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Abstract: In ball games, the ability to estimate the positional information of the players in the bird's-eye viewpoint based on the 

first-person viewpoint is important. In this research, we developed a training system for improving the ability. The user wear HMD 

and can simulate a ball games in 360-degrees in first person viewpoint. The system allows the user to rearrange himself/herself, 

other players, and a ball from bird’s eye viewpoint. The user can then track the other players from first person viewpoint and 

perform actions specific to ball games such as passing, receiving a ball, and defense players follow offense players. We conducted 

experiments on human subjects to evaluate this system and the conditions with a fixed view. We also compared and verified between 

this system and the third person viewpoint fixed condition. 

 

Keywords: Spatial cognition ability, Sports training system, Bird’s-eye view, Visualizing information 
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