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Second virtual object

First virtual object
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A terminal obtains a locking area of a first virtual object

The terminal obtains a position of an aiming point of a second virtual 
object

201

202

The terminal starts timing

203
The aiming point is 

located in a locking area

The aiming point is located 
outside the locking area

The terminal displays locking 
complete prompt information at the 

position of the aiming point in a 
case that the measured time reaches 

target duration

The terminal controls, in a case that 
the aiming point is located in an 

under-attack area of the first virtual 
object, the second virtual object to 

perform automatic shooting

The terminal controls, in a case that 
a stop condition is met, the second 

virtual object to stop automatic 
shooting

The terminal ends the timing in a 
case that the measured time does 

not reach the target duration and the 
aiming point moves outside the 

locking area
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Locking area

 

FIG. 3 

Locking 
area

Virtual 
itemPosition of an 

aiming point
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Locking preparation 
prompt information
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Locking complete 
prompt information
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Start

Turn on an autofire 
setting
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Enter a fire 
countdown state Yes

No

Yes

No

No

No

Yes
Fire

End

Yes

Hold fire

No

Does a 
weapon meet an autofire 

condition?

Detect, by 
using a ray, whether a 

locking frame on an enemy is 
being aimed at?

Does the 
countdown end?

Is a damage 
collision detection frame 

being aimed at?

Detect whether 
the ray leaves the damage 

collision detection frame or 
whether bullets are 

exhausted
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Obtaining module

1401

Display module

1402

Apparatus for controlling shooting of a virtual 
object

Control module
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