Rough Selecting:

t i
1
Web
10 Ul 3 Rough Selecting
Rough Selecting
Rough RP
Selecting s
Rough Selecting
RP 2 [1,2]
2
RP
3.2
RP Rough Selecting
3
RP
Web

I\
'\ X
Rough Selecting: Icon acquisition technique combined direct pointing
with button pressing -
tMasaki FUJIWARA iBuntarou SHIZUKI #Jiro TANAKA
tCollege of Information Sciences, the Third Cluster of Colleges, Univer-
sity of Tsukuba .
tGraduate School of Systems and Information Engineering, University 1
of Tsukuba




3.3 Rough Selecting

( d4a-Db)
4c
4d
4d
4 Rough Selecting
Rough Selecting
Wii RP
Wi 4
Wii
Wii
B Visual
C# Wi WiimoteLib
5
Tse RP

(3]

(4]

Wii

v IUTHh—IL IYTHh—=VIL

=%E
4 | \jﬁ 4
a -
i e A Jo
4 @)y 4 gl
| JjJ JJJJJJ | JjJ JJJ_UJ
44 4 el
(a) (b)
e =2\ BRI N E7E)
BEREIND L TER
F
P éJ
P
IHTED
=7k J%‘Eﬁ%%ﬁ:‘
TA43AY (o)

4: Rough Selecting

Rough Selecting

(1]

(2]

(3]

(4]

RP

P. Kabbash and W. Buxton. The “Prince” Technique: Fitts’
Law and Selection Using Area Cursors, In Proc. of CHI'95,
pp.273-279, 1995.

A. Worden, N. Walker, K. Bharat and S. Hudson. Making
Computers Easier for Older Adults to Use: Area Cursors
and Sticky Icons, In Proc. of CHI'97, pp.266-271 ,1997.

T. Grossman and R. Balakrishnan. The Bubble Cursor: En-
hancing Target Acquisition by Dynamic Resizing of The
Cursor’s Activation Area, In Proc. of CHI'05, pp.281-290,
2005.

E. Tse, M. Hancock and S. Greenberg. Speech-filtered Bub-

ble Ray: Improving Target Acquisition on Display Walls, In
Proc. of ICMI'07, pp.307-314, 2007.



