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Display an out-of-game environment interface

Obtain, when a trigger operation for a target preview control in the 
out-of-game environment interface is received, a target 

configuration file corresponding to the target preview control

Generate out-of-game model preview information according to the 

target configuration file

Control, according to the out-of-game model preview information, 
the target character model to perform an in-game action in the 

out-of-game environment interface
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