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Introduction
In the content of this course, I have learned technologies of novel interaction. These included TUI, ubiquitous computing, AR, haptic interaction, wearable technology, and proxemic interaction. I was in a position to create two distinct problem scenarios’ solutions which were an interactive educational activity and enhancing the museum exhibits' experience via digital technology. In this assignment, I will summarize the technologies covered in the course by a closer look at their design concepts, evaluation, and how the technologies are implemented. A comparison criterion will be utilized to compare these technologies.

Tangible User Interfaces
The term tangible user interface refers to a system where the user and the digital system interact via the manipulation of the physical object where the object has been linked to and represents the said system quality directly. The tangible user interface idea has a link which is directly between the system and the way the said system is controlled via physical manipulations by having a meaning which is underlying or relationship which is direct which connects the behaviors with the physical manipulations which are triggered on the system. In other words, TUI refers to a user interface where a person through the physical environment interacts with the digital information. A good TUI example is a mouse which can be argued to be the earliest example. It is through the manipulation of the physical object where the mouse interacts with the digital system by dragging the mouse through a flat service and pointing towards the screen. 
One of the major benefits of TUI is the experience of the user. This is because TUI allows the computer system users to digitally interact through physical objects manipulations. 

Ubiquitous computing (pervasive computing)
This technology is an embedding computational capability trend which is growing. It is a paradigm where processing of information is linked with each encountered object or activity. This technology involves electronic devices connection with inclusive of microprocessors embedding with an aim of communicating information. Ubiquitous computing devices are connected completely and have constant availability. This novel interaction technology focuses on learning as it removes complexity in computing and increases efficiency while computing is used for daily activities. This technology also focuses mainly on smart product creations that are connected and this makes it less obstructive and easier to communicate and exchange data. (Mukerji & Tripathi, 2010) 
The main features of ubiquitous technology include real-time attributes capturing, and computing devices are connected totally and available constantly.

Augmented Reality
Augmented reality (AR) refers to the physical world (real) view in which users do find computer-generated input elements which are enhanced. Inputs that range from sound to video, to GPS and to graphics are created by designers in a content that is digitally enabled and which responds in real-time to user environment changes which are usually the movement. AR is one of the novel interactive technologies that is trending currently and is only going to get bigger. Therefore, AR as a system fulfills three basic features which are real-world and virtual world combinations, real-time interaction and 3D virtual and real objects registration that is very accurate. There is a common understanding that reality and virtual reality are bridged by the augmented reality. AR has been employed in museums for the user experience enhancement. However, Pokemon Go is perhaps one of the AR technology examples which are very famous. This game after being released in 2016 became a sensation which was inescapable as players located and captured characters of Pokemon that popped up in the real world (fountain, bathroom, or sidewalk).

Haptic Interaction
This novel interaction technology is an emerging one and allows interactions that are touch-enabled with virtual objects. This technology allows the use of computer haptics so as to let the users touch the objects the sense of 3D. To accomplish this, the haptic engine sends positional information or force vectors to a device of haptics, a robotic farm that is manipulated by the user. Purpose-built sensors are relied on by a haptic interface which sends to the computer on different movements or sensory the electrical signal. The computer in turn interprets each electrical signal in the process or action execution. A signal is sent to the human body or organ by the haptic interface.   

Wearable Technology (wearables)
This technology is an electronic category device which can be work as accessories. The accessories are cloth embedded, implanted or even tattooed on the skin of the user. These devices are gadgets that are hands-free with practical uses. In addition, these devices are microprocessors powered and enhanced with data sending and receiving through the internet ability. This interactive novel technology has been placed at the Internet of things (IoT) forefront by the adoption of these devices which is rapid. The development of wearable technology has been facilitated by mobile networks growth.

Proxemic Interaction
Mediating the entities interactions in the IoT can be meditated with the help of proxemic interactions. This constitutes an element which is extremely important in the proactive, context-aware and human-centric systems construction. This novel interactive technology relates people to devices, devices to devices, and non-digital physical objects to devices and people. (Zhang, Segall & Cao 2003)


	Criteria
	Technology
	TUI
	Ubiquitous
Computing
	AR
	Haptic Interaction
	Wearable technology
	Proxemic
Interaction

	Is the technology build for one specific/ many application areas?
	Specific
	Many
	Many
	Many
	Many
	Many

	Experience of the user
	The user is aware of the interface functions as the user is aware of the functions of the physical objects. 
	This technology considers creation of technology and dissemination information and includes global, social, local, and visible and invisible features. 
	Computer generated objects modified to real environment.
	Bodily sensations and movements interacting with computer.
	No need for users to use their devices which maybe in their bags as the technology enables hands free and portable gadgets.
	Culture influences the observed culture of interpersonal.

	Interaction with the system
	Mouse for instance is the physical object
	The system uses microprocessors for information communication 
	Superimposed images that are computer generated via cameras in physical-real world.
	This novel technology utilizes the tactile feedback.  
	Smart devices are connected to wearables and transmit information. 
	Uses man’s interpersonal distances eg. The social space or public space.
















Comparison of the novel interactive technologies




















Comparison to CH1 AND CH2
	
	TUI
	Ubiquitous
Computing
	Augmented
Reality
	Haptic
Interaction
	Wearable 
Technology
	Proxemic
Interaction

	Interactive education activity
	For this activity, TUI is the best recommended due to the manipulation of the digital information.
	The educational activity is improved since learning can be built anytime from anywhere when ambience intelligence is kept.
	Teaching is influenced by AR relatively on realities.
	The movement’s activities for body need to be less improved in the educational activity.
	This novel technology less influences the educational activity as the interaction of the technology is device worn.
	This technology influences the educational activity as learners improve creativity.

	Digital technology to enhance the  user experience in the two museums
	Very recommendable for visitors to view the rare artifacts in the two museums.
	A very recommendable paradigm for taking the visitors virtually to discover the exhibits.
	This technology is good for the two museums as it gives a composite view and visitors will experience sensory modalities in multiple ways.
	Not recommended unless the two museums requires tactile feedback.
	Wearable technology in this environment is of no need and therefore less beneficial. 
	This novel interaction technology is of no use as the two museums are not dealing with social interaction and therefore not recommendable.
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