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Why the VR you see now is not the real VR?

We are at the primitive stage for virtual reality where we can see and move through and interact with either 50,000
triangles per frame on a mobile device or 2M triangles per frame on a device tethered with a very thick cable that lives
in danger of pulling your $2,000 desktop off the desktop. While all of this is exciting, we have greater things that will come out
into this field and give us experiences just barely even thought of. We will see lighter headsets, augmented reality systems that
project directly into our eye, tracking that becomes non-intrusive and less finicky, speech recognition that becomes first rate
and Al characters we can talk to and interact with, characters imbued with emotions that react to our sensed emotions. The
biggest issue is how do we author story in all of this and make it as competitive for our emotional engagement as film and the
best of non-VR games. We talk about these issues and why VR is going to be bigger, badder & not just 1990’s graphics on a
mobile phone stuck on our face.
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