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DESCRIPTION	OF	THE	LAB	AND	RESEARCH	ACTIVITIES	
The	aim	of	our	 research	 is	 to	develop	new	paradigms	that	allow	us	 to	achieve	an	ecological	human-
computer	interaction	in	virtual,	augmented	and	mixed	reality	environments.	We	assess	the	undesired	
effects	(such	as	the	visual	fatigue	and	the	perceptual	discomfort)	of	the	new	visual	technologies	(e.g.	3D	
displays,	mobile	devices,	 virtual	and	augmented	 reality	headsets)	on	 the	users,	and	we	evaluate	 the	
usability	of	such	technologies	in	various	fields	of	application.	In	particular,	we	study	the	relationships	
between	the	spatio-temporal	geometrical	structure	of	VR/AR/MR	and	the	human	visual	perception.	
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EQUIPMENT	
Our	research	is	mainly	focused	on	the	study	and	design	of	low-cost	and	affordable	systems.	The	main	
devices	in	use	in	our	lab	are	the	following:	

- VR	Head-Mounted	Displays	(Samsung	Gear	VR,	Oculus	Rift,	HTC	Vive,	Cardboards)	
- AR	Meta	Vision	(preordered)	
- Smartphones	and	tablets	(Samsung	S6)	
- Tracking	devices	(Microsoft	Kinect,	Leap	Motion,	Intel	Real	Sense)	
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-	Prof.	P.	Bex,	Department	of	Psychology,	Northeastern	University,	Boston,	MA,	USA	
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-	Dr.	Paolo	Pretto,	Max	Planck	Institute	for	Biological	Cybernetics,	Tuebingen,	Germany	
-	Dr.	Bruno	Herbelin,	EPFL	Center	for	Neuroprosthetics,	Geneva,	Switzerland		
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