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Obtain a current attribute value of a life attribute of a first object in a
virtual scene displayed by a client

v
Control an attribute value of a target attribute of the first object to start
to decrease in a case that the current attribute value is a first threshold,
the target attribute being used for instructing to restore an attribute
value of the life attribute by triggering a target operation by using the
client

v
Restore the attribute value of the life attribute of the first object to a
third threshold based on a ditermination that the target operation
triggered by using the client is completed before the attribute value of
the target attribute decreases to a second threshold, the third threshold
being greater than the first threshold

FIG. 2

-2/8 -




Character state

Increase a temporary

amount of health

Slowly deplete the

| amount of health

Battle state

An amount of health
is depleted to zero

L

Impending Play a falling-to-

death state

ground animation

______ —
Killing failed Killing succeeded
Play a death Respawn Play a stand-
e Death e
animation on the spot up animation
Wait — >L S —
Character state
| Restore a fixed |
Respawn at |_amount of health_,
the base -

FIG. 3

-3/8 -



Ready state

| Client behavior

| Process an abnormal

| command

| Hide a fixed amount of
| health

| Display a temporary

{ amount of health —

Break state Pre-precast state

|

| Server behavior

| Deduct the fixed amount
| of health

| Increase the temporary

| amount of health

|
i Client behavior }
| Process an abnormal command |
! Transfer an ID of a target gun |
' Play a falling-to-ground action |
| Transfer an impending death i
‘ |

S event

Precast state

erver behavior
witch to the target gun

Client behavior

Play a continuous falling-
to-ground animation
Monitor a kill event )
Continuous decreasesin & Casting state
the amount of health i

77777777777777777777777 Killing
succeeded

Killing failed

Terminate state Terminate state

| Client behavior

| Transfer a finish command \
| Play a stand-up action | Switch to the 'target gun
| Transfer the ID of the | Increase the fixed

|
[
| ! Server behavior
|
|
i
| target gun ! I amount of health
|
|
|
|
|
|
|
|

~
()
<
o~
oo
1)
o
=2
()
o
=
o
=

| Hide the temporary amount
- ofhealth

i Display the fixed amount

! of'health

FIG. 4

-4/8 -



Fall to the ground
for impending death

Normal state

A

Finish command

Death state

y Killing succeeded
Impending death >
state >
Killing failed
FIG. 5

_—— —— — — —

| Character state

amount of health

Slowly deplete the

Battle state

| An amount of health

| Increase a temporary | is depleted to zero
| )
Impending Play a falling-to-
death state ground animation

| amount of health

- —

The amount of health failed
to restore to full value

The amount of health succeeded
in restoring to full value

Play a death
animation

Respawn
Death on the spot
wai L

Play a stand-
up animation

- -

Character state
| Restore a fixed |

Respawn at I_arnount of health

the base

FIG. 6

-5/8 -

R |



Click/Tap the screen to increase the
amount of health for respawning
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Control unit 903

Restoration unit 905

FIG. 9

Input/Output device 1007

Q Processor
1001

1005

Memory
1003

FIG. 10

-8/8 -



