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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 …

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

http://reactivision.sourceforge.net/

Music Technology Group, Universitat Pompeu Fabra, Barcelona, Spain
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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.

…a 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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and more…
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TagTiles D11

Educational electronic board game 

Create appropriate challenge 

Target range of skills

Evaluation with children showed that TagTiles:

• Is fun to play

• Provides appropriate challenge

• Addresses different skills with different game types

Let’s play TagTiles!Let’s play TagTiles!
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Tufts University, USA

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



Two Minute Madness

CabBoots - Shoes with Integrated 

Guidance System

Martin Frey

Berlin University of The Arts, www.freymartin.de

D02



Berlin University of The Arts, www.freymartin.de

D02



Two Minute Madness

When is Role Playing really experiential?

Stella Boess, Daniel Saakes & Caroline Hummels

P10



P10



Two Minute Madness

Context-Aware Kitchen Utilities

Matthias Kranz, Albrecht Schmidt, 

Alexis Maldonado, Radu Bogdan Rusu, Michael Beetz, 

Benedikt Hörnler, Gregor Rigoll

University of Munich

P01



University of Munich

P01


