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Obtain a tabletop image of a tabletop game which is in a game 

coin settlement state

S102

Obtain position information of each of one or more target 

objects involved in the tabletop image by performing object 

detection on the tabletop image, where the one or more target 

objects include at least one of one or more card objects and one 

or more game coin objects

S104

Determine, according to the position information of each of the 

one or more target objects, whether a game area of a game table 

involves a target object, and determining whether a game coin 

storage box on the game table is in a closed state

S106

Switch the game to a game starting state, in response to 

determining that the game area involves no target object, and 

the game coin storage box is in the closed state

S108
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Obtain a tabletop hot zone map corresponding to the tabletop 

image, where the tabletop hot zone map includes a game hot 

zone which corresponds to an image block in the tabletop image 

associated with the game area

S302

Determine at least one of one or more first hot zones and one or 

more second hot zones in the tabletop hot zone map, according to 

the position information of each of the one or more target 

objects, wherein each of the one or more card objects is involved 

in one of the one or more first hot zones in the tabletop hot zone 

map and each of the one or more game coin objects is involved 

in one of the one or more second hot zones in the tabletop hot 

zone map

S304

Determine, in response to that the one or more first hot zones 

cover the game hot zone, that the game area involves a card 

object; determine, in response to that the one or more first hot 

zones do not cover the game hot zone, that the game area 

involves none card object; determine, in response to that the one 

or more second hot zones cover the game hot zone, that the game 

area involves a game coin object; and determine, in response to 

that the one or more second hot zones do not cover the game hot 

zone, that the game area involves none game coin object

S306
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