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Applications of Semiotics in Interaction Design of VR Gesture

YIN Chao, HE Ren—ke

(Hunan University, Changsha 410128, China)

Abstract: It explored the semiotics connection between reality and virtual reality (VR) and in terms of semiotics
proposed a designing method for VR gestures based on the prototype of reality symbolization.It also demonstrated the

feasibility of the designing method based upon the case study of Microsoft Kinect system gestures.This method was
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ultimately utilized in the practices of gesture interaction design at School of Design in Hunan University.

Key words: semiotics; gesture interaction; virtual reality(VR)
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Fig.1 The connection between reality and VR in terms of

semiotics
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Fig.2 The gesture design of "Pause"
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Fig.3 The gesture design of the VR crane
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