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ABSTRACT

Today, the field that actively utilizes HMD, which is a representative implementation device
of virtual reality, is game. We have frequently used interface design using metaphor to user
interface of HMD based virtual reality game. The purpose of this study is to find out the
metaphor types that appear in the game interface of the virtual reality FPS genre of HMD
devices, which is a new medium. As a result of research, the metaphor types appearing on
multiple interfaces have navigation, predictability-based, familiarizing, and physical world
metaphor in terms of information perception and predictability-based and familiarizing metaphor
in term of control action. It is considered possible to construct a correct mental model. It is
expected that the stability-based metaphor to prevent user mistakes and the presentation
metaphor to identify the identity of information space will be needed in the future.
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