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Summary
	The two technologies I used in order to create solutions to two distinct problem scenarios are tangible user interface and augmented reality. To begin, a tangible user interface (TUI) has enabled an expansion with regard to human-computer interaction's input and output. This technology has made the input in the modern world to be not bounded to window-based interfaces, mice, or even keyboards. The mode of user experience design majorly influences the relationship between the user and the product. TUI helped in creating an educational activity which was interactive where I developed an interactive game which enabled the user in forming network connections variety between different computers with no central control system. A tangible user interface in my interactive activity enabled a user to observe connections between computers via an interactive platform. There is a close link between this system and the way it was able to control it via physical manipulation. The system was triggered by the connection between the physical manipulations to the behaviors. On the other hand, augmented reality (AR) helped in the blending of the two museums exhibits blending interactive digital elements into the real-world environments. The two museums employed a traditional way of displaying the exhibits but AR would ensure museum visitors use the smart devices to get a whole new experience of the exhibit in the two museums. (Haller, Billinghurst & Thomas, 2007) This technology utilized superimposed sounds and the text on the smart devices where the visitors would view the museum exhibits and experience an altered reality version w. AR technology has been commonly utilized by the National Museum of Singapore here Story of the Forest is an immersive installation run there. Visitors at this museum enjoy the William Farquhar Collection of Natural History Drawings 69 images which have been turned into 3-D animations for visitors to enjoy. 











































































Comparison
	Criteria
	TUI
	AR

	Purpose
	Representing and developing various connections of the internet by use of TUI allowing the projection of the network on a computer or even the television.
	Displaying the two museum exhibits using a 3D interactive text.  

	Safety
	Users are provided with instructions and visible alerts prior to beginning the game for their own safety. 
	Museum visitors use their smart devices to see the exhibits come alive and being transported to the 21st reality which reduces the long queues which can transmit germs by touching exhibits. 

	Need
	To allow users to manually place objects on the input board and project these interactions between these boards on the computer.
	To reduce the two museums large queues by displaying the two museum exhibits using AR and visitors us their tablets and smart gadgets to view the exhibits.

	Community
	The size of the community behind this technology is 1 thriving person who was ready to welcome other members. 
	My friend and I are the community behind this technology where the responsibilities were performed as a team.

	Status
	The design of this technology is a complete one and meets the cross-cutting need. 
	This technology achieves the claimed capabilities for the two museums as it applies the capabilities claimed as it has full complete design phases.
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