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« Attentional Conflict: Interacting with AR while walking creates
a "dual-task" scenario, splitting limited attentional resources
between digital content and physical safety [5, 6, 7].

o Safety Risks: Reduced situational awareness may lead to
collisions with various obstacles.

 Visual Clutter: Existing methods using explicit visual signals
like icons or flashes may interfere visual perception [1].
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DodgeUIl - an adaptive interface that dodges physical obstacle

« leverage Artificial Potential Field (APF) for dynamic and
timely movement calculation and planning
e use window movement as implicit environmental cues
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