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Types of Reality and 
quick overview

Virtual Reality (VR) infers a total inundation experience that closes out 
the physical world. Utilizing VR gadgets, for example, HTC Vive, Oculus Rift 
or Google Cardboard. Users can be transported into a various genuine 
world and envisioned situations, for example, the center of a screeching 
penguin state or even the back of a monster.

Augmented reality (AR) adds digital elements to a live view often by 
using the camera on a smartphone. Examples of augmented reality 
experiences include Snapchat lenses and the game Pokemon Go.

In a mixed reality (MR) experience, which combines elements of both 
AR and VR, real-world and digital objects interact. Mixed reality 
technology is just now starting to take off with Microsoft’s HoloLens one 
of the most notable early mixed reality apparatuses.
Relating Conventional Design to 3D experience

Read  full article :
https://www.forbes.com/sites/quora/2018/02/02/the-difference-between-virtual-reality-augmented-reality-and-mixed-reality/#374bb2702d07



“…The concept of GUI (Graphical user interface) resolves around the concept of direct 
manipulation (DM) Where the user uses some input device to directly manipulate the 
content on a 2D display and gets immediate feedback of the action like point and click, 
click and drag.

The VR on the other hand is a different medium, where the content is not only displayed 
in a true three-dimensional (3D) environment, but also because of the VR device, the 
user loses the ability to directly observe the input devices, e.g., mouse and the keyboard, 
which renders the current DM (direct manipulation) user interface paradigm not well 
suited for 3D immersive VR environments.  For an immersive VR environment, it is 
necessary to explore different types of user interface paradigms that are better suited 
for natural user interaction (NUI) without means of a physical input device. 

A natural user interface (NUI) allows people to interact with the technology without the 
need of intermedial devices for the user interaction; these interactions rather take place 
directly using hand gestures or body movements”

Read  full article :
https://www.mdpi.com/2076-3417/9/22/4861

Concept of GUI 



Some examples of NUI



Some examples of NUI



UX/UI for VR/AR vs WEB and mobile

1. Understand the people and the platform you designing for
No matter what product you we designing  and what platform, we shall always do 
research who the audience is , along with personas user mind maps supported with 
user behaviours . Also deep understanding of the product requirements and future 
visions of what direction that product might go. 



2. Visualise the process of interaction
Making a plan on how the users will interact with our product is very important and 
apply for both web and VR . The difference here is that while designing User 
experience for web , our users are more of observers , more e of a passenger of our 
product , where in VR they are in the driver seat. They actively discovering and 
creating content with tools provided. 

It’s all about planning and the whole process behind it…

UX/UI for VR/AR vs WEB and mobile



“An hour of planning can save you 10 hours of doing.”
Quote by Dale Carnegie.



4. Make VR UI comfortable and accessible for users.

Things that apply to VR:

When designing for VR , always consider the capabilities of people who will use the 
product. 

Consider the task and requirements. 

a) Will there be a full GUI (Graphical user interface) interaction, like home panels, 
supportive panels ? Or short instructions will do the job . 

b) How much time the user will spend reading the text. 

c) Can they close it and how quickly will they be able to access and open them up 
again .



How will your users interact with panels or objects in VR space?

VR is a very new medium and many people are yet not as familiar with it as using 

web and mobile phones.  It is very easy to get super excited and come up with a 

new, cool ways of interaction patterns, something unique , never seen before. But 

this sort of patent needs to be tested with thousands of users before applying it  

Some examples to follow during the design process:
Use UI with visible controls in the VR filed of view - Visible controls are used across 

web and mobile apps, it is something that will decrease  user’s learning curve 

within your app and user will feel powerful and motivated as they will know how to 

use it immediately.

Watch for cognitive load - “…Too much data and forcing the brain to accommodate 

all these data , frustrate the user and leads them to abandon the task.”

Allow user to interact with the digital world in the sane way we interact with the 

physical world. Additionally we should use VR powers and apply visual feedback on 

hover items to lead the user to the correct objects, panels. 
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5. Design comfortable interactions



This can be a tricky task. If you designing onboarding systems for VR , remember 
that too much text can be very hard to read or even frustrating , instead try to 
create small instructions UIs with task followed. Where the user can learn at the 
same time. 

Keep the density lower than what we are used to seeing on a computer / phone 
screen.  It doesn’t need it all to be placed in the cone of focus as the user can move 
their head and explore. 

Keep the primary content as a cone of focus and direct the user for the secondary 
content.  For this scenario curved shaped panels works best because they creating 
sense of content continuation

UX/UI for VR/AR vs WEB and mobile

6. Design onboarding scenarios, use a task feature if you can !

7. Don’t condense too much content in one place. Link to the video: https://vimeo.com/175487971



Keep all panels and pop up’s 2-3 meters away form . This is also a safe distance for 
the user to be able to read. 
 

Your will also want the user to use their eyes as little as possible when interacting 
with UI. So it is important to try to centre it for them and cover enough but not 
more than 1/3 of the visible screen space. Also make sure to prior

UX/UI for VR/AR vs WEB and mobile

7. Don’t mess with UI distances .





Types of spatial UI
VR/AR is all about three dimensions, and the user interface is no longer con!ned to a "at rectangular screen or surface. 
So, it’s essential to understand spatial design and spatial UI elements a little better.

Follow-along – UI elements follow the user as they move through 
the environment and are not fixed. A real-world example of this 
would be the dashboard of your car.

World-locked – UI elements have a specifically assigned space within 
the environment and do not move. In the real world, examples of this 
are street signs, traffic lights or crosswalk indicators.
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Usefull resources
Links

Books

https://www.uxofvr.com/

http://vovakurbatov.com/articles/10-rules-of-using-fonts-in-virtual-reality

https://uxdesign.cc/how-to-design-an-engaging-vr-app-4111770b4e12

https://www.roadtovr.com/

https://www.interaction-design.org/courses/how-to-design-for-
augmented-and-virtual-reality


