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Multimodal interaction technique using onomatopoeic words
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In this paper we propose a multimodal interaction technique using onomatopoeia, imitative words such as ’Kira
Kira’ and 'Moko Moko’. Although onomatopoeia are frequently used in daily conversation, articles and comic, they
are rarely used for human-computer interaction. We consider that onomatopoeia helps users transmit emotions
and sensuous information to computers more effectively than ordinary input devices. We applied the proposed
technique to a painting system and a video game, and developed prototypes of these systems.
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