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Guidelines



Submissions and Timelines

All submissions must be sent to Oculus (media@oculus.com) for approval at least (2) two
weeks in advance of the announcement date or use date. Requests received within (2)

two weeks of any use may be declined immediately.

All submissions that do not adhere to the branding guidelines below will be immediately
declined.

If you have any questions regarding the use of Oculus brands or submission policies,
please email media@oculus.com.



Joint Press Release

It is Oculus’ standing policy to let third parties make their own announcements. We will

not issue joint announcements.



Oculus Brand Usage in Press Releases and Media Alerts

Name of Company and Product
The name of the company is Oculus. The name of the product is Oculus Rift or Rift.

The first use of the company name should include the trademark symbol: Oculus .
Subsequent usage within the same document does not require the trademark symbol.

The first use of the product name should include the trademark symbol: Oculus Rift or
RIft™. Subsequent usage within the same document does not require the trademark
symbol.

Example of proper use: “We created X for the Oculus platform...”

Example of improper use: “We created X for the Oculus platform headset...”



Oculus Brand Usage in Press Releases and Media Alerts

Oculus Platform

When mentioning the Oculus platform in press or marketing materials, always state
“Oculus platform” without any other descriptors. When speaking of the “platform”, do
not add/include words such as:

* Goggles

* Headset

* Glasses

* Or any other descriptor

e Always lowercase ‘platform’ — no exceptions

Example of proper use: “We created X for the Oculus platform...”

Example of improper use: “We created X for the Oculus platform headset...”



Oculus Brand Usage in Press Releases and Media Alerts

Oculus Rift (Consumer Retail Product)

Use "Oculus Rift” to the consumer version of the product.

* e.g. "This game will release on the Oculus Rift this fall...” or “This game will eventually

n

release on the consumer version of the Oculus Rift ....



Oculus Brand Usage in Press Releases and Media Alerts



Oculus Brand Usage in Press Releases and Media Alerts

Oculus Store

When referencing this location where content can be downloaded, it should be referred
to as ‘Oculus Store’ or the particular section of the ‘Oculus Store’

* eg. ‘Our title X is now available on Oculus Store’ or ‘You can download X now from
Oculus Store’ or ‘X can now be found in the Early Access section of the Oculus Store”

Use of Oculus Name in Conjunction with Other Products

If your content or product is compatible with or related to Oculus, you may describe how
your application or product relates to Oculus or Rift. Remember not to use the Oculus or
Rift brands in a way that implies partnership, sponsorship or endorsement. This includes
combining any part of the Oculus or Rift brands with your company name, marks or with
other generic terms, or making Oculus the most distinctive or prominent feature of your

design.

For example, you may not use “RiftSoccer”, “RiftFlight”, or “Oculus Roller Coaster” etc.
Try using “[Your App Name] for Oculus” to indicate that your product is compatible with
Oculus.



Oculus Brand Usage in Press Releases and Media Alerts

Use of Oculus Name in Conjunction with Other Products

If your content or product is compatible with or related to Oculus, you may describe how
your application or product relates to Oculus or Rift. Remember not to use the Oculus or
Rift brands in a way that implies partnership, sponsorship or endorsement. This includes
combining any part of the Oculus or Rift brands with your company name, marks or with
other generic terms, or making Oculus the most distinctive or prominent feature of your

design.

For example, you may not use “RiftSoccer”, “RiftFlight”, or “Oculus Roller Coaster” etc.
Try using “[Your App Name] for Oculus” to indicate that your product is compatible with
Oculus.



Oculus Brand Usage in Press Releases and Media Alerts

Press Release Boilerplate

All press releases that include a mention of Oculus must include the following boilerplate,
which can be the last boilerplate at the end of an announcement:

About Oculus VR, LLC.

Oculus VR, LLC, a member of the Facebook family, is revolutionizing the way people
experience video games and other digital content. The company’s first consumer
product, the Oculus Rift, is a virtual reality headset that allows players to step inside the
game. It provides an immersive, stereoscopic 3D experience with an ultra-wide field of

view and super low latency head tracking. For more information, visit: www.oculus.com.



Use of Copyright Protected Content

Copyrights

Products that include Oculus source code should include appropriate copyright

attribution in their legal text:

Includes Oculus source code. Oculus materials used with permission. © 2016 Oculus VR,
LLC. All Rights Reserved.



Use of logos




Use of Logos

Logo Usage at Trade Shows or Other Events (all events, no exceptions)

The Oculus logo may only be used to communicate the platform on which the game or
VR experience runs. The logo:

* Shall never be used to imply partnership, e.g. “This experience was created in
partnership with (logo).”

* Must be placed on the kiosk, pod or wall where the game or VR experience is running
* May not be used elsewhere (e.g. on a booth away from the game or experience)

* May be placed alongside other logos as long as it is clearly displayed

* Should never be covered, modified or altered in any way



Use of Logos

Logo Usage in Trailers, Videos, and Screenshots

The Oculus logo may only be used to communicate the platform on which the game or
VR experience runs. The logo:

* Shall never be used to imply partnership, e.g. “This game was created in partnership
with (logo)”.

* May be placed either at the beginning or end of the trailer or video but only by itself
* May be placed alongside other logos as long as it is clearly displayed

* May never be used for marking screenshots

* May never be covered, modified or altered in any way



Use of Logos

Logo Usage In Game

The Oculus logo may not be used in game without permission; this includes splash

screens.



Use of Logos

Logo Usage on Box Art or Websites

The Oculus logo may only be used to communicate the platform on which the game or
VR experience runs. The logo:

* Shall never be used to imply partnership, e.g. “This game was created in partnership
with (logo).”

* May be placed alongside other logos as long as it is clearly displayed

* May never be covered, modified or altered in any way
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Oculus Black O

Primary

Oculus Black 1

Color Palette

The Oculus color palette is composed of
a migrating scale of pure black to pure Oculus Black 2

white, lending itself to multiple uses

within the limited color space.

Color usage within the print, product
and environment spaces should Oculus Black 4

predominantly be low contrast and

Oculus Black 10

understated (e.g Black on Black). With
respect to varying printing processes
and changing substrates a sliding scale
of black or white may need to be used to
achieve branding with proper legibility.

For on-screen spaces, a high contrast (e.g
White on Black) usage is best applied for

visiblity and brand recognition. Oculus Blue 1

Please use the following color guide with
regard for the specific activation of the
branding need.
Oculus Blue 2

Oculus Black 9

Oculus Black 8

Oculus Black 6

Secondary

Oculus Red 1

Oculus Green 1




Primary

Oculus Black 10 Oculus Black 9 Oculus Black 8 Oculus Black 6

. Oculus Black 2 . Oculus Black 1 . Oculus Black O .
Oculus Blue 2 Oculus Green 1 . Oculus Red 1 .

Color Specifications

The family of Oculus brand colors have
been clearly specified to ensure accurate Oculus Black 4

representation across all media.

For print applications, use Spot or CMYK.

For digital applications, use RGB.

Secondary

Oculus Blue 1




Typography

Oculus Sans

Oculus Sans Light
Oculus Sans Thin
Oculus Sans Normal
Oculus Sans Regular
Oculus Sans Medium

Oculus Sans Demi Bold
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Medium

Demi Bold

Semi Bold

Bold

Black

Ultra
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Typography

Step into Rift

Next Generation Virtual Reality

The Rift is unlike anything you’'ve ever experienced. Whether you're stepping into your
favorite game, watching an immersive VR movie, jumping to a destination on the other

side of the world, or just spending time with friends in VR, you'll feel like you're really



Voice

Remember: We should always sound: We should never sound:

Talk like you would to a friend - be Human, Inclusive, Confident, Direct, Overly technical, Exclusive, Arrogant

conversational, but not too colloquial Friendly “Salesy”, Cute
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