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USER INTERFACE FOR INFORMATIONAL INPUT IN VIRTUAL REALITY 

ENVIRONMENT 

CLAIM OF PRIORITY 

 [0001] This application claims priority to Chinese Patent Application No. 

201610958077.9, filed on October 27, 2016, and U.S. Patent Application No. 5 

15/794,814,filed on October 26, 2017, which is incorporated by reference in its entirety. 

BACKGROUND 

 [0002] Virtual Reality (VR) technology uses computer processing, graphics, and 

various types of user interfaces (for example, visual display goggles and interactive 

controllers held in one or more hands) to produce an immersive, user-perceived three-10 

dimensional (3D) environment (a “virtual world”) with interactive capabilities.  In a VR 

scenario, a variety of operable virtual keys can be provided for the user.  The user can 

trigger corresponding inputs by selecting these operable keys to interact with the VR 

scenario. 

SUMMARY 15 

 [0003] The present disclosure describes informational input in a virtual reality 

(VR) environment. 

[0003a] According to one aspect of the present disclosure, an input method for 

input based on a VR scenario is provided. The method includes: receiving an input 

enable instruction; presenting an input start point and several virtual keys in the VR 20 

scenario, wherein a location relationship defines an association between the input start 

point and the several virtual keys, and the location relationship indicates one or more 

available moving tracks between the input start point and each virtual key that do not 

interfere with other virtual keys; determining whether a focus of attention reaches the 

input start point; in response to determining that the focus of attention reaches the input 25 

start point, activating a virtual key input detection ; determining, when it is detected that 

the focus of attention moves from the input start point to a first virtual key, that the 

virtual key is input by a user; and terminating the virtual key input detection. An 

apparatus for input based on a VR scenario is also provided. The apparatus includes 

multiple modules configured to perform the above method.  30 

 [0004] In an implementation, responsive to receiving an indication of an input 
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initiation, an input starting point and multiple virtual keys are presented in a virtual 

reality scenario. Each of the multiple virtual keys has at least one noninterfering path 

from the input starting point to the each virtual key. The noninterfering path is not 

interfered by any other virtual keys.  Displacement data of a focus of attention is 

received from sensing hardware. Responsive to determining that the focus of attention 5 

reaches the input starting point based on the displacement data, detection of a virtual 

key input is activated. Responsive to detecting that the focus of attention moves from 

the input starting point to a first virtual key, it is determined that the first virtual key is 

input; and the detection of the virtual key input is terminated. 

 [0005] Implementations of the described subject matter, including the 10 

previously described implementation, can be implemented using a computer-

implemented method; a non-transitory, computer-readable medium storing computer-

readable instructions to perform the computer-implemented method; and a computer-  
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CLAIMS 

 

1. An input method for input based on a virtual reality scenario, the method comprising: 

receiving an input enable instruction;  

presenting an input start point and several virtual keys in the virtual reality scenario, 

wherein a location relationship defines an association between the input start point and the 

several virtual keys, and the location relationship indicates one or more available moving tracks 

between the input start point and each virtual key that do not interfere with other virtual keys; 

determining whether a focus of attention reaches the input start point;  

in response to determining that the focus of attention reaches the input start point, activating 

a virtual key input detection ;  

determining, when it is detected that the focus of attention moves from the input start point 

to a first virtual key, that the virtual key is input by a user; and  

terminating the virtual key input detection, 

wherein the method further comprises:  

collecting a moving track of the focus of attention during the virtual key input detection, 

when it is detected that the focus of attention departs from the input start point and then stops 

moving or changes a moving direction before reaching a region where any virtual key is located; 

and 

determining that a target virtual key is input by the user and terminating the virtual key 

input detection, when the moving track of the focus of attention meets a plurality of conditions, 

wherein the plurality of conditions comprise: 

a distance from any point P on the moving track of the focus of attention to a straight line on 

which a preset line segment OA is located is in a first preset threshold interval;  

a first length of a projection of  on  is in a second preset threshold interval; and  

a second length of a projection of  on  is in a third preset threshold interval, 

wherein O is the input start point, A is a point pre-selected from a region where the target 

virtual key is located, and B is a point where the focus of attention dwells when it is determined 

that the focus of attention stops moving or moves in a reverse direction. 
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2. The method of claim 1, wherein: 

when the several virtual keys are arranged in a straight line, the input start point is located at 

either side of an elongated area formed by the several virtual keys. 

 

3. The method of claim 1, wherein: 

when the several virtual keys are arranged in an arc, the input start point is located at an 

inner side of an arc area formed by the several virtual keys. 

 

4. The method of claim 1, wherein: 

the several virtual keys are arranged in a ring and the input start point is located at an inner 

side of an inner circle of the ring formed by the several virtual keys. 

 

5. The method of claim 1, further comprising: 

presenting an animation or an auxiliary line in the virtual reality scenario when the input 

enable instruction is received, so as to prompt the user how to input a virtual key. 

 

6. The method of claim 1, further comprising: 

changing a presentation effect of the focus of attention when the virtual key input detection 

is activated. 

 

7. The method of claim 1, wherein: 

a gap exists between each two closest virtual keys of the several virtual keys. 

 

8. An apparatus for input based on a virtual reality scenario, the apparatus comprising a 

plurality of modules configured to perform the method of any one of claims 1 to 7. 

 




