BARNABAS LEE

XR AR/VR EXPERIENCES | DESIGN SYSTEMS

CONTACT

www.barnabaslee.com
Barnabasjlee@gmail.com
856-308-7740

SKILLS

Unity 3D

Blender

CLO 3D

Figma

HLSL

C#

Microsoft Suite

Adobe Suite:
Photoshop
Illustrator

Substance 3D Painter
Substance 3D Designer

EDUCATION

2015
Parsons The New School
Design (BFA)

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

| SPATIAL INTERACTIONS | 3D USER INTERFACES | REAL TIME 3D VISUALS

EXPERIENCE

SUBVRSIVE - XR Product Designer
| 2025 - Present

e Lead design on XR interactions and experience, commonly on O - 1 projects
building new products.

« Primary design voice during cross functional department meetings to provide
creative input during ideation.

» Translated project brief into exploratory interactable prototypes. Explorations done
inside of game engine (Unity) to ensure feasibility when passed onto developement.

* Reimagined and explored 3D Ul motion/animations for spatial interactions,
by pushing for tandem visual combinations of 2D and 3D mixed motion assets.

*« Optimized and tested interaction flow to decrease onboarding time for users.

» Tasked with auditing the 3D workflows across deparments. Toggled as a bridge
between art direction, development, technical art(VFX) and design.

DEALPLAY - Lead Product Designer
I 2024 - 2025

» Designed XR/VR/MR based training modules for retention based learning objectives.
« Storyboard and prototyped interactions, visuals and spatial user interfaces.

« Explored utility of collaborative design tools beyond Figma, such as ShapesXR, Bezi
and created customized scripts inside Unity inspector for non technical designers.

» [terated experiences based on testing and user feedback, to reduce onboarding time.

» Designed scalable project templates and design systems for learning modules.

VARIOUS COMPANIES - Designer XR VR/AR Experiences
| 2022 - 2024

» Designer Spatial UX/Ul interaction for XR/MR/VR/AR experiences.
- Throughline - Designed online collaborative XR applications on commercial apps.

» Verifyz - Design co-founder for startup designing remote proctoring services.
Designed anti-cheating VR hardware system for academic testing.

- SolaceVR - Lead Design UX/UI for social prescence gatherings in a digital VR
space for spiritual/religious organizations.

« ADNOC - Designed location based mixed reality experience. Digital overlays
atop 3D printed model. Educational modules about processes/history.

TRIBECA FESTIVAL - Immersive XR/Games Manager
1 2022

* Managed a team to support multiple location based, exihibition style
setups for immersive media and games.

« Experiences included VR, AR, mobile, audio, and 360 Film experiences.
Utilizing a wide variety of hardware and headsets.



DIGITAL PRECEPT - Interaction Design VR/PC Game
1 2021

* Designed in game communication based interactions for co-op asymmetric
VR/PC gameplay; PC and VR.

» Designed interactions involving cross platform co-op play between
PC and VR user with mock ups, flow charts, and Hi fidelity prototypes.

« Designed and prototyped worldspace spatial menu system for VR player
to maintain immersion utilizing existing gameplay mechanics.

MACYS - 3D Designer
1 2017 - 2020

* Part of experimental team to render textile products in 3D product development
for Macys home textiles division. Including design development, virtual sampling,
online experiences, and setting up 3D workflows.

« Focused on rendering textiles as close to realistically possible for product
development.

» Curated digital enviroments for product placement and virtual walk throughs.
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