
















● Hand does grasp animation

● Hand stays connected to the PlayStation®Move





● Visual issues break immersion



● Hand does grasp animation

● Hand snaps or interpolates to fixed connection 

pose





● Disconnect breaks immersion



● Hand does grasp animation

● Hand interpolates to fixed connection position

● Hand orientation controlled by the Move





● No visual issues to break believability (if you 

apply limits)

● The hand still feels connected





































● The interaction system works with either hand



● Gameplay design and art design go hand in 

hand



● Sometimes intuitive means NOT using 

hand interactions



● Keep it simple

● Use the context to determine the action

● Make it feel real rather than be real

● Respect the rules of your world




