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A terminal displays, in a first virtual scene corresponding to a first map, a virtual
object and at least one interactable object including a target interactable object

—— 101

A

4

Control, in response to a target interaction instruction, the virtual object to
perform a target interaction operation on the target interactable object

—— 102

A

4

Teleport, when the target interaction operation is performed, at least one of the

virtual object or the target interactable object to a second virtual scene — 103

corresponding to a second map, the second virtual scene being independent of
first virtual scene

FIG. 7
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const NavMeshInstanceHandle& navMeshlnstance = SGameDesk->Navigation->GetNavMes hInstance (isActorlgnoreNavMesh,
isWallNavMesh, actorCamp);

i{f m@@@@“@l\ 2401

result. navLoc =srcLoc;
result. collided = true;
retum;

§
if (delta. datax = 0 && delta. data.z == 0)

result. navLoc =srcLoc;
result. collided = true;

returm;
int32 edge=-1;
VInt3 srcLocalPos, destLocalPos;
NavLoc destLoc = srcLoc + delta; / 2402

ConstNavNodePtr node = NULL; Fr——

const NavMeshHandle& navMesh = navMeshInstancez>FindNodg(node, srcLoc, destLoc, edge, srcLocalPos, destLocalPos,
entity->GetLayerFlag());

if (! node)

result. navLoc =srcLoc;
result. collided = true;
retumn;
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