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FIG. 1 

A terminal displays, according to a position of a first virtual object, a visual 
field picture of the first virtual object in a graphical user interface

The terminal obtains a position of a second virtual object

201

202

The terminal displays indication information of the second virtual object in 
the visual field picture in response to the position of the second virtual object 

being within a target region and according to a position relationship of the 
second virtual object relative to the first virtual object

203

 
FIG. 2 

  



 2/10  

A terminal displays, according to a position of a first virtual object, a visual 
field picture of the first virtual object in a graphical user interface

The terminal obtains a position of a second virtual object

301

302

The terminal obtains a position relationship of the second virtual object 
relative to the first virtual object in response to the position of the second 

virtual object being within a target region and according to the position of the 
second virtual object and the position of the first virtual object

303

The terminal determines a target edge region corresponding to the position 
relationship according to the position relationship and an edge region of the 

visual field picture

304

The terminal displays indication information of the second virtual object in 
the target edge region

305
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