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Virtual Reality (VR) presents unique challenges and opportunities in digital 
experiences, requiring careful planning and execution. This VR Design Document 
serves as a comprehensive guide for the development team, outlining the vision, 
goals, and technical specifications necessary to create an immersive and user-
friendly VR application.

When multiple companies develop VR applications, consistent design is crucial 
for several reasons:

1. Enhancing User Experience (UX)

A standardized design across VR applications makes it easier for users to 
navigate and interact with different apps. Users don’t have to relearn controls or 
UI layouts each time they switch applications.

2. Reducing Motion Sickness & Discomfort

Inconsistent locomotion, FOV changes, or UI placement can lead to 
disorientation or motion sickness. Following common VR comfort guidelines 
ensures a smoother experience for users across various apps.

3. Streamlining QA and Development

Developers and testers can work more efficiently when design patterns are 
consistent. Standardized UI/UX elements reduce the need for extensive 
retraining of QA teams.

4. Increasing Adoption & Engagement

Familiar design makes VR more accessible to newcomers. If users have a 
frustrating experience due to inconsistencies, they may abandon VR apps more 
quickly.

Outlined in this document is everything that needs to be defined in order to 
ensure design consistency while including examples from LuminousXR’s in-
house design standards.

Introduction
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Branding is a critical component of VR design, ensuring a consistent and 
recognizable identity across all virtual experiences. This section outlines the 
standards for incorporating branding elements into VR applications while 
maintaining usability and immersion. See the below examples for details that 
should be included.

Branding

The company logo should be placed in a non-intrusive but visible location within 
menus, loading screens, and key UI elements. 
 
Avoid placing logos in immersive 3D environments where they may disrupt 
realism. 
 
Use high-resolution textures for logos to prevent distortion or blurring. 
 
Maintain clear space around the logo to avoid visual clutter.

Use the official brand colour palette for UI elements, highlights, and interactive 
components. 
 
Ensure colours meet accessibility standards for readability and contrast, 
especially in dimly lit VR environments. 
 
If applicable, provide dark and light mode variations to enhance user comfort.

Logo Usage

Colour Scheme

LuminousXR Orange
#FF3300

Luminous Dark Gray
#1D1D1D

Company Logo
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Utilize the company’s designated typeface for UI text, menus, and notifications. 
 
Fonts should be legible at various distances in 3D space, avoiding overly 
decorative styles. 
 
Maintain a consistent text hierarchy for titles, subtitles, and body text to enhance 
readability.

The splash screen should prominently feature the company logo and adhere to 
the brand’s colour scheme. 
 
Ensure high-resolution assets to maintain a polished appearance. 
 
Include an animated or static background that complements the brand’s visual 
identity without causing discomfort in VR. 
 
The splash screen duration should be optimized to minimize wait time while 
ensuring brand recognition. 
 
Implement a subtle audio cue or short branded sound effect to enhance 
recognition. 
 
Avoid excessive brightness or motion that could cause discomfort in VR users. 
 
Ensure compatibility across various VR headsets and platforms.

LuminousXR Typography Standards include

Title font - Barlow Bold
Subtitle Font - Barlow Medium
Body Text font - Raleway Medium

Typography

Application Splash Screen & Loading Screens
A VR application splash screen is the initial visual display that appears when a VR 
app is launched. It typically includes the app’s logo, name, or branding elements 
and serves as a loading screen while the app initializes. Include & outline 
any additional or supporting files required such as any pre-approved audio, 
background music, etc. Details to include in your Design Standards could include 
the following:
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LuminousXR Application Loading Screen

LuminousXR Application Splash Screen

Branding
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By including these branding guidelines, VR applications will maintain a cohesive 
identity, enhance user recognition, and provide a seamless branded experience 
across all platforms and applications.

Application Icon
A VR application icon is the graphical representation of a VR app, used in various 
places such as the VR headset’s home menu, desktop launchers, or app stores. It 
serves as the app’s visual identity and helps users quickly recognize and launch it.
Depending on the hardware of choice, ensure to include examples that meet the 
technical requirements such as on Meta Quest devices, a 512x512 PNG (RGVA, no 
Transparency) must be provided.

Key Features of a Good VR App Icon:

•	     Clear and Simple Design – Avoid excessive detail, as icons are often small.

•	     Recognizable Branding – Should match the app’s style and theme.

•	     Scalable – Looks good in various sizes (e.g., 256x256, 512x512, etc.).

•	     No Text (if possible) – Icons should communicate visually without relying on 
words.

•	     Square Aspect Ratio – Most platforms require a 1:1 ratio (e.g., 512x512 px).

•	     Transparent or Solid Background – Depending on platform requirements.

Branding

LuminousXR Application Icon
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Within LuminousXR, we incorporate three different games modes, each with 
differing functionality, in our applications. Including relevant details on these 
games modes ensure that all applications follow consistent standards. Details 
and examples of each can be found below. 

Key functionality such as how Practice & Assessment mode should function 
MUST be included in this section. Ensuring that the application developed fits 
your needs.

Game Modes

Assisted learning is a game mode designed to guide and teach users the correct 
steps & procedures. Users should be guided to locations, interaction points, 
and key learning material. Performing procedures & steps should be guided 
by interfaces, overlays, highlights, and informative arrows where necessary. 
Functionality that is to be included in this game mode can be found on the table 
at the end of this section.

Practice mode is a game mode designed to test the user’s knowledge on the 
correct steps & procedures. All guidance such as highlights, user interfaces, & 
rotational arrows should NOT be available. The user should be able to perform 
incorrect steps (Out of sequence steps) to fail, but upon failing, the user will be 
told they can retry from the previous step with the user being taken back to 
attempt again.

Assessment mode is a game mode designed to officially test a user’s knowledge 
on the correct steps & procedures. They should NOT be guided to perform 
activities, so features such as interfaces, overlays & highlighted should NOT be 
available in this mode. To organize an assessment mode session, a user must 
use the “Portal” for the relevant project and create a session. The user should be 
able to perform incorrect steps (Out of sequence steps) to fail, upon failing, the 
user will be told they have failed, and the session will end. Following which they 
will be returned to the lobby. If a session is deemed successfully completed the 
session in the portal will update as passed and they will be returned to the lobby.

Assisted Learning

Practice

Assessment
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Functionality Assisted Learning Practice Assessment

Guidance UI Yes No No

Visual Cues Yes No No

Ability to Fail No Yes Yes

Multiuser Yes (Required Portal 
Session)

Yes (Required 
Portal Session)

No

Singleuser Yes Yes Yes (Required 
Portal Session)

Audio Yes Yes Yes

Game Modes
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Ensuring consistent controls and buttons in your VR applications is important for 
several reasons:

1. Improves Usability & Accessibility

Users should not have to relearn controls every time they switch apps. 
Standardized button mappings (e.g., grip for grabbing, trigger for selecting) make 
interactions more intuitive and efficient.

2. Reduces User Frustration

Inconsistent controls can lead to confusion, errors, and a steep learning curve. 
Users expect common functions (like menus, locomotion, and interaction) to 
behave similarly across VR apps.

3. Enhances Immersion

When controls are predictable, users can focus on the experience itself rather 
than struggling to remember button mappings. Disruptive controls break 
immersion and reduce engagement in the VR world.

As the standard layout of VR device controllers has been standardized, You 
can include standard button mapping in your design document to ensure 
consistency. Below is an example illustration & assigned controls

Controls & Buttons

VR Controls

Meta Quest 3 Controller

1

2

3

4

5

8
67
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Button Purpose

1. Grab Button To grab virtual objects.

2. Y Button Not currently used.

3. X Button To Teleport.

4. Menu Button To access the hand menu.

5.1 Left Analog Stick To rotate your view.

5.2 Right Analog Stick To rotate your view.

6. A Button To Teleport.

7. B Button Not currently used.

8. System Button To open the system menu.

9. Trigger Button To select interfaces. (Not Illustrated)
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Hand Tracking
Hand tracking allows users to interact naturally within VR environments without 
controllers. This section shows an example for standardization for gesture 
recognition, UI interactions, comfort, and performance to ensure a consistent and 
intuitive experience if your application is to use hand tracking.

Additional information to outline on hand tracking could include UI & Visual 
Feedback, Interaction Zones & Reachability & Comfort & Accessibility 
considerations.

Controls & Buttons

Gesture Function Use Case

Point & Pinch Select or interact with UI 
elements

Pressing buttons, se-
lecting objects

Grab & Release Pick up and drop virtual 
objects

Object manipulation

Palm-Up Menu Open an in-game menu Accessing settings or 
inventory

Swipe & Drag Move objects or scroll 
through UI

Moving elements in 
space

Push & Tap Press virtual buttons Interacting with panels

Custom Gestures Any application-specific 
actions

Unique mechanics
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Desktop Controls
If your application is also for desktop use, the Desktop Controls section should 
cover guidelines for keyboard, mouse, and gamepad support, ensuring that users 
who access the VR application in desktop mode have a consistent and intuitive 
experience. Here’s a structured template:

Controls & Buttons

Action Keyboard Mouse Notes

Move Forwards W - Use WASD for 
Movement

Move Backwards S -

Strafe Left A -

Strafe Right D -

Jump Space Bar - Optional, based on 
need

Crouch Ctrl (Hold) -

Interact E / F Left Click Used for UI and 
Objects

Rotate View - Mouse Move-
ment

Sprint Shift (Hold) -

Pause / Menu Esc - Opens Main Menu

•	 Controls should be remappable in settings to accommodate user 
preferences.

•	 Implement mouse smoothing to prevent jittery movements.

•	 Cursor mode should toggle between free movement (UI navigation) and 
locked mode (first-person view).
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Gamepad Support
If your application needs to support gamepad, include an additional table to 
outline those controls & layouts such as the one seen below.

Controls & Buttons

Action Input

Movement Left Stick

Rotate View Right Stick

Jump A / X

Crouch B / Circle

Interact X / Square

Sprint Shift (Hold)

Pause / Menu Start / Options

•	 Include controller vibration where appropriate for haptic feedback.

Additional information can be included in the controls & buttons section on 
any other forms of control you would like to include too, such as gaze or Voice 
commands.
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Interactions in VR should be intuitive, natural, and comfortable, allowing users 
to seamlessly engage with objects, UI, and environments. This section provides 
a template to follow when outlining your locomotion and main interaction 
standards.

Interaction Standards

Locomotion

Teleportation

Gantry/Level Teleport Points

Locomotion in VR plays a crucial role in immersion and comfort. Poorly 
implemented movement can cause motion sickness, disorientation, or fatigue. 
This section establishes standardized movement options, comfort features, and 
best practices to ensure a smooth and accessible user experience.

The user points at a location, and upon release, they instantly teleport there.
To navigate a scenario, teleport points should be used to guide users to the 
location they need to go to. By default, every interaction point should have a 
teleport point, and a teleport step should proceed it, the only exception to that 
rule would be if you are already in position or all the interactable objects are in 
the same orientation and within 1-2 meters.

Upon teleporting, The user should here the “Teleport_Woosh.mp3” sound effect.

Teleport points used to navigate levels such as going up a gantry should be 
indicated with the teleport point having the Up/down arrow graphic, large and 
in the centre of the teleport point. These teleport points on the same level as 
the user should always be active to allow users to traverse levels at will. When 
teleporting up/down gantry levels, the user should be taken to a logical area 
near interactables where possible. 

Teleporting to the ground will always place the user at the bottom of the ladder 
of the gantry. UI will tell the user where they need to go such as “Teleport to the 
top gantry”. No chevron will be present at the base of this teleport point, pointing 
in the direction you are facing. White spokes should be visible on the base of the 
teleport.
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LuminousXR Gantry/Level Teleport Point

LuminousXR Object Teleport Point

Object Teleport Points
Teleport points to teleport to a specific object such as “teleport to the blowdown 
valve” should appear in the relevant area on the relevant step. These teleport 
points SHOULD NOT always be active and should disappear once the step is 
completed. They should include a small chevron on the base of the teleport 
point to indicate the direction of view the user will see when teleporting to it.

They should always orient the user towards the relevant object. Where relevant 
or where the teleport point is far away the UI will denote where the teleport point 
is located. E.g., “at the back of the heat exchanger”.
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There are several locomotion methods that you may choose to implement in 
your application, such as smooth locomotion, Gesture-based locomotion & more, 
try to include as must detail on your chosen method as possible, including any 
graphics present or sound effects as seen above.

Interaction Standards

Object Interactions
Interacting with objects is a fundamental part of VR applications. Users expect 
interactions to be natural, responsive, and immersive. This section includes a 
templated example for grabbing, manipulating, throwing, and interacting with 
objects to ensure consistency across VR applications.

General Interaction Principles

One-Handed Grab

Two-Handed Grab

•	 Intuitive Interactions – Actions should mimic real-world physics and 
behaviours.

•	 Consistency – Object interactions should behave the same across all similar 
objects.

•	 Physical Feedback – Use visual, haptic, and audio feedback to confirm user 
actions.

•	 Accessibility – Ensure interactions are usable with one hand, controllers, or 
hand tracking.

•	 Collision & Constraints – Objects should not pass through solid surfaces 
unless intended.

•	 Users should be able to pick up and hold objects with one hand.

•	 The object should snap to a natural position in the user’s grip.

•	 Objects should be highlighted when interactable.

•	 Provide haptic feedback on successful grab.

•	 Larger objects should allow two-handed gripping for better control.

•	 Two-hand grips should enable rotating, or stabilizing an object.
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Grab Strength & Constraints

Natural Release

•	 Object weight should be simulated where appropriate (e.g., slower movement 
for heavy objects).

•	 Objects should fall naturally when released.

•	 Implement gravity and inertia for realistic dropping behaviour.

Tool belt

Toolbox

A scenario that requires the user to use up to 4 tools to perform a task should 
incorporate a tool belt, attached to the users waist, This tool belt should rotate 
with the user, and when looking down, the tool belt should freeze its position to 
allow a user to grab an item from it.

A scenario that requires the user to use over 4 tools, or tools that are too big/
unbelievable to be held on a tool belt, should incorporate a toolbox, The 
Toolbox should appear at the users location when required, and should be at a 
comfortable distance to reach.

LuminousXR Toolbox
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The UI in VR applications serves as the bridge between the user and the virtual 
world. Unlike traditional 2D interfaces, VR UI must be spatial, immersive, and 
interactive, designed for comfort, intuitiveness, and accessibility. A well-designed 
VR UI enhances usability, reduces fatigue, and ensures a seamless experience 
across different applications. 

There are several different types of UI you can use in your application, such as 
Diegetic UI, Non-diegetic UI, Spatial UI & HUD, all with their own use cases and 
constraints, below is an example template of the detail you should include on 
your UI.

UI Design & Standards

LuminousXR UI Panel LuminousXR UI Panel with Button

User Interface Design

User Interface Placement

User interfaces should be styled like the above examples, using LuminousXR 
Standard fonts & styles. All Text should be in block capitals unless specified 
otherwise. The colour of the sidebar should be “Luminous Orange” as seen in the 
branding section of this document.  

User interfaces should be placed at eye level of an average standing person 
(62 inches from the ground), they should ideally be placed in front of a user at a 
distance comfortable for reading. In certain scenarios and on certain steps this 
may not be possible due to artwork, in which case the interface panel should be 
placed close by the relevant location, to the left or right of the relevant object, 
and rotated to point towards the users location, ensuring legibility. Interface 
panels should NEVER be placed directly behind a user’s location and should be 
kept within eyesight of the user.
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An exception to this is the practice or assessment mode failure UI, which 
automatically places in front of the user and follows their view following a failed 
step.

TTS - Text-To-Speech

All interface panels should have Text-To-Speech Narration using a neutral voice 
not used for any form of dialogues. In cases were abbreviations are used in the 
text, abbreviations should be read out in their full context, i.e. “LOTO” in the text 
would be “Lock-Out, Tag-Out” in the TTS script.

When different characters talk to one another, different voices should be used 
to differentiate between them. The title/Name of the individual should be a 
separate line and client specific colour, the title may be abbreviated but should 
NOT be read out.

LuminousXR UI Panel

Dialogue
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In your application, you may choose to incorporate visual cues to guide the user 
to perform the action required of them, Below is a couple of templated examples 
that LuminousXR use outlining how these should function and look like 

Object Highlights

Object Snapzones

Objects should be highlighted using a “Luminous Orange” outline whenever they 
need to be used, gazed at or interacted with. This should consist of a simple 
outline highlight as seen below.

When a user is required to place an item in a specific place, or attach a tool to an 
object, a Snapzone Indicator should be used to inform the user that the object 
can be “Snapped” to this position. The snapzone indicator should be a green 
translucent graphic matching the shape of the object that is to be snapped.

Snapzone Indicators should be visible when relevant.

LuminousXR Object Highlight

LuminousXR Snapzone Indicator
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Directional Arrows

When a user is required to turn an object, a translucent directional arrow should 
be used to indicate to the user which direction to turn the object. The Directional 
arrow should animate to rotate around the object in the direction of the turn 
required.

LuminousXR Directional Arrow

Visual Cues
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Audio is a critical component of VR applications, enhancing immersion, realism, 
and user experience. Unlike traditional gaming or desktop applications, VR relies 
on spatial and interactive audio to create a believable environment, guide user 
actions, and improve accessibility. Below is a couple of templated examples that 
LuminousXR use outlining how certain audio should function.

Correct Step Audio

Incorrect Step Audio

UI Interaction Audio

Scenario Specific Ambient Audio

Scenario Specific Object Audio

When performing steps correctly in Assisted learning, Practice & Assessment 
mode, the “Correct_Step.mp3” audio should sound to give the user a cue that the 
step has been performed correctly.

When performing a step incorrectly in Practice & Assessment mode, the 
“Incorrect_step.mp3” audio should sound to give the user a cue that the step has 
been performed incorrectly.

When interacting with UI panels, they should incorporate the “Rollover.mp3” 
audio when a user hovers over the item in question, & the “Select.mp3” audio 
when an item is selected.

Depending on the scenario in question, specific ambient audio will be provided to 
be used. For generic ambient audio that we have used for several environments 
in the past, please see “Ambient Audio” folder.

All objects should incorporate sound effects when grabbed, used, placed & 
dropped. Please see the below table for details.

Action/Item Audio

Metal Item Grabbed M_Item_grab.mp3

Metal Item Dropped M_Item_drop.mp3

Metal Item Placed M_Item_place.mp3

Metal Item Snapped M_Item_snap.mp3

Welding Torch (Use) Welding_Torch.mp3
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