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An interatction system that provides visual information
while a person is blinking eyes

HirosHI MUKAIt and NORIAKI MITSUNAGA'

We normally are unconscious of eyelids’ movements due to eyeblinks since we have a visual
suppression mechanism. We do not percieve surrounding when the visual suppression mecha-
nism is working. It is possible not to present visual information to the eyeblinking person but
to present it to others if one can show it during the time that visual suppression is working.
In this paper, we show that such presentation is possible and it leads to a novel interaction.

As an example, we implemented a whack-a-mole game and report a finding.
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Fig.1 The eyeblink detection part of the system. A
Photointerrupter is used to detect eyeblinks.
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Fig.2 The block diagram of the eyeblink detection
system.
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Fig.3 Time change of photointerrupter output voltage

and close eye rate.

C AR
(HERE 1.0)

ABIRE B AREHIH/ L RBALAES
(BARR=E 0.0) (FAFRZE 0.64)

blink_hira 1O AWl blink_hira
tsukal63. b L=

D /LA T E FARRES
(FARR=E 0.64) (FARR=E 0.0)

04 A0O0ODOOBOOOODOOODOOODOCOOODODOOO
JoooEOODOOOOODOO

Fig.4 Appearances of the left eye, A open eye, B the be-
ginning of the pulse, C close eye, D the end of the
pulse, and E open eye.
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Fig.5 Small box to measure the length of the suppression.

(a) nothing is show when LED is off, (b) an image
is show when LED is on.
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Fig.6 Average and standard deviation of the pulse width
of the visual suppression period.
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Fig.7 Screen of the whack-a-mole game. The position of

the hole is shown by round markers.
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Fig.8 The block diagram of the game system.
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Fig.9 Average and standard deviation of the evaluation

to the whack-a-mole game
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