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Research and Application of Virtual Reality User Interface Paradigm
Based on Real World M etaphor
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ABSTRACT: This paper aims to study the virtual reality user interface paradigm and guide the application practice based
on the real world metaphor. Firstly, the relevant literature of virtual reality and user interface was summarized, and the
reality-based interaction (RBI framework) was used as guide to conclude elements of rear word metaphor in four aspects.
Then the role of various fundamental elements of WIMP paradigm was compared to study the virtual reality user interface
paradigm. This paper presents a virtual reality user interface-SOMM paradigm, analyzes each element of the SOMM
paradigm, describes the 3D interactive process of user in the virtual reality, and applies the paradigm to the user interface
of VR post training system for industrial robot. The feasibility of SOMM paradigm is verified. The SOMM paradigm en-
ables users to perform natural human-computer interaction in a 3D virtual environment, reduces the burden of user
awareness and provides guidance and ideas for other researchers and designers.
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