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A terminal displays a virtual scene including a first virtual object and at
least one second virtual object 101

Y

Display mark prompt information when a target second virtual object
performs a marking operation for target content in the virtual scene to
cause a mark to be carried in the target content 102

Y

Switch a display state of the mark in the virtual scene from an original
state to a prompt state when a trigger operation for the mark prompt
information is received, and display the mark in the prompt state in the
virtual scene, the mark in the prompt state being configured for

prompting a location of the target content in the virtual scene _— 103
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A terminal receives an input operation for item requirement information,
the item requirement information being configured for indicating that a
first virtual object has a requirement for an item of a target type __—~ 201

Y

Display the input item requirement information in response to the input
operation, and display at least one piece of target mark prompt
information associated with the item of the target type, a mark

corresponding to target mark prompt information being in an 202
unresponsive state "
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Information setting interface

Respond to content based on the @)
player level

Player level reaches level 4

+/ Player level is higher than the level of the
player who performs the marking operation

( OK ) (Cancel)

FIG. 11

A terminal displays a field of view adjustment icon in an associated
display area of mark prompt information

_—~ 301

Y

Adjust content in a field of view of a first virtual object in a virtual
scene based on the field of view adjustment instruction when a field of
view adjustment instruction triggered based on the field of view
adjustment icon is received

_—~ 302

FIG. 12

A terminal obtains a drag distance for a field of view adjustment icon
when a drag operation for the field of view adjustment icon is received

L~ 401

Y

Switch a display state of a mark in a virtual scene from an original state
to a prompt state when the drag distance does not exceed a first distance
threshold, and display the mark in the prompt state in the virtual scene

_—~ 402

Y

Receive a field of view adjustment instruction when the drag distance
exceeds the first distance threshold and does not exceed a second
distance threshold, the first distance threshold being less than the second
distance threshold

— 403
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A terminal adjusts content in a field of view of a virtual object in a
virtual scene based on a drag distance, to adjust a distance between
target content and a crosshair, the distance between the target content
and the crosshair being in a negative correlation with the drag distance

v

Display, during adjusting content in a field of view of a first virtual
object, a field of view reset function item when a drag operation is

__—~ 501

released _—~ 502
Restore the content in the field of view of the first virtual object to
content in an initial field of view before adjustment in response to a
trigger operation for the field of view reset function item — 503
(-
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Marked points are divided into: ordinary mark and supply mark

© Change a style according to a type of a content marked point
@ Change a color according to a player number
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Ordinary Supply mark (replaced according Nurilber Nur;ber NurilglberNurér‘lber

marked point to a corresponding supply)
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Hot zone (interactive area) description
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If a drag distance is between 0 px and  If a drag distance is between 6 px and 90
5 px, it is not determined as a drag, pX, a lens moves a corresponding distance
but a tap/click according to a mapping relationship

location!

If a drag distance is greater than 90 px, a lens
moves to a location of a corresponding marked
point and response is automatically carried out
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1. There is a player that marks a point

2. Determine a type of the marked point by
the player

Ordinary marked point

3. Display an ordinary marked
point graphic

Supply marked point

4. Determine a specific supply marked
by the player

5. Read a corresponding graphic to display

6. Determine a

player number

7. Read a corresponding color value and replace a color of a box

8. Display in a communication list in a team and
end the process

FIG. 19
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1. A player performs an interactive operation on marked point information

2. Determine whether the player puts the finger in a hot zone
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