
Digital devices and means of interaction

Gesture

This is a type of non-contact communication, 
where a device, normally a camera, analyses 
body movement, often hands or arms, and 
changes it into rational input. Examples of this 
include swiping options on the screen to the 
left/right with the wave of the hand, increasing 
volume of music by raising the hand, or reducing 
the volume by lowering the hand.

Augmented Reality (AR)

This is similar to virtual reality with the user 
wearing a headset/glasses which project images 
representing specific data/programmes, and 
they also wear gloves/use special controls to 
interact with these images. 

Unlike virtual reality, augmented reality 
combines the graphics with the real world rather 
than immersing the user in an artificial, online 
world.

Biometrics

Biometrics is data measured from unique 
characteristics used to identify individuals. 
Biometric identifiers are often categorised 
as physiological characteristics, which are 
connected to body shape. 

The examples include fingerprints, veins in 
the palm of the hand, facial recognition, DNA, 
handprint, hand geometrics, iris recognition, 
retina and even smells.

Sensors, usually cameras, measure these 
characteristics, and a computer compares the 
pattern being measured against data already 
stored. We often see this on mobile phones, 
where a fingerprint or facial recognition is used 
to unlock a device.

Touch

This is very common, especially with smart 
phones/tablets and increasingly with 
traditional computers which also have a 
keyboard. When a user touches the screen 
to choose items from a menu, the computer 
processes the ‘type’ of touch and its location. 

One touch will open/close a programme, 
pinching or opening the fingers will reduce/
magnify elements on a screen or the user 
can swipe between options. Very often, it is 
combined with haptic feedback, which gives 
a vibration to the user’s finger when they are 
using the screen.        

Virtual Reality (VR)

The user wears a headset which projects 
images representing specific data/
programmes, and they wear gloves/use 
special controls in order to interact with these 
images. Increasingly, virtual reality headsets 
can track hand movements, so this type of 
input combines elements of gesture input.

Speech

There are three ways you can use your voice to 
interact with technology:

Dictation: using a microphone, words will be 
dictated to the computer, then software will 
recognise the words and turn them into text 
(dictation system).

Voice commands/voice control: here a system 
searches for words and uses them to complete 
a task. This can be a simple task which can be 
processed locally e.g., “Tune the Radio to Radio 
Wales” or read a postcode to a SatNav system, or 
it can be a more complex compound command 
which needs to be analysed on a server file e.g. 
“Computer, what’s the best place for a curry in 
Cardiff?”

Voice print: here a user’s unique tone of voice 
is compared with the tone of voice previously 
recorded. This is used instead of a password/ID 
number in order to access a computer/identify 
oneself over the phone (this overlaps with 
biometrics).

Traditional keyboard/mouse

Keyboard: it allows characters to be inputted. It 
is very useful when undertaking word processing 
and within command line operating systems e.g., 
DOS. It allows shortcuts e.g., Ctrl+C to copy and 
Ctrl+V to paste.

Mouse: it moves a cursor on the screen. It is 
useful in a graphical user interface environment 
e.g., Windows.


