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Study of text input operataion using finger gesture with 3D dial widget
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Abstract — This paper describes our study of text input method for large screen dis-
play by using finger gesture input. In the environment of large screen like public display
system and so on, the system allows users to retrieve information with touch interaction.
In these environment, the text input method is almost prepared by using soft keyboard
and the user enable to input some texts by selecting buttons in the keyboard. In such
a situation, the keyboard is to occupy over the half space on the screen and user cannot
recognize whole information on the screen. Therefore, our method is using dial widget
for supporting text input manipulation and it allows the user to input texts by using
the finger gesture operation. We designed the method and studied the usefulness of it
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through the preliminary examinations.
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Fig.1 Dial widget
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Fig.2 Region of 3 states(hover, touch and
push)
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Fig.3 Quadratic regression curve analysis on
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Fig.4 Quadratic regression curve analysis on
yz plane
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Fig.5 An example of visual feedback
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Fig.6 An example of manipulation
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