US 2004/0196256 Al

23. The method of claim 22 wherein said detecting lack of
movement includes detecting the joystick at two identical
positions within said predetermined period of time.

24. The method of claim 23 wherein said points corre-
spond to center points.

25. The method of claim 17 wherein said identifying a
character is comprised of comparing the determined
sequence of corner hits to data representative of a plurality
of stored sequences of corner hits, selecting one of the stored
sequences of corner hits based on said comparing, and
outputting a character linked to said selected one of said
stored sequences of corner hits.

26. The method of claim 25 wherein said comparing
includes comparing the determined sequence of corner hits
to a library of stored sequences of corner hits which is
representational of a printed alphabet.

27. The method of claim 25 additionally comprising
changing the stored sequences of corner hits that are linked
to each character.

28. The method of claim 27 wherein said changing
includes providing one example of a sequence of corner hits
and the character to which that sequence is to be linked.

29. The method of claim 17 additionally comprising
varying the size of the corners.

30. The method of claim 29 wherein said varying the size
includes decreasing the size of only certain corners.

31. The method of claim 29 wherein said varying the size
includes decreasing the size of certain corners more than the
size of other corners.

32. The method of claim 17 additionally comprising
varying the shape of the corners.

33. A method of generating characters, comprising:

creating a stroke by striking a series of corners irrespec-
tive of the path between the corners; and

generating information indicative of the end of each

stroke.

34. The method of claim 33 wherein said creating
includes moving an object within a guide while the object is
in contact with a touch sensitive surface, and wherein said
generating includes lifting the object out of contact with the
touch sensitive surface.

35. The method of claim 33 wherein said creating
includes moving a joystick within a guide and wherein said
generating includes activating a switch.

36. The method of claim 33 wherein said creating
includes moving a joystick within a guide and wherein said
generating includes returning the joystick to a predetermined
position for a predetermined period of time.

37. The method of claim 33 wherein said creating a stroke
includes creating a stroke from a library of strokes that is
representational of a printed alphabet.

38. A memory carrying software which, when executed,
performs a method comprising:
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determining a sequence of corner hits within a guide; and

identifying a character based on said sequence of corner

hits.

39. The memory of claim 38 wherein each of said
sequences of corner hits defines a single stroke, and wherein
each single stroke is representative of one of a letter,
number, punctuation or mode.

40. The memory of claim 39 additionally comprising
identifying a character as being upper case when said stroke
representative of said character ends in a predetermined
corner.

41. The memory of claim 39 additionally comprising
detecting loss of contact with a touch sensitive surface, said
loss of contact indicating the end of a stroke.

42. The memory of claim 39 additionally comprising
detecting the actuation of a switch, said actuation indicating
the end of a stroke.

43. The memory of claim 39 additionally comprising
detecting lack of movement of a joystick for a predeter-
mined period of time, said lack of movement indicating the
end of a stroke.

44. The memory of claim 43 wherein said detecting lack
of movement includes detecting the joystick at two identical
positions within said predetermined period of time.

45. The memory of claim 44 wherein said points corre-
spond to center points.

46. The memory of claim 38 wherein said identifying a
character is comprised of comparing the determined
sequence of corner hits to data representative of a plurality
of stored sequences of corner hits, selecting one of the stored
sequences of corner hits based on said comparing, and
outputting a character linked to said selected one of said
stored sequences of corner hits.

47. The memory of claim 46 wherein said comparing
includes comparing the determined sequence of corner hits
to a library of stored sequences of corner hits which is
representational of a printed alphabet.

48. The memory of claim 46 additionally comprising
changing the stored sequences of corner hits that are linked
to each character.

49. The memory of claim 48 wherein said changing
includes providing one example of a sequence of corner hits
and the character to which that sequence is to be linked.

50. The memory of claim 38 additionally comprising
varying the size of the corners.

51. The memory of claim 50 wherein said varying the size
includes decreasing the size of only certain corners.

52. The memory of claim 50 wherein said varying the size
includes decreasing the size of certain corners more than the
size of other corners.

53. The memory of claim 38 additionally comprising
varying the shape of the corners.
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