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VIRTUAL OBJECT CONTROL METHOD AND APPARATUS, 

DEVICE, AND STORAGE MEDIUM 

[0001] This application claims priority to Chinese Patent Application No. 202010350845.9, 

filed on April 28, 2020 and entitled "VIRTUAL OBJECT CONTROL METHOD AND 

APPARATUS, DEVICE, AND STORAGE MEDIUM", which is incorporated herein by reference 5 

in its entirety. 

FIELD OF THE TECHNOLOGY 

[0002] This application relates to the field of virtual scene technologies, and in particular, to 

a virtual object control method and apparatus, a device, and a storage medium. 

BACKGROUND OF THE DISCLOSURE 10 

[0003] In an application supporting a virtual scene, a user may control a virtual object in the 

virtual scene by setting a virtual control in the virtual scene. 

[0004] In the related art, there are usually a plurality of virtual controls in the virtual scene, 

and during using, the plurality of virtual controls coordinate with each other to control a 

controllable object. 15 

[0005] When there are a plurality of controllable objects in the virtual scene, the user may 

control one selected controllable object by using the virtual control. 

[0006] However, when the user needs to control another controllable object, the user needs 

to switch to select the another controllable object through a switching operation before switching to 

control the controllable object, which causing relatively low control efficiency. 20 

SUMMARY 

[0007] Embodiments of this application provide a virtual object control method and 

apparatus, a device, and a storage medium, which may improve control efficiency for a controlled 

object and save processing resources and power resources of a terminal. The technical solutions are 

as follows: 25 

[0008] According to an aspect, a virtual object control method is provided, performed by a 

terminal, the method including: 

[0009] displaying a first scene picture in a virtual scene interface used for presenting a 

virtual scene, the first scene picture being a picture of the virtual scene observed from a viewing 
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angle corresponding to a virtual summoned object in the virtual scene, the virtual scene interface 

including a summoned object controlling control and a character controlling control; 

[0010] displaying, in response to a first touch operation on the summoned object controlling 

control, that the virtual summoned object moves in the virtual scene based on operation information 

of the first touch operation; and 5 

[0011] displaying, in a movement process of the virtual summoned object in the virtual 

scene based on the operation information and in response to a second touch operation on the 

character controlling control, that a virtual character performs a behavior action corresponding to 

the character controlling control. 

[0012] According to an aspect, a virtual object control method is provided, performed by a 10 

terminal, the method including: 

[0013] presenting a first picture in a virtual scene interface used for presenting a virtual 

scene, the first picture being a picture of the virtual scene observed from a viewing angle 

corresponding to a virtual character in the virtual scene, the virtual scene interface including a 

summoned object controlling control and a character controlling control; 15 

[0014] presenting a second picture in the virtual scene interface in response to receiving a 

click operation on the summoned object controlling control, the second picture being a picture that 

the virtual character summons a virtual summoned object in the virtual scene; 

[0015] presenting a third picture and a fourth picture in response to receiving a press 

operation on the summoned object controlling control, the third picture being a picture of the virtual 20 

scene observed from a viewing angle corresponding to the virtual summoned object, the fourth 

picture being a thumbnail picture of the first picture, the fourth picture being superimposed and 

displayed on an upper layer of the first picture, and a size of the fourth picture being less than that 

of the third picture; 

[0016] presenting a fifth picture in response to receiving a slide operation on the summoned 25 

object controlling control, the fifth picture being a picture of controlling the virtual summoned 

object to move in the virtual scene based on operation information of the slide operation; and 

[0017] updating and displaying the fourth picture into a sixth picture in response to 

receiving a trigger operation on the character controlling control in a process of presenting the fifth 

picture, the sixth picture being a picture that the virtual character performs a behavior action 30 

corresponding to the character controlling control. 

[0018] According to an aspect, a virtual object control apparatus is provided, including: 
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[0019] a first display module, configured to display a first scene picture in a virtual scene 

interface used for presenting a virtual scene, the first scene picture being a picture of the virtual 

scene observed from a viewing angle corresponding to a virtual summoned object in the virtual 

scene, the virtual scene interface including a summoned object controlling control and a character 

controlling control; 5 

[0020] a first control module, configured to display, in response to a first touch operation on 

the summoned object controlling control, that the virtual summoned object moves in the virtual 

scene based on operation information of the first touch operation; and 

[0021] a second control module, configured to display, in a movement process of the virtual 

summoned object in the virtual scene based on operation information of the first touch operation 10 

and in response to a second touch operation on the character controlling control, that a virtual 

character performs a behavior action corresponding to the character controlling control. 

[0022] In a possible implementation, before the first display module displays a first scene 

picture in a virtual scene interface in response to that a virtual summoned object corresponding to a 

virtual character exists in a virtual scene, the apparatus further includes: 15 

[0023] a second display module, configured to display a second scene picture in the virtual 

scene interface in response to that the virtual summoned object corresponding to the virtual 

character does not exist in the virtual scene, the second scene picture being a picture of the virtual 

scene observed from a viewing angle corresponding to the virtual character; and 

[0024] a third control module, configured to control, in response to receiving a third touch 20 

operation on the summoned object controlling control, the virtual character to summon the virtual 

summoned object in the virtual scene. 

[0025] In a possible implementation, the first display module is configured to switch, in 

response to receiving a fourth touch operation on the summoned object controlling control, a scene 

picture in the virtual scene interface from the second scene picture to the first scene picture for 25 

displaying, 

[0026] the fourth touch operation being performed after the third touch operation. 

[0027] In a possible implementation, the apparatus further includes: 

[0028] a third display module, configured to superimpose and display a thumbnail picture of 

the second scene picture on an upper layer of the first scene picture, a size of the thumbnail picture 30 

being less than a size of the first scene picture. 

[0029] In a possible implementation, the apparatus further includes: 
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[0030] a switching module, configured to switch display positions of the first scene picture 

and the second scene picture in response to receiving a picture switching operation. 

[0031] In a possible implementation, the apparatus further includes: 

[0032] a restoration module, configured to restore and display the second scene picture in 

the virtual scene interface in response to that a picture restore condition is met, 5 

[0033] the picture restore condition including that: 

[0034] a trigger operation on a controlling release control in the virtual scene interface is 

received; 

[0035] a triggered effect corresponding to the virtual summoned object is triggered; or 

[0036] a duration after the virtual summoned object is summoned reaches a preset valid 10 

duration. 

[0037] In a possible implementation, the first control module includes: 

[0038] an obtaining submodule, configured to obtain, in response to the first touch operation 

on the summoned object controlling control, an offset angle of the virtual summoned object relative 

to an initial direction based on the operation information of the first touch operation; and 15 

[0039] a control submodule, configured to control a movement direction of the virtual 

summoned object in the virtual scene according to the offset angle. 

[0040] In a possible implementation, the operation information includes a relative direction, 

the relative direction being a direction of an operation position of the first touch operation relative 

to a center position of the summoned object controlling control; and 20 

[0041] the control submodule is configured to: determine a target offset angle of the virtual 

summoned object relative to the initial direction based on the relative direction; 

[0042] obtain the target offset angle as the offset angle in response to that the target offset 

angle is within a deflectable angle range; 

[0043] obtain, in response to that the target offset angle is greater than an angle upper limit 25 

of the deflectable angle range, the angle upper limit as the offset angle; and 

[0044] obtain, in response to that the target offset angle is less than an angle lower limit of 

the deflectable angle range, the angle lower limit as the offset angle. 

[0045] In a possible implementation, the apparatus further includes: 
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[0046] a first presentation module, configured to present an angle indicator pattern 

corresponding to the virtual summoned object in the first scene picture, the angle indicator pattern 

being used for indicating the deflectable angle range. 

[0047] In a possible implementation, the apparatus further includes: 

[0048] a second presentation module, configured to present an angle indicator identifier in 5 

the first scene picture, the angle indicator identifier being used for indicating a movement direction 

of the virtual summoned object in the first scene picture. 

[0049] According to an aspect, a virtual object control apparatus is provided, including: 

[0050] a first presentation module, configured to present a first picture in a virtual scene 

interface used for presenting a virtual scene, the first picture being a picture of the virtual scene 10 

observed from a viewing angle corresponding to a virtual character in the virtual scene, the virtual 

scene interface including a summoned object controlling control and a character controlling control; 

[0051] a second presentation module, configured to present a second picture in the virtual 

scene interface in response to receiving a click operation on the summoned object controlling 

control, the second picture being a picture that the virtual character summons a virtual summoned 15 

object in the virtual scene; 

[0052] a third presentation module, configured to present a third picture and a fourth picture 

in response to receiving a press operation on the summoned object controlling control, the third 

picture being a picture of the virtual scene observed from a viewing angle corresponding to the 

virtual summoned object, the fourth picture being a thumbnail picture of the first picture, the fourth 20 

picture being superimposed and displayed on an upper layer of the first picture, and a size of the 

fourth picture being less than that of the third picture; 

[0053] a fourth presentation module, configured to present a fifth picture in response to 

receiving a slide operation on the summoned object controlling control, the fifth picture being a 

picture of controlling the virtual summoned object to move in the virtual scene based on operation 25 

information of the slide operation; and 

[0054] a fifth presentation module, configured to update and display the fourth picture into a 

sixth picture in response to receiving a trigger operation on the character controlling control in a 

process of presenting the fifth picture, the sixth picture being a picture that the virtual character 

performs a behavior action corresponding to the character controlling control. 30 

[0055] According to an aspect, a computer device is provided, including a processor and a 

memory, the memory storing at least one instruction, at least one program, a code set, or an 
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instruction set, and the at least one instruction, the at least one program, the code set, or the 

instruction set being loaded and executed by the processor to implement the foregoing virtual object 

control method. 

[0056] According to an aspect, a computer-readable storage medium is provided, storing at 

least one instruction, at least one program, a code set, or an instruction set, the at least one 5 

instruction, the at least one program, the code set, or the instruction set being loaded and executed 

by a processor to implement the foregoing virtual object control method. 

[0057] The technical solutions provided in this application may include the following 

beneficial effects: 

[0058] When controlling a virtual summoned object to move in a virtual scene by using a 10 

summoned object controlling control, a behavior action of a virtual character in the virtual scene 

may be directly controlled by using a character controlling control in the virtual scene. Therefore, a 

plurality of virtual objects may be controlled in a virtual scene at the same time without an 

additional switching operation, so as to improve control efficiency for a virtual object. 

[0059] In addition, in this embodiment of this application, a plurality of virtual objects in a 15 

virtual scene may be controlled simultaneously, and therefore, a switching operation for changing a 

controlled object is reduced, human-machine interaction efficiency is improved, and waste of 

processing resources and power resources of a terminal is further reduced. 

[0060] It is to be understood that the foregoing general descriptions and the following 

detailed descriptions are only exemplary and explanatory, and cannot limit this application. 20 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0061] Accompanying drawings herein are incorporated into the specification and constitute 

a part of this specification, show embodiments that conform to this application, and are used for 

describing a principle of this application together with this specification. 

[0062] FIG. 1 is a structural block diagram of a computer system according to an exemplary 25 

embodiment of this application. 

[0063] FIG. 2 is a schematic diagram of a map provided in a MOBA game virtual scene 

according to an exemplary embodiment of this application. 

[0064] FIG. 3 is a flowchart of a virtual object control method according to an exemplary 

embodiment of this application. 30 
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[0065] FIG. 4 is a schematic diagram of a first scene picture according to an exemplary 

embodiment of this application. 

[0066] FIG. 5 is a flowchart of a virtual object control method according to an exemplary 

embodiment of this application. 

[0067] FIG. 6 is a schematic diagram of a second scene picture according to an exemplary 5 

embodiment of this application. 

[0068] FIG. 7 is a schematic diagram of an angle indicator pattern in a first scene picture 

according to an exemplary embodiment of this application. 

[0069] FIG. 8 is a schematic diagram of a virtual scene interface according to an exemplary 

embodiment of this application. 10 

[0070] FIG. 9 is a schematic diagram of a first scene picture according to an exemplary 

embodiment of this application. 

[0071] FIG. 10 is a schematic diagram in which a second scene picture is superimposed and 

displayed on an upper layer of a first scene picture according to an exemplary embodiment of this 

application. 15 

[0072] FIG. 11 is a schematic diagram of a virtual scene interface according to an 

exemplary embodiment of this application. 

[0073] FIG. 12 is a flowchart of a virtual object control method according to an exemplary 

embodiment of this application. 

[0074] FIG. 13 is a flowchart of a virtual object control method according to an exemplary 20 

embodiment of this application. 

[0075] FIG. 14 is a structural block diagram of a virtual object control apparatus according 

to an exemplary embodiment of this application. 

[0076] FIG. 15 is a structural block diagram of a virtual object control apparatus according 

to an exemplary embodiment of this application. 25 

[0077] FIG. 16 is a structural block diagram of a computer device according to an 

exemplary embodiment. 

[0078] FIG. 17 is a structural block diagram of a computer device according to an 

exemplary embodiment. 
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DESCRIPTION OF EMBODIMENTS 

[0079] Exemplary embodiments are described in detail herein, and examples thereof are 

shown in the accompanying drawings. When the following descriptions are made with reference to 

the accompanying drawings, unless indicated otherwise, same numbers in different accompanying 

drawings represent same or similar elements. The following implementations described in the 5 

following exemplary embodiments do not represent all implementations that are consistent with this 

application. On the contrary, the implementations are merely examples of apparatuses and methods 

that are described in detail in the appended claims and that are consistent with some aspects of this 

application. 

[0080] It is to be understood that "a number of" means one or more, and "plurality of" 10 

mentioned in this specification means two or more. "And/or" describes an association relationship 

for associated objects and represents that three relationships may exist. For example, A and/or B 

may represent the following three cases: only A exists, both A and B exist, and only B exists. The 

character "/" generally indicates an "or" relationship between the associated objects. 

[0081] this application provides a virtual object control method, which may improve control 15 

efficiency for a virtual object. For ease of understanding, several terms involved in this application 

are explained below. 

[0082] 1. Virtual scene

[0083] Virtual scene is a scene displayed (or provided) when an application is run on a 

terminal. The virtual scene may be a simulated environment scene of a real world, or may be a 20 

semi-simulated semi-fictional three-dimensional (3D) environment scene, or may be an entirely 

fictional 3D environment scene. The virtual scene may be any one of a two-dimensional virtual 

scene, a 2.5-dimensional virtual scene, and a 3D virtual scene, and description is made by using an 

example in which the virtual scene is a 3D virtual scene in the following embodiments, but this is 

not limited. Optionally, the virtual scene is further used for a virtual scene battle between at least 25 

two virtual characters. Optionally, the virtual scene further has virtual resources that may be used 

for at least two virtual characters. Optionally, a map is displayed in a virtual scene interface of the 

virtual scene. The map may be used for presenting positions of a virtual element and/or a virtual 

character in a virtual scene, or may be used for presenting states of a virtual element and/or a virtual 

character in a virtual scene. Optionally, the virtual scene includes a square map. The square map 30 

includes a lower left corner region and an upper right corner region that are symmetrical. Virtual 

characters on two opposing camps occupy the regions respectively, and the objective of each side is 

to destroy a target building/fort/base/crystal deep in the opponent's region to win victory. 
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[0084] 2. Virtual character

[0085] Virtual character is a movable object in the virtual scene. The movable object may 

be at least one of a virtual human, a virtual animal, and an animated human character. Optionally, 

when the virtual scene is a 3D virtual scene, the virtual character may be a 3D model. Each virtual 

character has a shape and a volume in the 3D virtual scene, and occupies some space in the 3D 5 

virtual scene. Optionally, the virtual character is a 3D character constructed based on 3D human 

skeleton technology. The virtual character wears different skins to implement different appearances. 

In some implementations, the virtual character may also be implemented by using a 

2.5-dimensional model or a two-dimensional model, which is not limited in the embodiments of this 

application. 10 

[0086] 3. Multiplayer Online Battle Arena (MOBA)

[0087] MOBA is an arena game in which different virtual teams on at least two opposing 

camps occupy respective map regions on a map provided in a virtual scene, and compete against 

each other using specific victory conditions as goals. The victory condition includes, but is not 

limited to: occupying forts or destroy forts of the opposing camps, killing virtual characters in the 15 

opposing camps, surviving in a specified scenario and time, seizing a specific resource, and 

outscoring the opposing camp within a specified time. The battle arena game may take place in 

rounds. The same map or different maps may be used in different rounds of the battle arena game. 

Each virtual team includes one or more virtual characters, for example, 1 virtual character, 3 virtual 

characters, or 5 virtual characters. 20 

[0088] 4. MOBA game

[0089] MOBA game is a game in which a number of forts are provided in a virtual world, 

and users on different camps control virtual characters to battle in the virtual world, occupy forts or 

destroy forts of the opposing camp. For example, in the MOBA game, the users may be divided into 

two opposing camps. The virtual characters controlled by the users are scattered in the virtual world 25 

to compete against each other, and the victory condition is to destroy or occupy all enemy forts. The 

MOBA game takes place in rounds. A duration of a round of the MOBA game is from a time point 

at which the game starts to a time point at which the victory condition is met. 

[0090] 5. Controlling control

[0091] In this application, the controlling includes a character controlling control and a 30 

summoned object controlling control. 
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[0092] The character controlling control is preset in a virtual scene and is configured to 

control a controllable virtual character in the virtual scene. 

[0093] The summoned object controlling control is preset in a virtual scene and is 

configured to control a virtual summoned object in the virtual scene. The virtual summoned object 

may be a virtual thing generated by a virtual character triggering a skill, for example, the virtual 5 

summoned object may be a virtual arrow or a virtual missile. 

[0094] Optionally, the virtual summoned object may also be a virtual prop provided in a 

virtual scene, and alternatively, may also be a controllable unit (for example, a monster or a creep) 

in a virtual scene. 

[0095] FIG. 1 is a structural block diagram of a computer system according to an exemplary 10 

embodiment of this application. The computer system 100 includes: a first terminal 110, a server 

cluster 120, and a second terminal 130. 

[0096] A client 111 supporting a virtual scene is installed and run on the first terminal 110, 

and the client 111 may be a multiplayer online battle program. When the first terminal runs the 

client 111, a user interface (UI) of the client 111 is displayed on a screen of the first terminal 110. 15 

The client may be any one of a military simulation program, a MOBA game, a battle royale 

shooting game, and a simulation game (SLG). In this embodiment, an example in which the client is 

a client of a MOBA game is used for description. The first terminal 110 is a terminal used by a first 

user 101. The first user 101 uses the first terminal 110 to control a first virtual character located in a 

virtual scene to perform activities, and the first virtual character may be referred to as a master 20 

virtual character of the first user 101. The activities of the first virtual character include, but are not 

limited to: adjusting body postures, crawling, walking, running, riding, flying jumping, driving, 

picking-up, shooting, attacking, and throwing. For example, the first virtual character is a first 

virtual human, for example, a simulated human character or an animated human character. 

[0097] A client 131 supporting a virtual scene is installed and run on the second terminal 25 

130, and the client 131 may be a multiplayer online battle program. When the second terminal 130 

runs the client 131, a UI of the client 131 is displayed on a screen of the second terminal 130. The 

client may be any one of a military simulation program, a MOBA game, a battle royale shooting 

game, and an SLG. In this embodiment, an example in which a client is a MOBA game is used for 

description. The second terminal 130 is a terminal used by a second user 102. The second user 102 30 

uses the second terminal 130 to control a second virtual character located in a virtual scene to 

perform activities, and the second virtual character may be referred to as a master virtual character 
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of the second user 102. For example, the second virtual character is a second virtual human, for 

example, a simulated human character or an animated human character. 

[0098] Optionally, the first virtual human and the second virtual human are located in the 

same virtual scene. Optionally, the first virtual human and the second virtual human may belong to 

the same camp, the same team, or the same organization, are friends, or have a temporary 5 

communication permission. Optionally, the first virtual human and the second virtual human may 

belong to different camps, different teams, or different organizations, or are enemies to each other. 

[0099] Optionally, the client installed on the first terminal 110 is the same as the client 

installed on the second terminal 130, or the clients installed on the two terminals are clients of the 

same type on different operating system platforms (Android system or iOS system). The first 10 

terminal 110 may generally refer to one of a plurality of terminals, and the second terminal 130 may 

generally refer to another one of the plurality of terminals. In this embodiment, the first terminal 

110 and the second terminal 130 are merely used as an example for description. The first terminal 

110 and the second terminal 130 are of the same or different device types, and the device type 

includes at least one of a smartphone, a tablet computer, an e-book reader, a moving picture experts 15 

group audio layer III (MP3) player, a moving picture experts group audio layer IV (MP4) player, a 

laptop, and a desktop computer. 

[0100] The first terminal 110, the second terminal 130, and the another terminal 140 are 

connected to the server cluster 120 by a wireless network or a wired network. 

[0101] The server cluster 120 includes at least one of one server, a plurality of servers, a 20 

cloud computing platform, and a virtualization center. The server cluster 120 is configured to 

provide a background service for a client supporting a 3D virtual scene. Optionally, the server 

cluster 120 is responsible for primary computing work, and the terminal is responsible for 

secondary computing work; or the server cluster 120 is responsible for secondary computing work, 

and the terminal is responsible for primary computing work; or the server cluster 120 and the 25 

terminals perform collaborative computing by using a distributed computing architecture among 

each other. 

[0102] In a schematic example, the server cluster 120 includes a server 121 and a server 126. 

The server 121 includes a processor 122, a user account database 123, a battle service module 124, 

and a user-oriented input/output (I/O) interface 125. The processor 122 is configured to load 30 

instructions stored in the server 121, and process data in the user account database 121 and the 

battle service module 124. The user account database 121 is configured to store data of user 

accounts used by the first terminal 110, the second terminal 130, and the other terminals 140, for 
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example, avatars of the user accounts, nicknames of the user accounts, battle effectiveness indexes 

of the user accounts, and service zones of the user accounts. The battle service module 124 is 

configured to provide a plurality of battle rooms for the users to battle, for example, a 1V1 battle 

room, a 3V3 battle room, a 5V5 battle room, and the like. The user-oriented I/O interface 125 is 

configured to establish communication between the first terminal 110 and/or the second terminal 5 

130 via a wireless network or a wired network for data exchange. Optionally, a smart signal module 

127 is disposed in the server 126, and the smart signal module 127 is configured to implement a 

virtual image presentation method for a virtual object provided in the following embodiment. 

[0103] FIG. 2 is a schematic diagram of a map provided in a MOBA game virtual scene 

according to an exemplary embodiment of this application. The map 200 is in the shape of a square. 10 

The map 200 is divided diagonally into a lower left triangular region 220 and an upper right 

triangular region 240. There are three lanes from a lower left corner of the lower left triangular 

region 220 to an upper right corner of the upper right triangular region 240: a top lane 21, a middle 

lane 22, and a bottom lane 23. In a typical round of battle, 10 virtual characters are needed, which 

are divided into two camps to battle. 5 virtual characters in a first camp occupy the lower left 15 

triangular region 220, and 5 virtual characters in a second camp occupy the upper right triangular 

region 240. A victory condition for the first camp is to destroy or occupy all forts of the second 

camp, and a victory condition for the second camp is to destroy or occupy all forts of the first camp. 

[0104] For example, the forts of the first camp include 9 turrets 24 and a first base 25.  

Among the 9 turrets 24, there are respectively 3 turrets on the top lane 21, the middle lane 22, and 20 

the bottom lane 23. The first base 25 is located at the lower left corner of the lower left triangular 

region 220. 

[0105] For example, the forts of the second camp include 9 turrets 24 and a second base 26. 

Among the 9 turrets 24, there are respectively 3 turrets on the top lane 21, the middle lane 22, and 

the bottom lane 23. The second base 26 is located at the upper right corner of the upper right 25 

triangular region 220. 

[0106] A position in which a dashed line is located in FIG. 2 may be referred to as a river 

channel region. The river channel region is a common region of the first camp and the second camp, 

and is also a border region between the lower left triangular region 220 and the upper right 

triangular region 240. 30 

[0107] The MOBA game requires the virtual characters to obtain resources in the map 200 

to improve combat capabilities of the virtual characters. The resources include: 
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[0108] 1. Creeps periodically appear on the top lane 21, the middle lane 22, and the bottom 

lane 23. When a creep is killed, a virtual character nearby obtains experience values and gold coins. 

[0109] 2. The map may be divided into 4 triangular regions A, B, C, and D by the middle 

lane (a diagonal line from the lower left corner to the upper right corner) and the river channel 

region (a diagonal line from an upper left corner to a lower right corner) as division lines. Monsters 5 

are periodically refreshed in the 4 triangular regions A, B, C, and D, and when a monster is killed, a 

virtual character nearby obtains experience values, gold coins, and BUFF effects. 

[0110] 3. A big dragon 27 and a small dragon 28 are periodically refreshed at two 

symmetric positions in the river channel region. When the big dragon 27 and the small dragon 28 

are killed, each virtual character in a killer party camp obtains experience values, gold coins, and 10 

BUFF effects. The big dragon 27 may be referred to as a "dominator", a "Caesar", or other names, 

and the small dragon 28 may be referred to as a "tyrant", a "magic dragon", or other names. 

[0111] In an example, the top lane and the bottom lane of the river channel each have a gold 

coin monster, which appears at the 30th second of the game. After the gold coin monster is killed, a 

virtual character nearby obtains gold coins, and the gold coin monster is refreshed after 70 seconds. 15 

[0112] Region A has a red BUFF, two normal monsters (a pig and a bird), and a tyrant (a 

small dragon). The red BUFF and the monsters appear at the 30th second of the game, the normal 

monsters are refreshed after 70 seconds upon being killed, and the red BUFF is refreshed after 90 

seconds upon being killed. 

[0113] The tyrant appears at the 2nd minute of the game, and is refreshed after 3 minutes 20 

upon being killed. All teammates of the killer obtain gold coins and experience values after the 

tyrant is killed. The tyrant falls into darkness at the 9th minute and 55th second, and a dark tyrant 

appears at the 10th minute. A revenge BUFF of the tyrant is obtained by a virtual character who 

kills the dark tyrant. 

[0114] Region B has a blue BUFF and two normal monsters (a wolf and a bird). The blue 25 

BUFF also appears at the 30th second and is refreshed after 90 seconds upon being killed. 

[0115] Region C is the same as the region B, has a blue BUFF and two normal monsters (a 

wolf and a bird). Similarly, the blue BUFF also appears at the 30th second and is refreshed after 90 

seconds upon being killed. 

[0116] Region D is similar to the region A, has a red BUFF and two normal monsters (a pig 30 

and a bird). The red BUFF is also used for output increase and deceleration. There is also a 

dominator (a big dragon). The dominator appears at the 8th minute of the game and is updated after 
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5 minutes upon being killed. A dominator BUFF, a fetter BUFF, and dominate pioneers (sky 

dragons (also referred to as a bone dragon) that are manually summoned) on the lanes may be 

obtained after the dominator is killed. 

[0117] In an example, the BUFFs are explained in detail: 

[0118] The red BUFF lasts for 70 seconds and carries continuous burning injuries and 5 

deceleration with an attack. 

[0119] The blue BUFF lasts for 70 seconds, may shorten a cooling time and help to recover 

mana additionally every second. 

[0120] The dark tyrant BUFF and the fetter BUFF are obtained after the dark tyrant is 

killed. 10 

[0121] The dark tyrant BUFF increases physical attacks (80+5% of a current attack) for the 

whole team and increase magic attacks (120+5% of a current magic attack) for the entire team for 

90 seconds. 

[0122] The fetter BUFF reduces an output for the dominator by 50%, and the fetter BUFF 

does not disappear when the virtual character is killed and lasts for 90 seconds. 15 

[0123] The dominator BUFF and the fetter BUFF can be obtained by killing the dominator. 

[0124] The dominator may improve life recover and mana recover for the whole team by 

1.5% per second and last for 90 seconds. The dominator BUFF disappears when the virtual 

character is killed. 

[0125] The fetter BUFF reduces an output for the dark tyrant by 50%, and the fetter BUFF 20 

does not disappear when the virtual character is killed and lasts for 90 seconds. 

[0126] The following benefits may be obtained after the dominator is killed. 

[0127] 1. All the teammates obtain 100 gold coins, and whether a master virtual character 

has participated in fighting against the dominator or not, the master virtual character obtains effects, 

including a master virtual character that is in a resurrection CD. 25 

[0128] 2. From a moment that the dominator is killed, next three waves (three lanes) of 

creeps of the killer party are replaced with the dominant pioneers (flying dragons). The dominant 

pioneers are very strong and attack in the three lanes at the same time, which brings a great creep 

line pressure on the opposing team. The opposing team needs to defense in three lanes. An alarm of 

the dominant pioneers is shown in the map, and during the alarm, there will be a hint of the number 30 

of waves of the coming dominant pioneers (usually three waves). 
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[0129] The combat capabilities of the 10 virtual characters include two parts: level and 

equipment. The level is obtained by using accumulated experience values, and the equipment is 

purchased by using accumulated gold coins. The 10 virtual characters may be obtained by matching 

10 user accounts online by a server. For example, the server matches 2, 6, or 10 user accounts 

online for competition in the same virtual world. The 2, 6, or 10 virtual characters are on two 5 

opposing camps. The two camps have the same quantity of corresponding virtual characters. For 

example, there are 5 virtual characters on each camp. Types of the 5 virtual characters may be a 

warrior character, an assassin character, a mage character, a support (or meat shield) character, and 

an archer character respectively. 

[0130] The battle may take place in rounds. The same map or different maps may be used in 10 

different rounds of battle. Each camp includes one or more virtual characters, for example, 1 virtual 

character, 3 virtual characters, or 5 virtual characters. 

[0131] There are usually a plurality of virtual controls preset in a virtual scene, generally 

including a character controlling control and a skill controlling control. The character controlling 

control is configured to control a movement of a virtual character in a virtual scene, including 15 

changing a movement direction, a movement speed, or the like of the virtual character. The skill 

controlling control is configured to control a virtual character to cast a skill, adjust a skill casting 

direction, summon a virtual prop, or the like in a virtual scene. 

[0132] Optionally, a summoned object controlling control in this embodiment of this 

application is one of skill controlling controls, and is configured to control a virtual summoned 20 

object. The virtual summoned object is a virtual object, whose movement path can be controlled in 

a virtual scene, triggered by a summoned object controlling control. That is, after being triggered in 

the virtual scene, the virtual summoned object may move a certain distance in the virtual scene. 

During a movement process of the virtual summoned object, a user may adjust a movement 

direction of the virtual summoned object to change a movement path of the virtual summoned 25 

object. 

[0133] During using the virtual summoned object, if the user needs to change the movement 

path of the virtual summoned object, the user needs to observe the virtual scene from a viewing 

angle corresponding to the virtual summoned object to determine an angle in which the virtual 

summoned object needs to deflect, so as to adjust the movement path of the virtual summoned 30 

object. In addition, the user may also need to control a virtual character using the virtual summoned 

object. Therefore, this application provides a virtual object control method which may control a 

virtual character and a virtual prop at the same time. FIG. 3 is a flowchart of a virtual object control 
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method according to an exemplary embodiment of this application. The virtual object control 

method may be performed by a terminal (for example, the client in the terminal described in the 

foregoing), or may be performed by a server, or may be performed interactively by a terminal and a 

server. The terminal and the server may be the terminal and the server in a system shown in FIG. 1. 

As shown in FIG. 3, the virtual object control method includes the following steps (310 to 330): 5 

[0134] Step 310: Display a first scene picture in a virtual scene interface used for presenting 

a virtual scene. 

[0135] Optionally, the first scene picture is a picture of the virtual scene observed from a 

viewing angle corresponding to a virtual summoned object in the virtual scene, and the virtual scene 

interface includes a summoned object controlling control and a character controlling control. In 10 

some embodiments, the first scene picture is displayed in a case that there is a summoned object 

corresponding to a virtual character in the virtual scene, and a virtual summoned object is displayed 

in the first scene picture. Optionally, the viewing angle corresponding to the virtual summoned 

object focuses on the virtual summoned object and is a viewing angle from which the virtual 

summoned object can be observed. Optionally, the viewing angle corresponding to the virtual 15 

summoned object is a viewing angle of observing the virtual summoned object from above or 

obliquely above the virtual summoned object. 

[0136] In this embodiment of this application, controllable virtual objects may include a 

movable virtual character in the virtual scene, and a controllable virtual summoned object in the 

virtual scene. 20 

[0137] Optionally, the summoned object controlling control may be configured to summon 

and control a virtual summoned object, and the summoned object controlling control is one of skill 

controlling controls in the virtual scene interface. The character controlling control is configured to 

control a virtual character to perform a corresponding behavior action in the virtual scene, for 

example, to move or cast a skill. 25 

[0138] FIG. 4 is a schematic diagram of a first scene picture according to an exemplary 

embodiment of this application. As shown in FIG. 4, a first scene picture 400 includes a summoned 

object controlling control 410 and a character controlling control 420. The summoned object 

controlling control 410 is configured to control a virtual summoned object, and the character 

controlling control 420 is configured to control a virtual character to move or cast a skill. 30 

[0139] In some embodiments, types of skills casted by a virtual character in a virtual scene 

may be divided into a first skill acting based on a virtual summoned object and a second skill acting 

not based on a virtual summoned object. For example, the first skill may be a skill needing to 
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summon a virtual prop, such as, summon a virtual arrow and summon a virtual missile. The second 

skill may be a skill without summoning a virtual prop, such as Sprint, Anger, and Daze. 

[0140] Based on the foregoing description of the first skill and the second skill, functions of 

the skill controlling controls may include: 

[0141] 1. Cast a second skill in a facing direction of the virtual character in a virtual 5 

environment in response to a touch operation based on a first skill controlling control. 

[0142] 2. Adjust a skill casting direction in response to a touch operation based on a second

skill controlling control, to cast a second skill in a determined casting direction. Optionally, the 

determined casting direction is a direction after the skill casting direction is adjusted. 

[0143] 3. Trigger a first skill in response to a touch operation based on a third skill 10 

controlling control, to display a virtual summoned object in a virtual scene, and cast and control the 

virtual summoned object in a facing direction of the virtual character or a skill casting direction 

after the adjustment. 

[0144] When the summoned object controlling control in this embodiment of this 

application belongs to the skill controlling control, the summoned object controlling control may be 15 

the third skill controlling control. 

[0145] Step 320: Display, in response to a first touch operation on the summoned object 

controlling control, that the virtual summoned object moves in the virtual scene based on operation 

information of the first touch operation. 

[0146] In a possible implementation, a viewing angle corresponding to the virtual 20 

summoned object may be adjusted according to an orientation of the virtual summoned object, so as 

to change the first scene picture. The adjustment on the viewing angle corresponding to the virtual 

summoned object may include raising or lowering the viewing angle corresponding to the virtual 

summoned object, or adjusting the viewing angle left and right. 

[0147] Step 330: Display, in a case of displaying a movement process of the virtual 25 

summoned object in the virtual scene based on the operation information and in response to a 

second touch operation on the character controlling control, that a virtual character performs a 

behavior action corresponding to the character controlling control. 

[0148] That is, there is a virtual summoned object in the virtual scene, and when the user 

controls the virtual summoned object, the user may control the virtual character in the virtual scene 30 

at the same time, so as to control a plurality of virtual objects in the same virtual scene at the same 

time. 
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[0149] In conclusion, according to the virtual object control method provided in this 

embodiment of this application, when controlling a virtual summoned object to move in a virtual 

scene by using a summoned object controlling control, a behavior action of a virtual character in the 

virtual scene may be controlled by using a character controlling control. Therefore, a plurality of 

virtual objects may be controlled in a virtual scene at the same time without an additional switching 5 

operation, so as to improve control efficiency for a virtual object. 

[0150] In addition, a plurality of virtual objects in a virtual scene may be controlled 

simultaneously, and therefore, human-machine interaction efficiency is improved, and waste of 

processing resources and power resources of a terminal is further reduced. 

[0151] In this embodiment of this application, the summoned object controlling control may 10 

have functions of summoning a virtual summoned object and controlling a virtual summoned object. 

Based on the foregoing functions of the summoned object controlling control, an exemplary 

embodiment of this application provides a virtual object control method. FIG. 5 is a flowchart of a 

virtual object control method according to an exemplary embodiment of this application. The virtual 

object control method may be performed by a terminal (for example, the client in the terminal 15 

described in the foregoing), or may be performed by a server, or may be performed interactively by 

a terminal and a server. The terminal and the server may be the terminal and the server in a system 

shown in FIG. 1. As shown in FIG. 5, the virtual object control method includes the following steps 

(510 to 550): 

[0152] Step 510: Display a second scene picture in a virtual scene interface used for 20 

presenting a virtual scene. 

[0153] In some embodiments, the second scene picture is a picture of the virtual scene 

observed from a viewing angle corresponding to the virtual character. The second scene picture is 

displayed in the virtual scene interface in a case that there is no virtual summoned object 

corresponding to a virtual character in the virtual scene (that is, after the virtual summoned object 25 

disappears from the virtual scene), and a virtual character is displayed in the second scene picture. 

The viewing angle corresponding to the virtual summoned object and the viewing angle 

corresponding to the virtual character are two different viewing angles. Optionally, the viewing 

angle corresponding to the virtual character focuses on the virtual character and is a viewing angle 

from which the virtual character can be observed. Optionally, the viewing angle corresponding to 30 

the virtual character is a viewing angle of observing the virtual character from above or diagonally 

the virtual character. 
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[0154] The first scene picture and the second scene picture may be pictures obtained by 

observing the same virtual scene from different viewing angles. As shown in FIG. 4, a scene picture 

in a virtual scene interface 400 is the first scene picture, and is a picture obtained by observing the 

virtual scene from a viewing angle of a virtual summoned object 430. The first scene picture 

changes along with a movement of the virtual summoned object in the virtual scene. FIG. 6 is a 5 

schematic diagram of a second scene picture according to an exemplary embodiment of this 

application. As shown in FIG. 6, a scene picture in a virtual scene interface 600 is a picture obtained 

by observing the virtual scene from a viewing angle of a virtual character 640. The second scene 

picture changes along with a movement of the virtual character in the virtual scene. 

[0155] A virtual control in a virtual scene interface may control a virtual character through 10 

mapping, for example, by rotating a virtual control to control the virtual character to turn around. 

An orientation of the virtual character and an orientation of a wheel of the virtual control have a 

mapping relationship. As shown in FIG. 6, the virtual control includes a summoned object 

controlling control 610 and a character controlling control 620. An orientation of a wheel of the 

summoned object controlling control indicates an orientation of a virtual summoned object 630, and 15 

an orientation of a wheel of the character controlling control indicates an orientation of a virtual 

character 640. When the user performs a rotation operation based on the virtual control to change an 

orientation of the virtual character, the orientation of the virtual character in the virtual scene 

changes in a manner consistent with that of the virtual control. As shown in FIG. 6, an orientation 

of the summoned object controlling control 610 is an upper right direction, and an orientation of the 20 

virtual summoned object 630 is also an upper right direction. An orientation of a wheel of the 

character controlling control 620 is an upper right direction, and an orientation of the virtual 

character 640 is also an upper right direction. If the orientation of the wheel of the character 

controlling control 620 rotates clockwise from the upper right direction to a right direction, the 

orientation of the virtual character 640 also rotates clockwise from the upper right direction to a 25 

right direction. If the orientation of the wheel of the summoned object controlling control 610 

rotates anticlockwise from the upper right direction to an upper direction, the orientation of the 

virtual summoned object 630 also rotates counterclockwise from the upper right direction to an 

upper direction. 

[0156] Step 520: Control, in response to receiving a third touch operation on the summoned 30 

object controlling control, the virtual character to summon the virtual summoned object in the 

virtual scene. 
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[0157] In a possible implementation, the virtual summoned object may be a virtual object 

summoned by the virtual character through a skill corresponding to the summoned object 

controlling control. 

[0158] In another possible implementation, the virtual summoned object may alternatively 

be a monster in a virtual environment, for example, the virtual character may transform the monster 5 

into a virtual summoned object by using a special skill. Alternatively, the virtual summoned object 

may also be a virtual prop applied in a virtual environment, for example, when the virtual character 

touches the virtual prop, the virtual prop may be transformed into a virtual summoned object. 

[0159] When the virtual summoned object is a monster in a virtual environment, the third 

touch operation may be an operation of clicking a summoned object controlling control after the 10 

user selects the monster. 

[0160] In this embodiment of this application, an example in which the virtual summoned 

object is a virtual object summoned by using a skill corresponding to the summoned object 

controlling control is used for describing this application. 

[0161] In a possible case, the third touch operation may be an operation of clicking a 15 

summoned object controlling control. Alternatively, the third touch operation is a touch operation 

starting from a first region within a range of a summoned object controlling control and ending at a 

second region within the range of the summoned object controlling control, and both a starting 

process and an ending process of the touch operation are not beyond the range of the summoned 

object controlling control. That is, after confirming an initial casting direction of the virtual 20 

summoned object by using the summoned object controlling control, the virtual summoned object is 

casted in a determined initial casting direction. 

[0162] Step 530: Switch, in response to receiving a fourth touch operation on the summoned 

object controlling control, a scene picture in the virtual scene interface from the second scene 

picture to the first scene picture for displaying. 25 

[0163] The fourth touch operation is performed after the third touch operation. 

[0164] In a possible implementation, after receiving a third touch operation based on the 

summoned object controlling control and controlling the virtual character to summon a virtual 

summoned object in a virtual scene in response to the third touch operation, a function of the 

summoned object controlling control may change. That is, before the third touch operation is 30 

received, a function of the summoned object controlling control may be to summon a virtual 

summoned object, and after the third touch operation is received, a function of the summoned 
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object controlling control may be switched to a function to control a virtual summoned object. In 

this case, the virtual summoned object is controlled to move in the virtual scene in response to 

receiving a fourth touch operation based on the summoned object controlling control. In addition, 

the scene picture in the virtual scene interface is switched from the second scene picture obtained by 

observing the virtual scene from the viewing angle corresponding to the virtual character to the first 5 

scene picture obtained by observing the virtual scene from the viewing angle corresponding to the 

virtual summoned object. 

[0165] In a possible implementation, the fourth touch operation may be a press operation 

lasting longer than a preset value performed based on a certain region in a range of the summoned 

object controlling control. 10 

[0166] In a possible implementation, in a process of switching from the second scene 

picture to the first scene picture, a transition picture may be provided. The transition picture is 

configured to represent a change of an observing viewing angle, and the transition may be a smooth 

transition. 

[0167] To ensure that the user has enough prejudgment space and field of view for a virtual 15 

object, when displaying a virtual scene interface, the virtual object is usually located at a lower left 

corner of the virtual scene. Therefore, when a viewing angle of observing the virtual scene is 

switched from a viewing angle corresponding to the virtual character to a viewing angle 

corresponding to the virtual summoned object, lens of a 3D virtual space is adjusted. The lens 

automatically raises to a certain angle, and an anchor point of the lens is place before the virtual 20 

summoned object, so that the virtual summoned object is located at a lower left corner (for example, 

a lower left region) of the virtual scene. 

[0168] In a possible implementation, a thumbnail picture of the second scene picture is 

superimposed and displayed on an upper layer of the first scene picture, a size of the thumbnail 

picture being less than a size of the first scene picture. 25 

[0169] In this embodiment of this application, the thumbnail picture of the second scene 

picture is displayed on the upper layer of the first scene picture in a floating window manner. That 

is, for the same terminal user, both the first scene picture and the second scene picture may be seen 

in a terminal interface. The thumbnail picture of the second scene picture is a picture formed by 

scaling the second scene picture down in equal proportion, and picture content of the second scene 30 

picture also changes according to operations of the user. 

[0170] Optionally, the thumbnail picture of the second scene picture may be a thumbnail 

picture of all picture regions in the second scene picture. Alternatively, the thumbnail picture of the 
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second scene picture may also be a thumbnail picture of a part of picture regions in which the 

virtual character is located in the second scene picture. In this case, a virtual scene range presented 

in the thumbnail picture of the second scene picture is less than a virtual scene range presented in 

the second scene picture. 

[0171] In a possible implementation, a display region of the second scene picture may be a 5 

preset fixed region, or may be located at any position in the first scene picture. When the display 

region of the second scene picture may be located at any position in the first scene picture, the user 

may change a position of the display region of the second scene picture by using an interaction 

operation with the display region of the second scene picture. 

[0172] An example in which the display region of the second scene picture is located at an 10 

upper left corner of the first scene picture is used in this embodiment of this application to describe 

this application. As shown in FIG. 4, a second scene picture 430 is presented at an upper left corner 

of the first scene picture 400. 

[0173] In a possible implementation, the transmittance of the second scene picture may be 

preset when the second scene picture is superimposed and displayed at the first scene picture. 15 

Alternatively, a transmittance adjustment control may be set in the virtual scene interface. The 

transmittance adjustment control may adjust the transmittance of the second scene picture by 

receiving a touch operation of the user. For example, when the second scene picture is 

superimposed and displayed on an upper layer of the first scene picture, the transmittance of the 

second scene picture is 0%. The user may move the transmittance adjustment control upward to 20 

increase the transmittance of the second scene picture. Therefore, a complete first scene picture can 

be presented when viewing the second scene picture. Alternatively, the transmittance adjustment 

control is moved downward to reduce the transmittance of the second scene picture. 

[0174] In a possible implementation, based on that the display region of the second scene 

picture is less than the display region of the first scene picture, a size of the display region of the 25 

second scene picture may be adjusted. Optionally, a size of the display region refers to a dimension 

of the display region. 

[0175] In a possible case, when the display region of the second scene picture is 

superimposed on the first scene picture, a size of the display region of the second scene picture is a 

preset value, and the user may adjust, according to the user's requirements, a size of the display 30 

region of the first scene picture occupied by the display region of the second scene picture. For 

example, when the display region of the second scene picture is superimposed on the first scene 

picture, the display region of the second scene picture is a quarter of the display region of the first 
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scene picture. The user may scale down or up the size of the display region of the second scene 

picture by using a preset gesture. The preset gesture may be two fingers touching the second scene 

picture and sliding towards or away from each other. 

[0176] The adjustment method for the transmittance and the size of the display region of the 

second scene picture is merely an example, and an adjustment method for the transmittance and the 5 

size of the display region of the second scene picture is not limited in this application. 

[0177] Step 540: Display, in response to a first touch operation on the summoned object 

controlling control, that the virtual summoned object moves in the virtual scene based on operation 

information of the first touch operation. 

[0178] In a possible implementation, the first touch operation may be a touch operation 10 

starting from a first region acted by the fourth touch operation and ending at a second region within 

the range of the summoned object controlling control, and both a starting process and an ending 

process of the touch operation are not beyond the range of the summoned object controlling control. 

That is, the movement direction of the virtual summoned object in the virtual scene is changed by 

using the summoned object controlling control, so as to adjust the movement path of the virtual 15 

summoned object. 

[0179] In a possible implementation, the displaying, in response to a first touch operation on 

the summoned object controlling control, that the virtual summoned object moves in the virtual 

scene based on operation information of the first touch operation includes: obtaining, in response to 

the first touch operation on the summoned object controlling control, an offset angle of the virtual 20 

summoned object relative to an initial direction based on the operation information of the first touch 

operation; and controlling a movement direction of the virtual summoned object in the virtual scene 

according to the offset angle. 

[0180] In a possible implementation, the operation information includes a relative direction, 

and the relative direction is a direction of an operation position of the first touch operation relative 25 

to a center position of the summoned object controlling control. 

[0181] The obtaining, in response to the first touch operation on the summoned object 

controlling control, an offset angle of the virtual summoned object relative to an initial direction 

based on the operation information of the first touch operation includes: 

[0182] determining a target offset angle of the virtual summoned object relative to the initial 30 

direction based on the relative direction; 
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[0183] obtaining the target offset angle as the offset angle in a case that the target offset 

angle is within a deflectable angle range; 

[0184] obtaining, in a case that the target offset angle is greater than an angle upper limit of 

the deflectable angle range, the angle upper limit as the offset angle; and 

[0185] obtaining, in a case that the target offset angle is less than an angle lower limit of the 5 

deflectable angle range, the angle lower limit as the offset angle. 

[0186] In a possible implementation, an angle indicator pattern corresponding to the virtual 

summoned object is presented in the first scene picture, and the angle indicator pattern is used for 

indicating the deflectable angle range. FIG. 7 is a schematic diagram of an angle indicator pattern in 

a first scene picture according to an exemplary embodiment of this application. As shown in FIG. 7, 10 

an angle indicator pattern 710 is presented in a first scene picture 700, and the angle indicator 

pattern may indicate a deflectable angle range of a virtual summoned object 720 in a virtual scene. 

As shown in FIG. 7, the angle indicator pattern may be arc-shaped, and by using an initial direction 

of the virtual summoned object as a center, two deflectable angle sub-ranges at two sides of the 

center may be the same. 15 

[0187] In a possible implementation, an angle indicator identifier is presented in the first 

scene picture, and the angle indicator identifier is used for indicating a movement direction of the 

virtual summoned object in the first scene picture. As shown in FIG. 7, the first scene picture 

includes an angle indicator identifier 730. An indicated direction of the angle indicator identifier is 

consistent with a movement trajectory direction of the virtual summoned object, and a movement 20 

range of the angle indicator identifier is consistent with a deflectable angle range of the virtual 

summoned object indicated by the angle indicator pattern. 

[0188] A logic for the summoned object controlling control to control an orientation of the 

virtual summoned object may be implemented as: 

[0189] if a current orientation of the virtual summoned object is the same as a wheel 25 

orientation of the summoned object controlling control, the orientation of the virtual summoned 

object is not changed; 

[0190] if a current orientation of the virtual summoned object is different from a wheel 

orientation of the summoned object controlling control, and a current offset angle of the virtual 

summoned object does not reach a maximum offset angle indicated by an angle indicator, the 30 

orientation of the virtual summoned object is changed into a direction the same as the wheel 

orientation of the summoned object controlling control; and 
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[0191] in response to that a current orientation of the virtual summoned object is different 

from a wheel orientation of the summoned object controlling control, and a current offset angle of 

the virtual summoned object reaches a maximum offset angle indicated by an angle indicator, the 

orientation of the virtual summoned object is not changed, and the current offset angle of the virtual 

summoned object remains the maximum offset angle indicated by the angle indicator.  That a 5 

current offset angle of the virtual summoned object reaches a maximum offset angle indicated by an 

angle indicator means that the current offset angle of the virtual summoned object is the same as the 

maximum offset angle indicated by the angle indicator, or a current offset angle of the virtual 

summoned object exceeds the maximum offset angle indicated by the angle indicator. 

[0192] Because the virtual summoned object has two offset directions (such as a clockwise 10 

direction and a counterclockwise direction, and a direction offsetting to left or a direction offsetting 

to right) relative to the center position, whether a direction corresponding to the maximum offset 

angle indicated by the angle indicator reached by the current orientation of the virtual summoned 

object is the same as a direction of the wheel orientation of the summoned object controlling control 

is determined in the following manners: 15 

[0193] obtaining an initial orientation and a current orientation of the virtual summoned 

object, and a wheel orientation of the summoned object controlling control; 

[0194] calculating a cross product of the initial orientation and the current orientation of the 

virtual summoned object, to obtain a sign symbol S1 of an orientation of a Y-axis of a calculation 

result: 20 

[0195] S1=Mathf.Sign(Vector3.Cross(bulletDir, initDir).y); 

[0196] where bulletDir represents the current direction of the virtual summoned object, 

initDir represents the initial direction of the virtual summoned object, and Mathf.Sign is a symbol 

used for returning f, that is, when f is positive or 0, 1 is returned, and when f is negative, -1 is 

returned; and 25 

[0197] calculating a cross product of the current orientation of the virtual summoned object 

and the wheel orientation of the summoned object controlling control, to obtain a sign symbol S2 of 

an orientation of a Y-axis of a calculation result: 

[0198] S2=Mathf.Sign(Vector3.Cross(bulletDir, targetDir).y); 

[0199] where targetDir represents the wheel orientation of the summoned object controlling 30 

control. 
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[0200] If S1=S2, and the current offset angle reaches the maximum offset angle, it indicates 

that the orientation of the maximum deflected angle of the virtual summoned object is the same as 

the wheel orientation of the summoned object controlling control, and the orientation of the virtual 

summoned object is not changed; and otherwise, the virtual summoned object is controlled to 

perform angle deflection to left or right according to the result of S2. For example, when the current 5 

orientation of the virtual summoned object reaches the maximum offset angle at the left side of the 

angle indicator, if the wheel orientation of the summoned object controlling control indicates the 

virtual summoned object to deflect to left, S1=S2, and the orientation of the virtual summoned 

object is not changed. If the wheel orientation of the summoned object controlling control indicates 

the virtual summoned object to deflect to right, S1≠S2, and the orientation of the virtual summoned 10 

object deflects to right. 

[0201] In a possible implementation, a deflected angle of the virtual summoned object 

deflects according to a pre-configured deflection speed, and a maximum deflected angle of the 

virtual summoned object cannot exceed an angle indicated by the wheel orientation of the 

summoned object controlling control and the maximum offset angle of the angle indicator, that is: 15 

[0202] turnAngle=Mathf.min(turnSpeed*deltaTime, targetAngle); 

[0203] where turnAngle represents the offset angle of the virtual summoned object, 

turnSpeed represents the pre-configured deflection speed, deltaTime represents a duration of a 

touch operation based on the summoned object controlling control, and targetAngle represents the 

maximum offset angle indicated by the angle indicator. 20 

[0204] In a possible implementation, the orientation of the angle indicator in the first scene 

picture may be adjusted according to a current deflected angle of the virtual summoned object, and 

the angle indicator may be arc-shaped. A logic for calculating the deflected angle of the angle 

indicator is as follows: 

[0205] indDir=Quaternion.AngleAxis((Ca/Ma)*(Ha/2), Vector3.up)* bulletDir; 25 

[0206] where indDir represents the deflected angle of the angle indicator, Ca represents the 

current deflected angle of the virtual summoned object, Ma represents the maximum offset angle 

indicated by the angle indicator, and Ha represents a half of an arch-shaped angle of the angle 

indicator. 

[0207] Step 550: Display, in a movement process of the virtual summoned object in the 30 

virtual scene based on the operation information and in response to a second touch operation on the 
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character controlling control, that a virtual character performs a behavior action corresponding to 

the character controlling control. 

[0208] In a possible implementation, after the fourth touch operation performed based on 

the summoned object controlling control is received and after a touch operation performed based on 

the character controlling control is received, the virtual character is controlled to move in a part of 5 

virtual environment presented in the second scene picture and the virtual summoned object is 

controlled to move in a part of virtual environment presented in the first scene picture at the same 

time. That is, the user may control the virtual character and the virtual summoned object at the same 

time, and display the virtual character and the virtual summoned object by using different virtual 

scene pictures, so that the user may observe the virtual character and the virtual summoned object at 10 

the same time, and predict and operate movements of the virtual character and the virtual 

summoned object at the same time, so as to increase an observable range of the user and improve 

accuracy of user control. 

[0209] In a possible implementation, a first scene picture is presented in the virtual scene 

interface, and after a thumbnail picture of the second scene picture is superimposed and displayed 15 

on an upper layer of the first scene picture, display positions of the first scene picture and the 

second scene picture may be switched in response to receiving a picture switching operation, that is, 

a thumbnail picture of the first scene picture is superimposed and displayed on an upper layer of the 

second scene picture. Optionally, the switching the display positions of the first scene picture and 

the second scene picture refers to exchange the display position of the first scene picture and the 20 

display position of the second scene picture. FIG. 8 is a schematic diagram of a virtual scene 

interface according to an exemplary embodiment of this application. As shown in FIG. 8, a 

thumbnail picture 810 of the second scene picture is displayed in a first scene picture 800. In a 

possible case, a picture switching control 820 may be displayed in the virtual scene interface, and 

the first scene picture and the second scene picture may be switched in response to receiving a 25 

switching operation based on the picture switching control 820. Alternatively, in another possible 

case, the picture switching operation may be represented as: dragging the second scene picture to 

the display region of the first scene picture based on a drag operation of the second scene picture, to 

switch the first scene picture and the second scene picture; or dragging the first scene picture to the 

display region of the thumbnail picture of the second scene picture based on a drag operation of the 30 

first scene picture, to switch the first scene picture and the second scene picture. 

[0210] In a possible implementation, the virtual scene interface may be restored to the 

second scene picture. 
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[0211] The second scene picture is restored and displayed in the virtual scene interface in 

response to that a picture restore condition is met. 

[0212] The picture restore condition includes that: 

[0213] a trigger operation on a controlling release control in the virtual scene interface is 

received; 5 

[0214] a triggered effect corresponding to the virtual summoned object is triggered; or 

[0215] a duration after the virtual summoned object is summoned reaches a preset valid 

duration. 

[0216] That is, the virtual scene interface may be restored to the second scene picture in the 

following cases: 10 

[0217] 1. A controlling release control is presented in a virtual scene interface, a first scene 

picture is closed in response to receiving a touch operation performed on the controlling release 

control, and the virtual scene interface is restored to the second scene picture. FIG. 9 is a schematic 

diagram of a first scene picture according to an exemplary embodiment of this application. As 

shown in FIG. 9, a virtual scene interface 900 includes a controlling release control 910, and the 15 

controlling release control 910 is configured to release a control on a virtual summoned object. 

When the user performs a touch operation on the controlling release control 910, a control on the 

virtual summoned object may be released, and a first scene picture obtained by observing the virtual 

scene from a viewing angle corresponding to the virtual summoned object is closed at the same 

time. 20 

[0218] 2. The virtual summoned object has a corresponding triggered effect, the first scene 

picture is closed in response to that the virtual summoned object plays the corresponding triggered 

effect, that is, the triggered effect of the virtual summoned object is invalid, and the virtual scene 

interface is restored to the second scene picture. 

[0219] 3. The virtual summoned object has a preset valid duration after being summoned,25 

and the first scene picture is closed in response to that the preset valid duration of the virtual 

summoned object ends, and the virtual scene interface is restored to the second scene picture. 

[0220] In a possible implementation, a first scene picture is presented in the virtual scene 

interface, and after a thumbnail picture of the second scene picture is superimposed and displayed 

on an upper layer of the first scene picture, the second scene picture is closed in response to 30 

receiving a designated operation based on the second scene picture. FIG. 10 is a schematic diagram 

in which a second scene picture is superimposed and displayed on an upper layer of a first scene 
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picture according to an exemplary embodiment of this application. As shown in FIG. 10, a virtual 

scene picture close control 1010 may be presented in a second scene picture 1000, and the user may 

close the second scene picture by using a touch operation on the close control. Alternatively, a 

picture close operation may be preset, and the picture close operation may be to click a preset 

region of the second scene picture, or to perform a double-click operation, a triple-click operation, 5 

or the like based on the second scene picture. 

[0221] In a possible case, a minimap may be displayed in the virtual scene, and a movement 

path of the virtual summoned object may be displayed in the minimap. FIG. 11 is a schematic 

diagram of a virtual scene interface according to an exemplary embodiment of this application. As 

shown in FIG. 11, when displaying that the virtual summoned object is moving in the virtual scene 10 

in the first virtual picture, a movement trajectory of a virtual summoned object 1110 may be 

mapped into a minimap 1120 in real time, so that the user can observe a movement path of the 

virtual summoned object as a whole, and determine the movement path of the virtual summoned 

object more comprehensively. 

[0222] In conclusion, according to the virtual object control method in a virtual scene 15 

provided in the embodiments of this application, in a case of controlling a virtual summoned object 

whose movement path may be controlled in the virtual scene, a second scene picture obtained by 

observing the virtual scene from a viewing angle corresponding to a virtual character and a first 

scene picture obtained by observing the virtual scene from a viewing angle corresponding to the 

virtual summoned object are separately displayed in the virtual scene, so that the user may observe 20 

a controlled object at different display regions when controlling the virtual character and the virtual 

summoned object at the same time. Therefore, a plurality of virtual objects in the virtual scene may 

be controlled simultaneously, so that a switching operation for changing a controlled object is 

reduced, human-machine interaction efficiency and accuracy for controlling the virtual object are 

improved, and waste of processing resources and power resources of a terminal is further reduced. 25 

[0223] Using a game scene as an example, a virtual summoned object is a flying arrow, and 

a summoned object controlling control is a flying arrow controlling control. FIG. 12 is a flowchart 

of a virtual object control method according to an exemplary embodiment of this application. The 

virtual object control method may be performed by a terminal (for example, the client in the 

terminal described in the foregoing), or may be performed by a server, or may be performed 30 

interactively by a terminal and a server. The terminal and the server may be the terminal and the 

server in a system shown in FIG. 1. As shown in FIG. 12, the virtual object control method includes 

the following steps (1210 to 1260): 
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[0224] Step 1210: A user clicks a flying arrow controlling control to cast a flying arrow, and 

the flying arrow controlling control is a flying arrow cast control. 

[0225] Step 1220: The flying arrow controlling control is transformed into a flying arrow 

path controlling control. 

[0226] Step 1230: The user clicks the flying arrow path controlling control again to enter a 5 

flying arrow path controlling status. 

[0227] Step 1240: Determine whether a picture restore condition is met; perform step 1250 

if the picture restore condition is met; and perform step 1260 if the picture restore condition is not 

met. 

[0228] Step 1250: Close the flying arrow path controlling status. 10 

[0229] Step 1260: Control a virtual character and the flying arrow to move according to user 

operations. 

[0230] After the virtual character casts a flying arrow skill, the flying arrow skill is 

transformed into another skill. The user clicks the flying arrow controlling control again, and the 

virtual character enters a flying arrow skill controlling status. In this status, the character may move 15 

freely and perform flying arrow skill operations synchronously, and the user may alternatively click 

a close button to end the flying arrow skill controlling status. 

[0231] In conclusion, according to the virtual object control method provided in this 

embodiment of this application, when controlling a virtual summoned object to move in a virtual 

scene by using a summoned object controlling control, a movement of a virtual character in the 20 

virtual scene may be controlled by using a character controlling control, so that a plurality of virtual 

objects may be controlled in a virtual scene at the same time. Therefore, a plurality of virtual 

objects in the virtual scene may be controlled simultaneously, so that a switching operation for 

changing a controlled object is reduced, human-machine interaction efficiency and accuracy for 

controlling the virtual object are improved, and waste of processing resources and power resources 25 

of a terminal is further reduced. 

[0232] FIG. 13 is a flowchart of a virtual object control method according to an exemplary 

embodiment of this application. The virtual object control method may be performed by using a 

terminal (for example, the client in the terminal described in the foregoing). The terminal may be 

the terminal in the system shown in FIG. 1. As shown in FIG. 13, the virtual object control method 30 

includes the following steps (1310 to 1350): 
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[0233] Step 1310: Present a first picture in a virtual scene interface used for presenting a 

virtual scene, the first picture being a picture of the virtual scene observed from a viewing angle 

corresponding to a virtual character in the virtual scene, the virtual scene interface including a 

summoned object controlling control and a character controlling control. 

[0234] Step 1320: Present a second picture in the virtual scene interface in response to 5 

receiving a click operation on the summoned object controlling control, the second picture being a 

picture that the virtual character summons a virtual summoned object in the virtual scene. 

[0235] Step 1330: Present a third picture and a fourth picture in response to receiving a 

press operation on the summoned object controlling control, the third picture being a picture of the 

virtual scene observed from a viewing angle corresponding to the virtual summoned object, the 10 

fourth picture being a thumbnail picture of the first picture, the fourth picture being superimposed 

and displayed on an upper layer of the first picture, and a size of the fourth picture being less than 

that of the third picture. 

[0236] Step 1340: Present a fifth picture in response to receiving a slide operation on the 

summoned object controlling control, the fifth picture being a picture of controlling the virtual 15 

summoned object to move in the virtual scene based on operation information of the slide operation. 

[0237] Step 1350: Update and display the fourth picture into a sixth picture in response to 

receiving a trigger operation on the character controlling control in a process of presenting the fifth 

picture, the sixth picture being a picture that the virtual character performs a behavior action 

corresponding to the character controlling control. 20 

[0238] In conclusion, according to the virtual object control method in a virtual scene 

provided in the embodiments of this application, under a premise of controlling a virtual summoned 

object whose movement path may be controlled in the virtual scene, a virtual scene picture obtained 

by observing the virtual scene from a viewing angle corresponding to a virtual character and a 

virtual scene picture obtained by observing the virtual scene from a viewing angle corresponding to 25 

the virtual summoned object are separately displayed in the virtual scene, so that the user may 

observe two controlled objects at different display regions at the same time when controlling the 

virtual character and the virtual summoned object at the same time, so that a plurality of virtual 

objects are controlled in a virtual scene at the same time. Therefore, a plurality of virtual objects in 

the virtual scene may be controlled simultaneously, so that a switching operation for changing a 30 

controlled object is reduced, human-machine interaction efficiency and accuracy for controlling the 

virtual object are improved, and waste of processing resources and power resources of a terminal is 

further reduced. 
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[0239] FIG. 14 is a structural block diagram of a virtual object control apparatus according 

to an exemplary embodiment of this application. The virtual object control apparatus may be 

implemented as a part of a terminal or a server by using software, hardware, or a combination 

thereof, to implement all or some steps of the method shown in any embodiment in FIG. 3, FIG. 5, 

or FIG. 12. As shown in FIG. 14, the virtual object control apparatus may include: 5 

[0240] a first display module 1410, configured to display a first scene picture in a virtual 

scene interface used for presenting a virtual scene, the first scene picture being a picture of the 

virtual scene observed from a viewing angle corresponding to a virtual summoned object in the 

virtual scene, the virtual scene interface including a summoned object controlling control and a 

character controlling control; 10 

[0241] a first control module 1420, configured to display, in response to a first touch 

operation on the summoned object controlling control, that the virtual summoned object moves in 

the virtual scene based on operation information of the first touch operation; and 

[0242] a second control module 1430, configured to display, in a movement process of the 

virtual summoned object in the virtual scene based on the operation information and in response to 15 

a second touch operation on the character controlling control, that a virtual character performs a 

behavior action corresponding to the character controlling control. 

[0243] In a possible implementation, the apparatus further includes: 

[0244] a second display module, configured to display a second scene picture in the virtual 

scene interface, the second scene picture being a picture of the virtual scene observed from a 20 

viewing angle corresponding to the virtual character; and 

[0245] a third control module, configured to control, in response to receiving a third touch 

operation on the summoned object controlling control, the virtual character to summon the virtual 

summoned object in the virtual scene. 

[0246] In a possible implementation, the first display module 1410 is configured to switch, 25 

in response to receiving a fourth touch operation on the summoned object controlling control, a 

scene picture in the virtual scene interface from the second scene picture to the first scene picture 

for displaying, the fourth touch operation being performed after the third touch operation. 

[0247] In a possible implementation, the apparatus further includes: 

[0248] a third display module, configured to superimpose and display, in response to 30 

receiving a fourth touch operation on the summoned object controlling control, a thumbnail picture 
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of the second scene picture on an upper layer of the first scene picture, a size of the thumbnail 

picture being less than a size of the first scene picture. 

[0249] In a possible implementation, the apparatus further includes: 

[0250] a switching module, configured to switch display positions of the first scene picture 

and the second scene picture in response to receiving a picture switching operation. 5 

[0251] In a possible implementation, the apparatus further includes: 

[0252] a restoration module, configured to restore and display the second scene picture in 

the virtual scene interface in response to that a picture restore condition is met, 

[0253] the picture restore condition including that: 

[0254] a trigger operation on a controlling release control in the virtual scene interface is 10 

received; 

[0255] a triggered effect corresponding to the virtual summoned object is triggered; or 

[0256] a duration after the virtual summoned object is summoned reaches a preset valid 

duration. 

[0257] In a possible implementation, the first control module 1420 includes: 15 

[0258] an obtaining submodule, configured to obtain, in response to the first touch operation 

on the summoned object controlling control, an offset angle of the virtual summoned object relative 

to an initial direction based on the operation information of the first touch operation; and 

[0259] a control submodule, configured to control a movement direction of the virtual 

summoned object in the virtual scene according to the offset angle. 20 

[0260] In a possible implementation, the operation information includes a relative direction, 

and the relative direction is a direction of an operation position of the first touch operation relative 

to a center position of the summoned object controlling control. 

[0261] The control submodule is configured to: determine a target offset angle of the virtual 

summoned object relative to the initial direction based on the relative direction; 25 

[0262] obtaining the target offset angle as the offset angle in response to that the target 

offset angle is within a deflectable angle range; 

[0263] obtaining, in response to that the target offset angle is greater than an angle upper 

limit of the deflectable angle range, the angle upper limit as the offset angle; and 
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[0264] obtain, in response to that the target offset angle is less than an angle lower limit of 

the deflectable angle range, the angle lower limit as the offset angle. 

[0265] In a possible implementation, the apparatus further includes: 

[0266] a first presentation module, configured to present an angle indicator pattern 

corresponding to the virtual summoned object in the first scene picture, the angle indicator pattern 5 

being used for indicating the deflectable angle range. 

[0267] In a possible implementation, the apparatus further includes: 

[0268] a second presentation module, configured to present an angle indicator identifier in 

the first scene picture, the angle indicator identifier being used for indicating a movement direction 

of the virtual summoned object in the first scene picture. 10 

[0269] In conclusion, according to the virtual object control method provided in this 

embodiment of this application, in a case that there is a virtual summoned object of a virtual 

character object in a virtual scene, when controlling a virtual summoned object to move in the 

virtual scene by using a summoned object controlling control, a behavior action of the virtual 

character in the virtual scene may be controlled by using a character controlling control. Therefore, 15 

a plurality of virtual objects may be controlled in a virtual scene at the same time without an 

additional switching operation, so as to improve control efficiency for a virtual object. FIG. 15 is a 

structural block diagram of a virtual object control apparatus according to an exemplary 

embodiment of this application. The virtual object control apparatus may be implemented as a part 

of a terminal or a server by using software, hardware, or a combination thereof, to implement all or 20 

some steps of the method shown in the embodiment in FIG. 13. As shown in FIG. 15, the virtual 

object control apparatus may include: 

[0270] a first presentation module 1510, configured to present a first picture in a virtual 

scene interface used for presenting a virtual scene, the first picture being a picture of the virtual 

scene observed from a viewing angle corresponding to a virtual character in the virtual scene, the 25 

virtual scene interface including a summoned object controlling control and a character controlling 

control; 

[0271] a second presentation module 1520, configured to present a second picture in the 

virtual scene interface in response to receiving a click operation on the summoned object 

controlling control, the second picture being a picture that the virtual character summons a virtual 30 

summoned object in the virtual scene; 
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[0272] a third presentation module 1530, configured to present a third picture and a fourth 

picture in response to receiving a press operation on the summoned object controlling control, the 

third picture being a picture of the virtual scene observed from a viewing angle corresponding to the 

virtual summoned object, the fourth picture being a thumbnail picture of the first picture, the fourth 

picture being superimposed and displayed on an upper layer of the first picture, and a size of the 5 

fourth picture being less than that of the third picture; 

[0273] a fourth presentation module 1540, configured to present a fifth picture in response 

to receiving a slide operation on the summoned object controlling control, the fifth picture being a 

picture of controlling the virtual summoned object to move in the virtual scene based on operation 

information of the slide operation; and 10 

[0274] a fifth presentation module 1550, configured to update and display the fourth picture 

into a sixth picture in response to receiving a trigger operation on the character controlling control 

in a process of presenting the fifth picture, the sixth picture being a picture that the virtual character 

performs a behavior action corresponding to the character controlling control. 

[0275] In conclusion, according to the virtual object control apparatus in a virtual scene 15 

provided in the embodiments of this application, in a case of controlling a virtual summoned object 

whose movement path may be controlled in the virtual scene, a second scene picture obtained by 

observing the virtual scene from a viewing angle corresponding to a virtual character and a first 

scene picture obtained by observing the virtual scene from a viewing angle corresponding to the 

virtual summoned object are separately displayed in the virtual scene, so that the user may observe 20 

two controlled objects at different display regions when controlling the virtual character and the 

virtual summoned object at the same time. so that a plurality of virtual objects are controlled in a 

virtual scene at the same time. Therefore, a plurality of virtual objects in the virtual scene may be 

controlled simultaneously, so that a switching operation for changing a controlled object is reduced, 

human-machine interaction efficiency and accuracy for controlling the virtual object are improved, 25 

and waste of processing resources and power resources of a terminal is further reduced. 

[0276] FIG. 16 is a structural block diagram of a computer device 1600 according to an 

exemplary embodiment. The computer device 1600 may be a terminal shown in FIG. 1, such as a 

smartphone, a tablet computer, a moving picture experts group audio layer III (MP3) player, a 

moving picture experts group audio layer IV (MP4) player, a notebook computer, or a desktop 30 

computer. The computer device 1600 may be further referred to as another name such as user 

equipment, a portable terminal, a laptop terminal, or a desktop terminal. 

[0277] Generally, the computer device 1600 includes a processor 1601 and a memory 1602. 
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[0278] The processor 1601 may include one or more processing cores. For example, the 

processor may be a 4-core processor or an 8-core processor. The processor 1601 may be 

implemented by using at least one hardware form of a digital signal processor (DSP), a 

field-programmable gate array (FPGA), and a programmable logic array (PLA). The processor 1601 

may alternatively include a main processor and a coprocessor. The main processor is configured to 5 

process data in an active state, also referred to as a central processing unit (CPU). The coprocessor 

is a low-power processor configured to process data in a standby state. In some embodiments, the 

processor 1601 may be integrated with a graphics processing unit (GPU). The GPU is configured to 

render and draw content that needs to be displayed on a display screen. In some embodiments, the 

processor 1601 may further include an artificial intelligence (AI) processor. The AI processor is 10 

configured to process computing operations related to machine learning. 

[0279] The memory 1602 may include one or more computer-readable storage media that 

may be non-transitory. The memory 1602 may further include a high-speed random access memory 

(RAM), and a non-volatile memory such as one or more magnetic disk storage devices or flash 

storage devices. In some embodiments, the non-transitory computer-readable storage medium in the 15 

memory 1602 is configured to store at least one instruction, and the at least one instruction is 

configured to be executed by the processor 1601 to implement the interface display method 

provided in the method embodiments of this application. 

[0280] In some embodiments, the computer device 1600 may optionally further include a 

radio frequency (RF) circuit 1604 and a display screen 1603. The RF circuit 1604 is configured to 20 

receive and transmit an RF signal, which is also referred to as an electromagnetic signal. The RF 

circuit 1604 communicates with a communication network and other communication devices 

through the electromagnetic signal. The RF circuit 1604 converts an electrical signal into an 

electromagnetic signal for transmission, or converts a received electromagnetic signal into an 

electrical signal. Optionally, the RF circuit 1604 includes: an antenna system, an RF transceiver, 25 

one or more amplifiers, a tuner, an oscillator, a digital signal processor, a codec chip set, a 

subscriber identity module card, and the like. The RF circuit 1604 may communicate with another 

terminal by using at least one wireless communication protocol. The wireless communication 

protocol includes, but is not limited to: a world wide web, a metropolitan area network, an intranet, 

generations of mobile communication networks (2G, 3G, 4G, and 5G), a wireless local area 30 

network, and/or a Wi-Fi network. In some embodiments, the RF circuit 1604 may further include a 

circuit related to near field communication (NFC), which is not limited in this application. 

[0281] The display screen 1605 is configured to display a user interface (UI). The UI may 

include a graphic, text, an icon, a video, and any combination thereof. When the display screen 
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1605 is a touch display screen, the display screen 1605 also has a capability to collect a touch signal 

on or above a surface of the display screen 1605. The touch signal may be inputted, as a control 

signal, to the processor 1601 for processing. In this case, the display screen 1605 may be further 

configured to provide a virtual button and/or a virtual keyboard, which is also referred to as a soft 

button and/or a soft keyboard. In some embodiments, there may be one display screen 1605, 5 

disposed on a front panel of the terminal 1600. In some other embodiments, there may be at least 

two display screens 1605, disposed on different surfaces of the computer device 1600 respectively 

or in a folded design. In still some other embodiments, the display screen 1605 may be a flexible 

display screen, disposed on a curved surface or a folded surface of the computer device 1600. The 

display screen 1605 may further be set to have a non-rectangular irregular graph, that is, a 10 

special-shaped screen. The display screen 1605 may be prepared by using materials such as a liquid 

crystal display (LCD), an organic light-emitting diode (OLED), or the like. 

[0282] The power supply 1609 is configured to supply power to components in the 

computer device 1600. The power supply 1609 may be an alternating current, a direct current, a 

primary battery, or a rechargeable battery. In a case that the power supply 1609 includes the 15 

rechargeable battery, the rechargeable battery may be a wired charging battery or a wireless 

charging battery. The wired charging battery is a battery charged through a wired line, and the 

wireless charging battery is a battery charged through a wireless coil. The rechargeable battery may 

be further configured to support a quick charge technology. 

[0283] In some embodiments, the computer device 1600 may also include one or more 20 

sensors 1610. The one or more sensors 1610 include, but are not limited to, a pressure sensor 1613 

and a fingerprint sensor 1614. The pressure sensor 1613 of the display screen may be disposed on a 

side frame of the computer device 1600 and/or a lower layer of the touch computer device 1605. In 

a case that the pressure sensor 1613 is disposed on the side frame of the computer device 1600, a 

holding signal of the user on the computer device 1600 may be detected. The processor 1601 25 

performs left and right hand recognition or a quick operation according to the holding signal 

collected by the pressure sensor 1613. When the pressure sensor 1613 is disposed on the low layer 

of the display screen 1605, the processor 1601 controls, according to a pressure operation of the 

user on the display screen 1605, an operable control on the UI. The operable control includes at 

least one of a button control, a scroll-bar control, an icon control, and a menu control. 30 

[0284] The fingerprint sensor 1614 is configured to collect a fingerprint of a user, and the 

processor 1601 recognizes an identity of the user according to the fingerprint collected by the 

fingerprint sensor 1614, or the fingerprint sensor 1614 recognizes the identity of the user based on 

the collected fingerprint. When identifying that the user's identity is a trusted identity, the processor 
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1601 authorizes the user to perform related sensitive operations. The sensitive operations include: 

unlocking a screen, viewing encrypted information, downloading software, paying, changing a 

setting, and the like. The fingerprint sensor 1614 may be disposed on a front surface, a rear surface, 

or a side surface of the computer device 1600. When a physical button or a vendor logo is disposed 

on the computer device 1600, the fingerprint sensor 1614 may be integrated with the physical 5 

button or the vendor logo. 

[0285] A person skilled in the art may understand that the structure shown in FIG. 16 does 

not constitute any limitation on the computer device 1600, and the computer device may include 

more components or fewer components than those shown in the figure, or some components may be 

combined, or a different component deployment may be used. 10 

[0286] FIG. 17 is a structural block diagram of a computer device 1700 according to an 

exemplary embodiment. The computer device may be implemented as the server in the foregoing 

solutions of the present disclosure. The computer device 1700 includes a central processing unit 

(CPU) 1701, a system memory 1704 including a random access memory (RAM) 1702 and a 

read-only memory (ROM) 1703, and a system bus 1705 connecting the system memory 1704 to the 15 

CPU 1701. The computer device 1700 further includes a basic input/output system (I/O system) 

1706 configured to transmit information between components in the computer, and a mass storage 

device 1707 configured to store an operating system 1713, an application 1714, and another 

program module 1715. 

[0287] The basic I/O system 1706 includes a display 1708 configured to display information, 20 

and an input device 1709 used by a user to input information, such as a mouse or a keyboard. The 

display 1708 and the input device 1709 are both connected to the CPU 1701 by an input/output (I/O) 

controller 1710 connected to the system bus 1705. The basic I/O system 1706 may further include 

the I/O controller 1710 for receiving and processing an input from a plurality of other devices such 

as a keyboard, a mouse, or an electronic stylus. Similarly, the I/O controller 1710 further provides 25 

an output to a display screen, a printer, or another type of output device. 

[0288] The mass storage device 1707 is connected to the CPU 1701 by using a mass storage 

controller (not shown) connected to the system bus 1705. The mass storage device 1707 and an 

associated computer-readable medium provide non-volatile storage for the computer device 1700. 

That is, the mass storage device 1707 may include a computer-readable medium (not shown) such 30 

as a hard disk or a compact disc ROM (CD-ROM) drive. 

[0289] Without loss of generality, the computer readable medium may include a computer 

storage medium and a communication medium. The computer storage medium includes volatile and 
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non-volatile media, and removable and non-removable media implemented by using any method or 

technology and configured to store information such as a computer-readable instruction, a data 

structure, a program module, or other data. The computer storage medium includes a RAM, a ROM, 

an erasable programmable ROM (EPROM), an electrically-erasable programmable ROM 

(EEPROM), a flash memory or another solid-state memory technology, a CD-ROM, a digital 5 

versatile disc (DVD) or another optical memory, a tape cartridge, a magnetic cassette, a magnetic 

disk memory, or another magnetic storage device. Certainly, a person skilled in the art may know 

that the computer storage medium is not limited to the foregoing types. The system memory 1704 

and the mass storage device 1707 may be collectively referred to as a memory. 

[0290] According to the embodiments of the present disclosure, the computer device 1700 10 

may further be connected, through a network such as the Internet, to a remote computer on the 

network and run. That is, the computer device 1700 may be connected to a network 1712 by using a 

network interface unit 1711 connected to the system bus 1705, or may be connected to another type 

of network or a remote computer system (not shown) by using a network interface unit 1711. 

[0291] The memory further includes one or more programs. The one or more programs are 15 

stored in the memory. The CPU 1701 executes the one or more programs to implement all or some 

steps of the method shown in the embodiment of FIG. 3, FIG. 5, or FIG. 12. 

[0292] In an exemplary embodiment, a non-temporary computer-readable storage medium 

including an instruction is further provided, for example, a memory includes at least one instruction, 

at least one program, a code set, or an instruction set. The at least one instruction, the at least one 20 

program, the code set, or the instruction set may be executed by a processor to implement all or 

some steps in the method shown in any embodiment of FIG. 3, FIG. 5, FIG. 12, or FIG. 13. For 

example, the non-temporary computer-readable storage medium may be a ROM, a RAM, a compact 

disc ROM (CD-ROM), a magnetic tape, a floppy disk, an optical data storage device, or the like. 

[0293] After considering the specification and practicing the present disclosure, a person 25 

skilled in the art would easily conceive of other implementations of this application. This 

application is intended to cover any variation, use, or adaptive change of this application. These 

variations, uses, or adaptive changes follow the general principles of this application and include 

common general knowledge or common technical means in the art that are not disclosed in this 

application. The specification and the embodiments are considered as merely exemplary, and the 30 

real scope and spirit of this application are pointed out in the following claims. 

[0294] It is to be understood that this application is not limited to the precise structures 

described above and shown in the accompanying drawings, and various modifications and changes 



- 40 -

may be made without departing from the scope of this application. The scope of this application is 

subject only to the appended claims. 
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CLAIMS 

What is claimed is: 

1. A virtual object control method, performed by a terminal, the method comprising:

displaying a first scene picture in a virtual scene interface used for presenting a virtual scene, 

the first scene picture being a picture of the virtual scene observed from a viewing angle 5 

corresponding to a virtual summoned object in the virtual scene, the virtual scene interface 

comprising a summoned object controlling control and a character controlling control; 

displaying, in response to a first touch operation on the summoned object controlling control, 

that the virtual summoned object moves in the virtual scene based on operation information of the 

first touch operation; and 10 

displaying, in a movement process of the virtual summoned object in the virtual scene and in 

response to a second touch operation on the character controlling control, that a virtual character 

performs a behavior action corresponding to the character controlling control. 

2. The method according to claim 1, wherein before the displaying a first scene picture in a

virtual scene interface used for presenting a virtual scene, the method further comprises: 15 

displaying a second scene picture in the virtual scene interface, the second scene picture being 

a picture of the virtual scene observed from a viewing angle corresponding to the virtual character; 

and 

controlling, in response to receiving a third touch operation on the summoned object 

controlling control, the virtual character to summon the virtual summoned object in the virtual 20 

scene. 

3. The method according to claim 2, wherein the displaying a first scene picture in a virtual

scene interface used for presenting a virtual scene comprises: 

switching, in response to receiving a fourth touch operation on the summoned object 

controlling control, a scene picture in the virtual scene interface from the second scene picture to 25 

the first scene picture for displaying, 

the fourth touch operation being performed after the third touch operation. 

4. The method according to claim 2, wherein the displaying a second scene picture in the

virtual scene interface comprises: 

superimposing and displaying, in response to receiving a fourth touch operation on the 30 

summoned object controlling control, a thumbnail picture of the second scene picture on an upper 
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layer of the first scene picture, a size of the thumbnail picture being less than a size of the first scene 

picture. 

5. The method according to claim 4, wherein the method further comprises:

switching display positions of the first scene picture and the second scene picture in response 

to receiving a picture switching operation. 5 

6. The method according to claim 2, wherein the method further comprises:

restoring and displaying the second scene picture in the virtual scene interface in response to 

that a picture restore condition is met, 

the picture restore condition comprising that: 

a trigger operation on a controlling release control in the virtual scene interface is received; 10 

a triggered effect corresponding to the virtual summoned object is triggered; or 

a duration after the virtual summoned object is summoned reaches a preset valid duration. 

7. The method according to claim 1, wherein the displaying, in response to a first touch

operation on the summoned object controlling control, that the virtual summoned object moves in 

the virtual scene based on operation information of the first touch operation comprises: 15 

obtaining, in response to the first touch operation on the summoned object controlling control, 

an offset angle of the virtual summoned object relative to an initial direction based on the operation 

information of the first touch operation; and 

controlling a movement direction of the virtual summoned object in the virtual scene according 

to the offset angle. 20 

8. The method according to claim 7, wherein the operation information comprises a relative

direction, the relative direction being a direction of an operation position of the first touch operation 

relative to a center position of the summoned object controlling control; and 

the obtaining, in response to the first touch operation on the summoned object controlling 

control, an offset angle of the virtual summoned object relative to an initial direction based on the 25 

operation information of the first touch operation comprises: 

determining a target offset angle of the virtual summoned object relative to the initial direction 

based on the relative direction; 

obtaining the target offset angle as the offset angle in a case that the target offset angle is 

within a deflectable angle range; 30 
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obtaining, in a case that the target offset angle is greater than an angle upper limit of the 

deflectable angle range, the angle upper limit as the offset angle; and 

obtaining, in a case that the target offset angle is less than an angle lower limit of the 

deflectable angle range, the angle lower limit as the offset angle. 

9. The method according to claim 8, wherein the method further comprises: 5 

presenting an angle indicator pattern corresponding to the virtual summoned object in the first 

scene picture, the angle indicator pattern being used for indicating the deflectable angle range. 

10. The method according to claim 8, wherein the method further comprises:

presenting an angle indicator identifier in the first scene picture, the angle indicator identifier 

being used for indicating a movement direction of the virtual summoned object in the first scene 10 

picture. 

11. A virtual object control method in a virtual scene, performed by a terminal, the method

comprising: 

presenting a first picture in a virtual scene interface used for presenting a virtual scene, the first 

picture being a picture of the virtual scene observed from a viewing angle corresponding to a virtual 15 

character in the virtual scene, the virtual scene interface comprising a summoned object controlling 

control and a character controlling control; 

presenting a second picture in the virtual scene interface in response to receiving a click 

operation on the summoned object controlling control, the second picture being a picture that the 

virtual character summons a virtual summoned object in the virtual scene; 20 

presenting a third picture and a fourth picture in response to receiving a press operation on the 

summoned object controlling control, the third picture being a picture of the virtual scene observed 

from a viewing angle corresponding to the virtual summoned object, the fourth picture being a 

thumbnail picture of the first picture, the fourth picture being superimposed and displayed on an 

upper layer of the first picture, and a size of the fourth picture being less than that of the third 25 

picture; 

presenting a fifth picture in response to receiving a slide operation on the summoned object 

controlling control, the fifth picture being a picture of controlling the virtual summoned object to 

move in the virtual scene based on operation information of the slide operation; and 

updating and displaying the fourth picture into a sixth picture in response to receiving a trigger 30 

operation on the character controlling control in a process of presenting the fifth picture, the sixth 
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picture being a picture that the virtual character performs a behavior action corresponding to the 

character controlling control. 

12. A virtual object control apparatus, comprising:

a first display module, configured to display a first scene picture in a virtual scene interface 

used for presenting a virtual scene, the first scene picture being a picture of the virtual scene 5 

observed from a viewing angle corresponding to a virtual summoned object in the virtual scene, the 

virtual scene interface comprising a summoned object controlling control and a character 

controlling control; 

a first control module, configured to display, in response to a first touch operation on the 

summoned object controlling control, that the virtual summoned object moves in the virtual scene 10 

based on operation information of the first touch operation; and 

a second control module, configured to display, in a movement process of the virtual 

summoned object in the virtual scene based on the operation information of the first touch operation 

and in response to a second touch operation on the character controlling control, that a virtual 

character performs a behavior action corresponding to the character controlling control. 15 

13. A virtual object control apparatus, comprising:

a first presentation module, configured to present a first picture in a virtual scene interface used 

for presenting a virtual scene, the first picture being a picture of the virtual scene observed from a 

viewing angle corresponding to a virtual character in the virtual scene, the virtual scene interface 

comprising a summoned object controlling control and a character controlling control; 20 

a second presentation module, configured to present a second picture in the virtual scene 

interface in response to receiving a click operation on the summoned object controlling control, the 

second picture being a picture that the virtual character summons a virtual summoned object in the 

virtual scene; 

a third presentation module, configured to present a third picture and a fourth picture in 25 

response to receiving a press operation on the summoned object controlling control, the third 

picture being a picture of the virtual scene observed from a viewing angle corresponding to the 

virtual summoned object, the fourth picture being a thumbnail picture of the first picture, the fourth 

picture being superimposed and displayed on an upper layer of the first picture, and a size of the 

fourth picture being less than that of the third picture; 30 

a fourth presentation module, configured to present a fifth picture in response to receiving a 

slide operation on the summoned object controlling control, the fifth picture being a picture of 
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controlling the virtual summoned object to move in the virtual scene based on operation information 

of the slide operation; and 

a fifth presentation module, configured to update and display the fourth picture into a sixth 

picture in response to receiving a trigger operation on the character controlling control in a process 

of presenting the fifth picture, the sixth picture being a picture that the virtual character performs a 5 

behavior action corresponding to the character controlling control. 

14. A computer device, comprising a processor and a memory, the memory storing at least one

instruction, at least one program, a code set, or an instruction set, and the at least one instruction, 

the at least one program, the code set, or the instruction set being loaded and executed by the 

processor to implement the virtual object control method according to any one of claims 1 to 11. 10 

15. A computer-readable storage medium, storing at least one instruction, at least one program,

a code set, or an instruction set, the at least one instruction, the at least one program, the code set, or 

the instruction set being loaded and executed by a processor to implement the virtual object control 

method according to any one of claims 1 to 11. 

15 




