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Abstract 
Virtual Reality is an interesting way to make videos games more immersive to the player. It 
allows them to feel more involved and in control of the game. This is will explore the headsets 
behind virtual reality and how popular they are, as well as how one of the major companies , 
Valve, has developed their own headset and integrated it into their own software called Steam. 
Other uses for Virtual reality will also be looked at as video games are not the only option for 
virtual reality at the current moment in time. 
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Introduction 
Virtual reality is an fairly new piece of technology that has taken off in the recent years, with 
more and more companies making virtual reality headsets and more people producing games 
especially for these headsets.  
“Humans establish the experiences of a real world based on the feedbacks from sense organs, 
such as eyes, ears, nose and hands. By replacing real images, sound and tactility with 
computer-generated illusions, a virtual world can be built for the human user to navigate in and 
interact with.” (Bates-Brkljac, 2014, p. 7) This quote explains how virtual reality can make video 
games more immersive to the player. Virtual reality headsets improve on what this quote is 
saying by giving the play motions controls in the case of the HTC Vive headset. This allows the 
player to move around and interact with the game like they would in the real world. For example 
, If the player was making the action of pulling back a bow then it would in the video game too or 
if they were to move their head around, they would look around in the game as well. 
However this is not the first time that virtual reality has been attempted in the past. Back in 
1995, Nintendo released a virtual reality headset called the Virtual Boy. This was seen as a 
complete failure by everyone. There were few factors that played into this though, One of the 
main reasons as the fact that it was very uncomfortable to use. The headset was classed as 
portable but needed to be stood on a table to be used and the player had to stay very still to get 
the image in the right place on the screen within the headset, this led to people being hunched 
over the headset.  
“The Virtual Boy in many ways is a pure appeal to the older male teen audience that in the 
mid-1990s was thought to desire edgy content and boundary-pushing technology” (Boyer, 2009, 
p. 27) This shows another reason on why the virtual boy failed. At the time Nintendo was 
competing with Sega who had more of the older audience so this meant that Nintendo has to try 
and win that market area back.  
However, this failure of the Virtual Boy is seen as one of the main reasons that it has taken so 
long for companies to try again with the idea of virtual reality. One of the main companies who 
have gone into creating virtual reality headsets in the modern day is HTC. They have formed a 
partnership with Valve , A company that creates video games and distributes them, to create a 
headset called the HTC Vive. They are not the only company who are creating a virtual reality 
headset though.  A headset was created by a start-up company which was called the Oculus 
Rift.  Both of these headsets were created with screens built into the headset and are plugged 
into a computer to run the video games that have been created for them. Companies like 
samsung have also created virtual reality headsets with a big difference to HTC and Oculus. 
They will use a mobile phone to run the programs and display them on the screen making them 
completely wireless unlike the more intensive headsets. 
One of the main reasons that virtual reality is emerging is that technology has improved greatly 
since the Virtual Boy and it is a lot cheaper to produce compared to technology in the 1990s. 
While virtual reality has came a long way in this time, there are still many areas that it can 
improve on.  
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Virtual Reality and Steam 

What is Steam? 
Steam is a platform that is developed by Valve that is used to distribute games online as well as 
act like a library or hub to keep all of the games organised. It was released in 2003 and was 
used as a hub for Valve’s own games like Counter Strike and Half-Life. However, over the years 
Valve allowed anybody to present their games to Valve to see if they could use steam as a 
platform to sell their own games. Steam has grown to be not just a distribution platform but a 
social platform too. 
 

Why is Steam important for virtual reality? 
Steam is arguably the largest digital distribution software primarily for video games. This makes 
it the perfect platform for people to place their virtual reality games on so that they can share 
them with the public and even make a profit from these games. As of November 2016 there are 
already over 145 video games on steam that are made just for virtual reality.  
 
To the left is some data 
from from a website called 
Steam Spy. It shows the 
stats of the most popular 
VR only game on steam as 
a whole. This game , The 
Lab, was in fact made by 
Valve themselves and was 
based on one of their previous games called Portal. 
  
Steam is also very important as it is gonna be one of the main platforms that virtual reality 
games are going to be one. Why is this though? One of the main virtual reality headsets, The 
HTC Vive, is also owned by Valve, the company mentioned earlier that also own Steam. They 
market the Vive heavily on their own Steam VR website. However this is not the only virtual 
reality headset to be compatible with steam. The Oculus Rift is also compatible with a majority 
of the games on Steam. 
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Valve and Developing Virtual Reality  
Valve have been developing virtual reality since around 2012. They started looking into porting 
one of their games , Team Fortress 2, into virtual reality back in 2013 using the first oculus rift 
development kit. This was before they had a prototype of their headset. According to a 
publication from Valve themselves, Virtual reality is very hard to make all together. Apparently, 
there are three main problems when dealing with anything that is virtual reality based.  
“There are three really hard problems that if solved would make VR far more convincing, 
Tracking, Latency, And stimulating the human perceptual system to produce results 
indistinguishable from the real world.” (Abrash, 2013, p. 13) 
Following this quote, Abrash says that these three points are all related to one main problem. 
This main problem is how humans perceive what the screen is showing them. (Abrash, 2013, p. 
13) 
For virtual reality to work both the hardware and software have to be fast enough for it to keep 
up with the head and eye movements or it will not be immersive to the player or could make 
them feel sick as they are playing.  
The aim of virtual reality is to immerse the player into the game so that their actions in the real 
world are what they are doing in the game.  
“In such a scheme the definition of VR is reduced to the creation of representations that are so 
convincing that were a virtual glass to fall from a virtual hand, the user would involuntarily reach 
out to catch it”(Fisher and Unwin, 2001, p. 7). This quote explains how virtual reality should be 
to the player. So if they knocked something off a table, they would be able to catch it without 
even thinking about it.  
Valve are overcoming this change in technology by embracing it fully. They are both producing 
their own games and marketing other games that are fully designed for virtual reality and have 
developed their own headset which is to be considered one of the best headsets on the market. 
“If you have the budget, the HTC Vive is the best virtual reality experience on the market, bar 
none.” (Pino, 2016). This quote from TechRadar states that the Vive is the best headset out 
there, proving that Valve has done their job right overcoming the boundaries that were set with 
the technology that they have provided for them. 
 

 How well is Virtual Reality doing? 
While virtual reality is very young, it has became very popular. The HTC vive is said to have sold 
around 140,000 units by their chairwoman Cher Wang as of October 2016. (87870, 2016) While 
this may not seem like a lot at first, It is because the HTC Vive is very expensive at £689. This 
means that is has brought in over £96,460,000 since it has been released in April 2016.  
The slightly cheaper Oculus rift is sold at £549. While they have not released any sales figures 
as of yet. It would safe to assume that that have sold even more than the HTC Vive over its 
lifetime if both of the development kits that Oculus released are included.  
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Another Virtual reality that has yet to be mentioned is the Playstation VR, It is similar to both the 
Vive and the Rift but instead of using a computer it uses a Playstation 4. It has been reported by 
Kotaku that the Playstation VR sold over 50,000 in the opening week in Japan.(Ashcraft and 
Kotaku, 2016) 
Samsung also has their own headset that uses a samsung phone instead of a console or 
computer.  In may Samsung said this, “ Samsung has already sold over 300,000 Gear VR 
headsets in Europe this year”(Samsung, 2016).   
These sales figures show that virtual reality is very popular and is making a lot of money. 
 
 

Virtual Reality outside Video Games 

How Youtube uses Virtual Reality 
Virtual reality is also used occasionally on the video sharing site Youtube. However, Youtube 
mainly promotes Google Cardboard. A cardboard headset that the user places their phone in to 
view virtual reality videos. This is because Youtube is also owned by Google. Youtube calls 
these videos 360 Videos as using google cardboard you can look around the video as if you 
were there with the people in the video. However the only problem with Youtube’s virtual reality 
videos are that you can only use them with a smartphone powered headset.  
This will also affect how people on youtube will decide to present their media as they have 
another way to create videos. For example, sketches can be more involved setting the camera 
as a person in the sketch. 

Education 
Virtual reality is not just used as a form of entertainment. Virtual Reality can also be used to 
educate people of all ages. For example, Google are really interested in virtual reality and have 
already released a few applications that could be used for education as well as opened a whole 
section called Google Expeditions. Expeditions is a mobiles app that is compatible with 
smartphones which allows people to visit many different places in the world and get information 
as they are there. Google are visiting schools to try and get them to start using this a tool to 
educate children in the classroom as well as making the learning experience more fun.  
Another program that Google as released is Google Tilt brush. This program allows artists to 
draw in 3D. This has education uses too as they have a preset mannequin which allows fashion 
students to design a dress right onto the model. 
 There are any different uses overall for the educational uses of virtual reality. Medical students 
can use it to practice surgeries without actually having to perform it on a living human first. Pilots 
now have a cheaper option on learning how to fly planes or helicopters.  
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There is also a program called SoundStage VR, this is a program that audio students could use 
to create different types music using the features in the program. While is may not be intuitive 
as many of the professional programs, it could be useful to try out different sounds. 

Other Uses 
There are other uses outside video games and education too. A theme park called Alton Towers 
in Staffordshire has decided to use virtual reality on one of their rollercoasters.  The 
rollercoaster, previously called Air, now lets the rider decide if they would like a virtual reality 
headset while they ride. They use the Samsung VR headsets so that wires and other things do 
not get in the way while they are riding the coaster. The rollercoaster, Now called Galactica, is 
marketed as the world’s first fully dedicated virtual reality rollercoaster. 

Conclusion 
In conclusion, Virtual reality, while still young is proving to very popular and a very important 
platform for various types of media. While Video games may be the forefront of virtual reality at 
the moment, it will surely bloom into other media as well as it is starting to do with youtube and 
the 360 videos. Virtual reality still has a long way to go before it is fully accessible to everyone 
but soon both movies and television shows could be filmed in 360, making the view feel like 
there are actually there with the actors. 
Valve have done well creating a viable headset with the HTC Vive, making it one of the most 
popular headsets to own as well as the most sought after too. HTC Vive are limited to one per 
customer unless a business permit is applied to from the customer, making it fair for all people 
to get one.  
Steam has integrated virtual reality seamlessly into their store page as well as their software 
overall. Having a section dedicated just for virtual reality games allows playing to find the game 
that they would like to buy easily and the warning on the page stops people buying the game if 
they do not own any virtual reality headset.  
Virtual Reality has also proved that it has more uses than just entertainment too. With Google 
expeditions and many other apps, it has proved that there are also many educational uses for 
this as well. Virtual reality can be used in classrooms and can change how teacher can teach 
different subjects just like geography. It can transport the student anywhere int he world and the 
teacher can use it as a visual aid as they teach. Music students can also use this to create 
music in places where schools may not be able to afford the more expensive music equipment. 
Overall, Virtual reality has a lot of potential in the future to improve in the future to make it better 
to use and more accessible to everyone as the price of it at the moment is very high and not 
everyone can afford to buy a high end headset. While cheaper headsets exist, they may be 
more viable but are not going to be as immersive since they do not have the motion controls. 
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