
EXPERIENCE

Lead design on XR interact ions and exper ience,  commonly on 0 -  1  projects  
bui ld ing new products .

Pr imary design voice dur ing cross funct ional  department meet ings to provide
creat ive input  dur ing ideat ion.  

Translated project  br ief  into exploratory interactable prototypes.  Explorat ions done 
ins ide of  game engine (Unity)  to ensure feas ib i l i ty  when passed onto developement .

Tasked with audit ing the 3D workflows across deparments .  Toggled as a  br idge 
between art  d irect ion,  development ,  technical  art(VFX) and design.

Explored ut i l i ty  of  col laborat ive design tools  beyond Figma,  such as  ShapesXR,  Bezi  
and created customized scr ipts  ins ide Unity inspector  for  non technical  des igners .

Reimagined and explored 3D UI  motion/animat ions for  spat ia l  interact ions ,  
by pushing for  tandem visual  combinat ions of  2D and 3D mixed motion assets .

SUBVRSIVE - XR Product Designer
2025 -  Present

2022

Managed a team to support  mult ip le  locat ion based,  ex ih ib it ion sty le  
setups for  immers ive media and games.

TRIBECA FESTIVAL - Immersive XR/Games Manager

2022 -  2024

Designer  Spat ia l  UX/UI  interact ion for  XR/MR/VR/AR exper iences .

VARIOUS COMPANIES - Designer XR VR/AR Experiences

2024 -  2025

Designed XR/VR/MR based tra in ing modules for  retent ion based learning object ives .

Storyboard and prototyped interact ions ,  v isuals  and spat ia l  user  interfaces .

I terated exper iences based on test ing and user  feedback,  to reduce onboarding t ime.  

Designed scalable project  templates and design systems for  learning modules .

DEALPLAY - Lead Product Designer

Exper iences inc luded VR,  AR,  mobi le ,  audio ,  and 360 Fi lm exper iences .
Ut i l iz ing a wide var iety of  hardware and headsets .

REAL TIME 3D VISUALSSPATIAL INTERACTIONSDESIGN SYSTEMS

Barnabasjlee@gmail.com

www.barnabaslee.com

856-308-7740

BARNABAS LEE

CONTACT

Adobe Suite:
Photoshop
Illustrator
Substance 3D Painter
Substance 3D Designer

Unity 3D
Blender
CLO 3D
Figma
HLSL
C#
Microsoft Suite

SKILLS

AWARDS:

Winner: Best 3DUI
IEEE VR 2024 Virtual Reality
& 3D User Interfaces
“Will The Apple Fall?  A VR 
Gravity Calculator Through 
Controller Movement and 
Gaze Interaction”

Nominee: AWE Auggie 
Award “Arborist” Best Indie
Creators Award 2026

EDUCATION

3D USER INTERFACESXR AR/VR EXPERIENCES

Throughline -  Designed onl ine col laborat ive XR appl icat ions on commercia l  apps.

Verifyz -  Design co-founder for  startup designing remote proctor ing services .
               Designed ant i-cheat ing VR hardware system for  academic test ing.

SolaceVR -  Lead Design UX/UI  for  socia l  prescence gather ings in  a  d igita l  VR 
    space for  spir i tual/re l ig ious organizat ions .

ADNOC -  Designed locat ion based mixed real i ty  exper ience.  Digita l  over lays
 atop 3D pr inted model .  Educat ional  modules about processes/history .

2015
Parsons The New School
Design (BFA) 

EDUCATION

Optimized and tested interact ion flow to decrease onboarding t ime for  users .



Designed in  game communicat ion based interact ions for  co-op asymmetr ic  
VR/PC gameplay;  PC and VR.

DIGITAL PRECEPT - Interaction Design VR/PC Game
2021

Designed interact ions involv ing cross platform co-op play between 
PC and VR user  with mock ups,  flow charts ,  and Hi  fidel i ty  prototypes.

Designed and prototyped worldspace spat ia l  menu system for  VR player
to maintain immersion ut i l iz ing exist ing gameplay mechanics .

MACYS - 3D Designer

Part  of  exper imental  team to render text i le  products  in 3D product  development 
for  Macys home text i les  d iv is ion.  Inc luding design development ,  v i rtual  sampl ing,  
onl ine exper iences,  and sett ing up 3D workflows.

Focused on render ing text i les  as  c lose to real ist ica l ly possible  for  product  
development .

Curated digita l  enviroments for  product  placement and virtual  walk throughs.

2017 -  2020

Publications:

Shu Wei, Barnabas Lee, Michael Ganz, Asher Marks, Kimberly Hieftje.     The Arborist: A Collective Bloom 
Through Physiological Data in Mixed Reality
 Proceedings of the 2025 ACM International Conference on Interactive Media Experiences
(IMX '2025)

Shu Wei, Barnabas Lee, Michael Ganz, Asher Marks, Kimberly Hieftje.     The Arborist
2026 IEEE Conference on Virtual Reality and 3D User Interfaces
(IEEE VR '2026)

Barnabas Lee, Shu Wei .    Will the Apple Fall? A VR Gravity Calculator Through Controller Movement 
Tracking and Gaze Interaction
2024 IEEE Conference on Virtual Reality and 3D User Interfaces
(IEEE VR '2024)


