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Hidden Eye-Tracking Technologies
with its Application to Entertainment

FuMiva Summizut®  Isser FujisHIRO!:P)

Abstract: Many methods using gaze tracking have been proposed for realizing everyday interfaces for such
devices as digital signage and HMD. This is because gaze expeditiously reflects the intention and thoughts of
the veiwer. When using eye-tracking devices, we need to calibrate those devices for each viewer. We herein
present a calibration-free method which allows the viewer to select the audio data through the detection of
his/her gaze with a single webcam. As a result, we will be able to provide the viewer with an immersive
environment where he/she can focus on the object easily. Also, we perform a preliminary experiment on the
system with a motivation to apply it to audio-based guidance at a museum or an art gallery.

Keywords: Gaze tracking, audio interface, human interaction.
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