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DRAWINGS

Obtain video streams of a game tabletop
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A

Detect target objects in a plurality of image frames included in the video
streams
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Determine a current game stage based on the target objects

L_— S30

Y

Determine game detecting results accordmng to the target objects and the
determined game stage
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Perform target detection on a first image acquired in a first view to determine
target objects in the first image

A 4

Perform target detection on a second image synchronously acquired in a second
view to determine target objects in the second image
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Determine association relationships between the target objects in the first image
and the target objects in the second image based on appearance information and
surrounding information of the target objects in the first image and appearance
information and surrounding information of the target objects in the second
image

/ S23

FIG. 3

Determine first feature distances based on the appearance information of the
target objects in the first image and the appearance information of the target
objects in the second image
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A 4

Determine second feature distances based on the surrounding information of the
target objects in the first image and the surrounding information of the target
objects in the second image

For a target object in the first image and a target object in the second image,
determine a feature distance between the two target objects according to the first
feature distance and the second feature distance between the two target objects
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A

Determine the association relationships between the target objects in the first
image and the target objects in the second image based on the determined
feature distances
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FIG. 5

Determine first feature distances based on the appearance information of the target
objects in the first image and the appearance information of the target objects in the {52301
second image

A

Determine second feature distances based on the surrounding information of the target
objects in the first image and the surrounding information of the target objects in the [~~"S2302
second image

For a target object in the first image and a target object in the second image, determine 52303

a feature distance between the two target objects according to the first feature distance
and the second feature distance between the two target objects

Determine geometric distances between the target objects in the first image and the |~ S2304
target objects in the second image

v

For a target object in the first image and a target object in the second image, determine |_— S2305
a distance between the two target objects according to the feature distance and the
geometric distance between the two target objects

v

Determine the association relationships between the target objects in the first image and|_— S2306
the target objects in the second image according to the distances between the target
objects in the first image and the target objects in the second image
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Determine, in response to a specific target object being detected in a specific region of
the game tabletop in at least one image frame in the video streams, a time point
corresponding to a first image frame in a plurality of continuous image frames in which
the specific target object is detected in the specific region of the game tabletop

" S31

Take the determined time point as a start time point of a game stage

FIG. 7

Determine correspondence relationships between game currencies and players
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A 4

Determine game participation results of the players according to the determined correspondence

relationships and rules at the first game stage, where the game participation result includes the
total value of game currencies of the player involved in a game and a sub-region where the
game currencies involved in the game are located in a game participation region

FIG. 8

Determine payment results performed by an operator
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Compare the payment results of the players in the game results with the
payment results performed by the operator to determine whether the payment
results of the operator are correct
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Issue alarm information if the payment results are performed incorrectly
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