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FIG. 1a 

Display a game picture, the game picture including a candidate 
skill region

Determine a target skill based on a skill selection operation for the 
candidate skill region

Display a virtual joystick object on the game picture

Calculate, in a case that a movement operation for the virtual 
joystick object is detected, at least one skill generation position of 

the target skill based on the movement operation

Generate a skill effect model of the target skill at the at least one 
skill generation position in a case that a cast operation performed 

by a user for the virtual joystick object is detected
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