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Touch’n Move: A Mobile Video Interface by Direct Manipulation

HIROMU MIvASHITAL:®)

TAKASHI SATOU!

SUGURU HIGASHINO!

Abstract: Users can manipulate a video intuitively as if they were grabbing the objects directly using the
ordinary video interface that takes a spatiotemporal slider structures. Creating the slider shape manually is,
however, difficult on tablets due to the low resolution of the touch panel. Ordinary methods to generate the
slider automatically by analyzing the object motions require much computational time. In this paper, we
propose Touch’n Move that reduces preprocessing cost, so that users can manipulate the video directly just
after they take it on the tablets. The experimental results revealed the proposed method is fast enough on

common tablet.
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Fig. 1 Motion searching by direct manipulation
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Fig. 2 Calculation of motions and detection of display frames
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Fig. 3 Paths adjustment
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Fig. 4 An example of the application screen
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