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- There is an unavoidable disconnect the user experiences between 
their real and digital body while in VR. Therefor the goal of this UI was 
to minimize that disconnect as much as possible. The user should be 
able to interact with this interface without looking at their body.

- The placement of these On-body inventory slots works best when 
placed at the anatomical limits of the player’s limbs, such as when 
rreaching behind your back, or with your arms at your sides. 
Other locations that worked were the side of the head and resting 
hands on hips.

- Its hard to overshoot these locations and they are at the natural limits 
of the user’s locomotion, making exellent reference points to place 
interactive interfaces for the user since the user will always know when 
their limbs are fully extended.

-- Triggering a small vibration in the controller whenever the user’s hand
overlaps one of these spots added the neccessary feedback to anchor
these locations in the player’s mind.



UX | Backpack UI/Mechanics |

Wandering Light VR

- In order to access their inventory the user has to use one of their 
hands to take off the backpack and use their other hand to interact 
with items. This means that at any given time the player is unable to 
use one of their hands until they put the backpack away.

- This is designed to make the player vulnerable by taking away the 
player’s ability to reload while interacting with their inventory. This 
enencourages players to plan ahead.

- The limited capacity of the backpack means the player will rarely ever 
feel fully equipped and at a constant disadvantage. It also means that
players will have to make choices about what resources to keep and
which to leave behind, which encourages more strategic and 
conservative play. 


