VIRTUAL OBJECT DISPLAY METHODS AND APPARATUS,
TERMINAL DEVICE, AND STORAGE MEDIUM

CROSS-REFERENCE TO RELATED APPLICATION

[0001] This application claims priority to Chinese Patent Application No. 202210805805.8,
entitled "VIRTUAL OBJECT DISPLAY METHODS AND APPARATUS, TERMINAL DEVICE,
AND STORAGE MEDIUM" filed on July 8, 2022, which is incorporated by reference in its

entirety.

FIELD OF THE TECHNOLOGY

[0002] Embodiments of this application relate to the technical field of application
development, and in particular, to a virtual object display method and apparatus, a terminal device,

and a storage medium.

BACKGROUND OF THE DISCLOSURE

[0003] In some game scenes, a client needs to display some virtual objects related to the

game scenes, for example, non-player characters (NPCs) related to the game scenes.

[0004] In the related art, the client can only statically display a complete model of the
virtual object. The complete model in this display mode occupies a large display area, resulting in

low interface utilization.

SUMMARY

[0005] Embodiments of this application provide a virtual object display method and
apparatus, a terminal device, and a storage medium, which can improve effectiveness of displaying

virtual objects. The technical solutions are as follows:

[0006] According to one aspect of the embodiments of this application, provided is a virtual

object display method. The method is performed by a terminal device, and includes:

[0007] determining an interception plane of a three-dimensional model of a first virtual
object;
[0008] acquiring posture information of the three-dimensional model once after a preset

time period, the posture information being configured for indicating a posture of the three-

dimensional model;



[0009] intercepting the three-dimensional model by using the interception plane based on
the posture information to obtain an interception result, wherein the interception result comprises a
partial model of the three-dimensional model located on a first side of the interception plane, and

the partial model on the first side changes with the posture of the three-dimensional model; and
[0010] displaying the partial model on the first side.

[0011] According to one aspect of the embodiments of this application, provided is a virtual

object display method. The method is performed by a terminal device, and includes:
[0012] displaying a virtual environment;

[0013] displaying a complete three-dimensional model of a first virtual object at a first

position in the virtual environment; and

[0014] displaying a partial three-dimensional model of the first virtual object at a second
position in the virtual environment, wherein the partial three-dimensional model is a partial model
that is obtained by intercepting the complete three-dimensional model by using an interception

plane and is located on a first side of the interception plane.

[0015] According to one aspect of the embodiments of this application, provided is a virtual

object display apparatus, including:

[0016] a plane determining module, configured to determine an interception plane of a

three-dimensional model of a first virtual object;

[0017] an information acquisition module, configured to acquire posture information of the
three-dimensional model once after a preset time period, the posture information being configured

for indicating a posture of the three-dimensional model;

[0018] a result acquisition module, configured to intercept, based on the posture
information, the three-dimensional model by using the interception plane to obtain an interception
result, wherein the interception result comprises a partial model of the three-dimensional model
located on a first side of the interception plane, and the partial model on the first side changes with

the posture of the three-dimensional model; and
[0019] a model display module, configured to display the partial model on the first side.

[0020] According to one aspect of the embodiments of this application, provided is a virtual

object display apparatus, including:

[0021] an environment display module, configured to display a virtual environment; and



[0022] a model display module, configured to display a complete three-dimensional model
of a first virtual object at a first position in the virtual environment, and further configured to
display a partial three-dimensional model of the first virtual object at a second position in the virtual
environment, wherein the partial three-dimensional model is a partial model that is obtained by
intercepting the complete three-dimensional model by using an interception plane and is located on

a first side of the interception plane.

[0023] According to one aspect of the embodiments of this application, provided is a
terminal device, including a processor and a memory. The memory is configured to store a
computer program. The processor is configured to load and execute the computer program to

implement the above virtual object display method.

[0024] According to one aspect of the embodiments of this application, provided is a
computer-readable storage medium storing a computer program. The computer program is loaded
and executed by a processor of a terminal device to implement the above virtual object display

method.

[0025] According to one aspect of the embodiments of this application, provided is a
computer program product, including a computer program stored in a computer-readable storage
medium. A processor of a terminal device reads the computer program from the computer-readable
storage medium, and executes the computer program to enable the terminal device to perform the

above virtual object display method.

[0026] The technical solutions provided in the embodiments of this application can include

the following beneficial effects.

[0027] The three-dimensional model of the first virtual object is intercepted by the
interception plane, the interception result is displayed (namely, the partial model on the first side),
and because the three-dimensional model is displayed after being intercepted and only the partial
model on the first side of the interception plane is displayed, a more focused display of the model of
the first virtual object can be achieved. The user only needs to acquire the information related to the
first virtual object from the partial model on the first side without being affected by model parts
useless for the user (for example, the user cannot obtain useful information from the model parts),
which helps the user rapidly and conveniently acquire the model information, improving efficiency
of acquiring the model information. In addition, displaying only a part of the three-dimensional
model is beneficial to reduction of the display area occupied by the model, such that other areas in

the interface can display more contents, thereby improving interface utilization.



[0028] The foregoing general descriptions and the following detailed descriptions are
merely for illustration and explanation purposes and are not intended to limit this application.
BRIEF DESCRIPTION OF THE DRAWINGS

[0029] FIG. 1 is a schematic diagram of an implementation environment according to an

embodiment of this application.

[0030] FIG. 2 is a schematic diagram of a virtual object display method according to an

embodiment of this application.

[0031] FIG. 3 is a flowchart of a virtual object display method according to an embodiment

of this application.

[0032] FIG. 4 is a schematic diagram of virtual object display according to an embodiment

of this application.

[0033] FIG. 5 is a schematic diagram of virtual object display according to another

embodiment of this application.

[0034] FIG. 6 is a flowchart of a virtual object display method according to another

embodiment of this application.

[0035] FIG. 7 is a schematic diagram of an interface according to an embodiment of this
application.
[0036] FIG. 8 is a flowchart of a method for adjusting a display layout according to an

embodiment of this application.

[0037] FIG. 9 is a flowchart of a virtual object control method according to an embodiment

of this application.

[0038] FIG. 10 is a flowchart of a virtual object display method according to another

embodiment of this application.

[0039] FIG. 11 is a flowchart of a virtual object display method according to another

embodiment of this application.

[0040] FIG. 12 is a block diagram of a virtual object display apparatus according to an

embodiment of this application.

[0041] FIG. 13 is a block diagram of a virtual object display apparatus according to another

embodiment of this application.



[0042] FIG. 14 is a block diagram of a virtual object display apparatus according to another

embodiment of this application.

[0043] FIG. 15 is a block diagram of a terminal device according to an embodiment of this

application.

DESCRIPTION OF EMBODIMENTS

[0044] Exemplary embodiments are described in detail herein, and examples of the
exemplary embodiments are shown in the accompanying drawings. When the following description
involves the accompanying drawings, unless otherwise indicated, the same numerals in different
accompanying drawings represent the same or similar elements. Implementations described in the
following exemplary embodiments do not represent all implementations consistent with this
application. On the contrary, the implementations are merely examples of methods that are

described in detail in the appended claims and are consistent with some aspects of this application.

[0045] FIG. 1 is a schematic diagram of an implementation environment according to an
embodiment of this application. The implementation environment may be implemented as a virtual

object display system 10. The system 10 may include a terminal device 11.

[0046] A target application, for example, a client of the target application, is installed and
runs in the terminal device 11, and a user account is logged in to the client. The terminal device 11
refers to an electronic device with data calculation, processing, and storage capabilities. For
example, the terminal device 11 may be a smart phone, a tablet computer, a personal computer
(PC), a wearable device, a vehicle-mounted terminal, or an intelligent robot. This is not limited in
embodiments of this application. In some embodiments, the terminal device 11 is a mobile terminal
device with a touch screen, and a user can achieve human-computer interaction through the touch
screen. The target application may be a game application, for example, a shooting game application,
a multiplayer battle survival game application, a battle royale survival game application, a location
based service (LBS) game application, or a multiplayer online battle arena (MOBA) game
application. This is not limited in embodiments of this application. The target application may
alternatively be any application with a virtual object display function, for example a social
application, a payment application, a video application, a music application, a shopping application,
or a news application. Each operation of the method provided in embodiments of this application
may be performed by the terminal device 11, for example, the client running in the terminal device

11.



[0047] In some embodiments, the client may display the virtual object in a virtual
environment. The virtual environment is a scene displayed (or provided) when the client of the
target application (for example, the game application) runs in the terminal device. The virtual
environment refers to a scene constructed for the virtual object to engage in activities (for example,
game competitions), for example, a virtual house, a virtual island, or a virtual map. The virtual
environment may be a simulated environment of the real world, a semi-simulated and semi-fictional
environment, or a purely fictional environment. The virtual environment may be a two-dimensional
virtual environment, a 2.5-dimensional virtual environment, or a three-dimensional virtual

environment. This is not limited in embodiments of this application.

[0048] The virtual object refers to a virtual character controlled by the user account in the
target application. That the target application is the game application is used as an example. The
virtual object refers to a game character controlled by the user account in the game application. The
virtual object may be in a form of a character, a form of an animal, a form of a cartoon, or another
form. This is not limited in embodiments of this application. The virtual object may be displayed in
a three-dimensional form. In some embodiments, when the virtual environment is the three-
dimensional virtual environment, the virtual object may be a three-dimensional model created based
on an animation bone technology. The virtual object has a shape and a volume in the three-
dimensional virtual environment, and occupies a portion of space in the three-dimensional virtual
environment. In some embodiments, the target application may have a function of simulating a real
physical environment. In the virtual environment, a motion law of each virtual element (for example,

the virtual object) conforms to or is close to a real physical law.

[0049] In some embodiments, the system 10 further includes a server 12. The server 12
establishes a communication connection (for example, a network connection) to the terminal device
11. The server 12 is configured to provide a background service for the target application. The
server 12 may be an independent physical server, a server cluster or a distributed system including a

plurality of physical servers, or a cloud server providing a cloud computing service.

[0050] A virtual object display method provided in embodiments of this application may be
applied to a scene in which a display screen is used for display, or may be applied to display scenes
such as augmented reality (AR) and virtual reality (VR). This is not specifically limited in

embodiments of this application.

[0051] For example, as shown in FIG. 2, the virtual object display method may include:
determining an interception plane 13 corresponding to a three-dimensional model of a first virtual

object; determining, upon reaching display time, a partial model 14 of the three-dimensional model



located on an upper side of the interception plane and a partial model 15 of the three-dimensional
model located on a lower side of the interception plane; and displaying the partial model 14 of the
three-dimensional model located on the upper side of the interception plane and hiding the partial

model 15 of the three-dimensional model located on the lower side of the interception plane.

[0052] In some embodiments, the interception plane corresponding to the three-dimensional
model of the first virtual object is a fixed plane. When a posture of the first virtual object changes,
the partial model of the three-dimensional model located on the upper side of the interception plane
also changes. For example, a part 16 of the three-dimensional model, that is originally located on
the lower side of the interception plane 13, is not displayed, and due to the posture change of the
three-dimensional model, after the part 16 moves to the upper side of the interception plane 13, the

part 16 is displayed again.

[0053] The following describes the technical solution provided in embodiments of this

application by using several embodiments.

[0054] FIG. 3 is a flowchart of a virtual object display method according to an embodiment
of this application. In this embodiment, that the method is applied to the client introduced above is

used as an example for description. The method may include the following operations (301 to 304).

[0055] Operation 301: Determine an interception plane of a three-dimensional model of a

first virtual object.

[0056] The first virtual object may refer to a virtual object provided by the foregoing target
application (for example, a game application). In this embodiment of this application, the first
virtual object may be referred to as a target virtual object, to indicate any virtual object with a three-
dimensional model that needs to be displayed. In some embodiments, the first virtual object is

displayed in a form of the three-dimensional model.

[0057] In some embodiments, the interception plane is a fixed plane, and the interception
plane is not actually displayed, and is merely a theoretical plane configured to intercept the three-
dimensional model of the first virtual object. The interception plane can be configured to divide the
three-dimensional model. In some embodiments, a rectangular plane coordinate system (namely, a
Euclidean coordinate system) corresponding to the first virtual object is established, where the
rectangular plane coordinate system includes three mutually perpendicular axes: an X-axis, a Y-
axis, and a Z-axis, and a plane formed by two of the three axes is the interception plane. For

example, the interception plane is a plane including the X-axis and the Y-axis. Values respectively



corresponding to the X-axis and the Y-axis may be set according to an actual usage requirement.

For example, the interception plane is a plane with z=1.

[0058] In some embodiments, the interception plane is parallel to a ground surface of a
virtual environment where the first virtual object is located; or the interception plane is parallel to a

horizontal plane of a virtual environment where the first virtual object is located.

[0059] In some embodiments, determining the interception plane of the three-dimensional
model of the first virtual object includes at least one of the following determination mode 1 and

determination mode 2.

[0060] Determination mode 1: Determine the interception plane based on a battle situation

of the first virtual object or the virtual environment where the first virtual object is located.

[0061] In some embodiments, the first virtual object is located in the virtual environment
(for example, a virtual environment in a game) and engages in battle with another virtual object in
the virtual environment. The battle situation may refer to progress of the battle. For example, the
battle situation of the first virtual object may be an interaction situation between the first virtual
object and the another virtual object. The interception plane corresponding to the first virtual object
may vary with different battle situations or virtual environments where the first virtual object is
located. The another virtual object may be a virtual object other than the first virtual object in the

virtual environment.

[0062] In some embodiments, determining the interception plane based on the battle
situation of the first virtual object or the virtual environment where the first virtual object is located

includes at least one of the following cases.

[0063] (1) When the first virtual object is under attack, the interception plane is adjusted to

prominently display an attacked part of the first virtual object.

[0064] In some embodiments, the first virtual object is attacked during the battle. If based
on a current position of the interception plane, the attacked part of the first virtual object is not
displayed (for example, the attacked part of the first virtual object is located on a lower side of the
interception plane), the interception plane may be adjusted (for example, the position of the
interception plane is moved downwards to a position below the attacked part) to display the
attacked part of the first virtual object. Alternatively, in some embodiments, the position of the
interception plane is adjusted, so that the interception plane is moved to a position near the attacked

part of the first virtual object, to prominently display the attacked part of the first virtual object.



[0065] That the interception plane is parallel to the horizontal plane of the virtual
environment is used as an example. For example, the current interception plane is near the knee of
the first virtual object, and if the calf of the first virtual object is attacked, the interception plane
maybe moved to the ankle of the first virtual object, to display the calf of the first virtual object. For
another example, the current interception plane is near the knee of the first virtual object, and if the
head of the first virtual object is attacked, the interception plane maybe moved to the shoulder or

neck of the first virtual object, to prominently display the attacked head of the first virtual object.

[0066] (2) When the first virtual object performs an attack operation or a defensive
operation, the interception plane is adjusted to prominently display a part of the first virtual object,

that performs the attack operation or the defensive operation.

[0067] In some embodiments, the first virtual object performs the attack operation or the
defensive operation during the battle. If based on a current position of the interception plane, the
corresponding part of the first virtual object, that performs the attack operation or the defensive
operation, is not displayed (for example, the part is located on a lower side of the interception
plane), the interception plane maybe adjusted (for example, the interception plane is moved
downwards), to display the corresponding part that performs the attack operation or the defensive
operation. Alternatively, in some embodiments, the position of the interception plane is adjusted, so
that the interception plane is moved to a position near the corresponding part of the first virtual
object that performs the attack operation or the defensive operation, to prominently display the part

of the first virtual object, that performs the attack operation or the defensive operation.

[0068] That the interception plane is parallel to the horizontal plane of the virtual
environment is used as an example. For example, the current interception plane is near the hip of
the first virtual object, and if the first virtual object performs the attack operation or the defensive
operation through the knee, the interception plane maybe moved to the calf of the first virtual
object, to display the knee part of the first virtual object. For another example, the current
interception plane is near the knee of the first virtual object, and if the first virtual object performs
the attack operation or the defensive operation through the upper body, the interception plane
maybe moved upwards to the waist of the first virtual object, to prominently display the part of the
first virtual object that performs the attack operation or the defensive operation. In this way, a user
can acquire information more intuitively and effectively. A partial model corresponding to
information useless to the user does not need to be displayed, thereby improving efficiency of

obtaining model information by the user.



[0069] In some embodiments, equipment of the first virtual object may be prominently
displayed to facilitate another user in acquiring equipment information of the first virtual object. For
example, if attack equipment or defensive equipment of the first virtual object is carried on the back
or placed in a backpack, the interception plane is near the knee of the first virtual object; if the first
virtual object holds attack equipment or defensive equipment in hand, the interception plane may be
moved upwards (for example, moved upwards to the hip or waist of the first virtual object); or if the
first virtual object places attack equipment or defensive equipment in front of the body, the
interception plane may be further moved upwards. In some embodiments, if a dangerous part of the
equipment (for example, a muzzle of a gun) of the first virtual object changes from pointing
downward to pointing forward, the interception plane is moved upwards; or if a dangerous part of
the equipment of the first virtual object changes from pointing forward to pointing downward, the

interception plane is moved downwards.

[0070] (3) The interception plane is determined based on a vegetation type, a weather

condition, or a terrain of the virtual environment.

[0071] In some embodiments, if the ground surface of the virtual environment has dense
vegetation or other obstructions, the interception plane is higher than these vegetation or
obstructions. For example, if the virtual environment is a lush grassland with herbaceous plants, and
the herbaceous plants on the ground surface generally reach the knee height of the first virtual
object, the interception plane is near or above the knee of the three-dimensional model of the first
virtual object. For another example, if the virtual environment is a dense shrubbery with shrub
plants, and shrub plants on the ground surface generally reach the waist height of the first virtual
object, the interception plane is near or above the waist of the three-dimensional model of the first

virtual object.

[0072] In some embodiments, different ground surface terrains in the virtual environment
cause different levels of obstruction to the three-dimensional model of the first virtual object. For
example, if the ground surface of the virtual environment is covered by the water (for example, a
swamp), a height of the interception plane is greater than or equal to a water level height of the
water. For another example, the virtual environment is the desert, where land vegetation is sparse on
a ground surface of the desert, the interception plane may be located at the ankle, knee, waist, or the

like of the three-dimensional model of the first virtual object.

[0073] In some embodiments, the position of the interception plane can be determined based
on weather conditions in the virtual environment. For example, on a sunny day in the virtual

environment, the lighting conditions of the entire virtual environment are good, the three-

10



dimensional model of the first virtual object is relatively clear, and therefore the position of the
corresponding interception plane may be low (for example, located at the knee of the three-
dimensional model of the first virtual object) to display more model parts of the three-dimensional
model; and for another example, on a cloudy or rainy day in the virtual environment, the light is
dim in the entire virtual environment, and therefore the position of the interception plane
corresponding to the cloudy or rainy day may be moved upwards relative to the position of the
interception plane corresponding to the sunny day (for example, being adjusted to the hip or waist
of the three-dimensional model of the first virtual object), to focus on the display (or highlight the
display) of the upper body of the three-dimensional model of the first virtual object.

[0074] According to the determination mode 1, the interception plane is dynamically
adjusted in a targeted mode based on the corresponding battle situation or virtual environment of
the first virtual object, thereby improving the flexibility of model display, prominently displaying
the partial model related to the battle situation or virtual environment, allowing the user to quickly
and conveniently acquire relevant information without being affected by model parts having no

useful information, and further improving effectiveness of model display.

[0075] Determination mode 2: Determine the interception plane of the three-dimensional
model of the first virtual object in response to an interception plane setting operation for the first

virtual object.

[0076] In some embodiments, the position of the interception plane may be set by the
corresponding user of the client. For example, before or during a battle, the user may set the
position of the interception plane of the first virtual object through game settings. The first virtual
object may be a virtual object controlled by the user, or a virtual object controlled by other users, or

a virtual object controlled by a non-user. This is not limited in embodiments of this application

[0077] In some embodiments, the determination mode 1 and the determination mode 2 may
be alternatively executed or combined. For example, the target application may determine the
interception plane based on the battle situation of the first virtual object or the virtual environment
where the first virtual object is located. The user may automatically adjust the position of the

interception plane based on that.

[0078] In some embodiments, the first virtual object may be a virtual object performing well
in historical battles (for example, defeating a large number of virtual objects, and surviving for a

long time).

11



[0079] Operation 302: Acquire posture information of the three-dimensional model once
after a preset time period, where the posture information is configured for indicating a posture of

the three-dimensional model.

[0080] In the embodiments of this application, the posture of the three-dimensional model is
dynamically changed. For example, the posture of the three-dimensional model may change with
the progress of the battle. In some embodiments, the first virtual object is a virtual character, and
has a three-dimensional model being a human three-dimensional model. The posture of the three-
dimensional model may be personified, meaning that the posture of the three-dimensional model
can change like a person. Therefore, the client can acquire the posture information of the three-
dimensional model once after a preset time period so as to dynamically update the three-
dimensional model in real time. The preset time period may refer to a period of time preset
according to actual usage requirements. In some embodiments, the cycle for acquiring the posture
information of the three-dimensional model may be 0.008 s, 0.01 s, 0.05 s, or 0.1 s. This is not

specifically limited in embodiments of this application.

[0081] Operation 303: Intercept, based on the posture information, the three-dimensional

model by using the interception plane to obtain an interception result.

[0082] In some embodiments, the client determines, based on the posture information, the
posture of the three-dimensional model in the virtual environment in real time, and then intercepts
the three-dimensional model in the posture by using the interception plane, and therefore the
interception result can be updated in real time. The interception result includes a partial model of
the three-dimensional model located on a first side of the interception plane, and the partial model

on the first side changes with the posture of the three-dimensional model.

[0083] In some embodiments, the interception plane may divide the three-dimensional
model into two parts: a partial model located on a first side of the interception plane, and a partial
model located on a second side of the interception plane. The first side and the second side are two
sides of the interception plane. For example, the first side may be configured to identify a partial
model of the three-dimensional model to be displayed, and the second side may be configured to
identify a partial model of the three-dimensional model not to be displayed. Which side of the
interception plane the first side specifically refers to may be set and adjusted according to actual
usage requirements. For example, taking the interception plane being parallel to the horizontal plane
of the virtual environment as an example, if the first side is the upper side of the interception plane,
the second side is the lower side of the interception plane; and if the first side is the lower side of

the interception plane, the second side is the upper side of the interception plane.
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[0084] In some embodiments, due to changes in the posture of the three-dimensional model,
the partial model on the first side is not changeless but changes with the posture of the three-
dimensional model. For example, certain parts of the three-dimensional model may be located on
the first side of the interception plane during one period and may be located on the second side of
the interception plane during the other period. The posture of the partial model on the first side is

consistent with the posture of the corresponding part of the three-dimensional model.
[0085] Operation 304: Display the partial model on the first side.

[0086] In some embodiments, the client displays, through the display screen, the partial
model on the first side in a user interface. In some embodiments, after the interception result is
determined, the client only displays the partial model on the first side, while other partial model of
the three-dimensional model, that does not belong to the first side, is not displayed, namely, the

partial model on the second side is hidden, thereby highlighting the partial model on the first side.

[0087] In some embodiments, as shown in FIG. 4, if the game scene requires projecting the
three-dimensional model of the first virtual object to a designated position for display, the partial
model 17 on the first side may be a projection of the first virtual object displayed in the virtual
environment. In some embodiments, the client may further display information about the first
virtual object while displaying the partial model on the first side. In some embodiments, near the
display position of the partial model on the first side, an identify document (ID) and achievement
information of the first virtual object are also displayed. As shown in FIG. 4, an ID 18 of the first
virtual object and a number 19 of virtual objects defeated in past battles are further displayed near

the partial model 17 on the first side.

[0088] In some embodiments, the client displays the partial model on the first side, and also
displays the virtual environment where the first virtual object is located at present or a current
position of the first virtual object (for example, a first position where the first virtual object is

located).

[0089] In some embodiments, the partial model on the first side may be displayed during an
actual battle. For example, during the battle of the first virtual object, the partial model on the first
side is displayed at the designated position of the virtual environment, or may be displayed in a
preparation process before the battle (for example, in a birth island where the virtual object is
located before the battle starts). For example, based on the posture information of the first virtual
object from the previous battle, the partial model on the first side is displayed at a designated

position on the spawn island.

13



[0090] The above interception process is merely a selection process about which part of the
three-dimensional model needs to be displayed and which part is not displayed, rather than actually
cutting off the partial model on the second side of the three-dimensional model. The partial model
of the three-dimensional model that is not displayed is only temporarily hidden (namely, invisible to
the user) and not rendered for display. After the hidden partial model moves to the first side of the
interception plane, the hidden partial model is displayed again. Therefore, by using just one three-
dimensional model, the partial model on the first side corresponding to different interception results
can be displayed, eliminating the need to separately fabricate intercepted models for different
postures of the first virtual object, thereby reducing the model fabrication cost and model display

cost.

[0091] In some embodiments, the three-dimensional model of the first virtual object is
intercepted by an interception frame. As shown in FIG. 5, the part of the three-dimensional model
within an interception area 20 of the interception frame is rendered and displayed. The partial model
21 outside the interception area 20 is only temporarily hidden (namely, invisible to the user) and not
rendered for display. After the hidden partial model 21 moves into the interception area 20, the

hidden partial model 21 is displayed again.

[0092] In summary, according to the technical solution provided in the embodiments of this
application, the three-dimensional model of the first virtual object is intercepted by the interception
plane, the interception result is displayed (namely, the partial model on the first side), and because
the three-dimensional model is displayed after being intercepted and only the partial model on the
first side of the interception plane is displayed, a more focused display of the model of the first
virtual object can be achieved. The user only needs to acquire the information related to the first
virtual object from the partial model on the first side without being affected by model parts useless
for the user (for example, the user cannot obtain useful information from the model parts), which
helps the user rapidly and conveniently acquire the model information, improving the efficiency of
acquiring the model information. In addition, displaying only a part of the three-dimensional model
is beneficial to reduction of the display area occupied by the model, such that other areas in the

interface can display more contents, thereby improving the interface utilization.

[0093] In addition, when the posture of the three-dimensional model changes, the partial
model on the first side changes as well, such that the partial model on the first side is displayed in a
dynamic display mode rather than being limited to a fixed posture to be displayed, such that the user

can acquire more information related to the first virtual object based on the partial model on the first

14



side, thereby improving the display comprehensiveness of the model information and the richness

of model information acquisition.

[0094] FIG. 6 is a flowchart of a virtual object display method according to another
embodiment of this application. In this embodiment, that the method is applied to the client
introduced above is used as an example. The method may include the following operations (601 to

608).

[0095] Operation 601: Determine an interception plane of a three-dimensional model of a

first virtual object.

[0096] The operation 601 is similar to or the same as the operation 301 in the embodiment

shown in FIG. 3 above, which is not repeated herein.

[0097] Operation 602: Acquire posture information of the first virtual object at a first
position in a virtual environment once after a preset time period, and determine posture information

of the three-dimensional model based on a posture of the first virtual object at the first position.

[0098] A partial model of the first virtual object on a first side is displayed at a second
position in the virtual environment. The first position and the second position are two different
positions in the virtual environment. The partial model on the first side may refer to a part of the
three-dimensional model of the first virtual object that is arranged on a first side of an interception
plane. The first position may be a current position of the first virtual object in the virtual
environment, and the second position may be a designated position in the virtual environment. The

designated position may be fixed or random. This is not limited in embodiments of this application.

[0099] In some embodiments, the first virtual object at the first position is controlled by a
control operation of the user corresponding to the first virtual object. The first virtual object at the
first position can interact substantially with the virtual environment (for example, another virtual
object in the virtual environment), such as attacking the another virtual object, enduring attacks
from the another virtual object, withstanding damage from the virtual environment, cutting down
trees, opening or closing doors, and igniting flames. The partial model on the first side displayed at
the second position may be seen as a projection of the three-dimensional model of the first virtual
object at the first position, and therefore the posture of the partial model on the first side displayed
at the second position is decided by the posture of the first virtual object at the first position,
namely, the posture of the partial model on the first side displayed at the second position is the same

as the posture of the corresponding partial model of the first virtual object at the first position.
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[00100] The partial model on the first side is only configured to display a current state of the
first virtual object, and the partial model on the first side displayed at the second position cannot
interact substantially with the virtual environment. The another virtual object cannot cause
substantial harm to the first virtual object by attacking the partial model on the first side displayed
at the second position; and the partial model that is on the first side and is displayed at the second
position cannot attack the another virtual object (the partial model on the first side displayed at the

second position is actually not controlled by the user).

[00101] In some embodiments, both the first position and the second position are positions in
the virtual environment. The first position may be any position in the virtual environment that the
virtual object can actually reach; and the second position may be any position displayed in the
virtual environment (namely, any position in the virtual environment that the user can see through
the display interface). For example, the first position may be a ground surface, a hillside that the
virtual object can climb, or a rooftop accessible to the virtual object by climbing stairs or a ladder.
The second position may be located on a top of any building (for example, a rooftop inaccessible to

the virtual object through user control), in the air, on the water surface, etc.

[00102] In some embodiments, the second position is a single position, namely, the partial
model on the first side is only displayed at one position in the virtual environment. In some
embodiments, the second position represents a plurality of positions, namely, the partial model on

the first side can be simultaneously displayed at a plurality of positions in the virtual environment.

[00103] In some embodiments, the second position is a fixed position in the virtual
environment, such as a position preset by related technical personnel according to actual situations.
In some embodiments, the partial model on the first side of the first virtual object is only displayed
near the virtual object. That is, for positions where there are no virtual objects nearby, the partial

model on the first side is not displayed.

[00104] In some embodiments, the posture information includes position information of each

mesh point on a surface of the three-dimensional model.

[00105] Operation 603: Determine a distance between each mesh point and the interception

plane according to the position information of the mesh point.

[00106] In some embodiments, the surface of the three-dimensional model is composed of
meshes (also known as patches, which may be triangular, quadrilateral, or other shapes), and
vertexes of the meshes are called the mesh points. The position information of each mesh point

refers to coordinates of each mesh point in the above rectangular plane coordinate system.
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Therefore, the distance between each mesh point and the interception plane can be calculated based
on the coordinates of the mesh point. In some embodiments, the distance between the mesh point
and the interception plane is a vector with a direction. If the distance between the mesh point and
the interception plane is positive, the mesh point is located on the upper side of the interception
plane; and if the distance between the mesh point and the interception plane is negative, the mesh

point is located on the lower side of the interception plane.

[00107] For example, taking the interception plane being parallel to the horizontal plane of
the virtual environment as an example, the interception plane is a plane z=1, and whether the
distance between the mesh point and the interception plane is negative or positive can be
determined based on a z value in the position information of the mesh point. If the z value is greater
than 1, the distance is positive, and if the z value is less than 1, the distance is negative. In some

embodiments, the z-value equal to 1 can be categorized into z-values greater than 1.

[00108] Operation 604: Select a mesh point whose distance meets a first condition to

construct a partial model on the first side.

[00109] In some embodiments, the first side refers to the upper side of the interception plane,
and therefore the first condition means that the distance to the interception plane is positive.
Therefore, the partial model composed of mesh points with a positive distance to the interception

plane can be determined as the partial model on the first side.

[00110] In some embodiments, the interception result further includes the partial model of
the three-dimensional model located on the second side of the interception plane, and the first side
and the second side are respectively two sides of the interception plane. The mesh points with a
negative distance to the interception plane are located on the lower side of the interception plane,
namely, the partial model composed of the mesh points with the negative distance to the

interception plane is the partial model on the second side.

[00111] Determining the interception result through the dense mesh points on the surface of
the model can ensure, as much as possible, the smoothness of the interception plane obtained after

intercepting the model.

[00112] Operation 605: Render the partial model on the first side, where the partial model on

the second side is not rendered.

[00113] In some embodiments, the partial model on the first side is three-dimensional, and

the partial model on the first side is mapped to a two-dimensional plane to be rendered;
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alternatively, the partial model on the first side is rendered and then mapped to the two-dimensional

plane.

[00114] In some embodiments, the three-dimensional model is rendered based on a surface
material of the three-dimensional model. In some embodiments, materials in the three-dimensional
model are marked to obtain marked materials; and the material located on the partial model on the
first side in the marked materials is rendered, where a material located on the partial model on the
second side in the marked materials is not rendered. As shown in FIG. 7, by checking an enable
mesh discard function control 22, part of or all of the materials corresponding to the three-
dimensional model are marked, so that the material located on the second side in the partial model
23 in the marked materials is not rendered, thereby achieving a display effect that the partial model
23 on the second side is cut off. By selectively rendering the materials, the display of the partial
model on the first side and the hiding of the partial model on the second side can be achieved,
thereby reducing the rendering workload of the model and improving the naturalness of the display

of the partial model on the first side.

[00115] In some embodiments, after operation 605, a rendered partial model on the first side
may also be processed to obtain the processed partial model on the first side, making the display of
the partial model on the first side more diverse. The processing includes at least one of:

transparency processing, scaling processing, and blurring processing.

[00116] Operation 606: Display the rendered partial model on the first side.
[00117] In some embodiments, the processed partial model on the first side is displayed.
[00118] In some embodiments, a second position where the rendered partial model on the

first side is located is fixed. After a display period is reached, by controlling the corresponding
virtual object to be near the second position, the rendered partial model on the first side can only be
displayed in the corresponding client of the user. For example, for an NPC in the virtual
environment, when the virtual object controlled by a player moves to be near the second position,
the partial model on the first side corresponding to the NPC is displayed at the second position. For
another example, when another virtual object moves to be near the second position, the partial

model on the first side corresponding to the first virtual object is displayed at the second position.

[00119] In some embodiments, the rendered partial model on the first side is displayed near
all the virtual objects. By controlling the corresponding virtual object to search in the nearby virtual
environment, the rendered partial model on the first side can be displayed in the corresponding

client of the user.
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[00120] Operation 607: Acquire achievement information of at least one first virtual object

and at least one other virtual object in a same battle.

[00121] The achievement information refers to information corresponding to achievements
obtained by the virtual objects during the battle. In some embodiments, the achievement
information includes a number of virtual objects defeated or eliminated by the virtual object during

the battle, duration of survival during the battle, etc.

[00122] In some embodiments, there may be one or more first virtual objects during a battle;
and another virtual object refers to a virtual object other than the first virtual object during the
battle. A user corresponding to the another virtual object can observe information, for example
current equipment configuration, proficient or unproficient equipment and operations, and a
position of the first virtual object through the displayed partial model on the first side of the first
virtual object, thereby allowing the user corresponding to the another virtual object to better
understand the operation level, current combat effectiveness, and the position of the user
corresponding to the first virtual object. The user corresponding to the another virtual object has an
informational advantage over the user corresponding to the first virtual object, which can reduce the
achievements of the first virtual object during the battle (for example, reducing the number of
virtual objects eliminated or defeated, and shortening the survival time during the battle) and
enhance the achievements of the other virtual objects during the battle (for example, increasing the
number of virtual objects eliminated or defeated, and prolonging the survival time during the

battle).

[00123] In some embodiments, since the another virtual object can know the position of the
first virtual object, the first virtual object may encounter more opponents (namely, the another
virtual object during the battle), and accordingly, the first virtual object may defeat or eliminate
more virtual objects. The another virtual object may also be defeated or eliminated earlier, or miss
opportunities to defeat or eliminate other virtual objects other than the first virtual object in the

process of actively seeking out and fighting with the first virtual object.

[00124] Operation 608: Adjust a display state of the three-dimensional model of the first

virtual object based on the achievement information.

[00125] In some embodiments, after rendering the partial model on the first side, the client
can also adjust the display state of the partial model on the first side based on the foregoing
achievement information, which can further enhance the display comprehensiveness of the model

information. The display state includes at least one of: information about the first virtual object
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displayed during display of the interception result of the three-dimensional model, and display

duration of the interception result of the three-dimensional model.

[00126] In some embodiments, the display duration of the interception result of the three-
dimensional model may be 15 s, 30 s, 1 min, or 2 min. This is not specifically limited in

embodiments of this application.

[00127] In some embodiments, the adjusting a display state of the three-dimensional model
of the first virtual object based on the achievement information includes at least one of the

following:

[00128] 1. When an average battle achievement of the at least one first virtual object
decreases by a first threshold, at least one of the information about the first virtual object displayed
during display of the interception result of the three-dimensional model, and the display duration of

the interception result of the three-dimensional model is reduced.

[00129] 2. When an average battle achievement of the at least one first virtual object
increases by a second threshold, at least one of the information about the first virtual object
displayed during display of the interception result of the three-dimensional model, and the display

duration of the interception result of the three-dimensional model is increased.

[00130] 3. When an average battle achievement of the at least one other virtual object
increases by a third threshold, at least one of the information about the first virtual object displayed
during display of the interception result of the three-dimensional model, and the display duration of

the interception result of the three-dimensional model is reduced.

[00131] 4. When an average battle achievement of the at least one other virtual object
decreases by a fourth threshold, at least one of the information about the first virtual object
displayed during display of the interception result of the three-dimensional model, and the display

duration of the interception result of the three-dimensional model is increased.

[00132] The average battle achievement can be obtained by averaging the achievement
information of at least one virtual object. In some embodiments, a magnitude of change in the
average battle achievement may refer to a magnitude of change in the current battle or a
corresponding magnitude of change across all historical battles. The first threshold, the second
threshold, the third threshold, and the fourth threshold may be set and adjusted according to actual
usage requirements. This is not limited in embodiments of this application. By adjusting the display
state of the three-dimensional model based on the achievement information, the display rationality

of the model information can be improved.
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[00133] In some embodiments, after the client displays the partial model on the first side, the
display state of the partial model on the first side can be adjusted by acquiring and analyzing action
postures of each virtual object and a corresponding frequency of each action posture. For example,
if the action posture of the first virtual object is more exciting, the display duration of the partial

model on the first side is increased.

[00134] In some embodiments, after the client displays the partial model on the first side, the
display state of the partial model on the first side can be adjusted by acquiring and analyzing
corresponding travel paths of each virtual object. For example, if the first virtual object lingers near

the second position, the display duration of the partial model on the first side is increased.

[00135] In some possible implementations, an embodiment of this application further

provides an adjustment method. As shown in FIG. 8, the method includes the following operations.

[00136] Operation 801: Acquire relevant information of a partial model of a displayed first
virtual object on a first side, where the relevant information includes behavior information and

achievement information of each virtual object during a battle.

[00137] Operation 802: Adjust a display state of a three-dimensional model of the first virtual

object based on the achievement information, and continue to perform operation 801.

[00138] Operation 803: Analyze the behavior information of the first virtual object during the
battle, adjust a display layout corresponding to the partial model on the first side based on an

analysis result, and continue to perform operation 801.

[00139] For example, based on the behavior information, it may be determined that the
display of the partial model on the first side affects the control of the user on the first virtual object,
and therefore the display layout of the partial model on the first side can be adjusted. The display
layout may include a display size, a display position, display duration, etc. This content is described

below, and is not repeated herein.

[00140] In summary, according to the technical solution provided in this embodiment of this
application, the rationality of the display layout and the display duration of the partial model on the
first side are determined based on the achievement information of the virtual objects and are
adjusted, thereby ensuring, as much as possible, the rationality of the information about the first
virtual object and the display duration of the interception result of the three-dimensional model
displayed during display of the interception result, improving the balance of the battle, and

balancing fairness and fun during the battle.
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[00141] In some possible implementations, the posture information includes pose information
of each bone of the three-dimensional model. After operation 303, the method may further include

the following sub-operations.

[00142] 1. Determine a relative positional relationship between each bone and an interception

plane based on the pose information of each bone.

[00143] In some embodiments, the three-dimensional model is a model constructed based on
bones. The pose information of the bone includes a position and a posture of the bone. In some
embodiments, the bone includes a bone vertex, and the position and the posture of the bone are

determined by a position of the bone vertex.

[00144] In some embodiments, for each bone, if all the bone vertexes are located on the first
side of the interception plane, it means that the bone is completely located on the first side of the
interception plane; if all the bone vertexes are located on the second side of the interception plane, it
means that the bone is completely located on the second side of the interception plane; and if some
bone vertexes are located on the first side of the interception plane and some bone vertexes are
located on the second side of the interception plane, it means that the bone intersects with the
interception plane. For the process of determining which side of the interception plane the bone
vertex is located on, reference may be made to the foregoing process of determining which side of
the interception plane the mesh point of the three-dimensional model is located on, which is not

repeated herein.

[00145] 2. Select a bone whose relative positional relationship meets a second condition to

construct a partial model on a first side.

[00146] In some embodiments, the second condition may be that all the bone vertexes are
located on the first side of the interception plane, namely, the bone is completely located on the first
side of the interception plane. The second condition may also be the existence of the bone vertexes
located on the first side of the interception plane, namely, the bone is either completely located on

the first side of the interception plane or intersects with the interception plane.

[00147] In some embodiments, a partial model corresponding to a bone completely located
on the first side of the interception plane is determined as the partial model on the first side;
alternatively, both the partial model corresponding to a bone completely located on the first side of
the interception plane and a partial model corresponding to a bone intersecting with the interception

plane are determined as the partial model on the first side.
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[00148] In some embodiments, for a bone of the partial model located on the second side, the
bone is hidden (not deleted), and as a result, a partial model corresponding to the hidden bone is not

displayed, thereby achieving an intercepting effect.

[00149] In the foregoing implementation, the position of the bone is determined based on the
bone vertexes, and the partial model on the first side that needs to be displayed is determined based
on the position of the bone. Since a number of the bone vertexes is generally significantly less than
a number of the mesh points on the surface of the three-dimensional model, the amount of
computation required to determine the partial model on the first side is reduced, and processing

resources are saved.
[00150] In some possible implementations, after operation 304, the method further includes:

[00151] 1. Acquire behavior information of the first virtual object during the battle, where the
behavior information includes control information, for the first virtual object, of a controller

corresponding to the first virtual object and a corresponding control effect.

[00152] 2. Analyze the behavior information of the first virtual object during the battle to
obtain a behavior analysis result of the first virtual object during the battle, where the analysis result

includes abnormal control information of the controller for the first virtual object.

[00153] 3. Adjust a display layout corresponding to the partial model on the first side based

on the abnormal control information.

[00154] In some embodiments, the controller corresponding to the first virtual object is a user
corresponding to the first virtual object. The control information of the user may be reflected in a
control effect on the virtual object. By analyzing the behavior information of the virtual object, the
impact of the display of the partial model on the first side on user's control and the control effect
may be obtained. If the display of the partial model on the first side negatively affects the user's
control convenience and control effect, it may be determined that there is abnormal control
information. Therefore, the display layout corresponding to the partial model on the first side may
be adjusted to reduce or eliminate the negative impact of the current display layout of the partial

model on the first side on user's control convenience and control effect.

[00155] For example, if a display area of the partial model on the first side is too large and
obscures virtual controls (for example, a virtual joystick and a virtual shooting control), making it
inconvenient for the user to quickly find the position of the virtual controls, the display area of the
partial model on the first side may be reduced or the display duration of the partial model on the

first side may be shortened.
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[00156] For another example, if a size or color of the partial model on the first side is too
similar to that of the virtual object actually controlled by the user, causing other users to consider it
as the virtual object actually controlled by the user and perform operations such as attacking or
defending on it, this will waste equipment resources, time, and energy of the other users, or expose
the user position, the partial model on the first side may be made transparent, enlarged or reduced to
a size significantly different from that of the virtual object actually controlled by the user, be
marked, or undergo display position adjustment and other processing, to clearly distinguish the
partial model on the first side from the virtual object actually controlled by the user, avoiding user

confusion.

[00157] In the foregoing implementation, the display layout corresponding to the partial
model on the first side is adjusted based on the behavior information of the virtual object, thereby
avoiding or reducing the negative impact of the partial model on the first side on the user's control
and control effect, ensuring the user's control convenience and the control experience, and

improving the rationality of the display layout of the partial model on the first side.

[00158] In some possible implementations, an embodiment of this application further
provides a virtual object control method. As shown in FIG. 9, the method includes the following

operations (901 to 905).

[00159] Operation 901: A client displays a virtual environment corresponding to a battle, and

displays a partial model on a first side corresponding to a first virtual object.

[00160] The battle may refer to a game battle corresponding to a game application. The
partial model on the first side is a key area (also known as a high-value area) of a three-dimensional

model of the first virtual object.

[00161] Operation 902: The user acquires information corresponding to the partial model on

the first side by observing the partial model on the first side.

[00162] The user can learn about operation information of the first virtual object by
observing the partial model on the first side, and acquire information about the first virtual object

(for example, position information).

[00163] Operation 903: The user performs the battle based on the acquired information

corresponding to the partial model on the first side.

[00164] In some embodiments, after acquiring the aforementioned information, the user may
either battle with the first virtual object or battle with other opponents other than the first virtual

object based on information such as a learned operation mode.

24



[00165] Operation 904: The user learns, through learning and practice, to combine the

information acquired from the partial model on the first side with appropriate tactics.

[00166] Operation 905: The user rapidly improves a battle level, and in subsequent other
battles, the controlled virtual object may be projected and displayed as the first virtual object.

[00167] In the aforementioned implementation, the user learns the relevant operation skills
and arranges appropriate tactics through the partial model on the first side of the displayed first
virtual object, thereby facilitating the user to improve the control and battle levels, and then

enhancing the fun of the battle.

[00168] FIG. 10 is a flowchart of a virtual object display method according to another
embodiment of this application. In this embodiment, that the method is applied to the client
introduced above is used as an example. The method may include the following operations (1001 to

1003).
[00169] Operation 1001: Display a virtual environment.

[00170] Operation 1002: Display a complete three-dimensional model of a first virtual object

at a first position in the virtual environment.

[00171] Operation 1003: Display a partial three-dimensional model of the first virtual object

at a second position in the virtual environment.

[00172] The partial three-dimensional model is a partial model that is located on a first side
of an interception plane and obtained by intercepting the complete three-dimensional model with
the interception plane. The first position and the second position are different positions in the virtual

environment.

[00173] In some embodiments, when the first virtual object performs a key battle operation,
the client displays the partial three-dimensional model of the first virtual object at the second
position in the virtual environment. The partial three-dimensional model is a partial model
corresponding to the key battle operation, namely, by intercepting the partial model performing the
key battle operation from the three-dimensional model with the interception plane, the partial three-
dimensional model can be obtained. The key battle operation is an operation that changes the
achievement information of the first virtual object during the battle, such as a battle operation of

defeating an enemy virtual object.

[00174] For operation contents of operations 1001-1003, reference may be made to the

foregoing embodiments, which are not repeated herein.
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[00175] In summary, according to the technical solution provided in this embodiment of this
application, the three-dimensional model of the first virtual object is intercepted by the interception
plane, the interception result is displayed (namely, the partial model on the first side), and because
the three-dimensional model is displayed after being intercepted and only the partial model on the
first side of the interception plane is displayed, a more focused display of the model of the first
virtual object can be achieved. The user only needs to acquire the information related to the first
virtual object from the partial model on the first side without being affected by model parts useless
for the user (for example, the user cannot obtain useful information from the model parts), which
helps the user rapidly and conveniently acquire the model information, improving the efficiency of
acquiring the model information. In addition, displaying only a part of the three-dimensional model
is beneficial to reduction of the display area occupied by the model, such that other areas in the

interface can display more contents, thereby improving interface utilization.

[00176] In addition, when the first virtual object performs the key battle operation, the partial
three-dimensional model of the first virtual object is displayed at the second position in the virtual
environment, thereby prominently displaying the operation process of the first virtual object,
facilitating other users to observe and learn the operation of the first virtual object, and then

improving the efficiency of acquiring the model information.

[00177] In some possible implementations, referring to FIG. 11, the method may further
include the following operations (1101 to 1107).

[00178] Operation 1101: A virtual object controlled by a user enters a battle.

[00179] Operation 1102: A client determines whether the virtual object needs to be projected
and displayed after projection display time is reached, if so, perform operation 1103, and if not,

continue to perform operation 1102.

[00180] In some embodiments, a set battle node or display time is the projection display time.
After the projection display time is up, a projection of the virtual object is no longer displayed,
namely, the partial model on the first side of the first virtual object is no longer displayed. In some
embodiments, the projection display time may be 10 s, 45 s, 1 min, 2 min, etc. This is not

specifically limited in embodiments of this application.

[00181] Operation 1103: The client uses the virtual object that needs to be projected and

displayed as the first virtual object and acquires data required for projecting the first virtual object.
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[00182] In some embodiments, the data required for projecting the first virtual object may be
posture information and position information of a three-dimensional model of the first virtual

object.

[00183] Operation 1104: The client determines whether each mesh point of the three-
dimensional model of the first virtual object is located on a first side of the interception plane, if so,

perform operation 1105, and if not, perform operation 1106.

[00184] Operation 1105: The client constructs the partial model on the first side based on a

mesh point located on the first side of the interception plane, and performs operation 1107.

[00185] Operation 1106: The client hides a partial model corresponding to a mesh point

located on a second side of the interception plane.
[00186] Operation 1107: The client displays the partial model on the first side.

[00187] For operation contents of operations 1101 to 1107, reference may be made to the

foregoing embodiments, which are not repeated herein.

[00188] In summary, according to the technical solution provided in this embodiment of this
application, by setting the projection display time, the projection of the first virtual object is only
displayed with a limited small period, which avoids occlusion of other displayed contents (for
example, elimination information and virtual controls) in the display interface due to the long-time

display, improving the rationality of the model display.

[00189] The following describes apparatus embodiments of this application, which can be
used for executing the method embodiments of this application. For details not disclosed in the

apparatus embodiments of this application, refer to the method embodiments of this application.

[00190] FIG. 12 is a block diagram of a virtual object display apparatus according to an
embodiment of this application. The apparatus has a function of implementing the example of the
above virtual object display method. The function may be implemented by hardware or may be
implemented by the hardware executing corresponding software. The apparatus may be the terminal
device introduced above, or may be arranged on the terminal device. The apparatus 1200 may
include: a plane determining module 1210, an information acquisition module 1220, a result

acquisition module 1230, and a model display module 1240.

[00191] The plane determining module 1210 is configured to determine an interception plane

of a three-dimensional model of a first virtual object.
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[00192] The information acquisition module 1220 is configured to acquire posture
information of the three-dimensional model once after a preset time period, where the posture

information is configured for indicating a posture of the three-dimensional model.

[00193] The result acquisition module 1230 is configured to intercept, based on the posture
information, the three-dimensional model by using the interception plane to obtain an interception
result, where the interception result includes a partial model of the three-dimensional model located
on a first side of the interception plane, and the partial model on the first side changes with the

posture of the three-dimensional model.

[00194] The model display module 1240 is configured to display the partial model on the
first side.
[00195] In some embodiments, the posture information includes position information of each

mesh point on a surface of the three-dimensional model. The result acquisition module 1230 is

configured to:

[00196] determine a distance between each mesh point and the interception plane based on

the position information of the mesh point; and

[00197] select mesh points with the distance meeting a first condition to construct the partial

model on the first side.

[00198] In some embodiments, the posture information includes pose information of each
bone of the three-dimensional model. As shown in FIG. 13, the result acquisition module 1230

includes: a relationship determining submodule 1231 and a model construction submodule 1232.

[00199] The relationship determining submodule 1231 is configured to determine a relative
positional relationship between each bone and the interception plane based on the pose information

of each bone.

[00200] The model construction submodule 1232 is configured to select a bone whose
relative positional relationship meets a second condition to construct the partial model on the first

side.

[00201] In some embodiments, as shown in FIG. 13, the model construction submodule 1232

is configured to:

[00202] determine a partial model corresponding to a bone completely located on the first

side of the interception plane as the partial model on the first side; or
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[00203] determine both a partial model corresponding to a bone completely located on the
first side of the interception plane and a partial model corresponding to a bone intersecting with the

interception plane as the partial model on the first side.

[00204] In some embodiments, the interception result further includes a partial model of the
three-dimensional model located on the second side of the interception plane, and the first side and
the second side are respectively two sides of the interception plane. As shown in FIG. 13, the model
display module 1240 includes: a model rendering submodule 1241 and a model display submodule

1242.

[00205] The model rendering submodule 1241 is configured to render the partial model on

the first side, where the partial model on the second side is not rendered.

[00206] The model display submodule 1242 is configured to display a rendered partial model

on the first side.

[00207] In some embodiments, as shown in FIG. 13, the model rendering submodule 1241 is

configured to:
[00208] mark materials in the three-dimensional model to obtain marked materials; and

[00209] render a material located on the partial model on the first side in the marked
materials, where a material located on the partial model on the second side in the marked materials

is not rendered.

[00210] In some embodiments, as shown in FIG. 13, the apparatus 1200 further includes: a

model processing module 1250.

[00211] The model processing module 1250 is configured to process the rendered partial
model on the first side to obtain the processed partial model on the first side. The processing

includes at least one of: transparency processing, scaling processing, and blurring processing.

[00212] The model rendering submodule 1241 is configured to display the processed partial

model on the first side.

[00213] In some embodiments, the information acquisition module 1220 is further configured
to acquire achievement information of at least one first virtual object and at least one other virtual
object in a same battle; and the model display module 1240 is further configured to adjust a display
state of the three-dimensional model of the first virtual object based on the achievement

information, where the display state includes at least one of: information about the first virtual
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object displayed during display of the interception result of the three-dimensional model, and

display duration of the interception result of the three-dimensional model.
[00214] In some embodiments, the model display module 1240 is configured to:

[00215] reduce at least one of the information about the first virtual object displayed during
display of the interception result of the three-dimensional model, and the display duration of the
interception result of the three-dimensional model when an average battle achievement of the at

least one first virtual object decreases by a first threshold;

[00216] increase at least one of the information about the first virtual object displayed during
display of the interception result of the three-dimensional model, and the display duration of the
interception result of the three-dimensional model when an average battle achievement of the at

least one first virtual object increases by a second threshold;

[00217] reduce at least one of the information about the first virtual object displayed during
display of the interception result of the three-dimensional model, and the display duration of the
interception result of the three-dimensional model when an average battle achievement of the at

least one other virtual object increases by a third threshold; or

[00218] increase at least one of the information about the first virtual object displayed during
display of the interception result of the three-dimensional model, and the display duration of the
interception result of the three-dimensional model when an average battle achievement of the at

least one other virtual object decreases by a fourth threshold.

[00219] In some embodiments, as shown in FIG. 13, the apparatus 1200 further includes: an

information analysis module 1260 and a layout adjustment module 1270.

[00220] The information acquisition module 1220 is further configured to acquire behavior
information of the first virtual object during the battle, where the behavior information includes
control information, for the first virtual object, of a controller corresponding to the first virtual

object and a corresponding control effect.

[00221] The information analysis module 1260 is configured to analyze the behavior
information of the first virtual object during the battle to obtain a behavior analysis result of the first
virtual object during the battle, where the analysis result includes abnormal control information of

the controller for the first virtual object.

[00222] The layout adjustment module 1270 is configured to adjust, based on the abnormal

control information, a display layout corresponding to the partial model on the first side.
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[00223] In some embodiments, the information acquisition module 1220 is configured to:

[00224] acquire posture information of the first virtual object at a first position in a virtual
environment once after a preset time period, and determine posture information of the three-

dimensional model based on a posture of the first virtual object at the first position,

[00225] where the partial model on the first side is displayed at a second position in the
virtual environment, and the first position and the second position are two different positions in the

virtual environment.

[00226] In some embodiments, as shown in FIG. 13, the plane determining module 1210

includes: a plane determining submodule 1211.

[00227] The plane determining submodule 1211 is configured to determine the interception
plane based on a battle situation of the first virtual object or the virtual environment where the first

virtual object is located.

[00228] The plane determining submodule 1211 is further configured to determine an
interception plane of the three-dimensional model of the first virtual object in response to an

interception plane setting operation for the first virtual object.

[00229] In some embodiments, as shown in FIG. 13, the plane determining submodule 1211

is configured to:

[00230] when the first virtual object is under attack, adjust the interception plane to

prominently display an attacked part of the first virtual object;

[00231] when the first virtual object performs an attack or defensive operation, adjust the
interception plane to prominently display a part of the first virtual object that performs the attack

operation or the defensive operation; or

[00232] determine the interception plane based on vegetation types, weather conditions, or

terrains of the virtual environment.

[00233] In summary, according to the technical solution provided in this embodiment of this
application, the three-dimensional model of the first virtual object is intercepted by the interception
plane, the interception result is displayed (namely, the partial model on the first side), and because
the three-dimensional model is displayed after being intercepted and only the partial model on the
first side of the interception plane is displayed, a more focused display of the model of the first
virtual object can be achieved. The user only needs to acquire the information related to the first

virtual object from the partial model on the first side without being affected by model parts useless
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for the user (for example, the user cannot obtain useful information from the model parts), which
helps the user rapidly and conveniently acquire the model information, improving the efficiency of
acquiring the model information. In addition, displaying only a part of the three-dimensional model
is beneficial to reduction of the display area occupied by the model, such that other areas in the

interface can display more contents, thereby improving the interface utilization.

[00234] FIG. 14 is a block diagram of a virtual object display apparatus according to another
embodiment of this application. The apparatus has a function of implementing the example of the
above virtual object display method. The function may be implemented by hardware or may be
implemented by the hardware executing corresponding software. The apparatus may be the terminal
device introduced above, or may be arranged on the terminal device. The apparatus 1400 may

include: an environment display module 1410 and a model display module 1420.

[00235] The environment display module 1410 is configured to display a virtual
environment.
[00236] The model display module 1420 is configured to display a complete three-

dimensional model of the first virtual object at a first position in the virtual environment.

[00237] The model display module 1420 is further configured to display a partial three-
dimensional model of the first virtual object at a second position in the virtual environment, where
the partial three-dimensional model is a partial model that is obtained by intercepting the complete
three-dimensional model by using an interception plane and is located on a first side of the

interception plane.

[00238] In some embodiments, the model display module 1420 is configured to display the
partial three-dimensional model of the first virtual object at the second position in the virtual
environment when the first virtual object performs a key battle operation, where the partial three-
dimensional model is a partial model corresponding to the key battle operation, and the key battle
operation is an operation that changes the achievement information of the first virtual object during

the battle.

[00239] In summary, according to the technical solution provided in this embodiment of this
application, the three-dimensional model of the first virtual object is intercepted by the interception
plane, the interception result is displayed (namely, the partial model on the first side), and because
the three-dimensional model is displayed after being intercepted and only the partial model on the
first side of the interception plane is displayed, a more focused display of the model of the first

virtual object can be achieved. The user only needs to acquire the information related to the first
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virtual object from the partial model on the first side without being affected by model parts useless
for the user (for example, the user cannot obtain useful information from the model parts), which
helps the user rapidly and conveniently acquire the model information, improving the efficiency of
acquiring the model information. In addition, displaying only a part of the three-dimensional model
is beneficial to reduction of the display area occupied by the model, such that other areas in the

interface can display more contents, thereby improving the interface utilization.

[00240] When the apparatus provided in the foregoing embodiments implements the
functions of the apparatus, only division of the foregoing function modules is used as an example
for description. In the practical application, the above functions may be allocated to and completed
by different function modules according to requirements. That is, an internal structure of the device
is divided into different function modules, to complete all or some of the functions described above.
In addition, the apparatus provided in the foregoing embodiments and the method embodiments fall
within a same conception. For details of a specific implementation process, refer to the method

embodiments. Details are not described herein again.

[00241] The embodiments of this application may further include the following content:
[00242] 1. A virtual object display method performed by a terminal device, and the method
comprising:

[00243] determining an interception plane of a three-dimensional model of a first virtual
object;

[00244] acquiring posture information of the three-dimensional model once after a preset

time period, the posture information being configured for indicating a posture of the three-

dimensional model;

[00245] intercepting the three-dimensional model by using the interception plane based on
the posture information to obtain an interception result, wherein the interception result comprises a
partial model of the three-dimensional model located on a first side of the interception plane, and

the partial model on the first side changes with the posture of the three-dimensional model; and
[00246] displaying the partial model on the first side.

[00247] 2. The method according to claim 1, wherein the posture information comprises

position information of each mesh point on a surface of the three-dimensional model; and

[00248] the intercepting the three-dimensional model by using the interception plane based

on the posture information to obtain an interception result comprises:
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[00249] determining a distance between each mesh point and the interception plane based on

the position information of the mesh point; and

[00250] selecting a mesh point whose distance meets a first condition to construct the partial

model on the first side.

[00251] 3. The method according to claim 1 or 2, wherein the posture information comprises

pose information of each bone of the three-dimensional model; and

[00252] the intercepting the three-dimensional model by using the interception plane based

on the posture information to obtain an interception result comprises:

[00253] determining a relative positional relationship between each bone and the interception

plane based on the pose information of the bone; and

[00254] selecting a bone whose relative positional relationship meets a second condition to

construct the partial model on the first side.

[00255] 4. The method according to claim 3, wherein the selecting the bone whose relative
positional relationship meets the second condition to construct the partial model on the first side

comprises:

[00256] determining a partial model corresponding to a bone completely located on the first

side of the interception plane as the partial model on the first side; or

[00257] determining both a partial model corresponding to a bone completely located on the
first side of the interception plane and a partial model corresponding to a bone intersecting with the

interception plane as the partial model on the first side.

[00258] 5. The method according to any one of claims 1 to 4, wherein the interception result
further comprises a partial model of the three-dimensional model located on a second side of the
interception plane, and the first side and the second side are respectively two sides of the

interception plane; and
[00259] the displaying the partial model on the first side comprises:

[00260] rendering only the partial model on the first side, wherein the partial model on the

second side is not rendered; and
[00261] displaying the rendered partial model on the first side.

[00262] 6. The method according to claim 5, wherein the rendering the partial model on the

first side comprises:
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[00263] marking materials in the three-dimensional model to obtain marked materials; and

[00264] rendering a material located on the partial model on the first side in the marked
materials,
[00265] wherein a material located on the partial model on the second side in the marked

materials is not rendered.

[00266] 7. The method according to claim 5 or 6, wherein after rendering the partial model

on the first side, the method further comprises:

[00267] processing the rendered partial model on the first side to obtain the processed partial
model on the first side, wherein the processing comprises at least one of : transparency processing,

scaling processing, and blurring processing; and

[00268] the displaying the rendered partial model on the first side comprises:
[00269] displaying the processed partial model on the first side.
[00270] 8. The method according to any one of claims 1 to 7, wherein after displaying the

partial model on the first side, the method further comprises:

[00271] acquiring achievement information of at least one first virtual object and at least one

other virtual object in a same battle; and

[00272] adjusting a display state of the three-dimensional model of the first virtual object
based on the achievement information, wherein the display state comprises at least one of:
information about the first virtual object displayed during display of the interception result of the
three-dimensional model, and display duration of the interception result of the three-dimensional

model.

[00273] 9. The method according to claim 8, wherein the adjusting the display state of the

three-dimensional model of the first virtual object based on the achievement information comprises:

[00274] reducing at least one of the information about the first virtual object displayed during
display of the interception result of the three-dimensional model, and the display duration of the
interception result of the three-dimensional model when an average battle achievement of the at

least one first virtual object decreases by a first threshold;

[00275] increasing at least one of the information about the first virtual object displayed
during display of the interception result of the three-dimensional model, and the display duration of
the interception result of the three-dimensional model when an average battle achievement of the at
least one first virtual object increases by a second threshold;
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[00276] reducing at least one of the information about the first virtual object displayed during
display of the interception result of the three-dimensional model, and the display duration of the
interception result of the three-dimensional model when an average battle achievement of the at

least one other virtual object increases by a third threshold; or

[00277] increasing at least one of the information about the first virtual object displayed
during display of the interception result of the three-dimensional model, and the display duration of
the interception result of the three-dimensional model when an average battle achievement of the at

least one other virtual object decreases by a fourth threshold.

[00278] 10. The method according to any one of claims 1 to 9, wherein after displaying the

partial model on the first side, the method further comprises:

[00279] acquiring behavior information of the first virtual object during a battle, the behavior
information comprising control information, for the first virtual object, of a controller

corresponding to the first virtual object and a corresponding control effect;

[00280] analyzing the behavior information of the first virtual object during the battle to
obtain a behavior analysis result of the first virtual object during the battle, the analysis result

comprising abnormal control information of the controller for the first virtual object; and

[00281] adjusting a display layout corresponding to the partial model on the first side based

on the abnormal control information.

[00282] 11. The method according to any one of claims 1 to 10, wherein the acquiring

posture information of the three-dimensional model once after the preset time period comprises:

[00283] acquiring posture information of the first virtual object at a first position in a virtual
environment once after the preset time period, and determining the posture information of the three-

dimensional model based on a posture of the first virtual object at the first position,

[00284] wherein the partial model on the first side is displayed at a second position in the
virtual environment, and the first position and the second position are two different positions in the

virtual environment.

[00285] 12. The method according to any one of claims 1 to 11, wherein the determining the

interception plane of the three-dimensional model of the first virtual object comprises:

[00286] determining the interception plane based on a battle situation of the first virtual

object or a virtual environment where the first virtual object is located; or
[00287] determining the interception plane of the three-dimensional model of the first virtual
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object in response to an interception plane setting operation for the first virtual object.

[00288] 13. The method according to claim 12, wherein the determining the interception
plane based on the battle situation of the first virtual object or the virtual environment where the

first virtual object is located comprises:

[00289] when the first virtual object is under attack, adjusting the interception plane to

prominently display an attacked part of the first virtual object;

[00290] when the first virtual object performs an attack operation or a defensive operation,
adjusting the interception plane to prominently display an attacking or defensive part of the first

virtual object; or

[00291] determining the interception plane based on a vegetation type, a weather condition,

or a terrain of the virtual environment.

[00292] 14. A virtual object display method performed by a terminal device, the method
comprising:

[00293] displaying a virtual environment;

[00294] displaying a complete three-dimensional model of a first virtual object at a first

position in the virtual environment; and

[00295] displaying a partial three-dimensional model of the first virtual object at a second
position in the virtual environment, wherein the partial three-dimensional model is a partial model
that is obtained by intercepting the complete three-dimensional model by using an interception

plane and is located on a first side of the interception plane.

[00296] 15. The method according to claim 14, wherein in the virtual environment, the first
virtual object participates in a battle, and the displaying the partial three-dimensional model of the

first virtual object at the second position in the virtual environment comprises:

[00297] displaying the partial three-dimensional model of the first virtual object at the second
position in the virtual environment when the first virtual object performs a key battle operation,
wherein the partial three-dimensional model is a partial model corresponding to the key battle
operation, and the key battle operation is an operation that changes achievement information of the

first virtual object during the battle.

[00298] In summary, according to the technical solution provided in this embodiment of this
application, the three-dimensional model of the first virtual object is intercepted by the interception

plane, the interception result is displayed (namely, the partial model on the first side), and because
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the three-dimensional model is displayed after being intercepted and only the partial model on the
first side of the interception plane is displayed, a more focused display of the model of the first
virtual object can be achieved. The user only needs to acquire the information related to the first
virtual object from the partial model on the first side without being affected by model parts useless
for the user (for example, the user cannot obtain useful information from the model parts), which
helps the user rapidly and conveniently acquire the model information, improving the efficiency of
acquiring the model information. In addition, displaying only a part of the three-dimensional model
is beneficial to reduction of the display area occupied by the model, such that other areas in the

interface can display more contents, thereby improving the interface utilization.

[00299] FIG. 15 is a structural block diagram of a terminal device 1500 according to an
embodiment of this application. The terminal device 1500 may be electronic devices, such as a
phone, a tablet, a game console, an e-book reader, a multimedia player, a wearable device, and a
PC. The terminal device is configured to implement the virtual object display method provided in
the foregoing embodiments. The terminal device may be a terminal device 11 in the implementation

environment shown in FIG. 1.

[00300] In an embodiment, the terminal device 1500 includes: a processor 1501 and a

memory 1502.

[00301] The processor 1501 may include one or more processing cores, for example, a 4-core
processor and an 8-core processor. The processor 1501 may be implemented in at least one
hardware form of digital signal processing (DSP), a field programmable gate array (FPGA), and a
programmable logic array (PLA). The processor 1501 may also include a main processor and a
coprocessor. The main processor is a processor configured to process data in an awake state, and is
also referred to as a central processing unit (CPU). The coprocessor is a low power consumption
processor configured to process data in a standby state. In some embodiments, the processor 1501
may be integrated with a graphics processing unit (GPU). The GPU is configured to render and
draw content that needs to be displayed on a display screen. In some embodiments, the processor
1501 may further include an artificial intelligence (AI) processor. The Al processor is configured to

process computing operations related to machine learning.

[00302] The memory 1502 may include one or more computer-readable storage media. The
computer-readable storage medium may be non-transient. The memory 1502 may further include a
high-speed random access memory and a nonvolatile memory, such as one or more disk storage

devices or flash storage devices. In some embodiments, the non-transitory computer-readable
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storage medium in the memory 1502 is configured to store a computer program which is executed

by one or more processors to implement the above virtual object display method.

[00303] In some embodiments, the terminal device 1500 further alternatively includes: a
peripheral device interface 1503 and at least one peripheral device. The processor 1501, the
memory 1502, and the peripheral device interface 1503 may be connected to one another through a
bus or a signal cable. Each peripheral device may be connected to the peripheral device interface
1503 through a bus, a signal cable, or a circuit board. Specifically, the peripheral device includes: at
least one of a radio frequency circuit 1504, a display screen 1505, an audio circuit 1506, and a

power supply 1507.

[00304] Those skilled in the art may understand that the structure shown in FIG. 15
constitutes no limitation on the terminal device 1500, and the terminal device may include more or
fewer components than those shown in the figure, or some components may be combined, or a

different component deployment may be used.

[00305] In an exemplary embodiment, a computer-readable storage medium is further
provided. The storage medium has a computer program stored therein. The computer program,

when executed by a processor, implements in the above virtual object display method.

[00306] In some embodiments, the computer-readable storage medium may include: a read-
only memory (ROM), a random-access memory (RAM), solid state drives (SSDs), or an optical
disc, etc. The random access memory may include a resistance random access memory (ReRAM)

and a dynamic random access memory (DRAM).

[00307] In an exemplary embodiment, a computer program product is further provided. The
computer program product includes a computer program stored in a computer-readable storage
medium. A processor of a computer device reads the computer program from the computer-readable
storage medium, and executes the computer program to enable the computer device to perform the

above virtual object display method.

[00308] According to the embodiments of this application, before and during the process of
collecting relevant data of the user, a prompt interface and a pop-up window may be displayed or
voice prompt information may be outputted, and the prompt interface, the pop-up window, or the
voice prompt information is configured to prompt the user that the relevant data thereof is currently
being collected, such that the relevant operations in this application for acquiring the relevant data
of the user are only performed after receiving a confirmation operation sent by the user for the

prompt interface or the pop-up window. Or otherwise (namely, a confirmation operation sent by the
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user for the prompt interface or the pop-up window is not received), the relevant operations for
acquiring the relevant data of the user are ended, namely, the relevant data of the user is not
acquired. In other words, all user data collected in this application is strictly processed in
accordance with relevant national laws and regulations. The collection of informed consent or
separate consent of a personal information individual is carried out with the user agreement and
authorization. Subsequent data use and processing activities are conducted within the scope
authorized by laws, regulations, and the personal information individual. The collection, use, and
processing of the relevant user data comply with the relevant laws, regulations, and standards of the
relevant countries and regions. For example, the virtual objects, the virtual environments,
achievement data, behavior data, and the like involved in this application are all acquired with full

authorization.

[00309] "Plurality of" mentioned in the specification means two or more. "And/or" describes
an association relationship of associated objects and represents that three relationships may exist.
For example, A and/or B may represent: only A exists, both A and B exist, and only B exists. The
character "/" generally indicates an "or" relationship between the preceding and succeeding

associated objects.

[00310] The foregoing descriptions are merely exemplary embodiments of this application,
but are not intended to limit this application. Any modification, equivalent replacement, or
improvement made within the spirit and principle of this application shall fall within the protection

scope of this application.
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CLAIMS
1. A virtual object display method performed by a terminal device, and the method comprising:
determining an interception plane of a three-dimensional model of a first virtual object;

acquiring posture information of the three-dimensional model once after a preset time period,

the posture information being configured for indicating a posture of the three-dimensional model;

intercepting the three-dimensional model by using the interception plane based on the posture
information to obtain an interception result, wherein the interception result comprises a partial
model of the three-dimensional model located on a first side of the interception plane, and the

partial model on the first side changes with the posture of the three-dimensional model; and
displaying the partial model on the first side.

2. The method according to claim 1, wherein the posture information comprises position

information of each mesh point on a surface of the three-dimensional model; and

the intercepting the three-dimensional model by using the interception plane based on the

posture information to obtain an interception result comprises:

determining a distance between each mesh point and the interception plane based on the

position information of the mesh point; and

selecting a mesh point whose distance meets a first condition to construct the partial model on

the first side.

3. The method according to claim 1, wherein the posture information comprises pose

information of each bone of the three-dimensional model; and

the intercepting the three-dimensional model by using the interception plane based on the

posture information to obtain an interception result comprises:

determining a relative positional relationship between each bone and the interception plane

based on the pose information of the bone; and

selecting a bone whose relative positional relationship meets a second condition to construct

the partial model on the first side.

4. The method according to claim 3, wherein the selecting the bone whose relative positional

relationship meets the second condition to construct the partial model on the first side comprises:

determining a partial model corresponding to a bone completely located on the first side of the

interception plane as the partial model on the first side; or
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determining both a partial model corresponding to a bone completely located on the first side
of the interception plane and a partial model corresponding to a bone intersecting with the

interception plane as the partial model on the first side.

5. The method according to claim 1, wherein the interception result further comprises a partial
model of the three-dimensional model located on a second side of the interception plane, and the

first side and the second side are respectively two sides of the interception plane; and
the displaying the partial model on the first side comprises:

rendering only the partial model on the first side, wherein the partial model on the second side

is not rendered; and
displaying the rendered partial model on the first side.

6. The method according to claim 5, wherein the rendering the partial model on the first side

comprises:
marking materials in the three-dimensional model to obtain marked materials; and
rendering a material located on the partial model on the first side in the marked materials,

wherein a material located on the partial model on the second side in the marked materials is

not rendered.

7. The method according to claim 5, wherein after rendering the partial model on the first side,

the method further comprises:

processing the rendered partial model on the first side to obtain the processed partial model on
the first side, wherein the processing comprises at least one of : transparency processing, scaling

processing, and blurring processing; and
the displaying the rendered partial model on the first side comprises:
displaying the processed partial model on the first side.

8. The method according to claim 1, wherein after displaying the partial model on the first side,

the method further comprises:

acquiring achievement information of at least one first virtual object and at least one other

virtual object in a same battle; and

adjusting a display state of the three-dimensional model of the first virtual object based on the
achievement information, wherein the display state comprises at least one of: information about the

first virtual object displayed during display of the interception result of the three-dimensional model,
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and display duration of the interception result of the three-dimensional model.

9. The method according to claim 8, wherein the adjusting the display state of the three-

dimensional model of the first virtual object based on the achievement information comprises:

reducing at least one of the information about the first virtual object displayed during display
of the interception result of the three-dimensional model, and the display duration of the
interception result of the three-dimensional model when an average battle achievement of the at

least one first virtual object decreases by a first threshold;

increasing at least one of the information about the first virtual object displayed during display
of the interception result of the three-dimensional model, and the display duration of the
interception result of the three-dimensional model when an average battle achievement of the at

least one first virtual object increases by a second threshold;

reducing at least one of the information about the first virtual object displayed during display
of the interception result of the three-dimensional model, and the display duration of the
interception result of the three-dimensional model when an average battle achievement of the at

least one other virtual object increases by a third threshold; or

increasing at least one of the information about the first virtual object displayed during display
of the interception result of the three-dimensional model, and the display duration of the
interception result of the three-dimensional model when an average battle achievement of the at

least one other virtual object decreases by a fourth threshold.

10. The method according to claim 1, wherein after displaying the partial model on the first

side, the method further comprises:

acquiring behavior information of the first virtual object during a battle, the behavior
information comprising control information, for the first virtual object, of a controller

corresponding to the first virtual object and a corresponding control effect;

analyzing the behavior information of the first virtual object during the battle to obtain a
behavior analysis result of the first virtual object during the battle, the analysis result comprising

abnormal control information of the controller for the first virtual object; and

adjusting a display layout corresponding to the partial model on the first side based on the

abnormal control information.

11. The method according to claim 1, wherein the acquiring posture information of the three-

dimensional model once after the preset time period comprises:
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acquiring posture information of the first virtual object at a first position in a virtual
environment once after the preset time period, and determining the posture information of the three-

dimensional model based on a posture of the first virtual object at the first position,

wherein the partial model on the first side is displayed at a second position in the virtual
environment, and the first position and the second position are two different positions in the virtual

environment.

12. The method according to any one of claims 1 to 11, wherein the determining the

interception plane of the three-dimensional model of the first virtual object comprises:

determining the interception plane based on a battle situation of the first virtual object or a

virtual environment where the first virtual object is located; or

determining the interception plane of the three-dimensional model of the first virtual object in

response to an interception plane setting operation for the first virtual object.

13. The method according to claim 12, wherein the determining the interception plane based
on the battle situation of the first virtual object or the virtual environment where the first virtual

object is located comprises:

when the first virtual object is under attack, adjusting the interception plane to prominently

display an attacked part of the first virtual object;

when the first virtual object performs an attack operation or a defensive operation, adjusting
the interception plane to prominently display an attacking or defensive part of the first virtual object;

or

determining the interception plane based on a vegetation type, a weather condition, or a terrain

of the virtual environment.
14. A virtual object display method performed by a terminal device, the method comprising:
displaying a virtual environment;

displaying a complete three-dimensional model of a first virtual object at a first position in the

virtual environment; and

displaying a partial three-dimensional model of the first virtual object at a second position in
the virtual environment, wherein the partial three-dimensional model is a partial model that is
obtained by intercepting the complete three-dimensional model by using an interception plane and

is located on a first side of the interception plane.
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15. The method according to claim 14, wherein in the virtual environment, the first virtual
object participates in a battle, and the displaying the partial three-dimensional model of the first

virtual object at the second position in the virtual environment comprises:

displaying the partial three-dimensional model of the first virtual object at the second position
in the virtual environment when the first virtual object performs a key battle operation, wherein the
partial three-dimensional model is a partial model corresponding to the key battle operation, and the
key battle operation is an operation that changes achievement information of the first virtual object

during the battle.
16. A virtual object display apparatus, comprising:

a plane determining module, configured to determine an interception plane of a three-

dimensional model of a first virtual object;

an information acquisition module, configured to acquire posture information of the three-
dimensional model once after a preset time period, the posture information being configured for

indicating a posture of the three-dimensional model;

a result acquisition module, configured to intercept, based on the posture information, the
three-dimensional model by using the interception plane to obtain an interception result, wherein
the interception result comprises a partial model of the three-dimensional model located on a first
side of the interception plane, and the partial model on the first side changes with the posture of the

three-dimensional model; and
a model display module, configured to display the partial model on the first side.
17. A virtual object display apparatus, comprising:
an environment display module, configured to display a virtual environment; and

a model display module, configured to display a complete three-dimensional model of a first
virtual object at a first position in the virtual environment, and further configured to display a partial
three-dimensional model of the first virtual object at a second position in the virtual environment,
wherein the partial three-dimensional model is a partial model that is obtained by intercepting the
complete three-dimensional model by using an interception plane and is located on a first side of the

interception plane.

18. A terminal device, comprising a processor and a memory, wherein the memory is
configured to store computer program, and the processor is configured to load and execute the

computer program to implement the virtual object display method according to any one of claims 1

45



to 13, or implement the virtual object display method according to claim 14 or 15.

19. A computer-readable storage medium storing a computer program, wherein the computer
program is loaded and executed by a processor of a terminal device to implement the virtual object
display method according to any one of claims 1 to 13, or implement the virtual object display

method according to claim 14 or 15.

20. A computer program product, comprising a computer program stored in a computer-
readable storage medium, and a processor of a terminal device reads the computer program from the
computer-readable storage medium and executes the computer program to implement the virtual
object display method according to any one of claims 1 to 13, or implement the virtual object

display method according to claim 14 or 15.
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