


 
Figure 1. Setup of screen, stylus and FSR 

3.2 Interaction Method 
The artist holds the stylus with one hand, while touching the 
pressure sensor with the forefinger. By running the stylus over 
the screen, sound can be played. Similar to the stroking gesture 
of playing a traditional guiro instrument, a sound is played 
when certain segments on the GUI are passed. Each segment is 
mapped to a specific sample. The rhythm of the played samples 
consequently depends on the rate at which the segments of the, 
in this case equispaced, pattern are struck. Whenever a segment 
is passed, the artist can sense a gradually increasing feedback, 
as the electromagnetic coil is activated. 

By holding the button (FSR), the musicianÕs play is recorded 
and added to a continuous loop. The force that is exerted onto 
the button thereby affects the volume of the recording. 

 

 
Figure 2. The GUI///RO Prototype 

3.3 Simulating Surface Textures 
The proposed interface can generate dynamic resistive force 
feedback. By increasing the intensity of the brake activation, the 
user has to apply more force to move the stylus. Hence, through 
a dynamically controllable actuation, the magnetic line of force 
used to simulate different surface textures. Exemplary textures 
are shown in Figure 3. 

 

 
Figure 3. Surface Textures  

4. CONCLUSION AND FUTURE WORK  
It appears helpful to augment musical interaction with styli on 
touch screens through resistive force feedback. Musical 
performances could successfully be supported through the 
utilization of a sensible haptic signal, rather than with solely 
visual or auditive cues. We plan to conduct a study exploring 
the effectiveness of resistive force feedback, using this device 
to guide performers on screens and plane surfaces. For further 
prototypes, motion tracking could be integrated into the stylus. 
Any plane surface could be augmented with the input functions 
and so become a musical instrument. In order to converge to the 
demands of mobile applications, we intend to miniaturize the 
existing setup and plan a wireless version of the GUI///RO. 
Also, the most favorable ratio between the stylusÔ weight and 
the intensity of the force feedback should be explored. We 
encourage further research in this area. 
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