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A Training System to Convert from
Visual Information to Bird’s-Eye View

RYO OKUYAMA !

KAORU SUMI™

Abstract. We developed the training system which supports a user to improve the ability to convert first-person point of view
information that contain position of other players to bird’s view information. It is very important to grasp the situation around
you when we play the ball game sports. At this moment, you can make a right judgment by using the bird’s view information that
was converted from information of first-person point of view. In the training system, users chase many objects on the first-person
point of view, after that, users reproduce the situation that was observed from first-person point of view in the virtual space by
Oculus Rift. We evaluate the system by comparing pre and post test scores.
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Figure2 User’s screen of tracking phase
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Figure 8  Procedure of the experiment.
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