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A Study on Proposing an Interaction Design Prototype that Reflects
User Behavior Elements for VR Collaboration Tool
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Abstract Today, the development of new technologies due to the 4th industrial revolution requires work
performance methods such as non-face-to-face collaboration. In response to this, various VR collaboration tools
are emerging, but VR collaboration tools for brainstorming, which are used in collaboration or design
development work, are not provided. Therefore, despite the advantages and possibilities of VR for
non-face-to-face collaboration, there are limitations in practical use. Accordingly, the development of VR
collaboration tools in a digitalized work environment is necessary, and research on UI design development for
this is required. The purpose of this study is to propose a VR collaboration tool prototype by developing an
interaction Ul design that applies user hand behavior elements that appear during collaboration sessions through
user research. This study was a qualitative study. The research method was to conduct user research through
observation and in-depth interviews, and as a result of analyzing the data obtained from this, five types of user
hand behavior elements were derived. In this study, an interaction Ul design was developed that reflects hand
gestures as behavioral elements. And using Unity and the Oculus Integration SDK Kit, we created a prototype
VR collaboration tool that can be used without a controller. As a result of conducting a user evaluation of the
prototype produced in this study, it was found that users had difficulty making hand gestures accurately, and it
was possible to find areas for improvement in Ul design. It is expected that this study will help develop
interaction UI design for VR collaboration tools that can increase work efficiency.
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