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At least one frame of game tabletop image collected in a prop operation stage of a game is
acquired
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For each frame in the at least one frame of game tabletop image, a placement position of a preset
identity object in the game tabletop image is detected, a tabletop of the game including a
placement region corresponding to each game party in at least two game parties, and the preset
identity object being configured to identify a first game party allowed to operate a game prop
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A second game party corresponding to the placement position of the preset identity object is
determined according to the placement region corresponding to each game party

/\ S103

A 4

In a case where the first game party is inconsistent with the second game party, alarm information
for characterizing a placement error of the preset identity object is output
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In a case where the placement position is within the first prop operation region, a position of the
game prop is detected based on the at least one frame of game tabletop image
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In response to that the position of the game prop is not within the first prop operation region,
alarm information for characterizing an operation error of the game prop is output
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In a case where the placement position is within a second prop operation region, a position of the

game prop is detected based on the at least one frame of game tabletop image, wherein the second

prop operation region includes a region where the at least two game parties operate the game prop
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In a case where the position of the game prop is within a first sub-operation region corresponding
to the first game party, a state of an identity face of the game prop is detected based on the at least
one frame of game tabletop image
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In a case where the state of the identity face of the game prop is a readable state, alarm
information for characterizing an operation error of the game prop is output
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In a case where the position of the game prop is within the second game operation region, and the
first game party is consistent with the second game party, a token in a placement region
corresponding to the first game party is detected based on the at least one frame of game tabletop
image
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In a case where the placement region corresponding to the first game party does not have the
token, alarm information for characterizing that the token is not placed is output
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A distance between the preset identity object and the game prop is detected based on the at least
one frame of game tabletop image
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In a case where the distance exceeds a preset threshold, alarm information for characterizing that
the game prop is not placed to a specified position is output
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Alarm apparatus for tabletop game
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