Acquiring scene images corresponding to a game area at different
viewpoints during a gaming stage to obtain a plurality of groups of scene
images. Here, each group of scene images in the plurality of groups of
scene images includes at least one frame of scene image corresponding to
the game area at a same viewpoint
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Performing object analysis on the plurality of groups of scene
images to obtain object analysis data corresponding to the game area
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Writing the object analysis data into an object general-purpose data
structure. Here, the object general-purpose data structure is provided with
positions for supporting storage of various types of data related to the
object analysis data
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