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Naked Eye VR Interaction Design
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ABSTRACT: The work aims to study the specific method of naked eye VR interaction design and realize the naked eye
rendering of virtual reality. Based on the virtual reality interaction design, the program and method of naked eye VR in-
teraction design were summarized by combining the characteristics and advantages of Kinect dynamic somatosensory in-
teraction technology, multi-channel projection display and CAVE immersion system. The Kinect dynamic somatosensory
interaction technology, multi-channel projection display, CAVE immersion system and other technologies were integrated
into virtual reality to meet the interactive operation of users’' immediate response to the terminal through their own body.
Finally, the feasibility of naked eye VR interaction design was discussed through practical cases. The naked eye VR can
solve the problems generated during the use of wearable display equipment, force tactile interaction equipment and other
VR hardware, to realize the freedom of human-computer interaction and enhance the participants’ immersion. The naked
eye VR will become the main form of future development of virtual reality, and the research on the naked eye VR interac-
tion design has important theoretical and practical significance.
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Fig.1 Traditional VR tedious wearables
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Fig.2 Direct experience of naked eye VR
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Fig.3 Visitors to the science and technology museum of the
Z0o in Amsterdam using somatosensory interaction to
reveal the secrets of biology
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Fig.4 Circular screen system, Qinghai Tibetan cultural center 270-degree circular screen film "road of enlightenment"
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Fig.6 Unity3D digitization that creates scenes
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Fig.7 Kinect motion camera that captures and generates the joint
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Fig.8 Live experience of "Naked Eye VR Interaction Design"
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