See Inside the Game with First Person Vision

Imagine you’re watching football. Your team’s star quarterback launches a long pass into the end-zone.  The ball pauses, high in the air, and then….drops.  No one was even close to it!  Jumping off the couch, you shout in exasperation:  “where the heck was he looking?!?!”

Fans of major sporting events can soon answer that question with certainty thanks to First Person Vision (FPV) – a transformative computer vision system that uses a pair of cameras and a computer to share “seeing” what, who, and where a person is looking. 

The technology is slated to debut in national sporting arenas throughout 2012.

FPV will capture and share the game or sport from the point of view of the athlete and, with the help of its eye tracking mechanism, reveal exactly where and ‘at what’ the player is looking.  Benefits include: optimizing player performance; enhancing the fan experience; improving training and enabling more strategic coaching.

Future embodiments of the FPV system will utilize artificial intelligence and recognition systems for virtual coaching to provide automatic and real-time decision making feedback to players during practices, such as incorporating learned formations and tendencies of opposing teams and players. 

It works like this:  Two tiny cameras are mounted onto ordinary headgear such as eye-glasses, a helmet or a cap.  The first, forward-looking camera captures the full visual field of the wearer. The second camera focuses on the wearer’s eye. 

Eye tracking software is then used to create a composite view from the two camera feeds - pinpointing exactly what the wearer is looking at within his or her broader field of vision.  

The information FPV captures enables intelligent systems to provide assistance across a broad spectrum of applications with higher rates of accuracy and speed.  FPV enables people and computers to work together in a truly symbiotic manner to vastly improve the effectiveness of intelligent systems for personal assistance, training, entertainment or information. 

For example, consider automatic facial recognition for security systems. To date, this technology has not been widely used because frontal pose face images of sufficient quality are required for recognition engines to succeed. These images are difficult to capture, especially when the subject is moving, as is often the case in airports and high security facilities.

[bookmark: _GoBack]With FPV, the effectiveness of automated facial recognition systems can be significantly improved. Security personnel would wear FPV and observe people passing through security check points.  The security wearer acquires and selects the best frontal viewing image of each person of interest just by looking at him. Acquired images are then registered; and additional information, such as gender, estimated age, or ethnicity, can also be passed for future recognition. 

First Person Vision, LLC is a Pittsburgh, PA company spun-out of platform technology developed by Takeo Kanade and Martial Hebert at the NSF-funded Quality of Life Technology Center (http://www.qolt.org) at Carnegie Mellon University. See FPV in action at the 2012 CES at Booth #3011 or contact Kristen Sabol (ksabol@cs.cmu.edu) for information.
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