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FIG. 5 

Extracting an original bone model of a main control object from an ontology animation 
blueprint of the main control object, wherein the main control object is an object that 

observes a virtual environment from a first person perspective, the ontology animation 
blueprint is used for generating an ontology model of the main control object in the 

virtual environment, and the original bone model is a model of the main control object 
without bone deformation

Adjusting a posture of the original bone model based on a current state of the main 
control object to obtain a projection model, wherein the projection model is a model 
used for generating a projection of the main control object in the virtual environment

Rendering the projection model to obtain a projection of the main control object
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Extracting an original bone model from the ontology animation 
blueprint before the first bone deformation of the ontology 

animation blueprint

Adjusting the posture of the original bone model to obtain a 
projection model based on the current state of the main control 

object

Replacing the projection model with an integrated projection model
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Rendering the integrated projection model to obtain a 
projection of the main control object
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Extracting an original bone model from the ontology animation 
blueprint before the second bone deformation of the ontology 

animation blueprint

Adjusting the posture of the original bone model to obtain a 
projection model based on the current state of the main control 

object

Replacing the projection model with an integrated projection 
model
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Rendering the integrated projection model to obtain a projection 
of the main control object
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Determining the target position of a child bone based 
on the current state of a main control object

Determining the position of the child bone 
according to the target position

Determining the position of a parent bone according to the 
target position and the position of the child bone
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Adjusting the posture of the an original bone to obtain a projection 
model according to the position of child bone and parent bone
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FIG. 17 

Determining an initial animation posture of a main control object

Substituting the initial animation posture into a bone model of the main control 
object to obtain a bone posture model

Performing bone deformation processing on the original bone model to 
obtain the original bone model after bone deformation
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Adjusting the posture of the original bone model after bone deformation to obtain 
an ontology model of the main control object based on the current state
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Rendering a ontology model to get an ontology of the 
main control object.
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Determining an initial animation posture of a main control object

Substituting the initial animation posture into a bone model of the 
main control object to obtain a bone posture model

Adjusting the posture of the bone posture model to obtain a original 
bone model based on the current state.
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Performing bone deformation processing on the original bone model to 
obtain the original bone model after bone deformation
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Rendering a ontology model to get an ontology of 
the main control object.
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FIG. 21 

Extracting a original bone model of a main control game object from a ontology 
animation blueprint of the main control game object

Rendering the original bone model to obtain a projection of the main control game 
object
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