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An Interaction Design Framework for Incremental
Information Presentation within a Real World

Y OSHINARI SHIRAIL,ttt MITSUNORI MATSUSHITA'
and KuMiyo NAKAKOJI i

Ubiquitous computing environments allow us to collect and store a large number of interac-
tion histories about human activities and objects. This paper presents an interaction design
framework for incremental information presentation on demand in accessing such history data,
summarized and projected in a real environment where the activities actually took place. We
identify requirements for information presentation in terms of the four spectra: active vs.
passive, real vs. virtual, abstract vs. concrete, and social vs. personal. We have constructed
a model for incremental information presentation, and built a prototype system based on the
model. We describe technical requirements for building such systems, discuss related work,
and conclude the paper with future directions.
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Fig.1 A cognitive process model for information usage.
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Fig.2 Incremental information presentation on demand.
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Fig.3 Framework for incremental information

presentation.
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Fig.4 Conceptual model for incremental information

presentation.
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Fig.5 Architecture of incremental information presentation system.
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Fig.6 Overiew of the prototype system.
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Fig.7 Architecture of the prototype system.
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projector.
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