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Living with Errors

Question

What are the effects of unrecognized gestures on user
experience, and what are the differences between mimetic
and alphabet gestures (under varying error rates: 0-20%,
20-40%, 40-60%)7?

Introduction

Device-based 3D gestures are becoming more widely
adopted as an alternative to mobile touchscreen/keyboard input

Hypotheses

But errors are an inevitable part of interaction with technology

Mimetic gestures — users less familiar with ideal shape

— more gesture variation under high error rates — but
lower subjective workload due to higher degrees of freedom

Many gesture classes are available (e.g., iconic, symbolic,
deictic) for use in smartphones, but which have minimum user
frustration when recognition errors occur?

Alphabet gestures = users more familiar with ideal shape

— more rigid gestures under increasing error rates — but
higher subjective workload due to lower degrees of freedom

We investigate user error tolerance for two iconic gesture
sets used in HCI: mimetic and alphabet gestures
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