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Display a user interface (Ul) of an application program, the Ul including a virtual
environment picture and an ability aiming control, the virtual environment picture
being a picture obtained by observing the three-dimensional virtual environment
from the perspective of a third-person point of view, the ability aiming control
being a two-dimensional control configured to cast an ability, and the ability

aiming control being located on an upper layer of the virtual environment picture

Receive a drag operation on the ability aiming control, the drag operation including
a first operating point and a second operating point that are located on the ability
aiming control, the first operating point being an initial operating point of the drag
operation, and the second operating point being a current operating point of the
drag operation

Display a three-dimensional ability aiming indicator in the virtual environment
picture in response to the drag operation, an ability aiming direction of the three-
dimensional ability aiming indicator being parallel to a drag direction of the drag

operation in the Ul, and the drag direction being a direction pointing from the first
operating point to the second operating point

FIG. 3
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Display a user interface (Ul) of an application program, the Ul including a virtual
environment picture and an ability aiming control, the virtual environment picture
being a picture obtained by observing the three-dimensional virtual environment
from the perspective of a third-person quarter viewthird-person point of view, the
ability aiming control being a two-dimensional control configured to cast an ability,
and the ability aiming control being located on an upper layer of the virtual
environment picture

'\)902

Receive a drag operation on the ability aiming control, the drag operation including
a first operating point and a second operating point that are located on the ability
aiming control, the first operating point being an initial operating point of the drag
operation, and the second operating point being a current operating point of the
drag operation

(\)904

Determine an aiming vector pointing from the first operating point to the second
operating point in response to the drag operation

'\)906

Calculate, by using a center point on the Ul as a first reference point, a pointed
second reference point after the first reference point and the aiming vector are
added

'\)‘908

Convert the first reference point inlio a third reference point in the three-
dimensional virtual environment by using an inverse transformation matrix, and
convert the second reference point into a fourth reference point in the three-
dimensional virtual environment by using the inverse transformation matrix

\)910

A

Determine a vector pointing from the third reference point to the fourth reference
point as an ability aiming vector of a three-dimensional ability aiming indicator in
the three-dimensional virtual environment

\)912

Display the three-dimensional ability aiming indicator according to the ability
aiming vector, an ability aiming direction of the three-dimensional ability aiming
indicator being parallel to a drag direction of the drag operation in the Ul, and the
drag direction being a direction pointing from the first operating point to the
second operating point

\)‘914

Cast an ability to a target position in response to a received cast operation

\)916

FIG. 9
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Display a user interface (Ul) of an application program, the Ul including a virtual
environment picture and an ability aiming control, the virtual environment picture
being a picture obtained by observing the three-dimensional virtual environment
from the perspective of a third-person quarter viewthird-person point of view, the
ability aiming control being a two-dimensional control configured to cast an ability,
and the ability aiming control being located on an upper layer of the virtual
environment picture

Receive a drag operation on the ability aiming control, the drag operation including
a first operating point and a second operating point that are located on the ability
aiming control, the first operating point being an initial operating point of the drag
operation, and the second operating point being a current operating point of the
drag operation

1402
~_)

1404

Determine a position point of a virtual character in the three-dimensional virtual
environment as a first aiming point

1406

Obtain a maximum aiming distance of the ability aiming control, and calculate a
first ratio of a first distance between the first operating point and the second
operating point to the maximum aiming distance

1408

Obtain a maximum ability distance of the ability in the three-dimensional virtual
environment, and calculate a product of the first ratio and the maximum ability
distance as a cast distance

1410

A

Add, in a direction pointed by an aiming vector, the first aiming point to the cast
distance, to obtain a second aiming point of a three-dimensional ability aiming
indicator during ability aiming

1412
N

Display the three-dimensional ability aiming indicator according to the ability
aiming vector, an ability aiming direction of the three-dimensional ability aiming
indicator being parallel to a drag direction of the drag operation in the Ul, and the
drag direction being a direction pointing from the first operating point to the
second operating point

1414
~_)

Cast an ability to a target position in response to a received cast operation

1416
)

FIG. 14
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Display a user interface (Ul) of an application program, the Ul including a virtual
environment picture and an ability aiming control, the virtual environment picture

being a picture obtained by observing the three-dimensional virtual environment 1502

from the perspective of a third-person quarter viewthird-person point of view, the
ability aiming control being a two-dimensional control configured to cast an ability,
and the ability aiming control being located on an upper layer of the virtual
environment picture

Receive a drag operation on the ability aiming control, the drag operation including
a first operating point and a second operating point that are located on the ability
aiming control, the first operating point being an initial operating point of the drag
operation, and the second operating point being a current operating point of the
drag operation

Display a three-dimensional ability aiming indicator in the virtual environment
picture in response to that a distance between the first operating point and the
second operating point is greater than a dead region threshold, an ability aiming
direction of the three-dimensional ability aiming indicator being parallel to a drag
direction of the drag operation in the Ul, and the drag direction being a direction

pointing from the first operating point to the second operating point

Cast an ability to a target position in response to a received cast operation

FIG. 15
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Display a user interface (Ul) of an application program, the Ul including a virtual
environment picture, and the virtual environment picture being a picture obtained
by observing the three-dimensional virtual environment from the perspective of a

third-person quarter viewthird-person point of view

Receive an aiming operation on a physical aiming component, the aiming
operation including a first operating position and a second operating position that
are triggered on the physical aiming component, the first operating position being

an initial operating position of the aiming operation, and the second operating
position being a current operating position of the aiming operation

!

Display a three-dimensional ability aiming indicator in the virtual environment
picture in response to the aiming operation, an ability aiming direction of the
three-dimensional ability aiming indicator being parallel to an aiming direction of
the aiming operation in the Ul, and the aiming direction being a direction pointing
from the first operating position to the second operating position

FIG. 17
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