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Virtual Reality, or VR, refers to the creation of computer-generated
images and sounds that replicate a real-world experience, allowing
users to engage with them in a 360-degree spatial environment.

Augmented Reality, or AR, on the other hand, involves the real-time
integration of virtual enhancements such as text, graphics, and audio in
the real world.

Volumetric Capture is the process of recording 3D holographic
images of actual people, animals, or objects often used in Virtual
Reality, Augmented Reality, or Mixed Reality. Scan the QR-code to
download the Holomeet app. Scan again and experience Volumetric
Capture in AR. 

Immersive technology refers to games, performances, artworks, or
other experiences that completely surround the viewer, creating an
illusion and immersing the viewer in a new world. VR and AR are
examples of immersive technology. 

The Immersive Industry is a term used to describe the industry
dedicated to developing and utilizing immersive technologies such as
VR, AR, and Mixed Reality.

Presence is the perception or sensation of being in a particular
location, even if that location is digital or virtual.

Script Framework is a tool used in the development of immersive
experiences, particularly in Virtual Reality. It provides a structure for
designers and developers to create a cohesive narrative and interactive
elements for the user to engage with. 
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360 Degrees of Script Writing: 
Finding a New Standard

It was always my dream to step into the
stories I would dream up as a child, to
walk around and interact with imaginary
worlds. Virtual Reality (VR) gave me the
tools to explore this form of storytelling.
When tasked with writing a VR film, I
encountered a pressing question: How
does one write a VR script, and why is
there no standardized process for it yet?

As Jesse Damiani (2017) states,
“There’s only one certainty when it
comes to VR writing and storytelling
right now: we’re all beginners.” 

This inspired my main research question:
“How can a comprehensive framework for
VR film scriptwriting be developed with
Volumetric Capture in mind?” To answer
this, I explored two sub-questions: “What
factors contribute to the lack of
standardization in VR film pre-
production?” and “What elements are
essential in a standardized VR script
framework?”

Unlike traditional filmmaking, where the
director controls the viewer’s perspective,
VR gives that power to the audience. This
shift requires scripts to consider spatial
positioning and movement of elements in
the virtual environment. Interactivity adds
complexity, as scripts must anticipate
viewer decisions and their impact on the
story. Onboarding is also critical, guiding
users—many unfamiliar with VR
mechanics—on how to navigate and
interact.

Volumetric capture, a key technology in
immersive VR experiences, emphasizes the
need for precise scripting. This method 

records real-world performances in 3D for
integration into virtual spaces, offering 
unparalleled realism (see figure 1).
However, it is difficult to modify these
assets in post-production, meaning “what
you film is what you get.” A clear script is
crucial to align creative vision with
technical execution.

I interviewed nine industry pioneers—
scriptwriters, producers, and developers.
Their insights revealed the lack of a
unified VR scripting standard, reflecting
the medium’s infancy. Professionals draw
from diverse sources, such as traditional
filmmaking, game design, and interactive
media, resulting in inconsistent practices.
This diversity leads to miscommunication
and inefficiencies, delaying production
timelines. Moreover, the absence of
standardization impacts how investors
perceive VR, often viewing it as
experimental and risky.

A standardized VR script format could
address these issues. My proposed
framework incorporates traditional script
elements while introducing VR-specific
features, such as a clock system to describe
spatial positioning and a dedicated section
for volumetric capture, detailing the
movements, props, and spatial
requirements of captured performances
(see figure 2).

Figure 1: The Imaginary Friend - Steye Hallema 



While experts have responded positively
to the framework, feedback suggests areas
for improvement. For instance,
integrating spatial audio (see improved
script in figure 3).

However, standardization poses its own
challenges. The diversity of VR projects,
from linear narratives to highly
interactive experiences, resists a one-size-
fits-all approach. VR’s multidisciplinary
nature and rapid technological evolution
demand flexibility, lest rigid formats stifle
creativity and innovation. For future
developments, I recommend looking into
an interactive layered script that offers
the opportunity to highlight or hide
certain aspects like volumetric capture
information that’s non-relevant for
investors. 

My framework serves as a starting point,
emphasizing adaptability to the medium’s
unique demands. As the industry
matures, continued experimentation and
education will be essential to unlocking
the full potential of VR storytelling. Or
maybe the fast-developing VR technology
will throw us all for a loop and make us
improvise from zero once again. 
 

Figure 3: Final script framework 

Figure 2: Developed script framework 
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Tradition design and feel
Recognizable 
Familiar in the industry
Prefered by funds 
Designed to be clear and cohesive
Blue color used is colorblindness-
friendly

Intended hardware
Hardware differs and controls need to
be determined. 
Possible difficulties with other
hardware.
Establishes a technological timeframe 

Player POV
Influences the experience 
Crucial for development and
determining placement in the digital
environment.

Above & below 
Establishing what happens underneath
the player and above the player.
Only parts missing in the clock-system. 

Clock-system
Establishing what
happens around
the player. 
The player is in
the middle of the
clock. The spawn
point indicates 12
O’clock. 

Interactivity flows:
Interactivity is
important for
developers so it’s
nice to highlight. 
For every
interaction there
needs to be a
happy and
unhappy flow.

Volumetric
Capture:
Underlining the
characters who are
volumetric makes
it easier for the
studio and actors
to find their parts.
Things like
position and props
are crucial for the
studio to know
since recordings
can often be done
only once.

Sound and music:
Sound can also be
spatial. By making
sounds appear
from a certain
direction you can
direct the player’s
attention.  
Important for the
sound designer to
immediatly notice.
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