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Abstract— The human body is used as input device as they 

are: 

1) Easily accessible by hand. 

2) Popularity of mobile devices increasing day by day due 

to advantages like portability, mobility and flexibility. 

There are many advantages of small size we can carry it with 

comfort, but the limited size gives very less interactive area 

so we need large area to use. We use our skin which is the 

largest part of our body as an input surface. Human body 

produces different vibrations when individual tap on different 

part of skin .With the help of this property of human body, 

this technology uses different locations as different functions 

of small devices like mobile phones.  
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I. INTRODUCTION 

Skinput allows the user to simply tap their skin in order to 

control audio devices, play games, make phone calls. Screen 

skinput turns the body into a touch screen surface. It uses the 

sensors to determine where the user taps on their skin .The 

device called imaginary interface situated within the palm of 

the user's hand. 

Provides an always available mobile input system. It 

turns the body into touch screen interface. The arm is an 

instrument. 

This technology was developed by Chris Harrison, 

at Microsoft research’s computational user experiences 

group. Skinput is combination of pico projector, sensor and 

Bluetooth. 

II. HARDWARE IMPLEMENTATION 

.It needs Bluetooth connection, a  pico projector, and Sensors. 

When user taps on skin mechanical vibrations produced are 

captured by sensors. Sensors mounted on armband interface 

with microcontroller. Microcontroller is interfaced with 

Bluetooth device which is then connected to phone. 

 
Fig. 1: Basic block diagram 

III. APPLICATIONS 

Can be used in mobile devices. We can use this technology in 

i-pods or other music devices which supports the Bluetooth 

technology. In gaming devices we can use this technology. 

So without any touchscreen we can play games very easily. 

For simpler browsing system which require less number of 

buttons (maximum 10) can be replaced by this technology. 

IV. CONCLUSION & FUTURE SCOPE 

Through skinput technology approach to use human body as 

an input surface is achieved. The wearable bioacoustic array 

that we built into an armband in order to detect and localize 

finger taps on the forearm and hand. 

In future Able to perform function (calling and 

messaging) which mobile can do. Incorporate more devices 

with the system and Extend accuracy level. 
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