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FIG. 2 

Determine an interception plane of a three-dimensional model of a 
first virtual object

301

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

302

Intercept, based on the posture information, the three-dimensional 
model by using the interception plane to obtain an interception result

303

Display a partial model on a first side 304
 

FIG. 3 

  



 2/7  

17

1918

 

FIG. 4 

21

20

 

FIG. 5 

  



 3/7  

Determine an interception plane of a three-dimensional model of a first 
virtual object

601

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

602

Determine a distance between each mesh point and the interception plane 
based on position information of the mesh point

603

Select a mesh point whose distance meets a first condition to construct a 
partial model on a first side

604

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

605

Display a rendered partial model on the first side

606

Acquire achievement information of at least one first virtual object and at 
least one other virtual object in a same battle

607

Adjust a display state of the three-dimensional model of the first virtual 
object based on the achievement information

608
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Enable mesh discarding
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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

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

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

801

803
802

 

FIG. 8 

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

901

A user acquires information corresponding to the partial model 
on the first side by observing the partial model on the first side

902

The user performs the battle based on the acquired information 
corresponding to the partial model on the first side

903

The user learns, through learning and practice, to combine the 
information acquired from the partial model on the first side 

with an appropriate tactic

904

The user rapidly improves a battle level, and in another 
subsequent battle, a virtual object controlled by the user may be 

projected and displayed as the first virtual object

905
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Display a virtual environment
1001

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

1002

Display a partial three-dimensional model of the first virtual 
object at a second position in the virtual environment

1003

 

FIG. 10 

A virtual object controlled 
by a user enters a battle

Start

Construct a partial model on 
the first side based on a mesh 
point located on the first side 

of the interception plane

Display the partial model 
on the first side

Hide a partial model 
corresponding to a mesh 
point located on a second 
side of the interception 

plane

End

Yes

No

Yes

1101

1102

11061104

1105 1107

Use the virtual object that needs 
to be projected and displayed as a 

first virtual object, and acquire 
data required for projecting the 

first virtual object

1103

No

Determine 
whether the virtual object 

needs to be projected and displayed 
after projection display 

time is reached

Determine 
whether each mesh point 

of a three-dimensional model of the 
first virtual object is located on a 

first side of an interception 
plane
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Plane determining module 1210

Information acquisition module 
1220

Result acquisition module 1230

1200

Model display module 1240
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Relationship determining 
submodule 1231

Model construction submodule 
1232

Result acquisition module 1230

Model rendering submodule 
1241

Model display submodule 1242

Model display module 1240

Model processing module 1250

Information analysis module 
1260

Layout adjustment module 1270

Plane determining submodule 
1211

Plane determining module 1210

Information acquisition module 
1220
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Environment display module 

1410

Model display module 1420
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FIG. 14 
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