Quantifying 3D Pointing:

Characterizing What Happens During Pointing Selection in Virtual Reality
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MOTIVATION ANATOMY OF 3D POINTING
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Throughput 4) Modalities don't work in

isolation during 3D pointing
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DESIGN IMPLICATIONS Measure Performance User Experience Ratings
Value

Accuracy Speed Throughput Task Load Exertion Additional

3D pointing interactions should
e Improve tolerance for less "stable” pointing; High p— High * High *

e Prioritize movement speed over pointing accuracy
e Prioritize latency over sensing accuracy
e Consider coordination among different modalities
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Higher measure value means more movement during pointing selection
" indicates "better” performance and experience
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