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• Breaks 2d barrier of the screen

• Adds a sense of physical 

presence 

• Participate in the scene 

through natural interactions
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Staging and Composition
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Manipulating Time
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Character Interaction 
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Interaction in VR Cinematics

• Interactions can produce many edge cases and ‘what if’ 

scenarios

• Don’t distract from telling the story

• Find natural points in the scene for interactions

• Immediate, unmistakable reactions to player work best

• Add physical and mental reactions to player input
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Verbal Dialogue

• Needs speech recognition tech

• Choice based dialogue add more 

depth

• Mechanic feels less natural in VR
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Summary

• Engage Player with Story first

• Acknowledge Player Presence

• Allow for Player Participation

• Don’t distract from the Story

• Player comfort is key



Thank you, have a nice day…

Email: Gabor.Soos@sony.com

Twitter: @gabor_soos

LinkedIn: linkedin.com/in/gsoos-anim
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