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A Text Entry Method using Edge Tracing Operations
Targeting Round Face Smartwatches
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Abstract: Text entry is a basic but cumbersome task. Specifically, small devices such as smart watches
make it difficult to type in tiny keys on a small touchscreen keyboard and require several actions. Such tasks
become even worse when user is in a certain context or situation. For example, entering text while walking
makes a slower text entry rate because the user cannot focus on the text entry task with unstable device and
unsupported hands. To deal with the issue, EdgeWrite text entry method was proposed, in which user traces
the corners and edges of rectangle input area with a finger to enter a character. However, EdgeWrite was
designed for being used in rectangle input area. In other words, it does not support input areas in different
shapes including rounded ones. In this paper, we propose a text entry method using edge tracing operations
targeting round face smartwatches. With user studies, we derive and illustrate the basic gesture design for
English, numeric, and punctuation characters.
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0 1 EdgeWrite 00000000
Fig. 1 Primary EdgeWrite character forms for ‘a’, ‘b’ and ‘¢’

02 00bOO0bOO0obOoboyxooooobooobo
Fig. 2 Input gesture for ‘r’ in the proposed method
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Fig. 3 Experimentsin the walking condition
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Fig. 4 Experimental device
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Fig. 5 User preference for each character at the first and final trial
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Fig. 6 Agreement score for each character at the final trial
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Fig. 7 Input gesture for the lowercase ‘u’
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Fig. 8 Input gesture for the capital letter ‘U’
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Fig. 9 Input gesture for ‘s’
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Fig. 10 The basic design of the input gesture
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