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FIG. 1 

Obtain a travel position of a first virtual racing car in a first virtual map 
in a process that a client runs a round of racing game, the first virtual 

racing car being controlled by a first account logged into the client, and 
the first virtual map being a virtual map in the round of racing game

S202

Teleport the first virtual racing car from the first virtual map to a 
second virtual map in the round of racing game when the travel position 

reaches a first teleporter in the first virtual map, the first virtual map 
being connected to the second virtual map through the first teleporter, 

the round of racing game having a plurality of virtual maps that are 
spliced together and including the first virtual map and the second 

virtual map
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FIG. 2 
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S1502. Report a check 
point of a first virtual 
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S1508. Distribute a 
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