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1 Introduction
This document serves as a template for the abstract submission for a challenge and a research paper. We do not use an abstract here, because the submission consists only of 2 to 3 pages. Thus, the first section starts already with the introduction. Please, state in the introduction what approach you use for your software solution in case of a challenge contribution, or the motivation for your research and the state of the art in case of a research paper. Additionally, you should state in the introduction how your research is linked to the topic of the workshop (measurement and analyses of eye movements in natural environments).
2. Implementation 
The second chapter in case of a challenge contribution is the implementation. Describe here the implementation details of your software, i.e. the applied object identification and tracking techniques, implementation details, object selection and tracking procedures. If you need subsections you can find examples in chapter 3. If you want to use equations, please use the formular editor and number the different equations in ascending order. For example:
We first calculate the z-vector of the head coordinate system in world coordinates
( ), with its origin in the head center and pointing towards the center of the field of view, by using the information of the three markers on the eye tracker helmet (i.e., left, right and front):

      (1)

where  and in Equation (1) are the positions of the right and left marker on the eye tracker helmet in the world coordinate system. 
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The second chapter in case of a research contribution is the experiment. Describe here the purpose, experimental setup and experimental procedure of your study.
For example:  

The present study investigates the influence of mental skill representations on the association of perception and action in a game sport scenario. We expect to find differences in the mental skill representations and in the visual gaze behaviour between experts and novices.

Participants: We tested 21 soccer experts (15 male and 6 females; 16 right-footed, 3 left-footed, 2 equally skilled with both feet; mean age = 25 years) and 21 novices (14 male and 7 females; 18 right-footed, 2 left-footed, 1 equally skilled with both feet; mean age = 23.71 years). The experts played from regional level up to the 1st division and had an average of 16.71 years of experience.

Stimulus material: Pictures of two different soccer players in sports wear per-forming the instep-kick were taken with a resolution of 4.1 mega pixel. The camera was fixed to a tripod for stability and to guarantee that all pictures were taken under the same perspective. During the photo session we ensured that the background did not contain distracting objects which could attract participants’ attention later on in the experiment.

Task and procedure: In the first part of the experiment, participants were tested in a perception task. The pictures of the soccer players were projected on a white wall using a projector set at 1400 ANSI-lumen brightness (see Figure 3). The projection had a size of 1:63 x 1:23 meter. The projector was placed on a 2.14 meter high shelf behind the participant in order to avoid that his or her head intersected with the projection field.
4 Results
This chapter serves to report the results of the challenge or research contribution. 
For the challenge contribution describe your results on the automatic annotation on the gaze videos and report them for the single selected videos using the following table (please use a single table for each video):




	Video 
(name)
	Object 1
	Object 2
	Object 3
	Object 4

	
	numFix
	fixDur
	numFix
	fixDur
	numFix
	fixDur
	numFix
	fixDur

	Microwave1
	5
	7442
	0
	0
	5
	7210
	1
	290

	Microwave2
	7
	5806
	3
	1222
	8
	4850
	4
	1000

	Microwave3
	7
	7289
	1
	309
	7
	6720
	1
	370


Tab. 1: Results of the software solution for the average number of fixations (numFix) and fixation duration (fixDur in ms) in case of the single objects in the test videos for the microwave.

	Video 
(name)
	Object 1
	Object 2
	Object 3
	Object 4

	
	numFix
	fixDur
	numFix
	fixDur
	numFix
	fixDur
	numFix
	fixDur

	Supermarket1
	7
	4594
	4
	1647
	8
	3130
	4
	2070

	Supermarket2
	5
	3063
	4
	2283
	5
	2110
	3
	1570

	Supermarket3
	3
	3312
	4
	2183
	6
	2560
	6
	2520


Tab. 2: Results of the software solution for the average number of fixations (numFix) and fixation duration (fixDur in ms) in case of the single objects in the test videos for the supermarket.
Statistical results: In a research paper you can also use tables to summarize your results. If you state statistical analysis, you can do it in the following way: The results show that the amount of percentual attention distribution for novices is significantly higher than for experts (t(94) = 4:078; p = :001). On average, the scene area receiving attention in case of cue positions on the head or foot are 5.39 % and 7.03 % or 7.16 % and 7.81 % for experts and novices, respectively (see Figure 2).  Additionally, we analysed the direction of the first saccade in case of reaction errors, i.e. participants pressed the wrong pedal, by a 2 (expertise) x 2 (kicking direction) x 3 (cue location) ANOVA.We found a significant main effect for expertise, F(1;36) = 4:934; p = :033). Furthermore, we found a significant interaction of the factors cue location x compatibility, F(1;36) = 4:105; p =.05. 

Figures: If you want to use figures, you can do it in two ways: Either as one image or two images beside each other using a table. 
[image: ]
Fig 1: Experimental Setup
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Fig. 2: Attention map areas for experts
and novices depending on cue location
(head v. ball).
	[image: ]
Fig. 3: Direction of the first saccade to relevant or irrelevant cue positions for experts and novices in case of reaction errors.

	
	


Citations of Figures, Tables and References: 

Figure 1 depicts the experimental setup. Table 1 shows the annotation results for the microwave and Table 2 for the supermarket videos, respectively.
Thereby, examining differences in visual search strategies under conditions of game play has proofed to provide a window into the attentional processes underlying expertise decision making (Vickers, 2007; Williams & Ward, 2007). For a more thorough review of this literature see Williams, Davids, and Williams (1999); Williams et al., (2002). 
5 Discussions and Further Work
Summarize your findings here and sketch possible future work. 
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