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FIG. 1 

A terminal displays a virtual scene image on a terminal screen, the virtual 
scene image including a controlled virtual object in a virtual scene, the 

controlled virtual object being a virtual object currently controlled by the 
terminal

The terminal displays the controlled virtual object at a target position of the 
terminal screen in a case that the controlled virtual object belongs to a first 
camp, the first camp being a camp located at the upper right of the virtual 

scene, the target position being offset to the upper right relative to a central 
position of the terminal screen
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A terminal displays a virtual scene image on a terminal screen, the virtual scene 
image including a controlled virtual object in a virtual scene, the controlled 

virtual object being a virtual object currently controlled by the terminal

The terminal obtains a target offset and a first scene position of the controlled 
virtual object in the virtual scene in a case that the controlled virtual object 

belongs to a first camp, the target offset being used for adjusting a position of 
the controlled virtual object displayed on the terminal screen
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The terminal determines a second scene position according to the target offset 
and the first scene position

The terminal moves a camera lens, so that a lens projection point is moved to the 
second scene position, and the controlled virtual object is displayed at the target 

position of the terminal screen, the camera lens being used for photographing 
the virtual scene to obtain the virtual scene image displayed on the terminal 
screen, the lens projection point being a scene position corresponding to the 
camera lens in the virtual scene, the target position being offset to the upper 

right relative to a central position of the terminal screen

The terminal controls the controlled virtual object to be displayed at the central 
position of the terminal screen in response to that the controlled virtual object 
belongs to a second camp, the second camp being a camp located at the lower 

left of the virtual scene
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Game starts

A terminal sets a scene position O of a lens 
projection point of a camera lens to coincide 
with a scene position A where the controlled 

virtual object is born, where position 
coordinates are expressed as AO

Determine 
whether the controlled virtual 

object belongs to the red side or 
the blue side

Set an offset OP to be
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projection point F(A)=AO+OP
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