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FIELD OF THE TECHNOLOGY

[0002] This disclosure relates to the technical field of human-computer interaction, and
including a method and an apparatus for controlling a companion object, a terminal device, a

computer-readable storage medium, and a computer program product.

BACKGROUND OF THE DISCLOSURE

[0003] In a virtual scene of a game, a battle process between different virtual objects can be
simulated.
[0004] In the related art, in a case that a user-controlled virtual object has a summoning skill,

an additional companion object may be summoned to participate in the interaction, thereby creating

a combat synergy effect to expand more possibilities and experiences.

[0005] In a case that the user needs to control a plurality of objects (virtual object + at least
one companion object) simultaneously, the human-computer interaction scheme provided in the
related art is relatively complicated, which leads to a case that the user cannot take into account the
plurality of objects simultaneously, and may cause a case of attending to one thing while losing

attention of another.

SUMMARY

[0006] Embodiments of this disclosure provide a method and an apparatus for controlling a
companion object, a terminal device, a non-transitory computer-readable storage medium, and a

computer program product.

[0007] According to an aspect of the embodiments of this disclosure, a method for

controlling a companion object is provided. The method includes:

displaying a virtual scene, the virtual scene including a first virtual object and a

companion object, the companion object being a subordinate object of the first virtual object;
controlling the companion object to switch between a first state and a second state,

the first state being a state in which the companion object is attached to the first
virtual object in a first form to become a part of the first virtual object, and the second state being a

state in which the companion object acts in a second form independently of the first virtual object.

[0008] According to another aspect of the embodiments of this disclosure, an apparatus for

controlling a companion object is provided. The apparatus includes:

a display module, configured to display a virtual scene, the virtual scene including a
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first virtual object and a companion object, the companion object being a subordinate object of the

first virtual object; and

a control module, configured to control the companion object to switch between a

first state and a second state,

the first state being a state in which the companion object is attached to the first
virtual object in a first form to become a part of the first virtual object, and the second state being a

state in which the companion object acts in a second form independently of the first virtual object.

[0009] According to another aspect of the embodiments of this disclosure, a non-transitory
computer-readable storage medium is provided, including a computer program, the computer
program, when run on a computer device, causing the computer device to perform the foregoing

method.

[0010] According to another aspect of the embodiments of this disclosure, a computer
device is provided, including a processor and a memory, the memory storing a computer program,
the processor being configured to perform the foregoing method by invoking the computer program

stored in the memory.

[0011] According to another aspect of the embodiments of this disclosure, a computer
program product is provided, including a computer program, the computer program, when executed

by a processor, implementing the foregoing method.
[0012] The embodiments of this disclosure can have the following beneficial effects:

[0013] The companion object of the first virtual object is controlled to switch between the
first state and the second state, so that at least one companion object can adapt to different
requirements of users in various states, and personalized functions can be provided to the users. For
example, in a manner of being attached to the first virtual object in the first form, the companion
object can be prevented from exposing the field of view of the first virtual object when following
the first virtual object, or prevented from blocking a movement path of the first virtual object in a
case that a user controls movement of the first virtual object, and in the second state, can assist the
first virtual object in performing tasks such as scouting and patrol, thereby improving efficiency of

human-computer interaction and increasing the diversity of interaction.

BRIEF DESCRIPTION OF THE DRAWINGS

[0014] FIG. 1 is a schematic diagram of an application mode of a method for controlling a

companion object according to an embodiment of this disclosure.



[0015] FIG. 2 is a schematic diagram of an application mode of a method for controlling a

companion object according to an embodiment of this disclosure.

[0016] FIG. 3 is a schematic structural diagram of a terminal device according to an

embodiment of this disclosure.

[0017] FIG. 4 is a schematic flowchart of a method for controlling a companion object

according to an embodiment of this disclosure.

[0018] FIG. 5 is a schematic flowchart of a method for controlling a companion object

according to an embodiment of this disclosure.

[0019] FIG. 6 is a schematic flowchart of a method for controlling a companion object

according to an embodiment of this disclosure.

[0020] FIG. 7 is a schematic diagram of an application scene of a method for controlling a

companion object according to an embodiment of this disclosure.

[0021] FIG. 8 is a schematic diagram of an application scene of a method for controlling a

companion object according to an embodiment of this disclosure.

[0022] FIG. 9 is a schematic diagram of an application scene of a method for controlling a

companion object according to an embodiment of this disclosure.

[0023] FIG. 10 is a schematic diagram of an application scene of a method for controlling a

companion object according to an embodiment of this disclosure.

[0024] FIG. 11 is a schematic diagram of an application scene of a method for controlling a

companion object according to an embodiment of this disclosure.

[0025] FIG. 12 is a schematic flowchart of a method for controlling a companion object

according to an embodiment of this disclosure.

[0026] FIG. 13 is a schematic diagram of an application scene of a method for controlling a

companion object according to an embodiment of this disclosure.

[0027] FIG. 14 is a schematic diagram of summoning a companion object according to an

embodiment of this disclosure.

[0028] FIG. 15 is a schematic diagram of an application scene of summoning a companion

object according to an embodiment of this disclosure.

[0029] FIG. 16 is a schematic diagram of an application scene of a method for controlling a

companion object according to an embodiment of this disclosure.



[0030] FIG. 17 is a schematic diagram of an application scene of a method for controlling a

companion object according to an embodiment of this disclosure.

[0031] FIG. 18 is a schematic diagram of an application scene of a method for controlling a

companion object according to an embodiment of this disclosure.

[0032] FIG. 19 is a schematic diagram of an application scene of a method for controlling a

companion object according to an embodiment of this disclosure.

[0033] FIG. 20 is a schematic diagram of an application scene of a method for controlling a

companion object according to an embodiment of this disclosure.

[0034] FIG. 21 is a schematic flowchart of summoning a companion object according to an

embodiment of this disclosure.

[0035] FIG. 22 is a schematic flowchart of controlling conversion of a companion object

from a first state to a second state according to an embodiment of this disclosure.

[0036] FIG. 23 is a schematic diagram of an application scene of a scouting method

according to an embodiment of this disclosure.

[0037] FIG. 24 is a schematic flowchart of a scouting method according to an embodiment

of this disclosure.

[0038] FIG. 25 is a schematic flowchart of a scouting method according to an embodiment

of this disclosure.

[0039] FIG. 26 is a schematic diagram of an application scene of a scouting method

according to an embodiment of this disclosure.

[0040] FIG. 27 is a schematic diagram of an application scene of a scouting method

according to an embodiment of this disclosure.

[0041] FIG. 28 is a schematic diagram of a map display control according to an embodiment

of this disclosure.

[0042] FIG. 29 is a schematic diagram of an application scene of a scouting method

according to an embodiment of this disclosure.

[0043] FIG. 30 is a schematic flowchart of a scouting method according to an embodiment

of this disclosure.

[0044] FIG. 31 is a schematic flowchart of a scouting method according to an embodiment

of this disclosure.



[0045] FIG. 32 is a schematic diagram of an application scene of a scouting method

according to an embodiment of this disclosure.

[0046] FIG. 33 is a schematic diagram of an application scene of a scouting method

according to an embodiment of this disclosure.

[0047] FIG. 34 is a schematic flowchart of a scouting method according to an embodiment

of this disclosure.

[0048] FIG. 35 is a schematic diagram of a form change of a companion object according to

an embodiment of this disclosure.

[0049] FIG. 36 is a schematic diagram of an application scene of a scouting method

according to an embodiment of this disclosure.

[0050] FIG. 37 is a schematic diagram of a form change of a companion object according to

an embodiment of this disclosure.

[0051] FIG. 38 is a schematic diagram of an application scene of a scouting method

according to an embodiment of this disclosure.

[0052] FIG. 39 is a schematic diagram of an application scene of a scouting method

according to an embodiment of this disclosure.

[0053] FIG. 40 is a schematic diagram of detection according to an embodiment of this
disclosure.
[0054] FIG. 41 is a schematic diagram of detection according to an embodiment of this
disclosure.
[0055] FIG. 42 is a schematic flowchart of a method for controlling a companion object

according to an embodiment of this disclosure.

[0056] FIG. 43 is an interface diagram of using a virtual shield monster according to an

embodiment of this disclosure.

[0057] FIG. 44 is a flowchart of a method for using a virtual shield according to an

embodiment of this disclosure.

[0058] FIG. 45 is a flowchart of a method for using a virtual shield according to an

embodiment of this disclosure.

[0059] FIG. 46 is an interface diagram of using a virtual shield according to an embodiment

of this disclosure.



[0060] FIG. 47 is an interface diagram of using a virtual shield according to an embodiment

of this disclosure.

[0061] FIG. 48 is a flowchart of a method for using a virtual shield according to an

embodiment of this disclosure.

[0062] FIG. 49 is a flowchart of a method for using a virtual shield according to an

embodiment of this disclosure.

[0063] FIG. 50 is an interface diagram of using a virtual shield according to an embodiment

of this disclosure.

[0064] FIG. 51 is a flowchart of a method for using a virtual shield according to an

embodiment of this disclosure.

[0065] FIG. 52 is an interface diagram of using a virtual shield according to an embodiment

of this disclosure.

[0066] FIG. 53 is an interface diagram of using a virtual shield according to an embodiment

of this disclosure.

[0067] FIG. 54 is a flowchart of a method for using a virtual shield according to an

embodiment of this disclosure.

[0068] FIG. 55 is a flowchart of a method for using a virtual shield according to an

embodiment of this disclosure.

[0069] FIG. 56 is a flowchart of using a virtual shield monster according to an embodiment

of this disclosure.

[0070] FIG. 57 is a flowchart of a method for controlling a virtual object according to an

embodiment of this disclosure.

[0071] FIG. 58 is a schematic diagram of a display picture according to an embodiment of

this disclosure.

[0072] FIG. 59 is a schematic diagram of a display picture according to an embodiment of

this disclosure.

[0073] FIG. 60 is a flowchart of a method for controlling a virtual object according to an

embodiment of this disclosure.

[0074] FIG. 61 is a schematic diagram of a display picture according to an embodiment of

this disclosure.



[0075] FIG. 62 is a schematic diagram of a display picture according to an embodiment of

this disclosure.

[0076] FIG. 63 is a flowchart of a method for controlling a virtual object according to an

embodiment of this disclosure.

[0077] FIG. 64 is a flowchart of a method for controlling a virtual object according to an

embodiment of this disclosure.

[0078] FIG. 65 is a flowchart of a method for managing a virtual object according to an

embodiment of this disclosure.

[0079] FIG. 66 is a schematic display diagram of a display page of an application according

to an embodiment of this disclosure.

[0080] FIG. 67 is a schematic display diagram of a game picture according to an

embodiment of this disclosure.

[0081] FIG. 68 is a schematic display diagram of a target page according to an embodiment

of this disclosure.

[0082] FIG. 69 is a schematic display diagram of a companion object in a second form

according to an embodiment of this disclosure.

[0083] FIG. 70 is a schematic display diagram of a companion object in a first form

according to an embodiment of this disclosure.

[0084] FIG. 71 is a schematic display diagram of a third virtual object according to an

embodiment of this disclosure.

[0085] FIG. 72 is a schematic display diagram of a companion object in a third form

according to an embodiment of this disclosure.

[0086] FIG. 73 is a schematic display diagram of a fourth virtual object according to an

embodiment of this application after being attacked.

[0087] FIG. 74 is a schematic display diagram of displaying special effects corresponding to
a companion object in a third region of the companion object in a third form according to an

embodiment of this disclosure.

[0088] FIG. 75 is a schematic display diagram of a target region according to an

embodiment of this disclosure.

[0089] FIG. 76 is a flowchart of a method for managing a virtual object according to an



embodiment of this disclosure.

[0090] FIG. 77 is a flowchart of a method for controlling a virtual object according to an

embodiment of this disclosure.

[0091] FIG. 78 is a flowchart of a method for controlling a virtual object according to an

embodiment of this disclosure.

[0092] FIG. 79 is a schematic diagram of a state change of a companion object according to

an embodiment of this disclosure.

[0093] FIG. 80 is a schematic diagram of energy accumulation according to an embodiment

of this disclosure.

[0094] FIG. 81 is a schematic diagram of energy storage prompt information in a second

display form according to an embodiment of this disclosure.

[0095] FIG. 82 is a schematic diagram of a first buff according to an embodiment of this
disclosure.
[0096] FIG. 83 is a schematic diagram of a long-range buff according to an embodiment of

this disclosure.

[0097] FIG. 84 is a flowchart of a method for controlling a virtual object according to an

embodiment of this disclosure.

[0098] FIG. 85 is a flowchart of a method for displaying a virtual object according to an

embodiment of this disclosure.

[0099] FIG. 86 is an interaction flowchart of a method for displaying a virtual object

according to an embodiment of this disclosure.

[00100] FIG. 87 is an interaction flowchart of a method for controlling a marked prop

according to an embodiment of this disclosure.

[00101] FIG. 88 is an interaction flowchart of a method for displaying a virtual object

according to an embodiment of this disclosure.

[00102] FIG. 89 is an interaction flowchart of a method for displaying a virtual object

according to an embodiment of this disclosure.

[00103] FIG. 90 is an interaction flowchart of a method for displaying a virtual object

according to an embodiment of this disclosure.

[00104] FIG. 91 is a schematic diagram of an interface of a switching animation according to
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an embodiment of this disclosure.

[00105] FIG. 92 is a schematic diagram of an interface of an invisible summoned creature

according to an embodiment of this disclosure.

[00106] FIG. 93 is a schematic diagram of an effect of DOT having an electric shock effect

according to an embodiment of this disclosure.

[00107] FIG. 94 is a schematic diagram of an interface for controlling firing of a marking

cartridge according to an embodiment of this disclosure.

[00108] FIG. 95 is a schematic diagram of an interface of successful marking of a marking

cartridge according to an embodiment of this disclosure.

[00109] FIG. 96 is a schematic diagram of an interface where a marking cartridge is

destroyed according to an embodiment of this disclosure.

[00110] FIG. 97 is a schematic flowchart of a method for processing a special effects prop

according to an embodiment of this disclosure.

[00111] FIG. 98 is a schematic flowchart of a method for displaying a movement trajectory

of a special effects prop according to an embodiment of this disclosure.

[00112] FIG. 99 is a schematic flowchart of a method for processing a special effects prop

according to an embodiment of this disclosure.

[00113] FIG. 100 is a schematic flowchart of a method for processing a special effects prop

according to an embodiment of this disclosure.

[00114] FIG. 101 is a schematic diagram of an application scene of a method for processing a

special effects prop according to an embodiment of this disclosure.

[00115] FIG. 102 is a schematic diagram of an application scene of a method for processing a

special effects prop according to an embodiment of this disclosure.

[00116] FIG. 103 is a schematic diagram of an application scene of a method for processing a

special effects prop according to an embodiment of this disclosure.

[00117] FIG. 104 is a schematic diagram of an application scene of a method for processing a

special effects prop according to an embodiment of this disclosure.

[00118] FIG. 105 is a schematic flowchart of a method for processing a special effects prop

according to an embodiment of this disclosure.
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DESCRIPTION OF EMBODIMENTS

[00119] To make the objectives, technical solutions, and advantages of this disclosure clearer,
the following describes this disclosure in further detail with reference to the accompanying
drawings. The described embodiments are not to be considered as a limitation to this disclosure.

Other embodiments shall fall within the scope of this disclosure.

[00120] In the following description, the involved term "some embodiments" describes
subsets of all possible embodiments, but it may be understood that "some embodiments" may be the
same subset or different subsets of all the possible embodiments, and can be combined with each

other without conflict.

[00121] In the following description, the involved terms "first\second\..." are merely intended
to distinguish between similar objects rather than describe specific orders. It may be understood that,
"first\second\..." may interchange specific order or sequential order if allowed, so that the
embodiments of this disclosure described herein can be implemented in an order other than those

illustrated or described herein.
[00122] In the following description, the involved term "plurality of" means at least two.

[00123] Unless otherwise defined, meanings of all technical and scientific terms used in this
specification are the same as those usually understood by a person skilled in the art to which this
disclosure belongs. The terms used in this specification are merely intended to describe objectives

of the embodiments of this disclosure, but are not intended to limit this disclosure.

[00124] Before the embodiments of this disclosure are further described in detail, a
description is made on nouns and terms in the embodiments of this disclosure, and the nouns and

terms in the embodiments of this disclosure are applicable to the following explanations.

[00125] 1) The expression "in response to" may be used for indicating a condition or a status
on which one or more to-be-performed operations depend. In a case that the condition or the status
is satisfied, the one or more operations may be performed in real time or have a set delay. Unless

otherwise specified, an order in which a plurality of operations are performed is not limited.

[00126] 2) A virtual scene may include a scene displayed (or provided) in a case that a game
program is run on a terminal device. The scene may be a simulation environment for the real world,
or may be a semi-simulation and semi-fiction environment, and may further be a purely fictional
virtual scene. The virtual scene may be any one of a two-dimensional virtual scene, a
2.5-dimensional virtual scene, or a three-dimensional virtual scene, and the dimensions of the

virtual scene are not limited in this embodiment of this disclosure. For example, the virtual scene
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may include sky, land, ocean, and the like. The land may include environmental elements such as

desert and city, and a user may control a virtual object to move in the virtual scene.

[00127] 3) Virtual objects may include images of various people and things that can be
controlled by a player or interact with the player in the virtual scene, or movable objects in the
virtual scene. The movable objects may be a virtual character, a virtual animal, a cartoon character,
and the like, for example, a character and an animal displayed in a virtual scene. The virtual object
may be a virtual image for representing a user in a virtual scene. The virtual scene may include a
plurality of virtual objects, and each virtual object has a shape and a volume in the virtual scene,

and occupies some space in the virtual scene.

[00128] 4) Companion objects may include images of various people and things in a virtual
scene that can assist a virtual object to interact with other virtual objects. The images may be a
virtual character, a virtual animal, a cartoon character, and the like. For example, a companion
object may be an object controlled by artificial intelligence (Al) in a virtual scene, or a non-player
character (NPC) in a virtual scene. The AI may be any one or at least one of control logics with
different intelligence capabilities such as an Al model, a decision tree, a logic tree, and a behavior

tree. In some embodiments, the Al is controlled based on a condition-triggered control logic.

[00129] (5) Scene data may represent characteristic data of a virtual scene. For example, the
scene data may be an area of a construction region in the virtual scene and a current architectural
style of the virtual scene. The scene data may also include a location of a virtual building in the

virtual scene, a floor area of the virtual building, and the like.

[00130] 6) A client may be an application running in a terminal device to provide various

services, for example, a game client and a metaverse client.

[00131] 7) An unresponsive state may include a state in which a control target cannot
respond to a user instruction due to external factors. For example, for a companion object that can
be switched between an independent state and an attached state, the state may represent that the
companion object is currently not switchable from the independent state to the attached state in
response to an instruction, or not switchable from the attached state to the independent state in
response to an instruction. The external factors may be that the companion object is disturbed by a
control skill of another object (for example, in a dizzy state), a status value (for example, a health
point) of the companion object is less than a status threshold, and the like. In addition, in a case that
the external factors are eliminated (for example, the status value of the companion object is restored
to be higher than a status threshold or the dizzy state is ended), the state of the companion object is

to be switched from the unresponsive state to a responsive state, and in this case, the companion
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object may be switched from the independent state to the attached state.

[00132] 8) A first state may include a first state of the companion object. For example, a
first form may present a state of being attached to a first virtual object to become a part of the first

virtual object, which is also referred to as an attached state, a merged state, and an incomplete state.

[00133] 9) A second state may include a second state of the companion object, which may
be different from the first state. For example, the second form may present a state of acting
independently of the first virtual object, which is also referred to as an independent state, a

separated state, a split state, and a complete state.

[00134] Embodiments of this disclosure include a method and an apparatus for controlling a
companion object, an electronic device, a computer-readable storage medium, and a computer
program product, so as to control a companion object in a virtual scene in a flexible and concise
manner, thereby improving efficiency of human-computer interaction and user experience. In order
to make it easier to understand the method for controlling a companion object in a virtual scene
provided in this embodiment of this disclosure, an exemplary implementation scenario of the
method for controlling a companion object in the virtual scene provided in this embodiment of this
disclosure is first described. The virtual scene in the method for controlling a companion object in
the virtual scene provided in this embodiment of this disclosure may be outputted based on a

terminal device or collaboratively outputted based on the terminal device and a server.

[00135] In some embodiments, the virtual scene may be an environment for virtual objects
(such as game characters) to interact, for example, for game characters to fight in a virtual scene. By
controlling actions of game characters, both parties can interact in the virtual scene, so that users

can relieve the pressure of life during the game.

[00136] FIG. 1 is a schematic diagram of an application mode of a method for controlling a
companion object in a virtual scene according to an embodiment of this disclosure, which is
applicable to some application modes of relying on computing power of graphics processing
hardware of a terminal device 400 to complete calculation of related data of a virtual scene 100. For
example, a game in a stand-alone/an off-line mode, outputting of a virtual scene is completed
through various types of terminal devices 400 such as a smart phone, a tablet computer, and a

virtual reality/augmented reality device.

[00137] As an example, types of graphics processing hardware include processing circuitry,

such as a central processing unit (CPU) and a graphics processing unit (GPU).

[00138] In a case that visual perception of the virtual scene 100 is formed, the terminal

13



device 400 calculates data required for display through the graphics computing hardware, and
completes loading, parsing, and rendering of the displayed data, and outputs a video frame capable
of forming visual perception of the virtual scene on the graphics output hardware. For example, a
two-dimensional video frame is presented on a display screen of a smart phone, or a video frame
with a three-dimensional display effect is projected onto lenses of augmented reality/virtual reality
glasses. In addition, in order to enrich the perception effect, the terminal device 400 may further
form one or more of auditory perception, tactile perception, motion perception, and taste perception

through different hardware.

[00139] As an example, a client 410 (for example, a stand-alone game application) is run on
the terminal device 400, and a virtual scene including role play is outputted during the running of
the client 410. The virtual scene may be an environment for game characters to interact, which may
be a plain, a street, a valley, or the like for game characters to fight, for example. The virtual scene
100 being displayed from a third-person perspective is used as an example. A first virtual object 101
is displayed in the virtual scene 100. The first virtual object 101 may be a user-controlled game
character, that is, the first virtual object 101 is controlled by a real user and to move in the virtual
scene 100 in response to an operation of the real user performed on a controller (such as a touch
screen, a voice-operated switch, a keyboard, a mouse, and a joystick). For example, in a case that
the real user moves the joystick (including a virtual joystick and a real joystick) to the right, the first
virtual object 101 is to move to the right in the virtual scene 100, or may keep still, jump, and

control the first virtual object 101 to perform a shooting operation.

[00140] For example, a first virtual object 101 and a companion object 102 in an attached
state are displayed in a virtual scene 100. The companion object 102 is attached to the first virtual
object 101 in a first form (for example, the companion object 102 may be attached to an arm of the
first virtual object 101 in the shape of an arm guard, thereby becoming a part of the first virtual
object 101). Then the client 410 controls the companion object 102 in the first form to switch from
the attached state to the independent state in response to satisfying a release condition (for example,
receiving a task triggering operation or satisfying a task automatic triggering condition). The
independent state may be a state in which the companion object 102 acts in a second form
independently of the first virtual object 101, and the companion object 102 in the second form is
controlled to perform a task (for example, in a case that the release condition is satisfied, the
companion object 102 may be controlled to switch from the shape of an arm guard to the shape of
an independent virtual character, and the companion object 102 in the shape of a character may be
controlled to a perform task). In this way, the companion objects in the virtual scene can be
controlled in a flexible and concise manner, thereby improving the efficiency of human-computer
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interaction and user experience.

[00141] In another implementation scenario, FIG. 2 is a schematic diagram of an application
mode of a method for controlling a companion object in a virtual scene according to an embodiment
of this disclosure, which is applied to a terminal device 400 and a server 200, and is applicable to an
application mode of relying on computing power of the server 200 to complete calculation of the

virtual scene and outputting a virtual scene at the terminal device 400.

[00142] Visual perception of the virtual scene 100 being formed is used as an example. The
server 200 calculates display data (such as scene data) related to the virtual scene and transmits the
data to the terminal device 400 through a network 300. The terminal device 400 relies on graphics
computing hardware to complete loading, parsing, and rendering of the calculated display data, and
relies on the graphics output hardware to output a virtual scene to form visual perception. For
example, a two-dimensional video frame may be presented on a display screen of a smart phone, or
a video frame with a three-dimensional display effect is projected onto lenses of augmented
reality/virtual reality glasses. For the perception in the form of the virtual scene, it may be
understood that a virtual scene may be outputted by means of the corresponding hardware of the
terminal device 400, for example, using a microphone to form auditory perception, and using a

vibrator to form haptic perception.

[00143] As an example, a client 410 (for example, an online game application) is run on the
terminal device 400, and interacts with other users through a connection server 200 (for example, a
game server), and the terminal device 400 outputs the virtual scene 100 of the client 410. The
virtual scene 100 being displayed from a third-person perspective is used as an example. A first
virtual object 101 is displayed in the virtual scene 100. The first virtual object 101 may be a
user-controlled game character, that is, the first virtual object 101 is controlled by a real user and to
move in the virtual scene 100 in response to an operation of the real user performed on a controller
(such as a touch screen, a voice-operated switch, a keyboard, a mouse, and a joystick). For example,
in a case that the real user moves the joystick to the right, the first virtual object 101 is to move to
the right in the virtual scene 100, or may keep still, jump, and control the first virtual object 101 to

perform a shooting operation.

[00144] For example, a first virtual object 101 and a companion object 102 in an attached
state are displayed in a virtual scene 100. The companion object 102 is attached to the first virtual
object 101 in a first form (for example, the companion object 102 may be attached to an arm of the
first virtual object 101 in the shape of an arm guard, thereby becoming a part of the first virtual

object 101). Then the client 410 controls the companion object 102 in the first form to switch from
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the attached state to the independent state in response to satisfying a release condition (for example,
receiving a task triggering operation or satisfying a task automatic triggering condition). The
independent state may be a state in which the companion object 102 acts in a second form
independently of the first virtual object 101, and the companion object 102 in the second form is
controlled to perform a task (for example, in a case that the release condition is satisfied, the
companion object 102 may be controlled to switch from the shape of an arm guard to the shape of
an independent virtual character, and the companion object 102 in the shape of a character may be
controlled to a perform task). In this way, the companion objects in the virtual scene can be
controlled in a flexible and concise manner, thereby improving the efficiency of human-computer

interaction and user experience.

[00145] In some embodiments, the terminal device 400 may implement the method for
controlling a companion object in the virtual scene provided in this embodiment of this disclosure
by running a computer program. For example, the computer program may be a native program or a
software module in an operating system; may be a native application (APP), that is, a program that
needs to be installed in the operating system to run, such as a shooting game APP (that is, the
foregoing client 410); or may be an applet, that is, a program that only needs to be downloaded into
a browser environment to run; and may further be a game applet that can be embedded in any APP.

In a word, the foregoing computer program may be any form of application, module, or plug-in.

[00146] A computer program being an application program is used as an example. During
actual implementation, an application program supporting a virtual scene is installed and run in the
terminal device 400. The application program may be any one of a first-person shooting game
(FPS), a third-person shooting game, a virtual reality application program, a three-dimensional map
program, or a multiplayer shootout survival game. A user uses the terminal device 400 to operate a
virtual object located in the virtual scene for an activity. The activity includes but is not limited to:
at least one of adjusting a body posture, crawling, walking, running, riding, jumping, driving,
pickup, shooting, attacking, throwing, and building a virtual building. Exemplarily, the virtual

object may be a virtual character, such as a simulated character or a cartoon character.

[00147] In some other embodiments, this embodiment of this disclosure may further be
implemented through cloud technology. The cloud technology is a hosting technology that unifies a
series of resources such as hardware, software, and a network in a wide area network or a local area

network to realize data computing, storage, processing, and sharing.

[00148] The cloud technology is a generic term of a network technology, an information

technology, an integration technology, a management platform technology, and an application
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technology based on application of a cloud computing business model. The resources may form a
resource pool and are used on demand, which is flexible and convenient. A cloud computing
technology is to become an important support. Background services of a technology network

system require a lot of computing and storage resources.

[00149] For example, the server 200 in FIG. 2 may be an independent physical server, or may
be a server cluster formed by a plurality of physical servers or a distributed system, and may further
be a cloud server providing basic cloud computing services such as cloud service, a cloud database,
cloud computing, a cloud function, cloud storage, a network service, cloud communication, a
middleware service, a domain name service, a security service, a content delivery network (CDN), a
big data, and artificial intelligence platform. The terminal device 400 may be a smart phone, a tablet
computer, a notebook computer, a desktop computer, a smart speaker, a smart watch, or the like,
which is not limited thereto. The terminal device 400 and the server 200 may be directly or
indirectly connected in a manner of wired or wireless communication, which is not limited in this

embodiment of this disclosure.

[00150] A structure of the terminal device 400 shown in FIG. 1 is described below. FIG. 3 is
a schematic structural diagram of a terminal device 400 according to an embodiment of this
disclosure. The terminal device 400 shown in FIG. 3 includes: at least one processor 420, a memory
460, at least one network interface 430, and a user interface 440. Various components in the
terminal device 400 are coupled together through a bus system 450. It may be understood that the
bus system 450 is configured to implement connection and communication between the components.
In addition to a data bus, the bus system 450 further includes a power bus, a control bus, and a

status signal bus. However, for the sake of clarity, various buses are marked as the bus system 450

in FIG. 3.

[00151] The processor 420 may be processing circuitry, such as an integrated circuit chip

with signal processing capability, for example, a general processor, a digital signal processor (DSP),
another programmable logic device, a discrete gate or a transistor logic device, a discrete hardware
component, or the like. The general processor may be a microprocessor, any conventional processor,

or the like.

[00152] The user interface 440 includes one or more output apparatuses 441 that enable
presentation of media content, including one or more speakers and/or one or more visual display
screens. The user interface 440 further includes one or more input apparatuses 442, including user
interface components that facilitate user input, such as a keyboard, a mouse, a microphone, a touch

screen display, a camera, and another input button and control.
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[00153] The memory 460 is removable, non-removable, or a combination thereof. An
exemplary hardware device includes a solid-state memory, a hard disk drive, an optical disk drive,
and the like. The memory 460 may include one or more storage devices at a physical location away

from the processor 420.

[00154] The memory 460 includes a volatile memory or a non-volatile memory, or may
include both a volatile memory and a non-volatile memory. The non-volatile memory may be a
read-only memory (ROM), and the volatile memory may be a random access memory (RAM). The
memory 460 described in this embodiment of this disclosure is intended to include any suitable type

of memory.

[00155] In some embodiments, the memory 460 can store data and support various
operations. Examples of the data include a program, a module, and a data structure, or a subset or a

superset thereof. An exemplary description is given below.

[00156] An operating system 461 includes system programs for processing various basic
system services and performing hardware-related tasks, for example, a frame layer, a core library
layer, and a drive layer, which is configured to implement various basic services and processing a

task based on hardware.

[00157] A network communication module 462 is configured to reach another computing
device through one or more (wired or wireless) network interfaces 430. Exemplary network
interfaces 430 include: a Bluetooth interface, a wireless fidelity (Wi-Fi) interface, a universal serial

bus (USB) interface, and the like.

[00158] A presentation module 463 is configured to enable presentation of information (for
example, a user interface for operation of a peripheral device and display of content and information)
through one or more output apparatuses 441 (for example, a display screen and a speaker)

associated with the user interface 440.

[00159] An input processing module 464 is configured to detect one or more user inputs or
interactions from one of the one or more input apparatuses 442 and translate the detected inputs or

interactions.

[00160] In some embodiments, an apparatus for controlling a companion object in the virtual
scene provided in this embodiment of this disclosure may be implemented by software. FIG. 3
shows an apparatus 465 for controlling a companion object in the virtual scene stored in the
memory 460, which may be software in the form of programs and plug-ins, including the following

software modules: a display module 20, a control module 40, and an acquisition module 60, which
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are logical and may be arbitrarily combined or further split according to implemented functions. In
FIG. 3, for convenience of expression, all the foregoing modules are shown at one time, which is
not deemed that the implementation of the apparatus 465 for controlling a companion object in the
virtual scene that may include only the display module 20 and the control module 40 is excluded,

and functions of the modules are to be described below.

[00161] The method for controlling a companion object in the virtual scene provided in this
embodiment of this disclosure is described in detail with reference to the accompanying drawings
below. The method for controlling a companion object in the virtual scene provided in this
embodiment of this disclosure may be performed by the terminal device 400 in FIG. 1 alone, or

may be performed collaboratively by the terminal device 400 and the server 200 in FIG. 1.

[00162] A process of controlling the companion object includes at least one of the following

stages:
I. summoning a companion object;

II. controlling the companion object to switch between a first state and a second

state;

II1. controlling the companion object in the first state to enhance a first virtual object;

controlling the companion object in the second state to assist the first virtual object; and/or
IV. controlling the companion object to perform another task.

[00163] In order to facilitate understanding, the following exemplary comparison table of

nouns is provided:

Nouns Embodiment Other expressions
First virtual | Virtual  object  operated and | Master virtual object, target virtual
object controlled by a player object, and player virtual object

Second virtual | Virtual object controlled by artificial | Monster and neutral object
object intelligence

Third virtual | Virtual object controlled by another | Hostile virtual object and hostile unit
object player and belonging to a different
camp from the first virtual object

Fourth  virtual | Virtual object controlled by another | Teammate virtual object and friendly
object player and belonging to the same | unit
camp as the first virtual object
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companion Subordinate object of the first virtual | Pet virtual object, companion object,

object object summoned creature, target summoned
creature, summoned object, pet, and
the like

[00164] In this disclosure, the terms "virtual object” and "virtual character" may be regarded

as the same concept, and the terms "companion object" and "companion character" may be regarded

as the same concept.
[00165] Stage I: Summon a companion object.

[00166] FIG. 4 is a schematic flowchart of a method for controlling a companion object
according to an embodiment of this disclosure. A description is to be given in combination with

steps shown in FIG. 4.

[00167] The method shown in FIG. 4 may be performed by various forms of computer
programs run on a terminal device 400, which is not limited to the foregoing client 410, and may
further be the foregoing operating system 461, software module, and script. Therefore, the client is

not to be regarded as a limitation on this embodiment of this disclosure.
[00168] Step 110: Display a virtual scene.

[00169] In some embodiments, a client supporting a virtual scene is installed on a terminal
device (for example, in a case that the virtual scene is a game, the corresponding client may be a
game APP, such as a shooting game APP or a multiplayer online tactical competitive game APP). In
a case that a user opens a client installed on the terminal device (for example, the user clicks/taps an
icon corresponding to a shooting game APP presented on a user interface of the terminal device)
and the terminal device runs the client, a first virtual object (for example, a virtual object A
controlled by a current user 1) and at least one second virtual object (for example, a virtual object B
controlled by Al or a virtual object C controlled by another user 2) may be displayed in a virtual
scene presented by a human-computer interaction interface of the client. For the second virtual
object in this embodiment, the second virtual object being a monster virtual object controlled by Al

is used as an example for description.

[00170] In some embodiments, in the human-computer interaction interface of the client, the
virtual scene may be displayed from a first-person perspective (for example, a virtual camera plays
the role of the first virtual object in the game from the perspective of the controlled virtual object);
or the virtual scene may be displayed from a third-person perspective (for example, a game is
played from a perspective that the virtual camera is located behind and above a virtual object, which

is also referred to as an over-the-shoulder perspective); and the virtual scene may further be
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displayed with a bird's-eye view (for example, a virtual camera is located above the scene to
overlook the whole displayed virtual scene, which may or may not include the controlled virtual
object). The foregoing different perspectives may be switched at will, or switched based on user

selection, or switched automatically based on the scene.

[00171] As an example, the first virtual object may be an object controlled by a current user
in a game. The virtual scene may further include another virtual object, for example, a virtual object
that may be controlled by another user or by a robot program. Virtual objects may be divided into
any one of a plurality of camps, a hostile relationship or a cooperative relationship may exist
between the camps, and one or both of the foregoing relationships may exist between the camps in

the virtual scene.

[00172] A virtual scene being displayed from the first-person perspective is used as an
example. Displaying the virtual scene in the human-computer interaction interface may include:
determining a field of view region of the first virtual object based on a viewing location and a field
of view of the first virtual object in a complete virtual scene, and presenting a part of the virtual
scene in the field of view region in the complete virtual scene, that is, the displayed virtual scene
may be a part of the virtual scene relative to a panoramic virtual scene. Since the first-person
perspective is a viewing perspective that can give the user relatively great impact, immersive

perception of the user during operation can be realized.

[00173] A virtual scene being displayed with the bird's-eye view is used as an example.
Displaying the virtual scene in the human-computer interaction interface may include: presenting a
part of the virtual scene corresponding to a zooming operation or a sliding operation in the
human-computer interaction interface in response to the zooming operation or the sliding operation
on the panoramic virtual scene, that is, the displayed virtual scene may be a part of the virtual scene
relative to the panoramic virtual scene. In this way, the operability of the user in the operation

process can be improved, so that the efficiency of human-computer interaction can be improved.
[00174] Step 120: Obtain a companion object.

[00175] In some embodiments, the companion object is automatically obtained by a first
virtual object, that is, the companion object can be obtained without an active operation of the first
virtual object. For example, at the beginning of a virtual scene, the first virtual object already has a

companion object.

[00176] In some other embodiments, the first virtual object needs to obtain a companion

object through an active operation. For example, the first virtual object needs to obtain the
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companion object by looking for an interaction mechanism in the virtual scene, or the first virtual
object needs to use specific skills, props, or functions to obtain the companion object, or a user
needs to control the first virtual object to convert a second virtual object in the virtual scene to the
companion object. The second virtual object is displayed. The first virtual object is controlled to
convert the second virtual object to the companion object in response to an operation of the user. In
some embodiments, the first virtual object is controlled to convert the second virtual object to the
companion object by using a summoning skill or a summoning prop or a summoning function. After
the second virtual object is converted to a companion object, the companion object may be in an
attached state or an independent state by default, or may be in an initial state selected by the user
after conversion. In this embodiment, after the second virtual object is converted to the companion

object, the companion object being in the attached state by default is used as an example.

[00177] Exemplarily, the companion object is a subordinate object of the first virtual object,
and the companion object is in the attached state by default. The attached state is a state in which
the companion object is attached to the first virtual object in a first form to become a part of the first
virtual object. In some embodiments, the first form is a state in which the companion object shrinks
and is transformed into one or several pieces or a pair of body armor attached to body parts of the
first virtual object. In some other embodiments, the first form may also be a state in which the
companion object replaces the body part of the first virtual object after transformation. The first
virtual object attached by the companion object may have a physical appearance change or have no

visible appearance change.

[00178] For example, the first virtual object being a virtual object A is used as an example. A
companion object (for example, a companion object B) may be attached to an arm of the virtual
object A in the form of an arm guard, thereby becoming a part of the virtual object A and moving
with the action of the virtual object A. In this way, the user does not need to be distracted to control
a companion object B in the attached state, which reduces the operation burden of the user and

improves the efficiency of human-computer interaction.

[00179] In some embodiments, the first virtual object is controlled to convert the second
virtual object to the companion object by using a summoning skill or a summoning prop or a
summoning function. The summoning skill, the summoning prop, or the summoning function may
be implemented in the form of skill chip, and the skill chip may be obtained actively or

automatically by the first virtual object in the virtual scene.

[00180] In some embodiments, the first virtual object is controlled to convert the second

virtual object to the companion object in response to satisfying a summoning condition. The
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summoning condition includes at least one of the following:

° The first virtual object obtains or uses a virtual prop for summoning, such as

the foregoing skill chip;

° At least one second virtual object is selected, for example, the second virtual

object may be selected from a plurality of virtual objects; and

° An attribute value of the first virtual object satisfies a set condition, and the

attribute value may be an energy value.

[00181] In some embodiments, the summoning condition includes: the second virtual object
is in a weak state. Whether the second virtual object is in a weak state may depend on a plurality of
measurement standards, such as an absolute value of a health point is less than a status threshold, a
percentage of the health point is less than a status threshold, an absolute value of magic is less than
a status threshold, a percentage of magic is less than a status threshold, an absolute value or a
percentage of a movement speed is less than a status threshold, in a coma or hypnotic state, a

combination of the plurality of measurement standards, or the like.

[00182] In some embodiments, step 120 may be implemented in the following manner:
controlling the first virtual object to obtain a skill chip; and controlling the first virtual object to
interact with at least one second virtual object in a weak state in the virtual scene in a case that an
energy value of the first virtual object is greater than an energy threshold, and to perform, in

response to a set interaction result being achieved, one of the following processes:

switching the at least one second virtual object from a third form to a fourth form by
using the skill chip, playing a special effects animation in which the at least one second virtual
object in the fourth form moves to a location of a first virtual object, and converting the at least one
second virtual object in the fourth form to at least one companion object in an attached state, the
third form being an original form of the at least one second virtual object, and the fourth form being
a temporary movement form of the second virtual object, such as a form of granulation (also
referred to as fragments), or a form of flowing energy, or a flight form, as shown by flying
fragments 102 in FIG. 7; or converting the at least one second virtual object to at least one
companion object in an independent state by using the skill chip, controlling the at least one
companion object to perform a show-up action in an independent state (for example, the show-up
action may be close to the first virtual object, or at least one companion object may move to the

location of the first virtual object after performing the show-up action), and switching the at least
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one companion object from the independent state to an attached state.

[00183] Exemplarily, the first virtual object being the first virtual object A controlled by user
1 is used as an example. A skill chip for summoning the foregoing companion object may be
pre-configured in a virtual scene. For example, the skill chip may exist at a specific location in the
virtual scene (for example, a location of a supply box), that is, a user 1 may assemble the skill chip
by controlling the first virtual object A to move to the location of the supply box and by controlling
the first virtual object A to perform a picking operation. The skill chip is a virtual prop for
summoning. After the user 1 controls the first virtual object A to obtain the skill chip, the client may
further obtain a current energy value of the virtual object A (the energy value may be used for
transforming the second virtual object, that is, the energy value of the first virtual object needs to be
consumed during summoning of the companion object based on the second virtual object), and then
determine whether the current energy value of the first virtual object A is greater than the energy
threshold (for example, an energy value of 500 points). In a case that the current energy value of the
first virtual object A is greater than the energy threshold, the user 1 may control the first virtual
object A to interact with at least one second virtual object (for example, the second virtual object C,
the second virtual object C being an object included in a neutral camp in the virtual scene or an
object included in a hostile camp of a first camp to which the first virtual object belongs) in a weak
state in the virtual scene (for example, the user 1 may control the first virtual object A to fight with
the second virtual object C in a neutral state), and may transform the second virtual object C based
on the obtained skill chip after achieving the set interactive result (such as defeating the virtual
object C). For example, the second virtual object C may be first converted from the original form to
a fragment form by using the skill chip, and the second virtual object C in the fragment form is
controlled to move to the location of the first virtual object A, to be switched from the fragment
form to the first form (for example, a form such as an arm guard, an armor, a helmet, or combat
boots), and to be attached to an arm of the first virtual object A controlled by the user 1, so as to
obtain a companion object corresponding to the virtual object A (for example, the companion object

B that converts the virtual object C to the virtual object A).

[00184] In some other embodiments, the user 1 may also control the virtual object A to
directly summon at least one companion object by using the skill chip, that is, the companion object
may also be a brand-new virtual object in the virtual scene, instead of being converted from the

second virtual object.

[00185] The skill chip may also be pre-assembled for the first virtual object before entering

the virtual scene, or exist in a scene setting interface or a store interface of the virtual scene. For
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example, the user may obtain the skill chip based on a setting operation in the scene setting

interface, or obtain the skill chip based on a purchasing operation in the store interface.

[00186] In addition, companion objects obtained by using different types of skill chips may
be different, attachment parts of different companion objects on the first virtual object may be
different, and different skills or attributes of the first virtual object can be promoted. For example,
types of the skill chips may include a shield chip, a scouting chip, and an attack chip. The
companion object 1 obtained by using the shield chip may be attached to the chest of the first virtual
object, and a defensive power of the first virtual object can be increased. A companion object 2
obtained using the scouting chip may be attached to an arm of the first virtual object, and the first
virtual object may be enabled to sense surrounding enemies. A companion object 3 obtained using
the attack chip may be attached to a leg of the first virtual object, and attack power of the first
virtual object can be increased. In some embodiments, the attack chip may be further divided into a
melee attack chip and a long-range attack chip. The melee attack chip can summon the companion
object for enhancing a melee attribute, and the long-range attack chip can summon the companion
object for enhancing a long-range attribute. That is to say, at least two types of virtual props
correspond to different companion objects. The at least two types of companion objects provide

different attribute promotion and/or skill assistance for the first virtual object.

[00187] Stage II: Control the companion object to switch between a first state and a

second state.

[00188] FIG. 5 is a schematic flowchart of a method for controlling a companion object to
switch between different states/forms according to an embodiment of this disclosure. A description

is to be given in combination with steps shown in FIG. 5.

[00189] Step 130: Display a virtual scene, the virtual scene including a first virtual object

and a companion object.

[00190] The virtual scene includes the first virtual object and the companion object. The
companion object is a subordinate object of the first virtual object and is configured to enhance or
assist the first virtual object. A virtual object may act in the virtual scene, for example, may move in
the virtual scene, or interact with the virtual scene and contents therein, such as attacking another

hostile virtual object.

[00191] The first virtual object may own one or a plurality of companion objects. The
plurality of companion objects may be the same type of companion object, or may be different types

of companion objects.
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[00192] Step 140: Control the companion object to switch between a first state and a second

state.

[00193] In some embodiments, different types of companion objects in the first state are
attached to the same part of the first virtual object. In some embodiments, different types of
companion objects in the first state are attached to different parts of the first virtual object. In some
embodiments, some types of companion objects in the first state are attached to the same part of the
first virtual object, and other types of companion objects in the first state are attached to different
parts of the first virtual object. That is to say, at least two types of companion objects are attached to

different parts of the first virtual object.

[00194] In some embodiments, different types of companion objects in the first state
correspond to the same first form. In some embodiments, different types of companion objects in
the first state correspond to different first forms. In some embodiments, some types of companion
objects in the first state correspond to the same first form, and other types of companion objects in
the first state correspond to different first forms. That is to say, at least two types of companion
objects correspond to different first forms. The first form may be a form such as an arm guard, a
helmet, a waist protector, glasses, or a bracelet. That is to say, at least two types of companion

objects correspond to different first forms.

[00195] The second state is a state in which the companion object acts in a second form
independently of the first virtual object. The second state is also referred to as an independent state.
The type of the companion object may include at least one of a shield object, a scouting object, and

an attack object.

In a case that the companion object is the shield object, the shield object is
configured to resist an attack performed by another virtual object in the virtual scene on the first

virtual object;

In a case that the companion object is the scouting object, the scouting object is
configured to release a scouting signal in a second region to sense a virtual object existing in the

second region.

In a case that the companion object is the attack object, the attack object is
configured to assist the first virtual object in attacking a virtual object in a hostile camp. The attack

object may be a melee attack object or a long-range attack object.

[00196] In some embodiments, different types of companion objects in the second state

correspond to the same second form. In some embodiments, different types of companion objects in
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the second state correspond to different second forms. In some embodiments, some types of
companion objects in the second state correspond to the same second form, and other types of
companion objects in the second state correspond to different second forms. That is to say, at least
two types of companion objects correspond to different second forms. The second form may be a
strong and burly melee attack object form, a slender and agile long-range attack object form, a
nimble scouting object form, a strong-armed shield object form, and the like. That is to say, at least

two types of companion objects correspond to different second forms.

[00197] In some embodiments, switching between different states includes at least two

modes: a manual switching mode and an automatic switching mode.
[00198] Exemplary manual switching mode:

[00199] Control the companion object to switch from the first state to the second state in
response to a first switching operation on the companion object. Control the companion object to
switch from the second state to the first state in response to a second switching operation on the

companion object.

[00200] The first switching operation is used for triggering the companion object to switch
from the first state to the second state. The second switching operation is used for triggering the

companion object to switch from the second state to the first state.

[00201] The first switching operation and the second switching operation may be received
operations from a user that controls the first virtual object, or indirect operations after processing

based on user operations.
[00202] Exemplary automatic switching mode:

[00203] The companion object is automatically controlled to switch from the first state to the
second state in a case that the first virtual object and/or the companion object satisfies a first
switching condition. The automatically controlling the companion object to switch from the first
state to the second state may not be a direct operation of the user. The first switching condition may
also be referred to as an automatic release condition. In some embodiments, the first switching

condition includes at least one of the following:

° a quantity of second virtual objects within an attack range of the first virtual

object is less than or equal to a first quantity threshold;

° the first virtual object or another object in a first camp to which the first

virtual object belongs needs assistance;
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° a time to attack a second camp arrives, the second camp being a hostile camp

of the first camp to which the first virtual object belongs, and the like;

° a duration for which the companion object in the first state is greater than or

equal to a first duration threshold; and

° the first virtual object enters a specified action state or a specific action state,
for example, an aiming state, a shoulder aiming state, and a rocket launcher firing state.
[00204] The companion object is controlled to switch from the second state to the first state
in a case that the first virtual object and/or the companion object satisfies a second switching

condition. The second switching condition is also referred to as a recall condition. In some

embodiments, the second switching condition includes at least one of the following:

° the quantity of second virtual objects within the attack range of the first

virtual object is greater than or equal to a second quantity threshold, the second quantity threshold

being the same as or different from the first quantity threshold;

* a distance between the first virtual object and the companion object is greater

than or equal to a third distance threshold,

° a duration for which the companion object is in the second state reaches a

second duration threshold;

. the companion object completes a given task and does not receive a new task

triggering operation within a waiting time after completing the task;

° the first virtual object exits a specified action state or a specific action state,

for example, an aiming state, a shoulder aiming state, and a rocket launcher firing state, or the like;

° an attribute value of the companion object is less than a preset threshold, for

example, a health point is less than the preset threshold, for example, entering a dead state; and

° the companion object receives an attack from a third virtual object, the third

virtual object and the first virtual object belonging to different camps. For example, the third virtual

object belongs to the second camp.

[00205] Step 140 includes: controlling the companion object to switch from the first state to
the second state, and/or controlling the companion object to switch from the second state to the first
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state.
[00206] 140-1 Switching from the first state to the second state:

[00207] Control at least one companion object to switch from the first state to the second

state in response to satisfying a release condition.

[00208] In some embodiments, the release condition may include any one of the following:
receiving a task triggering operation on at least one companion object; a task automatic triggering
condition, the task automatic triggering condition including at least one of the following: the first
virtual object or another object in a first camp to which the first virtual object belongs needs
assistance; and a time to attack a second camp arrives, the second camp being a hostile camp of the

first camp to which the first virtual object belongs.

[00209] Exemplarily, the first virtual object being a virtual object A controlled by a user 1 is
used as an example. Assuming that a companion object B displayed in the shape of an arm guard is
attached to an arm of the virtual object A, when the client receives a task triggering operation on the
companion object B, for example, the client receives a click/tap operation performed by the user 1
on a specific key (such as the "X" key on the keyboard), the companion object B is controlled to
switch from the first state to the second state (for example, the companion object B in the shape of
the arm guard is controlled to be detached from the virtual object A and switched from the shape of

the arm guard to the shape of a virtual character).

[00210] Exemplarily, an occasion for at least one companion object to switch from the first
state to the second state may also be determined based on artificial intelligence. For example, scene
recognition processing may be performed on environmental information of the virtual scene by
invoking a machine learning model. When the scene recognition result indicates that a status value
(such as a health point and a magic point) of the first virtual object or another object in the same
camp is less than the status threshold, or a quantity of materials (such as ammunition, drinks,
bandages, and medical boxes) of the first virtual object or another object in the same camp is less
than a quantity threshold, it is determined that the first virtual object or another object in the same
camp need assistance, and at least one companion object is automatically controlled to switch from
the first state to the second state, so that at least one companion object in a second form can assist

the first virtual object or another object in the same camp.

[00211] In addition, when the scene recognition result indicates that a location distribution of
the objects included in the first camp to which the first virtual object belongs conforms to an attack

condition or it is determined, based on attribute information of objects included in the first camp to

29



which the first virtual object belongs (for example, a quantity of objects included in the first camp,
and a formation formed by a plurality of objects) and attribute information of objects included in the
second camp, that it is the right time to attack the second camp, at least one companion object may
also be automatically controlled to switch from the first state to the second state, so that the at least
one companion object in the second form can participate in the attack, thereby speeding up the

game progress and reducing resource consumption of the terminal device.

[00212] In some embodiments, a target location of the companion object from the attached
state to the independent state may be specified through a locking operation, which is also referred to
as a locked location. For example, when the companion object is dispatched to attack a locked
enemy object or to assist a locked allied object, a location of the locked object is the locked location.
In this case, the controlling at least one companion object from the attached state to the independent
state may be implemented through step 141 to step 144 shown in FIG. 6, which is to be described in

combination with the steps shown in FIG. 6.

[00213] Step 141: Determine a distance between a locked location and a location of the first

virtual object in response to a first locking operation on the locked location.

[00214] In some embodiments, when the first virtual object is presented in the terminal
device, a shooting prop held by the first virtual object may further be presented, so that the first
virtual object can be controlled to use a shooting prop to select the locked location (that is, a scene
location in the virtual scene, for example, a hillside, a tree, or any location on the ground in the
virtual scene). For example, the first virtual object may be controlled to select the locked location
by using a shooting prop with a crosshair pattern. When the terminal device presents the first virtual
object holding the shooting props, the crosshair pattern corresponding to the shooting prop may
further be presented. In this way, the user can control the first virtual object to use the shooting prop
to perform an aiming operation on the locked location, and control the crosshair pattern to move to
the locked location synchronously during the aiming operation, so as to select the locked location in

the virtual scene.

[00215] Step 142: Determine whether a distance is greater than a first distance threshold,
when the distance is greater than the first distance threshold, perform step 143, and when the

distance is less than or equal to the first distance threshold, perform step 144.

[00216] In some embodiments, after the locked location is determined based on the first
locking operation, it may be further determined whether the distance between the locked location
and the location of the first virtual object is greater than the first distance threshold (for example, 20
meters). When it is determined that the distance therebetween is greater than the first distance
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threshold, the subsequent step 143 is performed. When it is determined that the distance
therebetween is less than or equal to the first distance threshold, the subsequent step 144 is

performed.

[00217] Step 143: Control the companion object to move to a first location, switch the
companion object from a first form to a second form at the first location, and control at least one

companion object in the second form to move to the locked location.

[00218] In some embodiments, the first location may be a location with a distance of a first
distance threshold from the location of the first virtual object on a first connecting line connecting

the locked location and the location of the first virtual object.

[00219] FIG. 7 is a schematic diagram of an application scene of a method for controlling a
companion object in a virtual scene according to an embodiment of this disclosure. As shown in
FIG. 6, when a distance between a location 101 of the first virtual object is located and a locked
location 103 in a virtual scene 100 is greater than the first distance threshold, the companion object
102 in a first form (for example, the shape of an arm guard) is first controlled to be detached from
the first virtual object, is switched to a flight form immune to damage to fly to the first location 105
(that is, the first location 105 is located on a first connecting line 104 between the location 101 of
the first virtual object and the locked location 103, and the distance between the location 101 of the
first virtual object and the first location 105 is a first distance threshold), and is switched from the
flight form to a second form (for example, the shape of a dinosaur) at the first location 105, and
then the companion object 102 in the shape of the dinosaur is controlled to move to the locked
location 103. A movement speed of the companion object in the flight form may be greater than that
a movement speed of the companion object in the second form. The flight form is an intermediate
form or a transitional form during switching from the first form to the second form, and may not be
displayed in some embodiments. During switching from the first form to the second form, a display
duration of the flight form may be constant, or set by the system, or dynamically determined based
on factors such as a traveling speed of the first virtual object and a distance from the locked

location.

[00220] In some embodiments, this means that the first virtual object can only fly to a limited

distance, and the rest of the distance can only be reached by the ground.

[00221] Step 144: Control the companion object to move to the locked location, and switch

the companion object from the first form to the second form at the locked location.

[00222] In some embodiments, when a distance between the location of the first virtual
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object and the locked location is less than or equal to the first distance threshold, at least one
companion object in the first form may be controlled to directly move to the locked location, and is

switched from the first form to the second form at the locked location.

[00223] FIG. 8 is a schematic diagram of an application scene of a method for controlling a
companion object in a virtual scene according to an embodiment of this disclosure. As shown in
FIG. 8, when a distance between a location 101 of the first virtual object is located and a locked
location 103 in a virtual scene 100 is less than or equal to the first distance threshold, the

companion object 102 in a first form (for example, the shape of an arm guard) may be controlled to
be detached from the first virtual object, is switched to a flight form to fly to the locked location 103,
and is switched from the shape of an energy particle to a second form (for example, the shape of a

dinosaur) at the locked location 103.

[00224] In some embodiments, when the locked location is a location unreachable by at least
one companion object in the virtual scene (such as a special location such as a wall or a fault), the
following processes may further be performed: controlling at least one companion object in the first
form to move to a second location, and switching the at least one companion object from the first
form to the second form at the second location, the second location being a location reachable by at

least one companion object and closest to the locked location on a first connecting line.

[00225] For example, at least one companion object being a companion object B is used as an
example. When the locked location is a fault in the virtual scene (that is, a location unreachable by
the companion object B), the companion object B in the first form may be controlled to move to the
second location (that is, a location reachable by the companion object B on a connecting line
between the location of the first virtual object and the locked location, and is closest to the locked
location), and is switched from the first form to the second form at the second location, and then the
companion object B in the second form may be controlled to approach the locked location, so as to

perform a task near the fault.

[00226] In some embodiments, when the locked location is in the air of the virtual scene, the
following processes may further be performed: determining a ground projection location
corresponding to the locked location in the virtual scene; and controlling at least one companion
object in the second form to fall from the locked location to the ground projection location through
a virtual gravity, and reducing a state parameter of the virtual object existing in the first region
centered on the ground projection location (for example, a circular region with a radius of 10 meters
centered on the ground projection location) after the control companion object reaches the locked

location.
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[00227] For example, at least one companion object being a companion object B is used as an
example. When a location selected by a user 1 in the virtual scene (for example, a location 1) is in
the air, the ground projection location corresponding to the location 1 in the virtual scene is first
determined, and after the companion object B is controlled to move to the location 1 and switched
from the first form to the second form at the location 1, the companion object B in the second form
is controlled to move to the ground projection location corresponding to the location 1 by gravity
acceleration through the gravity engine in the virtual scene and to cause damage to the virtual
objects (such as virtual objects C and D) existing in a circular region with a radius of 10 meters

centered on the ground projection location to reduce health points of the virtual objects.

[00228] In some other embodiments, when the locked object is a third virtual object (which
may be any object except the first virtual object in the virtual scene, for example, an object
belonging to the same camp as the first virtual object, or an object included in a hostile camp of a
first camp to which the first virtual object belongs), the controlling of at least one companion object
from the attached state to the independent state may further be implemented in the following
manners: in response to a second locking operation on a third virtual object, controlling at least one
companion object in the first form to move to a third location, switching the at least one companion
object from the first form to the second form at the third location, and controlling the at least one
companion object in the second form to move from the third location to the location of the third
virtual object. A distance between the third location and the location of the third virtual object on a
second connecting line is a second distance threshold, the second connecting line being used for

connecting the location of the first virtual object to the location of the third virtual object.

[00229] For example, the second locking operation may be implemented by controlling the
first virtual object to use a shooting prop. For example, the first virtual object may be controlled to
use the shooting prop to select a third virtual object in the virtual scene in the following manners:
presenting a crosshair pattern corresponding to the shooting prop, controlling the first virtual object
to use the shooting prop to perform an aiming operation on the third virtual object, and controlling
the crosshair pattern to move to the third virtual object synchronously during the aiming operation,

so as to select the third virtual object in the virtual scene.

[00230] When a duration for which the crosshair pattern stays on the third virtual object
reaches a duration threshold, it may be determined that a locking instruction is received, thereby
automatically determining that the locked object is the third virtual object. The locking instruction
may also be triggered by another button, that is, when the crosshair pattern moves to the third

virtual object, the third virtual object is determined as a locked object in response to the triggering
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operation on the foregoing button.

[00231] FIG. 9 is a schematic diagram of an application scene of a method for controlling a
companion object in a virtual scene according to an embodiment of this disclosure. As shown in
FIG. 9, when the locked object is the third virtual object, the companion object 102 in a second
form (for example, the shape of an arm guard) is first controlled to be detached from the first virtual
object, and is switched from the shape of the arm guard to a form of energy (which may be a form
of particle, depending on the world view of the virtual scene), the companion object 102 in a flight
form is controlled to move to a third location 108 (that is, the third location 108 is located on a
second connecting line 107 between the location 101 of the first virtual object and a location 106 of
the third virtual object, and the distance between the location 106 of the third virtual object and the
third location 108 is a second distance threshold), and is switched from the form of energy to a
second form (for example, the shape of a dinosaur) at the third location 108, and then the
companion object 102 in the shape of the dinosaur is controlled to move to the location 106 of the

third virtual object to interact with the third virtual object.

[00232] In the following embodiments, this means that the first virtual object cannot directly
fly around the third virtual object, but can only fly out of a specific range of the third virtual object,
and then approach the third virtual object through the ground.

[00233] In this way, a reaction time may be reserved for the third virtual object, thereby

improving user experience.

[00234] In some embodiments, when at least one companion object is a plurality of
companion objects, the controlling of at least one companion object from the attached state to the
independent state may be implemented in the following manners: controlling a companion object
selected from a plurality of companion objects to switch from the attached state to the independent
state in response to a companion object selection operation, different companions correspondingly

having different skills.

[00235] For example, the first virtual object being a virtual object A controlled by the user 1
is used as an example. It is assumed that three companion objects are attached to the virtual object
A, that is, a companion object B, a companion object C, and a companion object D. The companion
object B is attached to an arm of the virtual object A in the shape of an arm guard, the companion
object C is attached to the chest of the virtual object A in the shape of an armor, and the companion
object D is attached to a head of the virtual object A in the shape of a helmet. In addition, the
companion object B, the companion object C, and the companion object D have different skills. For
example, the companion object B has a skill of increasing a movement speed of the virtual object A,
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the companion object C has a skill of improving the defensive power of the virtual object A, and the
companion object D has a skill of enabling the virtual object A to have the ability to sense other
virtual objects around. When the release condition is satisfied, identifiers corresponding to the
companion object B to the companion object D may be presented in the human-computer
interaction interface in the form of a list for the user 1 to select. When the user 1 selects the
companion object C, the companion object C is controlled to switch from the attached state to the
independent state, and the companion object B and the companion object D are still in the attached
state, so that the user can freely select the companion object that needs to perform the task, thereby

improving game experience of the user.

[00236] In some other embodiments, when at least one companion object is a plurality of
companion objects, the controlling of at least one companion object to switch from the attached
state to the independent state may further be implemented in the following manners: invoking a
second machine learning model for prediction processing to obtain a release probability
corresponding to each companion object based on environmental information of the virtual scene
(for example, a type and a size of a map), attribute information of objects included in the first camp
to which the first virtual object belongs (for example, a quantity of objects included in the first
camp, a skill of each object, and a location distribution of each object), attribute information of
objects included in the second camp (for example, a quantity of objects included in the second camp,
a skill of each object, and a location distribution of each object), and respective skills of a plurality
of companion objects, the first camp and the second camp to which the first virtual object belongs
being hostile camps; and sorting a plurality of release probabilities in descending order, and
controlling the companion objects corresponding to top N release probabilities in the descending
order results to switch from the attached state to the independent state, N being a positive integer

greater than or equal to 1.

[00237] For example, the first virtual object being the virtual object A controlled by the user
1 is used as an example. Assuming that three companion objects are attached to the virtual object A,
that is, the companion object B, the companion object C, and the companion object D, the second
machine learning model may be invoked to predict the release probabilities respectively
corresponding to the companion object B, the companion object C, and the companion object D.
For example, assuming that it is predicted that the release probability corresponding to the
companion object B is 80%, the release probability of the companion object C is 70%, and the
release probability of the companion object D is 85%, the companion object D may be
automatically switched from the attached state to the independent state, so that the companion

object D in the second form can assist the first virtual object in interaction. In this way, the
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appropriate companion object can be automatically selected based on artificial intelligence, which

further reduces operation costs of the user and improves the game experience of the user.

[00238] In some embodiments, the user may choose whether to enable the foregoing function

of selection using the machine model.

[00239] In some embodiments, carrying on with the above, before invoking the second
machine learning model for prediction processing, the following processes may further be
performed: obtaining historical operation data of a reference account, the reference account being
an account with a game level greater than a level threshold, that is, at least one account with a
relatively good historical record or a relatively long game duration; and training a second machine
learning model based on the historical operation data and labeled data, the labeled data including

companion objects used by reference accounts in the interaction process.

[00240] The second machine learning model may be a neural network model (for example, a
convolutional neural network, a deep convolutional neural network, or a fully connected neural
network), a decision tree model, a gradient lifting tree, a multi-layer perceptron, a support vector
machine, and the like. The type of the second machine learning model is not specifically limited in

this embodiment of this disclosure.

[00241] In some embodiments, after the at least one companion object is controlled to switch
from the attached state to the independent state, the following processes may further be performed:
invoking, based on environmental information of the virtual scene (for example, a type and a size of
a map), attribute information of objects included in the first camp to which the first virtual object
belongs (for example, a quantity of objects included in the first camp, a skill of each object, a status
value, and a location distribution), and attribute information of objects included in the second camp
(for example, a quantity of objects included in the second camp, a skill of each object, a status value,
and a location distribution), a first machine learning model for prediction processing to obtain at
least one action or a combination of actions to be performed by at least one companion object, the
first camp and the second camp to which the first virtual object belongs being hostile camps; and
controlling at least one companion object in the second form to perform the determined at least one

action or a combination of actions.

[00242] For example, at least one companion object being a companion object B is used as an
example. The first machine learning model may be invoked to predict at least one action or a
combination of actions to be performed by the companion object B. Then, after the companion
object switches from the attached state to the independent state, the companion object B in the
second form may be controlled to perform at least one action or a combination of actions predicted
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by the first machine learning model. In this way, the action that the companion object B needs to
perform is accurately predicted based on artificial intelligence, so that the repeated execution of
unnecessary actions is avoided, the operation burden of the user is further reduced, and game

experience of the user is also improved while saving computing resources of the terminal device.

[00243] The foregoing first machine learning model may be obtained by training based on
the environmental information of a sample virtual scene, attribute information of objects included in
a sample winner camp, attribute information of objects included in a sample loser camp, and labeled
data. The labeled data includes at least one action or a combination of actions performed by the
sample companion objects in the second form during the interaction. For a sample, reference may
also be made to a training process similar to the training process of the second machine learning

model to select a reference sample that satisfies a specific condition.
[00244] 140-2 Switching from the second form to the first form:

[00245] Control at least one companion object to switch from an independent state to an

attached state in response to satisfying a recall condition for at least one companion object.

[00246] In some embodiments, a combat capability of the first virtual object to which a
companion object is attached is stronger than of the first virtual object to which no companion
object is attached. A stronger combat capability may be reflected in having more skills that can be
used when a companion object is attached to the first virtual object, and the coefficient of existing
skills is amplified, such as higher attack power or a wider range. For example, when at least one
companion object (for example, the companion object B) is attached to a first virtual object (for
example, the virtual object A) in a first form, a skill of the companion object B may be directly
superimposed on the virtual object A. Assuming that the companion object B has an invisibility skill,
the virtual object A may also have the invisibility skill when the companion object B is attached to
the virtual object A in the first form. The foregoing skill may further have a specific amplification
factor. For example, assuming that when the companion object B is controlled to release the
invisibility skill in an independent state, a maximum duration for which the companion object B can
remain invisible each time is 10 seconds, and when the companion object B is attached to the virtual
object A in the first form, the maximum duration for which the virtual object A can remain invisible
each time is increased to 15 seconds when the virtual object A is controlled to release the obtained
invisibility skill.

[00247] For another example, when at least one companion object (for example, the
companion object B) is attached to a first virtual object (for example, the virtual object A) in the
first form, the original skill of the virtual object A can be improved to a certain extent. For example,
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assuming that the original attack power of the virtual object A is 100, when the companion object B
is attached to the virtual object A in the first form, the attack power of the virtual object A is to be
increased to 150. When the companion object B is attached to the virtual object A in the first form,
the virtual object A may also be enabled to have a new skill that neither the companion object nor
the virtual object has (for example, a capability of perceiving another object around, the capability

being a skill that neither the individual virtual object A nor the companion object B has).

[00248] In some embodiments, the recall condition may include any one of the following:
receiving a recall triggering operation on at least one companion object in a task state (for example,
receiving a click/tap operation performed by a user on a specific key on a keyboard (for example,
the "Q" key)); a duration for which at least one companion object is in the second form reaches a
duration threshold (for example, 20 seconds); a distance between at least one companion object in
the second form and the first virtual object is greater than a third distance threshold (for example, 10
meters); and at least one companion object in the second form completes a task and does not receive

a new task triggering operation within a waiting time after completing the task.

[00249] A minimum value of the waiting time may be 0, that is, when the waiting time is 0,
at least one companion object in the second form is to be recalled immediately after completing the

task.

[00250] In some other embodiments, in response to satisfying the recall condition for at least
one companion object, the following processes may further be performed: obtaining a state of at
least one companion object in the second form; and displaying prompt information when the at least
one companion object is in an unresponsive state, the prompt information being used for prompting
that the at least one companion object is currently not switchable from an independent state to an
attached state. In addition, when the at least one companion object is switched from an
unresponsive state to a responsive state, it is determined that the at least one companion object is
controlled to switch from the independent state to the attached state in response to satisfying the

recall condition for the at least one companion object.

[00251] For example, the at least one companion object being a companion object B is used
as an example. Before a response to satisfying the recall condition for the companion object B (for
example, receiving a recall triggering operation on the companion object B), a client may further
perform the following processes: obtaining a state of the companion object B in the second form;
and when the companion object B is in an unresponsive state due to external factors (for example,
the companion object B is in a dizzy state due to the skill interference released by the virtual object

C in the virtual scene, or a health point thereof decreases below a life threshold after bearing the
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attack skill released by the virtual object C), the following prompt information may be displayed in
the human-computer interaction interface: "companion object B is currently in an unresponsive
state, please perform the operation again after 10 seconds" or other information with the similar
meaning. Moreover, when the companion object B is switched from the unresponsive state to the
responsive state (that is, when the external factors are eliminated, for example, when the health
point of the companion object B recovers to be higher than the life threshold, or a duration for
which the companion object B has been in a dizzy state reaches a duration threshold, the companion
object is to be switched from the unresponsive state to the responsive state), the client determines to
control the companion object B to switch from the independent state to the attached state in
response to a recall triggering operation on the companion object B (for example, receiving a

click/tap operation performed by a user on the "Q" key on the keyboard).

[00252] In some embodiments, the controlling of the at least one companion object to switch
from the independent state to the attached state may be implemented in the following manners:
controlling the at least one companion object in the second form to move from a fourth location to
the location of the first virtual object in a first manner (that is, a manner in which at least one
companion object moves by gradually changing a location, such as flying, walking, or running) and
switching the at least one companion object from the second form to the first form when the
distance between the at least one companion object in the second form and the first virtual object is
less than or equal to the third distance threshold (for example, 15 meters); and controlling the at
least one companion object in the second form to move to the fourth location in a second manner
(that is, a manner in which at least one companion object moves by instantaneously changing a
location, such as flashing), controlling the at least one companion object in the second form to move
from the fourth location to the location of the first virtual object in the first manner, and switching
the at least one companion object from the second form to the first form when the distance between
the at least one companion object in the second form and the first virtual object is greater than the
third distance threshold, a distance between the fourth location and the location of the first virtual
object on a third connecting line being the third distance threshold, the third connecting line being
used for connecting the location of the first virtual object to the location of the at least one

companion object in the second form.

[00253] In some embodiments, the companion object is controlled to be immune to damage
during switching between the first state and the second state. That is to say, during the switching
between the first state and the second state, the companion object is immune to damage or negative
impact of other effects. For example, when a bomb explodes, the companion object is within a
range of the bomb explosion, but has entered the state switching process, then the bomb explosion
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may not reduce the health point of the companion object.

[00254] FIG. 10 is a schematic diagram of an application scene of a method for controlling a
companion object in a virtual scene according to an embodiment of this disclosure. As shown in
FIG. 10, when a distance between a companion object 102 in a second form (for example, the shape
of a virtual character) and a first virtual object 101 in a virtual scene 100 is less than or equal to a
third distance threshold, the shape of the companion object 102 may be first controlled to switch
from the shape of a character to a flight form, the companion object 102 in the flight form is
controlled to move to a location of the first virtual object 101 in a manner of flying, and is switched
from a form of energy to a first form (for example, the shape of an arm guard), and then the
companion object 102 in the shape of an arm guard is controlled to be attached to an arm of the first

virtual object 101.

[00255] FIG. 11 is a schematic diagram of an application scene of a method for controlling a
companion object in a virtual scene according to an embodiment of this disclosure. As shown in
FIG. 11, when a distance between a companion object 102 in a second form (for example, the shape
of a virtual character) and a first virtual object 101 in a virtual scene 100 is greater than a third
distance threshold, the companion object 102 in the shape of a character may be first controlled to
flash, or otherwise move, directly to a fourth location 109 (that is, the fourth location 109 is located
on the third connecting line 111 between a location of the first virtual object 101 and a location of
the companion object 102, and the distance between the location of the first virtual object 101 and
the fourth location 109 is the third distance threshold), the shape of the companion object 102 is
controlled to switch from the shape of a character to a form of energy at the fourth location 109, the
companion object 102 in a flight form is controlled to move to the location of the first virtual object
101 in a manner of flying, and is switched from the flight form to a first form (for example, the
shape of an arm guard), and then the companion object 102 in the shape of an arm guard is

controlled to be attached to an arm of the first virtual object 101.

[00256] According to the method for controlling a companion object in the virtual scene
according to this embodiment of this disclosure, the companion object is attached to the first virtual
object in the first form when unnecessary to perform a task. When a release condition is satisfied,
the companion object is to switch from an attached state to a state of acting in a second form
independently of the first virtual object, and performs the task in the second form. That is to say, the
companion object can adapt to different requirements of users in various states, thereby improving

the efficiency of human-computer interaction and user experience.
[00257] Next, an exemplary application of this embodiment of this disclosure in an actual
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application scene is to be described.

[00258] In a shooting game, a user (or player) mainly controls a single virtual object to fight.
If a user-controlled virtual object (referred to as an object for short below) can summon an
additional fighting object (that is, a companion object), the user may expand more possibilities and
experiences than that of a single object. However, this brings a problem that if the user is allowed to
accurately control a plurality of objects in a fast-paced real-time battle and launch a concentrated
attack on a locked target object, this may lead to a case that the user cannot take into account the
plurality of objects simultaneously, and operation costs of the user are also relatively high, resulting

in poor game experience of the user.

[00259] In view of this, this embodiment of this disclosure provides a method for controlling
a companion object in a virtual scene. A set of release and recall strategies for the companion object
(corresponding to the foregoing companion objects, for example, a user-controlled object in the
game may be printed by a chip, a companion object with independent fighting and different abilities
as the theme can be summoned, and the companion object may perform a corresponding skill and
behavior after receiving an instruction to fight against a specified target object, or may be
automatically or passively recalled to an arm of the user-controlled object when there is no need to
fight, which becomes an arm component with dominant characteristics, such as an arm guard) are
designed for automatic execution. The user may assign the companion object to perform a task
through a unique instruction, and the companion object may also be actively or passively recalled to
the arm of the object when the task is completed or the user has other intentions. In this way, on the
one hand, a situation that the companion object exposes the field of vision when following or blocks
an action path of the user-controlled object when moving is avoided. On the other hand, the user
may focus on the only object that the user controls, which reduces the operation cost brought by the
companion object to the greatest extent and realizes the flexible and concise operation mode for the

companion object.

[00260] FIG. 12 is a schematic flowchart of a method for controlling a companion object in a
virtual scene according to an embodiment of this disclosure. As shown in FIG. 12, a companion
object may be summoned by a user-controlled object through a chip, and the companion object
initially performs a show-up action. After the show-up action is performed, if a user-triggered task
assignment instruction is not received, the companion object is to enter an arm-attached state by
default and to present switching from an independent companion object state to the arm-attached
state. In addition, the user may assign a task to the companion object in the independent state or the

arm-attached state at any time through a unique instruction (for example, the "Q" key on the
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keyboard), so that the companion object can perform the corresponding task. When the companion
object completes the task and does not receive a new user-triggered task assignment instruction, the
companion object in the independent state is to automatically fly to the arm of the user-controlled
object and enters the arm-attached state. When an IA companion is in a task state, the user may also
forcibly recall the companion to the arm of the object through a unique instruction (such as the "X"

key on the keyboard), to enter the attached state.

[00261] In addition, if the companion object is in a weak or dead state after being assigned,
the companion object does not respond to the user-triggered instruction until the weak state ends,
and then automatically flies to the arm of the user-controlled object and enters the attached state.
Moreover, the companion object may bring special abilities to the object when being attached to the
arm of the object, for example, the ability to increase the attack power and the movement speed of
the object and to sense surrounding enemies. In addition, the companion object during the state

switching is invincible and can remove all debuffs thereon.

[00262] FIG. 13 is a schematic diagram of an application scene of a method for controlling a
companion object in a virtual scene according to an embodiment of this disclosure. As shown in
FIG. 13, a virtual object 101 controlled by a real user and a companion object 102 in an
arm-attached state are presented in the virtual scene. When a user-triggered task assignment
instruction is received (for example, the user presses the "Q" key on the keyboard), the companion
object 102 in the arm-attached state is controlled to be detached from the virtual object 101 and flies
out in a manifestation of a mass of energy or a substance (for example, the companion object 102 is
controlled to switch from the shape of an arm guard to the form of particle to fly out), and is
converted to the companion object 102 in an independent state (for example, the shape of a virtual
character) at a set location, so that the companion object in the shape of a character performs a
corresponding task. Moreover, as shown in FIG. 13, when the companion object 102 is assigned, an

arm model of the virtual object 101 returns to normal.

[00263] FIG. 14 is a schematic diagram of summoning a companion object according to an
embodiment of this disclosure. As shown in FIG. 14, a user may control an object to obtain a skill
chip in a virtual scene, and under the condition that an energy value of the object is higher than 500
points, the object is controlled to interact with any elite monster in a weak state in the virtual scene
(corresponding to the foregoing third virtual object), thereby summoning the companion object, and

the summoned companion object is to perform a corresponding show-up action.

[00264] The process of switching the companion object from an independent state to an

arm-attached state continues to be described below.
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[00265] In some embodiments, the initially summoned companion object automatically flies
to an arm of a user-controlled object and enters the attached state if not receiving a user-triggered
task assignment instruction after performing the show-up action. In addition, for a companion
object in a task state, the user may also actively recall the companion object to the arm of the
user-controlled object through a unique instruction (such as the "X" key on the keyboard), to enter
the attached state. In addition, when the companion object completes the task and does not receive a
new user-triggered task assignment instruction, the companion object also automatically fly to the

arm of the object to enter the attached state.

[00266] In addition, the companion object in the independent state flies to the arm of the
user-controlled object and enters the attached state, the performance may vary depending on
different distances between the companion object in the independent state and the user-controlled
object. For example, when the distance between the companion object in the independent state and
the user-controlled object is less than RO, the companion object directly flies to the arm of the
user-controlled object. When the distance between the companion object (for example, the
companion object 102 shown in FIG. 15) and a user-controlled first virtual object (such as the
virtual object 101 shown in FIG. 15) is greater than RO, for example, the companion object 102 in
an independent state is at an R1 location, the companion object 102 in the independent state is first
controlled to flash directly to the RO location, and then returns to the arm of the user-controlled
object in a flying state. In addition, if the companion object is currently in an unresponsive state,
such as weakened, dying, or affected by casting of another object-controlled skill, the companion

object cannot actively or passively return to the arm-attached state.

[00267] FIG. 16 is a schematic diagram of an application scene of a method for controlling a
companion object in a virtual scene according to an embodiment of this disclosure. As shown in
FIG. 16, assuming that a distance between a companion object 102 in an independent state and a
user-controlled object 101 is greater than RO when a user-triggered recall instruction is received, the
companion object 102 in an independent state may be first controlled to flash directly to an RO
location (that is, a location 112 shown in FIG. 16), and the companion object is switched from a
character shape to a manifestation of a mass of energy to fly to an arm of the object 101 at the RO

location and enters the attached state.

[00268] The process in which the companion object in an arm-attached state is assigned to

perform a task continues to be described below.

[00269] In some embodiments, a user may assign a companion object in the attached state to

perform a task through a unique instruction (such as the "X" key on the keyboard) at any time. If the
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companion object is in the arm-attached state before receiving the user-triggered task assignment
instruction, logic for switching the companion object from the arm-attached state to the independent

state may vary based on a distance between a fighting location and the user-controlled object.

[00270] For example, if the distance between the fighting location (corresponding to the
foregoing locked location) and the user-controlled object is less than RO, an energy body flying out
of the arm of the object may directly fly to the fighting location and is converted to a companion

object in an independent state at the fighting location.

[00271] For example, if the distance between the fighting location and the user-controlled
object is greater than R0, an energy body flying out of the arm of the object first flies to the RO
location and is converted to a companion object in an independent state at the RO location, and then

the companion object in the independent state is controlled to move to the fighting location.

[00272] For example, as shown in FIG. 17, if a fighting object is an enemy 114
(corresponding to the foregoing second virtual object, for example, may be an object included in a
hostile camp of a camp to which the user-controlled object belongs in the virtual scene), a reaction
time needs to be reserved for the enemy 114. Therefore, the energy body flying out of the
user-controlled virtual object 101 needs to land and be converted to the companion object 102 in the
independent state within a range R1 from the enemy 114 at the latest, and then the companion
object 102 in the independent state is controlled to move to a location of the enemy 114. The

assumption in this example has a higher priority than those in the foregoing two examples.

[00273] In some embodiments, companion objects with different characteristics display
different models and provide different skills for the user-controlled object when being recalled to
the arm-attached state. For example, FIG. 18 to FIG. 20 are schematic diagrams of disclosure
scenes of a method for controlling a companion object in a virtual scene according to an
embodiment of this application. As shown in FIG. 18 to FIG. 20, a companion object 102-1, a
companion object 102-2, and a companion object 102-3 are recalled to an arm of a user-controlled
object 101, and display different models when entering an attached state, and companion objects
with different characteristics can bring different skills to the object 101. For example, the
companion object 102-1 can enhance the attack power of the object 101, the companion object
102-2 can enhance the defensive power of the object 101, and the companion object 102-3 can

provide the object 101 with the ability to sense surrounding enemies.

[00274] FIG. 21 is a schematic flowchart of summoning a companion object according to an
embodiment of this disclosure. As shown in FIG. 21, a user may control an object to obtain a skill
chip in a virtual scene, and under the condition that an energy value of the object is higher than 500
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points, the object is controlled to interact with any elite monster in a weak state in the virtual scene,
thereby summoning the companion object, and the summoned companion object is to perform a
corresponding show-up action. In addition, when the user-controlled object does not have a skill
chip, or the energy value of the object is less than 500 points, prompt information indicating
execution of the companion object may be displayed (that is, the companion object cannot be

summoned under the foregoing circumstances).

[00275] FIG. 22 is a schematic flowchart of controlling a companion object to switch from an
attached state to a task state according to this embodiment of this disclosure. As shown in FIG. 22,
after receiving a fighting operation triggered by a user, it is first determined whether a fighting
object is a coordinate or an enemy. If the fighting object is an enemy, the companion object in an
arm-attached state is first controlled to fly out in the form of a mass of energy or substance (which
may be set based on the world view of a specific game), and during the flight, a real-time distance
between the companion object currently in a flying state and the enemy is detected frame by frame.
If the distance is less than a preset value R1, the companion object in the flying state immediately
lands, is switched to the companion object in the independent state (such as a companion object in a
human form), and then approaches the enemy through automatic pathfinding. If the distance
between the companion object currently in the flying state and the enemy is greater than R1 through
detection frame by frame, it is still determined whether the distance between the companion object
currently in the flying state and the user-controlled object is greater than RO. If so, the companion
object currently in the flying state is controlled to land and switch to the independent state, and the
companion object in the independent state is controlled to continue to approach the enemy through
pathfinding. If not, the companion object is controlled to continue flying and return to the previous

step for frame-by-frame detection.

[00276] In addition, if the landing location is a location unreachable by the companion object
in the virtual scene (for example, a special location such as a wall and a fault) when the previous
step is performed, a nearest reachable location for the companion object may be found as a landing
point of the companion object by tracing along a line connecting the current location of the
companion object to the location of the user-controlled object, so as to control the companion object
in the flying state at the landing point to land and switch to an independent state and then perform

automatic pathfinding to approach the enemy.

[00277] In the air, the companion object may be affected by the gravity of the engine and

land with the acceleration of gravity, thereby presenting a more realistic landing effect.
[00278] Still referring to FIG. 22, if the fighting object is a coordinate in the virtual scene, the
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companion object in the attached state is still first controlled to fly out of the arm of the object in the
form of a mass of energy or particles, and the distance between the companion object and the
user-controlled object is detected frame by frame during the flight. If the companion object has
flown out by the RO distance, the companion object may immediately land, switch to an
independent state, and then continue to perform pathfinding to reach the fighting location. If a flight
distance does not reach RO, and the fighting location is reached, the companion object directly lands
and switches to the independent state. In addition, if the landing point is a location unreachable by
the companion object in the virtual scene, the point reachable by the companion object and closest
to the fighting location is found as the landing point of the companion object by tracing along the
connecting line between the current location of the companion object and the location of the

user-controlled object.

[00279] Based on the above, the method for controlling a companion object in the virtual
scene provided in this embodiment of this disclosure has the following optimized experience
compared with the solution provided in the related art: 1) a companion object is described in a battle
to assist the user-controlled object in combat; 2) when the user does not transmit any instruction to
the companion object, the companion object flies from the companion object in the independent
form to the arm of the user-controlled object by default in the form of particles or energy and
through transformation, and becomes a part of an arm model; 3) the companion object may bring
specific capabilities to the user-controlled object when becoming a part of the user-controlled object;
4) when necessary, the user may assign the companion object to perform the corresponding task
through a unique instruction. If the companion object before assignment is in an arm-attached state,
corresponding switching performance of flying out of the arm may be presented; 5) for the
companion object that is already in an independent state, the user may also actively recall the
companion object to the arm-attached state through an instruction different from the foregoing
assigned instruction, and corresponding state switching may also be presented; and 6) the
companion object automatically returns to the arm-attached state and presents the corresponding

state switching performance upon completion of the task.

[00280] Stage III: Control a companion object in a first state to enhance a first virtual

object, and/or control the companion object in a second state to assist the first virtual object.

[00281] In a case that the companion object is in the first state, a user or a client controls the
companion object to enhance the first virtual object, the enhancement including at least one of the

following:

° enhancing a scouting capability of the first virtual object;
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. enhancing a defense capability of the first virtual object;

° increasing a weapon attack speed of the first virtual object;
. enhancing a buff of the weapon attack of the first virtual object; and
° increasing an energy storage capacity of the first virtual object.
[00282] In a case that the companion object is in the second state, a user or a client controls

the companion object to assist the first virtual object, the assistance including one of the following:

° assisting the first virtual object in scouting;

. assisting the first virtual object in a defense;

. assisting the first virtual object in a patrol;

. assisting the first virtual object in an attack; and

° assisting the first virtual object in a taunt. Taunting may include attracting a

attention of the enemy and causing the enemy to actively attack or give priority to attacking the

companion object itself instead of attacking the first virtual object.

[00283] In different embodiments, there may be one or more types of companion objects.
Four different types of companion objects of a scouting object, a shield object, a melee object, and a
ranged object are used as examples for description below. However, companion object of other
types are within the scope of the present disclosure. For example, a companion object of another
type may be formed by different combinations of the enhancements and/or assistance of the

following different companion objects, which is not limited in this disclosure.

[00284] In some embodiments, the companion object in the first state is controlled to perform
a first enhancement on the first virtual object in a case that the companion object is not equipped

with an enhancement prop.

[00285] The companion object in the first state is controlled to perform a second
enhancement on the first virtual object in a case that the companion object is equipped with the

enhancement prop.

[00286] An enhancement effect of the second enhancement is better than that of the first

enhancement.
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[00287] In some embodiments, the companion object in the second state is controlled to
perform a first assistance on the first virtual object in a case that the companion object is not

equipped with an enhancement prop.

[00288] The companion object in the second state is controlled to perform a second
assistance on the first virtual object in a case that the companion object is equipped with the

enhancement prop.

[00289] An assistance effect of the second assistance is better than that of the first assistance.
[00290] Companion object of a scouting type:
[00291] An embodiment of this disclosure provides a technical solution of a scouting method

in a virtual scene, and the method may be performed by a terminal or a client on the terminal. As
shown in FIG. 23, a first virtual object 101 located in a virtual scene 100 is displayed in the client,

and the first virtual object 101 has a companion object 102 for scouting.

[00292] Exemplarily, in a case that the companion object 102 is attached to a limb (a first
state) of the first virtual object 101 and is not loaded with a scouting enhancement prop 115, in
response to discovering a third virtual object 114 through scouting of a circular region centered at
the first virtual object 101, the client displays orientation information of the third virtual object 114
in a map display control 113. The scouting enhancement prop 115 may be understood as a prop
configured to enhance a scouting capability, also referred to as a virtual scouting prop. In some

examples, the scouting enhancement prop 106 may be implemented as a chip.

[00293] In an example, the orientation information is used for indicating orientation
information of the third virtual object 114 relative to the first virtual object 101, and an orientation

indicated in the orientation information is one of at least two preset orientations.

[00294] For example, as shown in (a) in FIG. 23, in a case that the companion object 102 is
attached to an arm of the first virtual object 101, the companion object 102 scouts the third virtual
object 114 in the circular region centered at the first virtual object 101, and in a case that the third
virtual object 114 is within a scouting range, the orientation information of the third virtual object
114 is displayed in the map display control 113. For example, if the third virtual object 114 is
located in the north of the first virtual object 101, a north part of the map display control 113 is

highlighted and outlined in bold in the map display control 113.

[00295] Exemplarily, in a case that the companion object 102 is attached to the limb of the
first virtual object 101, the companion object 102 is loaded with the scouting enhancement prop 115,

and the first virtual object 101 enters an aiming state with directivity, in response to the companion
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object 102 scouting a first fan-shaped region centered at the first virtual object 101, the client
displays, in the map display control 113, location information of the third virtual object 114 in the
first fan-shaped region in a case that a third virtual object exists in the first fan-shaped region. In
some embodiments, even if the companion object 102 is not equipped with the scouting
enhancement prop 115, and even does not enter a standard state of directivity, a region scouted by

the companion object may also be a fan-shaped region.

[00296] The location information is used for indicating geographic location information of

the third virtual object 114 relative to the first virtual object 101.

[00297] For example, as shown in (b) in FIG. 23, in a case that the companion object 102 is
attached to an arm of the first virtual object 101, the companion object 102 is loaded with the
scouting enhancement prop 115, and the first virtual object 101 enters an aiming state, the
companion object 102 scouts the first fan-shaped region based on prop attributes of the scouting
enhancement prop 115 centered at the first virtual object 101. At this moment, the third virtual
object 114 is in the northwest of the first virtual object 101, and the location information of the third
virtual object 114 is prominently displayed in the map display control 113, that is, an actual
geographical location of the third virtual object 114 is displayed in the northwest of the map display

control 113.

[00298] In a case that the companion object 102 is attached to the limb of the first virtual
object 101, the companion object 102 is loaded with the scouting enhancement prop 106, the
companion object 102 may correspondingly have an energy value progress bar, and the first virtual
object 101 enters an aiming state, the client displays, in the map display control 113 in response to
the companion object 102 scouting a second fan-shaped region within a first duration centered at
the first virtual object 101, location information of the third virtual object 114 in the second
fan-shaped region in a case that the third virtual object 114 exists in the second fan-shaped region.
The first duration is related to an energy value of the companion object 102. The energy value
progress bar is configured to indicate a first duration for which the companion object 102 scouts a

second region. A size of the second region is greater than a size of the first region.

[00299] For example, the energy progress bar of the companion object 102 is further
displayed on a user interface. A first time period of 5 seconds may be obtained based on the energy
progress bar. Then, in a case that the first virtual object 101 enters the aiming state, the companion
object scouts a second fan-shaped region 117 within 5 seconds based on the prop attribute of the
scouting enhancement prop 115 and the energy value of the companion object 102 centered at the

first virtual object 101. In a case that the third virtual object 114 is in the second fan-shaped region,
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location information of the third virtual object 114 in the second fan-shaped region is displayed in

the map display control 113.

[00300] In a case that the companion object 102 is loaded with the scouting enhancement
prop 115, and the companion object 102 and the first virtual object 101 are detached from each
other, the companion object 102 in an independent state may also perform a scouting operation
similar to that in an attached state and its variants. In response to discovering the third virtual object
114 through scouting of the circular region centered at the companion object 102, the client displays,
in the map display control 113, the location information of the third virtual object 114 in the circular

region centered at the companion object 102.

[00301] In an example, in a case that the companion object 102 is loaded with the scouting
enhancement prop 115, and the companion object 102 and the first virtual object 101 are detached
from each other, the circular region centered at the companion object 102 is scouted. In a case that
the third virtual object 114 exists in the circular region centered at the companion object 102 and the
third virtual object 114 is behind a virtual obstacle, the third virtual object 114 is displayed in a
see-through view, and the location information of the third virtual object 114 in the circular region

centered at the companion object 102 is displayed in the map display control 113.

[00302] For example, as shown in (c) in FIG. 23, in a case that the companion object 102 is
loaded with the scouting enhancement prop 115, and the companion object 102 and the first virtual
object 101 are detached from each other, the circular region centered at the companion object 102 is
scouted, the third virtual object 114 is in the northeast direction of the companion object 102, and
then the actual location of the third virtual object 114 is prominently displayed in the map display
control 113, that is, the actual geographical location of the third virtual object 114 is displayed in the

northeast direction in the map display control 113.

[00303] In a case that the first virtual object 101 is discovered through scouting by the
companion object 102 of the third virtual object 114, prompt information is displayed, the prompt
information being used for indicating that the location information of the first virtual object 101 is

determined by the third virtual object 114.
[00304] Scouting object in a first state:

[00305] FIG. 24 is a flowchart of a scouting method in a virtual scene according to an
exemplary embodiment of this disclosure. The method may be performed by a terminal device or a

client on the terminal device. The method includes the following steps.

[00306] Step 220: Display a first virtual object in a virtual scene.
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[00307] A virtual scene is a virtual activity space provided by an application program in a
terminal during operation, for the first virtual object to perform various activities in the virtual

activity space, and the first virtual object has a companion object for scouting.

[00308] Exemplarily, a virtual scene picture is a two-dimensional picture obtained by
capturing a picture of the virtual scene and displayed on the client. Exemplarily, a shape of the
virtual scene picture is determined based on a shape of a display screen of the terminal or a shape of
a user interface of the client. For example, the display screen of the terminal is rectangular, and the

virtual scene picture is also displayed as a rectangular picture.

[00309] The first virtual object is a virtual object controlled by the client. The client may

control the first virtual object to move in the virtual scene based on a received user operation.

[00310] Exemplarily, activities of the first virtual object in the virtual scene may include:
walking, running, jumping, climbing, getting down, attacking, releasing a skill, picking up a prop,
sending a message, which are not limited thereto and not limited in this embodiment of this

disclosure.

[00311] Step 240: Control the companion object to be attached to a limb of the first virtual

object (in a first state).

[00312] The companion object is a movable object with different functions of the first virtual
object in the virtual scene. The companion object may be obtained through at least one of picking,

snatching, and purchasing, which is not limited in this disclosure.

[00313] Exemplarily, in a case that the companion object has just been obtained, the
companion object is in the first state. Alternatively, the client controls the companion object to be in
the first state in response to a second switching operation on the companion object. The companion
object is attached to the limb of the first virtual object in the first state. For example, the companion
object is attached to an arm of the first virtual object, the companion object is attached to a leg of
the first virtual object, and the companion object is attached to a back of the first virtual object,

which is not limited thereto and not limited in this embodiment of this disclosure.

[00314] Step 260: Discover a third virtual object within a preset range of the first virtual

object through scouting in response to the first virtual object entering an aiming state.

[00315] In some embodiments, the third virtual object is another virtual object except the first
virtual object, that is, the third virtual object is a virtual object in the same camp as the first virtual
object, or a virtual object in a different camp from the first virtual object, which is not limited in this

embodiment of this disclosure.
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[00316] The aiming state is a directional operation in which the first virtual object focuses its
sight or attention on a location or a direction, for example, the first virtual object enters a waist
aiming state or a shoulder aiming state, which is not limited thereto and not limited in this
embodiment of this disclosure. For example, in a common shooting game, zoom-in is performed for

observation in a direction in a sniper state, which belongs to the aiming state.

[00317] Waist aiming is an aiming state without using a sight, and shoulder aiming is an

aiming state using a sight.

[00318] The preset range is a default scouting range of the first virtual object, which may be
at least one of a fan shape, a circle, a circular ring, and a rectangle, which is not limited thereto, and

the shape of the preset range is not specifically limited in this embodiment of this disclosure.

[00319] Step 280: Display location information of the third virtual object in response to the

third virtual object existing within the preset range of the first virtual object.

[00320] The location information of the third virtual object is at least one of a location
direction and specific geographic information of the third virtual object, which is not limited thereto

and not limited in this embodiment of this disclosure.

[00321] Exemplarily, in response to the companion object discovering the third virtual object
through scouting, a client displays the location information of the third virtual object in a user

interface.

[00322] Based on the above, according to the method provided in this embodiment, the first
virtual object in the virtual scene is displayed, the companion object is controlled to be attached to
the limb of the first virtual object, and in a case that the first virtual object enters the aiming state,
the third virtual object within the preset range of the first virtual object is discovered through
scouting, and the location information of the third virtual object is displayed. A new scouting mode
is provided in this disclosure to assist a user in actively discovering the location information of the
third virtual object through scouting, thereby improving the efficiency of human-computer

interaction and enhancing user experience.

[00323] FIG. 25 is a flowchart of a scouting method in a virtual scene according to an
exemplary embodiment of this disclosure. The method may be performed by a terminal in the

system shown in FIG. 2 or a client on the terminal. The method includes the following steps.
[00324] Step 220: Display a first virtual object in a virtual scene.

[00325] A first location of the first virtual object or companion object in the virtual scene

may be a central location in the map display control, or may be another location in the map display
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control. That is, the first location of the first virtual object or the companion object in the virtual
scene may correspond to the center of the map display control, or may correspond to another
location of the map display control. This embodiment of this disclosure is described by using the
example that the first location of the first virtual object in the virtual scene may correspond to the

center of the map display control.

[00326] Step 240: Control the companion object to be attached to a limb of the first virtual
object.
[00327] Step 262: Discover a third virtual object through scouting of a first fan-shaped

region centered at the first virtual object in response to the first virtual object entering an aiming

state in a case that the companion object is loaded with a scouting enhancement prop.

[00328] The scouting enhancement prop is an item with a scouting function of the first virtual

object in the virtual scene.

[00329] The scouting enhancement prop may be obtained through at least one of picking,

snatching, and purchasing, which is not limited in this disclosure.

[00330] In an example, the first virtual object entering the aiming state means that the first
virtual object controls a virtual shooting prop or virtual bow and arrow props to enter the aiming
state, for example, controls the virtual shooting prop to aim at the third virtual object, or controls the
virtual shooting prop to aim at a virtual stone, which is not limited thereto. A controlling prop, an
aiming direction, and an aiming item of the first virtual object entering the aiming state are not

specifically limited in this embodiment of this disclosure.

[00331] Step 282: Display location information of the third virtual object in a map display
control in response to the third virtual object existing in the first fan-shaped region centered at the

first virtual object.

[00332] Exemplarily, a client displays the location information of the third virtual object in
the map display control in response to the third virtual object existing in the first fan-shaped region

centered at the first virtual object.

[00333] Exemplarily, as shown in FIG. 26, a first virtual object 101 located in a virtual scene
100 is displayed in the client, and the first virtual object 101 has a companion object 102 for
scouting. In a case that the companion object 102 is attached to an arm of the first virtual object 101,
the companion object 102 is loaded with the scouting enhancement prop 115, and the first virtual
object 101 enters an aiming state, the companion object 102 scouts a first fan-shaped region 116

based on prop attributes of the scouting enhancement prop 115 centered at the first virtual object
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101. At this moment, the third virtual object 114 is in the northwest of the first virtual object 101,
and the location information of the third virtual object 114 is displayed in the map display control
113, that is, an actual geographical location of the third virtual object 114 is displayed in the

northwest of the map display control 113.

[00334] In a possible implementation, the companion object correspondingly has an energy
value progress bar. In response to the first virtual object entering the aiming state, the third virtual
object in a second fan-shaped region is discovered through scouting within a first duration centered
at the first virtual object, and in response to the third virtual object existing in the second fan-shaped
region, the location information of the third virtual object is displayed in the map display control. A

size of the second fan-shaped region is greater than a size of the first fan-shaped region.

[00335] In an example, in a case that the companion object is loaded with the scouting
enhancement prop, the companion object correspondingly has an energy value progress bar. The
energy value progress bar is configured to indicate a first duration for which the companion object
scouts the second fan-shaped region. That is, the client may determine, based on a value of the
energy value progress bar, a duration for which the companion object scouts the second fan-shaped

region.

[00336] Exemplarily, as shown in FIG. 27, a first virtual object 101 located in a virtual scene
100 is displayed in the client, and the first virtual object 101 has a companion object 102 for
scouting. In a case that the companion object 102 is attached to the limb of the first virtual object
101, the companion object 102 is loaded with the scouting enhancement prop 115, the companion
object 102 correspondingly has an energy value progress bar 118, and the first virtual object 101
enters an aiming state, the client displays, in the map display control 113 in response to the
companion object 102 scouting a second fan-shaped region 117 within a first duration centered at
the first virtual object 101, location information of the third virtual object 114 in the second
fan-shaped region in a case that the third virtual object 114 exists in the second fan-shaped region

117.

[00337] The first duration is related to an energy value of the companion object 102. The
energy value progress bar 118 is configured to indicate a first duration for which the companion

object 102 scouts the second fan-shaped region 117.

[00338] For example, a first time period of 5 seconds may be obtained based on the energy
progress bar 118. Then, in a case that the first virtual object 101 enters the aiming state, the
companion object 102 scouts the second fan-shaped region 117 within 5 seconds based on the prop
attribute of the scouting enhancement prop 115 and the energy value of the companion object 102
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centered at the first virtual object 101. In a case that the third virtual object 114 is in the second
fan-shaped region 117, location information of the third virtual object 114 in the second fan-shaped
region 117 is displayed in the map display control 113. In an example, after the end of 5 seconds,

the companion object may continue to scout the first fan-shaped region 116.

[00339] Exemplarily, as shown in the schematic diagram of the map display control shown in
FIG. 28, the first fan-shaped region 116 is the first fan-shaped region 116 scouted for the third
virtual object centered at the first virtual object, and the second fan-shaped region 117 is the second
fan-shaped region 117 scouted for the third virtual object within the first duration centered at the
first virtual object. The size of the second fan-shaped region 117 displayed in the map display

control is greater than the size of the first fan-shaped region 116.

[00340] In a possible implementation, in a case that the companion object is in the first state
and does not enter the aiming state, the third virtual object is discovered through scouting of a
circular region centered at the first virtual object. A client displays the orientation information of the
third virtual object in the map display control in response to the third virtual object existing in the
circular region centered at the first virtual object. In an example, in a case that the companion object
is in the first state, is not loaded with the scouting enhancement prop, and does not enter the aiming
state, the third virtual object is discovered through scouting of the circular region centered at the

first virtual object.

[00341] In an example, the orientation information is used for indicating orientation
information of the third virtual object relative to the first virtual object, and an orientation indicated

in the orientation information is one of at least two preset orientations.

[00342] Energy corresponding to the energy value progress bar is stored in response to the
first virtual object not entering the aiming state. For example, when the first virtual object does not

enter the aiming state, an energy value thereof continues to increase.

[00343] For example, as shown in FIG. 29, a first virtual object 101 located in a virtual scene
100 is displayed in the client, and the first virtual object 101 has a companion object 102 for
scouting. In a case that the companion object 102 is attached to an arm of the first virtual object 101,
the companion object 102 scouts the third virtual object 114 in the circular region centered at the
first virtual object 101, and in a case that the third virtual object 114 is within a scouting range, the
orientation information of the third virtual object 114 is displayed in the map display control 113.
For example, if the third virtual object 114 is located in the north of the first virtual object 101, a
north part of the map display control 113 is highlighted and outlined in bold in the map display
control 113.
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[00344] In some embodiments, in a case that the third virtual object is discovered through
scouting within the first duration, second location information of the third virtual object is displayed

in the map display control, and the third virtual object is set to a marked state,

the second location information of the third virtual object in the marked state being
to be continuously displayed in the map display control, and the marked state having a duration.
That is, the marked state is a state in which field of view information of the third virtual object is

exposed to fields of view of the first virtual object and teammates of the first virtual object.

[00345] Based on the above, according to the method provided in this embodiment, the first
virtual object in the virtual scene is displayed, the companion object is controlled to be attached to
the limb of the first virtual object, and a plurality of manners of discovering the third virtual object
through scouting within the preset range of the first virtual object and displaying the location

information of the third virtual object are provided.

[00346] In the first scouting manner, the companion object is loaded with a scouting
enhancement prop. In response to the first virtual object entering the aiming state, the third virtual
object in the first fan-shaped region is discovered through scouting centered at the first virtual
object, and the location information of the third virtual object in the first fan-shaped region is
displayed in the map display control, thereby assisting the user in discovering the location
information of the third virtual object through scouting, improving the efficiency of

human-computer interaction, and improving user experience.

[00347] In the second scouting manner, the companion object is loaded with a scouting
enhancement prop, and the companion object correspondingly has an energy value progress bar. In
response to the first virtual object entering the aiming state, the third virtual object in the second
fan-shaped region is discovered through scouting centered at the first virtual object, and the location
information of the third virtual object in the second fan-shaped region is displayed in the map
display control, thereby assisting the user in scouting the location information of the third virtual
object in a larger range, improving the efficiency of human-computer interaction, and improving

user experience.

[00348] In the third scouting manner, the companion object is attached to the limb of the first
virtual object and is not loaded with the scouting enhancement prop, and the third virtual object is
discovered through scouting of a circular region centered at the first virtual object. In response to
the third virtual object existing in the circular region centered at the first virtual object, the
orientation information of the third virtual object is displayed in the map display control, which
assists the user in discovering an approximate location and direction of the third virtual object
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through scouting, thereby improving the basic scouting capability without unnecessary operation,

and improving the efficiency of human-computer interaction and user experience.

[00349] FIG. 30 is a flowchart of a scouting method in a virtual scene according to an

exemplary embodiment of this disclosure. The method includes the following steps.
[00350] Step 301: Click/tap a button to summon a "scout monster".

[00351] A companion object being the "scout monster" is used as an example. A user clicks

the button to summon the "scout monster"”, and a client obtains an instruction to summon the "scout

monster".
[00352] Step 302: Display an animation of the scout monster attached to an arm.
[00353] In a case that the client obtains the instruction to summon the "scout monster", the

animation of the "scout monster" attached to the arm of the first virtual object is displayed on a user

interface of the client.

[00354] In an example, the animation of the "scout monster" attached to the arm of the first
virtual object is the process of "scout monster" attached to the arm of the first virtual object, or a
special effects display of the "scout monster” attached to the arm of the first virtual object, which is

not limited in this embodiment of this disclosure.

[00355] Step 303: Detect, by using a first virtual object as a center, whether a third virtual

object exists around the first virtual object.

[00356] In a case that the "scout monster" is attached to the arm of the first virtual object, the
"scout monster" is in a first scouting state, and the "scout monster" discovers the third virtual object

through scouting centered at the first virtual object in the first scouting state.

[00357] Step 304: Display orientation information of the third virtual object in a map display
control.
[00358] In a case that the third virtual object is within a scouting range, the orientation

information of the third virtual object is displayed in the map display control. For example, if the
third virtual object is located in the north of the first virtual object, a north part of the map display

control is highlighted and outlined in bold in the map display control.

[00359] Step 305: Load a scouting enhancement prop.
[00360] Exemplarily, the "scout monster" may be loaded with the scouting enhancement
prop.
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[00361] In an example, the scouting enhancement prop is an item with a scouting function of

the first virtual object in the virtual scene.

[00362] The scouting enhancement prop may be obtained through at least one of picking,

snatching, and purchasing, which is not limited in this disclosure.
[00363] Step 306: Click/tap a shoulder aiming button.

[00364] The user controls the first virtual object to enter a shoulder aiming state by

clicking/tapping the shoulder aiming button.
[00365] Step 307: Enter a shoulder aiming state.

[00366] The client controls the first virtual object to enter the shoulder aiming state and

transmits a scouting instruction to a server after receiving the shoulder aiming instruction.
[00367] Step 308: Obtain location information of the third virtual object in a first region.

[00368] It is assumed that not enough energy is stored in a case that the scouting
enhancement prop is just loaded. In a case that a master server receives the scouting instruction, the
server obtains the location information of the third virtual object in the first region and transmits the

location information of the third virtual object in the first region to the client.

[00369] Step 309: Prominently display the third virtual object based on the location
information, and highlight the third virtual object on the map display control.

[00370] In a case that the client receives the location information of the third virtual object in
the first region, the client highlights the third virtual object based on the location information, and

prominently displays a specific location of an enemy third virtual object on the map display control.
[00371] Step 310: Exit shoulder aiming.

[00372] The user controls the first virtual object to exit a shoulder aiming state by

clicking/tapping the shoulder aiming button again.

[00373] Step 311: The first virtual object enters a normal walking state and displays an

energy value progress bar.

[00374] The client controls the first virtual object to enter the normal walking state, and
displays the energy value progress bar on the client after receiving an instruction to exit the

shoulder aiming. In the normal walking state, the energy value progress bar may store energy.
[00375] Step 312: Click/tap a shoulder aiming button.

[00376] The user controls the first virtual object to enter a shoulder aiming state by
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clicking/tapping the shoulder aiming button.
[00377] Step 313: Scout the third virtual object in a second region within a first duration.

[00378] Based on the energy value progress bar, the client transmits a scouting instruction to
the server in response to the "scout monster" discovering the third virtual object through scouting of
the second region within the first duration. That is, the first duration is related to an energy value of

the companion object.

[00379] Step 314: Determine a scouting range based on the energy value progress bar, and

obtain the location information of the third virtual object within the scouting range.

[00380] The server determines the scouted second region based on the energy value progress
bar, discovers the third virtual object through scouting of the second region, and transmits the
location information of the third virtual object to the client. A size of the second region is related to

an energy value of the companion object.

[00381] Step 315: Highlight the third virtual object based on the location information, and

prominently display an enemy object on the map display control.

[00382] The client displays, in the map display control, the location information of the third
virtual object in the second region and highlights the third virtual object in a case that the location

information of the third virtual object is received.
[00383] Scouting object in a second state:

[00384] FIG. 31 is a flowchart of a scouting method in a virtual scene according to an
exemplary embodiment of this disclosure. The method may be performed by a terminal device or a

client on the terminal device. The method includes the following steps.
[00385] Step 220: Display a first virtual object in a virtual scene.

[00386] A virtual scene is a virtual activity space provided by an application program in a
terminal during operation, for the first virtual object to perform various activities in the virtual

activity space, and the first virtual object has a companion object for scouting.

[00387] The first virtual object is a virtual object controlled by the client. The client controls

the first virtual object to move in the virtual scene based on a received user operation.

[00388] Step 230: Control a companion object to be detached from the first virtual object (in

a second state).

[00389] The companion object is a movable object with different functions of the first virtual
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object in the virtual scene.

[00390] The companion object may be obtained through at least one of picking, snatching,

and purchasing, which is not limited in this disclosure.

[00391] Exemplarily, in response to a second instruction for the companion object, the client
controls the companion object to be detached from the first virtual object, for example, the
companion object is detached from a leg of the first virtual object, which is not limited in this

embodiment of this disclosure.

[00392] The companion object is controlled to scout the virtual scene at a specified location

or in a specified region therein.

[00393] Step 250: Display the location information of the third virtual object in the map
display control in response to discovering the third virtual object through scouting of a circular

region centered at the companion object.

[00394] Exemplarily, a client displays the location information of the third virtual object in
the map display control in response to discovering the third virtual object through scouting of the

circular region centered at the companion object.

[00395] For example, in a case that the companion object and the first virtual object are
detached from each other, the companion object can move along with the movement of the first
virtual object, or the first virtual object provides a specified location or a specified region, and the
companion object is fixed to the specified location or the specified region, which is not limited
thereto. States of the companion object and the first virtual object after being detached from each

other are not specifically limited in this embodiment of this disclosure.

[00396] Exemplarily, as shown in FIG. 32, a first virtual object 101 located in a virtual scene
100 is displayed in the client, and the first virtual object 101 has a companion object 102 for
scouting. In a case that the companion object 102 is loaded with the scouting enhancement prop 115,
and the companion object 102 and the first virtual object 101 are detached from each other, the
circular region centered at the companion object 102 is scouted centered at the companion object,
the third virtual object 114 is in the northeast direction of the companion object 102, and then the
actual location of the third virtual object 114 is displayed in the map display control 113, that is, the
actual geographical location of the third virtual object 114 is displayed in the northeast direction of

the map display control 113.

[00397] In a possible implementation, in response to discovering the third virtual object

through scouting of the circular region centered at the companion object, the client prominently
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displays the third virtual object, and displays, in the map display control, the location information of

the third virtual object in the circular region.

[00398] In an example, the prominent display manner includes: at least one of highlighting,
using an inverted color, glowing, adding a background color, and adding a prompt label, which is

not limited thereto and not limited in this embodiment of this disclosure.

[00399] In a possible implementation, in response to discovering the third virtual object
through scouting of the circular region centered at the companion object and the third virtual object
being behind a virtual obstacle, the client displays the third virtual object in a see-through view, and
displays, in the map display control, the location information of the third virtual object in the

circular region.

[00400] In a possible implementation, in a case that an automatic scouting function is enabled,
a target scouting state corresponding to the companion object during scouting at a current location is
determined based on a location scouting model. The target scouting state includes one of a first
scouting state and a second scouting state. The first scouting state means scouting orientation
information of the third virtual object within a preset scouting range of the first virtual object, and
the second scouting state means scouting the location information of the third virtual object within

the preset scouting range of the first virtual object.

[00401] Exemplarily, in a case that the automatic scouting function is enabled, the client may
determine the target scouting state corresponding to the companion object during scouting at the

current location through the location scouting model.

[00402] For example, when the first virtual object arrives at a location A for scouting, the

companion object automatically enters the second scouting state.

[00403] In a possible implementation, during training of the location scouting model,
statistics are collected on historical location scouting records of user accounts. For example, the
historical location scouting records are historical location scouting records of user accounts
corresponding to sample virtual objects, or historical location scouting records corresponding to

another user account, which are not limited in this embodiment of this disclosure.

[00404] Behavior characteristics of the sample virtual objects after scouting at first locations
are extracted from the historical location scouting records, and corresponding sample scouting
states are obtained based on the behavior characteristics. The first locations are locations of the

sample virtual objects.

[00405] Data processing is performed on each of the first locations through the location
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scouting model, to obtain a predicted scouting state.

[00406] A model parameter of the location scouting model is updated based on a difference

between the predicted scouting state and the sample scouting state.

[00407] Exemplarily, the behavior characteristics include a combat behavior characteristic
and a non-combat behavior characteristic. The behavior characteristics of the sample virtual objects
after scouting at the first locations are extracted from the historical location scouting records, a
scouting state corresponding to the non-combat behavior characteristic is marked as the first
scouting state, and a scouting state corresponding to the combat behavior characteristic is marked as

the second scouting state.

[00408] In an example, the non-combat behavior characteristic is at least one of chatting,
dodging, escaping, and detour, which is not limited thereto and not limited in this embodiment of

this disclosure.

[00409] For example, the behavior characteristic of the sample virtual object after scouting at
the first location is "dodging", and the scouting state corresponding to the behavior characteristic of
"dodging" is marked as the first scouting state. Through the location scouting model, data
processing is performed on the first location is to obtain the predicted scouting state. Based on a
difference between the predicted scouting state and the first scouting state, the model parameter of

the location scouting model is updated to obtain a trained location scouting model.

[00410] In a possible implementation, in a case that the first virtual object is discovered
through scouting by the companion object of the third virtual object, prompt information is
displayed, the prompt information being used for indicating that the location information of the first

virtual object is determined by the third virtual object.

[00411] For example, as shown in FIG. 33, the first virtual object 101 located in the virtual
scene 100 is displayed in the client, and in a case that the first virtual object 101 is discovered
through scouting by the companion object of the third virtual object, the prompt information 119 is
displayed, and the content of the prompt information 119 is at least one of "location has been
exposed" and "warning", which is not limited thereto and not limited in this embodiment of this

disclosure.

[00412] Based on the above, according to the method provided in this embodiment, the first
virtual object in the virtual scene is displayed, the companion object is controlled to be detached
from the first virtual object, the third virtual object is discovered through scouting of the circular

region centered at the companion object, and the location information of the third virtual object is
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displayed in the map display control. A new scouting mode is provided in this disclosure to assist a
user in actively discovering the location information of the third virtual object through scouting,

thereby improving the efficiency of human-computer interaction and enhancing user experience.

[00413] FIG. 34 is a flowchart of a scouting method in a virtual scene according to an

exemplary embodiment of this disclosure. The method includes the following steps.
[00414] Step 320: A client displays a game picture.

[00415] The game picture includes at least part of a virtual scene, the virtual scene includes a
first virtual object and a companion object in a second form, and a subordinate relationship exists

between the companion object and the first virtual object.

[00416] In some embodiments, the client may display the game picture in the following
manners. The client may display a summoning control configured to summon the companion object
in an interface of the virtual scene; receive a summoning instruction in response to a triggering
operation on the summoning control; and generate and transmit a summoning request for the
companion object to a server in response to the summoning instruction, the summoning request
carrying an object identifier of a to-be-summoned companion object, and the server determining,
based on the summoning request, a relevant parameter of the companion object to be summoned by
the summoning request, and pushing the determined relevant parameter of the companion object to
the client, so that the client can render the picture based on the relevant parameter and display the

rendered summoning picture (that is, the foregoing game picture).

[00417] FIG. 35 is a schematic diagram of a form change of a companion object according to
an embodiment of this disclosure. A client displays a summoned companion object in a second form
in response to a summoning instruction, and shows a process that the companion object in the
second form is transformed into the companion object in a first form and the companion object in
the first form is adsorbed (for example, conformed, formed, worn, or other incorporated) on a first
virtual object to become a part of a first virtual object. For example, a summoned wild monster of
an animation image is first displayed, and then an animation in which the wild monster of the
animation image turns into fragments and the fragments are adsorbed on an arm of the first virtual

object is displayed.

[00418] Companion objects in different forms can have different auxiliary effects on the first
virtual object. For example, the companion object in the second form may be an independent virtual
image located at a distance around the first virtual object. When the first virtual object moves in the

virtual scene, the companion object in the second form moves with the movement of the first virtual
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object. After the companion object in the second form is summoned, and before the companion
object is changed from the second form to the first form, the client may also control the companion
object in the second form to scout a target region centered on the companion object in the virtual
scene, and when a target object (such as a second virtual object or a virtual material) is discovered
through scouting, indication information of the discovered target object through scouting is
displayed. The companion object in the first form is attached to the arm of the first virtual object,
and the companion object in the first form is less easily perceived by the second virtual object than
the companion object in the second form. Therefore, during control of the companion object in the
first form to scout the virtual scene for objects or resources, it is more conducive to discovering or
detection of valuable information through scouting, such as a location of the second virtual object
and distribution of resources around and nearby the second virtual object, so as to improve the

interaction capability of the first virtual object.

[00419] In some embodiments, the client may control the companion object in the first form
to scout the virtual scene for objects in response to the companion object in the first form being
adsorbed onto the first virtual object; and display location information of a third virtual object in a
map of a corresponding virtual scene when the third virtual object being discovered through

scouting of a first region centered on the first virtual object.

[00420] In practical application, the client may control the companion object in the first form
to assist the first virtual object in the virtual scene and interact with another virtual object in a
different virtual object group from the first virtual object. Therefore, in order to learn location
information of the another virtual object, the companion object in the first form may be controlled
to scout the virtual scene for objects. A collider component (such as a collision box or a collision
ball) is bound to another virtual object (such as a virtual object or a non-player character in a
different group from the first virtual object, collectively referred to as a third virtual object) in the
virtual scene. In the process of controlling the companion object in the first form to scout the virtual
scene for objects, a detection ray is emitted from the companion object in a direction of the first
virtual object or the companion object through a camera component on the companion object. When
the detection ray intersects with the collider component bound to the third virtual object, it is
determined that the companion object discovers the third virtual object through scouting. When the
detection ray does not intersect with the collider component bound to the third virtual object, it is
determined that the companion object has not discovered the third virtual object through scouting.
When the third virtual object is discovered through scouting, a warning is sent for the third virtual
object, and the location information of the third virtual object is displayed in the map of the virtual
scene, such as a distance and a direction of the third virtual object relative to the first virtual object.
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[00421] FIG. 36 is a schematic diagram of scouting according to an embodiment of this
disclosure. A companion object in a first form is controlled to scout a virtual scene for objects.
When a third virtual object is discovered through scouting of a first region centered on a first virtual
object or the companion object, location information of the third virtual object is displayed in a map
of the virtual scene, so as to send a warning to the first virtual object or all virtual objects (friends)
in a group to which the first virtual object belongs and view the location information of the third
virtual object. After the location information of the third virtual object is learned, it is convenient for
a client to control the corresponding virtual object to interact with the third virtual object by
adopting the most suitable interaction strategy at present, which is beneficial to improving

interaction capability of the first virtual object or the group to which the first virtual object belongs.

[00422] Step 340: Control a companion object to transform from a first form to a simulated
enemy form.
[00423] In an example, the companion object is controlled to transform from the first form to

the simulated enemy form in response to a switching operation. That is, the companion object is
controlled to mimic an image of the third virtual object. The simulated enemy form is a form of the
companion object independent of the first virtual object, and is configured to simulate an
appearance form of the third virtual object. The simulated enemy form may be understood as
mimicry in a second form. A first instruction triggered by a first switching operation is also referred
to as a transformation instruction, which may be triggered by triggering a transformation control.
For example, the client may display the transformation control for the companion object in an
interface of the virtual scene. In response to the triggering operation for the transformation control,
a transformation instruction is received. In response to the transformation instruction, a
transformation request for the companion object is generated and transmitted to the server. The
transformation request carries an object identification of the companion object. Based on the
transformation request, the server determines a relevant parameter of the companion object
requested to transform by the transformation request (such as a non-player character or another
virtual object in a different group from the first virtual object near the companion object), and
pushes the determined relevant parameter of the companion object to the client, so that the client
can render a picture based on the relevant parameter and display the rendered summoning picture,
that is, display a process of the transformation of the companion object from the first form to the

simulated enemy form.

[00424] The simulated enemy form corresponds to (such as consistent with) the image of the

third virtual object in the virtual scene. The third virtual object may be a virtual object existing in
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the first region centered on the companion object in the virtual scene, and a hostile relationship
exists between the third virtual object and the first virtual object. A display style of the third virtual
object may be the same or different from the perspective of both sides between which the hostile
relationship exists. For example, from the perspective of the enemy (such as the third virtual object
or another virtual object having a friend relationship with the third virtual object), the third virtual
object (such as an enemy hero or an enemy wild monster) is displayed in a style consistent with the
image of the third virtual object. From the perspective of the first virtual object, the third virtual
object is displayed in a prominent display manner to give a significant prompt to a user. The
prominent display manner includes at least one of the following display manners: displaying with a
target color, superposing a mask, displaying with a highlight color, outlining in bold, and displaying

in a see-through view.

[00425] FIG. 37 is a schematic diagram of a form change of a companion object according to
an embodiment of this disclosure. When the companion object in a first form is a fragment adsorbed
on an arm of a first virtual object (obtained by disintegration of a wild monster of an animation
image), in response to a transformation instruction, a client displays an animation in which the
fragment adsorbed onto the arm of the first virtual object is detached from the arm to move to a
target location and the detached fragment is transformed into a companion object (that is, a
companion object in a simulated enemy form) with the same image as the third virtual object at the

target location.

[00426] In some embodiments, when a quantity of third virtual objects is at least two, the
client may determine the simulated enemy form to be transformed in the following manners:
displaying an image selection interface, and displaying selectable images corresponding to at least
two third virtual objects in the form selection interface; and using the selected image as an image in
the simulated enemy form in response to a selection operation on one image in the at least two third
virtual objects, that is, the selected image of the third virtual object. In this way, a user can manually
select the transformation form of the companion object, which further improves operation

experience of the user.

[00427] For example, the client receives the transformation instruction in response to a
triggering operation on a transformation control, and generates and transmits a transformation
request for the companion object to a server in response to the transformation instruction. The
transformation request carries an object identifier of the companion object, and the server detects
the third virtual object in a third region centered on the companion object in the virtual scene based

on the transformation request, and returns a detection result to the client. When the detection result
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indicates that a plurality of third virtual objects are detected, a form selection interface is displayed
in the interface of the virtual scene, and selectable forms corresponding to at least two third virtual
objects are displayed in the form selection interface, such as a form of a third virtual object 1, a
form of a third virtual object 2, and a form of a third virtual object 3. The user may perform
selection on the forms of the plurality of third virtual objects displayed in the form selection
interface. Assuming that the user selects the form of the third virtual object 2 in the form selection
interface, the client determines the form of the third virtual object 2 selected by the user as the

simulated enemy form of the companion object to be transformed.

[00428] In some embodiments, before controlling the companion object to transform from
the first form to the simulated enemy form, the client may predict the simulated enemy form in the
following manners: obtaining scene data of a first region centered on the companion object in the
virtual scene, the scene data including another virtual object located in the first region (such as
another virtual object or a non-player character located in a different group from the first virtual
object); and invoking a machine learning model to perform prediction processing based on the
scene data, to obtain the simulated enemy form, The machine learning model is trained based on the
scene data in a sample region and a labeled form (the form of the companion object). In this way,
the form of the companion object that can maximally improve the interaction capability of the first
virtual object or a group to which the first virtual object belongs is predicted by invoking the
machine learning model, thereby improving the prediction accuracy, causing the greatest
interference to the enemy, and further improving the interaction capability of the first virtual object

or the group to which the first virtual object belongs.

[00429] The machine learning model may be a neural network model (for example, a
convolutional neural network, a deep convolutional neural network, or a fully connected neural
network), a decision tree model, a gradient lifting tree, a multi-layer perceptron, a support vector
machine, and the like. The type of the machine learning model is not specifically limited in this

embodiment of this disclosure.

[00430] Step 360: Control a companion object in a simulated enemy form to move in a

virtual scene to scout the virtual scene.

[00431] In a case that the companion object is transformed to correspond to the image of the
third virtual object, the user controls the companion object to move in the virtual scene to scout the
virtual scene for objects. For example, a mobile control for the companion object in the simulated
enemy form is displayed in the interface of the virtual scene. When the user triggers the mobile

control, the client controls the companion object in the simulated enemy form to move in the virtual
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scene in response to a movement instruction triggered by the triggering operation, and scouts the
virtual scene for objects during the movement. In practical application, a collider component (such
as a collision box or a collision ball) is bound to a virtual object in the virtual scene. In the process
of controlling the companion object in the simulated enemy form to scout the virtual scene for
objects, a detection ray is emitted from the companion object in a direction of the companion object
through a camera component on the companion object. When the detection ray intersects with the
collider component bound to the virtual object, it is determined that the companion object discovers
the virtual object through scouting. When the detection ray does not intersect with the collider
component bound to the virtual object, it is determined that the companion object does not scout the
virtual object. In addition, after the companion object is transformed to correspond to the image of
the third virtual object, the companion object may also automatically move in the virtual scene
without user control to scout the virtual scene for objects. In this way, the operation flow is

simplified, and the scouting efficiency can be improved.

[00432] Step 380: Display location information of a third virtual object in a map of the
corresponding virtual scene in response to the companion object discovering the third virtual object

through scouting of the virtual scene.

[00433] The third virtual object may be a general name of the virtual object belonging to a
different group from the first virtual object discovered through scouting of a target region centered
on the companion object or a non-player character associated with the virtual object (that is, another
object having a hostile relationship with the virtual object), which may include the foregoing third
virtual object. When the third virtual object is discovered through scouting, the location information
of the third virtual object is displayed in the map of the virtual scene, for viewing by the first virtual
object or all virtual objects in a group to which the first virtual object belongs. After the location
information of the third virtual object is learned, it is convenient for a client to control the
corresponding virtual object to interact with the third virtual object by adopting the most suitable
interaction strategy at present, which is beneficial to improving interaction capability of the first

virtual object or the group to which the first virtual object belongs.

[00434] In some embodiments, the client may control the companion object in the simulated
enemy form to move in the virtual scene to scout the virtual scene for objects in the following
manners: controlling the companion object in the simulated enemy form to move in the virtual
scene; controlling the companion object to release a marking wave around and displaying a second
region affected by the marking wave during the movement of the companion object in the virtual

scene; and controlling the companion object to scout the second region. Correspondingly, in
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response to the companion object discovering the third virtual object through scouting of the virtual
scene, the client may display the location information of the third virtual object in the map of the
corresponding virtual scene in the following manners: prominently displaying the third virtual
object and displaying the location information of the third virtual object in the map of the
corresponding virtual scene when the third virtual object is discovered through scouting of the
second region, for viewing by the first virtual object or another virtual object in the group to which

the first virtual object belongs.

[00435] FIG. 38 is a schematic diagram of scouting according to an embodiment of this
disclosure. In the process of controlling the movement of the companion object in the simulated
enemy form, the companion object in the simulated enemy form is controlled to release a marking
wave around, and a second region affected by the marking wave is displayed (the second region
may be a circular region using the companion object as the center and a target distance as the radius,
or may be a region in another shape, and the shape of the second region is not limited in this
embodiment of this disclosure). In addition, the companion object may be controlled to scout the
second region for objects, for example, a detection ray is emitted around from the companion object
through a camera component on the companion object, and when the detection ray intersects with
the collider component bound to the third virtual object, it is determined that the third virtual object
is discovered through scouting of the second region. When the detection ray does not intersect with
the collider component bound to the third virtual object, it is determined that the third virtual object
is not discovered through scouting of the second region. When the third virtual object is discovered
through scouting, a special effects element may be displayed in an associated region of the third
virtual object. For example, an added special effects element is displayed on a periphery wrapped
by the third virtual object. The special effects element may change the skin material and color of the
third virtual object to prominently display the third virtual object. The location information of the
third virtual object is displayed in the map of the virtual scene, for the first virtual object or all
virtual objects in the group to which the first virtual object belongs to view the location information
of the third virtual object. In this way, in a case that the location information of the third virtual
object is obtained, it is beneficial for the first virtual object or all virtual objects in the group to
which the first virtual object belongs to formulate an interaction strategy that can cause the greatest
harm to the third virtual object, and perform corresponding interaction operations according to the
interaction strategy, thereby improving the interaction capability of the first virtual object or another

virtual object in the group to which the first virtual object belongs.

[00436] In some embodiments, the companion object is controlled to exit mimicry and return
to the second form in response to the companion object after mimicry being attacked by the third
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virtual object; and the companion object in the second form is controlled to scout the virtual scene

for objects.

[00437] In some embodiments, when the third virtual object is discovered through scouting
of the second region, the client may further control the companion object in the simulated enemy
form to lock the third virtual object; and the third virtual object at a target location is displayed in a
see-through view in a case that the third virtual object moves in the virtual scene and moves to the

target location blocked by an obstacle.

[00438] FIG. 39 is a schematic diagram of scouting according to an embodiment of this
disclosure. After a companion object discovers a third virtual object through scouting and
prominently displays, for example highlights, the third virtual object, if the third virtual object
moves in a virtual scene, the companion object is controlled to lock the third virtual object, and the
companion object is controlled to continuously release a marking wave to the third virtual object
and always prominently display the third virtual object. If the third virtual object moves to a place
blocked by an obstacle (such as a wall) in the virtual scene, the third virtual object blocked by the
obstacle is displayed in a see-through view. That is, even if the third virtual object is blocked by an
obstacle, the third virtual object is still highlighted, so that the third virtual object blocked by the
obstacle is visible to the first virtual object or all virtual objects in the group to which the first
virtual object belongs, and the location information of the third virtual object can be displayed in
the map of the virtual scene, so that the third virtual object is always exposed within a field of view
of the first virtual object or all virtual objects in the group to which the first virtual object belongs.
In this way, it is beneficial for the first virtual object or all virtual objects in the group to which the
first virtual object belongs to formulate an interaction strategy that can cause the greatest harm to
the third virtual object, and perform corresponding interaction operations according to the
interaction strategy, thereby improving the interaction capability of the first virtual object or the

group to which the first virtual object belongs.

[00439] In some embodiments, the client displays the location information of the third virtual
object in the map of the corresponding virtual scene in response to the companion object
discovering the third virtual object through scouting of the virtual scene and the companion object
being attacked by the third virtual object. Herein, when the companion object discovers the third
virtual object through scouting and the companion object is attacked by the third virtual object, the
location information of the third virtual object may be immediately displayed in the map of the
virtual scene, so that the first virtual object or another virtual object in the group to which the first

virtual object belongs can view the location information of the third virtual object.
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[00440] In some embodiments, the client may display the location information of the third
virtual object in the map of the corresponding virtual scene in the following manners: obtaining an
interaction parameter of each of the third virtual objects in a case that at least two third virtual
objects exist, the interaction parameter including at least one of the following: an interaction
character, an interaction preference, an interaction capability, and a distance from the first virtual
object; and displaying the location information of each of the third virtual objects by using a display

style corresponding to the interaction parameter in the map of the corresponding virtual scene.

[00441] Herein, when a plurality of third virtual objects are discovered through scouting, a
threat degree of each of the third virtual objects to the first virtual object may be determined based
on the interaction parameter of each of the third virtual objects, a display priority of each of the
third virtual objects may be determined based on the threat degree, and each of the third virtual
objects may be displayed differently based on the display priority. For example, a more hostile
relationship between the interaction character of the third virtual object and the interaction character
of the first virtual object, a stronger interaction capability, the interaction preference being
something that the first virtual object is not good at and cannot cope with, a shorter distance from
the first virtual object, or the like leads to a greater threat degree to the first virtual object and a
higher corresponding display priority of the third virtual object. In this way, location information of
a target quantity of third virtual objects with the display priority higher than a target priority may be
selected for display, or the location information of each of the third virtual objects is displayed in a
form of a higher display priority leading to a more prominent display style of the corresponding
third virtual object. In this way, it is convenient for the first virtual object or the virtual object in the
group to which the first virtual object belongs to select an appropriate third virtual object to attack,

so as to improve the interaction capability.

[00442] In some embodiments, the client may control the companion object in the simulated
enemy form to move in the virtual scene to scout the virtual scene for objects in the following
manners: controlling the companion object in the simulated enemy form to move in the virtual
scene; controlling the companion object to transform from the simulated enemy form to the second
form in response to the companion object in the simulated enemy form being attacked by a fifth
virtual object during the movement of the companion object in the simulated enemy form in the
virtual scene; and controlling the companion object in the second form to scout the virtual scene for
objects, for example, controlling the companion object in the second form to release the marking
wave around, so as to scout the virtual scene for objects through the marking wave.
Correspondingly, when the third virtual object is discovered through scouting of the virtual scene,
the client may display the location information of the third virtual object in the map of the
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corresponding virtual scene in the following manners: prominently displaying the third virtual
object and displaying the location information of the third virtual object in the map of the
corresponding virtual scene when the third virtual object is discovered through scouting of the

virtual scene.

[00443] In some embodiments, in a case that the companion object in the simulated enemy
form scouts the third virtual object, the client may further receive a tracking instruction of the
companion object in the simulated enemy form for the third virtual object when the third virtual
object moves in the virtual scene. In response to the tracking instruction, the companion object in
the simulated enemy form is controlled to track the third virtual object in a tracking direction
indicated in the tracking instruction, and the location information of the third virtual object is

updated and displayed in the map of the corresponding virtual scene.

[00444] Herein, after the companion object discovers the third virtual object through scouting
and displays the location information of the third virtual object, if the third virtual object moves in
the virtual scene, the client may control the companion object to track the third virtual object, that is,
the companion object moves along with the movement of the third virtual object, and the location
information of the third virtual object is updated and displayed in the map, so that the third virtual
object is exposed, such as always exposed, within a field of view of the first virtual object or the
virtual object in the group to which the first virtual object belongs. In this way, it is beneficial for
the first virtual object or the virtual object in the group to which the first virtual object belongs to
formulate an interaction strategy that can cause the greatest harm to the third virtual object, and
perform a corresponding interaction operation according to the interaction strategy, thereby
improving the interaction capability of the first virtual object or the group to which the first virtual

object belongs.

[00445] In some embodiments, the client may determine that the third virtual object is
discovered through scouting in the following manners: controlling the companion object in the
simulated enemy form to release a pulse wave for penetrating the obstacle to the obstacle during the
scouting of the virtual scene for objects by the companion object in the simulated enemy form when
an obstacle is discovered through scouting of the virtual scene; and determining that the third virtual
object is discovered through scouting of the virtual scene, and controlling the companion object in
the simulated enemy form to scout and mark the third virtual object to see through the third virtual
object when it is detected based on the pulse wave that the third virtual object is blocked by the

obstacle.
[00446] A collider component (such as a collision box and a collision ball) is bound to the
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obstacle. In the process of controlling the companion object to scout the virtual scene, it may be
first determined whether an obstacle is discovered through scouting of the virtual scene, for
example, through a camera component on the companion object, and a detection ray is emitted from
the companion object in a direction of the companion object. When the detection ray intersects with
the collider component bound to the obstacle, it is determined that the companion object discovers
the obstacle through scouting. In this case, it is further determined whether a third virtual object
hides behind the obstacle, and when it is determined that the third virtual object hides behind the
obstacle, the companion object is controlled to scout and mark the third virtual object and see
through the third virtual object to prominently display the third virtual object. In this way, even if
the third virtual object is blocked by an obstacle, the third virtual object is still highlighted in a
see-through view, so that the third virtual object blocked by the obstacle is visible to the first virtual
object or all virtual objects in the group to which the first virtual object belongs. In addition, the
location information of the third virtual object may further be displayed in the map of the virtual
scene, so that the third virtual object is always exposed within a field of view of the first virtual
object or all virtual objects in the group to which the first virtual object belongs. Therefore, it is
beneficial for the first virtual object or all virtual objects in the group to which the first virtual
object belongs to formulate an interaction strategy that can cause the greatest harm to the third
virtual object, and perform corresponding interaction operations according to the interaction
strategy, thereby improving the interaction capability of the first virtual object or the group to which

the first virtual object belongs, so as to improve the interaction efficiency.

[00447] In some embodiments, the client may further control the companion object in the
simulated enemy form to perform material detection on the virtual scene in response to the first
virtual object having a material detection skill. When a virtual material is detected in the virtual
scene, indication information of the corresponding virtual material is displayed. The virtual material
is configured for the first virtual object to pick up, and the picked virtual material is configured to

improve the interaction capability of the first virtual object in the virtual scene.

[00448] The material detection skill is a skill used for material detection. When the first
virtual object is equipped with the material detection skill or the companion object has the material
detection skill, the client may control the companion object in the simulated enemy form to perform
material detection in the virtual scene through the material detection skill. In practical application, a
collider component (such as a collision box or a collision ball) is bound to the virtual material. In
the process of controlling the companion object to perform material detection in the virtual scene, a
detection ray is emitted from the companion object in a direction of the companion object through a
camera component on the companion object. When the detection ray intersects with the collider
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component bound to the virtual material, it is determined that the companion object discovers the
virtual material through scouting. When the detection ray does not intersect with the collider
component bound to the virtual material, it is determined that the companion object does not scout

the virtual material.

[00449] The virtual material that can be detected through the material detection skill includes
but is not limited to: a gold coin, a building material (such as ore), food, weapons and equipment,
and equipment or character upgrading materials. When a companion object detects a virtual
material in a virtual scene, the indication information of the corresponding virtual material is
displayed. Based on the indication information of the virtual material, the client may control the
first virtual object or another virtual object in the group to which the first virtual object belongs to
pick up or exploit the detected virtual material, and may control the first virtual object or the
another virtual object in the group to which the first virtual object belongs to upgrade equipment
thereof or build a virtual building based on the picked or exploited virtual material. In this way, the
interaction capability of the first virtual object or the another virtual object in the group to which the
first virtual object belongs in the virtual scene is improved, such as attack capability or defense

capability.

[00450] In some embodiments, the client may display the indication information of the
corresponding virtual material in the following manners when detecting the virtual material in the
virtual scene: displaying category indication information of the virtual material at a location of the
virtual material in a second region and displaying location indication information of the virtual
material in a map of the corresponding virtual scene when the virtual material is detected in the
second region centered on the companion object in the virtual scene; and using at least one of the
category indication information and the location indication information as the indication

information of the corresponding virtual material.

[00451] FIG. 40 is a schematic diagram of detection according to an embodiment of this
disclosure. When a companion object in a simulated enemy form detects a virtual material in a
second region centered on the companion object in a virtual scene, category indication information
of the virtual material is displayed at a location of the virtual material, such as an equipment virtual
material, a construction virtual material, and a defense virtual material, and location information of
the virtual material is displayed in a map of the virtual scene, such as a distance and a direction of
the virtual material relative to the first virtual object or another virtual object in the group to which
the first virtual object belongs. Based on the indication information of the virtual material, the client

may control the first virtual object or the another virtual object in the group to which the first virtual
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object belongs to pick up the virtual material, so as to improve the interaction capability.

[00452] In some embodiments, the client may display the indication information of the
corresponding virtual material in the following manners: displaying indication information of a first
quantity of virtual materials in the at least two virtual materials by using a first display style, and
displaying indication information of a second quantity of virtual materials in the at least two virtual
materials by using a second display style when a quantity of virtual materials is at least two. The
first display style is different from the second display style. The first display style indicates that the
first quantity of virtual materials are within a field of view of the first virtual object, and the second
display style indicates that the second quantity of virtual materials are outside the field of view of

the first virtual object.

[00453] FIG. 41 is a schematic diagram of detection according to an embodiment of this
disclosure. When a companion object in a first form detects a plurality of virtual materials in a
virtual scene, different display styles (such as different colors and different brightness) may be used
to display the indication information of the virtual materials within and outside the field of view
depending on whether the virtual materials are within the field of view of the first virtual object. It
may be understood that with the change of the field of view of the first virtual object, the display
style of each of the virtual materials may vary with the change of the field of view of the first virtual
object. In this way, different display styles are used to display the indication information of the
virtual materials within and outside the field of view of the first virtual object, which can give a
player a significant prompt, which is beneficial to controlling the first virtual object to choose and

pick up suitable virtual materials, so as to improve the interaction capability.

[00454] In some embodiments, the client may display the indication information of the
corresponding virtual material in the following manners: displaying indication information of a
virtual material of a target type in the at least two virtual materials by using a third display style and
displaying indication information of a virtual material of another type except the target type in the at
least two virtual materials by using a fourth display style when virtual materials of at least two types
exist. The third display style is different from the fourth display style. The third display style
represents a picking priority of the virtual material of the target type, which is higher than a picking

priority of the virtual material of the another type.

[00455] Herein, when a plurality of types of virtual props are detected, based on different
picking priorities, different display styles are adopted to display the indication information of the
corresponding type of virtual material, especially prominently display the indication information of

the virtual material of the type with the highest picking priority, so that the virtual object can be
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controlled to pick up the prominently displayed virtual prop of the target type. In this way, the
virtual material of the target type most needed by the first virtual object is selected from a plurality
of detected virtual materials, which is beneficial to improving the interaction capability of the first

virtual object.

[00456] During actual implementation, the client may determine the virtual material of the
target type in the following manners: obtaining a matching degree of the virtual material of each
type and usage preference based on usage preference of the first virtual object, and selecting the
virtual material corresponding to the highest matching degree as indication information of the
virtual material of the target type for prominent display. For example, the types of detected virtual
materials include: an equipment virtual material, a construction virtual material, and a defense
virtual material. The usage preference of the first virtual object is predicted through a neural
network model based on a character of the first virtual object in the virtual scene or the virtual
material of a historical use type of the first virtual object, that is, preference and proficiency of the
first virtual object for various types of virtual materials, and the like. A matching degree of the
equipment virtual material and usage preference, a matching degree of the construction virtual
material and usage preference, and a matching degree of the defense virtual material and usage
preference are determined respectively based on the usage preference of the first virtual object,
from which the defense virtual material with the highest matching degree is selected, and the
indication information of the screened defense virtual material is prominently displayed. In addition,
the virtual material of the target type that best matches the first virtual object may further be
screened out from a plurality of types of virtual materials to prominently display the indication
information of the virtual material based on a parameter of at least one of consumption degrees and
picking difficulty coefficients of various virtual materials and distances from the first virtual object.
In this way, the most suitable virtual material of the target type that the first virtual object likes best
and most needs are screened out from the detected virtual materials, which is beneficial to

improving the interaction capability of the first virtual object.

[00457] It may be understood that, related data such as a login account and scene data in this
application is essentially user-related data. User permission or consent needs to be obtained when
this embodiment of this application is applied to specific products or technologies, and the
collection, use, and processing of related data need to comply with relevant laws, regulations, and

standards of relevant countries and regions.

[00458] FIG. 42 is a schematic flowchart of a method for controlling a companion object in a

virtual scene according to an embodiment of this disclosure. The method includes the following
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steps.

[00459] Step 401: A first client generates and transmits a summoning request for a

companion object to a server in response to a summoning instruction.

[00460] Herein, a first instruction is the summoning instruction, and a summoning control
configured to summon the companion object may be displayed in a game interface. When a user
triggers the summoning control, the first client receives the summoning instruction in response to a
triggering operation on the summoning control, and the generated summoning request carries an

object identifier of a to-be-summoned companion object in response to the summoning instruction.

[00461] Step 402: The server determines, based on the summoning request, a relevant
parameter of the companion object to be summoned by the summoning request, and returns the

relevant parameter to the first client.

[00462] Step 403: The first client performs picture rendering based on relevant parameter,
displays the summoned companion object in an initial form, and shows a process that the
companion object in the initial form is transformed into the companion object in a first form and the

companion object in the first form is adsorbed onto a first virtual object.

[00463] Herein, the first client performs picture rendering based on the relevant parameter,
and displays the rendered summoning picture, for example, first displays a summoned wild monster
of an animation image, and then displays an animation in which the wild monster of the animation
image turns into fragments and the fragments are adsorbed onto an arm of the first virtual object (a

player) (that is, the fragments become a part of a player model).

[00464] After the companion object in the initial form is summoned, and before the
companion object is changed from the initial form to the first form, a client may also control the
companion object in the initial form to scout a virtual scene (such as a target region centered on the
companion object), and when a target object (such as a virtual object or a virtual material) is
discovered through scouting, indication information of the discovered target object through scouting
may be displayed.

[00465] Step 404: The first client controls the companion object in the first form to scout a

virtual scene, and displays indication information corresponding to a target object when the target

object is discovered through scouting.

[00466] The target object includes at least one of a third virtual object and the virtual material.
When the third virtual object (an enemy) is discovered through scouting, location information of the

third virtual object is displayed in a game map, such as a distance and a direction of the third virtual
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object relative to the first virtual object. When the first virtual object is equipped with a material
detection skill, the client may control the companion object in the first form to perform material
detection on the virtual scene through the material detection skill, and when the virtual material
(such as a gold coin, a building material (such as ores), a food material, weapons and equipment,
equipment or character upgrading materials) is detected, the indication information of the virtual
material (such as information indicating the type of the virtual material and the location of the

virtual material) is displayed.

[00467] In practical application, when a quantity of detected target objects is greater than or
equal to 2, different display styles (such as different colors and different brightness) may be used to
display each of the target objects based on characteristics of the target objects. For example, when
the target objects are third virtual objects, different display styles may be used to display each of the
third virtual objects based on different distances between each of the third virtual objects and the
first virtual object. When the target objects are virtual materials, different display styles (such as
different colors and different brightness) are used to display indication information of the virtual

materials within and outside the field of view of the first virtual object.

[00468] Step 405: The first client generates and transmits a transformation request for the

companion object to the server in response to a second instruction.

[00469] The second instruction is a mimicry instruction or a transformation instruction,
which may be triggered by triggering a transformation control. For example, the client may display
the transformation control for the companion object in an interface of the virtual scene, receive the
transformation instruction in response to a triggering operation for the transformation control, and
generate and transmit a transformation request for the companion object to the server in response to
the transformation instruction. The transformation request carries information such as an object

identifier of the companion object and a current form of the companion object.

[00470] Step 406: The server determines and returns, based on the transformation request,
transformation information of the companion object requested to transform by the transformation

request to the first client.

[00471] The transformation information may be related information of the third virtual object
(including a non-player character or another virtual object in a different group from the first virtual

object) in a region centered on the companion object.

[00472] Step 407: The first client performs picture rendering based on the transformation

information, and displays an animation of the companion object transformed from the first form to a
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simulated enemy form.

[00473] For example, an animation that the fragments adsorbed onto the arm of the first
virtual object are transformed into the wild monster of the animation image (the wild monster is
detached from the arm of the first virtual object and moves to another location) is first displayed,
and then an animation that the wild monster of the animation image is transformed into a

companion object consistent with the image of the third virtual object is displayed.

[00474] Step 408: The first client controls the companion object in the simulated enemy
form to scout the virtual scene for objects in response to a scouting instruction, and prominently
displays a third virtual object and displays location information of the third virtual object in a map
of the corresponding virtual scene when the third virtual object is discovered through scouting of

the virtual scene.

[00475] For example, after the companion object is transformed from the first form into a
companion object in the simulated enemy form, the client may control the companion object in the
simulated enemy form to move in the virtual scene and scout the virtual scene for objects during the
movement, such as controlling the companion object in the simulated enemy form to release
marking waves around, so as to scout the virtual scene for objects through the marking waves.
When the third virtual object is discovered through scouting, a special effects element may be
displayed in an associated region of the third virtual object. For example, an added special effects
element is displayed on a periphery wrapped by the third virtual object. The special effects element
may change the skin material and color of the third virtual object to prominently display the third
virtual object. The location information of the third virtual object is displayed in the map of the
virtual scene, for viewing by the first virtual object or all virtual objects in the group to which the
first virtual object belongs. After the location information of the third virtual object is learned, it is
convenient for the client to control the corresponding virtual object to interact with the third virtual
object by adopting the most suitable interaction strategy at present, which is beneficial to improving
the interaction capability of the first virtual object or the group to which the first virtual object
belongs. The third virtual object is a general name of the virtual object belonging to a different
group from the first virtual object discovered through scouting of a target region centered on the
companion object or a non-player character associated with the virtual object, which may include

the foregoing third virtual object.

[00476] In a case that the location information of the third virtual object is obtained, it is
beneficial for the first virtual object or another virtual object in the group to which the first virtual

object belongs to formulate an interaction strategy that can cause the greatest harm to the third
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virtual object, and perform a corresponding interaction operation according to the interaction
strategy, thereby improving the interaction capability of the first virtual object or another virtual

object in the group to which the first virtual object belongs.

[00477] Step 409: The first client displays the third virtual object attacking the companion

object in the simulated enemy form.

[00478] A second client receives an attack instruction from another player user, the attack
instruction being used for controlling the third virtual object to attack the companion object in the
simulated enemy form. Through a synchronization mechanism of the server, the attack instruction is
synchronized to the first client. The first client receives the attack instruction, and displays the third

virtual object attacking the companion object based on the attack instruction.

[00479] Step 410: The first client controls the companion object to transform from the
simulated enemy form to a second form in response to the companion object in the simulated enemy

form being hit by the third virtual object.

[00480] Herein, after the companion object is transformed into the second form, the virtual
scene may still be scouted for objects or resources, and when another virtual object or virtual
material is discovered through scouting of the virtual scene, location information of the virtual
object or virtual material that is discovered through scouting is displayed in the map of the

corresponding virtual scene for the player to view.

[00481] Through the foregoing manners, through transformation of the companion object
associated with the first virtual object, the companion object is transformed from the first form into
the simulated enemy form consistent with the image of the third virtual object having a hostile
relationship with the first virtual object, and the companion object in the simulated enemy form is
controlled to scout the virtual scene for objects. Since the form of the companion object is
consistent with the image of the third virtual object during the scouting for objects, the companion
object is not easy to be discovered by the enemy, may even reach the vicinity of the enemy for
scouting, and can more easily obtain effective information of the enemy, which greatly improves the
scouting ability of the companion object, and can improve the interaction capability of the first

virtual object through the improvement of the scouting ability of the companion object.

[00482] In addition, by controlling the companion objects associated with the first virtual
object to scout the virtual scene for material detection or objects, when the virtual material is
detected, the indication information of the corresponding virtual material is displayed. The first

virtual object may more easily view and pick up the detected virtual material based on the
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indication information, so as to improve the interaction capability of the first virtual object in the
virtual scene based on the picked-up virtual material, for example, upgrading equipment or building
defensive buildings by using the picked-up virtual material, so as to enhance the attack capability or
defense capability. When enemy information such as the third virtual object (which may include the
third virtual object) is discovered through scouting, the location information of the third virtual
scene is further displayed in the map for the first virtual object or another virtual object in the group
to which the first virtual object belongs to view. In a case that the location information of the third
virtual object is learned, it is beneficial for the first virtual object or another virtual object in the
group to which the first virtual object belongs to formulate an interaction strategy that can cause the
greatest harm to the enemy based on a location of the enemy, and perform a corresponding
interaction operation according to the interaction strategy, thereby improving the interaction
capability (such as attack capability or defense capability) of the first virtual object or another
virtual object in the group to which the first virtual object belongs. In a case that the interaction
capability of the first virtual object or another virtual object in the group to which the first virtual
object belongs is improved, the client can reduce a quantity of interactions in interactive operations
to be performed for achieving an interactive purpose (such as obtaining effective information of the
enemy or defeating the enemy), thereby improving the efficiency of human-computer interaction

and reducing occupation of hardware processing resources.
[00483] Companion object of a shield type:

[00484] FIG. 43 is an interface diagram of using a virtual shield monster according to an

exemplary embodiment of this disclosure.

[00485] In a first interface 10, a first virtual object 101 summons a virtual shield monster 11
through a virtual chip. For example, in a case that the first virtual object 101 carries a virtual chip
and a virtual wild monster in a weak state appears, the virtual shield monster 11 is summoned by
consuming an attribute value (such as an energy value). The virtual shield monster 11 being
attached to an arm of the first virtual object 101 is displayed. In this case, the virtual shield monster

11 is in a first state.

[00486] When the first virtual object 101 does not perform an aiming action, virtual energy is
accumulated. The virtual energy is displayed as a first energy value 15a at a first time stamp.
Through accumulation of the virtual energy, the virtual energy is displayed as a second energy value
15b at a second time stamp. At the second time stamp, the virtual energy exceeds an energy

threshold, and the virtual shield monster 11 displays a light-emitting effect 20a.

[00487] In a second interface 20, in a case that the virtual energy is accumulated to a second
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energy value, the first virtual object 101 performs the aiming action, the virtual shield monster 11
deploying the virtual shield 12 in front of the first virtual object 101 is displayed, and a relative
position between the virtual shield 12 and the first virtual object 101 remains unchanged, that is, the
virtual shield 12 moves with the movement of the first virtual object 101. Exemplarily, a third
virtual object 114 is further displayed in the second interface 20. A virtual area of the virtual shield

12 is determined based on the accumulated virtual energy.

[00488] In a third interface 30, the first virtual object 101 performing a virtual attack activity
on the third virtual object 114 is displayed, and the virtual area of the virtual shield 12 is reduced.
The virtual shield monster 11 is attached to the arm of the first virtual object 101. The first virtual
object 101 performs the virtual attack activity and consumes virtual energy, and the reduced virtual

area of the virtual shield 12 is determined based on the consumed virtual energy.

[00489] The virtual area of the virtual shield 12 is reduced based on an activity parameter of
the virtual attack activity. The activity parameter includes, but is not limited to, at least one of types,
durations, a number of times, activity effects, and a quantity of virtual attack activities acting on the

third virtual object.

[00490] In a fourth interface 40, the virtual shield monster is switched from the first state to a
second state. An animation 40a in which the virtual shield monster is separated from the arm of the

first virtual object 101 is displayed.

[00491] In a fifth interface 50, the virtual shield monster 11 is in the second state, showing
that the virtual shield monster 11 leaves the arm of the first virtual object 101. In a case that the
virtual shield monster 11 is loaded with a virtual enhancement prop, the virtual shield monster 11
deploys the first virtual shield 30a at a target location 13. The first virtual shield 30a displays a
light-emitting effect. The first virtual shield 30a is a double-sided shield. When the first virtual
shield is subject to a virtual attack, the virtual shield monster 11 is subject to damage twice the

virtual attack.

[00492] In a sixth interface 60, the virtual shield monster 11 is in the second state, showing
that the virtual shield monster 11 leaves the arm of the first virtual object 101. In a case that the
virtual shield monster 11 is not loaded with a virtual enhancement prop, the virtual shield monster
11 deploys a second virtual shield 30b at the target location 13. The second virtual shield 30b is a
double-sided shield.

[00493] FIG. 44 is a flowchart of a method for using a virtual shield according to an

embodiment of this disclosure. The method applicable to a terminal is used as an example for
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description. The method includes the following steps.
[00494] Step 510: Display a first virtual character in a virtual scene.

[00495] Exemplarily, the first virtual character is a virtual character controlled by a user
account logged in by the terminal, and the virtual scene is configured to provide virtual tactical

competition among different virtual characters.

[00496] Exemplarily, displaying the first virtual character includes directly displaying the
first virtual character or displaying a perspective picture of the first virtual character. The
perspective picture of the first virtual character is a scene picture obtained by observing the virtual
scene from the perspective of the first virtual character. In an example, in this embodiment of this

disclosure, a virtual character is observed through a camera model in the virtual scene.

[00497] Exemplarily, the first virtual character having a virtual shield prop represents that the
first virtual character has a capability of controlling the virtual shield prop. The virtual shield prop
includes but is not limited to at least one of the following: a virtual shield projectile, a virtual shield

skill, a virtual shield ultimate skill, and a companion object.

[00498] Step 520: Display a virtual shield in a specified direction where the first virtual
character is used as a reference location in response to a first use operation on a companion object

and the companion object being in a first state.

[00499] In this embodiment, the virtual shield prop includes a companion object of the first
virtual character, and a binding relationship exists between the companion object and the first
virtual character. Exemplarily, the first use operation is a shoulder aiming operation. That is to say,
the first use operation is used for controlling usage of a virtual pet character and controlling the first

virtual character to perform the shoulder aiming operation.

[00500] Exemplarily, a display mode of the companion object in the first state is different
from that of the companion object in a second state. For example, in a case that the companion
object is in the first state, the companion object being attached to an arm part of the first virtual
character is displayed, and in a case that the companion object is in the second state, the companion

object being separated from the first virtual character is displayed.

[00501] In some embodiments, the companion object in the first form is controlled to

increase a shield energy storage capacity for the first virtual object not in an aiming state.

[00502] Step 530: Display the virtual shield at a target location determined through a second
use operation on a virtual shield prop in response to the second use operation on the companion

object and the companion object being in a second state.
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[00503] In this embodiment, the companion object may be switched between the first state
and the second state through a switching operation, or the companion object may be switched from
the first state to the second state through the second use operation on the companion object, and the

virtual shield is displayed at the target location.

[00504] Exemplarily, the first use operation and the second use operation on the companion
object may be the same operation or different operations. Specifically, the implementation of the
use operation on the companion object includes but is not limited to at least one of the following:
clicking/tapping, sliding, and rotating, for example, tapping a touchscreen or a button, sliding on the

touchscreen or a joystick, and rotating a terminal or the joystick.

[00505] In this embodiment, step 540 is performed after step 530. It may be understood by a
person skilled in the art that in an implementation, the virtual shield changing from the first virtual
form to the second virtual form is displayed in response to the first virtual character performing a
target activity on the third virtual object only in a case that the companion object is in the first state.
That is to say, in an implementation, step 540 is not performed after step 530. Exemplarily, in the
foregoing implementation, a change in a virtual form of the virtual shield is displayed in response to
the first virtual character performing the target activity in a case that the companion object is in the
first state. The virtual form of the virtual shield does not change in a case that the companion object

is in the second state.

[00506] In some embodiments, the companion object in the second state is controlled to
release a first virtual shield in an aiming direction where the first virtual object is used as a
reference location in response to the first virtual object being in an aiming state. The companion
object in the second state is controlled to release the first virtual shield in a changed aiming

direction in response to the aiming direction of the first virtual object being changed.

[00507] In an implementation of this embodiment, based on this embodiment, the method

further includes:

displaying the virtual shield moving towards an attack direction of a virtual attack in

response to the virtual shield blocking the virtual attack.

[00508] Exemplarily, the attack direction includes a direction that a center point location of
the virtual shield is directed at a source location of the virtual attack. For example, the virtual shield

moves in a direction close to a virtual attack source.

[00509] Exemplarily, the attack direction includes a direction that a center point location of

the virtual shield is directed at a direction of a location at which the virtual shield blocks the virtual
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attack. For example, the virtual shield moves in the direction of blocking the virtual attack.

[00510] Based on the above, according to the method provided in this embodiment, the
virtual shield prop is implemented as the companion object of the first virtual character, and the
corresponding virtual shield is displayed based on the state of the companion object, thereby
enriching the human-computer interaction mode of using the virtual shield prop. The virtual form of
the virtual shield is changed in a case that the first virtual character performs the target activity on
the third virtual object, and the virtual form of the virtual shield can also be dynamically changed
based on the target activity in a case that the virtual shield is not actively controlled, which enriches

the human-computer interaction mode of the virtual shield.

[00511] Step 540: Display the virtual shield changing from a first shield form to a second
shield form in response to the first virtual character performing a target activity on a third virtual
object.

[00512] Exemplarily, the target activity is a virtual activity directed to the third virtual object

that the first virtual character actively performs. The third virtual object is a virtual character in the
virtual scene, and the third virtual object is different from the first virtual character. The third virtual
object and the first virtual character may be in the same virtual camp or in different virtual camps.
No limitation is imposed on a relationship between the first virtual character and the third virtual

object in this embodiment.

[00513] The first shield form of the virtual shield is an initial form of the virtual shield, and
the second shield form is different from the first shield form. The first shield form is also referred to

as the first shield form, and the second shield form is also referred to as the second shield form.

[00514] Based on the above, according to the method provided in this embodiment, the
virtual form of the virtual shield is changed in a case that the first virtual character performs the
target activity on the third virtual object, and a connection is established between the virtual form of
the virtual shield and the target activity performed on the first virtual character, so that the virtual
form of the virtual shield can be dynamically changed following the target activity performed by the
first virtual character. A new human-computer interaction mode is provided for the virtual shield.
The virtual form of the virtual shield can also be dynamically changed based on the target activity in
a case that the virtual shield is not actively controlled, which enriches the human-computer

interaction mode of the virtual shield.

[00515] Next, the target activity is to be described through two embodiments, specifically as

follows.

85



[00516] Implementation I: The target activity includes a virtual attack activity.

[00517] Implementation II: The target activity includes a virtual rescue activity.
[00518] Then the activities are respectively described below.
[00519] Implementation I: An embodiment shown in FIG. 45 describes the implementation

of the target activities including the virtual attack activity.

[00520] FIG. 45 is a flowchart of a method for using a virtual shield according to an
embodiment of this disclosure. The method applicable to a terminal is used as an example for
description. That is to say, in the embodiment shown in FIG. 44, step 540 may be implemented as

step 542.

[00521] Step 542: Display a virtual shield changing from a first shield form to a second
shield form in response to a first virtual character performing a virtual attack activity on a third

virtual object.

[00522] Exemplarily, a protecting effect of the first shield form is better than that of the
second shield form, and the first virtual character and the third virtual object belong to different

camps.

[00523] Exemplarily, the virtual attack activity is used for describing a virtual activity that
causes damage to the virtual object. Exemplarily, the virtual attack activity damages at least one of a

virtual health point, a virtual protection value, and a virtual energy value of the virtual object.

[00524] Further, the damage caused by the virtual attack activity includes direct damage and
indirect damage. For example, the virtual attack activity includes using at least one of a virtual
launcher, a virtual projectile, and a virtual ultimate skill prop to act on the third virtual object, which
directly produces the damage; the virtual attack activity includes arranging a virtual contact prop or
a virtual delay prop to act on the third virtual object when a triggering condition is satisfied, which
directly produces the damage; and the virtual attack activity includes using a virtual skill to act on
the third virtual object, and reducing the virtual ability of the second virtual object by reducing at
least one of a movement speed, attack capability, and operability, so that the second virtual object is

at a poor location, which indirectly produces the damage.

[00525] In some embodiments, the reduced virtual energy of the virtual shield is displayed
based on the virtual energy consumed by the virtual attack activity in response to the first virtual
character performing a virtual attack activity on the third virtual object. After the virtual energy is
reduced, the virtual shield changing from the first shield form to the second shield form is displayed,

and the second shield form is determined based on the reduced virtual energy.
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[00526] Exemplarily, when the first virtual character performs a virtual attack activity on the
third virtual object, the virtual energy of the virtual shield is consumed. The consumed virtual
energy is related to at least one of types, a duration, a number of times, activity effects, and a
quantity of, including, but not limited to, virtual attack activities acting on the third virtual object.
This embodiment does not impose any limitation on the relationship between the consumed virtual

energy and the virtual attack activity.

[00527] Exemplarily, the virtual energy may be displayed directly through a value of virtual
energy or an energy bar corresponding to the virtual energy, or may be displayed indirectly in a
manner of displaying an animation when the energy threshold is satisfied. This embodiment does

not impose any limitation on the display mode of virtual energy.

[00528] Exemplarily, the virtual form of the virtual shield is positively correlated with the
virtual energy of the virtual shield. Based on the reduced virtual energy, the protecting effect of the

second shield form is reduced compared with that of the first shield form.

[00529] FIG. 46 is an interface diagram of using a virtual shield according to an exemplary
embodiment of this disclosure. In the interface diagram of using the virtual shield, a first virtual
character 14, a third virtual object 114, and a virtual shield 12 are displayed. In response to the first
virtual character 14 performing a virtual attack activity on the third virtual object 114, as shown in

FIG. 47, a virtual area of the virtual shield 12 is reduced.

[00530] Based on the above, according to the method provided in this embodiment, in a case
that the first virtual character performs the virtual attack activity on the third virtual object, the
virtual form of the virtual shield is changed to reduce the protecting effect of the virtual shield. A
connection is established between the virtual form of the virtual shield and the target activity
performed by the first virtual character. In this way, virtual attack of the first virtual character in the
virtual scene is limited when being protected by the virtual shield, the intensity of virtual tactical
competition is intensified, and a game time of the virtual tactical competition is shortened, and the
virtual form of the virtual shield is dynamically changed following the target activity performed by
the first virtual character. A new human-computer interaction mode is provided for the virtual shield.
The virtual form of the virtual shield can also be dynamically changed based on the target activity in
a case that the virtual shield is not actively controlled, which enriches the human-computer

interaction mode of the virtual shield.

[00531] Implementation II: An embodiment shown in FIG. 48 describes the implementation

of the target activities including the virtual rescue activity.
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[00532] FIG. 48 is a flowchart of a method for using a virtual shield according to an
embodiment of this disclosure. The method applicable to a terminal is used as an example for
description. That is to say, in the embodiment shown in FIG. 44, step 540 may be implemented as

step 544.

[00533] Step 544: Display a virtual shield changing from a first shield form to a second
shield form in response to a first virtual character performing a virtual rescue activity on a third

virtual object.

[00534] Exemplarily, a protecting effect of the first shield form is inferior to that of the
second shield form, and the first virtual character and the third virtual object belong to the same

camp.

[00535] Exemplarily, the virtual rescue activity is used for describing a virtual activity that
has a buff on the virtual object. Exemplarily, the virtual rescue activity gains at least one of a virtual

health point, a virtual protection value, and a virtual energy value of the virtual object.

[00536] Further, the buff caused by the virtual rescue activity includes a direct buff and an
indirect buff. For example, the virtual rescue activity includes using a virtual prop to act on the third
virtual object, which directly produces the buff; the virtual rescue activity includes adjusting a
location of the virtual shield to protect the third virtual object, which directly produces the buff; and
the virtual rescue activity includes using a virtual skill to act on the third virtual object, and
improving the virtual ability of the second virtual object by at least one of increasing a movement
speed, improving attacking ability, and improving operability, so that the second virtual object is at

a favorable location, which indirectly produces the buft.

[00537] In some embodiments, the increased virtual energy of the virtual shield is displayed
based on the virtual energy recovered by the virtual rescue activity in response to the first virtual
character performing the virtual rescue activity on the third virtual object. After virtual energy is
increased, the virtual shield changing from the first shield form to the second shield form is

displayed, and the second shield form is determined based on the increased virtual energy.

[00538] Exemplarily, when the first virtual character performs the virtual rescue activity on
the third virtual object, the virtual energy of the virtual shield is recovered. The recovered virtual
energy is related to at least one of types, a duration, a number of times, activity effects, and a
quantity of, including, but not limited to, virtual rescue activities acting on the third virtual object.
This embodiment does not impose any limitation on the relationship between the recovered virtual

energy and the virtual rescue activity. Exemplarily, the virtual energy may be displayed directly or
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indirectly. This embodiment does not impose any limitation on the display mode of virtual energy.

[00539] Exemplarily, the virtual form of the virtual shield is positively correlated with the
virtual energy of the virtual shield. Based on the increased virtual energy, the protecting effect of the

second shield form is improved compared with that of the first shield form.

[00540] Based on the above, according to the method provided in this embodiment, in a case
that the first virtual character performs the virtual rescue activity on the third virtual object, the
virtual form of the virtual shield is changed to improve the protecting effect of the virtual shield. A
connection is established between the virtual form of the virtual shield and the target activity
performed by the first virtual character. A virtual rescue of the first virtual character in the virtual
scene is facilitated when being protected by the virtual shield. The intensity of virtual tactical
competition is intensified, and a game time of the virtual tactical competition is shortened. The
virtual form of the virtual shield is dynamically changed following the target activity performed by
the first virtual character. A new human-computer interaction mode is provided for the virtual shield.
The virtual form of the virtual shield can also be dynamically changed based on the target activity in
a case that the virtual shield is not actively controlled, which enriches the human-computer

interaction mode of the virtual shield.
[00541] Next, the virtual form of the virtual shield is described.

[00542] Exemplarily, the virtual form of the virtual shield includes but is not limited to at

least one of the following:
d Virtual shape: It is used for describing an outline shape of the virtual shield.

[00543] Exemplarily, the virtual shape includes but is not limited to at least one of rectangle,

triangle, circle, ellipse, sphere, and hemisphere.
d Virtual area: It is used for describing an area of the virtual shield.

. Blocking type for blocking a virtual attack: It is used for describing the

protecting effect of the virtual shield from the perspective of a virtual attack type that can be

blocked.

[00544] Exemplarily, the types of blocking virtual attacks include but are not limited to at
least one of a virtual projectile attack, a virtual launcher attack, a virtual skill attack, a physical

attribute attack, and a magical attribute attack.
. Blocking probability for blocking a virtual attack: It is used for describing the
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protecting effect of the virtual shield from the perspective of a success probability that the virtual

shield blocks the virtual attack.

[00545] For example, the virtual shield has a probability of 90% of blocking a virtual attack,

and the virtual shield can block 85% of virtual damage from the virtual attack.

° Blocking time interval for blocking the virtual attack: It is used for describing

the protecting effect of the virtual shield from the perspective of a time interval at which the virtual

shield blocks the virtual attack. For example, one virtual attack can be blocked per second.

[00546] Exemplarily, in the embodiment shown in FIG. 45, the protecting effect of the first
shield form is better than that of the second shield form, including but not limited to at least one of

the following:

a first virtual area corresponding to the first shield form is greater than a second

virtual area corresponding to the second shield form;

a first blocking type corresponding to the first shield form is more than a second

blocking type corresponding to the second shield form;

a first blocking probability corresponding to the first shield form is greater than a

second blocking probability corresponding to the second shield form; and

a first blocking time interval corresponding to the first shield form is greater than a

second blocking time interval corresponding to the second shield form.

[00547] It may be understood by a person skilled in the art that the foregoing description is
only an exemplary description, and the foregoing descriptions may be superimposed and split to
describe the protecting effects of the first shield form and the second shield form. In the
embodiment shown in FIG. 48, the protecting effect of the first shield form is inferior to that of the

second shield form, which is similar to the foregoing description.

[00548] Next, the observation of the virtual character through a camera model in the

embodiment shown in FIG. 44 is to be described in detail.

[00549] In an example, the camera model automatically follows the virtual character in the
virtual scene. That is, when a location of the virtual character in the virtual scene changes, the

camera model changes along with the location of the virtual character in the virtual scene, and the
camera model is always within a preset distance range of the virtual character in the virtual scene.
In an example, during automatic following, relative locations of the camera model and the virtual

character do not change.
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[00550] The camera model is a three-dimensional model around the virtual character in the
virtual scene. When a first-person perspective is adopted, the camera model is located near or at a
head of the virtual character. When a third-person perspective is adopted, the camera model may be
located behind the virtual character and bound to the virtual character, or may be located at any
location at a preset distance from the virtual character, and the virtual character in the virtual scene
may be observed from different angles through the camera model. In an example, when the
third-person perspective is an over-the-shoulder perspective of a first person, the camera model is
located behind the virtual character (such as a head and shoulders of the virtual character). In an
example, in addition to the first-person perspective and the third-person perspective, the perspective
further includes another perspective, such as an overhead perspective. When the overhead
perspective is adopted, the camera model may be located above the head of the virtual character,
and the overhead perspective is a perspective for observing a virtual scene from the air. In an
example, the camera model is not actually displayed in the virtual scene, that is, the camera model

is not displayed in the virtual scene displayed in the user interface.

[00551] The camera model being located at any location at a preset distance from the virtual
character is used as an example for description. In an example, a virtual character corresponds to a
camera model, and the camera model can rotate around the virtual character as a rotation center. For
example, the camera model is rotated by using any point of the virtual character as the rotation
center. During the rotation, the camera model not only rotates in angle, but also deviates in
displacement, and a distance between the camera model and the rotation center remains unchanged
during the rotation. That is, the camera model is rotated on a surface of a sphere with the rotation
center as the spherical center. Any point of the virtual character may be the head or trunk of the
virtual character or any point around the virtual character, which is not limited in this embodiment
of this disclosure. In an example, when the camera model observes the virtual character, the center
of the perspective of the camera model is directed at a direction in which the point on the spherical

surface where the camera model is located is directed at the center of the sphere.

[00552] In an example, the camera model may further observe the virtual character in

different directions of the virtual character at preset angles.

[00553] FIG. 49 is a flowchart of a method for using a virtual shield according to an
embodiment of this disclosure. The method applicable to a terminal is used as an example for
description. That is to say, based on the embodiment shown in FIG. 44, step 511 is further included,
and step 520 may be implemented as step 522.

[00554] Step 511: Accumulate virtual energy of the virtual shield in a case that the virtual
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shield is not displayed.

[00555] Exemplarily, not displaying the virtual shield may include not performing a use
operation of the virtual shield prop, or may include exiting the use operation of the virtual shield
prop after performing the use operation of the virtual shield prop. This embodiment does not impose
any limitation on the implementation of not displaying the virtual shield. It may be understood by a
person skilled in the art that step 511 in this embodiment may be performed before, after, or
simultaneously with step 522 or step 530 in this embodiment, and only a case that step 511 is

performed before step 522 is used as an example for description in this embodiment.

[00556] Exemplarily, the virtual energy may be displayed directly through a value of virtual
energy or an energy bar corresponding to the virtual energy, or may be displayed indirectly in a
manner of displaying an animation when the energy threshold is satisfied. This embodiment does

not impose any limitation on the display mode of virtual energy.

[00557] FIG. 50 is an interface diagram of using a virtual shield according to an exemplary
embodiment of this disclosure. A first virtual character 14 is displayed in the interface diagram of
using the virtual shield. In a case that the accumulated virtual energy of the virtual shield reaches an
energy threshold, a light-emitting effect 20a is displayed on an arm of the first virtual character 14.
In the interface diagram of the virtual shield, the virtual energy of the virtual shield being first
virtual energy 15a is displayed through an energy bar. In a case that the virtual shield is not

displayed, the virtual energy is accumulated from the first virtual energy 15a to second virtual

energy 15b.

[00558] Step 522: Display a virtual shield in a first shield form in a specified direction where
a first virtual character is used as a reference location in response to a use operation on a virtual
shield prop.

[00559] Exemplarily, the first shield form is determined based on the accumulated virtual

energy. Exemplarily, the virtual form of the virtual shield is positively correlated with the virtual
energy of the virtual shield. Based on the accumulated virtual energy, the protecting effect of the

virtual shield increases with the increase of the accumulated virtual energy.

[00560] In an implementation of this embodiment, the virtual shield prop includes a
companion object of the first virtual character. The virtual energy of the virtual shield is
accumulated in a case that the companion object is in a first state and the virtual shield is not
displayed. The virtual energy of the virtual shield does not change in a case that the companion

object is in a second state. It may be understood by a person skilled in the art that the foregoing
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implementation is merely an alternative implementation, and in different implementations, the
virtual energy of the virtual shield may be accumulated in a case that the companion object is in the

second state.

[00561] Based on the above, according to the method provided in this embodiment, the
virtual energy of the virtual shield is accumulated in a case that the virtual shield is not displayed. A
relationship between the virtual energy of the virtual shield and the virtual form of the virtual shield
is established, and the virtual energy is accumulated through a behavior of the first virtual character,
thereby realizing flexible configuration of the virtual form of the virtual shield. The virtual form of
the virtual shield is dynamically changed following the target activity performed by the first virtual
character. A new human-computer interaction mode is provided for the virtual shield. The virtual
form of the virtual shield can also be dynamically changed based on the target activity in a case that
the virtual shield is not actively controlled, which enriches the human-computer interaction mode of

the virtual shield.

[00562] FIG. 51 is a flowchart of a method for using a virtual shield according to an
embodiment of this disclosure. The method applicable to a terminal is used as an example for
description. That is to say, in the embodiment shown in FIG. 44, step 530 may be implemented as

the following steps.

[00563] Step 530a: Display a first virtual shield on a target location in response to the second
use operation on the companion object and the companion object being in the second state in a case

that the companion object is loaded with a shield enhancement prop.

[00564] Exemplarily, the shield enhancement prop is used for enhancing the protecting effect
of the virtual shield. The shield enhancement prop may be obtained in the virtual scene, or may be

brought into the virtual scene by the first virtual character, which is not limited in this embodiment.

[00565] Exemplarily, the first virtual shield is a double-sided shield. That is, the first virtual
shield may block a virtual attack from a first side to a second side, and may also block the virtual
attack from the second side to the first side. The first side and the second side are two opposite sides

of the first virtual shield.

[00566] FIG. 52 is an interface diagram of using a virtual shield according to an exemplary
embodiment of this disclosure. A first virtual character 14, a first virtual shield 30a, and a
companion object 102 are displayed in the interface diagram of using the virtual shield. The first
virtual shield 30a is placed on a target location 13 by the companion object 102. In the interface

diagram of the virtual shield, the first virtual shield 30a is displayed with a luminous style,
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indicating that the first virtual shield 30a is a double-sided shield.

[00567] Step 530b: Display a second virtual shield on a target location in response to the
second use operation on the companion object and the companion object being in the second state in

a case that the companion object is not loaded with a shield enhancement prop.

[00568] Exemplarily, the second virtual shield is a single-sided shield. The second virtual
shield may block a virtual attack from a first side to a second side. The first side and the second side
are two opposite sides of the second virtual shield. Further, the second side is a side of the first

virtual character when the second virtual shield is displayed.

[00569] FIG. 53 is an interface diagram of using a virtual shield according to an exemplary
embodiment of this disclosure. A first virtual character 14, a second virtual shield 30b, and a
companion object 102 are displayed in the interface diagram of using the virtual shield. The second
virtual shield 30b is placed on a target location 13 by the companion object 102. In the interface
diagram of the virtual shield, the second virtual shield 30b is displayed with a non-luminous style,

indicating that the second virtual shield 30b is a single-sided shield.

[00570] Based on the above, according to the method provided in this embodiment, by
loading the shield enhancement prop for the companion object, the corresponding virtual shield is
displayed based on a loading condition of the shield enhancement prop, which enriches the
human-computer interaction mode of using the virtual shield prop. The virtual form of the virtual
shield is changed in a case that the first virtual character performs the target activity on the third
virtual object, and the virtual form of the virtual shield can also be dynamically changed based on
the target activity in a case that the virtual shield is not actively controlled, which enriches the

human-computer interaction mode of the virtual shield.

[00571] FIG. 54 is a flowchart of a method for using a virtual shield according to an
embodiment of this disclosure. The method applicable to a terminal is used as an example for

description. That is to say, based on the embodiment shown in FIG. 44, step 550 is further included.

[00572] Step 550: Display a change in a movement speed of a third virtual character in

response to the third virtual character contacting the virtual shield.

[00573] Exemplarily, any part of the third virtual character touches the virtual shield. In an
example, the virtual shield may or may not have a blocking effect on the movement of the third
virtual character. That is, this embodiment does not impose a limitation on whether the third virtual
character can move from one side of the virtual shield across the virtual shield to an other side of

the virtual shield. Exemplarily, the third virtual character in this embodiment is a virtual character in
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the virtual scene, and the third virtual character is different from the first virtual character.
[00574] In an exemplary design, step 550 has at least the following two implementations.

[00575] Implementation 1: Display the movement speed of the third virtual character
changing from a first speed to a second speed in response to the third virtual character contacting
the virtual shield in a case that the third virtual character and the first virtual character are in the

same virtual camp.

[00576] The second speed is greater than the first speed. The first speed is an initial

movement speed of the third virtual character.

[00577] Implementation 2: Display the movement speed of the third virtual character
changing from a first speed to a third speed in response to the third virtual character contacting the
virtual shield in a case that the third virtual character and the first virtual character are in different

virtual camps.

[00578] The third speed is less than the first speed. The first speed is an initial movement

speed of the third virtual character.

[00579] It may be understood by a person skilled in the art that the foregoing two
implementations of step 550 may be split and merged, and combined with step 510 to step 540 in

this embodiment to form a new embodiment, which is not limited in this embodiment.

[00580] Based on the above, according to the method provided in this embodiment, the
movement speed of the third virtual character that contacts the virtual shield is changed in a case
that the virtual shield is displayed, which enriches the human-computer interaction mode of using
the virtual shield in the virtual scene. The virtual form of the virtual shield is changed in a case that
the first virtual character performs the target activity on the third virtual object, so that a new
human-computer interaction mode is provided for the virtual shield. The virtual form of the virtual
shield can also be dynamically changed based on the target activity in a case that the virtual shield
is not actively controlled, which enriches the human-computer interaction mode of the virtual

shield.

[00581] FIG. 55 is a flowchart of a method for using a virtual shield according to an

embodiment of this disclosure. The method includes the following steps.
[00582] Step 602: A terminal obtains an instruction to summon a virtual shield monster.
[00583] Exemplarily, a virtual shield prop includes the virtual shield monster. Exemplarily,

the virtual shield monster is summoned through a virtual chip. For example, in a case that a virtual
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hero carries a virtual chip and a virtual wild monster in a weak state appears, the virtual shield

monster is summoned by consuming a virtual economic value.

[00584] Step 604: The terminal displays an animation of the virtual wild monster turning

into fragments attached to an arm.

[00585] Exemplarily, an animation of the virtual shield monster attached to an arm of the
virtual hero is displayed. Exemplarily, the virtual hero is a virtual character in a virtual scene. For

example, the virtual hero is a first virtual character.
[00586] Step 606: The terminal obtains a shoulder aiming instruction.

[00587] Exemplarily, the implementation of the shoulder aiming instruction includes but is

not limited to at least one of the following: clicking/tapping, sliding, and rotating.

[00588] Step 608: The terminal controls the virtual hero to enter a shoulder aiming state.
[00589] Exemplarily, the virtual hero entering the shoulder aiming state is displayed.
[00590] Step 610: The terminal controls the virtual shield monster to turn into a virtual shield

to resist in front of the virtual hero.

[00591] Exemplarily, the virtual shield monster deploying the virtual shield in front of the

virtual hero is displayed.
[00592] Step 612: The terminal obtains an instruction to exit shoulder aiming.

[00593] Exemplarily, the implementation of the instruction to exit shoulder aiming includes

but is not limited to at least one of the following: clicking/tapping, sliding, and rotating.

[00594] Step 614: The terminal controls the virtual hero to enter a normal walking state, and

starts to accumulate virtual shield energy.

[00595] Exemplarily, the virtual hero entering the normal walking state is displayed. In

response to the virtual hero entering the normal walking state, an increase in the virtual shield

energy is displayed.

[00596] Step 616: The terminal obtains a shoulder aiming instruction.

[00597] Step 618: The terminal controls the virtual hero to enter a shoulder aiming state.
[00598] Exemplarily, the virtual hero entering the shoulder aiming state is displayed.
[00599] Step 620: The terminal transmits a virtual shield conversion instruction to a server.
[00600] Exemplarily, the terminal forwards the virtual shield conversion instruction to the
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server after obtaining the virtual shield conversion instruction.

[00601] Step 622: The server determines a shield size based on the virtual shield energy, and

converts the virtual shield monster in an arm form to a virtual shield of an object size.

[00602] Exemplarily, the virtual shield of the object size is determined based on the virtual

shield energy. The object size is positively correlated with shield energy.

[00603] Step 624: The server transmits information about the converted virtual shield to the
terminal.
[00604] Exemplarily, the information about the converted virtual shield includes the object

size of the virtual shield.

[00605] Step 626: The terminal displays the converted virtual shield exactly in front of the

virtual hero.

[00606] Exemplarily, the converted virtual shield is determined based on the information
about the virtual shield transmitted by the server. In an implementation, in response to an enemy

virtual hero passing through the virtual shield, a movement speed of the enemy virtual hero is

reduced.

[00607] Step 628: The terminal obtains a shooting instruction.

[00608] Step 630: The terminal controls the virtual hero to attack an enemy virtual hero.
[00609] Exemplarily, in response to the terminal obtaining the shooting instruction, the

virtual hero being controlled to attack the enemy is displayed.
[00610] Step 632: The server obtains the shooting instruction.

[00611] Exemplarily, the terminal forwards the shooting instruction to the server after

obtaining the shooting instruction.

[00612] Step 634: The server determines consumed virtual shield energy based on a number

of times or types of shooting, and reduces a size of the virtual shield based on the consumed virtual

shield energy.
[00613] Exemplarily, an instruction is designed to consume the virtual shield energy.
[00614] Step 636: The server transmits information indicating the reduced virtual shield to

the terminal.
[00615] Exemplarily, the server updates the information about the virtual shield.

[00616] Step 638: The terminal displays the reduced virtual shield.
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[00617] Exemplarily, the reduced virtual shield is determined based on the information about

the reduced virtual shield transmitted by the server.

[00618] Based on the above, according to the method provided in this embodiment, the
virtual size of the virtual shield is reduced in a case that the virtual hero performs virtual shooting,
and a connection is established between the virtual size of the virtual shield and virtual shooting
performed by the virtual hero, so that the virtual form of the virtual shield is dynamically changed
following the target activity performed by the first virtual character. A new human-computer
interaction mode is provided for the virtual shield. The virtual form of the virtual shield can also be
dynamically changed based on the target activity in a case that the virtual shield is not actively
controlled, which enriches the human-computer interaction mode of the virtual shield. A virtual
attack of the virtual hero in the virtual scene is limited when being protected by the virtual shield.
This solves a problem that the enemy virtual hero in the virtual scene cannot actively participate in
the virtual tactical competition with the virtual hero, intensifies the intensity of the virtual tactical
competition, shortens the time of the virtual tactical competition, and increases a quantity of virtual

tactical competition battle services provided by the server between units.

[00619] FIG. 56 is a flowchart of using a virtual shield monster according to an exemplary

embodiment of this disclosure. The method includes the following steps.
[00620] Step 652: A virtual hero obtains a virtual shield chip.

[00621] Exemplarily, the virtual shield chip is configured to transform a virtual wild monster
into a virtual shield monster. The virtual shield chip may be obtained in a virtual scene, or may be
added to the virtual scene by the virtual hero. That is, the obtaining manner of the virtual shield chip

1s not limited.

[00622] Step 654: The virtual hero uses the virtual shield chip to transform a virtual wild

monster into a virtual shield monster.

[00623] Exemplarily, the virtual hero attacks the virtual wild monster to a weak state, and the
virtual hero transforms the virtual wild monster into the virtual shield monster by consuming a
virtual economic value, such as consuming virtual nano energy. Further, after the virtual wild
monster is transformed into the virtual shield monster, the information about the virtual shield
monster is displayed in a virtual shield monster information region. Exemplarily, the information
about the virtual shield monster includes but is not limited to at least one of virtual energy of the

virtual shield and a health point of the virtual shield monster.

[00624] Step 656: Display the virtual shield monster adsorbed to an arm of the virtual hero in
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a case that the virtual shield monster is in a first form.

[00625] Exemplarily, after the virtual wild monster is transformed into the virtual shield
monster, the virtual shield monster enters the first form. In an implementation, the virtual shield
monster may be switched between the first form and a ground mode through a mode switching
operation. Exemplarily, in a case that the virtual shield monster is in the first form, the virtual shield
monster turns into virtual fragments and attaches to the arm of the virtual hero. Further, after the
virtual shield monster is in the first form, the virtual energy of the virtual shield is accumulated, that
is, the virtual energy of the virtual shield is accumulated in a case that the virtual shield is not
deployed. Exemplarily, in a case that the virtual shield is not displayed, virtual energy is not
consumed during performing of virtual movement and/or virtual shooting. Specifically, in an
implementation, the virtual energy is not consumed when virtual shooting is performed without
entering an aiming state. That is, when virtual hip shooting is performed or virtual hip shooting and

virtual non-aiming shooting are performed, virtual energy is not consumed.

[00626] Step 658: Display the virtual shield based on virtual energy in response to the virtual

hero entering an aiming state.

[00627] Exemplarily, the virtual hero entering the aiming state includes but is not limited to
at least one of an aiming state using a sight or an aiming state using a machine. A virtual area of
virtual shield is determined based on the virtual energy, and the virtual area of the virtual shield is

positively correlated with the virtual energy.

[00628] Step 660: A virtual area of the virtual shield is changed from a first area to a second

area in response to the virtual hero performing virtual shooting.

[00629] The virtual shooting consumes virtual energy, and the virtual area of the virtual
shield is determined as the second area based on the virtual energy. The first area is an initial area of

the virtual shield.

[00630] Step 662: Display the virtual shield monster deploying the virtual shield at a target

location in a case that the virtual shield monster is in a second form.

[00631] In a case that the virtual shield monster is in the second form, the virtual shield
monster is no longer attached to the arm of the virtual hero, and the virtual shield monster deploys

the virtual shield at the target location indicated by the virtual hero.

[00632] In an implementation, in a case that the virtual shield monster is not loaded with a
shield enhancement prop, the virtual shield monster deploys a single-sided rectangular virtual shield

at the target location. In another implementation, in a case that the virtual shield monster is loaded
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with the shield enhancement prop, the virtual shield monster deploys a double-sided hemispherical

virtual shield at the target location.

[00633] Based on the above, according to the method provided in this embodiment, the
virtual area of the virtual shield is reduced in a case that the virtual hero performs virtual shooting,
and a connection is established between the virtual area of the virtual shield and virtual shooting
performed by the virtual hero. In this way, the virtual area of the virtual shield is dynamically
changed following the virtual shooting performed by the first virtual character. A new
human-computer interaction mode is provided for the virtual shield. The virtual form of the virtual
shield can also be dynamically changed based on the virtual shooting in a case that the virtual shield
is not actively controlled, which enriches the human-computer interaction mode of the virtual shield.
The virtual energy of the virtual shield is accumulated. A relationship between the virtual energy of
the virtual shield and the virtual form of the virtual shield is established, and the virtual energy is
accumulated through a behavior of the virtual hero, thereby realizing flexible configuration of the
virtual form of the virtual shield. By adding the first form and the second form to the virtual shield
monster, the human-computer interaction mode of the virtual shield monster is enriched. In the
second form, the protecting effect and the virtual shape of the virtual shield monster are determined
based on the shield enhancement prop, which expands the use mode and the human-computer

interaction mode of the virtual shield monster.
[00634] Attack objects are divided into a melee object and a long-range object.

[00635] For the first form, an attack object in a first form is controlled to increase a weapon
attack speed of a first virtual object, and/or the attack object in the first form is controlled to add a
weapon attack buff of the first virtual object. The weapon attack speed may be divided into a melee
attack speed and a long-range attack speed, and the buff may be divided into a melee buff and a
long-range buff. In some embodiments, it is determined whether a weapon equipped on the first
virtual object satisfies a weapon enhancement condition of a companion object. If the weapon
enhancement condition of the companion object is a melee enhancement condition, the weapon
equipped on the first virtual object satisfies the weapon enhancement condition of the companion
object when being a melee weapon. If the weapon enhancement condition of the companion object
is a long-range enhancement condition, the weapon equipped on the first virtual object satisfies the

weapon enhancement condition of the companion object when being a long-range weapon.
[00636] The melee object and the long-range object are described respectively below.

[00637] Melee object (companion object with melee assistance/enhancement ability):
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[00638] FIG. 57 is a flowchart of a method for controlling a virtual object according to an
embodiment of this disclosure. An execution subject of steps of the method may be a terminal
device 400 in a solution implementation environment shown in FIG. 1. For example, the execution
subject of the steps may be a client of a target application. In the following method embodiments,
for the convenience of description, only the execution subject of the steps being the "client" is

described. The method may include at least one of the following steps (710-730).

[00639] Step 710: Display a display picture of a virtual scene, the virtual scene including a

first virtual object.

[00640] Display picture of the virtual scene may include a picture of observing a virtual
scene from the perspective of the first virtual object, and the virtual scene includes the first virtual
object. The perspective of a virtual object may be a third perspective of the virtual object, or may be
a first perspective of the virtual object. In an example, the display picture of the virtual scene is a
virtual scene picture displayed to a user on a user interface. The display picture of the virtual scene
may be a picture obtained by a virtual camera from the virtual scene. In a possible implementation,
the virtual camera obtains a virtual scene picture from a third perspective of the first virtual object.
For example, the virtual camera is arranged diagonally above the first virtual object, and the client
observes the virtual scene with the virtual object as the center through the virtual camera, and
obtains and displays the display picture of the virtual scene with the first virtual object as the center.
In another possible implementation, the virtual camera obtains the display picture of the virtual
scene from a first perspective of the first virtual object. For example, the virtual camera is arranged
exactly in front of the first virtual object, and the client observes the virtual scene from the
perspective of the first virtual object through the virtual camera, and obtains and displays the
display picture of the virtual scene using the first virtual object as the first perspective. In addition,
in an exemplary embodiment, a placement location of the virtual camera is adjustable in real time.
For example, the user may adjust the location of the virtual camera through a touch operation on the
user interface, and then obtain the display pictures corresponding to the virtual scenes at different
locations. For example, the user adjusts the location of the virtual camera by dragging the display
picture of the virtual scene. For another example, the user may adjust the location of the virtual
camera by clicking/tapping a location in a map display control and using the location as the adjusted
location of the virtual camera. The foregoing map display control is a control configured to display

a global map in a shooting application.

[00641] In this embodiment of this disclosure, during running of the shooting application, the

client displays the display picture of the virtual scene, the virtual scene including the first virtual
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object. In an example, in the shooting application, the user controls the first virtual object to shoot a
second virtual object in the virtual scene by using a virtual prop. In some embodiments, in the
shooting application, the user controls the first virtual object to attack a second virtual object in the

virtual scene by using a virtual prop.

[00642] Step 720: Control the first virtual object to summon a companion object in a first
form in response to the companion object satisfying a first summoning condition, the first virtual

object having a melee attribute buff when the companion object is in the first form.

[00643] The companion object may include one or more of a plurality of virtual summoned
creatures. In some embodiments, different virtual summoned creatures can provide different buffs
for the first virtual object, and the virtual summoned creature selected by the first virtual object
according to its own situation is the companion object. In some embodiments, a plurality of second
virtual objects exist around the first virtual object. In this case, the first virtual object needs to
improve its own melee attribute. In order to obtain the melee attribute buff, the first virtual object
chooses a companion object "Da Zhuang", and "Da Zhuang" can provide the melee attribute buff
for the first virtual character. The melee attribute buff includes but is not limited to: increasing the
weapon attack speed (including a movement speed) of the first virtual object in a melee, and
increasing the weapon attack buff of the first virtual object. In an example, the buff is probabilistic

or triggered probabilistically.

[00644] The first summoning condition may include a condition that needs to be satisfied to
summon the companion object in the first form. The first summoning condition includes but is not
limited to at least one of the following: the first virtual object obtains or uses a virtual prop for
summoning a companion object, the companion object is selected, and an attribute value of the first
virtual object satisfies a set condition. In some embodiments, the first summoning condition is that
the first virtual object obtains a virtual prop for summoning a target virtual summoned creature and
the companion object is selected. In an example, a manner of obtaining the virtual prop by the first
virtual object includes at least one of purchasing by using resources in a target application, killing a
specific virtual wild monster, and killing virtual wild monsters with a quantity reaching a wild
monster quantity threshold. In an example, the first virtual object obtains a virtual prop after killing
a specific virtual wild monster. After using the virtual prop, a plurality of virtual summoned
creatures may appear. During the summoning time, the first virtual object selects a companion
object. In an example, the summoning time is a time interval between the use of the virtual prop and
the first virtual object being summoned. In some embodiments, the first virtual object kills a

specific virtual nano-monster in the virtual scene, a virtual prop (which may be referred to as a
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"core chip" in this embodiment) appears at a location where the virtual nano-monster disappears,
and after spending energy (in this embodiment, the first virtual object can obtain energy after
performing a virtual task in the virtual scene), the first virtual object can choose to summon one of
the plurality of virtual summoned creatures. In some embodiments, the first virtual object directly
spends energy, exchanges a virtual prop, and uses the virtual prop to summon a companion object.
In some embodiments, the first summoning condition further includes that the attribute value of the
first virtual object satisfies the set condition. In some embodiments, the first virtual object can only
use the virtual prop to summon the companion object when a health point of the first virtual object

is below the pass line.

[00645] In some embodiments, the companion object has a plurality of forms, and the forms
of the companion object include but are not limited to at least one of a first form and a second form.
The second form corresponds to the first form. The companion object may move or attack
independently of the first virtual object when appearing in the second form. In some embodiments,
the second form of the companion object includes but is not limited to at least one of a human form
and an animal form. Correspondingly, the companion object cannot exist separately from the first
virtual object when appearing in the first form. In some embodiments, the first form is a form that
does not have a specific shape but changes based on the first virtual object. In an example, the first
form of the companion object is a form of fragments. In some embodiments, the companion object
is attached to an arm of the first virtual object in the form of fragments, which can improve the
melee attribute of the first virtual object. In some embodiments, the companion object is attached to
another part of the first virtual object in the form of fragments, which can improve the melee
attribute of the first virtual object. In an example, the companion object is transformed into a shield
form to block the periphery of the first virtual object, which can increase the melee attribute buff
(such as defense capability) of the first virtual object. In an example, the companion object is in the
form of a mount, which can carry the first virtual object and provide the first virtual object with
melee attribute buffs (such as a melee movement speed and a melee attack speed). In this
embodiment of this disclosure, the first virtual object uses a virtual prop to summon a companion
object (referred to as "Crusher/Da Zhuang"). The companion object is attached to the arm of the
first virtual object in the form of fragments, which improves the melee attribute of the first virtual

object.

[00646] In some embodiments, the melee virtual prop in this embodiment of this disclosure is
the virtual prop corresponding to a ranged virtual prop, and an attack distance of the melee virtual
prop is less than an attack distance of the ranged virtual prop. In some embodiments, the melee
virtual prop is a virtual prop with an attack distance less than a melee distance threshold. In some
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embodiments, the melee virtual prop includes but is not limited to at least one of the following: a
virtual axe, a virtual spear, a virtual pan, and a virtual crowbar. FIG. 58 is a schematic diagram of a
display picture according to an embodiment of this disclosure. A display picture 21 of a virtual

scene includes a first virtual object 101 and a melee virtual prop 22.

[00647] In this embodiment of this disclosure, a melee may be a fight in which the first
virtual object uses the melee virtual prop, and the attack distance of the melee may be constant.
Melee attributes are all attributes of the first virtual object in a melee. A buff is, for example,
promotion/improvement. The buff can mean a helpful effect. A melee attribute buff is an effect that
is helpful to the melee of the first virtual object, and is a buff during use of the melee virtual prop.
In this embodiment of this disclosure, the melee attribute buff includes at least one of the following:
an attack speed buff during use of the melee virtual prop, a throwing speed buff during use of the
melee virtual prop, an attack value buff during use of the melee virtual prop, and a critical hit value

buff during use of the melee virtual prop.

[00648] The attack speed buff during use of the melee virtual prop may be an increase in the
attack speed of the melee virtual prop of the first virtual object. In some embodiments, the attack
speed of the first virtual object using the melee virtual prop is increased from an attack interval of

0.5s to an attack interval of 0.25s.

[00649] In an example, the throwing speed buff during use of the melee virtual prop is an
increase in a speed at which the first virtual object throws the melee virtual prop. In some

embodiments, a time for the first virtual object to throw a virtual axe is increased from 0.1s to 0.05s.

[00650] The attack value buff during use of the melee virtual prop is a buff of damage caused
by the first virtual object to a second virtual object during use of the melee virtual prop. In some
embodiments, the damage caused by the first virtual object using a melee virtual prop to the second
virtual object is 100 health points, but after the attribute buff, the first virtual object may cause

damage of 200 health points to the second virtual object by using the melee virtual prop.

[00651] In an example, the critical hit value buff during use of the melee virtual prop means
that an increased probability of a critical hit during use of the melee virtual prop. In some
embodiments, the critical hit value of the first virtual object using the melee virtual prop is one
critical hit every ten attacks, and the critical hit value is twice a normal attack value. However, after
the buff of the critical hit value, the critical hit value of the first virtual object using the melee
virtual prop is one critical hit every five attacks, and the critical hit value is three times the normal

attack value.
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[00652] In some embodiments, the melee attribute buff is directly applied to the attribute of
the first virtual object. When the first virtual object uses the melee virtual prop, the melee attribute
buff is obtained by directly improving the melee attribute of the first virtual object itself. In some
embodiments, the melee attribute buff is applied to the melee virtual prop, which is the attribute of
the upgraded virtual prop. By improving the attribute of the melee virtual prop, the purpose of
improving the melee attribute of the first virtual object using the melee virtual prop is achieved
during use of the melee virtual prop by the first virtual object. In some embodiments, the melee
attribute buff is applied to the first virtual object itself and the melee virtual prop simultaneously.
Through the buffs of both sides, the melee attribute of the first virtual object using the melee virtual
prop is improved. In a shooting game, a player is usually accustomed to using a virtual prop for a
long-range attack, and a usage rate of the melee virtual prop/props such as an axe and a sickle is low,
resulting in low resource utilization and a waste of resources. By adopting the solution of this

disclosure, resources can be actively utilized and a waste of resources can be avoided.

[00653] In this embodiment of this disclosure, the first virtual object is controlled to summon
a companion object in a first form in response to the companion object satisfying a first summoning
condition, and the first virtual object has a melee attribute buff when the companion object is in the
first form. In some embodiments, if the companion object does not satisfy the first summoning
condition, the first virtual object does not have the melee attribute buff. In some embodiments,
when the companion object is not in the first form, the first virtual object does not have the melee

attribute buff.

[00654] Step 730: Control a first virtual object to use a melee virtual prop based on the melee

attribute buff in response to a use operation on the melee virtual prop.

[00655] The use operation includes but is not limited to an attack operation and a throwing
operation. The attack operation means using the melee virtual prop to directly cause damage to a
second virtual object. The throwing operation means throwing the melee virtual prop to cause

damage to the second virtual object indirectly.

[00656] In some embodiments, a client controls the first virtual object to use the melee
virtual prop based on an attack speed buff in response to a use operation of a first virtual character
performed on the melee virtual prop, so that the attack speed of the first virtual object using the
melee virtual prop is increased. In some embodiments, a client controls the first virtual object to
throw the melee virtual prop based on a throwing speed buff in response to a throwing operation of
a first virtual character performed on the melee virtual prop, so that the throwing speed of the first

virtual object using the melee virtual prop is increased.
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[00657] In some embodiments, when the companion object is in the first form, the first
virtual object has the melee attribute buff, and the second virtual object is attacked by using the
melee virtual prop in a case that the first virtual object has the melee attribute buff. In some
embodiments, the companion object is attached to the first virtual object in the form of fragments,
and the first virtual object has an attack speed buff of using the melee virtual prop and a throwing
speed buff of using the melee virtual prop. In some embodiments, a companion object "Da Zhuang"
is attached to an arm of the first virtual object in the form of fragments, so that a speed of throwing

a virtual axe and an attack speed of waving a virtual dagger by the first virtual object are increased.

[00658] In this embodiment of this disclosure, controlling the first virtual object to summon
the companion object in the first form includes displaying a first summoning animation of the
companion object. The first summoning animation includes an animation process of generating the
companion object in the first form in a virtual scene, and in the first form, the companion object is
attached to the first virtual object. In this embodiment of this disclosure, the first summoning
animation is a dynamic animation. In some embodiments, the first form of the companion object is
a form of fragments. In an example, the first summoning animation is an animation process in
which when the companion object is in the form of fragments, the fragments gradually aggregate to
a body part of the first virtual object. In an example, the animation process that the companion
object Da Zhuang gradually aggregates to the arm of the first virtual object in the form of fragments
is displayed. In the first form, the companion object is attached to a body part (such as an arm) of
the first virtual object in the form of fragments. FIG. 59 is a schematic diagram of a display picture
according to another embodiment of this disclosure. A companion object being attached to a first
virtual object 101 in a first form 23 is displayed in a first summoning animation, and the first form

23 of the companion object is a form of fragments.

[00659] By displaying the first summoning animation, a picture display effect is improved,
and the product quality and attractiveness are improved, thereby increasing a utilization rate of

products and avoiding a waste of server resources.

[00660] According to the technical solution provided in this embodiment of this disclosure,
the melee attribute of the first virtual object is improved by controlling the first virtual object to
summon the companion object in the first form and when the companion object is in the first form,
so that the purpose of improving the melee attribute of the first virtual object is achieved by
summoning the companion object, the manner of improving the melee attribute of the virtual object

is increased, and the manner of improving the melee attribute is diversified.
[00661] FIG. 60 is a flowchart of a method for controlling a virtual object according to
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another embodiment of this disclosure. An execution subject of steps of the method may be a
terminal device 400 in a solution implementation environment shown in FIG. 1. For example, the
execution subject of the steps may be a client of a target application. In the following method
embodiments, for the convenience of description, only the execution subject of the steps being the

"client" is described. The method may include at least one of the following steps (810-840).

[00662] Step 810: Display a display picture of a virtual scene, the virtual scene including a

first virtual object.

[00663] Step 820: Control the first virtual object to summon a companion object in a first
form in response to the companion object satisfying a first summoning condition, the first virtual

object having a melee attribute buff when the companion object is in the first form.

[00664] Step 830: Control a first virtual object to use a melee virtual prop based on the melee

attribute buff in response to a use operation on the melee virtual prop.

[00665] Step 840: Control the first virtual object to summon a companion object in a second
form in response to the companion object satisfying a second summoning condition, the companion
object having a function of assisting the first virtual object in attacking a second virtual object when

the companion object is in the second form.

[00666] Second summoning condition includes, for example, a condition that needs to be
satisfied to summon the companion object in the second form. In some embodiments, when the
client receives a touch/press operation performed by a user on a specific summoning button, the
first virtual object is controlled to summon the companion object in the second form. In some
embodiments, when the companion object appears in the first form for a duration threshold, the first
virtual object is controlled to summon the companion object in the second form. In some
embodiments, when a distance between the second virtual object and the first virtual object exceeds
a summoning distance threshold, the first virtual object is controlled to summon the companion

object in the second form.

[00667] The second form is a form different from the first form in a plurality of forms of the
companion object. In some embodiments, the second form of the companion object is a complete
form of the companion object. In some embodiments, the complete form is a state of being
separated from the second virtual object and able to act independently. The complete form includes,
but is not limited to, at least one of a human form and an animal form. In an example, the first
virtual object is controlled to summon a companion object in a human form. In some embodiments,

the first virtual object is controlled to summon a companion object in an animal form. FIG. 61 is a
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schematic diagram of a display picture according to another embodiment of this disclosure. In a
display picture 21, a first virtual object 101 holds a melee virtual prop 22 and summons a
companion object 102 in a second form. A summoned creature has a plurality of forms, and
different forms have different functions/capabilities, thereby increasing the diversity of products

and gameplay.

[00668] In an example, the second form of companion object is a companion object that can
act independently. In some embodiments, the second form of the companion object is different from
the first form of the companion object, and the user can choose different skins for the second form

of the companion object.

[00669] The companion object has the function of assisting the first virtual object in
attacking a second virtual object, which means that in the second form, the companion object can
play an extra role in helping the first virtual object in a battle between the first virtual character and
the second virtual character. In some embodiments, the companion object having the function of
assisting the first virtual object in attacking the second virtual object means that the companion
object performs an attack behavior on the second virtual object in the second form or the companion

object performs a patrol behavior in a virtual scene in the second form.

[00670] Attack behavior means, for example, that the companion object in the second form
can attack the second virtual object. In some embodiments, the attack behavior of the companion
object includes at least one of the following: swinging arms, punching, kicking, and delivering
combos. In some embodiments, the companion object can also taunt the second virtual object before
attacking the second virtual object. The taunting behavior means attracting hatreds of second virtual
objects and gathering the second virtual objects, so that a plurality of second virtual objects can be
attacked at one time. In some embodiments, the companion object is Da Zhuang, and in response to
Da Zhuang satisfying the second summoning condition, the first virtual object is controlled to
summon Da Zhuang in a second form. Before attacking the second virtual object, Da Zhuang taunts
the second virtual object with a roar, gathers the plurality of second virtual objects, and then attacks
the plurality of second virtual objects. In some embodiments, the attack behavior of the companion
object is controlled by Artificial Intelligence (Al). In some embodiments, the attack behavior of the

companion object is controlled by a user.

[00671] Patrol behavior means, for example, that the companion object in the second form
can patrol and give a prompt to the first virtual object when discovering the second virtual object. In
some embodiments, the patrol behavior of the companion object is controlled by Al In some

embodiments, the patrol behavior of the companion object is controlled by a user.
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[00672] In this embodiment of this disclosure, in order to control the first virtual object to
summon the companion object in the second form, it is necessary to first determine an aiming
location of the first virtual object in the virtual scene. If a second virtual object exists in an effective
region corresponding to the aiming location, a virtual summoned creature is controlled to perform
an attack behavior on the second virtual object in a second form. If no second virtual object exists in
the effective region corresponding to the aiming location, the virtual summoned creature is
controlled to perform a patrol behavior in the virtual scene in the second form. Aiming location: It

may correspond to a crosshair on a user interface in a shooting application.

[00673] In an example, the second virtual object exists in the effective region corresponding
to the aiming location. FIG. 62 is a schematic diagram of a display picture according to another
embodiment of this disclosure. In a display picture 21, a first virtual object 101 summons a
companion object 102 in a second form. When it is determined that a second virtual object 24 exists
in an effective region corresponding to an aiming location 23, the companion object 102 is

controlled to perform an attack behavior on the second virtual object 24.

[00674] In an example, if no second virtual object exists in the effective region corresponding
to the aiming location, as shown in FIG. 62, the companion object 102 performs a patrol behavior in
a virtual scene, and can give a prompt to the first virtual object when discovering the second virtual

object.

[00675] When the companion object is in the second form, the first virtual object does not
have a melee attribute buff. When the companion object is in a first form, the companion object
does not have the function of assisting the first virtual object in attacking the second virtual object.
In some embodiments, the companion object is attached to the first virtual object in the first form,
and the first virtual object has the melee attribute buff only when the companion object is attached
to the first virtual object. Correspondingly, since the companion object in the first form is not
separated from the first virtual object, the companion object does not have the function of assisting
the first virtual object in attacking the second virtual object. In some embodiments, when the
companion object is in the second form and the companion object in the second form is separated
from the first virtual object, the first virtual object no longer has the melee attribute buff.
Correspondingly, the companion object has the function of assisting the first virtual object in
attacking the second virtual object. The companion object in the second form separated from the
first virtual object can help the first virtual object attack the second virtual object. When no second
virtual object exists, the companion object can patrol the ground and give a prompt when the second

virtual object appears. The function/ability corresponding to the first form does not exist in the
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second form, and the function/ability corresponding to the second form does not exist in the first

form, which helps maintain the difference and balance of abilities in the forms.

[00676] The first form and the second form of the companion object can be switched between
each other. In some embodiments, when the companion object is in the first form, the companion
object is controlled to switch from the first form to the second form in response to a first switching
operation on the companion object. In some embodiments, when the companion object is in the
second form, the companion object is controlled to switch from the second form to the first form in
response to a second switching operation on the companion object. In an example, the first
switching operation is an operation on a first switching button. In an example, the second switching
operation is an operation on a second switching button. In an example, the first switching button
and the second switching button are the same button. In an example, the first switching button and

the second switching button are different buttons.

[00677] In some embodiments, when the companion object is in the first form, the
companion object is controlled to switch from the first form to the second form in response to a
touch/press operation on the first switching button. In some embodiments, when the companion
object is in the second form, the companion object is controlled to switch from the second form to

the first form in response to a touch/press operation on the second switching button.

[00678] In this disclosure, the purpose of manipulating the companion object can be achieved
through the control operation on the companion object. In some embodiments, in response to a
movement control operation on the companion object, the companion object is controlled to move
based on the movement control operation. In some embodiments, in response to a behavior control
operation on the companion object, the companion object is controlled to perform a corresponding
behavior based on the behavior control operation. A control operation includes at least one of the
following: the movement control operation and the behavior control operation. The movement
control operation is an operation in which a user controls movement of the companion object in the
second state. In some embodiments, the user can control the movement of the companion object
through a mouse. In some embodiments, the companion object is controlled to move in response to
the movement control operation of the companion object by the user through the mouse. The
behavior control operation is an operation in which the user controls an attack mode of the
companion object in the second state. In some embodiments, the user can control the attack mode of
the companion object through a button. In some embodiments, in response to the behavior control
operation performed by the user on the companion object through the mouse, the attack mode of the

companion object on the second virtual object is controlled. By giving the user more control and

110



operation rights for a summoned creature, the diversity of gameplay is improved. In addition, the
movement/behavior control herein and the manual switching of a form of the summoned creature

can bring more manipulation experience and strategy experience to a high-level player.

[00679] According to the technical solution provided in this embodiment of this disclosure,
the first form of the companion object may be switched to the second form, and the companion
object in the second form has the function of assisting the first virtual object in attacking the second
virtual object, so that the first virtual object can attack the second virtual object in the distance, the

game design can be enriched, and user experience can be improved.

[00680] In addition, the first form and the second form of the companion object can be
switched by the user through a switching operation, so that the user needs to determine, according
to the environment, which form of the companion object is to be used. The user can further control
the companion object in the second form, further enhancing the strategy of the game and improving

interactive experience of the user.

[00681] FIG. 63 is a flowchart of a method for controlling a virtual object according to
another embodiment of this disclosure. An execution subject of steps of the method may be a
terminal device 400 in a solution implementation environment shown in FIG. 1. For example, the
execution subject of the steps may be a client of a target application. In the following method
embodiments, for the convenience of description, only the execution subject of the steps being the

"client" is described. The method may include at least one of the following steps (910-960).

[00682] Step 910: Display a display picture of a virtual scene, the virtual scene including a

first virtual object.

[00683] Step 920: Control the first virtual object to summon a companion object in a first
form in response to the companion object satisfying a first summoning condition, the first virtual

object having a melee attribute buff when the companion object is in the first form.

[00684] Step 930: Control a first virtual object to use a melee virtual prop based on the melee

attribute buff in response to a use operation on the melee virtual prop.

[00685] Step 940: Control the first virtual object to summon a companion object in a second
form in response to the companion object satisfying a second summoning condition, the companion
object having a function of assisting the first virtual object in attacking a second virtual object when

the companion object is in the second form.

[00686] When the companion object is in the first form, step 950 is performed. When the

companion object is in the second form, step 960 is performed.
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[00687] Step 950: Control the companion object to switch from the first form to the second
form in a case that the companion object is in the first form and the first virtual object is in a first

state.

[00688] The first state includes a quantity of second virtual objects within a melee attack
range of the first virtual object being less than or equal to a first threshold. The melee attack range is

a range within which the first virtual object can attack using a melee virtual prop.

[00689] As shown in FIG. 62, when a quantity of second virtual objects 24 within the melee
attack range of the first virtual object is less than or equal to the first threshold, the companion

object is controlled to switch from the first form to the second form.

[00690] In some embodiments, the first threshold is 5, and the quantity of second virtual
objects within the melee attack range of the first virtual object is less than or equal to 5, that is, the
quantity of second virtual objects within the melee attack range of the first virtual object is small,
and other second virtual objects are not within the melee attack range of the first virtual object.
Therefore, the companion object is controlled to switch from the first form to the second form, and
the companion object in the second form is separated from the first virtual object, which can assist

the first virtual object in attacking the second virtual object outside the melee attack range.

[00691] Step 960: Control the companion object to switch from the second form to the first
form in a case that the companion object is in the second form and the first virtual object is in a

second state.

[00692] The second state includes a quantity of second virtual objects within a melee attack
range of the first virtual object being greater than or equal to a second threshold. The first threshold

is less than or equal to the second threshold.

[00693] As shown in FIG. 62, when a quantity of second virtual objects 24 within the melee
attack range of the first virtual object is greater than or equal to the second threshold, the companion

object is controlled to switch from the second form to the first form.

[00694] In some embodiments, the second threshold is 10, and the quantity of second virtual
objects within the melee attack range of the first virtual object is greater than or equal to 10, that is,
a relatively large quantity of second virtual objects are within the melee attack range of the first
virtual object. Therefore, the companion object is controlled to switch from the second form to the
first form, and the companion object in the first form is attached to the first virtual object, which can
improve the melee attribute of the first virtual object and help the first virtual object attack the

second virtual object nearby.
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[00695] By automatically controlling the form of the companion object, the diversity of
gameplay is improved. Moreover, the automatic switching herein simplifies the user operation and
can bring more interactive experience to a low-level player. In some embodiments, the form of the
companion object can be switched manually or automatically, which can be selected by the user and

configured in advance, or determined based on a game mode.

[00696] According to the technical solution provided in this embodiment of this disclosure,
the form of the companion object is controlled based on the quantity of the second virtual objects
within the melee range of the first virtual object, and the form of the summoned creature is
automatically switched based on the state of the virtual object, so that the user operation is

simplified.

[00697] FIG. 64 is a flowchart of a method for controlling a virtual object according to
another embodiment of this disclosure. The method may include at least one of the following steps

(1001-1021).
[00698] Step 1001: A user performs a summoning operation.

[00699] The summoning operation is used for summoning a companion object satisfying a
first summoning condition. The summoning operation of the user is a touch/press operation on a

summon button. The summon button is a button configured to summon a virtual summoned

creature.
[00700] Step 1002: A terminal device obtains a summoning instruction.
[00701] Step 1003: The terminal device displays a first summoning animation of a

companion object.

[00702] Step 1004: The terminal device transmits the summoning instruction.

[00703] Step 1005: A server adjusts a melee attribute of a first virtual object.

[00704] Step 1006: The server transmits the adjusted melee attribute.

[00705] Step 1007: The terminal device updates the melee attribute of the first virtual object.
[00706] Step 1008: The user performs a use operation on a melee virtual prop.

[00707] Step 1009: The terminal device obtains a use instruction.

[00708] Step 1010: The terminal device controls the first virtual object to use the melee

virtual prop based on a melee attribute buff.

[00709] Step 1011: The user performs a first switching operation on the companion object.
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[00710] Step 1012: The terminal device obtains a switching instruction.

[00711] Step 1013: The terminal device controls the companion object to perform a patrol

behavior in a virtual scene in a second form.

[00712] Step 1014: The terminal device transmits the switching instruction.

[00713] Step 1015: The server readjusts the melee attribute of the first virtual object.
[00714] Step 1016: The server transmits the adjusted melee attribute.

[00715] Step 1017: The terminal device updates the melee attribute of the first virtual object.
[00716] Step 1018: The user performs the first switching operation on the companion object.
[00717] Step 1019: The terminal device obtains the switching instruction.

[00718] Step 1020: The terminal device controls the companion object to perform an attack

behavior on the second virtual object.
[00719] Step 1021: The terminal device displays marks.

[00720] The marks in this embodiment are used for referring to different forms of the
companion object. When the companion object is in a first form, a first mark appears on a display
picture. When the companion object is in the second form, a second mark appears on a display
picture. The first mark is different from the second mark. In some embodiments, the first mark is a

colored cross identifier, and the second mark is a circular shield.

[00721] According to the technical solution provided in this embodiment of this disclosure,
the melee attribute of the first virtual object is improved by controlling the first virtual object to
summon the companion object in the first form and when the companion object is in the first form,
so that the purpose of improving the melee attribute of the first virtual object is achieved by
summoning the companion object, the manner of improving the melee attribute of the virtual object

is increased, and the manner of improving the melee attribute is diversified.

[00722] Based on the foregoing implementation environment, this embodiment of this
disclosure provides a method for managing a virtual object. A flowchart of the method for managing
a virtual object provided in this embodiment of this disclosure shown in FIG. 65 is used as an
example. The method may be performed by the terminal device 400 in FIG. 1. As shown in FIG. 65,

the method includes the following steps.

[00723] Step 1110: Display a game picture, the game picture including at least part of a

virtual scene, the virtual scene including a first virtual object, the first virtual object being equipped
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with a virtual prop.

[00724] In an exemplary embodiment of this disclosure, an application (referred to as an
application for short below) capable of providing a virtual scene is installed and run in a terminal
device. The application may be any type of application, which is not limited in this embodiment of
this disclosure. In response to the application being a game application, the application may be a
game from a first-person perspective or a game from a third-person perspective, which is not

limited in this embodiment of this disclosure.

[00725] In response to an instruction of selecting the application by an interactive object, the
terminal device displays a display page of the application, and a "Start Game" control is displayed
in the display page. In an example, the first virtual object corresponding to an interactive object may
further be displayed in the display page. The first virtual object corresponding to the interactive
object is a virtual object controlled by the interactive object in the application. An image of the first
virtual object is set by the interactive object. The "Start Game" control is configured to start a game
and then enter a game picture provided in the application. Other controls such as a setting control
and a dressing control may further be displayed in the display page of the application, which is not
limited in this embodiment of this disclosure. FIG. 66 is a schematic display diagram of a display
page of an application according to an embodiment of this disclosure. A first virtual object 101

corresponding to an interactive object and a "Start Game" control 31 are displayed in FIG. 66.

[00726] In a possible implementation, a game picture is displayed in response to an
instruction of selecting the "Start Game" control displayed in the display page by the interactive
object. The game picture includes at least part of a virtual scene, the virtual scene including a first
virtual object, the first virtual object being equipped with a virtual prop. Exemplarily, the virtual
prop may be a melee prop or a ranged prop in a game, which is not limited in this embodiment of
this disclosure. The melee prop is a prop that can be only used for a melee attack, such as a virtual
knife and a virtual club, and the ranged prop is a prop that can be used for a long-range attack, such
as a virtual gun and a virtual bomb. The manner in which the first virtual object is equipped with the
virtual prop may be that the first virtual object holds the virtual prop, and the first virtual object may
also be equipped with the virtual prop in another manner. The manner in which the first virtual
object is equipped with the virtual prop is not limited in this embodiment of this disclosure. FIG. 67
is a schematic display diagram of a game picture according to an embodiment of this disclosure. In
FIG. 67, a virtual scene is displayed, and the virtual scene includes a first virtual object 101. The
first virtual object 101 holds a virtual prop 32. Another virtual object may further be displayed in

the game picture, which is not limited in this embodiment of this disclosure.
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[00727] Step 1120: Summon a companion object in a second form in response to a first
target instruction, a type of the companion object being determined based on a type of a target

virtual resource in a virtual backpack of a first virtual object.

[00728] In a possible implementation, the virtual scene includes various types of virtual
resources, and the first virtual object has a virtual backpack. The first virtual object may collect
various types of virtual resources in the virtual scene and put the collected virtual resources in the
virtual backpack of the first virtual object. In response to a quantity of target virtual resources
included in the virtual backpack of the first virtual object satisfying a quantity threshold, the first
virtual object may summon a companion object corresponding to the type of the target virtual
resource. The quantity threshold is set based on experience or adjusted according to an
implementation environment, which is not limited in this embodiment of this disclosure.

Exemplarily, the quantity threshold is 10.

[00729] In an example, a notification message is displayed in response to the first virtual
object having the ability to summon the companion object, and the notification message is used for
notifying an interactive object that the first virtual object controlled by the interactive object can
summon the companion object. The content of the notification message may be any content, which
is not limited in this embodiment of this disclosure. When the interactive object learns that the first
virtual object controlled by the interactive object may summon the companion object, the
interactive object summons the companion object in the second form through the first target
instruction, and the type of the companion object is determined based on the type of the target

virtual resource in the virtual backpack of the first virtual object.

[00730] The first target instruction is used for summoning a companion object, and the
companion object may be a summoned creature, or may be a virtual pet, and may further be another
kind of companion object, which is not limited in this embodiment of this disclosure. A target page
is displayed in response to the first target instruction. At least one candidate companion object
corresponding to the type of the target virtual resource in the virtual backpack of the first
companion object is displayed in the target page. The target page may be an independent page, or
may be a page attached to the game picture, which is not limited in this embodiment of this
disclosure. The type of the at least one candidate companion object displayed in the target page may
be the same or different, which is not limited in this embodiment of this disclosure. At least one
candidate companion object displayed in the target page is the companion object corresponding to
the target virtual resource in the virtual backpack of the first companion object. Information such as

a name, a skill, and a type of each candidate companion object may further be displayed in the
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target page, which is not limited in this embodiment of this disclosure.

[00731] FIG. 68 is a schematic display diagram of a target page according to an embodiment
of this disclosure. In FIG. 68, the target page is a page attached to a game picture. Three candidate
companion objects are displayed in FIG. 68, which are respectively a candidate companion object I
to a candidate companion object III. A skill of the candidate companion object I is fire, and the type
thereof is a melee attack object (also referred to as Da Zhuang), a skill of the candidate companion
object II is water, and the type thereof is a shield object (also referred to as a charge monster), and a
skill of the candidate companion object III is ice, and the type thereof is a scouting object (also
referred to as an observation monster). In an example, another candidate companion object may

further be displayed in the target page, which is not limited in this embodiment of this disclosure.

[00732] The first target instruction may be a selection instruction for any key in a keyboard
connected to a terminal device, and the first target instruction may further be a selection instruction

for a control displayed in a game picture, which is not limited in this embodiment of this disclosure.

[00733] In response to any candidate companion object in at least one candidate companion

object being selected, the selected candidate companion object is used as a companion object. Then
a companion object in a second form is summoned. The companion object in the second form may

be the companion object itself, or may be an appearance of the companion object after being

transformed, which is not limited in this embodiment of this disclosure.

[00734] FIG. 69 is a schematic display diagram of a companion object in a second form
according to an embodiment of this disclosure. A companion object 102 in a second form is
displayed in FIG. 69. A first virtual object 101 and a virtual prop 32 equipped on the first virtual
object may further be displayed in FIG. 69.

[00735] Step 1130: Transform a companion object from a second form to a first form in

response to a second target instruction.

[00736] In a possible implementation, the form of the companion object may further be
changed. The companion object is transformed from the second form to the first form in response to
the second target instruction. In an example, a terminal device stores a transition animation, and the
companion object is transitioned from the second form to the first form based on the transition

animation, thereby obtaining the companion object in the first form.

[00737] Exemplarily, based on the transition animation, the process of transforming the
companion object from the second form to the first form may be: breaking the companion object in

the second form into a plurality of fragments, and then splicing the plurality of fragments to obtain
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the companion object in the first form. Fragments may be star-shaped, or may be diamond-shaped,

and may further be in other shapes, which are not limited in this embodiment of this disclosure.

[00738] When the companion object is in the first form, the companion object in the first
form is attached to a target part of the first virtual object. The target part may be a left arm of the
first virtual object, or may be a right arm of the first virtual object, and may further be another body

part of the first virtual object, which is not limited in this embodiment of this disclosure.

[00739] Step 1140: A virtual prop obtains a buff corresponding to a type of the companion

object in response to the companion object being in the first form.

[00740] In a possible implementation, in response to the companion object being in the first
form, the type of the companion object is determined, and the buff corresponding to the type of the
companion object is determined. A prop attribute of the virtual prop is adjusted, and the buff
corresponding to the type of the companion object is added to the virtual prop, that is, the virtual
prop obtains the buff corresponding to the type of the companion object. When the first virtual
object attacks using a first virtual prop, the attack of the virtual prop is accompanied by the buff

corresponding to the type of the companion object.

[00741] In an example, the terminal device stores a correspondence between an object type
and the buff, and determines the buff corresponding to the type of the companion object based on

the type of the companion object and the correspondence between the object type and the buff.

[00742] Exemplarily, the type of the companion object is a first type, and a buff
corresponding to the first type is a flame buff. That is to say, when the first virtual object attacks
using a virtual prop that obtains the flame buff, the attack of the virtual prop is accompanied by the

flame buff.

[00743] In an example, when the companion object is in the first form, special effects
corresponding to the companion object are determined, and the special effects corresponding to the
companion object are displayed on the virtual prop. The process of determining the special effects
corresponding to the companion object includes: determining a skill corresponding to the
companion object; and determining the special effects corresponding to the companion object based

on the skill corresponding to the companion object.

[00744] A plurality of special effects are stored in the terminal device, and the process of
determining the special effects corresponding to the companion object based on the skill
corresponding to the companion object includes: determining a matching degree between the skill

corresponding to the companion object and the plurality of special effects, and using the special
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effects whose matching degree satisfies a matching requirement as the special effects corresponding
to the companion object. For example, the special effects with the highest matching degree are used

as the special effects corresponding to the companion object.

[00745] In a possible implementation, a plurality of special effects and the correspondence
between each of the special effects and the skill are stored in the terminal device. After the skill
corresponding to the companion object is determined, the special effects matching the skill
corresponding to the companion object are used as the special effects corresponding to the
companion object. Exemplarily, the special effects corresponding to a fire skill stored in the
terminal device are flame special effects, the special effects corresponding to a water skill are water
drop special effects, and the special effects corresponding to an ice skill are ice cube special effects.
The skill corresponding to the companion object is the fire skill, and the special effects matching the
skill corresponding to the companion object are the flame special effects. Therefore, it is determined

that the special effects corresponding to the companion object are the flame special effects.

[00746] FIG. 70 is a schematic display diagram of a companion object in a first form
according to an embodiment of this disclosure. A first virtual object 101, a companion object 102 in
a first form, and a virtual prop 32 are displayed in FIG. 70. The first virtual object holds a virtual
prop, and the companion object 102 in the first form is displayed on a right arm of the first virtual
object. Special effects 33 corresponding to the companion object are displayed on the virtual prop.
In FIG. 70, the special effects corresponding to the companion object displayed on the virtual prop

are flame special effects.

[00747] In a possible implementation, a virtual scene further includes a third virtual object.
The third virtual object may be a virtual object different from a team to which the first virtual object
belongs. Exemplarily, the third virtual object is an enemy virtual object, or the third virtual object is
a neutral virtual object in a game. The third virtual object may also be the same virtual object as the
team to which the first virtual object belongs. Exemplarily, the third virtual object is a friendly

virtual object. This is not limited in this embodiment of this disclosure.

[00748] In response to a third target instruction and the third virtual object being selected, the
first virtual object is controlled to attack the third virtual object using a first virtual prop, so that the
special effects corresponding to the companion object are displayed in a first region of the third
virtual object. The first region of the third virtual object may be an attacked location of the third
virtual object, or may be any one body part of the third virtual object, and may further be a location

of the third virtual object, which is not limited in this embodiment of this disclosure.

[00749] FIG. 71 is a schematic display diagram of a third virtual object according to an
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embodiment of this disclosure. In FIG. 71, a third virtual object 114 is displayed, and special effects
(flame special effects) corresponding to a companion object are displayed on a leg of the third
virtual object 114. In FIG. 71, a virtual prop 32 and a first virtual object 101 may further be
displayed. A companion object 102 in a first form is displayed on a right arm of the first virtual
object 101, and special effects (flame special effects) 33 corresponding to the companion object are
displayed on the virtual prop 32. The special effects are visual special effects used for showing a

melee buff.

[00750] After attacking the third virtual object using a first virtual prop, the first virtual
object may bring harm to the third virtual object. Therefore, it is necessary to adjust a health point
of the third virtual object in time. Before the health point of the third virtual object is adjusted, it is
necessary to obtain the health point of the third virtual object after being attacked. The health point

of the third virtual object after being attacked may be obtained in the following two manners.

[00751] First manner: Determine an attack value of a first virtual prop, and determine the
health point of the third virtual object after being attacked based on an initial health point of the

third virtual object and the attack value of the first virtual prop.

[00752] Assuming that a buff corresponding to a type of the companion object is a target buff,
a virtual prop that obtains the target buff is the first virtual prop, and a virtual prop that does not
obtain the target buff is a second virtual prop. The attack value of the first virtual prop and an attack
value of the second virtual prop may be the same or different, which is not limited in this
embodiment of this disclosure. In response to the attack value of the first virtual prop being the

same as the attack value of the second virtual prop, the attack value of the second virtual prop is
used as the attack value of the first virtual prop, that is, the attack value of the second virtual prop is
used as an initial attack value of the first virtual prop. Exemplarily, the attack value of the first

virtual prop is 20.

[00753] In response to the attack value of the first virtual prop being different from the attack
value of the second virtual prop, an attack gain value of the second virtual prop is obtained, and a
sum of the attack value of the second virtual prop and the attack gain value of the first virtual prop
is used as the attack value of the first virtual prop. Exemplarily, if the attack value of the second
virtual prop is 20, and the attack gain value of the first virtual prop is 10, the attack value of the first

virtual prop is 20 + 10 = 30.

[00754] The attack gain value of the first virtual prop is determined based on a skill of the
companion object. Exemplarily, if the skill of the companion object is fire, the attack gain value of
the first virtual prop is 10. If the skill of the companion object is water, the attack gain value of the
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first virtual prop is 5. The attack gain value of the first virtual prop may further be a constant value,

which is not limited in this embodiment of this disclosure.

[00755] The initial health point of the third virtual object is a health point of the third virtual
object before being attacked. Exemplarily, the initial health point of the third virtual object is 90. A
difference between the initial health point of the third virtual object and the attack value of the first
virtual prop is used as the health point of the third virtual object after being attacked. That is to say,
the health point of the third virtual object after being attacked is 90-20=70.

[00756] Second manner: A terminal device transmits a health point obtaining request to a
server, the server determines a health point of the third virtual object after being attacked based on
the health point obtaining request, and the server transmits the health point of a third virtual object

after being attacked to the terminal device.

[00757] The health point obtaining request carries an object identifier and prompt
information of the third virtual object, the prompt information being used for indicating that the
third virtual object is attacked by a first virtual object using a first virtual prop. After receiving the
health point obtaining request, the server parses the health point obtaining request to obtain the
object identifier and prompt information of the third virtual object, and then determines an initial
health point of the third virtual object based on the object identifier of the third virtual object. The
health point of the third virtual object after being attacked is determined based on the initial health
point of the third virtual object and an attack value of the first virtual prop. The process is similar to

the foregoing first manner, and details are not described herein again.

[00758] Any one of the foregoing manners may be selected to determine the health point of
the third virtual object after being attacked, which is not limited in this embodiment of this
disclosure. After the health point of the third virtual object after being attacked is determined, a
current health point of the third virtual object is adjusted to the health point of the third virtual
object after being attacked, and the current health point of the third virtual object may further be

displayed, so that the interactive object can understand a life state of the third virtual object.

[00759] After the first virtual object attacks the third virtual object by using the first virtual
prop, the special effects corresponding to the companion object are displayed in a first region of the
third virtual object, and a display duration of the special effects is a reference duration. After the
reference duration, the special effects corresponding to the companion object are not displayed in
the first region of the third virtual object. The reference duration is set based on experience or
adjusted according to an implementation environment, and may further be determined based on a
reference virtual object, which is not limited in this embodiment of this disclosure. Exemplarily, the
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reference duration is 3 seconds.

[00760] When special effects are displayed in the first region of the third virtual object, the
special effects displayed in the first region bring continuous damage to the third virtual object, that
is, the health point of the third virtual object is reduced due to the special effects displayed in the
first region of the third virtual object. Therefore, a product of a damage value corresponding to the
special effects and the reference duration is used as a first damage value. A difference between the
damage value of the third virtual object after being attacked and the first damage value is used as
the health point of the third virtual object when no special effects are displayed in the first region of

the third virtual object.

[00761] In an example, in response to a fourth target instruction and a target location being
selected, the companion object is transformed into a second form, and the companion object in the
second form is located at the target location. In response to the companion object being in the
second form, the buff corresponding to the type of the companion object is displayed on the virtual
prop, the companion object in the second form obtains the buff corresponding to the type of the
companion object, and the special effects corresponding to the companion object are displayed in
the second region of the companion object in the second form. The companion object in the first
form is not displayed on a target part of the first virtual object, and the special effects corresponding
to the companion object are not displayed on the virtual prop. In an example, the companion object
in the second form may be the companion object itself, or may be a virtual object of the companion
object after being transformed. Only the companion object in the second form being the companion

object is used as an example for description in this embodiment of this disclosure.

[00762] The target location being selected means that an aiming operation on the target
location is received, or an operation of clicking/tapping the target location by the interactive object
is received, which is not limited in this embodiment of this disclosure. In response to the target
location being selected and a separation control being selected, it means that the interactive object
wants to transform the companion object from the first form to the second form. Since the
companion object in the first form is attached to the target part of the first virtual object, the
companion object is transformed from the first form to the second form, that is, the companion

object in the first form is separated from the target part of the first virtual object.

[00763] FIG. 72 is a schematic display diagram of a companion object in a second form
according to an embodiment of this disclosure. A companion object 102 in a second form, a virtual
prop 32, and a first virtual object 101 are displayed in FIG. 72. The companion object in the second

form is located at a target location, and flame special effects 33 are displayed in a second region
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(overhead) of the companion object in the second form. The companion object in the first form is
not displayed on a right arm of the first virtual object, and special effects corresponding to the

companion object are not displayed on the virtual prop.

[00764] In a possible implementation, if a fourth virtual object exists at the target location,
the companion object in the second form is controlled to attack the fourth virtual object in response
to a fourth target instruction and the target location being selected, so that the special effects
corresponding to the companion object are displayed in a first region of the fourth virtual object.
The first region may be an attacked location of the fourth virtual object, or may be any one body
part of the fourth virtual object, and may further be a location of the fourth virtual object, which is

not limited in this embodiment of this disclosure.

[00765] FIG. 73 is a schematic display diagram of a fourth virtual object according to an
embodiment of this disclosure after being attacked. In FIG. 73, flame special effects 33 are

displayed in a first region (leg) of the fourth virtual object 34.

[00766] In a possible implementation, when a companion object in a first form is located at a
target part of a first virtual object, and another virtual object attacks the first virtual object, a health
point of the first virtual object decreases, but a health point of the companion object does not
decrease. When the companion object in a second form is summoned, the companion object in the
second form may be attacked by another virtual object. When the companion object in the second
form is attacked by the another virtual object, a health point of the companion object in the second
form may decrease. Therefore, when the companion object in the second form is attacked, a health
point of the companion object in the second form after being attacked is determined. Based on the
health point of the companion object in the second form after being attacked being not greater than
a reference threshold, the special effects corresponding to the companion object are displayed in a
third region of the companion object in the second form, and a range of the third region is larger
than a range of the first region and a range of the second region. Exemplarily, the reference
threshold is set based on experience or adjusted according to an implementation environment,

which is not limited in this embodiment of this disclosure. Exemplarily, the reference threshold is 0.

[00767] The process of determining the health point of the companion object in the second
form after being attacked may be determined by the server, or may be determined by a terminal
device. The process determined by the server is similar to the process determined by the terminal
device, and only the terminal device determining the health point of the companion object in the
second form after being attacked is used as an example for description in this embodiment of this

disclosure. The process includes: determining an attack value of a virtual object that attacks the
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companion object in the second form; and using, as the health point of the companion object in the
second form after being attacked, a difference between an initial health point of the companion
object in the second form and the attack value of the virtual object attacking the companion object
in the second form. In an example, the initial health point of the companion object in the second

form is the health point of the companion object in the second form before being attacked.

[00768] The third region may be the whole body of the companion object in the second form,
or may be some body parts of the companion object in the second form, and may further be a
location of the companion object in the second form, which is not limited in this embodiment of this

disclosure.

[00769] FIG. 74 is a schematic display diagram of displaying special effects corresponding to
a companion object in a second form in a third region of the companion object according to an
embodiment of this disclosure. In FIG. 74, flame special effects 33 are displayed on the whole body

of the companion object 102 in the second form.

[00770] In an example, based on a duration for which the special effects corresponding to the
companion object are displayed in the third region of the companion object in the second form
exceeding a target duration, a target region is determined based on a location of the companion
object in the second form. Further, the companion object in the second form is controlled to
disappear in the target region, and the special effects corresponding to the companion object are
displayed in the target region. The target duration is set based on experience or adjusted according
to an implementation environment, which is not limited in this embodiment of this disclosure.

Exemplarily, the target duration is 5 seconds.

[00771] An information display region of the companion object in the second form is
displayed in a virtual scene, and the information display region is used for displaying object
information of the companion object in the second form. The object information includes a health
point, an object avatar, and an object name, and the object information may further include other
information, which is not limited in this embodiment of this disclosure. A region 35 shown in FIG.
72 is the information display region of the companion object in the second form, and the health
point, the object avatar, and the object name of the companion object in the second form are

displayed in the region 35.

[00772] Based on the health point of the companion object in the second form after being
attacked being not greater than a reference threshold, a trigger button is displayed in the information
display region of the companion object in the second form, and the trigger button is configured to
control the companion object in the second form to spontaneously detonate and disappear. A control
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36 in FIG. 74 is a trigger control, and the trigger control is configured to control the companion
object in the second form to spontaneously detonate and disappear. In response to the trigger control
being selected, the target region is determined based on the location of the companion object in the
second form. Further, the companion object in the second form is controlled to spontaneously
detonate and disappear in the target region, and attack special effects corresponding to the

companion object are displayed in the target region.

[00773] Exemplarily, the process of determining the target region based on the location of the
companion object in the second form includes: determining a region by using the location of the
companion object in the second form as a reference point and using a target length as a reference
distance, and using the region as the target region. For example, a circle is determined by using the
location of the companion object in the second form as a center of a circle and using the target

length as a radius, and a region covered by the circle is used as a target region.

[00774] FIG. 75 is a schematic display diagram of a target region according to an
embodiment of this disclosure. In FIG. 75, a location of a companion object in a second form is a
location 37, a circle is determined by using the location of the companion object in the second form
as a center of a circle and using a target length as a radius, and a region 38 covered by the circle is
used as the target region. Flame special effects 33 are displayed in the target region, and the

companion object in the second form spontaneously detonates and disappears in the target region.

[00775] In an example, based on a third virtual object existing in the target region and a team
to which the third virtual object belongs being different from a team to which the first virtual object
belongs, the special effects displayed in the target region may attack the third virtual object.
Therefore, it is necessary to adjust a health point of the third virtual object. The process of adjusting
the health point of the third virtual object by the terminal device includes: determining the health
point of the third virtual object after being attacked based on an initial health point of the third
virtual object and a duration for which the third virtual object is in the target region with special
effects displayed; and adjusting a current health point of the third virtual object to the health point

of the third virtual object after being attacked.

[00776] The process of determining the health point of the third virtual object after being
attacked based on an initial health point of the third virtual object and a duration for which the third
virtual object is in the target region with special effects displayed includes: obtaining a health point
change speed of the third virtual object located in the target region with special effects displayed;
determining a health point decrease value of the third virtual object based on the health point

change speed of the third virtual object and the duration for which the third virtual object is in the
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target region with special effects displayed; and using a difference between the initial health point
of the third virtual object and the health point decrease value of the third virtual object as the health
point of the third virtual object after being attacked. The initial health point of the third virtual
object is a health point of the third virtual object at a previous moment when special effects are

displayed in the target region.

[00777] Exemplarily, the initial health point of the third virtual object is 50, and the health
point change speed of the third virtual object is 3 points per second, that is, the health point of the
third virtual object decreases by 3 points every second that the third virtual object stays in the target
region with special effects displayed. If the duration for which the third virtual object is in the target
region with special effects displayed is 5 seconds, it may be determined that the health point of the
third virtual object decreases by 15 points, and then it is determined that the health point of the third

virtual object after being attacked is 35 points.

[00778] In an example, after the health point of the third virtual object after being attacked is
determined, a current health point of the third virtual object is adjusted to the health point of the
third virtual object after being attacked, so that the interactive object can understand a life state of

the third virtual object.

[00779] In an example, an adjustment instruction may further be transmitted to a server, the
adjustment instruction carries an object identifier of the third virtual object, and the adjustment
instruction is used for instructing to determine the health point of the third virtual object after being
attacked. After the server determines the health point of the third virtual object after being attacked,
the server transmits the health point of the third virtual object after being attacked to the terminal
device, so that the terminal device can obtain the health point of the third virtual object after being
attacked. A terminal determines the health point of the third virtual object after being attacked, and
the server further performs further legitimacy determination, to reduce a calculation amount of the

SErver.

[00780] In a possible implementation, in response to the companion object being in the first
form, a gain obtaining instruction may further be transmitted to the server. The gain obtaining
instruction carries an identifier of the companion object and a prop identifier of a virtual prop, and
the gain obtaining instruction is used for obtaining an attribute gain of the virtual prop that obtains
the buff corresponding to the type of the companion object. After receiving the gain obtaining
instruction, the server parses the gain obtaining instruction to obtain the identifier of the companion
object and the prop identifier of the virtual prop. Based on the identifier of the companion object

and the prop identifier of the virtual prop, an attribute gain value of the virtual prop is obtained. The
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server transmits the attribute gain value of the virtual prop to the terminal device. The terminal
device determines a target attribute value of the virtual prop based on an initial attribute value of the
virtual prop and the attribute gain value of the virtual prop. The initial attribute value is the attribute
value of the virtual prop when the virtual prop does not obtain the buff corresponding to the type of
the companion object, and the target attribute value is the attribute value of the virtual prop when
the virtual prop obtains the buff corresponding to the type of the companion object. That is to say, a
sum of the initial attribute value of the virtual prop and the attribute gain value of the virtual prop is
used as the target attribute value of the virtual prop. In some embodiments, the terminal determines
the attribute gain value corresponding to the virtual prop based on the identifier of the companion
object and the prop identifier of the virtual prop, and the server performs further legitimacy

determination, to reduce the calculation amount of the server.

[00781] The attributes of the virtual prop include but are not limited to an attack attribute and
a critical hit attribute. Exemplarily, when the attribute of the virtual prop is an attack attribute, the
initial attribute value of the virtual prop is the initial attack value of the virtual prop, the attribute
gain value of the virtual prop is the attack gain value of the virtual prop, and the target attribute

value of the virtual prop is a target attack value of the virtual prop.

[00782] Exemplarily, if the attribute gain value of the virtual prop is 3, and the initial

attribute value of the virtual prop is 20, the target attribute value of the virtual prop is 23.

[00783] In a possible implementation, in response to the companion object being in the first
form, an attribute value obtaining instruction is transmitted to the server. The attribute value
obtaining instruction carries an identifier of the companion object and a prop identifier of a virtual
prop, and the attribute value obtaining instruction is used for obtaining the target attribute value of
the virtual prop. After receiving the attribute value obtaining instruction, the server parses the
attribute value obtaining instruction to obtain the identifier of the companion object and the prop
identifier of the virtual prop, and then determines the attribute gain value corresponding to the
virtual prop based on the identifier of the companion object and the prop identifier of the virtual
prop. Based on the prop identifier of the virtual prop, the initial attribute value of the virtual prop is
determined. Based on the attribute gain value corresponding to the virtual prop and the initial
attribute value of the virtual prop, the target attribute value of the virtual prop is determined. The
server transmits the target attribute value of the virtual prop to the terminal device, so that the
terminal device can adjust the attribute value of the virtual prop to the target attribute value. In some
embodiments, the terminal determines the attribute gain value corresponding to the virtual prop

based on the identifier of the companion object and the prop identifier of the virtual prop, and the
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server performs further legitimacy determination, to reduce the calculation amount of the server.

[00784] In a possible implementation, in response to the companion object being in the
second form, the attribute value of the virtual prop is adjusted, and the attribute value of the virtual
prop is adjusted to the initial attribute value of the virtual prop, that is, the attribute value of the
virtual prop when the virtual prop does not obtain the buff corresponding to the type of the
companion object. The process is similar to the foregoing process of adjusting the attribute value of

the virtual prop to the target attribute value, and details are not described herein again.

[00785] The target instruction in this embodiment of this disclosure may be a selection
instruction for any key in a keyboard connected to a terminal device, and may further be a selection
instruction for a control displayed in a game picture, which is not limited in this embodiment of this

disclosure. The function of any target instruction is different.

[00786] According to the method, the companion object in the second form is summoned,
and the companion object is transformed from the second form to the first form, so that the virtual
prop equipped on the first virtual object can obtain the buff corresponding to the type of the
companion object, thereby enriching the function of the virtual prop. In addition, the function of the
virtual prop is associated with the type of the companion object, which improves the flexibility of
managing the virtual object, and expands the function of using the virtual prop by the first virtual

object.

[00787] When the first virtual object attacks another virtual object using a virtual prop that
obtains the buff corresponding to the type of the companion object, the special effects
corresponding to the companion object are displayed in a first region of the another virtual object,
so that display modes of the special effects are diversified, and the displayed special effects are

more flexible and abundant, thereby improving game experience.

[00788] FIG. 76 is a flowchart of a method for managing a virtual object according to an
embodiment of this disclosure. The method for managing a virtual object includes the following

steps.

[00789] Step 1201: An interactive object triggers a first target instruction and summons a

companion object in a second form.

[00790] Step 1202: The interactive object triggers a second target instruction, and a terminal
device transforms the companion object from the second form to a first form, so that a virtual prop
obtains a buff corresponding to a type of the companion object.

[00791] Step 1203: The terminal device displays the virtual prop and a first virtual object,

128



the companion object in the first form being displayed on a target part of the first virtual object, and

special effects corresponding to the companion object being displayed on the virtual prop.

[00792] Step 1204: The terminal device transmits an adjustment instruction to a server, and

the server adjusts an attribute value of the virtual prop.

[00793] Step 1205: The server receives the adjustment instruction and adjusts the attribute

value of the virtual prop.

[00794] Step 1206: The server transmits the adjusted attribute value of the virtual prop to the

terminal device.

[00795] Step 1207: The terminal device adjusts the attribute value of the virtual prop based

on the adjusted attribute value of the virtual prop.

[00796] Step 1208: The interactive object triggers a third target instruction and selects a third

virtual object.

[00797] Step 1209: The terminal device controls the first virtual object to attack the third
virtual object using a first virtual prop, so that special effects are displayed in a first region of the

third virtual object.

[00798] Step 1210: The interactive object triggers a fourth target instruction and selects a

target location.

[00799] Step 1211: The terminal device displays the virtual prop, the first virtual object, and
the companion object in the second form, the companion object in the second form being located at
the target location, special effects being displayed in a second region of the companion object in the
second form, the companion object in the first form being not displayed on the target part of the first

virtual object, and the special effects being not displayed on the virtual prop.
[00800] Step 1212: The terminal device transmits the adjustment instruction to the server.

[00801] Step 1213: The server receives the adjustment instruction and adjusts the attribute

value of the virtual prop.

[00802] Step 1214: The server transmits the adjusted attribute value of the virtual prop to the

terminal device.

[00803] Step 1215: The terminal device adjusts the attribute value of the virtual prop based

on the adjusted attribute value of the virtual prop.

[00804] Step 1216: The server learns that the companion object in the second form is
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attacked, and determines a health point of the companion object in the second form after being

attacked.

[00805] Step 1217: The server transmits the health point of the companion object in the

second form after being attacked to the terminal device.

[00806] Step 1218: The terminal device updates the health point of the companion object in

the second form.

[00807] Step 1219: Set the companion object in the second form to a detonated state when
the health point of the companion object in the second form is not greater than a reference

threshold.

[00808] Step 1220: The terminal device controls a third region of the companion object in

the second form to display special effects.

[00809] Long-range object (companion object with long-range assistance/enhancement
ability):
[00810] FIG. 77 is a flowchart of a method for controlling a virtual object according to an

exemplary embodiment of this disclosure. The method may be performed by a computer device.
Exemplarily, the method may be performed by a terminal, or may be performed by a server, or may
be performed by the terminal and the server interactively. As shown in FIG. 77, the method for

controlling a virtual object may include the following steps.

[00811] Step 1310: Display a virtual scene picture, the virtual scene picture including a

companion object.

[00812] In an example, the virtual scene picture may be a scene picture obtained by
observing a virtual scene from a first-person perspective of a first virtual object, or the virtual scene
picture may be a scene picture obtained by observing the virtual scene from a third-person

perspective, which is not limited in this disclosure.

[00813] The companion object may be implemented as a mechanical unit in the virtual scene,
or the companion object may be implemented as a virtual pet in the virtual scene. An image of the

companion object in the virtual scene is not limited in this disclosure.

[00814] Step 1320: Attach the companion object to a first virtual object in response to a first

instruction based on the companion object being received.

[00815] Attaching the companion object to the first virtual object may mean causing a virtual

model corresponding to the companion object to contact a virtual model corresponding to the first
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virtual object. For example, the companion object "lies on" the back of the first virtual object.
Alternatively, the virtual model corresponding to the companion object is fused with the virtual
model corresponding to the first virtual object to form a complete whole. Exemplarily, when the
first instruction based on the companion object is received, the companion object may be
implemented as an equipment component on the first virtual object. The form in which the

companion object is attached to the first virtual object is not limited in this disclosure.

[00816] Step 1330: Control the first virtual object to fire virtual ammunition with a first buff
in response to a first shooting operation being received and a second shooting operation being not
received within a target duration before the first shooting operation is received, the first shooting
operation and the second shooting operation being the same two operations, and the first buff being

another buff other than an initial buff of the virtual ammunition.

[00817] The first buff may be an electromagnetic explosion effect or an electromagnetic gun
effect.
[00818] In a possible implementation, the first virtual object may be equipped with a second

virtual prop configured to fire the virtual ammunition, and the first shooting operation and the
second shooting operation are both shooting operations on the second virtual prop. In response to
the shooting operation based on the second virtual prop being received, the second virtual prop may
be triggered to fire the virtual ammunition. In this embodiment of this disclosure, the virtual

ammunition may have the initial buff.

[00819] On the premise that the companion object is attached to the first virtual object, and
the first virtual object has not fired for the target duration, or has not fired beyond the target
duration, if the shooting operation is received, the buff of the virtual ammunition fired based on the
shooting operation is changed from the initial buff to the first buff, that is, the first virtual object is
controlled to fire the virtual ammunition with the first buff. The first buff is different from the initial
buff, and the first buff is not the buff of the virtual ammunition itself. Exemplarily, an action range
of the first buff is different from an action range of the initial buff. For example, the action range of

the first buff is larger than the action range of the initial buff.

[00820] Based on the above, according to the method for controlling a virtual object provided
in this embodiment of this disclosure, when the first instruction is received, the companion object in
the virtual scene is attached to the first virtual object, and the first virtual object is controlled to fire
the virtual ammunition with the first buff through the companion object if the shooting operation is
received on the premise that the shooting operation is not received within the target duration. The
first buff is different from the initial buff of the virtual ammunition, thereby changing the original
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buff of the virtual ammunition, changing the buff, avoiding the operation required for switching the

buff, and improving the efficiency and effect of switching the buff.

[00821] When the method for controlling a virtual object shown in this embodiment of this
disclosure is performed by the server, the server may control the terminal corresponding to the
server to display a corresponding picture. Exemplarily, the server may generate or update, based on
the received instruction or operation transmitted by the terminal, a virtual scene picture
corresponding to the instruction or operation, and then push the generated or updated virtual scene
picture to the terminal, so that the terminal can display the received virtual scene picture to realize

display of a related picture in the terminal.

[00822] In a possible implementation of this embodiment of this disclosure, the companion
object may be equipped with a virtual prop, and the virtual prop equipped on the companion object
may cause the companion object to affect the behavior and activities of the first virtual object in the
virtual scene after being attached to the first virtual object, for example, changing the buff of the
virtual ammunition fired by the first virtual object to the first buff. In an example, in this
embodiment of this disclosure, the first buff is implemented on the basis that the companion object
is equipped with the first virtual prop. On this basis, FIG. 78 is a flowchart of a method for
controlling a virtual object according to an exemplary embodiment of this disclosure. The method
may be performed by a computer device. Exemplarily, the method may be performed by a terminal,
or may be performed by a server, or may be performed by the terminal and the server interactively.

As shown in FIG. 78, the method for controlling a virtual object may include the following steps.

[00823] Step 1410: Display a virtual scene picture, the virtual scene picture including a

companion object.

[00824] In this embodiment of this disclosure, the companion object may be a virtual
summoned creature having a behavior model in a virtual scene. Exemplarily, the companion object
may be controlled by artificial intelligence (AI) to move in the virtual scene, or the companion
object may also move in the virtual scene based on a received behavior control instruction. The
behavior control instruction is generated based on a received control operation. Alternatively, the
movement of the companion object in the virtual scene may be controlled by both Al and the

received control operation.

[00825] In an example, the companion object is an existing virtual summoned creature in the
virtual scene picture. For example, the companion object is a virtual summoned creature displayed
in the virtual scene picture when a first virtual object enters the virtual scene. In this case, the
companion object may be a virtual summoned creature selected from at least one virtual summoned
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creature existing in the first virtual object before entering the virtual scene.

[00826] Alternatively, the companion object is a summoned creature displayed in the virtual
scene picture based on a summoning operation of the first virtual object. In this case, the companion
object may be a virtual summoned creature in at least one virtual summoned creature obtained by
the first virtual object that is displayed in the virtual scene based on the summoning operation of the

first virtual object.

[00827] In an example, when the first virtual object satisfies a target condition in the virtual
scene, the function of summoning the companion object may be unlocked. Exemplarily, when the
first virtual object does not satisfy the target condition in the virtual scene, a virtual control
configured to summon the companion object is in a locked state, that is, the virtual control cannot
perform feedback based on a selection operation of the virtual control. When the first virtual object
satisfies the target condition in the virtual scene, a virtual control configured to summon the
companion object is in an unlocked state, that is, the virtual control may perform feedback based on

the selection operation of the virtual control.

[00828] In an example, when the first virtual object satisfies the target condition in the virtual
scene, a summoned creature selection interface is displayed in response to the summoning operation
being received. At least one virtual summoned creature may be displayed in the summoned creature
selection interface, and the at least one virtual summoned creature is the summoned creature

obtained by the first virtual object.

[00829] In response to a selection and determination operation based on the virtual
summoned creature being received, the virtual summoned creature corresponding to the selection

and determination operation is obtained and used as a companion object.
[00830] The companion object is displayed in the virtual scene picture.

[00831] In a possible implementation, the process of selecting the virtual summoned creature
is limited by a duration. That is to say, within a first duration, in response to the selection and
determination operation based on the virtual summoned creature being received, the virtual
summoned creature corresponding to the selection and determination operation is obtained and used
as the companion object. The first duration is timed starting from a moment when the summoned

creature selection interface is displayed.

[00832] In response to the selection and determination operation based on the virtual
summoned creature being not received within the first duration, the virtual summoned creature in a

selected state at the end of the first duration is obtained and used as the companion object. If no
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click-and-select operation is received, the companion object is the virtual summoned creature in the
selected state by default. If a click-and-select operation has been received, the companion object is
the virtual summoned creature in the selected state determined based on the received

click-and-select operation.

[00833] Exemplarily, the first duration is 30s by way of example. If an operation of selecting
a virtual summoned creature from at least one virtual object and determining the virtual summoned
creature (a selection and determination operation) is received within 30s, the selected summoned
creature is obtained and used as a companion object. If the selection and determination operation is
not received within 30s, the virtual summoned creature currently in the selected state is obtained

and used as the companion object after timing of 30s ends.

[00834] The target condition may be a condition designed based on a behavior and activity of
the virtual object in the virtual scene. Exemplarily, a quantity of first target virtual props reaches a
quantity threshold, a collection progress of second target virtual props reaches a progress threshold,
or the like. The condition content and a quantity of conditions included in the target condition are
not limited in this disclosure. For example, when a quantity of synthetic materials collected by the
first virtual object reaches a first quantity threshold, and a quantity of collected target resources

reaches a second threshold, the function of summoning the companion object is unlocked.

[00835] Step 1420: Attach the companion object to a first virtual object in response to a first

instruction based on the companion object being received.

[00836] In a possible implementation, the companion object is attached to a target part of the
first virtual object in response to the first instruction based on the companion object being received.
The target part may be a target body part on the first virtual object. The target part may be set by a
relevant person based on actual needs. Exemplarily, the target part may be an arm part of the first

virtual object, or the target part may be the back of the first virtual object.

[00837] In an example, when the companion object is attached to the first virtual object, the
companion object may maintain a second form. The second form is a form of the companion object
in the virtual scene when being not attached to the first virtual object. That is to say, when the
companion object is attached to the first virtual object, a posture of the companion object may be
changed to a posture of the companion object attached to the first virtual object, and the form of the

companion object remains unchanged.

[00838] In an example, when the companion object is attached to the first virtual object, the

companion object is controlled to change from the second form to a first form. The first form is
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different from the second form. In this case, for example, when a first instruction based on the
companion object is received, a form change animation is displayed. The form change animation is
configured to show a process of changing from the companion object in the second form in the

virtual scene to the companion object in the first form attached to the first virtual object.

[00839] Exemplarily, the target part is the arm part of the first virtual object by way of
example. FIG. 79 is a schematic diagram of a state change of a companion object according to an
exemplary embodiment of this disclosure. As shown in FIG. 79, when the first instruction based on
the companion object is not received, a companion object 102 in a second form may be displayed in
the virtual scene, and in FIG. 79, the companion object is in the form of a virtual pet. When the first
instruction based on the companion object is received, the companion object 102 in the first form is
displayed in the virtual scene after the form change animation is displayed. In FIG. 79, the
companion object is in the form of virtual equipment attached to the arm part of the first virtual

object.

[00840] Step 1430: Control a first virtual object to fire virtual ammunition with a first buff in
response to a first virtual prop equipped on a companion object, a first shooting operation being
received, and a second shooting operation being not received within a target duration before the first

shooting operation is received.

[00841] The first shooting operation and the second shooting operation are the same two
operations, and the first buff is another buff other than an initial buff of the virtual ammunition.
Exemplarily, the initial buff is an ordinary shooting effect without any special effects, and the first
buff is an electromagnetic explosion effect with a higher damage value than the ordinary shooting

effect.

[00842] That is to say, if the first shooting operation is a first shooting operation within the
target duration, the virtual ammunition with the first buff is fired. If the first shooting operation is
not the first shooting operation within the target duration, the virtual ammunition without the first

buff is fired.

[00843] In an example, in this embodiment of this disclosure, a difference between the first
buff of the virtual ammunition and the initial buff of the virtual ammunition may be reflected in an

action range, action special effects, an action duration, an action object, and the like.

[00844] In a possible implementation, on the premise that the companion object is attached to
the first virtual object and a long-range enhancement prop is attached to the companion object,

energy is accumulated before the first shooting operation is received, and the accumulated energy
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value is positively correlated with a duration for which the shooting operation is not received. That
is to say, a longer duration for which the shooting operation is not performed leads to a larger
accumulated energy value. When the duration for which the shooting operation is not received
reaches or exceeds the target duration, it indicates that the accumulated energy value reaches an
energy threshold, and in this case, the buff of the virtual ammunition is changed from the initial buff
to the first buff. That is to say, the first virtual object is controlled to store explosion energy of the
virtual ammunition in response to the companion object being loaded with the long-range

enhancement prop and a current shooting operation being not received.

[00845] In a possible implementation, in response to the long-range enhancement prop
equipped on the companion object and the second shooting operation being not received within the
target duration before the first shooting operation is received, energy storage prompt information is
displayed. The energy storage prompt information is used for indicating that the buff of the virtual

ammunition has been changed to the first buff.

[00846] That is to say, the energy storage prompt information is used for indicating that the
accumulated energy value reaches the energy threshold. FIG. 80 is a schematic diagram of energy
accumulation according to an exemplary embodiment of this disclosure. As shown in FIG. 80, after
a companion object is attached to a first virtual object, energy special effects 41 corresponding to
energy accumulation may be displayed on the companion object to indicate that the companion
object is currently in an energy accumulation state. When the duration for which the shooting
operation is not received reaches a target duration, energy storage prompt information 42 is
displayed to indicate that the energy storage is completed, so that the first virtual object can be

controlled to fire virtual ammunition with a first buff.

[00847] In a possible implementation, when a virtual scene picture is a scene picture obtained
by observing a virtual scene from different person perspectives, display forms of the energy storage
prompt information may be different in the virtual scene pictures corresponding to different person
perspectives. The display form of the energy storage prompt information shown in FIG. 80 may be
a first display form in the virtual scene picture corresponding to the virtual scene observed from a
third-person perspective. When the virtual scene picture corresponding to the virtual scene is
observed from the third-person perspective, the energy storage prompt information shown in FIG.
80 cannot be displayed in the virtual scene picture. In this case, in order to facilitate the control of
the energy accumulation state, the energy storage prompt information in a second display form may
be displayed in the virtual scene from a first-person perspective. FIG. 81 is a schematic diagram of

energy storage prompt information in a second display form according to an exemplary embodiment
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of this disclosure. As shown in FIG. 81, a virtual scene picture is a scene picture obtained by
observing a virtual scene from a first-person perspective. In this case, energy storage prompt
information 42a in the second display form may be displayed in the virtual scene picture. The
energy storage prompt information 42a may be implemented as a progress bar. A longer energy
accumulation time leads to a longer duration of the progress bar. Until the energy accumulation time
reaches a target duration, it is determined that the energy accumulation is completed and the
progress bar is full, as shown by energy storage prompt information 42b in FIG. 81. A display shape
and a display location of the energy storage prompt information in FIG. 81 are only schematic. The
progress bar may be displayed in a series of shapes such as a circle and a strip, and the display
location of the energy storage prompt information may be displayed at a middle location of the
virtual scene picture, or may be displayed at another location, which is not limited in this

application.

[00848] In some embodiments, explosion energy of virtual ammunition is stored again in
response to another shooting operation being received before a storage time of the explosion energy

of the virtual ammunition reaches the target duration.

[00849] In an example, the energy storage prompt information may further be displayed as
special effect information additionally displayed around a shooting control configured to trigger a
shooting operation. Alternatively, the energy storage prompt information may further be target
sound effect information to be played, and the like, and the foregoing energy storage prompt

information may be applied separately or in combination, which is not limited in this disclosure.

[00850] After a computer device controls a first virtual object to fire the virtual ammunition

with a first buff, for example, the method further includes:

displaying the fired virtual ammunition in a first bullet form, the first bullet form being different
from a second bullet form, the second bullet form being an original form of the virtual ammunition;

and

triggering the first buff in response to the virtual ammunition in the first bullet form

colliding with a second virtual model in the virtual scene.

[00851] That is to say, when the computer device determines to fire the virtual ammunition
with the first buff, the form of the virtual ammunition is changed from the second bullet form (the
original form) to the first bullet form, and the virtual ammunition is fired in the first bullet form.

Exemplarily, if the original form of the virtual ammunition is a virtual bullet, the first form of the

virtual ammunition may be implemented as a form such as a virtual electromagnetic gun or a virtual
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light ball.

[00852] When a long-range enhancement prop is an electromagnetic model, the first bullet
form of the virtual ammunition may be a virtual electromagnetic gun, and the first buff may be
implemented by: at least one of displaying an electromagnetic explosion effect within a first range
centered on the virtual ammunition in the first bullet form, causing electromagnetic influence on a
virtual object within the first range, reducing a target attribute value of the virtual object within the
first range, and forming an electromagnetic field with an action duration being a second duration in
the virtual scene. The electromagnetic influence may mean causing electromagnetic interference to
target equipment of the virtual object within the first range, for example, causing the target

equipment to sleep or damage. The target attribute value may be a health point of the virtual object.

[00853] The first bullet form of the virtual ammunition is a virtual electromagnetic gun by
way of example. FIG. 82 is a schematic diagram of a first buff according to an exemplary
embodiment of this disclosure. As shown in FIG. 82, when a shooting operation on virtual
ammunition with the first buff is received, a virtual electromagnetic gun is displayed in a virtual
scene, and when the virtual electromagnetic gun collides with a first virtual model in the virtual
scene, the first buff 43 is triggered at the collision point. An action range of the first buff is a sphere
centered on the collision point and with a first length as a radius, which may cause electromagnetic
interference to the target equipment of the virtual object within the action range and explosive
damage to the virtual object within the action range. After the buff on the virtual object is completed,
an electromagnetic field 44 is formed within a range of triggering the first buff. In an example, the
electromagnetic field has a time limit and may cause electromagnetic interference to the virtual

object that enters the electromagnetic field within an effective duration.

[00854] In an example, after the first virtual object is controlled to fire the virtual
ammunition with the first buff, an energy storage state (that is, a state of energy accumulation) is
entered again, that is, the duration for which no shooting operation is performed is timed again.
When the duration for which no shooting operation is performed reaches the target duration, the
first virtual object may be controlled again to fire the virtual ammunition with the first buff. If the
shooting operation is received within the target duration, the energy storage state is interrupted. In
this case, the computer device needs to perform timing again from the moment when the shooting

operation is completed, that is, energy is accumulated again.

[00855] Step 1440: Control a first virtual object to fire virtual ammunition with an added
second buff in response to a long-range enhancement prop equipped on a companion object, a first

shooting operation being received, and a second shooting operation having been received within a
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target duration before the first shooting operation is received. The second buff is another buff other
than the corresponding buff of the virtual ammunition, and the second buff is different from the first

buff.

[00856] Exemplarily, the second buff is a charged buff in a case that the first buff is not
satisfied, which is a long-range buff between the initial buff and the first buff. For example, the
second buff is causing electromagnetic influence to the virtual object within the first range, reducing
the target attribute value of the virtual object, and adding the charged buff without the explosion

effect.

[00857] That is to say, in the process of energy accumulation, before the energy accumulation
reaches the energy threshold, the virtual ammunition with the first buff cannot be fired since the
received first shooting operation interrupts the energy accumulation process. In an example, a state
in which the companion object is equipped with the long-range enhancement prop and attached to
the first virtual object may still affect the buff of the virtual ammunition, and therefore the computer
device may control the first virtual object to fire the virtual ammunition with the added second buff
through the foregoing conditions. The second buff is a buff added on the basis of the initial buff of
the virtual ammunition. The second buff is different from both the initial buff and the first buff of

the virtual ammunition.

[00858] Exemplarily, the virtual ammunition with the added second buff may be maintained
in the original form of the virtual ammunition, and applies an additional buff to the virtual model on
the basis of the original buff when colliding with the virtual model in the virtual scene. For example,
when the virtual ammunition is a virtual bullet, and the virtual bullet hits a virtual object in the
virtual scene, the virtual ammunition may apply an electric effect to the virtual object with a

specific probability on the basis of reducing the target attribute value of the virtual object. The
electric effect is implemented by delaying a recovery speed of the target prop of the virtual object,
reducing the attribute value of the defense attribute of the virtual object, and the like, which is not

limited in this disclosure.

[00859] In a possible implementation, when the long-range enhancement prop is equipped on
the companion object, and the duration for which the shooting operation is not received reaches the
target duration, it is determined that the virtual ammunition with the first buff may be fired. In this
case, the computer device may arrange an effect switching control in the virtual scene picture. If a
selection operation on the effect switching control is received, the buff of the virtual ammunition is
switched from the initial buff to the first buff, and when the first shooting operation is received, the

virtual ammunition with the first buff is fired. If the selection operation on the effect switching
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control is not received, the buff of the virtual ammunition is not changed, and when the first
shooting operation is received, the virtual ammunition with the initial buff is fired. Alternatively, if
the selection operation on the effect switching control is not received, a second buff is added to the
virtual ammunition, and when the first shooting operation is received, the virtual prop with the

initial buff and the second buff is fired.

[00860] In another possible implementation, when the companion object is equipped with the
long-range enhancement prop and the duration for which the shooting operation is not received
reaches the target duration, the computer device may determine the buff of the fired virtual
ammunition based on a use state of a second virtual prop, and the buff of the virtual ammunition is

different under different use states of the second virtual prop.

[00861] Exemplarily, in response to the long-range enhancement prop equipped on the
companion object, the first shooting operation being received in a non-aiming state, and the second
shooting operation being not received within the target duration before the first shooting operation

is received, the first virtual object is controlled to fire the virtual ammunition with the first buff.

[00862] That is to say, after the energy storage process is completed, if the second virtual
prop is in a non-aiming state, the virtual ammunition with the first buff may be fired when the

virtual ammunition is fired based on the firing operation.

[00863] In response to the long-range enhancement prop equipped on the companion object,
the first shooting operation being received in an aiming state, and the second shooting operation
being not received within the target duration before the first shooting operation is received, the first
virtual object is controlled to fire the virtual ammunition with the added second buff. The second
buff is another buff other than the initial buff of the virtual ammunition, and the second buff is

different from the first buff. The second buff is also referred to as a long-range buff or a buff.

[00864] After the energy storage process is completed, if the second virtual prop is in the
aiming state, the virtual ammunition with the initial buff and the second buff may be fired when the

virtual ammunition is fired based on the firing operation.

[00865] The description of the initial buff, the first buff, and the second buff involved in this
embodiment of this disclosure is only exemplary. In application, the buff may be implemented as
effects such as an explosion effect, a damage effect, a paralysis effect, an electric effect, a shielding
effect, and a blood sucking effect that may be realized in the virtual scene. Under the premise of
satisfying different requirements or the same requirement, various buffs involved in this application

may be set differently based on different requirements, which is not limited in this disclosure.
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[00866] In some embodiments, the buff includes at least one of the following effects: damage

over time (DOT); paralysis; reducing an armor recovery rate; and reducing a defensive power.

[00867] Step 1450: Control the first virtual object to fire the virtual ammunition with the
added second buff in response to no long-range enhancement prop equipped on the companion
object and the first shooting operation being received. The second buff is another buff other than the

initial buff of the virtual ammunition, and the second buff is different from the first buff.

[00868] When the companion object is not equipped with the long-range enhancement prop,
the state in which the companion object is attached to the first virtual object cannot change the buff
of the virtual ammunition to the first buff. However, in this embodiment of this disclosure, an
attached state of the companion object (that is, the state in which the companion object is attached
to the first virtual object) may still affect the buff of the virtual ammunition, that is, when the
shooting operation is received, a second buff is added in addition to the initial buff of the virtual

ammunition.

[00869] The virtual ammunition with the added second buff may be represented in the virtual

scene as follows:

displaying the virtual ammunition with target special effects in the virtual scene

picture, the target special effects being special effects corresponding to the second buff; and

applying a second buff to the first virtual model according to a target probability
while applying the buff of the virtual ammunition to the first virtual model in response to the virtual

ammunition colliding with the first virtual model in the virtual scene.

[00870] The target probability may be a fixed probability value set by the relevant personnel,
or the target probability may be a value randomly determined through different shooting operations.

This is not limited in this disclosure.

[00871] The target special effect is used for indicating that the virtual ammunition comes
with the second buff. Exemplarily, the target special effect may be an electric special effect. In this
case, the virtual ammunition with electric special effects around may be displayed in the virtual
scene picture. The expression form of the target special effect may be set by relevant personnel,

which is not limited in this disclosure.

[00872] FIG. 83 is a schematic diagram of a second buff according to an exemplary
embodiment of this disclosure. As shown in FIG. 83, when the virtual ammunition is a virtual bullet,
the computer device controls the first virtual object to fire a virtual bullet with the second buff, and

the virtual bullet hits a virtual object 45 in the virtual scene, an electric effect 46 on the virtual
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object 45 may be probabilistically triggered while reducing a health point (a target attribute value)
of the virtual object 45, that is, the second buff.

[00873] Step 1460: Control the companion object to move within a target range in the virtual

scene in response to a second instruction being received.

[00874] The target range may be a range determined centered on the first virtual object. The
companion object may be controlled by Al, or the companion object may be controlled based on the
received control operation on the companion object. Exemplarily, the companion object may patrol
in the target range and move toward and attack a second virtual object when finding that the second

virtual object exists in the target range. In an example, the process may be implemented by:

controlling the companion object to move toward the second virtual object in
response to a distance between the companion object and the second virtual object being less than a

first distance threshold; and

controlling the companion object to apply a first action effect to the second virtual
object in response to a distance between the companion object and the second virtual object being
less than a second distance threshold, the second distance threshold being less than the first distance

threshold.

[00875] The second virtual object may be any virtual object in the virtual scene except the
first virtual object, or the second virtual object is any one of virtual objects in the virtual scene that

is in a different camp from the first virtual object.

[00876] The first action effect applied by the companion object to the second virtual object
may be at least one of the electric effect and reducing the target attribute value of the second virtual

object, or the first action effect may be another effect, which is not limited in this disclosure.

[00877] If the companion object is in a non-attached state, the companion object may directly
enter a patrol state (that is, a state in which the companion object moves within the target range in
the virtual scene) after receiving the second instruction. If the companion object is in the attached
state, the companion object needs to be detached and then enters the patrol state after receiving the

second instruction. That is to say,

in response to the companion object being in the attached state and the second
instruction being received, the companion object is detached. The attached state is used for

indicating a state in which the companion object is attached to the first virtual object.

[00878] The companion object in the detached state is controlled to move within the target

range in the virtual scene.
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[00879] Step 1470: Control the companion object to follow a third virtual object in response
to a third instruction being received, the third virtual object being a virtual object determined based

on the third instruction.

[00880] In a possible implementation, the second instruction and the third instruction are
triggered and generated based on different instruction controls. Alternatively, the second instruction
and the third instruction may also be triggered and generated based on the same instruction control.
When the second instruction and the third instruction are triggered and generated based on the same
instruction control, the computer device may determine a type of a generated instruction based on a
received touch operation on the instruction control. Exemplarily, after the selection operation on the
instruction control is received, an object selection interface may be displayed. If a selection
operation on a non-virtual object is received, it is determined that the instruction generated based on
the instruction control is a second instruction. If a selection operation on the virtual object is
received, it is determined that the virtual object is a third virtual object, and the third instruction is
generated based on the instruction control. Alternatively, after the instruction control is clicked, the
instruction control may be dragged without lifting the finger, and the selected object is determined
based on a dragging point of the instruction control. When the selected object is a non-virtual object,
it is determined that a second instruction is generated. When the selected object is a virtual object, it

is determined that a third instruction is generated.

[00881] In a possible implementation, the companion object is controlled to apply a second
action effect to the third virtual object in response to a distance between the companion object and

the third virtual object being less than a third distance threshold.

[00882] The second action effect may be the same as the first action effect, or the second

action effect may be different from the first action effect, which is not limited in this disclosure.

[00883] In a possible case, a following state of the companion object (a state in which the
companion object follows the third virtual object) has a time limit. When a duration of the following
state reaches a first duration threshold, the following state of the companion object is removed and

the companion object is controlled to enter the patrol state.

[00884] In another possible case, the companion object has a specific perception range, that
is, the companion object may determine whether a third virtual object exists within the perception
range. If the distance between the third virtual object and the companion object indicates that the
third virtual object is not within the perception range, it is determined that the companion object has
lost the following target, the following state of the companion object is removed, and the
companion object is controlled to enter the patrol state.
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[00885] If the companion object is in the non-attached state, the companion object may
directly enter the following state after receiving the third instruction. If the companion object is in
the attached state, the companion object needs to be detached and then enters the following state

after receiving the third instruction. That is to say,

in response to the companion object being in the attached state and the third

instruction being received, the companion object is detached.

[00886] The companion object in the detached state is controlled to follow the third virtual
object.
[00887] Based on the above, according to the method for controlling a virtual object provided

in this embodiment of this disclosure, when the first instruction is received, the companion object in
the virtual scene is attached to the first virtual object, and the first virtual object is controlled to fire
the virtual ammunition with the first buff through the companion object if the shooting operation is
received on the premise that the shooting operation is not received within the target duration. The
first buff is different from the initial buff of the virtual ammunition, thereby changing the original
buff of the virtual ammunition, changing the buff, avoiding the operation required for switching the

buff, and improving the efficiency and effect of switching the buff.

[00888] In addition, through arrangement of the effect switching control in the virtual scene
picture or by determining whether to determine the buff of the virtual ammunition based on the use
state of the second virtual prop, the switching of the buff of the virtual ammunition can be more

consistent with the use requirements, thereby improving flexibility of switching the buff.

[00889] Further, through the method for controlling a virtual object provided in this
embodiment of this disclosure, the attack mode of the virtual ammunition is enriched, and under
different attack requirements, the attack mode of the virtual ammunition can be changed by
controlling an interval between the shooting operations. For example, the electric shock attack can
be realized on the basis of abandoning the ordinary attack in a short time, thereby enriching
decision points in the use process of the virtual ammunition, and enriching the interactive control

mode in the virtual scene.

[00890] Based on the related contents of the embodiments shown in FIG. 77 and FIG. 78,
exemplarily, this embodiment of this disclosure provides a possibility of applying a method for
controlling a virtual object provided in this application in the virtual scene. FIG. 84 is a flowchart of
a method for controlling a virtual object according to an exemplary embodiment of this disclosure.

The method may be performed by a computer device. Exemplarily, the method may be performed
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by a terminal, or may be performed by a server, or may be performed by the terminal and the server
interactively. As shown in FIG. 84, the method for controlling a virtual object may include the

following steps.
[00891] Step 1501: Display a companion object in a virtual scene picture.

[00892] Step 1502: Attach the companion object to an arm part of a first virtual object based

on an arm instruction.

[00893] The arm instruction is a first instruction based on the companion object.

[00894] Step 1503: Control the first virtual object to fire virtual ammunition with a second
buff.

[00895] The second buff is an electric effect.

[00896] Step 1504: Assemble an electromagnetic model on the companion object.

[00897] The electromagnetic model (an electromagnetic gun MOD or an electromagnetic gun

chip) being able to apply an electromagnetic gun effect to the companion object, that is, a first buff.

[00898] Step 1505: Accumulate energy.
[00899] Step 1506: Receive a shooting operation.
[00900] Step 1507: Determine whether an energy accumulation time exceeds a target time, if

so, perform 1508, otherwise, perform 1509.
[00901] Step 1508: Control the first virtual object to fire an electromagnetic gun.

[00902] The arm instruction is used after the electromagnetic gun MOD is loaded on the
companion object. When the first virtual object is in a non-firing state, energy is accumulated.
When an energy storage time exceeds the target duration (for example, 5s), the virtual ammunition
fired by the first virtual object next time may become an electromagnetic gun. Specifically, the
computer device may receive a shooting instruction. In this case, a detection as to whether the
energy storage time is greater than 5s is performed. If so, the first virtual object is controlled to fire
the electromagnetic gun, causing a ranged attack, and leaving an electromagnetic field to apply an
electric effect to nearby enemies. Further, after the energy accumulation is completed, energy
storage prompt information may be displayed. For example, in a mobile gaming scene,
electromagnetic special effects prompts may be provided around a firing button, and in a desktop

gaming scene, sound effects or special effects prompts may be provided.

[00903] After the electromagnetic gun is fired, the energy accumulation may be resumed.
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[00904] Step 1509: Control the first virtual object to fire the virtual ammunition with the

second buff.

[00905] After the shooting operation is performed, the energy storage state is entered again,

that is, after step 1508 or 1509 is performed, step 1505 is performed.

[00906] Step 1510: Use a ground instruction to cause the companion object to enter a patrol
state.

[00907] Step 1511: Control the companion object to attack a virtual object within a target
range.

[00908] Step 1512: Use an enemy instruction to cause the companion object to enter a

following state.

[00909] Step 1513: Control the companion object to attack a following object within an

attack range.

[00910] The foregoing arm instruction, the target instruction, and the enemy instruction may
be switched based on the received operation, so that the state of the companion object can be

switched among the attached state, the patrol state, and the following state.

[00911] Based on the above, according to the method for controlling a virtual object provided
in this embodiment of this disclosure, when the first instruction is received, the companion object in
the virtual scene is attached to the first virtual object, and the first virtual object is controlled to fire
the virtual ammunition with the first buff through the companion object if the shooting operation is
received on the premise that the shooting operation is not received within the target duration. The
first buff is different from the initial buff of the virtual ammunition, thereby changing the original
buff of the virtual ammunition, changing the buff, avoiding the operation required for switching the

buff, and improving the efficiency and effect of switching the buff.

[00912] FIG. 85 is a flowchart of a method for displaying a virtual object according to an
embodiment of this disclosure. Referring to FIG. 85, the embodiment is performed by an electronic
device. The electronic device is a terminal by way of example for description. The embodiment

includes the following steps.

[00913] Step 1610: A terminal switches a companion object from a first state of a first virtual
object to a second state in response to a first split instruction for the companion object of the first

virtual object.

[00914] The terminal involved in this embodiment of this disclosure is any electronic device
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having a display function of a virtual object used by a user, and an application supporting a virtual

scene is installed and run on the terminal.

[00915] The first virtual object referred to in this embodiment of this disclosure is, for
example, a virtual object controlled by the user using the terminal, also referred to as a virtual
object under control, a controlled virtual object, or the like. The first virtual object is controlled by
the user corresponding to the terminal and can perform various activities in the virtual scene, the
activities including but not limited to: at least one of adjusting a body posture, crawling, walking,

running, riding, jumping, driving, pickup, shooting, attacking, throwing, and confronting.

[00916] The companion object involved in this embodiment of this disclosure is a virtual
object that has a master-slave relationship with the virtual object controlled by the user. In some
embodiments, the companion object may accompany the first virtual object to perform an activity in
the virtual scene, and can assist the first virtual object in performing confrontational behaviors. For
example, when the user transmits a control instruction to the companion object, the companion
object with a master-slave relationship with the first virtual object performs a corresponding
behavior in the virtual scene based on the control instruction, and when the user does not transmit a
control instruction to the companion object, the companion object perform an activity in the virtual
scene based on behavior logic of the companion object in a current state. The foregoing behavior
logic is set according to a preset rule or an Al behavior model, and the companion object may also
be referred to as: a virtual summoned creature, a virtual pet, a virtual servant, a virtual follower, a

virtual auxiliary elf, and the like.

[00917] The split instruction involved in this embodiment of this application may include a
first split instruction and a second split instruction. The first split instruction is a split instruction
without specifying a third virtual object, and the second split instruction is a split instruction
specifying a third virtual object. The third virtual object is a virtual object to be followed by the
companion object in a current split. Generally, the third virtual object is a virtual object that belongs
to a different team from the first virtual object and is controlled by an enemy player, or the third
virtual object is a companion object of a virtual object that belongs to a different team from the first
virtual object and is controlled by an enemy player, or the third virtual object is a neutral virtual

object within a field of view observed by the user from a third-person perspective.

[00918] In some embodiments, after the user starts an application such as a game application
on the terminal, a virtual scene is loaded and displayed in the application, and at least the first
virtual object controlled by the terminal is displayed in the virtual scene. In an example, the first

virtual object can summon the companion object of the first virtual object into the virtual scene
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based on a summoning operation of the user in a case that a summoning condition is satisfied.
Exemplarily, the summoning condition is that the first virtual object has a summoning prop. For
example, the user can consume a specific quantity of virtual resources in the virtual scene to
purchase the summoning prop from a virtual store, or the user can obtain a virtual material of a
neutral virtual object falling reward by defeating the neutral virtual object in the virtual scene, and
can exchange the summoning prop when the accumulated virtual materials reach a specified amount.
Alternatively, the user can be equipped with the summoning prop in advance before the start of a
game and apply the summoning prop to the battle, or after the user defeats a second virtual object of
a different team, the user can control the first virtual object to pick up the summoning prop dropped
by the second virtual object if the second virtual object is equipped with an unused summoning prop,
and the source of the summoning prop is not specifically limited in this embodiment of this

disclosure.

[00919] In some embodiments, in a case that the first virtual object has a summoning prop,
the user can trigger a summoning instruction for the companion object through a summoning
control, thereby displaying the currently summoned companion object in the virtual scene.
Exemplarily, the user performs a triggering operation on the summoning control to trigger one or
more summonable companion objects to emerge in the virtual scene. After the user performs a
selection operation on the summoned companion object, the summoning instruction for the

companion object selected by the selection operation is triggered.

[00920] The foregoing triggering operation on the summoning control includes but is not

limited to: a clicking/tapping operation, a double-clicking/tapping operation, a pressing operation, a
sliding operation in a specified direction (such as sliding to the left, right, up, or down) based on the
summoning control, a voice instruction, a gesture instruction, and the like. The triggering operation

is not specifically limited in this embodiment of this disclosure.

[00921] In some embodiments, the foregoing summonable companion object is the
companion object of the first virtual object that has the summoning permission. In an example, the
summoning permission depends on an object type of the first virtual object. In this case, a server
side is pre-configured with a correspondence between the virtual object and the companion object,
and the correspondence is used for indicating which companion objects each type of virtual object
has the summoning permission. For example, the technician configures the foregoing
correspondence according to the character setting of the virtual object and the companion object,
and then the terminal determines each summonable companion object of the first virtual object that

has the summoning permission based on the foregoing correspondence. In an example, the
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summoning permission depends on a scene type of the virtual scene. In this case, a server side is
pre-configured with a mapping relationship between a scene map and the companion object, and the
mapping relationship is used for indicating which companion objects are suitable to live and move
in each type of scene map. For example, the technician configures the mapping relationship
according to the living environment of the scene map and the living condition of the companion
object, and then the terminal determines each summonable companion object in the current virtual
scene based on the mapping relationship. The manner of determining a summonable companion

object is not specifically limited in this embodiment of this disclosure.

[00922] In some embodiments, when the summonable companion object is displayed in the
virtual scene, each summonable companion object is displayed in the form of a ring control around
the summoning control, or each summonable companion object is displayed in the form of a list
control around the summoning control. The display mode of the summonable companion object is

not specifically limited in this embodiment of this disclosure.

[00923] In some embodiments, in a case that the terminal summons the companion object of
the first virtual object, the companion object is displayed within a first target range of the first
virtual object by default. The first target range is a following range of the companion object. In this
case, it means that the companion object is in the second state by default after being successfully
summoned. In the second state, the user can switch the companion object from the second state to

the first state by triggering a combination instruction for the companion object.

[00924] In some embodiments, in a case that the terminal summons the companion object of
the first virtual object, the companion object is attached to a target part of the first virtual object by
default, and the target part is a part associated with the first virtual object and provided for the
companion object to attach in the first state. The target part includes but is not limited to: 1) a body
part of the first virtual object, such as an arm, a shoulder, a waist, and a back of the first virtual
object; 2) an equipment part of the first virtual object, such as a hand-held virtual prop (such as a
virtual instrument) of the first virtual object, a backpack, armor equipment (such as an energy armor,
an armor, and protective clothing), and special equipment dedicated to storing companion objects
(such as a pet storage bag); and 3) a carrier of the first virtual object, such as a virtual vehicle or a
virtual aircraft, the target part being not specifically limited in this embodiment of this disclosure,
which means that the companion object is in the first state by default after being successfully

summoned.

[00925] In some embodiments, the companion object is to switch from the first state of the

first virtual object to the second state through the first split instruction, and the second state does not
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specify the third virtual object to follow, that is, the companion object in the second state appears on
the ground. Therefore, the first split instruction is also referred to as the "ground instruction”, which
means firing the companion object from the target part of the first virtual object to the ground to

realize the separation of the companion object.

[00926] In some embodiments, the trigger mode of the first split instruction includes:
performing a triggering operation on the companion object attached to the target part of the first
virtual object by a user. The foregoing triggering operation includes but is not limited to a click/tap
operation, a double-clicking/tapping operation, a pressing operation, a drag operation in a specified
direction, a voice instruction, a gesture instruction, and the like. The triggering operation is not

specifically limited in this embodiment of this disclosure.

[00927] Exemplarily, the triggering operation being the drag operation in a specified
direction is used as an example. If the user performs the drag operation on the companion object
attached to the target part of the first virtual object in the specified direction, the first split
instruction to control the companion object to fire from the target part to the specified direction is to
be triggered. In this case, the companion object may land at the intersection of a ray extending in
the specified direction with the target part as the endpoint and the ground, so as to flexibly control

the landing direction of the companion object through the first split instruction.

[00928] In some embodiments, the trigger mode of the first split instruction further includes:
providing a user interface (UI) control for the companion object in the virtual scene, the user
triggering the first split instruction for the companion object by performing a triggering operation

on the UI control.

[00929] In an example, only one UI control is provided in the virtual scene. When the
companion object is in the first state, the UI control is provided as a split control, and when the
companion object is in the second state, the Ul control is provided as a combination control, so as to

switch the state of the companion object through the UI control.

[00930] In the foregoing cases, when the companion object is in the first state, the user may
respectively trigger the first split instruction and the second split instruction by performing different
triggering operations on the split control. For example, the user clicks/taps the split control to
trigger the first split instruction, and double clicks/taps the split control to trigger the second split
instruction. For another example, the user holds down the split control and performs a drag
operation on the split control in a specified direction, and then determines a ray extending in the
specified direction by using the target part as the endpoint. If the ray intersects with a collision
detection range of any virtual object, the virtual object is determined as the third virtual object, and
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the second split instruction specifying the third virtual object to be followed is triggered. If the ray
does not intersect with the collision detection range of any virtual object, the first split instruction

without specifying the third virtual object is triggered.

[00931] In an example, both the combination control and the split control are provided in the
virtual scene, which are collectively referred to as UI controls for the companion object. When the
companion object is in the first state, the combination control is set to a disabled state, and when the

companion object is in the second state, the split control is set to the disabled state.

[00932] In the foregoing cases, when the companion object is in the first state, the
combination control is set to the disabled state, and in this case, the split control is in an available
state, and the user may respectively trigger the first split instruction and the second split instruction
by performing different triggering operations on the split control. The triggering operations on the
first split instruction and the second split instruction are similar to those in the foregoing cases,

which is not specifically limited in this embodiment of this disclosure.

[00933] In some embodiments, after the user triggers the first split instruction for the
companion object, the terminal reports the first split instruction to the server in response to the first
split instruction, and then switches the companion object from the first state to the second state. The
first state means that the companion object cannot move in the virtual scene as an independent
individual, but can only be attached to the target part of the first virtual object and move with the
movement of the first virtual object. The second state means that the companion object can move in
the virtual scene as an independent individual, but the movement of the companion object is still
limited in the second state. That is, the companion object in the second state can still be controlled
by the user, and in a case that the user does not control the movement of the companion object, the
companion object is to move under the control of behavior logic, for example, move under the

control of the preset rule or the Al behavior model.
[00934] Step 1620: The terminal makes the companion object invisible in a second state.

[00935] In some embodiments, the terminal makes the companion object invisible in the
second state by default in response to the first split instruction, that is, invisibility of the companion
object is unconditionally limited. In some other embodiments, the terminal makes the companion
object invisible in the second state in response to the first split instruction only in a case that the
companion object has an invisibility function attribute. Otherwise, in a case that the companion
object does not have the invisibility function attribute, the companion object in the second state is
not made invisible, but the companion object in the second state patrolling within a patrol range
may be displayed. The interactive modes of the companion object in different situations are to be
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respectively described in the following embodiments, and details are not described herein again.

[00936] Exemplarily, assuming that the invisibility of the companion object is

unconditionally limited, then the terminal switches the companion object from the first state to the
second state after detecting the first split instruction, and reports the first split instruction carrying a
subordinate object ID of the companion object to the server. After receiving the first split instruction,
the server transmits an invisibility instruction carrying the subordinate object ID of the companion
object to each terminal participating in a battle, to control the companion object to be invisible in

each terminal participating in the battle.

[00937] Exemplarily, assuming that the companion object can only be invisible when having
the invisibility function attribute, then the terminal switches the companion object from the first
state to the second state after detecting the first split instruction, and reports the first split instruction
carrying a subordinate object ID of the companion object to the server. After the first split
instruction is received, based on the subordinate object ID, it is queried whether the companion
object has the invisibility function attribute, so that in a case that it is queried that the companion
object has the invisibility function attribute, the invisibility instruction carrying the subordinate
object ID of the companion object is transmitted to each terminal participating in the battle to
control the companion object to be invisible in each terminal participating in the battle. Otherwise,
in a case that it is queried that the companion object does not have the invisibility function attribute,

the patrol range of the companion object may be returned to each terminal participating in the game.

[00938] In some embodiments, when the server queries whether the companion object has
the invisibility function attribute, if the server side maintains an invisibility attribute parameter of
the companion object, it may be determined whether the companion object has the invisibility
function attribute by querying the invisibility attribute parameter of the companion object. The
invisibility attribute parameter is used for indicating whether the companion object has the
invisibility function attribute. For example, when the invisibility attribute parameter value is 0, it
represents that the companion object does not have the invisibility function attribute, and when the
invisibility attribute parameter value is 1, it represents that the companion object has the invisibility
function attribute. Alternatively, when a value of the invisibility attribute parameter is False, it
represents that the companion object does not have the invisibility function attribute, and when the
value of the invisibility attribute parameter is True, it represents that the companion object has the
invisibility function attribute. How the user controls the companion object to obtain the foregoing
invisibility function attribute is to be described in detail in the next embodiment, and details are not

described herein again. In some embodiments, the invisibility attribute parameter may also be
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stored and queried by the terminal.

[00939] In some embodiments, the terminal makes the companion object invisible in the
second state in response to the invisibility instruction returned by the server. The invisibility of the
companion object does not mean that the companion object is removed from the virtual scene, but
the companion object is still in the virtual scene and is invisible to each terminal participating in the
battle, that is, the terminal does not display the companion object indicated in the invisibility

instruction.

[00940] In an example, an object model of the companion object is invisible to all terminals.
In this case, in order to facilitate viewing of a location of the companion object thereof by the
terminal corresponding to the first virtual object, the object model of the companion object may not
be displayed, but the location of the companion object may be identified in the virtual scene or a
map control. However, for each terminal participating in the battle except the terminal
corresponding to the first virtual object, neither the object model of the companion object nor the

location of the companion object can be seen.

[00941] In an example, the object model of the companion object is only visible to the
terminal corresponding to the first virtual object with the master-slave relationship, but not to the
other terminals participating in the battle. In this case, in order to make the user know that the
companion object is invisible, the object model of the companion object may be displayed
differently. For example, a specific transparency or edge flicker special effects are set for the
companion object to prompt that the companion object is only visible to itself (only visible to the

owner).

[00942] In an example, the object model of the companion object is only visible to the first
virtual object and the terminal belonging to the same team as the first virtual object, but not to the
other terminals participating in the battle. The display mode of the object model is similar to that in

the previous case, and details are not described herein again.

[00943] Step 1630: The terminal displays the companion object in the second state in

response to the companion object satisfying an invisibility removal condition.

[00944] In some embodiments, since the companion object cannot always be invisible
unconditionally, the invisibility removal condition is set for the companion object. When the
companion object satisfies the invisibility removal condition, the companion object in the second

state is to be displayed in the virtual scene.

[00945] In some embodiments, the invisibility removal condition includes that an invisibility
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duration reaches an invisibility threshold. Then when the invisibility duration of the companion
object reaches the invisibility threshold, the companion object is to be displayed in the virtual scene.
The invisibility threshold is any value greater than 0. For example, the invisibility threshold is 10
seconds, 30 seconds, 1 minute, and the like. The invisibility threshold is not specifically limited in

this embodiment of this disclosure.

[00946] In some embodiments, the invisibility removal condition includes: a virtual health
point of the companion object is reduced. Then when the virtual health point of the companion
object is reduced due to an external attack, the companion object is to be displayed in the virtual
scene. Since the companion object is revealed when being attacked by the external attack, a manner

of actively checking the invisible companion object can be provided.

[00947] In some embodiments, the invisibility removal condition includes that the
companion object initiates an interaction with the first virtual object. The companion object is
invisible to the first virtual object when being invisible. In other words, the first virtual object is a
virtual object that has no permission to see the companion object when the companion object is
invisible. In an example, when the companion object is only visible to the owner, then the
companion object is only visible to the first virtual object, and all virtual objects except the first
virtual object have no permission to see the invisible companion object. Therefore, all virtual
objects except the first virtual object belong to the first virtual object. When the companion object is
only visible to friends, then the companion object is only visible to the first virtual object and a
friendly virtual object belonging to the same team as the first virtual object (also including the
companion object of the friendly virtual object), and all of the virtual objects belonging to different
teams from the first virtual object (including the neutral virtual object, the second virtual object
belonging to a different team from the first virtual object, and the companion object of the second
virtual object) have no permission to see the invisible companion object. Therefore, all of the virtual
objects belonging to different teams from the first virtual object belong to the first virtual object,
and whether the first virtual object includes a friendly virtual object is not specifically limited in this
embodiment of this disclosure. Under the constraint of the foregoing invisibility removal condition,
when the companion object actively attacks the first virtual object in the virtual scene, the
companion object is to be displayed in the virtual scene, so as to facilitate identification of the
orientation of the initiator of the interaction by the first virtual object, that is, the companion object,

in time after the interaction.

[00948] In an exemplary scene, it is assumed that the invisible companion object does not

actively attack the companion object of the second virtual object and the neutral virtual object. In
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this case, the invisible companion object only actively attacks the second virtual object. In a case
that the invisibility removal condition is that the virtual health point of the companion object is
reduced or the companion object initiates interaction with the first virtual object, then when the
companion object is attacked by the second virtual object, the companion object of the second
virtual object, or the neutral virtual object, resulting in the decrease in the health point of the
companion object, the companion object is to be revealed in the virtual scene. Alternatively, when
the companion object actively attacks the second virtual object, the companion object is also
revealed in the virtual scene, which is equivalent to that under this setting, although the companion
object of the second virtual object and the neutral virtual object have no permission to see the
companion object of the currently invisible first virtual object, since the invisible companion object
is set not to actively attack the companion object of the second virtual object and the neutral virtual
object, it represents that the companion object only actively attacks the second virtual object, and

the first virtual object and the second virtual object are the same in this case.

[00949] Any combination of the foregoing technical solutions can be used to obtain

additional embodiments of the present disclosure, and the details are not described herein again.

[00950] According to the method provided in this embodiment of this disclosure, an
interactive mode that supports the invisibility of the companion object after switching to the second
state is provided, so that the companion object remains invisible in a case that the invisibility
removal condition is not satisfied. Only in a case that the invisibility removal condition is satisfied,
the companion object is revealed, so that the companion object can assist the first virtual object in
confrontation and ambush more effectively, thereby enriching the interactive modes among different

virtual objects and improving the efficiency of human-computer interaction.

[00951] In the foregoing embodiment, the interactive mode of the companion object from
invisibility to revealing is briefly described. However, in this embodiment of this disclosure, how to
control the invisibility and revealing of the companion object through instruction interaction
between the terminal and the server is described in detail by using an example that the companion
object can be invisible only when having the invisibility function attribute. The companion object
may obtain the invisibility function attribute in various ways. The companion object obtaining the
invisibility function attribute by assembling a target functional chip is used as an example for

description in this embodiment of this disclosure.

[00952] FIG. 86 is an interaction flowchart of a method for displaying a virtual object
according to an embodiment of this disclosure. Referring to FIG. 86, the embodiment is performed

through interaction between a terminal and a server. The terminal and the server are both examples

155



of an electronic device. The embodiment includes the following steps.

[00953] Step 1700: A terminal summons a companion object of a first virtual object in a

virtual scene.

[00954] In some embodiments, after a user starts an application such as a game application
on the terminal, a virtual scene is loaded and displayed in the application, and at least the first
virtual object controlled by the terminal is displayed in the virtual scene. In an example, in a case
that a summoning condition of the companion object is satisfied, the companion object of the first

virtual object can be summoned into the virtual scene based on a summoning operation of the user.

[00955] In an example, the summoning condition includes any one of the following or a
combination of at least two options: the first virtual object has a summoning prop; or a duration of a
battle is greater than a summoning unlocking threshold; or a character level of the first virtual object
is greater than a level threshold; or the first virtual object belongs to a camp with a summoning
talent, the summoning condition including more or less options, and the summoning condition

being not specifically limited in this embodiment of this application.

[00956] Exemplarily, the summoning condition is that the first virtual object has a
summoning prop. For example, the user can consume a specific quantity of virtual resources in the
virtual scene to purchase the summoning prop from a virtual store, or the user can obtain a virtual
material of a neutral virtual object falling reward by defeating the neutral virtual object in the virtual
scene, and can exchange the summoning prop when the accumulated virtual materials reach a
specified amount. Alternatively, the user can be equipped with the summoning prop in advance
before the start of a game and apply the summoning prop to the battle, or after the user defeats a
second virtual object of a different team, the user can control the first virtual object to pick up the
summoning prop dropped by the second virtual object if the second virtual object is equipped with
an unused summoning prop, and the source of the summoning prop is not specifically limited in this

embodiment of this disclosure.

[00957] Exemplarily, the summoning condition is that the battle duration of the battle is
greater than the summoning unlocking threshold. The summoning unlocking threshold is any value
greater than 0. For example, the summoning unlocking threshold is 3 minutes, 5 minutes, or 10
minutes. In this case, the companion object can be summoned to the virtual scene only in a case that
the battle duration is greater than the summoning unlocking threshold, and more interactive
gameplay based on the summoned companion object can be gradually unlocked as the battle is

played, thereby enriching the manner of participating in the interaction in the battle.
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[00958] Exemplarily, the summoning condition is that the character level of the first virtual
object is greater than the level threshold. The level threshold is any value greater than 0. In view of
the fact that the first virtual object can be upgraded with the accumulation of experience points in
the battle, the summoning condition that the companion object can be summoned is provided only
when the level threshold level is greater than the level threshold, so that the user can be encouraged
to control the first virtual object to participate in various interactive gameplay in the battle that

increases experience points.

[00959] Exemplarily, the summoning condition is that the first virtual object belongs to the
camp with a summoning talent. This case is aimed at the character setting of the game. If different
types of virtual objects are divided into different camps, it may be set that only some virtual objects
in the camp with the summoning talent can summon the companion object. Alternatively, it may
also be set that all virtual objects in all camps have the talent of summoning the companion object,
and whether the summoning talent is bound to the camp of the virtual object is not specifically

limited in this embodiment of this disclosure.

[00960] In some embodiments, in a case that the summoning condition of the companion
object is satisfied, the user can trigger a summoning instruction for the companion object through a
summoning control, thereby displaying the currently summoned companion object in the virtual
scene. Exemplarily, the user performs a triggering operation on the summoning control to trigger
one or more summonable companion objects to emerge in the virtual scene. After the user performs
a selection operation on the summoned companion object, the summoning instruction for the
companion object selected by the selection operation is triggered. Then, the summoning animation
of the selected companion object is played in the virtual scene, and the summoned companion

object is displayed in the virtual scene.

[00961] The foregoing triggering operation on the summoning control includes but is not

limited to: a clicking/tapping operation, a double-clicking/tapping operation, a pressing operation, a
sliding operation in a specified direction (such as sliding to the left, right, up, or down) based on the
summoning control, a voice instruction, a gesture instruction, and the like. The triggering operation

is not specifically limited in this embodiment of this disclosure.

[00962] In some embodiments, the foregoing currently summonable companion object is the
companion object of the first virtual object that has the summoning permission. For example, the
first virtual object has summoning permission for all companion objects, or different types of virtual
objects have summoning permission for different companion objects, or the first virtual object has

summoning permission for different companion objects in different scene maps, or different

157



companion objects have different summoning unlocking levels, and the first virtual object only has
the summoning permission for the companion object whose summoning unlocking level is less than

or equal to its own level, which is not specifically limited in this embodiment of this disclosure.

[00963] In an example, the summoning permission depends on an object type of the first
virtual object. In this case, a server side is pre-configured with a correspondence between the virtual
object and the companion object, and the correspondence is used for indicating which companion
objects each type of virtual object has the summoning permission. For example, the technician
configures the foregoing correspondence according to the character setting of the virtual object and
the companion object. Next, the terminal pulls the foregoing correspondence from the server, and
determines each summonable companion object of the first virtual object that has the summoning

permission based on the foregoing correspondence.

[00964] In an example, the summoning permission depends on a scene type of the virtual
scene. In this case, a server side is pre-configured with a mapping relationship between a scene map
and the companion object, and the mapping relationship is used for indicating which companion
objects are suitable to live and perform an activity in each type of scene map. For example, the
technician configures the mapping relationship according to the living environment of the scene
map and the living condition of the companion object. Next, the terminal pulls the foregoing
mapping relationship from the server, and determines each summonable companion object in the
current virtual scene based on the mapping relationship. The manner of determining a summonable

companion object is not specifically limited in this embodiment of this disclosure.

[00965] In an example, the summoning permission depends on the summoning unlocking
level of the companion object. The summoning unlocking level means that the character level of the
virtual object can unlock the summoning permission of the corresponding companion object only
when reaching a specified level. In an example, the server side pre-configures the summoning
unlocking level of each companion object, and the terminal transmits a pull request for a
summonable companion object to the server. The pull request carries a current character level of the
first virtual object, and the server side returns, to the terminal in response to the pull request, each
summonable companion object whose summoning unlocking level is less than or equal to the

character level.

[00966] In some embodiments, when the summonable companion object is displayed in the
virtual scene, each summonable companion object is displayed in the form of a ring control around
the summoning control, or each summonable companion object is displayed in the form of a list

control around the summoning control. The display mode of the summonable companion object is

158



not specifically limited in this embodiment of this disclosure.

[00967] In the foregoing process, after the user selects the current companion object to be
summoned, the terminal plays an animation of summoning the selected companion object. In an
example, the summoning animation is preloaded locally after the terminal starts a battle, or
immediately pulled by the terminal from the server in response to the summoning instruction. When

to pull the summoning animation is not specifically limited in this embodiment of this disclosure.

[00968] In some embodiments, after the summoning animation is played, the companion
object is rendered in the virtual scene, so that the companion object is displayed in the virtual scene.
In an example, when the companion object is summoned, the user can freely choose whether the
companion object enters the virtual scene in the first state or the second state. When the user does
not choose the companion object that enters the virtual scene in an entry state, the companion object
may enter the virtual scene in the first state or the second state by default, which is not specifically

limited in this embodiment of this disclosure.

[00969] In some embodiments, the user can perform confrontation behaviors with the neutral
virtual object, the second virtual object in a different team, or the companion object of the second
virtual object with the assistance of the companion object after summoning the companion object

into the virtual scene.

[00970] Step 1701: The terminal controls the companion object to be equipped with a target
functional chip in response to an assembly instruction for the target functional chip, and reports the

assembly instruction to a server.

[00971] In some embodiments, the user can control the first virtual object and the companion
objects thereof to collect target functional chip in the virtual scene through the terminal. In an
example, the target functional chip in this embodiment of this disclosure is a kind of functional chip
configured to improve the confrontation capability of the companion object, and the target
functional chip can support invisibility of the companion object in the second state. In an example,
the target functional chip can also support the companion object in the second state to fire a marked
prop. The marked prop is to be described in detail in the next embodiment, and details are not

described herein again.

[00972] In some embodiments, the target functional chip can be purchased from the virtual
store in the virtual scene. The user can consume a specific amount of virtual resources in the virtual
store to purchase or exchange the target functional chip. Purchasing and exchanging the target

functional chip may consume different types of virtual resources. For example, purchasing the
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target functional chip consumes virtual coupons, and exchanging the functional chip consumes

virtual points.

[00973] In some embodiments, the target functional chip can be obtained by participating in
the confrontation behavior with other virtual objects. In an example, after a first target quantity of
other virtual objects are defeated or a second target quantity of other virtual objects are continuously
defeated, the target functional chip falls into the backpack of the first virtual object or can be picked
up interactively after being approached by the first virtual object in the virtual scene, which is
equivalent to using the target functional chip as a reward item to encourage effective confrontation
and interaction between players or between the player and an NPC object. The other virtual objects
include non-friendly virtual objects such as the neutral virtual object, the second virtual object in
different teams, the companion object of the second virtual object, and the like. The first target
quantity and the second target quantity are both any integer greater than 0. For example, the first

target quantity is 5, 10, 15, or the like, and the second target quantity is 3, 5, 10, or the like.

[00974] In some embodiments, after the target functional chip is obtained, the target
functional chip can be viewed in the backpack. During viewing of the target functional chip,
function description information and assembly options of the target functional chip may be shown.
In response to a triggering operation on each of the assembly options by the user, an assembly
instruction for the target functional chip is to be triggered. In this case, on the one hand, the
assembly instruction is reported to the server, and on the other hand, the currently summoned

companion object is controlled to be equipped with the target functional chip.

[00975] In some embodiments, during assembly of the target functional chip, an assembly
animation of the target functional chip is played. In an example, the assembly animation is
preloaded locally after the terminal starts a battle, or immediately pulled by the terminal from the
server in response to the assembly instruction. When to pull the assembly animation is not

specifically limited in this embodiment of this disclosure.

[00976] In some embodiments, after the assembly animation is played, the target functional
chip is removed from the backpack, and in addition, different appearances may be configured for
companion objects with and without the target functional chip. For example, assuming that the
target functional chip is inserted into a chip loading part of the companion object, the chip loading
part is vacant when the target functional chip is not assembled, and the target functional chip is
displayed in the chip loading part when the target functional chip is assembled. For another example,
an outline effect is displayed on the companion object equipped with the target functional chip to

remind the user that the target functional chip is currently assembled.
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[00977] Step 1702: The server records a state in which the companion object has been

equipped with the target functional chip in response to the assembly instruction.

[00978] In some embodiments, the server receives the assembly instruction reported by the
terminal, and records the state in which the companion object has been equipped with the target
functional chip in response to the assembly instruction. In an example, the server side maintains an
assembly state parameter of the companion object for the target functional chip. Since the assembly
state parameter can indicate whether the companion object is equipped with the target functional
chip, it can be reflected whether the companion object has the invisibility function attribute. The
server sets the assembly state parameter to the assembled state in response to the assembly

instruction.

[00979] Exemplarily, the assembly state parameter is binary data. A value of the assembly
state parameter being 0 represents an unassembled state, and in this case, the companion object does
not have the invisibility function attribute. The value of the assembly state parameter being 1
represents the assembled state, and in this case, the companion object has the invisibility function
attribute. Assuming that the default value being O represents the unassembled state by default, when
the server receives the assembly instruction reported by the terminal, the assembly state parameter
is set to 1, and the state in which the companion object has been equipped with the target functional

chip is recorded, thereby reflecting that the companion object has the invisibility function attribute.

[00980] Exemplarily, the assembly state parameter is Boolean data. The value of the
assembly state parameter being False represents an unassembled state, and in this case, the
companion object does not have the invisibility function attribute. The value of the assembly state
parameter being True represents the assembled state, and in this case, the companion object has the
invisibility function attribute. Assuming that the default value being False represents the
unassembled state by default, when the server receives the assembly instruction reported by the
terminal, the assembly state parameter is set to True, and the state in which the companion object
has been equipped with the target functional chip is recorded, thereby reflecting that the companion

object has the invisibility function attribute.

[00981] Steps 1701-1702 of this embodiment of this disclosure only provide an exemplary
description that the companion object obtains the invisibility function attribute by assembling the
target functional chip. In some other embodiments, the companion object can further obtain the
invisibility function attribute by assembling invisible equipment, or obtain the invisibility function
attribute under a specific condition (such as improving the character level) based on inherent talent,

or the companion object can have the invisibility function attribute during releasing or lasting of a
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target virtual skill by releasing the first virtual object (such as the invisibility skill). The foregoing
cases are only exemplary descriptions of the manner of obtaining the invisibility function attribute,

but do not constitute a limitation on the manner of obtaining the invisibility function attribute.

[00982] Exemplarily, the companion object has the invisibility function attribute in the
following cases. A) The companion object is equipped with the target functional chip, so that the
object equipped with the target functional chip can have the invisibility function attribute. This case
is used as an example for description in this embodiment of this disclosure. B) The companion
object is equipped with invisible equipment (such as an invisible cloth and an invisible cloak), so
that an object wearing the invisible equipment can have the invisibility function attribute. C) Due to
the inherent talent, the companion object obtains the invisibility function attribute under a specific
condition. For example, when belonging to the dark elf force, the companion object automatically
has the invisibility function attribute when reaching a specific level. D) The first virtual object or
the companion object releases the target virtual skill, so that the companion object can have the
invisibility function attribute during releasing or lasting of the target virtual skill by releasing the
first virtual object (such as the invisibility skill). The foregoing cases are only exemplary
descriptions of the manner of obtaining the invisibility function attribute, but do not constitute a

limitation on the manner of obtaining the invisibility function attribute.

[00983] In some embodiments, when the user controls the companion object so that the
companion object has the invisibility function attribute, the server side records that the companion
object has the invisibility function attribute. Exemplarily, the companion object obtaining the
invisibility function attribute in a plurality of ways is used as an example for description. When the
companion object obtains the invisibility function attribute in any way, the server side sets the
invisibility attribute parameter to a state that can indicate "having the invisibility function attribute",
such as setting the invisibility attribute parameter to 1 or to True, so that the subsequent server can
query whether the companion object has the invisibility function attribute in response to a first split
instruction. The assembly state parameter involved in the foregoing steps 301-302 is an exemplary
description of the invisibility attribute parameter. That is, if the companion object can only obtain
the invisibility function attribute in a way of being equipped with the target functional chip, the
assembly state parameter of the target functional chip is the same as the invisibility attribute

parameter of the companion object.

[00984] Step 1703: The terminal sets the companion object to a first state of the first virtual
object in response to a combination instruction for the companion object, and reports the

combination instruction to the server.
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[00985] In some embodiments, a UI control for the companion object is provided in the
virtual scene, and the user triggers the combination instruction for the companion object by
performing a triggering operation on the UI control. Alternatively, the user triggers the combination
instruction for the companion object through a voice instruction or a gesture instruction, and the
trigger mode of the combination instruction is not specifically limited in this embodiment of this

disclosure.

[00986] In some embodiments, only one UI control is provided in the virtual scene. When the
companion object is in the first state, the UI control is provided as a split control, and when the
companion object is in the second state, the Ul control is provided as a combination control, so as to
switch the state of the companion object through the UI control. In this case, when the companion
object is in the second state, the UI control is provided as a combination control. In this case, the
user can trigger the combination instruction by performing a triggering operation on the
combination control. In this case, the terminal reports the combination instruction to the server, sets
the companion object to the first state of the first virtual object, and switches the combination
control to a split control. In other words, the combination control is no longer displayed, and the

split control is displayed at the location where the combination control is originally displayed.

[00987] In some embodiments, both the combination control and the split control are
provided in the virtual scene, which are collectively referred to as UI controls for the companion
object. When the companion object is in the first state, the combination control is set to a disabled
state, and when the companion object is in the second state, the split control is set to the disabled
state. In this case, when the companion object is in the second state, the split control is set to the
disabled state, and the combination control is set to an available state. In this case, the user can
trigger the combination instruction by performing a triggering operation on the combination control.
In this case, the terminal reports the combination instruction to the server, sets the companion object
to the first state of the first virtual object, and switches the combination control to the disabled state

and the split control to the available state.

[00988] In some embodiments, the foregoing Ul control is summoned through the interactive
operation between the user and the companion object. For example, the user clicks/taps a head of
the companion object to summon the Ul control, or the user touches and holds the companion
object to summon the UI control. Whether the UI control is always displayed in the virtual scene or
summoned for display through the specified interactive operation is not specifically limited in this

embodiment of this disclosure.
[00989] In some embodiments, the user triggers the combination instruction for the
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companion object through a voice instruction or a gesture instruction. For example, the user inputs
the voice instruction "summoned creatures merge", or the user makes a gesture instruction such as
holding down the companion object and performing a sliding operation on the target part of the first
virtual object, thereby triggering the foregoing combination instruction, and the terminal reports the
combination instruction to the server and sets the companion object to the first state of the first

virtual object.

[00990] In some embodiments, when the terminal sets the companion object to the first state,
a merged animation of the companion object is played. The merged animation is preloaded locally
after the terminal starts a battle, or pulled by the terminal immediately from the server in response
to the combination instruction. When to pull the merged animation is not specifically limited in this
embodiment of this disclosure. Exemplarily, the merged animation is shown as follows. After the
companion object is broken into pieces and then attached to the target part of the first virtual object,
or the companion object flies to and attaches to the target part of the first virtual object in a changed
form (transformed from a form corresponding to the second state to a form corresponding to the
first state). The content of the merged animation is not specifically limited in this embodiment of

this disclosure.

[00991] In some embodiments, after the merged animation is played, the terminal displays
the companion object on the target part of the first virtual object. The target part is a part associated
with the first virtual object and provided for the companion object to attach in the first state. The
target part includes but is not limited to: 1) a body part of the first virtual object, such as an arm, a
shoulder, a waist, and a back of the first virtual object; 2) an equipment part of the first virtual
object, such as a hand-held virtual prop (such as a virtual instrument) of the first virtual object, a
backpack, armor equipment (such as an energy armor, an armor, and protective clothing), and
special equipment dedicated to storing companion objects (such as a pet storage bag); and 3) a
carrier of the first virtual object, such as a virtual vehicle or a virtual aircraft, the target part being
not specifically limited in this embodiment of this disclosure, which means that the companion

object is in the first state by default after being successfully summoned.

[00992] Step 1704: The server notifies, in response to the combination instruction, another
terminal participating in a battle that the companion object of the first virtual object is in the first

state.

[00993] In some embodiments, after the terminal reports the combination instruction to the
server, the server needs to synchronize a message indicating that the companion object on the

terminal is switched to the first state to other terminals participating in the battle. Therefore, the
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server transmits a combination instruction message to other terminals participating in the battle. The
combination instruction message carries a target object identifier (ID) of the first virtual object and
a subordinate object ID of the companion object. After receiving the combination instruction
message, other terminals switch the companion object corresponding to the subordinate object ID to
the first state of the first virtual object corresponding to the target object ID, and display the
companion object corresponding to the subordinate object ID on the target part of the first virtual

object corresponding to the target object ID.

[00994] In some embodiments, the server further records that the companion object is in the
first state after receiving the combination instruction reported by the terminal. In the first state,
since the companion object does not perform an activity as an independent individual in the virtual
scene, the companion object may provide a specific confrontation assistance function for the first

virtual object to which the companion object is attached.

[00995] Exemplarily, in a case that the companion object and the first virtual object are both
in the first state, a health point loss caused by the first virtual object to any other virtual object has a
first target probability of carrying a debuff corresponding to the companion object. The other virtual
objects include but are not limited to: non-friendly virtual objects such as a neutral virtual object, a
second virtual object belonging to a different team from the first virtual object, and a companion
object of the second virtual object. In other words, in the first state, the companion object has a
specific probability of adding a debuff to the damage caused by the first virtual object. The debuff
corresponds to the companion object, and different types of companion objects may provide
different debuffs. For example, debuffs include DOT damage with various effects. The DOT
damage is periodic continuous damage, such as dealing a preset amount of damage every cycle, for
example, dealing 5 points of damage every 3 seconds for a total of duration of 15 seconds. In an
example, the debuff is provided as DOT damage having an electric shock effect or a paralysis effect.
The electric shock effect is used as an example. If a virtual object controlled by a player is hit, the
armor regeneration speed is reduced (that is, the recovery speed of energy armor is reduced). If an
NPC object controlled by a non-player is hit, the NPC object is subject to increased health point loss
or the defense capability of the NPC object is weakened. The paralysis effect is used as an example.
A movement speed of the hit virtual object may be reduced. The debuff is not limited to the
foregoing electric shock effect or paralysis effect, and not limited to the DOT damage. For example,
the debuff may further be provided as a burning effect, a dizzy effect, and the like. The types of

debuffs are not specifically limited in this embodiment of this disclosure.

[00996] In the foregoing cases, whenever the server receives confrontation operation
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information of the first virtual object reported by the terminal, it is determined based on the
confrontation operation information whether a confrontation operation of the first virtual object hits
any other virtual object. In a case that another virtual object is hit, the health point loss caused by
the foregoing confrontation operation to the hit another virtual object has the first target probability
of carrying the debuff corresponding to the companion object. In some embodiments, the terminal
determines, based on the confrontation operation information, whether the confrontation operation
of the first virtual object hits any other virtual object. In a case that another virtual object is hit and
the server completes the legitimacy determination, the foregoing another virtual object has the first

target probability of carrying the debuff corresponding to the companion object.

[00997] Exemplarily, in a case that the companion object and the first virtual object are both
in the first state, the health point loss caused by the first virtual object to any other virtual object due
to the shooting operation has the first target probability of carrying the debuff corresponding to the
companion object. In other words, only the health point loss caused by a long-range shooting attack

performed by the first virtual object has a specific probability of carrying the debuft.

[00998] In the foregoing cases, whenever the server receives shooting operation information
of the first virtual object reported by the terminal, it is determined based on the shooting operation
information whether a projectile fired by a shooting operation of the first virtual object hits any
other virtual object. In a case that another virtual object is hit, the health point loss caused by the
foregoing shooting operation to the hit another virtual object has the first target probability of
carrying the debuff corresponding to the companion object. In some embodiments, the terminal
determines, based on the shooting operation information, whether a projectile fired by the shooting
operation of the first virtual object hits any other virtual object. In a case that another virtual object
is hit and the server further completes the legitimacy determination, the foregoing another virtual

object has the first target probability of carrying the debuff corresponding to the companion object.

[00999] That is to say, the foregoing step of determination performed by the server may also
be performed by the terminal, and only the server needs to further complete the legitimacy check to
avoid cheating behavior of the terminal, thereby reducing the calculation amount of the server when

accessing a large quantity of clients.

[001000] Step 1705: The terminal plays, in response to a first split instruction for the
companion object, a switching animation in which the companion object switches from the first

state of the first virtual object to a second state.

[001001] In some embodiments, the user triggers the first split instruction by performing a
triggering operation on the companion object in the first state. The foregoing triggering operation
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includes but is not limited to a click/tap operation, a double-clicking/tapping operation, a pressing
operation, a drag operation in a specified direction, a voice instruction, a gesture instruction, and the

like. The triggering operation is not specifically limited in this embodiment of this disclosure.

[001002] Exemplarily, the triggering operation being the drag operation in a specified
direction is used as an example. If the user performs the drag operation on the companion object
attached to the target part of the first virtual object in the specified direction, the first split
instruction to control the companion object to fire from the target part to the specified direction is to
be triggered. In this case, the companion object may land at the intersection of a ray extending in
the specified direction with the target part as the endpoint and the ground, so as to flexibly control

the landing direction of the companion object through the first split instruction.

[001003] In some embodiments, in a case that a UI control for the companion object is
provided in the virtual scene, the user can trigger the first split instruction for the companion object
by performing a triggering operation on the UI control. In an example, the foregoing UI control is
constantly displayed in the virtual scene, or the UI control is summoned by the user by performing
an interaction operation with the companion object. For example, the user clicks/taps a head of the
companion object to summon the UI control, or the user touches and holds the companion object to
summon the UI control. Whether the UI control is always displayed in the virtual scene or
summoned for display through the specified interactive operation is not specifically limited in this

embodiment of this disclosure.

[001004] In some embodiments, only one UI control is provided in the virtual scene. When the
companion object is in the first state, the UI control is provided as a split control, and when the
companion object is in the second state, the Ul control is provided as a combination control, so as to
switch the state of the companion object through the UI control. In this case, when the companion
object is in the first state, the UI control is provided as a split control, and the user may respectively
trigger the first split instruction and a second split instruction by performing different triggering

operations on the split control.

[001005] Exemplarily, the user clicks/taps the split control to trigger the first split instruction,
and double clicks/taps the split control to trigger the second split instruction. Alternatively, the user
holds down the split control and performs a drag operation in a specified direction, and then
determines a ray extending in the specified direction by using the target part as the endpoint. If the
ray intersects with a collision detection range of any virtual object, the virtual object is determined
as a third virtual object, and a second split instruction specifying the third virtual object to be

followed is triggered. If the ray does not intersect with the collision detection range of any virtual
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object, the first split instruction without specifying the third virtual object is triggered. Alternatively,
when the user holds down the split control and performs an upward drag operation, the first split
instruction is triggered, and when the user holds down the split control and performs a downward

drag operation, the second split instruction is triggered.

[001006] In some embodiments, both the combination control and the split control are
provided in the virtual scene, which are collectively referred to as UI controls for the companion
object. When the companion object is in the first state, the combination control is set to a disabled
state, and when the companion object is in the second state, the split control is set to the disabled
state. In this case, when the companion object is in the first state, the combination control is set to
the disabled state, and the split control is set to the available state. In this case, the user may
respectively trigger the first split instruction and the second split instruction by performing different
triggering operations on the split control. The triggering operations on the first split instruction and
the second split instruction are similar to those in the foregoing cases, and details are not described

herein again.

[001007] In some embodiments, after the user triggers the first split instruction for the
companion object, the terminal plays, in response to the first split instruction, the switching
animation in which the companion object switches from the first state to the second state. The
switching animation may be preloaded locally after the terminal starts a battle, or may be
immediately pulled from the server by the terminal in response to the first split instruction. When to
pull the switching animation is not specifically limited in this embodiment of this disclosure.
Exemplarily, the switching animation is shown as follows. The companion object is transformed in
form after being separated from the target part of the first virtual object, that is, transformed from
the form corresponding to the first state to the form corresponding to the second state. The content

of the switching animation is not specifically limited in this embodiment of this disclosure.

[001008] Step 1706: The terminal switches the companion object from the first state to the

second state, and reports the first split instruction to the server.

[001009] In some embodiments, when the terminal switches the companion object from the
first state to the second state, the companion object is separated from the target part of the first
virtual object. Since the companion object is attached to the target part in the first state, the
switching process from the first state to the second state can be displayed by separating the

companion object from the target part.

[001010] In some embodiments, the terminal reports the first split instruction to the server.
Since in the second state, the companion object can perform an activity in the virtual scene as an
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independent individual, but the activity of the companion object is still limited in the second state.
That is, the companion object in the second state can still be controlled by the user, and in a case
that the user does not control the activity of the companion object, the companion object is to
perform an activity under the control of behavior logic, for example, perform an activity under the
control of the preset rule or the Al behavior model. Therefore, the terminal needs to report the first
split instruction to the server, so as to instruct the server to configure the behavior logic of the

companion object and take over part of the control permission of the companion object.

[001011] Step 1707: The server returns, in response to the first split instruction, an invisibility
instruction to each terminal participating in the battle in a case that a state in which the companion

object has been equipped with the target functional chip is queried.

[001012] The invisibility instruction is triggered in a case that the companion object has the
invisibility function attribute and receives the first split instruction. In this embodiment of this
disclosure, the companion object being equipped with the target functional chip to obtain the
invisibility function attribute is used as an example for description. Therefore, in this case, the
invisibility instruction may be triggered in a case that the companion object is equipped with the

target functional chip and receives the first split instruction.

[001013] The foregoing step 1707 is a possible implementation in which the server returns the
invisibility instruction to each terminal participating in the game in response to the first split
instruction in a case that it is queried that the companion object has the invisibility function attribute.
In this embodiment of this disclosure, the companion object being equipped with the target
functional chip to obtain the invisibility function attribute is used as an example for description.
Therefore, in this case, by querying whether the companion object is equipped with the target
functional chip, the server can determine whether the companion object has the invisibility function
attribute, and then returns the invisibility instruction to each terminal participating in the game in

the case of detecting a state in which the companion object has been equipped with the target

functional chip, which represents that the companion object has the invisibility function attribute.

[001014] In some embodiments, after the server on the terminal reports the first split
instruction, the server queries about the assembly state parameter of the companion object for the
target functional chip based on the subordinate object ID of the companion object carried in the first
split instruction. When the assembly state parameter indicates an assembled state, it represents that
the companion object has been equipped with the target functional chip, and therefore the
companion object has the invisibility function attribute and needs to make the companion object

invisible in the second state. In this case, the server transmits the invisibility instruction for the
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companion object to each terminal participating in the battle.

[001015] In some other embodiments, assuming that the companion object can obtain the
invisibility function attribute in a plurality of ways, the companion object may still have the
invisibility function attribute even if not equipped with the target functional chip, and the server
side may maintain the invisibility attribute parameter of the companion object. The invisibility
attribute parameter is used for indicating whether the companion object has the invisibility function
attribute. After the terminal reports the first split instruction to the server, the server queries the
invisibility attribute parameter of the companion object based on the subordinate object ID of the
companion object carried in the first split instruction. When the invisibility attribute parameter
indicates that the companion object has the invisibility function attribute, it represents that the
companion object in the second state needs to be made invisible. In this case, the server transmits

the invisibility instruction for the companion object to each terminal participating in the battle.

[001016] In some embodiments, the invisibility instruction transmitted by the server to the
terminals participating in the battle (including the terminal corresponding to the first virtual object
and other terminals) carries at least the subordinate object ID of the companion object, and any
terminal participating in the battle makes the companion object invisible corresponding to the

subordinate object ID after receiving the invisibility instruction.

[001017] In some embodiments, the server further records that the companion object is in the
second state after receiving the first split instruction reported by the terminal. In the second state,
since the companion object performs an activity as an independent individual in the virtual scene,
the companion object no longer provides a debuff for the health point loss caused by the first virtual
object, but only provides a debuff for the health point loss caused by the companion object, thereby
providing a specific confrontation assistance function for the first virtual object to which the

companion object belongs as an independent individual.

[001018] Exemplarily, in a case that the companion object is in the second state, a health point
loss caused by the companion object to any other virtual object has a second target probability of
carrying a debuff corresponding to the companion object. The other virtual objects include but are
not limited to: non-friendly virtual objects such as a neutral virtual object, a second virtual object
belonging to a different team from the first virtual object, and a companion object of the second
virtual object. In other words, the companion object in the second state has a specific probability of
adding a debuff to the damage caused by the companion object itself. The debuff corresponds to the
companion object, and different types of companion objects may provide different debuffs. For the

description of the debuff, reference is made to the foregoing step 1704, and the details are not
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described herein again.

[001019] In the foregoing cases, whenever the server receives confrontation operation
information of the companion object reported by the terminal, it is determined based on the
confrontation operation information whether a confrontation operation of the companion object hits
any other virtual object. In a case that another virtual object is hit, the health point loss caused by
the foregoing confrontation operation to the hit another virtual object has the second target

probability of carrying the debuff corresponding to the companion object.

[001020] Exemplarily, in a case that the companion object is in the second state, the health
point loss caused by the companion object to any other virtual object due to the shooting operation
has the second target probability of carrying the debuff corresponding to the companion object. In
other words, only the health point loss caused by a long-range shooting attack performed by the

companion object has a specific probability of carrying the debuff.

[001021] In the foregoing cases, whenever the server receives shooting operation information
of the companion object reported by the terminal, it is determined based on the shooting operation
information whether a projectile fired by a shooting operation of the companion object hits any
other virtual object. In a case that another virtual object is hit, the health point loss caused by the
foregoing shooting operation to the hit another virtual object has the second target probability of

carrying the debuff corresponding to the companion object.

[001022] Step 1708: The terminal makes the companion object invisible in the second state in

response to the invisibility instruction.

[001023] The terminal receives the invisibility instruction transmitted by the server, and makes
the companion object invisible in the second state in response to the invisibility instruction. The
invisibility of the companion object does not mean that the companion object is removed from the
virtual scene, but the companion object is still in the virtual scene and is invisible to each terminal
participating in the battle, that is, the terminal does not display the companion object indicated in

the invisibility instruction.

[001024] In an example, an object model of the companion object is invisible to all terminals.
In this case, in order to facilitate viewing of a location of the companion object thereof by the
terminal corresponding to the first virtual object, the object model of the companion object may not
be displayed, but the location of the companion object may be identified in the virtual scene or a
map control. However, for each terminal participating in the battle except the terminal

corresponding to the first virtual object, neither the object model of the companion object nor the
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location of the companion object can be seen.

[001025] In an example, the object model of the companion object is only visible to the
terminal corresponding to the first virtual object with the master-slave relationship, but not to the
other terminals participating in the battle. In this case, in order to make the user know that the
companion object is invisible, the object model of the companion object may be displayed
differently. For example, a specific transparency or edge flicker special effects are set for the
companion object to prompt that the companion object is only visible to itself (only visible to the

owner).

[001026] In an example, the object model of the companion object is only visible to the first
virtual object and the terminal belonging to the same team as the first virtual object, but not to the
other terminals participating in the battle. The display mode of the object model is similar to that in

the previous case, and details are not described herein again.

[001027] In some embodiments, when the object model of the companion object is not
displayed, the transparency of the object model of the companion object may be set to fully
transparent, or the visibility of the object model of the companion object may be set to invisible
(only visible to the owner, only visible to friends, or the like). In an example, shadow mapping
performed on the companion object is further stopped to prevent another player from perceiving the
invisible companion object by observing a shadow projected by the companion object under the

light. The invisibility manner is not specifically limited in this embodiment of this disclosure.

[001028] In the foregoing steps 1707-1708, in a case that the companion object is equipped
with the target functional chip and thus has the invisibility function attribute, after the companion
object is switched to the second state, the terminal makes the companion object invisible in the
second state, which is equivalent to providing a new interactive mode of invisibility of the
companion object by assembling the target functional chip to obtain the invisibility function
attribute, so that the companion object can assist the first virtual object in participating in the

confrontation gameplay of the battle more effectively.

[001029] Step 1709: The terminal displays the companion object in the second state in

response to the companion object satisfying an invisibility removal condition.

[001030] In some embodiments, since the companion object cannot always be invisible
unconditionally, the invisibility removal condition is set for the companion object. When the
companion object satisfies the invisibility removal condition, the companion object in the second

state is to be displayed in the virtual scene.
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[001031] In some embodiments, when the companion object in the second state is displayed,
the transparency of the object model of the companion object is set to opaque, or the visibility of the
object model of the companion object is set to visible to all. In an example, the shadow mapping of

the companion object is restored, so as to achieve a better rendering effect on the companion object.

[001032] In some embodiments, the invisibility removal condition includes at least one of the
following: a virtual health point of the companion object decreases; or the companion object
initiates interaction with the first virtual object, the companion object and the first virtual object
belonging to different teams; or an invisibility duration of the companion object reaches an

invisibility threshold.

[001033] In some embodiments, the invisibility removal condition includes that an invisibility
duration reaches an invisibility threshold. Then when the invisibility duration of the companion
object reaches the invisibility threshold, the companion object is to be displayed in the virtual scene.
The invisibility threshold is any value greater than 0. For example, the invisibility threshold is 10
seconds, 30 seconds, 1 minute, and the like. The invisibility threshold is not specifically limited in

this embodiment of this disclosure.

[001034] In some embodiments, the invisibility removal condition includes that a virtual

health point of the companion object is reduced. Then when the virtual health point of the
companion object is reduced due to an external attack, the companion object is to be displayed in

the virtual scene. Since the companion object is revealed when being attacked by the external attack,

a manner of actively checking the invisible companion object can be provided.

[001035] In some embodiments, the invisibility removal condition includes that the
companion object initiates an interaction with the first virtual object. The companion object is
invisible to the first virtual object when being invisible. In other words, the first virtual object is a
virtual object that has no permission to see the companion object when the companion object is
invisible. In an example, when the companion object is only visible to the owner, then the
companion object is only visible to the first virtual object, and all virtual objects except the first
virtual object have no permission to see the invisible companion object. Therefore, all virtual
objects except the first virtual object belong to the first virtual object. When the companion object is
only visible to friends, then the companion object is only visible to the first virtual object and a
friendly virtual object belonging to the same team as the first virtual object (also including the
companion object of the friendly virtual object), and all of the virtual objects belonging to different
teams from the first virtual object (including the neutral virtual object, the second virtual object

belonging to a different team from the first virtual object, and the companion object of the second
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virtual object) have no permission to see the invisible companion object. Therefore, all of the virtual
objects belonging to different teams from the first virtual object belong to the first virtual object,
and whether the first virtual object includes a friendly virtual object is not specifically limited in this
embodiment of this disclosure. Under the constraint of the foregoing invisibility removal condition,
when the companion object actively attacks the first virtual object in the virtual scene, the
companion object is to be displayed in the virtual scene, so as to facilitate identification of the
orientation of the initiator of the interaction by the first virtual object, that is, the companion object,

in time after the interaction.

[001036] In an exemplary scene, it is assumed that the invisible companion object does not
actively attack the companion object of the second virtual object and the neutral virtual object. In
this case, the invisible companion object only actively attacks the second virtual object. In a case
that the invisibility removal condition is that the virtual health point of the companion object is
reduced or the companion object initiates interaction with the first virtual object, then when the
companion object is attacked by the second virtual object, the companion object of the second
virtual object, or the neutral virtual object, resulting in the decrease in the health point of the
companion object, the companion object is to be revealed in the virtual scene. Alternatively, when
the companion object actively attacks the second virtual object, the companion object is also
revealed in the virtual scene, which is equivalent to that under this setting, although the companion
object of the second virtual object and the neutral virtual object have no permission to see the
companion object of the currently invisible first virtual object, since the invisible companion object
is set not to actively attack the companion object of the second virtual object and the neutral virtual
object, it represents that the companion object only actively attacks the second virtual object, and

the first virtual object and the second virtual object are the same in this case.

[001037] Any combination of the foregoing technical solutions can be used to obtain

additional embodiments of the present disclosure, and the details are not described herein again.

[001038] According to the method provided in this embodiment of this disclosure, an
interactive mode that supports the invisibility of the companion object after switching to the second
state is provided, so that the companion object remains invisible in a case that the invisibility
removal condition is not satisfied. Only in a case that the invisibility removal condition is satisfied,
the companion object is revealed, so that the companion object can assist the first virtual object in
confrontation and ambush more effectively, thereby enriching the interactive modes among different

virtual objects and improving the efficiency of human-computer interaction.
[001039] In the foregoing embodiment, how the user controls the companion object to be
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merged, how to control the companion object to be separated from the ground for splitting, and a
process in which the server controls the companion object to be invisible when detecting that the
companion object has the invisibility function attribute and receives the first split instruction are
described in detail. In this embodiment of this disclosure, a marked prop provided to the companion
object in a case that the companion object has the invisibility function attribute (for example,
equipped with the target functional chip) is to be described in detail, which can identify the location

of the hit second virtual object and is to be described below.

[001040] In this embodiment of this disclosure, the user can control the companion object to
fire a marked prop to the second virtual object, and the marked prop can be used in a case that the
companion object has the invisibility function attribute. In addition, since the marked prop may be
fired by the first virtual object controlled by the user in the first state of the first virtual object and
the companion object, or the marked prop may be fired by the companion object controlled by the
user in the second state of the companion object, or may be fired by the companion object based on
behavior logic thereof. The companion object firing the marked prop in the case of satisfying a

firing condition is used as an example for description in this embodiment of this disclosure.

[001041] FIG. 87 is an interaction flowchart of a method for controlling a marked prop
according to an embodiment of this disclosure. Referring to FIG. 87, the embodiment is performed
through interaction between a terminal and a server. The terminal and the server are both examples

of an electronic device. The embodiment includes the following steps.

[001042] Step 1810: A terminal displays a companion object in a second state firing a marked
prop to a third virtual object in a case that a marked prop firing condition is satisfied, the marked

prop being configured to identify a location of a virtual object that is hit.

[001043] The third virtual object belongs to different teams from the first virtual object. In
other words, the third virtual object is a virtual object that belongs to different teams from the first
virtual object and that is controlled by a player. A difference between the first virtual object
involved in the invisibility removal condition described in the previous embodiment and the third
virtual object to be attacked by the marked prop in this embodiment of this disclosure is that the
first virtual object is a virtual object that has no permission to see the invisible companion object.
Therefore, the first virtual object does not exclude the friendly virtual object, that is, it is possible
that the friendly virtual object belongs to the first virtual object when the companion object is
invisible to the friend. However, since the marked prop is a virtual prop with attack power, the third
virtual object to be attacked by the marked prop is the virtual object controlled by the player that

belongs to a different team from the first virtual object, that is, the third virtual object usually
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excludes the friendly virtual object.

[001044] In some embodiments, the firing condition is a condition that the companion object
can fire the marked prop to any third virtual object. In an example, the firing condition includes at
least one of the following: the third virtual object is located within an interaction range of the
companion object; or an instruction to fire the marked prop transmitted by the first virtual object to
the companion object is received; or the third virtual object performs an interactive behavior that

causes the virtual health point of the companion object to decrease.

[001045] Exemplarily, in a case that the firing condition includes that the third virtual object is
within the interaction range of the companion object, the companion object in the second state
automatically triggers the firing of the marked prop to the third virtual object when detecting that
the third virtual object has entered the interaction range of the companion object. The interaction
range is an attack range of the companion object, for example, the attack range is a firing range of
the marked prop. If the third virtual object is outside the interaction range, it indicates that the third
virtual object is beyond the range of the marked prop, and interaction with the third virtual object

cannot be performed through the marked prop.

[001046] In an example, when the behavior logic of the companion object is deployed on the
server side, and the server detects that the third virtual object enters the interaction range of the
companion object, the companion object is controlled to fire the marked prop to the third virtual
object, and the marked prop is synchronized to each terminal participating in the battle.
Alternatively, when the behavior logic of the companion object is deployed on the client, that is, a
terminal side, the terminal controls the companion object to fire the marked prop to the third virtual
object when detecting that the third virtual object enters the interaction range of the companion
object, and reports the marked prop to the server, and the server synchronizes the marked prop to
another terminal participating in the battle, which is not specifically limited in this embodiment of

this disclosure.

[001047] Exemplarily, the user can control the companion object in the second state to fire the
marked prop to the third virtual object in a case that the firing condition includes receiving the
firing instruction of the marked prop transmitted by the first virtual object to the companion object.
Since a quantity of marked props is usually limited, for example, only one marked prop is provided
in a battle, the manner of manually controlling and firing marked prop can be convenient for the
user to decide a firing time and a firing trajectory of the marked prop, and can increase the hit rate

of marked prop and improve the operability of the user in the confrontation process.

[001048] In an example, the user controls the companion object to fire the third virtual object
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by triggering the firing instruction of the marked prop, and the trigger mode of the firing instruction
includes: the user performs a triggering operation on a shooting control of the marked prop; or the
user performs a target triggering operation on the companion object; or the user inputs a voice
instruction or a gesture instruction to fire the marked prop; or the user performs a preset triggering
operation on the third virtual object, and the trigger mode of the firing instruction is not specifically

limited in this embodiment of this disclosure.

[001049] For example, the trigger mode is that the user performs a triggering operation on the
shooting control of the marked prop. In this case, the shooting control of the marked prop is
provided in the virtual scene, and the shooting control is displayed in the virtual scene only in a case
that the companion object has the invisibility function attribute. When the firing instruction is
triggered based on the firing control, a mode of shooting using a sight and a mode of shooting
without using a sight are provided. The mode of shooting using a sight is a shooting mode for
accurate aiming by using a sight, and the mode of shooting without using a sight is a mode of
shooting of direct aiming in the virtual scene. The mode of shooting without using a sight is also

referred to as a hip-fire mode.

[001050] Exemplarily, in the mode of shooting using a sight, the user clicks/taps the shooting
control to enter the state of lifting the scope, can control to adjust the crosshair for the current firing
through a joystick control, and then clicks/taps the shooting control again after adjusting the
crosshair, so as to generate the firing instruction to fire the marked prop to the location indicated by

the crosshair.

[001051] Exemplarily, in the mode of shooting without using a sight, the user holds down the
shooting control to enter the aiming state, can control to adjust the crosshair for the current firing
through a joystick control, and then releases the shooting control after adjusting the crosshair, so as

to generate the firing instruction to fire the marked prop to the location indicated by the crosshair.

[001052] The foregoing shooting control may always be displayed in the virtual scene when
the companion object has the invisibility function attribute and the quantity of marked props is
greater than 0O, or the foregoing shooting control can only be summoned after the user clicks/taps the
marked props in a virtual prop bar, which is not specifically limited in this embodiment of this

disclosure.

[001053] For example, the trigger mode is that the user performs the target triggering
operation on the companion object, and in this case, the user can generate the firing instruction for
the marked prop by performing the target triggering operation on the companion object displayed in
the virtual scene. Exemplarily, the target triggering operation includes that the user presses and then
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releases the companion object. In this case, when a pressing duration for which the user presses the
companion object exceeds a pressing threshold, the user enters the aiming state, and the user can
adjust the crosshair for the current firing by using the companion object as the center of the joystick,
and release the companion object after adjusting the crosshair, so as to generate the firing
instruction to fire the marked prop to the location indicated by the crosshair. Exemplarily, the target
triggering operation includes that the user holds down the companion object and slides to a target
region, and enters the aiming state after sliding to the target region. The user can hold down the
joystick control to adjust the crosshair for the current firing, and then release the joystick control
after adjusting the crosshair, so as to generate the firing instruction to fire the marked prop to the

location indicated by the crosshair.

[001054] For example, the trigger mode is that the user inputs a voice instruction to fire the
marked prop. For example, the user inputs a voice instruction of "firing a marked prop" to enter the
aiming state, and the user can click/tap any location in the virtual scene as the crosshair for the
current firing, and trigger the firing instruction to fire the marked prop to the location indicated by

the crosshair after releasing.

[001055] For example, the trigger mode is that the user inputs a gesture instruction to fire the
marked prop. For example, the user holds down the companion object and the third virtual object
with two fingers, and performs a sliding operation that the two fingers gradually approach. When
the two fingers are close together, it represents that the gesture instruction is detected, and the user
enters the aiming state. The user can click/tap any location in the virtual scene as the crosshair for
the current firing, and trigger the firing instruction to fire the marked prop to the location indicated

by the crosshair after releasing.

[001056] For example, the trigger mode is that the user performs a preset triggering operation
on the third virtual object. For example, the user finds the marked prop from the virtual prop bar,
and holds down the marked prop to perform a sliding operation of sliding toward the third virtual
object, and when sliding to the third virtual object, automatically triggers the firing instruction to
fire the marked prop to the location indicated by the crosshair by using the current model center of

the third virtual object as the crosshair.

[001057] In some embodiments, after the firing instruction of the marked prop is triggered, the
terminal locally controls the companion object in the second state to fire the marked prop to the
third virtual object in response to the firing instruction. For example, a firing trajectory from the
companion object to the location indicated by the crosshair is generated, then the marked prop

moving along the firing trajectory is displayed in the virtual scene, then the terminal reports the
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firing instruction and the firing trajectory to the server, and the server synchronizes the firing

trajectory of the marked prop to another terminal participating in the battle.

[001058] In some embodiments, after the firing instruction of the marked prop is triggered, the
terminal reports the firing instruction to the server in response to the firing instruction. The firing
instruction carries the location indicated by the crosshair and a location of the companion object.
The server generates the firing trajectory and synchronizes the firing trajectory to each terminal
participating in the battle. The terminal displays the marked prop moving along the firing trajectory

in the virtual scene based on the firing trajectory returned by the server.

[001059] Since the third virtual object is in motion, and the crosshair aimed by the user may
deviate from the third virtual object, the fired marked prop may not be able to hit the third virtual
object. In a case that the marked prop hits the third virtual object, the following steps 1820 and 1830
are performed, and in a case that the marked prop does not hit the third virtual object, the following

step 1840 is performed.

[001060] Step 1820: The terminal displays the marked prop being attached to the third virtual

object in a case that the marked prop hits the third virtual object.

[001061] In some embodiments, if the marked prop hits the third virtual object, for example,
only the marked prop hitting an object model of the third virtual object is deemed to hit the third
virtual object, or the marked prop hitting a collision detection range of the third virtual object is
deemed to hit the third virtual object, the server side may flexibly configure different hit detection
logics, which is not specifically limited in this embodiment of this disclosure. Since the marked
prop can identify the location of the third virtual object, which is convenient for the user to control
the first virtual object to perform subsequent confrontation with the third virtual object, the marked
prop may be attached to the third virtual object. For example, when hitting the object model is
regarded as a hit, the marked prop is attached to a contact point with the third virtual object when
the third virtual object is hit. For another example, when hitting the hit collision detection range is
regarded as a hit, the marked props are uniformly attached to a specified part of the third virtual
object, for example, uniformly attached to a shoulder, a leg, or an abdomen. The specified part is

not specifically limited in this embodiment of this disclosure.

[001062] In some embodiments, before the marked prop being attached to the third virtual
object is displayed, an attachment animation of the marked prop may further be played. The
attachment animation may be preloaded locally by the terminal or immediately pulled from the
server by the terminal in response to the firing instruction. The loading time of the attachment
animation is not specifically limited in this embodiment of this disclosure.
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[001063] Step 1830: The terminal displays the marked prop transmitting a location
identification signal for the third virtual object within a first target duration after the marked prop

hits the third virtual object.

[001064] The first target duration is any value greater than 0, for example, the first target
duration is 10 seconds, 15 seconds, 20 seconds, and the like, which is not specifically limited in this

embodiment of this disclosure.

[001065] In some embodiments, after the marked prop is attached to the third virtual object,
the terminal may control the marked prop to continuously transmit the location identification signal
within the first target duration after the marked prop hits the third virtual object. Since the marked
prop moves based on the third virtual object, the location identification signal shown by the marked
prop can remind the user of the current location of the third virtual object. In this way, even if the
third virtual object walks into a bunker, the first virtual object can find the third virtual object in

time through the location identification signal.

[001066] In some embodiments, the location identification signal has different representation
forms. For example, the location identification signal is a light signal of a color that continuously
flashes (such as red light, blue light, and green light that continuously flashes). For another example,
the location identification signal is a marker pattern prominently displayed in a minimap control. In
an example, the current location of the third virtual object is indicated by a red dot that continuously
flashes in the minimap control. For another example, the location identification signal is a guide

line (also referred to as a navigation line) that is triggered from the first virtual object to be directed
at the third virtual object, so as to guide the first virtual object to pursue the third virtual object. The
representation form of the location identification signal is not specifically limited in this

embodiment of this disclosure.

[001067] In some embodiments, the marked prop not only can continuously transmit the
location identification signal within the first target duration, but also can continuously make a noise
within the first target duration. In this way, the action interference to the third virtual object can be
increased, and the noise can further cover up some action sound effects made by the first virtual
object during the pursuit, thereby providing better assistance for the first virtual object to participate

in the confrontation.

[001068] Step 1840: The terminal displays the marked prop deforming within an action range
when the marked prop reaches a crosshair location of a firing operation in a case that the marked

prop does not hit the third virtual object.

180



[001069] In some embodiments, if the marked prop does not hit the third virtual object, the
marked prop is triggered to deform within the action range of the marked prop when reaching the
crosshair location of the firing operation (that is, an end point of the firing trajectory), and the action
range herein is a range that can be affected by the deformation of the marked prop. The foregoing
deformation operation may be that the terminal controls the marked prop to deform, and then
displays a deformation animation of the marked prop, or may be that the server controls the marked
prop to deform, and then synchronously displays the deformation animation of the marked prop to
each terminal participating in the battle for display, which is not specifically limited in this
embodiment of this disclosure. For example, the deformation animation represents the deformation
process of the marked prop from an overall form to a fragment form after the marked prop moves to

the crosshair location.

[001070] In some embodiments, the marked prop can cause a specific amount of health point
loss to virtual objects within the action range after deforming at the crosshair location. For example,
the foregoing health point loss is a constant value, and in this case, virtual health points of different
virtual objects within the action range may be reduced by the constant value. For another example,
the foregoing health point loss is negatively correlated with a distance between the virtual object
and the crosshair location. That is to say, a smaller distance between the virtual object within the
action range and the crosshair location leads to a higher health point loss, and a larger distance
between the virtual object within the action range and the crosshair location leads to a lower health
point loss. Whether the health point loss is a constant value is not specifically limited in this

embodiment of this disclosure.

[001071] In some embodiments, in order to provide a richer interaction manner for the third
virtual object, the marked prop can be destroyed. In this case, a prop damage degree of the marked
props will gradually increase when they are injured. Therefore, the third virtual object may attack
the marked prop, or control the companion object thereof to attack the marked prop, or summon a
teammate thereof to control the corresponding virtual object to attack the marked prop, so as to
increase the prop damage degree of the marked prop. When the prop damage degree is greater than
a damage threshold, the marked prop may no longer identify the location of the hit virtual object. In
other words, when the prop damage degree is greater than the damage threshold, the marked prop
may no longer transmit the location identification signal. The damage threshold is any value greater
than 0, for example, the loss threshold is 70%, 80%, or 100%, and the loss threshold is not
specifically limited in this embodiment of this disclosure. That is, the marked prop being destroyed

is displayed in response to the attack on the marked prop satisfying a condition.
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[001072] In some embodiments, since the marked prop continuously transmits the location
identification signal within the first target duration, the marked prop does not completely lose the
ability to transmit the location identification signal in a case that the prop damage degree is less
than or equal to the damage threshold, but the period of transmitting the location identification
signal by the marked prop may be gradually extended with the increase of the prop damage degree
(but not greater than the damage threshold). For example, when the prop damage degree is 0%, the
marked prop transmits the location identification signal in real time every frame, when the prop
damage degree is 20%, the marked prop transmits the location identification signal every 5 frames,
and when the prop damage degree is 50%, the marked prop transmits the location identification

signal every 10 frames, thereby reflecting the gradual damage process of the marked prop.

[001073] In some embodiments, the foregoing damage threshold is a threshold at which the
marked prop loses the ability to identify the location. Therefore, when the prop damage degree is
greater than the damage threshold, the marked prop no longer transmits the location identification
signal, but in this case, the marked prop can still continue to make noise to interfere with actions
and operations of the third virtual object, until the prop damage degree reaches 100%, all functions

of the marked prop are completely ineffective, and in this case, the marked prop stops making noise.

[001074] Any combination of the foregoing technical solutions can be used to obtain

additional embodiments of the present disclosure, and the details are not described herein again.

[001075] According to the method provided in this embodiment of this disclosure, the action
of the third virtual object can be strongly interfered with by providing an interactive mode that
supports the companion object to identify the location of the third virtual object by using the
marked prop, which facilitates locating of the location of the third virtual object in time by the first
virtual object, and a decision is made on the subsequent confrontation strategy for the third virtual
object, so that the companion object can better assist the first virtual object in confrontation, which
enriches the interactive modes among different virtual objects, and improves the efficiency of

human-computer interaction.

[001076] In the foregoing embodiment, a marked prop provided to the companion object is
described in detail. The marked prop can identify the location of the hit third virtual object. The
firing of the marked prop is more concealed and strategic in a case that the companion object has
the invisibility function attribute, so as to achieve an unexpected confrontation effect. In this
embodiment of this disclosure, a detailed description is to be given to actions to be performed by
the companion object through a first split instruction in the case of having no invisibility function

attribute.
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[001077] FIG. 88 is an interaction flowchart of a method for displaying a virtual object
according to an embodiment of this disclosure. Referring to FIG. 88, the embodiment is performed
through interaction between a terminal and a server. The terminal and the server are both examples

of an electronic device. The embodiment includes the following steps.

[001078] Step 1900: A terminal summons a companion object of a first virtual object in a

virtual scene.

[001079] The foregoing step 1900 is similar to the foregoing step 1700, and details are not

described herein again.

[001080] Step 1901: The terminal sets the companion object to a first state of the first virtual
object in response to a combination instruction for the companion object, and reports the

combination instruction to the server.

[001081] The foregoing step 1901 is similar to the foregoing step 1703, and details are not

described herein again.

[001082] Step 1902: The server notifies, in response to the combination instruction, another
terminal participating in a battle that the companion object of the first virtual object is in the first

state.

[001083] The foregoing step 1902 is similar to the foregoing step 1704, and details are not

described herein again.

[001084] Step 1903: The terminal plays, in response to a first split instruction for the
companion object, a switching animation in which the companion object switches from the first

state of the first virtual object to a second state.

[001085] The foregoing step 1903 is similar to the foregoing step 1705, and details are not

described herein again.

[001086] Step 1904: The terminal switches the companion object from the first state to the

second state, and reports the first split instruction to the server.

[001087] The foregoing step 1904 is similar to the foregoing step 1706, and details are not

described herein again.

[001088] Step 1905: The server returns a patrol range of the companion object to each

terminal participating in a game in response to the first split instruction.

[001089] In some embodiments, after the terminal reports the first split instruction to the
server, the server queries the invisibility attribute parameter of the companion object based on the
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subordinate object ID of the companion object carried in the first split instruction. When the
invisibility attribute parameter indicates that the companion object does not have the invisibility
function attribute, it is not necessary to make the companion object invisible in the second state. In
this case, the companion object is to be set to patrol within a patrol range. Exemplarily, when the
companion object obtains the invisibility function attribute by assembling a target functional chip,
the foregoing invisibility attribute parameter may be provided as an assembly state parameter of the
companion object for the target functional chip, and then the server may query the assembly state
parameter in response to the first split instruction. When the assembly state parameter indicates that
the companion object is in an unassembled state, it represents that the companion object does not
have the invisibility function attribute, and it is not necessary to make the companion object
invisible in the second state. In this case, the companion object is to be set to patrol within a patrol

range.

[001090] In some embodiments, in a case that it is determined that the companion object does
not have the invisibility function attribute, the server may determine the patrol range of the

companion object and return the determined patrol range to each terminal participating in the battle.

[001091] In an example, the server determines a patrol range by using a landing point of the
companion object on the ground as the center, for example, a circular patrol range with a radius of
R (R>0) by using the landing point as the center, or a square patrol range with a side length of A
(A>0) by using the landing point as the center, or a rectangular patrol range, and an irregular patrol
range, and the shape of the patrol range is not specifically limited in this embodiment of this

disclosure.

[001092] In an example, the server determines a patrol range by using the first virtual object as
the center, for example, a circular patrol range with a radius of R (R>0) by using the first virtual
object as the center, or a square patrol range with a side length of A (A>0) by using the first virtual
object as the center, or a rectangular patrol range, and an irregular patrol range, and the shape of the

patrol range is not specifically limited in this embodiment of this disclosure.

[001093] Step 1906: The terminal displays the companion object in the second state patrolling

in the patrol range.

[001094] In some embodiments, after receiving the patrol range returned by the server in a
case that the companion object does not have the invisibility function attribute, the terminal displays
the companion object in the second state patrolling in the patrol range, and the patrolling means that
the companion object walks randomly in the patrol range and attacks any other virtual object that
enters the patrol range or the perception range of the companion object. In an example, other virtual
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objects include non-friendly virtual objects such as a neutral virtual object, a third virtual object
belonging to a different team from the first virtual object, and a companion object of the third

virtual object.

[001095] In some embodiments, for the terminal that controls the first virtual object, the
terminal further displays the patrol range of the companion object while displaying the companion
object in the virtual scene, so that the first virtual object can check the patrol range at any time to

decide a confrontation strategy therefor.

[001096] In some embodiments, for another terminal that controls another virtual object, the
another terminal displays only the companion object in the virtual scene. If the another virtual

object controlled by the another terminal is equipped with some functional props for viewing of the
patrol range, the patrol range of the companion object may be displayed through the functional prop,

so that the another virtual object can plan an action route thereof.

[001097] Step 1907: The terminal controls the companion object to initiate interaction with a
detected virtual object when detecting a neutral virtual object, a third virtual object, or the

companion object of the third virtual object in the patrol range.

[001098] In some embodiments, when any non-friendly virtual object such as the neutral
virtual object, the third virtual object belonging to a different team from the first virtual object, or
the companion object of the third virtual object steps into the patrol range, the terminal controls the
companion object to attack the detected virtual object, for example, controlling the companion
object to fire some projectiles of shooting props to the detected virtual object, or controlling the
companion object to perform a normal attack, a melee attack, and the like on the detected virtual

object, which is not specifically limited in this embodiment of this disclosure.

[001099] In some other embodiments, assuming that the companion object is an intelligent Al
object controlled by an Al behavior model, the Al behavior model is to configure a perception range
for the companion object. The perception range represents a range of non-friendly virtual objects
that the companion object can perceive. For example, the perception range is a fan-shaped region
associated with an orientation of the companion object, or the perception range is a circular region
centered on the companion object. The shape of the perception range is not specifically limited in
this embodiment of this disclosure. Next, when any non-friendly virtual object such as the neutral
virtual object, the third virtual object belonging to a different team from the first virtual object, or
the companion object of the third virtual object is located in the perception range, the terminal
controls the companion object to attack the detected virtual object, for example, controlling the
companion object to fire some projectiles of shooting props to the detected virtual object, or
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controlling the companion object to perform a normal attack, a melee attack, and the like on the

detected virtual object, which is not specifically limited in this embodiment of this disclosure.

[001100] The terminal controls the attack initiated by the companion object, and if the
attacked virtual object is hit, the health point loss caused to the hit virtual object still has a second
target probability of carrying a debuff corresponding to the companion object. For the description of
the debuff, reference is made to the previous embodiment, and details are not described herein

again.

[001101] Any combination of the foregoing technical solutions can be used to obtain

additional embodiments of the present disclosure, and the details are not described herein again.

[001102] According to the method provided in this embodiment of this disclosure, by
providing an interactive mode in which the companion object patrols in the patrol range and attacks
the non-friendly virtual object that enters the patrol range, the companion object can better assist the
first virtual object in confrontation with the non-friendly virtual object, which enriches the
interactive modes among different virtual objects, and improves the efficiency of human-computer

interaction.

[001103] In the foregoing embodiment, a detailed description is to be given to actions to be
performed by the companion object through a first split instruction in the case of having no
invisibility function attribute. In this embodiment of this disclosure, a detailed description is to be
given to actions to be performed by the companion object through a second split instruction. A
difference between the first split instruction and the second split instruction is that the first split
instruction does not specify the third virtual object to be followed, and therefore the companion
object is to be fired from a target part of the attached first virtual object to the ground. However, the
second split instruction specifies the third virtual object to be followed, and therefore the
companion object is fired toward the third virtual object and always follows the third virtual object

until a second target duration is reached. A detailed description is to be given below.

[001104] FIG. 89 is an interaction flowchart of a method for displaying a virtual object
according to an embodiment of this disclosure. Referring to FIG. 89, the embodiment is performed
through interaction between a terminal and a server. The terminal and the server are both examples

of an electronic device. The embodiment includes the following steps.

[001105] Step 2000: A terminal summons a companion object of a first virtual object in a

virtual scene.

[001106] The foregoing step 2000 is similar to the foregoing step 1700, and details are not
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described herein again.

[001107] Step 2001: The terminal sets the companion object to a first state of the first virtual
object in response to a combination instruction for the companion object, and reports the

combination instruction to a server.

[001108] The foregoing step 2001 is similar to the foregoing step 1703, and details are not

described herein again.

[001109] Step 2002: The server notifies, in response to the combination instruction, another
terminal participating in a battle that the companion object of the first virtual object is in the first

state.

[001110] The foregoing step 2002 is similar to the foregoing step 1704, and details are not

described herein again.

[001111] Step 2003: The terminal plays, in response to a second split instruction for the
companion object, a switching animation in which the companion object switches from the first

state of the first virtual object to a second state.

[001112] The foregoing step 2003 is similar to the foregoing step 1705, and details are not

described herein again.

[001113] The first split instruction and the second split instruction may correspond to the same
or different switching animations. For the representation form and the loading time of the switching
animation, reference is made to the description of the previous embodiment, and the details are not

described herein again.

[001114] Step 2004: The terminal switches the companion object from the first state to the

second state, and reports the second split instruction to the server.

[001115] In some embodiments, when the terminal switches the companion object from the
first state to the second state, the companion object is separated from the target part of the first
virtual object. Since the companion object is attached to the target part in the first state, the
switching process from the first state to the second state can be displayed by separating the

companion object from the target part.

[001116] In some embodiments, the companion object is fired to the ground after being
separated from the target part through the first split instruction. Therefore, the first split instruction
is also referred to as a "ground instruction". A third virtual object with no clear directivity performs

patrolling in a specified patrol range and attacks the non-friendly virtual object that enters the
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perception range when having no invisibility function attribute, and is to be invisible in case of
having the invisibility function attribute. In this case, it may be set that the neutral virtual object and
other companion objects are not actively attacked during the invisibility, but only the third virtual
object belonging to a different team from the first virtual object is actively attacked, and when an
invisibility removal condition is satisfied, the third virtual object is removed from invisibility and

revealed in the virtual scene.

[001117] In some embodiments, different from the first split instruction, the second split
instruction has a third virtual object with clear directivity. That is, it is specified that the companion
object is to move with the third virtual object after switching to the second state. Therefore, the
second split instruction is also referred to as an "enemy instruction". In this case, the companion
object is to be fired toward the third virtual object after being separated from the target part. Since
the third virtual object may be displaced or evaded, the companion object may fall on the ground

near the third virtual object, follow the third virtual object, and continue to launch an attack.

[001118] After the state switching from the first state to the second state is realized in response
to the second split instruction, the terminal reports the second split instruction to the server. In an
example, the second split instruction carries at least a subordinate object ID of the companion object

and an object ID of the third virtual object.

[001119] Step 2005: The server controls the companion object in the second state to move
along with a third virtual object indicated in the second split instruction within a second target

duration after receiving the second split instruction.

[001120] In some embodiments, an Al behavior model of the companion object is deployed on
a server side. In this case, within the second target duration since receiving the second split
instruction, the server determines a location of the companion object at the frame based on a
location of the third virtual object at each frame within the second target duration, and ensures that
the location of the third virtual object does not exceed the interaction range of the companion object.
Then, the location of the companion object determined by the server frame by frame is returned to
each terminal participating in the battle, which is equivalent to ensuring that the companion object
can infinitely perceive and attack the third virtual object within the second target duration. The
second target duration is any value greater than 0, for example, the second target duration is 5

seconds, 10 seconds, 15 seconds, and the like.

[001121] In some embodiments, in addition to returning the location of the companion object
determined frame by frame, the server may further return the posture of the companion object
determined frame by frame to each terminal participating in the battle because the Al behavior
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model is deployed on the server side. In this way, the terminal can be prevented from participating
in the posture calculation process, so as to save the processing resources of the terminal and avoid

freezing of the terminal as a result of insufficient processing resources.

[001122] In some other embodiments, the server prunes and compresses the trained Al
behavior model and transmits the pruned and compressed Al behavior model to each terminal
participating in the battle. Then the server only needs to synchronize the location of each frame
when the companion object moves with the third virtual object, and the terminal locally calculates
and generates the posture of the companion object at each frame, thereby saving the communication

overhead between the server and the terminal.

[001123] Step 2006: The terminal displays, within the second target duration, the companion
object in the second state moving along with the third virtual object indicated in the second split

instruction.

[001124] In some embodiments, the terminal renders the companion object in the virtual scene
based on the location and posture of the companion object within the second target duration, and
renders the third virtual object in the virtual scene based on the location and posture of the third
virtual object within the second target duration. Since the server side determines the location of the
companion object frame by frame based on the location of the third virtual object, the distance
between the companion object and the third virtual object is close. For example, no matter how the
third virtual object moves within the second target duration, the third virtual object is always within
the perception range of the companion object. For another example, no matter how the third virtual
object moves within the second target duration, the third virtual object always keeps the same
distance from the companion object. How to ensure the manner of the companion object moving

along with the third virtual object is not specifically limited in this embodiment of this disclosure.

[001125] In some embodiments, the terminal renders the object model of the companion
object in the virtual scene based on the location of the companion object returned by the server and
the posture of the companion object predicted by the locally stored Al behavior model, thereby

displaying the companion object in the virtual scene.

[001126] In some embodiments, the terminal renders the object model of the companion
object in the virtual scene based on the location and the posture of the companion object returned by

the server, thereby displaying the companion object in the virtual scene.

[001127] In some embodiments, the terminal controlling the third virtual object synchronizes

control operation information of the third virtual object to the server, and the server determines the
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location and the posture of the third virtual object in each frame based on the control operation
information, and synchronizes the location and the posture of the third virtual object in each frame
to each terminal participating in the battle. The terminal renders the object model of the third virtual
object in the virtual scene based on the location and the posture of the third virtual object
synchronized by the server in each frame, thereby displaying the third virtual object in the virtual

scene.

[001128] Step 2007: The terminal controls the companion object to initiate interaction with
the third virtual object in a case that the third virtual object is within an interaction range of the

companion object.

[001129] The interaction range involved in step 2007 has different meanings from the
perception range involved in the previous step 2006. The perception range means that the
companion object can perceive the third virtual object and can launch an attack on the third virtual
object, and the interaction range means that the third virtual object falls into the attack range of the
companion object. If the third virtual object is located within the perception range of the companion
object and outside the attack range, the companion object can only perceive the third virtual object
in this case, but cannot launch an attack on the third virtual object, and may move to be closer so
that the companion object can launch an attack on the third virtual object when the third virtual
object enters the attack range of the companion object. Therefore, the perception range is equivalent
to a range in which the companion object can perceive the third virtual object, and the interaction
range is equivalent to an attack range such as an effective range of a normal attack of the

companion object, a range of long-range shooting, and a range of a throwing prop.

[001130] In some embodiments, the foregoing interaction range includes but is not limited to:
a circular range, a rectangular range, a square range, an irregular range, and the like, and the
interaction range may have different maximum interaction heights based on different interaction

types, which is not specifically limited in this embodiment of this disclosure.

[001131] In some embodiments, when the third virtual object is within the interaction range of
the companion object, the companion object is controlled by the Al behavior model or a preset rule,
and automatically launches an attack on the third virtual object. The foregoing Al behavior model
and the preset rule may be deployed on the server side or the terminal side. If the Al behavior model
and the preset rule are deployed on the server side, the server controls the companion object to
launch an attack and synchronize the attack to each terminal participating in the battle. If the Al
behavior model and the preset rule are deployed on the terminal side, the terminal controls the

companion object to launch an attack and synchronize the attack to the server, and then the server
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synchronizes the attack to another terminal participating in the game.

[001132] In some embodiments, when initiating interaction with the third virtual object, the
companion object may fire some projectiles of shooting props to the third virtual object, or perform
a normal attack, a melee attack, and the like on the third virtual object, which is not specifically

limited in this embodiment of this disclosure.

[001133] If the attack initiated by the companion object hits the attacked third virtual object or
hits another virtual object instead, the health point loss caused to the hit virtual object still has a
second target probability of carrying a debuff corresponding to the companion object. For the
description of the debuff, reference is made to the previous embodiment, and details are not

described herein again.

[001134] In some embodiments, after the second target duration, the companion object no
longer perceives the third virtual object unconditionally and infinitely. In this case, the companion
object will return to its original behavior logic, and it is decided whether the third virtual object can
be perceived by the companion object at this time through the behavior logic. For example, when
the third virtual object is within the perception range of the companion object, the third virtual
object can still be searched and perceived by the normal behavior logic, and then the third virtual
object continues to follow the third virtual object and launch an attack. When the third virtual object
moves out of the perception range of the companion object, the companion object no longer
perceives the third virtual object, that is, losing the following target. In this case, the companion

object may wander randomly and move freely where the following target is lost.

[001135] Any combination of the foregoing technical solutions can be used to obtain

additional embodiments of the present disclosure, and the details are not described herein again.

[001136] According to the method provided in this embodiment of this disclosure, an
interactive mode that the companion object moves along with the specified third virtual object and
automatically launches an attack on the third virtual object is provided, so as to better assist the first
virtual object in solving the attack pressure brought by the third virtual object and facilitate making
of a better interactive strategy by the first virtual object, so that the companion object can better
assist the first virtual object in confrontation with the non-friendly virtual object, which enriches the
interactive modes among different virtual objects, and improves the efficiency of human-computer

interaction.

[001137] In the foregoing embodiments, a detailed description is given to that the user uses

different instructions to activate the companion object to perform different behaviors, which is
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equivalent to providing a plurality of alternative behavior modes for the companion object, and
different behavior modes can bring different confrontation assistance to the first virtual object, help
the user decide an action and a strategy of the first virtual object, and bring a huge confrontation

advantage in the battle.

[001138] In this embodiment of this disclosure, the detailed human-computer interaction
process is described by using a TPS game scene as an example. Exemplarily, the companion object
is referred to as a summoned creature in the TPS game, and the debuff corresponding to the
companion object is set to be a DOT damage having an electric shock effect, which is to be

described below.

[001139] FIG. 90 is an interactive flowchart of a method for displaying a virtual object
according to an embodiment of this disclosure. As shown in FIG. 90, the embodiment is performed
by an electronic device. The electronic device is a terminal by way of example for description. The

embodiment includes the following steps.

[001140] Step 2101: A terminal attaches a summoned creature to an arm in response to an arm
instruction.
[001141] The arm instruction is an exemplary description of a combination instruction, the

summoned creature is an exemplary description of the companion object, and the arm is an
exemplary description of the companion object attached to a target part of a first virtual object.
Therefore, the foregoing step 2101 is equivalent to the terminal attaching the companion object to

the target part of the first virtual object in response to the combination instruction.

[001142] In some embodiments, a user triggers a summoning instruction for the summoned
creature on the terminal, and one or more currently summonable summoned creatures are provided
in a virtual scene. Then, the terminal performs a selection operation on any summonable summoned
creature, thereby summoning the currently selected summoned creature into the virtual scene. Then,
the user triggers the arm instruction for summoning, thereby switching the summoned creature to a
first state of a hero, that is, attaching the summoned creature to an arm of the hero. In an example, a
combination animation of the summoned creature attached to the arm of the hero after being turned
into fragments is further played. Then, the terminal reports the arm instruction to the server. After
receiving the arm instruction, the server adjusts an attack parameter of the hero controlled by the
user, so that the long-range shooting damage caused by the hero controlled by the user has a
specific probability of DOT damage having an electric shock effect. The adjusted attack parameter

may be kept only on the server side, or may be transmitted to the terminal for updating.
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[001143] Step 2102: The terminal controls a hero to perform long-range shooting to form an

attack that causes DOT damage probably having an electric shock effect.

[001144] The hero controlled by the terminal is an exemplary description of the first virtual
object, and the DOT damage having the electric shock effect is an exemplary description of a debuff
corresponding to the companion object. Therefore, the foregoing step 2102 is equivalent to that in
the first state, the user controls the first virtual object to perform long-range shooting through the
terminal, and the health point loss caused by the long-range shooting of the first virtual object has a

first target probability of coming with the debuff corresponding to the companion object.

[001145] In some embodiments, in the first state, the user can control the first virtual object to
perform long-range shooting through the terminal. After obtaining the shooting instruction of the
user to the first virtual object, the terminal reports the shooting instruction to the server, and the
server calculates long-range shooting damage caused by the current shooting to an enemy hero
based on the adjusted attack parameter, so that the long-range shooting damage has a specific

probability of the DOT damage having the electric shock effect.
[001146] Step 2103: The terminal equips a target functional chip on the summoned creature.

[001147] In other words, the user triggers an assembly instruction for the target functional chip
through the terminal, thereby controlling the companion object to assemble the target functional

chip.

[001148] Step 2104: The terminal makes the summoned creature invisible in response to a

ground instruction.

[001149] The ground instruction is an exemplary explanation of the first split instruction.
Therefore, the foregoing step 2104 is equivalent to that the user triggers the first split instruction
after assembling the target functional chip, and the companion object is fired from the target part to

the ground and invisible after landing.

[001150] In this embodiment of this disclosure, the summoned creature (that is, the companion
object) being equipped with the target functional chip to obtain the invisibility function attribute is
still used as an example for description. In some other embodiments, the companion object can
further obtain the invisibility function attribute by assembling invisible equipment, or obtain the
invisibility function attribute under a specific condition (such as improving the character level)
based on inherent talent, or the companion object can have the invisibility function attribute during
releasing or lasting of a target virtual skill by releasing the first virtual object (such as the

invisibility skill). The foregoing cases are only exemplary descriptions of the manner of obtaining
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the invisibility function attribute, but do not constitute a limitation on the manner of obtaining the

invisibility function attribute.

[001151] In some embodiments, after the user triggers the ground instruction, the terminal
displays a switching animation of the summoned creature switching from an arm form (that is, the
first state) to a summoned creature form (that is, the second state), and reports the ground
instruction to the server. After receiving the ground instruction, the server readjusts an attack
parameter of the hero controlled by the user, so that the long-range shooting damage caused by the
hero controlled by the user no longer has the possibility of DOT damage having an electric shock
effect. The adjusted attack parameter may be kept only on the server side, or may be transmitted to

the terminal for updating.

[001152] FIG. 91 is a schematic diagram of an interface of a switching animation according to
an embodiment of this disclosure. As shown in FIG. 91, in a virtual scene 51, a hero 101 (that is, a
first virtual object) controlled by a user is displayed. After the user controls the hero 101 summons a
summoned creature (that is, the companion object of the first virtual object) to the virtual scene 51,
the ground instruction is triggered. In this case, a switching animation 52 of switching the
summoned creature from the first state to the second state is to be played to prompt the user to
choose the summoned creature no longer attached to an arm of the hero, but fired to the ground

through the ground instruction.

[001153] Further, since the target functional chip is assembled to obtain an invisibility
function attribute, the summoned creature is invisible immediately upon landing after switching to a
summoned creature form, and the summoned creature no longer actively attacks a neutral virtual
object (that is, a wild monster) and the companion object of a non-friendly virtual object (that is, a
summoned creature of an enemy hero) during the invisibility, but the summoned creature still

actively attacks the non-friendly virtual object, that is, the enemy hero.

[001154] FIG. 92 is a schematic diagram of an interface of invisibility of a summoned creature
according to an embodiment of this disclosure. As shown in FIG. 92, in a virtual scene 51, a hero
101 (that is, a first virtual object) controlled by a user is displayed. In a case that a target functional
chip is assembled to obtain an invisibility function attribute, the summoned creature is invisible
when a ground instruction is detected. It may be seen that an object model of the summoned
creature is no longer displayed in the virtual scene from the perspective of an owner of the
summoned creature. In FIG. 92, a space occupied by the invisible summoned creature is represented
by a dashed box, and the object model of the summoned creature is invisible at this point. In

addition, FIG. 92 further shows a location mark 53 of the summoned creature. The location mark 53

194



may be only visible to the owner (that is, the first virtual object), or the location mark 53 may only
be visible to a friendly side (that is, the first virtual object and the friendly virtual object belonging
to the same team as the first virtual object), so that the owner or the friendly side can learn the

current location of the summoned creature to lay out the subsequent confrontation strategy.

[001155] In some embodiments, although in the second state, the long-range shooting attack of
the hero no longer does not have the DOT damage having the electric shock effect, the summoned
creature in the second state can still be controlled by the user to launch an attack, and the long-range
shooting attack launched by the summoned creature in the second state still has a specific

probability of the DOT damage having the electric shock effect.

[001156] FIG. 93 is a schematic diagram of an effect of DOT damage having an electric shock
effect according to an embodiment of this disclosure. As shown in FIG. 93, in a virtual scene 51, a
hero 101 (that is, a first virtual object) controlled by a user, a summoned creature 102 of the hero
(that is, a companion object of the first virtual object), and an enemy hero 54 (that is, a second
virtual object belonging to a different team from the first virtual object) are displayed. It may be
seen that in this case, the summoned creature 102 is in the second state of being separated from the
hero 101, and the enemy hero 54 enters a perception range and an interaction range of the
summoned creature 102, and triggers the summoned creature 102 to actively launch a long-range
shooting attack on the enemy hero 54. In the case of DOT damage having the electric shock effect
in the current long-range shooting, a current light effect that appears with an action trajectory of the
enemy hero 54 is to be displayed in the virtual scene 51. The current light effect represents that the

enemy hero 54 is currently being dealt DOT damage having the electric shock effect.

[001157] Step 2105: A terminal controls a summoned creature to fire a marking cartridge at an

enemy within an interaction range.

[001158] The marking cartridge is an exemplary description of a marked prop. Therefore, the
foregoing step 2105 is equivalent to that after a user is equipped with a target functional chip to

obtain an invisibility function attribute, a firing instruction of the marked prop is triggered, so as to
control the companion object to fire the marked prop to the enemy (such as a second virtual object)

within the interaction range of the companion object.

[001159] FIG. 94 is a schematic diagram of an interface for controlling firing of a marking
cartridge according to an embodiment of this disclosure. As shown in FIG. 94, in a virtual scene 51,
a hero 101 (that is, a first virtual object) controlled by a user, a summoned creature 102 of the hero
(that is, a companion object of the first virtual object), and an enemy hero 54 (that is, a second
virtual object belonging to a different team from the first virtual object) are displayed. It may be
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seen that in this case, the summoned creature 102 is in a second state of being separated from the
hero 101, and the enemy hero 54 enters a field of view of a third-person perspective of the user and
is within an interaction range of the summoned creature 102 at this point, so that the user can

control the summoned creature 102 to fire a marking cartridge at the enemy hero 54.

[001160] Step 2106: A terminal determines whether marking succeeds, if the marking fails,
step 2107 is performed, and if the marking succeeds, step 2108 is performed.

[001161] In other words, the terminal determines whether a marked prop hits any virtual
object. If any virtual object is not hit, it represents that the marking fails, and step 2107 is performed.

If any virtual object is hit, it represents that the marking succeeds, and step 2108 is performed.

[001162] Step 2107: If the marking fails, the terminal controls a marking cartridge to deform

within an action range.

[001163] In other words, in the case of marking failure, the terminal controls the marked prop
to deform at an end point of a firing trajectory, that is, a crosshair location of a firing operation, and
the deformation may lead to a decrease in virtual health points of all virtual objects within the

action range, which is equivalent to realizing self-destruction logic of the marked prop.

[001164] Step 2108: If the marking succeeds, the terminal prompts location information of an

enemy hero through the marked prop.

[001165] In other words, in a case that the marking succeeds, the terminal controls the marked
prop to be attached to the enemy hero (that is, the hit virtual object) and continuously transmits a

location identification signal, for example, continuously making noise with red light flashing.

[001166] FIG. 95 is a schematic diagram of an interface of successful marking of a marking
cartridge according to an embodiment of this disclosure. As shown in FIG. 95, in a virtual scene 51,
a hero 101 (that is, a first virtual object) and an enemy hero 54 (that is, a second virtual object
belonging to a different team from the first virtual object) controlled by a user are displayed. At this
point, a summoned creature of the hero 101 is currently outside a field of view due to a zoom-in
viewing angle, and therefore is not displayed in the virtual scene 51. After the user controls the
summoned creature of the hero 101 to fire the marking cartridge 55 to the enemy hero 54, the
marking cartridge 55 hits a leg of the enemy hero 54, and therefore the marking cartridge 55 is
displayed on the leg of the enemy hero 54. The marking cartridge 55 is to continuously transmit a
location identification signal of the enemy hero 55 within a first target duration after hitting the

enemy hero 54.

[001167] Step 2109: The terminal controls a hero to attack the enemy hero based on the
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prompted location information.

[001168] In other words, since the location identification signal transmitted by the marked
prop can feed back the location of the enemy hero, the user can control the user-controlled first

virtual object through the terminal to launch an attack on the enemy hero.
[001169] Step 2110: When a marking cartridge is attacked, the marking cartridge is destroyed.

[001170] In other words, no matter whether an enemy hero or a hero has a specific probability
of causing damage to the marked prop during the confrontation attack, when damage is caused to
the marked prop, causing a prop damage degree of the marked prop to be greater than a loss
threshold, the marked prop may lose the ability to report a location, that is, the marked prop is

destroyed.

[001171] FIG. 96 is a schematic diagram of an interface of a marking cartridge according to an
embodiment of this disclosure that is destroyed. As shown in FIG. 96, in a virtual scene 51, a hero
101 (that is, a first virtual object) and an enemy hero 54 (that is, a second virtual object belonging to
a different team from the first virtual object) controlled by a user are displayed. At this point, a
summoned creature of the hero 101 is currently outside a field of view due to a zoom-in viewing
angle, and therefore is not displayed in the virtual scene 51. After the user controls a summoned
creature of the hero 101 to fire a marking cartridge at the enemy hero 54, the marking cartridge hits
the enemy hero 54. However, during the confrontation between the hero 101 and the enemy hero 54,
the marking cartridge is attacked, causing the marking cartridges to be completely destroyed (that is,
the prop damage degree reaches 100%). In this case, a destruction animation 56 of the marking
cartridge is played in the virtual scene 51 to remind the opposing parties that the marking cartridge

has become ineffective.

[001172] Any combination of the foregoing technical solutions can be used to obtain

additional embodiments of the present disclosure, and the details are not described herein again.

[001173] In this embodiment of this disclosure, an interactive mode of a plurality of behavior
modes based on a summoned creature is provided, so that the user has a more abundant interactive
mode when confronting the enemy and has a more abundant decision-making time and
decision-making mode in the battle. In addition, the user can further attack or avoid the enemy
attack based on the prompt information of the marking cartridge, and when the user attacks the
enemy, the marking cartridge may be affected and destroyed. Therefore, operational precision
requirements of the user during confrontation are improved, and the user needs to decide the attack

time in real time based on the battle situation, which improves the efficiency of human-computer
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interaction and optimizes game experience of the user.
[001174] Stage I'V: Control a companion object to perform another task.

[001175] A player may further control the companion object in a second state to perform
another task. The another task may be releasing a skill, releasing a prop, carrying materials, and the
like. Stage IV is described below by using an example in which the companion object is controlled

to carry sticky landmines and attack another second virtual object or third virtual object.

[001176] FIG. 97 is a schematic flowchart of a method for processing a special effects prop
according to an exemplary embodiment of this disclosure. Steps are to be described below with

reference to FIG. 97.
[001177] Step 2201: Display a virtual scene during a battle.

[001178] Before the battle starts, a terminal may determine a prop to be used by a player in the
current battle through a prop selection operation triggered by the player. In response to an operation

of starting the battle, the current battle is started.

[001179] After the battle is started, the displayed virtual scene may be a virtual scene
displayed from a first-person perspective, or may be a virtual scene displayed from a third-person
perspective, and may further be a virtual scene displayed from a bird's-eye view. The foregoing

perspectives may be switched randomly.

[001180] The virtual scene includes a first virtual object, a companion object, and a third
virtual object, and a subordinate relationship exists between the first virtual object and the
companion object. The first virtual object belongs to a first game camp, and the third virtual object
belongs to a second game camp. The first game camp and the second game camp are different game

camps that confront each other in the battle.

[001181] The companion object may be a core-controlled virtual object. That is, the user may
convert a machine-controlled second virtual object into a user-controlled virtual object through a
skill chip (or referred to as a core chip). For example, a machine-controlled wild monster may be

converted into a user-controlled nano companion through the skill chip.

[001182] The virtual scene displayed from the first-person perspective is used as an example.
The displaying of the virtual scene may include: determining a field of view region of the virtual
object based on a viewing location and a field of view of the virtual object in a complete virtual
scene, and presenting a part of the virtual scene in the field of view region in the complete virtual
scene, that is, the displayed virtual scene may be a part of the virtual scene relative to a panoramic

virtual scene. Since the first-person perspective is a viewing perspective that can give the user the
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maximum impact, immersive perception of the user during operation can be realized.

[001183] The companion object is a subordinate virtual object of the first virtual object, and
the first virtual object is a virtual object that throws a special effects prop. The companion object
can be controlled by a terminal user corresponding to the first virtual object, and the companion
object may be obtained by a player controlling the machine-controlled second virtual object in a
game through the skill chip. If the first virtual object defeats the machine-controlled second virtual
object during the battle, the control right of the second virtual object may be obtained through the
skill chip, and companion objects having different functions may be obtained through different skill

chips.

[001184] Step 2202: Control a first virtual object to throw a special effects prop to adsorb the

special effects prop onto a companion object.

[001185] In some embodiments, prompt information is displayed on the companion object in
response to a first operation of preparing to throw the special effects prop. The prompt information

need not be provided in other examples.

[001186] The first operation of preparing to throw the special effects prop may be an operation
of clicking/tapping a release control of the special effects prop. After the first operation is received,
the special effects prop enters a throwing preparation stage. In response to the first operation, a
picture of the first virtual object holding the special effects prop may be presented in the virtual
scene, the companion object belonging to the first virtual object is determined, and prompt
information is displayed on the companion object. The prompt information is used for indicating

information about a location where the special effects prop is thrown.

[001187] In response to a second operation of throwing the special effects prop, the first
virtual object is controlled to throw the special effects prop to adsorb the special effects prop onto

the companion object.

[001188] In this embodiment of this disclosure, when it is detected that the operation of
clicking/tapping the release control of the special effects prop disappears, it is determined that the
second operation of throwing the special effects prop is received. At this point, in response to the
second operation, the first virtual object may be controlled to throw the special effects prop and
throw the special effects prop to a location of the companion object, so that the special effects prop

is adsorbed on the companion object.

[001189] In some embodiments, after the special effects prop is adsorbed on the companion

object, the special effects prop adsorbed on the companion object may be displayed in a preset first
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prominent display manner, and the companion object is displayed in a preset second prominent
display manner. During implementation, the first prominent display manner may be displaying the
special effects prop adsorbed on the companion object in a color that is in sharp contrast with the
companion object. For example, when a main color of the companion object is red, the special
effects prop may be displayed in green or yellow, and when the main color of the companion object
is gray, the special effects prop may be displayed in red, green, yellow, or the like. The second
prominent display manner may be displaying a part of the companion object in a color that is in
sharp contrast with the companion object, for example, displaying a belt of the companion object in

an eye-catching color.

[001190] Step 2203: Control the special effects prop to release special effects to cause damage

to a third virtual object.

[001191] In some embodiments, in response to a first switching operation being received, the
special effects prop is controlled to release the special effects to cause damage to the third virtual
object, the first switching operation being used for switching the companion object from a second

state to a first state.

[001192] In some embodiments, the special effects prop is controlled to release the special
effects after a first preset duration to cause damage to the third virtual object in response to the third

virtual object existing within a preset range of the companion object or the special effects prop.

[001193] In some embodiments, the third virtual object being in a deceleration effect is
displayed in response to the third virtual object existing within a special effects range of the special

effects prop.

[001194] As an example, after the special effects prop is adsorbed on the companion object,
the companion object may be controlled to move by transmitting a movement instruction to the
companion object. The movement instruction may be a patrol instruction, an enemy patrol
instruction, or the like. When it is determined that a third virtual object displayed in the virtual
scene or a third virtual object in an invisible state exists within a preset range of a location of the
companion object or the special effects prop, the special effects prop is controlled to be released

after the first preset duration.

[001195] The first preset duration may be O or a real number greater than 0. When the first
preset duration is 0, it indicates that the special effects are to be released immediately when it is
determined that the third virtual object belonging to a hostile camp exists within the preset range of

the companion object or the special effects prop. When the preset duration is a real number greater

200



than 0, it indicates that the special effects are to be released after waiting for a specific duration.

[001196] By using the method for processing the special effects prop provided in this
embodiment of this disclosure, when the special effects prop needs to be thrown during the battle,
prompt information is displayed on the companion object in response to the first operation of
preparing to throw the special effects prop, and the prompt information is used for indicating the
information about the location where the special effects prop is thrown. The companion object is a
subordinate virtual object of the first virtual object, and the first virtual object is a virtual object that
throws a special effects prop. When the second operation of throwing the special effects prop is
received, in response to the second operation, the first virtual object is controlled to throw the
special effects prop to adsorb the special effects prop onto the companion object. During patrolling
of the enemy, the companion object releases special effects when sensing the third virtual object
existing within the preset range, thereby causing ranged damage to the third virtual object. The third
virtual object and the first virtual object belong to different game camps. In this way, in this
embodiment of this disclosure, the special effects prop is adsorbed on the allied companion object.
Therefore, after the special effects prop is thrown, the companion object may be used to control the
release time of the special effects prop, thereby improving the controllability of the special effects

prop and richness of gameplay.

[001197] In some embodiments, a movement trajectory of the special effects prop may further
be displayed through step 2301 to step 2303 shown in FIG. 98, and the steps are to be described
below with reference to FIG. 98.

[001198] Step 2301: Obtain first location information of the companion object and second

location information of the first virtual object.

[001199] The first location information of the companion object may be coordinate
information of the companion object in the virtual scene, and similarly, the second location
information of the first virtual object is coordinate information of the first virtual object in the

virtual scene.

[001200] Step 2302: Determine a movement trajectory of the special effects prop based on the

first location information and the second location information.

[001201] A preset initial speed of throwing the special effects prop and a preset weight of the
special effects prop are obtained. The movement trajectory of the special effects prop is determined
based on the first location information, the second location information, the initial speed, and the

preset weight.
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[001202] Step 2303: Display the movement trajectory in a virtual scene.

[001203] The movement trajectory is displayed by using a preset third prominent display style.
For example, the movement trajectory may be displayed by using a red arc of a preset width, or the

movement trajectory may be displayed by using a yellow dashed line of a preset width.

[001204] Through the foregoing step 2301 to step 2303, the movement trajectory of the special
effects prop is determined based on the location (a starting point) of the first virtual object and the
location (an end point) of the companion object, and the movement trajectory of the special effects
prop is displayed in the virtual scene, so that the movement trajectory of the special effects prop can
be determined and displayed before the special effects prop is thrown, the throwing preparation of
the special effects prop can be realized, and the special effects prop can be prevented from being

thrown to another location.

[001205] In some embodiments, when a companion object is displayed in the virtual scene
displayed in a human-computer interaction interface, a status display region is presented in the
human-computer interaction interface, and type information and health point information of the
companion object are presented in the status display region. The type of the companion object may

be a shield type, a patrol type, an attack type, and the like.

[001206] After the special effects prop is adsorbed onto the companion object, an identifier of
the special effects prop may further be presented in the status display region, to prompt that the
special effects prop is adsorbed on the companion object. Prop release countdown information is
displayed in the status display region within a second preset duration before a release moment of the

special effects prop is reached.

[001207] In some embodiments, a type of the prop release countdown information includes at
least one of the following: a countdown progress bar; and a countdown value text. When the type of
the prop release countdown information is the countdown progress bar, a length of the countdown
progress bar gradually shortens with passage of time. When the type of the prop release countdown
information is the countdown value text, with the passage of time, the countdown value text may be
represented as a gradual decrease in the displayed number. In this way, the user can be intuitively
and clearly reminded of the time when the special effects prop releases the special effects, so as to
prompt the user to recall the companion object in time during releasing of the special effects, so that

the companion object can be protected from damage.

[001208] In some embodiments, in order to enable the user to intuitively understand the power

range generated during releasing of the special effects, a plurality of affected regions arranged
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radially may be displayed around the location of the companion object after the special effects prop

is adsorbed on the companion object.

[001209] Different affected regions represent different degrees of influence of special effects.
For example, when the virtual object is in an affected region A, after the special effects are released
by the special effects prop, the state of the virtual object (such as a health point or a visual range)
can be affected to some extent. The degree of influence caused corresponds to the affected region A.
The plurality of affected regions may be geometric shapes having the same center or center of
gravity, such as circles, sectors, rings, or squares. The affected regions may also be in irregular

shapes.

[001210] The plurality of affected regions displayed in this embodiment of this disclosure may
intuitively display the accurate location and an influence range of the special effects prop, and can
keep away from the special effects prop with high-efficiency human-computer interaction
operations, so that excessive operations are not needed, thereby concentrating on perceiving the
virtual scene, and implementing desirable immersive perception of the virtual scene. Moreover, due
to the reduction of human-computer interaction, the workload of graphic calculation for updating
the virtual scene is reduced, and the consumption of related computing resources for

human-computer interaction by graphic processing hardware is saved.

[001211] In some embodiments, before the special effects are released by the special effects
prop, the location of the companion object is used as a radiation center, and the plurality of affected
regions arranged radially are displayed between the radiation center and a radiation boundary

corresponding to a radiation radius of the special effects prop.

[001212] When a distance between the fourth virtual object and the special effects prop is less
than a safety distance threshold, and the special effects prop does not release the special effects,
from the perspective of a fourth virtual object, the special effects prop adsorbed on the companion
object is displayed in a preset first prominent display manner, the companion object is displayed in
a preset second prominent display manner, and the plurality of affected regions arranged radially are
displayed around the location of the companion object. The fourth virtual object belongs to a first
game camp. That is, the fourth virtual object is a teammate of the first virtual object in the same

camp.

[001213] In this embodiment of this disclosure, when the fourth virtual object is in the special
effects influence range of the special effect prop thrown by the first virtual object, the fourth virtual
object is prompted in real time. From the perspective of the fourth virtual object, the special effects
prop adsorbed on the companion object is displayed in a preset first prominent display manner, the
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companion object is displayed in a preset second prominent display manner, and the plurality of
affected regions arranged radially are displayed around the location of the companion object, so that
the fourth virtual object can learn the location of the special effects prop in time to keep away from
the special effects prop, thereby avoiding the influence brought by the special effects prop thrown

by the companion and improving the efficiency of human-computer interaction.

[001214] As an example, from the perspective of the fourth virtual object, after the plurality of
affected regions arranged radially are displayed around a target location, the displaying manner may
further include: when at least one of the following conditions is satisfied, from the perspective of
the fourth virtual object, stopping the display of the affected regions: the distance between the
fourth virtual object and the special effects prop is not less than the safety distance threshold; and it
is determined based on a movement trend of the fourth virtual object (such as a movement direction
and speed) that the state of the fourth virtual object is not affected when the special effects are
released by the special effects prop. According to this embodiment of this disclosure, the display of
the affected regions can be stopped when the fourth virtual object does not understand the
requirements of the special effects prop, and unnecessary calculation by the graphics processing

hardware related to the display of the affected regions can be avoided, thereby saving resources.

[001215] In some embodiments, when the special effects prop is in the visual range of the
fourth virtual object and the special effects prop has not released the special effects, from the
perspective of the fourth virtual object, the special effects prop adsorbed on the companion object is
displayed in a preset first prominent display manner, the companion object is displayed in a preset
second prominent display manner, and the plurality of affected regions arranged radially are
displayed around the location of the companion object. In this way, when the special effects props
thrown by the first virtual object in the same group are in the visual range of the fourth virtual
object, the fourth virtual object is prompted in real time, so that the fourth virtual object can learn
the location of the special effects prop in time to keep away from the special effects prop, thereby
avoiding the influence brought by the special effects prop thrown by the teammate and improving

the efficiency of human-computer interaction.

[001216] In some embodiments, after the special effects prop is adsorbed on the companion
object, during the movement of the companion object, if an attack operation of the third virtual
object for the companion object is received and the attack operation acts on the special effects prop,
the special effects prop is controlled to be disabled. The attack operation may be a long-range
shooting operation, may further be a close-range killing operation, or may be an attack operation

triggered by the third virtual object throwing other props on the companion object. As an example,
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when an attack operation acts on the special effects prop, the special effects prop is disabled
immediately, or the power of the special effects prop is reduced to an extent every time an attack
operation is received, and the special effects prop is disabled after a plurality of attack operations

are received, so that the third virtual object can destroy the special effects prop.

[001217] In some embodiments, when a companion object on which the special effects prop is
adsorbed is attacked and killed by another virtual object (such as a wild monster) rather than the
third virtual object in the virtual scene, the special effects prop may be controlled to release special
effects to cause damage to the wild monster, so as to protect the first virtual object. In addition,
before the special effects prop is thrown, if a large quantity of wild monsters exist in a range close
to the companion object, in order to prevent the special effects prop from being destroyed by the
wild monster without sensing the third virtual object after adsorption, in this case, when the second
operation of throwing the special effects prop is received, prompt information may be presented.
The prompt information is used for prompting that the current scene is not suitable for throwing of

the special effects prop, thereby improving the strategy and intelligence of the game.

[001218] Based on the foregoing embodiments, this embodiment of this disclosure further
provides a method for processing a special effects prop. FIG. 99 is a schematic flowchart of another
implementation of a method for processing a special effects prop according to an embodiment of

this disclosure. Steps are described below with reference to FIG. 99.

[001219] Step 2401: A terminal receives an operation instruction to start a battle through a
client.
[001220] In this embodiment of this disclosure, the client may be a game application client,

and the operation instruction to open the client may be an instruction generated based on a user
clicking/tapping or touching a game application icon in a display screen of the terminal. The server

may be a server corresponding to the application client.

[001221] In some embodiments, the client may further be a browser client, that is, the user

may enter the game through a web page.

[001222] Step 2402: The terminal starts the battle and obtains battle data from the server in

response to the operation instruction.

[001223] Step 2403: The terminal loads and displays, based on the battle data, a virtual scene
including a virtual object and a graphical control that displays a graphical viewable area of the
virtual object in the virtual scene.

[001224] The virtual scene herein may be an image frame including a game scene, and the
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virtual object may include a user-controlled object or a machine-controlled object.

[001225] For example, a quantity of virtual objects participating in interaction in the virtual
scene may be preset, or may be dynamically determined based on the quantity of clients

participating in the interaction.

[001226] A shooting game is used as an example. The user may control the virtual object to
fall freely, glide, or fall after a parachute is opened in the sky in the virtual scene, or to run, jump,
creep, or bend forward on land, or may control the virtual object to swim, float, or dive in the ocean.
Certainly, the user may also control the virtual object to ride in a virtual vehicle to move in the
virtual scene. For example, the virtual vehicle may be a virtual automobile, a virtual aircraft, and a
virtual yacht. Only the foregoing scene is used as an example for description herein, which is not
limited in this embodiment of this disclosure. The user may also control the virtual object to interact
with another virtual object in a confrontational manner through the special effects prop. For
example, the special effects prop may be a projective special effects prop such as adsorption

landmines and grenades.

[001227] Step 2404: The terminal displays prompt information on a companion object in

response to a first operation of preparing to throw the special effects prop.

[001228] The prompt information is used for indicating information about a location where the

special effects prop is thrown.

[001229] Step 2405: The terminal controls the first virtual object to throw the special effects
prop to adsorb the special effects prop onto the companion object in response to a second operation

of throwing the special effects prop.

[001230] The implementation processes of the foregoing step 2404 and step 2405 are similar
to those of step 2202 and step 2203, and reference may be made to the implementation processes of

step 2202 and step 2203.

[001231] In some embodiments, after the special effects prop is adsorbed on the companion
object, a status display region of the first virtual object may be presented in a human-computer
interaction interface, and type information, a health point, a special effects prop identifier, and prop

release countdown information of the companion object are displayed in the status display region.

[001232] Step 2406: The terminal displays the special effects prop adsorbed on the companion
object in a preset first prominent display manner, and displays the companion object in a preset

second prominent display manner.

[001233] Step 2407: The terminal displays a plurality of affected regions arranged radially
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around a location of the companion object.

[001234] Step 2408: The terminal controls movement of the companion object and determines

whether existence of a third virtual object is sensed within a preset range during the movement.

[001235] During the movement of the companion object, it may be determined whether
another virtual object exists within the preset range by sensing pressure through a mechanical
sensor, sensing sound through an ultrasonic sensor, or sensing heat through an infrared sensor.
When it is determined that the another virtual object exists within the preset range, it is further
determined based on an identifier of the another virtual object whether the another virtual object is
the third virtual object or a friendly virtual object. When it is determined that the existence of the
third virtual object is sensed within the preset range, step 2409 is performed, and when the existence

of the third virtual object is not sensed during the movement, step 2408 continues to be performed.

[001236] Step 2409: The terminal determines whether a release time is reached.
[001237] In some embodiments, the step has at least the following two implementations.
[001238] The first implementation includes: determining a release moment of the special

effects prop based on a current moment and a preset duration; further determining whether the
release moment is reached, determining that the release time is reached when it is determined that
the release moment of the special effects prop is reached, and then performing step 2411; and
determining that the release time is not reached when the release moment of the special effects prop

is not reached, and then performing step 2410.

[001239] The current moment is a moment when the terminal senses that the third virtual

object exits within the preset range, rather than a moment when the special effects prop is thrown.

[001240] The second implementation includes: obtaining a quantity of fourth virtual objects
currently in an affected region when the release moment of the special effects prop is reached;
determining whether the quantity of objects is less than a preset quantity threshold, determining that
the release time is reached when it is determined that the quantity of objects is less than the quantity
threshold, and then performing step 2411; and determining that the release time is not reached when
the quantity of objects is greater than or equal to the quantity threshold, and then performing step

2410.

[001241] In the first implementation, when the release moment is reached, that is, the release
time is determined, the special effects prop can be released in time at this point to cause ranged
damage to the third virtual object. In the second implementation, when the release moment is

reached, it is further necessary to further determine a quantity of friendly virtual objects in the
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affected region of the special effects prop. When the quantity of friendly virtual objects is less than
a specific quantity threshold, it is determined that the release time is reached, so as to avoid causing

damage to a large quantity of friendly virtual objects during release of special effects.

[001242] In some embodiments, in response to a first switching operation being received, the
special effects prop is controlled to release the special effects to cause damage to the third virtual
object, the first switching operation being used for switching the companion object from a second
state to a first state. Alternatively, the special effects prop is controlled to release the special effects
after a first preset duration to cause damage to another virtual object in response to another virtual
object existing within a preset range of the companion object or the special effects prop. The

another virtual object includes at least one of the third virtual object and the fourth virtual object.

[001243] Step 2410: The terminal controls the special effects prop to stop releasing special

effects.

[001244] After step 2410, step 2408 may be performed again to determine whether the third

virtual object is sensed again and the release time is reached.

[001245] Step 2411: The terminal controls the special effects prop to release special effects to

cause damage to the third virtual object.

[001246] The special effects prop releasing special effects may be special effects prop

exploding, causing ranged damage to the third virtual object.

[001247] Step 2412: After the special effects are released, the terminal stops displaying a
special effects prop identifier and countdown information in a status display region of the

companion object.

[001248] That is to say, after the explosion of the special effects prop, the special effects prop
identifier and the countdown information are no longer displayed in the status display region, and
only the type and a health point of the companion object are displayed in the status display region of

the companion object at this point.

[001249] Step 2413: The terminal stops displaying the affected region of the special effects

prop in the virtual scene.

[001250] Step 2414: The terminal controls the companion object to be attached to the first
virtual object in response to a third operation of recalling the companion object, so that the

companion object becomes a part of a first virtual object model.

[001251] In this embodiment of this disclosure, the terminal may control the companion object
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to execute a ground movement instruction, so as to control the companion object to move in the
virtual scene, thereby finding the third virtual object. In addition to this, in order to avoid the
influence of the ranged damage caused by the companion object when the special effect prop
releases the special effects, the terminal may trigger the third operation of recalling the companion
object when the special effect prop releases the special effect, thereby sending a deformation
instruction to the companion object, so as to control the companion object to deform and obtain the
deformed companion object. Exemplarily, when the companion object is a shield monster, the
deformed companion object may be transformed into a shield. When the companion object is a
patrol monster, the deformed companion object may be transformed into goggles or glasses, that is,

the deformed companion object corresponds to the type of the companion object.

[001252] The companion object in the first state may become a part of the first virtual object,
and the companion object in the second state may return to the first virtual object in a flight form, so
as to quickly evacuate from the affected region where the special effects are released, so as to use

the flight form to immunize the damage caused during the release of the special effects prop.

[001253] In the method for processing a special effects prop provided in this embodiment of
this disclosure, after the terminal starts a battle in response to an operation instruction to start the
battle being received through the client, when the special effects prop needs to be thrown, the
terminal determines the companion object in response to the first operation of preparing to project
the special effects prop, and summons the companion object, that is, displays the companion object
in the virtual scene. The companion object is a subordinate virtual object of the first virtual object,
and the first virtual object is a virtual object that throws a special effects prop. When the second
operation of throwing the special effects prop is received, the special effects prop is adsorbed onto
the companion object in response to the second operation. Then, the movement of the companion
object is controlled to patrol the enemy. When the existence of the third virtual object within the
preset range is sensed during the movement of the companion object and the release time is reached,
the special effects are released, thereby causing ranged damage to the third virtual object. In
addition, while the special effects are being released, the terminal may control the companion object
to deform and control the deformed companion object to return to the first virtual object, and the
deformed companion object can be immune to the damage caused by the release of the special
effects during the return. In this way, the release time of the special effects prop may be controlled
through the companion object after the special effects prop is thrown, so as to ensure that the third
virtual object can be confronted accurately. The companion object may further be deformed after
the release of special effects, so as to ensure that the companion object is protected from the damage
caused by the release of special effects, and effectively saves its own health point, thereby
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improving the combat effectiveness of the virtual object.

[001254] In some embodiments, as shown in FIG. 100, after the terminal determines that the
existence of the third virtual object is sensed within the preset range from the companion object or
the special effects prop, and determines the release moment based on the current moment and the

preset duration, the following steps may further be performed.

[001255] Step 2510: Determine an evacuation duration required for a fourth virtual object to
leave an affected region if the fourth virtual object exists in the affected region of the special effects
prop.

[001256] During implementation of the step, a shortest distance between the fourth virtual
object and an edge of the affected region may be determined based on third location information of
the fourth virtual object, and then the evacuation duration required for the fourth virtual object to
leave the affected region is determined based on the shortest distance and a movement speed of the

fourth virtual object.

[001257] Step 2520: Determine a prompt moment based on the evacuation duration and the

release moment of the special effects prop.

[001258] During implementation, a moment corresponding to the evacuation duration before
the release moment is the prompt moment. For example, if the release moment is 15:11:10 and the

evacuation duration is 2 seconds, the prompt moment is 15:11:08.

[001259] Step 2530: Transmit, to the fourth virtual object, a message that the special effects is
about to be released when the prompt moment is reached, to instruct the fourth virtual object to

evacuate from the affected region.

[001260] During implementation, in order to ensure that the fourth virtual object can be
evacuated in time, a direction for fastest evacuation of the fourth virtual object may be presented

simultaneously when the prompt message is presented.

[001261] Through the foregoing step 2510 to step 2530, before the special effects are released,
a friendly virtual object in the affected region of the special effects prop can be prompted to
evacuate in time, thereby avoiding causing damage to the virtual object in its own camp caused by
releasing the special effects. In some embodiments, in order to further reduce the possibility of
damaging the virtual object in its own camp, when it is determined that the friendly virtual object
exists within an influence range of the special effects prop, prompt information is immediately
transmitted to the friendly virtual object to instruct the fourth virtual object to evacuate from the

affected region, so as to avoid damage.
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[001262] An exemplary application of this embodiment of this disclosure in an application

scene is to be described below.

[001263] This embodiment of this disclosure provides a method for processing a special
effects prop. In this embodiment of this disclosure, the special effects prop being an adsorption
landmine and the companion object being a nano companion are used as an example for description.
The method for processing a special effects prop provided in this embodiment of this disclosure
may be applied to a game product having a core-controlled nano companion, and a player may
convert a wild monster to different nano companions through different core chips to assist the
player in the combat, for example, may convert the wild monster to a patrol monster, a shield
monster, and the like. The patrol monster may help the friendly virtual object obtain a view, and the
shield monster may generate a shield. By using the method for processing a special effects prop
provided in this embodiment of this disclosure, the player uses the adsorption landmine to aim at
the nano companion, and adsorbs the landmine onto the nano companion, and an indication line 61

shown in FIG. 101 is used for indicating a location for releasing during the release.

[001264] As shown in FIG. 102, after the landmine is adsorbed on the nano companion, a
prompt line 62 may be maintained on the nano companion, so that the player can determine the
nano companion with the landmine adsorbed, thereby controlling the nano companion with the
landmine adsorbed to execute some instructions, for example, executing an automatic enemy search
instruction. In the process of the nano companion automatically searching for an enemy, the
adsorbed landmine may explode after sensing that an enemy exists within the preset range, causing
multi-range damage. In this embodiment of this disclosure, the landmine may also sense an

invisible enemy player.

[001265] The landmine may also cause damage to the nano companion when exploding. Since
the nano companion can execute a plurality of instructions, including at least an arm instruction and
a ground instruction, at the moment when the landmine explodes, the arm instruction may be used
to recall the arm of the nano companion, so that the nano companion is immune to part of the

damage.

[001266] In the actual application process, a prompt region 63 shown in FIG. 103 is further
presented in a lower part of a game interface. A type of a nano companion in normal use and status
information of the nano companion may be presented in the prompt region. In this embodiment of
this disclosure, when a landmine is adsorbed on the nano companion, a landmine identifier 64 and
countdown information 65 are further presented in the prompt region, which prompts that the

landmine is adsorbed on the nano companion. After the landmine explodes, as shown in FIG. 104,
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the landmine identifier and the countdown information disappear, and in this case, the player may
be prompted to recall the nano companion and avoid damage. The explosion of the landmine may
cause ranged damage, and may affect the player and the nano companion, and the nano companion

may also be killed by the landmine.

[001267] The adsorption landmine may be adsorbed on the nano companion, and may further
be adsorbed at another location, for example, on a building or a nano-monster. The landmine may
not explode immediately if adsorbed on the nano-monster, but explodes after sensing the enemy
hero, or explodes automatically after the nano companion dies, or may explode immediately after

the enemy recalls the nano-monster to the arm.

[001268] The technical implementation process of the method for processing a special effects
prop provided in this embodiment of this disclosure is described below, and the special effects prop
being the adsorption landmine is used as an example for description. FIG. 105 is a schematic

flowchart of another implementation of a method for processing a special effects prop according to

an embodiment of this disclosure. As shown in FIG. 105, the flow includes the following steps.

[001269] Step 2601: Equip an adsorption landmine on a nano companion in response to an

operation of releasing the adsorption landmine by a player.

[001270] Before a battle is played, the player needs to equip an equipment interface with an
adsorption landmine prop, and then starts the battle. During the battle, the player may use the
adsorption landmine and hold down the release button to enter a preparation stage, and after
receiving the release preparation instruction of the user, the client displays prompt information, and
displays a release trajectory of the adsorption landmine. When the player triggers the operation of
releasing the adsorption landmine, the client obtains a release instruction of the user, equips the
adsorption landmine on the nano companion based on the trajectory, and displays prompt

information on the nano companion.

[001271] In addition, a game picture further includes a status information prompt region of the
nano companion, and the client may further display landmine prompt information in the status

information prompt region after obtaining an instruction for successful landmine equipping.

[001272] Step 2602: Control the nano companion to move to search for a third virtual object

in response to a received ground movement instruction.

[001273] Step 2603: Perform explosion to cause ranged damage when it is detected that the

third virtual object exists near the landmine.

[001274] When the client detects that the third virtual object exists within a preset range of the
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adsorption landmine, the landmine explodes, causing ranged damage, and the landmine prompt

information disappears after the explosion.

[001275] Step 2604: Control the nano companion to be recalled to an arm in response to a

received arm instruction.

[001276] After the landmine explodes, the player may use the arm instruction. After the client
obtains the arm instruction of the player, in response to the arm instruction to control the nano

companion to turn into fragments and fly back to the arm of the player to become a part of a virtual
object of the player, the nano companion may be immune to damage during flying back after being

turned into fragments.

[001277] Step 2605: Equip the adsorption landmine on a building or a nano-monster in

response to the operation of releasing the adsorption landmine by the player.

[001278] Step 2606: Control the landmine to explode in a case that it is detected that the third

virtual object exists near the nano-monster.

[001279] Step 2607: Control the landmine to explode after an enemy uses the arm instruction

to recall the nano-monster.

[001280] When it is determined that the third virtual object uses the arm instruction, the nano
companion is recalled to the arm, and when it is determined that the recalling succeeds, the

landmine is controlled to generate explosion damage.

[001281] In the method for processing a special effects prop provided in this embodiment of
this disclosure, through nano companion-guided gameplay, a nano companion may be summoned
first, and then the adsorption landmine is adsorbed on the nano companion, so that the player can
control the nano companion to move, and when it is detected that a third virtual object exists near
the nano companion, explosion may be sensed (which can also be sensed even if the third virtual
object is invisible). In this way, after the adsorption landmine is released, the time of landmine
explosion may further be controlled by moving the nano companion, and the gameplay is more

abundant.

[001282] FIG. 3 is a block diagram of an apparatus for controlling a companion object
according to an exemplary embodiment of this disclosure. The apparatus includes a display module

20 and a control module 40.

[001283] The display module 20 is configured to display a virtual scene, the virtual scene
including a first virtual object and a companion object, the companion object being a subordinate

object of the first virtual object.
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[001284] The control module 40 is configured to control the companion object to switch

between a first state and a second state.

[001285] The first state is a state in which the companion object is attached to the first virtual
object in a first form to become a part of the first virtual object, and the second state being a state in

which the companion object acts in a second form independently of the first virtual object.

[001286] In some embodiments, the display module 20 is configured to display a second
virtual object, and the control module 40 is configured to control the first virtual object to convert

the second virtual object to the companion object.

[001287] In some embodiments, the control module 40 is configured to: control the first
virtual object to interact with the second virtual object in a weak state in the virtual scene in a case
that an attribute value of the first virtual object is greater than an attribute threshold, and to perform,

in response to a set interaction result being achieved, one of the following processes:

switch the second virtual object from a third form to a fourth form by using a virtual
prop, play a special effects animation in which the second virtual object in the fourth form moves to
a location of the first virtual object, and convert the second virtual object in the fourth form to the

companion object in the first state; and

convert the second virtual object to the companion object in the second state by

using the virtual prop.

[001288] In some embodiments, the control module 40 is configured to: control the first
virtual object to move to a location of a supply box; and control the first virtual object to perform a

picking operation to obtain the virtual prop.

[001289] In some embodiments, at least two types of virtual props correspond to different

companion objects.

[001290] In some embodiments, at least two types of companion objects are to be attached to

different parts of the first virtual object.

[001291] In some embodiments, at least two types of companion objects provide different

attribute promotion and/or skill assistance for the first virtual object.

[001292] In some embodiments, the first form is a form in which the companion object is
attached to a body part of the first virtual object, and at least two types of companion objects

correspond to different first forms.
[001293] In some embodiments, a type of the companion object includes: at least one of a
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shield object, a scouting object, and an attack object,

in a case that the companion object is the shield object, the shield object being
configured to resist an attack performed by another virtual object in the virtual scene on the first

virtual object;

in a case that the companion object is the scouting object, the scouting object being
configured to release a scouting signal in a second region to sense a virtual object existing in the

second region; and

in a case that the companion object is the attack object, the attack object being

configured to assist the first virtual object in attacking a virtual object in a hostile camp.

[001294] In some embodiments, the control module 40 is configured to: control the
companion object to switch from the first state to the second state in response to a first switching
operation on the companion object; and control the companion object to switch from the second

state to the first state in response to a second switching operation on the companion object.

[001295] In some embodiments, the control module 40 is configured to: determine a distance
between a locked location and a location of the first virtual object in response to a first locking
operation on the locked location; control the companion object to move to the locked location and
switch the companion object from the first form to the second form at the locked location in a case
that the distance is less than or equal to a first distance threshold; and control the companion object
to move to a first location, switch the companion object from the first form to the second form at the
first location, and control the companion object to move from the first location to the locked

location in a case that the distance is greater than the first distance threshold,

a distance between the first location and the location of the first virtual object on a
first connecting line being the first distance threshold, the first connecting line being used for

connecting the locked location to the location of the first virtual object.

[001296] In some embodiments, the control module 40 is configured to: control the
companion object to move to a second location and switch the companion object from the first form
to the second form at the second location in a case that the locked location is a location unreachable

by the companion object in the virtual scene,

the second location being a location on the first connecting line reachable by the

companion object and closest to the locked location.

[001297] In some embodiments, the control module 40 is configured to: determine a ground

projection location corresponding to the locked location in the virtual scene in a case that the locked
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location is in the air of the virtual scene; and control the at least one companion object in the second
form to move from the locked location to the ground projection location through a virtual gravity,
and attenuate a state parameter of a virtual object existing in a first region centered on the ground

projection location.

[001298] In some embodiments, the control module 40 is configured to: in response to a
second locking operation on a third virtual object, control the companion object to move to a third
location, switch the companion object from the first form to the second form at the third location,
and control the companion object to move from the third location to the location of the third virtual
object, a distance between the third location and the location of the third virtual object on a second
connecting line being a second distance threshold, the second connecting line being used for

connecting the location of the first virtual object to the location of the third virtual object.

[001299] In some embodiments, the control module 40 is configured to: control the
companion object to switch from the first state to the second state in a case that the first virtual
object and/or the companion object satisfies a first switching condition; and control the companion
object to switch from the second state to the first state in a case that the first virtual object and/or the

companion object satisfies a second switching condition.

[001300] In some embodiments, the first switching condition includes at least one of the

following:

a quantity of second virtual objects within an attack range of the first virtual object is

less than or equal to a first quantity threshold;

the first virtual object or another object in a first camp to which the first virtual

object belongs needs assistance; and

a time to attack a second camp arrives, the second camp being a hostile camp of the

first camp to which the first virtual object belongs;

a duration for which the companion object is in the first form reaches a first duration

threshold; and
the first virtual object enters an aiming state.

[001301] In some embodiments, the second switching condition includes at least one of the

following:

the quantity of second virtual objects within the attack range of the first virtual object

is greater than or equal to a second quantity threshold;
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a distance between the first virtual object and the companion object is greater than or

equal to a third distance threshold;

a duration for which the companion object is in the second form reaches a second

duration threshold;

the companion object completes a task and does not receive a new task triggering

operation within a waiting time after completing the task;
the first virtual object exits the aiming state;
an attribute value of the companion object is less than a preset threshold; and
the companion object receives an attack from a third virtual object.

[001302] In some embodiments, the control module 40 is configured to: control the
companion object to move to a fourth location in a first manner, control the companion object to
move from the fourth location to a location of the first virtual object in the first manner, and switch
the companion object from the second form to the first form in a case that the first virtual object
and/or the companion object satisfies the second switching condition, a distance between the fourth
location and the location of the first virtual object on a third connecting line being the third distance
threshold, the third connecting line being used for connecting the location of the first virtual object

to the location of the companion object.

[001303] In some embodiments, the control module 40 is configured to: control the
companion object to move to the location of the first virtual object in a second manner and switch
the companion object from the second form to the first form in a case that the first virtual object

and/or the companion object satisfies the second switching condition,

the first manner being a manner in which the at least one companion object moves
by instantaneously changing a location, and the second manner being a manner in which the at least

one companion object moves by gradually changing the location.
[001304] In some embodiments, the apparatus further includes:

an obtaining module 60, configured to obtain a state of the companion object in the

second form; and

a display module 20, configured to display prompt information when the at least one
companion object is in an unresponsive state, the prompt information being used for prompting that

the companion object is currently not switchable from the second state to the first state.

[001305] In some embodiments, the control module 40 is configured to control the companion
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object to be immune to damage during switching between the first state and the second state.

[001306] In some embodiments, the control module 40 is configured to control the companion
object in the first state to enhance the first virtual object, the enhancement including at least one of

the following:
enhancing a scouting capability of the first virtual object;
enhancing a defense capability of the first virtual object;
increasing a weapon attack speed of the first virtual object;
enhancing a weapon attack buff of the first virtual object; and
increasing an energy storage capacity of the first virtual object.

[001307] In some embodiments, the control module 40 is configured to control the companion
object in the second state to assist the first virtual object, the assistance including at least one of the

following:
assisting the first virtual object in scouting;
assisting the first virtual object in a defense;
assisting the first virtual object in a patrol;
assisting the first virtual object in an attack; and
assisting the first virtual object in a taunt.

[001308] In some embodiments, the control module 40 is configured to: display first location
information of a third virtual object in a map display control in response to the first virtual object
not entering an aiming state and the third virtual object being discovered through scouting of a first
region centered on the first virtual object; scout a first fan-shaped region centered at the first virtual
object in response to the first virtual object entering the aiming state; and display second location
information of the third virtual object in the map display control in a case that the third virtual

object is discovered through scouting of the first fan-shaped region,

an accuracy of the second location information being greater than an accuracy of the

first location information.

[001309] In some embodiments, the companion object corresponds to an energy value
progress bar. The control module 40 is configured to scout a second fan-shaped region within a first
duration in response to the first virtual object entering the aiming state and an energy value

indicated in the energy value progress bar satisfying an enhancement condition,
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the energy value progress bar being configured to indicate the first duration, and a

size of the second fan-shaped region being greater than a size of the first fan-shaped region.

[001310] In some embodiments, the control module 40 is configured to store energy
corresponding to the energy value progress bar in response to the first virtual object not entering the

aiming state.

[001311] In some embodiments, the display module 20 is configured to display second
location information of the third virtual object in the map display control and set the third virtual
object to a marked state in a case that the third virtual object is discovered through scouting within

the first duration,

the second location information of the third virtual object in the marked state being

to be continuously displayed in the map display control, and the marked state having a duration.

[001312] In some embodiments, the control module 40 is configured to control the companion
object to perform scouting at a specified location or in a specified region in the virtual scene; and
the display module 20 is configured to display location information of a third virtual object in a map
display control in response to the companion object discovering the third virtual object through

scouting of the virtual scene.

[001313] In some embodiments, the control module 40 is configured to control the companion

object to mimic an image of the third virtual object.

[001314] In some embodiments, the display module 20 is configured to display an image
selection interface and display selectable images corresponding to at least two third virtual objects

on the image selection interface in a case that the at least two third virtual objects exist; and

the control module 40 is configured to determine the selected image of the third

virtual object in response to a selection operation on the images.

[001315] In some embodiments, the control module 40 is configured to: control the
companion object to exit mimicry and return to the second form in response to the companion
object after mimicry being attacked by the third virtual object; and control the companion object in

the second form to scout the virtual scene for objects.

[001316] In some embodiments, the control module 40 is configured to: control the
companion object to release a marking wave around and display a second region affected by the
marking wave; and prominently display the third virtual object and display third location
information of the third virtual object in the map display control for viewing by a friendly virtual

object in a first camp to which the first virtual object belongs in response to the companion object
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discovering the third virtual object through scouting of the second region.

[001317] In some embodiments, the control module 40 is configured to: control the
companion object to lock the third virtual object in response to the companion object discovering
the third virtual object through scouting of the second region; and display the third virtual object at
a target location in a see-through view in a case that the third virtual object moves in the virtual

scene and moves to the target location blocked by an obstacle.

[001318] In some embodiments, the control module 40 is configured to control the companion
object to track the third virtual object and update and display the location information of the third
virtual object in the map display control in response to a tracking instruction for the third virtual

object.

[001319] In some embodiments, the control module 40 is configured to control the companion
object in the first form to increase a shield energy storage capacity for the first virtual object not in

an aiming state.

[001320] In some embodiments, the control module 40 is configured to control the companion
object in the second state to release a first virtual shield in an aiming direction where the first virtual

object is used as a reference location in response to the first virtual object being in an aiming state.

[001321] In some embodiments, the display module 20 is configured to display the first virtual
shield being changed from a first shield form to a second shield form in response to the first virtual

object performing a virtual attack activity,

a protecting effect of the first shield form being better than that of the second shield

form, and the first virtual object and a third virtual object belonging to different virtual camps.

[001322] In some embodiments, the display module 20 is configured to: display reduced
shield energy of the first virtual shield based on shield energy consumed by the virtual attack
activity in response to the first virtual object performing the virtual attack activity; and display the
first virtual shield being changed from the first shield form to the second shield form, the second

shield form being determined based on the reduced shield energy.

[001323] In some embodiments, the control module 40 is configured to control the companion
object in the second state to release the first virtual shield in a changed aiming direction in response

to the aiming direction of the first virtual object being changed.

[001324] In some embodiments, the control module 40 is configured to control the companion

object in the first form to enhance the first virtual object, including at least one of following steps:
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controlling the companion object in the first form to increase the weapon attack

speed of the first virtual object; and

controlling the companion object in the first form to add the weapon attack buff of

the first virtual object.

[001325] In some embodiments, the control module 40 is configured to control the first virtual
object to launch virtual ammunition with an explosion effect in response to no other shooting

operation being received within a target duration before a current shooting operation is received.

[001326] In some embodiments, the control module 40 is configured to control the first virtual
object to store explosion energy of the virtual ammunition in response to the companion object
being loaded with the long-range enhancement prop and a current shooting operation being not

received.

[001327] In some embodiments, the control module 40 is configured to store the explosion
energy of the virtual ammunition again in response to another shooting operation being received

before a storage time of the explosion energy of the virtual ammunition reaches the target duration.

[001328] In some embodiments, the control module 40 is configured to determine whether a
weapon equipped on the first virtual object satisfies a weapon enhancement condition of a

companion object.

[001329] In some embodiments, the control module 40 is configured to control the companion
object in the second state to assist the first virtual object, the assistance including at least one of the

following:

controlling the companion object in the second state to perform a patrol behavior in

the virtual scene;

controlling the companion object in the second state to taunt a third virtual object in

the virtual scene;

controlling the companion object in the second state to perform a melee attack on the

third virtual object in the virtual scene;

controlling the companion object in the second state to track the third virtual object

in the virtual scene; and

controlling the companion object in the second state to perform a long-range attack

on the third virtual object in the virtual scene.

[001330] In some embodiments, a melee buff and/or a long-range buff is probabilistic.
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[001331] In some embodiments, the melee buff and/or the long-range buff includes at least

one of the following effects:

damage over time (DOT); paralysis; reducing an armor recovery rate; and reducing a

defensive power.

[001332] In some embodiments, the display module 20 is configured to: display the
companion object in the second state being in a detonated state in response to an attribute value of
the companion object being less than a preset threshold; and display, in response to a detonation
instruction being received, prompt information indicating that the companion object in the second

state detonates.

[001333] In some embodiments, the display module 20 is configured to add an invisibility
effect to the companion object in the second state, the companion object being invisible to a third

virtual object in the virtual scene when being made invisible.

[001334] In some embodiments, the control module 40 is configured to control the fourth
companion object in the second state to remove the invisibility effect in response to the companion

object satisfying an invisibility removal condition.

[001335] In some embodiments, the invisibility removal condition includes at least one of the

following:
a virtual health point of the companion object decreases; or

the companion object initiates interaction with the third virtual object in the virtual

scene.

[001336] In some embodiments, the display module 20 is configured to display the companion
object firing a marked prop to a third virtual object in a case that a marked prop firing condition is

satisfied, the marked prop being configured to identify a location of a virtual object that is hit.

[001337] In some embodiments, the display module 20 is configured to: display the marked
prop being attached to the third virtual object in a case that the marked prop hits the third virtual
object; and display the marked prop transmitting a location identification signal for the third virtual

object within a first target duration after the marked prop hits the third virtual object.
[001338] In some embodiments, the firing condition includes at least one of the following:
the third virtual object is located within an interaction range of the companion object;

an instruction to fire the marked prop transmitted by the first virtual object to the
companion object is received; and
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the third virtual object performs an interactive behavior that causes the virtual health

point of the companion object to decrease.

[001339] In some embodiments, the display module 20 is configured to display the marked

prop being destroyed in response to the attack on the marked prop satisfying a condition.

[001340] In some embodiments, the control module 40 is configured to: control the
companion object in the first state to perform a first enhancement on the first virtual object in a case
that the companion object is not equipped with an enhancement prop; and control the companion
object in the first state to perform a second enhancement on the first virtual object in a case that the

companion object is equipped with the enhancement prop,

an enhancement effect of the second enhancement being better than that of the first

enhancement.

[001341] In some embodiments, the control module 40 is configured to: control the
companion object in the first state to perform a first assistance on the first virtual object in a case
that the companion object is not equipped with an enhancement prop; and control the companion
object in the first state to perform a second assistance on the first virtual object in a case that the

companion object is equipped with the enhancement prop,

an assistance effect of the second assistance being better than that of the first

assistance.

[001342] In some embodiments, the control module 40 is configured to: control a first virtual
object to throw a special effects prop to adsorb the special effects prop onto a companion object;
and control the special effects prop to release special effects to cause damage to a third virtual

object.

[001343] In some embodiments, the control module 40 is configured to: control the special
effects prop to release the special effects to cause damage to the third virtual object in response to a
first switching operation being received, the first switching operation being used for switching the
companion object from a second state to a first state; or control the special effects prop to release
the special effects after a first preset duration to cause damage to another virtual object in response

to another virtual object existing within a preset range of the companion object or the special effects
prop.
[001344] In some embodiments, the display module 20 is configured to: present a status

display region, and present type information and health point information of the companion object

in the status display region; present an identifier of the special effects prop in the status display
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region to prompt that the special effects prop is adsorbed on the companion object after the special
effects prop is adsorbed onto the companion object; and display prop release countdown
information in the status display region within a second preset duration before a release moment of

the special effects prop is reached.

[001345] In some embodiments, the another virtual object includes the third virtual object

belonging to a different camp from the first virtual object.

[001346] In some embodiments, the control module 40 is configured to: determine a release
moment of the special effects prop based on a current moment and the first preset duration in

response to the third virtual object existing within the preset range of the companion object or the
special effects prop; and control the special effects prop to release the special effects in a case that

the release moment of the special effects prop is reached.

[001347] In some embodiments, the control module 40 is configured to: obtain a quantity of
third virtual objects currently in an affected region when the release moment of the special effects
prop is reached; and control the special effects prop to suspend the release of the special effects in a

case that the quantity of objects is greater than or equal to a quantity threshold.

[001348] In some embodiments, the display module 20 is configured to display the third
virtual object being in a deceleration effect in response to the third virtual object existing within a

special effects range of the special effects prop.

[001349] An exemplary embodiment of this disclosure further provides a computer-readable
storage medium, such as a non-transitory computer-readable storage medium. The
computer-readable storage medium stores at least one program, the at least one program being
loaded and executed by a processor to implement the method for controlling a companion object

according to the foregoing method embodiments.

[001350] An exemplary embodiment of this disclosure further provides a computer program
product, the computer program product including at least one program, the at least one program
being stored in a computer-readable storage medium. A processor of a computer device reads
signaling from the computer-readable storage medium, and the processor executes the signaling, so
that the computer device performs the method for controlling a companion object according to the

foregoing method embodiments.

[001351] An exemplary embodiment of this disclosure further provides a computer program,
the computer program including at least one program, the at least one program being stored in a

computer-readable storage medium. A processor of a computer device reads signaling from the
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computer-readable storage medium, and the processor executes the signaling, so that the computer
device performs the method for controlling a companion object according to the foregoing method

embodiments.
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CLAIMS

What is claimed is:

1. A method for controlling a companion object, the method comprising:

displaying a virtual scene, the virtual scene comprising a first virtual object and a companion

object, the companion object being a subordinate object of the first virtual object; and
controlling the companion object to switch between a first state and a second state,

the first state being a state in which the companion object is attached to the first virtual object
in a first form to become a part of the first virtual object, and the second state being a state in which

the companion object acts in a second form independently of the first virtual object.
2. The method according to claim 1, further comprising:
displaying a second virtual object; and
controlling the first virtual object to convert the second virtual object to the companion object.

3. The method according to claim 2, the controlling the first virtual object to convert the

second virtual object to the companion object comprises:

controlling the first virtual object to interact with the second virtual object in a weak state in
the virtual scene, when an attribute value of the first virtual object is greater than an attribute
threshold, and to perform, in response to a set interaction result being achieved, one of the

following processes:

switching the second virtual object from a third form to a fourth form by using a virtual prop,
playing a special effects animation in which the second virtual object in the fourth form moves to a
location of the first virtual object, and converting the second virtual object in the fourth form to the

companion object in the first state; and

converting the second virtual object to the companion object in the second state by using the

virtual prop.
4. The method according to claim 3, further comprising:
controlling the first virtual object to move to a location of a supply box; and
controlling the first virtual object to perform a picking operation to obtain the virtual prop.
5. The method according to claim 3, wherein

at least two types of virtual props correspond to different companion objects.

226



6. The method according to claim 1, wherein at least two types of companion objects are to be

attached to different parts of the first virtual object.

7. The method according to claim 1, wherein at least two types of companion objects provide

different attribute promotion and/or skill assistance for the first virtual object.

8. The method according to claim 1, wherein the first form is a form in which the companion

object is attached to a body part of the first virtual object; and
at least two types of companion objects correspond to different first forms.

9. The method according to claim 1, wherein a type of the companion object comprises at least

one of a shield object, a scouting object, and an attack object,

when the companion object is the shield object, the shield object being configured to resist an

attack performed by another virtual object in the virtual scene on the first virtual object;

when the companion object is the scouting object, the scouting object being configured to
release a scouting signal in a second region to sense a virtual object existing in the second region;

and

when the companion object is the attack object, the attack object being configured to assist the

first virtual object in attacking a virtual object in a hostile camp.

10. The method according to claim 1, wherein the controlling the companion object to switch

between a first state and a second state comprises:

controlling the companion object to switch from the first state to the second state in response to

a first switching operation on the companion object; and

controlling the companion object to switch from the second state to the first state in response to

a second switching operation on the companion object.

11. The method according to claim 10, wherein the controlling the companion object to switch
from the first state to the second state in response to a first switching operation on the companion

object comprises:

determining a distance between a locked location and a location of the first virtual object in

response to a first locking operation on the locked location;

controlling the companion object to move to the locked location and switching the companion
object from the first form to the second form at the locked location when the distance is less than or

equal to a first distance threshold; and
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controlling the companion object to move to a first location, switching the companion object
from the first form to the second form at the first location, and controlling the companion object to
move from the first location to the locked location when the distance is greater than the first

distance threshold,

a distance between the first location and the location of the first virtual object on a first
connecting line being the first distance threshold, the first connecting line being used for connecting

the locked location to the location of the first virtual object.
12. The method according to claim 11, further comprising:

controlling the companion object to move to a second location and switching the companion
object from the first form to the second form at the second location when the locked location is not

accessible to the companion object in the virtual scene,

the second location being a location on the first connecting line, accessible by the companion

object and closest to the locked location.
13. The method according to claim 11, further comprising:

determining a ground projection location corresponding to the locked location in the virtual

scene when the locked location is above ground in the virtual scene; and

controlling the at least one companion object in the second form to move from the locked
location to the ground projection location through a virtual gravity, and attenuating a state

parameter of a virtual object that is in a first region centered on the ground projection location.

14. The method according to claim 11, wherein the controlling the companion object to switch
from the first state to the second state in response to a first switching operation on the companion

object comprises:

controlling the companion object to move to a third location and switching the companion
object from the first form to the second form at the third location in response to a second locking

operation in which a locked object is a third virtual object; and

controlling the companion object to move from the third location to a location of the third
virtual object, a distance between the third location and the location of the third virtual object on a
second connecting line being a second distance threshold, the second connecting line being used for

connecting the location of the first virtual object to the location of the third virtual object.

15. The method according to claim 1, wherein the controlling the companion object to switch

between a first state and a second state comprises:
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controlling the companion object to switch from the first state to the second state, when the

first virtual object and/or the companion object satisfies a first switching condition; and

controlling the companion object to switch from the second state to the first state, when the

first virtual object and/or the companion object satisfies a second switching condition.
16. The method according to claim 15, wherein
the first switching condition comprises at least one of the following:

a quantity of second virtual objects within an attack range of the first virtual object is less than

or equal to a first quantity threshold;

the first virtual object or another object in a first camp to which the first virtual object belongs

needs assistance;

a time to attack a second camp arrives, the second camp being a hostile camp of the first camp

to which the first virtual object belongs;

a duration for which the companion object is in the first form is greater than or equal to a first

duration threshold; and
the first virtual object enters a specified action state; and
the second switching condition comprises at least one of the following:

the quantity of second virtual objects within the attack range of the first virtual object is greater

than or equal to a second quantity threshold;

a distance between the first virtual object and the companion object is greater than or equal to a

third distance threshold;

a duration for which the companion object is in the second form reaches a second duration

threshold;

the companion object completes a task and does not receive a new task triggering operation

within a waiting time after completing the task;
the first virtual object exits the specified action state;
an attribute value of the companion object is less than a preset threshold; and
the companion object receives an attack from a third virtual object.
17. The method according to claim 15, wherein the controlling the companion object to switch

from the first state to the second state when the first virtual object and/or the companion object
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satisfies a second switching condition comprises:

controlling the companion object to move to a fourth location in a first manner, controlling the
companion object to move from the fourth location to a location of the first virtual object in the first
manner, and switching the companion object from the second form to the first form, when the first
virtual object and/or the companion object satisfies the second switching condition, a distance
between the fourth location and the location of the first virtual object on a third connecting line
being a third distance threshold, the third connecting line being used for connecting the location of

the first virtual object to a location of the companion object; and

the controlling the companion object to switch from the second form to the first form when the

first virtual object and/or the companion object satisfies a second switching condition comprises:

controlling the companion object to move to the location of the first virtual object in a second
manner and switching the companion object from the second form to the first form, when the first

virtual object and/or the companion object satisfies the second switching condition,

the first manner being a manner in which the at least one companion object moves by
instantaneously changing a location, and the second manner being a manner in which the at least

one companion object moves by gradually changing the location.
18. The method according to claim 1, further comprising:
obtaining a state of the companion object in the second form; and

displaying prompt information, when the at least one companion object is in an unresponsive
state, the prompt information being used for prompting that the companion object is currently not

switchable from the second state to the first state.
19. The method according to claim 1, further comprising:

controlling the companion object to be immune to damage during switching between the first

state and the second state.
20. The method according to claim 1, further comprising:

controlling the companion object in the first state to enhance the first virtual object, the

enhancement comprising at least one of the following:
enhancing a scouting capability of the first virtual object;
enhancing a defense capability of the first virtual object;

increasing a weapon attack speed of the first virtual object;

230



enhancing a weapon attack buff of the first virtual object; and
increasing an energy storage capacity of the first virtual object.
21. The method according to claim 1, further comprising:

controlling the companion object in the second state to assist the first virtual object, the

assistance comprising at least one of the following:
assisting the first virtual object in scouting;
assisting the first virtual object in a defense;
assisting the first virtual object in a patrol;
assisting the first virtual object in an attack; and
assisting the first virtual object in a taunt.

22. The method according to claim 20, the controlling the companion object in the first state to

enhance the first virtual object comprises:

displaying first location information of a third virtual object in a map display control in
response to the first virtual object not entering an aiming state and the third virtual object being

discovered through scouting of a first region centered on the first virtual object;

scouting a first fan-shaped region centered at the first virtual object in response to the first
virtual object entering the aiming state; and displaying second location information of the third
virtual object in the map display control, when the third virtual object is discovered through

scouting of the first fan-shaped region,

an accuracy of the second location information being greater than an accuracy of the first

location information.

23. The method according to claim 22, wherein the companion object corresponds to an energy

value progress bar; and

the controlling the companion object in the first state to enhance the first virtual object

comprises:

scouting a second fan-shaped region within a first duration in response to the first virtual
object entering the aiming state and an energy value indicated in the energy value progress bar

satisfying an enhancement condition,

the energy value progress bar being configured to indicate the first duration, and a size of the

second fan-shaped region being greater than a size of the first fan-shaped region.
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24. The method according to claim 23, further comprising:

storing energy corresponding to the energy value progress bar in response to the first virtual

object not entering the aiming state.
25. The method according to claim 23, further comprising:

displaying the second location information of the third virtual object in the map display control
and setting the third virtual object to a marked state, when the third virtual object is discovered

through scouting within the first duration,

the second location information of the third virtual object in the marked state being

continuously displayed in the map display control, and the marked state having a duration.

26. The method according to claim 21, wherein the controlling the companion object in the

second state to assist the first virtual object comprises:

controlling the companion object to perform scouting at a specified location or a specified

region in the virtual scene; and

displaying location information of a third virtual object in a map display control in response to

the companion object discovering the third virtual object through scouting of the virtual scene.
27. The method according to claim 26, further comprising:
controlling the companion object to mimic an image of the third virtual object.
28. The method according to claim 27, further comprising:

displaying an image selection interface and displaying selectable images corresponding to at
least two third virtual objects on the image selection interface, when the at least two third virtual

objects exist; and

determining the selected image of the third virtual object in response to a selection operation

on the images.
29. The method according to claim 27, further comprising:

controlling the companion object to exit mimicry and return to the second form in response to

the companion object after mimicry being attacked by the third virtual object; and
controlling the companion object in the second form to scout the virtual scene for objects.

30. The method according to claim 26, wherein the controlling the companion object to scout
the virtual scene at a specified location or in a specified region therein; and the displaying location

information of a third virtual object in a map display control in response to the companion object
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discovering the third virtual object through scouting of the virtual scene comprises:

controlling the companion object to release a marking wave around and displaying a second

region affected by the marking wave; and

prominently displaying the third virtual object and displaying third location information of the
third virtual object in the map display control for viewing by a friendly virtual object in a first camp
to which the first virtual object belongs in response to the companion object discovering the third

virtual object through scouting of the second region.
31. The method according to claim 30, further comprising:

controlling the companion object to lock the third virtual object in response to the companion

object discovering the third virtual object through scouting of the second region; and

displaying the third virtual object at a target location in a see-through view, when the third

virtual object moves in the virtual scene and moves to the target location blocked by an obstacle.
32. The method according to claim 26, further comprising:

controlling the companion object to track the third virtual object and updating and displaying
the location information of the third virtual object in the map display control in response to a

tracking instruction for the third virtual object.

33. The method according to claim 20, wherein the controlling the companion object in the

first state to enhance the first virtual object comprises:

controlling the companion object in the first form to increase a shield energy storage capacity

for the first virtual object not in an aiming state.

34. The method according to claim 21, wherein the controlling the companion object in the

second state to assist the first virtual object comprises:

controlling the companion object in the second state to release a first virtual shield in an
aiming direction where the first virtual object is used as a reference location in response to the first

virtual object being in an aiming state.
35. The method according to claim 34, further comprising:

displaying the first virtual shield being changed from a first shield form to a second shield

form in response to the first virtual object performing a virtual attack activity,

a protecting effect of the first shield form being better than that of the second shield form, and

the first virtual object and a third virtual object belonging to different virtual camps.
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36. The method according to claim 35, wherein the displaying the first virtual shield being
changed from a first shield form to a second shield form in response to the first virtual object

performing a virtual attack activity comprises:

displaying reduced shield energy of the first virtual shield based on shield energy consumed by
the virtual attack activity in response to the first virtual object performing the virtual attack activity;

and

displaying the first virtual shield being changed from the first shield form to the second shield

form, the second shield form being determined based on the reduced shield energy.
37. The method according to claim 34, further comprising:

controlling the companion object in the second state to release the first virtual shield in a
changed aiming direction in response to the aiming direction of the first virtual object being

changed.

38. The method according to claim 20, wherein the controlling the companion object in the

first form to enhance the first virtual object comprises at least one of following operations:

controlling the companion object in the first form to increase the weapon attack speed of the

first virtual object; and

controlling the companion object in the first form to add the weapon attack buff of the first

virtual object.

39. The method according to claim 20, wherein the controlling the companion object in the

first form to enhance the first virtual object comprises:

controlling the first virtual object to launch virtual ammunition with an explosion effect in
response to no another shooting operation being received within a target duration before a current

shooting operation is received.
40. The method according to claim 39, further comprising:

controlling the first virtual object to store explosion energy of the virtual ammunition in
response to the companion object being loaded with a long-range enhancement prop and the current

shooting operation being not received.
41. The method according to claim 40, further comprising:

storing the explosion energy of the virtual ammunition again in response to the another

shooting operation being received before a storage time of the explosion energy of the virtual
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ammunition reaches the target duration.
42. The method according to claim 20, further comprising:

determining whether a weapon equipped on the first virtual object satisfies a weapon

enhancement condition of the companion object.

43. The method according to claim 21, wherein the controlling the companion object in the

second state to assist the first virtual object comprises at least one of the following:

controlling the companion object in the second state to perform a patrol behavior in the virtual

scene;

controlling the companion object in the second state to taunt a third virtual object in the virtual

scene;

controlling the companion object in the second state to perform a melee attack on the third

virtual object in the virtual scene;

controlling the companion object in the second state to track the third virtual object in the

virtual scene; and

controlling the companion object in the second state to perform a long-range attack on the third

virtual object in the virtual scene.
44. The method according to claim 38, wherein the buff is probabilistic.

45. The method according to claim 38, wherein the buff comprises at least one of the following

effects:
damage over time (DOT);
paralysis;
reducing an armor recovery rate; and
reducing a defensive power.
46. The method according to claim 21, further comprising:

displaying the companion object in the second state being in a detonated state in response to an

attribute value of the companion object being less than a preset threshold; and

displaying, in response to a detonation instruction being received, prompt information

indicating that the companion object in the second state detonates.
47. The method according to claim 21, further comprising:
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adding an invisibility effect to the companion object in the second state, the companion object

being invisible to a third virtual object in the virtual scene when being made invisible.
48. The method according to claim 47, further comprising:

controlling the fourth companion object in the second state to remove the invisibility effect in

response to the companion object satisfying an invisibility removal condition.

49. The method according to claim 48, wherein the invisibility removal condition comprises at

least one of the following:
a virtual health point of the companion object decreases; and
the companion object initiates interaction with the third virtual object in the virtual scene.
50. The method according to claim 21, further comprising:

displaying the companion object firing a marked prop to a third virtual object, when a marked
prop firing condition is satisfied, the marked prop being configured to identify a location of a virtual

object that is hit.
51. The method according to claim 50, further comprising:

displaying the marked prop being attached to the third virtual object, when the marked prop
hits the third virtual object; and

displaying the marked prop transmitting a location identification signal for the third virtual

object within a first target duration after the marked prop hits the third virtual object.

52. The method according to claim 50, wherein the firing condition comprises at least one of

the following:
the third virtual object is located within an interaction range of the companion object;

an instruction to fire the marked prop transmitted by the first virtual object to the companion

object is received; and

the third virtual object performs an interactive behavior that causes the virtual health point of

the companion object to decrease.
53. The method according to claim 50, further comprising:

displaying the marked prop being destroyed in response to the attack on the marked prop

satisfying a condition.

54. The method according to claim 20, wherein the controlling the companion object in the
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first state to enhance the first virtual object comprises:

controlling the companion object in the first state to perform a first enhancement on the first

virtual object, when the companion object is not equipped with an enhancement prop; and

controlling the companion object in the first state to perform a second enhancement on the first

virtual object, when the companion object is equipped with the enhancement prop,

an enhancement effect of the second enhancement being better than that of the first

enhancement.

55. The method according to claim 21, wherein the controlling the companion object in the

second state to assist the first virtual object comprises:

controlling the companion object in the second state to perform a first assistance on the first

virtual object, when the companion object is not equipped with an enhancement prop; and

controlling the companion object in the second state to perform a second assistance on the first

virtual object, when the companion object is equipped with the enhancement prop,
an assistance effect of the second assistance being better than that of the first assistance.
56. The method according to claim 21, further comprising:

controlling the first virtual object to throw a special effects prop to adsorb the special effects

prop onto the companion object; and

controlling the special effects prop to release special effects to cause damage to a third virtual

object.

57. The method according to claim 56, wherein the controlling the special effects prop to

release special effects to cause damage to the third virtual object comprises:

controlling the special effects prop to release the special effects to cause damage to the third
virtual object in response to the first switching operation being received, the first switching

operation being used for switching the companion object from the second state to the first state;
or

controlling the special effects prop to release the special effects after a first preset duration to
cause damage to another virtual object in response to another virtual object existing within a preset

range of the companion object or the special effects prop.
58. The method according to claim 57, further comprising:

presenting a status display region, and presenting type information and health point
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information of the companion object in the status display region;

presenting an identifier of the special effects prop in the status display region after the special
effects prop is adsorbed onto the companion object, to prompt that the special effects prop is

adsorbed on the companion object; and

displaying prop release countdown information in the status display region within a second

preset duration before a release moment of the special effects prop is reached.

59. The method according to claim 57, wherein the another virtual object comprises the third

virtual object belonging to a different camp from the first virtual object; and

the controlling the special effects prop to release the special effects after a first preset duration
to cause damage to another virtual object in response to another virtual object existing within a

preset range of the companion object or the special effects prop comprises:

determining a release moment of the special effects prop based on a current moment and the
first preset duration in response to the third virtual object existing within the preset range of the

companion object or the special effects prop; and

controlling the special effects prop to release the special effects, when the release moment of

the special effects prop is reached.
60. The method according to claim 57, further comprising:

obtaining a quantity of fourth virtual objects currently in an affected region, when the release
moment of the special effects prop is reached, the fourth virtual objects being teammate virtual

objects of the first virtual object; and

controlling the special effects prop to suspend the release of the special effects, when the

quantity of objects is greater than or equal to a quantity threshold.
61. The method according to claim 57, further comprising:

displaying the third virtual object being in a deceleration effect in response to the third virtual

object existing within a special effects range of the special effects prop.
62. An apparatus for controlling a companion object, the apparatus comprising:

a display module, configured to display a virtual scene, the virtual scene comprising a first
virtual object and a companion object, the companion object being a subordinate object of the first

virtual object; and

a control module, configured to control the companion object to switch between a first state
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and a second state,

the first state being a state in which the companion object is attached to the first virtual object
in a first form to become a part of the first virtual object, and the second state being a state in which

the companion object acts in a second form independently of the first virtual object.

63. A computer-readable storage medium, storing a computer program, the computer program,
when run on a computer device, causing the computer device to perform the method for controlling

a companion object according to any one of claims 1 to 61.

64. A computer device, comprising a processor and a memory, the memory storing a computer
program, the processor being configured to perform the method for controlling a companion object

according to any one of claims 1 to 61 by invoking the computer program stored in the memory.

65. A computer program product, comprising a computer program, the computer program,
when executed by a processor, implementing the method for controlling a companion object

according to any one of claims 1 to 61.
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