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_— 201

acquire an image of a game area

Y

— 202

crop a second image involving a target object from the first image, wherein
the target object includes a non-game prop object in the game area

v _— 203

obtain a transformed image by performing a transformation process on the
second image, wherein the target object has different display state attributes
in the transformed image and the second image

_— 204

superimpose the transformed image on a preset game scene image to obtain a
game scene image involving the target object, and use the game scene image
involving the target object to train an initial neural network into a target
neural network for detecting a game prop object in the game area based on an

image
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- - - : 401
acquire a to-be-processed image involving a game prop |[~_/
object
s 402
input the to-be-processed image into a pre-trained target L

neural network, so as to obtain a detection result of the
game prop object output by the target neural network
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