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After the newly added game card is in the target state 
in which allocation ends, determine game information 

corresponding to the newly added game card

103

In response to detecting a newly added game card in 
at least one image frame in the video stream, 

determine whether the newly added game card is in a 
target state in which allocation ends

102

Determine, based on the game information, whether a 
sequence of allocating the newly added game card 

conforms to a predetermined dealing sequence

104

Obtain a video stream of a game desktop, and 
perform game card detection on multiple image 

frames included in the video stream

101
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Determine whether the distance between the locations 
satisfies a predetermined distance condition

102-2

Determine, in a predetermined number of image 
frames that include the newly added game card, a 

distance between locations of the newly added game 
card in any two image frames among the 
predetermined number of image frames

102-1

Under the condition that the distance satisfies the 
predetermined distance condition, determine that the 
newly added game card is in the target state in which 

allocation ends

102-3

 

FIG. 5 

Predict, based on the motion trajectory of each game 
card in the at least two adjacent image frames, a 

predicted location of each game card in a next image 
frame that is adjacent to the current image frame

102-12

Determine respectively, in at least two adjacent image 
frames among the predetermined number of image 
frames, a motion trajectory of each game card 

included in the at least two adjacent image frames

102-11

Obtain a detected location of each game card 
included in the next image frame

102-13

Match the predicted location with the detected 
location to determine a location of the newly added 

game card in the next image frame

102-14

Determine the distance between the locations of the 
newly added game card in any two image frames 

among the predetermined number of image frames 
based on the locations of the newly added game card 
in any two image frames among the predetermined 

number of image frames

102-15

 

FIG. 6 



 

4/8  

Current 
image frame

Previous 
image frame

Game 
card 1

Game 
card 1

Game 
card 2

Game card 3

Game 
card 2

 

FIG. 7A 
 

Next image frame

Game 
card 1

Game 
card 2

Game 
card 3Game 

card 3

Location of the game 
card 3 in the current 

frame

Predicted location of the 
game card 3 in the next 

frame

 

FIG. 7B 



 

5/8  

Next image frame

Game 
card 1

Game 
card 3

Game 
card 2

 

FIG. 7C 

If a  quotient of the first area and the third area  is greater than a 
predetermined value, determine that the distance between the 

locations o f the newly added game card in any two image 
frames among the predetermined number of image frames 

satisfies the predetermined d istance condition

102-23

Take a sum of the first  a rea and the second area as a third area
102-22

Determine a fi rst area of an overlapping part of target bounding 
boxes of the newly added game card in any two image frames 

among the predetermined number of image frames, and an 
occupied second area other than the first area

102-21
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Under the condition that a region of a game player to 
which the location of the newly added game card 

belongs is consistent with the specified region, and a 
total number of game cards currently included in the 

region of the game player to which the location of the 
newly added game card belongs is less than or equal 

to a first predetermined value, determine that the 
sequence of allocating the newly added game card 
conforms to the predetermined dealing sequence

104-12

Determine, based on a specified allocation sequence 
of regions corresponding to different game players, a 

specified region where the newly added game card 
should be located

104-11

 

FIG. 10 
 

Take the number of the game cards in the target 
region as the allocation sequence information of the 

newly added game card in the game

103-22

Determine the number of game cards in the target 
region when the newly added game card is in the 

target state in which allocation ends

103-21

 

FIG. 11 

 

Under the condition that the number of the game cards 
in the target region is less than or equal to the second 
predetermined value, determine that the sequence of 
allocating the newly added game card conforms to 

the predetermined dealing sequence

104-22

Determine whether the number of the game cards in 
the target region is less than or equal to a second 

predetermined value

104-21

 

FIG. 12 
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Take the number of the game cards in the target 
region as the allocation sequence information of the 

newly added game card in the game

103-33

Determine the number of game cards in a target 
region when the newly added game card is in the 

target state in which allocation ends

103-32

Determine a figure of the newly added game card 
based on at least one image frame that includes the 

newly added game card

103-31

 

FIG. 13 

 

 

Under the condition that the number of the game cards 
in the target region is greater than or equal to a 

second predetermined value and less than a third 
predetermined value, and the sum of figure does not 

exceed a preset sum of figure, determine that the 
sequence of allocating the newly added game card 
conforms to the predetermined dealing sequence

104-32

Determine a sum of figure of all the game cards 
except the newly added game card in the target region

104-31
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