Interface Design to Support Situation Awareness in Virtual Puppetry
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* Multiple Perspectives: The puppeteer is required to
interact with the live audience and the virtual environment.
The puppeteer needs to be able to transition his/her
attention between these views instantaneously.

* Direct pointing: The puppeteer needs to be able to select
elements in multiple displays without reorienting.

Virtual Egyptian Temple located at the Earth Theater,
Carnegie Museum, Pittsburgh, courtesy PublicVR
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