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Study on Work Assist using Head Direction in Multi Display Environment
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Abstract: Multi-display environment is spreading among programmers and web designers. Wide display area can provide
more information and make their work easier. However, wider display means that finding a mouse cursor becomes harder.
Therefore, if the display that the user wants to work can be detected, automatically mouse cursor can be moved that
working display, and it helps the user to work easier. In this report, we propose the detection method of the working
display based on the user’s head direction. The head direction is measured by the Face Tracking of Microsoft Kinect SDK.
This method is performed without calibration, so the user can work naturally. Crossing point of the head direction and each
display plane is calculated. If the crossing point locates within the display area, it means that the user’s head faces towards
that display. The evaluation experiment using the mannequin head showed that the accuracy was within 0.05m.
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Figure 1 Crossing point of Head direction and Display plane
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Figure 2 Configuration of Accuracy Evaluation
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Figure 3 Error of Measured points from Target
(Legend: Display - Target)
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