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abstract

Recent progress in hardware technology has brought about computers that are small enough
to carry or even wear. These new computers, however, preclude the use of traditional user-
interface techniques such as graphical user-interface (GUI) or desktop metaphor. To overcome
these shortfalls, human computer interaction (HCI) technology is rapidly changing, resulting in
a transition akin to the switch to GUI in the 80’s. This paper discusses why traditional GUI
is not adequate to support highly portable computers, and proposes a new HCI style called
the augmented interaction which is concentrating on the user’s real world activities. situation
awareness and tmplicit interaction are the key concepts of this style.
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