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Direct Multitouch Interaction in Motion Parallax

KaAzuMA HARADA," YUSUKE SUGANO! and YOICHI SATO?

We introduce a new interaction framework that utilizes both multi-touch inputs and motion
parallax created with free head motion. When we consider 3D manipulation using multi-touch
inputs, it becomes necessary to incorporate some constraints to cope with the discrepancy
between 2D inputs on multi-touch devices and 3D control of a target object. In this paper,
we proposes the operation of multitouch three-dimensional space by eliminating this ambi-
guity using head information and motion parallax, and show the effectiveness of evaluation

experiments.
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Fig.1 Gap of touched positions. Projected position of the

target object can change according to head motion.
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Fig.2 Ambiguous rotation. Target object can rotate to

unintended directions.
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Fig.3 Comparison of standard camera model and motion

parallax-based camera model
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Fig.4 Motion parallax geometry
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Fig.5 Rotation using head information
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Fig. 6 Comparison of required times for task completion
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Fig.7 Comparison of position errors for task completion
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Fig.8 Comparison of subjective evaluation
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