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Natural User Interface Group

An overview of the Natural User Interface Group and our processes.

Christian Moore
NUI Group Community

nuigc.com/cm
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| User Interface?
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ted by instinct

ct with systems
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Natural User Interface is an emerging paradigm shift in man-machine
interaction which focuses on human abilities such as touch, voice and vision as
well as higher level cognitive processes such as creativity and exploration.

Through its definition we aim to solidify a baseline perspective upon which

humans experiences the natural world and thus optimize interaction between
digital and physical objects.
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“As technology becomes invisible at all such levels, from a perceptual and cognitive
point of view, interaction becomes completely natural and spontaneous. It is a kind
of magic. One of the characteristics of a successful natural interface is thus the
reduction of cognitive load on people interacting with it.”

- Alessandro Valli
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Group?
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We are an open source research community that creates
& shares interaction techniques that benefit designers &
developers throughout the world.

We offer a collaborative environment for people

interested in learning and developing modern HCI
methods and concepts.
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discover and distribute NUI knowledge.
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00 members

140,000 visitors a month
00 discussion posts
downloads

illion pages served

Friday, March 11, 2011



‘ P>
Researchers
‘ Enthusiasts

N

- Professionals
' Consumers

Friday, March 11, 2011




Source Image
Wl use cAMERA
Template Area

MIN AREA: O

SHOW OUTLINES (0)

PREVIOUS CAMERA

MAX AREA: O

=

-

Background
REMOVE EG (E)
DYNAMIC SUBTRACT

LEARN SPEED: O

Highpass

BLUR: O

NOISE: ©

Wl sHow D5 ()

NEXT CAMERA

Smooth

SMOOTH: O

id: 301

*

gid: 4194 4225

d: 4198

Tracked Image  mverse

IMAGE THRESHOLD: 16

MIN ELOE SIZE: 2

Amplify

AMPLIFY: O

MOVEMENT FILTERING: O

MAX BLOE SIZE: 364

Calibration

ENTER CALIERATION (C

Camera Properties
CAMERA SETTINGS (V)
FLIP VERTICAL (J)

FLIF HORIZONTAL (H)

Communication
TUIO VDF (T)
FLASH XML (F)

BINARY TCP (N)

GPU Properties

GPU SHADERS (G)

SAVE SETTINGS

SAVE TEMFLATES

LOAD TEMFLATES

rack
FINGERS
oBJECTS

FIDUCIALS

Community Core Vision - Version 1.4

Friday, March 11, 2011



Source Image | | sHow outunes (@) [l sHow oS () Tracked Image | |mnverse

) : IMAGE THRESHOLD: 16 MOVEMENT FILTERING: O
Wl use cAMERA | | PREVIOUS CAMERA | | NEXT CAMERA 1

Template Area MIN BLOE SIZE: 2 MAX BLOE SIZE: 264
MIN ARER: O MAX ARER: O

Debug InfFormation

Highpass Smooth Amplify

Background Highpass ] Smooth B Amplify

| REMOVE EG (B) BLUR: O SMOOTH: © AMPLIFY: O

| DYNAMIC SUBTRACT I ] | l

LEARN SPEED: O NOISE: O

Community ision - Uersion 1.4

Friday, March 11, 2011



Friday, March 11, 2011



* Douglas Engelbart - The Mother of All Demos
* Richard A. Bolt - Put-That-There Demo

* Myron Krueger - Video Place

e Pierre Wellner - Digital Desk

e Alessandro Valli - Natural Interaction

» Jeff Han/Philip Davidson - NYU FTIR

e MS Research

* Science Fiction
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» Clearly state your target audience and mission statement/cause.

* Encourage contributions with rewards such as contests, internships
and mentoring programs.

» Actively showcase the results of contributions highlighting specific
contributors.

* Enabled Communications on all available levels (Chat, Forums, Mailing
lists etc..)

* Learn how to identify negative people and peacefully de-fuse them
before they interfere with community goals. (Visa versa)

Friday, March 11, 2011



* Contributors come and go on their own schedule.

e Paint a vivid picture for new community members using
concept designs offering example projects.

* Do not expect the community to produce results, instead
consider it a dance in between the vision and steps it

takes to get there.

e Distributed problem solving is not a science... the most
important step is setting up the proper environment.

 Have clear leadership and political infrastructure.

e Open communities are delicate when dealing with
commercial ventures (nobody wants to work for free)
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t: in order to get great developers you must
y becoming as transparent as possible.
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n order to get great developers you must
ecoming as transparent as possible.

t this organization with my passion?
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