Virtual Reality Gaming in the Marketing Business
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offline. Companies such as Oculus PlayStation or HTC can achieve major develop their games with special
ratings and sales. VR show high demands in the business. Sales of the methods to make them popular
Oculus RIift are just as high as PlayStation VR, for they have sold 1 million and more attractive to gamers. e -
units since 2018, and Sony selling at least 2 million compared to Oculus. HTC The role for VR is to show gamers g‘ej]ii?af;;”iﬁea}ﬁg{avpg?;a“ﬂﬁ[;‘;”(r'j:t'gﬁtgge?;ed
Vive would just be a 5th popular brand with sales of more than 555,000 units. appealing virtual objects, and offer 1962). It was a large booth that could fit up to four
The new wave of VR development promises to make the technology an ability to take players into the
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il Jaron Lanier and Thomas Zimmerman founded _-----
VPL Research, Inc. This company is known as

the first company to sell VR goggles and
gloves. They developed a range of VR

people at a time. It combined muiltiple
technologies to stimulate all of the senses: there

mainstream and more enhanced. This makes for an amazing new kind of game with cutting edge was a combined full colour 3D video, audio, equipment, such as the DataGlove, EyePhone Bar graph showing the sales in different Virtual Reality headsets worldwide.
_ _ o _ vibrations, smell and atmospheric effects, such as | HMD and the Audio Sphere TECH 4 CHART OF THE DAY
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impacts on virtual reality marketing is not understood. VR development is (Mintendo)
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l The game flowchart for the immersive virtual reality game contents is depicted in

stu dy, VR is reviewed to explore potential strateg les for gam | ng.  Tigure 3. Based on the user commands from the game user, the input/output modeling | i CL.:M
B B, .. B - will be formed accordingly based on the environment and contents rules [7, 8, 13]. [ |

Siariing ai $99.99

(and then dropping o $29.99 in three days)

Nintendo launched the Virtual Boy console which
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Facebook bought the Oculus VR company for $2
billion. This was a defining moment in VR's Oculus RIift (Blue) 0.25 |Oculus Rift (Blue) 0.85

history because VR gained momentum rapidly
after this. Sony announced that they were
working on Project Morpheus, a VR headset for
the PlayStation 4 (PS4). Google released the
Cardboard - a low-cost and do-it-yourself
stereoscopic viewer for smartphones. Samsung
announced the Samsung Gear VR, a headset The Future is uncertain for what kind of
that uses a Samsung Galaxy smartphone as a technology will be made for the next
viewer. generation, but it will sure to be advanced

Google Cardboard (Green) 5.1 Google Cardboard (Green) 3.4

Objective 1: To study VR technology for gaming
Obijective 2: To develop a VR prototype for a simple game
Hypothesis 1: VR improves the game in a substantial way
Hypothesis 2: It is possible to incorporate game framework in VR prototype
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(Leighton Evans): It is important to understand the way that presence and
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embodiment has to be shown within. VR Gameola VR Cutecon | Puting th gamee outand making the prof = e
(Daniele Ferdani): the sector of technologies applied to cultural heritage has piay e i 4 - COnCI USIOnS
begun to envisage, in this domain, new possibilities for the dissemination of | created a plotline where there'’s a | made a cutscene where the hero User - ‘ - % g, %,
heritage and the study of the past through edutainment models.” swordsman running towards a castle |meets this girl in an oasis where Mdtyt
(Yue Li): VR environments can be able to enhance the world of to fight off someone. there’s also meant to be a PVP area. i games or From the day that VR was first built to this day, it is a popular accessory for
communication by providing an experience of the past that is acceptable for i incions i | Gt e o gaming expe;ience. By prO\{idi”%g)_r entertainment and a }/irtt:s | .
ounger people, and be able to shape their minds with the virtual experience. — . - - e eV environment for users to enjoy, VR Is a major experience for those wno
YOUNGEr PEOD | P P The way on how it is made is by This Cutscene uses special CGl to o buyng would love to create, play, or view a simulated experience. Therefore
Gt L Wiyl [eepls S Esed DRt el aier VIR G Eeslle 1o S simply adding some graphic design to |make it realistic although a bit more o o ‘u Virtual Reality is one of the most successful parts of Video Game
Whether Or nOt Vlrtual reallty Can be a Vergence Or accommOdatlve faCIIIty The make |t IOOk real fICtIOna| more dess Putting the code into the system and seeing how it develops Development that needs further development and research
results show that both facilities have increased by 25 minutes of VR gaming. . Panq | 3 T |
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(Travis Smith): VR is mostly combining the field of technology with the The main function of the game I've The Purpose of the Cutscene is to ( ‘ % ' N
environment of nature. Only to give consumers a chance to see their own created is to play as a variety of show how the game is explained In Game ; ‘ n' m
surroundings the way they want to in life. classes and explore the world, fight certain circumstances, when you Headset and Controls Development AC kn o I ed g e e n tS
. : : enemies and discover hidden treasure | get the feel of it you can understand
(Song (?hen). \_/R mcI:Iudes U US? SOTHRIErS Ein the SEIEE [0y USiing) & throughout the game. what to go through. | I gratefully want to thank DHE and Dr Reena Randhlr Dlrector of the STCC
computing device with a camera and display screen. With those resources the The process of VR game development and revenue generation for STEM Starter Academy for support and encouragement.
gaming app can alter the image to produce. further development and upgrade of the technology.
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