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VR Interaction Strategy Based on the Concept of “Transfer”

LONG Bin, WANG Feng
(Jiangnan University, Wuxi 214122, China)

ABSTRACT: The work aims to study and analyze the interaction design problem that affects the quality of VR when its
content has become the bottleneck of VR development and discuss how to solve the fatigue problem in VR interaction, in
order to provide better interaction experience for users and improve content quality. It started from summarizing the
characteristics of VR interaction, and explored the relationship between features and fatigue problems through case study.
The method of solving fatigue problems was summarized to extract the design strategy based on the concept of “transfer”.
Finally, combined with the case study, the value of the design strategy was verified by deductive reasoning. The VR in-
teraction which requires the entire body intensifies the problems caused by the physiological limitations of users. Exces-
sive pursuit of natural interactions leads to the emergence of fatigue problems and affects users' experience in VR. The
interaction design strategy based on the concept of “transfer” can effectively alleviate fatigue. Flexible application of in-
teractive design strategies with physical or psychological transfer can control fatigue to an acceptable level, thereby
eliminating fatigue, then reducing the probability of negative emotions and improving user experience in VR process.
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Fig.3 Longbow game users that complete the
pull bow interaction with the joystick
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Fig.4 Longbow game experience scene (The picture originates from the internet)
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Fig.5 Results based on the inference of basic game conditions
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Fig.6 The body part invoked by the shooting interaction
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Fig.7 Results based on the inference of basicgame conditions adding psychological-level strategies
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Fig.8 Results based on the inference of basic game conditions adding psychological-level and physical-level strategies
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Fig.9 Comparison diagram of reasoning results
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