BRI 2 (52T 7 a0 2015 C51
IPSJ Interaction 2015 2015/3/7

Joodgboodoodoodoodgod
A0 H0o0guogubtgbobogbg

oo oob® oo ooo2® oo oo

ooobooooooooooooooooooooooodoooooonooooooooooooaoaod
gooooooooocoooooooobo4b00000O0O0O0O0DOOOOOOOOOOOOOOOOOOO
gooooooooooooooooobooOoooOoOOoOoO0OoOoOoObOOoOoOoOoOObOOoOOooOooOboOo
gooooooooooobooooooobooooooOoboooooooOoboOoooooOoobooooooobooo
00000000000 0000oooo0000OoooDn Control-Display 000 O0O00O0O0OOOOO
goooooooooooobooooooooo

A Virtual Mouse using a Four Finger Shake on Large Multi-Touch
Tabletops

TAKURO KURIBARAL'® BUNTAROU SHIZUKIZ?) JIRO TANAKAZ:©)

Abstract: We present a virtual mouse for large multi-touch tabletops. The virtual mouse is activated by
a shake gesture with four fingers on the tabletops. The gesture allows a user to activate the virtual mouse
anywhere on the tabletops without conflicting with other touch gestures. This gesture also allows multiple
users to simultaneously activate the virtual mice. Moreover, the user can point at far position quickly because
the virtual mouse can change control-display ratio according to the distance between the user’s thumb and
ring finger.
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Fig. 2 Activating a virtual mouse using a four finger shake. a) When the user places his four fingers, and b) shakes them,

then c¢) the virtual mouse is activated.
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Fig. 3 Cursor translation according to the virtual mouse.
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Fig. 4 Dynamic C-D ratio according to the distance between
user’s thumb and ring finger. a) A small C-D ratio. b)
A large C-D ratio.
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Fig. 5 A user uses the prototype system.
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