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Abstract

This paper suggests user’s interface with computer by
means of detecting gaze under HMD, head mounted display,
environment.

System is derived as follows; firstly, calibrate a camera in
HMD, which determines geometrical relationship between
monitor and captured image. Second, detect the center of pupil
using algorithm of the center of mass and represent a gazing
position on the computer screen. If user blinks or stares at a
certain position for a while, message is sent to computer.

Experimental results show the center of mass is robust
against glint effects, and detecting error was 7.1%, and 4.85%
in vertical and horizonta! direction, respectively. To adjust
detailed movement of a mouse takes 0.8 sec more. The 98% of
blinking is detected successfully and 94% of clicking detection

is resulted.
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