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equally capable of 
providing spatially-registered view-dependent AR 
experiences as the near-eye displays



3D Model Animation:

Wide-Angle Immersive Simulation:

3D Life-Size Telepresence:



AR Shooter Game:

periphery inset

replicated

occlusion shadow
surface shaded

surface 
shaded + blended



peripheral illusions

assistive modality





Proc. of ACM UIST 2001. 

Proc. of ACM 
UIST 2014. 

Proc. of ACM SIGCHI 2012

 Proc. of 
IEEE ISMAR 2002

Opt. Lett., 

Proc. of ACM UIST 1991

Proc. of IEEE ISMAR 2002. 

Proc. of 
ACM UIST 2011

IEEE Comp. Graph. Appl.

Proc. of IEEE 3D User Interfaces 
(3DUI), 2014. 

Proc. of ACM SIGCHI 2013.

Proc. of ACM UIST 2014.

TVCG, May 2013

Proc. SPIE, 

ACM Trans. Graphics. 32

Human Factors in 
Augmented Reality Environments.

Proc. of IEEE ISMAR 2013

Proc. of ACM 
SIGGRAPH 2014.

Proc. of IEEE VR 2013.

Proc. of TEI 2009

Proc. 
ACM Ubicomp 2001.

Proc. of ACM SIGGRAPH

Proc. of the Eurographics 
Workshop on Rendering Techniques.

Proc. of ACM VRST 1996

Presence: Teleoper. Virt. Environ.

Proc. 
of Pacific Graphics

Proc. of ACM UIST 2010.

Proc. of ACM UIST 2012

Intern. Journal of Virtual Reality (IJVR 2012) 


