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A 4

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

FIG. 22

9/10

2201

2202



300

. 52301
Extraction module
] )—~2302
Adjustment module
] )~2303
Rendering module
|
Making module 572304
FIG. 23
2400
2412 // 2406
2408
Display /J
/J 2409
Input device
// 24100
2401 2411 Input /Output
// f/ controller
Central Network
processing unit interface unit Input/Output system
/J 2405
System bus
2404 2407
2402
o Vad
Random access Operating 2413
memory system
L 2403 2414
Read only /" Applicati
memory pplication Mass storage device
program
2415
System memory
Other program
module
FIG. 24

10/10




