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Keynotes 

Opening: Ted Chiang - Thoughts on Being a Cyborg 
Keywords: 
computer interfaces, computer graphics, different languages, computer human interaction, human computer interaction, 
handheld computer, cognitive technologies, computer programming languages, modern technology, direct brain 
interfaces, personal computer, laptop computer, computer text, desktop computer, external brain, brain implants, 
different time, new cognitive technology 
Full text: https://lu8iaqkext.feishu.cn/minutes/obcnhf37fa3arif76vf83786?from=from_copylink 

 
 
Learning from past 

●​ Imperial Earth: 1960s -> imagine text / graphics on the screen -> calculator + clocks 
●​ Snow Crash by Neal Stephenson: 1992 -> Google Earth; recording speech using visual symbols 
●​ From Reading in the Brain, Stanislas Dehaene, 2010 -> will character evolve in the future? 

​  
Humans naturally pick up speech (like birds sing), writing is artificially taught 

●​ written language was iterated to make reading quicker (spacing, lower/upper case, etc) 
●​ there are less ambiguities in written language. Different phrases can sound very similar. 

○​ e.g., How to wreck a nice beach vs. How to recognize speech 
 
Rhyme and meter helped to memorize phrases, as one could anticipate how the next line should sound like. Since the 
introduction of written language, rhyme and meter became optional/decorative. 
 
Why are we writing a presentation beforehand that is delivered orally? 

https://www.youtube.com/watch?v=vFYoAghICeI
https://docs.google.com/document/d/1j7uDJNcQAcFcNDyrINRcYgBfzKGApWpsPBgqjV3OSAE/edit#heading=h.2fksur7lzdq2
http://www.duruofei.com
http://www.kidavid.de
https://www.xingyuliu.com/
https://www.xun-qian.com/
https://www.sypei.com/
https://erzhenh.com/
https://ishanchatterjee.weebly.com/
https://homes.cs.washington.edu/~kaimingc/
https://uist.acm.org/uist2022/
https://programs.sigchi.org/uist/2022
https://twitter.com/ACMUIST
https://discord.com/channels/734723053036109904/
http://go/uist21-doc
http://go/uist19-summary
http://go/chi19-doc
http://go/siggraph-2019-trip-report
https://en.wikipedia.org/wiki/Ted_Chiang
https://lu8iaqkext.feishu.cn/minutes/obcnhf37fa3arif76vf83786?from=from_copylink
https://www.amazon.com/Reading-Brain-New-Science-Read/dp/0143118056


●​ Writing helps you organize your thoughts -> cognitive technology, technology for thinking 
 
Does it make us a cyborg? It extends our abilities.  

●​ Eyeglasses fix a biological deficit. 
●​ Neurolink implants -> motor-impairments -> Elon musk -> more productive -> skeptical -> advantage over 

biological abilities? 
 
Externalizing thoughts in writing can extend but also limit us. What happens when we don't have access to our devices 
anymore? 

●​ Our body works great as a biological adapter to use and manipulate physical objects. What would it take to 
invasively extend the abilities through augmentation? And will it make things much better? 

 
Math and programming languages are tools for thinking within a specific domain.  
 
Computer text -> computer graphics -> What’s next? 
speech -> (we gained the concept of words, rhyme and meter lose their utility) -> the written word -> (what linguistic 
features might we gain?, what else loses its utility?) -> ? 
What is the next step beyond written language itself? What is the next cognitive technology that is better than writing? 

●​ discovery that are neurons that detect shapes. Could there be symbols, especially for displays?t 
 
Is technology dehumanizing? Cyborg, humans part of a cog. 
What technology is humanizing? Would the presenter have told their stories, when they grew up in an environment 
where there is no written language? Storytelling is more about the performance. Ted is glad he has access to written 
language. 
 

●​ Technology will give us new ways to be human. 
●​ Writing was around for a long time, but it takes centuries until it is dominant; someone could easily propose a 

new symbolic input, but shifts have to occur incrementally: low-case, punctuations - no one would understood 
them if introduced all at once.  

 
David’s own thoughts: 

●​ Alphabet and language are encoding that a sufficient number of people have agreed on. These are maybe 
minimal as pens and typewriters are only that much expressive. With access to generative art and media online, 
can we extend language with more expensive pictograms on-the-spot? Emojis are already helping add 
emotional nuances to written language (e.g. make understanding sarcasm more easily. etc.). These may help 
convey thoughts more efficiently. But what could help us think better? E.g. mind maps, diagrams / flowchart? 
What about other non-linear types of storytelling? Is hypertext/web that? But it’s somewhat slow. Could AR 
glasses make hypertext more instant? Make it feel more like an extension of ourselves rather than a tool I use 
asynchronously? Can we share that mind map/hypertext with other people more efficiently for easier “thought 
transplantation”? Can we represent verbs and adjectives visually as edges/connections in mind maps, and 
nodes as objects/subjects/concepts? More visually expressing concepts and relationships of ideas to another… 
Can a mind map be expressive as a picture? Understanding things at one glance, rather than “reading” the mind 
map. 

 
Ruofei's own thoughts: 

●​ At one time, there would be a minimum language required for people to understand each other, whereas 
real-time visuals, graphics, and ad hoc, automatic communication assists people to build trust and resolve 
ambiguities. 

●​ One of the main reasons speech is still preferred than language is that it attracts mult-modal attention and 
leverages multiple parts of brain: sound, visual, language, gestures, body language, micro expressions; which 
emphasize memories and help people build trust. 

○​ This is also why Tiktok, Dalle-2, Imagen is popular by adding additional dimensions to language alone. 



○​ Immersion aids recall. 
 

Vision Talk: Barbara Tversky 

 
Space, cognition, and action. 
Gestures are actions; can they help action understanding? 
 

Vision Talk: Jaime Teevan 
https://www.microsoft.com/en-us/research/publication/microsoft-new-future-of-work-report-2022/ 
 

 

Closing: Marissa Mayer 
 
 
 
 

https://en.wikipedia.org/wiki/Barbara_Tversky
https://www.microsoft.com/en-us/research/people/teevan/
https://www.microsoft.com/en-us/research/publication/microsoft-new-future-of-work-report-2022/
https://en.wikipedia.org/wiki/Marissa_Mayer


 
 
 

AMA Session by Lining Yao on "Doing antidisciplinary research" 
 
Keywords: 
thing right, engineering design, right way, different things, designer way, junior researchers, team right, different ways, 
Right nature physics, physical materials, disciplinary research, right doctors, right lifestyles, perfect right, field 
engineering material science, Matrix engineering things, different backgrounds designer 
 
Text version link: https://lu8iaqkext.feishu.cn/minutes/obcng72tvmn4ixw392p9rkgr?from=from_copylink 
 
 

Technical Programs 

Virtual Reality / Augmented Reality 

Sensory 

Integrating Real-World Distractions into Virtual Reality 

https://programs.sigchi.org/uist/2022/program/content/85035 

 

https://programs.sigchi.org/uist/2022/program/content/85035


 
 

Layout 

AUIT – the Adaptive User Interfaces Toolkit for Designing XR Applications 

pdf   
https://programs.sigchi.org/uist/2022/program/content/85060  

 
 

See-through 

RealityLens: A User Interface for Blending Customized Physical World View into Virtual Reality 

https://programs.sigchi.org/uist/2022/program/content/85028  

https://www.researchgate.net/profile/Joao-Belo-3/publication/363519810_AUIT_-_the_Adaptive_User_Interfaces_Toolkit_for_Designing_XR_Applications/links/6320ca7b70cc936cd3060e73/AUIT-the-Adaptive-User-Interfaces-Toolkit-for-Designing-XR-Applications.pdf
https://programs.sigchi.org/uist/2022/program/content/85060
https://programs.sigchi.org/uist/2022/program/content/85028


 
 

Multi-player 

RemoteLab: Virtual Reality Remote study Tool Kit 

https://programs.sigchi.org/uist/2022/program/content/84991 

 
 

PassengXR: A Low Cost Platform for Any-Car, Multi-User, Motion-Based Passenger XR Experiences 

https://programs.sigchi.org/uist/2022/index/content/84970  
https://dl.acm.org/doi/pdf/10.1145/3526113.3545657  

 

https://programs.sigchi.org/uist/2022/program/content/84991
https://programs.sigchi.org/uist/2022/index/content/84970
https://dl.acm.org/doi/pdf/10.1145/3526113.3545657


 

Gestures 

RIDS: Implicit Detection of a Selection Gesture Using Hand Motion Dynamics During Freehand Pointing in Virtual Reality 

https://programs.sigchi.org/uist/2022/program/content/84993 
https://dl.acm.org/doi/pdf/10.1145/3526113.3545701 
 

https://programs.sigchi.org/uist/2022/program/content/84993
https://dl.acm.org/doi/pdf/10.1145/3526113.3545701


 

 
Freehand pointing sensing 

●​ vision-based tracking: cumbersome for lightweight devices, occlusion problems 
●​ wrist-based sensing: more suited for AR glasses 

 
Pinch gesture 



RIDS: Make gesture detection agnostic to the sensing method. Detect motion preceding the pinch gesture 
Use hand motion dynamics. Use wrist-based IMU and hand motion to detect the pinch gesture 
 
Pointing behavior 
There is a ballistic phase (high velocity) and a correction phase (low velocity) (Reference: Designing 3d selection 
techniques using ballistic and corrective movements) 
 

ARnnotate: An Augmented Reality Interface for Collecting Custom Dataset of 3D Hand-Object Interaction Pose Estimation 

https://dl.acm.org/doi/pdf/10.1145/3526113.3545663 
https://programs.sigchi.org/uist/2022/program/content/85058 
 
Enable novice end-users to collect 3D hand-object pose estimation datasets ad-hoc and on-site with the help of AR.  

 
 

Gaze 

DEEP: 3D Gaze Pointing in Virtual Reality Leveraging Eyelid Movement 

https://dl.acm.org/doi/pdf/10.1145/3526113.3545673 
https://programs.sigchi.org/uist/2022/program/content/84993 
 
 
AAE: Aperture Angle of Eyelids 

 

https://dl.acm.org/doi/pdf/10.1145/3526113.3545663
https://programs.sigchi.org/uist/2022/program/content/85058
https://dl.acm.org/doi/pdf/10.1145/3526113.3545673
https://programs.sigchi.org/uist/2022/program/content/84993


 
Probabilistic gaze-point decoder 

 

 
What is users' gaze dwelling precision? 

 

Detecting Input Recognition Errors and User Errors Using Gaze Dynamics in Virtual Reality 

https://programs.sigchi.org/uist/2022/program/content/85046 
https://dl.acm.org/doi/pdf/10.1145/3526113.3545628 
 

https://programs.sigchi.org/uist/2022/program/content/85046
https://dl.acm.org/doi/pdf/10.1145/3526113.3545628


 
 

Detecting Input Recognition Errors and User Errors using Gaze Dynamics in Virtual Reality 

https://programs.sigchi.org/uist/2022/index/content/85046 
https://dl.acm.org/doi/pdf/10.1145/3526113.3545628 
 
Types of Errors to detect:  

●​ Intentional Clicks  
●​ User Errors  
●​ Input Recognition error  

 
​
Takeaway: Gaze features patterns can be used as a metric 
 
Can gaze behavior be used to classify input event types? Yes → TCN Model  
Relative generalizbale across three different VR settings.  

https://programs.sigchi.org/uist/2022/index/content/85046
https://dl.acm.org/doi/pdf/10.1145/3526113.3545628


 

Perception 

Exploring Sensory Conflict Effect Due to Upright Redirection While Using VR in Reclining & Lying Positions 

https://programs.sigchi.org/uist/2022/program/content/84985 
https://dl.acm.org/doi/pdf/10.1145/3526113.3545692 

 
 

Color-to-Depth Mappings as Depth Cues in Virtual Reality 

https://dl.acm.org/doi/pdf/10.1145/3526113.3545646 
https://programs.sigchi.org/uist/2022/index/content/85049  

 

Look over there! Investigating Saliency Modulation for Visual Guidance with Augmented Reality Glasses 

https://dl.acm.org/doi/10.1145/3526113.3545633 
https://dl.acm.org/doi/pdf/10.1145/3526113.3545633 

https://programs.sigchi.org/uist/2022/program/content/84985
https://dl.acm.org/doi/pdf/10.1145/3526113.3545692
https://dl.acm.org/doi/pdf/10.1145/3526113.3545646
https://programs.sigchi.org/uist/2022/index/content/85049
https://dl.acm.org/doi/10.1145/3526113.3545633
https://dl.acm.org/doi/pdf/10.1145/3526113.3545633


 
 
 

VRhook: A Data Collection Tool for VR Motion Sickness Research 

https://programs.sigchi.org/uist/2022/program/content/85059 
https://dl.acm.org/doi/10.1145/3526113.3545656  

 
 

Haptics 

Prolonging VR Haptic Experiences by Harvesting Kinetic Energy from the User 

https://programs.sigchi.org/uist/2022/program/content/85033 
https://dl.acm.org/doi/pdf/10.1145/3526113.3545635 

https://programs.sigchi.org/uist/2022/program/content/85059
https://dl.acm.org/doi/10.1145/3526113.3545656
https://programs.sigchi.org/uist/2022/program/content/85033
https://dl.acm.org/doi/pdf/10.1145/3526113.3545635


 
 

Robotics 

Mimic: In-Situ Recording and Re-Use of Demonstrations to Support Robot Teleoperation 

https://dl.acm.org/doi/10.1145/3526113.3545639 
https://programs.sigchi.org/uist/2022/program/content/84990 

 
 
 

Optimization 

Optimizing the Timing of Intelligent Suggestion in Virtual Reality 

https://programs.sigchi.org/uist/2022/program/content/85040 

 
 
Useful for: 

●​ effortful input 

https://dl.acm.org/doi/10.1145/3526113.3545639
https://programs.sigchi.org/uist/2022/program/content/84990
https://programs.sigchi.org/uist/2022/program/content/85040


●​ selecting far-away objects 
 
Target prediction models 
Challenge: “When” to suggest a target? (trade-off between time saving and accuracy) 
 
Cost-benefit quantification (step 1) 
gain = benefit*correct probability - cost*incorrect probability 
benefits, costs: 

1.​ potential time savings, time delay (due to distraction) 
2.​ potential usage of a suggestion, non usage 

 
Gain threshold determination (step 2) 
How to determine the gain threshold? 
2 approaches: 

1.​ optimal thresholding (OT) 
2.​ reinforcement learning (RL) 

Authoring 

MechARspace: An Authoring System Enabling Bidirectional Binding of Augmented Reality with Toys in Real-time 

https://programs.sigchi.org/uist/2022/index/content/85012  
https://dl.acm.org/doi/pdf/10.1145/3526113.3545668  

 
 

Sketch 

Sketched Reality: Sketching Bi-Directional Interactions Between Virtual and Physical Worlds with AR and Actuated Tangible UI 

https://dl.acm.org/doi/pdf/10.1145/3526113.3545626  

https://programs.sigchi.org/uist/2022/index/content/85012
https://dl.acm.org/doi/pdf/10.1145/3526113.3545668
https://dl.acm.org/doi/pdf/10.1145/3526113.3545626


 

 
 
Design Space:  

●​ Boundary Constraint, Geometric Constraint, Applied Force, Dynamic Collision 
●​ Physical -> Virtual, Virtual to Physical 

 
Reminds me of our CollaboVR + ChalkTalk: 

 
 

https://duruofei.com/papers/He_CollaboVR-AReconfigurableFrameworkForMulti-UserToCommunicateInVirtualReality_ISMAR2020.pdf
https://vimeo.com/232230096


Photography 

ReCapture: AR-Guided Time-lapse Photography 

https://programs.sigchi.org/uist/2022/program/content/85032 
https://dl.acm.org/doi/pdf/10.1145/3526113.3545641 
 

 

Photographic Lighting Design with Photographer-in-the-Loop Bayesian Optimization 

https://dl.acm.org/doi/pdf/10.1145/3526113.3545690 
https://programs.sigchi.org/uist/2022/program/content/84977 
 

https://programs.sigchi.org/uist/2022/program/content/85032
https://dl.acm.org/doi/pdf/10.1145/3526113.3545641
https://dl.acm.org/doi/pdf/10.1145/3526113.3545690
https://programs.sigchi.org/uist/2022/program/content/84977


 

 

Debugging 

ARDW: An Augmented Reality Workbench for Printed Circuit Board Debugging 

https://programs.sigchi.org/uist/2022/program/content/85029 

 
 
Latency:  
 
 
ToolKit: 
AUIT – the Adaptive User Interfaces Toolkit for Designing XR Applications 
 
Propose five design goals  

●​ Support a range of adaptation behavior  
●​ Allowing combining multiuple adaptation in one adaption (solvers_  
●​ Real time context collection and interpretation  

https://programs.sigchi.org/uist/2022/program/content/85029


●​ Adaptation triggers  
●​ A variety of property transitions  

 

Optimizing the Timing of Intelligent Suggestion in Virtual Reality 

 

 

Avatars 

Eye Tracking 

 
 

Speech 
 
 

Accessibility 
CrossA11y: Identifying Video Accessibility Issues via Cross-modal Grounding (Best Paper Award) 
https://programs.sigchi.org/uist/2022/program/content/85006 

 
CrossA11y: 

(1)​ Identifies accessibility issues by locating modality asymmetries (in red) between audio segments and 
video segments using cross-modal grounding. 

(2)​ Lets authors address accessibility issues using the CrossA11y interface to write captions and video descriptions 
(3)​Creates a more accessible video from the authored descriptions. 

 
Grounding pipeline: 

(1)​Segmentation that segments the video into audio and visual segments. 
(2)​Cross-modal Grounding that finds correspondences between visual and audio segments. 

https://programs.sigchi.org/uist/2022/program/content/85006


 
(3)​Postprocessing that filters identified correspondences: remove commonly detected accessibility issues that do 

not need further description including: the presenter speaking to the camera, and silences. 
 
TangibleGrid: Tangible Web Layout Design for Blind Users 
https://programs.sigchi.org/uist/2022/index/content/85030 
https://dl.acm.org/doi/10.1145/3526113.3545627 

 

DHH / Sound 

 

Tangible Interaction 
 
 

Fabrication 

Flaticulation: Laser Cutting Joints with Articulated Angles 

https://programs.sigchi.org/uist/2022/program/content/84979  

Mixels: Fabricating Interfaces using Programmable Magnetic Pixels 

https://programs.sigchi.org/uist/2022/program/content/84989 

AirLogic: Embedding Pneumatic Computation and I/O in 3D Models to Fabricate Electronics-Free Interactive Objects 

https://programs.sigchi.org/uist/2022/program/content/84969 

https://programs.sigchi.org/uist/2022/index/content/85030
https://dl.acm.org/doi/10.1145/3526113.3545627
https://programs.sigchi.org/uist/2022/program/content/84979
https://programs.sigchi.org/uist/2022/program/content/84989
https://programs.sigchi.org/uist/2022/program/content/84969


HingeCore: Laser-Cut Foamcore for Fast Assembly 

https://programs.sigchi.org/uist/2022/program/content/85020  
 

iWood: Makeable Vibration Sensor for Interactive Plywood 

https://programs.sigchi.org/uist/2022/program/content/84974  

Fibercuit: Prototyping High-Resolution Flexible and Kirigami Circuits with a Fiber Laser Engraver 

https://programs.sigchi.org/uist/2022/program/content/85019  

https://programs.sigchi.org/uist/2022/program/content/85020
https://programs.sigchi.org/uist/2022/program/content/84974
https://programs.sigchi.org/uist/2022/program/content/85019


 



 

Visualization / Storytelling 
GANzilla: User-Driven Direction Discovery in Generative Adversarial Networks 
https://programs.sigchi.org/uist/2022/index/content/85004  
https://dl.acm.org/doi/pdf/10.1145/3526113.3545638 
 

 

CodeToon: Story Ideation, Auto Comic Generation, and Structure Mapping for Code-Driven Storytelling 

https://programs.sigchi.org/uist/2022/program/content/84976  
https://dl.acm.org/doi/pdf/10.1145/3526113.3545617 
 
Record Once, Post Everywhere: Automatic Shortening of Audio Stories for Social Media 
https://programs.sigchi.org/uist/2022/program/content/85001  
https://dl.acm.org/doi/10.1145/3526113.3545680  
 
RealityTalk: Real-time Speech-driven Augmented Presentation for AR Live Storytelling 
https://programs.sigchi.org/uist/2022/program/content/85010 
https://dl.acm.org/doi/10.1145/3526113.3545702 

https://programs.sigchi.org/uist/2022/index/content/85004
https://dl.acm.org/doi/pdf/10.1145/3526113.3545638
https://programs.sigchi.org/uist/2022/program/content/84976
https://dl.acm.org/doi/pdf/10.1145/3526113.3545617
https://programs.sigchi.org/uist/2022/program/content/85001
https://dl.acm.org/doi/10.1145/3526113.3545680
https://programs.sigchi.org/uist/2022/program/content/85010
https://dl.acm.org/doi/10.1145/3526113.3545702


 
 
Augmented Chironomia for Presenting Data to Remote Audiences [Honorable Mention] 
https://programs.sigchi.org/uist/2022/program/content/85057 
https://dl.acm.org/doi/10.1145/3526113.3545614  

 
 
 

Text / Language / NLP 

Beyond Text Generation: Supporting Writers with Continuous Automatic Text Summaries 

https://dl.acm.org/doi/pdf/10.1145/3526113.3545672 

https://programs.sigchi.org/uist/2022/program/content/85057
https://dl.acm.org/doi/10.1145/3526113.3545614
https://dl.acm.org/doi/pdf/10.1145/3526113.3545672


 
 

Threddy: An Interactive System for Personalized Thread-based Exploration and Organization of Scientific Literature 

https://dl.acm.org/doi/pdf/10.1145/3526113.3545660  
https://programs.sigchi.org/uist/2022/program/content/85005  
 
Reviewing the literature to understand relevant threads of past work is a critical part of research and vehicle for 
learning. However, as the scientific literature grows the challenges for users to find and make sense of the many 
different threads of research grow as well. Previous work has helped scholars to find and group papers with citation 
information or textual similarity using standalone tools or overview visualizations. Instead, in this work we explore a tool 
integrated into users’ reading process that helps them with leveraging authors’ existing summarization of threads, 
typically in introduction or related work sections, in order to situate their own work’s contributions. To explore this we 
developed a prototype that supports efficient extraction and organization of threads along with supporting evidence as 
scientists read research articles. The system then recommends further relevant articles based on user-created threads. 
We evaluate the system in a lab study and find that it helps scientists to follow and curate research threads without 
breaking out of their flow of reading, collect relevant papers and clips, and discover interesting new articles to further 
grow threads. 
 
 

https://dl.acm.org/doi/pdf/10.1145/3526113.3545660
https://programs.sigchi.org/uist/2022/program/content/85005


 

FeedLens: Polymorphic Lenses for Personalizing Exploratory Search over Knowledge Graphs 

https://dl.acm.org/doi/pdf/10.1145/3526113.3545631  

 

Sensing 
ForceSight: Non-Contact Force Sensing with Laser Speckle Imaging https://dl.acm.org/doi/10.1145/3526113.3545622 

https://dl.acm.org/doi/pdf/10.1145/3526113.3545631
https://dl.acm.org/doi/10.1145/3526113.3545622


 
 

Flexel: A Modular Floor Interface for Room-Scale Tactile Sensing 

https://dl.acm.org/doi/10.1145/3526113.3545699 
https://programs.sigchi.org/uist/2022/index/content/84987 

 

 
 

NFCStack: Identifiable Physical Building Blocks that Support Concurrent Construction and Frictionless Interaction 

https://programs.sigchi.org/uist/2022/index/content/85017 
https://dl.acm.org/doi/10.1145/3526113.3545658 

https://dl.acm.org/doi/10.1145/3526113.3545699
https://programs.sigchi.org/uist/2022/index/content/84987
https://programs.sigchi.org/uist/2022/index/content/85017
https://dl.acm.org/doi/10.1145/3526113.3545658


 
 
 

Gesture-aware Interactive Machine Teaching with In-situ Object Annotations 

https://programs.sigchi.org/uist/2022/index/content/85000  
https://dl.acm.org/doi/pdf/10.1145/3526113.3545648 

 

 
 

https://programs.sigchi.org/uist/2022/index/content/85000
https://dl.acm.org/doi/pdf/10.1145/3526113.3545648


Integrating Living Organisms in Devices to Implement Care-based Interactions 

 
https://programs.sigchi.org/uist/2022/index/content/85043 

 
 

WaddleWalls: Room-scale Interactive Partitioning System using a Swarm of Robotic Partitions 

https://programs.sigchi.org/uist/2022/index/content/84997 
https://dl.acm.org/doi/pdf/10.1145/3526113.3545615 

https://programs.sigchi.org/uist/2022/index/content/85043
https://programs.sigchi.org/uist/2022/index/content/84997
https://dl.acm.org/doi/pdf/10.1145/3526113.3545615


 

 

Programming Languages 

Internet of Things 
 



AI Fairness 

Demos 

 

Sensing / Fabrication 
 
ForceSight: Non-Contact Force Sensing with Laser Speckle Imaging https://dl.acm.org/doi/10.1145/3526113.3545622 Booth 1032 
 

https://dl.acm.org/doi/10.1145/3526113.3545622
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