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Abstract 

As advanced features were integrated into joystick-use devices such as video 

game consoles or portable devices, text entry become an important function. 

There were some researches about English joystick text entry techniques but, 

because of the late introduction of the latest joystick-based devices for example 

PlayStation 3, Korean joystick text entry methods had not been researched ex-

cept ASK-HIM which was our former research. We introduced Korean Edge-

Write, a Korean text entry method for a joystick. To achieve efficiency and easi-

ness, the initial gesture was designed with the analysis of Hangeul; the initial 

design was modified by a pilot test. The Korean EdgeWrite gesture design was 

enhanced again after applying participantsô gesture design from the guessability 

test. Keystrokes per character for the Korean EdgeWrite could be comparable 

with that of multi-tap. Immediate usability test showed the Korean EdgeWrite 

was similarly easy to remember for novice compared to the EdgeWrite or Graffi-

ti. In a user study, most of the participants could learn the Korean EdgeWrite 
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gestures within no longer than 10 minutes. They could enter the text faster using 

the Korean EdgeWrite than using an alphabetic selection keyboard or a multi-tap 

selection keypad. Also, the performance shown by a group of well trained users 

could be comparable with that of a mobile phone keypad. In a post-test survey, 

the participants gave a higher rating to the Korean EdgeWrite than to the selec-

tion-based text entry methods in terms of the preference and the speed. The Ko-

rean EdgeWrite outperformed ASK-HIM, another non-selection-based joystick 

text entry method in Korean, too. 
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I  Introduction 

1.1 Motivation  

The market of the game console is getting bigger and the latest consoles 

such as Microsoft Xbox 360, Sony PlayStation 3, and Nintendo Wii are conti-

nuously evolving. Former video game console such as PlayStation 2 have been 

distributed widely, it adopt the newest technology as well. 

Not only the consoles but also the portable devices which have the joystick 

such as Sony PlayStation Portable (Figure 1) or portable media players are used 

widely. 

 

Figure 1. Sony PlayStation Portable Web browser screenshot with Wikipeia 

Web page. 

Several advanced features are integrated into the device, among advanced 

features; text entry is one of the most important capabilities to support Web surf-

ing and text messaging. Current joystick text entry methods are date stamp or 

selection based methods which have slow speed. Therefore, novel method for 
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joystick text entry is needed. 

Research about text entry method for a joystick in English is currently on 

going, but because of the late introduction of the latest consoles in Korean, re-

search about Korean text entry method for a joystick is not active yet. 

1.2 Proposed Method 

In this thesis, Korean EdgeWrite is introduced as a new Korean text entry 

method for a joystick. Korean EdgeWrite is a letter-like gestural text entry me-

thod which is derived from EdgeWrite by Wobbrock. Chapter 3 describes details. 

1.3 Thesis Organization 

Chapter 2 describes prior work related to Korean EdgeWrite. Some of the 

work relates to general text entry, others relates to the joystick text entry in Eng-

lish or in Korean. 

Chapter 3 introduces Korean EdgeWrite including the core concepts, goal 

and design. Section 3.5 describes Korean EdgeWrite alphabets in terms of the 

design principle. Section 3.6 describes keystrokes per character of Korean Ed-

geWrite to verify the efficiency of Korean EdgeWrite design. Section 3.7 de-

scribes the guessability of Korean EdgeWrite which can explain how beginner 

can guess the symbols. Section 3.8 describes the immediate usability of Korean 

EdgeWrite, so how novice can learn Korean EdgeWrite can be shown. 

Chapter 4 presents a user study of Korean EdgeWrite compared to the al-

phabetic selection keyboard and the multi-tap 3x4 selection keypad. Question-

naire is collected to get the subjective evaluation. Comparison between Korean 
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EdgeWrite and ASK-HIM is followed. Results show Korean EdgeWrite is faster 

than any other methods and the participants give better questionnaire scores to 

Korean EdgeWrite. 

Chapter 5 concludes with summary, several discussions, future work, and 

some closing remarks. 
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II  Related Work 

2.1 English Joystick Text Entry Method 

TwoStick [5] is a joystick text entry for dual joystick game controller. 9 by 9 

table (Figure 2) showed the location of the alphabet and the numbers. Moving 

left joystick selects the large scale area; moving right joystick selects the small 

scale area. For example, moving a left joystick to the left-top area and moving a 

right joystick to the top area enters the letter óbô. 

 

Figure 2. Layout of the TwoStick. 

Quikwriting [2] is a stylus text entry method but it is adapted to the joystick 

text entry. It also uses two joysticks but it has different principles with TwoStick. 

Each character is located in the eight different areas with nine small areas (Fig-

ure 3). Movements of the joystick select the large area and small area. 
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Figure 3. Design of the Quikwriting 

MDITIM [3] uses four directions ï north, south, east, and west. Combina-

tion of the directions made the text; Figure 4 shows the progress of writing the 

character óMô. 

 

Figure 4. Example of the MDITIM 


