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Analyzing Video Image Sequence for Scene Retrieval System in Soccer Game
Takumi Shimawaki*, Jun Miura*, and Yoshiaki Shirai*
This paper describes the analysis of broadcast soccer image sequences with frequent shot changes. To recognize
interesting events such asgoal scenesin such image sequences, it isnecessary to extract specific shots (that is, shots
taken from a specific camera) and analyze them. For this purpose, we develop a method of extracting a shot from
the center camera and then estimating theinitial camera parameters (pan, tilt, and zoom) from the correspondence
between points in the image and the model of the soccer field. We also develop a method of extracting and
registering the colors of the ground and uniforms using hue histograms. We succeeded in extracting 94% of
the frames taken by the center camera from an about ten- minite real soccer image sequence, and in correctly

estimating the cameras parameters for all of those frames.
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