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Collaborative learning support system for physical education based on simple and
convenient motion capture on tablet devices
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In order to support the physical education using sport videos, we have
developed two methods to facilitate video observation. The first is a method of changing the
viewpoint of the sport video images by using a deep neural network for skeleton estimation and
homography transformation of the competition court. This made it possible to observe the sport
scenes taken from any viewpoint from a bird"s-eye view. The second method is to use a generative
adversarial network to expand the field of view of the video that is close-up to the player and
convert it into a video of the entire court. It was confirmed that this facilitates the observation
of the player®s positioning and formation.
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