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Interfacing with VR Content 

When using a VR headset or an AR device such as a phone or goggles, the browsing 

experience to access content is ‘served via a two-dimensional (2D) paradigm’ (Anglaret, 

2017)1. A controller, touch or gaze (and sometimes virtual keyboards) are used in AR 

and VR to simulate a conventional mobile or desktop interface. 

The consequence of this is that the user may have to ‘break away from what is intended 

to be a visual experience to engage in 2D interactions in a three-dimensional (3D) 

environment, which can be tiring and frustrating of users seeking an immersive and 

intuitive VR experience’ (ibid) 

A 3D world representation can be used to use virtual objects that represent ‘geolocalised 

content’ into a VR or AR environment. ‘The 3D world representation may be a part or 

full representation and may include both real and imaginary elements’ (ibid). 

   

AR virtal globe showing gelocation places in the physcial world 
(Anglaret, 2017) 

Geolocalised content is content that is ‘relevant to the real or virtual location associated 

with the VR or AR environment the user is exploring’ (ibid) For example, a virtual map or 

 1 Anglaret, T., 2017. Geo-Located Content in Virtual and Augmented Reality. Technical Disclosure 
Commons. (Available at: https://www.tdcommons.org/dpubsseries/716)
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globe that a user can stand on to have content presentation to them in a 3D surround 

view. 

   

VR map with a virtual pointer to access content (Anglaret, 2017) 

‘Because the content is associated with a geolocation, the spatial 
context of the content can be used to curate the content. The spatial 

relationships between geolocated objects in a VR or AR environment, 

and between the geolocated objects and the VR/AR user, allow the 

content to be curated to be relevant to the user’s physical or virtual 

location, or to more closely match trending searches or activity related 

to the place or object with which the content is related’ (ibid).


