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FIG. 1 

Display a perspective screen of a first virtual character,
compass information being displayed on the perspective

screen and including an azimuth scale sequence

Control the first virtual character to act in the virtual world

Display a first sound indicator based on a first azimuth scale in the azimuth
scale sequence if there is a first sound source in surroundings of the first

virtual character during the action of the first virtual character in the virtual
world, the first sound indicator indicating a horizontal azimuth and a

vertical azimuth of the first sound source
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206Determine a visual presentation of the first sound indicator according to a sound
parameter of a first sound, if that there is a first sound source in the surroundings

of the first virtual character during action of the first virtual character in the virtual
world, the first sound being produced by the first sound source

208

Display the first sound indicator having the visual presentation based on a first
azimuth scale in the azimuth scale sequence

Display a second sound indicator based on an edge azimuth scale in the azimuth
scale sequence closest to a horizontal azimuth of a second sound source if there is
the second sound source in the surroundings of the first virtual character and the

horizontal azimuth of the second sound source is out of a visible azimuth range, the
second sound indicator indicating the presence of the second sound source beyond a

horizontal azimuth indicated by the edge azimuth scale

210

Display a perspective screen of a first virtual character, compass information
being displayed on the perspective screen and including an azimuth scale

sequence

Control the first virtual character to act in the virtual world
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Cancel or disregard displaying of a (first) sound indicator when the first
virtual character enters a deaf state.
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