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Content 
The thesis shows the benefits of tracking the Users position on large interactive screens. The user is 
tracked with the Microsoft Kinect depth camera, which supports the 3D position of 24 joints representing 
the skeleton of the user. The work will integrate the position information into the human-machine dialog to 
exemplarily show the potential of user location awareness in the field of large interactive screens. One 
potential application is the user dependent orientation and location of popup windows. 
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Work packages 
•  Identify Application Scenarios   

•  Develop a user location tracker based on the OpenNI Framework (Primesense) 

•  Implement example applications considering the user's location (Qt,Python or C++) 

•  Compare the usability of applications with and without tracking the user location in a user study 

•  Document and present results 
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Introduction 
The ICVR works in the field of interactive systems, providing a highly 
intuitive interaction with digital content on large displays. Interactive screens 
allow to directly manipulate digital content using Tangible User interfaces 
like pens, rulers or erasers or simply the user's finger. On large interactive 
systems the user's position affects the interaction: e.g. on interactive desks 
(horizontal screen) the orientation of text must be adapted to the user's 
location in order to be readable. Another example is given by Johnny 
Chung Lee, who was part of the Kinect development team at Microsoft: In 
his early days he developed a WiiMote based head tracking to get a 3D 
visual effect on a common 2D display. 
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Abstract 
This thesis investigates the benefit of adapting the Graphical User Interface 
(GUI) of applications on large interactive screens to the user's position in 
front of the screen. We will implement a prototype application that considers 
the 3D position of the user provided by the Mircosoft Kinect device. 

Requirements 

We are looking for students, who would like to work at Human-Computer-Interaction projects in small 
research teams. Although skills in systems engineering and programming (C) are welcome, most 
important is the will to break into the given problem, develop solutions, and actively solve problems. 
Fulfilling the common academic processing is mandatory. You will document and present your results to 
the institutes’ members in a 20 minutes mid-term and final session. 

http://luka.tnode.com/gallery/projects-and-work/kinect-hackery/skeleton-tracking 

http://mygggo.com/2010/09/kinect-the-greal-fail-of-2010/ 


