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ABSTRACT

eSports is competitive gaming at a professional level in which players or teams compete against each
other. eSports is growing in popularity around the world and has many business opportunities. €S-
ports tournaments live streaming plays a central role in the growth by attracting the audience with
heated battles between professional players. Viewers who watch the streaming less frequently are po-
tential customers of eSports, but they struggle to understand the complicated game rules of eSports.
We aim to generate captions automatically that clearly explain eSports videos to support them. Prelim-
inary experiments showed that more object-centric video feature extraction is needed in the eSports
domain. We extend the video understanding model based on Transformer with an object detection
model and achieve about six times the performance of existing methods in evaluating tubelet action
detection. We introduce object queries to address the problems of existing approaches: the different
sizes of detected objects and the high cost of high-frequency object detection. We also use the recurrent
structure to store object information in object queries, allowing us to capture extended temporal con-
texts without a heuristic linking algorithm. Our proposed model may be widely applicable not only to
eSports videos but also to sports video analysis and equipment anomaly detection in factories. Further

research is required to apply our proposed model to data with few labels and much noise.
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Introduction

1.1 MoOTIVATION

eSports is competitive gaming at a professional level in which players or teams compete against each
other for championships or prize money [60]. eSports is growing in popularity across all ages, genders,
and regions. The revenue is increasing year by year and is expected to reach 1.38 billion by the end of
2022 (+16.4% from 2021) [60]. eSports tournaments play a central role in the growth. The audience
of professional eSports tournaments is also increasing annually, reaching 532 million in 2022. The
occasional viewers, who watch professional eSports less than once a month, account for 271 million
people [60]. Reaching out to them will lead to further development of eSports.

The audience of eSports tournaments live streaming gets excited about watching the advanced and
skilled gameplays of professional players and heated battles between professional teams. Skilled players
use their knowledge and experience to focus on the gameplay of the professional players, while beginner
players need help understanding the complicated rules of eSports games. For beginner players, clearly
showing the gameplay in the live streaming is thus important for the occasional viewers to enjoy the
tournaments. The tournament’s live streaming should be a chance to attract occasional viewers to the
eSports game.

We believe that captions, which clearly explain the gameplay, will keep the interest of the occasional
viewers in the eSports game. Currently, commentators are always present at large tournaments. Their
explanations of the situation and highlights allow even those unfamiliar with the game rules to enjoy
the live streaming. However, only some people understand the eSports titles well enough to explain
the advanced gameplay in the tournaments and have developed their talking skills. For even them,

keeping up with increasing eSports titles, fast-paced trends, and game updates is challenging. We aim



to support them and occasional viewers with agents that understand and can explain game videos via

captions.

1.2 PROBLEM SETTINGS AND CHALLENGES

Video Captioning Model understands input videos and generates captions to explain events in the
video. Recently, video captioning has been greatly advanced by deep learning technology. The deep
learning model in video captioning can be categorized into two approaches. The first approach is to
reveal the correspondence between objects in the video and words in the caption [11, 62, 82, 92, 95,
98, 99]. The second is mapping the video feature space to the text feature space through self-supervised
learning [25, 77, 102]. These approaches rely on video feature extraction models [10, 74, 80] to con-
vert the videos into vectors. This model is pre-trained on simple videos, which include a few objects
to explain with large motion. However, eSports videos are more complicated than these videos in con-
taining multiple objects in a frame, objects are much smaller than the frame, and the object’s motion
is tiny. The extent to which existing approaches can be applied to the eSports domain is thus unclear.
In addition, since the eSports domain is relatively young, few well-developed datasets exist. This study

therefore aims to construct video feature extraction models for the eSports domain with limited data.

1.3 OUR APPROACH

In this thesis, we advance three approaches towards video captioning for the eSports domain, as shown
in Figure 1.1.

First, we experimentally apply existing video captioning methods to the eSports domain to evaluate
current video feature extraction models. This experiment shows that all captioning models struggle
significantly with eSports videos more than human action videos, and improvements are needed in the
video feature extraction model.

Second, we consider how to train a video feature extraction model on unlabeled data. Specifically,
we train an object detection model for characters in eSports videos in unsupervised settings. The results
demonstrate that the model capture not only characters but also objects that should be included in
the background (e.g., bushes and walls). We realized that the model needs to recognize the temporal
dynamics of the game rules and the characters to distinguish between background and foreground.

Finally, we extend the video understanding model with an object detection model to recognize
object-specific temporal dynamics. The object information is transported from the detector to the
video understanding model via object queries in DETR [8]. This allows adaptive supporting long
temporal dynamics while reducing the frequency of using the detector. As a first step toward unsuper-
vised learning, we evaluate our model in the tubelet action detection task using a sports video dataset

similar to eSports ina supervised setting.
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Figure 1.1: Overview of our contributions and future directions

1.4 ORGANIZATION OF THE THESIS

This thesis begins with the background of our research in Chapter 2. It will then go on to related work
in video captioning and video feature extraction in Chapter 3. Chapter 4 describes the experimentally
applying existing video captioning methods to the eSports domain. Chapter S explains the experiment
of video feature extraction in the unsupervised setting. Chapter 6 presents our approach using object
queries for tubelet action detection. Finally, Chapter 7 summarizes our findings and limitations in this

thesis. We also discuss future directions for this research.



Background

This chapter will briefly review the fundamental techniques associated with this study.

2.1 MACHINE LEARNING

Machine learning is one of the most common methods for finding rules or knowledge contained in
data. Considering the example of object detection. Each object in an image can be represented by a
vector comprising real numbers of colors of all pixels. The goal is to build a model that takes such a
vector as input and predicts an object label and coordinates of a box surrounding the object, called
bounding box, as output.

Studies of machine learning show the importance of training methods and model architectures.
Training methods can be categorized into supervised learning, unsupervised learning, and reinforce-
ment learning. Regarding model architecture, deep learning has been studied widely in recent years,
and we will describe it in the next section. This section describes supervised learning and unsupervised
learning used in our approach.

Supervised learning refers to problems in which training data consists of pairs of input data and cor-
responding ground truth data. It is divided into classification problems and regression problems. The
goal of a classification problem is to assign an input vector to one of a finite number of discrete cate-
gories, while the goal of regression problems is to predict one or more continuous variables as outputs.
In the example of object detection, predicting object labels corresponds to the classification problem,
and predicting bounding boxes corresponds to the regression problem.

Unsupervised learning has been utilized to solve problems where the training data are only input

vectors and no corresponding target labels. One of the most common methods of unsupervised learn-



ing is clustering, which is to discover groups of similar examples within the training data. Unsupervised
learning can play a key role in reducing costly labeling in the construction of the training dataset and

has received attention in feature representation extraction in recent years.

2.2 NEURAL NETWORKS

Neural network is one of the basic types of machine learning, and deep learning, which we will discuss
later, is based on it. Neural networks are used as multiple layers of logistic regression models with
continuous nonlinearities, known as multilayer perceptron (MLP). For many applications, MLP can
be significantly more compact and flexible than other machine learning models such as support vector
machine. Instead, since the likelihood function is not a convex function of the model parameters, there
is no guarantee that the training will converge to a globally optimal solution. However, in practical

applications, it is often advantageous to feed new data to a compact and flexible model.

2.2.1 FEED-FORWARD NETWORK

Asaneural network with a basic structure, we briefly discuss the mechanism of a feed-forward network
(FFN). ‘FFN’ are often treated the same as ‘MLP” in general, and this thesis follows this. The smallest
element that makes up a neural network is a unit. A unit receives multiple inputs and multiplies each
input by a different weight and adds a bias. The sum is then input to an activation function o, and the

resulting value z is the output of the unit. The calculation of the units is as in Eq. (2.2).

u=Wx+b, (2.1)
z = o(u), (2.2)

W denotes the weight, b denotes the bias, and o denotes the activation function. There are various
types of activation functions for different purposes. One of the most common activation functions is
rectified linear unit (ReLU), as shown in Eq. (2.3). An advantage of ReLU is that it can reflect changes

in the input to the output as long as the input is not negative.
o(u) = mazx(u,0), (2.3)

The combination of several units is called a layer.

FFN is computed in order from the previous layer. An example of a simple two layers FEN is shown
in Figure 2.1. The number of units and layers can be freely changed, enhancing the expressive power
of FFN. Various networks with different layer shapes, numbers, and order of computation have been

proposed, which are discussed in Section 2.3.



hidden units

Figure 2.1: Network diagram for the two-layer neural network [7].

2.2.2 NETWORK TRAINING

The problem of determining the network parameters is solved by minimizing a function that represents
the error between the predictions and the ground truths, which is called the objective (loss) function.

In regression problems, the squared error shown in Eq. (2.4) is often used.

1 N
E(w) =35> lldn = y(zn; W), (2.4)
n=1

where y(z,,; W) denotes a network to be optimized, w denotes the network parameters, and d,, de-
notes a ground truth. Many objective functions are based on squared error, and the objective function
needs to be customized depending on tasks. The differentiable objective function offers stochastic gra-
dient descent (SGD) for minimizing the objective function. We will describe SGD in the next section.

2.2.3 STOCHASTIC GRADIENT DESCENT

SGD is the most popular method for minimizing the objective function. The gradientis the first deriva-

tive of the objective function, as shown in Eq. (2.5).

SGD searches for local optimal solutions by iteratively updating w. A single update moves w a tiny

distance in the negative gradient direction.

Wil = Wy —€VE, (2.6)
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where w; denotes the current weights, and w1 denotes the updated weights. € is a constant that
defines the magnitude of w updates, called the learning rate. Learning rate greatly affects training
performance but is often determined empirically.

The cost of calculating the gradient increases as the number of layers increases. Backpropagation is
often used as an efficient calculation method. Since backpropagation is a linear calculation, the gradi-
ent may diverge or disappear depending on the weight, called the vanishing gradient problem. There

are some techniques for solving the problem, such as skip connection and residual connection.

2.3 DEEP LEARNING MODEL

Deep learning is a machine learning technique that uses networks of many layers described in Sec-

tion 2.2.1. The section below describes basic deep learning models and techniques.

2.3.1 CONVOLUTIONAL NEURAL NETWORK

Convolutional Neural Network (CNN) is a type of FFN that can be applied to problems that use

images as input, such as image classification. CNNs have convolution layers, which calculate as

H-1H-1

Uij = Z Z L(itp),(j+q) Mpa> (27)

p=0 ¢=0

where x; ; denotes the pixel value of the pixel (7, j) in an input W x W image, and hy, 4 denotes the
pixel value of the pixel (p, ¢) in an H x H image, which is called filter (W > H). The convolution
operation is to extract color patterns from the input image that are similar to the color patterns of the

filter. CNN has shown high performance in a wide range of fields, including image recognition.

2.3.2 RECURRENT NEURAL NETWORK

Recurrent neural network (RNN) is a type of neural network with cycles inside. By having cycles,
RNN's can temporarily store information and change their behavior according to the stored data. It
allows for capturing the context in a sequence of data, such as speech, language, or video. The simple

RNN structure is shown in Figure 2.2, and the calculation in RNN is shown in Eq. (2.9).

Z' = omia(Win X + W, Z17h), (2.8)
Y! = 0out(WOMZY), (2.9)

The notation is described below:

* X denotes input.

11



Figure 2.2: RNN structure.

* Z; denotes the output of the middle layer at time ¢.
* Y represents the output of the model at time ¢.
* Win, W,, and W, are the weights between layers.
* Omid and oy denote the activation functions.
By havinga cycle W, the model can treat the outputat time t—1 as the inputat time ¢. Theoretically,
RNN can deal with the entire input history in the past. In practice, however, it can only go back a
limited history because repeating past outputs as inputs of the current layer is equivalent to increasing

the number of layers and may cause the vanishing gradient problem described in Section 2.2.3. Long-

Short Term Memory (LSTM) [32] was proposed to achieve long-term memory by using memory units.

2.3.3 ATTENTION MECHANISM

Attention mechanism weights the elements in a set by importance according to interest. For example,
when recognizing the type of animal in a giraffe image, the attention mechanism gives high weight
to just the giraffe part. We denote the content of interest as a vector q and each feature of the input

sequence as Z; and 7 as a function that measures the relationship between q and z;.
ri = 1(zi, q), (2.10)
Various functions can be used for r; the most common is the inner product of z and q.

ZTq

rima) =" 5 (2.11)

To avoid polarizing the output to 0 and 1 in the next step, the inner product is divided by the square

root of the dimensionality D of z and q. We then normalize 71, ..., 7y of all data in the sequence

12



with a softmax function.

the attention mechanism.

2.3.4 'TRANSFORMER

Output
Probabilities

Figure 2.3: Transformer - model architecture [83].
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Finally, we calculate the weighted average of the input sequence z; with a; as the weight.

N
VAR g QiZq,
i=1

z can be regarded as the extracted part of the input sequence closely related to q.
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(2.12)

(2.13)

In the following section, we describe zzansformer [83], the most successful architecture that uses

Transformer [83] is the most successful architecture that was proposed in the field of machine trans-

lation. The transformer has been developed as a model that takes sequence data as input and output,



such as sentences written in natural language. A significant advantage of the transformer is that it can
process the entire information of sequence data at once. RNNs and LSTMs repeatedly use the output
as input, which causes the vanishing gradient problem as described in Section 2.3.2, but the problem
does not occur with the transformer.

The model architecture of the transformer is shown in Figure 2.3. The transformer has three com-
ponents: multi-head attention, normalization, and feed-forward network. The core component is
multi-head attention, which contains the attention mechanism described in the previous section.

Let K, V be the inputs of multi-head attention and Q be the query. The attention is calculated as

follows.

A(Q, K, V) = softma (QKT> \% (2.14)

) ) = X\ —F/—= ) .
vD

In multi-head attention, H calculations of the attention are run in parallel. For each head, row vectors

of Q, K,V is linearly mapped to a D’-dimensinal space (D’ = D/H). In other words, introduce

WE WE W) € RP*P and transform as Q — QW K — KWK,V — VWY, the head

is calculated as follows.
head, = A(QWY KWEX VW), (2.15)
where head;, € RM*P_ heady, are connected and linearly mapped by WO € RP*P.
AM(Q, K, V) = [head, ..., head | W, (2.16)

AM(Q, K, V) is the output of the multi-head attention. WQ, WE WYV, and WO are the learn-
ing parameters. If Q, K and 'V are the same, this component is called se/f-attention and is used to
emphasize the important part in the sequence.

The order of elements in a sequence data is essential and must be reflected in the model’s input.
The transformer performs positional encoding, adding information indicating the sequence’s position.
Specifically, a vector p; with the same length as X; is created, representing the position of X; in the
sequence, and is added to or concatenated with X;. p; is a vector of fixed values using a sine wave or a
vector of learning parameters.

The disadvantage of the transformer is that the computational cost in Eq. (2.14) is enormous. In ad-
dition, since the transformer uses positional encoding, the input sequence is limited to a fixed length.
When applying the transformer to video tasks, these shortcomings are significant constraints for de-
signing model architecture.

The transformer has been applied to natural language processing, but now vision transformer (ViT)

has been proposed, which can be applied to computer vision. Asshown in Figure 2.4, the input of ViT

14
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Figure 2.4: Overview of Vision Transformer [18].

is a sequence of patches into which the image is split. While CNN tends to extract local features of the
image thanks to filters, ViT tends to extract global features of the image thanks to self-attention [69].
However, there is little difference in performance between CNN and ViT in various tasks. Since we
believe the attention mechanism is effective for recognizing the motion in the video, we will use an

extension of ViT to video in our approach.
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Related Work

This chapter is divided into two sections. The first section will describe research on video caption-
ing. The second section will review research on video feature extraction, which is one of the essential

techniques in video captioning.

3.1 VIDEO CAPTIONING

Video captioning is a task that takes a video as input and generates captions describing events in the
video as outputs. Video captioning models require recognizing video and grounding language abilities,
it contributes significantly to the robot’s visual and conversational skills. Recent trends in large-scale
models [68, 70, 73] started in natural language processing have led to a proliferation of studies in vision
and language. Although video captioning is related closely to the trend, the mechanism that can un-
derstand a video’s temporal context and generate coherent sentences has yet to be established. In this
section, we first review the study of Zhou et al. [101], mainly used as a baseline in video captioning,
and describe the recent studies and problems with them.

Zhou et al. proposed a simple video captioning model [101] that combines a video understanding
model, Temporal Segment Networks (TSN) [85], and a captioning model, Transformer [84]. The
procedure consists of two steps: first, features are extracted from the input video using TSN, and then
the features are transformed into sentences using the Transformer, as shown in Figure 3.1. Most re-
search on video captioning has utilized the two-step procedure and has focused on how to ground the
features of the video understanding model to the captioning model.

The basic approach to ground the video understanding model into the captioning model is explic-

itly mapping object regions to words in the texts. GVD [99] constructed ActivityNet-Entities, which

16
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Figure 3.1: Overview of Masked Transformer [101].

includes entity-level bounding box annotations based on Activity Net Captions [42], and trained the
captioning model with the annotations. Zhang and Peng proposed a model [94] for features represent-
ing temporal dynamics of salient objects extracted by an object detector such as Mask R-CNN [29].
This model can extract detailed dynamics for each object but has yet to extract dependencies between
objects. Several studies [62, 95, 98] have proposed networks representing relationships between ob-
jects using GNNs and other methods to address this problem. HMN [92] splits captions into three
hierarchical levels: entity, predicate, and sentence, and proposed dedicated loss functions for each level.
At the entity level, words are mapped to object region features extracted by Faster R-CNN [71]. How-
ever, using pre-trained object detectors suffers from limited cover for different domain objects and
training costs. Chen and Jiang, Vaidya et al. proposed models that use attention modules to extract
spatial information without external object detectors [11, 82].

More recent attention has focused on self-supervised learning since BERT [16] appeared. BERT is
a pretraining method for word embedding, where sentences are transformed into queries using word
embedding and partially masked, and multi-Transformer blocks are trained to predict the token of
the masked parts. Since a video can be treated as a sequence of frames, just like sentences, the BERT
framework can be directly applied to video language tasks. VideoBERT [77] is the first study to apply
BERT to video tasks and proposes to concatenate video tokens and word tokens for pretraining. Sun
et al. discretized video features into video tokens via clustering, but detailed local information, e.g.,

interacting objects and human actions, could be lost during clustering [77]. ActBERT [102] adds
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verbs from the texts and object regions extracted by the object detector to the tokens for this problem.
Ging et al. focused on long-range temporal dependencies and proposed three hierarchy levels in video
and language: frame/word, clip/sentence, and video/paragraph [25].

Much current literature on the captioning model has paid particular attention to the Transformer
since Zhou et al. introduced it. MART [44] combines an encoder and a decoder and has a memory up-
dater like LSTM to maintain a long-term context. PDVC [86] regards the Transformer as a converter
of aggregate data and generates multiple captions in parallel. However, these models depend on offline-
extracted video features by 2D/3D CNNs trained on video understanding tasks. Aafaq et al. argued
that careful designing of visual features is important and proposed a method to apply Short Fourier
Transform to CNN features of the video [1]. SwinBERT [52] trains the entire model, including the
video feature extractor, by inputting the video directly into Video Swin Transformer [54] instead of
CNN.

Overall, these studies suggest that capturing relationships between objects in the video and self-
supervised learning with large-scale datasets are useful for grounding the video understanding model
to the captioning model. However, few studies have examined video feature extraction, such as object
detection and understanding models. In the next section, we will review the existing studies on video

feature extraction.

3.2 VIDEO FEATURE EXTRACTION

The section below reviews models and training methods for extracting latent space features from videos.
The recent methods of video feature extraction can be classified in terms of the training procedure into
contrastive learning and video understanding. We will first describe contrastive learning and then ex-

plain video understanding, especially tubelet action detection, which is closely related to this study.

3.2.1 CONTRASTIVE LEARNING

Contrastive Learning is self-supervised learning acquiring a feature representation space without ground
truth labels. For a single query object x, positive example x* and K negative examples X7 , ..., X are
prepared. A network z = f(x; w), which calculates feature z from X, are trained to attract x and x*
and repel X1, ..., X} from x. The loss function for the network training is called InfoNCE [61] and

is represented as

exp(sim(z,z")/T)
Soito exp(sim(z,z; ) /7)’

where sim(+, -) denotes the similarity between feature vectors, the inner product is used for this.

E(w;x, {X;}i=0,..x) = —log (3.1)

Several studies of pre-training for image classification have demonstrated that contrastive learning is
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Figure 3.2: A SlowFast Network [23] with Slow pathway for low temporal resolution and Fast pathway for high temporal resolution.

effective for visual tasks, and then it has been applied to video tasks. SimCLR [13] uses a sample from
a query image for a positive example and samples from the different images from the query image for
negative samples. While SimCLR is a simple framework with only one encoder, it assumes ample mem-
ory space that can take a large K. MoCo [28] smoothes feature transitions using the second encoders
with different weights, called momentum encoder, and reduces the required memory space by putting
the negative samples in a queue. SWAV [9] avoids calculating contrastive loss for all negative samples
by introducing clustering and comparing images at the cluster level. Furthermore, pre-training for ob-
ject detection [5], which does not require bounding boxes and class labels, has been proposed as an
extension of SwAV.

Most studies in contrastive learning for video tasks have focused on temporal dynamics and consis-
tency. CVRL [67] extends SimCLR to video tasks, treating clips sampled temporally distant from the
query sample as negative samples. Similarly, VideoMoCo [64] extends Moco to video tasks, sampling
query clips to drop out several frames and adding temporal decay. Jenni and Jin used relative tempo-
ral transformations such as frame rate or playback direction as criteria for splitting positive and neg-
ative samples [37]. Some studies use additional information for temporal dynamics and consistency:
graphs representing space-time correspondence [35], motion vectors from P-frames in mp4 [34], opti-
cal flow [40], foreground-background [17], and temporal gradient [89].

This section briefly summarizes the literature on contrastive learning in video feature extraction.
Many published studies describe how to learn temporal dynamics and consistency. However, they

suppose to use large memory, and how to reduce batch size for training in limited resources remains

unclear.
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3.2.2 VIDEO UNDERSTANDING

Video understanding, also called Action Recognition, is a task that takes a video as input and predicts a
class of the video as output. After deep learning emerged, most researchers have used CNN and Trans-
former, successful methods in image classification. Simonyan and Zisserman was one of the first to
apply CNN to video understanding and propose two-stream CNN trained on RGB images and opti-
cal flow [74]. Tran etal. expanded 2D-CNN to 3D-CNN for videos [80]. Carreira and Zisserman have
provided a large-scale action classification dataset, Kinetics, and reports that pre-training on the large-
scale dataset is effective for video understanding tasks [10]. After the success of two-stream networks,
several studies have explored models that capture temporal dynamics with only RGB images because
of the high computational costs of optical flow. Feichtenhofer et al. proposed a two-pathway SlowFast
model, which has a path for capturing semantic information from sparse frames and a path for captur-
ing rapidly changing motion by operating at high temporal resolution. They reduce the number of
channels in the second path to support high temporal resolution without model oversizing. Feichten-
hofer has shown that increasing the temporal and spatial resolution of the input is more effective than
increasing the depth and parameters of CNN [22].

Recentstudies [2, 6, 20,47, 55, 57] have focused on applying Transformers to video understanding.
Since Self-Attention is computationally expensive when applied directly to long sequences, improving
computational efficiency is needed in video understanding. Motionformer [66] improves computa-
tional efficiency by approximating the inner product in Attention using a small size of prototype vector
and aggregates information along implicitly determined motion paths. However, Kowal et al. found
that most examined spatiotemporal models [6, 10, 20, 22] are biased toward spatial information except
for certain two-stream architectures, such as SlowFast [23] in [41].

We can divide studies focusing on objects into Tubelet Action Detection, Object-Centric Action
Recognition, and Group Action Recognition. Together with Multi-Object Tracking, we organize
these groups according to the procedure for solving the tasks and create Figure 3.3. Tubelet Action
Detection is to predict the set of bounding boxes (called tubelet) and the action label of each object
from video features. Object-Centric Activity Recognition [31, 58] is to predict the class of the whole
video using the information of objects obtained by external object detectors. Group Activity Recog-
nition [24, 27, 46] targets team sports and predicts the individual action class of each player and the
group action class of the team from the video features of players extracted by ground truth bound-
ing boxes. Multi-Object Tracking [59, 87, 93] is to detect objects frame by frame and map objects
between frames. Since eSports videos have multiple characters performing actions simultaneously and
these actions are graphically decorated, extracting each character’s actions in eSports videos is more
complicated than in videos targeted in previous studies. Therefore, tubelet action detection is most
relevant to our study in that it focuses on the motion of each object in a video.

Tubelet action detection can be divided into frame-level [12, 63] and tubelet-level detection, and
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Figure 3.3: Four categories of object-centric video tasks.

tubelet-level detection is more related to our study than frame-level detection because our study focuses
on each object’s temporal dynamics. The following is a brief description of tubelet-level detection.
Taking a tubelet as a representation unit was proposed by Jain et al. [36]. ACT-detector [39] uses an
object detector frame-by-frame to extract ROI features and predict an action label from the stacked
features of all frames. Similar to other video tasks, methods applying 3D-CNN [33] and LSTM [45]
were proposed in tubelet action detection. STEP [91] proposed a method to sequentially improve
tubelets based on the video features obtained from I3D [10]. Zhao and Snoek embeds RGB images
and optical flow into a single two-in-one stream network with their proposed layers [96]. TACNet [75]
defined the ambiguous frames as transitional states, not including any bounding boxes, and proposed
a network to distinguish them. MOC [50] first predicts the coordinates of the center points in the
bounding boxes in the center frame and then uses them to predict the trajectory in all frames and box
sizes. CFAD [51] introduces the two-step procedures that first estimate coarse spatiotemporal action
tubes from video streams and then refine the tube’s location based on key timestamps. TubeR [97] is
the first to apply the Transformer to this field and predicts simultaneously the positions and classes of
tubelets and transitional states from video representations extracted by I3D [10]. HIT [21] leverages
not only the RGB stream but also the hand and pose stream. In addition, since most studies support
a limited length of videos, they process separately for each clip and apply the linking algorithm to the
clips.

We leverage object queries in DETR [8] to improve the ability to capture long-term temporal con-
text without the linking algorithm. We also use an object detector that allows us to capture even small

objects that are difficult to capture with 3D-CNNe.
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Video Captioning for eSports

We experimented with video captioning using state-of-the-art methods to see how well the existing
video feature extraction performs for eSports videos. In this chapter, we will review our large-scale
dataset for eSports video captioning and then discuss the state-of-the-art methods. The results demon-
strate the need to improve video feature extraction performance for eSports videos and to collect well-

organized caption data.

4.1 DATASET

We use LoL-V2T [79] and ActivityNet Captions [42]. LoL-V2T is a large-scale dataset for eSports
video captioning, including 9,723 clips extracted from the competition footage of the popular eSports
game League of Legends and 62,677 captions. The captions are sentences converted from the commen-
tator’s utterances into subtitles using automatic speech recognition (ASR) and segmented by sentence
segmentation. ActivityNet Captions is an open-domain dataset in video captioning and is constructed
by annotating captions by hand for videos from ActivityNet [19]. ActivityNet Captions is often used
as a benchmark.

LoL-V2T differs from general video captioning datasets such as ActivityNet in two aspects. The
first aspect is the object’s size; the objects in LoL-V2T are much smaller than those in ActivityNet
Captions. The second aspect is graphic effects; the videos in LoL-V2T include artificially created 3D
characters with graphic effects, while the videos in ActivityNet captions include humans in natural

images. We can see these differences in Figure 4.1.
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(a) LoL-V2T (b) ActivityNet Captions

Figure 4.1: Qualitative comparison of video captioning datasets.

4.2 MobpEL

We use models with the two steps approach extracting video features and generating sentences from

the features, as described in Section 3.1.

4.2.1 VIDEO FEATURE EXTRACTION MODEL

We use TSN [85] for video feature extraction, which many researchers [44, 99, 101] have utilized. TSN
splits a video into small segments and extracts features from RGB images and optical flow for each seg-
ment using two CNNG. Xiong et al. proposed using TSN for video feature extraction in video caption-
ing [90]. We could not apply their network to LoL-V2T because they published the extracted features
of ActivityNet Captions, not the network. Therefore, we use TSN trained on Kinetics-400 [10] pub-
lishedin [14]. The modelin [90] uses Inception V3 [78] for optical flow, while the model in [14] uses
ResNet [30]. We use the features provided in [90] for ActivityNet Captions.

4.2.2 CAPTIONING MODEL

We use Masked Transformer [101], MART [44], and PDVC [86] for the captioning model. Masked
Transformer is a naive application of Transformer to video captioning, as detailed in Section 3.1. This
model also includes the temporal action proposal, which is a network that predicts the timestamp of
actions in videos proposed in [100]. To simplify the problem in this study, we exclude this part and
target only the pure captioning problem. MART is an extended Transformer by a memory module
to keep the state of video segments and sentence history. With this module, MART has a structure
similar to LSTM, which integrates the encoder and decoder of Transformer. PDVC applies Trans-
former as a converter of the query set proposed by DETR [8] to video captioning. CNNs extract

the video features; the event queries are converted from the features by Transformer. PDVC predicts
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Figure 4.2: Decoding the outputs in parallel in PDVC [8].

Table 4.1: Performance of video captioning as measured by METROR [4]. For temporal action proposals, MART and PDVC do not predict,
and Masked Transformer uses ground truth.

Methods LoL-V2T ActivityNet Captions
Masked Transformer [101] 8.58 11.20
MART [44] 11.50 15.68
PDVC [86] 1.64 15.80

the event number of the video, timestamps, and captions from the event queries in parallel, as shown
in Figure 4.2. Predicting all outputs in parallel prevents the generated captions from relying on the

performance of the timestamp prediction.

4.3 EvarLuaTIiON

We measure the performance of video captioning with an automatic evaluation metric: METEOR [4],
which indicates how similar the generated sentences and the ground truth are; the higher, the better.
The quantitative results are shown in Table 4.1. What stands out in the table is that all methods per-
form lower in LoL-V2T than in ActivityNet Captions. PDVC especially resulted in the lowest value
of LoL-V2T.

We also show the qualitative results in Figure 4.3. This figure shows that the generated sentences
contain many similar patterns; the sentences generated by Masked Transformer and MART repeat the
same expressions in a video (blue); Masked Transformer and PDVC use the same phrases in different
videos (red). We also quote the results from PDVC in Figure 4.4 for comparison. By comparing Fig-
ure 4.3 and Figure 4.4, we can see that the generated sentences for LoL-V2T are more complicated

than those for ActivityNet Captions.
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Masked Transformer: i think that 's a lot of damage that you can see that the <unk> <unk> is going. i 'm gon na. i 'm gon na.
MART: the gold lead. | mean you can see that the gold lead is still in the mid lane for the side of the. a very nice. Lane and the.
PDVC: i think that is a very good job of the game. <unk> is gonna be able to get the kill.

Ground-Truth: lane continue to fight for experience so as knows as the <Champion> he is never solar carrying this lane so instead he uses
his advantage to help out the other side of the map

s

Masked Transformer: i think that 's a lot of damage that you can see that. <unk> <unk> <unk>. they 're gon na get a lot of damage down here.
MART: | think that this is a really good play for vitality to be able to do it. you can see that the gold lead. | think that this is a really

good play for vitality to be able to do it in the game.

PDVC: UNK is gonna be able to get the Kkill. i think that is a very good.

Ground-Truth: his old <Team> is actually going to die out of the time that was an oopsie other choice will die as well

Figure 4.3: Comparison of generated captions in LoL-V2T. Red indicates the same representations between videos, and blue indicates
representations within a video.
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Ground Truth PDVC_light
el: A man is standing in a room. e1: he throws the ball back and forth.
e2: He has a ball on a tennis racket. e2: he is then seen spinning around and throwing a ball.
e3: He throws the ball in the air and hits it with the racket. e3: he throws the ball back and forth.
L PDVC

el: a man is seen standing on a court holding a tennis racket.
e2: a man is standing on a court.

e3: the man serves the ball with the racket.

el: a man is standing on a court.
e2: a man is seen standing on a tennis court holding a tennis racket.
e3: the man then serves the ball and hits the ball.

Figure 4.4: Comparison of generated captions in ActivityNet Captions from PDVC [86].
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4.4 DiscussioN

The most obvious finding is that LoL-V2T is significantly more difficult than ActivityNet Captions.
We can explain this by two factors. Firstly, the captions in LoL-V2T contain noise because ASR from
the video subtitles automatically generated them. The noise harms the training of the captioning
model. Secondly, objects are much smaller than the spatial resolution of the video frame, as shown
in Figure 4.1. The objects may also be downsized by resizing or encoding to a size difficult to recog-
nize.

Another interesting finding is that the generated sentences contain repeated expressions. A possible
explanation for this could be that the ability to classify videos is limited when encoding video into
features. Although TSN was pre-trained on Kinetics-400 in this experiment, it naturally needs to be
trained on LoL-V2T. However, since LoL-V2T is not labeled for cations on videos, we could not train
TSN in the same way as Kinetics-400.

Surprisingly, PDVC was found to perform poorly against LoL-V2T. Insufficient teacher signals may
cause this. PDVC is designed to be trained with temporal action proposal, but it was omitted from the
training for simplicity in this experiment.

Thus, we need well-organized caption data and improvement of the video feature extraction model.
Since building such a caption dataset is costly, we seek to improve the video extraction model as a first

step.
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Unsupervised Frame Feature Extraction for eSportS

In this chapter, we will describe our attempts to improve video feature extraction, the need for which
was revealed in our preliminary experiments with the video captioning in Chapter 4. Since victory
or defeat depends on the character’s skills or positions in eSports, character behavior is the most im-
portant factor in classifying eSports videos. We thus apply an existing unsupervised object detection
method to LoL-V2T to be able to extract characters from eSports videos. We also build a mechanism
to obtain video frame by frame in the data processing. Qualitative demonstrates that the model can
detect the characters even with unsupervised learning but cannot distinguish background and fore-

ground objects.

5.1 UNSUPERVISED PRETRAINING FOR OBJECT DETECTION

When deep learning was first introduced to video understanding models, the mainstream approach
was to aggregate the outputs of 2D-CNN's applied frame by frame. Following this trend, this study
investigates how to train 2D-CNN models to detect characters from a frame as the first step in recog-
nizing character behavior in eSports videos. Since the eSports video dataset LoL-V2T does not include
bounding box labels, we focus on the unsupervised learning method DETReg [5].

DETReg is a method for pre-training the entire object detection, including object localization and
embedding components. Many existing methods before DETReg were limited to learning embed-
dings by contrastive learning, as described in Section 3.2.1. UP-DETR [15] extends these methods to
object detection but still needs to include additional pre-training for localization.

Specifically, supervised learning is performed on a single input image using three types of pseudo-

ground truths: bounding box, class, and embedding. The pseudo ground truth bounding boxes are
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Figure 5.1: Overall framework of the pretraining method for object detection: DETReg [5].

obtained by Selective Search [81] as it requires no training data. SwAV [9] obtains the pseudo ground
truth embeddings as one of the strongest performing methods for pretraining image classifiers. Since
the ground truth class represents a foreground object or background, no additional labels are needed.
A bipartite matching problem is defined between these pseudo-labels and the predictions, and the loss
function is calculated between the matched pairs. Let us denote by y the pseudo ground truth set of
objects, and § = {g)z}fil the set of N predictions. A permutation of N elements § € &y with the

lowest cost in is searched.

N

5= argmin Z Lmateh (Vi U Ys( )) .1)
(566]\[

i

where Linateh (Yi, Us(s)) is a pair-wise matching cost between pseudo ground truth ; and a prediction
with index §(7) and is proposed in DETR [8]. Each element ¢ of the pseudo ground truth set can
be denoted as a y; = (¢;, b;) where ¢; is the target class, and b; € [0, 1]4 is a vector that defines
the pseudo ground truth box’s center coordinates, height, and width relative to the input image size.

Lonateh is defined as

2

ﬁmatch yzay5 1) Z [ 10gp5( Cz) + ]]-{clyég}ﬁbox(b BS(Z)) ) (5.2)
=1

where 6 denotes the optimal assignment, and 5(s) (¢i) denotes the probability of class ¢;. Lbox (bi, by;))
is defined as

Lyox (b, Bg(i)) = NiouLiou(bi, bs(i)) + ALil[bi — f)g(i) I, (53)

where Ajou, A1 € R are hyperparameters. For Loy, the generalized IoU loss [72] is used. This opti-
mal assignment is computed efficiently with the Hungarian algorithm [43]. The loss function contains

the embeddings (the pseudo ground truth is denoted as z;, and a prediction is denoted as z S(i)) and
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Figure 5.2: Overall of our data processing using buffers on main memory.

can be represented using the optimal d as follows

N
Z |:)\f£01ass Clap(s( )) + ﬂ{(:ﬁé@} ()‘bﬁbox(bzv b 5 ))) + A £ernb(zla 5( ))] (54)
=1

where L]ass is the cross entropy loss, and Lepy, is the Ly loss.

5.2 DATA PROCESSING

We build data processing to allow videos to be saved and read as video files. Many researchers save videos
as image files and read them as images. For example, UCF101[76] and JHMDB [38] save every frame
as an image. The disadvantage of this method is that it requires enormous storage because it does not
apply video compression techniques. This is not a problem for UCF and JHMDB because of their low
spatial resolution, but it is expected to become more serious in the future when high-resolution videos
become the focus of research (e.g., LoL-V2T [79] and MultiSports [48]). However, when processing
frame by frame in random order, loading video frame by frame takes a long time to decode and uses
ample space of the main memory. To solve this problem, we develop a data processing method that
builds buffers on main memory and pools videos there.

The overall of our data processing is shown in Figure 5.2. First, several videos are loaded into a buffer
in memory in a separate thread from the main thread. The main thread extracts a frame from the buffer
that has already been loaded and loads a frame for training (e.g., PyTorch’s DataLoader [65]). While
reading a frame from one buffer, the other buffer is loaded. This procedure is executed in parallel by
processes for the number of GPUs. Note that the video’s allocation to the GPU and buffer size must

be determined before training.
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Figure 5.3: The output of Selective Search for a frame in LoL-V2T. The input frame is cropped inside the pink line box to prevent focusing
on information Ul outside the box.

The benefit of this approach is that the overall execution time can be significantly reduced by run-
ning the load in a different thread from the main thread. Performing preprocessing, such as resizing
frames to a fixed size, in the different thread could be faster than loading from image files. Furthermore,
this process can be performed on multi-GPUs to achieve higher speeds through multi-processing (e.g.,
PyTorch’s DistributedDataParallel [65]). The disadvantage is that it requires a certain large size of
main memory. We used a machine with 250 GB of main memory, and our experiment used about 100
GB of space for 30,000 frames.

5.3 EVALUATION

5.3.1 SETTINGS

We use LoL-V2T [79] for the training dataset. Since LoL-V2T is only labeled with captions and cannot
be evaluated for object detection, we conduct a qualitative evaluation. We do notuse SwAV embedding
in this experiment because the improvement by SwAV is limited, as described in DETReg. The number
of all frames in LoL-V2T is 197040, and the model is trained for five epochs as in DETReg. We resized
the size of the frames input to Selective Search to 200x200. The input was also cropped to the game
screen to prevent the attention of selective search from being drawn to the information UI displayed

outside the game screen, as shown in Figure 5.3. We set the hyperparameters the same as in DETReg.
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5.4 RESULTS

The qualitative results are shown in Figure 5.4. Interestingly, we can observe that the model trained
with DETReg can recognize the characters, even though selective search does not recognize them well.
For example, the model recognizes the character on the right side of the third row of frames, but the
selective search does not. In addition, while selective search surrounds the densely populated charac-
ters area with a single bounding box, the model attaches a bounding box to each character inside the
area (in the center of the first or second row of the frames). However, the model also puts boxes on
objects unrelated to the game rules, such as a bush (upper part of the third row of the frames) and a
rock (lower left part of the fourth row of the frames). The result shows that the unsupervised learning
method is effective for acquiring the ability to recognize game characters in eSports videos. DETReg
can refine the noisy results of the selective search with a large amount of data, and the model is enough
to recognize objects in the frame. However, it also recognizes objects that should be treated as back-
ground. This result suggests that the model with unsupervised learning from only images cannot learn
game rules that depend on temporal context. Therefore, it is necessary to research learning methods

to recognize characters” motion from the temporal context without teacher signals.
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Figure 5.4: Qualitative results of unsupervised object detection for LoL-V2T. The left is the output of the model we trained, and the right
is the output of the Selective Search we used for the supervised signal.

32



Object-Centric Tubelet Action Detection

The experiments up to this point have shown the necessity of a video understanding model that recog-
nizes the characters in the eSports video and then understands their movements. In this chapter, we
will describe our proposed model that detects objects in a video and recognizes the detailed temporal
dynamics of the objects.

Several models have been proposed in video understanding with the supervised setting. In video
understanding, the approach using the proposals provided by the object detection model to localize
the features to objects has shown high performance. However, challenges remain in the method of
applying the detector. Applying the detector to all frames [31] is costly, while applying it only to the key
frame and replicating the proposals to the remaining frames [88] cannot support the intense motion.
In tubelet action detection, bounding boxes and classes are predicted based on the coordinates of the
center point of the box [50] generated from the features extracted by the 2D/3D CNN backbone or
coarse proposals generated from inference to the previous clip [91]. However, since 2D/3D-CNN
extracts temporally localized features, these approaches split the input video split into short segments
for processing and use the linking algorithm for longer videos.

We leverage object queries as a medium to keep object information. The object queries were pro-
posed by DETR [8], which showed that the Transformer decoder could transform a particular vector
set into a vector set containing object coordinates and class information using image features. We ex-
tract the object’s temporal dynamics from the video features using the attention mechanism with the
object quries, i.e., the model uses object queries instead of features cropped from video features by
bounding boxes and Rol Align. Since attention extracts the parts of the video feature that are similar
to the object queries, we can avoid information loss due to duplication of the bounding box of the key

frame and resizing to absorb differences in object size. In addition, we assume that the objects in the
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neighboring frames do not change. If the object itself does not change, there is no need to update the
object queries frequently, and it is sufficient to apply the detector only to key frames.

Inspired by Trackformer [59], we also propose a tracking algorithm for tubelet action detection.
Our tracking algorithm includes object queries extracted from keyframes in the previous clip as input
to the decoder in detecting the key frame in the following clip. The tubulet detected by object queries
from the previous clip is linked to the corresponding tubulet in the previous frame.

We choose the tubelet action detection task, which evaluates the object’s bounding box, rather than
the video understanding task, which only predicts the class. We also evaluate our proposed model
using a sports video dataset similar to eSports in a supervised setting as a first step toward unsupervised

learning.

6.1 APPrOACH

6.1.1 FRAMEWORK OVERVIEW

The input video is first split into clips of fixed length 7T, and then aclip I; € RTX3XHXW o resolution
H x W isinput to the model. Our model consists of extracting object queries from the center frame of
a clip by the object detector and transforming them into tubelet queries using features from all frames
of the clip. Each object query for an object o is represented by d-dimensional vector 23" e RY,
and each tubelet query for a tube tu is represented by z{iP¢ € RT*?. According to Trackformer,
we use Deformable DETR [103] for the object detection model in our model. Tubelet bounding
boxes and class labels are predicted in parallel from the tubelet queries. The object queries in clip ¢ are
concatenated with the initial object queries and reused as the input of the detector in clip 7 + 1. This
process is applied repeatedly to all clips to predict the tubelets for the entire video. An overview of the

proposed approach can be seen in Figure 6.1.

6.1.2 EXTRACTING OBJECT FEATURES

We assume that most objects in a clip are in the center frame and apply the object detector to the
center frame to extract detailed spatial information about the objects. We follow Trackformer to use
Deformable DETR, which consists of the ResNet50 [30] CNN backbone and Transformer encoder-
decoder architecture. The image features 28 of the center frame are extracted by ResNet50 and then

refined by the Transformer encoder. The Transformer decoder transforms N embeddings 73 of size
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Figure 6.1: Overview of our proposed tubelet action detection model.
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d into the embeddings containing object identification and position, which are called object queries.

zM8 — Encoder(Backbone(Ii(%))) (6.1)

z°) = Decoder(z™8, z°P)) (6.2)

o = Headpox (2°™) (6.3)

y" = Head.is(z°™), (6.4)

where IZ»(%) denotes the center frame of the clip I;, and z°" = {ngj...z?\l?j} denotes a set of N
object queries. Although the object detection model is trained to predict the bounding boxes and
classes of the objects in a frame (Eq. (6.3) and Eq. (6.4)), we use the output queries of the Transformer
Decoder in Deformable DETR directly as the object queries (Eq. (6.2)). Deformable DETR is pre-
trained on the frames containing one or more bounding boxes in the target dataset, and the weights
are frozen when training and inference in tubelet action detection. The output queries are applied non
maximum suppression (NMS) to the predictions of the frozen bounding box head and class head to

reduce redundant queries.

6.1.3 OBJECT-CENTRIC TUBELET ATTENTION

In order to add temporal dynamics to the extracted object queries, we refine the object queries accord-
ing to the clip features using attention. To begin this process, we convert the clip into a sequence of ST
tokens x5; € R, fora spatial resolution of S and a temporal resolution of 7', following the existing
video transformers [2, 6, 66]. We use a cuboid embedding [2, 66] for projecting the input volume to
R4, equivalent to a 3D convolution with downsampling. The clip embeddings is added to a learnable

p

position encoding e € R? for spatial and temporal dimensions separately, z5, " = Xg + €3 + el.

The object queries are replicated by temporal resolution 7', 73" e RT*d

, and are added to the tem-
poral position encoding ef. For simplicity, we use the dimension of single-head attention as the same
dimension as multi-head attention in the following.

The clip embeddings are updated to aggregate spatiotemporal features in the clip by a sequence of
the Transformer layers consisting of layer normalization [3], multi-head attention (MHA) [83], resid-
ual connection [30], and a feed-forward network (MLP), as in the Transformer decoder [84]. Consider
a set of query, key, and value vectors q, k, v for the input of the MHA. For the clip embeddings, the

MHA is a self-attention and is represented as

d = MHA(LN(q), LN(k),LN(v)) + q (6.5)
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The inputs are calculated as linear projections:
clip clip clip
Ast = W qZ gt kg =W kZg Vst = W vlgt (6-6)

where W, W, W, € R¥? are projection matrices. The output q is the updated clip embeddings
7P ¢ RST>4 3nd becomes the input k and v of the next layer.
The tubelet queries are obtained by the cross attention on the updated clip embeddings and the

object queries. The inputs of the cross attention are calculated similarly to Eq. (6.6)
bj ~cli ~cli
Aot = Wz ke = Wiz, ¥, v = Wozg, ", (6.7)

The cross attention operation is the same as in Eq. (6.5). The tubelet queries are further input to the
MLP.

q = MLP(LN(q)) + q, (6.8)

The tubelet queries are the outputs q € RT*Oxd of M iterations of the self-attention, cross attention,
MLP, and layer normalization.

We use Trajectory attention [66] for the MHA, which divides the attention operation into two
stages corresponding to space and time. It is superior to the joint space-time attention [2, 6] in its
capture of temporal dynamics. In addition, introducing the approximating scheme to the attention

operation reduces the computational cost and memory requirements.

The bounding boxes b € [0, 1]NXTX4 [0, 1]N><T><Nclass

and class probabilities p € are computed
in parallel using the MLP heads from the tubelet queries. Note that the probability of classes per tube

is calculated by the average of p in the temporal dimension.

6.1.4 TUBELET TRACKING WITH QUERIES

In order to achieve tracking objects between clips, we introduce the concept of track queries into our
proposed approach based on Trackformer [59]. Track queries trace the object’s appearance through a
video sequence while adapting to changes in shape and position as the object motions.

Track queries are initialized using the object queries detected in the previous clip ¢ — 1. The valid
object queries have a tubelet classification score above o gpject and do not predict the background class.
The Nirack valid object queries in clip ¢ — 1 are combined as track queries with object queries for clip
i and are input to the decoder in Eq. (6.9). The number of object queries in clip ¢ is thus N + Niyack.

Note that no track queries are used for clip 0.

z°P = Decoder (2™, Concat(z°M, 272K)), (6.9)
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Once a query has started tracking, it is removed from the track queries when its tubelet classification

score drops below 04k, or when non-maximum suppression (NMS) deletes it.

6.2 'TRAINING

We first find optimal bipartite matching § between the predicted tubelets and ground truth tubelets,
and then compute the objective function between the matched pairs. Let use denote by y the ground
truth set of tubelets, and § = {y}}f\:{Nm‘?k the set of N 4+ Niyack predicted tubelets. We define
the cost function as Eq. (6.10) and search the index (%) of the prediction for y; at minimum cost by
Hungarian algorithm [43].

Let use denote by y; = (c;, b;) the each element of ground truth set, and §; = (&;,b;) one
of N + Nirack predicted tubelets. ¢; and ¢; are the class labels. b; € [0, 1}(T,X4) is the set of center
coodinates and its height and width of box in the ground truth tubelet; since an object may only appear
in part of the clip, the number of box is denoted as T’ < T. On the other hand, since the prediction
is generated for the entire clip, the number of the prediction b; € [0, 1) is T, We consider y
as a set of size N + Niyack padded with @ (no tubelet), and we will denote N + Nipack as IV in the

following. The cost function Ly atch is defined as

ﬁmatch = At:lsﬁclass + ﬁbox (6-10)
N
ﬁclass = Z - logﬁé(z) (Cz) (6-11)
=1
N
Ebox = Z ]]-{cﬁég} Z Aiouﬁiou(bgt)a bf;t()z)) + AL1 ”bgt) - b((gt()l) ”7 (6'12)
i=1 tew

where ;5 (c;) is the probability of class ¢;, and 1) is the product set of the frames in the ground truth
tube and the prediction tube. We use the generalized IoU [72] loss for Ligu. Liou and L1 loss are
normalized by the number of tubelets inside the batch. Ly,atcn is used not only as a cost function for

the bipartite matching, but also as an objective function for the training.

6.3 EvarLuaTioN

This section describes the details of the evaluation for our approach.

6.3.1 DATASET

We perform experiments on MultiSports [49], containing 3200 sports video clips with 66 fine-grained

classes in four sports. Compared to other similar datasets [38, 76], the spatial resolution of 1280x720
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is higher, and multi-person boxes are labeled per frame. The temporal resolution is 25 FPS. It is similar
to eSports videos in that the object size is significantly tiny relative to the frame size, multi-object in a

frame, and object’s motion is fast and subtle.

6.3.2 BASELINES AND METRICS

We use two baselines, MOC [50] and Motionformer [66]. MOC first predicts the coordinates of the
center point of the box from 2D/3D CNN backbone features and then predicts bounding boxes and
classes based on the coordinates. Motionformer [66] is a video understanding model using trajectory at-
tention. We replace self-attention in Motionformer with cross attention as in Eq. (6.7) and use tubelet
queries as z°PJ, which we call this Motionformer+TQ. Our method differs from Motionformer+TQ
in that object queries from the detector are used for the tubelet queries.

We report the video-mAP [26] with different IoU thresholds to evaluate spatiotemporal action de-

tection.

6.3.3 IMPLEMENTATION DETAILS

We follow the hyperparameters in Deformable DETR [103] for our object detector. We initialize with
the model weights from [103] pre-trained on COCO [53]. Our object detector operates 1 x 480 x 854,
while our video model operates 16 x 224 x 224 videos with temporal stride 2. Our model uses patch-
size 2 x 16 x 16. The trajectory attention has 6 layers, 8 heads, and an embedding dimension of
256. We empirically set the number of tubelet queries to 32 and ogpject and Orack to 0.4. We use
the AdamW [56] optimizer with initial learning rate 2.0e — 4 for tubelet action detection. During
inference, NMS with threshold 0.4 is applied to the predicted boxes in the center frame to reduce

redundant tubelets. All models are trained for 50 epochs.

6.3.4 RESULTS

In Table 6.1, we compare our method against the baselines. The MOC results are borrowed from [49].
We find that our method performs favorably against the baselines in both IoU thresholds. In particular,
it outperforms MOC by a wide margin in video-mAP@0.5. Our method is also significantly higher

than Motionformer + TQ), suggesting that object queries from the detector are the key to performance.

We show the qualitative results of our approach and Motionformer + TQ in Figure 6.2. We can
observe that ours can detect multi-person individually while Motionformer + TQ can detect only a
single person. We can also see that ours generates the correct box without confusion about changes in
the scene. For Motionformer + TQ, the detected box only covers a little of the ground truth, even the

player’s face, which is large on the screen.
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Figure 6.2: Qualitative results of tubelet action detection. Green indicates ground truth and red indicates prediction.
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Table 6.1: General results for tubelet action detection with MultiSports [49].

Method video-mAP@0.2 video-mAP@0.5
MOC [50] 12.13 0.77
Motionformer + TQ [66] 3.45 0.15
Ours 14.89 4.89

In summary, we show from Table 6.1 and Figure 6.2 that our proposed method is superior to the

baselines.
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Conclusions

7.1 SUMMARY

In this thesis, we investigated eSports video captioning through three approaches.

First, we experimentally evaluate existing video feature extraction methods to the eSports domain
through video captioning. We confirmed that the existing captioning models struggle significantly
with eSports videos more than human action videos, and improvements are needed in the video feature
extraction model.

Second, we experimented with unsupervised learning in object detection to recognize eSports char-
acters with unlabeled data. We realized that the model needs to understand the temporal dynamics of
the game rules and the characters.

Finally, we extend the video understanding model based on Transformer with an object detection
model to recognize object-centric temporal dynamics. We introduce object queries to address the prob-
lem of existing methods: the different sizes of detected objects and the high cost of high-frequency
object detection. We also use the recurrent structure to identify tubelet correspondence between clips
without any heuristic linking algorithm. Our experimental results showed that our approach outper-

formed baselines and demonstrated the effectiveness of object queries from the detector.

7.2 FUTURE DIRECTIONS

A limitation of this study is that we left to train our object-centric action tubelet detection model with
unlabeled eSports videos. We aim to generate captions using our object-centric video feature extraction
model in the eSports domain where datasets are not well-developed. As a first step, we proposed a

feature extraction model and evaluated it on a well-developed sports video dataset in the supervised
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setting. Future work will extend our model to the unsupervised setting and bring the model to the

feature extraction part of video captioning.
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