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Determine a target gaze direction of a virtual interactive avatar based 

on the azimuth angle 

220

In a sentry mode, in response to determining a candidate object to be 

warned is present in a vicinity of a vehicle, determine an azimuth 

angle of the candidate object relative to a display screen based on a 

first position of the candidate object in a first coordinate system and a 

second position of the display screen in the first coordinate system

210

Render the virtual interactive avatar based on the target gaze 

direction, to generate a display image in which the virtual interactive 

avatar gazes at a target object in the target gaze direction

230
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Determine the candidate object based on the sensing result

320

Determine a sensing result based on sensor data collected by 

sensors on the vehicle

310

Determine the the first position of the candidate object in the first 

coordinate system, based on a perspective transformation matrix 

and a first pixel position in state information of the candidate 

object, the first pixel position being a pixel position corresponding 

to a point on the candidate object closest to the vehicle

330
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Designate the first included angle as the azimuth angle of the 

candidate object relative to the display screen

2120

Determine a first included angle between a line segment connecting 

the first position and the second position and a first preset direction in 

the first coordinate system based on the first position and the second 

position

2110
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FIG. 5 

Determine the target gaze direction of the virtual interactive avatar 

based on an azimuth angle of the target object

2220

Determine the target object from the candidate object based on the 

azimuth angle and a preset angle range

2210
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Render the virtual interactive avatar based on the rotation trajectory, 

to generate a dynamic display image in which the gaze direction of 

the virtual interactive avatar changes along the rotation trajectory

250

In response to a change in the azimuth angle of the target object from 

a first azimuth angle to a second azimuth angle, determine a rotation 

trajectory of the virtual interactive avatar based on the first azimuth 

angle and the second azimuth angle

240

Determine a target gaze direction of a virtual interactive avatar based 

on the azimuth angle

220

In a sentry mode, in response to determining a presence of a 

candidate object to be warned in a vicinity of a vehicle, determine an 

azimuth angle of the candidate object relative to a display screen 

based on a first position of the candidate object in a first coordinate 

system and a second position of the display screen in the first 

coordinate system

210

Render the virtual interactive avatar based on the target gaze 

direction, to generate a display image in which the virtual interactive 

avatar gazes at a target object in the target gaze direction

230
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Determine a target gaze direction of a virtual interactive avatar based 

on the azimuth angle

220

In a sentry mode, in response to determining a presence of a 

candidate object to be warned in a vicinity of a vehicle, determine an 

azimuth angle of the candidate object relative to a display screen 

based on a first position of the candidate object in a first coordinate 

system and a second position of the display screen in the first 

coordinate system

210

Render the virtual interactive avatar based on the target gaze 

direction, to generate a display image in which the virtual interactive 

avatar gazes at a target object in the target gaze direction

230

Designate the target object as a tracked object, and control

 the gaze direction of the virtual interactive avatar in the display 

image to rotate with changes in the azimuth angle of the target object

410

In response to a change in the target object from the tracked object to 

an untracked object within a first duration, maintain the gaze 

direction of the virtual interactive avatar in the display image at a first 

gaze direction in a last frame before the target object becomes the 

untracked object

420

In response to the target object becoming the tracked object again 

within a second duration after becoming the untracked object, 

determine a current gaze direction of the virtual interactive avatar 

based on a current azimuth angle of the target object

430

Generate a dynamic display image in which the virtual interactive 

avatar rotates from the first gaze direction to the current gaze 

direction,  based on the first gaze direction and the current gaze 

direction

440

Display the dynamic display image by the display screen

450

In response to the target object failing to become the tracked object 

within the second duration after becoming the untracked object, 

update the display image to a display image in which the gaze 

direction of the virtual interactive avatar is a target direction

460
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