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Touch-based devices, despite their mainstream availability, do not support a unified and efficient command selection mechanism,
available on every platform and application. We advocate that hotkeys, conventionally used as a shortcut mechanism on desktop
computers, could be generalized as a command selection mechanism for touch-based devices, even for keyboard-less applications. In
this paper, we investigate the performance and usage of soft keyboard shortcuts or hotkeys (abbreviated SoftCuts) through two studies
comparing different input methods across sitting, standing and walking conditions. Our results suggest that SoftCuts not only are
appreciated by participants but also support rapid command selection with different devices and hand configurations. We also did not
find evidence that walking deters their performance when using the Once input method.
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1 INTRODUCTION

Hotkeys (also known as keyboard shortcuts) are a well-established shortcut mechanism available on every desktop
keyboards that allows users to select most frequent commands rapidly [33]. Touch-based devices, on the other hand, do
not offer such a unique and unified shortcut mechanism, available on every platform and application. This may be
one reason why, despite the mainstream availability, touch-based devices still cannot compete with desktop operating
systems (OS) for many productivity tasks [24].

Physical keyboards became an exception rather than the norm on tablets and smartphones, where they are usually
replaced with soft keyboards (software keyboards) that are made available only when text entry is required. This may
be why hotkeys never seem to have been considered as a viable command selection standard for these devices. Another
possible reason is that the primary strategies used to convey hotkeys in the desktop OS are tooltips (when the cursor
hovers a widget) and labels (next to the menu item in the menu bar), methods that are not readily adaptable to the
touch-based OS.
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