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Visual Processing Evaluation on Character Types for Navigation Assist to Motorcyclist

Kenichiro Ito*!, 0 Hidekazu Nishimura*!, 0 and Tetsuro Ogi*!

Abstract Nowadays, navigation systems widely used for automobiles are designed
to consider safe driving by controlling the amount of information to be presented. On
the other hand, preferable amount of information to present for motorcyclists is not well
known. Since motorcyclist haves different gaze movement compared to the automobile
driver, further research is required in order to safely provide navigation information for
motorcyclist. As a first step to understand navigation information processing, we per-
formed a rudimentary experiment presenting multiple kind of characters and symbols.
For the experiment we used symbols defined in Unicode, English, Japanese Hiragana,
and Japanese Kanji. From the experimental results, we compared subjects observation
time of the presented information and found significant difference between the presented
characters. In this paper, we describe about visual processing of information regarding

to design a navigation system for motorcycle.
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Fig.1 Illustration of the Experiment.

02 000O000O0ODOODbOOOo
Fig.2 Scenary of the Experiment Wearing
the Eye-mark Recorder.
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Fig.3 Defined Duration for Analysis.
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Table 1 Ten-key Number to Input for Arrow
Symbols and Words Indicating Di-
rections.

Ten-key Number Alphabet Kanji | Hiragana
1 Lower Left 00 |goooog
2 Down 0 ad
3 Lower Right | OO oooo
4 Left O ooOo
6 Right O oo
7 Upper Left | OO0 |O0O000O0O
8 Up O oo
9 Upper Right | OO oooo
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Table 2 Number of Samples.

Character Type
Symbol
Alphabet
Kanji
Hiragana
Total

Samples
58

59

56
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Fig.4 Experimental Results of Observation
Time.
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Fig.5 Experimental Results of Input Time.
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Table 3 Information Amount per Letter and Average Information Amount

Presented
Character Type | Bits per Letter | Average Letters Presented | Average Bits Presented
Symbol 6.77 1.00 6.77
Alphabet 4.70 7.02 32.98
Kanji 11.06 1.36 15.01
Hiragana 6.17 3.38 20.85
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