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(57) ABSTRACT

A drift method for a virtual vehicle in a virtual world is
disclosed, including: receiving an operation start event with
respect to a target interaction control that is provided on a
user interface of an application while a virtual vehicle in a
virtual world in the application is in a normal traveling state;
controlling, according to the operation start event, the virtual
vehicle to enter a drift state in the virtual world; and after an
operation end event with respect to the target interaction
control is received, controlling the virtual vehicle to remain
in the drift state based on an angle between a vehicle head
direction and a traveling direction being greater than or
equal to a first threshold.




US 2021/0187393 Al

Jun. 24,2021 Sheet 1 of 10

Patent Application Publication

[ DId

€01S N\ U

2181S 1P O} Ul UIBWIST 0] [OIYIA [BNLIA S} ‘PIAIAVAI
SI [OU0D UONOBINUI 19318 94} 0] Fuipuodsariod JusAd pud uonerado
ue 19)Je PIoYsaIy} Is1y & 03 Tenba 1o ueyy 1018013 SI uonosnp Jurpaey
€ PU® U002 PBAL S[DIYSA B U93MIIq o[FUB UR el 3SBO © UL *{0BU0))

01S ™\

PLIOM [BIUITA 97} Ul 9)©)S Y LIP © JOJUD
0] O[OIYOA [BIIIIA JY} “JUDAS J1els uoleIodo 2y} 0] SWPIOdoR ‘[ORuo))

4

Y

0TS 7\

2e)s SuIjoARn) [RULIOU
€ UL ST P[IOM. [BTYIIA B UT O]DIYOA [ENIIA B YOIgMm Ul $$9201d B UT [013U0D
UOroevIIUL 10518} © 0} SUIpuodsariod 1uaAs 1S uonerddo ue 0A1000y




Patent Application Publication  Jun. 24, 2021 Sheet 2 of 10 US 2021/0187393 A1

FIG. 2
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DRIFT METHOD AND APPARATUS FOR
VIRTUAL VEHICLE IN VIRTUAL WORLD
AND STORAGE MEDIUM

CROSS-REFERENCE TO RELATED
APPLICATION(S)

[0001] This application is a bypass continuation applica-
tion of International Application No. PCT/CN2019/115519,
filed on Nov. 5, 2019, which claims priority to Chinese
Patent Application No. 201811433526.3, entitled “DRIFT
METHOD AND APPARATUS FOR VIRTUAL VEHICLE
IN VIRTUAL WORLD AND STORAGE MEDIUM” and
filed with the National Intellectual Property Administration,
PRC on Nov. 28, 2018, the disclosures of which are herein
incorporated by reference in their entireties.

FIELD

[0002] The disclosure relates to the field of computer
programs, and in particular, to a drift method and apparatus
for a virtual vehicle in a virtual world and a storage medium.

BACKGROUND

[0003] Automobile racing games are a type of games
popular with users. Currently, three-dimensional automobile
racing games built in a three-dimensional virtual world are
provided.

[0004] In the related art, a user generally uses a smart-
phone to run an automobile racing game application. In the
running process, a user interface of the automobile racing
game application is displayed on the smartphone. The user
interface includes a traveling picture of a racing automobile
traveling in a track in a virtual world, and a left direction key,
a right direction key, and a drift control overlaying the
traveling picture. If the user presses a direction key first, and
then presses the drift control, the automobile racing game
application controls, according to the press operation per-
formed by the user, the racing automobile to enter a drift
state.

[0005] In the related art, the user needs to simultaneously
press a direction key and the drift control key in order to
trigger a drift of the racing automobile and hold the drift
state of the racing automobile, which requires cumbersome
man-machine interaction operations, and is not conducive
for the user to operate quickly in scenarios such as when the
user is in a subway or a bus. Once an event occurs, such as
a collision or a wobble occurring in the subway or the bus,
the drift process of the racing automobile in the game
application is likely to be accidentally interrupted.

SUMMARY

[0006] Embodiments of the disclosure provide a drift
method and apparatus for a virtual vehicle in a virtual world
and a storage medium.

[0007] According to an aspect of an example embodiment,
provided is a drift method for a virtual vehicle in a virtual
world, performed by a terminal including at least one
processor, the method including: receiving an operation start
event with respect to a target interaction control that is
provided on a user interface of an application while a virtual
vehicle in a virtual world in the application is in a normal
traveling state; controlling, according to the operation start
event, the virtual vehicle to enter a drift state in the virtual
world; and after an operation end event with respect to the
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target interaction control is received, controlling the virtual
vehicle to remain in the drift state based on an angle between
a vehicle head direction and a traveling direction being
greater than or equal to a first threshold.

[0008] The controlling the virtual vehicle to remain in the
drift state may include: increasing a dynamic drift-holding
traction on the virtual vehicle along the vehicle head direc-
tion, the dynamic drift-holding traction being used for
controlling the virtual vehicle to remain in the drift state.
[0009] A magnitude of the dynamic drift-holding traction
may be in a positive correlation with a speed of the virtual
vehicle in a preset speed range.

[0010] The method may further include: changing a
ground friction of the virtual vehicle from a first friction
value to a second friction value based on the angle between
the vehicle head direction and the traveling direction being
greater than or equal to the first threshold after the operation
end event corresponding to the target interaction control is
received, the first friction value being greater than the
second friction value.

[0011] The method may further include: continuously
increasing an attribute value of the virtual vehicle during the
drift state; activating an acceleration control of the virtual
vehicle on the user interface based on the attribute value
reaching a trigger threshold; and based on a trigger signal
with respect to the acceleration control being received,
controlling the virtual vehicle to accelerate.

[0012] The method may further include: based on the
angle between the vehicle head direction and the traveling
direction being less than the first threshold while the virtual
vehicle is in the drift state, controlling the virtual vehicle to
restore the normal traveling state.

[0013] The controlling the virtual vehicle to restore the
normal traveling state may include: switching a dynamic
drift-holding traction of the virtual vehicle to a normal
traveling traction, the dynamic drift-holding traction being
used for controlling the virtual vehicle to remain in the drift
state and the normal traveling traction being used for con-
trolling the virtual vehicle to enter the normal traveling state,
and the dynamic drift-holding traction being greater than the
normal traveling traction.

[0014] The method may further include: changing a
ground friction of the virtual vehicle from a second friction
value to a first friction value based on the angle between the
vehicle head direction and the traveling direction being less
than the first threshold while the virtual vehicle is in the drift
state, the second friction value being a friction value at
which the virtual vehicle remains in the drift state, and the
first friction value being greater than the second friction
value.

[0015] The method may further include: receiving a direc-
tion control operation; changing the vehicle head direction
of the virtual vehicle according to the direction control
operation; and determining an angle between the changed
vehicle head direction and the traveling direction.

[0016] The method may further include: after the opera-
tion end event corresponding to the target interaction control
is received, controlling the virtual vehicle to switch from the
drift state to the normal traveling state upon a lapse of a
target duration, based on the angle between the vehicle head
direction and the traveling direction being less than a second
threshold, the second threshold being less than the first
threshold.



US 2021/0187393 Al

[0017] The controlling the virtual vehicle to switch from
the drift state to the normal traveling state upon the lapse of
the target duration may include: calculating, according to a
speed of the virtual vehicle and a ground friction on the
virtual vehicle, a decay duration during which the virtual
vehicle transitions from the drift state to the normal traveling
state; controlling, based on the decay duration being greater
than or equal to a shortest drift duration, the virtual vehicle
to transition from the drift state to the normal traveling state
according to the decay duration; and controlling, based on
the decay duration being less than the shortest drift duration,
the virtual vehicle to transition from the drift state to the
normal traveling state according to the shortest drift dura-
tion.

[0018] According to an aspect of an example embodiment,
provided is a drift apparatus for a virtual vehicle in a virtual
world, including: at least one memory configured to store
program code; and at least one processor configured to read
the program code and operate as instructed by the program
code, the program code including: interaction code config-
ured to cause at least one of the at least one processor to
receive an operation start event with respect to a target
interaction control that is provided on a user interface of an
application while a virtual vehicle in a virtual world in the
application is in a normal traveling state; and control code
configured to cause at least one of the at least one processor
to control, according to the operation start event, the virtual
vehicle to enter a drift state in the virtual world, the control
code being further configured cause at least one of the at
least one processor to, after an operation end event with
respect to the target interaction control is received, control
the virtual vehicle to remain in the drift state based on an
angle between a vehicle head direction and a traveling
direction being greater than or equal to a first threshold.
[0019] The control code may be further configured to
cause at least one of the at least one processor to increase a
dynamic drift-holding traction on the virtual vehicle along
the vehicle head direction based on the angle between the
vehicle head direction and the traveling direction being
greater than the first threshold after the operation end event
corresponding to the target interaction control is received,
the dynamic drift-holding traction being used for controlling
the virtual vehicle to remain in the drift state.

[0020] The control code may be further configured to
cause at least one of the at least one processor to change a
ground friction of the virtual vehicle from a first friction
value to a second friction value based on the angle between
the vehicle head direction and the traveling direction being
greater than or equal to the first threshold after the operation
end event corresponding to the target interaction control is
received, the first friction value being greater than the
second friction value.

[0021] The control code may be further configured to
cause at least one of the at least one processor to continu-
ously increase an attribute value of the virtual vehicle during
the drift state, activate an acceleration control of the virtual
vehicle on the user interface based on the attribute value
reaching a trigger threshold, and control the virtual vehicle
to accelerate based on a trigger signal with respect to the
acceleration control being received.

[0022] The control code may be further configured to
cause at least one of the at least one processor to control the
virtual vehicle to restore the normal traveling state, based on
the angle between the vehicle head direction and the trav-
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eling direction being less than the first threshold while the
virtual vehicle is in the drift state.

[0023] The control code may be further configured to
cause at least one of the at least one processor to switch a
dynamic drift-holding traction of the virtual vehicle to a
normal traveling traction, the dynamic drift-holding traction
being used for controlling the virtual vehicle to remain in the
drift state and the normal traveling traction being used for
controlling the virtual vehicle to enter the normal traveling
state, and the dynamic drift-holding traction being greater
than the normal traveling traction.

[0024] The control code may be further configured to
cause at least one of the at least one processor to change a
ground friction of the virtual vehicle from a second friction
value to a first friction value based on the angle between the
vehicle head direction and the traveling direction being less
than the first threshold while the virtual vehicle is in the drift
state, the second friction value being a friction value at
which the virtual vehicle remains in the drift state, and the
first friction value being greater than the second friction
value.

[0025] According to an aspect of an example embodiment,
provided is a terminal, including a processor and a memory,
the memory storing computer-readable instructions, the
computer-readable instructions, when being executed by the
processor, causing the processor to perform operations in the
foregoing method(s).

[0026] According to an aspect of an example embodiment,
provided is a non-transitory computer-readable storage
medium, storing computer-readable instructions, the com-
puter-readable instructions, when executed by one or more
processors, causing the one or more processors to perform:
receiving an operation start event with respect to a target
interaction control that is provided on a user interface of an
application while a virtual vehicle in a virtual world in the
application is in a normal traveling state; controlling,
according to the operation start event, the virtual vehicle to
enter a drift state in the virtual world; and after an operation
end event with respect to the target interaction control is
received, controlling the virtual vehicle to remain in the drift
state based on an angle between a vehicle head direction and
a traveling direction being greater than or equal to a first
threshold.

BRIEF DESCRIPTION OF THE DRAWINGS

[0027] To describe the technical solutions of the example
embodiments of the disclosure more clearly, the following
briefly introduces the accompanying drawings for describ-
ing the example embodiments. Apparently, the accompany-
ing drawings in the following description show merely some
embodiments of the disclosure, and a person of ordinary
skill in the art may still derive other drawings from the
accompanying drawings without creative efforts.

[0028] FIG. 1 is a flowchart of a drift method for a virtual
vehicle in a virtual world according to an example embodi-
ment of the disclosure.

[0029] FIG. 2 is a schematic interface diagram of a drift
method for a virtual vehicle in a virtual world according to
an example embodiment of the disclosure.

[0030] FIG. 3 is a flowchart of a drift method for a virtual
vehicle in a virtual world according to another example
embodiment of the disclosure.
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[0031] FIG. 4 is a force analysis diagram of a virtual
vehicle traveling normally in a virtual world according to
another example embodiment of the disclosure.

[0032] FIG. 5 is a force analysis diagram of a virtual
vehicle traveling in a drift-holding state in a virtual world
according to another example embodiment of the disclosure.
[0033] FIG. 6 is a flowchart of a drift method for a virtual
vehicle in a virtual world according to another example
embodiment of the disclosure.

[0034] FIG. 7 is a schematic interface diagram of a drift
method for a virtual vehicle in a virtual world according to
an example embodiment of the disclosure.

[0035] FIG. 8 is a schematic interface diagram of a drift
method for a virtual vehicle in a virtual world according to
an example embodiment of the disclosure.

[0036] FIG. 9 is a graph illustrating an example of a
correspondence between a dynamic drift traction and a
friction according to an example embodiment of the disclo-
sure.

[0037] FIG. 10 is a schematic interface diagram of a drift
method for a virtual vehicle in a virtual world according to
an example embodiment of the disclosure.

[0038] FIG. 11 is a schematic diagram of a drift apparatus
for a virtual vehicle in a virtual world according to an
example embodiment of the disclosure.

[0039] FIG. 12 is a schematic structural diagram of a
computer device according to an embodiment of the disclo-
sure.

DETAILED DESCRIPTION

[0040] To make the objectives, technical solutions, and
advantages of the disclosure clearer, the following further
describes implementations of the disclosure in detail with
reference to the accompanying drawings.

[0041] The disclosure may be applied to the following
scenarios.
[0042] An automobile racing game application refers to an

application providing for one or more players to race in a
same track. The application allows a racing automobile to
enter a drift state during traveling. The drift state refers to a
movement state in which a vehicle body slides through a
turn in a case that a relatively large angle is generated
between a vehicle head direction and a traveling direction.
The application may be a standalone application or a net-
work application. The application allows various competi-
tion manners such as individual racing, team racing, indi-
vidual props, and team props. A racing automobile provided
in the application may be at least one of a motorbike, a
go-kart, a car, an electric vehicle, and a cartoon car.
[0043] A gunfight game application refers to an applica-
tion providing for one or more players to perform a combat
in an open game world. The application allows a game
character to drive a military vehicle such as an infantry
fighting vehicle, an armored personnel carrier, a scout car, a
communication vehicle, a tracked vehicle, a tank, or an
armored car in the open game world and control the military
vehicle to enter a drift state while driving.

[0044] A sandbox game application refers to an open and
creative application including one or more areas on a map
and integrating various game elements such as action, shoot-
ing, fighting, and driving. The application allows a game
character to drive various types of civilian cars in an open
virtual world, and controls the cars to enter a drift state while
driving.
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[0045] A virtual vehicle in the related art is affected by, for
example, a ground friction (and a wind resistance) in a
virtual environment. When a drift operation performed by a
user is canceled, the ground friction causes the virtual
vehicle to decelerate rapidly, thereby canceling the drifting
state, or even decelerating to zero.

[0046] Many current applications are developed based on
smartphones or tablet computers. When a user uses a smart-
phone or a tablet computer to control a virtual vehicle on a
transportation means, the virtual racing automobile is likely
to be affected by factors such as a jolt and a collision in a real
world, and therefore, the racing automobile cannot remain in
a continuous drift state. The following embodiments are
provided in the disclosure and may be used for resolving the
foregoing technical problems.

[0047] FIG. 1 is a flowchart of a drift method for a virtual
vehicle (or a method of controlling a drift state of a virtual
vehicle) in a virtual world according to an example embodi-
ment of the disclosure. This embodiment is described by
using an example in which the method is applicable to a
terminal running an application. The application is a pro-
gram allowing a virtual vehicle to enter a drift state in a
traveling process. The method includes operations 101-103:
[0048] Operation S101. Receive an operation start event
corresponding to a target interaction control in a process in
which a virtual vehicle in the virtual world is in a normal
traveling state.

[0049] The application may be an automobile racing game
application, an online game application, a mobile game
application, or the like. The application is provided with a
virtual world, and a virtual vehicle in the virtual world is
provided. For illustrative purposes, an example in which the
application is an automobile racing game application is
used, and the virtual vehicle may be a racing automobile.
[0050] The virtual world is a three-dimensional virtual
world constructed based on a three-dimensional virtual
engine. The three-dimensional virtual world is provided
with an environment constructed for the virtual vehicle to
travel. The environment includes, for example, at least one
of wildernesses, highways, tracks, and city streets.

[0051] A user interface is generated on the application and
includes a traveling picture in which the virtual world is
observed from a first perspective (e.g., a perspective of a
driver or an interior perspective of a vehicle) or a third
perspective of the virtual vehicle (e.g., a rear perspective of
a vehicle or a far perspective), and a target interaction
control overlaying the user interface. The target interaction
control is a control or a set of controls configured to trigger
a drift state of the virtual vehicle.

[0052] Operation S102. Control, according to the opera-
tion start event, the virtual vehicle to enter a drift state in the
virtual world.

[0053] In some embodiments, the operation start event is
triggered by a user operation on the target interaction
control. Optionally, the target interaction control includes a
direction control and a drift control displayed on a touch
display screen. Alternatively, the target interaction control is
a control corresponding to several physical modules on a
racing automobile driving analog peripheral.

[0054] In some embodiments, the operation start event is
triggered by a touch operation on the touch display screen,
or may be triggered by a physical operation of controlling an
external input device, for example, a physical operation of
controlling a mouse, a VR handle, or the like.
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[0055] In some embodiments, the user operation includes
a tap operation, a combo operation, a long press operation,
a slide operation, or the like. The type of the touch operation
is not limited in this embodiment.

[0056] For example, the operation start event is generated
in a case that a touch operation of simultaneously pressing
a left direction key and a drift control starts to be performed
by a user or is generated in a case that a touch operation of
simultaneously pressing a right direction key and the drift
control starts to be performed by the user.

[0057] The drift state refers to a movement state in which
a vehicle body slides through a turn in a case that a relatively
large angle is generated between a vehicle head direction
and a traveling direction. The vehicle head direction refers
to a direction directed to the front of the vehicle head. The
traveling direction refers to a direction corresponding to a
speed of the virtual vehicle during traveling, or an actual
movement direction of the virtual vehicle in the environment
provided in the application.

[0058] Operation S103. Control, in a case that an angle
between a vehicle head direction and a traveling direction is
greater than or equal to a first threshold after an operation
end event corresponding to the target interaction control is
received, the virtual vehicle to remain in the drift state.
[0059] In some embodiments, the terminal needs to moni-
tor the angle between the vehicle head direction and the
traveling direction of the virtual vehicle. Schematically, the
monitoring includes, but is not limited to, at least one of the
following four manners.

[0060] 1. The angle between the vehicle head direction
and the traveling direction of the virtual vehicle is monitored
in real time in a case that the virtual vehicle is in the drift
state.

[0061] 2. After receiving the operation end event corre-
sponding to the target interaction control, the terminal
monitors the angle between the vehicle head direction and
the traveling direction of the virtual vehicle in real time. The
operation end event is triggered when the user operation on
the target interaction control starts to disappear, for example,
the operation end event is an event generated when a touch
for a touch operation of simultaneously pressing the direc-
tion key and the drift control is canceled.

[0062] 3. The terminal monitors the angle between the
vehicle head direction and the traveling direction of the
virtual vehicle at predetermined time intervals.

[0063] 4. The terminal monitors the angle between the
vehicle head direction and the traveling direction of the
virtual vehicle upon receiving a direction control operation.
[0064] In a case that the angle between the vehicle head
direction and the traveling direction is greater than or equal
to the first threshold after the operation end event corre-
sponding to the target interaction control is received, the
terminal controls the virtual vehicle to remain in the drift
state. “Remaining in the drift state” refers to a situation that,
in a process in which the virtual vehicle is in the drift state,
even if the user stops performing a drift trigger operation,
provided that the angle between the vehicle head direction
and the traveling direction remains to be greater than or
equal to the first threshold, the terminal automatically con-
trols the virtual vehicle to remain in the drift state (in other
words, to continue the drift state and keep the drift state not
being interrupted).

[0065] As shown in FIG. 2, the terminal displays a user
interface 20 of the automobile racing application. The user
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interface 20 includes a left direction key 21, a right direction
key 22, a drift button 23, and a virtual vehicle 24. The left
direction key 21 is a control used for controlling the virtual
vehicle 24 to move to a left side. The right direction key 22
is a control used for controlling the virtual vehicle 24 to
move to a right side. The drift button 23 is a control used for
triggering the virtual vehicle 24 to enter a drift state.
[0066] When the virtual vehicle 24 is driving in a curve,
the user simultaneously presses the right direction key 22
and the drift button 23 as a drift trigger operation (the black
fill color in the figure represents that the control is pressed).
After receiving the drift trigger operation, the terminal
controls the virtual vehicle 24 to enter a drift state.

[0067] After the user cancels pressing the right direction
key 22 and the drift button 23 (the white fill color in the
figure represents that the control is not pressed), if the
terminal detects that the drift trigger operation is over, and
that an angle o between a vehicle head direction and a
traveling direction of the virtual vehicle 24 is greater than or
equal to a threshold, then the terminal controls the virtual
vehicle 24 to remain in the drift state.

[0068] Thus, according to the method provided in this
embodiment, after the operation end event corresponding to
the target interaction control is received, in a case that the
angle between the vehicle head direction and the traveling
direction is greater than or equal to the first threshold, the
virtual vehicle is controlled to remain in the drift state. In
this way, in the process of controlling the virtual vehicle to
remain in the drift state, the user may only control the angle
between the vehicle head direction and the traveling direc-
tion and does not need to simultaneously press a direction
key and a drift control. Therefore, the user may only need to
press the direction key to control the vehicle head direction
to remain in the drift state, thereby reducing the difficulty of
operation, and improving the convenience of man-machine
interactions in some scenarios that are not suitable for
long-term operation performed by using hands.

[0069] FIG. 3 is a flowchart of a drift method for a virtual
vehicle in a virtual world according to another example
embodiment of the disclosure. This embodiment is
described by using an example in which the method is
applicable to a terminal running an application. The appli-
cation is a program allowing a virtual vehicle to enter a drift
state in a traveling process of the virtual vehicle. The
application is configured to perform the method including
the following operations S301-S310.

[0070] Operation S301. Start an application.

[0071] There are various applications installed on a ter-
minal. Start icons of the applications may be displayed on a
desktop of the terminal.

[0072] A user may click/tap a start icon of an application.
The terminal starts the application after the start icon is
triggered. The application is an application provided with a
virtual environment and a virtual vehicle located in the
virtual environment. The application further allows the
virtual vehicle to enter a drift state during traveling.
[0073] Operation S302. Display a user interface of the
application, the user interface including a traveling picture
of a virtual vehicle traveling in a virtual world.

[0074] The terminal runs the application and displays a
user interface of the application. The user interface includes
a traveling picture of a virtual vehicle traveling in a virtual
world. The traveling picture displays a picture in which the
virtual environment is observed from a first perspective or a
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third perspective of the virtual vehicle. The first perspective
is also referred to as a perspective of a driver or an interior
perspective of a vehicle, and the third perspective is also
referred to as a rear perspective of a vehicle or a far
perspective.

[0075] For example, when the virtual world is a three-
dimensional virtual world, the first perspective may be
implemented by using a first camera disposed at a position
of'a driver, and the third perspective may be implemented by
using a second camera disposed at the rear of the virtual
vehicle. The first perspective and the third perspective move
as the virtual vehicle moves. In this embodiment, the trav-
eling picture is described by using an example from the third
perspective, and this is not limited herein.

[0076] In some embodiments, various types of controls
overlay the traveling picture on the user interface. The
control includes at least a direction key and a drift control.
The direction key is a control used for controlling a move-
ment direction of the virtual vehicle. The direction key
includes at least one of a front direction key, a left direction
key, a back direction key, and a right direction key. The drift
control is a control used for controlling the virtual vehicle to
trigger and/or remain in a drift state. When the direction key
(e.g., any one of the front direction key, the left direction
key, the back direction key, and the right direction key) and
the drift control are simultaneously pressed, the virtual
vehicle is controlled to enter the drift state. When the
direction key and the drift control are continuously pressed,
the virtual vehicle remains in the drift state during the
continuous pressing.

[0077] This embodiment is described by using an example
in which the target interaction control includes the direction
key and the drift control.

[0078] Insome embodiments, the control further includes,
for example, at least one of a ranking display control, a
speed information control, a thumbnail map control, a brake
control, a jet control, and a nitrogen acceleration control.
The ranking display control is a control used for displaying
a racing automobile ranking of the current virtual vehicle
among all virtual vehicles. The speed information control is
a control used for displaying at least one piece of time
information in individual record time, single-round racing
time, and total racing time of this round. The thumbnail map
control is a control used for displaying an entire track map
(and a real-time position at which the current virtual vehicle
is located on the track map) from a top view by using a
preset scaling. The brake control is a control used for
controlling the virtual vehicle to decelerate. The jet control
is a control used for controlling the virtual vehicle to
explosively accelerate in a relatively short first time period.
A duration of the first time period may be a fixed duration.
The nitrogen acceleration control is a control used for
controlling the virtual vehicle to explosively accelerate in a
relatively long second time period. A duration of the second
time period may be dynamically determined according to a
nitrogen attribute value.

[0079] In some embodiments, the jet control and the
nitrogen acceleration control are both rewarded prop con-
trols, which may be triggered and used only after the virtual
vehicle meets a preset condition during traveling and obtains
rewarded props. Otherwise, the jet control and the nitrogen
acceleration control are displayed in an deactivated state and
cannot be used. Schematically, the nitrogen acceleration
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control is a prop control that only may be triggered and used
when an available nitrogen value accumulates to a threshold.
[0080] Operation S303. Receive an operation start event
corresponding to a target interaction control in a process in
which the virtual vehicle in the virtual world is in a normal
traveling state.

[0081] The user controls the virtual vehicle to travel in the
environment provided in the virtual world. During traveling,
the user may use the direction key to control the traveling
direction of the virtual vehicle.

[0082] As shown in FIG. 4, when the virtual vehicle is
traveling in the virtual world, the virtual vehicle is affected
by a normal traveling traction F1 and a resistance f. The
normal traveling traction F1 refers to a traction directed to
the front of the vehicle head, and the resistance f includes at
least one of a friction from the ground and a wind resistance.
The normal traveling traction F1 is greater than or equal to
the resistance f.

[0083] In a process in which the virtual vehicle travels in
the normal traveling state, the user may further trigger a drift
trigger operation on the target interaction control. In some
embodiments, the drift trigger operation includes a trigger
operation with respect to the drift control. Alternatively, the
drift trigger operation includes a trigger operation with
respect to the direction control and the drift control. Alter-
natively, the drift trigger operation includes a trigger opera-
tion with respect to a driving analog peripheral.

[0084] In some embodiments, the drift trigger operation
may be an operation triggered through a touch display
screen, or may be an operation triggered by controlling an
external input device, for example, an operation triggered by
controlling a mouse, a VR handle, a driving analog periph-
eral, or the like. The driving analog peripheral includes at
least one of a steering wheel, a gear lever, an accelerator, and
a brake.

[0085] In some embodiments, the drift trigger operation
may be a tap operation, a combo operation, a long press
operation, a slide operation, or the like. The type of the drift
trigger operation is not limited in this embodiment.

[0086] Forexample, the drift trigger operation is an opera-
tion of simultaneously pressing the left direction key and the
drift control, or an operation of simultaneously pressing the
right direction key and the drift control.

[0087] By using an example in which the drift trigger
operation is an operation of simultaneously pressing a
direction key and a drift control displayed on a touch screen,
when the foregoing touch screen detects a user touch, a
touch start event is generated in an operating system of the
terminal. The touch start event is the operation start event.
[0088] Schematically, a touch event in the operating sys-
tem of the terminal is triggered when the user puts a finger
on the screen, slides the finger on the screen, and/or removes
the finger from the screen. There may be the following
several types of touch events.

[0089] Touchstart event (touch start event): this event is
triggered when a finger starts to touch the screen. Even if one
finger has been put on the screen, the event may still be
triggered when another finger touches the screen.

[0090] Touchmove event (touch move event): this event is
continuously triggered when a finger slides on the touch
screen. During the occurrence of this event, rolling may be
prevented by invoking a preventDefault( ) event.

[0091] Touchend event (touch end event): this event is
triggered when a finger is removed from the touch screen.
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[0092] An application in the terminal may determine the
touch start event obtained at the foregoing program level as
the operation start event corresponding to the target inter-
action control.

[0093] Operation S304. Control, according to the opera-
tion start event, the virtual vehicle to enter a drift state in the
virtual world.

[0094] The drift state refers to a movement state in which
a vehicle body slides through a turn in a case that a relatively
large angle is generated between a vehicle head direction
and a traveling direction. The vehicle head direction is
directed to the front of the vehicle head of the virtual vehicle.
The traveling direction is a direction in which the virtual
vehicle moves in the virtual world.

[0095] Operation S305. Monitor an angle between a
vehicle head direction and a traveling direction of the virtual
vehicle.

[0096] In some embodiments, the terminal monitors the
angle between the vehicle head direction and the traveling
direction of the virtual vehicle, and the monitoring includes,
but is not limited to, at least one of the following four
manners.

[0097] 1. The angle between the vehicle head direction
and the traveling direction of the virtual vehicle is monitored
in real time in a case that the virtual vehicle is in the drift
state.

[0098] 2. After receiving the operation end event corre-
sponding to the target interaction control, the terminal
monitors the angle between the vehicle head direction and
the traveling direction of the virtual vehicle in real time. The
operation end event is triggered when the user operation on
the target interaction control starts to disappear, for example,
the operation end event is an event generated when a touch
for a touch operation of simultaneously pressing the direc-
tion key and the drift control is canceled.

[0099] 3. The terminal monitors the angle between the
vehicle head direction and the traveling direction of the
virtual vehicle at predetermined time intervals.

[0100] 4. The terminal monitors the angle between the
vehicle head direction and the traveling direction of the
virtual vehicle upon receiving a direction control operation.
[0101] In this embodiment, when the user stops touching
the target interaction control (for example, the user lifts the
finger from the direction key and the drift control), the
operating system of the terminal generates the touchend
event corresponding to the target interaction control, and the
application in the terminal determines the touchend event as
an operation end event. After the operation end event
corresponding to the target interaction control is received,
the terminal monitors the angle between the vehicle head
direction and the traveling direction of the virtual vehicle.
[0102] Insomeembodiments, in the process of monitoring
the angle, the terminal receives a direction control operation
performed by the user, changes the vehicle head direction of
the virtual vehicle according to the direction control opera-
tion, and determines an angle between the changed vehicle
head direction and the traveling direction. The direction
control operation may be an operation performed on the
direction key, or may be an operation performed on a
steering wheel.

[0103] For example, the direction control operation may
be an operation of pressing the left direction key or an
operation of pressing the right direction key.
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[0104] After determining the angle between the vehicle
head direction and the traveling direction of the virtual
vehicle, the terminal further determines a magnitude rela-
tionship between the angle and a first threshold and a
magnitude relationship between the angle and a second
threshold, the first threshold being greater than the second
threshold. Schematically, the first threshold is 45 degrees,
and the second threshold is 10 degrees.

[0105] When the angle is greater than or equal to the first
threshold, operation S306 is performed. When the angle is
less than the first threshold and is greater than or equal to the
second threshold, operation S313 is performed. When the
angle is less than the second threshold, operation S311 is
performed.

[0106] After the drift trigger operation is over, the vehicle
head direction or the traveling direction of the virtual vehicle
is affected by a plurality of factors such as a traction
direction, the direction control operation, and a resistance
and thus is changed. Further, because the user may perform
a plurality of times of direction control operations, this
operation may be correspondingly performed for a plurality
of times.

[0107] Operation S306. Increase a dynamic drift-holding
traction on the virtual vehicle along the vehicle head direc-
tion in a case that the angle between the vehicle head
direction and the traveling direction is greater than or equal
to the first threshold after an operation end event corre-
sponding to the target interaction control is received, the
dynamic drift-holding traction being used for controlling the
virtual vehicle to remain in the drift state.

[0108] After the drift trigger operation triggered by the
user on the target interaction control is over, if the terminal
determines that the angle between the vehicle head direction
and the traveling direction of the virtual vehicle is greater
than the first threshold, the terminal increases a dynamic
drift-holding traction on the virtual vehicle along the vehicle
head direction, the dynamic drifi-holding traction being used
for controlling the virtual vehicle to remain in the drift state.

[0109] In some embodiments, the “remaining in the drift
state” may be referred to as a drift-holding state.

[0110] As shown in FIG. 5, a direction of a dynamic
drift-holding traction F2 of the virtual vehicle is directed to
the front of the vehicle head. The virtual vehicle in the drift
state moves according to a speed V along the traveling
direction. The virtual vehicle is also affected by a friction f
reverse to the speed V. A component F21 of the dynamic
drift-holding traction F2 in the traveling direction is greater
than or equal to the friction f, so that the virtual vehicle
remains in the drift state. In this case, another traction
component F22 of the dynamic drift-holding traction F2
changes the vehicle head direction, and the direction control
operation performed by the user is needed to control the
vehicle head direction of the virtual vehicle. Optionally, in
a normal traveling state, the friction f is in a positive
correlation with a speed of the virtual vehicle.

[0111] In some embodiments, an additional returnability is
further added in the application. The returnability is used for
guiding, in a case that no control signal exists, the virtual
vehicle to automatically return to a vehicle head direction
coinciding with the traveling direction during the drift.
[0112] In some embodiments, a traction component of the
dynamic drift-holding traction in the traveling direction is
greater than or equal to a resistance.
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[0113] In some embodiments, a magnitude of the dynamic
drift-holding traction is in a positive correlation with the
speed of the virtual vehicle. Alternatively, in a preset speed
range, a magnitude of the dynamic drift-holding traction is
in a positive correlation with the speed of the virtual vehicle.
After the preset speed range is exceeded, the magnitude of
the dynamic drift-holding traction may remain unchanged.
[0114] In a possible implementation, the resistance
received by the virtual vehicle is a ground friction. The
ground friction is in a positive correlation with the speed of
the virtual vehicle in the preset speed range, and a direction
of the ground friction is reverse to the traveling direction. A
friction component of the dynamic drift-holding traction
received by the virtual vehicle in the traveling direction
remains the same as the ground friction. Alternatively, the
friction component is slightly greater than the ground fric-
tion but the friction component has a magnitude such that the
virtual vehicle remains in the drift state.

[0115] Operation S307. Change a ground friction of the
virtual vehicle from a first friction value to a second friction
value in a case that the angle between the vehicle head
direction and the traveling direction is greater than the first
threshold after the operation end event corresponding to the
target interaction control is received, the first friction value
being greater than the second friction value.

[0116] In some embodiments, the first friction value is
determined according to the speed of the virtual vehicle in
real time. In a preset speed range, the speed of the virtual
vehicle is in a positive correlation with the ground friction.
[0117] In some embodiments, the second friction value is
a relatively small preset empirical value. When the applica-
tion reduces the ground friction of the virtual vehicle in the
process of holding the virtual vehicle in the drift state, the
decay of the speed of the virtual vehicle caused by the
ground friction may be reduced, so that the virtual vehicle is
easier to remain in the drift state.

[0118] When there are a plurality of virtual vehicles in the
virtual world, ground frictions of the virtual vehicles may be
set independently of each other, depending on a current
speed and a traveling state of the virtual vehicle.

[0119] Operation S308. Continuously increase a nitrogen
attribute value of the virtual vehicle during the drift state.
[0120] In the process in which the virtual vehicle enters
the drift state, the application continuously increases a
nitrogen attribute value of a nitrogen acceleration control
according to a duration of the drift state. The duration is in
a positive correlation with the accumulated nitrogen attri-
bute value. Herein, nitrogen and nitrogen attribute value are
described as examples of an element used for accelerating
the virtual vehicle in the application, but the disclosure is not
limited thereto and includes any other elements that may
indicate being usable for accelerating the virtual vehicle in
the application and may be displayed in the user interface to
be triggered by the user to accelerate the virtual vehicle.
[0121] Operation S309. Activate a nitrogen acceleration
control of the virtual vehicle to an available state in a case
that the nitrogen attribute value reaches a trigger threshold.
[0122] The nitrogen acceleration control corresponds to a
trigger threshold. In a case that the nitrogen attribute value
does not accumulate to the trigger threshold, the nitrogen
acceleration control is in an unavailable state. An available
state (or a deactivated state) is a state in which the nitrogen
acceleration control is displayed on the user interface but
cannot be triggered or a state not displayed on the user
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interface. In a case that the nitrogen attribute value accu-
mulates to the trigger threshold, the nitrogen acceleration
control is activated to an available state. The available state
is a state in which the nitrogen acceleration control is
displayed on the user interface and that may be triggered.

[0123] Operation S310. Control, in a case that a trigger
signal with respect to the nitrogen acceleration control is
received, the virtual vehicle to accelerate.

[0124] In some embodiments, the nitrogen acceleration
control is a control displayed on the touch display screen.
When the nitrogen acceleration control is in the available
state, if the user presses the nitrogen acceleration control, the
terminal receives a trigger signal with respect to the nitrogen
acceleration control, and controls, according to the trigger
signal, the virtual vehicle to accelerate.

[0125] The terminal may control, according to remaining
available nitrogen in the nitrogen attribute value, the virtual
vehicle to accelerate, that is, the acceleration process needs
to constantly consume the nitrogen in the nitrogen attribute
value. When the nitrogen in the nitrogen attribute value runs
out, the terminal controls the virtual vehicle to exit from the
acceleration state.

[0126] In some embodiments, if the virtual vehicle col-
lides with another object in the acceleration process, the
terminal also controls the virtual vehicle to exit from the
acceleration state.

[0127] Operation S311. Control, in a case that the angle
between the vehicle head direction and the traveling direc-
tion is less than the first threshold in the process of control-
ling the virtual vehicle to remain in the drift state, the virtual
vehicle to restore the normal traveling state.

[0128] The terminal may switch a traction from the
dynamic drift-holding traction to a normal traveling traction,
the normal traveling traction being used for controlling the
virtual vehicle to enter the normal traveling state.

[0129] Operation S312. Change the ground friction of the
virtual vehicle from the second friction value to the first
friction value in a case that the angle between the vehicle
head direction and the traveling direction is less than the first
threshold in the process of controlling the virtual vehicle to
remain in the drift state.

[0130] In this case, the application further changes the
ground friction of the virtual vehicle from the second
friction value to the first friction value.

[0131] In some embodiments, the first friction value is
determined according to the speed of the virtual vehicle in
real time. In a preset speed range, the speed of the virtual
vehicle is in a positive correlation with the ground friction.
[0132] In some embodiments, the second friction value is
a relatively small preset empirical value.

[0133] Operation S313. Control, in a case that the angle
between the vehicle head direction and the traveling direc-
tion is less than a second threshold after the operation end
event corresponding to the target interaction control is
received, the virtual vehicle to switch from the drift state to
the normal traveling state after a target duration.

[0134] After the operation end event corresponding to the
target interaction control is received, in a case that the angle
between the vehicle head direction and the traveling direc-
tion is relatively small (for example, less than 10 degrees),
the virtual vehicle enters another short drift state. The “short
drift state” may be referred to as a point-drift state. The
point-drift state is a state different from the drift-holding
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state. The application controls the virtual vehicle to switch
from the drift state to the normal traveling state after a short
target duration.

[0135] In some embodiments, the application calculates,
according to the speed of the virtual vehicle and the ground
friction, a decay duration during which the virtual vehicle
decays from the drift state to the normal traveling state,
controls, in a case that the decay duration is greater than a
shortest drift duration, the virtual vehicle to decay from the
drift state to the normal traveling state according to the
decay duration, and controls, in a case that the decay
duration is less than the shortest drift duration, the virtual
vehicle to decay from the drift state to the normal traveling
state according to the shortest drift duration.

[0136] In some embodiments, after the operation end
event corresponding to the target interaction control is
received, in a case that the angle between the vehicle head
direction and the traveling direction is less than the second
threshold, the application further changes the ground friction
of the virtual vehicle from the second friction value to the
first friction value, so that the virtual vehicle switches from
the point-drift state to the normal traveling state.

[0137] In addition, the point-drift state is also a drift state.
Therefore, the application further performs operation S308,
that is, continuously increases a nitrogen attribute value of
the virtual vehicle during the drift state (point-drift state).
The point-drift state may help the user to quickly accumulate
a few nitrogen attribute values. When the nitrogen attribute
value accumulated in a drift-holding manner or an ordinary
drift manner is to reach the trigger threshold, the user may
accumulate the remaining nitrogen value by using the point-
drift state.

[0138] Thus, according to the method provided in this
embodiment, after the operation end event corresponding to
the target interaction control is received, in a case that the
angle between the vehicle head direction and the traveling
direction is greater than the first threshold, the virtual vehicle
is controlled to remain in the drift state. In this way, in the
process of controlling the virtual vehicle to remain in the
drift state, the user may only control the angle between the
vehicle head direction and the traveling direction and does
not need to simultaneously press a direction key and a drift
control. Therefore, the user may only need to press the
direction key to control the vehicle head direction, thereby
reducing the difficulty of operation to remain in the drift
state, and improving the convenience of man-machine inter-
actions in some scenarios that are not suitable for long-term
operation performed by using hands.

[0139] According to the method provided in this embodi-
ment, after the operation end event corresponding to the
target interaction control is received, at each time the
direction control operation of the user is received, it is
further determined whether the angle between the vehicle
head direction and the traveling direction of the virtual
vehicle is greater than a threshold. In a case that the angle
between the vehicle head direction and the traveling direc-
tion of the virtual vehicle is greater than the first threshold,
the virtual vehicle remains in the drift state, and the nitrogen
attribute value of the nitrogen acceleration control is accu-
mulated according to the duration in which the virtual
vehicle is in the drift state (drift holding). In a relatively
concise man-machine interaction manner, the user may
quickly accumulate an available nitrogen value, to obtain
more nitrogen acceleration controls of a rewarding property.
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[0140] According to the method provided in this embodi-
ment, after the operation end event corresponding to the
target interaction control is received, in a case that the angle
between the vehicle head direction and the traveling direc-
tion of the virtual vehicle is less than the second threshold,
the virtual vehicle enters in the point-drift state, and the
nitrogen attribute value of the nitrogen acceleration control
is accumulated according to the duration in which the virtual
vehicle is in the drift state (point drift). In a short man-
machine interaction manner, the user may quickly accumu-
late a few available nitrogen values, and do not need to
greatly change the traveling direction of the virtual vehicle,
so that when the nitrogen attribute value accumulated in the
drift-holding state or the ordinary drift state is to reach the
threshold, the user may obtain the nitrogen acceleration
control of a rewarding property more quickly by using the
point-drift state.

[0141] FIG. 6 is a flowchart of a drift method for a virtual
vehicle in a virtual world according to another example
embodiment of the disclosure. In an example, the drift
method in this embodiment include operations S601-S607
[0142] S601. The user opens the application and starts an
automobile racing game.

[0143] S602. The user controls a vehicle to enter a drift by
pressing buttons (e.g., the direction key and the drift key),
and operation S604 is performed.

[0144] S604. When the virtual vehicle enters a drift, the
application controls the racing automobile to remain in a
drift state, and remaining in a drift state may be referred to
as drift holding.

[0145] S603. The user releases the buttons (e.g., the direc-
tion key and the drift key) and cancels the drift trigger
operation.

[0146] S605. If the user chooses to reset the vehicle head
to a straight traveling direction, the user may trigger one or
more of the following operations:

[0147] clicking/tapping the direction key, and rotating the
vehicle head towards a direction away from to the drift
direction (or toward the traveling direction);

[0148] continuously reducing an angle between the
vehicle head direction and a movement direction of the
vehicle; and

[0149] breaking from the drift state in a case that the angle
is less than a certain degree.

[0150] S606. The application controls the racing automo-
bile to end the drift, and when the vehicle head is success-
fully reset to the straight traveling direction during the drift,
the vehicle enters the normal traveling state.

[0151] S607. If the user chooses not to reset the vehicle
head to the straight traveling direction, the user may trigger
one or more of the following operations:

[0152] setting an automatic returnability for the vehicle
head when the vehicle enters a drift-holding state;

[0153] properly clicking/tapping the direction key, and
rotating the vehicle head towards the same direction as the
drift direction;

[0154] keeping the angle between the vehicle head direc-
tion and the movement direction of the vehicle approxi-
mately unchanged; and

[0155] remaining in a limitlessly drift-holding state.
[0156] The returnability is used for guiding, in a case that
no control signal exists, the virtual vehicle to automatically
return to a vehicle head direction coinciding with the trav-
eling direction during the drift.
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[0157] FIGS. 7 and 8 are schematic interface diagrams of
a drift method for a virtual vehicle in a virtual world
according to an example embodiment of the disclosure.

[0158] In some embodiments, as shown in FIG. 7, during
the drift holding, the user interface may further be overlaid
with and display a first character “drift holding” 71. Accord-
ing to another aspect, as shown in FIG. 8, during the drift
holding, a tire trace 72 of the virtual vehicle on the track
caused by the drift holding is shown longer.

[0159] Referring to FIG. 5, during the continuous drift of
the racing automobile in this embodiment of the disclosure,
in addition to an inertial speed V, there is also a relatively
large ‘drift-holding’ power F2. The power and the friction f
act jointly. In this case, an F/f power calculation changes
dynamically, which results in a similar effect that the racing
automobile is performing a uniform circular motion (a
motion of a dynamic arc in the actual implementation).
Theoretically, the “drift-holding” state of the racing auto-
mobile may be maintained indefinitely.

[0160] Schematically, FIG. 9 shows a calculation method
of the dynamic drift traction F2 and the friction f according
to an example embodiment of the disclosure. The dynamic
drift traction F2 changes as a real-time speed of the racing
automobile changes. A higher speed of the racing automo-
bile indicates a larger dynamic drift traction F2. After the
speed of the racing automobile reaches a certain degree, the
dynamic drift traction F2 stops increasing. The traction f
also changes as the real-time speed of the racing automobile
changes, and a magnitude of the friction f is in direct
proportion to the square of the real-time speed of the racing
automobile.

[0161] During the drift holding, the user needs to control
the vehicle head direction of the virtual racing automobile in
real time, for example, control the angle between the vehicle
head direction and the traveling direction to a range from 35
degrees to 45 degrees. A reason that the user needs to control
the vehicle head direction is because the user needs to
control the angle between the vehicle head direction and the
traveling direction in real time not to be too small, otherwise
the racing automobile exits the drift state. An operation basis
of the drift holding is that the user controls the angle
between the vehicle head direction and the traveling direc-
tion such that a joint force received by the racing automobile
is maintained similar to a centripetal force, and the racing
automobile performs a motion similar to a circular motion.
In an actual implementation, the route of the racing auto-
mobile may not be a standard arc, but a non-standard arc that
changes in real time. In this manner, the user may have better
game experience using a track design. Different track arcs
require players to control different drift angles.

[0162] In some embodiments, when the drift holding
needs to end, the player needs to control the vehicle head to
rotate so that the angle between the vehicle head direction
and the traveling direction is O degrees (or a substantially
small degree). In this way, the racing automobile is in the
normal traveling state, and the dynamic drift traction F2 in
FIG. 5 is switched to the normal traveling traction F1 in FIG.
4. F1 is a constant value, and the friction f still increases as
the speed increases. A balance is finally achieved between
the normal traveling traction f and the friction F1, and the
racing automobile may perform a uniform linear motion in
a line, which conforms to a power design principle of
vehicles in the real world.
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[0163] Inan optional embodiment, after operation S603, if
the user releases the buttons, and the angle between the
vehicle head direction and the traveling direction of the
virtual vehicle is within 10 degrees, the virtual vehicle does
not enter the drift-holding state, but enters another short drift
state referred to as the point-drift state. After maintaining the
short drift state, the racing automobile switches from the
drift state to the normal traveling state. In some embodi-
ments, as shown in FIG. 10, during the point drift, the user
interface may further be overlaid with and display a second
character “point drift” 74.

[0164] Apparatus embodiments of the disclosure are
described below, where the apparatus embodiments corre-
spond to the foregoing method embodiments. Repetitive
descriptions are avoided and for a part that is not described
in detail in the apparatus embodiments, the corresponding
descriptions in the foregoing method embodiments may be
referred to.

[0165] FIG. 11 is a schematic structural block diagram of
a drift apparatus for a virtual vehicle in a virtual world
according to an example embodiment of the disclosure. The
apparatus may be implemented as the entire or a part of a
terminal by using software, hardware, or a combination
thereof. The apparatus includes:

[0166] an interaction module 1120, configured to receive
an operation start event corresponding to a target interaction
control in a process in which a virtual vehicle in the virtual
world is in a normal traveling state, the target interaction
control being a control or a set of controls configured to
trigger a drift state of the virtual vehicle; and a control
module 1140, configured to control, according to the opera-
tion start event, the virtual vehicle to enter the drift state in
the virtual world.

[0167] The control module 1140 is configured to control,
in a case that an angle between a vehicle head direction and
a traveling direction is greater than a first threshold after an
operation end event corresponding to the target interaction
control is received, the virtual vehicle to remain in the drift
state.

[0168] In an optional embodiment, the control module
1140 is configured to increase a dynamic drift-holding
traction on the virtual vehicle along the vehicle head direc-
tion, the dynamic drift-holding traction being used for
controlling the virtual vehicle to remain in the drift state.
[0169] In an optional embodiment, a magnitude of the
dynamic drift-holding traction is in a positive correlation
with a speed of the virtual vehicle in a preset speed range.
[0170] In an optional embodiment, the control module
1140 is further configured to change a ground friction of the
virtual vehicle from a first friction value to a second friction
value in a case that the angle between the vehicle head
direction and the traveling direction is greater than the first
threshold after the operation end event corresponding to the
target interaction control is received, the first friction value
being greater than the second friction value.

[0171] In an optional embodiment, the control module
1140 is further configured to continuously increase a nitro-
gen attribute value of the virtual vehicle during the drift
state, activate a nitrogen acceleration control of the virtual
vehicle to an available state in a case that the nitrogen
attribute value reaches a trigger threshold, and control, in a
case that a trigger signal with respect to the nitrogen
acceleration control is received, the virtual vehicle to per-
form an acceleration operation.
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[0172] In an optional embodiment, the control module
1140 is further configured to control, in a case that the angle
between the vehicle head direction and the traveling direc-
tion is less than the first threshold in the process of control-
ling the virtual vehicle to remain in the drift state, the virtual
vehicle to restore the normal traveling state.

[0173] In an optional embodiment, the control module
1140 is further configured to change the ground friction of
the virtual vehicle from the second friction value to the first
friction value in a case that it is detected that the angle
between the vehicle head direction and the traveling direc-
tion is less than the first threshold in the process of control-
ling the virtual vehicle to remain in the drift state, the first
friction value being greater than the second friction value.
[0174] In an optional embodiment, the control module
1140 is further configured to switch the dynamic drift-
holding traction to a normal traveling traction, the normal
traveling traction being used for controlling the virtual
vehicle to enter the normal traveling state, and the dynamic
drift-holding traction being greater than the normal traveling
traction.

[0175] In an optional embodiment, the apparatus further
includes a monitoring module 1160.

[0176] The interaction module 1120 is further configured
to receive a direction control operation.

[0177] The control module 1140 is further configured to
change the vehicle head direction of the virtual vehicle
according to the direction control operation.

[0178] The monitoring module 1160 is further configured
to determine an angle between the changed vehicle head
direction and the traveling direction.

[0179] In an optional embodiment, the control module
1140 is configured to control, in a case that the angle
between the vehicle head direction and the traveling direc-
tion is less than a second threshold after the operation end
event corresponding to the target interaction control is
received, the virtual vehicle to switch from the drift state to
the normal traveling state after a target duration, the second
threshold being less than the first threshold.

[0180] In an optional embodiment, the control module
1140 is configured to calculate, according to the speed of the
virtual vehicle and the ground friction, a decay duration
during which the virtual vehicle decays from the drift state
to the normal traveling state; control, in a case that the decay
duration is greater than a shortest drift duration, the virtual
vehicle to decay from the drift state to the normal traveling
state according to the decay duration; and control, in a case
that the decay duration is less than the shortest drift duration,
the virtual vehicle to decay from the drift state to the normal
traveling state according to the shortest drift duration.
[0181] Thus, according to the apparatus provided in this
embodiment, after the operation end event corresponding to
the target interaction control is received, in a case that the
angle between the vehicle head direction and the traveling
direction is greater than the first threshold, the virtual vehicle
is controlled to remain in the drift state. In this way, in the
process of controlling the virtual vehicle to remain in the
drift state, the user may only control the angle between the
vehicle head direction and the traveling direction and does
not need to simultaneously press a direction key and a drift
control. Therefore, the user may only need to press the
direction key to control the vehicle head direction to remain
in the drift state, thereby reducing the difficulty of operation,
and improving the convenience of man-machine interactions
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in some scenarios that are not suitable for long-term opera-
tion performed by using hands.

[0182] FIG. 12 is a structural block diagram of a terminal
1200 according to an example embodiment of the disclo-
sure. The terminal 1200 may be a smartphone, a tablet
computer, a moving picture experts group audio layer III
(MP3) player, a moving picture experts group audio layer [V
(MP4) player, a notebook computer, or a desktop computer.
The terminal 1200 may also be referred to as other names
such as user equipment, a portable terminal, a laptop termi-
nal, or a desktop terminal.

[0183] Generally, the terminal 1200 includes a processor
1201 and a memory 1202.

[0184] The processor 1201 may include one or more
processing cores, and may be, for example, a 4-core pro-
cessor or an 8-core processor. The processor 1201 may be
implemented in at least one hardware form of a digital signal
processor (DSP), a field-programmable gate array (FPGA),
and a programmable logic array (PLA). The processor 1201
may alternatively include a main processor and a coproces-
sor. The main processor is a processor that is configured to
process data in an awake state, also referred to as a central
processing unit (CPU), and the coprocessor is a low-power
processor that is configured to process data in an idle state.
In some embodiments, the processor 1201 may be integrated
with a graphics processing unit (GPU). The GPU is respon-
sible for rendering and drawing content to be displayed by
a display screen. In some embodiments, the processor 1201
may further include an artificial intelligence (Al) processor.
The AI processor is configured to process a calculation
operation related to machine learning.

[0185] The memory 1202 may include one or more com-
puter-readable storage media. The computer-readable stor-
age medium may be non-transient. The memory 1202 may
further include a high-speed random access memory, and a
non-volatile memory such as one or more magnetic disk
storage devices and a flash storage device. In some embodi-
ments, the non-transitory computer-readable storage
medium in the memory 1202 is configured to store at least
one instruction, the at least one instruction being configured
to be executed by the processor 1201 to implement the drift
method for a virtual vehicle in a virtual world provided in
the method embodiments of the disclosure.

[0186] In some embodiments, the terminal 1200 may
alternatively include: a peripheral device interface 1203 and
at least one peripheral device. The processor 1201, the
memory 1202, and the peripheral device interface 1203 may
be connected through a bus or a signal cable. Each periph-
eral device may be connected to the peripheral device
interface 1203 through a bus, a signal cable, or a circuit
board. Specifically, the peripheral device includes: at least
one of a radio frequency circuit 1204, a touch display screen
1205, a camera component 1206, an audio circuit 1207, a
positioning component 1208, and a power supply 1209.
[0187] The peripheral device interface 1203 may be con-
figured to connect the at least one peripheral device related
to input/output (I/O) to the processor 1201 and the memory
1202. In some embodiments, the processor 1201, the
memory 1202, and the peripheral device interface 1203 are
integrated on a same chip or circuit board. In some other
embodiments, any one or two of the processor 1201, the
memory 1202, and the peripheral device interface 1203 may
be implemented on a separate chip or the circuit board. This
is not limited in this embodiment.
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[0188] The radio frequency circuit 1204 is configured to
receive and transmit a radio frequency (RF) signal, also
referred to as an electromagnetic signal. The RF circuit 1204
communicates with a communication network and another
communication device by using the electromagnetic signal.
The RF circuit 1204 converts an electric signal into an
electromagnetic signal for transmission, or converts a
received electromagnetic signal into an electric signal. In
some embodiments, the RF circuit 1204 includes: an
antenna system, an RF transceiver, one or more amplifiers,
a tuner, an oscillator, a digital signal processor, a codec chip
set, a subscriber identity module card, and the like. The RF
circuit 1204 may communicate with other terminals through
at least one wireless communication protocol. The wireless
communication protocol includes, but is not limited to, a
metropolitan area network, generations of mobile commu-
nication networks (2G, 3G, 4G, and 5G), a wireless local
area network, and/or a wireless fidelity (WiFi) network. In
some embodiments, the RF circuit 1204 may also include a
circuit related to near field communication (NFC). This is
not limited in the disclosure.

[0189] The display screen 1205 is configured to display a
user interface (UI). The Ul may include a graphic, text, an
icon, a video, and any combination thereof. When the
display screen 1205 is the touch display screen, the display
screen 1205 also has the capability to collect a touch signal
on or above a surface of the display screen 1205. The touch
signal may be inputted into the processor 1201 as a control
signal for processing. In this case, the display screen 1205
may be further configured to provide a virtual button and/or
a virtual keyboard, also referred to as a soft button and/or a
soft keyboard. In some embodiments, there may be one
display screen 1205, disposed on a front panel of the
terminal 1200. In some other embodiments, there may be
two display screens 1205, respectively disposed on different
surfaces of the terminal 1200 or designed in a foldable
shape. In still some other embodiments, the display screen
1205 may be a flexible display screen, disposed on a curved
surface or a folded surface of the terminal 1200. Even, the
display screen 1205 may be further set to have a non-
rectangular irregular graph, that is, a special-shaped screen.
The display screen 1205 may be manufactured by using a
material such as a liquid crystal display (LCD), an organic
light-emitting diode (OLED), or the like.

[0190] The camera component 1206 is configured to col-
lect an image or a video. In some embodiments, the camera
component 1206 includes a front-facing camera and a rear-
facing camera. Generally, the front-facing camera is dis-
posed on the front panel of the terminal, and the rear-facing
camera is disposed on a back surface of the terminal. In
some embodiments, there are at least two rear-facing cam-
eras, each being any one of a main camera, a depth of field
camera, a wide-angle camera, and a telephoto camera, to
implement a background blurring function through fusion of
the main camera and the depth of field camera, panoramic
photo shooting and virtual reality (VR) shooting functions
through fusion of the main camera and wide-angle camera,
or another fusion shooting function. In some embodiments,
the camera component 1206 may further include a flash. The
flash may be a single color temperature flash or a double
color temperature flash. The double color temperature flash
refers to a combination of a warm flash and a cold flash, and
may be configured to perform light ray compensation at
different color temperatures.
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[0191] The audio circuit 1207 may include a microphone
and a loudspeaker. The microphone is configured to collect
sound waves of a user and an environment, and convert the
sound waves into electrical signals and input the electrical
signals into the processor 1201 for processing, or input the
electrical signals into the RF circuit 1204 to implement
speech communication. For stereo collection or noise reduc-
tion, there may be a plurality of microphones, disposed at
different portions of the terminal 1200 respectively. The
microphone may alternatively be a microphone array or an
omnidirectional collection microphone. The loudspeaker is
configured to convert electrical signals from the processor
1201 or the RF circuit 1204 into sound waves. The loud-
speaker may be a conventional thin-film loudspeaker or a
piezoelectric ceramic loudspeaker. When the loudspeaker is
the piezoelectric ceramic loudspeaker, electrical signals not
only may be converted into sound waves that may be heard
by human, but also may be converted into sound waves that
cannot be heard by human for ranging and the like. In some
embodiments, the audio circuit 1207 may further include an
earphone jack.

[0192] The positioning component 1208 is configured to
position a current geographic location of the terminal 1200
for implementing navigation or a location-based service
(LBS). The positioning component 1208 may be a position-
ing component based on the global positioning system
(GPS) of the United States, the COMPASS System of China,
the GLONASS System of Russia, or the GALILEO System
of the European Union.

[0193] The power supply 1209 is configured to supply
power to components in the terminal 1200. The power
supply 1209 may be an alternating current, a direct current,
a primary battery, or a rechargeable battery. When the power
supply 1209 includes the rechargeable battery, the recharge-
able battery may be a wired rechargeable battery or a
wireless rechargeable battery. The rechargeable battery may
be further configured to support a fast charge technology.

[0194] In some embodiments, the terminal 1200 may also
include one or more sensors 1210. The one or more sensors
1210 include, but are not limited to, an acceleration sensor
1211, a gyroscope sensor 1212, a pressure sensor 1213, a
fingerprint sensor 1214, an optical sensor 1215, and a
proximity sensor 1216.

[0195] The acceleration sensor 1211 may detect a magni-
tude of acceleration on three coordinate axes of a coordinate
system established with the terminal 1200. For example, the
acceleration sensor 1211 may be configured to detect a
component of gravity acceleration on the three coordinate
axes. The processor 1201 may control, according to a gravity
acceleration signal collected by the acceleration sensor
1211, the touch display screen 1205 to display the user
interface in a frame view or a portrait view. The acceleration
sensor 1211 may be further configured to collect motion data
of a game or a user.

[0196] The gyroscope sensor 1212 may detect a body
direction and a rotation angle of the terminal 1200. The
gyroscope sensor 1212 may cooperate with the acceleration
sensor 1211 to collect a 3D action by the user on the terminal
1200. The processor 1201 may implement the following
functions according to data collected by the gyroscope
sensor 1212: motion sensing (for example, the Ul is changed
according to a tilt operation of the user), image stabilization
during shooting, game control, and inertial navigation.
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[0197] The pressure sensor 1213 may be disposed on a
side frame of the terminal 1200 and/or a lower layer of the
touch display screen 1205. When the pressure sensor 1213
is disposed on the side frame of the terminal 1200, a holding
signal of the user on the terminal 1200 may be detected. The
processor 1201 performs left and right hand recognition or
a quick operation according to the holding signal collected
by the pressure sensor 1213. When the pressure sensor 1213
is disposed on the low layer of the touch display screen
1205, the processor 1201 controls, according to a pressure
operation of the user on the touch display screen 1205, an
operable control on the UI. The operable control includes at
least one of a button control, a scroll bar control, an icon
control, and a menu control.

[0198] The fingerprint sensor 1214 is configured to collect
a fingerprint of the user. The processor 1201 identifies an
identity of the user according to the fingerprint collected by
the fingerprint sensor 1214, or the fingerprint sensor 1214
identifies an identity of the user according to the collected
fingerprint. When the identity of the user is identified as a
trusted identity, the processor 1201 authorizes the user to
perform a related sensitive operation. The sensitive opera-
tion includes unlocking a screen, viewing encrypted infor-
mation, downloading software, payment, changing settings,
and the like. The fingerprint sensor 1214 may be disposed on
a front face, a back face, or a side face of the terminal 1200.
When a physical button or a vendor logo is disposed on the
terminal 1200, the fingerprint 1214 may be integrated with
the physical button or the vendor logo.

[0199] The optical sensor 1215 is configured to collect
ambient light intensity. In an embodiment, the processor
1201 may control display luminance of the touch display
screen 1205 according to the ambient light intensity col-
lected by the optical sensor 1215. Specifically, when the
ambient light intensity is relatively high, the display lumi-
nance of the touch display screen 1205 is increased. When
the ambient light intensity is relatively low, the display
luminance of the touch display screen 1205 is reduced. In
another embodiment, the processor 1201 may further
dynamically adjust a camera parameter of the camera com-
ponent 1206 according to the ambient light intensity col-
lected by the optical sensor 1215.

[0200] The proximity sensor 1216, also referred to as a
distance sensor, is generally disposed on the front panel of
the terminal 1200. The proximity sensor 1216 is configured
to collect a distance between the user and the front surface
of the terminal 1200. In an embodiment, when the proximity
sensor 1216 detects that the distance between the user and
the front surface of the terminal 1200 gradually becomes
smaller, the touch display screen 1205 is controlled by the
processor 1201 to switch from a screen-on state to a screen-
off state. In a case that the proximity sensor 1216 detects that
the distance between the user and the front surface of the
terminal 1200 gradually becomes larger, the touch display
screen 1205 is controlled by the processor 1201 to switch
from the screen-off state to the screen-on state.

[0201] A person skilled in the art may understand that the
structure shown in FIG. 12 constitutes no limitation on the
terminal 1200, and the terminal may include more or fewer
components than those shown in the figure, or some com-
ponents may be combined, or a different component deploy-
ment may be used.

[0202] In an embodiment, a terminal is provided, includ-
ing a processor and a memory, the memory storing a
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computer program, the computer program, when executed
by the processor, causing the processor to perform the
operations of the drift method for a virtual vehicle in a
virtual world. The operations of the drift method for a virtual
vehicle in a virtual world herein may be the operations of the
drift method for a virtual vehicle in a virtual world according
to the foregoing embodiments.

[0203] In an embodiment, a computer-readable storage
medium is provided, storing a computer program, the com-
puter program, when being executed by a processor, causing
the processor to perform the operations of the foregoing drift
method for a virtual vehicle in a virtual world. The opera-
tions of the drift method for a virtual vehicle in a virtual
world herein may be the operations of the drift method for
avirtual vehicle in a virtual world according to the foregoing
embodiments.

[0204] In an embodiment, a computer-readable storage
medium is provided. The computer-readable storage
medium is a non-volatile computer-readable storage
medium. The computer-readable storage medium stores a
computer program. The stored computer program, when
executed by a processing component, may implement the
drift method for a virtual vehicle in a virtual world provided
in the foregoing embodiments of the present disclosure.
[0205] “Plurality of” mentioned in the specification means
two or more. “And/or” describes an association relationship
for describing associated objects and represents that three
relationships may exist. For example, A and/or B may
represent the following three cases: Only A exists, both A
and B exist, and only B exists. The character “/”” generally
indicates an “or” relationship between the associated
objects.

[0206] The sequence numbers of the foregoing embodi-
ments of the disclosure are merely for description purpose,
and do not indicate the preference among the embodiments.
[0207] A person of ordinary skill in the art may understand
that all or some of the operations of the embodiments may
be implemented by hardware, or may be implemented by a
program instructing related hardware. The program may be
stored in a computer-readable storage medium. The storage
medium mentioned above may include: a read-only
memory, a magnetic disk, or an optical disc.

[0208] At least one of the components, elements, modules
or units described herein may be embodied as various
numbers of hardware, software and/or firmware structures
that execute respective functions described above, according
to an example embodiment. For example, at least one of
these components, elements or units may use a direct circuit
structure, such as a memory, a processor, a logic circuit, a
look-up table, etc. that may execute the respective functions
through controls of one or more microprocessors or other
control apparatuses. Also, at least one of these components,
elements or units may be specifically embodied by a module,
a program, or a part of code, which contains one or more
executable instructions for performing specified logic func-
tions, and executed by one or more microprocessors or other
control apparatuses. Also, at least one of these components,
elements or units may further include or implemented by a
processor such as a central processing unit (CPU) that
performs the respective functions, a microprocessor, or the
like. Two or more of these components, elements or units
may be combined into one single component, element or
unit which performs all operations or functions of the
combined two or more components, elements of units. Also,
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at least part of functions of at least one of these components,
elements or units may be performed by another of these
components, element or units. Further, although a bus is not
illustrated in the block diagrams, communication between
the components, clements or units may be performed
through the bus. Functional aspects of the above example
embodiments may be implemented in algorithms that
execute on one or more processors. Furthermore, the com-
ponents, elements or units represented by a block or pro-
cessing operations may employ any number of related art
techniques for electronics configuration, signal processing
and/or control, data processing and the like.

[0209] The foregoing descriptions are merely example
embodiments of the disclosure, but are not intended to limit
the disclosure. Any modification, equivalent replacement, or
improvement made within the spirit and principle of the
disclosure shall fall within the protection scope of the
disclosure.

What is claimed is:
1. A drift method for a virtual vehicle in a virtual world,
performed by a terminal comprising at least one processor,
the method comprising:
receiving an operation start event with respect to a target
interaction control that is provided on a user interface
of an application while a virtual vehicle in a virtual
world in the application is in a normal traveling state;

controlling, according to the operation start event, the
virtual vehicle to enter a drift state in the virtual world;
and

after an operation end event with respect to the target

interaction control is received, controlling the virtual
vehicle to remain in the drift state based on an angle
between a vehicle head direction and a traveling direc-
tion being greater than or equal to a first threshold.

2. The method according to claim 1, wherein the control-
ling the virtual vehicle to remain in the drift state comprises:

increasing a dynamic drift-holding traction on the virtual

vehicle along the vehicle head direction, the dynamic
drift-holding traction being used for controlling the
virtual vehicle to remain in the drift state.

3. The method according to claim 2, wherein a magnitude
of the dynamic drift-holding traction is in a positive corre-
lation with a speed of the virtual vehicle in a preset speed
range.

4. The method according to claim 2, further comprising:

changing a ground friction of the virtual vehicle from a

first friction value to a second friction value based on
the angle between the vehicle head direction and the
traveling direction being greater than or equal to the
first threshold after the operation end event correspond-
ing to the target interaction control is received,

the first friction value being greater than the second

friction value.

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

continuously increasing an attribute value of the virtual

vehicle during the drift state;
activating an acceleration control of the virtual vehicle on
the user interface based on the attribute value reaching
a trigger threshold; and

based on a trigger signal with respect to the acceleration
control being received, controlling the virtual vehicle to
accelerate.
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6. The method according to claim 1, further comprising:
based on the angle between the vehicle head direction and
the traveling direction being less than the first threshold
while the virtual vehicle is in the drift state, controlling
the virtual vehicle to restore the normal traveling state.
7. The method according to claim 6, wherein the control-
ling the virtual vehicle to restore the normal traveling state
comprises:
switching a dynamic drift-holding traction of the virtual
vehicle to a normal traveling traction, the dynamic
drift-holding traction being used for controlling the
virtual vehicle to remain in the drift state and the
normal traveling traction being used for controlling the
virtual vehicle to enter the normal traveling state, and
the dynamic drift-holding traction being greater than
the normal traveling traction.
8. The method according to claim 6, further comprising:
changing a ground friction of the virtual vehicle from a
second friction value to a first friction value based on
the angle between the vehicle head direction and the
traveling direction being less than the first threshold
while the virtual vehicle is in the drift state, the second
friction value being a friction value at which the virtual
vehicle remains in the drift state, and
the first friction value being greater than the second
friction value.
9. The method according to claim 1, further comprising:
receiving a direction control operation;
changing the vehicle head direction of the virtual vehicle
according to the direction control operation; and
determining an angle between the changed vehicle head
direction and the traveling direction.
10. The method according to claim 1, further comprising:
after the operation end event corresponding to the target
interaction control is received, controlling the virtual
vehicle to switch from the drift state to the normal
traveling state upon a lapse of a target duration, based
on the angle between the vehicle head direction and the
traveling direction being less than a second threshold,
the second threshold being less than the first threshold.
11. The method according to claim 10, wherein the
controlling the virtual vehicle to switch from the drift state
to the normal traveling state upon the lapse of the target
duration comprises:
calculating, according to a speed of the virtual vehicle and
a ground friction on the virtual vehicle, a decay dura-
tion during which the virtual vehicle transitions from
the drift state to the normal traveling state;
controlling, based on the decay duration being greater
than or equal to a shortest drift duration, the virtual
vehicle to transition from the drift state to the normal
traveling state according to the decay duration; and
controlling, based on the decay duration being less than
the shortest drift duration, the virtual vehicle to tran-
sition from the drift state to the normal traveling state
according to the shortest drift duration.
12. A drift apparatus for a virtual vehicle in a virtual
world, comprising:
at least one memory configured to store program code;
and
at least one processor configured to read the program code
and operate as instructed by the program code, the
program code comprising:
interaction code configured to cause at least one of the
at least one processor to receive an operation start
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event with respect to a target interaction control that
is provided on a user interface of an application
while a virtual vehicle in a virtual world in the
application is in a normal traveling state; and

control code configured to cause at least one of the at
least one processor to control, according to the
operation start event, the virtual vehicle to enter a
drift state in the virtual world,

the control code being further configured cause at least

one of the at least one processor to, after an operation
end event with respect to the target interaction control
is received, control the virtual vehicle to remain in the
drift state based on an angle between a vehicle head
direction and a traveling direction being greater than or
equal to a first threshold.

13. The apparatus according to claim 12, wherein the
control code is further configured to cause at least one of the
at least one processor to increase a dynamic drift-holding
traction on the virtual vehicle along the vehicle head direc-
tion based on the angle between the vehicle head direction
and the traveling direction being greater than the first
threshold after the operation end event corresponding to the
target interaction control is received, the dynamic drift-
holding traction being used for controlling the virtual
vehicle to remain in the drift state.

14. The apparatus according to claim 12, wherein the
control code is further configured to cause at least one of the
at least one processor to change a ground friction of the
virtual vehicle from a first friction value to a second friction
value based on the angle between the vehicle head direction
and the traveling direction being greater than or equal to the
first threshold after the operation end event corresponding to
the target interaction control is received, the first friction
value being greater than the second friction value.

15. The apparatus according to claim 12, wherein the
control code is further configured to cause at least one of the
at least one processor to continuously increase an attribute
value of the virtual vehicle during the drift state, activate an
acceleration control of the virtual vehicle on the user inter-
face based on the attribute value reaching a trigger threshold,
and control the virtual vehicle to accelerate based on a
trigger signal with respect to the acceleration control being
received.

16. The apparatus according to claim 12, wherein the
control code is further configured to cause at least one of the
at least one processor to control the virtual vehicle to restore

14
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the normal traveling state, based on the angle between the
vehicle head direction and the traveling direction being less
than the first threshold while the virtual vehicle is in the drift
state.
17. The apparatus according to claim 16, wherein the
control code is further configured to cause at least one of the
at least one processor to switch a dynamic drift-holding
traction of the virtual vehicle to a normal traveling traction,
the dynamic drift-holding traction being used for controlling
the virtual vehicle to remain in the drift state and the normal
traveling traction being used for controlling the virtual
vehicle to enter the normal traveling state, and the dynamic
drift-holding traction being greater than the normal traveling
traction.
18. The apparatus according to claim 16, wherein the
control code is further configured to cause at least one of the
at least one processor to change a ground friction of the
virtual vehicle from a second friction value to a first friction
value based on the angle between the vehicle head direction
and the traveling direction being less than the first threshold
while the virtual vehicle is in the drift state, the second
friction value being a friction value at which the virtual
vehicle remains in the drift state, and the first friction value
being greater than the second friction value.
19. A terminal, comprising a processor and a memory, the
memory storing computer-readable instructions, the com-
puter-readable instructions, when being executed by the
processor, causing the processor to perform operations in the
method according to claim 1.
20. A non-transitory computer-readable storage medium,
storing computer-readable instructions, the computer-read-
able instructions, when executed by one or more processors,
causing the one or more processors to perform:
receiving an operation start event with respect to a target
interaction control that is provided on a user interface
of an application while a virtual vehicle in a virtual
world in the application is in a normal traveling state;

controlling, according to the operation start event, the
virtual vehicle to enter a drift state in the virtual world;
and

after an operation end event with respect to the target

interaction control is received, controlling the virtual
vehicle to remain in the drift state based on an angle
between a vehicle head direction and a traveling direc-
tion being greater than or equal to a first threshold.
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