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This study reviewed research and design directions on VR-Tangible interaction and explored
market-driven approach of VR-tangible interaction applications. As a case study, we studied
autism remedy system based on VR-tangible interaction design. Literature and field study has
done on autism and its remedy methodologies. Based on observation process about patients,
therapists, and remedy programs, interaction factors for autism remedy are found and then
design strategy, system configuration, and remedy contents scenarios are set up to solve time
and resource problems, presence problems, and efficiency issues of remedy results.
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