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Interactive Interface Design Through VR Hand Tracking
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ABSTRACT

In order to use the VR HMD, operation through separate controllers in both hands is required. Methods for text input
in VR include a method of selecting virtual keyboard keys on the screen one by one using a controller, a method of
inputting through a keyboard that is a resource of a computer by connecting a computer and VR, or a method of
inputting through a keyboard that is a resource of a computer by purchasing a wireless keyboard in VR and wireless
keyboard connection method. As such, the text input method in current VR equipment causes inconvenience and additional
costs to users. For these reasons, most of the VR-related contents are limited to simple functions such as games or
viewers, and there is a risk that VR equipment will be recognized as a simple game machine. Therefore, in this study, a
multi-input interface using hand tracking provided by the Oculus Quest2 device is designed and partially implemented.
Through this, it is expected that various tasks such as document work and business processing as well as games can be
conveniently used using VR equipment.
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Fig. 4 VR environment keyboard interface with hand
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