
By concentrating on usability for a single-user in a variety 

of physical locations we have not only compared four 

interfaces in an identical context but also gained insight into 

how design choices affect pointing and selection within an 

MDE. We have established that content redirection allows 

users to interact with displays regardless of their seating 

position as effectively as if they were seated in an optimal 

position, and consequently enables users to simultaneously 

interact with shared content and work in a configuration of 

their choosing. Real-world MDEs will consist of a 

combination of fixed large displays and portable personal 

devices. Building interfaces that support users‟ choice in 

their physical collaborative arrangement, rather than forcing 

them to adapt to the limitations of the technology, is an 

important consideration for HCI researchers. Content 

redirection is one method that researchers should consider 

when designing interfaces for collaborative MDEs. 
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