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We Investigate the efficiency of five gaze guidance techniques Intwo immersive environments. Stimuli are tested In real -
world panorama still images. We conduct user studies for a commercially available headset and a custom -built dome
projection environment . High-quality eye tracking Is used for evaluation.

Gaze Guiding Stimuli Results

ColorDot suddenly appearing red dot

SGD bright / dark modulation

SpatialBlur blur non-target image regions
ZoomRect rectangular local image magnification
ZoomcCircle circular -shaped version of ZoomRect

Evaluation of recorded eye tracking data of 101 participants
reveals local luminance modulation as the most effective
technigue within the first second.

Head-mounted Display Dome Projection System

HTCVive Device Custom-built Dome
2 7?1080 71200 Display resolution in pixels 6 7?2560 71600

90 Hz Display refresh rate 120 Hz
SMI Upgrade Integrated real-time eye tracking Smart Eye Pro
250 Hz Eye tracking frequency 120 Hz
05¢£ Eye tracking accuracy (optimal) O05¢£

The dome serves as preview of future -generation high-fidelity VR headsets




