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Display a user interface (Ul), the Ul including a picture of a virtual environment, and
the picture of the virtual environment including a first virtual object and at least one
second virtual object located in the virtual environment

702

l

Display a dot aiming indicator in the virtual environment in response to an aiming
instruction, the dot aiming indicator being used for indicating an aiming point selected
by an aiming operation in the virtual environment

704

I

Control the first virtual object to aim at a target virtual object, the target virtual object
being a virtual object selected from the at least one second virtual object in a target
selection range, the target selection range being a selection range determined by using
the aiming point as a benchmark

706

FIG. 7
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Display a user interface (UI), the Ul including a picture of a virtual
environment, the picture of the virtual environment including a first virtual
object and at least one second virtual object located in the virtual environment

702

:

Display a dot aiming indicator in the virtual environment in response to an
aiming instruction, the dot aiming indicator being used for indicating an aiming
point selected by an aiming operation in the virtual environment

704

I

Filter the second virtual objects in a target selection range as candidate virtual
objects, the target selection range being a selection range determined by using
the aiming point as a benchmark

706a

'

Select a target virtual object from the candidate virtual objects according
to a priority principle

A 4

Control the first virtual object to aim at the target virtual object

'

Display a selected special effect on the target virtual object

;

Control, in response to receiving the last aiming instruction, the first virtual
object to cast a targeted ability or a targeted attack to the target virtual object
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Press and drag a joystick button of a wheel aiming control

802

Calculate an aiming point corresponding to the dragged joystick button ina |~~~
virtual environment

4

Invoke an enemy search interface according to ability information (parameters /\%03

such as an ability tree 1D, an aiming point, a maximum shooting range, a pre-
aiming range outside the maximum shooting range)

4
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aiming range) a first hero to store in a candidate virtual object list
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BaseSelector

BattleActor Select (List<BattleActor>)

Configure()
i
LinkSelector BranchSelector PrioritySelector
next: BaseSelector selectors: List <BaseSelector> priority Type: PriorityType
i
ShapeFilter IDFilter BuffTypeFilter
shapeType: ShapeType resID: int bufiType: BufType param: Type
shapeParaml: float
shapeParan2: float
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BranchSelector
ShapeFilter + ShapeFilter +
Shape type: Shape type:
sector+angle : 90 sector+angle : 180
PrioritySelector + PrioritySelector + Priority type:
Priority type: FocusPointDistance
HPLow
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