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What is Spatial
Computing?

It’s one name related set of
technologies that are changing the
way we interact with the world and
with each other: Virtual Reality,
Augmented Reality, and Mixed
Reality.
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Have you tried VR?
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Pablo Cardenas




The virtual reality
revolution is coming

Our relationship with technology
has changed

We don’t go a day without using
technology to connect with one
another.




Apple Vision Pro

—

A spatial computing headset
which allows for use of voice,
eyes and hands to navigate.




Have you tried AR?









Where is Spatial Computing being used?

* Artificial Intelligence « Gaming

» Assistive Technology * Health/Rehabilitation
* Business/Retall * Meetings

« Communications  Navigation

* Education * Therapy

* Empathy * Training

* Entertainment/Recreation * Video Programming
* Events * Virtual Assistants

* Wayfinding



My Research

At first, my research delved
iInto spatial computing and XR
tools, before shifting towards
VR design patterns and
exploring accessibility
challenges such as physical
and psychological reactions,
barriers to entry, and
inclusion.




XR Development tools and SDK’s

Last Visited Cost Purposes/category Accessibility Programming Language
(e.g., modeling, Features (back-end)
animation, game

Unity 3D , €021 Free / Peld cptions > Game enaine, Industry ‘luging avelladle ‘or Ul G++
avaiable design, animation, accessinlity, not
architecture, AR acceesinla ‘eatures for
. 2021 Free to use / cusls for Game engine, industry  Color Deficency C++, Blueprnt
profits design, animalion, Correcltion
archilectlure, AR

CryEngine , 2021 Free Game engine, animetion, N/A
modeling

Godot , 2021 Froe Game engine, animation, Accaessibility acdor c GDScript, C#,
modeing, AR available (for Ul GDNztive
Accassibility)




XR City
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Keep an eye out for
our forthcoming book,
"Human Spatial
Computing,"” which |
co-authored with
Doug North Cook. It
will be published by
Oxford University
Press in 2024.



Spatial Computing + Culture

Designers in spatial computing
must understand that cultural
norms regarding privacy, safety,
and data protection can differ
from one another.




With great power comes great responsibility...

We are creating technologies very quickly in the 21st Century at what cost?

1\‘
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Privacy Security Safety Harm vs.
Benefit



Cultural Relativism




RIGHT
IS RIGHT

EVEN IF
NO ONE

IS DOING IT

Emerging technologies require
careful consideration of cultural
ethics. This is particularly
Important in shaping intercultural
communication and interactions

within spatial computing.



Things to consider...
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What does the How are we Nothing about
world really making sure we us without us?

look like? get
represented?
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How are we making

sure we get
represented?



Nothing about us
without us?




GGTechnology IS
neither good nor
bad; noris it
neutral.” _v..«ames

{




Human Computer Interaction

The field of human-computer
interaction focuses on how we interact
with computers and other devices. lIts
main objective is to make the
interaction with these devices easy and

enjoyable.



Human Computer Interaction in Spatial Computing

Spatial Awareness Natural User Interfaces User Centered Design



Storytelling

In the realm of storytelling within
spatial computing, the argument
that technology and gaming often
prioritize a specific demographic,
primarily white men from Western
cultures, carries significant
implications.




Universal Design

Universal design in spatial
computing should allow users to
Flexibility customize their experiences to
Design is an approach to make things for a suit their individual preferences
and needs.

Originally created for architecture, Universal

wider audience.

This is essential for users with
varying levels of familiarity with
technology and those who may
have cognitive or sensory
impairments.

Incorporate accessibility features to
ensure that spatial computing
experiences are usable by
individuals with disabilities.

Accessibility




WalkinVR

WalkinVR is an innovative software

designed to enable people with motor
disabilities to enjoy Virtual Reality (VR)
gaming to the fullest. While the VR gaming
market is vast and expanding, people with
disabilities have traditionally faced physical

limitations in participating.



Bodies in Spatial Computing

How can we user our entire body as a way of experiencing spatial computing?




Multi-Sensory Integration

Combining sensory inputs, including
visual, auditory, tactile, and proprioceptive
feedback, creates a holistic spatial
computing experience. By engaging
multiple senses simultaneously, users can
better perceive and interact with digital
content using their entire body.
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How can we make sure that our design is
iInclusive of different perspectives and
experiences?




Neurological Understanding

Having a foundational understanding
of neuroscience and how the human
brain functions is helpful for designers.
This knowledge can help create spatial
computing experiences that align with

cognitive processes and sensory

perceptions.



Key Nerves in our Body

The vagus nerve plays a critical role
in regulating emotional responses
and stress. Designers should
consider the potential impact of
spatial computing experiences on
users' emotional states and well-
being.




Human Spatial Computing




What does the future of Spatial Computing look
like? And are you part of it?




Keep an eye out for
our forthcoming book,
"Human Spatial
Computing,"” which |
co-authored with
Doug North Cook. It
will be published by
Oxford University
Press in 2024.



Contact

reginemgilbert@gmail.com

Twitter/X: @reg_inee

SCAN ME
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