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Final Words



VIRTUAL

The definition of virtual reality

comes, naturally, from the exact

definitions for both virtual and

reality. The definition of virtual is

near, while reality is what we

experience as human beings.

So the term virtual reality can

loosely translate to near reality.

This could, of course, mean

anything but it usually refers

to a specific type of reality

emulation, hence virtual reality.



REALITY

In addition to these two

devices, smart phone companies

like Samsung and Google have

also begun to develop apps and

tools required for those wanting

a small taste of what virtual

reality has to offer while being

much easier on your wallet.



To achieve the experience we call

Virtual Reality as of 2017 it does

not require much as it used to

back in it’s earlier forms of virtual

technology back in the 2000’s.

With the initial announcement of

the Oculus Rift back in 2012,

HTC Vive had decided to put into

development, their own version

of this emerging technology, now

proving itself to be a quite the

contender of the Oculus Rift.



WHY?

Games can be made for VR

users to interact, do things

beyond human capability, and

travel without leaving home.

Virtual Reality as of 2017 has

been used for more than just

gaming experiences though.

With E-commerce on the rise,

companies have been looking

into ways to sell products online

giving users option to look all

around an item and not just a

series of photos or a video.



VR has also been proven to aid

in the recovery of those who are

paraplegic whether it be to walk

again or to learn how to use their

new prosthetic parts, by utilising

perception skills in the human

brain and tricking it to think

what it sees is actually real.



OCULUS RIFT

The Oculus Rift is a virtual

reality headset developed and

manufactured by Oculus VR.

The retail version of the Oculus

Rift virtual reality headset

arrived in 2016. Since then, the

excellent Oculus Touch motion

controllers have been added

to the Rift as a single $900

bundle, slashing $140 each

from the original price of the

headset and the controllers.



The Oculus Rift remains functional

and very immersive, if you have a

computer that can handle it. Now

with the addition of the Oculus

Touch controllers, the Rift would be

a better choice than the HTC Vive if

price was the issue for you.



HTC VIVE

They’ll say that it’s too expensive

and the hardware just isn’t that

good yet, but while it’s a some

what pricey setup, the feeling

you’ll get on the HTC Vive is

unrivaled. It’s light years ahead of

Google Cardboard and Samsung

Gear VR, and completely floors

its main competitor, the Oculus

Rift in technology. The HTC Vive

itself sells for $1300 and that’s

before you buy a computer with

the recommended specs.



Like other virtual reality devices,

the Vive has the arduous task

of completely immersing you in

a video game by producing two

image feeds simultaneously.

However, unlike Oculus Rift that

use a single camera to track your

head and extremities, HTC Vive

has two base stations, which

sit on the wall attached to the

included wall mounts or a high

shelf and help map track your

movements as you walk around

in the 3D world.



MOBILE



VR



There are many ways to achieve

VR for your own smartphone.

Whether it’s Google Cardboard,

Google Daydream, Samsung

Gear VR, or even an unofficial

cardboard headset, all you need

is your phone. Because of lack

of equipment needed, mobile

VR is seen as an entry point into

experiencing VR on a very low

budget and all you need is your

phone and a headset.

Starting from $10 dollars for a

laser cut cardboard template to

around $150 for a well designed

headset , prices vary depending

on which product you decided to

purchase. The pro’s to mobile VR

is that it’s light, easy to setup and

very much on the go.



However with the pro’s in mind,

the con’s are that it is very limited

to what it can do at the moment

in comparison to the Oculus or

HTC for example, mobile VR won’t

be able to sense side to side and

forward to back motions, only a

360 degree view, for now.



Address:

5C Courtenay Pl, Te Aro,

Wellington 6011

Open times:

3pm - 9pm Tuesday to Friday

10am - 10pm Saturday

10am - 8pm Sunday

Closed on Monday



At TheVRRoom, having used both

virtual reality headsets,they feel

the HTC Vive with it’s Room Scale

VR technology delivers an optimal

experience for VR that you’ll like.

Be the first few in New Zealand

to experience Virtual Reality how

it should be. Your friends can see

whatever you’re doing inside the

virtual world while they wait for

their turn. The experience is best

suited for you and your friends.



VIRTUAL REALITY

STUDIO



The VRCADE room comfortably

fits 3 people at a time and is a

single player experience. They

even have one game that all 3

of you can enjoy together. You’ll

find instructions in their Guide.

It’s great fun for ages 8+. They

do require a parent or guardian

present for under 13 year olds.

They have 30 of the best virtual

reality games for the HTC Vive.

This includes puzzles, combat,

first person shooters, creativity

and multiplayer fun.



THE VR ROOM



VR ARCADE



LOCATIONS



At Virtual Reality Studio they offer

8 arcade style booths that utilise

the HTC Vive. With 15 games and

experiences in their bank, there’s

definetely an experience for all.

If you are wanting to have a small

taster of what the VR craze is all

about, at only $5 dollars you can

test your nerves by walking the

plank placed 400 metres above a

very sunny metropolis and if you

dare why not jump!



Address:

110 Riccarton Rd, Riccarton,

Christchurch 8041



Address:

2a/161 Stoddard Rd, Mt Roskill,

Auckland 1041



Open times:

3pm - Late Wednesday to Friday

10am - Late Saturday &amp; Sunday

Closed on Monday &amp; Tuesday



Open times:

2pm - 10pm Wednesday &amp; Thursday

120pm - 10pm Friday

11am - 10pm Saturday

11am - 10pm Sunday

Closed Monday &amp; Tuesday



Future Realities is an inspiring

and progressive vision of new

technologies. Exploring how

they will change the way we live,

work and play. Over several days

across the country, they will be

hosting leading industry experts

and New Zealand visionaries,

entrepreneurs and researchers

working in mixed reality, AI

and the Internet of Things.

They’ll be hosting practical

workshops to learn about new

technologies like IoT and

augmented reality, Hackathons

to put thought into action, and

immersive showcases and

demonstrations so you can play.

If you are curious about emerging

technologies come to the free

open day on Saturday 13th May

and have a play with a Hololens,

virtual reality and smart devices.



Address:

Grid AKL Innovation Precinct,

101 Pakenham St West,

Auckland, 1010

Date/Times:

Sat 13 May 2017,

10:00am–12:00pm



MAGNIFY AR/VR

PUBLIC EXPO



FUTURE REALITIES

PUBLIC MORNING



EVENTS &amp; EXPOS

What will be eventually be a $200

Billion Industry by 2020, come

and learn about how every sector

of the market will be effected by

this new technology platform.

Bring the family and come along

to view one of the world’s first

Virtual Reality Dome Theatres

and they also have 3 VR standing

gaming devices for you to try

The acclaimed US digital artist

Android Jones, in partnership

with #FulldomeLab presents

Samskara the short film plus they

will be showcasing other content

covering astronomy, extreme

sports, music arts and culture.



Address:

SkyCity Convention Centre,

88 Federal St, CBD,

Auckland 1010

Dates/Times:

Sun 7 May 2017,

10:30am–6:00pm	

Mon 8 May 2017,

7:30am–6:00pm
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