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hello! i develop vr
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some games i helped make
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vr dev experience
early fan - developer - vr judge - obsessed
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overview
context - enemies - key takeaways - Q&A



Title Text
● Body Level One 

● Body Level Two 
● Body Level Three 

● Body Level Four 
● Body Level Five
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context



Title Text
● Body Level One 

● Body Level Two 
● Body Level Three 

● Body Level Four 
● Body Level Five
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Title Text
● Body Level One 

● Body Level Two 
● Body Level Three 

● Body Level Four 
● Body Level Five
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focus on gen 0 & gen 1 VR
context:
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little is set in stone
takeaway 1
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focus on AAA, Unity & Android
context:
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explore all VR platforms 
takeaway 2
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know thy enemies
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enemy #1
sickness
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enemy #2
performance
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enemy #3
overheating
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key takeaways
60FPS - optimization - presence - VR as an app
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best practices : 60 FPS



24

stylized aesthetic
takeaway 3
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don’t render user avatar (?)
takeaway 4
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build discrete pockets of content
takeaway 5
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50k triangles per eye & < 100 draw calls
takeaway 6
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200mb memory footprint
takeaway 7
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love your texture atlases 
takeaway 8
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optimization
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optimize GPU then CPU
takeaway 9
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minimize transparency
takeaway 10
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build mobile-specific debug tool
takeaway 11
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shader optimizations++
takeaway 12



35

no post-processing FX
takeaway 13
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presence
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headphones are a must
takeaway 14
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3D audio required : binaural not ready
takeaway 15
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< 10 3D audio sources per scene
takeaway 16
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tuning 3D audio sources takes time
takeaway 17
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build no-touch controls
takeaway 18
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design for couches
takeaway 19
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VR + mobile app
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build modular experiences
takeaway 20
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don’t forget about metrics
takeaway 21
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review



1. little is set in stone 
2. explore all VR platforms 
3. use a stylized aesthetic 
4. don’t render user avatar (?) 
5. design for pockets of 

interaction/content 
6. limit poly count to 50k per eye 
7. stay within 200mb memory 

footprint & < 100 draw calls 
8. love your texture atlases 
9. optimize gpu then cpu 
10. minimize transparency 
11. build mobile-specific debug tool 

12. shader optimizations FTW 
13. no post-processing FX 
14. headphones are a must 
15. 3D audio required : binaural not 

ready 
16. use < 10 3D audio sources per 

scene 
17. tuning 3D audio sources takes 

time 
18. build no-touch controls 
19. design for couches 
20. build modular experiences 
21. don’t forget about metrics
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mobile vr dev checklist
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WemoLab is hiring VR devs!
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Thank You!

mailto:ben@wemolab.com


• Kite & Lightning - DK2 - linear storytelling 
• Don’t let go - DK2 - potential of presence  
• Sleepy hollow - DK1 - integration of VR & video 
• The Chair - DK2 - early gaze-tracking potentiality 
• Spotlight stories (windy day) - Cardboard - lightweight storytelling 
• Felix & Paul videos - top-tier VR video content 
• Omega Agent - Gear VR - great style 
• Darknet - Gear VR & DK2  - aesthetic and feel 
• Time Rifters - DK2 - FPS with unique twist 
• harmonix Music VR - Gear VR - gaze tracking and casual play
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recommended VR


