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Abstract

There have been many attempts to exploit three-
dimensional displays in Air Traffic Control
where it has long been suspected that the 3D
display may help to reduce the cognitive load
on the controller by removing the need to con-
struct an elaborate mental model of the air space
and the traffic contained within it. 3D displays
could allow the controller to simply re-interpret
the presented information in real time without the
need for them to construct this internal model and
without the need to remember large amounts of
complex information. This should result in con-
trollers being able to manage larger numbers of
aircraft without loss of safety, as well as reducing
the pressure on controllers allowing for longer
work sessions with less problems of mental fa-
tigue.

The purpose of this study has been to explore
the use of 3D in controller training and, in this
initial study, to examine the basic reaction of the
controllers to 3D representations and the effects,
if any, which the introduction of 3D has on their
work.

1 Introduction

The work of an air traffic controller is cen-
tred around the interpretation of complex four-
dimensional data displayed through a two-
dimensional representation, the radar display,
supplemented by additional information in the
form of the flight tag which provides details in-
cluding the flight’s identity, speed, altitude, and

any navigational changes in progress. From this
information the controller is required to under-
stand the situation in terms of a four-dimensional
scenario with aircraft moving in a complex three
dimensional space. The process by which con-
trollers learn to interpret the ‘2.5D’ information
with which they are presented, and form the 3D
understanding of the airspace which they need to
conduct their work is a complex process which is
generally not well understood.

In recent work [11] a study has been con-
ducted with student controllers and trainers to ex-
amine the nature of the 3D understanding which
the students develop, the way in which the infor-
mation is presented to them, and the means by
which they are trained to interpret the data. The
conclusions from that study are that the training
is based around scenarios which enable them to
learn to manage the 3D aircraft but they are not
explicitly trained in the interpretation of the 3D
data from the 2.5D display. This is left as a skill
which they acquire in a unique and personal way,
leaving each with a possibly very different way of
understanding the 3D structure of the airspace.

In the work described in this paper we con-
duct a pilot study which attempts to examine the
effect of the 3D display on the way in which
trainee controllers react to the flight information,
interpret it, and plan their interventions.

2 Related Work

3D displays is an area which has long been
thought might have benefit for Air Traffic Con-
trol with studies going back at least to the 1980s
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but few conclusive results have been found where
3D is shown to be superior due, primarily, to the
complexity of the problem under study. One of
the first studies performed was a survey [4] which
indicated that ATCOs tended to prefer 3D per-
spective displays for “extracting immediate spa-
tial situational and directional information”. Two
contemporary studies, however, comparing 2D
and 3D displays across tasks involving terrain
scenarios [16] and tasks based on weather avoid-
ance [15], found that 2D displays had several
benefits in terms of speed. Two other similar
studies [12, 14] found few differences between
three display formats (2D planar, 3D perspec-
tive, and 3D stereo-perspective) across different
ATC tasks. Specifically they found a higher er-
ror rate in the perspective display for speed esti-
mation, slower heading judgments for the stereo
display while the planar view was fastest, but
no differences between them for the task of con-
flict detection. As might be expected, tasks in-
volving purely planar features, such as judgement
of the azimuth angle and lateral distances, have
been found [3] to be more quickly resolved us-
ing 2D displays than 3D. Another study of ATC
related tasks [13] discovered that, while perfor-
mance with 2D was as good as or better than with
3D, that 3D displays seemed particularly well-
suited to tasks involving “perceiving complex,
dynamic information relationships in a confined
3D space”. Focussing on tasks of this nature,
a comparison between 2D and 3D stereoscopic
display across an altitude judgment task [10]
showed that both controllers and ATC connois-
seurs performed quicker with the 3D display, but
no differences were found for accuracy.

One feature of many of the studies which are
carried out is that the test subjects are experi-
enced ATCOs, a group who are known to have
developed techniques to assist them in the inter-
pretation of 2D representations of 3D flight infor-
mation. Hence they may not form the ideal test
candidates for such experiments. Indeed, in the
few studies involving both air traffic controllers
and pilots, the latter group having plenty of expe-
rience in the 3D realm but less of the 2D, it has
been noted that the relatively slow speeds asso-

ciated with 3D were more likely to emerge with
experienced ATCOs than with pilots [14].

3D does, however, possess some inherent
problems for the ATC task such as the fact that
ATC tasks may require precise distance judg-
ments which can be affected by perceptual bias
due to perspective effects as seen in [2]. This ef-
fect is seen in several of the studies mentioned
above and is explored further in [5] which con-
siders tasks that exploit information over several
dimensions and those requiring focused attention
on a single source, with the conclusion that 3D
perspective displays may be effective “whenever
the tasks to be performed using the display are
integrated three-dimensionally”. Similarly the
study conducted in [6] concludes that 3D views
are most useful “for tasks that require under-
standing the general shape of 3D objects or the
layout of scenes” while 2D is mostly suitable for
tasks that “require judging the precise distances
and angles between objects”.

Training is envisioned as a promising area
of application for 3D where the potential users
are not already trained in the use of 2D dis-
plays and have not acquired the required tech-
niques to enable them to interpret the 2D radar
display as easily. Several studies have been car-
ried out exploring the potential of this area in-
cluding [8, 17, 9, 11] which support the idea of
3D as an aid for preparing trainees for real ATC
tasks. Similarly ATC trainers who have seen
the 3D stereoscopic environment for ATC devel-
oped during the ongoing collaboration between
Linköping University and Eurocontrol Experi-
mental Centre [1, 7], have commented that 3D
representations could enhance controllers’ train-
ing as they are similar to the constructed mental
models that the trainer wishes the trainee to de-
velop. This is the focus of this preliminary study
and we hope to expand upon it with future exper-
imental work in this area.

3 Experiment

To test the the effect that the 3D display has on
the controller’s understanding and actions within
the ATC problem we have performed an exper-
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Fig. 1 2D view on a scenario.

Fig. 2 3D view on a scenario.

iment to compare two versions of a 3D simula-
tor display which we have developed. In one the
view is constrained to a top down view, thereby
providing a 2D display very similar to that which
all ATCO’s will recognise, and one where this
constraint is removed allowing the controller to
freely rotate the view through 360× 90 degrees
around a focal point. The focal point can be set
by the user but is typically the centre of a sec-
tor (which was the initial position for our exper-
iment) though sometimes the user may change it
to focus upon a particular flight which is of in-
terest, or to a particular part of a sector where
interesting events are occurring. Example views
of the 2D and 3D display are shown in figures 1
and 2.

The software system was designed to display
the data in a manner quite similar to that used in
the simulator with which the trainee controllers
who were our test subjects, and to use as similar
an interface as could be managed considering the
requirement that 3D display be available. Instruc-

tions to flights were entered using a mouse-based
interface supplemented by a few keyboard short-
cuts, allowing them to instruct flights to turn left
or right onto new headings, change flight level
up or down, or modify rates of climb and de-
scent within aircraft tolerances. The mechanisms
by which commands were issued to the simu-
lated aircraft were very close to the simulator so
that the test subjects would find it quite easy to
transfer to this test equipment with minimal prac-
tice required and few problems were noted during
the experiment. Flights would respond to the in-
structions with a simulated delay for pilot action
which was variable and random but lay in the
range of 10-30 seconds to mimic the behaviour
of a real pilot. This was similar to the behaviour
used in the ATC simulators used in the training
programme although the flight behaviour in the
test system was less accurately modelled.

The software system did have two features
which were different from the simulator system
which the trainees were used to, however, and
these were noted (and criticised) by the test sub-
jects. The system did not permit the rotation of
the flight labels (tags) around the flight so there
was a slight problem of cluttering caused by the
labels. Several of the trainees noted this problem
but said it was not a serious impediment. The sec-
ond feature was the way in which the measure-
ment tool was implemented which performed a
similar function in the test system as the trainees
simulator: to allow the user to measure the dis-
tance from a flight to an event (such as a meet-
ing with another flight and so predict the time to
arrival of the flight, helping them in predicting
when to make alterations. The interface for this
was slightly different in the test system, and the
test subjects regarded it as less intuitive and more
cumbersome. Again the subjects did not regard
it as a serious impediment but both of these fea-
tures will be addressed in future incarnations of
the test system.

It is important to note that the system un-
der test did not employ any stereoscopic three-
dimensional representation. The system can sup-
port such display but this was not the focus of this
experiment and so it was not used in this case.
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3.1 Experimental Design

To test the two visual representations a between-
groups cross-over design was used. Two train-
ing scenarios were selected from the standard set
used at the Eurocontrol training centre (IANS) in
Luxembourg. The scenarios were based around
the Maastricht area, which was a region familiar
to the trainees from their prior simulator work.
The scenarios were slightly modified to ensure
that they contained qualitatively similar situa-
tions which the trainees would be required to re-
solve, but with the events reordered and in differ-
ent orientations to ensure that no learning of the
scenarios could be carried from one trial to the
next. Half of the test subjects used the 3D sys-
tem first, and half the 2D system. The other half
used 2D first and then 3D. The participants were
assigned randomly to the two orders.

Fig. 3 The cross-over experimental design allows
all subjects to trial both software platforms using
different scenarios.

3.2 Participants

Our test participants were all trainee controllers
in the initial stages of their training. The class
available to us was quite small with just 8 sub-
jects available, 7 men and 1 woman. They were
aged between 20 and 24 years of age (median
21), and had received between 5 and 6 months
of training (median 6) including approximately
100 hours of simulated practical ATC work. They
were asked to participate in the experiments vol-
untarily, receiving no reward for participation,
and were aware that participation in the experi-
ment would not affect their training programme
in any way but, since they had been asked by
their trainers to participate they can be assumed

None Some A lot
3D CG training 3 3 0
3D CG programming 8 0 0
3D design packages 6 2 0
‘First Person’ 3D games 1 1 6
‘Third person’ 3D games 2 2 4

Table 1 Relative 3D computer graphics experi-
ence of the test subjects.

to have been participating with some feeling of
duty to give best performance. None of the train-
ers were present during any of the trials, the ex-
perimental staff being from outside the training
programme and previously unknown to the test
subjects.

A consideration in the experiment was the
familiarity of the test subjects with three-
dimensional computer graphics systems and so a
component of the pre-experiment questionnaire
was designed to cover this aspect of their previ-
ous experience. These results are shown in ta-
ble 1.

None of the subjects had much experience of
the technical aspects of 3D computer graphics,
just a small number of them having used design
packages or applications and none having done
any computer graphics programming. In contrast
most (all but one) were at least familiar with 3D
games, many of them being avid players. The
most pertinent of the figures is the number of test
subjects who had experience with ‘third person’
3D games, since this is the environment which
most closely mimics the software system which
formed the basis for this experiment.

3.3 Experimental Conduct

Each participant arrived for the test period with a
one hour slot allocated to them. They were first
asked to complete the preliminary questionnaire
and were asked to sign a release permitting the
use of video and audio recording of the exper-
imental trial. None of the test participants was
unwilling to do this.

The experiment commenced with the subject
first allowed a period of time to familiarise them-
selves with the tool, using a scenario unrelated to
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the trial scenarios. They were allowed to explore
the system until they were happy that they were
aware of the features system and how to use it and
were permitted to ask questions freely during this
phase which lasted between about five and eight
minutes.

The subject then carried out the first trial us-
ing either the 2D or 3D system depending on their
assignment to group. The sessions were recorded
using a static video camera and table-mounted
microphone. The display was a standard 20 inch
LCD monitor placed about 40 centimetres from
the participants eye-point and raised to be ap-
proximately level with their view. The experi-
menters were present in the room during the tri-
als to observe any unexpected behaviour or inci-
dents but the subjects were not permitted to ask
questions. Some did make comments on the sys-
tem to the experimenters during the trial but most
worked silently, focussing on the tasks at hand.

After the first trial the subject was asked to
complete a questionnaire regarding their experi-
ence with that version of the system (2D or 3D)
and then asked to perform a second trial using
the other representation, with a similar familiari-
sation period being performed first. The second
trial proceeded as before and was followed by the
third and final questionnaire and a general dis-
cussion to allow the subjects to express any par-
ticular features or problems they had noted with
either visual representation or either scenario.

Each trial lasted approximately 22 minutes
and so the total time for each experimental sub-
ject was less than 1 hour.

3.4 Data Gathered

In addition to the three questionnaires gathered
from each participant and the video and audio
recording of their performance the system auto-
matically logged all events (instructions to the
flights) entered by the participants during the tri-
als, as well as the trajectories followed by the
flights themselves. Thus the system is capable
of playing back all of the trials precisely as they
were conducted by the participants. This has
allowed a detailed comparison between the two

visual representations comparing specific flights
and how they were handled, as well as identify-
ing some features which are different in the way
in which specific participants resolved specific
problems when using the 2D and 3D represen-
tations. In this way we have attempted to resolve
whether there were any substantial differences in
the way in which 2D and 3D information is be-
ing perceived and whether or not the controllers
were better able to identify and resolve problems
within one or other of the representations.

The small sample size, with just eight partic-
ipants, four per group, means that the statistical
results have not proven to be significant, unfor-
tunately, but the qualitative results are most in-
teresting and do indicate differences between the
two representations.

4 Results

The results gathered are quite detailed and permit
for a very precise qualitative analysis of the be-
haviour of the controller trainees who were our
participants in the study. We first consider the
complete data for the 16 trials as a display of the
instructions sent by the controllers in each case.
These are included in figures 6–9, at the end of
this paper, which show the 2D and 3D represen-
tations for four trials of scenario A and four trials
of scenario B , respectively.

Comparing first the A scenarios we can see
an immediate difference between the numbers of
instructions sent by the test subjects using the 2D
and 3D representations. It is very clear that in
three of the four trials the subject using the 3D
representation was able to resolve the problems
presented within the scenario using far less in-
structions to the flights involved. The tabulated
results are shown in tables 2 and 3. There is
a substantial outlier, using more than twice as
many instructions to complete the scenario than
any of the other three. This was partly due to a
tendency to use many DCT instructions (a feature
which this subject also exhibited in the 2D trial
where they used more DCT’s than the other sub-
jects) but also was simply due to this subject us-
ing more flight level requests and using more than
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Subj. CFL HDG DCT Speed VRC Total
1 13 9 6 0 4 32
3 14 7 4 0 0 25
5 9 6 6 0 0 21
7 15 10 6 0 0 31
AVG 12.75 8.00 5.50 0.00 1.00 27.25

Table 2 Instructions from subjects using the 2D
representation for scenario A.

Subj. CFL HDG DCT Speed VRC Total
2 13 13 9 0 0 35
4 10 3 3 0 0 16
6 9 2 4 0 0 15
8 7 2 6 0 0 15
AVG 9.75 5.00 5.50 0.00 0.00 20.25

Table 3 Instructions from subjects using the 3D
representation for scenario A.

four times as many heading changes. This indi-
cates that this subject may not have had such a
clear awareness of the flight situation as the other
three subjects and may have been making repeat
or contrary instructions to the flight. A similar
situation is seen in the analysis of the cases in
scenario B where two of the test subjects exhibit
similar behaviour.

In scenario B the change between the repre-
sentations is reversed, with the subjects using the
2D system sending less instructions than those
with the 3D representation. This can clearly be
seen from the figures shown in tables 4 and 5
where the average number of instructions used
by the test subjects in the 3D case is thirty per
cent higher than in the 2D case. A close exam-
ination of the tracks for these trials, as seen in
figure 9, shows that the main source of the in-
creased number of instructions is that two of the
subjects, 3 and 7, became very confused with
respect to one flight (KLM8644) and made re-
peated heading changes with respect to this flight:
10 and 11 heading changes over 6 minutes for
this flight, respectively. It remains unclear why
these two subjects became so confused with re-
spect to this flight, whose potential conflict prob-
lems were resolved by the other two subjects us-

Subj. CFL HDG DCT Speed VRC Total
2 5 4 9 0 0 18
4 4 6 7 0 0 17
6 5 1 1 0 0 7
8 7 2 6 0 0 15
AVG 5.25 3.25 5.75 0.00 0.00 14.25

Table 4 Instructions from subjects using the 2D
representation for scenario B.

Subj. CFL HDG DCT Speed VRC Total
1 5 1 3 0 0 9
3 3 14 6 0 0 23
5 3 4 9 0 0 16
7 5 14 7 0 0 26
AVG 4.00 8.25 6.25 0.00 0.00 18.50

Table 5 Instructions from subjects using the 3D
representation for scenario B.

ing a total of just 4 and 5 instructions, respec-
tively. This large, and very surprising variability
underlines the need for a much larger study so
that variations of this kind can be analysed more
thoroughly, outlying results made more apparent,
and possible sources of the problem identified.

Considering some specific cases is also in-
teresting. Each scenario included a number of
specific problems which had to be resolved. Ex-
amples included two aircraft which entered the
sector separated by altitude and had to have their
relative heights reversed before leaving the sec-
tor, or two aircraft which entered the sector on a
collision course and who had to be made to pass
safely through some separation (altitude or lateral
displacement). We can examine the instructions
sent to specific pairs of aircraft and examine how
the subjects approaches to the problems were af-
fected by the 2D and 3D representations.

One example is the case in Scenario A
where two flights, having call-signs NWA64 and
AZA662, are entering and must have their al-
titudes reversed, NWA664 entering above and
leaving below AZA662. This problem requires
heading changes to maintain lateral separation of
the two flights, changes in flight level and then
more heading changes to bring them back on
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course. The instructions for 2D and 3D scenar-
ios are as shown in figure 4.

The instructions issued by the test subjects
are clearly different, with many more instructions
being given by those using the 2D representation
(39 in total) than in the 3D case (26 in total). The
breakdown in the types of instructions is also in-
formative: In the 2D case 13 changes in flight
level and 18 of heading are made, while only 15
and 10 are required in the 3D case. This indi-
cates that the problem is being solved using more
altitude-related thinking and less lateral but this
small pilot study is not able to make any defini-
tive statements on this matter.

Fig. 4 Reorganization of flight levels between
two flights in 2D and 3D scenarios.

4.1 Qualitative Impressions

After each trial the test subjects were asked for
a number of impressions of the 2D or 3D system
which they had just used to compare their various
impressions. A four point Likert scale was used
to compare the subjects’ opinions with results as
shown in figure 5. The results show, as might be
expected, that the 3D representation was found
to be a little more difficult to work with from
two particular respects: that lateral separation of
flights was more difficult to identify and that ori-
entation was more difficult to maintain. This had
a knock-on effect in that interpreting the flight in-
formation and maintaining situational awareness
were seen as slightly more difficult, although the

latter could be attributed to a lack of familiarity
with the systems. Certainly some of the subjects
seemed perfectly at ease in the 3D display while
some were less so, with one subject spending the
majority of the 3D trial with the viewpoint ro-
tated to view the scene as a 2D display. One
area which showed a slight improvement over the
2D was in the identification of vertical separation
which received a slightly higher average score.
One test subject, who gave very low scores to al-
most all of the questions in both the 2D and 3D
cases was very unhappy with the interface since it
was not identical to the one which was being used
in the training programme simulators. This sub-
ject found the changes, although considered mi-
nor, between the simulator and the test 2D repre-
sentation very difficult to adapt to and so graded
both systems poorly.

Fig. 5 Summary of post-2D (top) and post-3D
(bottom) questionnaires.

7



M. D. COOPER∗, A. FRIDLUND∗, M. ANDEL∗, C. BOJAN∗∗, J-L HARDY∗∗

5 Conclusions and Future Work

Overall this pilot study has not generated the
definite results that were anticipated for a num-
ber of reasons. First the variability in the way
in which the trainee controllers dealt with the
various problems included in the scenarios was
quite unexpected. The scenarios included stan-
dard problems, taken straight from the training
programme within which they were participat-
ing, and to which standard approaches were ex-
pected but many of the trainees responded in dif-
ferent ways, producing substantially different so-
lutions (although only one, using the 2D repre-
sentation, resulted in a brief loss of separation of
two flights). This high level of general variability
has made it very difficult to identify the variation
in controller behaviour between the 2D and 3D
scenarios indicating that a much larger study is
called for.

Secondly we have noted that the two scenar-
ios (A and B), which were designed with the
intention of producing very similar behaviours
from the test subjects, were reacted to quite dif-
ferently. The majority of the subjects found the B
scenario significantly simpler to resolve, except
for the two test subjects who became very con-
fused with respect to one flight producing a large
increase in the total number of instructions issued
during the scenario. This, again, has made it very
difficult to identify variation between the 2D and
3D scenarios and, again, indicates the need for a
study based on a much larger number of subjects.

The 3D representation does appear to pro-
vide some potential benefit, the more complex
scenario being resolved substantially more eas-
ily by most of the test subjects. It clearly also has
the power to confuse, however, with the example
of two controllers becoming very confused with
respect to the lateral separation of one specific
flight and using huge numbers of instructions to
deal with a simple situation.

Acknowledgements

This work has been co-financed by the Euro-
pean Organisation for the Safety of Air Nav-

igation (EUROCONTROL) under its Research
Grant scheme. The content of the work does
not necessarily reflect the official position of EU-
ROCONTROL on the matter. c© 2008, EU-
ROCONTROL and the University of Linköping.
All Rights reserved. A special thanks go to the
trainees of ‘Ab-Initio 51’,who kindly gave up
their time to participate in this experiment, and
to Camilla Forsell for her help with the experi-
mental design.

References

[1] M. Bourgois, M. D. Cooper, V. Duong, J. Hjal-
marsson, M. Lange, and A.Ynnerman. Inter-
active and immersive 3d visualization for atc.
In Proceedings of the 6th USA-Europe ATM
R&D Seminar, Baltimore, Maryland, USA, July
2005.

[2] B. S. Boyer and C. D. Wickens. 3d weather
displays for aircraft cockpits. Technical
Report ARL-94-11/NASA-94-4, Aviation Re-
search Laboratories, Savoy Illinois, USA, 1994.

[3] M. A. Brown and M. Slater. Some experiences
with three-dimensional display design: An air
traffic control visualisation. In Proceedings of
6th IEEE International Workshop on Robot and
Human Communication (RO-MAN ’97), pages
296–301, 1997.

[4] M. S. Burnett and W. Barfield. Perspective ver-
sus plan view air traffic control (atc) displays:
Survey and empirical results. In Proceedings
of the 6th International Symposium on Aviation
Psychology, pages 448–453, Columbus, Ohio,
USA, 1991.

[5] I. D. Haskell and C. D. Wickens. Two- and
three-dimensional displays for aviation: A theo-
retical and empirical comparison. International
Journal of Aviation Psychology, 3(2):87–109,
1993.

[6] M. H. St. John, M.B. Cowen, H.S. Smallman,
and H. M. Oonk. The use of 2d and 3d displays
for shape-understanding versus relative-position
tasks. Human Factors, 43(1):79–98, 2001.

[7] M. Lange, M. D. Cooper, A. Ynnerman, and
V. Duong. 3d vr air traffic management project.
Innovative research activity report, Eurocon-
trol Experimental Centre, Bretigny-sur-Orge,

8



Educational Benefits of 3D Displays In Early Controller Training

France, 2002-2006.
[8] A. Monteleone. Monteleone, a., (2006) the 3d

technology applied to approach and airport en-
vironments in the atc domain. In Proceedings
of Visualization and Distributed Systems Tech-
nologies: the A4D Approach and Beyond, Inno-
vative Research Workshop, Bretigny-sur-Orge,
France, 2006.

[9] M. Tavanti. On the Relative Utility of 3D Inter-
faces. Phd thesis, Uppsala University, Sweden,
2004.

[10] M. Tavanti, H. Le-Hong, and T. Dang. Three-
dimensional stereoscopic visualization for air
traffic control interfaces: a preliminary study. In
Proceedings of AIAA/IEEE 22nd Digital Avion-
ics Systems Conference, Indianapolis, Indiana,
USA, 2003.

[11] Monica Tavanti and Matthew Cooper. Look-
ing for the 3d picture: the spatio-temporal
realm of student controllers. In Proceedings of
the 13th International Conference on Human-
Computer Interaction (HCI International), San
Diego, CA, USA, July 2009.

[12] M. Tham and C. D. Wickens. Evaluation of
perspective and stereoscopic displays as alter-
native to plan view displays in air traffic con-
trol. Technical Report ARL-93-4/FAA-93-1,
Aviation Research Laboratories, Savoy Illinois,
USA, 1993.

[13] K. F. van Orden and J. W. Broyles. Vi-
suospatial task performance as a function of
two- and three-dimensional display presentation
techniques. Displays, 21(1):17–24, 2000.

[14] C. D. Wickens. Display integration of air traf-
fic control information: 3d displays and prox-
imity compatibility. Technical Report ARL-95-
2/FAA-95-2, Aviation Research Laboratories,
Savoy Illinois, USA, 1995.

[15] C. D. Wickens, M. Campbell, C. C. Liang, and
D. H. Merwin. (1995). weather displays for
air traffic control: the effect of 3d perspec-
tive. Technical Report ARL-95-1/FAA-95-1,
Aviation Research Laboratories, Savoy Illinois,
USA, 1995.

[16] C. D. Wickens and P. May. Terrain representa-
tion for air traffic control: A comparison of per-
spective with plan view displays. Technical Re-
port ARL- 94-10/FAA-94-2, Aviation Research

Laboratories, Savoy Illinois, USA, 1994.
[17] W. Wong, S. Rozzi, S. Gaukrodgerl, A. Boc-

calatte, P. Amaldi, B. Fields, M. Loomes, and
P. Martin. (2008). human-centred innovation:
Developing 3d-in-2d displays for atc. In Pro-
ceedings of the 3rd International Conference on
Research in Air Transportation (ICRAT-2008),
Fairfax, Canada, 2008.

Copyright Statement

The authors confirm that they, and/or their company or
organization, hold copyright on all of the original ma-
terial included in this paper. The authors also confirm
that they have obtained permission, from the copy-
right holder of any third party material included in this
paper, to publish it as part of their paper. The authors
confirm that they give permission, or have obtained
permission from the copyright holder of this paper, for
the publication and distribution of this paper as part of
the ICAS2010 proceedings or as individual off-prints
from the proceedings.

9



M. D. COOPER∗, A. FRIDLUND∗, M. ANDEL∗, C. BOJAN∗∗, J-L HARDY∗∗

Fig. 6 The four 2D trials of scenario A.

Fig. 7 The four 2D trials of scenario B.

Fig. 8 The four 3D trials of scenario A.

Fig. 9 The 3D trials of scenario B.
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