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environment—is an important measure to evaluate a virtual kitten in AR among 12 cardboard boxes 2 virtual and real obiects in AR Our results show two
the AR experience and has been extensively on a bookcase. = . ffecJt ively incre.ase engagement:
studied. Recent advances 1n display technology, * Different virtual creatures appear in AR, such as & o vibrotactile feedback and strategic lighting |
e.g., optical see-through AR head mounted displays ' ' ' L i '
(Hgl\;IDps) enable us togachieve AR effectively a]%)ndy irtuallbats, rats, spiers, and scorpions ] Furthermore, the results i this experiment show
G . EnermenialEeiue participant with [ IETIN —7 , - : - : that through vibrotactile feedback, the sense of
CfﬁCIQIlﬂy Wlth ltS COInpaCt and COnVenlent fOI’m a HoloLens & . .* Unrestricted Restricted Unrestricted Restricted 5 . .
. L.  adiicker \ | Central Lighting Full Lighting spatial presence and social presence are increased.
factor. There are, however, still many limitations to pr— — - | A @) For fut TR tant to identify th
improve the perceived social presence with virtual - Sarkar S . 7 B Vibrations Off [ Vibrations On OT TUIUIE WOTK, 11 15 1pOTtdit 10 1dehitily the

T benefits of larger fields of view 1n future AR
headsets, as well as further technological means
that can create realistic haptic feedback in AR.

entities, such as a narrow field of view of the
HMDs and lack of multimodal sensory feedbacks.

Objectives & Research Questions

The goal of our research 1s to address some of the
limits of AR HMDs, specifically the Microsoft
HoloLens, and to examine the effects of the limits
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with cardboard boxes on a
bookcase (left) and virtual (SUI) 2019 as a full paper.
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