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/ 301

Acquire one or more latent space vectors through sampling in latent

space, and acquire first point cloud data generated based on the latent

space vectors by inputting the one or more latent space vectors into a
first point cloud completion network
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Determine a points-distribution feature of the first point cloud data
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Adjust the first point cloud completion network based on the points-
distribution feature to generate a second point cloud completion network
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Acquire a first to-be-processed point cloud of a game participant and a
second to-be-processed point cloud of a game object within a game area
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Input the first to-be-processed point cloud and the second to-be-
processed point cloud into a second point cloud completion network that
has been pre-trained to acquire a first processed point cloud and second
processed point cloud, where the first/second processed point cloud is
outputted by the second point cloud completion network and correspond
to the first/second to-be-processed point cloud
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Associate the game participant and the game object based on the first
processed point cloud and the second processed point cloud
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