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» Introduction :

Introduction

This system allows users to take or upload photos of their Mahjong hands using
a mobile device. The system automatically performs image recognition to convert
the tiles in the photo into corresponding Mahjong information. Then, it analyzes the
hand structure to determine the user’s current listening (ready) hand status,
displaying the results and possible winning tiles instantly on screen. This feature
helps players quickly understand their hand situation, improves game decision-
making efficiency, and demonstrates the application potential of image recognition
and artificial intelligence in Mahjong gameplay.

Features
Automated Image Recognition:

Using a deep learning model (YOLOVS), the system automatically detects and
classifies Mahjong tiles, accurately distinguishing different suits and tile types while
minimizing human error.

Real-Time Listening Analysis:

Based on recognition results, the system instantly calculates the player’ s
listening (ready) hand status and visually presents possible winning tiles for easy
understanding.

Interactive Listening Mini-Game:

An in-app practice mode provides randomized Mahjong hands, allowing
players to choose the correct listening options with instant feedback and
explanations to enhance engagement and learning.

Simple and Intuitive Interface:

The interface is designed for ease of use with clear visual elements, enabling
smooth operation in both recognition and game modes.
Entertainment and Practical Value Combined:

The system not only improves players’ ability to judge listening hands
efficiently but also adds fun to the experience, showcasing the practical use of Al

technology in traditional Mahjong entertainment.




