
Given the importance of sport as an
intangible cultural heritage it is imperative
that we understand, preserve, protect and
promote traditional sports.

Sport as Intangible
Cultural Heritage

Project Concept Objectives

The history of sport can be traced
back to the very existence of
human civilisation itself, probably
ever since we started to use
sticks and rocks to hunt with. It
penetrates every social, political,
ethnic and religious divide and
is played by children in every
geographical location,
irrespective of the size of their
community testifying to its
universal and accessible nature.

Sport therefore not only reKects
a society’s identity and evolution,
but actually acts to shape
societies. This explains the
staggering diversity and richness
of sports across cultures. In
Europe alone there are over 3000

traditional sports and games.
However, due in part to
globalisation by a few sports and
the increased tendency towards
individualised physical exercise,
many traditional sports are in
decline or already lost to us.

Given the importance of sport as
an intangible cultural heritage it
is imperative that we understand,
preserve, protect and promote
traditional sports.

The RePlay project has as its goal
the development of a technology
platform that shall provide access
and interpretation of digital
content for Traditional Sports
and Games (TSG). It will enable
multiple modes of training,
coaching and knowledge sharing
that will contribute to the
increased participation and
preservation of traditional sport
in the future. This will be achieved
by developing a base technology
and methodologies for the
digitisation of the art and forms
of play of a set of representative
sports. In the case of RePlay, this
will be Jeld based Gaelic team
sports and Basque individual
/ doubles ball and court sports.
The fundamental structure of
these sports is extensible to a vast
majority of traditional minority
sports and mainstream sports.

RePlay will design and
implementation of a platform for
the capture, annotation, indexing
and provision of 3D sports con-
tent. It will include the analysis
and speciJcation of methodolo-
gies and ideal cost-effective hard-
ware solutions for the extension
of the project to other sports. The
project will focus on the use of
existing and near future 3D
motion capture hardware.

The project focuses on the
analysis, capture and modelling
of the basic styles and techniques
of play common to all partici-
pants or the "Local Hero" using
low-cost capture techniques.
However, RePlay will also use
advanced professional grade
capture techniques on "National
Heroes". A national hero, or a
recognised elite player, develops
their sporting prowess to an
extent that is unique. This
presents Intangible Cultural
Heritage to be preserved, an
opportunity to allow the young
to try to learn and emulate their
heroes, and a scientiJc
opportunity to compare and
analyse the evolution in the
changes of styles of play over
time. RePlay will also include
work on retrospective analysis
of sports via video content.

Objective 1:

Through the use of innovative technologies, study, and by
leveraging the expertise of leading traditional sports bodies and
associated expert associations, provide a truly useful resource for
the protection, preservation and promotion of other traditional
and minority sports.

Objective 2:

Establish a methodology, based on bio-mechanical and sports
science, which can be applied to the analysis and decomposition
of other team and individual sports so that the results of the
RePlay project can be extended further to other sports.

Objective 3:

Create a set of technologies and methodologies that are built as
much as is possible from inexpensive and mass market off the
shelf components that can be utilised with the methodologies
from Objective 2.

Objective 4:

Capture playing techniques and game dynamics of a selection of
Basque and Gaelic sports representative of a larger superset of
sports whether traditional or minority.



Objectives

Objective 5:

An objective approach to the selection of sensor and capture
technologies that will mix the best of marker based, marker less,
vision based and sensor based motion capture technologies.

Objective 6:

3D capture, rendering and visualisation of motion capture data that
can be used not only as a reference cultural resource, but also for
the purposes of TSG coaching in conjunction with inexpensive
motion capture technologies by implementing innovative and
novel ways of exploiting the content.

Objective 7:

Conduct a capture programme using a combination of high-grade
motion capture equipment and simpler lower costs sensor and
camera setups. The objective will be to ensure the capture and
preservation, with a high degree of accuracy, of national heroes,
but also to ensure that effective and near parity capture can be
achieved for the capture of local heroes.

Objective 8:

3D rendering of the sporting objects and motion that can be made
open source and further used by technologists (outside of our pro-
gram) to develop innovative interactions beyond the scope of the
proposal. These, to a large extent, will future proof the captured data
and the aims of the proposal.
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