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Oricamr DEesk
Chair’s Prerogative Exhibit

With Origami Desk, users learn to fold paper into beautiful shapes.
It improves on the inscrutable origami diagrams we all know and
love by showing videos that demonstrate what the hands should do,
projecting lines onto the paper to indicate where the folds should
be, and monitoring the paper folding to give budding origami
artists feedback if their folding should go awry.

Origami Desk utilizes projection, electric field sensing, and low-
cost radio-frequency identification tags to enable computer users

to break free from the CRT-keyboard-mouse interaction paradigm.
These technologies allow interactions in the user’s space, eliminat-
ing the need for metaphoric mapping between the digital world
and the physical world. Electric field sensing detects where a user’s
hands are by measuring capacitance over the work surface.
Coupled with the visual interface, this sensor allows dynamic
mapping of digital buttons and handles.

Origami Desk breaks new ground in the RF-tagging domain by
measuring changes in the resonant frequencies of electromagnetic
foil patterns embedded in the origami paper. The coils are coupled
to create certain shifts in frequency as the origami paper is folded.
These readings in turn allow the computer to infer and provide
feedback on whether the user has properly completed the folding
step. The projected workspace is delineated into three types of
spaces that help choreograph the user’s actions and prevent occlu-
sion or inadvertent triggering of commands: interaction areas,
display areas, and work areas.

Origami Desk is a powerful embodiment of how real-world
graphics, interaction design, and innovative sensing technologies
can be pragmatically integrated to create interactive environments
centered around the active human user.
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