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FIG. 5 

A terminal displays a first virtual scene, the first virtual scene displaying a map 
control, and displays a second virtual scene corresponding to a first operation 

position in response to a first trigger operation on the map control, the first 
trigger operation acting on the first operation position

The terminal determines a corresponding skill casting target in the second virtual 
scene based on a second operation position in response to a casting operation of 
a target skill, the casting operation being corresponding to the second operation 

position
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The terminal controls a first virtual object to cast the target skill according to the 
skill casting target
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The terminal switches a first virtual scene displayed in a graphical user interface 
to the second virtual scene

The terminal determines a corresponding skill casting target in the second virtual 
scene based on a second operation position in response to a casting operation of 
a target skill, the casting operation being corresponding to the second operation 

position

702

703

The terminal controls a first virtual object to cast the target skill according to the 
skill casting target

704

A terminal obtains, in response to a first trigger operation on a map control, 
according to a first operation position of the first trigger operation and a 

correspondence between display information in the map control and a virtual 
scene, a second virtual scene corresponding to the first operation position
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(Virtual camera)
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