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if (pre_eyeDirection != null) {
var VX = eyeDirection.x - pre_eyeDirection.x;
var VY = eyeDirection.y - pre_eyeDirection.y;
var VD = Math.Sqrt(VX*VX + VY*VY) * 90.0;

if (VD > 3) {
var eyeSpeed = VD / (timestamp - pre_timestamp);

if (eyeSpeed >= 100) {
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