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Information processing method, terminal, and storage
medium are provided. The method includes: performing
rendering in a graphical user interface, to obtain at least one
virtual resource object; performing rendering, at one of a
pre-set location and a wheel rendering location in the
graphical user interface, to obtain a skill-release supplemen-
tary control object, when detecting a skill-release trigger
gesture on at least one skill object located in at least one skill
operation area in the graphical user interface, the skill-
release supplementary control object comprising a skill-
release control halo object and a virtual joystick object
located within a radiation range of the skill-release control
halo object; controlling, when detecting a drag operation on
the virtual joystick object, a skill release location of the skill
object to be correspondingly adjusted in the graphical user
interface; and performing a skill release operation on the
skill object when detecting a release operation of the drag
operation.
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Perform rendering in a graphical user interface, to obtain at least one
virtual resource object

Perform rendering at a preset location in the graphical user interface, to
obtain a skill release supplementary control object when detecting a
skill release trigger gesture on at least one skill object located in at least
one skill operation area in the graphical user interface, the skill release
supplementary control object including a skill release control halo
object and a virtual joystick object located within a radiation range of
the skill release control halo object

Control, when detecting a drag operation on the virtual joystick object,
a skill release location of the skill object to be correspondingly adjusted
in the graphical user interface

Obtain a first preset policy when it is detected that the drag operation on
the virtual joystick object makes a current first coordinate location be
out of the radiation range of the skill release control halo object, and
map the first coordinate location to a second coordinate location
according to the first preset policy, where the second coordinate
location is within the radiation range of the skill release control halo
object
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INFORMATION PROCESSING METHOD,
TERMINAL, AND STORAGE MEDIUM

RELATED APPLICATIONS

[0001] This patent application is a continuation applica-
tion of PCT Patent Application No. PCT/CN2016/083209,
filed on May 24, 2016, which claims priority to Chinese
Patent Application No. 201510655670.1, filed by Tencent
Technology (Shenzhen) Company Limited on Oct. 10, 2015,
and entitled “INFORMATION PROCESSING METHOD,
TERMINAL, AND COMPUTER STORAGE MEDIUM”,
which is incorporated by reference in its entirety.

FIELD OF THE TECHNOLOGY

[0002] The present disclosure generally relates to commu-
nications technologies, and in particular, relates to an infor-
mation processing method, a terminal, and a storage
medium.

BACKGROUND OF THE DISCLOSURE

[0003] With gradual popularization of large-screen and
super-screen intelligent terminals, a processor of an intelli-
gent terminal has an increasingly high processing capability,
so that many applications, for implementing a control based
on man-machine interaction, appear on a large screen or a
super large screen. In a process of implementing a control
based on man-machine interaction, multiple users may run
different interaction modes, by creating groups in one-to-
one, one-to-many, and many-to-many forms, to obtain dif-
ferent interaction results. For example, in a graphical user
interface obtained through rendering on a large screen or a
super large screen, after multiple users are grouped into two
different groups, by controlling the processing in man-
machine interaction, information exchange may be per-
formed between different groups, and different interaction
results are obtained according to a response to information
exchange; and by controlling the processing in man-machine
interaction, information exchange may further be performed
between group members in a same group, and different
interaction results are obtained according to a response to
information exchange.

[0004] Conventionally, release of a particular skill may be
triggered to enrich a presentation form and content of
information, and different presentation forms and content of
information may finally lead to different interaction results.
However, when releasing a particular skill, a skill release
location and direction cannot be accurately determined,
leading to occurrence of a large quantity of mis-operations,
and affecting precision and accuracy of interaction process-
ing.

SUMMARY

[0005] One aspect of present disclosure provides an infor-
mation processing method by a processor, the method
including: performing rendering in a graphical user inter-
face, to obtain at least one virtual resource object; perform-
ing rendering, at one of a pre-set location and a wheel
rendering location in the graphical user interface, to obtain
a skill-release supplementary control object, when detecting
a skill-release trigger gesture on at least one skill object
located in at least one skill operation area in the graphical
user interface, the skill-release supplementary control object
including a skill-release control halo object and a virtual
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joystick object located within a radiation range of the
skill-release control halo object; controlling, when detecting
a drag operation on the virtual joystick object, a skill release
location of the skill object to be correspondingly adjusted in
the graphical user interface; and performing a skill release
operation on the skill object when detecting a release
operation of the drag operation.

[0006] Another aspect of present disclosure provides a
terminal. The terminal includes a memory, storing computer
readable instructions for an information processing method;
a display for providing a graphical user interface; and a
processor, coupled to the memory and, when executing the
program instructions, configured to: perform the rendering
in the graphical user interface, to obtain at least one virtual
resource object; perform rendering at one of a pre-set
location and a wheel rendering location in the graphical user
interface, to obtain a skill-release supplementary control
object when detecting a skill-release trigger gesture on at
least one skill object located in at least one skill operation
area in the graphical user interface, the skill-release supple-
mentary control object including a skill-release control halo
object and a virtual joystick object located within a radiation
range of the skill-release control halo object; control, when
detecting a drag operation on the virtual joystick object, a
skill release location of the skill object to be correspondingly
adjusted in the graphical user interface; and perform a skill
release operation on the skill object when a release operation
of the drag operation is detected.

[0007] Another aspect of present disclosure provides a
non-transitory computer-readable storage medium contain-
ing computer-executable program instructions for, when
executed by a processor, performing an information pro-
cessing method. the method including: performing rendering
in a graphical user interface, to obtain at least one virtual
resource object; performing rendering, at one of a pre-set
location and a wheel rendering location in the graphical user
interface, to obtain a skill-release supplementary control
object, when detecting a skill-release trigger gesture on at
least one skill object located in at least one skill operation
area in the graphical user interface, the skill-release supple-
mentary control object including a skill-release control halo
object and a virtual joystick object located within a radiation
range of the skill-release control halo object; controlling,
when detecting a drag operation on the virtual joystick
object, a skill release location of the skill object to be
correspondingly adjusted in the graphical user interface; and
performing a skill release operation on the skill object when
detecting a release operation of the drag operation.

BRIEF DESCRIPTION OF THE DRAWINGS

[0008] FIG. 1 is a schematic diagram of an exemplary
system for performing information exchange according to
some embodiments of the present disclosure;

[0009] FIG. 2 is a schematic flowchart of an exemplary
information processing method according to some embodi-
ments of the present disclosure;

[0010] FIG. 3 is a schematic diagram of an exemplary
application of an exemplary obtained user interaction inter-
face (UI) according to some embodiments of the present
disclosure;

[0011] FIG. 4 is a schematic diagram of an exemplary
system setting interface for generating an UI effect corre-
sponding to FIG. 3;
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[0012] FIG. 5 is a schematic flowchart of an exemplary
information processing method according to some embodi-
ments of the present disclosure;

[0013] FIG. 6 is a schematic diagram of an exemplary
application of another exemplary obtained UI according to
some embodiments of the present disclosure;

[0014] FIG. 7 is a schematic flowchart of an exemplary
information processing method according to some embodi-
ments of the present disclosure;

[0015] FIG. 8 is a schematic diagram of application of
another exemplary obtained Ul according to some embodi-
ments of the present disclosure;

[0016] FIG. 9 is a schematic diagram of an exemplary
system setting interface for generating an UI effect corre-
sponding to FIG. 8;

[0017] FIG. 10 is a schematic structural diagram of an
exemplary terminal according to some embodiments of the
present disclosure; and

[0018] FIG. 11 is a schematic structural diagram of
another exemplary terminal according to some embodiments
of the present disclosure;

[0019] FIG. 12 is a schematic flowchart of implementation
of an exemplary application scenario according to some
embodiments of the present disclosure; and

[0020] FIG. 13 is a schematic diagram of an exemplary
setting interface of a sensitivity-based system according to
some embodiments of the present disclosure.

DESCRIPTION OF EMBODIMENTS

[0021] Implementation of the technical solutions is further
described in detail below with reference to the accompany-
ing drawings.

[0022] Various embodiments of the present disclosure
provide an information processing method, a terminal, and
a storage medium. The present disclosure solves technical
problems in the existing technology, so that a skill release
location and direction can be accurately determined, thereby
avoiding occurrence of a large quantity of mis-operations,
and improving precision and accuracy of interaction pro-
cessing.

[0023] FIG. 1 is a schematic diagram of an exemplary
system for performing information exchange according to
some embodiments of the present disclosure. The exemplary
system in FIG. 1 includes: one or more servers, where a
server 11 in FIG. 1 is merely an example for illustration
purposes, terminal devices 21 to 25, and a network 31. The
network 31 includes network entities such as a router and a
gateway, which are not shown in the figure. The terminal
devices 21 to 25 perform information exchange with the
server by using a wired network or a wireless network, so as
to download an application and/or an application update data
packet and/or application related data information or service
information from the server 11. A type of the terminal device
is shown in FIG. 1, and includes a mobile phone (the
terminal 23), a tablet computer or a PDA (the terminal 25),
a desktop computer (the terminal 22), a PC (the terminal 24),
an all-in-one PC (the terminal 21), and other types. Various
applications, for example, an application having an enter-
tainment function (such as a video application, an audio play
application, a game application, or reading software) or an
application having a serving function (such as a map navi-
gation application, or a group purchasing application),
required by a user are installed in the terminal device.

May 3, 2018

[0024] Based on a system shown in FIG. 1, a game scene
is used as an example. The terminal devices 21 to 25
download, by using the network 31, a game application
and/or a game application update data packet and/or game
application related data information or service information
from the server 11 according to a requirement. As such, after
the game application is started on the terminal device and a
game interface obtained through rendering is entered, ren-
dering is performed at a pre-set location in the graphical user
interface, to obtain a skill-release supplementary control
object when a skill-release trigger gesture on at least one
skill object located in at least one skill operation area in the
game interface is detected, the skill-release supplementary
control object including a skill-release control halo object
and a virtual joystick object located within a radiation range
of the skill-release control halo object; a skill release loca-
tion of the skill object is controlled, when a drag operation
on the virtual joystick object is detected, to be correspond-
ingly adjusted in the graphical user interface; and a skill
release operation is performed on the skill object when a
release operation of the drag operation is detected. The
skill-release supplementary control object can appear at the
pre-set location, that is, a default fixed location, so that a user
can be facilitated to respond rapidly in an information
exchange process, thereby avoiding a response time wasted
by the user for searching the graphical user interface. A
control area is stable, which can facilitate the user to rapidly
specify a skill releasable range. The skill release operation
can be accurately performed on the skill object within the
skill releasable range according to a release location and/or
direction of the skill object that is obtained by dragging the
virtual joystick object to move by a skill-release operation
gesture, thereby avoiding occurrence of a large quantity of
mis-operations, and improving precision and accuracy of
interaction processing.

[0025] The example in FIG. 1 is an example of a system
architecture for implementing the embodiments of the pres-
ent disclosure, and the embodiments of the present disclo-
sure are not limited to the system architecture in FIG. 1.
Based on the system architecture, various embodiments of
the present disclosure are provided.

[0026] Various embodiments of the present disclosure
provide an information processing method. Computer read-
able instructions such as a software application may be
executed on a processor of a terminal and rendering is
performed and displayed on a display of the terminal, to
provide a graphical user interface. The processor, the graphi-
cal user interface, and/or the software application are imple-
mented in a game system. As shown in FIG. 2, the method
includes the following exemplary steps.

[0027] InS101: Performing rendering in the graphical user
interface, to obtain at least one virtual resource object.
[0028] Herein, the virtual resource object is covered in
various types of objects in the graphical user interface. For
example, a user avatar icon for representing a user, an object
for representing a building, a tree, tower defense, or the like
in a background, an object for representing a status (such as
a blood value or a vitality value) of the user, an object for
representing a skill, equipment, or the like of the user, a
direction button object for controlling a change of a location
of the user, a rendering object used during skill release by
the user, and the like shall all fall within the protection scope
of the “virtual resource object” of the embodiments of the
present disclosure.
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[0029] In S102: Performing rendering at a pre-set location
in the graphical user interface, to obtain a skill-release
supplementary control object when detecting a skill-release
trigger gesture on at least one skill object located in at least
one skill operation area in the graphical user interface, the
skill-release supplementary control object including a skill-
release control halo object and a virtual joystick object
located within a radiation range of the skill-release control
halo object.

[0030] Herein, rendering is performed at the pre-set loca-
tion in the graphical user interface, to obtain the skill-release
supplementary control object, so as to display the skill-
release supplementary control object at a default fixed
location. The skill-release supplementary control object can
appear at the pre-set location, that is, the default fixed
location, so that a user can be facilitated to respond rapidly
in an information exchange process, thereby avoiding a
response time wasted by the user for searching the graphical
user interface. For example, in a specific operation process,
the user triggers and invokes the skill-release control halo
object (for example, a wheel) by tapping a skill button. In
this case, the user lifts a finger, and specific skill release is
controlled by controlling the virtual joystick object (for
example, a virtual joystick).

[0031] Herein, as shown in FIG. 3, in a skill operation area
40 in a graphical user interface, a skill-release operation
gesture applied to a skill object 1 is obtained, and rendering
is performed, to obtain a skill-release supplementary control
object. The skill-release supplementary control object
includes a skill-release control halo object 41 and a virtual
joystick object 42. A skill release control operation is
subsequently triggered, so that a location of the skill-release
control halo object 41 remains unchanged, and a skill
releasable range specified by a skill indicator object 43 is
completely covered by an area where the skill-release con-
trol halo object 41 is located.

[0032] For example, as shown in FIG. 3, the skill-release
control halo object 41 may have a shape of a wheel and may
be referred to as a wheel; the virtual joystick object 42 may
have an annular shape or a ring shape and may be referred
to as a joystick; and the skill indicator object 43 may have
a shape of a wheel, and may be referred to as a skill
indicator. Herein, it should be noted that, the skill-release
control halo object and the virtual joystick object used in this
specification are only examples of a skill release controller
object and a joystick object. A skill release controller object
and a joystick object that are obtained by performing ren-
dering in a graphical user interface include, but are not
limited to, a shape of a wheel, an annular shape, a ring shape,
and other shapes, as long as objects that may be configured
to implement skill control can be implemented.

[0033] A schematic diagram of a Ul effect interface shown
in FIG. 3 is obtained by settings shown in FIG. 4. FIG. 4 is
a schematic diagram of a system setting interface. When a
user selects an option to set a wheel appearance location to
a fixed location, to match a setting of the user, a Ul shown
in FIG. 3 is obtained by performing rendering subsequently.
In the Ul, a center of the joystick deviates from a center of
the wheel, and the skill release control operation is triggered,
so that the location of the wheel remains unchanged, and the
skill releasable range specified by the skill indicator is
completely covered by the area where the wheel is located.
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[0034] In S103: Controlling, when detecting a drag opera-
tion on the virtual joystick object, a skill release location of
the skill object to be correspondingly adjusted in the graphi-
cal user interface.

[0035] Herein, when it is detected that the virtual joystick
object is dragged to move by the skill-release operation
gesture, the virtual joystick object deviates from a center of
the skill-release control halo object, and the skill release
control operation is triggered, so that a location of the
skill-release control halo object remains unchanged, and the
skill releasable range specified by the skill indicator object
is completely covered by the area where the skill-release
control halo object is located.

[0036] In S104: Performing a skill release operation on the
skill object when detecting a release operation of the drag
operation.

[0037] Herein, the skill release operation is performed on
the target character object within the skill releasable range in
S103 according to a release location and/or direction of the
skill object that is obtained by dragging the virtual joystick
object to move by the skill-release operation gesture.
[0038] Herein, in the Ul shown in FIG. 3, when moving
with the skill-release operation gesture, when the virtual
joystick object moves towards the upper right corner of the
wheel, skill release is performed, within the skill releasable
range, on a character object that appears at the upper right
corner.

[0039] In a process of implementing control based on
man-machine interaction in the graphical user interface,
creation of different groups by multiple users in a one-to-
one, one-to-many, and many-to-many forms to run different
interaction modes is supported. Therefore, different interac-
tion results are obtained. The different interaction modes
include a versus mode between multiple online users, and
further include an offline versus mode without an Internet
connection

[0040] The versus mode between multiple online users
and the offline versus mode without an Internet connection
are both applicable to the Ul shown in FIG. 3. Herein, it
should be noted that, the Ul shown in FIG. 3 is obtained
through rendering by a processor of a terminal device, which
is specifically an image processor. This is only a specific
example. The specific example is applicable to different
personnel deployment scenarios in a game, for example,
numbers of deployed persons of two parties are 1 to 1, 3 to
3, or 5 to 5, and is also applicable to scenarios in which
numbers of deployed persons of two parties are different in
a game, for example, a scenario in which numbers of
deployed persons are 40 to 20 or 30 to 60, to run a mode in
a game in which a skill release location and direction are
determined by using a wheel at a fixed location. For
example, for the versus mode between multiple online users,
the multiple users are grouped into different groups, each
group includes at least one group member, and the different
groups are marked as at least a first group (for example, our
group) and a second group (for example, an opponent
group). When there is only one person in our group, and
there is also only one person in the opponent group, it is the
“1 to 1” mode mentioned above. When there are only three
persons in our group, and there are also three persons in the
opponent group, it is the “3 to 3” mode mentioned above.
When there are only five persons in our group, and there are
also only five persons in the opponent group, it is the*S to
5” mode mentioned above. Certainly, for the opponent group
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and our group, it is not necessarily to deploy a same number
of persons, and different numbers of persons may be
deployed.

[0041] In an implementation of this exemplary embodi-
ment of the present disclosure, in a process of detecting the
drag operation on the virtual joystick object, the method
includes:

[0042] obtaining a first pre-set policy when detecting that
the drag operation on the virtual joystick object makes a
current first coordinate location be out of the radiation range
of' the skill-release control halo object, and mapping the first
coordinate location to a second coordinate location accord-
ing to the first pre-set policy, where the second coordinate
location is within the radiation range of the skill-release
control halo object.

[0043] Various embodiments of the present disclosure
provide an information processing method. Computer read-
able instructions such as a software application may be
executed on a processor of a terminal and rendering is
performed and displayed on a display of the terminal, to
provide a graphical user interface. The processor, the graphi-
cal user interface, and/or the software application are imple-
mented in a game system. As shown in FIG. 5, the method
includes the following exemplary steps.

[0044] In S201: Performing rendering in the graphical user
interface, to obtain at least one virtual resource object.
[0045] Herein, the virtual resource object is covered in
various types of objects in the graphical user interface. For
example, a user avatar icon for representing a user, an object
for representing a building, a tree, tower defense, or the like
in a background, an object for representing a status (such as
a blood value or a vitality value) of the user, an object for
representing a skill, equipment, or the like of the user, a
direction button object for controlling a change of a location
of the user, a rendering object used during skill release by
the user, and the like shall all fall within the protection scope
of the “virtual resource object” of the embodiments of the
present disclosure.

[0046] In S202: Performing rendering at a pre-set location
in the graphical user interface, to obtain a skill-release
supplementary control object when detecting a skill-release
trigger gesture on at least one skill object located in at least
one skill operation area in the graphical user interface, the
skill-release supplementary control object including a skill-
release control halo object and a virtual joystick object
located within a radiation range of the skill-release control
halo object.

[0047] Herein, rendering is performed at the pre-set loca-
tion in the graphical user interface, to obtain the skill-release
supplementary control object, so as to display the skill-
release supplementary control object at a default fixed
location. The skill-release supplementary control object can
appear at the pre-set location, that is, the default fixed
location, so that a user can be facilitated to respond rapidly
in an information exchange process, thereby avoiding a
response time wasted by the user for searching the graphical
user interface.

[0048] Herein, as shown in FIG. 3, in a skill operation area
40 in a graphical user interface, a skill-release operation
gesture applied to a skill object 1 is obtained, and rendering
is performed, to obtain a skill-release supplementary control
object. The skill-release supplementary control object
includes a skill-release control halo object 41 and a virtual
joystick object 42. A skill release control operation is
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subsequently triggered, so that a location of the skill-release
control halo object 41 remains unchanged, and a skill
releasable range specified by a skill indicator object 43 is
completely covered by an area where the skill-release con-
trol halo object 41 is located.

[0049] For example, as shown in FIG. 3, the skill-release
control halo object 41 may have a shape of a wheel and may
be referred to as a wheel; the virtual joystick object 42 may
have an annular shape or a ring shape and may be referred
to as a joystick; and the skill indicator object 43 may have
a shape of a wheel, and may be referred to as a skill
indicator. Herein, it should be noted that, the skill-release
control halo object and the virtual joystick object used in this
specification are only examples of a skill release controller
object and a joystick object. A skill release controller object
and a joystick object that are obtained by performing ren-
dering in a graphical user interface include, but are not
limited to, a shape of a wheel, an annular shape, a ring shape,
and other shapes, as long as objects that may be configured
to implement skill control can be implemented.

[0050] A schematic diagram of a Ul effect interface shown
in FIG. 3 is obtained by settings shown in FIG. 4. FIG. 4 is
a schematic diagram of a system setting interface. When a
user selects an option to set a wheel appearance location to
a fixed location, to match a setting of the user, a Ul shown
in FIG. 3 is obtained by performing rendering subsequently.
In the Ul, a center of the joystick deviates from a center of
the wheel, and the skill release control operation is triggered,
so that the location of the wheel remains unchanged, and the
skill releasable range specified by the skill indicator is
completely covered by the area where the wheel is located.

[0051] In S203: Controlling, when detecting a drag opera-
tion on the virtual joystick object, a skill release location of
the skill object to be correspondingly adjusted in the graphi-
cal user interface.

[0052] In S204: Obtaining a first pre-set policy when it is
detected that the drag operation on the virtual joystick object
makes a current first coordinate location be out of the
radiation range of the skill-release control halo object, and
map the first coordinate location to a second coordinate
location according to the first pre-set policy, where the
second coordinate location is within the radiation range of
the skill-release control halo object.

[0053] Herein, the first coordinate location is mapped to
the second coordinate location by using the first pre-set
policy, to fix an actual location of the virtual joystick object
in the area where the skill-release control halo object is
located.

[0054] Herein, when the virtual joystick object moves
with the skill-release operation gesture, the virtual joystick
object deviates from a center of the skill-release control halo
object, and the skill release control operation is triggered, so
that the location of the skill-release control halo object
remains unchanged, and the skill releasable range specified
by the skill indicator object is completely covered by the
area where the skill-release control halo object is located.

[0055] Herein, an example in which a first location that the
virtual joystick object moves along with the skill-release
operation gesture meets a pre-set condition is that: when the
first location is at an edge of the area where the skill-release
control halo object is located, the pre-set condition is met. In
this case, in the existing technology, it is considered that it
is out of a threshold, and a skill release operation is canceled.
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In contrast, as disclosed herein, when the pre-set condition
is met, a skill release operation is not canceled.

[0056] Herein, another example in which a first location
that the virtual joystick object moves along with the skill-
release operation gesture meets a pre-set condition is that:
when the first location is out of the area where the skill-
release control halo object is located, the pre-set condition is
met. In this case, in the existing technology, it is considered
that it is out of a threshold, and a skill release operation is
canceled. In contrast, as disclosed herein, when the pre-set
condition is met, a skill release operation is not canceled.
[0057] Herein, it should be noted that, different from the
first location, a second location is in the area where the
skill-release control halo object is located. FIG. 6 is a
schematic diagram of a relative setting of a first location and
a second location. The first location D1 is an actual location
of the virtual joystick object 42, and the second location D2
is a location, in the area where the skill-release control halo
object 41 is located, that the virtual joystick object 42 is
mapped to. As can be learned from the figure, the actual
location of the virtual joystick object 42 is at an edge of the
skill-release control halo object 41. In this case, in the
existing technology, it is considered that it is out of a
threshold, and a skill release operation is canceled. In
contrast, as disclosed herein, the pre-set condition is met, the
virtual joystick object 42 is mapped to the location in the
area where the skill-release control halo object is located,
and a skill release operation is not canceled. Then, the
exemplary step 204 is performed, to perform the skill release
operation in the area where the skill-release control halo
object is located.

[0058] In S205: Performing a skill release operation on the
skill object when detecting a release operation of the drag
operation.

[0059] Herein, the skill release operation is performed on
the skill object in the area where the skill-release control
halo object is located in S203 and S204 according to a
release location and/or direction of the skill object that is
obtained through movement of the virtual joystick object
with the skill-release operation gesture.

[0060] Herein, in the Ul shown in FIG. 3, when moving
with the skill-release operation gesture, when the virtual
joystick object moves towards the upper right corner of the
wheel, skill release is performed, within the skill releasable
range, on a character object that appears at the upper right
corner.

[0061] In a process of implementing control based on
man-machine interaction in the graphical user interface,
creation of different groups by multiple users in a one-to-
one, one-to-many, and many-to-many forms to run different
interaction modes is supported. Therefore, different interac-
tion results are obtained. The different interaction modes
include a versus mode between multiple online users, and
further include an offline versus mode without an Internet
connection

[0062] The versus mode between multiple users and the
offline versus mode without an Internet connection are both
applicable to the UI shown in FIG. 3. Herein, it should be
noted that, the Ul shown in FIG. 3 is obtained through
rendering by a processor of a terminal device, which is
specifically an image processor. This is only a specific
example. The specific example is applicable to different
personnel deployment scenarios in a game, for example,
numbers of deployed persons of two parties are 1 to 1, 3 to
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3, or 5 to 5, and is also applicable to scenarios in which
numbers of deployed persons of two parties are different in
a game, for example, a scenario in which numbers of
deployed persons are 40 to 20 or 30 to 60, to run a mode in
a game in which a skill release location and direction are
determined by using a wheel at a fixed location. For
example, for the versus mode between multiple online users,
the multiple users are grouped into different groups, each
group includes at least one group member, and the different
groups are marked as at least a first group (for example, our
group) and a second group (for example, an opponent
group). When there is only one person in our group, and
there is also only one person in the opponent group, it is the
“1 to 1” mode mentioned above. When there are only three
persons in our group, and there are also three persons in the
opponent group, it is the “3 to 3” mode mentioned above.
When there are only five persons in our group, and there are
also only five persons in the opponent group, it is the*S to
5” mode mentioned above. Certainly, for the opponent group
and our group, it is not necessarily to deploy a same number
of persons, and different numbers of persons may be
deployed.

[0063] In an implementation of this exemplary embodi-
ment of the present disclosure, the performing the skill
release operation on the target character object within the
skill releasable range according to a release location and/or
direction of the skill object that is obtained through move-
ment of the virtual joystick object with the skill-release
operation gesture further includes:

[0064] determining, when detecting that the virtual joy-
stick object moves with the skill-release operation gesture,
when the skill-release operation gesture changes to a slide
release state from a slide state, that it is a skill release
operation currently; and

[0065] selecting, from at least one character object within
a skill releasable range centering around a current user
character object, a character object satistying a second
pre-set policy as the target character object having the
highest priority, and performing, on the target character
object, the skill release operation as on the skill object.
[0066] In an implementation of this exemplary embodi-
ment of the present disclosure, the method further includes:
setting, or updating, according to a user requirement, a drag
speed value of movement of the virtual joystick object along
with a skill-release operation gesture, to conform to a change
speed of a skill releasable range specified by a skill indicator
object.

[0067] Various embodiments of the present disclosure
provide an information processing method. Computer read-
able instructions such as a software application may be
executed on a processor of a terminal and rendering is
performed and displayed on a display of the terminal, to
provide a graphical user interface. The processor, the graphi-
cal user interface, and/or the software application are imple-
mented in a game system. As shown in FIG. 7, the method
includes the following exemplary steps.

[0068] In S301: Performing rendering in the graphical user
interface, to obtain at least one virtual resource object.
[0069] Herein, the virtual resource object is covered in
various types of objects in the graphical user interface. For
example, a user avatar icon for representing a user, an object
for representing a building, a tree, tower defense, or the like
in a background, an object for representing a status (such as
a blood value or a vitality value) of the user, an object for



US 2018/0121086 Al

representing a skill, equipment, or the like of the user, a
direction button object for controlling a change of a location
of the user, a rendering object used during skill release by
the user, and the like shall all fall within the protection scope
of the “virtual resource object” of the embodiments of the
present disclosure.

[0070] In S302: Determining, when detecting a skill-
release trigger gesture on at least one skill object located in
at least one skill operation area in the graphical user inter-
face, a wheel rendering location according to a detected
touch or slide, and perform rendering at the wheel rendering
location in the graphical user interface, to obtain a skill-
release supplementary control object, the skill-release
supplementary control object including a skill-release con-
trol halo object and a virtual joystick object located within
a radiation range of the skill-release control halo object.
[0071] Herein, a first location (for example, the wheel
rendering location) may be obtained with a touch or a slide
of a finger, and rendering is performed at the first location in
the graphical user interface, to obtain the skill-release
supplementary control object, so as to display the skill-
release supplementary control object at a changeable loca-
tion with a touch or a slide of the finger. The skill-release
supplementary control object can appear at a changeable
location with a touch or a slide of the finger. Therefore, a
requirement of a user having a habit of rapidly performing
skill release by a slide of the finger, which is different from
a requirement of a user having a habit of performing skill
release at a fixed location and aiming in a stable control area
to perform skill release, can be well met, so that the user is
facilitated to respond rapidly in an information exchange
process, thereby avoiding a response time wasted by the user
for searching the graphical user interface.

[0072] Herein, as shown in FIG. 8, in a skill operation area
40 in a graphical user interface, a skill-release operation
gesture applied to a skill object 1 is obtained, and rendering
is performed, to obtain a skill-release supplementary control
object. The skill-release supplementary control object
includes a skill-release control halo object 41 and a virtual
joystick object 42. A skill release control operation is
subsequently triggered, so that the skill-release control halo
object 41 synchronously moves with the virtual joystick
object with a touch or a slide of a finger, and a skill
releasable range specified by a skill indicator object 43 is
completely covered by an area where the skill-release con-
trol halo object 41 is located.

[0073] For example, as shown in FIG. 8, the skill-release
control halo object 41 may have a shape of a wheel and may
be referred to as a wheel; the virtual joystick object 42 may
have an annular shape or a ring shape and may be referred
to as a joystick; and the skill indicator object 43 may have
a shape of a wheel, and may be referred to as a skill
indicator. Herein, it should be noted that, the skill-release
control halo object and the virtual joystick object used in this
specification are only examples of a skill release controller
object and a joystick object. A skill release controller object
and a joystick object that are obtained by performing ren-
dering in a graphical user interface include, but are not
limited to, a shape of a wheel, an annular shape, a ring shape,
and other shapes, as long as objects that may be configured
to implement skill control can be implemented.

[0074] A schematic diagram of a Ul effect interface shown
in FIG. 8 is obtained by settings shown in FIG. 9. FIG. 9 is
a schematic diagram of a system setting interface. When a
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user selects an option to set a wheel appearance location to
a finger location, to match a setting of the user, a UI shown
in FIG. 8 is obtained by performing rendering subsequently.
In the Ul, a center of the joystick overlaps a center of the
skill-release control halo object, and the skill release control
operation is subsequently triggered, so that the skill releas-
able range specified by the skill indicator object is com-
pletely covered by the area where the skill-release control
halo object is located.

[0075] In S303: Controlling, when detecting a drag opera-
tion on the virtual joystick object, a skill release location of
the skill object to be correspondingly adjusted in the graphi-
cal user interface.

[0076] Herein, when it is detected that the virtual joystick
object is dragged to move by the skill-release operation
gesture, the virtual joystick object overlaps the center of the
skill-release control halo object, so that the skill-release
control halo object synchronously moves with the virtual
joystick object with a touch or a slide of the finger, and the
skill releasable range specified by the skill indicator object
is completely covered by the area where the skill-release
control halo object is located.

[0077] InS304: Performing a skill release operation on the
skill object when detecting a release operation of the drag
operation.

[0078] Herein, the skill release operation is performed on
the target character object within the skill releasable range in
S303 according to a release location and/or direction of the
skill object that is obtained through movement of the virtual
joystick object with the skill-release operation gesture.
[0079] Herein, in the Ul shown in FIG. 8, when moving
with the skill-release operation gesture, when the virtual
joystick object moves towards the upper right corner of the
wheel, skill release is performed, within the skill releasable
range, on a character object that appears at the upper right
corner.

[0080] In a process of implementing control based on
man-machine interaction in the graphical user interface,
creation of different groups by multiple users in a one-to-
one, one-to-many, and many-to-many forms to run different
interaction modes is supported. Therefore, different interac-
tion results are obtained. The different interaction modes
include a versus mode between multiple online users, and
further include an offline versus mode without an Internet
connection

[0081] The versus mode between multiple users and the
offline versus mode without an Internet connection are both
applicable to the UI shown in FIG. 8. Herein, it should be
noted that, the Ul shown in FIG. 8 is obtained through
rendering by a processor of a terminal device, which is
specifically an image processor. This is only a specific
example. The specific example is applicable to different
personnel deployment scenarios in a game, for example,
numbers of deployed persons of two parties are 1 to 1, 3 to
3, or 5 to 5, and is also applicable to scenarios in which
numbers of deployed persons of two parties are different in
a game, for example, a scenario in which numbers of
deployed persons are 40 to 20 or 30 to 60, to run a mode in
a game in which a skill release location and direction are
determined by using a wheel at a changeable location. For
example, for the versus mode between multiple online users,
the multiple users are grouped into different groups, each
group includes at least one group member, and the different
groups are marked as at least a first group (for example, our
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group) and a second group (for example, an opponent
group). When there is only one person in our group, and
there is also only one person in the opponent group, it is the
“1 to 1” mode mentioned above. When there are only three
persons in our group, and there are also three persons in the
opponent group, it is the “3 to 3” mode mentioned above.
When there are only five persons in our group, and there are
also only five persons in the opponent group, it is the“5 to
5” mode mentioned above. Certainly, for the opponent group
and our group, it is not necessarily to deploy a same number
of persons, and different numbers of persons may be
deployed.

[0082] In an implementation of this exemplary embodi-
ment of the present disclosure, the performing the skill
release operation on the target character object within the
skill releasable range according to a release location and/or
direction of the skill object that is obtained through move-
ment of the virtual joystick object with the skill-release
operation gesture further includes:

[0083] In S401: Determining, when detecting that the
virtual joystick object moves with the skill-release operation
gesture, when the skill-release operation gesture changes to
a slide release state from a slide state, that it is a skill release
operation currently.

[0084] In S402: Selecting, from at least one character
object within a skill releasable range centering around a
current user character object, a character object satisfying a
second pre-set policy as the target character object having
the highest priority, and performing, on the target character
object, the skill release operation as on the skill object.
[0085] In an implementation of this exemplary embodi-
ment of the present disclosure, the method further includes:
setting, or updating, according to a user requirement, a drag
speed value of movement of the virtual joystick object along
with a skill-release operation gesture, to conform to a change
speed of a skill releasable range specified by a skill indicator
object.

[0086] Various embodiments of the present disclosure
provide a terminal. Computer readable instructions such as
a software application may be executed on a processor of a
terminal and rendering is performed and displayed on a
display of the terminal, to provide a graphical user interface.
The processor, the graphical user interface, and/or the soft-
ware application are implemented in a game system. As
shown in FIG. 10, the terminal further includes:

[0087] a first rendering device 51, configured to perform
rendering in the graphical user interface, to obtain at least
one virtual resource object;

[0088] a first detector 52, configured to: perform rendering
at a pre-set location in the graphical user interface, to obtain
a skill-release supplementary control object when detecting
a skill-release trigger gesture on at least one skill object
located in at least one skill operation area in the graphical
user interface, the skill-release supplementary control object
including a skill-release control halo object and a virtual
joystick object located within a radiation range of the
skill-release control halo object;

[0089] a second detector 53, configured to: control, when
detecting a drag operation on the virtual joystick object, a
skill release location of the skill object to be correspondingly
adjusted in the graphical user interface, where, herein, when
it is detected that the virtual joystick object is dragged to
move by a skill-release operation gesture, the virtual joy-
stick object deviates from a center of the skill-release control
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halo object, and a skill release control operation is triggered,
so that a location of the skill-release control halo object
remains unchanged, and a skill releasable range specified by
a skill indicator object is completely covered by an area
where the skill-release control halo object is located; and a
skill releaser 54, configured to perform a skill release
operation on the skill object when a release operation of the
drag operation is detected, where, herein, the skill release
operation is performed on the target character object within
the skill releasable range according to a release location
and/or direction of the skill object that is obtained through
movement of the virtual joystick object with the skill-release
operation gesture.

[0090] In an actual application of the embodiments of the
present disclosure, the virtual resource object is covered in
various types of objects in the graphical user interface. For
example, a user avatar icon for representing a user, an object
for representing a building, a tree, tower defense, or the like
in a background, an object for representing a status (such as
a blood value or a vitality value) of the user, an object for
representing a skill, equipment, or the like of the user, a
direction button object for controlling a change of a location
of the user, a rendering object used during skill release by
the user, and the like shall all fall within the protection scope
of the “virtual resource object” of the embodiments of the
present disclosure.

[0091] Herein, rendering is performed at the pre-set loca-
tion in the graphical user interface, to obtain the skill-release
supplementary control object, so as to display the skill-
release supplementary control object at a default fixed
location. The skill-release supplementary control object can
appear at the pre-set location, that is, the default fixed
location, so that a user can be facilitated to respond rapidly
in an information exchange process, thereby avoiding a
response time wasted by the user for searching the graphical
user interface.

[0092] Herein, as shown in FIG. 3, in a skill operation area
40 in a graphical user interface, a skill-release operation
gesture applied to a skill object 1 is obtained, and rendering
is performed, to obtain a skill-release supplementary control
object. The skill-release supplementary control object
includes a skill-release control halo object 41 and a virtual
joystick object 42. A skill release control operation is
subsequently triggered, so that a location of the skill-release
control halo object 41 remains unchanged, and a skill
releasable range specified by a skill indicator object 43 is
completely covered by an area where the skill-release con-
trol halo object 41 is located.

[0093] For example, as shown in FIG. 3, the skill-release
control halo object 41 may have a shape of a wheel and may
be referred to as a wheel; the virtual joystick object 42 may
have an annular shape or a ring shape and may be referred
to as a joystick; and the skill indicator object 43 may have
a shape of a wheel, and may be referred to as a skill
indicator. Herein, it should be noted that, the skill-release
control halo object and the virtual joystick object used in this
specification are only examples of a skill release controller
object and a joystick object. A skill release controller object
and a joystick object that are obtained by performing ren-
dering in a graphical user interface include, but are not
limited to, a shape of a wheel, an annular shape, a ring shape,
and other shapes, as long as objects that may be configured
to implement skill control can be implemented.
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[0094] A schematic diagram of a Ul effect interface shown
in FIG. 3 is obtained by settings shown in FIG. 4. FIG. 4 is
a schematic diagram of a system setting interface. When a
user selects an option to set a wheel appearance location to
a fixed location, to match a setting of the user, a Ul shown
in FIG. 3 is obtained by performing rendering subsequently.
In the Ul, a center of the joystick deviates from a center of
the wheel, and the skill release control operation is triggered,
so that the location of the wheel remains unchanged, and the
skill releasable range specified by the skill indicator is
completely covered by the area where the wheel is located.
[0095] Herein, in the Ul shown in FIG. 3, when moving
with the skill-release operation gesture, when the virtual
joystick object moves towards the upper right corner of the
wheel, skill release is performed, within the skill releasable
range, on a character object that appears at the upper right
corner.

[0096] In a process of implementing control based on
man-machine interaction in the graphical user interface,
creation of different groups by multiple users in a one-to-
one, one-to-many, and many-to-many forms to run different
interaction modes is supported. Therefore, different interac-
tion results are obtained. The different interaction modes
include a versus mode between multiple online users, and
further include an offline versus mode without an Internet
connection

[0097] The versus mode between multiple users and the
offline versus mode without an Internet connection are both
applicable to the UI shown in FIG. 3. Herein, it should be
noted that, the Ul shown in FIG. 3 is obtained through
rendering by a processor of a terminal device, which is
specifically an image processor. This is only a specific
example. The specific example is applicable to different
personnel deployment scenarios in a game, for example,
numbers of deployed persons of two parties are 1 to 1, 3 to
3, or 5to 5, and is also applicable to scenarios in which
numbers of deployed persons of two parties are different in
a game, for example, a scenario in which numbers of
deployed persons are 40 to 20 or 30 to 60, to run a mode in
a game in which a skill release location and direction are
determined by using a wheel at a fixed location. For
example, for the versus mode between multiple online users,
the multiple users are grouped into different groups, each
group includes at least one group member, and the different
groups are marked as at least a first group (for example, our
group) and a second group (for example, an opponent
group). When there is only one person in our group, and
there is also only one person in the opponent group, it is the
“1 to 1” mode mentioned above. When there are only three
persons in our group, and there are also three persons in the
opponent group, it is the “3 to 3” mode mentioned above.
When there are only five persons in our group, and there are
also only five persons in the opponent group, it is the“5 to
5” mode mentioned above. Certainly, for the opponent group
and our group, it is not necessarily to deploy a same number
of persons, and different numbers of persons may be
deployed.

[0098] In an implementation of this exemplary embodi-
ment of the present disclosure, the terminal further includes:
[0099] a calibrator, configured to: obtain a first pre-set
policy when it is detected that the drag operation on the
virtual joystick object makes a current first coordinate
location be out of the radiation range of the skill-release
control halo object, and map the first coordinate location to
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a second coordinate location according to the first pre-set
policy, where the second coordinate location is within the
radiation range of the skill-release control halo object, where
[0100] the skill releaser is further configured to perform
the skill release operation on the skill object in the area
where the skill-release control halo object is located.
[0101] In an implementation of this exemplary embodi-
ment of the present disclosure, the calibrator is further
configured to: meet the pre-set condition when the first
coordinate location is at an edge of the area where the
skill-release control halo object is located, or meet the
pre-set condition when the first coordinate location is out of
the area where the skill-release control halo object is located,
where

[0102] the second coordinate location is in the area where
the skill-release control halo object is located.

[0103] In an implementation of this exemplary embodi-
ment of the present disclosure, the skill releaser is further
configured to:

[0104] determine, when it is detected that the virtual
joystick object moves with the skill-release operation ges-
ture, when the skill-release operation gesture changes to a
slide release state from a slide state, that it is a skill release
operation currently; and

[0105] select, from at least one character object within a
skill releasable range centering around a current user char-
acter object, a target character object satisfying a second
pre-set policy, and perform, on the target character object,
the skill release operation on the skill object.

[0106] In an implementation of this exemplary embodi-
ment of the present disclosure, the terminal further includes:
[0107] a sensitivity setting unit, configured to set, or
update, according to a user requirement, a drag speed value
of movement of the virtual joystick object along with a
skill-release operation gesture, to conform to a change speed
of a skill releasable range specified by a skill indicator
object.

[0108] Various embodiments of the present disclosure
provide a terminal. Computer readable instructions such as
a software application may be executed on a processor of a
terminal and rendering is performed and displayed on a
display of the terminal, to provide a graphical user interface.
The processor, the graphical user interface, and/or the soft-
ware application are implemented in a game system. The
terminal further includes:

[0109] a first rendering device, configured to perform
rendering in the graphical user interface, to obtain at least
one virtual resource object;

[0110] a first detector, configured to: determine, when
detecting a skill-release trigger gesture on at least one skill
object located in at least one skill operation area in the
graphical user interface, a wheel rendering location accord-
ing to a detected touch or slide, and perform rendering at the
wheel rendering location in the graphical user interface, to
obtain a skill-release supplementary control object, the skill-
release supplementary control object including a skill-re-
lease control halo object and a virtual joystick object located
within a radiation range of the skill-release control halo
object;

[0111] a second detector, configured to: control, when
detecting a drag operation on the virtual joystick object, a
skill release location of the skill object to be correspondingly
adjusted in the graphical user interface, where, herein, when
it is detected that the virtual joystick object moves along
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with a skill-release operation gesture, the virtual joystick
object overlaps a center of the skill-release control halo
object, so that the skill-release control halo object synchro-
nously moves with the virtual joystick object with a touch or
a slide of a finger, and a skill releasable range specified by
a skill indicator object is completely covered by the area
where the skill-release control halo object is located; and
[0112] a skill releaser, configured to perform a skill release
operation on the skill object when a release operation of the
drag operation is detected, where, herein, the skill release
operation is performed on the target character object within
the skill releasable range according to a release location
and/or direction of the skill object that is obtained through
movement of the virtual joystick object with the skill-release
operation gesture.

[0113] In an actual application of the embodiments of the
present disclosure, the virtual resource object is covered in
various types of objects in the graphical user interface. For
example, a user avatar icon for representing a user, an object
for representing a building, a tree, tower defense, or the like
in a background, an object for representing a status (such as
a blood value or a vitality value) of the user, an object for
representing a skill, equipment, or the like of the user, a
direction button object for controlling a change of a location
of the user, a rendering object used during skill release by
the user, and the like shall all fall within the protection scope
of the “virtual resource object” of the embodiments of the
present disclosure.

[0114] Herein, a first location (for example, the wheel
rendering location) may be obtained with a touch or a slide
of a finger, and rendering is performed at the first location in
the graphical user interface, to obtain the skill-release
supplementary control object, so as to display the skill-
release supplementary control object at a changeable loca-
tion with a touch or a slide of the finger. The skill-release
supplementary control object can appear at a changeable
location with a touch or a slide of the finger. Therefore, a
requirement of a user having a habit of rapidly performing
skill release by a slide of the finger, which is different from
a requirement of a user having a habit of performing skill
release at a fixed location and aiming in a stable control area
to perform skill release, can be well met, so that the user is
facilitated to respond rapidly in an information exchange
process, thereby avoiding a response time wasted by the user
for searching the graphical user interface.

[0115] Herein, as shown in FIG. 8, in a skill operation area
40 in a graphical user interface, a skill-release operation
gesture applied to a skill object 1 is obtained, and rendering
is performed, to obtain a skill-release supplementary control
object. The skill-release supplementary control object
includes a skill-release control halo object 41 and a virtual
joystick object 42. A skill release control operation is
subsequently triggered, so that the skill-release control halo
object 41 synchronously moves with the virtual joystick
object with a touch or a slide of a finger, and a skill
releasable range specified by a skill indicator object 43 is
completely covered by an area where the skill-release con-
trol halo object 41 is located.

[0116] For example, as shown in FIG. 8, the skill-release
control halo object 41 may have a shape of a wheel and may
be referred to as a wheel; the virtual joystick object 42 may
have an annular shape or a ring shape and may be referred
to as a joystick; and the skill indicator object 43 may have
a shape of a wheel, and may be referred to as a skill
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indicator. Herein, it should be noted that, the skill-release
control halo object and the virtual joystick object used in this
specification are only examples of a skill release controller
object and a joystick object. A skill release controller object
and a joystick object that are obtained by performing ren-
dering in a graphical user interface include, but are not
limited to, a shape of a wheel, an annular shape, a ring shape,
and other shapes, as long as objects that may be configured
to implement skill control can be implemented.

[0117] A schematic diagram of a Ul effect interface shown
in FIG. 8 is obtained by settings shown in FIG. 9. FIG. 9 is
a schematic diagram of a system setting interface. When a
user selects an option to set a wheel appearance location to
a finger location, to match a setting of the user, a UI shown
in FIG. 8 is obtained by performing rendering subsequently.
In the Ul, a center of the joystick overlaps a center of the
skill-release control halo object, and the skill release control
operation is subsequently triggered, so that the skill releas-
able range specified by the skill indicator object is com-
pletely covered by the area where the skill-release control
halo object is located.

[0118] Herein, in the UI shown in FIG. 8, when moving
with the skill-release operation gesture, when the virtual
joystick object moves towards the upper right corner of the
wheel, skill release is performed, within the skill releasable
range, on a character object that appears at the upper right
corner.

[0119] In a process of implementing control based on
man-machine interaction in the graphical user interface,
creation of different groups by multiple users in a one-to-
one, one-to-many, and many-to-many forms to run different
interaction modes is supported. Therefore, different interac-
tion results are obtained. The different interaction modes
include a versus mode between multiple online users, and
further include an offline versus mode without an Internet
connection

[0120] The versus mode between multiple users and the
offline versus mode without an Internet connection are both
applicable to the UI shown in FIG. 8. Herein, it should be
noted that, the Ul shown in FIG. 8 is obtained through
rendering by a processor of a terminal device, which is
specifically an image processor. This is only a specific
example. The specific example is applicable to different
personnel deployment scenarios in a game, for example,
numbers of deployed persons of two parties are 1 to 1, 3 to
3, or 5 to 5, and is also applicable to scenarios in which
numbers of deployed persons of two parties are different in
a game, for example, a scenario in which numbers of
deployed persons are 40 to 20 or 30 to 60, to run a mode in
a game in which a skill release location and direction are
determined by using a wheel at a changeable location. For
example, for the versus mode between multiple online users,
the multiple users are grouped into different groups, each
group includes at least one group member, and the different
groups are marked as at least a first group (for example, our
group) and a second group (for example, an opponent
group). When there is only one person in our group, and
there is also only one person in the opponent group, it is the
“1 to 1” mode mentioned above. When there are only three
persons in our group, and there are also three persons in the
opponent group, it is the “3 to 3” mode mentioned above.
When there are only five persons in our group, and there are
also only five persons in the opponent group, it is the*S to
5” mode mentioned above. Certainly, for the opponent group
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and our group, it is not necessarily to deploy a same number
of persons, and different numbers of persons may be
deployed.

[0121] In an implementation of this exemplary embodi-
ment of the present disclosure, the skill releaser is further
configured to:

[0122] determine, when it is detected that the virtual
joystick object moves with the skill-release operation ges-
ture, when the skill-release operation gesture changes to a
slide release state from a slide state, that it is a skill release
operation currently; and

[0123] select, from at least one character object within a
skill releasable range centering around a current user char-
acter object, a target character object satisfying a second
pre-set policy, and perform, on the target character object,
the skill release operation on the skill object.

[0124] In an implementation of this exemplary embodi-
ment of the present disclosure, the terminal further includes:
[0125] a sensitivity setting unit, configured to set, or
update, according to a user requirement, a drag speed value
of movement of the virtual joystick object along with a
skill-release operation gesture, to conform to a change speed
of a skill releasable range specified by a skill indicator
object.

[0126] Various embodiments of the present disclosure
provide a terminal. As shown in FIG. 11, the terminal
includes: a display 61 and a processor 62. The display 61 is
configured to: execute a software application on the proces-
sor of the terminal and then perform rendering on the
software application, to obtain a graphical user interface.
The graphical user interface is configured to facilitate con-
trol processing in man-machine interaction. The processor
62 is configured to perform the information processing
method in the embodiments of the present disclosure. The
processor, the graphical user interface, and the software
application are implemented in a game system.

[0127] In this exemplary embodiment, the terminal further
includes: a memory 63, an input device 64 (for example, a
peripheral device such as a collection device including a
camera, a microphone, and a headset; a mouse, a joystick, or
a desktop computer keyboard; or a physical keyboard or a
touchscreen on a notebook computer or a tablet computer),
an output device 65 (for example, an audio output device or
a video output device including a speaker, a headset, and the
like), a bus 66, and a networking device 67. The processor
62, the memory 63, the input device 64, the display 61, and
the networking device 67 are connected by using the bus 66,
and the bus 66 is used for data transmission and communi-
cation between the processor 62, the memory 63, the display
61, and the networking device 67.

[0128] The input device 64 is mainly configured to obtain
an input operation of a user, and the input device 64 may
vary with the terminal. For example, when the terminal is a
PC, the input device 64 may be an input device such as a
mouse or a keyboard; when the terminal is portable device
such as a smartphone or a tablet computer, the input device
64 may be a touchscreen. The networking device 67 is used
by multiple terminals and a server to connect and upload and
download data by using a network, and used by multiple
terminals to connect and perform data transmission by using
a network.

[0129] The server may be formed by a cluster system, and
to implement functions of various units, the functions may
be combined or functions of the units are separately pro-
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vided in an electronic device. Either the terminal or the
server at least includes a database for storing data and a
processor for data processing, or includes a storage medium
disposed in the server or a storage medium that is disposed
separately. For the processor for data processing, during
processing, a microprocessor, a central processing unit
(CPU), a digital signal processor (DSP), or a field program-
mable gate array (FPGA) may be used for implementation.
The storage medium includes an operation instruction, the
operation instruction may be computer executable code, and
steps in the procedure of the information processing method
in the embodiments of the present disclosure are imple-
mented by using the operation instruction.

[0130] Various embodiments of the present disclosure
provide a storage medium. A computer executable instruc-
tion is stored in the computer storage medium, and the
computer executable instruction is configured to perform the
information processing method in the embodiments of the
present disclosure.

[0131] This exemplary embodiment of the present disclo-
sure is described below by using an actual application
scenario as an example.

[0132] This application scenario is related to Multiplayer
Online Battle Arena Games (MOBA). In MOBA, related
terms are as follows: 1) Ul layer, that is, an icon in a
graphical user interface; 2) skill indicator: a special effect, a
halo, or an operation used to supplement skill release; 3)
lens, which may be understood as a camera in the game; 4)
mini map: a scaled-down version of a large map, which may
be understood as a radar map, where information and
locations of two parties are displayed in the map; 5) wheel:
a halo displayed above a skill key when the skill key is
pressed; and 6) virtual joystick: a control for an operation
and locating in the wheel.

[0133] In this application scenario, in current game prod-
ucts of the phone game MOBA, for skill release, a manner
that is usually used is a manner of automatically selecting a
target by a system, but with gradual upgrade of products,
some game products begin to use a manner of setting a
supplementary spellcasting joystick in a local UI, to select a
skill release direction and location. However, users have
different use habits, one user requirement is performing
targeted attack in a stable control area (when a location of
the joystick is fixed), and another user requirement is
performing attack with a rapid touch or slide of a finger
(when the finger rapidly moves). In an information exchange
process in which a battle is controlled by using a mobile
device, for the case in which the location of the supplemen-
tary spellcasting joystick in the game is fixed, due to a
limitation of a screen of the mobile device, the joystick is not
aligned with a center of a skill key, and in a spellcasting
process, a player cannot accurately locate a location and a
direction of a skill indicator in the game scene simply and
directly using a slide of a finger. Similarly, because the
location of the spellcasting joystick is fixed, the player
cannot release a trajectory-type skill by rapidly sliding the
finger. Consequently, a speed and accuracy of skill release
by the player are greatly lowered, and a problem of distor-
tion of a touch sense is caused. When the player expects to
rapidly perform skill release in this spellcasting manner, the
system cannot provide a clear target selection rule. As a
result, the player may possibly track a target out of a skill
spellcasting range when tapping to perform skill release,
causing that an operation is inconsistent with a target, and
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severely affecting game experience. The supplementary
spellcasting joystick at the fixed location has relatively poor
control effect for an edge of the screen, and when the finger
is at an edge of the supplementary joystick, skill release is
canceled. Therefore, it is difficult to use for some range-type
skills released to specified locations. Due to size problems of
a wheel and a joystick that appear near a skill key, a manner
of dragging by a finger on the mobile device for locating, a
problem that a feedback of a touch sense and precision of an
actual operation are different to some extent.

[0134] An exemplary interaction procedure is shown in
FIG. 12. By a system setting, accurate skill release can be
performed by directly sliding the joystick. By an enemy
searching mechanism, a problem of performing rapid skill
release by tapping in a battle is solved, a problem that the
player cannot self-define a supplementary wheel appearance
location is solved, and a problem that skill release cannot
accurately performed by the joystick at an edge of the wheel
is solved. By using a sensitivity-based mechanism, a prob-
lem of locating accuracy of the supplementary wheel and the
joystick is solved.

[0135] User operations presented in the interaction proce-
dure shown in FIG. 12 and Ul presentation includes: adding
a setting of the supplementary wheel appearance location to
the system setting in this solution. The player can self-
define, according to a requirement and a habit of the player,
the skill wheel appearance location after a skill key is
tapped, so that multiple disadvantages of skill release are
optimized. A first solution is: obtaining a stable control area
and a standardized touch sense by setting the wheel to
appear at a fixed location. In such a manner, a release error
may be generated due to a problem of an angle of the finger
from the perspective of direction calibration, but it can be
ensured that an area of the wheel can cover the entire range
of an indicator, so that the manner adapts to a player having
a habit of performing spellcasting directed to a spellcasting
area (a deviation between the joystick and the center of the
wheel should be noticed). A second solution is: accurately
locating the center of wheel by setting the wheel to appear
at a finger location. In this case, regardless of a dragging
direction of the finger, in the scene, the indicator moves
absolutely according to the dragging direction of the finger,
and accurately performs skill release towards the direction,
so that the manner adapts to a player having a habit of
performing spellcasting by a rapid slide (it should be noted
that, the joystick overlaps the center of the wheel center at
a point).

[0136] In this exemplary embodiment, a setting that skill
release is canceled when the player drags the joystick to be
out of the edge of the wheel is discarded, thereby avoiding
a mis-operation problem due to an insufficient operational
area of the mobile device. When the player drags the joystick
to be at the edge of the wheel or even be out of the range of
the wheel, the system fixes an actual location of the joystick
within the range of the wheel disk by using an algorithm,
thereby preventing a skill from being canceled somehow due
to dragging took fast or a mis-operation. In this exemplary
embodiment, a relatively smart enemy searching mechanism
by tapping is further used. When the player taps a skill
rapidly, the system may select a target having the highest
priority as a skill for release according to a determined
efficient logic, and does not perform targeted attack on a
previously attacked target, so that the player can perform
rapid skill release in this manner, and when the player needs
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to perform accurate predetermined spellcasting, the player
can drag the joystick on the wheel by long press for
implementation. This exemplary embodiment further intro-
duces a sensitivity-based mechanism similar to a speed-
based mechanism or sensitivity-based mechanism of a
mouse for operating a computer, so that the player can freely
set a drag speed of the joystick on the wheel, as shown in
FIG. 13, to meet requirements of different players for speeds
of change of an indicator.

[0137] FIG. 12 is a schematic flowchart of specific inter-
action in an information processing method in this applica-
tion scenario. As shown in FIG. 12, in this application
scenario, a terminal 1, a terminal 2, and a server are
included. The user 1 performs triggering and control by
using the terminal 1, and the user 2 performs triggering and
control by using the terminal 2; and the method includes the
following exemplary steps.

[0138] For the user 1, exemplary step 11 to step 17 are
included.
[0139] In S11: The user 1 triggers a game system by using

the terminal 1, and registers identity authentication infor-
mation, where the identity authentication information may
be a user name and a password.

[0140] In S12: The terminal 1 transmits the obtained
identity authentication information to the server 3, and the
server 3 performs identity authentication, and returns a first
graphical user interface to the terminal 1 after the identity
authentication succeeds, where the first graphical user inter-
face includes a virtual resource object.

[0141] In S13: A specified virtual resource object (such as
an SMS message object in FIG. 3) can respond based on a
touch operation of the user 1, and performs a series of virtual
operations in step 14 to step 17.

[0142] In S14: Performing rendering at a pre-set location
in the graphical user interface, to obtain a skill-release
supplementary control object when detecting a skill-release
trigger gesture on at least one skill object located in at least
one skill operation area in the graphical user interface, the
skill-release supplementary control object including a skill-
release control halo object and a virtual joystick object
located within a radiation range of the skill-release control
halo object.

[0143] In S15: Controlling, when detecting a drag opera-
tion on the virtual joystick object, a skill release location of
the skill object to be correspondingly adjusted in the graphi-
cal user interface.

[0144] In S16: Performing a skill release operation on the
skill object when detecting a release operation of the drag
operation.

[0145] In S17: Synchronizing an execution result obtained
by performing step 14 to step 16 to the server, or instantly
transfer the execution result to the terminal 2 by using the
server, or directly forward the execution result to the termi-
nal 2, so that the user 2 that logs in to the game system by
using the terminal 2 can respond to the virtual operation of
the user 1, so as to implement interaction between multiple
terminals. In this application scenario, only interaction
between two terminals is used as an example, and during an
actual operation, interaction between multiple terminals may
be not limited to interaction between the two terminals in
this example.

[0146] For the user 2, exemplary step 21 to step 27 are
included for the user 1.
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[0147] In S21: The user 2 triggers the game system by
using the terminal 2, and registers identity authentication
information, where the identity authentication information
may be a user name and a password.

[0148] In S22: The terminal 1 transmits the obtained
identity authentication information to the server 3, and the
server 3 performs identity authentication, and returns a
second graphical user interface to the terminal 2 after the
identity authentication succeeds, where the second graphical
user interface includes a virtual resource object.

[0149] In S23: A specified virtual resource object (such as
an SMS message object in FIG. 3) can respond based on a
touch operation of the user 2, and performs a series of virtual
operations in step 24 to step 27.

[0150] In S24: Performing rendering at a pre-set location
in the graphical user interface, to obtain a skill-release
supplementary control object when detecting a skill-release
trigger gesture on at least one skill object located in at least
one skill operation area in the graphical user interface, the
skill-release supplementary control object including a skill-
release control halo object and a virtual joystick object
located within a radiation range of the skill-release control
halo object.

[0151] In S25: Controlling, when detecting a drag opera-
tion on the virtual joystick object, a skill release location of
the skill object to be correspondingly adjusted in the graphi-
cal user interface.

[0152] In S26: Performing a skill release operation on the
skill object when detecting a release operation of the drag
operation.

[0153] In S27: Synchronizing an execution result obtained
by performing step 24 to step 26 to the server, or instantly
transfer the execution result to the terminal 1 by using the
server, or directly forward the execution result to the termi-
nal 1, so that the user 1 that logs in to the game system by
using the terminal 1 can respond to the virtual operation of
the user 2, so as to implement interaction between multiple
terminals. In this application scenario, only interaction
between two terminals is used as an example, and during an
actual operation, interaction between multiple terminals may
be not limited to interaction between the two terminals in
this example.

[0154] In S30: An optional step: Synchronizing or trans-
ferring, after receiving a first man-machine interaction
execution result obtained by exemplary step 14 to step 17
and/or a second interaction execution result obtained by
exemplary step 24 to step 27, the first man-machine inter-
action execution result and/or the second interaction execu-
tion result to corresponding terminals.

[0155] The technical solutions in the embodiments of the
present disclosure are implemented as follows.

[0156] In the information processing method in the
embodiments of the present disclosure, Computer readable
instructions such as a software application may be executed
on a processor of a terminal and rendering is performed and
displayed on a display of the terminal, to provide a graphical
user interface. The processor, the graphical user interface,
and/or the software application are implemented in a game
system. The method includes: performing rendering in the
graphical user interface, to obtain at least one virtual
resource object; performing rendering at: at least one of a
pre-set location and a wheel rendering location in the
graphical user interface, to obtain a skill-release supplemen-
tary control object when detecting a skill-release trigger
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gesture on at least one skill object located in at least one skill
operation area in the graphical user interface, the skill-
release supplementary control object including a skill-re-
lease control halo object and a virtual joystick object located
within a radiation range of the skill-release control halo
object; controlling, when detecting a drag operation on the
virtual joystick object, a skill release location of the skill
object to be correspondingly adjusted in the graphical user
interface; and performing a skill release operation on the
skill object when detecting a release operation of the drag
operation.

[0157] As disclosed, in an information exchange process,
rendering is performed at a pre-set location in a graphical
user interface, to obtain a skill-release supplementary con-
trol object when a skill-release trigger gesture on at least one
skill object located in at least one skill operation area in the
graphical user interface is detected. The skill-release supple-
mentary control object can appear at the pre-set location,
that is, a default fixed location, so that a user can be
facilitated to respond rapidly in the information exchange
process, thereby avoiding a response time wasted by the user
for searching the graphical user interface. A skill release
location of the skill object is controlled, when a drag
operation on a virtual joystick object is detected, to be
correspondingly adjusted in the graphical user interface, so
that even when the virtual joystick object deviates from a
center of a skill-release control halo object, a location of the
skill-release control halo object always remains unchanged.
Because the location of the skill-release control halo object
remains unchanged, a control area is stable, which can
facilitate the user to rapidly specify a skill releasable range.
A skill release operation is performed on the skill object
when a release operation of the drag operation is detected,
so that the skill release operation can be accurately per-
formed on the skill object within the skill releasable range
according to a release location and/or direction of the skill
object that is obtained by dragging the virtual joystick object
to move by a skill-release operation gesture, thereby avoid-
ing occurrence of a large quantity of mis-operations, and
improving precision and accuracy of interaction processing.
[0158] In the embodiments provided in this application, it
should be understood that the disclosed device and method
may be implemented in other manners. The described device
embodiments are merely examples. For example, the unit
division is merely logical function division and may be other
division during actual implementation. For example, mul-
tiple units or components may be combined or integrated
into another system, or some features may be ignored or not
performed. In addition, the displayed or discussed mutual
couplings or direct couplings or communication connections
between constituent parts may be implemented through
some interfaces. The indirect couplings or communication
connections between the devices or units may be imple-
mented in electronic, mechanic, or other forms.

[0159] The units described as separate parts may or may
not be physically separate, and parts displayed as units may
or may not be physical units, may be located in one location,
or may be distributed on multiple network units. Some or all
of the units may be selected according to actual needs to
achieve the objectives of the solutions of the embodiments.
[0160] In addition, the functional units in the embodi-
ments of the present disclosure may all be integrated into
one processing unit, or each of the units may exist sepa-
rately, or two or more units are integrated into one unit, and
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the integrated unit may be implemented in a form of
hardware, or may be implemented in a form of hardware in
addition to a software functional unit.

[0161] A person of ordinary skill in the art may understand
that all or some of the steps of the method embodiments may
be implemented by a program instructing relevant hardware.
The program may be stored in a computer-readable storage
medium. When the program runs, the steps of the method
embodiments are performed. The foregoing storage medium
includes: any medium that can store program code, such as
a portable storage device, a read-only memory (ROM), a
random access memory (RAM), a magnetic disk, or an
optical disc.

[0162] Alternatively, when the integrated unit is imple-
mented in a form of a software functional module and sold
or used as an independent product, the integrated unit may
be stored in a computer-readable storage medium. Based on
such an understanding, the technical solutions of the
embodiments of the present disclosure essentially, or the part
contributing to the existing technology may be implemented
in a form of a software product. The computer software
product is stored in a storage medium, and includes several
instructions for instructing a computer device (which may be
a personal computer, a server, or a network device) to
perform all or some of the steps of the methods described in
the embodiments of the present disclosure. The foregoing
storage medium includes: any medium that can store pro-
gram code, such as a portable storage device, a ROM, a
RAM, a magnetic disk, or an optical disc.

[0163] The foregoing descriptions are merely specific
implementations of the present disclosure, but are not
intended to limit the protection scope of the present disclo-
sure. Any variation or replacement readily figured out by a
person skilled in the art within the technical scope disclosed
in the present disclosure shall fall within the protection
scope of the present disclosure. Therefore, the protection
scope of the present disclosure shall be subject to the
protection scope of the claims.

What is claimed is:

1. An information processing method, applied to a termi-
nal including at least a memory and a processor, the method
comprising:

performing rendering in a graphical user interface, to

obtain at least one virtual resource object;

performing rendering, at one of a pre-set location and a

wheel rendering location in the graphical user interface,
to obtain a skill-release supplementary control object,
when detecting a skill-release trigger gesture on at least
one skill object located in at least one skill operation
area in the graphical user interface, the skill-release
supplementary control object comprising a skill-release
control halo object and a virtual joystick object located
within a radiation range of the skill-release control halo
object;

controlling, when detecting a drag operation on the virtual

joystick object, a skill release location of the skill
object to be correspondingly adjusted in the graphical
user interface; and

performing a skill release operation on the skill object

when detecting a release operation of the drag opera-
tion.

2. The method according to claim 1, wherein, when
detecting the drag operation on the virtual joystick object,
the method comprises:
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obtaining a first pre-set policy, when detecting that the
drag operation on the virtual joystick object makes a
current first coordinate location be out of the radiation
range of the skill-release control halo object, and

mapping the first coordinate location to a second coordi-
nate location according to the first pre-set policy,
wherein the second coordinate location is within the
radiation range of the skill-release control halo object.

3. The method according to claim 1, wherein performing
the skill release operation on the skill object according to the
release operation of the drag operation comprises:

selecting, from at least one character object within a skill

releasable range centering around a current user char-
acter object, a target character object satisfying a sec-
ond pre-set policy; and

performing, on the target character object, the skill release

operation as on the skill object.

4. The method according to claim 2, wherein performing
the skill release operation on the skill object according to the
release operation of the drag operation comprises:

selecting, from at least one character object within a skill

releasable range centering around a current user char-
acter object, a target character object satisfying a sec-
ond pre-set policy; and

performing, on the target character object, the skill release

operation as on the skill object.

5. The method according to claim 1, further comprising:

setting, or updating, according to a user requirement, a

drag speed value of movement of the virtual joystick
object along with a skill-release operation gesture.

6. The method according to claim 1, wherein:

the wheel rendering location is determined according to a

detected touch or a detected slide.

7. A terminal, comprising:

a memory, storing computer readable instructions for an

information processing method;

a display for providing a graphical user interface; and

a processor, coupled to the memory and, when executing

the program instructions, configured to:

perform the rendering in the graphical user interface, to
obtain at least one virtual resource object;

perform rendering at one of a pre-set location and a
wheel rendering location in the graphical user inter-
face, to obtain a skill-release supplementary control
object when detecting a skill-release trigger gesture
on at least one skill object located in at least one skill
operation area in the graphical user interface, the
skill-release supplementary control object compris-
ing a skill-release control halo object and a virtual
joystick object located within a radiation range of the
skill-release control halo object;

control, when detecting a drag operation on the virtual
joystick object, a skill release location of the skill
object to be correspondingly adjusted in the graphi-
cal user interface; and

perform a skill release operation on the skill object
when a release operation of the drag operation is
detected.

8. The terminal according to claim 7, wherein the pro-
cessor is further configured to:

obtain a first pre-set policy when it is detected that the

drag operation on the virtual joystick object makes a
current first coordinate location be out of the radiation
range of the skill-release control halo object, and
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map the first coordinate location to a second coordinate
location according to the first pre-set policy, wherein
the second coordinate location is within the radiation
range of the skill-release control halo object.

9. The terminal according to claim 7, wherein the pro-
cessor is further configured to:

select, from at least one character object within a skill

releasable range centering around a current user char-
acter object, a target character object satisfying a sec-
ond pre-set policy; and

perform, on the target character object, the skill release

operation as on the skill object.

10. The terminal according to claim 8, wherein the
processor is further configured to:

select, from at least one character object within a skill

releasable range centering around a current user char-
acter object, a target character object satisfying a sec-
ond pre-set policy; and

perform, on the target character object, the skill release

operation as on the skill object.

11. The terminal according to claim 7, wherein the pro-
cessor further configured to:

set, or update, according to a user requirement, a drag

speed value of movement of the virtual joystick object
with a skill-release operation gesture, to be in line with
a change speed of a skill releasable range locked by a
skill indicator object.

12. The terminal according to claim 7, wherein:

the wheel rendering location is determined according to a

detected touch or a detected slide.

13. The terminal according to claim 7, wherein:

the graphical user interface is configured to facilitate a

control processing in man-machine interaction.

14. A non-transitory computer-readable storage medium
containing computer-executable program instructions for,
when executed by a processor, performing an information
processing method, the method comprising:

performing rendering in a graphical user interface, to

obtain at least one virtual resource object;

performing rendering, at one of a pre-set location and a

wheel rendering location in the graphical user interface,
to obtain a skill-release supplementary control object,
when detecting a skill-release trigger gesture on at least
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one skill object located in at least one skill operation
area in the graphical user interface, the skill-release
supplementary control object comprising a skill-release
control halo object and a virtual joystick object located
within a radiation range of the skill-release control halo
object;

controlling, when detecting a drag operation on the virtual

joystick object, a skill release location of the skill
object to be correspondingly adjusted in the graphical
user interface; and

performing a skill release operation on the skill object

when detecting a release operation of the drag opera-
tion.

15. The storage medium according to claim 14, wherein,
when detecting the drag operation on the virtual joystick
object, the method comprises:

obtaining a first pre-set policy, when detecting that the

drag operation on the virtual joystick object makes a
current first coordinate location be out of the radiation
range of the skill-release control halo object, and
mapping the first coordinate location to a second coordi-
nate location according to the first pre-set policy,
wherein the second coordinate location is within the
radiation range of the skill-release control halo object.

16. The storage medium according to claim 14, wherein
performing the skill release operation on the skill object
according to the release operation of the drag operation
comprises:

selecting, from at least one character object within a skill

releasable range centering around a current user char-
acter object, a target character object satisfying a sec-
ond pre-set policy; and

performing, on the target character object, the skill release

operation as on the skill object.

17. The storage medium according to claim 14, wherein
the method further comprises:

setting, or updating, according to a user requirement, a

drag speed value of movement of the virtual joystick
object along with a skill-release operation gesture.

18. The storage medium according to claim 14, wherein:

the wheel rendering location is determined according to a

detected touch or a detected slide.
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