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Control module 1422

Display module 
1421

Receiving module 
1423

Server 140

Wireless or wired network

Computer system 100

Application 
supporting a 

virtual 
environment

Application 
supporting a 

virtual 
environment

Memory 142
Processor 144

First terminal 
120

Second terminal 
160
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Combat equipment

Quality

Ordinary

Category

All

Laser Trip Mine Battle Axe

Fragment Grenade Sticky Grenade

Laser Grip Mine

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

Range    40 Damage   65

Remove

200

201

FIG. 2 



- 3/15 -

Tactical equipment

Quality

Ordinary

Category

All

Electromagnetic 
Pulse

Lightning Smoke 
Grenade

Smoke Grenade-
Halloween Night

Flash Grenade-
Headless Horseman

Smoke Grenade-
Glacier

Flash Grenade-Royal 
Air Force

Electromagnetic Pulse

Damage and paralyze nearby 
mechanized units and devices

Range    60 Damage    0

Remove

202

506
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130/120

HP500

1/1

204 506

207

524525
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230/120

HP500

1/1

204

206
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Display a first UI, the first UI 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

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

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

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

301

302

303

304

FIG. 7 

12

13

14

15

11
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130/120

HP500

1/1

501

502

503

504
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130/120
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1/1

505 506
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230/120

HP500

1/1

506
503
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130/120

HP500

1/1

204

508

509

204
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520

521

522

204

FIG. 13 

Display a first UI, the first UI 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

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

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

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

301

302

3031

304

FIG. 14 
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Display a first UI, the first UI 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

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

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

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

301

3021

3032

3041

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

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
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204

523
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204

506

526
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Display a first UI, the first UI 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

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

Time, in response to the first virtual item reaching the first position, a 
second duration for the first virtual item to reach the first position

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

301

3021

3033-1

3041

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

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

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

FIG. 18 
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Display a first UI, the first UI 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

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

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

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

301

302

3034

304

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 UI, the first UI 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

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

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

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

301

302

3034

304

Obtain a third position of the target unit in the virtual environment
3051

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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