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AGraphics drivers @ 3Dlabs

AGame graphics @ Muckyfoot
A Urban Chaos
A Startopia
A Blade 2

A Animation middleware: Granny3D @ RAD Game Tools
Alnstruction set design on Larrabee / Xeon Phi @ intel

AVR research @ Valve
A VR versions of Team Fortress 2 & Half Life 2

A Software Architect @ Oculus
A All things graphics
A Distortion & calibration, interaction with lens design
A Best practices; dev.rel. support; psychology
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VR Is awesome!
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This Is a conference about gameplay, not graphics.
So far, VR has mostly been experiences

or games ported from existing media.

And sure, many of those are AWESOME In VR!
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This Is a conference about gameplay, not graphics.
So far, VR has mostly been experiences

or games ported from existing media.

And sure, many of those are AWESOME In VR!

We have yet to see many truly VR-native titles
So what will they look like?

What are the unique gameplay mechanics that only VR can
offer?



Topics

ACurrent state of hardware

AGame mechanics in the new medium
AExperiences to try

AConclusions



Current state of hardware

AOculus Rift consumer version, early 2016
A 2160x1200, 90Hz screen
A ~100 degree stereo FOV



