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Editorial

Welcome to the fourth edition of the RePlay newsletter. To recap, RePlay is an
exciting EU research project that began in March 2013 that brings together eight
participants from five countries across Europe including Vicomtech-IK4 and Eusko
Jaurlaritza from Spain, Vicon Motion and IN2 Search from the UK, Insight Centre
for Data Analytics and the GAA from Ireland, the University of Geneva from
Switzerland and the Centre for Research and Technology, Hellas in Greece.

The goal of RePlay, in a nutshell, is to develop novel technology to allow capturing
aspects of our intangible Cultural Heritage that has been often overlooked,
specifically European Traditional Sports and Games. In this second newsletter, we
provide an update on the recent activities of the project, including details of
research publications, new technical demonstrations, pointers to RePlay
appearances in the media and details of any upcoming events.

We hope you enjoy learning about the RePlay project, through this and subsequent

issues. If you are interested in our project, please don’t hesitate to get in touch and
don’t forget to follow the project on Facebook, Twitter and YouTube!

https://twitter.com/Replay_fp7

You
Tllh e http://www.youtube.com/user/fp7Replay

https://www.facebook.com/Replay.fp7
O
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Update to “Match The Master Demo

During the first year of the project, a “Match the Master” interactive demo was
created and presented to the public in several events. During the second year, as
the first prototype of the RePlay platform has been implemented, the “Match the
Master” demo was thus superseded by the PLAY&LEARN prototype that
corresponds to a similar albeit more advanced interactive application. It is a low-
cost game application for teaching TSG skKills.

As in the original demo, the games are
based upon the idea of teaching a TSG
skill in a fun interactive environment,
whereby the performance of the skill by
the user can be compared in real-time to
the same skill as performed by a National
Hero, providing positive reinforcement in
an engaging and enjoyable manner.

g

Many improvements have been made in the PLAY&LEARN interactive
application compare to the “Match the Master” demo. By switching to the new
Microsoft Kinect v.2 sensor, the quality of the user skeleton tracking has been
improved. This task required the modification in the architecture and design of
the demo. Secondly, the improvement of the comparison of the results is a
significant upgrade of the application. In addition to the visualization of the user
skeleton and an overall score, some semantic feedback is proposed to the user.
Finally, the interaction required has been redesigned, as the user no longer
needs to perform specific gestures such as controlling the cursor with the hand.
Everything is now automatic and thus easier to understand for a beginner user.
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Public Dissemination

“Match the Master” interactive demo

General Assembly of the European Traditional Sports and Games
Association (27t- 29t June 2014)

Federacion de Barra Aragonesa (22" July 2014)

The Federacion Aragonesa de Juegos Tradicionales
organized a campsite with 16 teenagers (8 to 16
years old) from different places from the Aragon
region in order to promote the barra aragonesa
game.

DCU-ASU Transatlantic Partnership Showcase (November 2014)

The RePlay project was presented along with the “Match the Master”
demonstrator at a showcase event for the DCU transatlantic partnership with
Arizona State University (ASU) in November 2014, in Tempe, Arizona, USA.
ASU is the single largest university under a single administration in the US. The
event was attended by approximately 30-35 individuals of high net worth who
provide philanthropic funding donations to both universities.

GAA National Coaching Conference (January 2015)

The conference in 2015 focused on the development of the Youth player and
had 19 different presentations throughout the day from a variety of experts in
different fields related to youth sport. The Games Development department
made one presentation on ‘“Technology Tools to Support Coaches’. The RePlay
project along with its three scenarios featured in this presentation, highlighting
how the final products could potentially be used to help coaches of young
players in the development of their skills. There were over 900 people in
attendance at the conference with approximately 120 people at this
presentation.
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Replay In The News

The evaluation of the first-partially integrated RePlay prototype has also a large
coverage on the local newspapers, including all the most important traditional
media in both Spain & Ireland. Clippings of which can be found below.
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IT HAS been used by NASA and in Hollywood hit film 'Gravity' -
and now the same motion-capturing software will be used to
preserve the movements of top GAA plavers for generations to
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Scientific Dissemination

To date, project partners have published two peer reviewed scientific journal paper
along with 9 peer reviewed scientific papers in international venues (a conference and
a workshop).

Amin Ahmadi, Edmond Mitchell, Chris Richter, Francois Destelle, Marc Gowing, Noel E. O'Connor, Kieran Moran,
"Towards Automatic Activity Classification and Movement Assessment During a Sports Training Session", IEEE Journal
Internet of Things, Volume 2, Issue 1, p. 23-32, 2015. (Impact factor: not available; new journal, acceptance rate: 20%)

Dimitrios Alexiadis, Petros Daras, "Quaternionic signal processing techniques for automatic evaluation of dance
performances from MoCap data", IEEE Transactions on Multimedia, Volume 16, Issue 5, 2014.(Impact factor: 1.776)

Amin Ahmadi, Francois Destelle, Chris Richter, David Monaghan, Noel E. O'Connor, Kieran Moran, "A framework for
comprehensive analysis of a swing in sport using low-cost inertial sensors", IEEE Sensors, Nov 1-5, Valencia, Spain,
2014. (CORE ranking: B)

Jon Goenetxea, Luis Unzueta, Maria T. Linaza, Mikel Rodriguez, Noel E. O'Connor, Kieran Moran, "Capturing the
sporting heroes of our past by extracting 3D movements from legacy video content", International Conference on
Cultural Heritage (EUROMED 2014), pp. 48-58, Nov 3, Cyprus, 2014. (No conference ranking available)

Georgios T. Papadopoulos, Petros Daras, "Local descriptions for human action recognition from 3D reconstruction
data", IEEE International Conference on Image Processing (ICIP 2014), Oct 27-30, Paris, France, 2014. (CORE
ranking: B)

Noel E. O'Connor, Yvain Tisserand, Anargyros Chatzitofis, Francois Destelle, Jon Goenetxea, Luis Unzueta, Dimitrios
Zarpals, Petros Daras, Maria T. Linaza, Kieran Moran, Nadia Magnenat-Thalmann, "Interactive Games for Preservation
and Promotion of Sporting Movements", Proceedings of the 22nd European Signal Processing Conference (EUSIPCO
2014), pp. 351-355, Sept 1-5, Lisbon, Portugal, 2014. (CORE ranking: B)

Luis Unzueta, Jon Goenetxea, Mickel Rodriguez, Maria T. Linaza, "Viewpoint-dependent 3D human body posing for
sports legacy recovery from images and video", Proceedings of the 22nd European Signal Processing Conference
(EUSIPCO 2014), pp. 361-365, Sept 1-5, Lisbon, Portugal, 2014 (CORE ranking: B)

Francois Destelle, Amin Ahmadi, Anargyros Chatzitofis, Dimitrios Zarpals, Noel E. O'Connor, Kieran Moran, Petros
Daras, "Low-cost accurate skeleton tracking based on fusion of Kinect and wearable inertial sensors", Proceedings of
the 22nd European Signal Processing Conference (EUSIPCO 2014), pp. 371-375, Sept 1-5, Lisbon, Portugal, 2014.
(CORE ranking: B)

Amin Ahmadi, Edmond Mitchell, Francois Destelle, Marc Gowing, Chris Richter, Noel E. O'Connor, Kieran Moran,
"Automatic Activity Classification and Movement Assessment During a Sports Training Session Using Wearable Inertial
Sensors", 11th IEEE International Conference on Wearable and Implantable Body Sensor Network (BSN 2014), pp.
98-103, June, Zurick, Switzerland, 2014 (CORE ranking: C)

Marc Gowing, Amin Ahmadi , Francois Destelle , David Monaghan , Noel O’Connor , Kieran Moran, "Kinect vs. Low-cost
Inertial Sensing For Gesture Recognition", 20th International Conference on MultiMedia Modeling (MMM 2014), Dublin,
Ireland, January 6-10, 2014. (CORE ranking: B)
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National Hero's Data capture, 6" — 10t Oct 2014.

The Oxford capture session for National heroes was
covered by BBC Click, a weekly BBC television programme
covering news and recent developments in the world of
consumer technology, presented by Spencer Kelly.
Viewship figures are hard to access, but they have been
estimated at anything between 7-8 million. During the

Gaelic Football, Hurling and Camogie top athletes were
captured in the Audiomotion studios in Oxford, utilizing high-
tech motion capture technologies from VICON. The
segment provides an overview of the objectives of the
project and interviews some key project members.

User Trials In Bilbao

Regarding the validation of the first partially-integrated RePlay prototype that took place in
the High Performance Centre in Fadura during the 28t January 2015, the project was
presented in the news of both the Basque channel EiTB1 at lunch time and the Spanish
channel EiTB2 at prime time.
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Contact details:

Project Coordinator
Dr.-Ing. Maria Teresa Linaza Saldafha
VICOMTECH-IK4
Tel: +[34] 943 30 92 30
Fax: +[34] 943 30 93 93
Email: mtlinaza@vicomtech.org

Scientific Coordinator
Prof. Noel E O'Connor
Dublin City University
Tel: +[353] 1 700 5078
Fax: +[353] 1 700 7995
Email: Noel.OConnor@dcu.ie
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Where research means creativity

BASQUE COUNTRY

Subscribe to the electronic version of our Newsletter at
our website: www.fp7-replay.eu
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