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101
A terminal displays a skill control of a target skill in a display interface of a virtual /
scene

\ 4

In a case that the skill control is in a cool down state, receive a transmission / 102
instruction of skill cooldown prompt information triggered based on the skill
control, and transmit the skill cooldown prompt information of the skill control to
at least one target virtual object in the virtual scene in response to the transmission
instruction

v / 103
Display the skill cooldown prompt information in a prompt area in the interface of
the virtual scene, the skill cooldown prompt information being used for prompting
a cooldown time of the skill control.

FIG. 4
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