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Pose Recognition of Soccer Players for Three
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Abstract

To create a more realistic soccer game
derived from TV images, we are developing an
image synthesis system that generates 3D
image sequence from TV images. We propose
the method for the team and the pose
recognition of players in TV images. The
representation  includes camera calibration
method, team recognition method and pose
recognition method. To find the location of a
player on the field, a field model is constructed
and a player’'s field position is transformed by
4-feature points. To recognize the team
information of players, we compute RGB mean
values and standard deviations of a player in
TV images. Finally, to recognize pose of a
player, this system computes the velocity and
the ratio of player(height/width). Experimental
results are included to evaluate the performance
of the team and the pose recognition.
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