
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against the first virtual character. When the first virtual character does not enter the sensing range 

but the first virtual character wages an attack against the second virtual character, the second 

virtual character may also automatically wage an attack against the first virtual character. When 

the first virtual character does not enter the sensing range and does not wage an attack against the 

second virtual character, the second virtual character may not wage an attack against the first 

virtual character. Referring to FIG. 8, FIG. 8 is a schematic diagram for obtaining a virtual prop. 

A collision detection box 803 is disposed around a virtual prop 802, and a collision detection box 

is further disposed around a first virtual character 801. When the collision detection box of the 

first virtual character 801 and the collision detection box 803 come into contact, the first virtual 

character 801 may be controlled to automatically pick up the virtual prop 802. 

[0080] Referring to FIG. 9, FIG. 9 is a schematic flowchart of obtaining a virtual prop. 

As shown in FIG. 9, the following steps may be performed: 

[0081] S901. A first virtual character enters a zombie area. 

[0082] S902. Determine whether a zombie appears, when a zombie appears, perform step 

S903, and when no zombie appears, continuously perform step S902. 

[0083] S903. Control the zombie to move. 

[0084] S904. Determine whether the first virtual character is within a sensing range of 

the zombie, when the first virtual character is within the sensing range of the zombie, perform 

step S906, and when the first virtual character is not within the sensing range of the zombie, 

perform step S905. 

[0085] S905. Determine whether the first virtual character attacks the zombie, when the 

first virtual character attacks the zombie, perform step S906, and when the first virtual character 

does not attack the zombie, continuously perform step S905. 

[0086] S906. Control the zombie to pursue the first virtual character. 

[0087] S907. Determine whether the first virtual character has shot the zombie to death, 

when the first virtual character has shot the zombie to death, perform step S908, and when the 

first virtual character has not shot the zombie to death, continuously perform step S907. 

[0088] S908. Control the zombie to drop a virtual prop. 
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[0089] S909. Determine whether the first virtual character approaches the virtual prop, 

when the first virtual character approaches the virtual prop, perform step S910, and when the 

first virtual character does not approach the virtual prop, continuously perform step S909. 

[0090] S910. Automatically pick up the virtual prop. 

[0091] In this embodiment of this application, the second virtual characters each may be 

in a zombie form, the zombie area is the target area, and there are a large number of second 

virtual characters in the target area, that is, there are a large number of zombies in the zombie 

area. After the first virtual character enters the zombie area, because the zombies in the zombie 

area are moving randomly, when a zombie moves into the field of vision of the first virtual 

character, the zombie may be controlled to continue moving. In some embodiments, the zombie 

may be controlled to move towards the first virtual character. When the first virtual character is 

within a sensing range of the zombie, the zombie may lock the first virtual character to attack. 

When the first virtual character is not within the sensing range of the zombie but the first virtual 

character attacks the zombie, the zombie may also lock the first virtual character to attack. When 

the first virtual character shot the zombie to death, the zombie may be controlled to drop a virtual 

prop. When the first virtual character approaches the virtual prop, the virtual prop may be 

automatically picked up, that is, the virtual prop is added to the prop storage space corresponding 

to the first virtual character. 

[0092] Exemplarily, in this embodiment, the game application may be a multiplayer 

online battle arena (MOBA) application or may alternatively be a single-player game (SPG) 

application. The type of the game applications may include, but is not limited to, at least one of 

the following: two-dimension (2D) game applications, three-dimension (3D) game applications, 

virtual reality (VR) game applications, augmented reality (AR) game applications, and mixed 

reality (MR) game applications. The above is only an example and is not limited in this 

embodiment. 

[0093] In addition, the shooting game application may be a third person shooting game 

(TPS) application, for example, the shooting game application is run from the perspective of a 

third-party character object other than a virtual character controlled by the current player, and the 

game application may alternatively be a first person shooting game (FPS) application, for 

example, the shooting game application is run from the perspective of a virtual character 

controlled by the current player. Correspondingly, an audio source virtual object that generates a 

sound during running of a game task may, but is not limited to: virtual characters (also referred to 
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as player characters) or non-player characters (NPC) controlled by players through various game 

application clients, props objects (such as guns) controlled by the virtual characters, or vehicle 

objects (such as vehicles) controlled by the virtual characters. The above is only an example and 

is not limited in this embodiment. 

[0094] For simplicity of description, the foregoing method embodiments are all 

expressed as a combination of a series of actions, but a person skilled in the art needs to 

appreciate that because some steps may be performed in other sequences or simultaneously 

according to this application, this application is not limited by the sequence of actions described. 

Secondly, a person skilled in the art needs to appreciate that the embodiments described in the 

specification are preferred embodiments and the actions and modules involved are not 

necessarily essential for this application. 

[0095] FIG. 1, FIG. 2, and FIG. 9 are schematic flowcharts of a virtual prop obtaining 

method according to an embodiment. It is to be understood that although the steps in the 

flowcharts of FIG. 1, FIG. 2, and FIG. 9 are shown in sequence as indicated by the arrows, these 

steps are not necessarily performed in sequence as indicated by the arrows. Unless explicitly 

stated in this text, there are no strict sequential restrictions on the execution of these steps, and 

these steps can be performed in other sequences. In addition, at least a part of the steps in FIG. 1, 

FIG. 2, and FIG. 9 may include a plurality of sub-steps or a plurality of stages, these sub-steps or 

stages are not necessarily executed at the same time, but may be executed at different times, and 

the execution sequence of these sub-steps or stages is not necessarily sequential, but may be 

executed in turn or alternately with other steps or at least a part of sub-steps or stages of other 

steps. 

[0096] Another aspect of the embodiments of this application provides a virtual prop 

obtaining device for implementing the virtual prop obtaining method. As shown in FIG. 10, the 

device includes: 

[0097] an obtaining unit 1001, configured to obtain a shooting result of a shooting battle 

between a first virtual character and a second virtual character during running of a shooting task, 

the second virtual character being a non-manipulative character in a target area; 

[0098] a first display unit 1002, configured to display a virtual prop at an area matching a 

position of the second virtual character when the shooting result is that the first virtual character 

shot the second virtual character to death, a prop level of the virtual prop being higher than a 

prop level of a virtual prop in a non-target area; and 
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[0099] a determining unit 1003, configured to add the virtual prop to a prop storage space 

corresponding to the first virtual character when a distance between the first virtual character and 

the virtual prop is less than a first distance. 

[0100] In this embodiment of this application, a shooting result of a shooting battle 

between a first virtual character and a second virtual character is obtained during running of a 

shooting task, the second virtual character being a non-manipulative character in a target area; a 

virtual prop is displayed at an area matching a position of the second virtual character when the 

shooting result is that the first virtual character shot the second virtual character to death, a prop 

level of the virtual prop being higher than a prop level of a virtual prop in the non-target area; 

and the virtual prop is added to a prop storage space corresponding to the first virtual character 

when a distance between the first virtual character and the virtual prop is less than a first 

distance. In this process, the virtual prop can be obtained by shooting the second virtual character 

in the target area, and the virtual prop can be obtained only by shooting the second virtual 

character in the determined target area without traversing the map to find a randomly generated 

virtual prop, thereby reducing the operation complexity of obtaining a virtual prop. 

[0101] As an exemplary implementation, the obtaining unit being configured to obtain a 

shooting result of a shooting battle between a first virtual character and a second virtual character 

further includes: 

[0102] the obtaining unit being configured to obtain a distance between the first virtual 

character and the second virtual character; determine that the shooting battle is performed 

between the first virtual character and the second virtual character and obtain the shooting result 

of the shooting battle between the first virtual character and the second virtual character when 

the distance is less than a second distance or a shooting instruction triggered by the first virtual 

character to the second virtual character is detected. 

[0103] As an exemplary implementation, the obtaining unit being configured to obtain a 

distance between the first virtual character and the second virtual character further includes: 

[0104] the obtaining unit being configured to obtain the distance between the first virtual 

character and the second virtual character in a case of detecting that the first virtual character 

enters the target area, where the target area is a designated area on a map where the shooting task 

is run and the target area is used for obtaining the virtual prop. 

[0105] As an exemplary implementation, the device may further include: 
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[0106] a timing unit, configured to, after a virtual prop is displayed at an area matching a 

position of the second virtual character when the shooting result is that the first virtual character 

shot the second virtual character to death, start a timer when the virtual prop is displayed, to 

obtain a timed time; and 

[0107] the determining unit being configured to add the virtual prop to a prop storage 

space corresponding to the first virtual character when a distance between the first virtual 

character and the virtual prop is less than a first distance further includes: 

[0108] the determining unit being configured to add the virtual prop to the prop storage 

space corresponding to the first virtual character and stop the timer when the distance between 

the first virtual character and the virtual prop is less than the first distance and the timed time is 

less than a target time period. 

[0109] As an exemplary implementation, the device may further include: 

[0110] a control unit, configured to control the virtual prop to disappear when the timed 

time is greater than the target time period. 

[0111] As an exemplary implementation, the device may further include: a second 

display unit, configured to, after a virtual prop is displayed at an area matching a position of the 

second virtual character when the shooting result is that the first virtual character shot the second 

virtual character to death, display attribute information of the virtual prop at an area matching a 

position of the virtual prop when the distance between the first virtual character and the virtual 

prop is less than a third distance; and 

[0112] the determining unit being configured to add the virtual prop to a prop storage 

space corresponding to the first virtual character when a distance between the first virtual 

character and the virtual prop is less than a first distance further includes: 

[0113] the determining unit being configured to add the virtual prop to the prop storage 

space corresponding to the first virtual character when a confirmation instruction for the attribute 

information is received and the distance between the first virtual character and the virtual prop is 

less than the first distance. 

[0114] As an exemplary implementation, the device further includes: an equipping unit, 

configured to, after the virtual prop is added to the prop storage space corresponding to the first 

virtual character, equip the first virtual character in an equipping mode corresponding to the 

virtual prop when an equipping instruction for the virtual prop is detected. 
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[0115] Another aspect of the embodiments of this application further provides an 

electronic device for implementing the operation control method. As shown in FIG. 11, the 

electronic device includes a memory 1102 and a processor 1104. The memory 1102 stores 

computer programs, and the processor 1104 is configured to perform the steps of any one of the 

method embodiments through the computer programs. 

[0116] In some embodiments, in this embodiment, the electronic device may be at least 

one of a plurality of network devices located in a computer network such as at least one of user 

equipment and a server in FIG. 1. 

[0117] In some embodiments, in this embodiment, the processor may be configured to 

perform the following steps through the computer programs: 

[0118] S1. Obtain a shooting result of a shooting battle between a first virtual character 

and a second virtual character during running of a shooting task, the second virtual character 

being a non-manipulative character in a target area. 

[0119] S2. Display a virtual prop at an area matching a position of the second virtual 

character when the shooting result is that the first virtual character shot the second virtual 

character to death, a prop level of the virtual prop being higher than a prop level of a virtual prop 

in a non-target area. 

[0120] S3. Add the virtual prop to a prop storage space corresponding to the first virtual 

character when a distance between the first virtual character and the virtual prop is less than a 

first distance. 

[0121] In some embodiments, as it is to be understood by a person skilled in the art, the 

structure shown in FIG. 11 is only schematic, and the electronic device may alternatively be a 

terminal device such as a smart phone (for example, an Android phone or an iOS phone), a tablet 

computer, a palmtop computer, a mobile Internet device (MID), or a PAD. FIG. 11 does not limit 

the structure of the electronic device. For example, the electronic device may alternatively 

include more or fewer components (for example, a network interface) as compared with the 

components shown in FIG. 11 or have a different configuration as compared with the 

components shown in FIG. 11. 

[0122] The memory 1102 may be configured to store software programs and modules, 

such as program instructions/modules corresponding to the virtual prop obtaining method and 

device in this embodiment of this application. The processor 1104 runs the software programs 
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and modules stored in the memory 1102 to execute various functional applications and data 

processing, that is, implementing the operation control method. The memory 1102 may include a 

high-speed random access memory (RAM) or may alternatively include a non-volatile memory 

such as one or more magnetic storage apparatuses, a flash memory, or other non-volatile solid-

state memories. In some examples, the memory 1102 may further include a memory remotely 

provided with respect to processor 1104, and the remote memories may be connected to the 

terminal via a network. Examples of the network include, but are not limited to, the Internet, an 

intranet, a local area network, a mobile communication network, and a combination thereof. The 

memory 1102 may further be, but is not limited to, configured to store information such as 

operation instructions, state information of a first state (for example, a first energy value), and 

state information of a second state (for example, a second energy value). As an example, as 

shown in FIG. 11, the memory 1102 may include, but is not limited to, an obtaining unit 1001, a 

first display unit 1002, and a determining unit 1003 in the operation control apparatus. In 

addition, other module units in the virtual prop obtaining device may further be included but are 

not limited thereto, which are not repeated in this example. 

[0123] In some embodiments, a transmitting apparatus 1106 is configured to receive or 

transmit data via a network. Specific examples of the network may include a wired network and 

a wireless network. In an example, the transmitting apparatus 1106 includes a network adapter 

(Network Interface Controller, NIC) that can be connected to other network devices and routers 

via a network cable to communicate with the Internet or a local area network. In an example, the 

transmitting apparatus 1106 is a radio frequency (RF) module, which configured to 

communicated with the Internet in a wireless manner. 

[0124] In addition, the electronic device further includes: a display 1108, configured to 

display a virtual prop; and a connection bus 1110, configured to connect the module components 

in the electronic device.  

[0125] According to still another aspect of the embodiments of this application, a storage 

medium is further provided. The storage medium stores a computer program, the computer 

program being set to perform steps in any one of the foregoing method embodiments when run. 

[0126] In some embodiments, in this embodiment, the storage medium may be 

configured to store computer programs for performing the following steps: 
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[0127] S1. Obtain a shooting result of a shooting battle between a first virtual character 

and a second virtual character during running of a shooting task, the second virtual character 

being a non-manipulative character in a target area. 

[0128] S2. Display a virtual prop at an area matching a position of the second virtual 

character when the shooting result is that the first virtual character shot the second virtual 

character to death, a prop level of the virtual prop being higher than a prop level of a virtual prop 

in a non-target area. 

[0129] S3. Add the virtual prop to a prop storage space corresponding to the first virtual 

character when a distance between the first virtual character and the virtual prop is less than a 

first distance. 

[0130] In some embodiments, in this embodiment, a person of ordinary skill in the art 

may understand that all or some of the procedures of the methods in the foregoing embodiments 

may be implemented by a computer program instructing relevant hardware. The program may be 

stored in a non-volatile computer-readable storage medium. When the program is executed, the 

procedures of the foregoing method embodiments may be included. Any reference to a memory, 

a storage, a database, or another medium used in the embodiments provided in this application 

may include a non-volatile and/or volatile memory. The non-volatile memory may include a 

read-only memory (ROM), a programmable ROM (PROM), an electrically programmable ROM 

(EPROM), an electrically erasable programmable ROM (EEPROM), a flash memory, or the like. 

The volatile memory may include a RAM or an external cache. By way of description rather than 

limitation, the RAM may be obtained in a plurality of forms, such as a static RAM (SRAM), a 

dynamic RAM (DRAM), a synchronous DRAM (SDRAM), a double data rate SDRAM (DDR-

SDRAM), an enhanced SDRAM (ESDRAM), a Synchlink DRAM (SLDRAM), a Rambus direct 

RAM (RDRAM), a direct Rambus dynamic RAM (DRDRAM), and a Rambus dynamic RAM 

(RDRAM). 

[0131] The sequence numbers of the foregoing embodiments of this application are 

merely for description purposes, and are not intended to indicate the preference among the 

embodiments. 

[0132] When the integrated unit in the foregoing embodiments is implemented in a form 

of a software functional unit and sold or used as an independent product, the integrated unit may 

be stored in the foregoing computer-readable storage medium. Based on such an understanding, 

the technical solutions of this application essentially, or the part contributing to the related art, or 
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the entire or some of the technical solutions may be implemented in a form of a software 

product. The computer software product is stored in a storage medium and includes several 

instructions for instructing one or more computer devices (which may be a personal computer, a 

server, a network device, or the like) to perform all or some of the steps of the methods described 

in the embodiments of this application. 

[0133] In the foregoing embodiments of this application, the descriptions of the 

embodiments have their respective focuses. For a part that is not described in detail in an 

embodiment, refer to related descriptions in other embodiments. 

[0134] In the several embodiments provided in this application, it is to be understood 

that, the disclosed client may be implemented in another manner. The described device 

embodiment is merely exemplary. For example, the unit division is merely logical function 

division and may be other division during actual implementation. For example, a plurality of 

units or components may be combined or integrated into another system, or some features may 

be ignored or not performed. In addition, the coupling, or direct coupling, or communication 

connection between the displayed or discussed components may be the indirect coupling or 

communication connection by means of some interfaces, units, or modules, and may be electrical 

or of other forms. 

[0135] The units described as separate components may or may not be physically 

separate, and components displayed as units may or may not be physical units, may be located in 

one position, or may be distributed on a plurality of network units. Some or all of the units may 

be selected according to actual needs to achieve the objectives of the solutions of the 

embodiments. 

[0136] In addition, functional units in the embodiments of this application may be 

integrated into one processing unit, or each of the units may exist alone physically, or two or 

more units may be integrated into one unit. The integrated unit may be implemented in a form of 

hardware, or may be implemented in a form of a software functional unit. 

[0137] The foregoing descriptions are merely exemplary implementations of this 

application. A person of ordinary skill in the art may make some improvements and polishing 

without departing from the principle of this application and the improvements and polishing shall 

fall within the protection scope of this application.  
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CLAIMS 

What is claimed is: 

1. A virtual prop obtaining method, performed by an electronic device, characterized by the 

method comprising: 

obtaining a shooting result of a shooting battle between a first virtual character and a second 

virtual character during running of a shooting task, the second virtual character being a non-

manipulative character in a target area; 

displaying a virtual prop at an area matching a position of the second virtual character when 

the shooting result is that the first virtual character shot the second virtual character to death; and 

adding the virtual prop to a prop storage space corresponding to the first virtual character 

when a distance between the first virtual character and the virtual prop is less than a first 

distance. 

2. The method according to claim 1, characterized in that the obtaining a shooting result of a 

shooting battle between a first virtual character and a second virtual character comprises: 

obtaining a distance between the first virtual character and the second virtual character; and 

determining that the shooting battle is performed between the first virtual character and the 

second virtual character and obtaining the shooting result of the shooting battle between the first 

virtual character and the second virtual character when the distance is less than a second distance 

or a shooting instruction triggered by the first virtual character to the second virtual character is 

detected. 

3. The method according to claim 2, characterized in that the obtaining a distance between 

the first virtual character and the second virtual character comprises: 

obtaining the distance between the first virtual character and the second virtual character in 

a case of detecting that the first virtual character enters the target area, the target area being a 

designated area on a map where the shooting task is run and the target area being used for 

obtaining the virtual prop. 

4. The method according to claim 1, characterized in that after the displaying a virtual prop 

at an area matching a position of the second virtual character when the shooting result is that the 

first virtual character shot the second virtual character to death, the method further comprises: 

starting a timer when the virtual prop is displayed, to obtain a timed time; and 
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the adding the virtual prop to a prop storage space corresponding to the first virtual 

character when a distance between the first virtual character and the virtual prop is less than a 

first distance comprises: 

adding the virtual prop to the prop storage space corresponding to the first virtual character 

and stopping the timer when the distance between the first virtual character and the virtual prop 

is less than the first distance and the timed time is less than a target time period. 

5. The method according to claim 4, characterized by further comprising: 

controlling the virtual prop to disappear when the timed time is greater than the target time 

period. 

6. The method according to claim 1, characterized in that after the displaying a virtual prop 

at an area matching a position of the second virtual character when the shooting result is that the 

first virtual character shot the second virtual character to death, the method further comprises: 

displaying attribute information of the virtual prop at an area matching a position of the 

virtual prop when the distance between the first virtual character and the virtual prop is less than 

a third distance; and 

the adding the virtual prop to a prop storage space corresponding to the first virtual 

character when a distance between the first virtual character and the virtual prop is less than a 

first distance comprises: 

adding the virtual prop to the prop storage space corresponding to the first virtual character 

when a confirmation instruction for the attribute information is received and the distance 

between the first virtual character and the virtual prop is less than the first distance. 

7. The method according to any one of claims 1 to 6, characterized in that after the adding 

the virtual prop to the prop storage space corresponding to the first virtual character, the method 

further comprises: 

equipping the first virtual character in an equipping mode corresponding to the virtual prop 

when an equipping instruction for the virtual prop is detected. 

8. The method according to any one of claims 1 to 6, characterized in that the target area is 

an area used for presetting a plurality of non-manipulative characters in a virtual map; the virtual 

map further comprises a non-target area; and a prop level of the virtual prop displayed after the 

second virtual character is shot to death is higher than a prop level of a virtual prop in the non-
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target area. 

9. The method according to any one of claims 1 to 6, characterized in that before the 

obtaining a shooting result of a shooting battle between a first virtual character and a second 

virtual character, the method further comprises: 

displaying a virtual map on a man-machine interaction interface during running of the 

shooting task; and 

controlling the first virtual character to enter the target area in the virtual map when a virtual 

prop obtaining instruction is detected, 

a plurality of non-manipulative characters being preset in the target area. 

10. The method according to any one of claims 1 to 6, characterized by further comprising: 

regenerating a second virtual character at a random location in the target area after the 

second virtual character is killed by the first virtual character. 

11. A virtual prop obtaining device, characterized by comprising: 

an obtaining unit, configured to obtain a shooting result of a shooting battle between a first 

virtual character and a second virtual character during running of a shooting task, the second 

virtual character being a non-manipulative character in a target area; 

a first display unit, configured to display a virtual prop at an area matching a position of the 

second virtual character when the shooting result is that the first virtual character shot the second 

virtual character to death, a prop level of the virtual prop being higher than a prop level of a 

virtual prop in a non-target area; and 

a determining unit, configured to add the virtual prop to a prop storage space corresponding 

to the first virtual character when a distance between the first virtual character and the virtual 

prop is less than a first distance. 

12. The device according to claim 11, characterized in that the obtaining unit being 

configured to obtain a shooting result of a shooting battle between a first virtual character and a 

second virtual character further comprises: 

the obtaining unit being configured to obtain a distance between the first virtual character 

and the second virtual character; and determine that the shooting battle is performed between the 

first virtual character and the second virtual character and obtain the shooting result of the 

shooting battle between the first virtual character and the second virtual character when the 
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distance is less than a second distance or a shooting instruction triggered by the first virtual 

character to the second virtual character is detected. 

13. The device according to claim 12, characterized in that the obtaining unit being 

configured to obtain a distance between the first virtual character and the second virtual character 

further comprises: 

the obtaining unit being configured to obtain the distance between the first virtual character 

and the second virtual character in a case of detecting that the first virtual character enters the 

target area, the target area being a designated area on a map where the shooting task is run and 

the target area being used for obtaining the virtual prop. 

14. The device according to claim 11, characterized by further comprising: 

a timing unit, configured to, after a virtual prop is displayed at an area matching a position 

of the second virtual character when the shooting result is that the first virtual character shot the 

second virtual character to death, start a timer when the virtual prop is displayed, to obtain a 

timed time; and 

the determining unit being configured to add the virtual prop to a prop storage space 

corresponding to the first virtual character when a distance between the first virtual character and 

the virtual prop is less than a first distance further comprising: 

the determining unit being configured to add the virtual prop to the prop storage space 

corresponding to the first virtual character and stop the timer when the distance between the first 

virtual character and the virtual prop is less than the first distance and the timed time is less than 

a target time period. 

15. The device according to claim 14, characterized by further comprising: 

a control unit, configured to control the virtual prop to disappear when the timed time is 

greater than the target time period. 

16. The device according to claim 11, characterized by further comprising: 

a second display unit, configured to, after a virtual prop is displayed at an area matching a 

position of the second virtual character when the shooting result is that the first virtual character 

shot the second virtual character to death, display attribute information of the virtual prop at an 

area matching a position of the virtual prop when the distance between the first virtual character 

and the virtual prop is less than a third distance; and 
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the determining unit being configured to add the virtual prop to a prop storage space 

corresponding to the first virtual character when a distance between the first virtual character and 

the virtual prop is less than a first distance further comprising: 

the determining unit being configured to add the virtual prop to the prop storage space 

corresponding to the first virtual character when a confirmation instruction for the attribute 

information is received and the distance between the first virtual character and the virtual prop is 

less than the first distance. 

17. The device according to any one of claims 11 to 16, characterized by further 

comprising: 

an equipping unit, configured to equip the first virtual character in an equipping mode 

corresponding to the virtual prop when an equipping instruction for the virtual prop is detected. 

18. The device according to any one of claims 11 to 16, characterized in that the target area 

is an area used for presetting a plurality of non-manipulative characters in a virtual map; the 

virtual map further comprises a non-target area; and a prop level of the virtual prop displayed 

after the second virtual character is shot to death is higher than a prop level of a virtual prop in 

the non-target area.  

19. A storage medium, comprising stored programs, and the programs, when being 

executed, implement the method according to any one of claims 1 to 10. 

20. An electronic device, comprising: a memory and a processor, characterized by the 

memory storing computer programs, and the processor being configured to implement the 

method according to any one of claims 1 to 10 through the computer programs. 
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ABSTRACT 

A virtual prop obtaining method and device, a storage medium, and an electronic device. 

The method comprises: under the condition that a shooting task is operated, obtaining a shooting 

result of shooting fighting of a first virtual character and a second virtual character, the second 

virtual character being a non-control character in a target area (S201); under the condition that 

the shooting result shows that the first virtual character shoots the second virtual character, 

displaying a virtual prop in an area matching the position of the second virtual character (S202), 

the prop level of the virtual prop being higher than that of the virtual prop in a non-target area; 

and under the condition that a distance between the first virtual character and the virtual prop is 

smaller than a first distance, adding the virtual prop to a prop storage space corresponding to the 

first virtual character (S203). 

 

Fig. 2


