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[Abstract]

Virtual reality (VR) provides users with direct interaction with a 360-degree field of view, enabling an impossible experience
in reality. However, if flat design is applied, it can harm users' sense of immersion, so research on user experience is needed.
Thus, this study seeks to improve the user experience by proposing a “diegetic”-type design that provides a natural description of
objects existing in the virtual world. By analyzing the interface form of VR content and analyzing previous papers that presented
appropriate designs, text, image, and sound elements could be extracted. Therefore, book, sketchbook, and radio were placed in
the content to provide them in a diegetic format. To compare and analyze the effectiveness of the design, three stages of VR
content were designed and produced, and we plan to experiment with which format of interface design users better understand and
achieve their goals. In the future, this study could be used as useful data for tutorial design of VR content.
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Flat Ul example of
Screen—space
mode

Flat Ul example of
World-space mode

Three—dimensional
Ul example of
World-space mode
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CPU Qualcomm Snapdragon
Display 2x1832x1920 (4K), .
60/72/80/90/120Hz Fast—switch LCD
Memory | Android 10
(O] 256GB
Weight 503g
Battery 3640mAh
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Table 4. List of actions based on level

Stage Level 1 Level 2 Level 3

Place the
appropriate gear
and replace the
battery

Choose the right | Press the

color and shape | appropriate
of objects and piano keys
arrange them

Description

The green circle | The white The red gear
is the first one. | keyboard is third | has a circle

The blue square | from left, fifth, | shape in the

is the second and second middle, the blue
one. from right. gear has a

The red triangle | The black triangle, the

keyboard is third | green gear has

from the right. a circle, and the
purple gear has
a square shape.
The battery is at
the bottom + at
the top —.

o0
=

Text is the third.

1 2 3
mage | @ M A

bidhenihed

Table 5. Content images

“The green “ The white “ The red gear
circle is the first | keyboard is third | has a circle
one. from left, fifth, shape in the
The blue square | and second middle, the blue
is the second from right. gear has a

one. The black triangle, the

Sound | The red triangle | keyboard is third | green gear has

is the third. ” from the right. ” | a circle, and the
purple gear has
a square shape.
The battery is at
the bottom + at
the top —. ”
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