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Next Gaze Point Decision in the Foveated View Field

Nobuyuki KITA

Intelligent Systems Research Institute
National Institute of Advanced Industrial Science and Technology

Abstract  We proposed a general framework of visual attention control for efficiently executing multiple tasks
involvong both reactive and premeditated types of attention. The system need wide field of view for the real
utilization. In this paper, the extension of the system to treat wider field of view is introduced.
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