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Detect first position information of a game item within a game
area, and second position information of an operation object for the
game item based on an acquired video stream of a game playing in

the game area

Determine, in response to determining that a positional relationship
between the game item and the operation object is changed from
overlapping with each other to separating from each other based on
the first position information and the second position information,
that the game item is in an operation completed state

FIG.3

Obtain a first boundary box of the game item within the game area
and a second boundary box of the operation object by performing a
detection on the video stream

A4

Determine, in response to that there is no overlapping area between
the first boundary box and the second boundary box, that the
positional relationship between the game item and the operation
object is separating from each other

A4

Determine, in response to that there is an overlapping area between
the first boundary box and the second boundary box, that the
positional relationship between the game item and the operation
object is overlapping with each other

FIG.4
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FIG. 6

Obtain, in response to detecting that the game item and the S701
operation object are separating from each other in the first video [\/
frame in the video stream, and are overlapping with each other in
the preceding frame of the first video frame in the video stream,
third position information of the game item in the preceding frame

A4

Determine, in response to that the first position information and the 5702

third position information meet a predetermined position /\/
condition, that the game item is in the operation completed state at

the time corresponding to the first video frame

FIG.7
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FIG. 8

Determine whether the operation object for the game itemis a
target operation object based on the video stream

A4

Detect, in response to that the operation object for the game item is
the target operation object, the first position information of the
game item and the second position information of the target
operation object

FIG. 9

Determine a direction of operating the game item by the operation
object based on the video stream

Determine, in response to that the direction of operating is a
predetermined direction, that the operation object is the target
operation object

FIG. 10
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S912-1

Detect an operation object correlated with the game item based on /\/

the video stream

A4

S912-2
Detect a face object correlated with the operation object based on /\/1

the video stream

A4

Determine, in response to that the face object is a predetermined /\/

face object, that the operation object for the game item is the target
operation object

FIG. 11

Obtain a current detection result of each game item that is in the
operation completed state in a video frame by performing a detection
on each video frame of the video stream sequentially

l

Update a historical detection result in a cache based on a comparison
between the current detection result and the historical detection
result stored in the cache

|

Switch, in a case that one or more detection results in the cache meet
a predetermined condition, the game to a result processing state

FIG. 12

Determine whether the game item is a newly-appearing game item

S1210

S1220

S1230

S1310

according to a comparison between position information of the /\/

game item in the current detection result and each position
information in the historical detection result

A4

Store, in response to that the game item is a newly-appearing game /\/

item, the detection result of the newly-appearing game item into
the cache

FIG. 13
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identification information of a game item involved in the detection
result in the cache

the identification information obtained for each of the one or more
detection results

Determine, in response to that a game processing result can be

one or more detection results , that the one or more detection
results meet the predetermined condition

FIG. 14

S1420

Obtain, for each of the one or more detection results in the cache, /\_/

S1410

Determine whether a game processing result can be derived from /\/

S1430

derived from the identification information obtained for each of the ,/~—/

Acquire sequential information of the cache storing each
detection result

S1510

Determine a target sub-area corresponding to the detection result based
on the sequential information and a pre-established correspondence
between sequential information of game items and a plurality of sub-
areas within the game area

/\91520

Switch, in response to determining that the game item is not in the
target sub-area according to the position information of the game item,
the current game to a halt state

/\}1530

FIG. 15
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