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Front-view vs. Side-view ?

In left-right dimension, higher
accuracy for target near the
viewer's line of sight to actor

Little effect in the up-down
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Conclusions

1. Humans outperform state-of-the-art
computer vision models

2. Pertformance varies substantially
across actors, viewers, and viewing
angles

3. Human-model gap suggests the
importance of head-gaze trajectories
and scene context ...

Hypothesis:

This acuity may be sufficient for joint
attention in natural environments.




