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A CPU divides the model to be rendered into a plurality of grids to be rendered 
and resolves grid fluctuation data corresponding to each of the grids to be 

rendered to obtain a grid fluctuation data set corresponding to the plurality of 
grids to be rendered

S502

A GPU resolves vertex fluctuation data corresponding to each vertex to be 
rendered in a model to be rendered to obtain a vertex fluctuation data set 

corresponding to the model to be rendered

S501

The GPU renders a liquid surface to be rendered in a virtual scene based on the 
vertex fluctuation data set, and the CPU renders a virtual object interacting 
with the liquid surface to be rendered based on the grid fluctuation data set

S503
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A CPU divides the model to be rendered into a plurality of grids to be 
rendered and resolves grid fluctuation data corresponding to each of the 
grids to be rendered to obtain a grid fluctuation data set corresponding to

 the plurality of grids to be rendered
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Resolve vertex fluctuation data corresponding to each traversed vertex 
to be rendered to obtain a vertex fluctuation data set corresponding to 

the model to be rendered

S5012

The GPU renders a liquid surface to be rendered in a virtual scene based on 
the vertex fluctuation data set, and the CPU renders a virtual object 
interacting with the liquid surface to be rendered based on the grid 

fluctuation data set
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Traverse a set of vertices to be rendered corresponding to a model to be 
rendered
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A CPU divides a model to be rendered into a plurality of grids to be 
rendered and resolves grid fluctuation data corresponding to each of

 the grids to be rendered to obtain a grid fluctuation data set 
corresponding to the plurality of grids to be rendered

S502

Perform the plurality of second fluctuation data resolving task groups to 
obtain a vertex fluctuation data set corresponding to the liquid surface to be 

rendered
S5015

A GPU renders the liquid surface to be rendered in a virtual scene 
based on the vertex fluctuation data set, and the CPU renders a virtual 
object interacting with the liquid surface to be rendered based on the 

grid fluctuation data set

S503

Create a second fluctuation data resolving task for each of the vertices to be 
rendered in each of the meshes to be rendered to obtain a second fluctuation 

data resolving task group corresponding to the mesh to be rendered, and 
obtain a plurality of second fluctuation data resolving task groups 

corresponding to the plurality of meshes to be rendered

S5014
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The CPU divides the model to be rendered into a plurality of grids to be 
rendered and resolves grid fluctuation data corresponding to each of the grids 

to be rendered to obtain a grid fluctuation data set corresponding to the 
plurality of grids to be rendered

S502

The GPU resolves the vertex fluctuation data corresponding to each 
vertex to be rendered in a model to be rendered to obtain the vertex 

fluctuation data set corresponding to the model to be rendered

S501

The GPU combines the shading rendering data and the vertex fluctuation
 data set to render a liquid surface to be rendered in a virtual scene, and the 

CPU renders a virtual object interacting with the liquid surface 
to be rendered based on the grid fluctuation data set

S503

Traverse a vertex fluctuation data set S5041

Perform lighting processing on each traversed vertex fluctuation data to 
obtain shading rendering data corresponding to the vertex fluctuation data set

S5042

The CPU converts the lighting environmental data into a light rendering 
parameter

S506

The CPU transmits the light rendering parameter to a GPU S507

A CPU gathers lighting environmental data S505
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The CPU divides the model to be rendered into a plurality of grids to be 
rendered and resolves grid fluctuation data corresponding to each of the grids 
to be rendered based on the fluctuation environmental parameter to obtain a 

grid fluctuation data set corresponding to the plurality of grids to be rendered

S502

The GPU resolves vertex fluctuation data corresponding to each vertex to be 
rendered in a model to be rendered based on the fluctuation environmental 

parameter to obtain a vertex fluctuation data set corresponding to the model to 
be rendered

S501

The GPU renders a liquid surface to be rendered in a virtual scene based on the 
vertex fluctuation data set, and the CPU renders a virtual object interacting 
with the liquid surface to be rendered based on the grid fluctuation data set

S503

The CPU converts the fluctuation environmental data into a fluctuation 
environmental parameter

S509

The CPU transmits the fluctuation environmental parameter to a GPU S510

A CPU acquires fluctuation environmental data S508
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Divide the model to be rendered into a plurality of grids to be rendered based 
on the grid division unit

S5025

A GPU resolves vertex fluctuation data corresponding to each vertex to be 
rendered in a model to be rendered to obtain a vertex fluctuation data set 

corresponding to the model to be rendered

S501

The GPU renders the liquid surface to be rendered in a virtual scene based on 
the vertex fluctuation data set, and a CPU renders a virtual object interacting 

with the liquid surface to be rendered based on a grid fluctuation data set

S503

Determine a grid division unit based on a thread processing size and a liquid 
surface to be rendered S5024
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Render the virtual object based on the motion information S5034

Determine buoyancy information corresponding to a liquid surface 
to be rendered based on the buoyancy parameter

S5032

Call a physics engine to perform the following processing:
determining motion information of a virtual object interacting with the 

liquid surface to be rendered based on the buoyancy information

S5033

Determine a buoyancy parameter based on a grid fluctuation data set S5031
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