TEHRNEE S A 25 72 g > 2017
IPSJInteraction2017

2-410-6¢
2017/3/z

AR—YBRRIZE T HIEFYFRERLEDORE

CUPT AN e T

ERNUSE
BE : AR —yohicid, MEEOLFRNNREELEROIBENDHD. ZO KD RFEHH OB LT, Rkl
FABEE (2 ) G < R DMGIUHAE 2 5. FIEL LT, MGZZHATRIT L L, WKL Z0Tim%

AT B LD 7 CG AT = LR E R DND. AT, BEREDFEICMAT, ERMEE e L ARET —
5 @il 5 2 LT, EREIRO BB AR Ao T Tk R ST S

Prototype of the Gripping Object Enhancement in Sports Video

SAKI MIYASHITA ™! MITSUO YOSHIDA ™!
KYOJI UMEMURA !

Abstract: In sports, there are competitions where the direction of the gripping object is important. Consider video processing
that makes it easier for viewers to understand the direction of the gripping object with respect to such video of the competition.

As a method, it is conceivable to express the image with multiple viewpoints, or to apply CG which emphasizes the object and
the direction to the video. In this paper, we report that automatic extraction of gripping objects became possible by coloring

gripping objects and color-extracting point cloud data in addition to previously published methods.
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Figure 1 Flow of Video Processing[a].

D& <
PR 585

B2 EFEIR DRI & SRR
Figure 2 Emphasize the Place Pointed by the Gripping Object.
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Figure 3 Angle of Viewpoint.
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Figure 4 Layout of Display Image.
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