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2D vs. VR

In VR, spatial and directional cues are much more apparent

Remote Among
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Remote vs. Immediate

Size and distance matter. A lot.

Blg — Scary, Sma” — Cute AND THE DAWN OF THE VIRTUAL REVOLUTION
Close = important INFINITE

REALITY

- Cookie example
JIM BLASCOVICH

- Read Infinite Reality by Jim Blascovich JEREMY BAILENSON
and Jeremy Bailenson!
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From 2D to VR: From Viewing to Visiting

- Seeing versus actually going there
- Painting vs. statue

- Remote vs. among

- Cerebral vs. visceral

- Narrative vs. spectacle

- Observe vs. participate
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Agency

 “Being bodily present in the story seeds the need to be active, to ‘do’.
-Katy Newton, Karin Soukup

e | ean forward vs. lean back

e Interaction expected for things
within arm’s reach
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Proximal Interaction

* Peripersonal space

= “The region of space immediately surrounding our bodies in which
objects can be grasped and manipulated”

= Dedicated brain area
= Space Is extended when holding tools
e Spatial controllers
= Enable direct 6DOF interaction
+ Reinforces object permanence
= Make visuals consistent with proprioception
+Provides “grounding”

e Bimanual interaction
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London Heist
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The VR Interaction Reinforcement Loop

Location Object
Presence Presence
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Spatial Controllers for PlayStation VR

PlayStation®VR Aim Controller
May 2017

DualShock4
PlayStation Move
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Proximal Interface Opportunitiesw

o Spatial Audio

* Body Representation
e Haptics

* Fingers

e VVergence/Accommodation
Conflict




Proximal Interaction Challenges
for Wearable AR

*Display
= Multifocus
= Hand Occlusion

Inside-Out Tracking
= Hand Occlusion
= Qut-of-view Interaction
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