1/4

Acquire at least one video frame in a game live broadcast video stream
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Capture a game map area image in the at least one video frame
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Input the game map area image to a first target detection model to obtain a
display area of a game element in the game map area image
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Input an image of the display area of the game element to a classification
model to obtain a state of the game element
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Form description information of a game scene displayed by the at least one
video frame by adopting the display area and the state of the game element
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Acquire at least one video frame in a game live broadcast video stream
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Input the at least one video frame to the second target detection model to obtain
a game map detection area in the at least one video frame
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Correct the game map detection area by performing a feature matching on a
route feature in the game map detection area and a reference feature, to obtain a
game map correction area
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Input the game map area image to a first target detection model to obtain a
display area of a game element in the game map area image
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Input an image of the display area of the game element to a classification
model to obtain a state of the game element
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Form description information of a game scene displayed by the at least one
video frame by adopting the display area and the state of the game element
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Acquire at least one video frame in a game live broadcast video stream
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Capture a game map area image in the at least one video frame
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Input the game map area image to the feature map generation sub-model to
generate a feature map of the game map area image
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Input the feature map to the grid segmentation sub-model to segment the feature
map into multiple grids, where a difference between a size of each of the multiple
grids and a minimum size of the game element is within a preset size range
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Input the multiple grids to the positioning sub-model to obtain a matching degree
between each of the multiple grids and features of multiple types of game
elements
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Determine an area corresponding to a grid with a maximum matching degree as a

display area of a corresponding type of game elements in the game map area
image by adopting a non-maximum value suppression algorithm
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Input an image of the display area of the game element to a classification model
to obtain a state of the game element
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