Interaction Model Template

Hello there!

This template can help kickstart your VR project. Feel free to customize it according to your specific
needs. An efficient interaction model is crucial to ensure a seamless, engaging, and enjoyable
experience for users in the virtual environment.

We’ve included a sample interaction model with step-by-step instructions to guide you through
each section.
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Interaction Model Template

) The main purpose of “Galactic Explorer” is to immerse usersin a
« What do you want users to achieve or feel?

. . visually stunning and educational journey through space. The goal
ObjeCtlve « Determine the desired level of interaction fidelity (realistic, | Y & o J _ V gnsP &

] . o ] is to evoke awe and curiosity by allowing users to explore planets,

Define the main purpose non-realistic, magical). ) . .
. ) o ) stars, and galaxies. The interaction fidelity aims for a balance
of the VR experience and « Consider the application’s purpose, target audience, and ) ] ) )
. . between realism and a touch of magic, making the experience

the goals of interactions. context of use.

enchanting for a wide audience.

. . « Entry Point: Users start in a virtual space station surrounded
« Entry Point: How will users enter the VR world? Is there o ] ]
) . ) ) by futuristic technology and a large viewport showing the vastness
an introduction or starting point?

of space.
+O+0
« Navigation: Describe how users will move within the

+ Navigation: Users navigate by using handheld controllers.

virtual space. Are there specific controls or gestures for
User Flow P o P & Pointing the controller in the direction they want to move and
movement?
Outline the sequence of steps pressing a button propels them forward.

users will follow to engage . ) . ) )
) ) « Interaction: Detail how users will interact with objects, . ] ) ] ) ] ]
with the VR environment. . i - Interaction: Users interact with celestial bodies using direct
characters, or elements within the environment. . . \
manipulation. They can reach out and “grab” planets to examine

. i . i them closely, rotate them, and even trigger informative overlays.
« Transitions: How will users transition between different

areas or scenarios? . ] . ]
« Transitions: How will users transition between different areas

or scenarios?
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Types of
Interaction
Define the types of
interactions users

will encounter.

« Direct Interaction: Specify how users can manipulate

objects or elements directly using gestures or controllers.

« Indirect Interaction: Describe any voice commands,

button inputs, or keyboard interactions.

+ Semi-Direct Interaction: Explain any hybrid interactions

that involve both direct manipulation and structured steps.

« Direct Interaction: Users can pick up and examine planets,
toggle the display of additional information, and even simulate

gravity effects by releasing planets.

« Indirect Interaction: Voice commands are used to trigger in-

depth information about specific celestial objects.

+ Semi-Direct Interaction: Users can combine direct manipulation
with voice commands to toggle certain features, such as

highlighting constellations.

z/

Narrative
Integration
If applicable, explain how
narrative elements will be
integrated into the

interaction model.

« Storytelling: How will the narrative unfold during user

interaction? Are there specific moments or cues?

+ Sensory Elements: Will sensory cues like sound, scent, or
visual cues enhance the experience? Describe how they’ll

be used.

+ Storytelling: The narrative unfolds through guided voiceovers
that provide context and interesting facts about each

celestial object.

+ Sensory Elements: Soothing ambient space sounds and
gentle vibrations upon touching a planet enhance the immersive

experience, creating a multi-sensory journey.

Start Learning Today:
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Physical
Movement
Consider the physical actions

users might perform.

» Body Gestures: How can users use their body to interact?

Are there specific gestures for actions?

« Comfort: Ensure that physical movements are

comfortable and won’t strain the user.

» Body Gestures: Users can use body gestures, such as raising
their hand to activate a holographic map, enhancing immersion

and engagement.

» Comfort:Physical movements are designed to be intuitive and

comfortable, preventing strain during extended exploration.

®

Viewpoint
Design
Plan how users will experience

changes in their viewpoint.

« Transitions: Describe how users will transition between

different viewpoints or areas.

+ Avoid Discomfort: Detail strategies to prevent motion

sickness or disorientation during viewpoint changes.

« Transitions: Users can transition viewpoints by stepping onto
the teleportation pad and selecting a new area. Smooth transitions

and a brief fade-in reduce discomfort.

« Avoid Discomfort: Transition effects are designed to minimize

motion sickness, ensuring a comfortable experience.

Embodiment

Describe how users will feel

connected to the virtual world.

« Physical Presence: Explain how users will experience
embodiment, such as using hand gestures or full-body

interactions.

« Physical Presence: Users experience embodiment through
hand gestures to interact with celestial bodies. Their actions
influence the environment, reinforcing the connection.

Start Learning Today:
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User Training
Think about how you will guide
your users to understand and

master selected interaction

techniques.

Outline how you will ensure your users are comfortable and

confident with the chosen VR interactions.

» Users are introduced to navigation and interactions through a

brief tutorial presented upon entering the VR environment.

» Interactive tooltips provide guidance during early exploration,

ensuring users are comfortable with the interaction techniques.

«—
(—
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Testing and Iteration

Emphasize the importance of

continuous testing and refining

the interaction model.

« Feedback Loop: How will user feedback be collected and

incorporated into improvements?

« Iteration: Explain how the model will evolve based on

testing results.

+ Feedback Loop: User feedback is collected through in-app

surveys and user testing sessions.

+ Iteration: The interaction model will evolve based on
feedback and analytics, refining navigation, interaction,

and comfort aspects.

Additional Features
List any unique or innovative
features that enhance user

engagement.

« Wayfinding Aids: Explain how users will be guided

through the environment.

+ Multimodal Inputs: Describe if users can engage using

various methods like voice, gestures, and controllers.

« Wayfinding Aids: Users are guided by subtle trails of light
that lead to points of interest, aiding navigation without
breaking immersion.

« Multimodal Inputs: Users can choose their preferred
interaction method, whether it’s voice commands, gestures,
or controller inputs, offering flexibility.

Start Learning Today:

interaction-design.org @ @ @ @

@ @ @ Creative Commons BY-SA license: You are free to edit and redistribute this template, even for commercial use, as long as you give credit to the
Interaction Design Foundation. Also, if you remix, transform, or build upon this template, you must distribute it under the same CC BY-SA license.

Est. 2002



https://www.interaction-design.org/courses
https://www.facebook.com/interactiondesign.org
https://www.instagram.com/interaction_design_foundation/
https://www.youtube.com/c/InteractionDesignOrg
https://www.linkedin.com/company/interaction-design-org-foundation/

Working Title:

+ What do you want users to achieve or feel?

Objective

) . + Determine the desired level of interaction fidelity (realistic,
Define the main purpose o )
. non-realistic, magical).
of the VR experience and ] o )
. . « Consider the application’s purpose, target audience, and
the goals of interactions.

context of use.

« Entry Point: How will users enter the VR world? Is there .
i . . ) « Entry Point:
an introduction or starting point?

« Navigation: Describe how users will move within the
*O*O g - Navigation:

virtual space. Are there specific controls or gestures for

movement?
User Flow

) . ) . ) ) « Interaction:
Outline the sequence of steps « Interaction: Detail how users will interact with objects,
users will follow to engage characters, or elements within the environment.
with the VR environment. .
. i . i - Transitions:
« Transitions: How will users transition between different

areas or scenarios?
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« Direct Interaction: Specify how users can manipulate

objects or elements directly using gestures or controllers.

Types of « Indirect Interaction: Describe any voice commands,
Interaction button inputs, or keyboard interactions.
Define the types of
interactions users « Semi-Direct Interaction: Explain any hybrid interactions
will encounter. that involve both direct manipulation and structured steps.

« Direct Interaction:

« Indirect Interaction:

- Semi-Direct Interaction:

z/

« Storytelling: How will the narrative unfold during user

interaction? Are there specific moments or cues?
Narrative S El ts: Will lik d t
. » Sensory Elements: Will sensory cues like sound, scent, or
Integration Y J

) ] visual cues enhance the experience? Describe how they’ll
If applicable, explain how
be used.
narrative elements will

be integrated into the

interaction model.

« Storytelling:

+ Sensory Elements:
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Physical
Movement
Consider the physical actions

users might perform.

« Body Gestures: How can users use their body to interact?

Are there specific gestures for actions?

« Comfort: Ensure that physical movements are

comfortable and won’t strain the user.

» Body Gestures:

« Comfort:

®

Viewpoint
Design
Plan how users will experience

changes in their viewpoint.

« Transitions: Describe how users will transition between

different viewpoints or areas.

+ Avoid Discomfort: Detail strategies to prevent motion

sickness or disorientation during viewpoint changes.

« Transitions:

- Avoid Discomfort:

Embodiment
Describe how users will feel

connected to the virtual world.

« Physical Presence: Explain how users will experience
embodiment, such as using hand gestures or full-body

interactions.

+ Physical Presence:

Start Learning Today:
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User Training
Think about how you will guide
your users to understand and

master selected interaction

techniques.

Outline how you will ensure your users are comfortable and

confident with the chosen VR interactions.

(—
(—

()

Testing and Iteration
Emphasize the importance of
continuous testing and refining

the interaction model.

« Feedback Loop: How will user feedback be collected and

incorporated into improvements?

« Iteration: Explain how the model will evolve based on

testing results.

Additional Features
List any unique or innovative
features that enhance user

engagement.

» Wayfinding Aids: Explain how users will be guided

through the environment.

» Multimodal Inputs: Describe if users can engage using

various methods like voice, gestures, and controllers.

» Wayfinding Aids:

» Multimodal Inputs:

Start Learning Today:
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Do You Want to Learn More?

Enhance the power of this template by enrolling in our online course, UX Design For Virtual

Reality. Learn how to build and elevate your UX portfolio throughout the course.

UX Design For Virtual Reality
@M ' Intermediate Course

Join us on a thrilling voyage into the world of Virtual Reality (VR) design! This fascinating course equips
you with the skills and knowledge necessary to craft your very own extraordinary VR experiences with
UX Design. Dive deep into the foundational principles, industry-level techniques, and best practices
essential to design engaging user interfaces and interactions in VR.

Virtual Reality has revolutionized our interaction with and understanding of the digital world. It offers us
endless opportunities to enrich our lives with magical experiences, deepen our learning potential and
transport us to incredible places. Yet, the journey of creating seamless and immersive user experiences
in VR presents unique challenges. UX Design for Virtual Reality equips you with the expertise to surmount
these challenges and unleash the full potential of VR.

Throughout this course, you’ll go on a comprehensive exploration of the UX for VR design process,
guided by principles and guidelines that define successful VR experiences. Engage in practical activities
and stimulating discussions, covering topics such as using narrative as a design tool , optimizing comfort
and safety in VR, and how to harness the power of VR to make a lasting impact.

By completing this course, you’ll earn a prestigious, industry-recognized Course Certificate to include
in your resume, LinkedIn profile or website.

Learn more about this course >
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How to Advance Your Career
With Our Online Courses

Take Online Courses Get a Course Advance Your

by Industry Experts. Certificate. Career.

Lessons are self-paced so you'll Your answers are graded by Use your new skills in your

never be late for class or miss experts, not machines. Get an existing job or to get a new job

a deadline. industry-recognized Course in UX design. Get help from
Certificate to prove your skills. our community.

See all our courses )

About the Interaction Design Foundation

With over 140,000 alumni, the Interaction Design Foundation is the biggest design school globally.
Industry leaders such as IBM and Adobe train their teams with our courses, and universities such as MIT
and the University of Cambridge include our courses in their curricula. Our online courses are taught

by industry experts and cover the entire spectrum of UX design from beginner to advanced. We give
you industry-recognized course certificates to advance your career. Since 2002, we’ve put together the
world’s biggest and most authoritative library of open-source UX Design literature created by such
noted authors as Don Norman and Clayton Christensen.

INTERACTION DESIGN

FOUNDATION
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