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Welcome

Sensory Eye FX 2 software is easy to use and packed full
of useful features that are designed to help develop
access and communication skills through creative play
and exploration. The software supports Tobii Dynavox
eye gaze devices and offers a number of thoughtfully
designed activities with customiasble properties and a

range of gaze interaction options.

This manual details all aspects of working with the

software from launching activities through to activity
customisation. The manual features screenshots of the

software, illustrated with explanations highlighting the

functionality. We hope you enjoy using Sensory Eye FX 2.

Sensory Eye FX 2 software is
developed inthe UK by
Sensory Guru Ltd
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GETTING STARTED

Take time to read through the getting started information as it introduces several

concepts that are essential to know in order to get the most from Sensory Eye FX 2.



Sensory Eye FX 2 - Getting Started

@ Install Sensory Eye FX 2

Run the installer and complete the
installation process. The shortcut will

be visible on your desktop

a”

Sensory Eye
FX2

@ Run an activity

Launch one of the activities in Sensory
Eye FX 2. You will be able to interact

with the activity using gaze.
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@ Run Sensory Eye FX 2

2 When loaded, Sensory Eye FX 2 will
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How to Control Sensory Eye FX 2

Sensory Eye FX 2 software can be controlled with gaze, gaze
+ switch, mouse and touch. It is possible to deactivate gaze
control for selection of activities if the user is not ready for
this level of control. This means it will not be possible to

inadvertently select buttons etc.
The gaze friendly interface enables users to navigate

and make choices. It is possible to access options and

change activity settings with gaze.
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Controlling Activities

Sensory Eye FX 2 activities are loaded from the Sensory

Eye FX 2 user interface.

Starting Activities

@ Click an activity button to open the launch

window.

@ Click the play button to start the activity.

@ Open and edit game options to make changes.

Exiting Activities

Select the X exit button in game. If the button is
x hidden, to prevent accidental triggering, the area
at the top right is still responsive to mouse click

and touch (even though the button is invisible)

ﬁ Press ESC key b top left of keyboard

°© 9 @:

Level 1: Screen-Engagement
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especially when used in dark environments. NB: The sound effect may startie
some users if itis too loud. Chs
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Using Different Inputs with Sensory Eye FX 2

Sensory Eye FX 2 can be interacted with through a
range of different inputs: Gaze, Gaze and Switch,
Mouse and Touch.

- Gaze

Options for cursor, dwell method, colour
can be set in each activity
® W™ Gaze and switch
Use Gaze to point and Switch to select

Mouse

Mouse overrides gaze to allow facilitators to
guide users attention to areas of interest

h Touch
-

Requires touch screen b has the same
functionality as mouse
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Sensory Eye FX 2
SOFTWARE

Sensory Eye FX 2 Software is easy to use and packed with useful features. The
following section of the manual breaks down the different functions of the

software Ul using screenshots and easy to understand descriptions.



Home Screen
When Sensory Eye FX 2 starts this is what you see!

The Home Screen has a simplified Ul that has been
designed to allow gaze users to navigate the software

and make their own selections.
How to use it

@ Side Menu b Click to openthe menu  See page 15.

@ Users b Displays the selected user. Click the user

icon to open the user control panel.

@ Levels b Activities are sorted into levels, where

each level develops a new Eye Gaze skill.

@ Pause/Resume Gaze

Control.

b Pause/Resume Gaze

@ Options b Opens options panel

@ Activity Selection b Shows 6 activities in each
level. Select an activity to play.

@ — Sensory Eye FX 2
Q Level1
Gaze Response

©®

Flare

Splodge

Level 2

Gaze Interaction

A evel3
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Gaze Exploration Gaze Control
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— Side Menu o

The hamburger icon located at the top left of SEI'ISOI'Y EYE FX 2

header menu opens the side menu.

1} Activities
The side menu is the primary navigation menu
_ [Loa Media Library
used to access the different areas of the software.
Simply touch or click on a menu item to navigate. i'ﬁ Screenshots
Recordings
Config

& IV A U

Licensing Info

é%) Sensory Guru
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Keyboard Shortcuts

Sensory Eye FX 2 has a number of
keyboard shortcuts that are helpful for
observing and capturing session

information.

Variable dwell time controlled using the
up/down arrow keys is particularly useful,
as isthe real -time heatmap that
displays the regions the user has

accessed and attended too.

4 )

TIP: A wireless keyboard is a
useful addition for anyone
supporting userson | -13/I-16

devices.
N E=3 Y

and save to screenshots
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to toggle on/off)
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The Options panel is opened by selecting

the options icon in the header bar. Level1

How to use it
Exit b Closes software
System Settings b Opens system settings config
Cancel b Closes options window.

Communicator / TD Snap b Launches
Communicator or Snap Core software if installed
on the machine

; O

Level 2 Level 3 Level 4 Level 5

Choose Exit Option

o | @ |

Exit Communicator TD Snap

&

System Settings

X

Cancel




Level Grouping

Sensory
Eye FX 2

Activities are grouped into 5
levels of exploration with each
level introducing a slightly more
advanced mode of gaze

interaction and game play
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01

GAZE RESPONSE

The eye creates the stimuli b
Gaze Response activities allow
users to explore cause and
effect; when they look,
something happens! When they

look away, it stops!

02

GAZE INTERACTION

Gaze Interaction activities
introduce some of the
interaction methods of eye gaze
such as dwell activation and
targeting. These activities allow
users to explore how their gaze
can trigger a response from the

objects in the screen




Level Grouping

03

GAZE REGIONS

Gaze Region activities stimulate

visual attention by encouraging
users to target specific areas of
the screen to improve gaze
control skills, helping to develop
the targeting and attention skills
necessary to achieve a robust

calibration.
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04

GAZE EXPLORATION

Gaze Exploration activities are
designed to promote
exploration and play,
encouraging engagement with

a wider area of the screen.

05

GAZE CONTROL

Gaze Control activities can help

users achieve greater control, a
higher degree of accuracy and a
more detailed understanding of the

dwell and switch activation functions




ACTIVITIES

Sensory Eye FX 2 has 30 activities designed for developing early eye gaze skills.
Each activity is supported by a description of how it can be used to explore gaze interaction

and options to personalise and customise.

The following pages details each activity and its customisation options.




Opening Options

= SensoryEyeFX2

Sensory Eye FX 2 makes it easy to customise and Ot @lew2 Bigus @ Lows

Gaze Response Gaze Interaction Gaze Regions Gaze Exploration

personalise activities.

How it works

v -

Eye movemer

@ Click an app button to open the app launch
window.

Star Trails

@ Select options b Activity options window will open
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Customising Activities

Each activity in Sensory Eye FX 2 has options for customisation.

Some activities allow you to alter the background and stimulus
Activity Options for Static Target

images. Itis important to use content that is likely to harness
) Activity Access Images Sounds x
attention and help users engage. @ ® ® ® Close
Image Size
For example, pictures of family members can be particularly c
e 05 ° Restore Default

motivating, as can well known cartoon characters. If age
appropriateness is a factor in your environment, you will be
pleased to know that it is possible to modify the assets to fit any -
criteria or notion of appropriateness, including inappropriateness

t ‘ - t - ] X - t ] - [ -

How it works

Q Select an activity > Select options. The game options ‘

window will open.

@ Use the tabs at the top of the window to edit tab related

parameters.
Select Save Options to save your changes.

Select Restore Defaults to reset any changes to app

Defaults.

X O @

Select Close to return to activity play pop -up



) @

Background Images PNG

A All background images should be .jpg or .png format.

A The minimum size should match the native resolution of
your monitor. The latest Tobiil - Series (I - 16, 113) are 1920 x
1080 pixels.

Videos

A All videos should be .mp4 format.

A The video resolution should be HD (1920 x 1080)

Object Images E‘

PNG

A Object images must be .png format

A .png files include transparency, meaning you will only the

object and not a frame around it.

A Recommended sizes in the region on 128 x 128 b 512 x512

pixels.

Audio &

A Audio files must be .mp3 format. MP3

A Object sounds should last no longer than 1 second

A Background sounds should loop




Dwell/selection methods

Cursor Dwell: Animate Dwell Lock

The shrinking-dot is a well known cursor snapping method

" AN + l 1 - K . .- N n N ' o N ’ o 6 >+ K T l o AN B ‘ - + - (4 L L J J N -
around the cursor, animated as a dosing ring. The animated that latches to the centre of a gazeable button / object to
ring shows the dwell activation progress. make it easier select. This helps to reduce the requirement
for accuracy and steady gaze.

A\
~@ °-

Cursor Dwell; Grow

‘
J I~

. ; ' , 5 - Gaze Switch,
. - I I ~ i ~ o ~ o ) - (4 B o L ~ - e - < i i

smaller, before growing in size to show dwell activation Gaze Switch has a cursor to show where the user is looking.
progress. When gazing at a button/object the selection is activated

“
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and a switch input will trigger the selection
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LEVEL 1
GAZE RESPONSE

The eye creates the stimuli b Gaze Response activities allow users to explore cause and effect;

when they look, something happens! When they look away, it stops!



Level 1: Activities Overview

All effects appear against black
backgrounds as default to
maximise contrast. You may
wish to explore alternative
backgrounds and changing the
effect parameters to

experiment.

The effects fade out when the
user looks away from the
screen, reducing the light from
the display. The reduction of
contrast can be a prompt for
users to reengage with the

effect .

Sounds accompany most of

the effects - make sure sound

source is direct from the

display. Some user will be

auditory dominant, and sound

can be helpful for orientating

gaze to the sound source.

®
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Flare Sensory Circles Star Trails Tone Matrix Splodge Moving Snake
Gaze Effects
The effect marks the users gaze point and appears while the user looks at the screen.
Contrast Fade out Sound Movement

The effect will move in response

to gaze and generate

immediate gaze point in order
to stimulate wider exploration

of the screen. Experiment with
effect size to explore movement

options



Level 1 objectives include: assisting the user to locate the screen, generate a visual effect by looking at the screen, and to respond in a way

they are aware of the visual effect.

that primary goal, where possible.

1. Generating the effect

Trigger the visual effect with mouse,
touch or gaze. The user will take
over as soon as they look at the

screen.

2. Increasing effect radius

Increase the radius of the effect in
settings to provide more visual

feedback.

Ultimately, you would like the user to be aware that they are making things happen and we

3. Change background
Switch background colour or load
an image or a video to explore
motivation and attentional

preferences

Encourage screen wide exploration of the visual effect to help locate the boundaries of the screen, play with looking and loo

may invoke when shifting between effect on and off states, explore the cause and effect, take screenshots and record videos t

of engagement, activity duration and screen interaction. Use the editing capabilities to adapt the activities to individual n

Responses may include sustained looking, exploration of the screen, looking away and then re

- engaging, being startled by the eff

smiling, intentionally disengaging, turning away and so on. Observe user responses and proceed with activities that increase

th at indicates

should be working toward

. to the display try: . * " * |

4. Change effect colour
Change the effect colour in
settings, along with other activity
specific properties as outlined on

the activity pages

king away and the curiosity this

hat can be used to show levels

eed s and preferences.

ect, shiftin body tone,

eng agement.




o Level 1- Gaze Response

Flare

Eye movements activate a vibrant yellow
flame - like effect which appears against a x
dark background. The visual effect is
accompanied by a dynamic swishing sound.
The visual immediacy of the flare effect can
be stimulating for users with reduced visual
acuity b the shift between light and dark is
dramatic, especially when used in dark

environments.

NB: The sound effect may startle some users

ifitis too loud. Change colour, background

and more in settings.



o Level 1- Gaze Response

Flare - Game Options

Flare colour b Change the flare colour > select

from: yellow (default), green, blue, purple or pink

Size b Adjust the effect size. A stimulus size
between 1 b 9 can be selected in increments of
0.5. Default = 2.5

Background Mode b Change the background

selecting from the following:

1. colour b set background colour from colour

picker window

2. Image b Add backgroundimage from
media library or upload your own. Supports

Jpg and .png formats.

3. Video b Add video from media library or

upload your own. Supports .mp4 file formats

Activity Options for Flare

Activity

@ Flare Color

-~
Yellow

Background Mode
@
Image

Background Color

Close

25 e Restore Default

@
Select Color
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° Level 1- Gaze Response

Flare - Access Options

Activity Options for Flare

@ Activity @ Access X

Cursor Type Audio

@ Cursor Type b Select whether to show or

. O @ c
hide cursor. - o Restore Defaul

Default = Hide.

@ Audio b Flare makes a whooshing sound as
the effect travels across the screen.

Turn audio on/off. Default = On

27 - Sensory Eye FX 2 Software Manual



e Level 1- Gaze Response

Sensory Circles

Sensory Circles is a gentle particle
emitting effect that produces a trail of
colourful discs in response to eye
movement b the effect is accompanied

by chiming musical notes.

When the user diverts their gaze away
from the screen the sounds stop, and the
circles gently dissipate leaving a slow
fading visual residue on the screen.
Change colour, background and more in

settings.
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o Level 1- Gaze Response

Sensory Circles - Game Options
Activity Options for Sensory Circles
Size b Adjust the effect size. A stimulus size @) Aoty @ "o X
between 1 b 9 can be selected in increments of sive Backoround Mode -

0.5. Default = 2.
O o . oOpgEm = = =
@ Background Mode b Change the background
. -

Background Color

selecting from the following:

1. colour b setbackground colour from colour

picker window. (Default = black)

2. Image b Add backgroundimage from
media library or upload your own. Supports ‘
Jpg and .png formats.

3. Video b Add video from media library or

upload your own. Supports .mp4 file formats
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° Level 1- Gaze Response

Sensory Circles - Access Options

Cursor Type b Select whether to show or

hide cursor.

Default = Hide.

@ Audio b Flare makes a whooshing sound as
the effect travels across the screen.

Turn audio on/off. Default = On
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Activity Options for Sensory Circles

@ Activity

Cursor Type

O mm

@Acem

Audio

@-m

Close

&

Restore Default



e Level 1- Gaze Response

Tone Matrix

Tone Matrix is a colourful musical
activity with notes arranged from
low to high in a sequence. The
downward cascading visual effect
is designed to stimulate vertical eye
movements, whereby the user can
learn that moving their eyes up and
down on the vertical axis changes
the colour and the pitch. Change
colour, background, matrix size and

more in settings.
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0 Level 1- Gaze Response

Tone Matrix - Game Options

Activity Options for Tone Matrix

Mode Select b Select from 4 colour modes. © * @ *= @ X
Each mode has a different set of colours. Mode Select Object Shapes
Default = Mode 1. @ - - . @- ) c
Round Restore Default
@ Object Shapes b Select from rectangle or o o

round shapes. (Default = Rectangle) @ (] 14 (+] (-] 16 (+] -

Columns/ Rows b Increase/decrease the

number of objects displayed on the

vertical/horizontal axis. Choose from between 1
b 20. (Default = 14 columns / 16 rows)
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e Level 1- Gaze Response

Tone Matrix - Access Options

Activity Options for Tone Matrix

© Activity @ Access @ Images x

Close

Cursor Type Cursor Color

@ Cursor Type b Select whether to show an
: : : o o] ® C
animated or growing or hide cursor. Grow ide Seect Clor Restore Default

Dwell Time (s)

Default = Animate.
©) = ° = -

@ Cursor colour b Click select colour to
customise cursor colour. Default = red

Dwell Time b Select dwell time from
between -0 b 5 seconds in increments of 0.1. ‘
Default=0
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0 Level 1- Gaze Response

Tone Matrix - Images Options

Activity Options for Tone Matrix

Background Image b Add an image you would @ Heiv @ reo (@) mages X
like to use as your main background. Select Background image —
from the Sensory Eye FX 2 Media Library or @ c

upload your own. Default = None.
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Splodge is a fun painting activity where
colours change automatically as the
user looks around the screen. Select
colours in settings, add backgrounds or
a paint mask to paint inside the lines.

Press "p" key to take a screenshot.

As well as providing colourful artworks,
splodge also provides a visual map of
the areas of the screen the user can
access which can be helpful for
assessment purposes. Splodge also
benefits from a clear screen button
located bottom right of the screen
allowing the user to trigger the clear

screen function using a dwell click.




0 Level 1- Gaze Response

Splodge - Game Options

@ Size b Adjust the size of the paint brush. You can

choose between 1 b 9inincrements of 0.5. Default = 3.5

@ Opacity b Adjust the opacity of the paint between 0
1. Default = 1 (opaque).

Background Mode b Change the background selecting

from the following:

1. colour b set background colour from colour picker

window

2. Image b Add backgroundimage from media library

or upload your own. Supports .jpg and .png formats.

@ Paint Image b Add an image to turn Splodge into a
colouring in activity. Select from media library or upload

your own.

NB: Image must be a 1920 x 1080 PNG with transparency

to work as a colouring in activity.

Activity Options for Splodge

Activity

Size
@ (-] 35

Background Mode

o]

Paint Image

®

@ Choose Colors

Brush Opacity @

-~

Background Color

Close

c

Restore Default



e Level 1- Gaze Response

Splodge - colour Options

colour 1 - 9b Customise the colours of the
paint trails by selecting colours from the

select colour options.
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Activity Options for Splodge

@ Activity

Color 1

®
Select Color
Color 4 @
®
Select Color
Color 7
®

Select Color

Color 2

Color 5

Color 8

@ Choose Colors

Select Color

Select Color

Select Color

Color 3

Select Color
Color 6
- e

Color 9

®
Select Color

Close

&

Restore Default



o Level 1- Gaze Response

Star Tralls

Blue stars scatter around the screen in
response to eye movements. Musical
sounds play when the eyes are moving

and stop when gaze is diverted..

The off - centre spinning effect helps to
draw the eyes into different areas of the
screen. Effect size and background can

be edited in setting options

38 - Sensory Eye FX 2 Software Manual



o Level 1- Gaze Response

Star Trails - Game Options

Activity Options for Star Trails

Close

@ Effect Size b Adjust the effect size. A stimulus e @ oo X

size between 1 b 9 can be selected in Effect Size D

increments of 0.5. Default = 2. @ e 5 o @ - E :D Rm?mn

@ Background Mode b Change the background e
selecting from the following: mf;w
1. colour b setbackground colour from colour

picker window. (Default = black)

2. Image b Add backgroundimage from
media library or upload your own. Supports ‘
Jpg and .png formats.

3. Video b Add video from media library or

upload your own. Supports .mp4 file formats
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o Level 1- Gaze Response

Star Trails - Access Options

Activity Options for Star Trails

@ Activity @ Access X

Cursor Type b Select whether to show or Close

. Ci Ty Audi
hide cursor. sreorpe °

@ e @
Default = Hide. Show
@ Audio b Star Tails makes a twinkling sound -
as the effect travels across the screen.

Turn audio on/off. Default = On

or &

Restore Default
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o Level 1- Gaze Response

Moving Snake %

Moving Snake is a high contrast effect
that creates a trail of colourful circles
that follow the user's gaze path. A
soundtrack plays while the eyes are
moving and stops when the trail

catches up to the cursor.

Effect size, speed, background image
and soundtrack can be edited in

options. Rapid saccades will make the

snake zip all over the screen. Can you
keep the cursor still long enough to

make the sound stop?
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0 Level 1- Gaze Response

Moving Snake - Game Options

Activity Options for Moving Snake

@ Activity @ Access @ Images @ Sounds @ Choose Colors X

Snake Size b Adjust the size of the snake. Set Close

Snake Size Speed

snake size between 0.1 - 1 inincrements of 0.1.

Default = 0.6. @ (-] 06 (+) () @ 0.3 (+) C

Rainbow Mode
@ Speed b Adjust the speed that the tail of the
.- X
snake meets the head. Select from within a @ - off
range of 0 b 1, with 1 being the fastest. Default =
0.3.

@ Rainbow Mode b Turn rainbow mode on/off. On
gives you a rainbow coloured snake, off creates
a snake with a wider range of colours. Default = ‘
on.
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° Level 1- Gaze Response

Moving Snake - Access Options

Activity Options for Moving Snake

@ Activity @ Access © Images @ Sounds @ Choose Colors X

Close

@ Cursor Type b Select whether to show or Cureor Tyoe ruio
hide cursor. @ @
@ - - B c
Show Restore Default
Default = Hide.
@ Audio b Moving Snake makes a retro digital -

sound as the snake travels across the
screen. Stopping when the gaze is off the

screen.

Turn audio on/off. Default = On ‘
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e Level 1- Gaze Response

Moving Snake - Images Options

Activity Options for Moving Snake

@ Activity @ Access @ Images @ Sounds @ Choose Colors b4

Close

@ Background Image b Add an image you would
like to use as your main background. Select @
from the Sensory Eye FX 2 Media Library or

Background Image

c

Restore Default

upload your own. Default = None.
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0 Level 1- Gaze Response

Moving Snake - Sounds Options

Activity Options for Moving Snake

@ Activity @ Access

Moving Sound

moving snake. Select from the media library of @
upload your own .mp3 audio file. >

We recommend choosing a looping sound clip.

@ Moving Sound b Add your own sound to the
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@ Images

@ Sounds

@ Choose Colors

Close

&

Restore Default



o Level 1- Gaze Response

Moving Snake - colours Options

@ colour 1 - 9b Customise the colours of the
moving snake by selecting colours from

the select colour options.
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©,

Activity Options for Moving Snake

@ Activity

Color 1
Color 4

Color 7

@ Access

Select Color

Select Color

Select Color

Color 2

© Images

Color 6

Color 8

@ Sounds Choose Colors
Color 3
Select Color Select Color
Color 6

Select Color

Close

C

Restore Default



e Level 1- Gaze Response

Moving Snake - Sound + colour Options

- - - EEm -
Moving Sound

§x

@ Moving Sound b Add your own sound to the moving colour 1 - 9b Customise the colours of the moving snake
snake. Select from the media library of upload your by selecting colours from the select colour options.

own .mp3 audio file.

We recommend choosing a looping sound clip.

47- Sensory Eye FX 2 Software Manual



LEVEL 2
GAZE INTERACTION

Gaze Interaction activities introduce some of the interaction methods of eye
gaze such as dwell activation and targeting. These apps allow users to explore

how their gaze can trigger a response from the objects in the screen




Level 2: Activities Overview

*

Hide & Seek

Target images

.V‘ ) ~
Ll 1 ).
» 01 . v
®
) S %

Dwell Bomb Springy Target

Pop Splat Scatter

Target images appear in fixed or random locations, when the user looks at an image for longer than the set dwell ime, animat

Contrast

Dwell

Target images appear against
black background for
maximum contrast -
interaction area is within the
boundary of the image. Dwell
activation starts when gaze is

on the object.

Dwell Time is variable with
up/down arrow keys increasing
and decreasing dwellby + -0.1
second increments. This
convenience is available in all

activities that feature images.

Interaction

The images will respond to user
interaction. There will be a
noticeable change in the

image when it has been
activated, such as moving,

disappearing, or exploding.

ion events will be triggered.

Anticipation

It is interesting to observe the
way users react to the
interaction and the resetting of
the image after it has
animated. Do they anticipate
where an image may
reappear? Hover in a certain

area of the screen etc?




Level 2 objectives include: helping the user to direct their gaze towards stimuli images, fixing their gaze on a stimulus to activate a dwellin

observe the resulting animation, locate stimuli in different locations, keeping eyes still (fixation), exploring different dw

process the stimuli.

Some targets are static some are moving, pay attention to which type the user finds it easier to see. Here are some things yo

the user locate the targets.

1. Gaze cursor

In cursor mode you will see a cursor

on the screen showing the users
gaze point. This is useful to show
where the user is looking and can
help to debug calibration offset,
whereby the user is looking at the
target, but the cursor is some

distance away from the target.

2. Increasing stimulus size

Increase the size of the stimuli to
make it more prominent on the

screen.

NB: the cursor is a stimulus and may distract the
user. If this happens experimentwith dwell lock
mode and hidden cursor in order to focus

attention on the object interaction.

3. Change stimulus
Use images that will be motivating
to the user based on known

preferences.

Encourage the user to hold their gaze still over the stimulus, think about the visual processing speed that the user is capab

but it takes the user 3 -4 seconds to process what they are looking at, any selection below this processing threshold cannot be i

explore different dwell times and observe user responses to help assess intentionality. Observe the time that it takes for th

appears in their visual field, as this will indicate processing speeds.

ter action,

ell times as required for user to

u can do to assist

4. Gaze modes

Change dwell times, change
between cursor dwell, dwell lock
and gaze switch modes to explore

access prefere nces.

le of - if the dwell time is 1 second

ntentional. It is important to

e user to respond to stimuli that




@ Level 2 b Gaze Interaction

Hide and Seek

Hide and Seek is a simple targeting activity where
a yellow star image appears against a black
background b when a user looks at the star it
makes a sound, disappears, and reappears again
in another area of the screen. The ideais to help
the user to become aware that their gaze is

producing the effect.

Now is the time for positive verbal

v ‘ v 6 - ‘ ot , ,"‘1

- 5 . 4 x T N+ o ¢ ke N - o r n - o PN + -
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visual reference point as to where the useris
looking in relation to the stimulus b this can help
you work out if there is a calibration offset to
contend with. Up/Down keys to increase or

decrease dwell time by +/ - 0.1 second. Change

stimulus image, background and more in settings.
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@ Level 2 b Gaze Interaction

Hide and Seek - Game Options

Activity Options for Hide and Seek

Image Size b Choose the size of the stimulus y
@ Activity
image between 0.1 - 1inincrementsof0.1. 1is
Image Size
the largest size. Default = 1. @
e
@ Return Delay b Adjust how long the object
reappears after it has been interacted with.
Select from within a range of 0.2 b 5 seconds.

Default = 2.1
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@ Access

@ Images

@ Return Delay

7]

@ Sounds

Close

c

Restore Default



@ Level 2 b Gaze Interaction

Hide and Seek

@

© ©

Dwell Mode b Select from:

1. Dwell Lock b Cursor snaps to object when

gaze is within proximity of object.

2. Cursor Dwell (default) b Cursor moves

with gaze and does not snap to object.

3. Gaze Switch b Gaze to object and use

switch to activate.

Cursor colour b Click select colour to

customise cursor colour. Default = red

Cursor Type b Select whether to have an

animated or growing cursor.
Default = Animate.

Dwell Time b Select dwell time from

between -0 b 5 seconds in increments of 0.1.

Default= 1.2

- Access Options

Activity Options for Hide and Seek

@ Activity @ Access

Dwell Mode

@ -
Dwell Lock

Cursor Type

ol °

@ Images

Cursor Color

Dwell Time (s)

@ °

@ Sounds ) 4

Close

@ &
Select Color Restore Default

12 (+]
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@ Level 2 b Gaze Interaction

Hide and Seek - Images Options

®

Background Image b Add an image you would
like to use as your main background. Select
from the Sensory Eye FX 2 Media Library or

upload your own. Default = None.

Image b Add animage you would like to use as

the stimulus object. Select from the Sensory Eye

FX 2 Media Library or upload your own.

The image must be a PNG with transparency
and sized between 126 x 126 b 512 x 512 pixels.

Activity Options for Hide and Seek

@ Activity

Background Image

@

@ Access

Image

*

.\ Images

),

@ Sounds

Close

c

Restore Default




@ Level 2 b Gaze Interaction

Hide and Seek - Sounds Options

Activity Options for Hide and Seek

@ Activity
@ Appear Sound b Add your own sound to object Appear Sound
when it appears in the screen. Select from the @ f

media library or upload your own .mp3 audio
file.

@ Hit Sound b Add a sound to the object for when
it is hit. Select from the media library or upload

your own .mp3 audio file.

TIP! We recommend choosing short

sound clip that is below 1 seconds.
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@ Access

Hit Sound

>@:

@ Images

Sounds

Close

C

Restore Default




@ Level 2 b Gaze Interaction

Pop

Pop presents a series of coloured circles
that burst as a user looks around the
screen. There is no timer, and the
objective is not necessarily to pop every
ball before they return. Exploration of the
screen should be the main aim.
Facilitators need to be looking at the way
the eye behaves: does the user move
slowly and cluster fixations in a certain
area of the screen; do they seem to work
to the outer edge of the screen? What we
want to see from this app is whether a
user can make use of the full screen. Play

with dwell times or set O for rapid
popping.
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@ Level 2 b Gaze Interaction

Pop - Access Options

Activity Options for Pop

@ Dwell Mode b Select from: (@) Aocess X

Close

Dwell Mode Cursor Color

1. Dwell Lock b Cursor snaps to object when
gaze is within proximity of object. @ M?m - m:fm . @ ,‘,mff,,m

Dwell Time (s)

2. Cursor Dwell (default) b Cursor moves GursorType

with gaze and does not snap to object. @- o @ (-] 0.0 [+] -
Grow

3. Gaze Switch b Gaze to object and use

switch to activate.

@ Cursor colour b Click select colour to

customise cursor colour. Default = red

Cursor Type b Select whether to have an

animated or growing cursor.
Default = Animate.

Dwell Time b Select dwell time from
between -0 b 5 seconds in increments of 0.1.
Default=0
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@ Level 2 b Gaze Interaction

Splat

Smiley faces float around the screen b when auser

. ﬂ [ = ‘ ‘ 1 L] H x
o - Bl N~ o .- -+ - s o N N .- o oo J . o + PR N -« o+

the screen. This animation is accompanied by a

squelching sound. Whilst this app is a lot of fun, it is —
also informative: if a user is squashing heads all N g
over the screen, they are proving an ability to see, -

track and focus on a moving stimulus b good full —

screen targeting with Splat indicates that a user

can be calibrated (it may be difficult, but it is

possible).

The way a user approaches this application can tell
us something about their ability to anticipate, use
short term memory and strategize. Maximum effect
for minimum effort would be to wait in the centre of
the screen and target the faces as they appear
from the bottom. Default dwell time is 0.5sec.

Up/Down keys to increase or decrease dwell time A

by +/ - 0.1 second. Increase or decrease the number

of objects on screen, change background colour,

speed, size and more.



@ Level 2 b Gaze Interaction

Splat - Game Options

Activity Options for Splat

@ Activity

Background Image

Background Image b Add an image you would

like to use as your main background. Select

from the Sensory Eye FX 2 Media Library or @
upload your own. Default = None.
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@ Access

@ Objects

@ Objects

@ Objects

Close

c

Restore Default




@ Level 2 b Gaze Interaction

Splat - Access Options

@ Dwell Mode b Select from:

1. Dwell Lock b Cursor snaps to object when

gaze is within proximity of object.

2. Cursor Dwell (default) b Cursor moves

with gaze and does not snap to object.

3. Gaze Switch b Gaze to object and use

switch to activate.

Cursor Type b Select whether to have an

animated or growing cursor or to hide it.

Default = Animate.

@ Cursor colour b Click select colour to

customise cursor colour. Default = red

@ Dwell Time b Select dwell time from

between -0 b 5 seconds in increments of 0.1.

Default = 0.5
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Activity Options for Splat

@ Activity

Dwell Mode

@ a

Dwell Lock

Cursor Color

©,

(’5) Access

Select Color

@ Objects @ Objects

@ Cursor Type

e

i o
Gaze Switch Grow

Dwell Time (s)

@ o

@ Objects

Close

c

Restore Default



@ Level 2 b Gaze Interaction

Splat - Objects Options

Activity Options for Splat

@ Activity @ Access Objects @ Objects @ Objects b4

Close

@ Active / Inactive b Turn an object on/off. This
Object 1 Active Object 1 Speed

allows you to tailor how many splat objects
appear in the game. Default = Active. @ . inacive @ e 2 0@ -] 05 © Remge.au..
Object 1 Alive Object 1 Dead

@ Object Speed b Adjust the speed the objects @ e @ 6 E—
# B

move between 0 b 5. 0 means that an object

Object 1 Scale

will be static and not move. Default = 2 T Object 2 Speed Object 2 Scsle
Object Scale b Adjust size of object with 0.1 being . Wctive ) 2 (+] (] 08 [+
smallest and 1 being largest. Default = 0.5. et At et 2 eas oect 24t sound
. . . - - ! -
Object Alive b Upload your own stimulus image od L .r' J > ‘

or select from the media library.

Object Dead b Upload your own splat image or

select from the media library.

®© 06 6

Object Hit Sound b Upload your own mp3 splat

sound or select from the media library.
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@ Level 2 b Gaze Interaction

Scatter

Balls are arranged in rows covering the full
screen. As the user looks around the screen
a gravity force is applied making the balls
move away from the area of fixation. The
localised ball motion can be useful for
helping users understand cause and effect
and to prompt exploration of the wider
screen. Ball movement is accompanied by
a subtle collision sound. Change stimulus,

background and more in settings.




@ Level 2 b Gaze Interaction

Scatter - Game Options

Image Size b Choose the size of the stimulus

image between 0.1 - 1 inincrementsof0.1. 1is

the largest size. Default = 1.

@ Image Spacing b Define the size of gaps
between the scatter objects. Select from a

range of 0.1 b 1. Default =0.3

Reset Speed b The object motion speed. Adjust
how fast an object moves between 0.2 b 10

seconds. Default = 1.4 seconds.

@ Reset Delay b How long before an object
returns to its original position. Adjust delay

between 0.2 b 10 seconds. Default =10

Scatter Distance b How far an object moves
when gazed over. Adjust scatter distance
between 10 b 100 (furthest distance) Default =
100

Activity Options for Scatter

Activity

Image Size

(D e

Reset Speed

() e

Scatter Distance

G) e

100

@ Access

Image Spaci

Reset Delay

@ Images

0.3

10

X

Close

&
° @ Restore Default
e




@ Level 2 b Gaze Interaction

Scatter - Access Options

Activity Options for Scatter

Cursor Type b Select whether to have an @ ey (@) Access

@ Images x
Close
animated or growing cursor or to hide it. Cursor Type Cursor Color
. — C
Default = Animate. @ - g 3 e @ C——

Dwell Time (s)

@ Cursor colour b Click select colour to -
customise cursor colour. Default = red @ e 0 ©

@ Dwell Time b Select dwell time from

between -0 b 5 seconds in increments of 0.1.
Default = 0.5
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@ Level 2 b Gaze Interaction

Scatter - Images Options

Activity Options for Scatter

@ Activity @ Access () Images x
Close

Background Image b Add an image you would Background Image Object Image

like to use as your main background. Select from @ ‘ @ c
LESUIEDEETR

the Sensory Eye FX 2 Media Library or upload your

own. Default = None. -

@ Object Image b Add an image you would like to
use as the stimulus object. Select from the

Sensory Eye FX 2 Media Library or upload your

own.

The image must be a PNG with transparency and '
sized between 126 x 126 b 512 x 512 pixels.



@ Level 2 b Gaze Interaction

Dwell Bomb

Dwell Bomb is a simple cause and
effect activity that activates an
explosion of coloured balls when the
user fixes their gaze in any area of
the screen for the chosen dwell
duration. Up and Down arrow keys
allow the dwell time to be increased
and decreased by 0.1 second time
increments. Stimulus size, sound and
background can be edited in

options.
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@ Level 2 b Gaze Interaction

Dwell Bomb - Game Options

Activity Options for Dwell Bomb

Ball Size b Adjust the size of the balls, select (@) tetviy
between 0.1 b 1 inincrements of 0.1. 1 is the Bal size
largest size. Default = 0.2 @ °
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0.2

@ Access

@ Images

@ Sounds

Close

c

Restore Default




@ Level 2 b Gaze Interaction

Dwell Bomb - Access Options

Activity Options for Dwell Bomb

@ Dwell Mode b Select from: @ i (@) Access @ oo @ s X

Close
Dwell Mode Cursor Color

1. Dwell Lock b Cursor snaps to object when

N - : @ c
gaze is within proximity of object. @ m.?m - Gaze Switch | Sl Clr @ ——

Cursor Type Dwell Time (s)
2. Cursor Dwell (default) b Cursor moves
with gaze and does not snap to object. Aﬁ. - @ @ L (]

3. Gaze Switch b Gaze to object and use

switch to activate.

@ Cursor colour b Click select colour to

customise cursor colour. Default = red ‘

Cursor Type b Select whether to have an

animated or growing cursor.
Default = Animate.

Dwell Time b Select dwell time from
between -0 b 5 seconds in increments of 0.1.

Default = 1 second
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@ Level 2 b Gaze Interaction

Dwell Bomb - Images Options

Activity Options for Dwell Bomb

@ Activity @ Access @ Images @ Sounds X
Background Image b Add an image you would Background Image
like to use as your main background. Select @ C

from the Sensory Eye FX 2 Media Library or

upload your own. Default = None. -
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@ Level 2 b Gaze Interaction

Dwell Bomb - Sounds Options

@ Explosion Sound b Add your own explosion
sound for when the gaze bomb is activated.
Select from the media library or upload your

own .mp3 audio file.

TIP! We recommend choosing a short

sound clip that is below 2 seconds.

Activity Options for Dwell Bomb

@ Activity

Explosion Sound

O s

@ Access

@ Images

@) Sounds ) ¢

Close

&

Restore Default
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@ Level 2 b Gaze Interaction

Springy Target

Springy Target is designed to get the user
to follow the target as it randomises to
different areas of the screen. Before the
object comes to a stop it quickly springs s
back and forth to stimulate the user to look
atitin its new location. If a user is hitting

the stimulus rapidly all over the screen, '
they are demonstrating to you that they

can see and react to a rapidly moving

visual stimulus and target effectively. Now

it is time to attempt a calibration. Users

that struggle with this type of targeting but
demonstrate ability with Level 1 activities
should be observed closely b pay attention
to the gaze cursor's proximity to the

stimulus. Up/Down arrow keys allow the

dwell time to be increased and decreased

by +/ - 0.1. Stimulus image, size, sound, and

background can be edited in options.



@ Level 2 b Gaze Interaction
Springy Target - Game Options

Activity Options for Springy Target

Image Size b Adjust the size of the target, select © *mw © oo

Image Size

between 0.1 b 1 inincrements of 0.1. 1 is the

largest size. Default = 1 @ ) 1
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@ Images

@ Sounds

Close

Restore Defau




@ Level 2 b Gaze Interaction

Springy Target

@ Dwell Mode b Select from:

1. Dwell Lock b Cursor snaps to object when

gaze is within proximity of object.

2. Cursor Dwell (default) b Cursor moves

with gaze and does not snap to object.

3. Gaze Switch b Gaze to object and use

switch to activate.

@ Cursor colour b Click select colour to

customise cursor colour. Default = blue.

Cursor Type b Select whether to have an

animated or growing cursor.
Default = Animate.

Dwell Time b Select dwell time from

between -0 b 5 seconds in increments of 0.1.

Default = 1 second

- Access Options

Activity Options for Springy Target

@ Activity @ Access
Dwell Mode

Cursor Type

ol

o

Grow

@ Images

Cursor Color

Gaze Switch

Dwell Time (s)

@ )

@ Sounds x

Close

@ c
Select Color Restore Default
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@ Level 2 b Gaze Interaction

Springy Target - Images Options

Background Image b Add an image you would
like to use as your main background. Select
from the Sensory Eye FX 2 Media Library or

upload your own. Default = None.

Image b Add animage you would like to use as
the target object. Select from the Sensory Eye
FX 2 Media Library or upload your own.

The image must be a PNG with transparency

and sized between 126 x 126 b 512 x 512 pixels.
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Activity Options for Springy Target

@ Activity

Background Image

©

@ Access

Object Image

Images

@ Sounds

Close

Restore Default



@ Level 2 b Gaze Interaction

Springy Target - Sounds Options

Appear Sound b Add your own sound for when
the target appears on the screen. Select from
the media library or upload your own .mp3

audio file.

Moving Sound b Add your own sound for when
the target moves across the screen after it has
been activated. Select from the media library

or upload your own .mp3 audio file.

TIP! We recommend choosing a short

sound clip that is below 1 seconds.

Activity Options for Springy Target

@ Activity

Appear Sound

@ ¢

>

@ Access

Moving Sound

OK

@ Images

@) Sounds

Close

&

Restore Default



LEVEL 3
GAZE REGIONS

Gaze Region activities stimulate visual attention by encouraging users to target specific areas
of the screen to improve gaze control skills. Level 3 activities help to develop the targeting and

attention skills necessary to achieve a robust calibration.




Level 3: Activities Overview

e -

Whack colours Torch Lights Static Target Farm

Visual search and building persistence

Encourage users to search for specific images, target them and move to the next. We want to promote screen wide coverage wher e possible.

Reaction times

Observing reaction times in
activities like Whack and Static
Target can tell us quite a bit
about a users visual processing
speed. Encourage fast
response where possible and

use prompts to cue search.

Dwell Times

Decreasing the dwell times can
be helpful if accuracy is not yet
locked in. Increasing the dwell
time is a good way to
encourage longer looking at
specific images like the

animals in farm etc.

Develop Understanding
Encourage users to look for
certain image properties like
colour, object type etc. Swap
out images in Static Target to
create simple games like odd
one out, matching, and

grouping by type etc.

Searching

Torch has the option to add any
background image. This feature
can be used to explore visual
search and memory. Take
images of scenes a user is likely
to have experience and explore

the scene with them.



Level 3 objectives include: using visual search to locate and target stimuli, widening exploration of the screen, observe on/off dwell control i n Lights activity,

helping users to make sense of visual information and develop communication skills with joint attention.

It is important to develop users looking and visual discrimination skills with a range of different visual content. The abili ty to determine

differences and similarities between objects helps us to understand and interpret the environment around us.

1. Prompts & cues 2. Assist with motivation 3. Joint attention

Verbal prompts and physical Select different images that are Joint engagement happens when a A Take back -and - forth turns
gesture cues can be useful in likely to be motivating. Premade user and facilitator interact with the A Shift gaze between object and
helping users to locate images content is a start but getting to same object over a period of back facilitator

and s