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Back-of-device Interaction Using Halls on Mobile Devices.
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Abstract: Back-of-device interaction have been researched as an alternative or expansion of existing touch
input. We show another novel front- and back-of-device interaction method, where users touch the front
screen while covering halls on the back of the device. We implemented the prototype of this method, which
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has halls on the back of the device. We show the prototype and the applications.
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