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Abstract. Several methods can be used for a robot to return to a previously visited
position. In our approach we use the average landmark vector method to calculate
a homing vector which should point the robot to the destination. This approach
was tested in a simulated environment, where panoramic projections of features
were used. To evaluate the robustness of the method, several parameters of the
simulation were changed such as the length of the walls and the number of features,
and also several disturbance factors were added to the simulation such as noise and
occlusion. The simulated robot performed really well. Randomly removing 50%
of the features resulted in a mean of 85% successful runs. Even adding more than
100% fake features did not have any significant result on the performance.
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1. Introduction
The objective of this work consists in evaluating the suitability of a biologically inspired
visual homing method, the ALV (Average Landmark Vector), for a mobile robot navigating in an indoor environment. For these first experiments, we have developed and used
a simulated environment to assess the robustness of the algorithm to different levels of
noise and changes in the scene.
Based on the work of Wehner [9], Lambrinos et al. studied in [4] the navigation
strategies of an ant species which lives in the Sahara, the Cataglyphis. This ant cannot use
pheromones (hormones which are dropped by the ants in order to ’define’ a path, these
hormones can be detected by other ants) to find their way back, because the pheromones
evaporate in the desert. Three main strategies were found to be used by the Cataglyphis:
path integration, visual piloting and systematic search. Path integration with the help of
a biological compass is the main ant navigation technique, but either visual piloting or
systematic search, depending on the availability of landmarks, are also used to finally
find the nest.
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The snapshot model has been used to explain the insect visual piloting techniques
for about two decades [1]. This model assumes that a panoramic image of the target
location is created and stored by the animal. When an insect wants to go back to the
stored position it uses a matching mechanism to compare the current retinal image to
the stored panorama. The authors of [4] suggest the Average Landmark Vector model as
a better way to explain the comparison. This model assumes that the animal stores an
average landmark vector instead of a snapshot. Landmarks can be (simple) features like
edges. The direction to the destination is the difference of the ALV at the destination and
the ALV at the current location. A significant advantage of the ALV is that it does not use
any matching technique, thus being a much less computationally expensive method that
can be used in real time. Posterior to this first simulated evaluation we plan to test this
method on a real robot and, if the results are satisfactory, we will use it to complement
the topological navigation system we are developing.
In [6] the authors successfully tested the ALV method on a small real robot under
complete analog control, however this was in an 1 m × 1 m environment with walls of
30 cm heigh and black pieces of paper on the wall which served as landmark.
In [7], Smith et al. propose some improvements for the ALV to use it in large scale
environments, and test it in a computer simulation. In their simulation an unidimensional
sensor for the robot is used, and the landmarks are cylinders of different sizes spread
across the environment. Their experiment is designed to simulate the biological model
of an ant colony where ants have to reach some food in the environment and then return
to the nest.
Another difference between our work and that of Smith et al. is that we designed
our simulation to use automatically extract features from panoramic images. In a real
robot, these features can be extracted from the images using, for example, a Harris corner
detector or DoG extrema, and we do not need to manually set up special landmarks
within the environment.
The rest of the paper is divided as follows: In Section 2 the ALV visual homing
method is explained. In Section 3, the computer simulation environment is explained as
well as the experiments designed to test the performance of the ALV method. Section 4
discusses the results, and finally, in Section 5 we present the main conclusions extracted
from the results and we mention some future work.

2. Method
The Average Landmark Vector is the average of the feature vectors:
→
ALV (F, −
x) =

i=n

1 X−
→ →
Fi − −
x
n i=0

(1)

Where F is a n by 3 matrix containing the positions of the n features. Fi is the ith feature
→
position vector and −
x is the current position of the robot. Eqn. 1 shows the ALV in a
→
world centered system, therefore the current position of the robot (−
x ) is substracted.
The next step is to calculate the direction to the destination (or home) this is called
the homing vector. It can be calculated by subtracting the ALV at the destination location
−
→
→
(i.e. home: d ) from the ALV at the current location (−
x ):

Figure 1. The calculation of the homing vector. Both ALV’s (A1 and A2 ) point to the average feature position,
which is drawn as a gray block. The homing vector (H) is calculated by subtracting the ALV at the destination
location (A2 ) from the ALV at the current location (A1 ). This subtraction is shown, by the addition of the
inverse vector, A20 , to A1 . The robots are aligned in this example.

−
→
−
→
→
→
homing(F, −
x , d ) = ALV (F, −
x ) − ALV (F, d )

(2)

In this work we will use automatically extracted features from panorama images.
One of the most relevant problems for using this method in the real world is that the
panoramas have to be aligned before the homing vector can be calculated, this is not
taken into account in the simulation. However we have done tests with random rotation
of the panoramas to perceive the effect of non-alligned panoramas.
Figure 1 shows an example of the calculation of the homing vector. To simplify the
image we only show the average feature position (the gray square). The ALV is calculated
from two positions: c1 and c2 where the panoramas were taken. The ALV’s from both
panoramas are shown: A1 and A2 . The homing vector is calculated (with c1 as current
position and c2 as home; figure 1) by subtracting the ALV at the destination position
(A2 ) from the ALV at the current position (A1 ). This can be done by adding the opposite
vector of A2 (shown as A02 ) to A1 . This results in the homing vector, H1 , which points to
the destination location. It can be easily proven that the destination will be reached when
there is no noise present [4, 3].
In the previously discussed example the depth was known and therefore the destination was found in one step. However in our examples the depth is not known, because
we only use one panorama image, therefore the process of calculating the homing vector
has to be repeated several times.
A constraint of the homing method discussed here is that it assumes an isotropic
feature distribution [2]. This means that the frequency and distance of the features are
independent of the location where the panoramas were taken. A last constraint is that the
features are static, that is they do not change over time.

3. Simulation and experiments
The simulation environment contains one or more walls which make up a room. These
walls are defined by feature points (the dots in figure 2). In the simulation the robot only
moves in a plane (xz-plane), so the robot will not change its height (y-direction). The
camera is set 1 m from the ground (at y = 1.0 m).
Four slightly different worlds have been created where the centre of the room is set
to (0, 0) on the xz-plane. Figure 2 shows the first world (world 1) and it shows the letters
for each wall. The figure also shows the start and end location of the robot. The other
worlds are similar to the first world, but not all the walls are present. Table 1 shows in
which world which walls are present. The walls have a height of 2 m and a roughness of

Figure 2. a. World 1 of the simulation. In this case the world consists of four walls (world 1). The dots
represent the features by which the robot recognizes the wall. The robot origin (source) and destination are also
shown and the path which the robot took (green circles). b. A panorama projection image at the destination
location.
Table 1. The different worlds used in experiment 1 and per world which walls were present.
World

Wall a

Wall b

Wall c

Wall d

1
2

All walls
2 sided, I

Description

x
-

x
-

x
x

x
x

3
4

2 sided, II
1 sided

x
-

-

x
x

-

1 mm (i.e. the deviation from the ’straight’ line). The locations of the features on each
wall have been randomized (uniformly) before each test-run of the virtual robot.
The default amount of features for each world is 1000. These features are uniformly
distributed in all the present walls (for example, in a world with four walls, each wall
will have 250 features).
The virtual robot acquires information about the environment using a simulated omnidirectional camera, which captures a cylindrical projection of the features of the world
at its current location. The images of the feature points in the panoramic image are used
to calculate the ALV as in Eq. 1. The next step is to compute the homing vector (Eq. 2).
Which features are visible to the robot depends on their closeness and their yposition (height). The image plane has a limited vertical field of view, but it has a 360◦
view in the xz-plane. To test the performance of the ALV, we added Gaussian noise to the
positions of the features before projecting them. We also added the possibility of features
to disappear or new features to appear during a test-run.
3.1. Experiments
The influence of the variables listed in table 2 are investigated by the experiments which
will be discussed in this section. The table shows the default values as bold. The noise
parameter is the standard deviation of the Gaussian noise which is added to the position

Table 2. The tested parameter values. The values in bold are the default values. The values in italic are the
values which have been tested in a second experiment.
Parameter

Tested values

wall length (m)
standard deviation of the Gaussian
noise added to the feature position
number of features per world

3, 5, 10, 15, 20, 30, 50

number of added fake features
number of removed features
maximum random rotation angle of
the projected panorama (rad)

0, 0.001, 0.01, 0.05, 0.1, 0.5, 1
20, 40, 100, 500, 1000, 5000, 10000
0, 1, 5, 10, 20, 50, 500, 700, 900, 950, 980, 990, 995
0, 1, 5, 10, 20, 50 500, 700, 900, 950, 980, 990, 995
0,

1
2
3
π, 10
π, 10
π,
10

..., π

of the not yet projected features. Random features are added or removed to simulate
occlusions. If no features are projected in the current panorama, because they are not
visible to the robot for example, the robot tries to use the previous homing vector as
it should point to the destination. If the previous vector is not available (i.e. has a zero
length), a random vector is used. If no vector can be computed more than five times in a
row, the test-run counts as a failure.
To prevent the simulation from running endlessly, a limit on the number of steps
(iterations) was added. We experimentally found that 2000 was an appropriate limit. As
a last constraint, the robot is allowed to travel at a maximum distance of ten times the
ideal distance. We expect the robot to perform worse when the amount of disturbance is
higher.
4. Analysis of the results
The experiments discussed in this work were done in a simulated environment in worlds
with four, two or only one wall present. For each parameter, each of its values listed in
table 2 were tested twenty times for all four worlds thereby using default values for the
other parameters. The default value of each parameter is shown in table 2 as bold.
A run is marked as successful if it does not violate one of the previously mentioned
three requirements: stay within the limits of 2000 iterations, do not drive a longer distance
than ten times the ideal distance and do not use the previous or a random homing vector
more than five times in a row. From the successful runs the difference between the driven
distance and the ideal distance will be compared. At last we compare the number of
iterations which the simulated robot used to reach its goal.
Since almost none of the results were normally distributed, we use the Wilcoxon
Rank Sum test (also called the Mann-Whitney U test; [10]). In the discussion of the
results, α = 0.05 will be used. A more extended discussion of the results can be found
in [3].
4.1. Noise in the feature position
Adding Gaussian noise to the positions of the features before each projection showed
that the robot was able to reach its goal in almost all test-runs within our set limitations,
when the noise had a standard deviation of 0.001 or less. Except for 40% of the runs in
world 4 in which the test failed. All test-runs failed for a standard deviation of 0.5 and
more.

As expected a higher noise rate increased the number of iterations which were used
and also the difference with the ideal distance. It is difficult to compare the amount of
noise to a situation in the real world. In the simulation we used Gaussian noise, because
noise in nature generally is normal. We have found the level at which noise is tolerated
by the model.
4.2. Occlusions
Occlusions were simulated by removing randomly chosen features before every projection. Removing until 500 of the 1000 features per world did not have any significant
effect on the performance. In world 4 however, the result dropped to a success rate of
50%. When 95% of the features were removed, the success rate for worlds 1 to 4 was respectively : 60%, 35%, 40% and 15%. For 99.0% removed features 15% of runs in world
2 succeeded, 10% in world 3 and none in worlds 1 and 4. For 99.5% removed features
none of the runs succeeded. The ALV method assumes an isotropic feature distribution
[2]. This assumption can explain why the results in world 4 were worse than in the other
worlds. The robot used more iterations when more features were removed, which was
not significant for all number of removed features but was to be expected since the ALV
every time has a different error. Also the difference with the ideal distance increased with
the amount of removed features.
Adding fake features, which can be thought of previously ocluded objects which
become visible, resulted in no performance drop at all. Even when 100,000 fake features
were added, within the bounds set by the world (width × length × height). This might
also be explained by the uniform distribution of the fake features. The mean of the uniformly distributed fake features is the centre of the room, therefore it should not have
any influence in or near the centre of the room. To confirm this, experiments can be done
in which the fake features are not uniformly distributed.
4.3. Number of features
Having more (reliable) features present in the world increases the performance of the
robot (higher success rate, less iterations and a smaller difference with the ideal distance).
The success rate was 100% for 100 and more features for world 1, for 500 and more
features for worlds 2 and 3 and 1000 and more features for world 4. The success rate
for 20 features per world varies from 80% for world 1 to 50% for world 4. Having more
features available increases the amount of information, and therefore it should improve
the performance of the robot when it uses the features to navigate.
4.4. Wall length
When we look at the size of the room than we see that almost all runs were successful
in square rooms. However in rectangular rooms in which the wall in the x direction was
much longer than the wall in the z direction, the robot was less successful. All 20 runs
succeeded for all worlds for a wall length of 5 and 10 m. For a wall length of 30 m in the
x direction about 60% of the runs succeeded.
The robot performed worse in rooms in which one wall was much larger than the
other, this can be explained by the way the features are projected. Feature pairs which are
at the same distance on the wall, will be projected closer to each other on the panorama
when they are further away than when they are closer to the robot. In [8] the same prob-

lem is mentioned: the vergence angle α is small near the antipodal direction and therefore the uncertainty of the depth is high. The result of a small vergence angle is that
the projections of the features on both panoramas are very close to each other, therefore
the difference between the vectors pointing to the projected features on both panoramas
is very small. In our experiments there were about 1000 features equally divided over
each present wall To calculate the homing vector, the AL vectors are subtracted, but in
the case of the features on the walls in the x-direction, this results in very short vectors.
We have measured the length of the homing vectors to verify this. The mean length of
the homing vector in a room of 5 m × 5 m was 0.025 m (and a standard deviation of
0.007 m). However when one wall of the room was 50 m and the other 5 m, it resulted
in very small homing vectors of 10−6 m. For this reason a lot of runs failed because the
maximum number of iterations (2000) had been exceeded.
The number of iterations increases with increasing wall length, but the difference
with the ideal distance is not significant in all worlds.
4.5. Rotation of the panorama projection
As expected the method did not work when the panorama was rotated randomly, therefore the panoramas (or at least the ALV’s) should be aligned before calculating the homing vector. This can be accomplished by using a compass for example.
4.6. Results per world
The results of the different worlds show that the distribution of the features makes a
difference. The robot performs best in world 1, in which the features are spread equally
over all four walls and worst in world 4 where only one wall is present. The results
of worlds 2 and 3, which both have two walls present, are between world 1 and 4 in
performance. However we cannot conclude any significant difference between the first
three worlds from our results. This can be explained by the isotropic feature distribution
assumption for the same reason we expect that the system works worse in worlds 2 and
3 than in world 1.
From these experiments can be concluded that using the ALV for visual homing is a
robust method. The next step is to try this method on a real robot. In the real world there
can be problems with the ’noisiness’ of the features, but this depends on which sensor is
used and which feature detector.

5. Conclusions and Future work
In this work we evaluated the robustness of a homing method which uses the average
feature vector which is calculated from data of a panorama. A big advantage of the ALV
is its simplicity: the only requirement is that it needs features extracted from the environment. In the simulation the method was always successful in worlds with 1000 features
and more.
Observations in the real world however, are almost never the same, therefore we
have tested how robust the method is to noise and occlusions. Removing up to 50%
of the features present in the world resulted in a mean success rate of 85%. Adding
fake features had unexpectedly no significant negative effect on the results. A maximum

tolerated noise level has been found but tests have to be done with sensors in the real
world to find out the degree of noise tolerance in the real world.
As expected the robot performed best in world 1 which has four walls and therefore
satisfies to the isotropic distribution which is one assumption of the method. In the simulation the panoramas were always aligned, but in the real world an alignment method
should be used, for example a compass could be used.
In the future simulated tests can be done in a world in which the features are not
uniformly distributed over the walls, and where the worlds contain some objects. We will
continue doing experiments with this homing method on a real robot. For this experiment
we will use a panorama image and extract SIFT features [5].
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