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Combat equipment

200

Quality 7 Categoryv

Ordinary All

Laser Trip Mine | Battle Axe

[

Fragment Grenade Sticky Grenade

&

&

201
_/
Laser 'Grip-Mine
Range 40 Damage 65

It can stick to the surface’of the
object and automatically detonate
when the enemy hits the laser

/

Remove

FIG. 2
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uali Categor
Ordinary All
Electromagnetic @) Lightning Smoke
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Display a first Ul, the first Ul including a first virtual environment picture,
the first virtual environment picture being a picture of a virtual environment
observed from a perspective of a main control virtual character, the main
control virtual character having a first virtual item, and the first virtual
environment picture including a second virtual item in an effective state

301

h 4

302

Control, in response to a use instruction, the main control virtual character
to use the first virtual item

_/

h 4

Control, in response to the second virtual item being located within a first
influence range of the first virtual item, that the second virtual item is
switched from the effective state to an ineffective state

303
i

h 4

Control, in response to satisfying a restoration condition, that the second
virtual item is switched from the ineffective state to the effective state

304
_/

FIG. 7

FIG. 8

-5/15 -



@\?a%ﬁ‘
(
=Nl

501

*
@@u 30/12017‘} ]] '.

FIG. 9

- 6/15 -



=l el o

ﬁQQ_/C_—//J
FIG. 11
O
( i
204 508 =
Y @
™~ /

3

] = )

FIG. 12

-7/15 -



522

%5’” o\ >

(

FIG. 13

Display a first Ul, the first Ul including a first virtual environment picture,
the first virtual environment picture being a picture of a virtual environment
observed from a perspective of a main control virtual character, the main
control virtual character having a first virtual item, and the first virtual
environment picture including a second virtual item in an effective state

301

v

302

Control, in response to a use instruction, the main control virtual character
to use the first virtual item

_

v

Control, in response to the second virtual item being located within the first
influence range of the first virtual item, that the second virtual item is
switched from a first display form corresponding to the effective state to a
second display form corresponding to the ineffective state

3031

v

Control, in response to satisfying a restoration condition, that the second
virtual item is switched from the ineffective state to the effective state

304
_/

FIG. 14
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Display a first Ul, the first Ul including a first virtual environment picture,
the first virtual environment picture being a picture of a virtual
environment observed from a perspective of a main control virtual
character, the main control virtual character having a first virtual item, and
the first virtual environment picture including a second virtual item in an
effective state

301
_/

h 4

3021

Control, in response to the use instruction, the main control virtual
character to throw the first virtual item, and control the first virtual item to
be thrown to a first position according to a throwing line

_

v

3032

Obtain a second position of the second virtual item in the virtual
environment

v

Control, in response to a distance from the first position to the second
position being less than a first distance threshold, that the second virtual
item is switched from the effective state to the ineffective state

3033
S

v

Time a first duration for which the second virtual item is in the ineffective
state

3041

v

Control, in response to the first duration satisfying a first time threshold,
that the second virtual item is switched from the ineffective state to the
effective state

3042
3

FIG. 15
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Display a first Ul, the first Ul including a first virtual environment picture,
the first virtual environment picture being a picture of a virtual environment
observed from a perspective of a main control virtual character, the main
control virtual character having a first virtual item, and the first virtual
environment picture including a second virtual item in an effective state

301

v

3021

Control, in response to the use instruction, the main control virtual
character to throw the first virtual item, and control the first virtual item to
be thrown to a first position according to a throwing line

_

v

Time, in response to the first virtual item reaching the first position, a
second duration for which the first virtual item has reached the first
position

3033-1

v

Control, in response to the second duration satisfying a second time
threshold and the second virtual item being located within the first
influence range of the first virtual item, the second virtual item to be
switched from the effective state to the ineffective state

3033-2

v

Time a first duration for which the second virtual item is in the ineffective
state

3041

A 4

Control, in response to the first duration satisfying a first time threshold,
that the second virtual item is switched from the ineffective state to the
effective state

3042
3

FIG. 18
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Display a first Ul, the first Ul including a first virtual environment picture,
the first virtual environment picture being a picture of a virtual environment
observed from a perspective of a main control virtual character, the main
control virtual character having a first virtual item, and the first virtual
environment picture including a second virtual item in an effective state

301

v

302

Control, in response to a use instruction, the main control virtual character
to use the first virtual item

v

Control the second virtual item to stop periodically detecting the target unit
within the second influence range in response to the second virtual item
being located within the first influence range of the first virtual item

3034

v

Control, in response to satisfying a restoration condition, that the second
virtual item is switched from the ineffective state to the effective state

304
_/

v

Control, in response to the target unit being located within the second
influence range of the second virtual item, that the second virtual item
produces an effect on the target unit

305
_/

FIG. 19
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Display a first Ul, the first Ul including a first virtual environment picture,
the first virtual environment picture being a picture of a virtual environment
observed from a perspective of a main control virtual character, the main
control virtual character having a first virtual item, and the first virtual
environment picture including a second virtual item in an effective state

301

v

302

Control, in response to a use instruction, the main control virtual character
to use the first virtual item

v

Control the second virtual item to stop periodically detecting the target unit
within the second influence range in response to the second virtual item
being located within the first influence range of the first virtual item

3034

v

Control, in response to satisfying a restoration condition, that the second
virtual item is switched from the ineffective state to the effective state

304
_/

v

Obtain a third position of the target unit in the virtual environment

3051
_/

v

Control, in response to a distance from the second position to the third
position being less than a second distance threshold, that the second virtual
item produces the effect on the target unit

3052
_/

FIG. 21
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Equip the
electromagnetic pulse

401
5l

No 402

Whether the
enemy place the trip
mine

A red trip mine is 403
» displayed on the
ground —
No Whether 404
the player throw the

electromagnetic
pulse

Yes 405

Explode after hitting | —"
the ground for a
period of time

End

412
Target killed

411

Whether a
target walks into the
sensing range of the
trip mine

410 The function of the
__ trip mine returns to
normal

409

Whether an
interference time
is over

408

Whether 406 Yes \‘T_he red special effect

the trip mine is in the ,. line of the trip mine | _
interference rang disappears, and the
sensing function fails
407
-/

The trip mine is not

affected

FIG. 22
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