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1. Introduction 

In the Work Package 8 of the SignSpeak project, Telefónica I+D works together with the rest of the 
partners to get a communication platform with the SignSpeak technology properly integrated. The aim 
of this prototype will be to improve the communication between the hearing and the deaf community.  

Aside from sign language applications, it would be interesting to analyze in which industrial 
applications SignSpeak technology could fit (as is stated in the purpose of the WP9), such as for 
improving human-machine communication by gesture, or for an automatic object and body part 
recognition and tracking in video streams.  

On the other hand, the implementation of vision-based system within industrial applications is 
becoming common, given that the novel features of such systems provide new ways for solving 
industrial problems. Therefore, the technological breakthrough of SignSpeak will clearly impact in 
many applications fields as we could see in a coming point within this document. 

In addition, due to the breakthrough in sign recognition and translation, SignSpeak results could be 
applied in other industrial fields apart from sign language, like in human-machine communication as 
explained the following sections. 

This document is structured as follows. First we provide a short description of the main features of 
SignSpeak technology and we perform a comparison of this technology with other commercial 
products. Then we describe the main strategic lines in TID, and associated to them, we identify several 
applications areas in which SignSpeak technology could fit. To illustrate better the industrial 
application areas, and taking into account the opinion of five experts in technology, we present five 
use cases in which it is described how SignSpeak technology could be integrated in other application 
domains. Finally, we present the main conclusions that may be extracted from this analysis. In the 
appendix A we present the questionnaire that the experts filled in, and their responses.   

2. SignSpeak technology 

In this section we will briefly describe the main characteristics of  SignSpeak technology. Other 
documents have been delivered during the execution of  SignSpeak project which explain widely the 
technical details of  the developed technology. In this case our intention is to give a background of  the 
technology while we stress those features which would make the application of  SignSpeak technology 
in other areas more attractive. 

2.1 Description of the main features 

The overall goal of  SignSpeak is to develop a new vision-based technology for translating continuous 
sign language to text. SignSpeak combines innovative scientific theory and vision-based technology 
development by gathering within a common framework novel linguistic research and the most 
advanced techniques in image analysis, automatic speech recognition (ASR) and statistical machine 
translation (SMT). 

In this section we will give a brief  review about the more relevant features of  SignSpeak technology 
with focus on its exploitation. Detailed information of  the goals is gathered in the public deliverable 
D1.1 and updates about the progress of  the work in the annual public reports. All of  them are 
available on SignSpeak website1. 

The main characteristics of  SignSpeak technology are: 

1. Multimodal video recognition systems. As signed languages transmit information not only through 

                                                 

1 http://www.signspeak.eu/en/deliverables.html  

http://www.signspeak.eu/en/deliverables.html
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the hands movement but also by facial expressions or head movements, SignSpeak is prepared 
to take into account different channels. For e.g., the hands movement, along with head 
nodding as a non-manual feature for identifying negation.  

2. Non invasive devices. The signer will speak without wearing gloves or other types of  
sensors/markers. The recognition process will entirely be based on video processing.  

3. Robustness to ambient conditions. The video corpus includes recordings under different lighting 
conditions so recognition process is supposed to work well under these circumstances. Some 
work has been done to avoid problems with transient occlusions.   

4. Contextual translation. The system will carry out continuous sign language translation within a 
context, not merely identifying isolated signs.  

5. Multilingual. Scalability to other signed languages is planned but is dependent on the availability 
of  video corpus of  those signed languages.  

6. Software integration. The different modules which configure SignSpeak prototype have been 
implemented to be connected easily under a common framework. 

7. Context-domain of  the translations. RWTH-PHOENIX corpus has been selected so the context 
domain is going to be the weather forecast.   

8. Non real time. There is a factor around 20 for translation process. A real time factor of  20 
means 6 seconds of  video records will take 2 minutes for providing the translation. 

9. Vocabulary size around 4.000 words. 

2.2 Comparison with commercial products 

In order to gain knowledge about the application areas where SignSpeak techniques (video processing, 
automatic speech recognition and statistical machine translation) are being used successfully we are 
going to review some of  the most outstanding commercial products which are based on them. This 
will be useful to find the suitable area of  application for SignSpeak technology and to apply similar 
business strategies which help to the exploitation of SignSpeakõs results.  

2.2.1 Communication 

The SignSpeak project could be considered as a technology which translates a modality (sign language) 
into another (text or voice). In order to do that, image processing and Statistical Machine Translation 
(SMT) techniques are used.  

In the area of  communication services, SMT has been used traditionally for performing translation 
tasks. These services have become very popular and nowadays they are able to get promising results. 
Some of  the more relevant products are: 

¶ Bing Translator2 which is a translator service provided by Microsoft. It is based on SMT 
technology but also relies on language specific rule-based components to identify sentences 
from one language to another. This hybrid system is called òLinguistically informed statistical 
machine translationó. 

¶ Systran software3 is one of  the oldest SMT companies. It supports the translation of  Yahoo! 
Babel Fish4. It combines the strengths of  rule-based and statistical machine translation in 

                                                 
2 http://www.microsofttranslator.com  

3 http://www.systran.co.uk  

4 http://babelfish.yahoo.com  

http://www.microsofttranslator.com/
http://www.systran.co.uk/
http://babelfish.yahoo.com/
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order to reduce the amount of  data required to train the software and the size of  the statistical 
models while maintaining high performance. 

¶ Google Translate5 which uses statistical translation models learned from parallel text, that is, 
sets of  documents and their translations. The huge amount of  indexed data owned by Google 
(which in 2006 had already reached one trillion words) is used for automatically learn a model 
and differs from other approaches based on linguistic rules. 

2.2.2 Video gaming  

Gaming industry has experimented a deep growing lately. Mainly this has been due to the development 
of  computing (i.e. higher processing power) and the use of  more realistic images. In 2009 the gaming 
industry moved 57.600 millions of  euros worldwide. These figures are already very close to cinema 
and music business. 

In the search of  new gaming experiences and more natural means of  interaction, video cameras and 
gesture recognition have been introduced in game consoles. In 2003 EyeToy camera was launched by 
Sony, for being used with PlayStation 2. It was prepared to let users interact with games using motion, 
colour detection and also sound (through a microphone integrated in the camera). At the end of  2008 
the EyeToy had sold more than 10 million units worldwide. In 2007 Sony presented the successor of  
EyeToy, the PlayStation Eye, for being used with PlayStation 3. It included a new microphone with 
better cancellation of  noise, improvements in the performing in low-light conditions and better 
responsiveness. Finally Kinect, the proposal from Microsoft, was launched in 2010 for XBOX 360 
console. In its first 60 days a total of 8 million units were sold, being the òfastest selling consumer 
electronics deviceó. Up to now more than 10 million units have been sold. 

 

 

Figure 1. Video cameras for video game consoles 

It is important to notice that camera devices for controlling games have as direct competitors motion-
sensing game controllers as PlayStation Move or Wii. Although video cameras have advantages 
because they let users to play without any extra component, motion controllers are more accurate 
under certain conditions and also cheaper. 

2.2.3 Augmented reality 

One of  the leading trends in gaming and also for entertainment applications is Augmented Reality. It 
applies to 3-D virtual objects which are integrated into a 3-D real environment in real time, using 
matte techniques to display real and computer generated images in a seamless and integrated fashion. 
Some examples of  video games which integrate AR scenarios are: 

                                                 
5 http://translate.google.com 

http://translate.google.com/
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¶ EyePet6 is a game for PlayStation 3 where a camera is used to embed a virtual pet in the 
images from real world and even people can interact with him. 

 

Figure 2. EyePet game for PlayStation3 

¶ Fantastic Pets follow a similar concept to EyePet. In this case the game is proposed by 
Microsoft for playing with Kinect. 

 

Figure 3. Fantastic Pets game for Kinect 

¶ Kinect promo videos propose applications that play with social networks and fashion. For 
example, a couple of  friends could select together what to wear to the high school. Even 
trying their wardrobe on virtually. 

 

Figure 4. Sample application for Kinect (from promotional video) 

¶ Star Wars Arcade Falcon Gunner uses the iPhone camera to capture what it is going to be the 

scenario of the proposed adventure. It consists on has taking on the enemy using the famous 

spacecraft Millennium Falcon. 

                                                 
6 http://www.eyepet.com  

http://www.eyepet.com/
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Figure 5. Star Wars Arcade Falcon Gunner for iPhone 

In addition to gaming, the number of  areas which take benefits from AR interaction is increasing 
every day. Some of  them are: 

¶ Simulation environments: for example to simulate flights or driving activities. 

¶ Emergency services: augmented reality is used to show instructions over real images for 
evacuations. 

¶ Architecture: in order to visualize planned constructions over the terrain or decoration. 

¶ Support for complex tasks: as for example mechanics or maintenance works, surgery 
operations, etc. In these cases additional information would be inserted in the vision camp of  
workers. For example, for surgery, tomography info could be added virtually while surgeon is 
operating.  

¶ Navigation systems: AR improves the efficacy of  navigation systems adding extra information 
e.g. over the windscreen of  a car informing about close roads, traffic jams or simply giving 
indications over the image of  real world. 

¶ Prospection: AR is used for showing an interactive analysis of  terrain characteristics. 

¶ Advertising: in order to attract consumersõ attention they can show 3D models of products 
e.g. when a client takes the box which contains the product. Also, to let the clients to try 
clothes on over their own body. 

¶ Tourism: giving information about monuments, shopping, restaurants, etc. just over the real 
images which could come from your smartphone. 

However, in mobility scenarios, smartphones are ideal platforms for creating augmented experiences. 
Nowadays smartphones count with very powerful processors, high resolution cameras, connectivity 
almost everywhere and geolocation. In order to get a glimpse of  what applications are being offered 
we list some of  them: 

¶ òWikitude World Browseró7: augmented reality browser based on Wikipedia information and 
GPS location. You can find more than 350.000 points of  interest around the world and 
display them over the cam view. 

                                                 
7 http://www.wikitude.com  

http://www.wikitude.com/
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Figure 6. Wikitude snapshot 

¶ òLayar Reality Browseró: it is a modern and cool augmented reality browser that displays real 
time digital information on top of  the real world images from mobile camera. 

 

Figure 7. Layar snapshot 

¶ òGoogle Gogglesó: it let you launch searches about real world things (books, QR code, 
famous landmarks, artwork, popular images, etc.), simply taking a picture. It can even translate 
English, French, Italian, German and Spanish sentences. 

 

Figure 8. Google Goggles snapshot 

¶ òWikitude Driveó: this application uses the images from the phoneõs camera to overlay the 
driving instructions. It permits you to follow the instructions at the same time you are 
watching the road. 
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Figure 9. Wikitude Drive snapshot 

3. Industrial exploitation 

In order to identify the exploitation areas where SignSpeak technology could have some impact, we 
are going to review the strategic trends which could guide the future development of  the upcoming 
Information Technology (IT) services. For that purpose we will give an overview of  the strategic areas 
upon which Telefónica I+D has business and research units in operation. We believe this approach 
will provide a realistic snapshot of  the current trends and growing areas of  the market. 

Later, taking into account this perspective and the industrial consulting work carried out by several 
experts, we will describe what are the opportunities and the application fields where SignSpeak 
technology could be applied. 

3.1 TID trends 

3.1.1 Cloud 

Cloud computing is defined as the shift from locally installed programs to distant servers where the 
computation is performed (Hayes, 2008). It is already represented in most of  the major companies; in 
fact 77% of  large corporations use the cloud in one of  its modalities. However, this is just the 
beginning since it is expected that in the year 2020 more than 34% of  the world total digital 
information will be stored or transported through cloud services. 

Telefónica I+D is putting great efforts into the area of  Cloud Computing. It defines differential 
technologies in order to incorporate them in the products that Telefónica will market. Nowadays, 
developments are being carried out in different areas such Infrastructure as a Service (IaaS) devices 
and services, virtualization, cloud content storage services or desktop or PC virtualization. Through 
these products Telefónica I+D provides a differential strategic value so that customers perceive the 
value-added of  Telefonica's network capacity, of  the security of  the applications, and of  the capacity 
to migrate applications that are in the customersõ private settings to the public cloud. 

Some of  the main lines within this area are: 

¶ òVirtual Public Cloudó which allows deploying and managing ð remotely and automatically ð 
servers and storage infrastructure. 

¶ òVirtual Private Cloudó which allows hosting the user data centres without sharing the 
infrastructure with another user or company. 

¶ òVirtual Mobileó which is an ecosystem of  services related to mobile virtualization to 
òuploadó it to the cloud. Thanks to this technology we can manage several virtual mobiles on 
the same physical device. 
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3.1.2 Communication services 

It is estimated that there are 1.97 billion Internet users worldwide, who have sent 107 trillion e-mails, 
have created more than 200 billion websites and over 150 billion blogs and shared in excess of  30 
trillion pieces of  data of  all kinds on Facebook. This trend is seemingly unstoppable and it is changing 
the way people communicate. 

Telefónica I+D is looking for being part of these new communication modes, evolving voice 
communication services for them to be more personal or converting voice into digital content so it 
can be organized and searched. The goal is to offer advanced and attractive to customers services 
trying to break the barrier between the web and traditional communications: voice communications 
between people. 

Some interesting products related to this trend are: 

¶ Giff-Gaff8 is an innovative virtual mobile network operator built on web 2.0 principles and 
aimed at the participation and direct involvement of  its user community in the success and 
strategy of  the company, rewarding users for that. 

¶ Facebook Call9 is a mobile application that lets you make calls through Facebook. The friend 
you want to talk with receives a Facebook chat message advising of  the call, and then the call 
is connected directly from the browser. 

¶ mIO!10 is a Spanish funded project which brings together companies and research 
organisations. Its aim is to create technologies which allow us to provide widespread services 
in an intelligent environment and adapted to each individual and his or her life. The mobile 
phone will be used as a means of  interaction, for both services provided by third-party and 
microservices created and provided by the mobile users themselves. 

3.1.3 E-Health 

The high cost of  citizen healthcare expenses has been for some years now a matter of  concern for 
societies. Moreover, healthcare costs are expected to increase during the next decade. This is partially 
due to the increase in peopleõs life expectancy worldwide which will be around 70 years in 2020. New 
lifestyles and availability of  goods are leading to the widespread epidemics of  conditions such as 
obesity, all of  which will cause an increase in the cost of  derived illnesses. In this regard, it is estimated 
that 2000 million people will suffer from obesity in 2020 and that 80% of  them will develop some 
form of  diabetes. 

Information technologies and communications have shown their efficiency in providing solutions that 
reduce medical costs. This is mainly due to the possibility of  performing certain activities at the 
patientsõ domiciles which in the past were carried out in sanitary environments where the costs are 
much higher, or bring specialized care services to health centres closer to people. In this sense the 
integration of  technology in daily life of  handicapped people or those who donõt have technical skills 
is a key point and so the improvement of  technology accessibility is a must. It is related with the 
concept of  Universal Access (Carbonell, 2005) and the different standardization initiatives to set up 
the design principles for create accessible web interfaces11. 

In this context, Telefónica I+D is working on developing mobile telecare for the telemonitoring of  

                                                 
8 http://www.giffgaff.com/ 

9 http://platform.jajah.com/facebook-call 

10 http://www.tid.es/en/Tecnologia/Pages/TIDInternetTecnologiaFichaProject.aspx?IDElemento=20 

11 http://www.w3.org/WAI Web Accessibility Initative  

http://www.giffgaff.com/
http://platform.jajah.com/facebook-call
http://www.tid.es/en/Tecnologia/Pages/TIDInternetTecnologiaFichaProject.aspx?IDElemento=20
http://www.w3.org/WAI
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the elderly, sanitary telecare to provide accessible services of  telehospitalization (for both the caring of  
chronic patients and telerehabilitation) and hospital advanced services for remote control of  medical 
applications and sharing of  content and concurrent information. Specifically, òColabor@ó 
(òCollaborateó) is an environment of  collaboration, promoted by Spanish institutions and Telefónica 
I+D, among health professionals. Its focus is to provide tools so that the communication can be as 
complete as possible. 

3.1.4 Financial services 

Currently, there are more than 5.000 million of  mobile phone users around the world and it is 
estimated that these numbers will keep on increasing and reaching 6.000 users by 2020. This means 
that the majority of  population has or will have a mobile device and most of  them will have access to 
advanced services which will be connected to Internet. All this and the launch of  technologies for 
close communication such as NFC (Near Field Communication) makes the mobile phone a great 
candidate as a payment mean. 

Telefónica, as other important companies12, is also involved in this new trend. For this reason 
Telefónica I+D is working to develop new experiences for payment services. At this point the goal is 
two-fold, firstly, to make secure processes in order to gain the usersõ confidence. It is carried out 
through architectures and technologies like the SIM card which enables the operators to provide these 
services according to the quality levels required by consumers. Secondly, providing value-added 
services (i.e. savings on transportation operational costs) make more beneficial the use of  innovative 
electronic payment systems. 

3.1.5 M2M 

It is a fact that there are many more machines, defined as things with mechanical, electrical, or 
electronic properties, in the world than people. And furthermore most of  them are connected 
somehow. In fact, in 2014, it is expected that 70% of  consumer electronics devices will be connected 
to the Internet. And in 2020 there will be 50 billion devices connected to the Internet. The concept of  
M2M (Machine to Machine) tries to take advantage of  the communication between all these entities, 
with no or minimized human intervention (Lawton, 2004). 

In this context, Telefónica I+D is developing new platforms to collect and manage large amount of  
information that causes the use of  M2M. Specifically one of  the current challenges of  Telefónica ID 
is the so-called òSmart Citiesó. The associated technological difficulties are numerous, for example, 
how to manage the increasing number of  heterogeneous and geographically dispersed 
sensors/machines deployed around a city; or how to share the huge amount of  heterogeneous 
information generated among different applications and services; or to create open, easy-to-use, and 
flexible interfaces in order to get involved the different agents (public administrations, enterprises, and 
citizens) in the management of  all aspects of  urban life in a cost-effective way. It is worthy to name 
three basic concepts needed make real these new paradigms:  

¶ Internet of  Things (IoT), defined as a global network infrastructure of  physical and virtual 
òthingsó based on communication protocols. The devices are seamlessly integrated into the 
information network. 

¶ Internet of  Services (IoS): flexible, open and standardized enablers that facilitate the 
harmonization of  various applications into interoperable services as well as the use of  
semantics for the understanding, combination and processing of  data and information from 
different service provides, sources and formats. 

                                                 
12 http://www.google.com/wallet 

http://www.google.com/wallet/
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¶ Internet of  People (IoP): envisaged as people becoming part of  ubiquitous intelligent 
networks having the potential to seamlessly connect, interact and exchange information about 
themselves and their social context and environment. 

An ongoing European project which is expressing all these concepts in a real scenario is 
SmartSantander13, led by Telefónica I+D. The city-scale experiment will comprise more than 20,000 
sensors and will be based on a real life IoT deployment in an urban setting. 

3.1.6 Networks 

It is estimated that by 2015 the global Internet traffic will quadruple the current and it will reach 966 
exabytes per year. Furthermore, 61% of  the Internet traffic will be video and 1 million video minutes 
will traverse the Internet every second. The number of  devices connected to IP networks will be twice 
as high as the global population in 2015. And In 2015, non-PC devices (smartphones, tablets, etc.)  
Internet traffic will grow to 15 percent (Cisco, 2011). So it is clear that the new network model is 
changing rapidly and it is necessary to provide greater capacity (at the lowest possible cost) and greater 
flexibility to enable new services.  

A sample of interesting projects in this area is: 

¶ Genio14, co-funded by Spanish government and European institutions, is intended to specify 
home network architecture able to face the problem of  heterogeneity of  the devices and their 
interactions as well as to support the management of  user needs in relation to the services 
supported. 

¶ OPTI-TRANS15 is a FP7 European project which aims to create a mobile Global Navigation 
Satellite Systems (GNSS) platform allowing travellers to plan their trip efficiently. It will use 
the information from various public transport authorities and will create a combination of 
public/private transport in order to display the optimal route. 

3.1.7 Security 

The immersion of  new technologies in daily life of  ordinary citizen isnõt a trend, it is a fact. But the 
confidence put on some of  these technologies (above all those related with monetary transactions) 
isnõt as solid as it should be. The number of  computer networks present in the daily lives of  people 
makes more critical the protection due to the duplicity of  sensible data. 

In this environment, the role of  telecom operators is double: on the one hand as an infrastructure 
safeguard role and on the other hand as end users trusted entity. In order to play these roles it will be 
great help software that can verify a userõs identity based on the way they interact with a device. 
Behavioural biometrics is one of  the options. 

3.1.8 Service platforms 

Taking into account the new social paradigms of  communication through Internet, open innovation is 
the new wave for developing services. In this environment it is essential that companies provide 
elements (APIs, platforms, visibility, etc.) to support this collaboration. There are multiple examples as 
the Android Market or iPhone App Store. In the case of  Android Market, the more recent launched, 
there were 2.300 apps on March 2009 and now, the number of  applications is close to 250.000 with 
more than 4.500 million of  downloads.  

                                                 
13 http://www.smartsantander.eu 

14 http://projects.celtic-initiative.org/genio 

15 http://www.optitrans.net 

http://www.smartsantander.eu/
http://projects.celtic-initiative.org/genio/
http://www.optitrans.net/
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In this line, the more promising proposal from Telefónica is called BlueVia16. It is a global 
environment created for a community of  developers which allows them to create and commercialise 
applications based on Telef·nicaõs capabilities (MMS, SMS, call management, etc.) In the research field 
there are also approaches such as Webinos17, another initiative corresponding to a FP7 European 
project, which aims to define and deliver an Open Source platform to enable the development of  
applications and services based on Web technologies and their consistent and secure use over a broad 
spectrum of  connected devices (mobile, PC, home media and in-car units). 

3.1.9 UX and user modelling 

The huge availability of different technologies and services makes user interaction more complex and 
offers lots of possibilities to users.  The user preferences have to be taken into account for the 
creation of new services and so recommendation systems are already commonly used. In fact, 61% of 
consumers want their communications service provider to offer customized services and plans based 
on their own consumption habits of mobile broadband. 

Telefónica is acquainted with this need and aware that it is increasingly important to know the 
customers in order to offer differentiated added value services to provide to the users a delightful user 
experience and an intelligent customization. 

In this sense the work lines are two: 

¶ User modelling: to improve business intelligence through a better understanding of customers 
using new algorithms to obtain user preferences and expected behaviour and thus to make the 
customisation of their services easier for the provider. This requires managing a huge amount 
of information, requiring significant technological advances in the area of massive information 
processing. 

¶ User experience: from the information obtained through usersõ behaviour and user research, 
the next step is to apply all this knowledge to design easier and more intuitive interfaces. In 
this way the introduction of new devices and technologies to general population will be a 
smoother process. 

3.1.10 Video 

As it was already mentioned the video will become the main source of  traffic on the Internet (61% of  
the Internet traffic by 2015). Telefónica I+D wants to offer multimedia services with a differential 
user experience across all connected devices. Specifically, entertainment services around the video, 
Augmented Reality (AR) interfaces, communication services of  high quality video and tele-presence. 

A special mention deserves Augmented Reality. It is a term for a live direct or indirect view of  a 
physical, real-world environment whose elements are augmented by computer-generated sensory input 
such as sound, video, graphics or GPS data. The strategic importance for Telefónica I+D of  this 
sector is represented by the recent partnership established with Layar18, a pioneeringcompany focused 
on AR experiences in the field of  Internet search. 

In order to compare different video proposals and identify their innovation gaps (in function of  
dimension that really matter to people) Telefónica I+D uses an own conceptual framework called 
Video Habitat19. 

                                                 
16 http://www.bluevia.com  

17 http://www.webinos.org/ 

18 http://www.layar.com/ 

19 http://www.tid.es/es/Tecnologia/Documents/VideoHabitat.pdf 

http://www.bluevia.com/
http://www.webinos.org/
http://www.layar.com/
http://www.tid.es/es/Tecnologia/Documents/VideoHabitat.pdf
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There are already several Telefonicaõs video products at the market. For example, òMovistar 
Videoclubó uses Internet connectivity to provide a service for renting movies, series and other 
multimedia contents, and òMy Worldó is a platform which provides a set of  specially designed 
interactive services to be enjoyed on TV. 

In the research activity there are projects intend to improve the tele-presence as, for example, 
ò3DPresenceó20, a FP7 European project with the goal in mind of  implementing a multi-party, high-
end 3D videoconferencing concept that will tackle the problem of  transmitting the feeling of  physical 
presence in real-time to multiple remote locations. òVisionó21 is a Spanish initiative with similar 
objectives and that stresses the importance of  studying the human factors involved in the perception 
of  presence. 

Regarding Augmented Reality services, Telef·nica I+D is working in the integration of òIrisó22 
service, which provides information related to an object just by taking a picture of  it, with Layar 
technology of  AR visual search.   

3.2 Application areas 

In the previous section a compilation of  technological trends from the point of  view of  Telefónica 
I+D has been given. Somehow these trends could be able to affect the exploitation of  technology 
products over the following years. Together with it in Section 2.1 we have explained briefly the main 
capabilities of SignSpeak technology and we have reviewed some products with certain similiarities 
with SignSpeak and that are already in the market (Section 2.2). 

Regarding all this information and industrial expertsõ opinions gathered in Appendix A. Industrial 
prospection we propose several application areas for SignSpeak technology. 

3.2.1 Biometrics 

The need of  security in order to guarantee the confidentiality of  communications and the privacy of  
data will be a key issue for the future ICT (Nissenbaum, 2010). Accessing to remote personal services 
(e.g., e-health profiles, cloud storage, etc.) or validating transactions through technologies as electronic 
wallets are examples of  scenarios were a confident user identification would be needed. Biometrics, 
that is, automatically recognizing a person using distinguishing traits, is an option to face the task of  
recognizing you as you. 

Traditionally most of  the biometrics technologies need some special sensor to capture the usersõ traits 
(e.g., fingerprint sensors, digital tablets, etc.). There are some of  them that rely on images from video 
cameras, as for example it happens for facial recognition or hand shape. In this case it gets a more 
comfortable and seamless user experience because they donõt need to have access to complex sensors 
(which are also more expensive). On the other hand the working conditions for capturing properly the 
usersõ traits are stricter, above all regarding lighting. 

As one of  the industrial experts proposed a possible use of  SignSpeak technology could be for 
òoffering access by means of  an established sequence of  symbolsó. It would permit to users an easy access to 
personal applications. Moreover in case of  mobile devices, which have mostly video cameras 
integrated, they wouldnõt need to add any extra hardware component.  

                                                 
20 http://www.3dpresence.eu 

21 http://www.cenit-vision.org 

22 http://www.tid.es/en/Tecnologia/Pages/TIDInternetTecnologiaFichaProject.aspx?IDElemento=13 

http://www.3dpresence.eu/
http://www.cenit-vision.org/
http://www.tid.es/en/Tecnologia/Pages/TIDInternetTecnologiaFichaProject.aspx?IDElemento=13
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3.2.1 E-Learning 

The application of  SignSpeak technology for learning context is getting clear when we consider 
teaching signed languages. This case has been discussed in the public document D9.4 and reader will 
find further details on it. Beyond this, nowadays, the use of  video processing for e-learning is mainly 
being directed to Augmented Reality approaches. It is thought that learning applications of  AR could 
be beneficial for providing visual and rich examples of  complex phenomena (e.g. engineering, 
environmental applications, etc.) and for getting illustrations, stories, etc. which traditionally live in 
books to life. This is a wonderful way to engage students of  all ages. 

From Telefónica I+D point of  view this kind of  applications would be useful for enriching tutorials 
of  technology products or any other device include in the interaction with a client. 

3.2.2 Gaming 

In the Section 2.2.2 we have reviewed the most popular game consoles which make use of  video for 
interacting with the game or even for creating the background of  the game scenario. It seems clear 
SignSpeak technology could be re-orientated to this area, as some of  industrial experts surveyed for 
this deliverable have noticed (see Appendix A. Industrial prospection). 

A related proposal would be òtraining for sportspeople and dancersó which might be presented in game 
formatting. Thus, attending to the analysis of  video images sportspeople or dancers could know if  
they are practicing well, or if  they have to change their technique. 

3.2.3 Healthcare 

In the opinion of the questioned industrial experts some of the proposals for applying SignSpeak 
technology in the Healthcare area would be: 

¶ Virtual surgery, that is, virtual reality simulation of  surgical procedures. If  SignSpeak had enough 
accuracy capturing the surgeonõs movements (hands and body postures) then these actions could 
be monitored and alerts would be launched in case some dangerous situation would be detected. 

¶ Augmented reality for surgery. SignSpeak tracking abilities could also be used for letting surgeons 
to operate superimposing visual information (i.e. dangerous areas for tumours or thermography 
information) in order to minimize the impact of  the surgery. 

¶ Rehabilitation exercises. SignSpeak would recognize the patientsõ movements and it would give 
some indications about needing corrections or recommendations of  new exercises. 

Taking into account the interest of  Telefónica I+D in developing initiatives related to healthcare, we 
find really useful the application of  computer vision for improving the relation with the patients. In 
the Section 4 a use case is described which tries to develop the application of  SignSpeak in this area.   

3.2.4 Human computer interaction 

Nowadays, in the industrial field, the most intense efforts are focused on make usable products. For 
getting close to this goal is necessary to study the specific features of  the targeted users and to design 
interaction strategies which, taking into account the mentioned usersõ characteristics, guide people 
smoothly and easily to the servicesõ goals. 

SignSpeak technology could help to improve human-technology interaction regarding two aspects: 
firstly, using its multimodal video recognition in order to enrich the means of  interaction with gestures 
and natural movements, and secondly, using its tracking abilities and recognition of  facial expressions 
in order to include this emotional information into the flow of  the interaction. In case of  the gestural 
interaction some proposals would be:  
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¶ Writing for mobile devices. Using movements in the air which could represent letters or even 
concepts. The advantage would be that we avoided the tedious use of  keyboard, typical for this 
kind of  devices. 

¶ Controlling in-home devices as televisions. The user would make gestures for representing each 
action as: changing TV channels, turning up or down the volume or accessing to any other TV 
service. 

Regarding the affective interaction, that is, the one which òemotional information is communicated by the user 
in a natural and comfortable way, recognized by the computer, and used to help improve the interactionó (Reynolds & 
Picard, 2001), the application of  SignSpeak could be applied in the following situations: 

¶ In conversational systems, in order to analyse the usersõ emotional state with the aim to apply 
communicative strategies to show empathy to the user. 

¶ In in-car systems, in order to survey driversõ attention and in case it was detected some dangerous 
situation (e.g. tiredness), then alert or even act in the vehicle. 

Apart from these two means of  application of  SignSpeak technology it would worth to mention, in a 
more general way, the usefulness of  video processing capabilities to create Augmented Reality 
interaction scenarios. Augmented interfaces use to be very attractive and to encourage users in the use 
of  applications. Some Augmented Reality applications are proposed for some of  the application areas 
presented in this section and also, with a more commercial point of  view, in Section 2.2.3.  

3.2.1 Manufacturing 

There are several complex tasks which require from workers very specialized trainings and high 
memorizing skills. With Augmented Reality technology, enhancement of  information in a variety of  
workspaces is possible. For example BMW have developed a concept of  mechanics assistant where 
the worker, using augmented reality glasses, is able to perform maintenance on the companyõs cars (see 
Figure 10). The information, visual and through audio, is about the part which needs to be replaced or 
how to make these replacement operations. 

 

Figure 10. BMW Augmented Reality system for mechanics works 

SignSpeak technology could help to create similar applications for manufacturing works and even to 
take advantage of  its capabilities to analyze the hands movements to correct the actions of  operators. 

3.2.2 Robotics 

Independently of  the area where robots are intended to work, if  we want to give robots real autonomy 
is necessary to equip them with powerful tools for perception. Computer vision has experimented 
remarkable advances for some years to now, however more efforts are needed. The ability of  
SignSpeak for video processing could be used òfor controlling the precision of  robots in several industrial 
environmentsó or to permit that òemotional information is communicated by the user in a natural and comfortable 
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way, recognized by the computer, and used to help improve the interactionó. 

3.2.3 Surveillance and monitoring 

Due to security reasons the most developed application of  computer vision is video surveillance. 
However surveillance and monitoring techniques are not only used for find terrorist in a crowd. The 
possible applications of  SignSpeak capacity for monitoring and tracking are quite numerous and very 
useful. For example, traffic surveillance, where a real-time analysis of  traffic on the roads could help to 
manage the cars in a big city. As one industrial expert proposed òanother possibility could be to watch the 
driverõs behaviour from an in-car systemó. Thus, SignSpeak could alert the driver or even the vehicle about 
her state (tiredness, nervous, etc.). Also, road safety would be improved if  technology would warn 
driver about other situations, external to the car (i.e., alerts due to close vehicles, pedestrians, etc.) 

A use case has been made in case to explain a typical scenario for this application area (see Section 4). 

3.3 Integration problems 

In the deliverable D9.4 òReport about the study of  the new communication bridge between signers 
and hearingó writers presented an exhaustive review about factors which could affect  the 
performance of  SignSpeak technology. They are grouped in the following categories: user factors 
(referred to the specific usersõ characteristics as age, experience or cultural background), environmental 
factors, resource-related factors, dependence on the capture devices and user perception/acceptance 
of  the technology. 

We also requested to the expert panel, knowing their limited knowledge about SignSpeak technology 
but counting with experience in similar technologies, what were the problems they think could arise 
with the industrialization of  SignSpeak.  

The main trouble that they point out is their doubts about a proper performance with bad lighting 
conditions or problems with low contrasts between clothes and background. An expert in artificial 
vision affirms that òIt would not work properly in outside environments with a high contrast level due to the low 
quality of the webcamó. They admit the complexity of the recognition task and thatõs because they also 
are suspicious if  SignSpeak technology could have a very high computational load and thus not being 
able to obtain result in real-time. 

If  we consider deaf community as potential users of  SignSpeak technology, the problem, in opinion 
of  the expert panel, is that òmarket interest may be limited by the lack of usersó.  That is, unfortunately, 
minority groups are sometimes not a good business for certain companies. Anyway, a complete market 
research would be needed to gain more knowledge about questions as òAre there any other solutions to 
cover the same needs? Which advantages have SignSpeak over the other solutions? Which would be the price of  this 
technology in the market? Are investments companies interested in SignSpeak?ó or other issues as òprivacyó. 
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4. Use cases 

The oncoming section is intended to propose several scenario samples and describe the possible 
sequences of  interactions between SignSpeak technology and the corresponding external actors. 

The aim is to show how SignSpeak technology could be integrated in a real application and find out 
the responsibilities and behaviour of  each component. The intention is not to reveal how the internal 
parts are structured and technology and actors are seen as òblack boxesó. 

4.1 Use case 1: ñSecure access for smartphonesò 

Maria has just bought a smartphone. One of  her major concerns with this sort of  devices is to achieve 
a secure access to the applications and the information stored in the device. As she declares òIt is not 
simply a mobile phone, you can store a big amount of private information hereéó Therefore she decides to use a 
secured access system which makes use of  the SignSpeak gesture and movement recognition 
technology by means of  her smartphone. Thus Maria can be authenticated by the SignSpeak 
technology using a sequence of  gestures or movements (even it could be used the representation of  
her signature) which would have been trained before. At the end, she is able to perform her personal 
sequence of  movements in order to access private applications, and she gains confidence using the 
system. 

 

Figure 11. Use case diagram for òSecure access for smartphonesó 
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4.2 Use case 2: ñPhysical therapy monitoring systemò  

David has been got into surgery due to a broken ankle. After the operation, David is ready to receive a 
long recovery treatment of  physical therapist from his home. Thus, he would not need to go to the 
hospital periodically during ten long months. Moreover, he would leave a free place in the hospital in 
order to be occupied by another person.  

David uses a PC with a webcam. The PC has a monitoring system installed which is connected to 
SignSpeak technology. Thus, the doctors can connect to this monitoring system and specify the 
physical therapist treatment that David should follow. On the other hand, David can start this 
program of  exercises and perform them in front of  the webcam. At this point a video connection is 
established between David and the monitoring system. SignSpeak technology recognizes the 
movements performed by David and check if  the exercises are well done. If  he is not doing the 
exercises properly, SignSpeak technology gives feedback to David providing markers over the video 
signal which helps to correct the exercises. Finally, with the purpose that the doctors and physical 
therapists track Davidõs improvements, the system sends the data storage to them.        

 

Figure 12. Use case diagram for òPhysical therapy monitoring systemó 
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4.3 Use case 3: ñIn-home devices control systemò 

Ana has just got installed a platform for controlling the electronic devices in her home. This system is 
connected to the SignSpeak technology, and therefore, is able to control every device connected to the 
platform by means of  gestures and movements. Thus, whenever Ana or another member of  her 
family (for example her mother who find difficult to understand how the TV remote control works) 
wants to change the channel of  the TV, the procedure will be as follows: The TV connects to the 
SignSpeak technology initializing the system. Ana (or her mother) perform a pre-establish gesture to 
change the TV channel. While she is doing the gesture, a camera- which is connected to the TV- sends 
the video signal to the SignSpeak. SignSpeak technology recognizes the movements from the video 
and associates them a specific control order. Finally SignSpeak sends the order (òchange channeló) to 
the TV, and this device executes the action. Now, Ana and her mother are able to control the TV using 
a set of  simple gestures. 

 

Figure 13. Use case diagram for òIn-home devices control systemó 
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4.4 Use case 4: ñGesture writing systemò 

Lately, Daniel is having problems to see clearly at close distances. It means serious difficulties when he 
is interacting with his smartphone, especially when he writes. SignSpeak technology offers him a new 
way of  interacting with his smartphone, he can make movements which represent letters or even 
concepts and SignSpeak translates them to text. After that mobile reads him (TTS) what have been 
recognized in case it would be necessary any correction. Now Daniel is able to use his mobile device 
every time and without any restriction. 

 

Figure 14. Use case diagram for òGesture writing systemó 

 

 

 

 

 

 

 

 

 

 

 

 

 








