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ABSTRACT 
In this paper, we describe studies which have looked at the value 
and comparison of group participation methods considering 
mobile interaction with Large Public Displays 
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1. INTRODUCTION 
Large Public displays are slowly embedding themselves around us 
in our everyday activities, but how can we use current mobile 
devices to augment/extend these possible avenues of interaction.  

Group participation with large displays, has many benefits and 
avenues to consider such as detection of users and reflecting 
choice through collective decisions/influence [3]. Our research 
looks at how best this is this achievable with current mobile 
devices and in what ways it changes the interaction model 
between mobile and public displays. 

2. Case Studies 
2.1 Asynchronous Interaction  
This involved a study which considered the use of information 
previously captured from mobiles of users unconcerned with how 
their content would later be repurposed for the large screen, which 
we then repurposed  for displaying their mobile activity. Large 
screen displays were used to show bystanders the search queries 
made by other users while mobile [1].  
 

2.2 Synchronous Interaction  
When we consider previous work, we discover that camera usage 
[2] of mobiles phones can allow a more personal connection with 
user and the display, but what happens when we consider 
developing world situations? These contexts are often less 
technically developed and where several people may share one 

phone. This leads us on to the display itself and possible sensors 
around it.  We will have to consider in less technically 
sophisticated (fortunate) situations, how to use current 
technologies present to help them.  

For this study we will consider how implicit actions of groups can 
influence to the visualisation of information present upon the 
display. We will consider the use of computer vision techniques to 
detect crowd numbers for real time update and reconfiguration of 
information being displayed.  

We will be evaluating algorithms developed for effectiveness and 
comparisons with others. The detection of crowd numbers and the 
impact they have on the display, could give an interesting view of 
how people interact and could propose new ways to augment 
interaction in the future bridging mobile and public large screen 
synergy. 

From these observations we plan to understand possible future 
mobile device interactions which could be revealed through 
gestures exhibited while present at the display.   

3. Future Work 
These studies will have revealed certain aspects of the problems 
and needs required for the combination of both forms of 
communication, taking group (social awareness) into 
consideration. The next work would be to combine (develop), find 
a need which could be fulfilled by this combination of 
technologies. Whether it is to help the cohesion of different social 
groups, or even promote awareness within a location, hopefully 
these issues,  coupled with discoveries of these studies can lead us 
to some answers, and possible avenues. 
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