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Abstract: Mixed Reality (MR) and Augmented Reality (AR) are on their way to entering 
people’s daily life more ubiquitously. Over the past decades, we have come across plenty of 
compelling scenes and vivid stories which demonstrate their great potentials. In the meantime, 
various MR & AR products have started making their presences into the early phase of the 
adoption curve. Owing to the remarkably complex hardware and software technologies 
embedded in these wearable products, along with users’ presumably high expectations of 
having them in their daily life, these gaps and challenges would not be overcome all of a 
sudden. This is likely to be a journey with evolving multifaceted relationships between the 
advancement of the technologies on the products and people’s use of them. Such relationships 
involve the continuous engagement of humans’ sensorimotor and cognitive systems integrally 
interacting with virtual and physical objects and surroundings shaped by these devices. 
 
In this talk, I will be sharing some of my practices on this exciting journey. I will demonstrate the 
potentially near-term MR applications in people’s daily life through a list of examples and 
prototypes. They will not only depict picture abundant possibilities for the future of spatial 
computing, but also exemplify the inherent challenges when users attempt to interact with 
these synthetical environments more directly and intuitively. Finally, I will discuss a high-level 
framework that illustrates perspectives from users’ fundamental tasks to help shaping the 
research and design for such broad open application spaces. 
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