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Airway Mouse: A Mouse with a Thumb Joystick to Input
Rough Direction Towards a Target

Abstract: In conventional pointing device such as a mouse, it takes long time when the target object is small
or the distance between the target object and the current cursor position is large. To solve the problematic
situation, we propose the new pointing device named “Airway Mouse,” which is a mouse with a small joystick
under the position of the thumb when a user grabs a mouse. When the user taps the joystick to input the di-
rection towards a target object, a cursor jumps to the target object. When there are several objects between
the target object and the current position of the cursor, the user can select the target object by carrying
out repeatedly this operation on the intermediate non-target objects till the target object is reached. This
technique can reduce the time to select a target object. We conduct an experimental evaluation of Airway
Mouse compared with the conventional pointing cursor and two practical pointing techniques for reducing
the time to select a target object, which are Bubble Cursor(BC) and Delphian Desktop(DD). As the result,
Airway Mouse is significantly faster than these techniques in all experimental arrangements of object except
the arrangements of objects in which BC and DD have their own advantages of target acquisition. However
in such cases, the target selection time with Airway Mouse can keep up with them.
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