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++ open source framework for table-top interfaces, tracking 

fiducial markers attached onto physical objects, as well as for 

multi-touch finger tracking.

++ fast and accurate: stable position and angle calculation

of currently 180 compact markers, in real time video stream

++ standalone application that sends Open Sound Control 

messages to attached clients. example projects are available for 

C++, Java, C#, Processing, Pure Data, Max/MSP, Flash é

++ binaries available for Windows, Mac OS X and GNU/Linux

http://reactivision.sourceforge.net/
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Siftables  = Sensor Network + TUI

MIT Media Lab
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Siftables are inspired by the human ability to physically sort lots of physical objects.

éa TUI that is light, direct, scalable & polymorphic



Voodoo I/O: Reconfigurable Interface Hardware

Demo: D1 | Paper: A Malleable Control Structure for Softwired User Interfaces (pg. 49)
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TagTiles D11

Educational electronic board game 

Create appropriate challenge 

Target range of skills

Evaluation with children showed that TagTiles:

ÅIs fun to play

ÅProvides appropriate challenge

ÅAddresses different skills with different game types

Letôs play TagTiles!Letôs play TagTiles!
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D10Smart Blocks: A Tangible Mathematical Manipulative

Cube

Question Connector

Screenshot of the 

Smart Blocks interface

hands-on learning

physical manipulation

volume and surface area

real time feedback

RFID 

Technology


