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Abstract

Goal: Based on the gesture interaction technology and the characteristics of VR music game, this
paper designs the VR music game gesture game with the theme of Guqin, and provides ideas for ex-
ploring the application of VR gestures in other fields. Method: By analyzing the technical elements
of gesture interaction and the experience elements of VR environment, this paper puts forward
the design principles and design directions of VR Guqin game, which provides design theory and
method for exploring the sound play method combined with VR gesture. Conclusion: With the de-

CES| M WML, oL ETFRACE MW S VR FIFPUERTID]. #it, 2023, 8(4): 3917-3923.
DOI: 10.12677/design.2023.84482


https://www.hanspub.org/journal/design
https://doi.org/10.12677/design.2023.84482
https://doi.org/10.12677/design.2023.84482
https://www.hanspub.org/

TNIAT, EAL

velopment of information technology, people’s demand for game interaction is increasing day by
day. As a new medium of human-computer interaction, VR equipment and gesture interaction have
become a new trend. In this paper, VR is used as an environmental medium, combined with the in-
teractive mode of gesture tracking and the visual performance of Guqin music to design the sound
game method, and the unique rhythm experience of Guqin music is constructed with the easy-to-use
game operation mode, which provides a design idea for the music game method combined with VR
gesture.
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Table 1. Different types of gesture interaction technology
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Figure 1. 26 key points of hand bones
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Figure 2. Unity rendering window real-time hand tracking
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Table 3. Guqin basic gestures
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Figure 3. “Tone wave” rhythm feedback design
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Figure 4. Gesture diagram
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