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Abstract

Two-Handed Asymmetric Gestures

for TV Interaction

SHIRAKI Toshiaki

Recently, motion sensing devices  (e.g., Kinect, leap motion) are becoming pop-
ular in the market. Many studies have been conducted regarding mid-air interaction.
Nevertheless, there remains one key challenge, i.e., as the number of commands in-
creases, the number of gestures linearly increases. As a result, it becomes difficult for
users to memorize gestures.

In this paper, we propose the use of asymmetric gesture technique as an alternative
input method to more quickly access certain commands. The asymmetric gesture is
about using a combination of two distinct gestures at the same time. To investigate
how asymmetric gesture technique compares with the traditional single gesture, we
conduct two comparative studies on gesture memory and gesture preference.

We also analyze situations in which asymmetric gesture shows better performance.
Experiment results showed that asymmetric gesture technique was more preferred in
situations when a user feels difficult to memorize single gestures, especially with a large
number of commands, and commands that users do not normally use. Our work implies

that asymmetric gesture can compliment single gesture in such situation.

key words User-Interfaces; Two-handed interaction; freehand gestures; asymmetric

gestures; mid-air interaction; TV interaction; gestural interaction.

— iii —



