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(54) METHOD, DEVICE, AND STORAGE MEDIUM FOR DETERMINING ORIENTATION OF VIRTUAL 
CHARACTER

(57) Disclosed are a method, device, and storage
medium for determining an orientation of a virtual char-
acter. The method comprises: acquiring, in a preconfig-
ured scene, a first reference orientation of a virtual char-
acter, wherein the first reference orientation overlaps with
a preconfigured orientation at which the virtual character
is to arrive; acquiring a first relative orientation, relative
to the first reference orientation, with respect to a current
orientation of the virtual character; adjusting, according
to the first relative orientation, the first reference orienta-
tion to be a second reference orientation, wherein a rel-
ative orientation of the preconfigured orientation, said rel-
ative orientation being relative to the second reference
orientation, is the first relative orientation, and further up-
dating the current orientation while the first reference ori-
entation is being adjusted, a relative orientation of the
updated current orientation and the adjusted first refer-
ence orientation being taken as the first relative orienta-
tion; and updating, according to the second reference
orientation and first relative orientation, the current ori-
entation of the virtual character to be the preconfigured
orientation. The present invention addresses a technical
issue of the prior art in which determination of the orien-
tation of a virtual character has low flexibility.
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Description

[0001] This application claims priority to Chinese Pat-
ent Application No. 2017100400648, entitled "METHOD,
DEVICE AND STORAGE MEDIUM FOR DETERMIN-
ING ORIENTATION OF VIRTUAL CHARACTER" filed
with the Chinese Patent Office on January 18, 2017,
which is incorporated by reference in its entirety.

TECHNICAL FIELD

[0002] Embodiments of the present invention relate to
the field of computers, and specifically, to a method, a
device and a storage medium for determining orientation
of a virtual character.

BACKGROUND

[0003] Currently, only a position that is of a zone in a
real environment and that is in a corresponding virtual
zone in a virtual reality (VR) can be set in a virtual appli-
cation, a relative position of a virtual character corre-
sponding to a user in a virtual zone is determined by
hardware, and a program cannot directly modify a posi-
tion and an orientation of the virtual character. Therefore,
a position and an orientation in a virtual application are
usually set to a position and an orientation that are preset
in the virtual application. After the virtual application is
started, the virtual character corresponding to the user
needs to find a desired position and an orientation in the
virtual zone before starting a virtual game.
[0004] Each time the virtual character corresponding
to the user enters the virtual application, the user needs
to control the virtual character to find a predetermined
bearing, for example, an initial position and orientation,
making it inflexible to determine a bearing of the virtual
character, and degrading user experience of the virtual
application.
[0005] Currently, there is no effective solution to the
foregoing problem of low flexibility in determining the
bearing of the virtual character.

SUMMARY

[0006] Embodiments of the present invention provide
a method, a device and a storage medium for determining
orientation of a virtual character, to resolve at least a
technical problem of low flexibility in determining a bear-
ing of a virtual character in the related technology.
[0007] According to one aspect of the embodiments of
the present invention, a bearing determining method for
a virtual character is provided. The bearing determining
method for a virtual character includes: obtaining a first
reference bearing of a virtual character in a preset scene,
the first reference bearing coinciding with a predeter-
mined bearing to be reached by the virtual character;
obtaining a first relative bearing that is of a current bearing
of the virtual character and that is relative to the first ref-

erence bearing; adjusting the first reference bearing to a
second reference bearing according to the first relative
bearing, a relative bearing that is of the predetermined
bearing and that is relative to the second reference bear-
ing being the first relative bearing, the current bearing
being updated as the first reference bearing is adjusted,
and a relative bearing between the updated current bear-
ing and the adjusted first reference bearing being the first
relative bearing; and updating the current bearing of the
virtual character to the predetermined bearing according
to the second reference bearing and the first relative
bearing.
[0008] According to another aspect of the embodi-
ments of the present invention, a bearing determining
apparatus for a virtual character is further provided. The
bearing determining apparatus for a virtual character in-
cludes one or more processors and one or more mem-
ories storing a program unit, the program unit being ex-
ecuted by the processor, and the program unit including:
a first obtaining unit, configured to obtain a first reference
bearing of a virtual character in a preset scene, the first
reference bearing coinciding with a predetermined bear-
ing to be reached by the virtual character; a second ob-
taining unit, configured to obtain a first relative bearing
that is of a current bearing of the virtual character and
that is relative to the first reference bearing; an adjust-
ment unit, configured to adjust the first reference bearing
to a second reference bearing according to the first rel-
ative bearing, a relative bearing that is of the predeter-
mined bearing and that is relative to the second reference
bearing being the first relative bearing, the current bear-
ing being updated as the first reference bearing is ad-
justed, and a relative bearing between the updated cur-
rent bearing and the adjusted first reference bearing be-
ing the first relative bearing; and an update unit, config-
ured to update the current bearing of the virtual character
to the predetermined bearing according to the second
reference bearing and the first relative bearing.
[0009] According to another aspect of the embodi-
ments of the present invention, a storage medium is fur-
ther provided, the storage medium storing a computer
program, and the computer program being configured to
perform, during running, the bearing determining method
for a virtual character in the embodiments of the present
invention.
[0010] According to another aspect of the embodi-
ments of the present invention, an electronic apparatus
is further provided. The electronic apparatus includes a
memory and a processor, the memory storing a computer
program, and the processor being configured to run the
computer program to perform the bearing determining
method for a virtual character in the embodiments of the
present invention.
[0011] In the embodiments of the present invention, a
first reference bearing of a virtual character is obtained
in a preset scene, the first reference bearing coinciding
with a predetermined bearing to be reached by the virtual
character; a first relative bearing that is of a current bear-
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ing of the virtual character and that is relative to the first
reference bearing is obtained; the first reference bearing
is adjusted to a second reference bearing according to
the first relative bearing, a relative bearing that is of the
predetermined bearing and that is relative to the second
reference bearing being the first relative bearing, the cur-
rent bearing being updated as the first reference bearing
is adjusted, and a relative bearing between the updated
current bearing and the adjusted first reference bearing
being the first relative bearing; and the current bearing
of the virtual character is updated to the predetermined
bearing according to the second reference bearing and
the first relative bearing. The first relative bearing that is
of the current bearing of the virtual character and that is
relative to the first reference bearing is obtained, the first
reference bearing is adjusted to the second reference
bearing according to the first relative bearing, and the
current bearing of the virtual character is updated to the
predetermined bearing according to the second refer-
ence bearing and the first relative bearing, to adjust a
position of the virtual character in the preset scene, so
that a user does not need to control the virtual character
to find the predetermined bearing, thereby achieving a
technical effect of flexibly determining a bearing of the
virtual character, and resolving the technical problem of
low flexibility in determining the bearing of the virtual char-
acter in the related technology.

BRIEF DESCRIPTION OF THE DRAWINGS

[0012] The accompanying drawings described herein
are intended to provide further understanding of embod-
iments of the present invention and constitute part of this
application. The exemplary embodiments of the present
invention and descriptions thereof are intended to explain
the present disclosure, and do not constitute any improp-
er limitation to the present disclosure. In the accompa-
nying drawings:

FIG. 1 illustrates a schematic diagram of a VR helmet
according to an embodiment of the present inven-
tion.

FIG. 2 illustrates a flowchart of a bearing determining
method for a virtual character according to an em-
bodiment of the present invention.

FIG. 3 illustrates a flowchart of a method for adjust-
ing, according to a first relative angle, a first reference
orientation to a second reference orientation indicat-
ed by a second reference bearing according to an
embodiment of the present invention.

FIG. 4 illustrates a flowchart of a method for adjust-
ing, according to first relative coordinates, coordi-
nates of a first reference position to coordinates of
a second reference position indicated by a second
reference bearing according to an embodiment of

the present invention.

FIG. 5 illustrates a flowchart of a method for obtaining
a first relative bearing that is of a current bearing of
a virtual character and that is relative to a first refer-
ence bearing according to an embodiment of the
present invention.

FIG. 6 illustrates a schematic diagram of an initial
state of a virtual character in a VR application ac-
cording to an embodiment of the present invention.

FIG. 7 illustrates a schematic diagram of adjusting
an orientation of a virtual character according to an
embodiment of the present invention.

FIG. 8 illustrates a schematic diagram of adjusting
a position of a virtual character according to an em-
bodiment of the present invention.

FIG. 9 illustrates a schematic diagram of a bearing
determining apparatus for a virtual character accord-
ing to an embodiment of the present invention.

FIG. 10 illustrates a structural block diagram of an
electronic apparatus according to an embodiment of
the present invention.

DETAILED DESCRIPTION

[0013] To make a person skilled in the art understand
the solutions in the present disclosure better, the follow-
ing clearly and completely describes the technical solu-
tions in the embodiments of the present invention with
reference to the accompanying drawings in the embod-
iments of the present invention. Apparently, the de-
scribed embodiments are merely some but not all of the
embodiments of the present invention. All other embod-
iments obtained by a person of ordinary skill in the art
based on the embodiments of the present invention with-
out creative efforts shall fall within the protection scope
of the present disclosure.
[0014] It should be noted that terms in the specification
and claims of the present disclosure and the foregoing
accompanying drawings such as "first" and "second" are
used for differentiating similar objects, and are not nec-
essarily used for describing a particular sequence or an
order. It should be understood that, data used in this way
is exchangeable in a proper case, so that the embodi-
ments of the present invention that are described herein
can be implemented in another order except those shown
or described herein. Moreover, the terms "include", "con-
tain" and any other variants mean to cover the non-ex-
clusive inclusion, for example, a process, method, sys-
tem, product, or device that includes a list of steps or
units is not necessarily limited to those steps or units, but
may include other steps or units not expressly listed or
inherent to such a process, method, product, or device.
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[0015] According to one aspect of the embodiments of
the present invention, an embodiment of a bearing de-
termining method for a virtual character is provided.
[0016] Optionally, in this embodiment, the bearing de-
termining method for a virtual character may be applied
to a VR helmet shown in FIG. 1. FIG. 1 is a schematic
diagram of a VR helmet according to an embodiment of
the present invention. As shown in FIG. 1, the bearing
determining method for a virtual character in this embod-
iment of the present invention may be performed by the
VR helmet. The VR helmet may have a display function,
may be installed with a VR application, and is applicable
to a VR scene.
[0017] The following describes in detail the foregoing
bearing determining method for a virtual character in this
embodiment of the present invention.
[0018] FIG. 2 is a flowchart of a bearing determining
method for a virtual character according to an embodi-
ment of the present invention. As shown in FIG. 2, the
bearing determining method for a virtual character may
include the following steps:
[0019] Step S202. Obtain a first reference bearing of
a virtual character in a preset scene.
[0020] In the technical solution provided in step S202
of the present disclosure, the first reference bearing of
the virtual character is obtained in the preset scene, the
first reference bearing coinciding with a predetermined
bearing to be reached by the virtual character.
[0021] In this embodiment, the virtual character is a
character corresponding to a user in a virtual application,
and behaviors of the virtual character correspond to ac-
tual behaviors of the user. For example, the user enables,
through an action behavior such as moving forward, mov-
ing backward, or making a turn, the virtual character to
also perform an action behavior such as moving forward,
moving backward, or making a turn. The preset scene of
the virtual application is a scene of a virtual character
activity, and may be a game scene with particular game
rules. Optionally, the virtual application is a VR applica-
tion.
[0022] The first reference bearing of the virtual char-
acter in the preset scene is obtained. The first reference
bearing coincides with the predetermined bearing to be
reached by the virtual character. The predetermined
bearing is a preset bearing of the virtual character in the
virtual application when the virtual character is to execute
a preset event, and is preset by using a program of the
virtual application. For example, the predetermined bear-
ing is a bearing and an orientation that need to be set for
the virtual character in the preset scene according to a
game rule. When the preset event is an event of starting
a game, the predetermined bearing may be a preset initial
position and a preset orientation of the virtual character
in the preset scene when the game is started. That is,
when the virtual character is finally in the predetermined
bearing, the virtual character executes the preset event,
set in the virtual application, of starting the game. The
first reference bearing may be a bearing of a reference

object in the preset scene. The reference object is an
object for reference when the bearing of the virtual char-
acter in the preset scene is set. For example, in an actual
scene, if the user enters a particular zone, the virtual
character corresponding to the user in the VR application
enters a virtual zone corresponding to the zone in the
real scene. The virtual zone is the reference object of the
virtual character.
[0023] The first reference bearing coincides with the
predetermined bearing. Optionally, a reference bearing
of the reference object is set to a bearing coinciding with
the predetermined bearing by using the program. For ex-
ample, an orientation of the reference object is set to a
target orientation preset in the virtual application. In a
preset coordinate system, an angle of the reference ob-
ject coincides with a preset angle in the virtual application.
A position of the reference object is set to a predeter-
mined position that is preset in the virtual application.
Coordinates of the reference object coincide with coor-
dinates preset in the virtual application.
[0024] Step S204. Obtain a first relative bearing that
is of a current bearing of the virtual character and that is
relative to the first reference bearing.
[0025] In the technical solution provided in step S204
in the present disclosure, the current bearing for indicat-
ing the bearing of the virtual character in the preset scene
currently is obtained. The current bearing is determined
by hardware and cannot be directly modified by the pro-
gram. For example, the current bearing may be a current
position and a current orientation of the virtual character
in the preset scene. The current position and the current
orientation are determined by a device sensor and cannot
be directly modified by the program. After the first refer-
ence bearing of the virtual character is obtained, the first
relative bearing that is of the current bearing of the virtual
character and that is relative to the first reference bearing
is obtained. The first relative bearing is determined by
the hardware and the program cannot directly modify the
first relative bearing. That is, the first relative bearing be-
tween the virtual character and the reference object is
determined by the hardware, for example, is determined
by the device sensor, and the program cannot directly
modify the first relative bearing between the virtual char-
acter and the reference object, but the program can mod-
ify the first reference bearing for indicating the bearing
of the reference object in the preset scene.
[0026] Optionally, when the first relative bearing that
is of the current bearing of the virtual character and that
is relative to the first reference bearing is obtained, an
angle difference between an orientation of the virtual
character in the preset scene and the orientation of the
reference object is obtained. The angle difference is an
included angle between the orientation of the virtual char-
acter in the preset scene and the orientation of the ref-
erence object. Alternatively, coordinate differences be-
tween position coordinates of the virtual character in the
preset scene and position coordinates of the reference
object may be obtained. Alternatively, both the angle dif-
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ference between the orientation of the virtual character
in the preset scene and the orientation of the reference
object and the coordinate differences between the posi-
tion coordinates of the virtual character in the preset
scene and the position coordinates of the reference ob-
ject are obtained.
[0027] Step S206. Adjust the first reference bearing to
a second reference bearing according to the first relative
bearing.
[0028] In the technical solution provided in step S206
in the present disclosure, the first reference bearing is
adjusted to the second reference bearing according to
the first relative bearing, a relative bearing that is of the
predetermined bearing and that is relative to the second
reference bearing being the first relative bearing, the cur-
rent bearing being updated as the first reference bearing
is adjusted, and a relative bearing between the updated
current bearing and the adjusted first reference bearing
being the first relative bearing.
[0029] The first relative bearing is determined by the
hardware and cannot be directly modified by the pro-
gram, but the program can directly set and modify the
first reference bearing, the current bearing is updated as
the first reference bearing is adjusted, and the relative
bearing between the updated current bearing and the
adjusted first reference bearing is the first relative bear-
ing. Therefore, the program can directly set and modify
the bearing of the reference object in the preset scene.
In this way, after the bearing of the reference object in
the preset scene is set and modified, the bearing of the
virtual character in the preset scene can also be deter-
mined.
[0030] After the first relative bearing that is of the cur-
rent bearing of the virtual character and that is relative
to the first reference bearing is obtained, the first refer-
ence bearing is adjusted to the second reference bearing
according to the first relative bearing. The relative bearing
that is of the predetermined bearing and that is relative
to the second reference bearing is the first relative bear-
ing.
[0031] Step S208. Update the current bearing of the
virtual character to a predetermined bearing according
to the second reference bearing and the first relative
bearing.
[0032] In the technical solution provided in step S208
in the present disclosure, after the first reference bearing
is adjusted to the second reference bearing according to
the first relative bearing, a first reference bearing of the
reference object is adjusted in the preset scene accord-
ing to the first relative bearing so that the current bearing
of the virtual character is updated to the predetermined
bearing. For example, after an angle difference between
the current orientation of the virtual character and a ref-
erence orientation is obtained, the orientation of the ref-
erence object is adjusted so that the current orientation
of the virtual character is updated to the target orientation.
In this way, the position of the reference object can re-
main unchanged, and the reference object can be rotated

in an opposite direction of a direction that is of the current
orientation and that is relative to the target orientation by
an angle difference of the current orientation relative to
the target orientation, so that the current orientation of
the virtual character is updated to the target orientation.
[0033] When the current position of the virtual charac-
ter does not coincide with the predetermined position in
the virtual application, coordinate differences between
the current position of the virtual character and the posi-
tion of the reference object are obtained. Coordinate dif-
ferences between coordinates of the current position and
coordinates of a first reference position in the preset co-
ordinate system may be obtained, and according to the
coordinate differences, the first reference position is off-
set by the foregoing coordinate differences in an opposite
direction of a direction that is of the coordinates of the
current position and that is relative to the coordinates of
the reference position, to adjust the position of the refer-
ence object, so that the current position of the virtual char-
acter is updated to the predetermined position, thereby
achieving an objective that the current bearing coincides
with the predetermined bearing, and avoiding a problem
of inflexible determining of the bearing of the virtual char-
acter because the user controls the virtual character to
move in the preset scene for determining the bearing.
This improves flexibility in determining the bearing of the
virtual character, and avoids a problem of poor experi-
ence caused by a case in which the virtual character cor-
responding to the user cannot be immediately used when
the virtual character enters the preset scene, thereby im-
proving user experience.
[0034] In step S202 to step S208, the first reference
bearing of the virtual character in the preset scene is
obtained, the first reference bearing coinciding with the
predetermined bearing to be reached by the virtual char-
acter; the first relative bearing that is of the current bear-
ing of the virtual character and that is relative to the first
reference bearing is obtained; the first reference bearing
is adjusted to the second reference bearing according to
the first relative bearing, the relative bearing that is of the
predetermined bearing and that is relative to the second
reference bearing being the first relative bearing, the cur-
rent bearing being updated as the first reference bearing
is adjusted, and the relative bearing between the updated
current bearing and the adjusted first reference bearing
being the first relative bearing; and the current bearing
of the virtual character is updated to the predetermined
bearing according to the second reference bearing and
the first relative bearing. This can resolve the technical
problem of low flexibility in determining a bearing of a
virtual character in the related technology, thereby
achieving a technical effect of flexibly determining the
bearing of the virtual character.
[0035] In an optional implementation, step S202 of ob-
taining a first reference bearing of a virtual character in-
cludes: obtaining, when a current position indicated by
the current bearing coincides with a predetermined po-
sition indicated by the predetermined bearing, a first ref-
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erence orientation indicated by the first reference bear-
ing, the first reference orientation coinciding with a pre-
determined orientation indicated by the predetermined
bearing.
[0036] The predetermined bearing of the virtual char-
acter in the preset scene includes the target orientation.
That is, the target orientation that is of the virtual char-
acter in the preset scene and that is set by the program
of the virtual application is an orientation that is preset
when the virtual character is to execute the preset event
in the virtual application, and may be indicated by using
an angle in the preset coordinate system. The target ori-
entation of the virtual character in the preset scene of the
virtual application is obtained when the current position
indicated by the current bearing coincides with the pre-
determined position indicated by the predetermined
bearing. Before the virtual character enters the virtual
application and executes the preset event according to
a preset rule, when the current position indicated by the
current bearing coincides with the predetermined posi-
tion indicated by the predetermined bearing, the preset
event can be executed as long as the current orientation
of the virtual character in the preset scene is consistent
with the target orientation. For example, the preset event
is starting a game. The game can be directly started when
the current orientation of the virtual character in the preset
scene is consistent with the target orientation. The pre-
determined bearing of the virtual character in the preset
scene is obtained by obtaining the target orientation of
the virtual character in the preset scene.
[0037] The first reference orientation indicated by the
first reference bearing is obtained, the first reference ori-
entation coinciding with the predetermined orientation in-
dicated by the predetermined bearing. The reference ob-
ject may be an object for reference when the orientation
of the virtual character in the preset scene is set. A relative
orientation between the reference object and the virtual
character is determined by the hardware, for example,
is determined by the device sensor, and the program
cannot directly modify the relative orientation between
the reference object and the virtual character, but the
program can modify a reference orientation for indicating
the orientation of the reference object in the preset scene.
The first reference orientation is set after the target ori-
entation of the virtual character in the preset scene of the
virtual application is obtained, so that the first reference
orientation coincides with the predetermined orientation
indicated by the predetermined bearing. That is, the ori-
entation of the reference object is set to an orientation
coinciding with the target orientation by using the pro-
gram, so that the angle of the reference object can be
changed in the preset coordinate system, to make the
orientation of the reference object coincide with the target
orientation. The orientation of the reference object is set
to the target orientation, so that the first reference orien-
tation coincides with the predetermined orientation indi-
cated by the predetermined bearing.
[0038] In an optional implementation, step S204 of ob-

taining a first relative bearing that is of a current bearing
of the virtual character and that is relative to the first ref-
erence bearing includes: obtaining a first relative angle
that is of a current orientation indicated by the current
bearing and that is relative to the first reference orienta-
tion.
[0039] The current orientation for indicating the orien-
tation of the virtual character in the preset scene of the
virtual application currently is obtained when the virtual
character enters the preset scene. The current orienta-
tion is determined by the hardware and cannot be directly
modified by the program of the virtual application. The
first relative angle that is of the current orientation indi-
cated by the current bearing and that is relative to the
first reference orientation is obtained after the first refer-
ence orientation indicated by the first reference bearing
is obtained. That is, the angle difference between the
current orientation of the virtual character and the orien-
tation of the reference object is obtained. The angle dif-
ference is an included angle between the orientation of
the virtual character in the preset scene and the orienta-
tion of the reference object. The first relative bearing that
is of the current bearing of the virtual character and that
is relative to the first reference bearing is obtained by
obtaining the first relative angle that is of the current ori-
entation indicated by the current bearing and that is rel-
ative to the first reference orientation.
[0040] In an optional implementation, step S206 of ad-
justing the first reference bearing to a second reference
bearing according to the first relative bearing includes:
adjusting, according to the first relative angle, the first
reference orientation to a second reference orientation
indicated by the second reference bearing, a relative an-
gle that is of the predetermined orientation and that is
relative to the second reference orientation being the first
relative angle, the current orientation being updated as
the first reference orientation is adjusted, a relative angle
between the updated current orientation and the adjusted
first reference orientation being the first relative angle,
and the first relative bearing including the first relative
angle.
[0041] The first relative angle is determined by the
hardware and cannot be directly modified by the pro-
gram, but the program can directly set and modify the
orientation of the reference object in the preset scene.
That is, the first reference orientation is adjustable. The
current orientation is updated as the first reference ori-
entation is adjusted, the relative angle between the up-
dated current orientation and the adjusted first reference
orientation is the first relative angle, and the first relative
bearing includes the first relative angle. In this way, the
orientation of the virtual character in the preset scene is
accordingly determined after the orientation of the refer-
ence object in the preset scene is set and modified.
[0042] After the first relative angle that is of the current
orientation indicated by the current bearing and that is
relative to the first reference orientation is obtained, the
first reference orientation is adjusted, according to the
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first relative angle, to the second reference orientation
indicated by the second reference bearing, and the rel-
ative angle that is of the predetermined orientation and
that is relative to the second reference orientation is the
first relative angle. In this way, the position of the refer-
ence object can remain unchanged, and the orientation
of the reference object is rotated by using a preset point
as a rotation center. In this case, the orientation of the
reference object deviates from the target orientation, and
the current orientation of the virtual character rotates with
the rotation of the orientation of the reference object, until
the current orientation of the virtual character coincides
with the target orientation, so that the adjusted current
orientation of the virtual character coincides with the tar-
get orientation, thereby avoiding a problem of inflexible
determining of the bearing of the virtual character be-
cause the user controls the virtual character to move in
the preset scene for determining the bearing. This im-
proves flexibility in determining the bearing of the virtual
character, and avoids a problem of poor experience
caused by a case in which the virtual character corre-
sponding to the user cannot be immediately used when
the virtual character enters the preset scene, thereby im-
proving user experience.
[0043] In an optional implementation, the adjusting, ac-
cording to the first relative angle, the first reference ori-
entation to a second reference orientation indicated by
the second reference bearing includes: determining that
a direction of the current orientation relative to the first
reference orientation is an angle direction indicated by
the first relative angle; and rotating the first reference
orientation to the second reference orientation in an op-
posite direction of the angle direction by an angle differ-
ence indicated by the first relative angle.
[0044] FIG. 3 is a flowchart of a method for adjusting,
according to a first relative angle, a first reference orien-
tation to a second reference orientation indicated by a
second reference bearing according to an embodiment
of the present invention. As shown in FIG. 3, the method
includes the following steps:

Step S301. Determine that a direction that is of a
current orientation and that is relative to the first ref-
erence orientation is an angle direction indicated by
the first relative angle.
In the technical solution provided in step S301 of the
present disclosure, in a preset scene, the direction
that is of the current orientation and that is relative
to the first reference orientation may be an orienta-
tion that is of a virtual character and that is relative
to the reference object, that is, an orientation that is
of the virtual character and that uses an orientation
of the reference object as a reference. For example,
the orientation of the reference object is a northward
orientation in the preset scene, and the orientation
that is of the virtual character and that is relative to
the reference object is 45° north to west in the preset
scene.

Step S302. Rotate the first reference orientation to
the second reference orientation in an opposite di-
rection of the angle direction by an angle difference
indicated by the first relative angle.

[0045] In the technical solution provided in step S302
of the present disclosure, after the direction that is of the
current orientation and that is relative to the first reference
orientation is determined as the angle direction indicated
by the first relative angle, because the first relative angle
remains unchanged, the reference object is rotated in
the opposite direction of the angle direction by the angle
difference indicated by the first relative angle. The orien-
tation of the reference object may be rotated by using a
preset point as a rotation point in the opposite direction
of the angle direction indicated by the first relative angle.
In this case, the orientation of the reference object devi-
ates from a target orientation, and the current orientation
of the virtual character rotates as the reference orienta-
tion is rotated. When an angle of rotation reaches the
angle difference, the rotated current orientation of the
virtual character coincides with the target orientation,
thereby achieving an objective that the current orientation
of the virtual character coincides with the target orienta-
tion, and improving flexibility in determining a bearing of
the virtual character.
[0046] In this embodiment, the direction that is of the
current orientation and that is relative to the first reference
orientation is determined as the angle direction indicated
by the first relative angle; and the first reference orienta-
tion is rotated to the second reference orientation in the
opposite direction of the angle direction by the angle dif-
ference indicated by the first relative angle, so that the
first reference orientation is adjusted, according to the
first relative angle, to the second reference orientation
indicated by the second reference bearing.
[0047] In an optional implementation, step S208 of up-
dating the current bearing of the virtual character to a
predetermined bearing according to the second refer-
ence bearing and the first relative bearing includes: up-
dating the current orientation of the virtual character to
the predetermined orientation according to the second
reference orientation and the first relative angle.
[0048] After the first reference orientation is adjusted,
according to the first relative angle, to the second refer-
ence orientation indicated by the second reference bear-
ing, because the first relative angle remains unchanged,
the current orientation of the virtual character is updated
to the predetermined orientation according to the second
reference orientation and the first relative angle, that is,
the current orientation coincides with the predetermined
orientation, thereby avoiding a problem of inflexible de-
termining of the bearing of the virtual character because
a user controls the virtual character to move in the preset
scene for determining the bearing. This improves flexi-
bility in determining the bearing of the virtual character,
and avoids a problem of poor experience caused by a
case in which the virtual character corresponding to the
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user cannot be immediately used when the virtual char-
acter enters the preset scene, thereby improving user
experience.
[0049] In an optional implementation, step S202 of ob-
taining a first reference bearing of a virtual character in-
cludes: obtaining, when a current orientation indicated
by the current bearing coincides with a predetermined
orientation indicated by the predetermined bearing, a first
reference position indicated by the first reference bear-
ing, the first reference position coinciding with a prede-
termined position indicated by the predetermined bear-
ing.
[0050] The predetermined bearing of the virtual char-
acter in the preset scene includes the predetermined po-
sition, which is a position that is preset when the virtual
character is to execute a preset event in a virtual appli-
cation, and may be indicated by using coordinates in a
preset coordinate system. Optionally, the first reference
position indicated by the first reference bearing is ob-
tained when the current orientation indicated by the cur-
rent bearing coincides with the predetermined orientation
indicated by the predetermined bearing. Optionally, be-
fore the virtual character enters the virtual application
and executes the preset event according to a preset rule,
when the current orientation indicated by the current
bearing coincides with the predetermined orientation in-
dicated by the predetermined bearing, the preset event
can be executed as long as the current position of the
virtual character in the preset scene is consistent with
the predetermined position. For example, a game is start-
ed immediately when the current position of the virtual
character in the preset scene is consistent with the pre-
determined position.
[0051] The first reference position may be a position
of the reference object in the preset scene. The reference
object may be an object for reference when a position of
the virtual character in the preset scene is set. A relative
position between the reference object and the virtual
character is determined by hardware, for example, is de-
termined by a device sensor, and a program cannot di-
rectly modify the relative position between the reference
object and the virtual character, but the program can
modify a reference position for indicating the orientation
of the reference object in the preset scene.
[0052] After the predetermined position of the virtual
character in the preset scene of the virtual application is
obtained, the first reference position indicated by the first
reference bearing is obtained. The first reference position
coincides with the predetermined position indicated by
the predetermined bearing. Optionally, the position of the
reference object is set to the predetermined position in-
dicated by the predetermined bearing. That is, the posi-
tion of the reference object is set to the orientation coin-
ciding with the predetermined position by using the pro-
gram, so that an angle of the reference object can be
changed in the preset coordinate system, to make the
position of the reference object coincide with the prede-
termined position. The position of the reference object is

set to the predetermined position, so that the first refer-
ence position coincides with the predetermined position
indicated by the predetermined bearing.
[0053] In an optional implementation, step S204 of ob-
taining a first relative bearing that is of a current bearing
of the virtual character and that is relative to the first ref-
erence bearing includes: obtaining first relative coordi-
nates that are of coordinates of a current position indi-
cated by the current bearing and that are relative to co-
ordinates of the first reference position.
[0054] The current position indicated by the current
bearing is obtained when the virtual character enters the
preset scene of the virtual application. That is, the current
position for indicating an orientation of the virtual char-
acter in the preset scene currently is obtained, and the
current position is determined by the hardware and can-
not be directly modified by the program of the virtual ap-
plication. After the first reference position indicated by
the first reference bearing is obtained, the first relative
coordinates that are of the coordinates of the current po-
sition indicated by the current bearing and that are rela-
tive to the coordinates of the first reference position are
obtained, and the coordinate differences between the
current position of the virtual character and the position
of the reference object may be obtained. The coordinate
differences may be differences between coordinate val-
ues of the virtual character in the preset coordinate sys-
tem and coordinate values of the reference object in the
preset coordinate system. The first relative coordinates
that are of the coordinates of the current position indicat-
ed by the current bearing and that are relative to the co-
ordinates of the first reference position are obtained, to
obtain the first relative bearing that is of the current bear-
ing of the virtual character and that is relative to the first
reference bearing.
[0055] In an optional implementation, step S206 of ad-
justing the first reference bearing to a second reference
bearing according to the first relative bearing includes:
adjusting, according to the first relative coordinates, the
coordinates of the first reference position to coordinates
of a second reference position indicated by the second
reference bearing, relative coordinates that are of coor-
dinates of the predetermined position and that are rela-
tive to the coordinates of the second reference position
being the first relative coordinates, the coordinates of the
current position being updated as the coordinates of the
first reference position are adjusted, relative coordinates
between the updated coordinates of the current position
and the adjusted coordinates of the first reference posi-
tion being first relative coordinates, and the first relative
bearing including the first relative coordinates.
[0056] The first relative coordinates are determined by
the hardware and cannot be directly modified by the pro-
gram, but the program can directly set and modify the
position of the reference object in the preset scene. The
coordinates of the current position are updated as the
coordinates of the first reference position are adjusted.
Relative coordinates between the updated coordinates
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of the current position and the adjusted coordinates of
the first reference position are the first relative coordi-
nates. The first relative bearing includes the first relative
coordinates. In this way, the position of the virtual char-
acter in the preset scene is accordingly determined after
the position of the reference object in the preset scene
is set and modified.
[0057] After the first relative coordinates that are of the
coordinates of the current position indicated by the cur-
rent bearing and that are relative to the coordinates of
the first reference position are obtained, the coordinates
of the first reference position are adjusted, according to
the first relative coordinates, to the coordinates of the
second reference position indicated by the second ref-
erence bearing. That is, the position of the reference ob-
ject is adjusted to the second reference position accord-
ing to the first relative coordinates in the preset scene,
so that the current position coincides with the predeter-
mined position. Optionally, the first reference position is
offset in an opposite direction of a direction that is of the
coordinates of the current position and that is relative to
the coordinates of the first reference position by coordi-
nate differences indicated by the first relative coordi-
nates. In this case, the position of the reference object
deviates from the predetermined position, and the current
position of the virtual character moves as the position of
the reference object moves, until the current position of
the virtual character coincides with the predetermined
position, so that the adjusted current position of the virtual
character coincides with the predetermined position,
thereby avoiding a problem of inflexible determining of
the bearing of the virtual character because the user con-
trols the virtual character to move in the preset scene for
determining the bearing. This improves flexibility in de-
termining the bearing of the virtual character, and avoids
a problem of poor experience caused by a case in which
the virtual character corresponding to the user cannot be
immediately used when the virtual character enters the
preset scene, thereby improving user experience.
[0058] In an optional implementation, the adjusting, ac-
cording to the first relative coordinates, the coordinates
of the first reference position to coordinates of a second
reference position indicated by the second reference
bearing includes: determining that a direction that is of
the coordinates of the current position and that is relative
to the coordinates of the first reference position is a co-
ordinate direction indicated by the first relative coordi-
nates; and offsetting the coordinates of the first reference
position to the second reference position in an opposite
direction of the coordinate direction by coordinate differ-
ences indicated by the first relative coordinates.
[0059] FIG. 4 is a flowchart of a method for adjusting,
according to first relative coordinates, coordinates of a
first reference position to coordinates of a second refer-
ence position indicated by a second reference bearing
according to an embodiment of the present invention. As
shown in FIG. 4, the method includes the following steps:

Step S401. Determine that a direction that is of co-
ordinates of a current position and that is relative to
the coordinates of the first reference position is a
coordinate direction indicated by the first relative co-
ordinates.
In the technical solution provided in step S401 of the
present disclosure, after obtaining the first relative
coordinates that are of the coordinates of the current
position indicated by the current bearing and that are
relative to the coordinates of the first reference po-
sition are obtained, the direction that is of the coor-
dinates of the current position and that is relative to
the coordinates of the first reference position is de-
termined as the coordinate direction indicated by the
first relative coordinates. In a preset scene, a position
that is of a virtual character that is relative to a posi-
tion of a reference object is a position of the virtual
character using the position of the reference object
as a reference. For example, coordinates of the ref-
erence object in a preset coordinate system are (0,
0), and coordinates of the virtual character in the
preset coordinate system are (a, b). The position that
is of the virtual character and that is relative to the
reference object is a position determined after the
virtual character deviates from the reference object
by a distance a on a horizontal axis and deviates
from the reference object by a distance b on a vertical
axis. The direction that is of the coordinates of the
current position and that is relative to the coordinates
of the first reference position is a direction in which
the virtual character deviates from the reference ob-
ject by the distance a on the horizontal axis and de-
viates from the reference object by the distance b on
the vertical axis, and is determined as the coordinate
direction indicated by the first relative coordinates.
Step S402. Offset the coordinates of the first refer-
ence position to the second reference position in an
opposite direction of the coordinate direction by co-
ordinate differences indicated by the first relative co-
ordinates.

[0060] In the technical solution provided in step S402
of the present disclosure, after the direction that is of the
coordinates of the current position and that is relative to
the coordinates of the first reference position is deter-
mined as the coordinate direction indicated by the first
relative coordinates, the coordinates of the first reference
position are offset to the second reference position in the
opposite direction of the coordinate direction by the co-
ordinate differences indicated by the first relative coordi-
nates. The position of the reference object may be offset
by the coordinate differences. In this case, the position
of the reference object deviates from a predetermined
position, and the current position of the virtual character
moves as a reference position moves. When a deviation
distance reaches the coordinate differences indicated by
the first relative coordinates, the deviated current position
of the virtual character coincides with the predetermined
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position, thereby achieving an objective that the current
position of the virtual character coincides with the prede-
termined position, and improving flexibility in determining
a bearing of the virtual character.
[0061] In this embodiment, the direction that is of the
coordinates of the current position and that is relative to
the coordinates of the first reference position is deter-
mined as the coordinate direction indicated by the first
relative coordinates; and the coordinates of the first ref-
erence position are offset to the second reference posi-
tion in the opposite direction of the coordinate direction
by the coordinate differences indicated by the first relative
coordinates, so that the coordinates of the first reference
position are adjusted to the second reference position
indicated by the second reference bearing according to
the first relative coordinates.
[0062] In an optional implementation, step S208 of up-
dating the current bearing of the virtual character to a
predetermined bearing according to the second refer-
ence bearing and the first relative bearing includes: up-
dating coordinates of the current position of the virtual
character to the coordinates of the predetermined posi-
tion according to the coordinates of the second reference
position and the first relative coordinates.
[0063] After the coordinates of the first reference po-
sition are offset to the second reference position in the
opposite direction of the coordinate direction by the co-
ordinate differences indicated by the first relative coordi-
nates, because the first relative coordinates remain un-
changed, the coordinates of the current position are up-
dated to the coordinates of the predetermined position
according to the coordinates of the second reference po-
sition and the first relative coordinates, that is, the coor-
dinates of the current position coincide with the coordi-
nates of the predetermined position, thereby avoiding a
problem of inflexible determining of the bearing of the
virtual character because a user controls the virtual char-
acter to move in the preset scene for determining the
bearing. This improves flexibility in determining the bear-
ing of the virtual character, and avoids a problem of poor
experience caused by a case in which the virtual char-
acter corresponding to the user cannot be immediately
used when the virtual character enters the preset scene,
thereby improving user experience.
[0064] In an optional implementation, step S202 of ob-
taining a first reference bearing of a virtual character in-
cludes: obtaining a first reference orientation and a first
reference position that are indicated by the first reference
bearing, when a current position indicated by the current
bearing does not coincide with a predetermined position
indicated by the predetermined bearing and a current
orientation indicated by the current bearing does not co-
incide with a target orientation indicated by the predeter-
mined bearing, the first reference orientation coinciding
with a predetermined orientation indicated by the prede-
termined bearing, and the first reference position coin-
ciding with the predetermined position indicated by the
predetermined bearing.

[0065] The predetermined bearing of the virtual char-
acter in the preset scene includes the target orientation
and the predetermined position. That is, the target orien-
tation and the predetermined position that are of the vir-
tual character in the preset scene and that are set by a
program of a virtual application are an orientation and a
position that are preset when the virtual character is to
execute a preset event in the virtual application, and may
be indicated by using an angle and coordinates in the
preset coordinate system. Optionally, when the current
position indicated by the current bearing does not coin-
cide with the predetermined position indicated by the pre-
determined bearing, and the current orientation indicated
by the current bearing does not coincide with the target
orientation indicated by the predetermined bearing, be-
fore the virtual character enters the virtual application
and executes a preset event according to a preset rule,
the preset event can be executed only when the current
orientation of the virtual character in the preset scene is
consistent with the target orientation and the current po-
sition is consistent with the predetermined position. For
example, a game can be started only when the current
orientation of the virtual character in the preset scene is
consistent with the target orientation and the current po-
sition is consistent with the predetermined position.
[0066] The first reference orientation and the first ref-
erence position that are indicated by the first reference
bearing are obtained, the first reference orientation co-
inciding with the predetermined orientation indicated by
the predetermined bearing, and the first reference posi-
tion coinciding with the predetermined position indicated
by the predetermined bearing. The reference object may
be an object for reference when the orientation and the
position of the virtual character in the preset scene are
set. A relative orientation and a relative position between
the reference object and the virtual character are deter-
mined by hardware, for example, are determined by a
device sensor, and the program cannot directly modify
the relative orientation and the relative position between
the reference object and the virtual character, but the
program can modify a reference orientation and a refer-
ence position for indicating the orientation of the refer-
ence object in the preset scene. After the target orienta-
tion and the predetermined position that are of the virtual
character in the preset scene of the virtual application
are obtained, the orientation of the reference object is
set to the target orientation, and the position of the ref-
erence object is set to the predetermined position, so that
the first reference orientation coincides with the prede-
termined orientation indicated by the predetermined
bearing, and the first reference position coincides with
the predetermined position indicated by the predeter-
mined bearing. An angle of the reference object can be
changed in the preset coordinate system, to make the
orientation of the reference object coincide with the target
orientation, and the coordinates of the reference object
are changed in the preset coordinate system, to make
the position of the reference object coincide with the pre-
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determined position.
[0067] In an optional implementation, step S204 of ob-
taining a first relative bearing that is of a current bearing
of the virtual character and that is relative to the first ref-
erence bearing includes: obtaining a first relative angle
that is of the current orientation indicated by the current
bearing and that is relative to the first reference orienta-
tion; and obtaining first relative coordinates that are of
coordinates of the current position indicated by the cur-
rent bearing and that are relative to coordinates of the
first reference position.
[0068] When the virtual character enters the preset
scene of the virtual application, the current orientation
for indicating the orientation of the virtual character in the
preset scene currently is obtained, and the current posi-
tion indicated by the current bearing is obtained. The cur-
rent orientation and the current position are determined
by the hardware and cannot be directly modified by the
program of the virtual application. After the first reference
orientation indicated by the first reference bearing and
the first reference position indicated by the first reference
bearing are obtained, the first relative angle that is of the
current orientation indicated by the current bearing and
that is relative to the first reference orientation and the
first relative coordinates that are of the coordinates of the
current position indicated by the current bearing and that
are relative to the coordinates of the first reference posi-
tion are obtained. That is, an angle difference between
the current orientation of the virtual character and the
orientation of the reference object is obtained, and the
coordinate differences between the current position of
the virtual character and the position of the reference
object are obtained. The first relative bearing that is of
the current bearing of the virtual character and that is
relative to the first reference bearing is obtained by ob-
taining the first relative angle that is of the current orien-
tation indicated by the current bearing and that is relative
to the first reference orientation and the first relative co-
ordinates that are of the coordinates of the current posi-
tion indicated by the current bearing and that are relative
to the coordinates of the first reference position.
[0069] FIG. 5 is a flowchart of a method for obtaining
a first relative bearing that is of a current bearing of a
virtual character and that is relative to a first reference
bearing according to an embodiment of the present in-
vention. As shown in FIG. 5, the method includes the
following steps:

Step S501. Obtain a first relative angle that is of a
current orientation indicated by the current bearing
and that is relative to a first reference orientation.
In the technical solution provided in step S501 of the
present disclosure, the current orientation for indi-
cating an orientation of the virtual character in a pre-
set scene of a virtual application currently is obtained
when the virtual character enters the preset scene.
The first relative angle that is of the current orienta-
tion indicated by the current bearing and that is rel-

ative to the first reference orientation is obtained after
the first reference orientation indicated by the first
reference bearing is obtained. That is, an angle dif-
ference between the current orientation of the virtual
character and an orientation of a reference object is
obtained. The angle difference is an included angle
between an orientation of the virtual character in the
preset scene and the orientation of the reference ob-
ject.
Step S502. Obtain first relative coordinates that are
of coordinates of a current position indicated by the
current bearing and that are relative to coordinates
of a first reference position.

[0070] In the technical solution provided in step S502
of the present disclosure, when the virtual character en-
ters the preset scene of the virtual application, the current
position indicated by the current bearing is obtained, that
is, the current position for indicating the orientation of the
virtual character in the preset scene currently is obtained.
After the first reference position indicated by the first ref-
erence bearing is obtained, the first relative coordinates
that are of the coordinates of the current position indicat-
ed by the current bearing and that are relative to the co-
ordinates of the first reference position are obtained, and
coordinate differences between the current position of
the virtual character and a position of the reference object
may be obtained. The coordinate differences may be dif-
ferences between coordinate values of the virtual char-
acter in a preset coordinate system and coordinate val-
ues of the reference object in the preset coordinate sys-
tem.
[0071] In this embodiment, the first relative bearing that
is of the current bearing of the virtual character and that
is relative to the first reference bearing is obtained by
obtaining the first relative angle that is of the current ori-
entation indicated by the current bearing and that is rel-
ative to the first reference orientation and the first relative
coordinates that are of the coordinates of the current po-
sition indicated by the current bearing and that are rela-
tive to the coordinates of the first reference position.
[0072] In an optional implementation, step S206 of ad-
justing the first reference bearing to a second reference
bearing according to the first relative bearing includes:
adjusting, according to the first relative angle, the first
reference orientation to a second reference orientation
indicated by the second reference bearing, a relative an-
gle that is of the predetermined orientation and that is
relative to the second reference orientation being the first
relative angle, the current orientation being updated as
the first reference orientation is adjusted, a relative angle
between the updated current orientation and the adjusted
first reference orientation being the first relative angle,
and the first relative bearing including the first relative
angle. Step S208 of updating the current bearing of the
virtual character to the predetermined bearing according
to the second reference bearing and the first relative
bearing includes: updating the current orientation of the
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virtual character to the predetermined orientation accord-
ing to the second reference orientation and the first rel-
ative angle.
[0073] The current orientation is updated as the first
reference orientation is adjusted, the relative angle be-
tween the updated current orientation and the adjusted
first reference orientation is the first relative angle, and
the first relative bearing includes the first relative angle.
In this way, the orientation of the virtual character in the
preset scene is accordingly determined after the orien-
tation of the reference object in the preset scene is set
and modified.
[0074] After the first relative angle that is of the current
orientation indicated by the current bearing and that is
relative to the first reference orientation is obtained, the
first reference orientation is adjusted, according to the
first relative angle, to the second reference orientation
indicated by the second reference bearing, and the rel-
ative angle that is of the predetermined orientation and
that is relative to the second reference orientation is the
first relative angle. In this way, the position of the refer-
ence object can remain unchanged, and the orientation
of the reference object is rotated by using a preset point
as a rotation center. In this case, the orientation of the
reference object deviates from a target orientation, and
the current orientation of the virtual character rotates with
the rotation of the orientation of the reference object, until
the current orientation of the virtual character coincides
with the target orientation.
[0075] After rotating the first reference orientation to
the second reference orientation in an opposite direction
of an angle direction by the angle difference indicated by
the first relative angle, because the first relative angle
remains unchanged, the current orientation of the virtual
character is updated to the predetermined orientation ac-
cording to the second reference orientation and the first
relative angle, thereby avoiding a problem of inflexible
determining of the bearing of the virtual character be-
cause a user controls the virtual character to move in the
preset scene for determining the bearing. This improves
flexibility in determining the bearing of the virtual charac-
ter, and avoids a problem of poor experience caused by
a case in which the virtual character corresponding to
the user cannot be immediately used when the virtual
character enters the preset scene, thereby improving us-
er experience.
[0076] In an optional implementation, after the updat-
ing the current orientation of the virtual character to the
predetermined orientation according to the second ref-
erence orientation, the adjusting the first reference bear-
ing to a second reference bearing according to the first
relative bearing further includes: adjusting, according to
the first relative coordinates, the coordinates of the first
reference position to coordinates of a second reference
position indicated by the second reference bearing, rel-
ative coordinates that are of coordinates of the predeter-
mined position and that are relative to the coordinates of
the second reference position being the first relative co-

ordinates, the coordinates of the current position being
updated as the coordinates of the first reference position
are adjusted, relative coordinates between the updated
coordinates of the current position and the adjusted co-
ordinates of the first reference position being the first rel-
ative coordinates, and the first relative bearing including
the first relative coordinates; and the updating the current
bearing of the virtual character to the predetermined
bearing according to the second reference bearing and
the relative bearing further includes: updating the coor-
dinates of the current position of the virtual character to
the coordinates of the predetermined position according
to the coordinates of the second reference position and
the first relative coordinates.
[0077] The coordinates of the current position are up-
dated as the coordinates of the first reference position
are adjusted, the relative coordinates between the up-
dated coordinates of the current position and the adjusted
coordinates of the first reference position are the first
relative coordinates, and the first relative bearing in-
cludes the first relative coordinates. In this way, the po-
sition of the virtual character in the preset scene is ac-
cordingly determined after the position of the reference
object in the preset scene is set and modified.
[0078] After the first reference orientation is adjusted,
according to the first relative angle, to the second refer-
ence orientation indicated by the second reference bear-
ing, the coordinates of the first reference position are
adjusted, according to the first relative coordinates, to
the coordinates of a second reference position indicated
by the second reference bearing, to make the current
position coincide with the predetermined position. Op-
tionally, the first reference position is offset in an opposite
direction of a direction that is of the coordinates of the
current position and that is relative to the coordinates of
the first reference position by coordinate differences in-
dicated by the first relative coordinates. In this case, the
position of the reference object deviates from the prede-
termined position, and the current position of the virtual
character moves as the position of the reference object
moves, until the current position of the virtual character
coincides with the predetermined position, so that the
adjusted current position of the virtual character coin-
cides with the predetermined position.
[0079] After the coordinates of the first reference po-
sition are offset to the second reference position in the
opposite direction of the coordinate direction by the co-
ordinate differences indicated by the first relative coordi-
nates, the coordinates of the current position of the virtual
character are updated to the coordinates of the prede-
termined position according to the coordinates of the sec-
ond reference position and the first relative coordinates,
that is, the coordinates of the current position coincide
with the coordinates of the predetermined position, there-
by avoiding a problem of inflexible determining of the
bearing of the virtual character because the user controls
the virtual character to move in the preset scene for de-
termining the bearing. This improves flexibility in deter-
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mining the bearing of the virtual character, and avoids a
problem of poor experience caused by a case in which
the virtual character corresponding to the user cannot be
immediately used when the virtual character enters the
preset scene, thereby improving user experience.
[0080] In an optional implementation, after the updat-
ing the current bearing of the virtual character to the pre-
determined bearing according to the second reference
bearing, the method further includes: controlling the vir-
tual character to execute a preset event in a virtual ap-
plication.
[0081] After the current bearing of the virtual character
is updated to the predetermined bearing according to the
second reference bearing and the first relative bearing,
the virtual character is controlled to execute the preset
event in the virtual application. The preset event may be
a behavior activity that starts the virtual character and
that is executed in a game according to a game rule. The
behavior activity is, for example, use of a weapon, attack,
defense, or escape. This is not limited herein.
[0082] In an optional implementation, the virtual appli-
cation is a VR application.
[0083] In the foregoing embodiment, the virtual appli-
cation may be a VR application, and the foregoing meth-
od may be applied to a VR application related to a game
scene and a real scene. The VR application is used for
setting an initial position and an initial orientation of the
virtual character corresponding to the user. Regardless
of a position of the user in a real zone, the position and
the orientation of the virtual character corresponding to
the user in the game scene can be set to a position and
an orientation that are preset in the VR application. This
improves flexibility in determining the bearing of the vir-
tual character, so that the user can immediately experi-
ence the VR application, thereby avoiding impact on an
experience effect of the user on the VR application
caused by a case in which the virtual character corre-
sponding to the user needs to search for a predetermined
position and orientation each time the user enters the
application.
[0084] The following describes the technical solutions
of the present disclosure with reference to preferred em-
bodiments.
[0085] In this embodiment, a hardware environment
may be a HTC Vive device, the virtual application is a
VR application, the preset scene is a game scene, the
virtual character is a virtual character corresponding to
the user, and the reference object is a virtual room.
[0086] When the user enters a room in a real-world
environment, the corresponding virtual character in the
VR application through the HTC Vive device enters a
virtual room corresponding to the room in the VR appli-
cation. The virtual character and the virtual room are in
the game scene. A relative position between the virtual
character and the virtual room is determined by hard-
ware, for example, is determined by a device sensor, and
cannot be modified by a program, but the program can
modify a bearing of the virtual room in the game scene,

including modifying an orientation and a position of the
virtual room in the game scene.
[0087] A bearing determining method for the virtual
character in this embodiment includes the following
steps:

Step 1: In the game scene, set the position and the
orientation of the virtual room to a position and an
orientation that are preset in the VR application, the
position and the orientation of the virtual room being
a first reference bearing, the position and the orien-
tation that are preset in the VR application being a
predetermined bearing to be reached by the virtual
character, and the first reference bearing coinciding
with the predetermined bearing to be reached by the
virtual character.
FIG. 6 is a schematic diagram of an initial state of a
virtual character in a VR application according to an
embodiment of the present invention. The position
of the virtual room is shown in FIG. 6. The orientation
of the virtual room in the game scene is an orientation
indicated by an arrow at a point A. A bearing of the
virtual room in the game scene is a predetermined
bearing to be finally reached by the virtual character.
That is, the orientation of virtual room in the preset
scene is a target orientation to be finally reached by
the virtual character, and the position of the virtual
room in the preset scene is a predetermined position
to be finally reached by the virtual character. A cur-
rent position of the virtual character in the game
scene is in the upper left side of the virtual room, and
a current orientation of the virtual character in the
game scene is an orientation indicated by an arrow
at a point B. An included angle between the current
orientation of the virtual character and the orientation
of the virtual room is α. The included angle α is ob-
tained, that is, a first relative angle being α between
the current orientation indicated by a current bearing
of the virtual character and a first reference orienta-
tion indicated by the first reference bearing is ob-
tained.
Step 2: After the included angle α between the cur-
rent orientation of the virtual character and the ori-
entation of the virtual room is obtained, rotate the
virtual room around the point A by the angle α in an
opposite direction of a direction that is of the current
orientation and that is relative to the first reference
orientation, that is, obtain a first relative angle that
is of the current orientation indicated by the current
bearing and that is relative to the first reference ori-
entation, rotate the first reference orientation to a
second reference orientation in the foregoing oppo-
site direction by an angle difference indicated by the
first relative angle, and update the current orientation
of the virtual character to a predetermined orientation
according to the second reference orientation and
the first relative angle.
FIG. 7 is a schematic diagram of adjusting an orien-

23 24 



EP 3 524 329 A1

14

5

10

15

20

25

30

35

40

45

50

55

tation of a virtual character according to an embod-
iment of the present invention. As shown in FIG. 7,
a relative orientation between the virtual character
and the virtual room is determined by the hardware,
for example, is determined by the device sensor, and
the program cannot directly modify the relative ori-
entation between the virtual character and the virtual
room, but the program can modify the orientation of
the virtual room in the game scene. In the preset
scene, the orientation of the virtual room in the game
scene is adjusted according to the included angle α
between the orientation of the virtual character and
the orientation of the virtual room, to make the current
orientation of the virtual character in the game scene
coincide with a target orientation set in the game.
Optionally, the position of the virtual room in the
game scene remains unchanged, and the virtual
character is rotated around the point A by the angle
α in an opposite direction of a direction that is of the
virtual character and that is relative to the virtual
room. In this case, the orientation of the virtual room
deviates from the target orientation. Because the rel-
ative orientation between the virtual character and
the virtual room remains unchanged, the current ori-
entation of the virtual character changes as the ori-
entation of the virtual room changes. An orientation
indicated by an arrow on a point B’ is an adjusted
orientation of the virtual character, so that the current
orientation of the virtual character after the rotation
coincides with the target orientation.
Step 3: Obtain coordinate differences that are of the
current position of the virtual character and that are
relative to the virtual room, and adjust the current
position of the virtual character to the predetermined
position according to the coordinate differences.
That is, obtain first relative coordinates that are of
coordinates of the current position indicated by the
current bearing and that are relative to coordinates
of a first reference position, offset the coordinates of
the first reference position to a second reference po-
sition in an opposite direction of a direction that is of
the coordinates of the current position and that is
relative to the coordinates of the first reference po-
sition by the coordinate differences indicated by the
first relative coordinates, and update the coordinates
of the current position of the virtual character to co-
ordinates of the predetermined position according to
coordinates of the second reference position and the
first relative coordinates.

[0088] FIG. 8 is a schematic diagram of adjusting a
position of a virtual character according to an embodi-
ment of the present invention. As shown in FIG. 8, after
the current orientation of the virtual character coincides
with the target orientation, coordinate differences be-
tween the point B’ and the point A shown in FIG. 7 are
obtained, and A is moved by the coordinate differences
toward an opposite orientation. The point B’ is changed

to a point B". That is, a position of the point B" coincides
with a position of the point A in FIG. 6, an orientation of
the point B" coincides with an orientation of the point A
in FIG. 6, and the point A in FIG. 6 and FIG. 7 is changed
to a point A’ in FIG. 8.
[0089] Optionally, the process of determining the bear-
ing of the virtual character may be completed when the
VR application is started, or may be completed at any
time when the position and the orientation of the user
need to be set.
[0090] In this embodiment, in an HTC Vive application,
coordinates of the user in the room are determined by
the hardware, and the program cannot directly modify
the position and the orientation of the user. Consequent-
ly, in many games, the user needs to walk to a specified
position in the room to start the games. In this embodi-
ment of the present invention, a method for dynamically
modifying a position and an orientation of a room in a
game scene is used to indirectly modify the position and
the orientation of the user in the game scene. After the
virtual character enters the game, stable coordinate in-
formation is obtained, then differences between the co-
ordinates and the orientation of the user in the scene and
coordinates and an orientation that are set in the game
are calculated, and then coordinates of the room in the
game are rotated and moved according to the differenc-
es, to initialize the position and the orientation of the user.
Regardless of a relative position of the user in the room,
the position and the orientation of the user in the game
scene are set to a position and an orientation that are
preset in the game. This achieves an effect of improving
flexibility in determining the bearing of the virtual charac-
ter, and enables the user to use software immediately
when entering the software, thereby improving an expe-
rience effect of the user on the VR application.
[0091] It should be noted that for each of the foregoing
method embodiments, for ease of description, the meth-
od embodiments are all described as a series of action
combinations. However, a person skilled in the art should
learn that the present disclosure is not limited to an order
of described actions because according to the present
disclosure, some steps may use another order or may
be performed at the same time. In addition, a person
skilled in the art should also know that all the embodi-
ments described in this specification are preferred em-
bodiments, and the related actions and modules are not
necessarily required in the present disclosure.
[0092] Through the foregoing description of the imple-
mentations, it is clear to a person skilled in the art that
the method according to the foregoing embodiment may
be implemented by software plus a necessary universal
hardware platform, and certainly may also be implement-
ed by hardware, but in many cases, the software imple-
mentation is preferred. Based on such an understanding,
the technical solutions of the present disclosure or the
part that makes contributions to the existing technology
may be substantially embodied in the form of a software
product. The computer software product is stored in a
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storage medium (for example, a read-only memory
(ROM)/random access memory (RAM), a magnetic disk,
or an optical disc), and contains several instructions for
instructing a terminal device (which may be a mobile
phone, a computer, a server, or a network device) to per-
form the method according to the embodiments of the
present invention.
[0093] According to another aspect of the embodi-
ments of the present invention, an apparatus for perform-
ing the foregoing bearing determining method for a virtual
character is further provided. The apparatus includes one
or more processors and one or more memories storing
a program unit, the program unit being executed by the
processor, and the program unit including a first obtaining
unit, a second obtaining unit, an adjustment unit, and an
update unit.
[0094] FIG. 9 is a schematic diagram of a bearing de-
termining apparatus for a virtual character according to
an embodiment of the present invention. As shown in
FIG. 9, the bearing determining apparatus for a virtual
character may include a first obtaining unit 10, a second
obtaining unit 20, an adjustment unit 30, and an update
unit 40.
[0095] The first obtaining unit 10 is configured to obtain
a first reference bearing of a virtual character in a preset
scene, the first reference bearing coinciding with a pre-
determined bearing to be reached by the virtual charac-
ter.
[0096] The second obtaining unit 20 is configured to
obtain a first relative bearing that is of a current bearing
of the virtual character and that is relative to the first ref-
erence bearing.
[0097] The adjustment unit 30 is configured to adjust
the first reference bearing to a second reference bearing
according to the first relative bearing, a relative bearing
that is of the predetermined bearing and that is relative
to the second reference bearing being the first relative
bearing, the current bearing being updated as the first
reference bearing is adjusted, and a relative bearing be-
tween the updated current bearing and the adjusted first
reference bearing being the first relative bearing.
[0098] The update unit 40 is configured to update the
current bearing of the virtual character to the predeter-
mined bearing according to the second reference bearing
and the first relative bearing.
[0099] It should be noted herein that, the first obtaining
unit 10, the second obtaining unit 20, the adjustment unit
30, and the update unit 40 may be used as a part of the
apparatus running in a VR helmet, and a processor in
the VR helmet may be used for performing the functions
implemented by the foregoing units.
[0100] Optionally, the first obtaining unit 10 includes:
a first obtaining module, configured to obtain, when a
current position indicated by the current bearing coin-
cides with a predetermined position indicated by the pre-
determined bearing, a first reference orientation indicat-
ed by the first reference bearing, the first reference ori-
entation coinciding with a predetermined orientation in-

dicated by the predetermined bearing.
[0101] It should be noted herein that, the first obtaining
module may be used as a part of the apparatus running
in a VR helmet, and a processor in the VR helmet may
be used for performing the function implemented by the
foregoing module.
[0102] Optionally, the second obtaining unit 20 is con-
figured to perform the following step to obtain the first
relative bearing that is of the current bearing of the virtual
character and that is relative to the first reference bearing:
obtaining a first relative angle that is of a current orien-
tation indicated by the current bearing and that is relative
to the first reference orientation.
[0103] Optionally, the adjustment unit 30 is configured
to perform the following step to adjust the first reference
bearing to the second reference bearing according to the
first relative bearing: adjusting, according to the first rel-
ative angle, the first reference orientation to a second
reference orientation indicated by the second reference
bearing, a relative angle that is of the predetermined ori-
entation and that is relative to the second reference ori-
entation being the first relative angle, the current orien-
tation being updated as the first reference orientation is
adjusted, a relative angle between the updated current
orientation and the adjusted first reference orientation
being the first relative angle, and the first relative bearing
including the first relative angle.
[0104] Optionally, the adjustment unit 30 includes a
first determining module and a rotation module. The first
determining module is configured to determine that a di-
rection of the current orientation relative to the first ref-
erence orientation is an angle direction indicated by the
first relative angle. The rotation module is configured to
rotate the first reference orientation to the second refer-
ence orientation in an opposite direction of the angle di-
rection by an angle difference indicated by the first rela-
tive angle.
[0105] It should be noted herein that, the first deter-
mining module and the rotation module may be used as
a part of the apparatus running in a VR helmet, and a
processor in the VR helmet may be used for performing
the functions implemented by the foregoing modules.
[0106] Optionally, the update unit 40 is configured to
perform the following step to update the current bearing
of the virtual character to the predetermined bearing ac-
cording to the second reference bearing and the first rel-
ative bearing: updating the current orientation of the vir-
tual character to the predetermined orientation according
to the second reference orientation and the first relative
angle.
[0107] The first obtaining unit 10 includes: a second
obtaining module, configured to obtain, when a current
orientation indicated by the current bearing coincides
with a predetermined orientation indicated by the prede-
termined bearing, a first reference position indicated by
the first reference bearing, the first reference position co-
inciding with a predetermined position indicated by the
predetermined bearing.
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[0108] It should be noted herein that, the second ob-
taining module may be used as a part of the apparatus
running in a VR helmet, and a processor in the VR helmet
may be used for performing the function implemented by
the foregoing module.
[0109] The second obtaining unit 20 is configured to
perform the following step to obtain the first relative bear-
ing that is of the current bearing of the virtual character
and that is relative to the first reference bearing: obtaining
first relative coordinates that are of coordinates of a cur-
rent position indicated by the current bearing and that
are relative to coordinates of the first reference position.
[0110] The adjustment unit 30 is configured to perform
the following step to adjust the first reference bearing to
the second reference bearing according to the first rela-
tive bearing: adjusting, according to the first relative co-
ordinates, the coordinates of the first reference position
to coordinates of a second reference position indicated
by the second reference bearing, relative coordinates
that are of coordinates of the predetermined position and
that are relative to the coordinates of the second refer-
ence position being the first relative coordinates, the co-
ordinates of the current position being updated as the
coordinates of the first reference position are adjusted,
relative coordinates between the updated coordinates of
the current position and the adjusted coordinates of the
first reference position being first relative coordinates,
and the first relative bearing including the first relative
coordinates.
[0111] Optionally, the adjustment unit 30 includes a
second determining module and an offset module. The
second determining module is configured to determine
that a direction that is of the coordinates of the current
position and that is relative to the coordinates of the first
reference position is a coordinate direction indicated by
the first relative coordinates. The offset module is con-
figured to offset the coordinates of the first reference po-
sition to the second reference position in an opposite
direction of the coordinate direction by coordinate differ-
ences indicated by the first relative coordinates.
[0112] It should be noted herein that, the second de-
termining module and the offset module may be used as
a part of the apparatus running in a VR helmet, and a
processor in the VR helmet may be used for performing
the functions implemented by the foregoing modules.
[0113] Optionally, the update unit 40 is configured to
perform the following step to update the current bearing
of the virtual character to the predetermined bearing ac-
cording to the second reference bearing and the first rel-
ative bearing: updating the coordinates of the current po-
sition of the virtual character to the coordinates of the
predetermined position according to the coordinates of
the second reference position and the first relative coor-
dinates.
[0114] Optionally, the first obtaining unit 10 includes:
a third obtaining module, configured to obtain the first
reference orientation and the first reference position that
are indicated by the first reference bearing, when the

current position indicated by the current bearing does not
coincide with the predetermined position indicated by the
predetermined bearing and the current orientation indi-
cated by the current bearing does not coincide with a
target orientation indicated by the predetermined bear-
ing, the first reference orientation coinciding with the pre-
determined orientation indicated by the predetermined
bearing, and the first reference position coinciding with
the predetermined position indicated by the predeter-
mined bearing.
[0115] It should be noted herein that, the third obtaining
module may be used as a part of the apparatus running
in a VR helmet, and a processor in the VR helmet may
be used for performing the function implemented by the
foregoing module.
[0116] Optionally, the second obtaining unit 20 is con-
figured to perform the following steps to obtain the first
relative bearing that is of the current bearing of the virtual
character and that is relative to the first reference bearing:
obtaining the first relative angle that is of the current ori-
entation indicated by the current bearing and that is rel-
ative to the first reference orientation; and obtaining the
first relative coordinates that are of the coordinates of the
current position indicated by the current bearing and that
are relative to coordinates of the first reference position.
[0117] Optionally, the adjustment unit 30 is configured
to perform the following step to adjust the first reference
bearing to the second reference bearing according to the
first relative bearing: adjusting, according to the first rel-
ative angle, the first reference orientation to a second
reference orientation indicated by the second reference
bearing, a relative angle that is of the predetermined ori-
entation and that is relative to the second reference ori-
entation being the first relative angle, the current orien-
tation being updated as the first reference orientation is
adjusted, a relative angle between the updated current
orientation and the adjusted first reference orientation
being the first relative angle, and the first relative bearing
including the first relative angle. The update unit 40 is
configured to perform the following step to update the
current bearing of the virtual character to the predeter-
mined bearing according to the second reference bearing
and the first relative bearing: updating the current orien-
tation of the virtual character to the predetermined orien-
tation according to the second reference orientation and
the first relative angle.
[0118] Optionally, the adjustment unit 30 is further con-
figured to: after updating the current orientation of the
virtual character to the predetermined orientation accord-
ing to the second reference orientation, adjust, according
to the first relative coordinates, the coordinates of the
first reference position to coordinates of a second refer-
ence position indicated by the second reference bearing,
relative coordinates that are of coordinates of the prede-
termined position and that are relative to the coordinates
of the second reference position being the first relative
coordinates, the coordinates of the current position being
updated as the coordinates of the first reference position
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are adjusted, relative coordinates between the updated
coordinates of the current position and the adjusted co-
ordinates of the first reference position being first relative
coordinates, and the first relative bearing including the
first relative coordinates. The update unit 40 is configured
to update coordinates of the current position of the virtual
character to the coordinates of the predetermined posi-
tion according to the coordinates of the second reference
position and the first relative coordinates.
[0119] Optionally, the bearing determining apparatus
for a virtual character may further include: a control unit,
configured to: after updating the current bearing of the
virtual character to the predetermined bearing according
to the second reference bearing, control the virtual char-
acter to execute a preset event in a virtual application.
[0120] It should be noted herein that, the control unit
may be used as a part of the apparatus running in a VR
helmet, and a processor in the VR helmet may be used
for performing the function implemented by the foregoing
unit.
[0121] Optionally, the virtual application is a VR appli-
cation.
[0122] It should be noted that, the first obtaining unit
10 in this embodiment may be configured to perform step
S202 in this embodiment of this application, the second
obtaining unit 20 in this embodiment may be configured
to perform step S204 in this embodiment of this applica-
tion, the adjustment unit 30 in this embodiment may be
configured to perform step S206 in this embodiment of
this application, and the update unit 40 in this embodi-
ment may be configured to perform step S208 in this
embodiment of this application.
[0123] It should be noted herein that, examples and
application scenarios implemented by the foregoing units
and modules and the corresponding steps are the same,
but are not limited to the content disclosed in the forego-
ing embodiments. It should be noted that, the foregoing
modules may run, as a part of the apparatus, in a hard-
ware environment shown in FIG. 1, and may be imple-
mented by using software, or may be implement by using
hardware. The hardware environment includes a network
environment.
[0124] In this embodiment, the first obtaining unit 10
obtains the first reference bearing of the virtual character
in the preset scene, the first reference bearing coinciding
with the predetermined bearing to be reached by the vir-
tual character; the second obtaining unit 20 obtains the
first relative bearing that is of the current bearing of the
virtual character and that is relative to the first reference
bearing; the adjustment unit 30 adjusts the first reference
bearing to the second reference bearing according to the
first relative bearing, the relative bearing that is of the
predetermined bearing and that is relative to the second
reference bearing being the first relative bearing, the cur-
rent bearing being updated as the first reference bearing
is adjusted, and the relative bearing between the updated
current bearing and the adjusted first reference bearing
being the first relative bearing; and the update unit 40

updates the current bearing of the virtual character to the
predetermined bearing according to the second refer-
ence bearing and the first relative bearing. This can re-
solve the technical problem of low flexibility in determin-
ing a bearing of a virtual character in the related technol-
ogy, thereby achieving a technical effect of flexibly de-
termining the bearing of the virtual character.
[0125] According to still another aspect of the embod-
iments of the present invention, an electronic apparatus
for implementing the foregoing bearing determining
method for a virtual character is further provided.
[0126] FIG. 10 is a structural block diagram of an elec-
tronic apparatus according to an embodiment of the
present invention. As shown in FIG. 10, the electronic
apparatus may include one or more processors 101
(where only one processor is shown in the figure) and a
memory 103. The memory 103 may store a computer
program. The processor 101 may be configured to run
the computer program to perform the bearing determin-
ing method for a virtual character in the embodiments of
the present invention.
[0127] The memory 103 may be configured to store
the computer program and a module, for example, a pro-
gram instruction/module corresponding to the bearing
determining method and apparatus for a virtual character
in the embodiments of the present invention. The proc-
essor 101 is configured to run a software program and a
module that are stored in the memory 103 to execute
various functional applications and perform data
processing, that is, implement the foregoing bearing de-
termining method for a virtual character. The memory
103 may include a high-speed random memory, and may
also include a non-volatile memory such as one or more
magnetic storage devices, a flash memory, or another
non-volatile solid-state memory. In some examples, the
memory 103 may further include a memory remotely dis-
posed relative to the processor 101. Examples of the
network include but are not limited to the Internet, an
intranet, a local area network, a mobile communications
network, and a combination thereof.
[0128] Optionally, as shown in FIG. 10, the electronic
apparatus may further include a transmission apparatus
105 and an input/output device 107. The transmission
apparatus 105 is configured to receive or send data
through a network, or may be used for data transmission
between the processor and the memory. Specific exam-
ples of the foregoing network may include a wired net-
work and a wireless network. In an example, the trans-
mission apparatus 105 includes a network interface con-
troller (NIC) that may be connected to another network
device and a router by using a network cable, thereby
communicating with the Internet or a local area network.
In an example, the transmission apparatus 105 is a radio
frequency (RF) module that is configured to communi-
cate with the Internet in a wireless manner.
[0129] Specifically, the memory 103 is configured to
store the computer program.
[0130] The processor 101 may invoke, by using the
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transmission apparatus 105, the computer program
stored in the memory 103, to perform program code of
steps of the methods in optional or preferred embodi-
ments in the foregoing method embodiments, including:

obtaining a first reference bearing of a virtual char-
acter in a preset scene, the first reference bearing
coinciding with a predetermined bearing to be
reached by the virtual character;

obtaining a first relative bearing that is of a current
bearing of the virtual character and that is relative to
the first reference bearing;

adjusting the first reference bearing to a second ref-
erence bearing according to the first relative bearing,
a relative bearing that is of the predetermined bear-
ing and that is relative to the second reference bear-
ing being the first relative bearing, the current bear-
ing being updated as the first reference bearing is
adjusted, and a relative bearing between the updat-
ed current bearing and the adjusted first reference
bearing being the first relative bearing; and

updating the current bearing of the virtual character
to the predetermined bearing according to the sec-
ond reference bearing and the first relative bearing.

[0131] The processor 101 is further configured to per-
form the following step: obtaining, when a current position
indicated by the current bearing coincides with a prede-
termined position indicated by the predetermined bear-
ing, a first reference orientation indicated by the first ref-
erence bearing, the first reference orientation coinciding
with a predetermined orientation indicated by the prede-
termined bearing.
[0132] The processor 101 is further configured to per-
form the following step: adjusting, according to a first rel-
ative angle, the first reference orientation to a second
reference orientation indicated by the second reference
bearing, a relative angle that is of the predetermined ori-
entation and that is relative to the second reference ori-
entation being the first relative angle, the current orien-
tation being updated as the first reference orientation is
adjusted, a relative angle between the updated current
orientation and the adjusted first reference orientation
being the first relative angle, and the first relative bearing
including the first relative angle.
[0133] The processor 101 is further configured to per-
form the following steps: determining that a direction of
the current orientation relative to the first reference ori-
entation is an angle direction indicated by the first relative
angle; and rotating the first reference orientation to the
second reference orientation in an opposite direction of
the angle direction by an angle difference indicated by
the first relative angle.
[0134] The processor 101 is further configured to per-
form the following step: updating the current orientation

of the virtual character to the predetermined orientation
according to the second reference orientation and the
first relative angle.
[0135] The processor 101 is further configured to per-
form the following step: obtaining, when the current ori-
entation indicated by the current bearing coincides with
the predetermined orientation indicated by the predeter-
mined bearing, a first reference position indicated by the
first reference bearing, the first reference position coin-
ciding with the predetermined position indicated by the
predetermined bearing.
[0136] The processor 101 is further configured to per-
form the following step: obtaining first relative coordi-
nates that are of coordinates of the current position indi-
cated by the current bearing and that are relative to co-
ordinates of the first reference position.
[0137] The processor 101 is further configured to per-
form the following step: adjusting, according to the first
relative coordinates, the coordinates of the first reference
position to coordinates of a second reference position
indicated by the second reference bearing, relative co-
ordinates that are of coordinates of the predetermined
position and that are relative to the coordinates of the
second reference position being the first relative coordi-
nates, the coordinates of the current position being up-
dated as the coordinates of the first reference position
are adjusted, relative coordinates between the updated
coordinates of the current position and the adjusted co-
ordinates of the first reference position being first relative
coordinates, and the first relative bearing including the
first relative coordinates.
[0138] The processor 101 is further configured to per-
form the following steps: determining that a direction that
is of the coordinates of the current position and that is
relative to the coordinates of the first reference position
is a coordinate direction indicated by the first relative co-
ordinates; and offsetting the coordinates of the first ref-
erence position to the second reference position in an
opposite direction of the coordinate direction by coordi-
nate differences indicated by the first relative coordi-
nates.
[0139] The processor 101 is further configured to per-
form the following step: updating the coordinates of the
current position of the virtual character to the coordinates
of the predetermined position according to the coordi-
nates of the second reference position and the first rel-
ative coordinates.
[0140] The processor 101 is further configured to per-
form the following step: obtaining the first reference ori-
entation and the first reference position that are indicated
by the first reference bearing, when the current position
indicated by the current bearing does not coincide with
the predetermined position indicated by the predeter-
mined bearing and the current orientation indicated by
the current bearing does not coincide with a target ori-
entation indicated by the predetermined bearing, the first
reference orientation coinciding with the predetermined
orientation indicated by the predetermined bearing, and
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the first reference position coinciding with the predeter-
mined position indicated by the predetermined bearing.
[0141] The processor 101 is further configured to per-
form the following steps: obtaining the first relative angle
that is of the current orientation indicated by the current
bearing and that is relative to the first reference orienta-
tion; and obtaining the first relative coordinates that are
of the coordinates of the current position indicated by the
current bearing and that are relative to the coordinates
of the first reference position.
[0142] The processor 101 is further configured to per-
form the following steps: adjusting, according to the first
relative angle, the first reference orientation to the second
reference orientation indicated by the second reference
bearing, a relative angle of the predetermined orientation
relative to the second reference orientation being the first
relative angle, the current orientation being updated as
the first reference orientation is adjusted, a relative angle
between the updated current orientation and the adjusted
first reference orientation being the first relative angle,
and the first relative bearing including the first relative
angle; and updating the current orientation of the virtual
character to the predetermined orientation according to
the second reference orientation and the first relative an-
gle.
[0143] The processor 101 is further configured to per-
form the following step: after updating the current orien-
tation of the virtual character to the predetermined orien-
tation according to the second reference orientation, ad-
justing, according to the first relative coordinates, the co-
ordinates of the first reference position to the coordinates
of the second reference position indicated by the second
reference bearing, relative coordinates that are of the
coordinates of the predetermined position and that are
relative to the coordinates of the second reference posi-
tion being the first relative coordinates, the coordinates
of the current position being updated as the coordinates
of the first reference position are adjusted, relative coor-
dinates between the updated coordinates of the current
position and the adjusted coordinates of the first refer-
ence position being the first relative coordinates, and the
first relative bearing including the first relative coordi-
nates; and updating the coordinates of the current posi-
tion of the virtual character to the coordinates of the pre-
determined position according to the coordinates of the
second reference position and the first relative coordi-
nates.
[0144] The processor 101 is further configured to per-
form the following step: after updating the current bearing
of the virtual character to the predetermined bearing ac-
cording to the second reference bearing, controlling the
virtual character to execute a preset event in a virtual
application.
[0145] According to this embodiment of the present in-
vention, a solution of a bearing determining method for
a virtual character is provided. A predetermined bearing
of a virtual character in a preset scene of a virtual appli-
cation is obtained; a reference bearing of a reference

object is set to the predetermined bearing, the reference
bearing being used for indicating a bearing of the refer-
ence object in the preset scene; a bearing difference be-
tween a current bearing of the virtual character and the
reference bearing is obtained, the current bearing being
used for indicating a bearing of the virtual character in
the preset scene currently; the reference bearing of the
reference object is adjusted in the preset scene accord-
ing to the bearing difference if a relative bearing between
the reference object and the virtual character remains
unchanged, to make the current bearing coincide with
the predetermined bearing, to adjust a position of the
virtual character in the preset scene, thereby achieving
a technical effect of flexibly determining a bearing of the
virtual character, and resolving the technical problem of
low flexibility in determining the bearing of the virtual char-
acter in the related technology.
[0146] Optionally, for a specific example in this embod-
iment, refer to the examples described in the foregoing
embodiments. Details are not described herein again in
this embodiment.
[0147] A person of ordinary skill in the art can under-
stand that the structure shown in FIG. 10 is merely ex-
emplary, and the electronic apparatus may be a VR hel-
met. FIG. 10 does not limit the structure of the foregoing
electronic apparatus. For example, the electronic appa-
ratus may further include more or fewer components
(such as a network interface and a display apparatus)
than those shown in FIG. 10, or have a configuration
different from that shown in FIG. 10.
[0148] A person of ordinary skill in the art may under-
stand that all or some of the steps in the methods of the
foregoing embodiments may be implemented by a pro-
gram instructing relevant hardware of the terminal de-
vice. The program may be stored in a computer readable
storage medium. The storage medium may be a flash
disk, a ROM, a RAM, a magnetic disk, or an optical disc.
[0149] An embodiment of the present invention further
provides a storage medium. Optionally, in this embodi-
ment, the storage medium stores a computer program.
The computer program may be configured to perform,
during running, the steps in the bearing determining
method for a virtual character in the foregoing method
embodiments.
[0150] Optionally, in this embodiment, the storage me-
dium may be located in any computer terminal in a com-
puter terminal cluster in a computer network shown in
the foregoing embodiment, or may be located in any mo-
bile terminal in a mobile terminal cluster.
[0151] Optionally, in this embodiment, the storage me-
dium is configured to store program code for performing
the following steps:

obtaining a first reference bearing of a virtual char-
acter in a preset scene, the first reference bearing
coinciding with a predetermined bearing to be
reached by the virtual character;
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obtaining a first relative bearing that is of a current
bearing of the virtual character and that is relative to
the first reference bearing;

adjusting the first reference bearing to a second ref-
erence bearing according to the first relative bearing,
a relative bearing that is of the predetermined bear-
ing and that is relative to the second reference bear-
ing being the first relative bearing, the current bear-
ing being updated as the first reference bearing is
adjusted, and a relative bearing between the updat-
ed current bearing and the adjusted first reference
bearing being the first relative bearing; and

updating the current bearing of the virtual character
to the predetermined bearing according to the sec-
ond reference bearing and the first relative bearing.

[0152] Optionally, the storage medium is further con-
figured to store program code for performing the following
step: obtaining, when a current position indicated by the
current bearing coincides with a predetermined position
indicated by the predetermined bearing, a first reference
orientation indicated by the first reference bearing, the
first reference orientation coinciding with a predeter-
mined orientation indicated by the predetermined bear-
ing.
[0153] Optionally, the storage medium is further con-
figured to store program code for performing the following
step: adjusting, according to the first relative angle, the
first reference orientation to a second reference orienta-
tion indicated by the second reference bearing, a relative
angle that is of the predetermined orientation and that is
relative to the second reference orientation being the first
relative angle, the current orientation being updated as
the first reference orientation is adjusted, a relative angle
between the updated current orientation and the adjusted
first reference orientation being the first relative angle,
and the first relative bearing including the first relative
angle.
[0154] Optionally, the storage medium is further con-
figured to store program code for performing the following
steps: determining that a direction of the current orienta-
tion relative to the first reference orientation is an angle
direction indicated by the first relative angle; and rotating
the first reference orientation to the second reference
orientation in an opposite direction of the angle direction
by an angle difference indicated by the first relative angle.
[0155] Optionally, the storage medium is further con-
figured to store program code for performing the following
step: updating the current orientation of the virtual char-
acter to the predetermined orientation according to the
second reference orientation and the first relative angle.
[0156] Optionally, the storage medium is further con-
figured to store program code for performing the following
step: obtaining, when a current orientation indicated by
the current bearing coincides with a predetermined ori-
entation indicated by the predetermined bearing, a first

reference position indicated by the first reference bear-
ing, the first reference position coinciding with a prede-
termined position indicated by the predetermined bear-
ing.
[0157] Optionally, the storage medium is further con-
figured to store program code for performing the following
step: obtaining first relative coordinates that are of coor-
dinates of a current position indicated by the current bear-
ing and that are relative to coordinates of the first refer-
ence position.
[0158] Optionally, the storage medium is further con-
figured to store program code for performing the following
step: adjusting, according to the first relative coordinates,
the coordinates of the first reference position to coordi-
nates of a second reference position indicated by the
second reference bearing, relative coordinates that are
of coordinates of the predetermined position and that are
relative to the coordinates of the second reference posi-
tion being the first relative coordinates, the coordinates
of the current position being updated as the coordinates
of the first reference position are adjusted, relative coor-
dinates between the updated coordinates of the current
position and the adjusted coordinates of the first refer-
ence position being first relative coordinates, and the first
relative bearing including the first relative coordinates.
[0159] Optionally, the storage medium is further con-
figured to store program code for performing the following
steps: determining that a direction that is of the coordi-
nates of the current position and that is relative to the
coordinates of the first reference position is a coordinate
direction indicated by the first relative coordinates; and
offsetting the coordinates of the first reference position
to the second reference position in an opposite direction
of the coordinate direction by coordinate differences in-
dicated by the first relative coordinates.
[0160] Optionally, the storage medium is further con-
figured to store program code for performing the following
step: updating coordinates of the current position of the
virtual character to the coordinates of the predetermined
position according to the coordinates of the second ref-
erence position and the first relative coordinates.
[0161] Optionally, the storage medium is further con-
figured to store program code for performing the following
step: obtaining a first reference orientation and a first
reference position that are indicated by the first reference
bearing, when a current position indicated by the current
bearing does not coincide with a predetermined position
indicated by the predetermined bearing and a current
orientation indicated by the current bearing does not co-
incide with a target orientation indicated by the predeter-
mined bearing, the first reference orientation coinciding
with a predetermined orientation indicated by the prede-
termined bearing, and the first reference position coin-
ciding with the predetermined position indicated by the
predetermined bearing.
[0162] Optionally, the storage medium is further con-
figured to store program code for performing the following
steps: obtaining a first relative angle that is of the current
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orientation indicated by the current bearing and that is
relative to the first reference orientation; and obtaining
first relative coordinates that are of coordinates of the
current position indicated by the current bearing and that
are relative to coordinates of the first reference position.
[0163] Optionally, the storage medium is further con-
figured to store program code for performing the following
steps: adjusting, according to the first relative angle, the
first reference orientation to a second reference orienta-
tion indicated by the second reference bearing, a relative
angle of the predetermined orientation relative to the sec-
ond reference orientation being the first relative angle,
the current orientation being updated as the first refer-
ence orientation is adjusted, a relative angle between the
updated current orientation and the adjusted first refer-
ence orientation being the first relative angle, and the
first relative bearing including the first relative angle; and
updating the current orientation of the virtual character
to the predetermined orientation according to the second
reference orientation and the first relative angle.
[0164] Optionally, the storage medium is further con-
figured to store program code for performing the following
steps: after updating the current orientation of the virtual
character to the predetermined orientation according to
the second reference orientation, adjusting, according to
the first relative coordinates, the coordinates of the first
reference position to coordinates of a second reference
position indicated by the second reference bearing, rel-
ative coordinates that are of coordinates of the predeter-
mined position and that are relative to the coordinates of
the second reference position being the first relative co-
ordinates, the coordinates of the current position being
updated as the coordinates of the first reference position
are adjusted, relative coordinates between the updated
coordinates of the current position and the adjusted co-
ordinates of the first reference position being the first rel-
ative coordinates, and the first relative bearing including
the first relative coordinates; and updating the coordi-
nates of the current position of the virtual character to
the coordinates of the predetermined position according
to the coordinates of the second reference position and
the first relative coordinates.
[0165] Optionally, the storage medium is further con-
figured to store program code for performing the following
step: after updating the current bearing of the virtual char-
acter to the predetermined bearing according to the sec-
ond reference bearing, controlling the virtual character
to execute a preset event in a virtual application.
[0166] Optionally, for a specific example in this embod-
iment, refer to the examples described in the foregoing
embodiments. Details are not described herein again in
this embodiment.
[0167] Optionally, in this embodiment, the foregoing
storage medium may include but is not limited to: any
medium that can store program code, such as a USB
flash drive, a ROM, a RAM, a removable hard disk, a
magnetic disk, or an optical disc.
[0168] The bearing determining method and apparatus

for a virtual character, and the storage medium according
to the present disclosure are described above with ref-
erence to the accompanying drawings by way of exam-
ple. However, a person skilled in the art should under-
stand that various improvements can further be made to
the bearing determining method and apparatus for a vir-
tual character, and the storage medium provided in the
present disclosure without departing from the content of
the present disclosure. Therefore, the protection scope
of the present disclosure should be determined based
on content of the appended claims.
[0169] The sequence numbers of the foregoing em-
bodiments of the present invention are merely for de-
scription purpose but do not indicate the preference of
the embodiments.
[0170] When the integrated unit in the foregoing em-
bodiment is implemented in a form of a software func-
tional unit and sold or used as an independent product,
the integrated unit may be stored in the foregoing com-
puter-readable storage medium. Based on such an un-
derstanding, the technical solutions of the present dis-
closure essentially, or the part contributing to the existing
technology, or all or some of the technical solutions may
be represented in a form of a software product. The com-
puter software product is stored in a storage medium and
includes several instructions for instructing one or more
computer devices (which may be a personal computer,
a server, or a network device) to perform all or some of
the steps of the methods in the embodiments of the
present invention.
[0171] In the foregoing embodiments of the present
invention, the descriptions of the embodiments have re-
spective focuses. For a part not described in detail in an
embodiment, refer to a related description of another em-
bodiment.
[0172] In the several embodiments provided in this ap-
plication, it should be understood that the disclosed client
may be implemented in other manners. The described
apparatus embodiment is merely exemplary. For exam-
ple, the unit division is merely logical function division
and may be other division in an actual implementation.
For example, a plurality of units or components may be
combined or integrated into another system, or some fea-
tures may be ignored or not performed. In addition, the
displayed or discussed mutual couplings or direct cou-
plings or communication connections may be implement-
ed by using some interfaces. The indirect couplings or
communication connections between the units or mod-
ules may be implemented in electrical or other forms.
[0173] The units described as separate parts may or
may not be physically separate, and parts displayed as
units may or may not be physical units, may be located
in one position, or may be distributed on a plurality of
network units. Some or all of the units may be selected
according to actual requirements to achieve the objec-
tives of the solutions of the embodiments.
[0174] In addition, functional units in the embodiments
of the present invention may be integrated into one

39 40 



EP 3 524 329 A1

22

5

10

15

20

25

30

35

40

45

50

55

processing unit, or each of the units may exist alone phys-
ically, or two or more units are integrated into one unit.
The integrated unit may be implemented in a form of hard-
ware, or may be implemented in a form of a software
functional unit.
[0175] The foregoing descriptions are merely exem-
plary implementations of the present disclosure. It should
be noted that a person of ordinary skill in the art may
make several improvements or polishing without depart-
ing from the principle of the present disclosure, and the
improvements or polishing shall also fall within the pro-
tection scope of the present disclosure.

Industrial practicability

[0176] A first reference bearing of a virtual character
is obtained in a preset scene, the first reference bearing
coinciding with a predetermined bearing to be reached
by the virtual character; a first relative bearing that is of
a current bearing of the virtual character and that is rel-
ative to the first reference bearing is obtained; the first
reference bearing is adjusted to a second reference bear-
ing according to the first relative bearing, a relative bear-
ing that is of the predetermined bearing and that is relative
to the second reference bearing being the first relative
bearing, the current bearing being updated as the first
reference bearing is adjusted, and a relative bearing be-
tween the updated current bearing and the adjusted first
reference bearing being the first relative bearing; and the
current bearing of the virtual character is updated to the
predetermined bearing according to the second refer-
ence bearing and the first relative bearing, to adjust a
position of the virtual character in the preset scene, there-
by achieving a technical effect of flexibly determining a
bearing of the virtual character, and resolving the tech-
nical problem of low flexibility in determining the bearing
of the virtual character in the related technology.

Claims

1. A method for determining bearing of a virtual char-
acter, comprising:

obtaining a first reference bearing of a virtual
character in a preset scene, wherein the first ref-
erence bearing coincides with a predetermined
bearing to be reached by the virtual character;
obtaining a first relative bearing of a current
bearing of the virtual character relative to the
first reference bearing;
adjusting, according to the first relative bearing,
the first reference bearing to a second reference
bearing, wherein the first relative bearing is a
relative bearing of the predetermined bearing
relative to the second reference bearing, where-
in the current bearing is updated as the first ref-
erence bearing is adjusted, and wherein a rela-

tive bearing between the updated current bear-
ing and the adjusted first reference bearing is
the first relative bearing; and
updating, according to the second reference
bearing and the first relative bearing, the current
bearing of the virtual character to the predeter-
mined bearing.

2. The method according to claim 1, wherein the ob-
taining the first reference bearing of the virtual char-
acter comprises:
obtaining, when a current position indicated by the
current bearing coincides with a predetermined po-
sition indicated by the predetermined bearing, a first
reference orientation indicated by the first reference
bearing, wherein the first reference orientation coin-
cides with a predetermined orientation indicated by
the predetermined bearing.

3. The method according to claim 2, wherein the ob-
taining the first relative bearing of the current bearing
of the virtual character relative to the first reference
bearing comprises:
obtaining a first relative angle of a current orientation
indicated by the current bearing relative to the first
reference orientation.

4. The method according to claim 3, wherein the ad-
justing, according to the first relative bearing, the first
reference bearing to the second reference bearing
comprises:
adjusting, according to the first relative angle, the
first reference orientation to a second reference ori-
entation indicated by the second reference bearing,
wherein a relative angle of the predetermined orien-
tation relative to the second reference orientation is
the first relative angle, wherein the current orienta-
tion is updated as the first reference orientation is
adjusted, and a relative angle between the updated
current orientation and the adjusted first reference
orientation is the first relative angle, and the first rel-
ative bearing comprises the first relative angle.

5. The method according to claim 4, wherein the ad-
justing, according to the first relative angle, the first
reference orientation to the second reference orien-
tation indicated by the second reference bearing
comprises:

determining that a direction of the current orien-
tation relative to the first reference orientation is
an angle direction indicated by the first relative
angle; and
rotating, by an angle difference indicated by the
first relative angle, the first reference orientation
to the second reference orientation in an oppo-
site direction of the angle direction.
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6. The method according to claim 4, wherein the up-
dating, according to the second reference bearing
and the first relative bearing, the current bearing of
the virtual character to the predetermined bearing
comprises:
updating, according to the second reference orien-
tation and the first relative angle, the current orien-
tation of the virtual character to the predetermined
orientation.

7. The method according to claim 1, wherein the ob-
taining the first reference bearing of the virtual char-
acter comprises:
obtaining, when a current orientation indicated by
the current bearing coincides with a predetermined
orientation indicated by the predetermined bearing,
a first reference position indicated by the first refer-
ence bearing, wherein the first reference position co-
incides with a predetermined position indicated by
the predetermined bearing.

8. The method according to claim 7, wherein the ob-
taining the first relative bearing of the current bearing
of the virtual character relative to the first reference
bearing comprises:
obtaining first relative coordinates of coordinates of
a current position indicated by the current bearing
relative to coordinates of the first reference position.

9. The method according to claim 8, wherein the ad-
justing, according to the first relative bearing, the first
reference bearing to the second reference bearing
comprises:
adjusting, according to the first relative coordinates,
the coordinates of the first reference position to co-
ordinates of a second reference position indicated
by the second reference bearing, wherein relative
coordinates of coordinates of the predetermined po-
sition relative to the coordinates of the second ref-
erence position are the first relative coordinates,
wherein the coordinates of the current position are
updated as the coordinates of the first reference po-
sition are adjusted, and wherein relative coordinates
between the updated coordinates of the current po-
sition and the adjusted coordinates of the first refer-
ence position are first relative coordinates, and the
first relative bearing comprises the first relative co-
ordinates.

10. The method according to claim 9, wherein the ad-
justing, according to the first relative coordinates, the
coordinates of the first reference position to coordi-
nates of the second reference position indicated by
the second reference bearing comprises:

determining that a direction of the coordinates
of the current position relative to the coordinates
of the first reference position is a coordinate di-

rection indicated by the first relative coordinates;
and
offsetting, by coordinate differences indicated
by the first relative coordinates, the coordinates
of the first reference position to the second ref-
erence position in an opposite direction of the
coordinate direction.

11. The method according to claim 9, wherein the up-
dating, according to the second reference bearing
and the first relative bearing, the current bearing of
the virtual character to the predetermined bearing
comprises:
updating, according to the coordinates of the second
reference position and the first relative coordinates,
coordinates of the current position of the virtual char-
acter to the coordinates of the predetermined posi-
tion.

12. The method according to claim 1, wherein the ob-
taining the first reference bearing of the virtual char-
acter comprises:
obtaining, when a current position indicated by the
current bearing does not coincide with a predeter-
mined position indicated by the predetermined bear-
ing and a current orientation indicated by the current
bearing does not coincide with a target orientation
indicated by the predetermined bearing, a first ref-
erence orientation and a first reference position in-
dicated by the first reference bearing, wherein the
first reference orientation coincides with a predeter-
mined orientation indicated by the predetermined
bearing, and the first reference position coincides
with the predetermined position indicated by the pre-
determined bearing.

13. The method according to claim 12, wherein the ob-
taining the first relative bearing of the current bearing
of the virtual character relative to the first reference
bearing comprises:

obtaining a first relative angle of the current ori-
entation indicated by the current bearing relative
to the first reference orientation; and
obtaining first relative coordinates of coordi-
nates of the current position indicated by the cur-
rent bearing relative to coordinates of the first
reference position.

14. The method according to claim 13, wherein the ad-
justing the first reference bearing to the second ref-
erence bearing according to the first relative bearing
comprises:

adjusting, according to the first relative angle,
the first reference orientation to a second refer-
ence orientation indicated by the second refer-
ence bearing, wherein a relative angle of the pre-
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determined orientation relative to the second
reference orientation is the first relative angle,
wherein the current orientation is updated as the
first reference orientation is adjusted, and
wherein a relative angle between the updated
current orientation and the adjusted first refer-
ence orientation is the first relative angle, and
the first relative bearing comprises the first rel-
ative angle; and
the updating, according to the second reference
bearing and the first relative bearing, the current
bearing of the virtual character to the predeter-
mined bearing comprises:
updating, according to the second reference ori-
entation and the first relative angle, the current
orientation of the virtual character to the prede-
termined orientation.

15. The method according to claim 14, wherein after the
updating, according to the second reference orien-
tation, the current orientation of the virtual character
to the predetermined orientation, the adjusting, ac-
cording to the first relative bearing, the first reference
bearing to a second reference bearing further com-
prises:

adjusting, according to the first relative coordi-
nates, the coordinates of the first reference po-
sition to coordinates of a second reference po-
sition indicated by the second reference bear-
ing, wherein relative coordinates of coordinates
of the predetermined position relative to the co-
ordinates of the second reference position are
the first relative coordinates, wherein the coor-
dinates of the current position are updated as
the coordinates of the first reference position are
adjusted, and wherein relative coordinates be-
tween the updated coordinates of the current
position and the adjusted coordinates of the first
reference position are the first relative coordi-
nates, and the first relative bearing comprises
the first relative coordinates; and
the updating, according to the second reference
bearing and the relative bearing, the current
bearing of the virtual character to the predeter-
mined bearing further comprises:
updating, according to the coordinates of the
second reference position and the first relative
coordinates, the coordinates of the current po-
sition of the virtual character to the coordinates
of the predetermined position.

16. The method according to any one of claims 1 to 15,
wherein after the updating, according to the second
reference bearing, the current bearing of the virtual
character to the predetermined bearing, the method
further comprises:
controlling the virtual character to execute a preset

event in a virtual application.

17. The method according to claim 16, wherein the vir-
tual application is a virtual reality (VR) application.

18. A device for determining bearing of a virtual charac-
ter, comprising one or more processors and one or
more memories storing program units, the program
units being executed by the processor, and the pro-
gram units comprising:

a first obtaining unit, configured to obtain a first
reference bearing of a virtual character in a pre-
set scene, wherein the first reference bearing
coincides with a predetermined bearing to be
reached by the virtual character;
a second obtaining unit, configured to obtain a
first relative bearing of a current bearing of the
virtual character relative to the first reference
bearing;
an adjustment unit, configured to adjust, accord-
ing to the first relative bearing, the first reference
bearing to a second reference bearing, wherein
a relative bearing of the predetermined bearing
relative to the second reference bearing is the
first relative bearing, wherein the current bearing
is updated as the first reference bearing is ad-
justed, and wherein a relative bearing between
the updated current bearing and the adjusted
first reference bearing is the first relative bear-
ing; and
an update unit, configured to update, according
to the second reference bearing and the first rel-
ative bearing, the current bearing of the virtual
character to the predetermined bearing.

19. The apparatus according to claim 18, wherein the
first obtaining unit comprises:
a first obtaining module, configured to obtain, when
a current position indicated by the current bearing
coincides with a predetermined position indicated by
the predetermined bearing, a first reference orienta-
tion indicated by the first reference bearing, wherein
the first reference orientation coincides with a pre-
determined orientation indicated by the predeter-
mined bearing.

20. The apparatus according to claim 18, wherein the
first obtaining unit comprises:
a second obtaining module, configured to obtain,
when a current orientation indicated by the current
bearing coincides with a predetermined orientation
indicated by the predetermined bearing, a first ref-
erence position indicated by the first reference bear-
ing, wherein the first reference position conincides
with a predetermined position indicated by the pre-
determined bearing.
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21. The apparatus according to claim 18, wherein the
first obtaining unit comprises:
a third obtaining module, configured to obtain, when
a current position indicated by the current bearing
does not coincide with a predetermined position in-
dicated by the predetermined bearing and a current
orientation indicated by the current bearing does not
coincide with a target orientation indicated by the
predetermined bearing, a first reference orientation
and a first reference position that are indicated by
the first reference bearing, wherein the first reference
orientation coincides with a predetermined orienta-
tion indicated by the predetermined bearing, and the
first reference position coincides with the predeter-
mined position indicated by the predetermined bear-
ing.

22. A storage medium, wherein the storage medium
stores computer programs, and the computer pro-
grams are configured to perform, during running, the
method according to any one of claims 1 to 17.

23. An electronic device, comprising a memory and a
processor, wherein the memory stores computer
programs, and the processor is configured to run the
computer programs to perform the method accord-
ing to any one of claims 1 to 17.
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