TEHEESES A > 25 72 3 > 2025
IPSJInteraction2025

1P-81
2025/2/2:

A V—RTEH I MEIZHT S
A—FORBEMRCBIT HRE

Il N

Gaysiinal

BEE 3D &' — L IZ B S BRI B & D i 5 S — 22X LT, RIS E 0 & 5 1S BBIETET 5 7 OB - 5o 24T
SF. XX TUE—RED, VLT Th, TRI-BMBTS LD, ZREN 20 BFEO 3 S0 —2F 2 EF
SRFAE 14 BITHEEL T b ol iR, RO g2 ST 5B AR L L > & 5 0R08s, FEgn
OFRE~ OB, THEREX (AT B BROBEC, Thid s RETEIEIC - & & ORRBIRORK

DR ERBESNIZ.

1. [FL®HIC

RBLBBIEAN T Web R—Y D F WA o) JESICRBIT 5~
=TT 47, BRI E B R S EE S R
A=Y ZOMDO X R = FDJ U D OE BRI
FIFESERRMECTEETH Y, HINOIZH2720 ORE
THRET D Z ENARRICZR 2TV D,

2L OEE, BBGEHNZ TEZICER LTV DY T8O
EOREFTHBREBEL TOAENITEZZERLTWS
) REERHET LR THEDLTEY, A7V — kT
o < KX 2 BB IEIZ DV TORFZEIEZ < 720,
L23L Web X—TIZBIF 2B & 25 KRB, SEIF RS
— L TDT T T4 ARERT ) —v ETHHE 25 FH
A TEBY, Zhoo@Xcxt LTABR ED XL S ITH

RAIBIE L TO LS NITEET 2 AR ZRBEHIEETH S 9 .

AFETIE, EELTHF—2HNOMEMIIIBELND
AR B X ICK L, 22— OHMNRED L S ITBERT D
DA HOWTIT - 1= EBRFE R AR~
2. BEMR

—MREIRT A BT xR (LUT, BB OHdirr

FEIESCIS Ay B2 D T, Majaranta 25038 BE LTV A [1].

T 2 CIIRBBM BN AR R L CIERER L DIl > TX
o, FIHSE L UCLBSME, B2k, ——3
YT TR BAN T 7V = a Vi ERRE T
Mann 1%, AR—YVBEFOHREHRBIRIOE I &
RBGEBR L - T, 728 21X N 5 O TR O [H
EEBR D 7227 ) REFIEEZ LTWeh$5 809
LR ENBBRENTWS[2].

=L O 2 —FORBLBHRIZ DOV T Fehd %L, ——
PR EICE R SN EEORCEE BT 5B, ¥
—5y bR ZAROTLICHREZEL Z NSz
ZEEHRELTBY, ThoE—o2oD 7 V—T7 L LTI X
TV ATREMEZ #5406 L TV 5 [3]. & 51T Shawn Green %5[4]

F1ORPEERY:  EHEESE (INIAD)

© 2025InformationProcessingocietyof Japan.

R Almeida Z[5)IET 7 a v F—LDT LA Y —3HTF L
A —LHELT, IVEZOWEERFICERTESZ
LERERL, HRMNFRZIERLTNWD RTINS,
WO L, T4 N7 v 7% AV TAMOERR
DENE T 2 BBRIROWEER ZHE L TV D23, AfETIE,
HRFZ TRV O —FR, F—ATLHEATI X
DIRKIGI O X ITBWT, DX D RER OB X DR
ERTINE WO BR TORE LRS-

3. =R

31 EBAZE

3D 7 — AL THWLNL D HA R 3 5D v — 2 % Unity -
TERR LTZ( ). BIR RICRRE R EDOAFT V= M &R
ELIZZ7 4=V R EEZEANACBET DI Y T 7 X —H—
ERIZED D169 ), —ERFMBEICY Yy 75T 5
HO(183 B), A7V FEPLZRI—BHBLF ¥
T B =N 5 0(18.6 F) T, Unity Asset @ 3D Game
Kit Lite 33 & U' Simple Low Poly Nature Pack % | L 7=.

(b) BEPBE AZ —PHE
B 1. {ERL L7z — v o]

551



TEHEESES A > 25 72 3 > 2025
IPSJInteraction2025

INGEEFEOFICHET 2 RKPAE 14 AIERW
NEELTHIEL T BV, HROFEEEITTo. HED
CORELIZY T AICZ>THBNICE Y U 7 L— g
¥, NYTF—va vitkEE 30T RTOBE & 2 [Tk
AL, BGEOE D EZIT10.0 DA o — L EFRITTET
W, ENENOFLEOHEBERIZAF T 1677 Loz,

B 2. EBROHET

FEBR T, Mg AEH 1T 5 E =4 (DELLU3419W) OF
4 AT VA FHICHEBEHIEEE 2R E Lz, £ HEIC
IRARAR AL B & OBHEEAS 65cm FREEICAR B L O ITEF L
TH 5V, HBEHINC T Tobii £:5L¢ Tobii Pro Fusion 120
7V 7 r—1F 120 [6]12 AV (K2). sHILE
TR OBENTIZIE, Tobii pro lab  (1.241.54542  (x64)) % 1
L, &> — BT % scanpath (RN E E-T-E & K
S, OB E S B E CTOBERI LIEF) 282 Lk,
32 EERER

INEND L — BT, 14 A scan path KR L
ThHthLiz. —ANOEBRBAHFICOER—— % 2 BT
O3 FHOBLERIE L7272, A5 T6 oD —r 0l
W —20nbd. ENEh, (EIME 1 EEH, (b)EDHB
B2EH, ¥y 7Big 1 BH, )Yy 7RG 2 ([
H, e=xI—M#l 1 HE, (O=xI—HB2MHAELEL,
TNOOBEEIZI T DHHRD scanpath X 3 17T, 14 4
LEOUBROBE FTERERRT D LIEMICR D720, KT
£ 6 4447 @ scanpath 7217 2 ERATERRL TNV D. AOHEE
TR OFRE KIS T 5.

(a) EDme 1

© 2025InformationProcessingocietyof Japan.

1P-81
2025/2/2:

(b) AEDBRE2[EH

(H=x I —HH 2 [ H
X 3. £ — BT IHEBOEHE (642 EE)

552



TSRS > 25 0 2 3 > 2025
IPSJInteraction2025

TRI—HBOL—2 T, ZRXI—BAF TPV O
f2 5 B9 2 3.0 Fbaii A & HBL & T scanpath #FK /R~ L,

ZOMITT R T —r 2R TORBOBEELEZRLTND.

INHDOFREND, UTOZ L AR L.
DM, BIOT Y THHR T, ERTIE ORR
HEEL Ty 77 F—OE RN OO L E, iR
WBHIZ0 EFTIHEEL TV . ELMBE L U TG T,
RRMOBET 2RI K E REWVIIRZ T Do dz.
TR I =BT A T, T R —HEHO
BRI R & <HRBDEN TV D, 27220 5@ < ITHRBZ E W
TWZHHRE b =X I —HAEZICREL<ENTEY, T
L TWARWE ZANBMARHET S LR RIRFEED
RMPEOND. Flo, =X I—HBEO2EBHI1EAE

Heige U T HBLO BRI O AR B 23 000N > TR Y,

HEBALE D FERNZ 0> TNl EHERITE 5.
C BRI LTI A ER T D Z LT eho T

4. ER

41 FEIHBLED YU THERICEITIRBSH

E9, EDZMEO 1 EE TIHEMOTNTOL— 2 & Hlg
LTCHBOBLLIZD RREWVWTERE o7, AR, FoRk
B ORI IZEE LT\, Z OB I 3ERE 78—
FNDICHRET 2B TH Y, RVNCEREEEZIEREL X
YT HTrEARNENZEE LGNS, 2 BIEHOMET
IR OBLO B SIE 0 A L TR0, HBRE SERIZIE
NCREREODOHEBBEH A LB NS,
EDMG L v MBI BIT AN Ty T 7 X —
DEEENGEHEOD L E, BEPRHZDICEEL T
ZEiE, v T X —OBEBEREBREOBLESI S KER
BWETHDH—F, v T 27X —OMENHEREHRICEES
NTWEZELEELRITFLTWDAEENRDHD. Fi-,
WEN Y TV THEI R BRI & TR IR 7
FUNR N ELHBEELTELLND.
42 IRI—HBELARTENR

TAI BT, =R IR TPHERS LI
7 CHER L= BIC. BIEE IS Z O RIS R & < 7=,
BEERE ST L CO RO AS K & 28R A B2 R & R o
EEZHZ25., X I—HBEO2EAE 1 FEE & ESTH
FROB)E DFEROMNT RS T2, ZHUTHERNCZ DBATIC
LRI =BT L2 THITE LD EEZLND. T
B RigIE Rk & 2 WGBS RRH L —FH T, FAER
FNEHENTRT S 2 &N TE AU 22 AR 28T
HIEMTEBLEEZLND.
43 BEEOZE

BRE L CECHEOFRITR N hoTo. ZhiT
MBI 2 B DI & 1T B, Lo 2e & HiEIz
RSBSOS RN NS L EZBND . HRT R

HRICEN R DIEPT S ELIEERHD LEALND.

© 2025InformationProcessingocietyof Japan.

1P-81
2025/2/2:

44 SEOFRE
SEIOEBRIITXTHE—T 4 AT LA TITo 18, 74
AT A DY A XRLT NA R (A~v— 742, VR A
H) ITRDENISHOBFRETHD.
WREXZOPELRMNPMLE L EZ XL TS, AEITHEH
778 L Wi AR A Lo e O EBRE D IR E AT 5
LT EAE RS TN, EEO 3D S — A TITERS KA
WEEUZEEIL, NI HAVTKRD I, ZZIZIEERFH TN D
EWVI = REN. ZD X DICEBRO S — AR
R TFTIHEHEBOBE N EDL o T HA[EEERH 5.

¥x 77 2 —0ihEo TR & B OB X O B%
LR OLERH L. RO I—PHBEILTT 4 —
VR EICWEZRI =BT LAY —D A>T 5L
IR =TI, EHICHBOEE NERI LT TH A D .
ZOfth, i, MR 3D S — L ORBOFRAL LS FES
FERBEREPEMOBEICEET LI LEZON, ThHD5
oA %oOBETHD.
5. 5

3D F— ANTEMNZRAEMIC L < & 5 bl A 72
& ZxT 52— FOREBOBIEICEAL, HABHREERIC
LDEBREToT-. TOFKER, =2 —FITRMOREE TIEa
EEIERLE D TAHEMENRH D 2 &, HARIZER 2%
RLTHIETH D Z L, =R TR TW AWK
ERBMFBEIRE D, FaT TR ARG G EOM
MRFED TIN5 POBRBBEINT. 5%
T 4 AT LA P ART S, ZADIEN, B RBHGEOEN,
TR L TR & TARRTRE AN X 238 e E DR
BEITVTZ.

b

BEE
AWFIEIE, BERFESAHIEHE 077 A2k 0B
KEZ Tt 0T, RBRICESE - LET

BEIR

[1] Majaranta, Pdivi, and Andreas Bulling. "Eye tracking and eye-
based human—computer interaction." Advances in physiological
computing. London: Springer London, 2014. 39-65.

[2] Mann, Derek TY, et al. "Perceptual-cognitive expertise in sport: A
meta-analysis." Journal of sport and exercise psychology 29.4
(2007): 457-478.

[3] Fehd, Hilda M., and Adriane E. Seiffert. "Eye movements during
multiple object tracking: Where do participants look?." Cognition
108.1 (2008): 201-209.

[4] Green, C. Shawn, and Daphne Bavelier. "Action video game
modifies visual selective attention." Nature 423.6939 (2003): 534-
537.

[5] Almeida, Samuel, et al. "The eyes and games: A survey of visual
attention and eye tracking input in video games." Proceedings of
SBGames. Vol. 2011. 2011.

[6] Tobii Pro Fusion 120: https://www.tobii. * om/ja/products/eye-
trackers/screen-based/tobii-pro-fusion

553


https://www.tobii.・om/ja/products/eye-trackers/screen-based/tobii-pro-fusion
https://www.tobii.・om/ja/products/eye-trackers/screen-based/tobii-pro-fusion

	tfild0: 551
	tfild1: 552
	tfild2: 553
	confinfo_j0: 情報処理学会 インタラクション 2025
	confinfo_e0: IPSJ Interaction 2025
	filename0: 1P-81
	c_date0: 2025/2/23
	cprt0: © 2025 Information Processing Society of Japan.
	confinfo_j1: 情報処理学会 インタラクション 2025
	confinfo_e1: IPSJ Interaction 2025
	filename1: 1P-81
	c_date1: 2025/2/23
	cprt1: © 2025 Information Processing Society of Japan.
	confinfo_j2: 情報処理学会 インタラクション 2025
	confinfo_e2: IPSJ Interaction 2025
	filename2: 1P-81
	c_date2: 2025/2/23
	cprt2: © 2025 Information Processing Society of Japan.


