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Figure 1: Chat application on a windshield display with variants of background transparency: fully opaque, fully transparent,
luminance-adaptive (left to right).

ABSTRACT
Windshield displays are a promising technology for automotive application. In combination with the emergence of
highly automated vehicles, chances are that work-related
activities will become more popular on the daily commute to
and from work. While windshield displays can show content
relevant for non-driving related activities, little information
is available on how potential users would utilize these displays in terms of text and background color as well as transparency usage. In this paper, we present the results of two
user studies (pilot study: N = 10, main study: N = 20) addressing this issue. Findings from quantitative measurements
and qualitative pre-/post study surveys and interviews suggest a strong preference for the chat window being located
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on the driver side presented in dark mode with adaptive
background transparency levels based on the luminance of
the outside environment.
CCS CONCEPTS
• Human-centered computing → Mixed / augmented reality; Text input; Interactive systems and tools; Interaction
design.
KEYWORDS
visual aesthetics, dark mode, automated driving, chat application, windshield display, user study
1 INTRODUCTION
While a number of technical challenges regarding automated
vehicles has been resolved recently, many of the proposed
advantages of these vehicles (such as improved traffic flow,
increased safety, etc.) will only become true if they are accepted and used by drivers. With internal vehicular interfaces transitioning to (non-driving) passengers ([13], [15]),
new possibilities with regard to human machine interfaces
(HMI) and the interaction between drivers or passengers
and the vehicle emerge. At highly automated driving (SAE
level 3 [6]), the driving task is largely no longer performed
by the driver, thereby transforming the vehicle into a new
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mobile living and working space [26]. This circumstance can
be used for work- or social media related activities, such
as writing text messages [27]. Windshield displays (WSDs),
considered as the big siblings of head-up displays (HUDs),
are one of these emerging vehicular interfaces [10]. However, the usage of WSD applications is quite different from
desktop and mobile applications (e.g. contrast, lack of touch
interfaces, static/dynamic environment). One of the arising
challenges is to display an intuitive user interface whose
features are tailored to the driver’s needs. A solution would
be a personalized interface which is much easier to realize
when its elements are virtual rather than physical (i.e., augmented reality content on a display vs physical knobs and
buttons). Floating 2D or 3D augmented reality (AR) objects
are a promising approach towards the realization of such a
versatile interface. With the recent developments in the desktop domain (Windows 10 version 1809, macOS Mojave) and
announcements in the mobile domain (Android Q, iOS 13), a
"dark mode", i.e. white/bright text on black/dark background,
can be a viable presentation style for windshield displays.
WSDs offer a number of advantages: They eliminate physical
and visual clutter in the center console and as result enable
gesture-based interaction [25]. Furthermore, WSDs can provide a single interface for all in-vehicle infotainment systems
[8]. Although the potential of WSDs has been highlighted,
e.g. in [9], [34], little research was conducted to evaluate
the role of transparency and color of WSD applications. In
this work, we present results of a user study evaluating user
preferences of a WSD chat application regarding the beforementioned characteristics.
2 RELATED WORK
Various studies have shown the benefits of HUDs or WSDs
for the presentation of information related to the operation
of the vehicle itself. For example, Sojourmer et al. [29] found
that subjects using a driving simulator that featured an HUD
speedometer reacted significantly faster to salient cues in
the driving scene versus a dashboard-mounted speedometer.
Burnett [4] investigated the use of navigational cues and
found that participants made fewer wrong turns when an arrow graphic and contextual information about the surrounding roads was displayed on a HUD versus on a head-down
display (HDD).
However, little research has been done on drivers’ ability
to process and interact with information not immediately
or directly related to vehicle operation, such as navigating
a music player or typing in a chat application, when this
information is presented via WSDs.
The use and relevancy of transparency in user interfaces
differs in the desktop and mobile domain, from its role for
windshield displays (e.g., [8], [19]). For example, it possible
to augment objects outside the vehicle, e.g. for visualizing
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points of interest, such as nearby restaurants, but also potential dangers. [20]
Tsimhoni et al. [32] determined the best position for presenting short text on a full-windshield HUD, evaluated in
terms of driving performance and workload. They found that
message locations within 5° of a straight-ahead gaze resulted
in the best performance and were preferred by subjects. However, these conclusions were obtained based on very brief
words (names). Our work aims to determine whether such
findings hold for a larger interactive chat application on the
windshield display.
Weinberg et al. [33] conducted a driving simulator experiment, investigating two potential alternatives to head down
displays for presenting textual lists. Subjects performed a
series of street name finding tasks using each of three system
variants: one with a HDD, one with a HUD, and one with
only an auditory display. They found that, while the auditory display had the least impact on driving performance and
mental load, the HUD variant had a low impact on mental
load and received the highest scores in user satisfaction.
AR WSDs still face challenges such as change blindness
[22] (i.e., information in the driver’s field of view that is
missed due to superimposed content) or visual clutter [12].
However, AR technologies are still evolving and will become
more sophisticated in the future. AR content can be utilized
to keep a driver’s visual attention on the road by reducing or
even eliminating glances between the primary driving task
and other activities (looking at the dashboard, operating the
center console etc.) [28].
Therefore, information visualization plays an important
role also for windshield displays. The placement, size and
content types of windows, such as warnings, work-related
content or entertainment content, have already been investigated (e.g., [10], [24]). However, research still has to figure
out the role of transparency for windshield displays, especially considering the many use cases, such as work vs leisure
trip, conditionally vs fully automated driving etc. For workrelated tasks such as reading emails in highly automated
vehicles, a fully transparent window could distract the driver
by not occluding the outside vicinity. In contrast, drivers
might prefer watching a video on the WSD in fully opaque
mode.
Considering the issues discussed above motivated this
paper, and a study investigating the impact of the position,
transparency and text of interactive augmented reality content on windshield displays does, to our best knowledge, not
yet exist. Therefore, we created two experiments in simulated situations since real implementations of windshield
displays are still missing.
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4 EVALUATION
Our goal was to investigate characteristics of a real-world
application, a chat application, on a windshield display. We
were interested in the location of the chat window, foreground and background colors, and transparency. Additionally, it was important to us to see how drivers would prefer
such an application to be presented and interact with it in
an automated vehicle.

Figure 2: The study setting.

3 DESIGN AND IMPLEMENTATION
We designed an experiment that enables users to perform a
text chat on a WSD. This application can be seen as placeholder for other text intensive activities such as writing
emails or reading a newspaper article on the WSD [27]. We
choose to conduct our evaluation on a two-dimensional display, since (1) mixed-display distances can have a negative
impact on performance [30], and (2) participants do not seem
to prefer continuous depth on WSDs [10].
We developed a chat client and server application in Java.
The graphical user interface was implemented using Java
Swing. We used a high resolution video displayed on a 55"
screen to simulate the automated driving scenario. The video
was recorded with a GoPro HERO5 Black action camera, and
was positioned to show the entire windshield from the driver’s point of view. The video gives the impression of being
driven around in a small city. The video included sounds
(engine, turn signal sound, ambient noise). To give our participants a more immersive experience, we placed a Logitech
G27 steering wheel in front of them, however, we did not
assign any functionality to the steering wheel. Furthermore,
we placed a keyboard in front of the steering wheel in order
for the participants to chat with the experimenter. The chat
server and experimenter’s chat client instance were running
on one computer, while the participant’s chat client was used
on a different computer. The chat client window was overlaid
with the video running in the background. The setup was
presented to participants in fullscreen/borderless mode on
a 55" flat screen monitor with a resolution of 2560x1600px,
representing the windshield display (see Figure 2). This type
of AR content is referred to as car-stabilized/screen-fixed
(e.g., [17], [11]).

Method and Research Questions
We chose to simulate an SAE level 3 driving scenario. The vehicle is responsible for the driving operation, which means
that the driver is no longer required to monitor the vehicle, yet must be able to assume control when requested to
do so by the vehicle. The reasoning behind our decision to
simulate highly automated driving is that windshield displays are a promising instrument for enabling the transition
from manual driving to system-controlled driving [9]. Due
to its variable display options, a WSD can support the driver
during manual driving (e.g., [5]) as well as act as a user interface for work or entertainment related activities during
autonomous driving (e.g., [24]). In addition, it can be used for
the successful execution of a take-over scenario (e.g., [14],
[21]), which describes the transition of the driving task from
the vehicle back to the driver.
We formulated four research questions:
• RQ1: Which background transparency levels are suitable for text-related activities (i.e., reading and writing
text)?
• RQ2: Do participants prefer the nowadays popular
dark mode, i.e. white text on black background, or vice
versa?
• RQ3: Which location on the windshield display is preferred for text-related activities (i.e., driver side vs.
passenger side)?
• RQ4: Do users want to have control over window
properties such as colors and transparency or should
the system determine suitable parameters?
5 PILOT STUDY
First, we conducted a pilot study to verify the tasks, the
choice of hypotheses, the study structure, and to identify
bugs. For the experiment, we came up with five presentation
styles for presenting the chat window and its content to our
subjects:
•
•
•
•
•

white text/black background (0% transparency)
black text/white background (0% transparency)
white text (100% transparency)
black text (100% transparency)
self-chosen text and background color (black vs. white),
and transparency (between 0% and 100%)
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We used black and white as text and background colors which provide better legibility, according to Lalomia et
al. [16]. Riegler et al. [24] found that work-, entertainmentand social media-related content is preferred to be displayed
in the driver’s field of view or above the center console in
highly automated driving. This is also the case for displaying
short text messages [31]. However, we also wanted to see if
participants would find the chat window being on the passenger side appealing. Furthermore, we chose a simple presentation style of the chat, contrary to today’s popular dialog blobs
of messaging applications, because we wanted participants
to focus on the used colors and transparency rather than
the layout and animations within the chat window. Therefore, we designed the user study as 3 × 2 (text/background
color/transparency × window position) within-subject counterbalanced design.

Procedure
First, participants had to complete a short questionnaire
assessing demographic data. We explained the concept of
highly automated driving and noted that the participant
would have to actively take control of the steering wheel
during the experiment in case of a take over situation (such
as an accident). We further explained the concept of a windshield display. Participants were presented the video of the
automated drive, with the chat window being in the foreground either on the driver or on the passenger side. Participants were asked to retype the text presented on the chat
window. We decided to let participants re-type the presented
text because this activity does not require much cognitive
demand in comparison to answering (personal) questions,
for example. Further, demographic data and survey questions related to WSDs were obtained. The text consisted of
a semantically correct sentence, between 8 and 15 words.
After entering the text, the participant had to press the Enter key on the keyboard, and the experimenter entered the
next phrase. Typos were allowed and it was possible for the
participants to correct them.
For each participant, both locations were tested as well as
different scenarios, i.e., white text on black background and
black text on white background with varying transparency
(either 0% or 100%). For each presentation style, five sentences had to be re-typed (same for all participants). After
these pre-defined presentation styles, we asked participants
to set their ideal setup using a transparency slider from 0% to
100% as well as text and background color (black/white) and
location (driver/passenger side). Afterwards, we asked the
participants to evaluate the different presentation styles by
assigning 100 points to the options that were performed. Additionally, our experimenters were constantly taking notes
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about the participants and asked them about potential improvements. The experiment lasted approximately 25 minutes for each participant.
Preliminary Results
In total, 10 participants (7 male, 3 female) between 22 and 55
(Mean = 35, SD = 11.8) years participated in the experiment
(all possessing a valid driver’s license). In the following, we
present a detailed investigation of the obtained results.
6 out of the 10 participants preferred the fully transparent window background. Additionally, when self-assigning a
transparency level for the window background, participants
chose a mean transparency level of 31.5%, (SD = 21.7%), i.e.
an opacity level of 68.5%.
When presented the pre-defined presentation styles, participants strongly preferred white text on black background
("dark mode"). When the chat application was located on
the driver side, the dark mode appearance received a mean
score of 60 points (SD = 22.7) and black text on white background 40 points (SD = 22.7). We note that these results were
obtained from university students and staff of a computer
science department. However, with recent and announced
modifications of popular operating systems (Windows 10
version 1809, macOS Mojave, Android Q, iOS 13), dark modes
are becoming more popular and visible to the general public.
Furthermore, subjects strongly preferred the chat application to be on the driver side instead of the passenger side,
which is consistent with [24]. 9 out of the 10 participants
favored the text on the driver side.
In addition, our observations showed that participants on the
one hand chose transparency levels not defined by default,
and that automatic adaptation of background transparency
would be desired if available.
The post-study interview about potential improvements
to the chat application on the WSD revealed that 7 out of
the 10 participants would like some kind of adaptive window background which depends on the outside-the-vehicle
scenery. 2 participants further stated that they would like
the used colors to depend on their mood. While research
has been conducted in this field [18], a practical use should
further be investigated, especially considering potential cultural issues [2]. Some participants further noted that a chat
application on the WSD, such as WhatsApp, might lead to
some privacy concerns; i.e., they would not want friends or
strangers to see their chat history. Regarding the shape of
content windows on WSDs in general, 3 participants stated
they could imagine shapes other than rectangles, with circle
being chosen 2 times and freehand-drawn shape once.
6 MAIN STUDY
Based on these preliminary results, we further expanded
on our research. The most important modification to the
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chat application was the introduction of an adaptive window
background transparency based on the luminosity of the
surrounding environment.
Before calculating the transparency, we first have to determine the relative luminance of the surrounding environment,
i.e., everything "inside" the windshield display, for a specific
point in time. Therefore, we need to extract the red (R), green
(G) and blue (B) components of the screenshot of the video.
The relative luminance Y is calculated as follows, and takes
values between 0 (black) and 100 (white):
Y = 0.2126R + 0.7152G + 0.0722B

(1)

Formula 1 reflects the luminosity function, based on human subjective perception, where green light contributes the
most to the intensity perceived by humans, and blue light
the least [1].
In order to map the calculated luminance to a transparency
level, we found that for the dark mode presentation style,
a high luminance should result in low background transparency (high opacity), in order to increase the legibility of
the white text. The transparency also takes values between
0 (fully opaque) and 100 (fully transparent).
After calculating the new transparency value, the chat
window background must be updated. In order to avoid flickering and reading disturbances, we implemented a linear fade
animation transition between the old transparency value and
the new one. We defined the update interval to be one second,
i.e., the luminance and subsequent transparency calculation
and fade animation were repeated and executed every second.
Another aspect for investigation which we included in
the main study was the changing environment and scene
complexity (i.e., urban vs. rural driving). Therefore, we added
a new video, giving the impression of driving on a rural road,
in addition to the pilot study video of driving in a city. Both
videos were taken during daytime, but included brighter
and darker areas which resulted in distinct changes of the
adaptive window background transparency. The lighting in
the lab was setup in a way to reflect the lighting in the videos.
Procedure
In an analogous manner as in the pilot study, the study coordinator introduced the concept of windshield displays and
automated driving, as well as the chat application. Participants were asked to complete a demographic questionnaire.
The next 20 minutes formed the core of the study, where
subjects operated the chat application in two possible dark
modes: static background transparency (S) of 31.5%, which
was the preferred transparency level in the pilot study, and
adaptive background transparency (A). The scenery (city,
rural) was also changed for each drive. After each of the two

chat tasks, a short questionnaire about the transparency and
legibility had to be completed, as well as the technology acceptance questionnaire. For the last five minutes of the study,
participants were asked to express their personal opinion
and attitude towards the system.
In contrast to the pilot study, where we aimed to assess
general settings for the chat application, the subjects were instructed to pay attention to the outside environment, such as
pedestrians or events which might appear in both (city, rural)
scenarios. We were interested in finding out the number of
pedestrians participants would take note of during the simulated drive. We chose a counterbalanced 2×2 (city/rural scene
× adaptive/static dark mode) within-subject study design, i.e.
half the subjects would start with the fixed background chat
window, while the others started with the adaptive background design. Similarly to the pilot study, participants had
to re-type the sentences specified by the interviewer. For
each task, 15 sentences were required to be repeated in the
chat window. After each chat task, subjects were asked to
define both the quality of the chat window’s background
transparency as well as the legibility of the text. This was
specified by drawing a marker on the line. The farther to the
right the marker was drawn, the better participant assessed
the see-through quality or readability of the chat window.
After the second task, participants were not given access to
the prior assessment. Additionally, a technology acceptance
questionnaire (TAM) [7] had to be completed, assessing the
usefulness, ease of use, attractiveness, trust and intent of the
WSD chat application. Furthermore, subjects were asked to
specify how many pedestrians they counted during the task
execution. After the first task, we changed the scene video
(city, rural). Upon the completion of both tasks, the subjects
were asked to compare both the transparency and legibility
assessments of both tasks and were given the chance to readjust their markers. If chosen to do so, subjects were asked
for reasons for changing their previously drawn markers.
The study lasted about 35 minutes for each participant.
7 RESULTS
We recruited 20 additional participants (13 male, 7 female)
between 20 and 31 (Mean = 23.8, SD = 2.4) years with no
knowledge of the project from the general population of our
university, using mailing lists and posted flyers. All subjects
were in possession of a valid driver’s license. In terms of
annual mileage, 5 participants drove less than 1000km and
(25%) 9 participants between 1000km and 10000km (45%). The
remaining 6 respondents reported a higher mileage (30%).
Furthermore, all participants were familiar with chat applications and mentioned using them in their daily life. Participants had normal or corrected to normal vision.
We analyzed the Technology Acceptance Model questionnaire, the questionnaire assessing the perceived quality of
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TAM Variable

Items

Cronbach’s α
S
A

PU
PEOU
ATT
Trust
Intent

3
3
3
3
1

.811 .859
.794 .819
.865 .713
.905 .913
-
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Table 1: Overview of Cronbach’s α for the TAM.

TAM Variable

Median
S
A

PU
PEOU
ATT
Trust
Intent

5
7
6
5
5

6
7
6
6
6

Table 2: Overview of the medians of the TAM for the static
(S) and adaptive (A) background transparency conditions.

background transparency and legibility of the text, as well
as error rates regarding the number of pedestrians counted.
Technology Acceptance Model
All variables were completed by subjects on a 7-point Likert
scale (1 = "fully disagree", 7 = "fully agree"). We evaluated
the variables Perceived Usefulness (PU), Perceived Ease of
Use (PEOU), Attractiveness (ATT), Intent of the system, and
Trust in the system.
We first determined the validity of our results using Cronbach’s α (see Table 1). The results confirm our data to be
valid for further evaluation.
We calculated the medians for the TAM sub scales because
of the ordinal measurement of Likert scale items [3]. Considering the medians of the evaluated TAM sub scales we can
see that condition A (adaptive window background) received
better ratings than condition S (static background) in the
scales perceived usability (PU), Trust and Intent, see Table
2. Since the task was writing text in a chat application, we
expected the PEOU scale to be very high, for both conditions.
Perceived Quality of Transparency and Legibility of
the Text
Based on the two chat tasks, we determined the subjective
preferences for the chat window background transparency
and the legibility of the text. Subjects gave higher ratings
to the adaptive setting (background transparency: Mean =
8.265, SD = 1.487; text legibility: Mean = 8.935, SD =
1.037) compared to the static one (background transparency:

Figure 3: Mean subjective values for the background transparency and legibility of the text for the conditions S and A
according to the participants.

Mean = 6.7, SD = .975; text legibility: Mean = 8.105, SD =
1.37), see Figure 3. A two-tailed paired t-test between the
ratings for the two conditions shows statistically significant differences (p = .020 for the background transparency,
p = .011 for the legibility of the text), P ≤ .05.
Error Rates
We further took note of the counted pedestrians as specified
by the subjects at the end of each tasks and calculated the
error rates. The mean error rate for condition S was .138
(SD = .172), and for condition A .05 (SD = .103). The difference is statistically significant (p = .005) using a two-tailed
paired t-test (P ≤ .05).
8 DISCUSSION
Regarding RQ1, participants preferred transparent window
backgrounds as opposed to fully opaque ones. Additionally,
when self-assigning a transparency level for the window
background, participants chose a mean transparency level
of 31.5%. However, when given the choice between a static
transparency level and an adaptive one, based on the surrounding luminance of the environment, subjects strongly
preferred the adaptive one, according to the TAM and custom variables we processed.
The results in regard to the preferred text and background
color combination were mixed (RQ2). When presented the
pre-defined presentation styles, participants favored white
text on black background. This is consistent with dark backgrounds gaining popularity in recent years with the introduction of "dark modes" in operating systems and visual
applications.
Answering RQ3, participants strongly preferred the chat
application to be on the driver side instead of the passenger
side, which is consistent with Riegler et al.[24]. 9 out of the

Adaptive Dark Mode for Windshield Display Content
10 participants favored the text on the driver side.
Regarding RQ4, we can say that users on the one hand chose
transparency levels not defined by default, however, qualitative feedback shows the desire for automatic adaptation of
background transparency. When presented with both static
and adaptive transparency levels, subjects strongly preferred
the latter one. Additionally, error rates regarding the number of counted pedestrians during the simulated drive were
lower when the chat application was presented in the adaptive transparency mode.
We conclude that transparent dark mode in WSD applications may have the same high potential as in desktop and
mobile applications. Additional brightness adaptation shows
promising results in subjective perception. These measures
could further boost handover performance as the adaptive
window background provides the driver with a smoothing
see-through experience.
9 LIMITATIONS
We are aware that our experiment has some limitations. First,
the study was executed as lab experiment in a static environment and 2D monitor. Preferences might differ in a real
driving scene. Second, we did not include concrete takeover scenarios during the simulated drive. We instructed
the subjects to be aware of the driving situation, however,
we refrained from including emergency events as we intend
to investigate take-over scenarios with WSD content in future studies on a more quantitative scale. For instance, we
intend to further investigate the adaptive dark mode in a
more immersive virtual reality environment with a higher
degree of control over lighting conditions, and in conjunction
with physiological measurements to examine stress levels.
That said, we did not investigate preferences under low light
situations (e.g., at night or in a tunnel). Furthermore, we
assumed that the driver sits in the vehicle without any other
passengers. In situations where the chat window could be
seen by other passengers might arise privacy concerns and
therefore affect preferences towards WSDs. Another limitation exists in the selected participants. In our studies, mostly
tech-savvy university students and staff participated. The
general population, especially elderly drivers, might have
different requirements.
10 CONCLUSION AND FUTURE WORK
In this work, we investigated the role of text and background color combinations in conjunction with different
transparency levels. We created a chat application and placed
it on a simulated windshield display using a flat screen monitor. Furthermore, we assumed highly automated driving
and drivers want to transition from the primary driving
task to other activities, such as text messaging. Our initial
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results indicated preferences for a dark mode and the window location on the driver side. Based on the results and
responses from our pilot study, we further investigated color
and adaptive transparency concepts for windshield displays.
We created an adaptive view which automatically changed
the window transparency based on the luminance of the
surrounding environment. A high outside luminance was reflected in a more opaque background window for the benefit
of increased legibility of the text. In contrast, when driving
through a darker/shadowy area, the window background of
the chat application would automatically change to be more
transparent.
For future work, we intend to create an entire view management of WSDs (presenting information) as well as interaction management (interacting with information), where the
presented dark mode is integrated. For instance, the physical
keyboard could be replaced with an AR keyboard operated
by pointing gestures. We plan to further validate the results
with our immersive virtual reality driving simulator. [23]
Furthermore, privacy issues related to WSDs are definitely
worth exploring in greater detail.
ACKNOWLEDGMENTS
This work was supported by the University of Applied Sciences PhD program of the government of Upper Austria, the
program was executed by the FFG.
REFERENCES
[1] Matthew Anderson, Ricardo Motta, Srinivasan Chandrasekar, and
Michael Stokes. 1996. Proposal for a Standard Default Color Space for
the InternetsRGB. Color and Imaging Conference 1996, 1 (1996), 238–
245. https://www.ingentaconnect.com/content/ist/cic/1996/00001996/
00000001/art00061
[2] Wendy Barber and Albert Badre. 1998. Culturability: The merging of
culture and usability. In Proceedings of the 4th Conference on Human
Factors and the Web, Vol. 7. 1–10.
[3] Harry N Boone and Deborah A Boone. 2012. Analyzing likert data.
Journal of extension 50, 2 (2012), 1–5.
[4] Gary E Burnett. 2003. A road-based evaluation of a head-up display
for presenting navigation information. In Proceedings of the HCI international conference, Crete, Vol. 3. 180–184.
[5] Vassilis Charissis, Stylianos Papanastasiou, and George Vlachos. 2008.
Comparative study of prototype automotive HUD vs. HDD: collision
avoidance simulation and results. Technical Report. SAE Technical
Paper.
[6] SAE On-Road Automated Vehicle Standards Committee. 2018. Taxonomy and definitions for terms related to on-road motor vehicle
automated driving systems.
[7] Fred D. Davis. 1993. User Acceptance of Information Technology:
System Characteristics, User Perceptions and Behavioral Impacts. Int.
J. Man-Mach. Stud. 38, 3 (March 1993), 475–487. https://doi.org/10.
1006/imms.1993.1022
[8] Joseph L Gabbard, Gregory M Fitch, and Hyungil Kim. 2014. Behind
the Glass: Driver Challenges and Opportunities for AR Automotive
Applications. Proc. IEEE 102, 2 (2014), 124–136. https://doi.org/10.
1109/JPROC.2013.2294642

MuC’19 Workshops, Hamburg, Deutschland
[9] Renate Haeuslschmid, Bastian Pfleging, and Florian Alt. 2016. A Design
Space to Support the Development of Windshield Applications for
the Car. In the 2016 CHI Conference. ACM Press, New York, New York,
USA, 5076–5091. https://doi.org/10.1145/2858036.2858336
[10] Renate Haeuslschmid, Yixin Shou, John O’Donovan, Gary Burnett, and
Andreas Butz. 2016. First Steps towards a View Management Concept
for Large-sized Head-up Displays with Continuous Depth. In the 8th
International Conference. ACM Press, New York, New York, USA, 1–8.
https://doi.org/10.1145/3003715.3005418
[11] Steven J Henderson and Steven K Feiner. 2011. Augmented reality
in the psychomotor phase of a procedural task. In 2011 10th IEEE
International Symposium on Mixed and Augmented Reality. IEEE, 191–
200. https://doi.org/10.1109/ISMAR.2011.6092386
[12] William J Horrey, Christopher D Wickens, and Amy L Alexander.
2003. The effects of head-up display clutter and in-vehicle display
separation on concurrent driving performance. In Proceedings of the
Human Factors and Ergonomics Society Annual Meeting, Vol. 47. SAGE
Publications Sage CA: Los Angeles, CA, 1880–1884. https://doi.org/
10.1177/154193120304701610
[13] Dagmar Kern and Albrecht Schmidt. 2009. Design space for driverbased automotive user interfaces. ACM, New York, New York, USA.
https://doi.org/10.1145/1620509.1620511
[14] Naeun Kim, Kwangmin Jeong, Minyoung Yang, Yejeon Oh, and Jinwoo
Kim. 2017. Are You Ready to Take-over?: An Exploratory Study on
Visual Assistance to Enhance Driver Vigilance. In Proceedings of the
2017 CHI Conference Extended Abstracts on Human Factors in Computing
Systems. ACM, 1771–1778. https://doi.org/10.1145/3027063.3053155
[15] Andrew L. Kun, Manfred Tscheligi, Andreas Riener, and Hidde van der
Meulen. 2017. ARV 2017: Workshop on Augmented Reality for
Intelligent Vehicles. In Proceedings of the 9th International Conference on Automotive User Interfaces and Interactive Vehicular Applications Adjunct (AutomotiveUI ’17). ACM, New York, NY, USA, 47–51.
https://doi.org/10.1145/3131726.3131735
[16] M. J. Lalomia and A. J. Happ. 1987. The effective use of color for text on
the IBM 5133 color display. Proceedings of the Human Factors Society
31st Annual Meeting (1987), 1091–1095.
[17] Felix Lauber, Claudius Böttcher, and Andreas Butz. 2014. PapAR: Paper
Prototyping for Augmented Reality. In Adjunct Proceedings of the 6th
International Conference on Automotive User Interfaces and Interactive
Vehicular Applications (AutomotiveUI ’14). ACM, New York, NY, USA,
1–6. https://doi.org/10.1145/2667239.2667271
[18] Kaya Naz and Helena Epps. 2004. Relationship between color and
emotion: A study of college students. College Student J 38, 3 (2004),
396.
[19] Byoung-Jun Park, Jeong-Woo Lee, Changrak Yoon, and Kyong Ho
Kim. 2015. Augmented reality and representation in vehicle for
safe driving at night. In 2015 International Conference on Information
and Communication Technology Convergence (ICTC). IEEE, 1261–1263.
https://doi.org/10.1109/ICTC.2015.7354791
[20] Hye Sun Park, Min Woo Park, Kwang Hee Won, Kyong Ho Kim, and
Soon Ki Jung. 2013. In-Vehicle AR-HUD System to Provide DrivingSafety Information. ETRI journal 35, 6 (Dec. 2013), 1038–1047. https:
//doi.org/10.4218/etrij.13.2013.0041
[21] Sebastiaan Petermeijer, Pavlo Bazilinskyy, Klaus Bengler, and Joost
De Winter. 2017. Take-over again: Investigating multimodal and directional TORs to get the driver back into the loop. Applied Ergonomics
62 (2017), 204–215. https://doi.org/10.1016/j.apergo.2017.02.023
[22] Ronald A Rensink, J Kevin O’Regan, and James J Clark. 1997. To see
or not to see: The need for attention to perceive changes in scenes.
Psychological science 8, 5 (1997), 368–373. https://doi.org/10.1111/j.
1467-9280.1997.tb00427.x

Riegler et al.
[23] Andreas Riegler, Andreas Riener, and Clemens Holzmann. 2019. AutoWSD: Virtual Reality Automated Driving Simulator for Rapid HCI
Prototyping. ACM, New York, NY, USA, 5. https://doi.org/10.1145/
3340764.3345366
[24] Andreas Riegler, Philipp Wintersberger, Andreas Riener, and Clemens
Holzmann. 2018. Investigating User Preferences for Windshield Displays in Automated Vehicles. In the 7th ACM International Symposium.
ACM Press, New York, New York, USA, 1–7. https://doi.org/10.1145/
3205873.3205885
[25] Andreas Riener. 2012. Gestural Interaction in Vehicular Applications.
Computer 45, 4 (2012), 42–47.
[26] Andreas Riener, Susanne Boll, and Andrew L. Kun. 2016. Automotive
User Interfaces in the Age of Automation (Dagstuhl Seminar 16262).
Dagstuhl Reports 6, 6 (2016), 111–159. https://doi.org/10.4230/DagRep.
6.6.111
[27] Clemens Schartmüller, Andreas Riener, Philipp Wintersberger, and
Anna-Katharina Frison. 2018. Workaholistic: On Balancing Typingand Handover-performance in Automated Driving. In Proceedings of
the 20th International Conference on Human-Computer Interaction with
Mobile Devices and Services (MobileHCI ’18). ACM, New York, NY, USA,
Article 16, 12 pages. https://doi.org/10.1145/3229434.3229459
[28] Missie Smith, Joseph L Gabbard, and Christian Conley. 2016. Headup vs. head-down displays: examining traditional methods of display
assessment while driving. In Proceedings of the 8th International Conference on Automotive User Interfaces and Interactive Vehicular Applications.
ACM, 185–192. https://doi.org/10.1145/3003715.3005419
[29] Russell J. Sojourmer and Jonathan F. Antin. 1990. The Effects of a
Simulated Head-up Display Speedometer on Perceptual Task Performance. Hum. Factors 32, 3 (Oct. 1990), 329–339. https://doi.org/10.
1177/001872089003200306
[30] Desney S Tan and Mary Czerwinski. 2003. Effects of visual separation
and physical discontinuities when distributing information across
multiple displays. In Proc. Interact, Vol. 3. 252–255.
[31] Omer Tsimhoni. 2000. Display of short text messages on automotive
HUDs: Effects of driving workload and message location. (2000).
[32] Omer Tsimhoni, Paul Green, and Hiroshi Watanabe. 2001. Detecting
and reading text on HUDs: effects of driving workload and message
location. In 11th Annual ITS America Meeting, Miami, FL, CD-ROM.
Citeseer.
[33] Garrett Weinberg, Bret Harsham, and Zeljko Medenica. 2011. Evaluating the Usability of a Head-up Display for Selection from Choice Lists
in Cars. In Proceedings of the 3rd International Conference on Automotive
User Interfaces and Interactive Vehicular Applications (AutomotiveUI ’11).
ACM, New York, NY, USA, 39–46. https://doi.org/10.1145/2381416.
2381423
[34] Philipp Wintersberger, Tamara von Sawitzky, Anna-Katharina Frison,
and Andreas Riener. 2017. Traffic Augmentation as a Means to Increase
Trust in Automated Driving Systems. In the 12th Biannual Conference.
ACM Press, New York, New York, USA, 1–7. https://doi.org/10.1145/
3125571.3125600

