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SITUATIVE SPACE MODEL

We demonstrate how the Situative Space Model (SSM) [1] can be used
to analyse the role of gaze in mobile mixed-reality personal comput-
ing settings involving both physical (everyday) objects, virtual objects
(e.g. web pages), as well as mediators (interactive devices providing
access to virtual objects). The SSM models what a specific human
world space agent can perceive, reach and operate, at any given moment in time.
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GAZE & THE SITUATIVE SPACE MODEL

Gaze is a defining factor for which space an object belongs to, potentially
altering an object’s location within the model rapidly.To fully exploit the
information in eye and gaze movements, the SSM would benefit from
adding an "attended-to” set of objects including objects across several ex-
isting SSM spaces and sets that the given human agent is attending to.

A first-person view of a mixed-reality situation involving physical
objects (P1-P4), virtual objects (V1-V10), and mediators (M1-M3). The
human agent’s gaze is resting on V4.
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Physical selection is almost always preceded by

@@f@ visual selection: before grabbing anything, we
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computer systems can do heuristical guesses
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space, that will be manipulated next.
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