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Abstract

Exploring Thumb Input Performance on Smartphones

KUME KOHSUKE

English Thumb based interaction is becoming increasingly popular in mobile de-
vices. In spite of providing many benefits, in particular in the wild, the interaction
still remains slow, ambiguous and error prone. Researchers do not posses clear idea
about the factors affecting the performance. This note presents an exploratory user
experiment study results of onethumb pointing and swiping task performance, based on
mobile size, target size and postures. Beside finding the pointing task while sitting is
faster and less error prone than other conditions, we observed some surprising scenar-
ios during interaction, e.g. the gripping style of most of the users was casual and did
not follow any formal model or structure. We concluded our experiences into design

implications with respect to mobile size, posture and gripping styles.
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