Humans act in rich and complex everyday environments, but it is still difficult to understand how the brain works in such situations
and whether a person’ s mental state can be estimated from natural behavior. This exhibit introduces a series of studies that
extend mind reading beyond the laboratory by using eye and brain signals measured during daily activities such as driving,
cooperative gameplay, and video viewing. Based on knowledge from controlled laboratory experiments, we show that it is possible
to estimate higher-level mental information in more realistic settings. Examples include detecting attentional state and
concentration during natural driving, finding cooperative states from eye-related signals during team play, and decoding perceived
or imagined video content from brain activity. In the future, this approach may support better communication and adaptive
assistance by adjusting information presentation and interaction to each person’ s state. In driving, for example, it may help driver
monitoring systems detect inattentive states.
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