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| VR Games & Experiences
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ANSSEMBLY

Gear VR & Console
Cardboard & PC

PC Gear VR

y



The WHY behi nd the Dos and




Best practices for VR, from seven devs The Dos and Don' ts of
working with the Oculus Rift Virtual Reality Gaming

Ten tips to help creatives get real
with virtual reality

10 things you need to know before i i
developing for the Gear VR Design Tips For VR Games

TEN DO'S AND DON'TS TO IMPROVE

COMFORT IN VR
VR Best Practices, Eliminating Motion Sickness

Virtual reality needs tweaks

More women than men get motion sickness with Occulus Rift, a virtual reality headset.

'Virtual nose' may reduce simulator sickness in video games '



Make more 1 nformed de



‘Don't put a helmet on
the player!”

“Don't scroll big blocks of text
on screen!”

“Don't move the camera

without input!” '
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| Frame of Reference

Wrong Frame of
Reference




| Frame of Reference

= Sickness!




| Frame of Reference

Natural Reaction







@ | On-Rails Movement

Smash Hit VR Rollercoasters

A Linear movement A Acceleration
A No acceleration A Sudden, jerky rotation




| Framerate







“"Make sure you
use ASTC.”

“Enable texture
compression!”




@ | Bandwidth

200+GB/sec 10+GB/sec
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