STATUS SWITCHING METHOD AND APPARATUS, EDGE
COMPUTING DEVICE AND COMPUTER STORAGE MEDIUM

TECHNICAL FIELD

[ 0001] The disclosure relates to computer visual processing technologies and relates
to, but not limited to, a status switching method and apparatus, an edge computing device

and a computer storage medium.

BACKGROUND

[ 0002] At present, a game of a game platform may have various statuses, for example,
halt status, initial status before the game is started, and statuses corresponding to different
stages after the game is started. In order to guarantee smooth implementation of the
game, how to switch the game status of the game platform accurately is a technical

problem which has to be settled urgently.

SUMMARY

[ 0003] Embodiments of the disclosure may provide a status switching method and
apparatus, an edge computing device and a computer storage medium, which may obtain

a detection result of a money substitute accurately.

[ 0004] The embodiments of the disclosure provide a status switching method. The

method induces the following operations.

[ 0005] In response to that a manual status switching request to a game platform is

acquired, a current game status of the game platform is determined.

[ 0006] In response to that the current game status satisfies a switching condition

corresponding to the manual status switching request, the game status of the game



platform is switched from the current game status to a target game status corresponding

to the manual status switching request.

[ 0007] In some embodiments, the operation that in response to that the current game
status satisfies a switching condition corresponding to the manual status switching
request, the game status of the game platform is switched from the current game status to
a target game status corresponding to the manual status switching request includes the

following operations.
[ 0008] A target interface called by the manual status switching request is determined.

[ 0009] In a case where the current game status satisfies a preset switching condition
corresponding to the target interface, the game status of the game platform is switched
from the current game status to the target game status corresponding to the manual status

switching request.
[ 0010] In some embodiments, the method further includes the following operations.

[ 0011] In a case where the target interface is a first interface and the current game
status is in an initial status when a game is not started, it is determined that the current
game status satisfies the preset switching condition corresponding to the target interface,
the first interface being called in response to the first status switching request, the first
status switching request being used for requiring to switch the current game status of the
game platform to a status corresponding to a first game stage, and the first game stage

being a first game stage after the game is started.

[ 0012] It is determined that the target game status is a status corresponding to the first
game stage.

[ 0013] In some embodiments, the method further includes the following operations.

[ 0014] In a case where the target interface is a second interface and the current game

status is in a status corresponding to the first game stage, it is determined that the current
game status satisfies the preset switching condition corresponding to the target interface,

the second interface being called in response to the second status switching request, the



second status switching request being used for requiring to switch the current game status
of the game platform to the initial status when the game is not started, and the first game

stage being the first game stage after the game is started.

[ 0015] It is determined that the target game status is the initial status when the game is
not started.

[ 0016] In some embodiments, the method further includes the following operations.

[ 0017] In a case where the target interface is a third interface and the current game

status is in a game halt status, it is determined that the current game status satisfies the
preset switching condition corresponding to the target interface, the third interface being
called in response to the third status switching request, the third status switching request
being used for requiring to switch the current game status of the game platform to a

status corresponding to a second game stage

[ 0018] It is determined that the target game status is a status corresponding to the

second game stage, and the second game stage is not the first game stage after the game

is started.
[ 0019] In some embodiments, the method further includes the following operations.
[ 0020] In a case where the target interface is a fourth interface and the current game

status is in the game halt status, it is determined that the current game state satisfies the
preset switching condition corresponding to the target interface, the fourth interface being
called in response to the fourth status switching request, the fourth status switching
request being used for requiring to switch the current game state of the game platform to
a status corresponding to a first game stage, and the first game stage being a first game

stage after the game is started.

[ 0021] It is determined that the target game status is a status corresponding to the first
game stage.

[ 0022] In some embodiments, the method further includes the following operations.

[ 0023] The manual status switching request of the game platform sent by a game



management system is acquired, the game management system generating the manual

status switching request in response to a manual status switching operation of a game

manager.
[ 0024] In some embodiments, the method further includes the following operations.
[ 0025] In response to that a recognition result obtained by recognizing a game event

and/or a game object in a game platform image satisfies an automatic switching condition
and the current game state is different from a target game status corresponding to the
automatic switching condition, the manual status switching request of the game platform
is acquired, the target game status corresponding to the manual switching request being

as same as the target game status corresponding to the automatic switching condition.
[ 0026] In some embodiments, the method further includes the following operations.

[ 0027] In a case where the first game stage is over according to the recognition result,
it is determined that the recognition result satisfies the automatic switching condition, the
target game status corresponding to the automatic switching condition being a status
corresponding to the second game stage; the first game stage is the first game stage after
the game is started, and the second game stage is not the first game stage after the game

is started.

[ 0028] In some embodiments, the current game status represents the status
corresponding to the second game stage, and the second game stage is not the first game

stage after the game is started.

[ 0029] The method further includes the following operations. In a case where it is
determined that an abnormal game event occurs and/or the status of the game object is
abnormal according to the recognition result, it is determined the automatic switching
condition according to the recognition result, the target game status corresponding to the

automatic switching condition being the game halt status.
[ 0030] In some embodiments, the method further includes the following operations.

[ 0031] In a case where the second game stage is over according to the recognition



result, it is determined that the recognition result satisfies the automatic switching
condition, the target game status corresponding to the automatic switching condition
being a status corresponding to the first game stage, wherein the first game stage is the
first game stage after the game is started, and the second game stage is the last game

stage after the game is started.

[ 0032] The embodiments of the disclosure further provide a status switching

apparatus, the apparatus including a determination module and a processing module.

[ 0033] The determination module is configured to, in response to that a manual status
switching request to a game platform is acquired, determine a current game status of the

game platform.

[ 0034] The processing module is configured to, in response to that the current game
status satisfies a switching condition corresponding to the manual status switching
request, switch the game status of the game platform from the current game status to a

target game status corresponding to the manual status switching request.

[ 0035] The embodiments of the disclosure further provide an edge computing device,
the edge computing device including a processor and a memory configured to store a

computer program capable of running on the processor.

[ 0036] The processor is configured to run the computer program to execute the any

one status switching method.

[ 0037] The embodiments of the disclosure further provide a computer readable
storage medium, having a computer program stored therein, wherein any one status

switching method is realized when the computer program is executed by the processor.

[ 0038] In the status switching method and apparatus, the edge computing device and
the computer storage medium provided by the embodiments of the disclosure, the method
includes the following operations. In response to that a manual status switching request
to a game platform is acquired, a current game status of the game platform is determined.
In response to that the current game status satisfies a switching condition corresponding

to the manual status switching request, the game status of the game platform is switched



from the current game status to a target game status corresponding to the manual status

switching request.

[ 0039] It can be seen that in the embodiments of the disclosure, the current game
status of the game platform may be switched according to the manual status switching
request of the game platform. As the manual status switching request of the game
platform may reflect an actual status switching demand, the game status of the game
platform may be switched accurately according to the manual status switching request of

the game platform, such that the game may run normally and sequentially.

[ 0040] It is to be understood that the above general descriptions and detailed
descriptions below are only exemplary and explanatory but not intended to limit the

present disclosure.

BRIEF DESCRIPTION OF THE DRAWINGS

[ 0041] The accompanying drawings, which are incorporated in and constitute a part of
this specification, illustrate embodiments consistent with the disclosure and, together

with the specification, serve to describe the technical solutions of the disclosure.

[ 0042] FIG. 1 is a flowchart of a status switching method of an embodiment of the
disclosure.
[ 0043] FIG. 2 is another flowchart of a status switching method of an embodiment of

the disclosure.

[ 0044] FIG. 3 is further another flowchart of a status switching method of an

embodiment of the disclosure.

[ 0045] FIG. 4 is a schematic structural diagram of a status switching apparatus of an

embodiment of the disclosure.

[ 0046] FIG. 5 is a schematic structural diagram of an edge computing device of an

embodiment of the disclosure.



DETAILED DESCRIPTION

[ 0047] The disclosure will further be described below in combination with the
drawings and the embodiments in detail. It is to be understood that the embodiments
provided herein are only adopted to explain the disclosure and not intended to limit the
disclosure. In addition, the embodiments provided below are not all embodiments
implementing the disclosure but part of embodiments implementing the disclosure, and
the technical solutions recorded in the embodiments of the disclosure may be freely

combined for implementation without conflicts.

[ 0048] It is to be noted that, in the embodiments of the disclosure, terms "include" and
"contain" or any other variant thereof is intended to cover nonexclusive inclusions herein,
so that method or device including a series of elements not only includes those clearly
recorded elements but also includes other elements which are not clearly listed or further
includes intrinsic elements for implementing the method or the device. Under the
condition of no more limitations, an element defined by a statement "including a/an......
does not exclude existence of another related element in a method or device including the
element (for example, step in the method or a unit in the device, the unit may be, for

example, part of a circuit, part of a processor and part of a program or software).

[ 0049] For example, a status switching method provided in the embodiments of the
disclosure includes a series of steps, but the status switching method provided in the
embodiments of the disclosure is not limited to the recorded steps. Similarly, a status
switching device provided in the embodiments of the disclosure includes a series of
modules, but the device provided in the embodiments of the disclosure is not limited to
include the clearly recorded modules and may further include a module required to be
arranged when related information is acquired or processing is performed based on

information.

[ 0050] In the disclosure, term "and/or" is only an association relationship describing
associated objects and represents that three relationships may exist. For example, A

and/or B may represent three conditions: i.e., independent existence of A, existence of



both A and B and independent existence of B. In addition, term "at least one" in the
disclosure represents any one of multiple or any combination of at least two of multiple.
For example, including at least one of A, B and C may represent including any one or

more elements selected from a set formed by A, B and C.

[ 0051] The embodiments of the disclosure may be applied to an edge computing
device in a game scene, and may be operated together with numerous other universal or
dedicated computing system environments or configurations. Here, the edge computing
device may be a thin client, a thick client, a handheld or laptop device, a microprocessor-
based system, a set-top box, a programmable consumer electronic product, a network

personal computer, a minicomputer system, etc.

[ 0052] The edge computing device may include a program module that executes an
instruction. Under a normal condition, the program module may include a routine, a
program, a target program, a component, a logic, a data structure and the like, and they
execute specific tasks or implement specific abstract data types. The computer
system/server may be implemented in a distributed cloud computing environment, and in
the distributed cloud computing environment, tasks are executed by a remote processing
device connected through a communication network. In the distributed cloud computing
environment, the program module may be in a storage medium of a local or remote

computer system including a storage device.

[ 0053] The edge computing device may be interacted with a service-side device in
data, for example, the service-side device may send data to the edge computing device by
calling the edge computing device, and the edge computing device may process the
received data after receiving the data from the service-side device via a corresponding
interface. The edge computing device may further send the data to the service-side
device. Here, the service-side device may be a small computer system, a large computer
system, a distributed cloud computing technical environment including any

abovementioned systems and etc.

[ 0054] An application scene of the embodiments of the disclosure will be exemplarily

described below.



[ 0055] In the game scene, a running state of each game may be monitored through a

computer vision processing technology.

[ 0056] In some embodiments, the game in the game scene may be poker or other
games on a game platform. No limits are made thereto in the embodiments of the

disclosure.

[ 0057] In the embodiments, Computer Vision (CV), as a science researching how to
make machines "see", refers to a technology of identifying, tracking, and measuring
targets using video cameras and computers instead of human eyes, and further
performing image processing. In a game process, three cameras may be used to detect
what happens on the game platform for further analysis. The game platform may be a

physical tabletop platform or another physical platform.

[ 0058] FIG. 1 is a flowchart of a status switching method according to an embodiment

of the disclosure. As shown in FIG. 1, the flow may include the following operations.

[ 0059] In S101, in response to that a manual status switching request to a game

platform is acquired, a current game status of the game platform is determined.

[ 0060] In the embodiments of the disclosure, the manual status switching request is
used for requiring changing the current game status of the game platform. Exemplarily,
the service-side device may receive the manual status switching request and send the
manual status switching request to the edge computing device by calling the interface of

the edge computing device.

[ 0061] In some embodiments, the manual status switching request of the game
platform sent by a game management system may be acquired, and the game
management system is in response to a manual status switching operation of a game

manager to generate the manual status switching request.

[ 0062] In some embodiments, the game management system is located in the service-
side device, the service-side device may be interacted with a locally arranged electronic
device of the game platform in data, the electronic device is provided with a status button

or other input apparatuses for a user to input a status switching instruction, and after



receiving the status switching instruction input by the user, the electronic device may

send the manual status switching request to the service-side device.

[ 0063] In the embodiments, the manual status switching request is used for requiring
the game status of the game platform switched. Correspondingly, the status switching
request further carries the corresponding target game status. The service-side device may
call the interface corresponding to the target game status on the edge computing device
according to the target game status corresponding to the manual status switching request
and send the manual status switching request to the edge computing device via the
interface corresponding to the target game. Here, the interface corresponding to one

target game status may be either an interface or a plurality of interfaces.

[ 0064] In the embodiments of the disclosure, various game statuses of the game
platform may be determined for the game type in the game platform. The current game
status of the game platform may be one game status of the various game statuses.
Exemplarily, various game statuses of the game platform may include an initial status
representing that the game is not started, a status corresponding to a first game stage, a

status corresponding to a second game stage, game halt status and etc.

[ 0065] The initial status representing that the game is not started represents the game
status of the game platform electrified when the game is not started; the status after the
game is started may be divided into the status corresponding to the first game stage, the
status corresponding to the second game stage and the like according to a time sequence.
Here, the first game stage represents the first game stage after the game is started, and the
second game stage represents not the first game stage after the game is started.
Exemplarily, the second game stage may be one game stage or may include a plurality of
game stages. The game halt status represents a status in which the game may not run
normally as a result of abnormal game events and/or the status of the game object is
abnormal. In some embodiments, whether the abnormal game events occur and/or the
status of the game object is abnormal or not may be determined according to the

recognition result of the image of the game platform.

[ 0066] In some embodiments, the current game status of the game platform may be

represented on the locally arranged electronic device of the game platform. Exemplarily,
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different game statuses may be represented by different colors or characters.

[ 0067] In some embodiments, the current game status of the game platform may be
stored, for example, the current game status of the game platform may be stored to a
remote dictionary server (Redis) storage system, Redis is a key-value pair storage system
written by Salvatore Sanfilippo, which is a cross-platform non-relationship database, and
Redis is a distributed open source a key-value storage database which is compiled by
American national standards institute (ANSI) C Language, complies with Berkeley
Software Distribution (BSD) protocol, supports a network and may be based on a
memory with optional persistence, and provides application programming interfaces

(API) of various languages.

[ 0068] In 102, in response to that the current game status satisfies a switching
condition corresponding to the manual status switching request, the game status of the
game platform is switched from the current game status to a target game status

corresponding to the manual status switching request.

[ 0069] In the embodiments of the disclosure, in a case where the edge computing
device receives the manual status switching request, it may be in response to the manual
status switching request. A responsive result to the manual status switching request may
be rejection of the manual status switching request or status switching according to the
manual status switching request. A responsive result to the manual status switching
request is that in a case where the status is switched according to the manual status
switching request, the game status of the game platform may be switched from the
current game status to the target game status according to the manual status switching

request.

[ 0070] The manual status switching request may be sent by user equipment connected
with the edge computing device. In an actual scene, the game manager may manage a
game progress by operation by the user equipment. in a case where in the game process,
the game status of the game platform may not be switched automatically or a program for
switching the game status is mistaken as a result of abnormal events, the manager may
operate status switching on the user equipment manually, that is, send the manual status

switching request to switch the game platform to a correct game status.
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[ 0071] Exemplarily, after the game status of the game platform is switched from the
current game status to the target game status, the electronic device may further represent
the target game status, and the current game status may be updated in the Redis storage

system.

[ 0072] In practical applications, S101 to S102 may be implemented using a processor
in the edge computing device. The processor may be at least one of an Application
Specific Integrated Circuit (ASIC), a Digital Signal Processor (DSP), a Digital Signal
Processing Device (DSPD), a Programmable Logic Device (PLD), a Field-Programmable
Gate Array (FPGA), a Central Processing unit (CPU), a controller, a microcontroller, or a

Mmicroprocessor.

[ 0073] It can be seen that in the embodiments of the disclosure, the current game
status of the game platform may be switched according to the manual status switching
request of the game platform. As the manual status switching request of the game
platform may reflect an actual status switching demand, the game status of the game
platform may be switched accurately according to the manual status switching request of

the game platform, such that the game may run normally and sequentially.

[ 0074] In some embodiments, the implementation mode of S102 may include the
following operations. The target interface called by the manual status switching request is
determined. In a case where the current game status satisfies a preset switching condition
corresponding to the target interface, the game status of the game platform is switched
from the current game status to the target game status corresponding to the manual status

switching request.

[ 0075] Here, the target interface called by the manual status switching request may be
a pre-appointed interface. The pre-appointed interface may include at least one interface.
Each interface in the at least one interface corresponds to one switching mode of the

game status, and different interfaces may different in switching modes of the game status.

[ 0076] In the embodiments of the disclosure, the switching mode of the game status
corresponding to the target interface may be determined according to the type of the

target interface called by the manual status switching request. in a case where the current

12



game state of the game platform is matched with the switching mode of the game status
corresponding to the target interface, it may be considered that the current game status of
the game platform satisfies the preset switching condition corresponding to the target
interface. in a case where the current game state of the game platform is not matched
with the switching mode of the game status corresponding to the target interface, it may
be considered that the current game status of the game platform does not satisfy the

preset switching condition corresponding to the target interface.

[ 0077] Exemplarily, the switching mode of the game status corresponding to the target
interface is to switch a game status D to a game status E. in a case where the current
game state of the game platform is the game status D, the current game state of the game
platform is matched with the switching mode of the game status corresponding to the
target interface, and the current game status of the game platform satisfies the preset
switching condition corresponding to the target interface. in a case where the current
game state of the game platform is not the game status D, it illustrates that the current
game state of the game platform is not matched with the switching mode of the game
status corresponding to the target interface, the current game status of the game platform

does not satisfy the preset switching condition corresponding to the target interface.

[ 0078] It is to be understood that in a case where the current game status satisfies a
preset switching condition corresponding to the target interface, the game status of the
game platform is switched from the current game status to the target game status, which

is beneficial to switching of the game status accurately.

[ 0079] In some embodiments, in a case where the target interface is a first interface
and the current game status is in an initial status when a game is not started, the current
game status satisfying the preset switching condition corresponding to the target interface
is determined, the first interface being called in response to the first status switching
request, the first status switching request being used for requiring to switch the current
game status of the game platform to a status corresponding to a first game stage, and the

first game stage being a first game stage after the game is started.

[ 0080] The target game status is determined as a status corresponding to the first game

stage.
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[ 0081] In the embodiments of the disclosure, after the game platform is started to be
electrified, the current game status of the game platform is the initial status when the

game is not started.

[ 0082] In a case where the edge computing device receives the first status switching
request via the first interface, the edge computing device may judge whether the current
game status of the game platform is the initial status when the game is not started. If the
current game status of the game platform is the initial status when the game is not started,
it may be determined that the target game status is the status corresponding to the first
game stage, such that the current game status of the game platform is switched to the
status corresponding to the first game stage. If the current game status of the game
platform is not the initial status when the game is not started, the first status switching
request may be rejected and an error code (Error Code) representing that the first status

switching request is rejected is sent to the service-side device.

[ 0083] It can be seen that in a case where the target interface is a first interface and the
current game status is in an initial status when a game is not started, the initial status
when a game is not started may be switched to the status corresponding to the first game

stage accurately.

[ 0084] In some embodiments, in a case where the target interface is a second interface
and the current game status is the status corresponding to the first game stage, it is
determined that the current game status satisfies the preset switching condition
corresponding to the target interface, the second interface being called in response to the
second status switching request, and the second status switching request being used for
requiring to switch the current game status of the game platform to the initial status when

the game is not started.

[ 0085] The target game status is determined as the initial status when the game is not
started.
[ 0086] In a case where the edge computing device receives the second status

switching request via the second interface, the edge computing device may judge whether

the current game status of the game platform is the status corresponding to the first game
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stage. If the current game status of the game platform is the status corresponding to the
first game stage, it may be determined that the target game status is the initial status when
the game is not started, such that the current game status of the game platform is
switched to the initial status when the game is not started. If the current game status of
the game platform is not the status corresponding to the first game stage, the second
status switching request may be rejected and an error code representing that the second

status switching request is rejected is sent to the service-side device.

[ 0087] It can be seen that in a case where the target interface is a second interface and
the current game status represents the game status corresponding to the first stage after
the game is started, the status corresponding to the first game stage may be switched to

the initial status when the game is not started accurately.

[ 0088] In some embodiments, in a case where the target interface is the third interface
and the current game status of the game platform is the game halt status, is may
determine that the current game status satisfies the preset switching condition
corresponding to the target interface. The third interface is called in response to the third
status switching request, and the third status switching request is used for requiring to
switch the current game status of the game platform to the status corresponding to the

second game stage. The second game stage is not the first game stage after the game is

started.

[ 0089] The target game status is determined as a status corresponding to the second
game stage

[ 0090] In the embodiments of the disclosure, in a case where the edge computing

device receives the third status switching request via the third interface, the edge
computing device may judge whether the current game status of the game platform is the
game halt status. If the current game status of the game platform is the game halt status, it
may be determined that the target game status is the status corresponding to the second
game stage, such that the current game status of the game platform is switched to the
status corresponding to the second game stage. If the current game status of the game
platform is not the game halt status, the third status switching request may be rejected

and an error code representing that the third status switching request is rejected is sent to
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the service-side device.

[ 0091] It can be seen that in a case where the target interface is the third interface and
the current game status is in the game halt status, the game halt status may be switched to

the status corresponding to the second game stage accurately.

[ 0092] In some embodiments, in a case where the target interface is the fourth
interface and the current game status of the game platform represents the game halt
status, it may determine that the current game status satisfies the preset switching
condition corresponding to the target interface. The fourth interface is called in response
to the fourth status switching request, and the fourth status switching request is used for
requiring to switch the current game status of the game platform to the status

corresponding to the first game stage.

[ 0093] In the embodiments of the disclosure, in a case where the edge computing
device receives the fourth status switching request via the fourth interface, the edge
computing device may judge whether the current game status of the game platform is the
game halt status. If the current game status of the game platform is the game halt status, it
may be determined that the target game status is the status corresponding to the first
game stage, such that the current game status of the game platform is switched to the
status corresponding to the first game stage. If the current game status of the game
platform is not the game halt status, the fourth status switching request may be rejected
and an error code representing that the fourth status switching request is rejected is sent

to the service-side device.

[ 0094] It can be seen that in a case where the target interface is the fifth interface and
the current game status is in the game halt status, the game halt status may be switched to

the status corresponding to the first game stage accurately.

[ 0095] In some embodiments, a game event and/or game object in the image of the
game platform may be recognized to obtain a corresponding recognition result; in
response to that a recognition result obtained by recognizing a game event and/or a game
object in a game platform image satisfies an automatic switching condition and the

current game state is different from a target game status corresponding to the automatic
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switching condition, the manual status switching request of the game platform is
acquired, the target game status corresponding to the manual switching request being as

same as the target game status corresponding to the automatic switching condition.

[ 0096] In the embodiments of the disclosure, the game platform image may include
one frame of the image or multiple frames of the image. In the embodiment of the
disclosure, a game platform may be shot using at least one camera to obtain video data or
image data, and then the at least one frame of game platform image is acquired from the
video data or the image data. In some embodiments, the camera that shoots the game
platform may be a camera that is located over the game platform and configured to shoot
a plan-view image of the game platform, or may be a camera for shooting the game
platform from another view. Correspondingly, each frame of game platform image may
be the plan-view image or a game platform image of the other view. In some other
embodiments, each frame of game platform image may also be an image obtained by
performing fusion processing on the plan-view image and the game platform image of

the other view.

[ 0097] After the game platform image is obtained, the game event and/or game object
in the game platform image may be recognized to obtain the corresponding recognition

result.

[ 0098] Exemplarily, after the game platform image is obtained, the game platform
image may be detected through a computer vision processing technology to obtain the
detection result of the game platform image. In some embodiments, each frame of game
platform image may be detected to obtain a target object in each frame of game platform
image. The target object at least includes a money substitute. Exemplarily, the target
object may further include a marker of the game platform, a human body, and a playing
card. The human body in the target object may include the whole human body, or may
include part of the human body such as a hand and the face. The playing card in the

target object may be a playing card of a type such as spade, heart, diamond, and club.

[ 0099] After the target object in each frame of image is obtained, a corresponding
recognition result may be determined based on the target object in each frame of image.

The recognition result may include at least one of human body information, game article
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information and money substitute information. For example, in a case where the game
object includes human body, the recognition result includes a human body position, a
human body identity, a human body size or other information. In a case where the game
object includes a game article, the recognition result includes information such as a type
of the game article, a position of the game article and a quantity of the game article. In a
case where the game object includes the money substituent, the recognition result
includes information such as the quantity of the money substituent and the position of the

money substituent.

[ 00100] In some embodiments, the game event in the game platform image may be
determined according to the recognition result of the game object in the game platform

image.

[ 00101] It is to be understood that the current game state of the game platform is
usually related to the game object and/or the game event, and therefore, whether the
automatic switching condition is met or not may be judged accurately according to the
recognition result obtained by recognizing the game event and/or the game object in the
game platform image. If not, the current game state is kept unchanged. If so, the game
status of the game platform is switched automatically according to the target game status

corresponding to the automatic switching condition.

[ 00102] In some embodiments, services such as data analyzing service (DAS) may be
at least used for analyzing the recognition result. Whether the current game status needs
to be switched or not may be judged and the target game status is determined in a case
where it is necessary to switch the current game status by subscribing the topic message

corresponding to the message-oriented middleware RocketMQ in services such as DAS.

[ 00103] Here, the message-oriented middleware RocketMQ is a distributed open source
message queue of a queue model. The topic of the Topic message is used for definition
and is configured at one end of the server, and the consumer may subscribe according to
the topic of the message, such that the message may be classified. The data analyzing
service may process data for different business logics to send some warning or normal

data emerging in the game process to the message-oriented middleware RocketMQ.
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[ 00104] It is to be understood that by subscribing the topic message corresponding to
the message-oriented middleware RocketMQ in services such as DAS, it is favorable to
switch the game status of the game platform from the current game status to the target
game status, which is beneficial to satisfaction of the timeliness requirement on the game

status.

[ 00105] In the embodiments of the disclosure, in response to that a recognition result
obtained by recognizing a game event and/or a game object in a game platform image
satisfies an automatic switching condition and the current game state is different from a
target game status corresponding to the automatic switching condition, it illustrates that
the game status of the game platform may not be switched to the target status according
to the requirement. Under the condition, it is necessary to switch the game status
manually. Exemplarily, the manual status switching request of the game platform may be
received, and the target game status corresponding to the manual switching request is as

same as the target game status corresponding to the automatic switching condition.

[ 00106] After the manual switching request is received, the game status may be

switched manually according to the abovementioned content.

[ 00107] In some embodiments, in a case where the first game stage is over according to
the recognition result, it is determined that the recognition result satisfies the automatic
switching condition, the target game status corresponding to the automatic switching

condition being a status corresponding to the second game stage.

[ 00108] Herein, in a case where it is determined that the first game stage is not over
according to the recognition result, the current game status of the game platform may be

kept unchanged.

[ 00109] Exemplarily, in the playing card game, in a case where the first playing card is
recognized in a preset target area of the game plate, it is determined that the first game
stage is over, the preset target area representing that the playing cards are allowed to fall

into the area in the game process.

[ 00110] It can be seen that in a case where the first game stage is over, if the game

status of the game platform may not be switched to the status corresponding to the
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second game stage automatically, the game status of the game platform may be switched
to the status corresponding to the second game stage in a manual switching mode, which

satisfies the actual demand.

[ 00111] In some embodiments, the current game status of the game platform represents
the status corresponding to the second game stage. In a case where it is determined that
an abnormal game event occurs and/or the status of the game object is abnormal
according to the recognition result, the automatic switching condition according to the
recognition result is determined, the target game status corresponding to the automatic

switching condition being the game halt status.

[ 00112] Here, in a case where an abnormal game event is not determined and/or the
status of the game object is not abnormal, the current game status of the game platform

may be kept unchanged.

[ 00113] Exemplarily, in a case where the behavior of the game participant is the preset

abnormal behavior, the abnormal game event is determined.

[ 00114] It can be seen that in a case where an abnormal game event is not determined
and/or the status of the game object is not abnormal, if the game status of the game
platform may not be switched to the status corresponding to the game halt stage
automatically, the game status of the game platform may be switched to the status
corresponding to the game halt status in a manual switching mode, which satisfies the

actual demand.

[ 00115] In some embodiments, the current game status of the game platform represents
the status corresponding to the second game stage, and the second game stage represents

the last game stage after the game is started.

[ 00116] Correspondingly, in a case where the second game stage is over according to
the recognition result, it is determined that the recognition result satisfies the automatic
switching condition, the target game status corresponding to the automatic switching
condition being a status corresponding to the first game stage. Herein, in a case where it
is determined that the second game stage is not over according to the recognition result,

the current game status of the game platform may be kept unchanged.
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[ 00117] It can be seen that in a case where the second game stage is over, it illustrates
that the game is over, if the game status of the game platform may not be switched to the
status corresponding to the first game stage automatically, the game status of the game
platform may be switched to the status corresponding to the first game stage in a manual

switching mode so as to start the next game, which satisfies the actual demand.

[ 00118] The embodiments of the disclosure will be exemplarily described below in
combination with an application scene. In the application scene, the game scene is an
intelligent casino scene, the game platform is a gaming table, and the money substitute is
a chip. The edge computing device may be arranged on the game table locally, the
service-side device is the Casino Management System (CMS), and in an electronic
device locally arranged on the game platform, there are a button for displaying the game
status and a button for switching the game status manually. The electronic device locally
arranged on the game platform and the CMS form a communication connection and the

CMS and the edge computing device form a communication connection.

[ 00119] The intelligent casino scene may be poker. Running stages of poker may
include an idle stage, a betting stage, a gaming stage, a payout stage, and a halt stage. The
idle status is the initial state when the game is not started, the betting status is the status
corresponding to the first game stage, and the gaming status and the payout status are the

state corresponding to the second game stage.

[ 00120] Here, the betting status represents the game status corresponding to the betting
stage before the dealer deals the cards; the dealing status represents the game status
corresponding to the dealer dealing stage; the payout status represents the game status
corresponding to payout or money collection stage of the dealer after the result of playing
card game is obtained; if a card dealing operation of the dealer violates a game rule or a
regulation of the casino (whether the card dealing operation of the dealer complies with
the game rule or the casino regulation by recognizing the behavior of the dealer), the
game status shall be switched to the halt status. Exemplarily, after the game status is
switched to the halt status, the edge computing device may send warning information to
the service-side device timely, and the service-side device may send the warning

information to the local electronic device of the gaming table, which is beneficial to
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achievement of normal order operation of the game.

[ 00121] Exemplarily, poker may be Baccarat or another type of game. In a Baccarat
scene, the dealer draws four to six cards from three to eight decks of shuffled cards, and a
win-lose result may be obtained according to a rule. The win-lose result may include: the
player, the banker, TIE, super six, etc. Gained or paid money of the player and the casino
is calculated according to the win-lose result of each round of game, payout ratios in
different scenes, and whether to take commissions. There are certain rules for card
dealing of the dealer and peeking of the player, and if the rules are broken, the

monitoring system needs to output warning information.

[ 00122] Referring to FIG. 2 and FIG. 3, after the edge computing device is started and

electrified, the game status of the game table is in the idle status.

[ 00123] A dealer adjusts a button status of the electronic device manually. The
electronic device sends a first status switching request to CMS, the CMS sends the fourth
status switching request to the edge computing device by calling a /vl/game state/betting
interface which is the first interface. After receiving the first status switching request, the
edge computing device judges whether the current game status is the idle status or not, if
yes, the current game status is switched to a betting status, and the play can bet after the
current game status is switched to the betting status, and if the current game status is not
the idle status is not empty, the first status switching request is rejected and a

corresponding error code is sent to the CMS.

[ 00124] Referring to FIG. 2, the dealer adjusts a button status of the electronic device
manually. The electronic device sends a second status switching request to CMS, the
CMS sends the fourth status switching request to the edge computing device by calling a
/vl/game_state/idle interface which is the second interface. After receiving the second
status switching request, the edge computing device judges whether the current game
status is the betting status or not, if yes, the current game status is switched to an idle
status and if not, the second status switching request is rejected and a corresponding error

code is sent to the CMS.

[ 00125] Referring to FIG. 2 and FIG. 3, whether the dealer deals the first playing card
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or not may be judged according to the recognition result of the game table image. If the
dealer does not deal the first playing card, the current game status is kept unchanged. If
the dealer deals the first playing card, it illustrates that the betting process of the game is
over, and at the moment, the edge computing device may switch the game status of the

game platform from the betting status to the dealing status.

[ 00126] Referring to FIG. 2, whether the abnormal game event occurs or not may be
judged according to the recognition result of the game table image. If so, the warning
information is sent and the game status of the game platform is switched from the dealing

status to the game halt status. If not, the current game status may be kept unchanged.

[ 00127] Exemplarily, whether operation of the deal is mistaken or not may be judged
according to the recognition result of the game table image. If so, the abnormal game

event is determined.

[ 00128] Exemplarily, referring to FIG. 3, whether the game result is obtained may be
judged according to the recognition result of the game table image. If not, whether the
playing card is in the preset target area or not may be judged according to the
recognitions result of the game table image. If the playing card is not in the preset target
area, it is determined that the abnormal game event occurs. If the playing card is in the

preset target area, it may be determined that the abnormal game event does not occur.

[ 00129] Referring to FIG. 3, in a case where the game result is determined according to
the recognition result of the game table image, whether the transaction sequence of the
game is correct or not may be judged according to the recognition result of the game
table image. If the transaction sequence of the game is incorrect, it may be determined

that the abnormal game event occurs.

[ 00130] Referring to FIG. 2, the dealer adjusts a button status of the electronic device
manually. The electronic device sends a third status switching request to CMS, the CMS
sends the third status switching request to the edge computing device by calling a
/vl/game_state/resume interface which is the fourth interface. After receiving the third
status switching request, the edge computing device judges whether the current game

status is the game halt status or not, if yes, the current game status is switched to a
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dealing status and if not, the third status switching request is rejected and a corresponding

error code is sent to the CMS.

[ 00131] In a case where the current game status represents the dealing status, whether
the dealing stage is over or not may be judged according to the recognition result of the
game table image. If the dealing stage is over, the edge computing device may switch the
game status of the game platform from the dealing status to the payout status. If the

dealing stage is not over, the current game status may be kept unchanged.

[ 00132] Exemplarily, referring to FIG. 2, whether the game result is obtained or not
may be judged according to the recognition result of the game table image. In a case
where the game result is obtained, it may be considered that the dealing stage is over, and
therefore, the game status of the game platform may be switched from the dealing status

to the payout status.

[ 00133] Exemplarily, referring to FIG. 3, in a case where the game result is determined
according to the recognition result of the game table image, whether the transaction
sequence of the game is correct or not may be judged according to the recognition result
of the game table image. If so, it may be determined that the dealing stage is over, and
therefore, the game status of the game platform may be switched from the dealing status

to the payout status.

[ 00134] Referring to FIG. 2, in a case where the current game status is the payout
status, whether the abnormal game event occurs or not may be judged according to the
recognition result of the game table image. If so, the warning information is sent and the
game status of the game platform is switched from the dealing status to the game halt

status. If not, the current game status may be kept unchanged.

[ 00135] Referring to FIG. 2, the dealer adjusts a button status of the electronic device
manually. The electronic device sends a third status switching request to CMS, the CMS
sends the third status switching request to the edge computing device by calling the third
interface. After receiving the third status switching request, the edge computing device
judges whether the current game status is the game halt status or not, if yes, the current

game status is switched to a payout status and if not, the third status switching request is
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rejected and a corresponding error code is sent to the CMS.

[ 00136] In a case where the current game status represents the payout status, whether
the payout stage is over or not may be judged according to the recognition result of the
game table image. If the payout stage is over, the edge computing device may switch the
game status of the game platform from the payout status to the betting status. Thus, a new
round of game is started and the player may bet. If the payout stage is not over, the

current game status may be kept unchanged.

[ 00137] Exemplarily, information of playing cards, boxes placing chips and human
hands may be determined according to the recognition result of an image of a gambling
table. In a case where the playing cards disappear from a preset target region, the
positions of the boxes placing the chips are not changed, and the human hands appear in
a preset region of abandoned playing cards, it may be considered that a payout stage is

over.

[ 00138] Referring to FIG. 2 and FIG. 3, a dealer adjusts a button status of the electronic
device manually. The electronic device sends a fourth status switching request to CMS,
the CMS sends the fourth status switching request to the edge computing device by
calling a vl/game_state/void interface which is the fourth interface. After receiving the
fourth status switching request, the edge computing device judges whether the current
game status is the game halt status or not, if yes, the current game status is switched to a
betting status and if not, the fourth status switching request is rejected and a

corresponding error code is sent to the CMS.

[ 00139] The status switching method of the embodiments of the disclosure may be used
for switching the game statuses of various poker games and has the characteristics of low

cost, simple implementation and high precision.

[ 00140] It can be understood by those skilled in the art that, in the method of the
specific implementation modes, the writing sequence of each step does not mean a strict
execution sequence and is not intended to form any limit to the implementation process
and a specific execution sequence of each step should be determined by functions and

probable internal logic thereof.
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[ 00141] Based on the status switching method provided by the abovementioned

embodiments, the embodiments of the disclosure provide a state switching apparatus.

[ 00142] FIG. 4 is a composition structure schematic diagram of a status switching
apparatus of an embodiment of the disclosure. As shown in FIG. 4, the apparatus may

include a determination module 401 and a processing module 402.

[ 00143] The determination module 401 is configured to, in response to that a manual
status switching request to a game platform is acquired, determine a current game status

of the game platform.

[ 00144] The processing module 402 is configured to, in response to that the current
game status satisfies a switching condition corresponding to the manual status switching
request, switch the game status of the game platform from the current game status to a

target game status corresponding to the manual status switching request.

[ 00145] In some embodiments, the processing module 402 is specifically configured to
determine the target interface called by the manual status switching request, and in a case
where the current game status satisfies a preset switching condition corresponding to the
target interface, to switch the game status of the game platform from the current game

status to the target game status corresponding to the manual status switching request.
[ 00146] In some embodiments, the processing module 402 is further configured to:

[ 00147] in a case where the target interface is a first interface and the current game
status is in an initial status when a game is not started, determine that the current game
status satisfies the preset switching condition corresponding to the target interface, the
first interface being called in response to the first status switching request, the first status
switching request being used for requiring to switch the current game status of the game
platform to a status corresponding to a first game stage, and the first game stage being a

first game stage after the game is started, and

[ 00148] determine that the target game status is a status corresponding to the first game

stage.
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[ 00149] In some embodiments, the processing module 402 is further configured to:

[ 00150] in a case where the target interface is a second interface and the current game
status is in a status corresponding to the first game stage, determine that the current game
status satisfies the preset switching condition corresponding to the target interface, the
second interface being called in response to the second status switching request, the
second status switching request being used for requiring to switch the current game status
of the game platform to the initial status when the game is not started, and the first game

stage being the first game stage after the game is started, and

[ 00151] determine that the target game status is the initial status when the game is not
started.

[ 00152] In some embodiments, the processing module 402 is configured to:

[ 00153] in a case where the target interface is a third interface and the current game

status is in a game halt status, determine that the current game status satisfies the preset
switching condition corresponding to the target interface, the third interface being called
in response to the third status switching request, the third status switching request being
used for requiring to switch the current game status of the game platform to a status

corresponding to a second game stage, and

[ 00154] determine that the target game status is a status corresponding to the second

game stage, and the second game stage is not the first game stage after the game is

started.
[ 00155] In some embodiments, the processing module 402 is configured to:
[ 00156] in a case where the target interface is a fourth interface and the current game

status is in the game halt status, determine that the current game state satisfies the preset
switching condition corresponding to the target interface, the fourth interface being called
in response to the fourth status switching request, the fourth status switching request
being used for requiring to switch the current game state of the game platform to a status
corresponding to a first game stage, and the first game stage being a first game stage after

the game is started, and
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[ 00157] determine that the target game status is a status corresponding to the first game

stage.

[ 00158] In some embodiments, the termination module 401 is further configured to
acquire the manual status switching request of the game platform sent by a game
management system, the game management system being in response to a manual status

switching operation of a game manager to generate the manual status switching request.
[ 00159] In some embodiments, the processing module 402 is further configured to:

[ 00160] in response to that a recognition result obtained by recognizing a game event
and/or a game object in a game platform image satisfies an automatic switching condition
and the current game state is different from a target game status corresponding to the
automatic switching condition, acquire the manual status switching request of the game
platform, the target game status corresponding to the manual switching request being as

same as the target game status corresponding to the automatic switching condition.
[ 00161] In some embodiments, the processing module 402 is further configured to:

[ 00162] in a case where the first game stage is over according to the recognition result,
determine that the recognition result satisfies the automatic switching condition, the
target game status corresponding to the automatic switching condition being a status
corresponding to the second game stage; the first game stage is the first game stage after
the game is started, and the second game stage is not the first game stage after the game

is started.

[ 00163] In some embodiments, the current game status represents the status
corresponding to the second game stage, and the second game stage is not the first game

stage after the game is started.

[ 00164] The processing module 402 is further configured to, in a case where an
abnormal game event is determined and/or the status of the game object is abnormal
according to the recognition result, determine the automatic switching condition
according to the recognition result, the target game status corresponding to the automatic

switching condition being the game halt status.
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[ 00165] In some embodiments, the processing module 402 is configured to:

[ 00166] in a case where the second game stage is over according to the recognition
result, determine that the recognition result satisfies the automatic switching condition,
the target game status corresponding to the automatic switching condition being a status
corresponding to the first game stage, wherein the first game stage is the first game stage
after the game is started, and the second game stage is the last game stage after the game

is started.

[ 00167] In practical applications, the determination module 401 and the processing
module 402 may be implemented using a processor in an edge computing device. The
processor may be at least one of an ASIC, a DSP, a DSPD, a PLD, an FPGA, a CPU, a

controller, a microcontroller, or a microprocessor.

[ 00168] In addition, each function module in the embodiment may be integrated into a
processing unit, each unit may also exist independently, and two or more than two units
may also be integrated into a unit. The integrated unit may be implemented in a hardware

form and may also be implemented in form of software function module.

[ 00169] When implemented in form of software function module and sold or used not
as an independent product, the integrated unit may be stored in a computer-readable
storage medium. Based on such an understanding, the technical solution of the
embodiment substantially or parts making contributions to the conventional art or all or
part of the technical solution may be embodied in form of software product, and the
computer software product is stored in a storage medium, including a plurality of
instructions configured to enable a computer device (which may be a personal computer,
a server, a network device, etc.) or a processor to execute all or part of the steps of the
method in the embodiment. The abovementioned storage medium includes: various
media capable of storing program codes such as a U disk, a mobile hard disk, a ROM, a

RAM, a magnetic disk or an optical disk.

[ 00170] Specifically, a computer program instruction corresponding to the image
processing method in the embodiments may be stored in a storage medium such as an

optical disk, a hard disk and a U disk. When the computer program instruction
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corresponding to the status switching method in the storage medium is read or executed
by an electronic device, any status switching method of the abovementioned

embodiments is implemented.

[ 00171] Based on the same technical concept of the abovementioned embodiments,
referring to FIG. 5, an electronic device 5 provided in the embodiments of the disclosure

is shown, which may include a memory 501 and a processor 502.
[ 00172] The memory 501 is configured to store a computer program and data.

[ 00173] The processor 502 is configured to execute the computer program stored in the

memory to implement any status switching method of the abovementioned embodiments.

[ 00174] In practical applications, the memory 501 may be a volatile memory such as a
RAM, or a non-volatile memory such as a ROM, a flash memory, an HDD or a Solid-
State Drive (SSD), or a combination of the memories, and provides instructions and data

for the processor 502.

[ 00175] The processor 402 may be at least one of an ASIC, a DSP, a DSPD, a PLD, an
FPGA, a CPU, a controller, a microcontroller, or a microprocessor. It can be understood
that, for different devices, other electronic components may be configured to realize
functions of the processor, and no specific limits are made in the embodiment of the

disclosure.

[ 00176] In some embodiments, functions or modules of the apparatus provided in the
embodiment of the disclosure may be configured to execute the method described in the
method embodiment and specific implementation thereof may refer to the descriptions

about the method embodiment and, for simplicity, will not be elaborated herein.

[ 00177] The above descriptions about the embodiments focus on differences between
each embodiment and the same or similar parts may refer to each other and will not be

elaborated herein for simplicity.

[ 00178] The methods disclosed in each method embodiment provided in the application

may be freely combined without conflicts to obtain new method embodiments.
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[ 00179] The characteristics disclosed in each product embodiment provided in the
application may be freely combined without conflicts to obtain new product

embodiments.

[ 00180] The characteristics disclosed in each method or device embodiment provided
in the application may be freely combined without conflicts to obtain new method

embodiments or device embodiments.

[ 00181] From the above descriptions about the implementation modes, those skilled in
the art may clearly know that the method of the abovementioned embodiments may be
implemented in a manner of combining software and a necessary universal hardware
platform, and of course, may also be implemented through hardware, but the former is a
preferred implementation mode under many circumstances. Based on such an
understanding, the technical solutions of the disclosure substantially or parts making
contributions to the conventional art may be embodied in form of software product, and
the computer software product is stored in a storage medium (for example, a ROM/RAM,
a magnetic disk and an optical disk), including a plurality of instructions configured to
enable a terminal (which may be a personal computer, a server, an air conditioner, a

network device, etc.) to execute the method in each embodiment of the disclosure.

[ 00182] The embodiments of the disclosure are described above in combination with
the drawings, but the disclosure is not limited to the abovementioned specific
implementation modes. The abovementioned specific implementation modes are not
restrictive but only schematic, those of ordinary skill in the art may be inspired by the
disclosure to implement many forms without departing from the purpose of the
disclosure and the scope of protection of the claims, and all these shall fall within the

scope of protection of the disclosure.
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CLAIMS

1. A status switching method, the method comprising:

in response to that a manual status switching request to a game platform is acquired,

determining a current game status of the game platform; and

in response to that the current game status satisfies a switching condition
corresponding to the manual status switching request, switching a game status of the game
platform from the current game status to a target game status corresponding to the manual

status switching request.

2. The method according to claim 1, wherein the in response to that the current game status
satisfies a switching condition corresponding to the manual status switching request,
switching the game status of the game platform from the current game status to a target game

status corresponding to the manual status switching request comprises:
determining a target interface called by the manual status switching request; and

in a case where the current game status satisfies a preset switching condition
corresponding to the target interface, switching the game status of the game platform from the
current game status to the target game status corresponding to the manual status switching

request.

3. The method according to claim 2, wherein the method further comprises:

in a case where the target interface is a first interface and the current game status is in
an initial status when a game is not started, determining that the current game status satisfies
the preset switching condition corresponding to the target interface, the first interface being
called in response to the first status switching request, the first status switching request being

used for requiring to switch from the current game status of the game platform to a status
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corresponding to a first game stage, and the first game stage being a first game stage after the

game is started; and

determining that the target game status is a status corresponding to the first game

stage.

4. The method according to claim 2, wherein the method further comprises:

in a case where the target interface is a second interface and the current game status is
in a status corresponding to a first game stage, determining that the current game status
satisfies the preset switching condition corresponding to the target interface, the second
interface being called in response to the second status switching request, the second status
switching request being used for requiring to switch from the current game status of the game
platform to the initial status when the game is not started, and the first game stage being the

first game stage after the game is started; and

determining that the target game status is the initial status when the game is not

started.

5. The method according to claim 2, wherein the method further comprises:

in a case where the target interface is a third interface and the current game status is in
a game halt status, determining that the current game status satisfies the preset switching
condition corresponding to the target interface, the third interface being called in response to
the third status switching request, the third status switching request being used for requiring to
switch from the current game status of the game platform to a status corresponding to a

second game stage;

determining that the target game status is a status corresponding to the second game

stage, and the second game stage is not the first game stage after the game is started.
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6. The method according to claim 2, wherein the method further comprises:

in a case where the target interface is a fourth interface and the current game status is
in the game halt status, determining that the current game state satisfies the preset switching
condition corresponding to the target interface, the fourth interface being called in response to
the fourth status switching request, the fourth status switching request being used for
requiring to switch from the current game state of the game platform to a status corresponding
to a first game stage, and the first game stage being a first game stage after the game is

started; and

determining that the target game status is a status corresponding to the first game

stage.

7. The method according to any one of claims 1-6, wherein the method further comprises:

acquiring the manual status switching request of the game platform sent by a game
management system, the game management system generating the manual status switching

request in response to a manual status switching operation of a game manager.

8. The method according to any one of claims 1-7, wherein the method further comprises:

in response to that a recognition result obtained by recognizing a game event and/or a
game object in a game platform image satisfies an automatic switching condition and the
current game state is different from a target game status corresponding to the automatic
switching condition, acquiring the manual status switching request of the game platform, the
target game status corresponding to the manual switching request being as same as the target

game status corresponding to the automatic switching condition.

9. The method according to claim 8, wherein the method further comprises:

in a case where the first game stage is over according to the recognition result,
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determining that the recognition result satisfies the automatic switching condition, the target
game status corresponding to the automatic switching condition being a status corresponding
to the second game stage; the first game stage is the first game stage after the game is started,

and the second game stage is not the first game stage after the game is started.

10. The method according to claim 8, wherein the current game status represents the status
corresponding to the second game stage, and the second game stage is not the first game stage

after the game is started;

the method further comprises: in a case where it is determined that an abnormal game
event occurs and/or the status of the game object is abnormal according to the recognition
result, determining the automatic switching condition according to the recognition result, the
target game status corresponding to the automatic switching condition being the game halt

status.

11. The method according to claim 8, wherein the method further comprises:

in a case where the second game stage is over according to the recognition result,
determining that the recognition result satisfies the automatic switching condition, the target
game status corresponding to the automatic switching condition being a status corresponding
to the first game stage, wherein the first game stage is the first game stage after the game is

started, and the second game stage is the last game stage after the game is started.

12. A status switching apparatus, the apparatus comprising a determination module and a

processing module,

wherein the determination module is configured to, in response to that a manual status
switching request to a game platform is acquired, determine a current game status of the game

platform;
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wherein the processing module is configured to, in response to that the current game status
satisfies a switching condition corresponding to the manual status switching request, switch
the game status of the game platform from the current game status to a target game status

corresponding to the manual status switching request.

13. An edge computing device, the edge computing device comprising a processor and a

memory configured to store a computer program capable of running on the processor,
wherein the processor is configured to run the computer program to:

in response to that a manual status switching request to a game platform is acquired,

determine a current game status of the game platform; and

in response to that the current game status satisfies a switching condition
corresponding to the manual status switching request, switch a game status of the game
platform from the current game status to a target game status corresponding to the manual

status switching request.

14. The edge computing device according to claim 13, wherein when the in response to that
the current game status satisfies a switching condition corresponding to the manual status
switching request, switching the game status of the game platform from the current game
status to a target game status corresponding to the manual status switching request, the

processor is configured to:
determine a target interface called by the manual status switching request; and

in a case where the current game status satisfies a preset switching condition
corresponding to the target interface, switch the game status of the game platform from the
current game status to the target game status corresponding to the manual status switching

request.
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15. The edge computing device according to claim 14, wherein the processor is further

configured to:

in a case where the target interface is a first interface and the current game status is in
an initial status when a game is not started, determine that the current game status satisfies the
preset switching condition corresponding to the target interface, the first interface being called
in response to the first status switching request, the first status switching request being used
for requiring to switch from the current game status of the game platform to a status
corresponding to a first game stage, and the first game stage being a first game stage after the

game is started; and

determine that the target game status is a status corresponding to the first game stage.

16. The edge computing device according to claim 14, wherein the processor is further

configured to:

in a case where the target interface is a second interface and the current game status is
in a status corresponding to a first game stage, determine that the current game status satisfies
the preset switching condition corresponding to the target interface, the second interface being
called in response to the second status switching request, the second status switching request
being used for requiring to switch from the current game status of the game platform to the
initial status when the game is not started, and the first game stage being the first game stage

after the game is started; and

determine that the target game status is the initial status when the game is not started.

17. The edge computing device according to claim 14, wherein the processor is further

configured to:

in a case where the target interface is a third interface and the current game status is in
a game halt status, determining that the current game status satisfies the preset switching

condition corresponding to the target interface, the third interface being called in response to
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the third status switching request, the third status switching request being used for requiring to
switch from the current game status of the game platform to a status corresponding to a

second game stage;

determining that the target game status is a status corresponding to the second game

stage, and the second game stage is not the first game stage after the game is started.

18. The edge computing device according to claim 14, wherein the processor is further

configured to:

in a case where the target interface is a fourth interface and the current game status is
in the game halt status, determine that the current game state satisfies the preset switching
condition corresponding to the target interface, the fourth interface being called in response to
the fourth status switching request, the fourth status switching request being used for
requiring to switch from the current game state of the game platform to a status corresponding
to a first game stage, and the first game stage being a first game stage after the game is

started; and

determine that the target game status is a status corresponding to the first game stage.

19. A computer storage medium, having a computer program stored therein, wherein when

executed by a processor, the computer program is configured to:

in response to that a manual status switching request to a game platform is acquired,

determine a current game status of the game platform; and

in response to that the current game status satisfies a switching condition
corresponding to the manual status switching request, switch a game status of the game
platform from the current game status to a target game status corresponding to the manual

status switching request.
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20. A computer program, which comprising a computer-readable code, wherein when

executed in an electronic device, a processor in the electronic device is configured to:

in response to that a manual status switching request to a game platform is acquired,

determine a current game status of the game platform; and

in response to that the current game status satisfies a switching condition
corresponding to the manual status switching request, switch a game status of the game
platform from the current game status to a target game status corresponding to the manual

status switching request.
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