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Application of Tangible User Interfaces in Interactive Presentations

LU Xiaobo, LIU Yuelin

Academy of Arts and Design, Tsinghua University, Beijing 100084, China

Abstract The traditional presentation involves many disadvantages with respect to presentation performance and receptive experience.
Applications of the computing and interactive technology in the presentation will make a great difference in ways of presentation.
However, the greatest challenge for designers of a presentation is how to negotiate all kinds of interactive styles in the presentation,
especially, how to integrate the physical form, computing and behavior together. In contrast with the conventional approaches of
digitalization, the physicality and tangibility of digital information provide an alternative approach of bridging the gap between the digital
world and the physical world, which will reduce the burden on perception and cognition of body—mind in understanding and dealing with
the surrounding world while totally immerging in the virtual digital world. How to apply Tangible Use Interfaces (TUls) in an interactive
presentation is explored in order to unify the audiences” goal with what the presentation means to achieve, to create a meaningful and
holistic receptive experience. Additionally, an experience hierarchical model based on objects is proposed to provide the design guideline
for the application of TUI in the interactive presentation.
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Fig. 1 Traditional presentation styles
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