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Abstract Recently, the broadcasting form has changed greatly by beginning of digital broadcasting and the spread

of the Internet.The technology that automatically edits the image data is demanded, because inefficiency and high

cost for people that analysis of a large amount of image. This paper proposes , it proposes the camera calibration

technique of the soccer image in aspect one moving camera that aim at the automatic image generation.The cal-

ibration was done by identifying where the location of the intersection.The proposal technique is effective as long

as the recognition accuracy at the intersection of the image is high.
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