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Abstract. Mediated reality systems introduce the possibility to alter users’ per-
ception of the surrounding environment by adding or removing information. 
These particular innovative features made this technology attractive for several 
adjacent fields. However, despite their direct impact on the presentation of in-
formation, mediated reality systems are still poorly explored by information de-
signers. Over the years, information design researchers have investigated and 
proposed tools and practices when planning information for different platforms 
and contexts. With respect to technical operations, visual instructions are very 
effective to convey information, and therefore a great opportunity for technolo-
gy aided operations. This work establishes a dialogue between information de-
sign and mediated reality systems, and introduces some of the several concerns 
of this joint context. Based on correlated research, we identify general princi-
ples, challenges and opportunities for mediated reality applications, and for in-
formation designers willing to use them. Finally, we also introduce an early-
stage system for technical operations as an opportunity to take further lessons 
and establish detailed recommendations 
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1 Introduction 

After decades of the first efforts on designing 3D wearable systems [1], advances in 
mediated reality (MR) technology finally begin to break from researches into real-
world application. This technology allows systems to modify users’ perception (visu-
al, auditory, etc.) of the surrounding environment [2]. Today, it is possible to observe 
these systems on the most diverse fields, such as engineering [3], architecture [4], 
entertainment [5], medicine [6], manufacturing [7], and training [8]. 

Although reality can be mediated through all senses, most of the development of 
this technology is observed with respect to visual systems, and much effort concerns 
its application in operations like maintenance, training and repair, in both academy [9, 
10, 11] and industry [12, 13, 14]. Applications in this context aim to help operation 


