MARK PROCESSING METHOD AND APPARATUS IN VIRTUAL
SCENARIO, AND DEVICE, MEDIUM AND PRODUCT

RELATED APPLICATION

[0001] This application claims priority to Chinese Patent Application No. 202210554917.0
filed on May 20, 2022, which is incorporated by reference in its entirety.

FIELD OF THE TECHNOLOGY

[0002] The present disclosure relates to computer technologies, and in particular, to a
method and apparatus for processing a mark in a virtual scene, a device, a computer-readable

storage medium, and a computer program product.

BACKGROUND OF THE DISCLOSURE

[0003] A display technology based on graphics processing hardware expands channels for
perceiving an environment and obtaining information. In particular, a display technology of a
virtual scene can achieve, according to an actual application requirement, diversified interactions
between virtual objects controlled by users or artificial intelligence and has various typical
application scenarios. For example, in a virtual scene such as a shooting game, a real battle process

between virtual objects can be simulated.

[0004] During the battle, the virtual object may mark content in the virtual scene (a marked
point), and an electronic device displays the marked point at a marked location. Costs of searching
for the marked point by team members are high, resulting in low efficiency in the use of the marked
point. In addition, while human-computer interaction experience is poor, utilization of display

resources of the electronic devices is low.

SUMMARY

[0005] Embodiments of the present disclosure provide a method and apparatus for
processing a mark in a virtual scene, a computer-readable storage medium, and a computer program
product, to improve timeliness of receiving mark prompt information, thereby quickly locating a
mark, reducing costs of searching for the mark, and improving efficiency in the use of the mark,

human-computer interaction experience, and utilization of display resources of a device.

[0006] Technical solutions in embodiments of the present disclosure are implemented as

follows.



[0007] An embodiment of the present disclosure provides a method for processing a mark in

a virtual scene, including:

[0008] displaying a virtual scene including a first virtual object and at least one second

virtual object, the at least one second virtual object including a target second virtual object;

[0009] displaying, when the target second virtual object performs a marking operation for
target content to cause a mark to be carried in the target content, mark prompt information

corresponding to the marking operation; and

[0010] switching a display state of the mark from an initial state to a prompt state when a
trigger operation for the mark prompt information is received, and displaying the mark in the

prompt state,

[0011] the prompt state being configured for prompting a location of the target content in

the virtual scene.

[0012] An embodiment of the present disclosure provides an apparatus for processing a

mark in a virtual scene, including:

[0013] a first display module, configured to display a virtual scene including a first virtual
object and at least one second virtual object, the at least one second virtual object including a target

second virtual object;

[0014] a second display module, configured to display, when the target second virtual object
performs a marking operation for target content to cause a mark to be carried in the target content,

mark prompt information corresponding to the marking operation; and

[0015] a state switching module, configured to switch a display state of the mark from an
initial state to a prompt state when a trigger operation for the mark prompt information is received,

and display the mark in the prompt state,

[0016] the prompt state being configured for prompting a location of the target content in

the virtual scene.

[0017] An embodiment of the present disclosure provides an electronic device, including:
[0018] a memory, configured to store executable instructions; and
[0019] a processor, configured to implement, when the executable instructions stored in the

memory are executed, the method for processing a mark in a virtual scene provided in embodiments

of the present disclosure.



[0020] An embodiment of the present disclosure provides a computer-readable storage
medium, having executable instructions stored thereon, the executable instructions, when being
executed by a processor, implementing the method for processing a mark in a virtual scene provided

in embodiments of the present disclosure.

[0021] An embodiment of the present disclosure provides a computer program product,
including a computer program or instructions, the computer program or the instructions, when
executed by a processor, implementing the method for processing a mark in a virtual scene provided

in embodiments of the present disclosure.
[0022] Embodiments of the present disclosure have the following beneficial effects.

[0023] According to the embodiments of the present disclosure, when the target content in
the virtual scene carries the mark, the corresponding mark prompt information is displayed. This
can ensure timeliness of receiving the mark prompt information. When the trigger operation for the
mark prompt information is received, the display state of the mark in the virtual scene is controlled
to switch from the initial state to the prompt state, and the mark in the prompt state is displayed in
the virtual scene. This makes full use of hardware display resources of an electronic device and
improves utilization of display resources of the device. In addition, the target content can be quickly
located, thereby reducing costs of searching for the mark, improving efficiency in the use of the

mark, and improving human-computer interaction experience.

BRIEF DESCRIPTION OF THE DRAWINGS

[0024] FIG. 1 is a schematic diagram of an architecture of a system 100 for processing a

mark in a virtual scene according to an embodiment of the present disclosure.

[0025] FIG. 2 is a schematic diagram of a structure of an electronic device 500 for
performing a method for processing a mark in a virtual scene according to an embodiment of the

present disclosure.

[0026] FIG. 3 is a schematic flowchart of a method for processing a mark in a virtual scene

according to an embodiment of the present disclosure.

[0027] FIG. 4 is a schematic diagram of displaying information in a chat area according to

an embodiment of the present disclosure.

[0028] FIG. 5 is a schematic diagram of display of a text box according to an embodiment

of the present disclosure.



[0029] FIG. 6 is a schematic diagram of a mark graphic style according to an embodiment

of the present disclosure.

[0030] FIG. 7 is a flowchart of a display manner of mark prompt information according to

an embodiment of the present disclosure.

[0031] FIG. 8 is a schematic diagram of classification display of mark prompt information

according to an embodiment of the present disclosure.

[0032] FIG. 9 is a schematic diagram of an interface of operation prompt information

according to an embodiment of the present disclosure.

[0033] FIG. 10 is a schematic diagram of state switching of a mark according to an

embodiment of the present disclosure.

[0034] FIG. 11 is a schematic diagram of player level condition setting according to an

embodiment of the present disclosure.

[0035] FIG. 12 is a flowchart of a method for adjusting content in a field of view of a virtual

object according to an embodiment of the present disclosure.

[0036] FIG. 13 is a schematic diagram of a method of a drag operation for a field of view

adjustment icon according to an embodiment of the present disclosure.

[0037] FIG. 14 is a flowchart of a method for adjusting content in a field of view of a virtual

object in a virtual scene according to an embodiment of the present disclosure.

[0038] FIG. 15 is a schematic diagram of a field of view reset function item according to an

embodiment of the present disclosure.

[0039] FIG. 16 is a schematic diagram of an information prompt interface according to an

embodiment of the present disclosure.

[0040] FIG. 17 is a schematic diagram of a marked point response provided in the related
technology.
[0041] FIG. 18 is a schematic diagram of an interactive area provided based on mark

prompt information according to an embodiment of the present disclosure.

[0042] FIG. 19 is a flowchart of a method for adjusting a style of mark prompt information

in a chat area according to an embodiment of the present disclosure.

[0043] FIG. 20 is a flowchart of a mark response method according to an embodiment of the

present disclosure.



DESCRIPTION OF EMBODIMENTS

[0044] To make the objectives, technical solutions, and advantages of the present disclosure
clearer, the following describes the present disclosure in detail with reference to the accompanying
drawings. The described embodiments are not to be considered as a limitation to the present
disclosure. All other embodiments obtained by a person of ordinary skill in the art without creative

efforts shall fall within the protection scope of the present disclosure.

[0045] In the following descriptions, the term "some embodiments" describes subsets of all
possible embodiments, but it may be understood that "some embodiments" may be the same subset
or different subsets of all the possible embodiments, and can be combined with each other without

conflict.

[0046] If similar descriptions of "first\second" appear in the application document, the
following descriptions are added. In the following descriptions, the term "first/second/third" is only
for distinguishing similar objects and does not represent a specific order of objects. The
"first/second/third" may be interchanged with a specific order or priority if permitted, so that
embodiments of the present disclosure described here may be implemented in an order other than

that illustrated or described here.

[0047] Unless otherwise defined, meanings of all technical and scientific terms used in this
specification are the same as those usually understood by a person skilled in the art to which the
present disclosure belongs. Terms used in the specification are merely intended to describe the
objectives of embodiments of the present disclosure, but are not intended to limit the present

disclosure.

[0048] Before embodiments of the present disclosure are described in detail, a description is
made on terms in the embodiments of the present disclosure, and the terms in the embodiments of

the present disclosure are applicable to the following explanations.

[0049] (1) Client: It is an application running in a terminal for providing various services,

such as an instant messaging client and a video playback client.

[0050] (2) In response to: It is configured for representing a condition or a state on which an
executed operation relies. If the condition or the state is satisfied, the executed one or more
operations may be real-time or have a set delay. There is no limit on an order of execution of the

plurality of operations unless otherwise specified.

[0051] (3) Virtual scene: It is a virtual scene displayed or provided when an application runs

on a terminal. The virtual scene may be an all-round restoration environment of the real world, a

5



semi-restoration and semi-fictional environment, or a pure fictional environment. The virtual scene
may be any one of a two-dimensional virtual scene, a 2.5-dimensional virtual scene, or a
three-dimensional virtual scene. A dimension of the virtual scene is not limited in embodiments of
the present disclosure. For example, the virtual scene may include sky, land, sea, and the like. The
land may include environmental elements such as a desert and a city. A user may control a virtual
object to carry out an activity in the virtual scene. The activity includes but is not limited to at least
one of adjusting a body posture, crawling, walking, running, riding, jumping, driving, picking,
shooting, attacking, and throwing. The virtual scene may be displayed from a first-person view (for
example, using a player's own view to play a virtual object in a game); or may alternatively be
displayed from a third-person view (for example, a player chases a virtual object in a game to play
the game); or may alternatively be displayed from a bird's-eye view. The foregoing views may be

switched randomly.

[0052] An example in which the virtual scene is displayed from the first-person view is
used. A virtual scene displayed in a human-computer interaction interface may include: determining
a field of view area of the virtual object according to a viewing position and a field of view of the
virtual object in a complete virtual scene, and presenting a part of virtual scene located in the field
of view area in the complete virtual scene. In other words, the displayed virtual scene may be a part
of virtual scene relative to a panoramic virtual scene. Because the first-person view is the most
impactful viewing angle for a user, immersive perception for the user can be achieved during an
operation. An example in which the virtual scene is displayed from the bird's-eye view is used. An
interface of a virtual scene presented in a human-computer interaction interface may include:
presenting, in response to a zoom operation for a panoramic virtual scene, a part of the virtual scene
corresponding to the zoom operation in the human-computer interaction interface. In other words,
the displayed virtual scene may be a part of virtual scene relative to the panoramic virtual scene. In
this way, operability of the user during an operation can be improved, thereby improving efficiency

of human-computer interaction.

[0053] (4) Virtual object: It is a figure of various people and objects that can be interacted
with in a virtual scene, or a movable object in the virtual scene. The movable object may be a
virtual character, a virtual animal, and a cartoon character, such as: characters, animals, plants, oil
barrels, walls, and stones displayed in the virtual scene. The virtual object may be a virtual figure
that is in the virtual scene and is configured for representing a user. The virtual scene may include a
plurality of virtual objects, and each virtual object has a shape and a volume in the virtual scene,

and occupies a part of space in the virtual scene.



[0054] In actual application, the virtual object may be a user character controlled by an
operation performed on a client, or artificial intelligence (Al) set in the virtual scene battle by
training, or a non-player character (NPC) set in the virtual scene interaction. In actual application,
the virtual object may be a virtual character for adversarial interaction in the virtual scene. In actual
application, a quantity of virtual objects participating in the interaction in the virtual scene may be

preset or dynamically determined according to a quantity of interactive clients.

[0055] A shooting game is used as an example. The user may control the virtual object to
freely fall, glide or open a parachute to fall, or the like in the sky of the virtual scene, to run, jump,
crawl, bend forward, or the like on the land, and may also control the virtual object to swim, float,
dive, or the like in the ocean. Certainly, the user may further control the virtual object to ride in a
vehicle to move in the virtual scene. For example, the vehicle may be a virtual car, a virtual aircraft,
a virtual yacht, or the like. The user may also control the virtual object to have adversarial
interaction with another virtual object by using an attack virtual prop. For example, the virtual prop
may be a virtual mecha, a virtual tank, a virtual fighter, or the like. The foregoing scene is only used

as an example herein. This is not limited in embodiments of the present disclosure.

[0056] (5) Scene data: Indicates various features of an object in a virtual scene during
interaction. For example, the scene data may include a location of the object in the virtual scene.
Certainly, based on a type of the virtual scene, the scene data may include different types of
features. For example, in a virtual scene of a game, the scene data may include time (depending on
a number of times that the same function may be used within specific time) that needs to wait for
various functions configured in the virtual scene, and may further represent attribute values of
various states of a game character, such as a health point (also known as red volume), a magic point

(also known as blue volume), a state value, and a blood volume.

[0057] Based on the foregoing explanation of terms involved in embodiments of the present
disclosure, the following describes a system for processing a mark in a virtual scene provided in an
embodiment of the present disclosure. FIG. 1 is a schematic diagram of an architecture of a system
100 for processing a mark in a virtual scene according to an embodiment of the present disclosure.
To support one exemplary application, a terminal (such as a terminal 400-1 and a terminal 400-2) is
connected to a server 200 over a network 300. The network 300 may be a wide area network or a
local area network, or a combination thereof. Data transmission may be implemented by using a

wireless or wired link.



[0058] The terminal (such as the terminal 400-1 and the terminal 400-2) is configured to
receive, based on a view interface, a trigger operation to enter the virtual scene, and send a request

for obtaining scene data of the virtual scene to the server 200.

[0059] The server 200 is configured to receive the request for obtaining the scene data, and

return the scene data of the virtual scene to the terminal in response to the obtaining request.

[0060] The terminal (such as the terminal 400-1 and the terminal 400-2) is configured to
receive the scene data of the virtual scene, render a virtual scene picture based on the obtained scene
data, and present a virtual scene interface on a graphical interface (such as a graphical interface
410-1 and a graphical interface 410-2). Content presented in the virtual scene interface is rendered

based on the returned scene data of the virtual scene.

[0061] In actual application, the server 200 may be an independent physical server, or a
server cluster or distributed system composed of a plurality of physical servers, or a cloud server
providing basic cloud computing services, such as cloud services, cloud databases, cloud
computing, cloud functions, network services, cloud communications, middleware services, domain
name services, security services, content delivery networks (CDNs), and big data and artificial
intelligence platforms. The terminal (such as the terminal 400-1 and the terminal 400-2) may be a
smartphone, a tablet computer, a notebook computer, a desktop computer, a smart speaker, a smart
television, a smartwatch, or the like, but is not limited thereto. The terminal (such as the terminal
400-1 and the terminal 400-2) and the server 200 may be directly or indirectly connected to each
other in a wired or wireless communication manner. This is not limited in the present disclosure

herein.

[0062] In actual application, an application that supports the virtual scene is installed and
run in the terminal (including the terminal 400-1 and the terminal 400-2). The application may be
any one of a first-person shooting (FPS) game, a third-person shooting game, a multiplayer online
battle arena game (MOBA), a two-dimensional (2D) game application, a three-dimensional (3D)
game application, a virtual reality application, a three-dimensional map program, or a multiplayer
gunfight survival game. The application may alternatively be a single-player application, such as a

single-player 3D game application.

[0063] An electronic game scene is used as an exemplary scene. A user may operate on the
terminal in advance. After the terminal detects an operation of the user, a game configuration file of
the electronic game may be downloaded. The game configuration file may include an application of
the electronic game, interface display data, or virtual scene data, so that the user may call the game

configuration file to render and display an interface of the electronic game when logging into the
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electronic game on the terminal. The user may perform a touch operation on the terminal, and after
detecting the touch operation, the terminal may determine game data corresponding to the touch
operation and render and display the game data. The game data may include virtual scene data,

behavioral data of a virtual object in the virtual scene, and the like.

[0064] In actual application, the terminal (including the terminal 400-1 and the terminal
400-2) receives, based on the view interface, the trigger operation to enter the virtual scene, and
sends the request for obtaining the scene data of the virtual scene to the server 200. The server 200
receives the request for obtaining the scene data, and returns the scene data of the virtual scene to
the terminal in response to the obtaining request. The terminal receives the scene data of the virtual

scene and renders the virtual scene picture based on the scene data.

[0065] In an exemplary scene, a virtual object (a first virtual object) controlled by the
terminal 400-1 and a virtual object (a second virtual object) controlled by another terminal 400-2
are in the same virtual scene. In this case, the first virtual object may interact with the second virtual
object in the virtual scene. When the second virtual object performs a marking operation for target
content in the virtual scene to cause a mark to be carried in the target content, the terminal 400-1
displays mark prompt information configured for prompting that the second virtual object performs
the marking operation on the target content. In this way, when receiving a trigger operation for the
mark prompt information, the terminal 400-1 switches a display state of the mark from an initial

state to a prompt state to prompt a location of the target content in the current virtual scene.

[0066] In an exemplary scene, a display location of the foregoing mark prompt information
may be a chat area displayed in an interface. For example, when the terminal 400-1 controls the first
virtual object, a virtual scene picture of the first virtual object is presented on the terminal, and a
chat area is displayed in the virtual scene picture. The chat area is configured for the first virtual
object to chat with at least one second virtual object. When a target second virtual object among the
at least one second virtual object performs the marking operation for the target content in the virtual
scene, to cause the mark to be carried in the target content, the mark prompt information is
displayed in the chat area. The mark prompt information is configured for prompting that the target
second virtual object performs the marking operation on the target content. The display state of the
mark in the virtual scene is switched from the initial state to the prompt state when the trigger
operation for the mark prompt information is received, and the mark in the prompt state is displayed
in the virtual scene. The mark in the prompt state is configured for prompting the location of the

target content in the virtual scene.



[0067] In actual implementations, the server 200 calculates the scene data in the virtual
scene and sends the scene data to the terminal. The terminal relies on graphics computing hardware
to complete loading, parsing, and rendering of calculation display data, and relies on graphics
output hardware to output the virtual scene to form visual perception. For example, a
two-dimensional video frame may be presented on a display screen of a smartphone, or a video
frame for achieving a three-dimensional display effect may be projected on lenses of augmented
reality/virtual reality glasses. For perception of a form of the virtual scene, corresponding hardware
output of the terminal may be used, such as using microphone output to form auditory perception

and using vibrator output to form tactile perception.

[0068] The terminal runs a client (for example, a game application of an online version) and
is connected to the server 200 to interact with another user in a game. The terminal outputs the
virtual scene picture, which may include the first virtual object. The first virtual object here is a
game character controlled by a user. In other words, the first virtual object is controlled by a real
user, and may move in the virtual scene in response to an operation of the real user on a controller
(including a touch screen, a voice-activated switch, a keyboard, a mouse, a joystick, and the like).
For example, when the real user moves the joystick to the left, the first virtual object may move to
the left in the virtual scene, or may alternatively stay stationary, jump, or use various functions

(such as skills and props).

[0069] For example, when the user receives the trigger operation for the mark prompt
information by using the client running on the terminal 400-1, the display state of the mark in the
virtual scene is switched from the initial state to the prompt state, and the mark in the prompt state
is displayed in the virtual scene. The mark in the virtual scene may be the corresponding mark
carried in the target content when the target second virtual object among the at least one second
virtual object (a game character) controlled by a user of another terminal (such as the terminal

400-2) performs the marking operation for the target content in the same virtual scene.

[0070] This embodiment of the present disclosure may alternatively be implemented by
using a cloud technology. The cloud technology refers to a hosting technology that integrates
resources such as hardware, software, and networks in a wide area network or a local area network,

to implement computing, storage, processing, and sharing of data.

[0071] The cloud technology is a general term of network technologies, information
technologies, integration technologies, management platform technologies, application
technologies, and the like, applied to a cloud computing business model, and may form a resource

pool to satisfy what is needed in a flexible and convenient manner. A cloud computing technology
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may be a backbone. A large amount of computing resources and storage resources are needed for

background services in a technical network system.

[0072] FIG. 2 is a schematic diagram of a structure of an electronic device 500 for
performing a method for processing a mark in a virtual scene according to an embodiment of the
present disclosure. In actual application, the electronic device 500 may be the server or terminal
shown in FIG. 1. An example in which the electronic device 500 is the terminal shown in FIG. 1 is
used to describe the electronic device for performing the method for processing a mark in a virtual
scene according to this embodiment of the present disclosure. The electronic device 500 provided in
this embodiment of the present disclosure includes at least one processor 510, a memory 550, at
least one network interface 520, and a user interface 530. Components in the electronic device 500
are coupled together through a bus system 540. The bus system 540 is configured to implement
connection and communication between the components. In addition to a data bus, the bus system
540 further includes a power bus, a control bus, and a state signal bus. However, for clarity, various

buses are marked as the bus system 540 in FIG. 2.

[0073] The processor 510 may be an integrated circuit chip with a signal processing
capability, such as a general-purpose processor, a digital signal processor (DSP), or another
programmable logic device, a discrete gate or a transistor logic device, and a discrete hardware
component. The general-purpose processor may be a microprocessor or any conventional processor,

or the like.

[0074] The user interface 530 includes one or more output apparatuses 531 that present
media content, including one or more speakers and/or one or more visual display screens. The user
interface 530 further includes one or more input apparatuses 532 including a user interface
component that facilitates user input, for example, a keyboard, a mouse, a microphone, a touch

screen display, a camera, and another input button and control.

[0075] The memory 550 may be removable, non-removable, or combination thereof. An
exemplary hardware device includes a solid-state memory, a hard disk drive, an optical disk drive,
and the like. The memory 550 includes one or more storage devices physically away from the

processor 510.

[0076] The memory 550 includes a volatile memory or a non-volatile memory, and may
alternatively include both volatile and non-volatile memories. The non-volatile memory may be a
read-only memory (ROM), and the volatile memory may be a random-access memory (RAM). The
memory 550 described in this embodiment of the present disclosure is intended to include any

suitable type of memories.
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[0077] In some embodiments, the memory 550 can store data to support various operations,
examples of the data include a program, a module, and a data structure, or a subset or superset

thereof, which are described below by using examples.

[0078] An operating system 551 includes a system program configured to process various
basic system services and perform hardware-related tasks, such as a framework layer, a core library
layer, and a driver layer, and the operating system 551 is configured to implement various basic

services and process hardware-based tasks.

[0079] A network communication module 552 is configured to reach another computing
device via one or more (wired or wireless) network interfaces 520. For example, the network
interface 520 includes: Bluetooth, wireless compatibility certification (Wi-Fi), a universal serial bus

(USB), and the like.

[0080] A presentation module 553 is configured to present information by one or more
output apparatuses 531 (for example, display screens and speakers) associated with the user
interface 530 (for example, a user interface configured to operate a peripheral device and display

content and information).

[0081] An input processing module 554 is configured to detect one or more user inputs or

interactions from the input apparatus 532 and translate the detected inputs or interactions.

[0082] In some embodiments, an apparatus for processing a mark in a virtual scene provided
in this embodiment of the present disclosure may be implemented in a software manner. FIG. 2
shows an apparatus 555 for processing a mark in a virtual scene stored in the memory 550. The
apparatus 555 for processing a mark in a virtual scene may be software in the form of a program
and a plug-in, and includes the following software modules: a first display module 5551, a second
display module 5552, and a state switching module 5553 that are logical. Therefore, random
combination or splitting may be performed depending on functions to be implemented. The

functions of the modules are described below.

[0083] In some other embodiments, the apparatus for processing a mark in a virtual scene
provided in this embodiment of the present disclosure may be implemented in a manner of
combining software and hardware. As an example, the apparatus for processing a mark in a virtual
scene provided in this embodiment of the present disclosure may be a processor in the form of a
hardware decoding processor that is programmed to perform the method for processing a mark in a
virtual scene provided in this embodiment of the present disclosure. For example, the processor in

the form of a hardware decoding processor may use one or more application-specific integrated
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circuits (ASIC), a DSP, a programmable logic device (PLD), a complex programmable logic device

(CPLD), a field-programmable gate array (FPGA), or another electronic element.

[0084] Based on the foregoing descriptions of the system for processing a mark in a virtual
scene and the electronic device provided in this embodiment of the present disclosure, the following
describes a method for processing a mark in a virtual scene provided in an embodiment of the

present disclosure.

[0085] In some embodiments, the method for processing a mark in a virtual scene provided
in this embodiment of the present disclosure may be implemented by a server or a terminal
separately, or may be implemented by a server and a terminal together. In some embodiments, the
terminal or the server may implement the method for processing a mark in a virtual scene provided
in this embodiment of the present disclosure by running a computer program. For example, the
computer program may be a native program or a software module in an operating system; may be a
native application (APP), to be specific, a program that needs to be installed in the operating system
to run, such as a client that supports a virtual scene, such as a game APP; may be a mini program, to
be specific, a program that only needs to be downloaded into a browser environment to run; or may
be a mini program that may be embedded in any APP. In summary, the foregoing computer

program may be any form of application, module, or plug-in.

[0086] The following uses an example in which the method is performed by a terminal to
describe the method for processing a mark in a virtual scene provided in this embodiment of the
present disclosure. FIG. 3 is a schematic flowchart of a method for processing a mark in a virtual
scene according to an embodiment of the present disclosure. The method for processing a mark in a

virtual scene according to this embodiment of the present disclosure includes:

[0087] Operation 101: A terminal displays a virtual scene including a first virtual object and

at least one second virtual object.

[0088] In actual application, the terminal displays an interface of the virtual scene of the
first virtual object, and displays, in the interface, the first virtual object and the at least one second

virtual object (such as two or more second virtual objects) in the virtual scene.

[0089] In actual application, an application (an application client) that supports the virtual
scene is installed on the terminal. The application may be any one of a first-person shooting game, a
third-person shooting game, a multiplayer online battle arena game, a virtual reality application, a
three-dimensional map program, or a multiplayer gunfight survival game. In actual application, the

foregoing application client may also be a client integrated with a virtual scene function (such as an
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instant messaging client, a live streaming client, and an education client). When a user opens the
client on the terminal and the terminal runs the client, the user may use the terminal to operate a
virtual object in the virtual scene to carry out an activity. The activity includes but is not limited to
at least one of adjusting a body posture, crawling, walking, running, riding, jumping, driving,
picking, shooting, attacking, and throwing. For example, the virtual object is a virtual character,

such as an animation character.

[0090] When the user opens the application on the terminal and the terminal runs the
application, the terminal displays a virtual scene picture. The virtual scene picture is obtained by
observing the virtual scene from a first-person object view, or by observing the virtual scene from a
third-person view. The virtual scene picture may include the second virtual object, and may further

include a chat area for the first virtual object to chat with the at least one second virtual object.

[0091] Operation 102: Display mark prompt information when a target second virtual object
performs a marking operation for target content in the virtual scene to cause a mark to be carried in

the target content.

[0092] The target second virtual object belongs to the foregoing at least one second virtual
object. In other words, the target second virtual object may be any one of a plurality of second

virtual objects.

[0093] The mark prompt information is configured for prompting that the target second
virtual object performs the marking operation on the target content. In actual application, the target
content may be an object that may be marked by the virtual object. For example, the target content
may be any scene point (a location point) in the virtual scene, any virtual item in the virtual scene,

any virtual prop in the virtual scene, or the like.

[0094] In actual implementations, in a current virtual scene, a user who controls another
virtual object (the second virtual object) may perform the marking operation on the target content in
the virtual scene by using a corresponding terminal, to cause a mark to be carried in corresponding
target content. After receiving information (such as a marked location, marking time, and a marked
object) related to the marking operation, a server of the virtual scene generates corresponding mark
prompt information. The mark prompt information is configured for prompting that the second
virtual object performs the marking operation on the target content. Then, the mark prompt
information is sent to the terminal, and the terminal displays the mark prompt information in an
interface of the virtual scene. In actual application, a chat area may be displayed in an appropriate
area (such as one side of the interface) in the interface of the virtual scene. The chat area cannot

block another function item in the interface. When there is no latest chat information, the chat area
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may be folded. When there is the latest chat information, the chat area may be automatically
displayed. Then, the mark prompt information may be displayed in the chat area of the interface,

and the corresponding mark prompt information may be displayed in the chat area.

[0095] For a display manner of the mark prompt information, in some embodiments, the
terminal may display the mark prompt information in the following manner. The terminal uses a
target display style to display the mark prompt information in the chat area. When chat information
of the first virtual object and the second virtual object is further displayed in the chat area, a display
style of the chat information is different from the target display style.

[0096] In actual implementations, the chat information and the mark prompt information
may be displayed in the chat area in the interface of the virtual scene of the first virtual object. To
clearly distinguish the chat information and the mark prompt information, different display styles
may be used to render and display the two types of information. In other words, it is ensured that a
display style of the chat information is different from a display style of the mark prompt

information.

[0097] For example, FIG. 4 is a schematic diagram of displaying information in a chat area
according to an embodiment of the present disclosure. In the figure, number 1 is mark prompt
information, and number 2 is ordinary chat information. Different display styles are used to

distinguish the two types of information.

[0098] For the target display style, in some embodiments, the terminal may display the mark
prompt information by using the following target display style. The terminal uses a target color
corresponding to the target second virtual object to display the mark prompt information in the chat
area. The target color is configured for identifying the target second virtual object. Different virtual

objects correspond to different colors. The mark prompt information is displayed in a text box.

[0099] In actual implementations, different identification colors may be set for different
virtual objects to distinguish mark prompt information sent by different virtual objects. An
obtaining manner for a corresponding target color may be implemented in the following manner. In
the virtual scene, each virtual object has a number configured for identifying itself. After obtaining
a number of a virtual object, the terminal can obtain a corresponding color based on the number. To
be specific, when the terminal performs data analysis related to the marking operation, there is a
one-to-one correlation relationship such as "virtual object --> number --> color". After a target color
corresponding to each virtual object is determined, a different display style may be set for mark
prompt information corresponding to a current virtual object. For example, a font color of the mark

prompt information is set to the target color, a mark of the corresponding color is set in a related
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area of the mark prompt information, or a box (such as a text box) corresponding to the mark
prompt information is filled with the corresponding target color. In other words, a style of the box
displaying the mark prompt information may change according to the color corresponding to the

number of the virtual object.

[00100] For example, FIG. 5 is a schematic diagram of display of a text box according to an
embodiment of the present disclosure. In the figure, a correlation relationship reference "virtual
object --> number --> color" is represented by number 1. For a virtual object "player 1" numbered
1, corresponding mark prompt information "Player 1: Marked a location" is displayed in a text box
of a color represented by number 2 in the figure. For a virtual object "player 2" numbered 2,
corresponding mark prompt information "Player 2: Marked a helmet" is displayed in a text box of a

color represented by number 3 in the figure.

[00101] In some embodiments, the terminal may further display at least one of the following
in the chat area: a mark graphic configured for indicating a type of the target content and an object

identifier of the target second virtual object.

[00102] In actual implementations, to improve richness of the display style for the mark
prompt information, the mark graphic of the type of the target content indicated by the mark prompt
information and an object identifier of a virtual object that performs the marking operation on the
target content may be displayed in an associated area of the mark prompt information. The
associated area of the mark prompt information may be a horizontal associated area of the mark
prompt information. In other words, the associated area may be displayed in a manner of "mark
graphic | object identifier | mark prompt information". The mark graphic corresponds to a type of
marked content. A type of content that can be marked in the virtual scene includes at least ordinary
content (such as a location) and a virtual material (such as "a gun, bullets" and another virtual prop
and "a ship, a vehicle" and another virtual vehicle). To distinguish different types, a corresponding
mark graphic may be set for each type of content. For example, for the ordinary content, an ordinary
mark graphic may be used, and for the virtual material, a mark graphic (referred to as a material
mark graphic) corresponding to the virtual material may be used. In addition, the object identifier of
the virtual object that marks the target content may be carried (where a corresponding number may

be set as an object identifier for each virtual object).

[00103] For example, FIG. 6 is a schematic diagram of a mark graphic style according to an
embodiment of the present disclosure. In the figure, number 1 represents the ordinary mark graphic,

and number 2 represents the material mark graphic. In the virtual scene, for content whose type is a
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material, a corresponding mark graphic may be set according to an entity style indicated by the

material. For example, if the material is a "helmet" in a virtual prop, the graphic is set to a "helmet".

[00104] In some embodiments, the terminal may display the mark for the target content in the
virtual scene of the first virtual object in the following manner. When the target second virtual
object among the at least one second virtual object performs the marking operation for the target
content in the virtual scene, to cause the mark to be carried in the target content, the mark in an
initial state is displayed in the virtual scene. The mark has at least one of the following features: a
target color corresponding to the target second virtual object and a shape indicating a type of the

target content.

[00105] In actual implementations, when the virtual object in the virtual scene performs the
marking operation on the target content, the corresponding mark is controlled to be carried in the
target content. When the mark is carried in the target content, when the location of the target
content is in a virtual scene in which a current lens of the first virtual object is located (in other
words, the target content is in a current virtual scene of the first virtual object), the mark in the
initial state may be displayed in the virtual scene. The mark in the initial state has one of the
following features: the target color corresponding to the target second virtual object and the shape

indicating the type of the target content.

[00106] For example, refer to FIG. 6. In FIG. 6, number 3 represents the mark in the initial
state, and a type of content of the mark is an ordinary location (that is, ordinary content). Number
3-1 represents the ordinary mark graphic (a location point graphic), and number 3-2 represents the
target color (such as red or yellow) corresponding to the target second virtual object that marks the

location.

[00107] In some embodiments, FIG. 7 is a flowchart of a display manner of mark prompt
information according to an embodiment of the present disclosure. The terminal may display mark
prompt information through operation 201 and operation 202. Description may be made with

reference to the operations in FIG. 7.

[00108] Operation 201: The terminal receives an input operation for item requirement
information, the item requirement information being configured for indicating that a first virtual

object has a requirement for an item of a target type.

[00109] In actual implementations, in a process of continuous display of the virtual scene
(that is, in a process of a game), a user controlling the first virtual object may trigger the input

operation of requirement information for the item of the target type (that is, item requirement
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information for a target material) by using an audio recording input function item or a text input
function item provided by the client. In some embodiments, the audio recording input function item
and the text input function item may be configured for inputting corresponding audio content and

text content in the chat area.

[00110] For example, in a shooting game, player A needs a vehicle "motorcycle" in a case of
chasing an enemy. To quickly obtain a vehicle "motorcycle" closest to the first virtual object
controlled by player A, player A may enter item requirement information of "I need a motorcycle"
in an audio form by using the audio recording input function item provided by the terminal. In other
words, the first virtual object controlled by player A has a requirement of the vehicle "motorcycle".
Certainly, player A may alternatively enter the item requirement information of "I need a

motorcycle" in a text form by using the text input function item provided by the terminal.

[00111] Operation 202: Display the input item requirement information in response to the
input operation, and display at least one piece of target mark prompt information associated with the
item of the target type, a mark corresponding to the target mark prompt information being in an

unresponsive state.

[00112] In actual implementations, after receiving the item requirement information entered
by the user, the terminal first forwards the item requirement information to the server, and after the
server parses the item requirement information, the item requirement information is distributed to
each terminal corresponding to the virtual scene, and each terminal displays the item requirement in
an information display area (a chat area) in an interface of its own virtual scene. In addition, a type
of requested target content is obtained, and then a mark in an unresponsive state (that is, in a free
state) and corresponding to the type is selected from existing content marks based on the type, and
corresponding mark prompt information is generated and sent to the terminal of the first virtual
object. The terminal may display, in the chat area, one or more pieces of mark prompt information

corresponding to the item requirement information and returned by the server.

[00113] Following the foregoing example, after the terminal receives the item requirement
information of "I need a motorcycle" sent by player A, a game server distributes the item
requirement information to each terminal, and each terminal displays the item requirement
information (in the audio form or the text form) of "I need a motorcycle" in the chat area, and

displays received, unresponsive, and "motorcycle" related mark prompt information in the chat area.

[00114] In some embodiments, the terminal may also display the mark prompt information in

the following manner. The terminal periodically displays the mark prompt information in a loop
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when the target content in the virtual scene is in an unresponsive state and duration of being in the

unresponsive state reaches a duration threshold.

[00115] In actual implementations, because a size of the interface of the virtual scene is
limited, and a size of a corresponding area (the chat area) for displaying the mark prompt
information is also limited, usually at least one piece of recent mark prompt information is
displayed in the chat area. If the mark prompt information is still in the unresponsive state after
preset duration is exceeded, the mark prompt information may not be displayed in a visible area of
the chat area. However, to let a player know a current situation of the mark prompt information in
the unresponsive state in real time, the terminal may periodically display the mark prompt
information in the unresponsive state in a loop in the chat area. A period of displaying in a loop may

be set on a setting interface for the virtual scene.

[00116] A period length of displaying in a loop may be set according to an actual need. For
example, the period of displaying in a loop is set to 10 seconds. After every 10 seconds, the mark
prompt information in the unresponsive state is displayed in the chat area in an order of mark time

from latest to earliest.

[00117] In some embodiments, the terminal may also display the mark prompt information in
the following manner. The terminal displays, in the interface of the virtual scene, at least two class
labels corresponding to the mark prompt information. Target mark prompt information is displayed
in response to a trigger operation for a target class label among the at least two class labels. A type
of the target content corresponding to the target mark prompt information is the same as a type

indicated by the target class label.

[00118] The class label displayed by the terminal may be configured for indicating a type of
marked target content. In this way, the class label is displayed to quickly and clearly learn the type

of the marked target content, to enable a user to quickly respond according to a need of the user.

[00119] In actual implementations, to classify and display label prompt information to
improve retrieval efficiency for the label prompt information, the terminal may display, in the
interface of the virtual scene, a plurality of class labels corresponding to the mark prompt
information. In addition, a quantity of marks of a corresponding class that are in the unresponsive

state may be displayed after each class label.

[00120] For example, FIG. 8 is a schematic diagram of classification display of mark prompt
information according to an embodiment of the present disclosure. In the figure, a plurality of class

labels are displayed in an interface style of a tab. Three class labels corresponding to mark prompt
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information represented by number 1 are: number 1-1 representing a "location" class label, number
1-2 representing a "vehicle" class label, and number 1-3 representing a "prop" class label. An
"information" tab is configured for indicating the chat area. A number after each class label is
configured for indicating a quantity of marks of a corresponding class that are in the unresponsive
state. For example, "location 5" may indicate that there are five pieces of target content in the

unresponsive state.

[00121] Operation 103: Switch a display state of the mark in the virtual scene from an initial
state to a prompt state when a trigger operation for the mark prompt information is received, and
display the mark in the prompt state in the virtual scene, the mark in the prompt state being

configured for prompting a location of the target content in the virtual scene.

[00122] In actual implementations, when receiving the trigger operation (such as
tapping/clicking, double-tapping/clicking, and long-pressing) for the target mark prompt
information, the terminal may control the display state of the mark in the virtual scene to switch to
the prompt state, so that the location of the target content corresponding to the mark in the virtual

scene can be highlighted.

[00123] In some embodiments, after the terminal displays the mark prompt information in the
chat area, before receiving the trigger operation for the mark prompt information, the terminal may
also display operation prompt information in the following ways. The terminal displays the
operation prompt information in the interface of the virtual scene. The operation prompt
information is configured for prompting to perform the trigger operation for the mark prompt
information, to control the display state of the mark to switch from the initial state to the prompt

state.

[00124] In actual implementations, to inform the user how to mark the mark prompt
information, the operation prompt information may be displayed in an area near the chat area, to
prompt the user to perform the corresponding trigger operation for the mark prompt information. A

display function of the operation prompt information may be enabled or disabled by the user.

[00125] In some embodiments, the terminal may display the operation prompt information in
the following manner. The terminal displays a floating layer, and displays, in the floating layer, a
gesture animation for performing the trigger operation. The gesture animation is configured for

indicating performing the trigger operation for the mark prompt information.

[00126] In actual implementations, the terminal may display a floating layer with a specific

degree of transparency in an associated area of the chat area. The gesture animation for performing
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the trigger action and a close control for closing the floating layer, such as a "Got it" control, are

displayed in the floating layer.

[00127] For example, FIG. 9 is a schematic diagram of an interface of operation prompt
information according to an embodiment of the present disclosure. In the figure, number 1
represents a floating layer with a specific degree of transparency, number 2 represents a gesture
animation for performing the trigger operation, and number 3 represents a "Got it" function item

which is a close control for closing the floating layer.

[00128] In some embodiments, the terminal may display state switching of the mark in the
virtual scene in the following manner. The terminal switches a display style of the mark in the
virtual scene from a first display style to a second display style when the trigger operation for the
mark prompt information is received. The first display style is configured for indicating that the
mark is in the initial state, and the second display style is configured for indicating that the mark is

in the prompt state.

[00129] In actual implementations, the state switching of the mark may be indicated by a

change of a visual style of the mark in the virtual scene.

[00130] For example, FIG. 10 is a schematic diagram of state switching of a mark according
to an embodiment of the present disclosure. Number 1 represents the mark that is in an initial state
and displayed in a first display style. A type of content corresponding to the mark is ordinary
content (an ordinary location point), and another virtual object (the second virtual object) that
performs marking operation on the mark corresponds to a target color corresponding to player 1.
Number 2 represents the mark in a prompt state displayed in a second display style. In this case, a

special effect of magnifying and flashing is added to the mark represented by number 1.

[00131] In some embodiments, the terminal may display response preparation information
for the mark in the following manner. The terminal obtains a player level of the first virtual object
when the trigger operation for the mark prompt information is received. The response preparation
information for the mark is displayed in the chat area when the player level of the first virtual object
satisfies a preset level condition, and voice playback of the response preparation information is
performed in the virtual scene. The response preparation information is configured for indicating

that the first virtual object is in a response preparation state for the mark.

[00132] In actual implementations, when receiving the trigger operation for the mark prompt
information, to simplify an operation of a player controlling the first virtual object, the terminal may

also directly combine a relationship between a current player level of the player and the preset level
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condition to control whether the first virtual object enters the response preparation state for the
mark. The level condition includes one of the following: the player level reaching a level threshold
and the player level being higher than a player level of the second virtual object that performs the
marking operation for the target content. Whether to control, based on the player level, the first
virtual object to be in the response preparation state for the mark, a related function may be enabled
on a related setting interface. The terminal may display the response preparation information for the
mark in the chat area when determining that the player level of the first virtual object satisfies the
preset level condition, and perform the voice playback of the response preparation information in
the virtual scene. When the entire virtual scene is in a silent (muted) state, a voice playback function

is automatically disabled.

[00133] For example, FIG. 11 is a schematic diagram of player level condition setting
according to an embodiment of the present disclosure. In the figure, number 1 represents a setting
function item. When the setting function item in the virtual scene is tapped/clicked, a setting
interface is displayed, and a function enabling item for responding to the content based on the
player level is displayed on the setting interface. When the function item is enabled, a selection
function for any one of option 1 "Player level reaches level 4" or option 2 "Player level is higher
than the level of the player who performs the marking operation" (option 2 is selected in FIG. 11) is
received, then the interface of the virtual scene is re-presented. In this case, a player level of current
player A is level 5 and is higher than a level (where a level of player B is 4) of a player who
performs a marking operation on mark D represented by number 2. When receiving a trigger
operation (a tap/click operation) of player A for mark prompt information represented by number 3,

the terminal may directly display "Player A: I want mark D" in the chat area.

[00134] In some embodiments, the terminal may also control the mark in the virtual scene to
be in a locked state in the following manner. The terminal obtains the player level of the first virtual
object when the trigger operation for the mark prompt information is received. When the player
level of the first virtual object satisfies the preset level condition, the mark in the virtual scene is
controlled to be in the locked state. The locked state is configured for invalidating a response when

another virtual object responds to the mark.

[00135] In actual implementations, the terminal may also control, based on the player level of
the first virtual object, the mark in the virtual scene to be in the locked state. In this way, when the
another virtual object responds to the mark again, the corresponding response is invalid. In actual
application, there are a plurality of manners to indicate that the mark is in the locked state, such as

controlling the mark to carry a special effect for indicating being in the locked state, or displaying
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the mark by using a display for indicating being in the locked state, to indicate that the mark is in
the locked state, or using text information indicating being in the locked state, to indicate that the
mark is in the locked state. For example, the text information is displayed on the mark or in an
associated area of the mark, such as a graphics of a "lock" is added on the current mark, to indicate

that the mark is in the locked state.

[00136] In some embodiments, FIG. 12 is a flowchart of a method for adjusting content in a
field of view of a virtual object according to an embodiment of the present disclosure. Description

may be made with reference to operations in FIG. 12.

[00137] Operation 301: A terminal displays a field of view adjustment icon in an associated

display area of mark prompt information.

[00138] In actual implementations, to allow a player to adjust content in a field of view of a
virtual object controlled by the player conveniently (in other words, to adjust a lens orientation of a
device that capture a virtual scene), so that a target mark corresponding to the mark prompt
information can be displayed in an interface of a virtual scene of a current lens, the terminal may
display the field of view adjustment icon in a chat area or in the associated display area of the

current mark prompt information.

[00139] In some embodiments, the terminal may display the field of view adjustment icon in
the following manner: using at least one of the following manners to display the field of view
adjustment icon in the associated display area of the mark prompt information: a target color

corresponding to the target second virtual object and a shape indicating a type of the target content.

[00140] In actual implementations, to allow the player to clearly associate the mark in the
virtual scene with the field of view adjustment icon associated with the mark prompt information in
the chat area conveniently, the field of view adjustment icon may be displayed in a style determined
based on the target color corresponding to the target second virtual object, or the shape
corresponding to the type of the target content may be used as the field of view adjustment icon, or
a combination of the two manners may be used. In addition, the field of view adjustment icon
displayed in the chat area may be displayed in the same display style as the mark in the virtual

scene.

[00141] For example, refer to FIG. 6. The graphic corresponding to the type of the target
content represented by number 1 or number 2 in FIG. 6 may be used as the field of view adjustment

icon after being bound to a corresponding trigger event (such as a tap/click event or a drag event).
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[00142] Operation 302: Adjust content in a field of view of the first virtual object in the
virtual scene based on the field of view adjustment instruction when a field of view adjustment

instruction triggered based on the field of view adjustment icon is received.

[00143] In actual implementations, when the player controlling the first virtual object
performs a corresponding trigger operation for the field of view adjustment icon, the corresponding
field of view adjustment instruction may be triggered. In other words, the field of view adjustment
icon is associated with a corresponding bound event. When the corresponding trigger operation is
received, the field of view adjustment instruction is triggered. When receiving a lens adjustment
instruction triggered based on the field of view adjustment icon, the terminal may adjust the content
in the field of view of the first virtual object in the virtual scene. The trigger operation for the field

of view adjustment icon may be a drag operation, a press operation, and the like.

[00144] In some embodiments, FIG. 13 is a schematic diagram of a method of a drag
operation for a field of view adjustment icon according to an embodiment of the present disclosure.

Based on FIG. 12, after operation 302, the following may also be performed.

[00145] Operation 401: The terminal obtains a drag distance for the field of view adjustment

icon when the drag operation for the field of view adjustment icon is received.

[00146] In actual implementations, the content in the field of view of the first virtual object in
the virtual scene may be adjusted based on the drag operation for the field of view adjustment icon.
The terminal obtains the drag distance during the drag operation in real time, and determines an
adjustment manner for the content in the field of view of the first virtual object based on a

relationship between the drag distance and a preset distance threshold.

[00147] In actual application, the drag distance for the field of view adjustment icon may be a
moving distance of the field of view adjustment icon in a view interface when the field of view
adjustment icon is dragged. A value of the foregoing distance threshold and a quantity of distance
thresholds may be set according to an actual need. The drag distance is divided into different
distance ranges based on the set distance threshold, and different distance ranges may correspond to

different adjustment manners.

[00148] Operation 402: Switch the display state of the mark in the virtual scene from the
initial state to the prompt state when the drag distance does not exceed a first distance threshold,

and display the mark in the prompt state in the virtual scene.

[00149] In actual implementations, to adjust the content (that is, an orientation of the lens) in

the field of view of the first virtual object in different manners based on the drag operation, two
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distance thresholds may be set in advance: the first distance threshold and a second distance
threshold. The first distance threshold is less than the second distance threshold. In this way, more
adjustment conditions may be set to correspond to different adjustment manners. When the drag
distance obtained in real time is less than the first distance threshold, due to the small drag distance,
this may be finger shaking or an accidental touch operation of a player, and it may be considered
that an adjustment condition for the orientation of the lens is not satisfied. As a response to the drag
operation in this case, the display state of the mark corresponding to the mark prompt information
in the virtual scene may be switched from the initial state to the prompt state. In other words, a
display style that indicates the mark in the prompt state may be used to display the mark. For
example, refer to the display style shown in FIG. 10.

[00150] Operation 403: Receive the field of view adjustment instruction when the drag
distance exceeds the first distance threshold and does not exceed the second distance threshold, the

first distance threshold being less than the second distance threshold.

[00151] In actual implementations, when the drag distance obtained by the terminal in real
time exceeds the first distance threshold, the field of view adjustment instruction configured for
indicating adjusting the content in the field of view of the virtual object is triggered, and the content
(that is, the orientation of the lens) in the field of view of the virtual object in the virtual scene is
adjusted in response to the field of view adjustment instruction. A shooting game is used as an
example. A crosshair may be used to indicate a lens center of a current virtual scene, and the
adjustment of the content (the orientation of the lens) in the field of view of the virtual object may

be considered as adjustment of a distance between the crosshair and target content.

[00152] For example, the first distance threshold is set to 5 px and the second distance
threshold is set to 90 px. When the drag distance is between 0 px and 5 px, it is considered to be the
finger shaking of the player, and it is still considered as a tap/click operation. When the drag
distance is between 6 px and 90 px, the terminal triggers the field of view adjustment instruction
and adjusts the content (that is, the orientation of the lens) in the field of view of the virtual object
in the virtual scene based on the field of view adjustment instruction. When the drag distance is
greater than 90 px, the content (the orientation of the lens) in the field of view may be adjusted

directly to move to a location of a corresponding marked point.

[00153] In some embodiments, when the crosshair is used to indicate the lens in the virtual
scene, the terminal may adjust the content in the field of view of the virtual object in the following
manners. The terminal displays a crosshair for the target content in the virtual scene, and then

performs operation 501 to operation 503 shown in FIG. 14. FIG. 14 is a flowchart of a method for
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adjusting content in a field of view of a virtual object in a virtual scene according to an embodiment

of the present disclosure.

[00154] Operation 501: The terminal adjusts the content in the field of view of the virtual
object in the virtual scene based on the drag distance, to adjust the distance between the target
content and the crosshair, the distance between the target content and the crosshair being in a

negative correlation with the drag distance.

[00155] In actual implementations, the terminal may adjust the content (the orientation of the
lens) in the field of view of the virtual object in the virtual scene during the drag operation based on
a mapping relationship between the distance between the target content and the crosshair and the

drag distance.

[00156] In some embodiments, the foregoing mapping relationship may be a linear mapping
relationship. For example, in a shooting game, a location of the crosshair in the virtual scene equal
to a center of a screen is denoted as X, and a location (when a mark display style occupies a large
area, referred to as a location of a center point of the mark) of the mark in the virtual scene is
denoted as Y. A distance from X to Y is determined (where a length of a line segment formed by
two points is the distance between X and Y), the second distance threshold is set to 90 pixels (PX),
and the mapping relationship of the distance is set as follows. Each time a drag distance of a lens
adjustment icon increases by 1 px, the distance between the target content and the crosshair

decreases (distance/90).

[00157] Operation 502: Display, during adjusting the content in the field of view of the first

virtual object, a field of view reset function item when the drag operation is released.

[00158] In actual implementations, the player may cancel at any time during performing the
drag operation for the field of view adjustment icon. When the drag operation for the field of view
adjustment icon is released, the terminal receives an instruction that a cancellation condition is
satisfied. In this case, the field of view reset function item (that is, a function control having a field
of view reset function) may be displayed in the associated area of the chat area, so that the player
may cancel the adjustment of the content (the orientation of the lens) in the field of view of the first
virtual object based on the field of view reset function item, to cause the content (that is, the
orientation of the lens) in the field of view of the first virtual object to be restored to content (that is,

an initial location of the orientation of the lens) in an initial field of view before adjustment.
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[00159] Operation 503: Restore the content in the field of view of the first virtual object to
the content in the initial field of view before adjustment in response to a trigger operation for the

field of view reset function item.

[00160] In actual implementations, after receiving a trigger operation (such as a tap/click
operation and a double-tap/click operation) for a lens reset function item, the terminal may directly
restore the content (the orientation of the lens) in the field of view of the virtual object to the
content (that is, the initial location of the orientation of the lens) in the initial field of view before
adjustment. In addition, to prevent the trigger operation from being caused by an unwanted
operation of the player, field of view reset confirmation information may be popped up before the
content (the orientation of the lens) in the field of view of the virtual object is restored to the content
in the initial field of view before adjustment, and the player may confirm again whether a field of

view reset operation is required.

[00161] For example, FIG. 15 is a schematic diagram of a field of view reset function item
according to an embodiment of the present disclosure. In the figure, a field of view reset prompt
interface is popped up for a tap/click operation on a field of view function item. Field of view reset
confirmation prompt information represented by number 1 is "You have triggered the field of view
reset instruction, do you want to perform the field of view reset operation on the content in the field
of view of the virtual object in the current scene?". When a player confirms to perform the field of
view reset operation, the player may perform a tap/click operation on an "OK" function item shown
in the figure, otherwise the player may perform a tap/click operation on a "Cancel" function item

shown in the figure to cancel the field of view reset operation.

[00162] In some embodiments, the terminal may display response preparation information
for the target content in the following manner when the display state of the mark in the virtual scene
is switched from the initial state to the prompt state. The terminal presents an information prompt
interface, and display, in the information prompt interface, response prompt information and a
corresponding operation function item. The response prompt information is configured for
prompting to respond to the target content corresponding to the mark, and the operation function
item includes a confirmation function item and a cancellation function item. Response confirmation
preparation information for the target content is displayed in the chat area when a trigger operation
for the confirmation function item is received. The display state of the mark in the virtual scene is
switched from the prompt state to the initial state when a trigger operation for the cancellation
function item is received. In this way, the response prompt information and the corresponding

operation function item are displayed to enable a user to choose whether to respond to the mark
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according to an actual situation, to avoid a situation in which the user does not respond to the mark,
and the terminal displays the mark in the prompt state all the time, thereby improving information

processing efficiency and utilization of display resources.

[00163] In actual implementations, after receiving latest mark prompt information in the chat
area, the terminal may display, in the interface of the virtual scene, the mark in a display style that is
configured for indicating that the mark is in the prompt state, and may further display the
information prompt interface in the interface of the virtual scene, to remind the player in time
whether to respond to the mark corresponding to the current mark prompt information. In this way,
this can effectively avoid ignoring the mark prompt information displayed in the chat area when the

player is focused on a game, and ensure timeliness of receiving the mark prompt information.

[00164] For example, FIG. 16 is a schematic diagram of an information prompt interface
according to an embodiment of the present disclosure. In the figure, number 1 represents response
prompt information "Teammate B marked a vehicle T at location P, do you want to respond?".
Number 2 represents an operation function item, including confirmation and cancellation. When a
player taps/clicks an "OK" function item, response preparation information "Player A: I want
Vehicle T" is displayed in the chat area. In actual application, considering urgency of a requirement
of the player for the target content corresponding to the mark, when the player purchases a
corresponding permission (to be specific, a player level is increased by paying for a permission),
after the player taps/clicks the "OK" control, the terminal may further directly adjust the content
(the orientation of the lens) in the field of view of the virtual object, so that a center point of a

crosshair coincides with a center point of the mark.

[00165] In some embodiments, the terminal may cancel display of the information prompt
interface in the following manner: displaying remaining display duration of the information prompt
interface; and canceling the display of the information prompt interface when the remaining display
duration is lower than a duration threshold or returns to zero, and switching the display state of the
mark in the virtual scene from the prompt state to the initial state. In this way, display duration of
the information prompt interface is controlled to avoid a situation in which the user does not
respond to the mark, and the terminal displays the mark in the prompt state all the time, thereby

improving information processing efficiency and utilization of display resources.

[00166] In actual implementations, a value of the duration threshold may be set according to
an actual need, and the display of the information prompt interface may be canceled in a manner of
remaining display duration (that is, countdown). The display of the information prompt interface is

canceled when the remaining display duration returns to zero or the remaining display duration is
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lower than the duration threshold. In this way, the display duration of the information prompt
interface can be controlled, so that prompt is given to the user without affecting operations of the
user and occupying excessive additional display resources, thereby improving the utilization of the

display resources.

[00167] For example, continue to refer to FIG. 16. In FIG. 16. Number 2 represents "5
seconds left before disappearing”. 5 seconds is the remaining display duration, and when the

remaining display duration returns to 0, the information display interface disappears.

[00168] According to embodiments of the present disclosure, when the target content in the
virtual scene carries the mark, the corresponding mark prompt information is displayed in the chat
area, and the mark prompt information and the chat information are distinguished by using the
display style. In this way, timeliness of receiving the mark prompt information can be ensured.
When the trigger operation for the mark prompt information is received, the display state of the
mark in the virtual scene is controlled to switch from the initial state to the prompt state, and the
mark in the prompt state is displayed in the virtual scene. This makes full use of hardware display
resources of an electronic device and improves utilization of device display resources. In addition,
the mark can be quickly located, thereby reducing costs of searching for the mark, improving
efficiency in the use of the mark, and improving human-computer interaction experience. In
addition, the mark in the virtual scene can be responded faster, better, and more accurately in
response to a lens adjustment instruction based on the field of view adjustment icon, so that a
problem of unsynchronized information caused when information is synchronized by using a mark
in a team is effectively resolved. Moreover, the operation for the field of view adjustment icon is
simple, this ensures that the user can master the function without learning, and improves the

human-computer interaction experience.

[00169] Exemplary application of embodiments of the present disclosure in an actual
application scenario is described below. In a shooting game, a marked point (that is, a mark) is one
of important manners of synchronizing information in a team. Good information synchronization
can broaden a vision of a player and improve an overall strength of the team. Using the marked
point is one of skill operations that a rookie player needs to master to improve a level. However,
during an actual game, experience of using the marked point is not very good. For example, after
player A marks a mark, it is difficult for remaining players to synchronize to the information,
resulting in abandonment of a response to the marked point, and the information is unsynchronized
and there is a lack of feedback. A reason is that it is very difficult for the remaining players to find

the marked point by player A. Costs of sliding a screen to adjust a crosshair are too high, resulting
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in a significant reduction in an application frequency of the marked point in a game, to cause

exchange of the information stops just in a second operation.

[00170] In a related art, when a crosshair of a player in a game is aligned with a marked point
of a teammate, a function and visual style of the marked point may change. Functionally,
tapping/clicking the marked point means responding to the marked point, and a system may
automatically send "Copy that" to a chat list in a team after responding, and visually, a button may
be highlighted with a text "responded". However, the method often has the following problems. In a
game, styles of marked points initiated by players are the same, so that the marked points and the
players cannot be corresponded one by one. Usually, a location marked by a teammate is found via
a chat list in the team, but which one in a game scene (a virtual scene) being the marked location
cannot be known. In addition, if the player needs to find a marked point, the player can only move a
lens by sliding a screen to find a corresponding marked point, and then continue to slide the lens to

aim the crosshair at the marked point. This is very complicated.

[00171] Based on this, an embodiment of the present disclosure provides a method for
processing a mark in a virtual scene, to be specific, a function to quickly respond to a corresponding
mark on a main interface of the virtual scene. According to the method, marked point information
(that is, the foregoing mark prompt information) and another information (such as chat information)
are distinguished in a chat list in a team (that is, the foregoing chat area), and a tap/click event and a
drag event (where a player performs a sliding operation on the marked point information) are added
for the marked point information, so that the player can respond to the marked point information
more easily and quickly. In this way, costs of the player for responding to a marked point are

greatly reduced, and efficiency of effective communication in the team is improved.

[00172] First, the method for processing a mark in a virtual scene provided in this
embodiment of the present disclosure is described from a product side. To achieve a function of
"quickly responding to a corresponding marked point", a box and a marked point icon are added to
the marked point information (that is, the foregoing mark prompt information) in the chat list in the
team (that is, the foregoing chat area) presented on a main interface of a game; drag and tap/click
gesture interaction functions are added to the list; and a prompt state is added to a scene marked
point (that is, the foregoing mark in the virtual scene). In conclusion, transmission (that is, quick
response to the marked point) of information is implemented by adding three interface visual effects

and two gesture functions. The implementation process is as follows.

[00173] First, when another player performs a marking operation for material or location

information in the game scene, to cause the material or location information to be carried as a
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marked point, mark prompt information is displayed in a communication list in the team, and a
mark type graphic representing content corresponding to the marked point (refer to FIG. 10) is
displayed on a left side of the mark prompt information, and a background of the graphic is filled
with a color corresponding to a player number, and text is the detailed mark prompt information.
For a correspondence between the player number and the corresponding color, refer to FIG. 17.
FIG. 17 is a schematic diagram of a correspondence between a player number and a corresponding

color according to this embodiment of the present disclosure.

[00174] Second, when the player taps/clicks a hot zone (that is, an area for receiving an
interactive operation) corresponding to the mark prompt information, a visual style of the
corresponding marked point in the game scene changes to the prompt state for the player. FIG. 18 is
a schematic diagram of an interactive area provided based on mark prompt information according to

an embodiment of the present disclosure.

[00175] Finally, after the player slides an icon on a left side of the communication list in the
team (that is, the foregoing lens adjustment icon), the lens follows until the icon is slid to a

particular point, and the lens moves to the corresponding marked point and response is carried out.

[00176] The following describes, with respect to technical implementation, an
implementation principle of the method for processing a mark in a virtual scene provided in this

embodiment of the present disclosure.

[00177] First, a method for adjusting a style of mark prompt information in a chat area is
described. In actual implementations, FIG. 19 is a flowchart of a method for adjusting a style of
mark prompt information in a chat area according to an embodiment of the present disclosure. A
shooting game is used as an example, and description may be made with reference to operations in
FIG. 19. A game system performs operation 1. When a player marks a point, to be specific, when
another player performs a marking operation for target content in a game scene, the game system
starts a judgment process: performing operation 2: determining a type of a marked point by the
player; if the marked point is an ordinary marked point, performing operation 3: displaying an
ordinary marked point icon in the game scene, or if the marked point is a supply marked point,
performing operation 4: determining a material type of the supply marked by the player; performing
operation 5: reading a realistic icon of the corresponding material type to display; continuing to
perform operation 6: determining a player number; performing operation 6 reading a target color
corresponding to the player number, filling a text box of mark prompt information by using the

target color, and displaying the mark prompt information in the text box; and performing operation

31



8: displaying the mark prompt information to a communication list in a team. At this point, an

adjustment operation for the display style of the mark prompt information ends.

[00178] Second, a process of responding to the mark is described. FIG. 20 is a flowchart of a
mark response method according to an embodiment of the present disclosure. A terminal to which
the game system belongs performs operation 1: receiving an interactive operation from a player for
mark prompt information; next, performs operation 2: determining whether the player puts the
finger in a hot zone (as shown in FIG. 18) of the mark prompt information; if the player puts the
finger, a flow starts, in other words, performs operation 3: determining whether the player drags
horizontally to the right, or if the player does not drag horizontally to the right, performs operation
4: determining whether the player raises the finger; if the player does not raise the finger, performs
determining in real time all the time until the player raises the finger, or if the player raises the
finger, performs operation 5: a style of a marked point changing to a prompt state, in other words,
displaying the marked point in a game scene in a display style configured for indicating that the
marked point is in the prompt state, and ends the process; if the finger of the player moves
horizontally to the right, performs operation 6: determining a movement distance of the finger of the
player; if a value of the distance is between 0 px and 5 px (including 5 px), determines to be finger
shaking of the player, and in this case, enables a protection mechanism to perform the foregoing
operation 2; if the distance is between 6 px and 90 px (including 90 px), during the finger of the
player moving to the right, performs operation 7: a lens moving to a corresponding location
according to a mapping relationship. in this process, performs operation 8: determining, in real time,
whether the finger of the player raises; or if the finger of the player raises, ends the process; or if the
distance is greater than 90 px, performs operation 9: a lens moving to a corresponding marked

point, and automatically responding to the marked point, and ends the process.

[00179] According to embodiments of the present disclosure, because the style of the marked
point changes based on the color corresponding to the player number, the player can correspond to
teammates one-to-one based on the marked point. In addition, the mark prompt information and the
another information are distinguished in the communication list in the team, so that the marked
point information is highlighted. After the player taps/clicks the corresponding scene marked point,
there may be an animation effect to prompt the player. After sliding, a view of the player may
automatically move to a location of the corresponding marked point and a current marked point is
responded to. In this way, while the marked point is highlighted, this enables the player to respond
to the marked point faster, better, and more accurately, so that a problem of unsynchronized
information caused when information is synchronized by using a marked point in a team is
resolved, and communication in the team as well as an upper limit of an operation of the player are
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improved. In addition, an interactive operation of a new function is also very simple. One tap/click
operation and one drag operation ensure that the player can master the function without learning.

This greatly shorten an operation of an information process, and improves efficiency of the player.

[00180] In embodiments of the present disclosure, data related to user information and the
like is involved. When embodiments of the present disclosure are applied to products or
technologies, user permission or consent needs to be obtained, and collection, use, and processing
of related data need to comply with relevant laws, regulations and standards of relevant countries

and regions.

[00181] The following continues to describe an exemplary structure in which the apparatus
555 for processing a mark in a virtual scene provided in embodiments of the present disclosure is
implemented as a software module. In some embodiments, as shown in FIG. 2, the apparatus 555

for processing a mark in a virtual scene stored in the memory 550 may include:

[00182] a first display module 5551, configured to display a virtual scene including a first
virtual object and at least one second virtual object, the at least one second virtual object including a

target second virtual object;

[00183] a second display module 5552, configured to display, when the target second virtual
object performs a marking operation for target content in the virtual scene to cause a mark to be
carried in the target content, mark prompt information corresponding to the marking operation, the
mark prompt information being configured for prompting that the target second virtual object

performs the marking operation on the target content; and

[00184] a state switching module 5553, configured to switch a display state of the mark from
an initial state to a prompt state when a trigger operation for the mark prompt information is
received, and display the mark in the prompt state in the virtual scene, the prompt state being

configured for prompting a location of the target content in the virtual scene.

[00185] In some embodiments, the second display module is further configured to display a
chat area, the chat area being configured for the first virtual object to chat with the at least one
second virtual object; and use a target display style to display, in the chat area, the mark prompt
information corresponding to the marking operation, a display style of chat information being

different from the target display style.

[00186] In some embodiments, the second display module is further configured to use a

target color corresponding to the target second virtual object to display, in the chat area, the mark
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prompt information corresponding to the marking operation, different virtual objects corresponding

to different colors.

[00187] In some embodiments, the second display module is further configured to display at
least one of the following in the chat area: a mark graphic configured for indicating a type of the

target content and an object identifier of the target second virtual object.

[00188] In some embodiments, the apparatus for processing a mark in a virtual scene further
includes a third display module. The third display module is configured to display, when the target
second virtual object among the at least one second virtual object performs the marking operation
for the target content in the virtual scene, to cause the mark to be carried in the target content, the
mark in the initial state in the virtual scene. The mark has at least one of the following features: a
target color corresponding to the target second virtual object and a shape indicating a type of the

target content.

[00189] In some embodiments, the second display module is further configured to receive an
input operation for item requirement information, the item requirement information being
configured for indicating that the first virtual object has a requirement for an item of a target type;
and display the input item requirement information in response to the input operation, and display at
least one piece of target mark prompt information associated with the item of the target type, a mark

corresponding to the target mark prompt information being in an unresponsive state.

[00190] In some embodiments, the second display module is further configured to
periodically display the mark prompt information in a loop in the chat area when the target content
in the virtual scene is in an unresponsive state and duration of being in the unresponsive state

reaches a duration threshold.

[00191] In some embodiments, the second display module is further configured to display
operation prompt information in an interface of the virtual scene after displaying the mark prompt
information, the operation prompt information being configured for prompting to perform the
trigger operation for the mark prompt information, to control the display state of the mark to switch

from the initial state to the prompt state.

[00192] In some embodiments, the second display module is further configured to display a
floating layer, and display, in the floating layer, a gesture animation for performing the trigger
operation, the gesture animation being configured for indicating performing the trigger operation

for the mark prompt information.
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[00193] In some embodiments, the second display module is further configured to display, in
the interface of the virtual scene, at least two class labels corresponding to the mark prompt
information; and display target mark prompt information in response to a trigger operation for a
target class label among the at least two class labels, a type of the target content corresponding to

the target mark prompt information being the same as a type indicated by the target class label.

[00194] In some embodiments, the state switching module is further configured to switch a
display style of the mark in the virtual scene from a first display style to a second display style
when the trigger operation for the mark prompt information is received, the first display style being
configured for indicating that the mark is in the initial state, and the second display style being

configured for indicating that the mark is in the prompt state.

[00195] In some embodiments, the second display module is further configured to obtain a
player level of the first virtual object when the trigger operation for the mark prompt information is
received; and display response preparation information for the mark when the player level of the
first virtual object satisfies a preset level condition, and perform voice playback of the response
preparation information in the virtual scene, the response preparation information being configured

for indicating that the first virtual object is in a response preparation state for the mark.

[00196] In some embodiments, the state switching module is further configured to obtain the
player level of the first virtual object when the trigger operation for the mark prompt information is
received; and control, when the player level of the first virtual object satisfies the preset level

condition, the mark in the virtual scene to be in a locked state, the locked state being configured for

invalidating a response when another virtual object responds to the mark.

[00197] In some embodiments, the second display module is further configured to display a
field of view adjustment icon in an associated display area of the mark prompt information; and
adjust content in a field of view of the first virtual object in the virtual scene based on the field of
view adjustment instruction when a field of view adjustment instruction triggered based on the field

of view adjustment icon is received.

[00198] In some embodiments, the second display module is further configured to use at least
one of the following manners to display the field of view adjustment icon in the associated display
area of the mark prompt information: a target color corresponding to the target second virtual object

and a shape indicating a type of the target content.

[00199] In some embodiments, the second display module is further configured to obtain a

drag distance for the field of view adjustment icon when a drag operation for the field of view
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adjustment icon is received; switch the display state of the mark in the virtual scene from the initial
state to the prompt state when the drag distance does not exceed a first distance threshold, and
display the mark in the prompt state in the virtual scene; and receive the field of view adjustment
instruction when the drag distance exceeds the first distance threshold and does not exceed a second

distance threshold, the first distance threshold being less than the second distance threshold.

[00200] In some embodiments, the first display module is further configured to display, in
the virtual scene, a crosshair for the target content. Correspondingly, the second display module is
further configured to adjust the content in the field of view of the first virtual object in the virtual
scene based on the drag distance, to adjust a distance between the target content and the crosshair,
the distance between the target content and the crosshair being in a negative correlation with the

drag distance.

[00201] In some embodiments, the second display module is further configured to display,
during adjusting the content in the field of view of the first virtual object, a field of view reset
function item when the drag operation is released; and restore the content in the field of view of the
first virtual object to content in an initial field of view before adjustment in response to a trigger

operation for the field of view reset function item.

[00202] In some embodiments, the first display module is further configured to present an
information prompt interface, and display, in the information prompt interface, response prompt
information and a corresponding operation function item, the response prompt information being
configured for prompting to respond to the target content corresponding to the mark, and the
operation function item including a confirmation function item and a cancellation function item;
and display response confirmation preparation information for the target content when a trigger

operation for the confirmation function item is received.

[00203] In some embodiments, the first display module is further configured to display
remaining display duration of the information prompt interface; and cancel the display of the
information prompt interface when the remaining display duration is lower than a duration
threshold or returns to zero, and switch the display state of the mark in the virtual scene from the

prompt state to the initial state.

[00204] An embodiment of the present disclosure provides a computer program product or a
computer program. The computer program product or the computer program includes computer
instructions stored on a computer-readable storage medium. A processor of a computer device reads

the computer instructions from the computer-readable storage medium. The processor executes the
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computer instructions, so that the computer device implements the foregoing method for processing

a mark in a virtual scene in the embodiments of the present disclosure.

[00205] An embodiment of the present disclosure provides a computer-readable storage
medium having executable instructions stored thereon. When the executable instructions are
executed by a processor, the processor is enabled to implement the method for processing a mark in
a virtual scene provided in the embodiments of the present disclosure, for example, the method for

processing a mark in a virtual scene shown in FIG. 3.

[00206] In some embodiments, the computer-readable storage medium may be a memory
such as a random access memory (RAM), a static random access memory (SRAM), a
programmable read-only memory (PROM), a read-only memory (ROM), an electrically erasable
programmable read-only memory (EEPROM), a flash memory, a magnetic surface memory, an
optic disc, or a CD-ROM, and may alternatively be various devices including one of the foregoing

memories or any combination thereof.

[00207] In some embodiments, the executable instructions may be written in the form of
program, software, software module, script, or code in any form of programming language
(including compilation or interpretation language, or declarative or procedural language), and the
executable instructions may be deployed in any form, including being deployed as an independent
program or being deployed as a module, component, subroutine, or other units suitable for use in a

computing environment.

[00208] As an example, the executable instructions may, but not necessarily, correspond to a
file in a file system, and may be stored as a part of the file that stores other programs or data, for
example, stored in one or more scripts in a Hyper Text Markup Language (HTML) document,
stored in a single file dedicated to the program under discussion, or stored in a plurality of

collaborative files (for example, a file that stores one or more modules, subroutines, or code parts).

[00209] As an example, the executable instructions may be deployed to execute on one
computing device or on a plurality of computing devices located in one location, alternatively, on a
plurality of computing devices distributed in a plurality of locations and interconnected through

communication networks.

[00210] In conclusion, according to embodiments of the present disclosure, timeliness of
receiving mark prompt information can be ensured, and target content can be quickly located,
thereby reducing costs of searching for a mark, improving efficiency in the use of a mark, and

improving human-computer interaction experience.
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[00211] The foregoing descriptions are merely embodiments of the present disclosure and are
not intended to limit the protection scope of the present disclosure. Any modification, equivalent
replacement, or improvement made without departing from the spirit and scope of the present

disclosure shall fall within the protection scope of the present disclosure.
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CLAIMS

What is claimed is:

1. A method for processing a mark in a virtual scene, comprising:

displaying a virtual scene comprising a first virtual object and at least one second virtual object,

the at least one second virtual object comprising a target second virtual object;

displaying, when the target second virtual object performs a marking operation for target
content to cause a mark to be carried in the target content, mark prompt information corresponding

to the marking operation; and

switching a display state of the mark from an initial state to a prompt state when a trigger

operation for the mark prompt information is received, and displaying the mark in the prompt state,

the prompt state being configured for prompting a location of the target content in the virtual

scene.
2. The method according to claim 1, wherein the method further comprises:

displaying a chat area, the chat area being configured for the first virtual object to chat with the

at least one second virtual object; and
the displaying mark prompt information corresponding to the marking operation comprises:

using a target display style to display, in the chat area, the mark prompt information

corresponding to the marking operation,
the target display style being different from a display style of chat information in the chat area.

3. The method according to claim 2, wherein the using a target display style to display, in the

chat area, the mark prompt information corresponding to the marking operation comprises:

using a target color corresponding to the target second virtual object to display, in the chat area,

the mark prompt information corresponding to the marking operation,
different virtual objects corresponding to different colors.
4. The method according to claim 2, further comprising:
displaying at least one of the following in the chat area:

a mark graphic configured for indicating a type of the target content and an object identifier of

the target second virtual object.
5. The method according to claim 1, further comprising:

39



displaying the mark in the initial state in the virtual scene when the target second virtual object

performs the marking operation for the target content,

the mark having at least one of the following features: a target color corresponding to the target

second virtual object and a shape indicating a type of the target content.
6. The method according to claim 1, further comprising:

receiving an input operation for item requirement information, the item requirement
information being configured for indicating that the first virtual object has a requirement for an item

of a target type; and

displaying the input item requirement information in response to the input operation, and
displaying at least one piece of target mark prompt information associated with the item of the
target type, a mark corresponding to the target mark prompt information being in an unresponsive

state.
7. The method according to claim 1, further comprising:

periodically displaying the mark prompt information in a loop when the target content in the
virtual scene is in an unresponsive state and duration of being in the unresponsive state reaches a

duration threshold.

8. The method according to claim 1, wherein before the displaying mark prompt information

corresponding to the marking operation, the method further comprises:

displaying operation prompt information, the operation prompt information being configured
for prompting to perform the trigger operation for the mark prompt information, to control the

display state of the mark to switch from the initial state to the prompt state.

9. The method according to claim 8, wherein the displaying operation prompt information

comprises:

displaying a floating layer, and displaying, in the floating layer, a gesture animation for
performing the trigger operation, the gesture animation being configured for indicating performing

the trigger operation for the mark prompt information.
10. The method according to claim 1, further comprising:
displaying at least two class labels corresponding to the mark prompt information; and

displaying target mark prompt information in response to a trigger operation for a target class

label among the at least two class labels, a type of the target content corresponding to the target
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mark prompt information being the same as a type indicated by the target class label.

11. The method according to claim 1, wherein the switching a display state of the mark from
an initial state to a prompt state when a trigger operation for the mark prompt information is

received comprises:

switching a display style of the mark from a first display style to a second display style when

the trigger operation for the mark prompt information is received,

the first display style being configured for indicating that the mark is in the initial state, and the

second display style being configured for indicating that the mark is in the prompt state.
12. The method according to claim 1, further comprising:

obtaining a player level of the first virtual object when the trigger operation for the mark

prompt information is received; and

displaying response preparation information for the mark when the player level of the first
virtual object satisfies a preset level condition, and performing voice playback of the response

preparation information in the virtual scene,

the response preparation information being configured for indicating that the first virtual object

is in a response preparation state for the mark.
13. The method according to claim 1, further comprising:

obtaining a player level of the first virtual object when the trigger operation for the mark

prompt information is received; and

controlling, when the player level of the first virtual object satisfies a preset level condition,

the mark in the virtual scene to be in a locked state.
14. The method according to claim 1, further comprising:

displaying a field of view adjustment icon in an associated display area of the mark prompt

information; and

adjusting content in a field of view of the first virtual object in the virtual scene based on the
field of view adjustment instruction when a field of view adjustment instruction triggered based on

the field of view adjustment icon is received.

15. The method according to claim 14, wherein the displaying a field of view adjustment icon

in an associated display area of the mark prompt information comprises:

using at least one of the following manners to display the field of view adjustment icon in the
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associated display area of the mark prompt information:

a target color corresponding to the target second virtual object and a shape indicating a type of

the target content.
16. The method according to claim 14, further comprising:

obtaining a drag distance for the field of view adjustment icon when a drag operation for the

field of view adjustment icon is received;

switching the display state of the mark in the virtual scene from the initial state to the prompt
state when the drag distance does not exceed a first distance threshold, and displaying the mark in

the prompt state in the virtual scene; and

receiving the field of view adjustment instruction when the drag distance exceeds the first
distance threshold and does not exceed a second distance threshold, the first distance threshold

being less than the second distance threshold.
17. The method according to claim 16, wherein the method further comprises:
displaying, in the virtual scene, a crosshair for the target content; and

the adjusting content in a field of view of the first virtual object in the virtual scene based on
the field of view adjustment instruction when a field of view adjustment instruction triggered based

on the field of view adjustment icon is received comprises:

adjusting the content in the field of view of the first virtual object in the virtual scene based on

the drag distance, to adjust a distance between the target content and the crosshair,

the distance between the target content and the crosshair being in a negative correlation with

the drag distance.
18. The method according to claim 17, further comprising:

displaying, during adjusting the content in the field of view of the first virtual object, a field of

view reset function item when the drag operation is released; and

restoring the content in the field of view of the first virtual object to content in an initial field

of view before adjustment in response to a trigger operation for the field of view reset function item.

19. The method according to claim 1, wherein after switching a display state of the mark from

an initial state to a prompt state, the method further comprises:

presenting an information prompt interface, and displaying, in the information prompt

interface, response prompt information and a corresponding confirmation function item,
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the response prompt information being configured for prompting to respond to the target

content corresponding to the mark; and

displaying response preparation information for the target content when a trigger operation for

the confirmation function item is received.
20. The method according to claim 19, further comprising:
displaying remaining display duration of the information prompt interface; and

canceling display of the information prompt interface when the remaining display duration is
lower than a duration threshold or returns to zero, and switching the display state of the mark from

the prompt state to the initial state.
21. An apparatus for processing a mark in a virtual scene, comprising:

a first display module, configured to display a virtual scene comprising a first virtual object
and at least one second virtual object, the at least one second virtual object comprising a target

second virtual object;

a second display module, configured to display, when the target second virtual object performs
a marking operation for target content to cause a mark to be carried in the target content, mark

prompt information corresponding to the marking operation; and

a state switching module, configured to switch a display state of the mark from an initial state
to a prompt state when a trigger operation for the mark prompt information is received, and display

the mark in the prompt state,

the prompt state being configured for prompting a location of the target content in the virtual

scene.
22. An electronic device, comprising:
a memory, configured to store executable instructions; and

a processor, configured to implement, when executing the executable instructions stored in the

memory, the method for processing a mark in a virtual scene according to any one of claims 1 to 20.

23. A computer-readable storage medium, having executable instructions stored thereon, the
executable instructions, when executed by a processor, implementing the method for processing a

mark in a virtual scene according to any one of claims 1 to 20.

24. A computer program product, comprising a computer program or instructions, the

computer program or the instructions, when executed by a processor, implementing the method for
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processing a mark in a virtual scene according to any one of claims 1 to 20.
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