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Abstract. The workshop “Touch Affordances” addresses a concept relevant to 
human computer interactions based on touch. The main topic is the challenge of 
applying the notion of affordances to domains related to touch interactions (e.g. 
(multi)touch screens, RFID & NFC, ubiquitous interfaces). The goals of this 
workshop are to launch a community of researchers, designers, etc. interested in 
this topic, to create a common understanding of the field of touch affordances 
and to generate ideas for new research areas for intuitive touch interactions. The 
workshop will be highly interactive and will have a creative, generative 
character. 
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1 Introduction 

 
The focus of this workshop is on possible fields and domains where ‘touch’ as a 
means of human computer interaction is, or could be implemented. For the purpose of 
this workshop, the term “touch interaction” is used to refer not only to (multi)touch 
screens, but also to RFID and NFC related technologies, to gesture –based 
interactions and ubiquitous interfaces because these technologies share the basic 
interactions of touching, grasping, making hand movements etc. 

The topic of this workshop is “Touch affordances”. While on the one hand touch-
based interactions require very simple actions, on the other hand, touch-based 
interfaces often are unfamiliar to users and therefore do not invite them to perform the 
correct actions.  Findings of previous studies suggest that unfamiliarity with touch-
related interfaces can indeed result in difficulties with regard to interaction (e.g. Belt, 
Greenblatt, Häkkilä & Mäkelä, 2006; Peltonen, Kurvinen, Salovaara, et al., 2008). 
This topic leads to the question of how to design simple yet intuitive touch interfaces. 

There have been some initiatives to design intuitive graphics to clarify the intended 
touch-based interaction to the user (e.g. Arnall, 2006; Saffer, 2008). When talking 
about “touch affordances” within the context of this workshop, we are looking beyond 
signage and items on a screen that invite a person to ‘touch’ it. Instead, touch 
affordances are envisioned in a much broader way. Areas such as ubiquitous 
computing, haptics, presence, experience research and human computer confluence 
play a major role in this. 



 
    

2 The Workshop 
 

This workshop aims to 1) bring together people who are active in the topic of the 
workshop to create a community; 2) come to a shared view on the field of Touch 
Affordances; and 3) generate ideas for new research areas for innovative (and 
intuitive) touch interfaces and interactions. 

The one day workshop will have a creative, generative character. It will consist of 
four parts described below. During the workshop, observants will live blog about the 
workshop. A tag cloud will be generated based on these blogs.  

Session 1: Keynote & wrap-up (1.5 hours, plenary session) A keynote 
presentation will be given by Timo Arnall, who will provide his vision on the topic of 
the workshop. After the keynote, the organizers of the workshop will give an 
overview of the submitted position papers.  

Session 2: Introduction to creative session & plenary brainstorm (1 hour, 
plenary session) Challenges and questions of interest identified in Session 1 will be 
the starting point for a generative group discussion. The main goal of this discussion 
will be to set up a number of design scenarios for which touch interfaces will be 
relevant.  

Session 3: Creative session – developing lo-fi touch affordance prototypes (1.5 
hours, four groups) Participants will be divided into four groups, based on their 
interest in one of the scenarios identified in Session 2. These groups will each develop 
a lo-fi prototype of a touch affordance for one of the scenarios. The workshop 
organizers will provide materials to create such prototypes. Each group will make a 
visual representation of their prototype.  

Session 4: Testing prototypes collaboratively & creation of poster (2 hours, 
plenary session) Each group presents the prototype that was developed. The 
intuitiveness of each prototype will be assessed by conducting interaction tests with 
other workshop participants. Next, the participants will collaborate to create a poster 
summarizing the main results of the workshop. The poster will include the four 
prototype representations, as well as a tag cloud based on the bloggers’ reports of the 
workshop. On the poster, the scenarios, the prototypes and each participant will be 
linked to relevant tags in order to create a visual map of the field of Touch 
Affordances and its community. 
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