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Traffic in AR applications N ANa

Augmented Reality Information Systems

Location
Content
e Static content queried and rendered by user

position
* Google SkyMap, Augment, Zappar, Wikitude, Field
Trip, Yelp Monocle, SpecTreck, Zombies, Run!, Layar
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Traffic in AR applications N ANa

Augmented Reality Information Systems Shared Augmented Reality
Location e
Content Interaction
e Static content queried and rendered by user G
position
* GoogleSkyMap, Augment, Zappar, Wikitude, Field e Directuser interaction supported by global state
Trip, Yelp Monocle, SpecTreck, Zombies, Run!, Layar e Refresh, Tinder
Siloed Augmented Reality Real-Time Augmented Reality
Location, State Changes

Cn 1S
Content, State Updates

e Indirectuserinteractionsthrough changesto
application state
e Pokemon GO, Ingress

e Simultaneous experience and collaborative interaction

e Lyteshot, Holoportation
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Lag in group Applications
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. . Eben How ard, Clint Cooper, Mike P. Wittie, Steven Sw inford, Qing Yang. "Cascading
Mountains & Minds Impact of Lag on User Experience in Multiplayer Games," in ACM NetGames, December 2014
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Overcoming Tracker-to-Display Lag M MONTANA
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