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1. Background 2. Research Aim 4. Discussion and Results

Distracted Driving

Aim : Assess the feasibility of a test to differentiate between the driver and passengers of a vehicle, to facilitate safe
transportation while users are playing games on their hand held devices

A cognitive task based test shows promise to

59% of all crashes among young drivers involve differentiate between the driver & passenger

distractions within six seconds of the accident
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3.3 Design of experiment

Driving and Gaming Simultaneously

* Participants exceeded the speed limit in more
than 80% of the cases; however, crashes were
low, due to the suburban environment

Hypothesis
* If the cognitive capability required for a
particular task (in this case trying to play

Experiment
* Performance metric: completion of the test
(F1ve correct 1n a series)

cognitive process of texting/playing games
while driving

Augmented and virtual realty games make it
tempting to play and drive at the same time

Pokemon g()) and driving at the same time In that time constrained environment the working memory will be * Task: Pokemon driver-passenger Limitations
o . . . : : : filled with data from the test and a cursory glance at the road will . . " 1 1 . . .
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tweets surveyed) in TEN days of drivers or

pedestrians being distracted by Pokémon GO the user n'eeds to correctly answer series of
(Ayers et al., 2016) five questions correctly and a wrong

answer would restart the test

Read the first line in the text with data already in the VSTM. interpretation, spatial arrangement of the data (two secs) , reading
NOthlﬂ? Spa’;l_al data. Taking the question, data interpretation, recollection, response thought,
corrective action (response) response action of typing (two secs)

Cognitive information processing principles
show promise for driver-passenger 1dentification
for mobile usage

* As of today, only control to prevent drivers from

Data collection
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advantage of this lax vehicle surrounding

test
Independent variables:
* Test performance:

* Simulated driving

control to play

6. Future Work

Focus on visual information processing,

With excessive burden
on the VSTM, driver

in-game warning for drivers

will miss audio cues Third glance at the road and Glance at the screen and ivelv : I’ lati hi +h
Critical Need: to identifv if th s drivi : _ from the surrounding repeat the cognitive process repeat the cognitive process o Independent of other cogmtlve Yy Intensive task's relations 1p wit
LLUa Serd: 10 10entiy 1T e samer1s Griving driver-passenger resulting in additional . : e motor function control for simultaneous tasks
VS. being a passenger 4 tf'p " tg ¢ risk while driving activities (Wlthout Driver’s view
1iacntimcanon tes . .
distractions)
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