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501
A terminal presents a button adjustment interface of a virtual scene including /
a target virtual button

A 4

Control, in response to a movement operation for a target virtual button, the - 502
target virtual button to move in the button adjustment interface, to adjust a
presentation position of the target virtual button in the virtual scene

A 4

Present prompt information in a case that the target virtual button is moved 503
to a boundary area in the button adjustment interface, the prompt information
being used for prompting that the target virtual button is displayed
abnormally in the virtual scene in a case that the target virtual button is in a
target presentation form of the at least two presentation forms
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User | | Terminal | Server

! 1001: The terminal presents

I a position adjustment
function item of a virtual
: button

Click operation

' 1002: Transmit, in response to a
| click operation on the position

| adjustment function item, an
Facquisition request for display
I data of a position adjustment
: interface to the server

: 1003: The server transmits the
display data of the position
- adjustment interface to the -
terminal

1004: The terminal renders the
received display data of the
position adjustment interface,
to present the position
adjustment interface, and

Drag operation | presents the target virtual
button in a first presentation
form in the position
adjustment interface

1005: Control, in response to
a drag operation for the target
| virtual button, the target
u_—l virtual button to follow the
I drag operation and move in a
: button adjustment interface
: 1006: Present the target
virtual button in a second
:l presentation form in a case
that the target virtual button is
moved to a boundary area in
the button adjustment
interface

1008: The server uses the target
position as a presentation position of
the target virtual button in a non-target
2 presentation form in a virtual scene in a
case that the target position is located in
the boundary area, and determines a
position closest to the target position

| from the non-boundary area as the

| presentation position of the target

| virtual button in the virtual scene in a

I case that the target virtual button is in

: the target presentation form
|

|

|

1007: Acquire, in response to
a release operation for the
target virtual button, a target
position corresponding to a

release operation, and transmit
]

the target position to the
server

1009: Store, by the server,
position information of the
target virtual button
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1301: Divide a button adjustment interface into a
normal area and a boundary area

|

1302: Receive a drag operation for a target virtual
button

1303: Determine
whether the target virtual button

No

is dragged to the boundar

1304: Determine
whether presentation forms of the
target virtual button in two modes
are the same

1306: Display the target virtual button in the first

presentation form and the target virtual button in

a second presentation form, and present prompt
information

v
1307: Receive a release operation for the target

Yes

1305: Display only the target
virtual button in a first
presentation form

virtual button

1308: Determine

target virtual button in two modes
are the same

1311: Set the target virtual button in the first
mode to the position where the hand is released,

whether a position where a hand is No
released is in the boundar
1309: Determine
whether presentation forms of the Yes

A 4

1310: Set positions of the target
virtual button in the first mode and
the second mode to the position
where the hand is released

and set the target virtual button in the second
mode in the normal area
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1401: A client pulls related data

1402: Determine
whether to carry custom button

position settings of two
modes

1403: Determine
whether there are virtual buttons
with the same function and
different shapes in the
two modes

1405: Set a boundary area, and display a virtual
button in a second mode in a case that the virtual
button is in the boundary area

A 4

1406: Customize positions of the virtual button
in the two modes according to an operation of a
user

A

1407: Write the customized position of the

1404: Customize the
position of a virtual
button according to an
operation of a user

virtual button into custom configuration data
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