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Digest Making Method Based on Turning Point Analysis

TAKAKO HASHIMOTO,1:12 YUKARI SHIROTA,3 ATSUSHI [1ZAWA{t1:2
and HIROYUKI KITAGAWAT4

Content providers have recently started adding a variety of meta data to various video con-
tents. Digest viewing that uses the meta data is a new application in the digital broadcasting
era. To build personal digests, we have developed a digest making method named PDMS
(Personal Digest Making Scheme). PDMS extracts significant scenes and constructs digests
automatically using the video program meta data. In PDMS, only a successful play event
such as a goal that scored was considered significant, and a misplay event, such as a shot
that did not score was not taken into account, although such event may affect game progress.
This paper introduces a new concept of turning point analysis. The turning point analysis
is based on a winning probability for sports programs. Winning probability indicates the
probability of a home team beating an away team at the end of the game, given the current
score and the time elapsed since the beginning of the game. Using the winning probability,
we can more precisely evaluate the significance of each event, not merely a successful play but
also a misplay. This paper presents turning point analysis for soccer matches. It also gives
evaluation results of this turning point analysis for a recently broadcasted professional soccer
matches.
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Fig.1 The values of winning probability with delta = {—5, -4, -3, -2, -1,0,1,2,3,4,5}
calculated from 240 games of soccer J1 league in 2000.
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Fig.2 Functions wp(t, delta) by regression analysis.
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Fig.3 An example of GWP and SGWP for a professional soccer match in Japan
called the Xerox Cup held March 3, 2001.
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