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in response to a first state switching instruction, switching
a game from an idle state to a first state

v

acquiring first operation information of one or more
operations performed on a first marker by a first object

participating in the game in the first state

!

in response to detecting a second marker in a preset area,
switching the game to a second state

Y

acquiring second operation information of one or more
operations performed on the second marker by a second

object participating in the game in the second state

!

in response to that a game result is generated based on the
second operation information, switching the game to a

result processing state

!

performing result processing on the first operation
information according to the game result
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FIG3

performing a detection on the image to determine current first I~ S401
identification information of the first marker in the image

!

determining the first operation information according to a
difference between the current first identification information [~ S402

and historical first identification information stored for the game

F1G4

performing a detection on the image to determine current
second identification information of the second marker y~~ S501

in the image

v

determining the second operation information according
to a difference between the current second identification
) : . ) ) ) ~~ S502
information and historical second identification

information stored for the game
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first state switching module

™~ 601

first operation information
detecting module

- 602

second state switching
module

- 603

second operation information
detecting module

- 604

result state switching module

™~ 605

result processing module

™ 606

Apparatus for processing game states
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first halt module
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second halt module

first state switching module
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first video stream
detecting module

second state switching
module
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second video stream
detecting module

result state switching module

™~ 605

result processing module

™~ 606

Apparatus for processing game states
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/- 1010 /- 1020
Processer Memory
/— 1050
/-1 030 /-1 040
Input/Output Communication
Interface Interface
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